Running (Skill)


An adventurer may use his running ability to rapidly cover long distances, and to move efficiently during the tactical movement stage.


An adventurer may cover long distances at a rate of (2xTMR) while off the tactical display with a fatigue loss rate as follows:


Run for (Rank/2) + (Endurance/4) hours at a medium exercise rate, then (Rank/2) hours at a hard exercise rate, and then at a strenuous exercise rate until Fatigues points are exhuasted. 


An adventurer ranked in the running skill increases his TMR by (1/5 Ranks) (round down).

	Rank:
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Exp  Cost:
	300
	225
	450
	675
	900
	1125
	1350
	1575
	1800
	2025
	2250


Diving (Skill)


To advance in ranks with this skill a diver must be of at least equal rank in the swimming skill.  A skilled diver may make dives from dangerous heights, remain underwater for extended periods of time, and swim more efficiently.


A skilled diver may make dives from dangerous heights into bodies of water.  A diver may make a safe dive of 25 + (10xRank) feet, with a base success chance of (2xAdjusted Agility) + (10xRank)%.  If the diver has previously scouted the dive and is familiar with the body of water (2xRank) is added to the success percentage for the dive.  This base chance is modified by the following conditions:


-1%/ft over divers maximum allowable safe dive height.


-1%/2 lbs. of weight carried by the diver.

These modifiers are cumulative.

To make a safe dive from dangerous heights there must be sufficient water depth available for the dive.  There must be at least (dive height/4) - (2/Rank) feet of water depth for the diver to execute a safe dive; a minimum of 5 feet of water is required.  If a dive is made into insufficient water the diver will sustain 1 Endurance damage/foot of insufficient water.  This damage is reduced by 1 Endurance/2 Ranks (round down) with a minimum of 1 Endurance damage.  If a diver fails the safe dive roll by less than (2xAdjusted Agility) the diver will sustain (2x[dive height/20]) Endurance damage.  Otherwise, the diver will sustain ([height/20] squared) Edurance damage.


A diver may make surface dives of up to D + (8xRank) feet in depth.  While diving the diver may remain underwater for a period of time equal to D100 + (30xRank) seconds, if the diver has had at least 60 - (5xRank) seconds to prepare for the dive.  Otherwise, the diver may remain underwater for a period of time equal to D10 + (20xRank) seconds.


A diver may swim at a base rate of 1/2 TMR + (Rank/3) when on the water's surface.  Furthermore, a diver may swim at a base rate of 1/4 TMR + (Rank/3) when below the water's surface.  It must be noted that for calculation of Agility modification while in the water all weight modifiers, for Agility loss in combat and TMR, are doubled.

	Rank:
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Exp Cost: 
	300
	200
	400
	600
	800
	1000
	1200
	1400
	1600
	1800
	2000


Pilot - Small Craft (Skill)


A pilot may safely guide a small water craft through inland waters.

A pilot may safely guide a craft of up to [6 + (2xRank)] feet in length and (1+1/Rank) feet in width.


A pilot has a success chance equal to (2xPerception) + [(Physical Strength + Manual Dexterity + Agility)/3] +(10xRank)% when travelling in unfamiliar waters.  A pilot has a success chance equal to (3xPerception) + [(Physical Strength + Manual Dexterity + Agility)/3] + (12xRank) when travelling in familiar waters.  A pilot must travel a water course (11 - Rank) times to be considered familiar with the water course.  A pilots success chance is modified as follows:


+40% for travelling over still waters.


+20% for travelling over calm waters.


+5% for travelling over moving waters.


+0% for travelling over moderately rough waters.


-10% for travelling over rough waters.


-25% for travelling over moderately turbulent waters.


-40% for travelling over turbulent waters.


-55% for travelling over exceptionally turbulent waters.


+25% for travelling with excellent visability.


+10% for travelling with good visability.


+0% for travelling with fair visibility.


-10% for travelling with poor visibility.


-20% for travelling with restricted visibility.


-40% for travelling with obscured visibility.

These modifiers are cumulative.


A craft suitable for piloting may be constructed by a Ranger of at least (Craft size rank/2) Rank, or by a Mechanician of at least (Craft size rank/3) Rank.   

	Rank:
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Exp Cost:
	400
	200
	325
	450
	575
	700
	825
	950
	1075
	1200
	1325


