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Complete Skills List
Version 3.1.1 (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,
but with a smaller explanation.

Most of these skills cost 1 skill point to buy at level 1 or improve by 1 point.
Remember that 10 experience points buy 1 skill point.

Skills marked with (M) or (F) are normally for male or female characters. You
can have it if the stereotyped character is the right gender or if you have a
generic human character.
Optional rule: Skills marked (*) can cost double; the game master decides.

Package deals are only for character creation. You cannot buy them by
spending experience.

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 this.

You can only spend experience points on skills between games, or during long
“fast-forwards” (voyages, waiting, etc). You can only buy one thing at a time, and
only one point at a time.
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These skills are often associated with a career
A professional skill not on this list can be bought using tradesman / career girl skill.
Accounting & finance: The character knows banking, accounting, finance, 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 equipment: Can operate and make minor repairs on A/V equipment. This
includes cameras, microphones, 2-way radios, interstellar radios, tape recorders, film
projectors, and a whole lot more. Most people can operate simple equipment if there
are no problems. This skill lets you get more out of equipment, operate complex
equipment, operate under 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 spacecraft.
Chemistry: Skill at making & identifying chemicals. May not exceed your INT.
Computer: Skill and speed at performing complex computations; someone who performs
computations. It is a synonym for mathematics skill. This skill works much faster if you
have a slide rule and mechanical adder/multiplier. May not exceed your INT. 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 Counter-Measure skill causes guided missiles to miss your vehicle. -1
penalty to roll per size of missile above normal.
Electronics: Designs, builds, modifies, & repairs electronic devices. May not exceed your
INT. Note that this genre does not have semiconductors or microchips. All of the
electronics are large. There are no electronic computers. Can be used as some types of
Engineering with a -3 penalty.
Engineering (M): Designs & builds equipment and devices. Can be used as Electronics,
Science, or Mechanic with a -3 penalty. May not exceed your INT.
Farmer: Broad knowledge of farming, ranching, botany, livestock management, and so
forth.
Gunsmith (M): Designs, builds, modifies, & repairs most types of guns.
Hunting (M): The character can conceal himself in foliage, move silently, dress game,
know where to find game, tracking, find your way in the woods, and so forth.
Lasso: This is skill at throwing a lasso and lassoing the target. It works like shooting
skill, only with a lasso. This was a desirable and useful skill a hundred years ago. Some
game masters allow this to be used for bolos also.
Locksmith (M): Builds, repairs, rekeys, and picks most types of locks.
Mechanic (M): Designs, builds, modifies, & repairs mechanical devices. This skill is also
useful for general vehicle repair (including spacecraft). Can be used as Engineering with a
-3 penalty.
Medic (*): First aid skills, stop bleeding, etc. Heal a body point in a day instead of a
week (if you have a little black bag and the patient rests), etc. Medical skills have a -1
penalty without medical supplies, like a first aid kit or little black bag.
Metalsmith (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 asteroid mining.
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Modeling (F): Etiquette helps in social situations. Gliding allows you to 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 (1m/turn) you get +3
to that roll. Half of your modeling skill adds to skills like hairstyling and makeup
(round down).
Music: Can write and perform music on instruments.
Navigation: Can do most types of navigation, including navigating space ships, navigating
sailboats, and finding your way in the woods.
Pilot: Drives most types of flying vehicles, including jet packs and space ships. This
game assumes the characters can all drive common types of ground vehicles and
watercraft.
Science (*): In this genre, someone skilled in science can perform most types of science.
This includes the knowledge of scientific stuff and operating scientific instruments. Science
skill may not exceed the characters intelligence. Can be used as most technical skills
with a -3 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): Shorthand (stenography) is a written language for taking dictation. You
can read it or write it as fast as somebody talks with the shorthand 1. Higher skill lets
you do things better, do it under adverse circumstances, and do hard things.
Singing: Can write and perform 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 harder.
Tailor (M) / Seamstress (F): Designs, builds, modifies, & repairs clothing and most other
textiles.
Theology: The character knows the Bible well. The player can look up the extra
information which his character knows during the game. Due to the nature of our
forefathers culture, knowing scripture can help solve a well-designed adventure.
Tradesman (M) / Career girl (F): Make up any professional skill you want: Project
manager, Carpenter, Salesman, etc.
Travel agent (*): Skill at arranging transportation, lodging, and reservations.
Encyclopedic knowledge of the known planets, and may know details about bad guys
and monsters, etc.
Type fast (F): Typing fast is a handy skill. A good roll lets you type 10 times as fast as
a man. This skill may not exceed your DEX.
Wilderness survival: Frontier skills allowing one to live off the land with minimal
equipment, identify food that is likely edible, find your way in the woods, etc.
Woodworking: Knowledge of different woods and how to make things out of them.
Includes woodworking tools and techniques.
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Fighting skills
2-gun: If you are using matching pistols and make your skill roll, you can shoot with
both.
Boxing: Skill with unarmed combat, subtract this from your die roll.
Combination: If you are punching and make your skill roll, you can attack twice. The
martial arts block/punch is a preset combination at level 6.
Disarm: Try to 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
to wind up with their weapon in your hand. Make a roll against this skill to resist
disarming.
Escrima: If you are using matching batons, knives, swords or similar weapons: make
your skill roll, you can use both this turn. The game master determines if you are
strong enough to do this with large or heavy weapons. Anyone with STR 1 can do
escrima with batons, but you need STR 6 to do it with longswords.
Fastdraw: If you make your roll, you can draw your weapon and use it as if you
already had it in your hand. The game master will assign a penalty for a large, long, or
heavy weapon. An inconvenient holster has a penalty also.
Fencing: Skill with melee weapons like swords & batons, subtract this from your die
roll.
Shooting: Skill with projectile & energy weapons, subtract this from your die roll. This
includes pistols, rifles, heavy weapons, and the weapons on a vehicle or space ship.
Speed-load: You do not have to spend a turn reloading if you make your roll.
Throwing: Skill with throwing things, subtract this from your die roll.
Zero-G: This skill allows you to avoid spinning or to regain control in zero-gravity.
Add this skill to your DEX when rolling to put on a space suit while holding your
breath.

Fighting package: You can buy a point of shooting, fencing, and boxing for 2 skill
points each during character creation.
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These are expensive 3 point skills
Bob & weave: +1 DEX for defense (6 DEX max) if you see the attack coming. You
cannot buy more of these for a better bonus, one is the limit.
Judo chop: You punch with md stun damage
Karate chop: You can punch with lt kill damage
Judo hold: You can keep a humanoid minor non-player character in an
immobilizing hold. You need to 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 turn (without
needing to make a skill roll to do so)
Sweep: Knock down a humanoid and do lt stun damage
Punch hard (M): +1 stun to punch/chop damage. You cannot buy more of these
for a better bonus, one is all you get.
Stun points: You cannot have more than 3 extra stun points.

Martial arts package: If you buy this 3-point package during character creation,
you can buy these 3-point fighting skills for only 2 points each thereafter.
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Just for men & generic humans
Most men are were not taught how to cook a hundred years ago. Men can learn these limited
cooking skills in this game. Stereotype women do not need these because they can cook
anything. Packages cannot be combined.

These 6 are half-cost (half a skill point or 5 experience points)
Baking (breads, cakes, etc.)
Breakfast (eggs, bacon, panflaps, waffles, etc.)
Grilling & BBQ
Pasta
Sandwiches & burritos
Soups & stews

Cooking package: Get 1 point in all six of these for 2 skill points during
character creation.
Chef package: Get one of these at level 6, then buy this for 1 skill point during
character creation. All cooking skills are quarter-price for you thereafter (4 for
1 skill point).
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Just for stereotype women & generic humans
Remember that generic women have looks 0 and cannot faint or use their looks to influence
others.
Faint resistance: Stereotype women faint under sudden stress. This is your
resistance to fainting. Note that sleeping & fainted women get +1 LKS. You can
faint voluntarily. Revive a fainted woman by fanning her face or gently slapping
the back of her hand to give her another faint resistance roll. Throw water on
her face for instant revival at the cost of her clothes, hair and makeup. Smelling
salts wake her right up, but you need certified medical skills to get them. It
costs 3 skill points for a woman to raise her faint resistance from a 5 to a 6,
and she cannot faint any more if she does (even if she wants to).
Hairstyling: A successful roll lets you improve your looks by 1 with improvised
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 lets you improve your looks by 1 with improvised
makeup, under adverse conditions, or put your face on twice as fast. Makeup
normally 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.
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Skills that cannot be added after character design
If you did not start with these, you cannot add them later. You can improve them, though.
Cowboy/cowgirl (*): Skill at riding and caring for horses, thoats, and other
mounts & beasts of burden. Skill with lassos and bolos. Skill at camping. Skill at
caring for livestock.
Escape artist (*): Can slip out of ropes, or even handcuffs (there is a -2 penalty
for handcuffs). Can pick simple key locks. This skill cannot be higher than your
DEX.
Get-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 trying again on the same item. The character may only use half of this
skill while married. You normally get one attempt between adventures and none
during. This skill us subject to game master interpretation.
Sleight of hand (*): The name means “tricky fingers”. It is useful for card tricks,
certain magic tricks, and so forth. May not exceed your DEX.
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Cannot be added or improved after character design
These should only be taken by experienced players designing new characters. You can take one
of these at level 1-3 instead one of the 6 items on the basic skills list in the rules. The action
hero package is different; you buy it with skill points.
Remarkably strong: 8 skill points raises your strength from 6 to 7. You do 1
extra damage punching and hitting with blunt instruments. Only stereotype men
with strength 6 may have this.
hero package: Every 5 skill points buys you an extra body point and an extra
stun point. Only stereotype men with strength 6 may have this. You cannot have
more than 3 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 to 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 to have this ability.
Lightning reflexes: Your reflexes and quickness are astounding. You can also add
this to skills like quickdraw and type fast. If the underlying skill is 6, you may
make this roll to react quicker than most people can. You must have DEX 6 to
have this ability.
Natural talent: You have a natural talent for 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 hard.
Super sense: You have one super sense; pick one of the 5 senses (sight, smell, taste,
touch, hearing). Specify how the sense is super (can see things further away, super-
sensitive hearing, identify metal by its taste, etc). Once you make a normal perception
roll, you may make this roll to detect things that most people cannot.
Trick voice: You can imitate voices and some sounds.
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Just for NPCs
Player characters cannot have these skills
Detective work: 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 to figure out the puzzles for themselves.
Players are not allowed to have this skill.
Mad science: Science skill that defies what is possible. The game master must
make sure that disruptive technology is not permanently introduced, and failing
that, retro it out. Mad science skill may not exceed the characters intelligence
or regular science skill. The more mad science skill the character has, the less
sane he is. Any character that gains this skill becomes property of the game
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 rating the mastermind ability of your head
villain is good design; you may need to re-use him later.
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Animal friend
You have a trained animal friend. Examples from the period include Lassie the
dog, Flipper the dolphin, and Mr. Ed the horse. If you are based on a space
ship your animal friend must be small, like a parrot or small dog.
Your animal friend responds to normal commands like ‘come‘, ‘fetch‘. And ‘lay
down‘. Animal friends often have a limited ability to communicate with their
owner and other people who spend a lot of time around them.
Another player determines what the animal does.
This ability is not a good way go get a combat buddy to help you in fights
because it is an expensive ability and animal friends do not last long when used
for fighting. The game master will disallow having a dangerous animal friend.
It costs 30 experience points or 3 skill points for an animal friend. Replacing a
lost animal friend costs training time and 18 experience points. The is a 5
experience point discount if you make a relevant skill roll (like cowboy skill for
a horse, thoat, cow, or dog).


