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Skill List:

Physical/Combat Skills:

Stealth

Athletics

Armed Combat  / “” (B/R)

Unarmed Combat

Firearms (Regular)  / “” (B/R)

Firearms (Anti-Zoid)  / “” (B/R)

Projectiles/Throwing  / “” (B/R)

Demolitions  / “” (B/R)

Tracking

Technical Skills:

Computer  / “” (B/R)

Electronics  / “” (B/R)

Zoid Genetics  / “” (B/R)

Biology

Medical

Military Theory

Social Skills:

Leadership

Interrogation

Negotiation

Etiquette (Specific) 

Organoid Companionship

Vehicle/Zoid Skills:

Car/Truck / “” (B/R)

Bike  / “” (B/R)

Hovercraft  / “” (B/R)

Boat  / “” (B/R)

Airplane  / “” (B/R)

Copter  / “” (B/R)

Vector Thrust  / “” (B/R)

Zoid Pilot Ground

Zoid Pilot Air

Zoid Pilot Cargo

Zoid Pilot Water

Zoid Weapon Melee  / “” (B/R)

Zoid Weapon Ranged  / “” (B/R)

Zoid Repair

Skill Descriptions:

Concentrations:  Concentrations are a specialty within a certain skill.  If a Concentration is desired and picked out then the character gains a +1 bonus to it, but all other Concentrations under that particular skill receive a penalty of –1 (not to go below 0).

Physical/Combat Skills:

Stealth – Governs sneaking around, moving quietly, tracking (and covering one’s tracks), and trailing another 

                character without his/her awareness.  This skill can be used through a Zoid when piloting.

                    Concentrations: Urban, Wooded Wilderness, & Cavern

Athletics – Gives the character an increased maneuverability.

                    Concentrations: Running, Climbing, Lifting, Jumping, & Swimming

Armed Combat  - Character is knowledgeable in the use of hand-to-hand weapons.

                     Concentrations: Edged Weapons, Pole arms/Staffs, Whips/Flails, & Clubs

Unarmed Combat – Martial Arts Knowledge.

                     Concentrations: Disarming, Offensive
Firearms (Regular) – Can use all types of hand-held firearms.

                     Concentrations: Pistols, Rifles, Submachine Guns, Grenade Launchers, & Tasers
Firearms (Anti-Zoid) – Knowledgeable in use of large “high-power weapons” designed to damage Zoids.

                     Concentrations: Rifle-Type, Missile Launcher
Projectiles/Throwing  - Can throw weapons/objects accurately.

                     Concentrations: Bows, Crossbows, Grenades, Shuriken, Knives, & Darts
Demolitions  - Governs the preparation, measuring, and setting of chemical explosives

                     Concentrations: Powder Explosives, Plastic Explosives, & Home Chemical Explosives

Technical Skills:

Computer – Fluent in use of computer interfaces and programming.

                     Concentrations: Hardware, Software, & Zoid Combat System Programming
Electronics  - Covers all electronic equipment besides computers.

Zoid Genetics  - Studies of how Zoid-cores are born, operate, and mature.  Also the understanding of how Zoids 

                           heal and operate on a genetic level.

                     Concentrations: Evolution Level 1, Evolution Level 2, & Evolution Level 3

Biology – Understanding of how life forms operate on a genetic level.

                     Concentrations: Zoidian, Human, & Animal
Medical – Knowledge of medicine and how to implement it.

                     Concentrations: Emergency First Aid, Operating
Military Theory – Military Experience and a working knowledge of how branches of the military operate.

                     Concentrations: Air Force, Naval, & Ground Tactics
Social Skills:

Leadership – Getting others to follow your character through example and authority.

                     Concentrations: Political, Military, Commercial, & Morale
Interrogation – Character is trained to extract information from others.

                     Concentrations: Verbal, Forceful
Negotiation – Governs any interactions in which both sides seek to out ahead.

                     Concentrations: Bargain, Bribe
Etiquette – A special type of skill that requires a Concentration.  This skill is used for the character to blend into a 

                   specific type of background.  Examples would be: City, Urban, and Country…

Organoid Companionship – This skill is only accessible when the character has trained an Organoid.  It is used 

                                             whenever that character tries to give it’s Organoid a command.  

                     Concentration: That particular Organoid’s name.

Vehicle/Zoid Skills:

Car/Truck – Refers to driving any vehicle with four wheels.

                     Concentrations: Cars, Trucks, Semi-Trucks
Bike  - Refers to all vehicles with 2-3 wheels.

                     Concentrations: 2-Wheeler, 3-Wheeler
Hovercraft  - All hover vehicles, regardless of purpose.

                     Concentrations: Passenger Craft, Cargo Transport
Boat  - Fluent in the use of watercraft.

                     Concentrations: Motor Operated, Sailboats
Airplane  - All fixed-wing aircraft.

                     Concentrations: Propeller, Jet, Glider
Copter  - All Tilt Rotor Aircraft.

                     Concentrations: Passenger, Transport
Vector Thrust  - All Vector Thrust Aircraft.

                     Concentrations: Propeller, Jet
Zoid Pilot Ground – Any ground-type Zoid.

Zoid Pilot Air – Any flying-type Zoid.

Zoid Pilot Cargo – Giant sized Zoids (Hover Cargo, Whale King, Ultrasaurus…)

Zoid Pilot Water – Any swimming-type Zoid.

Zoid Weapon Melee  - Governs use of any physical “hand-to-hand” type Zoid mounted weapons.

                     Concentrations: Blade, Claw, Tail, & Shield
Zoid Weapon Ranged  - Governs use of any other “ranged” type Zoid mounted weapons.

                     Concentrations: Cannon, Missile type
Zoid Repair – A working knowledge of how most Zoid components work and how to fix them.

                     Concentrations: Movement Systems, Thrusters, Shield, Sensors
