Acid: Make Attack roll (1d20+5) vs. target’s Fort. def. to inflict 2d6 dam. (½ dam on miss) each round until a DC 15 Treat Injury washes it off [252]
Aid Another: Make skill roll @ DC 10 or Attack roll vs. Reflex defense 10 to give an ally +2 to a skill roll or Attack roll [151]

Aim: Spend 2 SwActs to ignore all cover bonuses to target’s Ref. on next Atk; you lose benefits of Aim if you lose sight of target before Atk [154]

Attack Object (Held / Carried / Worn): Object’s Ref. Def. = 10 + Size Mod. + Ref. of Holder (excluding armor or natural armor bonus) [151]

Attack Object (Unattended): Object’s Ref. Def. = 5 if immobile, 10 if mobile; 0 HPs = disabled (destroyed if blow exceeds Damage Threshold) [151]

Attack of Opportunity: Make 1 immed. Atk w/ melee/natural weap./pistols/carbines/folded-stock weap’s vs. enemy moving out of adjacent sq. [155-6]

Autofire: Spend 10 ammo, make 1 Atk roll @ -5 (-2 if bracing Autofire-only weap) @ 2x2 sq. area; hit targets take full damage, missed take ½ [155-6]

Bearing Weight: An object bearing > its heavy load moves -1 step on CondTrack each round; 2x its heavy load disables it immediately [152]

Blaster Turret: 1 Atk roll (or autofire) at 1d20+5 / rnd. vs. Ref. f/3d6 (or 3d8) dam.; has pistol (or rifle) range, Darkvision, Init. +5 & Percep. +5 [256-7]

Blindness: inflicts -2 to Ref, removes DEX bonus to Ref, slows speed to ½, inflicts -5 to Perception; all enemies have total concealment [254]

Break Grab: Spend a StAct to automatically clear one grabber per char. level; grabbed character chooses which grabbers it clears [153]
Break Object (w/ sudden force rather than regular dam.):  STR check as StAct @ DC 15 + object’s STR mod + any condition penalties [152]
Burst Fire: (Prereq.: Burst Fire feat) -5 Atk, +2 dice of Dam. to shoot single target with Autofire; expends only 5 ammo & is not an area Atk [156]
Charge: Move your speed (min. of 2 sq.) in straight line thru unobstructed terrain f/ +2 Atk & -2 Ref at end of movement until start of next turn [152]

Concealment: -2 Atk to hit, -5 Percep. to notice target unless you have low-light / dark vision (-5 Atk, -10 Percep. & no AoO f/total conceal.) [156-7]

Corrosive Atmosphere: Make Atk roll (1d20+5) vs. target’s Fort. (armor/items too) to inflict 2d6 dam. (½ dam on miss) f/each round of exposure [253]

Coup de Grace: As F-RAct, score automatic crit. on adjacent, helpless target; if then reduced to 0 HPs (or already unconscious), target dies [154]
Crushing:  No Atk roll if completely encompassed; trash compactors take 10 rnds. to close & do 10d6 dam./rnd. f/5 rnds before reopening [254]
Cover: +5 to Ref (unless target/attacker is big) & immune to AoO’s; +10 to Ref, +5 to Stealth & immune to area Atks if cover is “improved” [158]
Delay: Voluntarily reduce your initiative count for rest of encounter; if multiple characters delay, the one with the highest Initiative mod. goes 1st [161]

Disarm:  Atk roll (-5 if enemy holds w/2 hands), enemy gets +10 Ref; if fail, enemy gets immed. free attack; you may snatch weap. if unarmed [152]

Disease: Atk roll (per description) vs. Fort (ignoring equip. bon., DR & SR); CondTrack steps are persistent until cured or Atk roll fails twice [254, 74]
Double Weapon: As F-RAct, attack once w/each end @ -10 to all Atks that round (& add’l -5 if not proficient w/weap.); a 1-ended Atk is a StAct [154]

Explosives: Atk roll (1d20+10) vs. Ref. of all targets in blast radius (it’s an area attack) f/full dam. per explosive’s desc. (½ dam. f/miss) [256, 130]

Extreme Temp’s: 1d20+5 vs. Fort. (±5 f/ hvy. clothes) to inflict 2d6 dam. & -1 CondTrack step (½ dam, no step on miss) f/each hr. of exposure [253]

Falling Objects: Atk roll (by size per table 14-2) f/full (hit) or ½ (miss) dam.; STR or DC 15 Acrobat check to get out from under 3 sizes larger [254-5]

Falling Damage: Atk (1d20+20) vs. Fort. f/1d6 dam. per 3 m fallen (½ f/miss); trained DC 15 Acrobat. check reduces damage per skill desc. [255, 62]

Fire: target taking fire dam. also catches on fire; each rnd. Atk roll at 1d20+5 vs. Fort. f/1d6 dam. (½ f/miss); putting out flames is a F-RAct [255]
Fight Defensively:  -5 Atk, +2 Ref (+5 if trained in Acrobatics) or No Atk (nor AoO), +5 Ref (+10 if trained in Acrobat.) until start of your next turn [152]

Flanking: If opponent is directly between you and an ally, you gain +2 flanking bonus to melee (but not ranged) Atks vs. that opponent [159]

Grab: Unarmed Atk @ -5 to grab up to 1 size larger; until broken, grab inflicts -2 on target’s Atk (except natural / light weap.) & he can’t move [153]
Grapple: (Prereq: Pin/Trip feat) Unarmed Atk, then opposed Grapple check (1d20 + BAB + STR/DEX mod + Size); may do dam w/light weap. [153]
Gravity High: Move @ ¾ speed; carry cap. is ½; take -2 on STR checks to lift/move object or STR-based skills; -2 to Atk; fall @ d8 damage [257]
Gravity Low: Increase speed by ¼; carry cap. is x2; +2 to STR checks to lift/move object or STR-based skills; -2 to Atk; fall @ d4 damage [256-7]

Gravity Zero: Space Sickness check upon exposure (infra); fly @ land speed; carry cap. is x10; +10 to STR checks to lift/move object; -5 to Atk [257]

Helpless:  DEX mod to Ref becomes -5 & Attacker gets +5 to hit w/melee weapons (but not ranged weapons); unaware targets can be helpless [159]

Improvised Weapon: -5 to Atk Roll; GM determines size & damage; any melee weapon wielded 2-handed deals double STR bonus to damage [150]

Ion / Stun Damage: does ½ the HP damage, but 2x the CondTrack steps; DamThresh comparisons are made before halving dam. [159-60, 162-3]

Move Thru: May move thru sq. of ally, unconsc. enemy or enemy 3+ times larger; May tumble thru enemy sq. (@ DC 15) if trained in Acrobat [161]

Natural Healing: 8 consecutive hrs. of rest heals HP=Character Level unless victim has a persistent condition [148]

Persistent Condition: Can’t regain HPs through natural healing & can’t use Recover action until surgery or other specified requirement [148, 149]

Poison: Atk roll (per desc.) vs. Fort (no equip. bon., DR or SR) f/dam. per desc.; CondTrack steps are persistent until cured or Atk roll fails [255]

Prone: Fall prone as SwAct (but see Acrobat.); take -5 to Melee Atks; may improve cover; Atks vs. prone target take -5 ranged / +5 melee [154, 161]

Radiation: Roll 1d20 + bonus (Table 14-3) vs. Fort (no DR or SR) f/dam. per table & -1 persist. step on CondTrack each rnd. until cured [255-6, 74]

Ready an Action: The count you take your readied Standard/Move Action on becomes new Init. result; you lose your regular action f/that round [162]

Recover: Spend 3 SwActs (consecutive or otherwise) to move +1 step on CondTrack (unless you have a persistent condition) [148, 154]

Run: Move straight (w/o Dex bon.) up to 4x speed (3x w/heavy load) as F-RAct f/ # of rnds = CON score; then roll Endurance per skill desc. [66, 154]
Second Wind: At ½ HP or less, heal ¼ of HP Total (or HP = to CON, whichever is greater) 1x per day as SwAct  [146, 154]
Shields: Exceeding a SR reduces it 5 pts. (as well as deals HP dam.); a DC 20 Mechan. check (Endur. f/droids) over 3 SwActs restores 5 pts. [161]

Shooting into Melee: shooting a ranged weapon or throwing a weapon into melee inflicts -5 to Atk roll unless you have Precise Shot feat [161, 87]

Smoke: Make Atk roll (1d20+5) vs. Fort. f/ 1d6 dam. & -1 step on CondTrack (½ dam. only f/miss); smoke grants concealment also [256, 156]
Space Sick: 1d20 vs. Fort. f/-1 persist. CondTrack step (-2 f/120-hr. expos.); cure w/DC 20 Treat Inj. or 8 (or 24) hrs. rest; Atk again in 8 hrs. [257]
Splash Attacks: Targets w/in area of Atk take full damage if hit, ½ dam. if missed; adjacent targets also suffer ½ dam. if hit, no dam. if missed [155]

Standing Up: Requires a Move Action if prone unless you’re trained in Acrobatics & succeed at a check @ DC 15 (then it’s a Swift Action) [153]

Suppress Enemy: Atk a specified opponent vs. Ref. 10 to give him -2 on next attack roll [151]

Toxic Atmosphere: Make Atk roll (1d20+5) vs. target’s Fort. to inflict 2d6 dam. & -1 persist. CondTrack step / round (½ HP dam. only on miss) [253]

Two Weapons: As F-RAct, take -10 on all Atks for the round (-15 for any weapons you’re not proficient with) [154]

Unarmed Attacks: deal 1d4 + STR mod damage (1d3 + STR mod if attacker is Small) [153]

Unconscious: In 1 min., CON check @ DC 10 f/ +1 step on CondTrack & HP=level, or out f/1 hr. w/persist. cond. (1 or fail by 5+ = death) [147]

Vacuum: Atk roll (1d20+5) vs. target’s Fort. to inflict 1d6 dam. & -2 persist. CondTrack steps / round (½ dam., -1 step on miss); then see desc. [253]

Withdraw: Move 1 sq. out of all threat’d areas as MoAct (suffer no AoO’s upon disengaging); may then move up to ½ speed as another MoAct [153]
0 HPs: Move -5 steps on CondTrack & fall unconsc./disabled (or fall dead / destroyed if blow exceeds Dam. Threshold; FP can spare death) [146-7]
VEHICLES / STARSHIPS
All-Out Move (Starship): Pilot in straight line (no Dex bon., can’t Avoid Collision, infra) up to 4x speed as F-RAct (provided you moved last turn) [172]

All-Out Move (Char. Scale): if you All-Out Move, you may All-Out Move up to max. veloc. next turn; then must stay at max. or do yet again [172]

Aid Another: As normal, but only Co-pilot can Aid Pilot and only Commander can Aid computer checks; any crewman may Aid any other check [170]

Aid Attack: Gunner can grant +2 by Atk’ing Ref. 10; Sensor Op’r can do so w/DC 10 Comp. roll; Commander can do so w/DC 10 Know:Tactics [170]
Aim: As 2 SwActs, Gunner ignores all cover bonuses to target’s Ref. on next Atk; you lose benefits of Aim if you lose sight of target before Atk [154]

Armor Bonus: Pilots may add their heroic level instead of the vehicle’s armor bonus when calculating the vehicle’s Ref defense [168]

Astrogate: 1 min. to make DC 10 Comp. roll (1 hr., DC 30, if no data) w/Table 13-1 mod’s to jump in 1d6 dys. x hyperdrive, or see rule f/failure [237]
Attack Run: As StAct, pilot ship min. spd. of 2 sq. in straight line thru unobstructed terrain f/ +2 Atk & -2 Ref at end of move till start of next turn [171]
Attacks: 1d20 + BAB + vehicle’s INT mod + range mod (PB 0 / Short -2 / Med. -5 / Long -10) vs. Ref. as StAct; 20 is a Crit; 1 is automatic miss [167]

Attacks (Capital): Frigate or larger ships take -20 on Atk rolls (except point-defense weap’s); trained Pilots gain +2 on weap’s they operate [170-1]

Autofire: If vehicle is autofire-capable, may make area attack in Character Scale; can’t make area attacks (including Strafes) in starship scale [173]

Avoid Collision: DC 15 Pilot roll as React. to ½ dam. to all parties (avoid dam. in starship scale); you can’t do this if you’re doing the ramming [173]
Boarding: if you Tractor Beam another vehicle into your sq., you may use docking clamps & cut thru airlock/hull (see Attack an Object) [174, 151]

Collision: Mobile hazards ≥ Large size (asteroid, Unguided Veh.) Atk’s Ref. @ 1d20 + Size mod. (+1/2/5/10) for Table 10-3 dam. (½ if fail) [173-4]
Co-Pilot: 1 co-pilot per vehicle; Can Aid Another on Pilot checks as a StAct and can make a SwAct and MoAct too [169, 170]

Commander: 1 commander per vehicle; commander coordinates crew & stations, analyzes battles & tactics, etc. [169]

Cover: Vehicles provide cover bonus to Ref. f/attacks vs. passengers as described in vehicle stats (no cover, +5 cover, +10 cover or full cover) [169]

Damage: After rolling damage dice (per vehicle’s description), multiply result by the listed damage multiplier [168]

DEX Bonus: No DEX bonus if pilot is flatfooted or vehicle is out of control or Atk’s by undetected enemy; -5 penalty to Ref if disabled / stopped [168]

Disabled: Vehicle pushed to end of CondTrack stops immed’ly; if in gravity well, it falls 150 m + 300 m/rnd. until reactivated (see Falling) [169, 255]

Dogfight (Outsiders): Firing into a dogfight from outside of it incurs a -5 penalty on Atk roll (unless you have Precise Shot feat) [171]

Dogfight (Disengage): As MoAct, win opposed Pilot roll to move away # of sq’s = your spd., or gunners take -5 in dogfight till your next turn [171]
Dogfight (Engage): As StAct, roll Pilot @ -5 vs. enemy’s Pilot roll to start dogfight; parties can’t move or attack others until Disengaged (supra) [171]
Dogfight (Attacking): As StAct, win opp’d Pilot roll to make veh. weap. Atk as SwAct, or you can’t Atk target & gunners take -5 till your next turn [171]

Dogfight (AoO): If enemy starfighter moves thru your sq. or adjacent sq., you may attempt to Engage in Dogfight (supra) as AoO [171]
Engineer: 1 Chief Engineer at a time; keeps ship running when it takes damage by Rerouting power (infra) & leads repair efforts betw’n battles [169]

Fight Defensively:  -5 Atk, +2 Ref (+5 if trained in Pilot) or No Atk (-10 f/gunners), +5 Ref (+10 if trained in Pilot) until start of your next turn [171]

Full Attack: Gunners w/ >1 Atk must spend full round to get extra attacks; Pilot can’t full attack without bringing ship to Full Stop (infra) [172]
Full Stop: As SwAct, Pilot can stop vehicle unless you used a MoAct or F-RAct to move vehicle this turn or used All-Out Move on last turn [172]

Gunner: Any weapons not fired by pilot or co-pilot requires a gunner; a vehicle can have as many gunners as it has gunner positions [169]

Increase Veh. Speed: As SwAct, make trained DC 20 Pilot roll to exceed max. spd. by 1 sq. (+1 sq. / 5 pts. over DC), or -1 step on CondTrack [172]

Initiative: If you’re trained in Pilot, you may roll your Pilot skill instead of initiative, but you still apply the vehicle’s Size modifier to your roll [170]
Missiles: If you Aim, missile may Atk a 2nd time @ -5 if 1st Atk missed, but target may shoot at it in its own sq. before 2nd Atk (Def=30, HP=10) [174]

Passengers: Have no specific role but may take actions aboard a vehicle and replace crewmembers as needed [169]

Pilot: 1 pilot per veh.; Piloting is usu. a MoAct, so pilot can make a SwAct & StAct too; Pilot adds veh,’s Size & Dex mods. to Init. & Pilot rolls [169]

Ram: As F-RAct, Pilot @ -10 vs. Ref. f/ Table 10-3 dam. to all ships & char’s (x2 f/All-Out Move; ½ if fail & you stop); may move thru if still alive [172]
Repair Vehicle: Spend 1 hr. & make DC 20 Mechanics roll to restore 1d8 HPs & remove persistent conditions (apply CondTrack mods to roll) [70]

Reroute Power: As 3 SwActs (on same or consecutive turns), Engineer makes DC 20 Mechanics roll to move vehicle +1 CondTrack step [172]
Roles: You can switch roles (pilot, gunner, etc.) on vehicle from round to round so long as no crewman has filled that role since your last turn [169]

Shields (Raise): As SwAct, SysOp may activate or deactivate shields (keeping shields up all the time strains systems & evinces hostile intent) [172]
Shields (Recharge): In 3 SwActs (on same or consecutive turns), SysOp makes DC 20 Mechanics check to raise SR by 5 (up to ship’s max) [172]

Size Modifiers: Vehicle size modifiers apply to Initiative, Pilot checks and Reflex defense [166-7]

Speed: Pilot may move vehicle up to listed speed as MoAct & up to 4x speed with All-Out Movement (supra); Max. Veloc. is f/ Char. Scale only [169]
Starship Scale: Each grid square is abstract, represents relative (not absolute) movement, & varies in size depending on vehicles involved [165]
Strafe (Airspeeders & Starfighters Only): In autofire mode, attack 1 x 5-to-10 line (instead of 2x2 sq.) at penalty = # of sq’s in attack [173]
Supporting Crew: troop/starfighter coordination, medical personnel, guards, maintenance; may Aid Others on skill checks as StAct [169]

System Operator: 1 SysOp at a time; SysOp raises / lowers / recharges Shields (supra) & operates sensors & communications [169]

Tractor Beam: Atk, then opposed Grapple; larger ship pulls smaller 1 sq. closer / rnd. (10 sq’s f/Char. scale); if target is pulled, it loses Dex bon. [174]
Unguided Vehicle: if pilot abandons or is incap’d, vehicle moves # sq’s = speed & then brings itself to complete stop, then falls if applicable [173]
Weapon Batteries: Within a battery, Aid Another is automatic & adds +1 die of dam./3 pts. of exceeding Ref.; May Aid another battery normally [170]

0 HPs: If reduced to 0 HPs by single Atk that equals or exceeds DamThresh, the vehicle is destroyed & occupants take ½ dam. from the attack [169]

