Shills List

Version %.1 (BoosTer). COpYRIGHT KEN YOUNG 2018-2025. All riGhTs Reserved. http://www.roaringrockets.org/

This is THe complete list of skills. THE MOST cOMMON ONEs ARE iN THE Rule book,
bur with A smaller explanaTion.

Most of These skills cost 1 skill point TO buy AT level 1 orR iMpROVE by 1 poinT.
ReMEMbDER THAT 10 experieNCE poiNTs buy 1 skill poinT.

Skills marked with (M) or (F) ARe Normally for male ORrR female cHaracTErRs. You
cAN Have it if THe stereotryped cHArRAcTER is THE RiGHT Gender oOR if you Have a
GENERIC HUMAN CHARACTER.

Oprtional rule: Skills marked (*) can cost double; THE game masTer decides.

Some of THese skills overlap. For example, you could make chemicals with
cHemisTRy OR science skills.

THere is A skill bonus for doing easy THings and A penalty for doing HArd
THINGS. THE GAME MASTER dETERMINES THisS.

You caN ONly spend experience points ON skills DeTween games, or during long
OfasT-forwARdSO (VOYAGES, WAITING, ETC). YOu cAN ONly buy ONE THING AT A TIME,
ANd ONly ONE POINT AT A TIME.

Thesc skills ane often asdscociated with a cancen

A professional skill not on This list can be bougHT usinGg TRAdESMAN / CAREER GiRL SKill.
Accounting & FNANCE: THE cHARACTER knows banking, AccOunTting, FNANCE,
bookkeeping, And oTHER money skills. May NoT exceed your INT.

ART: PAiNTING, dRAWING, sculpTing, ETC. ON OCCASION THE GAME MASTER MAy Allow
THE cHARACTER TO MAKE AN ART ROll for creative THINKING.

Audio/visual eqQUIpMENT: CAN OpPERATE ANA MAKE MINOR REPAIRS ON A/V EQUIPMENT.
This iNncludes camERAs, MICROPHONES, 2-wAy RAdios, INTERSTELAR Radios, TApE
RECORAERS, film prRojecTors, ANd A WHOLlE lOT MORE. MOST pPEOPIE CAN OPERATE
simple equipmenT if THERE ARE NO problems. This skill lers you Ger more out of
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EQUIPMENT, OPERATE COMPLlEX EQUIPMENT, OPERATE UNAER AdVERSE cONdiTiONs, And sO
fortH. You Need A Roll To bounce a radio signal, THRead A balky film projeCTOR,
aNd so forTh.

Bosun / Boatswain: Can Tie MosT ANy kind of knoT. CAN OPERATE MOST ANY TYpE
of small veHicle. CAN peRfORM MOST MAINTENANCE TAsks ON A spACECRAIT.

ChHemistry: Skill a1 making & identifying cHemicals. May NoT exceed your INT.
Compurter: Skill and speed AT perfORMING COMPLEX COMPUTATIONS; SOMEONE WHO
perRfORMS  compuTaTtions. It is A syNonym for maTHemaTics skill. This skill works
MuUcH faster if you Have A slide rule and mecHanical adder/multiplier. May NoT
exceed your INI. THe Types of electRonic computers THE players ARe familiar wiTh
do Not exist iN THis vacuum Tube Genre. Pulp science fiction Has simple, single
PURPOSE MECHANicAl computers, And some skills (like NAVIGATION) AsSUME you Have
ACCESS TO THEM.

CrypTOGRAPHY: Making and breaking codes. Using THis skill Takes A long TiME
(days or weeks). This skill cannoT exceed THE cHARACTERs INT.

Dancing (F): Can cHoreoGraph and perform  dances, including impRovisaTional
dance. THis physical ability can be useful in some TacTical siTuations.

Deflector: Operate THE deflector oN A space sHip. A successful skill Roll bounces
ONE POINT Of ENERGY dAMAGE AwAy fROM THE sHip.

ECM: Electronic CoOUNTER-MEeasuURE skill causes quided missiles TO miss yOUR
veHicle. -1 penalty 1o Roll per size of missile Above NORMAL

Electronics: Designs, builds, modifies, & Repairs elecTRoNic devices. May NOT
exceed yourR INT. Note THAT THis GENRe does NoOT Have SemicONdUCTORS OR
micrRocHips. All of THe elecTRONics ARE |ARGE. THERE ARE NO ELECTRONIC COMPUTERS.
Can be used As some Types of ENGINEERING WITH A -7 penalty.

Engineering (M): Designs & builds equipment and  devices. Can be used as
ElecTRONics, Science, orR MecHanic with A -7 penalty. May NoT exceed your INT.
FARMER: Broad knowledge of farming, rRanching, botany, livestock MANAGEMENT,
aNd so forTh.

Gunsmith (M): Designs, builds, modifies, & RepaiRs MOST Types of GuNs.

Hunting (M): THe chArRAcTER can conceal Himself in foliage, move silently, dress
PAME, know wHere 10 find game, TrRacking, find your way in THE woods, and so
ORTH.

Lasso: This is skill At THRowinGg A lasso And lassoing THE TARGET. It woRrks like
shooting skill, only with A lasso. This was A desirable and useful skill A Hundred
VEARS AGO. SOME GAME MASTERS Allow THis 1O be used for bolos also.

Locksmith (M): Builds, Repairs, rRekeys, and picks most Types of locks.

Mechanic (M): Designs, builds, modifies, & Repairs mecHanical devices. This skill is
Also useful for qGeneral veHicle RepaiR (iNncluding spAcecrafr). Can be used as
ENGINEERING WiTH A -7 penalty.

Medic (*): First aid skills, stop bleeding, erc. Heal A body point in A day instead
of A week (if you Have a litrle black bag and ThHe patient Rests), erc. Medical skills
Have A -1 penalty without medical supplies, like A first aid kit or litrle black bag.
Meralsmith (M): Can craft meTal. This includes forging, brazing, welding, casting,
planishing, milling, TurNinG, ANd so forTh.

Mining (M): Skill AT mosT Types of mining, including TUNNELING, REfiNING, AssAying
ORE, ANd ZERO-G ASTEROIA MINING.

Modeling (F): Eriquette Helps in social situations. Gliding Allows you 10 MOVE
GRacefully, silently, leaving minimal fooTprints, and witHout cutting YOUR feeT ON
shaRp THiNGs (gliding iN Heels RequiRes A RUN-in-HEels Roll). If you glide slowly
(Im/TurN) you et +% 1O THAT RoOll. Half of your modeling skill adds 1o skills like
HairsTyling ANd MAkeup (ROuNd dOWN).

Music: CAN WRITE AN PERfORM MUSIC ON INSTRUMENTS.



Navigation: Can do mosT Types of Navigation, including NAViGATING spAce sHips,
NAVIGATING sailboats, and finding yOurR way iN THE woods.

Pilot: DRrives most 1ypes of flying vehicles, including jer packs and space sHips.
THis gAmME assumes THE cHArRAcTERS can All drive common Types of ground veHicles
ANd  WATERCRAIT.

Science (*): IN THis GeNrRe, SOMEONE skilled iN scieNce caN perRfORM MOST Types of
science. This includes THe knowledge of scientific stuff and operating  scienTific
iINSTRUMENTS. Science skill may NoT exceed THe cHaracTers inTelligence. Can be used
as MOsT TeCHNical skills with A -7 penalty if THe siTuATiON is ApPROPRIATE.

Scope: OperATE THE SCOPE ON A spAce sHip OR GRound base. A scope is like a
combination Telescope ANd Radar. THE console looks like a Tube Television with
lots of control knobs.

SHORTHANd (F): SHoRrTHANd (STENOGRAPHY) is A WRITTEN lanGuaGge for Taking
dictatioN. You cAN Read it OR WRITE iT As fast As somebody T1alks with THE
sHorTHANd 1. HigHer skill lets you do Tthings betrer, do it under AdVERSE
ciRcumsTances, ANd do HARd THINGS.

SiNGiNG: Can WRITE ANd perRfORM SONGs.

Riding: Can Ride HoRses, THoATs, ANd OTHER MOUNTS. MOST CHARACTERS CAN STAY ON
Top of A TRAINEd MOUNT WHile it walks. This skill is for doing anyTHing HARAER.
Tailor (M) / Seamstress (F): Designs, builds, modifies, & Repairs cloTHing And MoOsT
OTHER TEXTilEs.

Theoloqy: THe cHaracter knows THe Bible well. THe player can look up THE EXTRA
iNformaTiON WHicH His cHarAcTER knows during THE Ggame. Due 10 THE NATURE Of
OUR foRefaTHERs culture, knowing ScRIpTURE caN Help solve A well-designed
AdVENTURE.

TrRadesman (M) / Career GiRl (F): Make up any professional skill you want: Project
MANAGER, CARPENTER, SAlESMAN, ETC.

TRAVEL AGeNT (*): SKill AT ARRANGING TRANSPORTATION, lodgGinG, AN RESERVATIONS.
Encyclopedic knowledge of THe known planets, and may know details aAbout bad
GUYS ANd MONSTERS, ETC.

Type fast (F): Typing fast is A Handy skill. A good roll lets you Type 10 TimMES AS
fast As A man. This skill may NoT exceed your DEX.

Wilderness survival: FRonTier skills allowing one 1o live off THe land withH minimal
equipmenT, idenTify food That is likely edible, find your way in THE woods, erc.
Woodworking: Knowledge of different woods and How 10 make ThHings out of
THem. Includes woodworking Tools and TeEcHNIqQUES.




Sighting shills

Zb-QLIJ_IN: If you ARe using maTcHing pistols and make your skill roll, you can shoot with
oTh.

Boxing: Skill with unarmed combart, subtract This fRom your die roll.

Combination: If you ArRe punching and make your skill roll, you can atmrack twice. THe
MARTIAL ARTS block/punch is A preser combination AT level 6.

Disarm: TRy 10 MAKE A Hit on THE TARGET, modified with This skill instead of boxing skill.
If successful, you knock a weapon out of THeiR Hand. THERe is A -2 penalty if you want

170 wind up with THEiR WeApON iN yOUR Hand. Make A Roll against This skill To Resist
disARMING.

EscrimA: If you ARe usiNng mATCHING bATONs, knives, sworRds OR similaAR WEAPONs: Make

your skill roll, you can use both this TURN. THE GAME MASTER dETERMINES if yOU ARE

STRONG ENOUGH TO do This with |ARGe OR Heavy weapons. AnyoNne with STR 1 can do
ESCRiIMA WiTH batons, but you need SIR 6 10 do it with loNngswoORds.

Fastdraw: If you make your Roll, you can draw your weApoN And use it As if you

AlReady Had it iN yOurR Hand. THE gamME mMaAsTER Will Assign A penalty for A [ARGE, loNg, OR
Heavy WEAPDON. AN INCONVENIENT HOISTER Has A penalty Also.

Fencing: Skill with wmelee weapons like swords & batons, subtract This fRom your die
rROIL.

SHoorting: Skill with projecTile & ENerGy WEAPONS, subTtracT This fRom your die Roll. This

includes pistols, Rrifles, Heavy weapons, and THE weapons ON A Vehicle or space ship.

Speed-load: You do Not Have 10 spend A Turn Reloading if you make your roll.

THRowiINg: Skill with THrROWwiNG THiNGsS, subTracT THis fRom your die Roll.

Zero-G: This skill Allows you 10 Avoid SpINNING OR TO REGAIN CONTROL iN ZERO-GRAVITY.

Add Tthis skill To your DEX wHen Rrolling TO put oN A space suit while Holding your

breath.

Fighting pAckage: You can buy A point of sHoorting, fencing, and boxing for 2 skill
POINTS.

T FTheEar av»
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Thesc anre expeniive 3 point skhills

Bob & weave: +1 DEX for defense (6 DEX max) if you see THe atrack coming. You
caNNOT buy MoRe of THese for A berrer bonus, one is THE limiT.

Judo chop: You punch with md stun damage

Karate chHop: You can puncH with It kill damage

Judo Hold: You can keep A Humanoid MIiNOR NON-playeR CHARACTER iN AN
imvobilizing Hold. You need 1o make A Hit Roll To put Him in THE Hold (boxing
skill applies).

Block/puncH combo: You can both block and punch in THE same TUrRN (witTHout
Needing TO make A skill roll To do so)

Sweep: Knock down A Humanoid and do It stun damage

PuncH Hard (M): +1 stun To punch/chop damage. You cannoT buy mMoRe of THeSE
for A berrer bonus, one is all you Ger.

STUN POINTS: YOU CANNOT HAVE MORE THAN 7 EXTRA STUN POINTS.

Martial ArTs package: If you buy This -point package, you can buy THESE 7-point
fighting skills for only 2 points eacH THEREAFER.

e

Rouning Rochets Shill [iat Page 5 af- 11



MosT MEN ARE WERE NOT TAUGHT How 1o cook A Hundred years AGo. Men can learn THese limiTed
cooking skills in ThHis game. Stereotype women do NoT Need THese because THey can cook
ANyTHING. Packages cannoT be combined.

THese 6 ARe HALFCOST (Half A skill poiNT OR % EXDERIENCE POINTS)
Baking (breads, cakes, erc.)

Breakfast (EGGs, bacon, panflaps, walfles, erc.)

Grilling & BBQ

PastA

SandwicHes & burritos

Soups & STEWS

Cooking package: Ger 1 point in all six of THese for 2 skill points or 17
EXPERIENCE POINTS.

Chef package: Ger one of THese At level 6, THen buy This for 1 skill point, and all
cooking skills ARE quARTER-pRICE fOR you THEReAfferR (4 for 1 skill point OR 7
EXPERIENCE POINTS EACH).

==vid 6 A S

== ==




RErEMbER THAT Generic WOMEN Have looks O and cannot faint OorR use THeiR looks 1O influence
OTHERS.

FAINT RESISTANCE: STEREOTYPE WOMEN fAINT UNdER sudden stress. THis is yOUR
RESISTANCE TO faiNTING. NOTE THAT sleeping & fainTed women et +1 LKS. You can
faiNT volunTARily. Revive A fainTed woman by fanning HEr face OrR Gently slapping
THe back of Her Hand 1O Give HER ANOTHER fAiNT RESiSTANCE RoOIl. THROW WATER ON
Her face foRr iINSTANT Revival AT THE cost of Her cloThes, HairR and makeup. Smelling
salts wake Her RigHT up, but you ~eed certified medical skills To ger tHem. It
costs 7 skill points forR A WOMAN TO RAiSE HER fAINT RESISTANCE fROM A % TO A 6,
ANd sHe cannoT faiNT ANy MORE if sHe does (even if sHE wanTs TO).

Hairstyling: A successful rRoll lers you improve your looks by 1 with impRrovised
stuff, under Adverse conditions, oR do your HaiR Twice As fast. HAiR NORmally
Takes Half AN Hour and A bunch of stuff.

Makeup: A successful Roll lers you improve your looks by 1 with improvised
makeup, UNdER Adverse condiTions, OR puT YOUR face oN Twice As fast. Makeup
NORMALLYy Takes Half AN Hour and A bunch of stuff.

Run iN Heels: Heels improve your looks by 1, but slow you down TO 2M/TURN
aNd you cANNOT sNeak in THem. This skill negates THE penalty. Blow your Roll and
you stumble loudly. Miss it by 4 and you fall. If you glide in Heels (parT of
modeling skill), you must make both skill rolls.




Shills that cannct be added aften chanracten H

If you did n~ot starT with ThHESE, you canwoT add THem laTer. You can iMprove ThHem, THOuGH.
Cowboy/cowgirl (*): Skill ar riding and caring forR HoRses, THoaTts, and OTHER
MOUNTS & beasts of burden. Skill with lassos and bolos. Skill At camping. Skill ar
cARING for livestock.

Escape ArtisT (*): Can slip out of rRopes, orR eveN Handcuffs (THere is A -2 penalty
for Handcuffs). Can pick simple key locks. This skill cannot be HigHer THAN YOUR
DEX.

Ger-daddy-to-pay-for-it (*F): Only women may Have This skill, and only if They
Have A RicH faTHer. THere is A penalty WHen using This skill fOR EXPENSIVE iTEMS,
aNd Also TRYiING AGAIN ON THE same iTEM. THE cHArRAcTER may only use Half of This
skill wHile married. You NORmAlly GET ONE ATTEMPT DETWEEN AdVENTURES AN NONE
duringG. This skill us subject TO GAME MASTER INTERPRETATION.

Sleight of Hand (): THE Name means Otricky fiINGERSO. I is useful for card TRicks,
CERTAIN MAGic TRicks, aNd so forTH. May NoT exceed your DEX.




These should only be maken by experienced players desiGNiNG NEW CHARACTERS. YOU CAN TAKE ONE
of these ar level 1-3 instead one of THe 6 items ON The basic skills list in THe Rules. The actiown
hero package is different, you buy it with skill poinrs.

Remarkably strRoNnG: 8 skill points RaiSES YOUR STRENGTH fRom 6 TO 7. You do 1
eExTRA dAMAGE punchHing And  HiTTing WIiTH DLUNT INSTRUMENTS. ONLy STEREOTYPE MEN
witH STRENGTH 6 mAay HAve THis.

Hero package: Every % skill points buys you AN extRa body poinT and AN EXTRA
STUN POINT. ONly STEREOTYPE MEN WiTH STRENGTH 6 MaAy Have THis. You cANNOT Have
MORE THAN 7 EXTRA STUN OR body poinTs.

AMAZING GRACE: YOu Have cat-like balance, GRAce, and Nimbleness. You can also
add it TO AppROPRIATE skills (for example, you may add it 10 modeling skill when gliding).
IF THe underlying skill is 6, you may make This Roll for feats most people cannot
do. You must Have DEX 6 10 Have This ability.

Lightning  Reflexes: YOur Reflexes and quickness ARe astounding. You can also add
THis 10 skills like quickdraw and Type fast. IF THe underlying skill is 6, you may
MAke THis Roll TO React quicker THAN MoOsT people can. You must Have DEX 6 1O
Have This ability.

NaTURAL TAlenT: You HAvE A NaTURAL TAlEnT forR ONE skill (specify which one). Add
youR TAlENT TO THAT skill wHen making A Roll. Once THat skill is at level 6, you
automaTically succeed AT NORmAL Rolls and can make A NaTural Talent roll TO do
someTHING Really HARrd.

SUPER SENSE: YOU HAvE ONE SUpPER SENsE; pick ONE Of THE ¥ SENSES (sighT, smell, Taste,
touch, hearing). SpECify How THE SENSE is SUPER (can see THiNGs FURTHER AwAy, SUPER-
sensiTive Hearing, identify meral by its 1aste, €1c). ONCE YOU MAKE A NORMAL PERCEPTION
Roll, you may make This Roll To detect THiNGS THAT MOST peEOplE cANNOT.

TRick voice: You can imiTaTE voices and SOME sounds.




Just fon NPCa

Player cHARACTERS cANNOT Have These skills

Detecrive woRrk: THis is THe ability To spot clues, identify THem as such, and piece
clues TogetHer iNTO A picTURE of WHAT Happened and who did it. A lot of pulp
Heroes Have This skill, but players Need 10 fiquRe out THe puzzles for THEmsELVEs.
Players ARe NOT Allowed 10 Have This skill.

Mad science: Science skill THat defies WHat is possible. THE GAME MASTER MusT
MAKE SURE THAT disrupTive Technoloqy is NOT permanently inTRoduced, and failing
THAT, ReTRO i1 out. Mad science skill may NoT exceed THE cHARACTERs iINTEIlIGENCE
OR REGUIAR science skill. THE MoORe mad science skill THE cHarRacTER Has, THE less
SANE HE is. ANy cHARACTER THAT qains This skill becomes property of THE Ggame
MASTER (THE cHARACTER sHould be used only iN pARTNERSHIp WiTH THE playeR).
Mastermind: This is THe skill for making scHemes and evil plans. It will NoT be
ROlled AgainsT Often iN gameplay, but Rrating THE mastermind ability of your Head
villain is qood design; you may Need TO RE-USE Him  ATER.

0
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4 [ L [
You Have A TRaINed Animal [Riend. Examples from ThHe period include Lassie THE
dog, Hipper thHe dolphin, and MR. Ed THe HoRrse. If you ARe based oON A spAce
ship your animal friend must be small, like A parrOT OR small dog,.
Your animal friend Responds 10 NorRmAl commands like ‘come’, ‘fetch’. And ‘lay
down’. Animal [riends ofren Have A limited ability 10 communicate witH THEIR
OWNER ANd OTHER people WHo spend A lot of TimMe around THem.
ANOTHER player deTermines WHAT THE animal does.
THis ability is NoT A good way Go et A combar buddy 1o Help you in figHts
because i1 is AN expensive aAbility and animal frRiends do nNot last long WHEN used
for fighTing. THE game masTer will disallow Having A dangerous animal [Riend.
IT costs 0 experiENCE pOINTS OR 7 skill points for an animal [Riend. Replacing a
lost animal [Riend cosTts TRAINING TiME ANd 18 EXpERIENCE poOINTS. THE is A
EXPERIENCE POINT discOUNT if you make A Relevant skill roll (like cowboy skill for
A Horsg, THoat, cow, OrR dog).
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