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Skill Listing Details

Beam Weapon (Passive, base=DEX + INT + CHA)

Overview

The Beam Weapons skill allows utilization of higher tech level beam weapons and improves the player’s accuracy when utilizing them.

The skill value is directly used in the combat routines to determine accuracy with beam weapons.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	7
	7
	7
	0
	0
	0
	7
	7
	7

	3
	14
	14
	14
	12
	12
	12
	14
	14
	14

	4
	21
	21
	21
	18
	18
	18
	21
	21
	21

	5
	28
	28
	28
	24
	24
	24
	28
	28
	28

	6
	35
	35
	35
	30
	30
	30
	35
	35
	35

	7
	42
	42
	42
	36
	36
	36
	42
	42
	42

	8
	49
	49
	49
	42
	42
	42
	49
	49
	49

	9
	
	
	
	50
	50
	50
	
	
	


NPC Utilization

Skill can be assigned to all NPCs.

Skill Description

General

Description: Allows use of beam weapons of a level equal to or below the skill level, and increases damage with beam weapons by +25% per level.

Equipping a beam weapon requires that the character have a Beam Weapon skill of equal or greater level (i.e. Tech 6 beam weapons can only be used by players with Beam Weapon level 6 or better).

All players gain a 25% damage bonus when using beam weapons for each skill level after the first.

Level 1 (Beam Weapons L1)

Description: Allows the use of level 1 beam weapons.

Level 2 (Beam Weapons L2)

Ability Name: Beam Damage Bonus

Description: +25% damage, improves accuracy, and allows the use of level 2 beam weapons.

The player gains the permanent effect Beam Weapon Damage Bonus, with linked magnitude equal to the player’s skill value.

	Beam Weapon Damage Bonus

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The damage of all equipped beam weapons are increased ((magnitude – 30)/30*25)%. 


Level 3 (Beam Weapons L3)

Description: +50% damage, improves accuracy, and allows the use of level 3 beam weapons.

Level 4 (Beam Weapons L4)

Description: +75% damage, improves accuracy, and allows the use of level 4 beam weapons.

Level 5 (Beam Weapons L5)

Description: +100% damage, improves accuracy, and allows the use of level 5 beam weapons.

Level 6 (Beam Weapons L6)

Description: +125% damage, improves accuracy, and allows the use of level 6 beam weapons.

Level 7 (Beam Weapons L7)

Description: +150% damage, improves accuracy, and allows the use of level 7 beam weapons.

Level 8 (Beam Weapons L8)

Description: +175% damage, improves accuracy, and allows the use of level 8 beam weapons.

Level 9 (Beam Weapons L9)

Description: +200% damage, improves accuracy, and allows the use of level 9 beam weapons.

Projectile Weapon (Passive, base=DEX + INT + CHA)

Overview

The Projectile Weapons skill allows utilization of higher tech level projectile weapons and improves the player’s accuracy when utilizing them.

The skill value is directly used in the combat routines to determine accuracy with projectile weapons.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Quest(0)
	Quest(0)
	Quest(0)
	Quest(0)
	Quest(0)
	Quest(0)
	Quest(0)
	
	

	2
	0
	0
	0
	7
	7
	7
	7
	
	

	3
	12
	12
	12
	14
	14
	14
	14
	
	

	4
	18
	18
	18
	21
	21
	21
	21
	
	

	5
	24
	24
	24
	28
	28
	28
	28
	
	

	6
	30
	30
	30
	35
	35
	35
	35
	
	

	7
	36
	36
	36
	42
	42
	42
	42
	
	

	8
	42
	42
	42
	49
	49
	49
	49
	
	

	9
	50
	50
	50
	
	
	
	
	
	


NPC Utilization

Skill can be assigned to all NPCs.

Skill Description

General

Description: Allows use of projectile weapons of a level equal to or below the skill level, and increases damage with projectile weapons by +25% per level.

Equipping a projectile weapon requires that the character have a Projectile Weapon skill of equal or greater level.

All players gain a 25% damage bonus when using projectile weapons for each skill level after the first.

Level 1 (Projectile Weapons L1)

Description: Allows the use of level 1 projectile weapons.

Level 2 (Projectile Weapons L2)

Ability Name: Projectile Damage Bonus

Description: +25% damage, improves accuracy, and allows the use of level 2 projectile weapons.

The player gains the permanent effect Projectile Weapon Damage Bonus, with linked magnitude equal to the player’s skill value.

	Projectile Weapon Damage Bonus

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The damage of all equipped projectile weapons is increased ((magnitude – 30)/30*25)%. 


Level 3 (Projectile Weapons L3)

Description: +50% damage, improves accuracy, and allows the use of level 3 projectile weapons.

Level 4 (Projectile Weapons L4)

Description: +75% damage, improves accuracy, and allows the use of level 4 projectile weapons.

Level 5 (Projectile Weapons L5)

Description: +100% damage, improves accuracy, and allows the use of level 5 projectile weapons.

Level 6 (Projectile Weapons L6)

Description: +125% damage, improves accuracy, and allows the use of level 6 projectile weapons.

Level 7 (Projectile Weapons L7)

Description: +150% damage, improves accuracy, and allows the use of level 7 projectile weapons.

Level 8 (Projectile Weapons L8)

Description: +175% damage, improves accuracy, and allows the use of level 8 projectile weapons.

Level 9 (Projectile Weapons L9)

Description: +200% damage, improves accuracy, and allows the use of level 9 projectile weapons.

Missile Weapon (Passive, base=DEX + INT + CHA)

Overview

The Missile Weapons skill allows utilization of higher tech level missile weapons.

The skill value is not directly utilized but instead acts as a specific missile weapon use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Quest(0)
	Quest(0)
	Quest(0)
	Quest(0)
	
	
	Quest(0)
	Quest(0)
	Quest(0)

	2
	7
	7
	7
	7
	
	
	0
	0
	0

	3
	14
	14
	14
	14
	
	
	12
	12
	12

	4
	21
	21
	21
	21
	
	
	18
	18
	18

	5
	28
	28
	28
	28
	
	
	24
	24
	24

	6
	35
	35
	35
	35
	
	
	30
	30
	30

	7
	42
	42
	42
	42
	
	
	36
	36
	36

	8
	49
	49
	49
	49
	
	
	42
	42
	42

	9
	
	
	
	
	
	
	50
	50
	50


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize missile weapons.

Skill Description

General

Description: Allows use of missile weapons of a level equal to or below the skill level, and increases damage with missile weapons by +25% per level.

Equipping a missile weapon requires that the character have a Missile Weapon skill of equal or greater level.

Level 1 (Missile Weapons L1)

Description: Allows the use of level 1 missile weapons.

Level 2 (Missile Weapons L2)

Ability Name: Missile Damage Bonus

Description: +25% damage, improves accuracy, and allows the use of level 2 missile weapons.

The player gains the permanent effect Missile Weapon Damage Bonus, with linked magnitude equal to the player’s skill value.

	Missile Weapon Damage Bonus

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The damage of all equipped missile weapons is increased ((magnitude – 30)/30*25)%. 


Level 3 (Missile Weapons L3)

Description: +50% damage and allows the use of level 3 missile weapons.

Level 4 (Missile Weapons L4)

Description: +75% and allows the use of level 4 missile weapons.

Level 5 (Missile Weapons L5)

Description: +100% damage and allows the use of level 5 missile weapons.

Level 6 (Missile Weapons L6)

Description: +125% damage and allows the use of level 6 missile weapons.

Level 7 (Missile Weapons L7)

Description: +150% damage and allows the use of level 7 missile weapons.

Level 8 (Missile Weapons L8)

Description: +175% damage and allows the use of level 8 missile weapons.

Level 9 (Missile Weapons L9)

Description: +200% damage and allows the use of level 9 missile weapons.

Engine Tech (Passive, base = DEX + INT + CHA)

Overview

The Engine Tech skill allows utilization of higher tech level engines. 

The skill value is not directly utilized but instead acts as a specific engine use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	0
	0
	0
	0
	0
	0
	0
	0
	0

	3
	30
	30
	30
	30
	30
	20
	20
	20
	20

	4
	50
	50
	50
	50
	50
	40
	40
	40
	40

	5
	70
	70
	70
	70
	70
	60
	60
	60
	60

	6
	90
	90
	90
	90
	90
	80
	80
	80
	80

	7
	110
	110
	110
	110
	110
	100
	100
	100
	100

	8
	130
	130
	130
	130
	130
	120
	120
	120
	120

	9
	
	
	
	
	
	140
	140
	140
	140


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize engines.

Skill Description

General

Description: Allows use of engines of a level equal to or below the skill level.

Equipping an engine requires that the character have an Engine Tech skill of equal or greater level.

Level 1 (Engine Tech L1)

Description: Allows the use of level 1 engines.

Level 2 (Engine Tech L2)

Description: Allows the use of level 2 engines.

Level 3 (Engine Tech L3)

Description: Allows the use of level 3 engines.

Level 4 (Engine Tech L4)

Description: Allows the use of level 4 engines.

Level 5 (Engine Tech L5)

Description: Allows the use of level 5 engines.

Level 6 (Engine Tech L6)

Description: Allows the use of level 6 engines.

Level 7 (Engine Tech L7)

Description: Allows the use of level 7 engines.

Level 8 (Engine Tech L8)

Description: Allows the use of level 8 engines.

Level 9 (Engine Tech L9)

Description: Allows the use of level 9 engines.

Shield Tech (Passive, base = DEX + INT + CHA)

Overview

The Shield Tech skill allows utilization of higher tech level shield devices. 

The skill value is not directly utilized but instead acts as a specific shield device use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	0
	0
	0
	0
	0
	0
	0
	0
	0

	3
	20
	20
	20
	30
	30
	30
	20
	30
	20

	4
	40
	40
	40
	50
	50
	50
	40
	50
	40

	5
	60
	60
	60
	70
	70
	70
	60
	70
	60

	6
	80
	80
	80
	90
	90
	90
	80
	90
	80

	7
	100
	100
	100
	110
	110
	110
	100
	110
	100

	8
	120
	120
	120
	130
	130
	130
	120
	130
	120

	9
	140
	140
	140
	
	
	
	140
	
	140


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize shields.

Skill Description

General

Description: Allows use of shields of a level equal to or below the skill level.

Equipping a shield device requires that the character have a shield tech skill of equal or greater level.

Level 1 (Shield Tech L1)

Description: Allows the use of level 1 shields.

Level 2 (Shield Tech L2)

Description: Allows the use of level 2 shields.

Level 3 (Shield Tech L3)

Description: Allows the use of level 3 shields.

Level 4 (Shield Tech L4)

Description: Allows the use of level 4 shields.

Level 5 (Shield Tech L5)

Description: Allows the use of level 5 shields.

Level 6 (Shield Tech L6)

Description: Allows the use of level 6 shields.

Level 7 (Shield Tech L7)

Description: Allows the use of level 7 shields.

Level 8 (Shield Tech L8)

Description: Allows the use of level 8 shields.

Level 9 (Shield Tech L9)

Description: Allows the use of level 9 shields.

Reactor Tech (Passive, base = DEX + INT + CHA)

Overview

The Reactor Tech skill allows utilization of higher tech level reactors. 

The skill value is not directly utilized but instead acts as a specific reactor use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	0
	0
	0
	0
	0
	0
	0
	0
	0

	3
	20
	30
	20
	20
	20
	20
	30
	30
	30

	4
	40
	50
	40
	40
	40
	40
	50
	50
	50

	5
	60
	70
	60
	60
	60
	60
	70
	70
	70

	6
	80
	90
	80
	80
	80
	80
	90
	90
	90

	7
	100
	110
	100
	100
	100
	100
	110
	110
	110

	8
	120
	130
	120
	120
	120
	120
	130
	130
	130

	9
	140
	
	140
	140
	140
	140
	
	
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize reactors.

Skill Description

General

Description: Allows use of reactors of a level equal to or below the skill level.

Equipping a reactor requires that the character have a reactor tech skill of equal or greater level.

Level 1 (Reactor Tech L1)

Description: Allows the use of level 1 reactors.

Level 2 (Reactor Tech L2)

Description: Allows the use of level 2 reactors.

Level 3 (Reactor Tech L3)

Description: Allows the use of level 3 reactors.

Level 4 (Reactor Tech L4)

Description: Allows the use of level 4 reactors.

Level 5 (Reactor Tech L5)

Description: Allows the use of level 5 reactors.

Level 6 (Reactor Tech L6)

Description: Allows the use of level 6 reactors.

Level 7 (Reactor Tech L7)

Description: Allows the use of level 7 reactors.

Level 8 (Reactor Tech L8)

Description: Allows the use of level 8 reactors.

Level 9 (Reactor Tech L9)

Description: Allows the use of level 9 reactors.

Device Tech (Passive, base = DEX + INT + CHA)

Overview

The Device Tech skill allows utilization of higher tech level devices.

The skill value is not directly utilized but instead acts as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)
	Auto(0)

	2
	0
	0
	0
	0
	0
	0
	0
	0
	0

	3
	30
	20
	30
	20
	20
	30
	30
	20
	30

	4
	50
	40
	50
	40
	40
	50
	50
	40
	50

	5
	70
	60
	70
	60
	60
	70
	70
	60
	70

	6
	90
	80
	90
	80
	80
	90
	90
	80
	90

	7
	110
	100
	110
	100
	100
	110
	110
	100
	110

	8
	130
	120
	130
	120
	120
	130
	130
	120
	130

	9
	
	140
	
	140
	140
	
	
	140
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize systems.

Skill Description

General

Description: Allows use of devices of a level equal to or below the skill level.

Equipping a system requires that the character have a Device Tech skill of equal or greater level.

Level 1 (Device Tech L1)

Description: Allows the use of level 1 devices.

Level 2 (Device Tech L2)

Description: Allows the use of level 2 devices.

Level 3 (Device Tech L3)

Description: Allows the use of level 3 devices.

Level 4 (Device Tech L4)

Description: Allows the use of level 4 devices.

Level 5 (Device Tech L5)

Description: Allows the use of level 5 devices.

Level 6 (Device Tech L6)

Description: Allows the use of level 6 devices.

Level 7 (Device Tech L7)

Description: Allows the use of level 7 devices.

Level 8 (Device Tech L8)

Description: Allows the use of level 8 devices.

Level 9 (Device Tech L9)

Description: Allows the use of level 9 devices.

Build Weapons (Passive, base=DEX + INT + CHA)

Overview

The Build Weapons skill allows the character to analyze and manufacture weapons (beam, projectile, and missile launcher) and projectile and missile ammunition packs.

The character can only attempt to analyze or manufacture weapon or ammunition items of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Quest(0)
	
	Quest(0)
	Quest(0)
	
	Quest(0)
	Quest(0)
	
	Quest(0)

	2
	0
	
	0
	0
	
	0
	0
	
	0

	3
	5
	
	5
	5
	
	5
	5
	
	5

	4
	15
	
	15
	15
	
	15
	15
	
	15

	5
	25
	
	25
	25
	
	25
	25
	
	25

	6
	35
	
	35
	35
	
	35
	35
	
	35

	7
	45
	
	45
	45
	
	45
	45
	
	45

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to activate items.

Skill Description

General

Description: Allows analysis and manufacture of weapons and ammunition of a level equal to or below the skill level, and increases the quality of manufactured items.

Level 1 (Build Weapons L1)

Description: Allows analysis and manufacture of level 1 weapons and ammunition.

Level 2 (Build Weapons L2)

Description: Allows analysis and manufacture of level 2 weapons and ammunition.

Level 3 (Build Weapons L3)

Description: Allows analysis and manufacture of level 3 weapons and ammunition.

Level 4 (Build Weapons L4)

Description: Allows analysis and manufacture of level 4 weapons and ammunition.

Level 5 (Build Weapons L5)

Description: Allows analysis and manufacture of level 5 weapons and ammunition.

Level 6 (Build Weapons L6)

Description: Allows analysis and manufacture of level 6 and level 7 weapons and ammunition.

Level 7 (Build Weapons L7)

Description: Allows analysis and manufacture of level 8 and level 9 weapons and ammunition.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Devices (Passive, base= DEX + INT + CHA)

Overview

The Build Devices skill allows the character to analyze and manufacture devices.

The character can only attempt to analyze or manufacture devices of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacture, as well as the resultant quality of any devices made.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	Quest(0)
	
	Quest(0)
	Quest(0)
	Quest(0)
	
	Quest(0)
	Quest(0)

	2
	
	0
	
	0
	0
	0
	
	0
	0

	3
	
	5
	
	5
	5
	5
	
	5
	5

	4
	
	15
	
	15
	15
	15
	
	15
	15

	5
	
	25
	
	25
	25
	25
	
	25
	25

	6
	
	35
	
	35
	35
	35
	
	35
	35

	7
	
	45
	
	45
	45
	45
	
	45
	45

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Description: Allows analysis and manufacture of devices of a level equal to or below the skill level, and increases the quality of manufactured devices.

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Devices L1)

Description: Allows analysis and manufacture of level 1 devices.

Level 2 (Build Devices L2)

Description: Allows analysis and manufacture of level 2 devices.

Level 3 (Build Devices L3)

Description: Allows analysis and manufacture of level 3 devices.

Level 4 (Build Devices L4)

Description: Allows analysis and manufacture of level 4 devices.

Level 5 (Build Devices L5)

Description: Allows analysis and manufacture of level 5 devices.

Level 6 (Build Devices L6)

Description: Allows analysis and manufacture of level 6 and level 7 devices.

Level 7 (Build Devices L7)

Description: Allows analysis and manufacture of level 8 and level 9 devices.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Shields (Passive, base= DEX + INT + CHA)

Overview

The Build Shields skill allows the character to analyze and manufacture shields.

The character can only attempt to analyze or manufacture shields of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	Quest(0)
	Quest(0)
	
	
	
	
	
	Quest(0)

	2
	
	0
	0
	
	
	
	
	
	0

	3
	
	5
	5
	
	
	
	
	
	5

	4
	
	15
	15
	
	
	
	
	
	15

	5
	
	25
	25
	
	
	
	
	
	25

	6
	
	35
	35
	
	
	
	
	
	35

	7
	
	45
	45
	
	
	
	
	
	45

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Description: Allows analysis and manufacture of shields of a level equal to or below the skill level, and increases the quality of manufactured shields.

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Shields L1)

Description: Allows analysis and manufacture of level 1 shields.

Level 2 (Build Shields L2)

Description: Allows analysis and manufacture of level 2 shields.

Level 3 (Build Shields L3)

Description: Allows analysis and manufacture of level 3 shields.

Level 4 (Build Shields L4)

Description: Allows analysis and manufacture of level 4 shields.

Level 5 (Build Shields L5)

Description: Allows analysis and manufacture of level 5 shields.

Level 6 (Build Shields L6)

Description: Allows analysis and manufacture of level 6 and level 7 shields.

Level 7 (Build Shields L7)

Description: Allows analysis and manufacture of level 8 and level 9 shields.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Engines (Passive, base= DEX + INT + CHA)

Overview

The Build Engines skill allows the character to analyze and manufacture engines.

The character can only attempt to analyze or manufacture engines of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	
	
	
	
	
	Quest(0)
	Quest(0)
	Quest(0)
	Quest(0)

	2
	
	
	
	
	
	0
	0
	0
	0

	3
	
	
	
	
	
	5
	5
	5
	5

	4
	
	
	
	
	
	15
	15
	15
	15

	5
	
	
	
	
	
	25
	25
	25
	25

	6
	
	
	
	
	
	35
	35
	35
	35

	7
	
	
	
	
	
	45
	45
	45
	45

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Description: Allows analysis and manufacture of engines of a level equal to or below the skill level, and increases the quality of manufactured engines.

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Engines L1)

Description: Allows analysis and manufacture of level 1 engines.

Level 2 (Build Engines L2)

Description: Allows analysis and manufacture of level 2 engines.

Level 3 (Build Engines L3)

Description: Allows analysis and manufacture of level 3 engines.

Level 4 (Build Engines L4)

Description: Allows analysis and manufacture of level 4 engines.

Level 5 (Build Engines L5)

Description: Allows analysis and manufacture of level 5 engines.

Level 6 (Build Engines L6)

Description: Allows analysis and manufacture of level 6 and level 7 engines.

Level 7 (Build Engines L7)

Description: Allows analysis and manufacture of level 8 and level 9 engines.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Reactors (Passive, base= DEX + INT + CHA)

Overview

The Build Reactors skill allows the character to analyze and manufacture reactors.

The character can only attempt to analyze or manufacture reactors of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)

	
	PW
	PE
	PT
	JW
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Description: Allows analysis and manufacture of reactors of a level equal to or below the skill level, and increases the quality of manufactured reactors.

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Reactors L1)

Description: Allows analysis and manufacture of level 1 reactors.

Level 2 (Build Reactors L2)

Description: Allows analysis and manufacture of level 2 reactors.

Level 3 (Build Reactors L3)

Description: Allows analysis and manufacture of level 3 reactors.

Level 4 (Build Reactors L4)

Description: Allows analysis and manufacture of level 4 reactors.

Level 5 (Build Reactors L5)

Description: Allows analysis and manufacture of level 5 reactors.

Level 6 (Build Reactors L6)

Description: Allows analysis and manufacture of level 6 and level 7 reactors.

Level 7 (Build Reactors L7)

Description: Allows analysis and manufacture of level 8 and level 9 reactors.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Build Components (Passive, base= DEX + INT + CHA)

Overview

The Build Components skill allows the character to analyze and manufacture any components necessary for the manufacture of other items.

The character can only attempt to analyze or manufacture components of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Description: Allows analysis and manufacture of component items of a level equal to or below the skill level.

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Components L1)

Description: Allows the analysis and manufacture of level 1 components.

Level 2 (Build Components L2)

Description: Allows the analysis and manufacture of level 2 components.

Level 3 (Build Components L3)

Description: Allows the analysis and manufacture of level 3 components.

Level 4 (Build Components L4)

Description: Allows the analysis and manufacture of level 4 components.

Level 5 (Build Components L5)

Description: Allows the analysis and manufacture of level 5 components.

Level 6 (Build Components L6)

Description: Allows the analysis and manufacture of level 6 and level 7 components.

Level 7 (Build Components L7)

Description: Allows the analysis and manufacture of level 8 and level 9 components.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Hacking (Activated, base = DEX + INT + CHA)

Overview

The hacking skill attempts to shut down various systems on targeted opponents.  

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill may be utilized by NPCs.  Note that NPC utilization does not need to apply the level 1 Hack Communications effect, since hack communications does not affect player characters.

Skill Description

General

Description: Hacking abilities can be used to temporarily disable a target’s shields, reactor, engine, weapons or devices.

Ability levels are selectable.

Organic mobs are immune to hacking effects.

Level 1 (L1 Hacking)

Ability Name: Hack Systems

Description: Enables the Hack Systems ability.

Ability: Attempts to temporarily disable a target’s shields, reactor, or engines.  Does not affect organic targets.

Skill application costs 35 units of energy.

Range of effect is 1000 units.

Applies a Hack Systems effect to target. 

	Hack System 

Instant
	Effect is not valid for organic targets.

Effect is not valid on player targets in non-PvP zones unless initiated by an NPC.

A random equipment item is selected from the target’s ship.  The item may be an engine, shield, reactor, system, or drone controller.  

An opposed roll is made of the magnitude vs. the target item’s tech level * 30.

If successful, the item is ‘dislodged’.  This is exactly as though the item was just equipped, so any downtime penalties occur before the item can be re-activated.  The player should be informed if the attempt was successful or not, and to which item was hacked.

If an enemy shield or reactor is hacked with this effect, it immediately loses half of it’s remaining energy reserve.

The result of a success or failure should be displayed as a text message, i.e.: “Enemy shield has been successfully hacked!” or “Attempt to hack enemy engines has failed.”.


Level 2 (L2 Hacking)

Description: Improves hacking success rates and extends range to 1250 units. 

Range of effect is 1250 units.

Level 3 (L3 Hacking)

Ability Name: Hack Weapons

Description: Improves hacking success rates, extends range to 1500 units, and enables the Hack Weapons ability. 

Ability: Attempts to disable a random weapon on target.

Skill application costs 75 units of energy.

Range of effect is 1500 units.

Applies a Hack Weapons effect to target.

	Hack Weapon

Instant
	Effect is not valid for organic targets.

Effect is not valid on player targets in non-PvP zones.

A random weapon is selected from the target’s ship.

An opposed roll is made of the magnitude vs. the target item’s tech level * 40.

If successful, the item is ‘dislodged’.  This is exactly as though the item was just equipped, so any downtime penalties occur before the item can be re-activated.

The result of a success or failure should be displayed as a text message, i.e.: “Enemy weapon has been successfully hacked!” or “Attempt to hack enemy weapon has failed.”.


Level 4 (L4 Hacking)

Description: Improves hacking success rates and extends range to 1750 units. 

Range of effect is 1750 units.

Level 5 (L5 Hacking)

Ability Name: Multi-Hack

Description:  Improves success rates, extends range to 2000 units, and enables the Multi-Hack ability.

Ability: Simultaneously hacks target’s systems and weapons, and attempts to jam target’s communication systems, keeping the target from requesting assistance.

Skill application costs 150 units of energy.

Range of effect is 2000 units.

When skill is activated, applies the Hack Communications, Hack Systems, and Hack Weapons effects to selected target with a magnitude equal to skill value.  Note that if a target is affected by the Hack Communications effect, the target’s entire AI team is also affected. 

	Hack Communications 

Continuous

Non-Stacking
	Effect is discarded if the target is organic or a player character.  

Effect success is determined by an opposed roll of the effect magnitude vs. the target’s INT*2.  On failure, the effect is discarded.

Duration of the effect is 20 seconds + ¼ second * magnitude.

Other social NPCs of the target’s type will not assist target NPC for duration of effect.  Exact AI parameter modifications TBD.

The result of a success or failure should be reported to the effect originator, i.e. “Enemy communications successfully jammed!” or “Jam communications attempt has failed.”


Level 6 (L6 Hacking)

Ability Name: Area System Hack

Description: Improves hacking success rates, extends range to 2250 units, and enables the Area System Hack ability. 

Ability: Simultaneously hacks the systems of all hostiles within 1500 units of the target.

Skill application costs 300 units of energy.

Range of effect is 2250 units.

Radius of effect is 1500 units.

Applies the Hack Systems effect to all NPC targets within the effect radius from target.

Level 7 (L7 Hacking)

Ability Name: Area Multi-Hack

Description: Improves hacking success rates, extends range to 2500 units, and enables the Area Multi-Hack ability.

Ability: Simultaneously multi-hacks all hostile targets within 3000 units of the target.

Skill application costs 600 units of energy.

Range of effect is 2500 units.

Radius of effect is 3000 units.

Applies Hack Systems and Hack Weapons effects to all NPC targets within the effect radius from target, and applies Hack Communications to the target.  Note that if a target is affected by the Hack Communications effect, the target’s entire AI team is also affected.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Navigate (Passive, base = DEX + INT + CHA)

Overview

The Navigate skill has several effects that affect traveling times and efficiency.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Description: The Navigate skill imparts various bonuses that aid travel.

Level 1 (L1 Navigate)

Ability Name: Warp Efficiency

Description: Reduces energy used when activating warp by 20%.

Characters gain the permanent effect Warp Energy Cost Reduction with a linked magnitude equal to the character’s skill value.  

	Warp Energy Cost Reduction

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Energy costs for engaging  warp are reduced by 10% + (magnitude / 3)


Level 2 (L2 Navigate)

Description: Reduces energy used when activating warp by 30%.

Level 3 (L3 Navigate)

Ability Name: Emergency Warp

Description: Reduces energy used when activating warp by 40% and reduces warp initialization and recovery time by 10%.

In addition to the previous effect, characters gain the permanent effects Fast Warp Engage and Warp Recycle Recuction, with linked magnitudes equal to the character’s skill value.

	Fast Warp Engage

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The time elapsing to engage warp engines is reduced by (magnitude/6 - 5)%


	Warp Recycle Reduction

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The ship engine’s  warp recycle time is reduced by (magnitude/6 - 5)%


Level 4 (L4 Navigate)

Description: Reduces energy used when activating warp by 50% and reduces warp initialization and recovery time by 15%.

Level 5 (L5 Navigate)

Ability Name: Combat Navigation

Description: Reduces energy used when activating warp by 60%, reduces warp initialization and recovery time by 20%, and increases maximum speed by 70.

In addition to the previous effect, characters gain the permanent effect Increase Combat Speed, with a linked magnitude equal to the character’s skill value.

	Increase Combat Speed

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The combat (non-warp) speed of the ship is increased by 70+(magnitude-150) units.


Level 6 (L6 Navigate)

Ability Name: Warp Navigation

Description: Reduces energy used when activating warp by 70%, reduces warp initialization and recovery time by 25%, increases maximum speed by 100, and increases warp speed by 400.

In addition to the previous effect, characters gain the permanent effect Increase Warp Speed, with a linked magnitude equal to the character’s skill value.

	Increase Warp Speed

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

The warp speed (not the warp value of the engine) of the ship is increased by (600 + (magnitude-180) * 20) units per second.


Level 7 (L7 Navigate)

Ability Name: Gravity Navigation

Description: Reduces energy used when activating warp by 80%, reduces warp initialization and recovery time by 30%, increases maximum speed by 130, and increases warp speed by 700. Ship has a 50% chance of successfully warping while in a gravity well.

In addition to the previous effect, characters gain the permanent effect Ignore Gravity Wells, with a linked magnitude equal to the character’s skill value.

	Ignore Gravity Wells

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Characters have a 50% chance of successfully engaging warp when in any gravity well that is not generated by a starbase or port (class 100 gravity well).  Any attempt drains energy and resets the warp recycle time, regardless of success.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Befriend (Activated, base= DEX + INT + CHA)

Overview

The Befriend skill allows a Terran Tradesman to attempt to improve relations with a mob by increasing reaction calculations and other effects.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)
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NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Description: Befriend abilities can be used to make NPCs friendly or keep them from attacking.

Ability levels are selectable.

Level 1 (L1 Befriend)

Ability Name: Befriend

Description: Enables the Befriend ability.

Ability: Attempts to befriend a target NPC or NPC group, temporarily improving reactions towards you.

Skill application costs 35 units of energy.

Range of effect is 5000 units.

When activated, target mob gains the continuous additive effect Befriend, with a magnitude equal to the character’s current skill value.

Level 2 (L2 Befriend)

Description: Improves success rates and increases range to 5250 units.

Range of effect is 5250 units.

Level 3 (L3 Befriend)

Ability Name: Improved Befriend

Description: Improves success rates, increases range to 5500 units, and enables the Improved Befriend ability. 

Ability: Identical to Befriend, except has the additional effect of calming the target, reducing the range at which it will attack.

Skill application costs 75 units of energy.

Range of effect is 5500 units.

When applied, target gains the Improved Befriend effect.

Level 4 (L4 Befriend)

Description: Improves success rates and increases range to 5750 units.

Range of effect is 5750 units.

Level 5 (L5 Befriend)

Ability Name: Entrance

Description: Improves success rates, increases range to 6000 units, and enables the Entrance ability.

Ability: Befriends and calms the target, and reduces the target’s psionic resistance (making it more vulnerable to special abilities).

Skill application costs 150 units of energy.

Range of effect is 6000 units.

When applied, target gains the Entrance effect.

Level 6 (L6 Befriend)

Ability Name: Soothe

Description: Improves success rates, increases range to 6250 units, and enables the Soothe ability.

Ability: A much more powerful version of Entrance.  

Skill application costs 300 units of energy.

Range of effect is 6250 units.

When applied, target gains the Soothe effect.

Level 7 (L7 Befriend)

Ability Name: Area Soothe

Description: Improves success rates, increases range to 6500 units, and enables the Area Soothe ability.

Ability: Attempts to soothe all NPCs in a 3000 unit radius of a target. 

Skill application costs 600 units of energy.

Range of effect is 6500 units.

Radius of effect is 3000 units.

When activated, all NPCs within effect radius units of target gain the Area Soothe effect at a magnitude equal to the character’s skill value.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Shield Inversion (Activated, base= DEX + INT + CHA)

Overview

The Shield Inversion skill allows the player to utilize the shield device as a devastating weapon.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

Skill can be assigned to NPCs.

Skill Description

General

Description: Shield Inversion abilities allow the shield to be used as a short-range weapon, inflicting heavy damage but depleting shield energy.

Skill cannot be activated unless a valid target is within range.

When the skill is activated, the player’s shield drains at the specified rate, unerringly delivering electrical damage to the target.  This will continue until the shield is fully drained, the skill is deactivated, or the target leaves range.

Ability levels are not selectable.

Level 1 (L1 Shield Inversion)

Ability Name: Shield Ram

Description: Enables the Shield Ram ability.

Ability: Transforms the shield into a devastating short-range energy weapon.  3 units of shield energy per skill level are drained per second, converting to 90% energy damage.

Range of effect is 1000 units.

Damage delivered to target is 0.9 units of electrical damage per unit of shield drained.

Level 2 (L2 Shield Inversion)

Description: Increases range to 1250 units.

Range of effect is 1250 units.

Level 3 (L3 Shield Inversion)

Ability Name: Shield Spike

Description: Enables the Shield Spike ability and increases range to 1500 units.

Ability: 9 units of shield energy per skill level are drained per second, converting to 100% energy damage.

Range of effect is 1500 units.

Damage delivered to target is 1.0 units of electrical damage per unit of shield drained.

Level 4 (L4 Shield Inversion)

Description: Increases range to 1750 units.

Range of effect is 1750 units.

Level 5 (L5 Shield Inversion)

Ability Name: Shield Burn

Description: Enables the Shield Burn ability and increases range to 2000 units.

Ability: 15 units of shield energy per skill level are drained per second, converting to 110% energy damage.

Range of effect is 2000 units.

Damage delivered to target is 1.1 units of electrical damage per unit of shield drained.

Level 6 (L6 Shield Inversion)

Ability Name: Shield Flare

Description: Enables the Shield Flare ability and increases range to 2250 units.

Ability: 18 units of shield energy per skill level are drained per second, converting to 120% energy damage.

Range of effect is 2250 units.

Damage delivered to target is 1.2 units of electrical damage per unit of shield drained.

Level 7 (L7 Shield Inversion)

Ability Name: Shield Nova

Description: Enables the Shield Nova ability and increases range to 2500 units.

Ability: 21 units of shield energy per skill level are drained per second, damaging all targets within 2500 units with 130% shield energy to damage conversion efficiency.

Range of effect is 2500 units.

Radius of effect is 2500 units.

All enemy units within the effect radius take full damage from the effect.

Damage delivered to all targets is 1.3 units of electrical damage per unit of shield drained (to each target).

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Combat Trance (Passive, base= DEX + INT + CHA)

Overview

The Combat Trance skill gives the player combat bonuses whenever the ship is at a complete halt.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)

	
	PW
	PE
	PT
	JW
	JE
	JT
	TW
	TE
	TT

	1
	Quest(0)
	
	
	
	
	
	
	
	

	2
	0
	
	
	
	
	
	
	
	

	3
	5
	
	
	
	
	
	
	
	

	4
	15
	
	
	
	
	
	
	
	

	5
	25
	
	
	
	
	
	
	
	

	6
	35
	
	
	
	
	
	
	
	

	7
	45
	
	
	
	
	
	
	
	

	8
	
	
	
	
	
	
	
	
	

	9
	
	
	
	
	
	
	
	
	


NPC Utilization

Skill can be assigned to NPCs.

Skill Description

General

Description: Combat Trance imparts various combat bonuses that automatically take effect when the ship is not moving.

Level 1 (L1 Combat Trance)

Ability Name: Accuracy Trance

Description: Automatically grants a bonus to projectile weapon accuracy whenever the ship is not moving.  Bonuses will remain for 3 seconds after the ship begins to move.

Whenever the player’s ship comes to a complete halt, the player gains the permanent effect Increase Projectile Weapon Skill with a magnitude equal to the player’s skill value.  This effect is lost whenever the player’s ship begins to move for any reason.

	Increase Projectile Weapon Skill

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s projectile weapon skill is increased by magnitude.  Skill cannot increase above 300.


Level 2 (L2 Combat Trance)

Description: Increases projectile weapon accuracy bonus.  Bonuses will remain for 6 seconds after the ship begins to move.

Level 3 (L3 Combat Trance)

Ability Name: Resistance Trance

Description: Increases projectile weapon accuracy bonus and automatically grants +13 damage resistance bonuses when the ship is not moving.  Bonuses will remain for 9 seconds after the ship begins to move.

In addition to the previous effect, whenever the player’s ship comes to a complete halt the permanent effect Resist Damage C is gained.  This effect is lost whenever the player’s ship begins to move.

	Resist Damage C

Permanent

Non-Stacking
	Effect is 100% successful

Duration of the effect is permanent until removed.

Target’s base Impact, Explosive, Plasma, Energy, and Chemical resistances are increased to 4+(magnitude / 10) if they are less than this value already.

Cumulative resistance is capped at 50 for all cases.


Level 4 (L4 Combat Trance)

Description: Increases weapon accuracy and damage resistance bonuses.  Bonuses will remain for 12 seconds after the ship begins to move.

Level 5 (L5 Combat Trance)

Ability Name: Focus Trance

Description: Increases projectile weapon accuracy and damage resistance bonuses, and automatically grants a bonus to beam weapon accuracy whenever the ship is not moving.  Bonuses will remain for 15 seconds after the ship begins to move.

In addition to the previous effect, whenever the player’s ship comes to a complete halt the permanent effect Increase Beam Weapon Skill is gained.  This effect is lost whenever the player’s ship begins to move.

	Increase Beam Weapon Skill

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s beam weapon skill is increased by magnitude.  Skill value cannot increase above 300.


Level 6 (L6 Combat Trance)

Ability Name: Power Trance

Description: Increases weapon accuracy and damage resistance bonuses, and increases reactor recharge rates when the ship is not moving.  Bonuses will remain for 18 seconds after the ship begins to move.

Whenever the player’s ship comes to a complete halt the permanent effect Regenerate Energy is gained.  This effect is lost whenever the player’s ship begins to move.

	Regenerate Energy

Permanent

Stacking
	Effect is valid on any non-organic target.

Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s energy is increased by (magnitude/30) units every second.


Level 7 (L7 Combat Trance)

Ability Name: Regeneration Trance

Description: Increases all previous combat trance bonuses and automatically increases shield regeneration rates when the ship is not moving.  Bonuses will remain for 21 seconds after the ship begins to move.

In addition to the previous effect, whenever the player’s ship comes to a complete halt the permanent effect Regenerate Shields is gained.  This effect is lost whenever the player’s ship begins to move.

	Regenerate Shields

Permanent

Stacking
	Effect is valid on any non-organic target.

Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s shield is increased by (magnitude*magnitude)/100 units every second.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Gravity Link (Activated, base= DEX + INT + CHA)

Overview

The Gravity Link skill allows Progen to manipulate gravity and mass to slow targets down and keep them from escaping.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Description: Gravity Link abilities can be used to slow or immobilize enemies.

Ability levels are selectable.

Level 1 (L1 Gravity Link)

Ability Name: Mass Field

Description: Enables the Mass Field ability.

Ability: Temporarily increases the mass of the target, slowing it down.

Skill application costs 35 units of energy.

Range of effect is 5000 units.

When activated, target enemy gains the continuous additive effect Add Mass, with a magnitude equal to the character’s current skill value.

	Add Mass

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s mass value is increased by (magnitude / 3) points.  This will decrease the target’s maximum speed value accordingly.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 2 (L2 Gravity Link)

Description: Improves ability powers and increases range to 5250 units.

Range of effect is 5250 units.

Level 3 (L3 Gravity Link)

Ability Name: Gravity Field

Description: Improves ability powers, increases range to 5500 units, and enables the Gravity Field ability.

Ability: Slows the target and interferes with warp capabilities.

Skill application costs 75 units of energy.

Range of effect is 5500 units.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Warp Interference with a magnitude equal to the character’s current skill value.

	Warp Interference

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s warp rating is reduced by (magnitude / 30)+1 points for duration of the effect.  If this reduces the warp rating to zero or less, the target may not engage warp drive.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 4 (L4 Gravity Link)

Description: Improves effect power and increases range to 5750 units.

Range of effect is 5750 units.

Level 5 (L5 Gravity Link)

Ability Name: Immobilization Field

Description: Improves ability powers, increases range to 6000 units, and enables the Immobilization Field ability.

Ability: Slows the target, interferes with warp capabilities, and reduces maneuverability.

Skill application costs 150 units of energy.

Range of effect is 6000 units.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Reduce Maneuverability with a magnitude equal to the character’s current skill value.

	Reduce Maneuverability

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s maneuverability rating is reduced by 20+(magnitude / 3) for duration of the effect.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 6 (L6 Gravity Link)

Ability Name: Area Mass Field

Description: Improves ability powers, increases range to 6250 units, and enables the Area Mass Field ability.

Ability: Generates a mass field around all enemies within 1500 units of the target.

Skill application costs 300 units of energy.

Range of effect is 6250 units.

Radius of effect is 1500 units.

When activated, target enemy receives the Add Mass, Warp Interference, and Reduce Maneuverability effects with a magnitude equal to the character’s skill value.  In addition, all enemies within effect radius units of the target receive the Add Mass effect with a magnitude equal to half of the character’s skill value.

Level 7 (L7 Gravity Link)

Ability Name: Area Immobilization Field

Description: Improves ability powers, increases range to 6500 units, and enables the Area Immobilization Field ability.

Ability: Generates an immobilization field around all enemies within 3000 units of the target.

Skill application costs 600 units of energy.

Range of effect is 6500 units.

Radius of effect is 3000 units.

When activated, target enemy receives the Add Mass, Warp Interference, and Reduce Maneuverability effects with a magnitude equal to the character’s skill value.  In addition, all enemies within effect radius units of the target receive the same effects at half magnitude.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Menace (Activated, base= DEX + INT + CHA)

Overview

The Menace skill allows Progen to attempt to terrify NPCs, causing them to flee in fear.  

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Description: Menace abilities can be used to frighten enemies, causing them to flee.

Ability levels are selectable.

Level 1 (L1 Menace)

Ability Name: Intimidate

Description: Enables the Intimidate Ability.

Ability: Attempts to frighten target enemy, possibly causing it to flee.

Skill application costs 35 units of energy.

Range of effect is 2500 units.

When activated, target enemy gains the continuous additive effect Fear, with a magnitude equal to the character’s current skill value.

	Fear

Continuous

Non-Stacking
	Effect duration is 30 seconds.

Effect must check against target’s psionic resistance for success.

Base chance of success is 50%, modified by +5% for every level the source is above the target, and by –5% for every level the source is below the target.

If the target is a mob, the target’s AI Bravery attribute setting has the following effects:

If the AI setting is ‘Suicidal’, the effect always fails.

If the AI setting is ‘Bold, success chance is modified by –25%.

If the AI setting is ‘Timid’, success chance is modified by +25%.

If the AI setting is ‘Cowardly’, success chance is modified by +50%.

If successful, the target must turn and flee at maximum possible combat speed for duration of the effect.


Level 2 (L2 Menace)

Description: Improves ability powers and increases range to 2750 units.

Range of effect is 2750 units.

Level 3 (L3 Menace)

Ability Name: Scare

Description: Improves ability powers, increases range to 3000 units, and enables the Scare ability.

Ability: May cause enemies to flee and forget to use special abilities. 

Skill application costs 75 units of energy.

Range of effect is 3000 units.

When applied, target gains both Fear and Deny Skills effects.

	Deny Skills

Continuous

Non-Stacking
	Identical to Fear except for effect.

Target cannot use skills for effect duration.


Level 4 (L4 Menace)

Description: Improves ability powers and increases range to 3250 units.

Range of effect is 3250 units.

Level 5 (L5 Menace)

Ability Name: Terrify

Description: Improves ability powers, increases range to 3500 units, and enables the Terrify ability.

Ability: May cause enemies to flee and forget to use weapons or special abilities while retreating.

Skill application costs 150 units of energy.

Range of effect is 3500 units.

When applied, target gains Fear, Deny Skills, and Deny Weapons effects.

	Deny Weapons

Continuous

Non-Stacking
	Identical to Fear except for effect.

Target cannot use weapons for effect duration.


Level 6 (L6 Menace)

Ability Name: Area Intimidation

Description: Improves ability powers, increases range to 3750 units, and enables the Area Intimidation ability.

Ability: Attempts to menace all enemies within 1500 units of the target. 

Skill application costs 300 units of energy.

Range of effect is 3750 units.

Radius of effect is 1500 units.

When applied, target gains Fear, Deny Skills, and Deny Weapons effects.  In addition, all enemies within effect radius units of the target gain the Fear effect at half magnitude.

Level 7 (L7 Menace)

Ability Name: Area Terrify

Description: Improves ability powers, increases range to 4000 units, and enables the Area Terrify ability.

Ability: Attempts to terrify all enemies within 3000 units of the target.

Skill application costs 600 units of energy.

Range of effect is 4000 units.

Radius of effect is 3000 units.

When applied, target gains Fear, Deny Skills, and Deny Weapons effects.  In addition, all enemies within effect radius units of the target gain the same effects at half magnitude.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Psionic Shield (Activated, base = DEX + INT + CHA)

Overview

The shield ability allows the player to place a psionic force shield on a target player.  This shield absorbs a set amount of damage and then dissipates.  Higher skill levels allow stronger versions of the shield to be created.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Description

General

Description: Psionic Shield abilities create a temporary shield around any ship that absorbs damage and improves resistance to special attacks.

Players cannot apply this skill to NPC targets.

Ability levels are selectable.

Level 1 (L1 Psionic Shield)

Ability Name: Psionic Barrier

Description: Enables the Psionic Barrier ability.

Ability: Creates a shield around any player target that provides +30 psionic resistance and will absorb 30 damage per skill level.

Skill application costs 50 units of energy.

Range of effect is 2500 units.

When applied, target gains a Shield 1 effect with a magnitude equal to the current skill value.

	Shield 1

(series effect)

(psionic)

Continuous

Replaced
	Effect is valid on all targets.

This effect will fail if the target already has a shield 2 through shield 5 effect.

Effect is 100% successful.

Duration of effect is magnitude*3 seconds.

Target receives a (magnitude) point shield effect on top of any shield system the target may possess.  This psionic shield does not recharge, but simply absorbs (magnitude * 1) points of damage and then dissipates.


Level 2 (L2 Psionic Shield)

Description: Psionic Barriers can absorb 60 damage and range is increased to 2750 units.

Range of effect is 2750 units.

Level 3 (L3 Psionic Shield)

Ability Name: Lesser Psionic Shield

Description: Enables the Lesser Psionic Shield ability and increases range to 3000 units.

Ability: Creates a shield around any player target that provides +30 psionic resistance and will absorb 90 damage per skill level.

Skill application costs 125 units of energy.

Range of effect is 3000 units.

When applied, target gains a Shield 2 effect.

	Shield 2

(psionic)

Continuous

Replaced
	If Shield 1 effect exists on target, that effect is discarded.

Will not take effect if shield 3, 4, or 5 is active on the target.

Target receives a (magnitude * 3)-point shield effect. (see shield I for additional info).


Level 4 (L4 Psionic Shield)

Description: Increases range to 3250 units and increases the protection provided by abilities.

Range of effect is 3250 units.

Level 5 (L5 Psionic Shield)

Ability Name: Psionic Shield

Description: Enables the Psionic Shield ability and increases range to 3500 units.

Ability: Creates a shield around any player target that provides +30 psionic resistance and will absorb 360 damage per skill level.

Skill application costs 250 units of energy.

Range of effect is 3500 units.

When applied, target gains a Shield 3 effect.

	Shield 3

(psionic)

Continuous

Replaced
	If Shield 1 or Shield 2 effect exists on target, that effect is discarded.

Will not take effect shield 4 or 5 is active on the target.

Target receives a (magnitude * 10)-point shield effect.


Level 6 (L6 Psionic Shield)

Ability Name: Greater Psionic Shield

Description: Enables the Greater Psionic Shield ability and increases range to 3750 units.

Ability: Creates a shield around any player target that provides +30 psionic resistance and will absorb 720 damage per skill level.

Skill application costs 500 units of energy.

Range of effect is 3750 units.

When applied, target gains a Shield 4 effect.

	Shield 4

(psionic)

Continuous

Replaced
	If Shield 1, Shield 2, or Shield 3 effect exists on target, that effect is discarded.

Will not take effect shield 5 is active on the target.

Target receives a (magnitude * 20)-point shield effect.


Level 7 (L7 Psionic Shield)

Ability Name: Psionic Invulnerability

Description: Enables the Psionic Invulnerability ability and increases range to 4000 units.

Ability: Creates a shield around any player target that provides +30 psionic resistance and will absorb 1440 damage per skill level.

Skill application costs 1000 units of energy.

Range of effect is 4000 units.

When applied, target gains a Shield 5 effect.

	Shield 5

(psionic)

Continuous

Replaced
	If Shield 1, Shield 2, Shield 3, or Shield 4 effect exists on target, that effect is discarded.

Target receives a (magnitude * 30)-point shield effect.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Cloak (Activated, base= DEX + INT + CHA)

Overview

The cloaking skill allows players or NPCs to completely disappear from sight.  Cloaked objects cannot be interacted with unless they can be seen through a skill or effect.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the player becomes cloaked (after a power-up cycle) and energy is drained over time.  Activation of any equipment or skill will immediately switch the skill off and the player will immediately de-cloak.  

If the player attempts to warp while cloaked, cloak is immediately canceled.

The player cannot attempt to cloak while warping.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill can be used by any NPC.

Skill Description

General

Description: Cloaking abilities are used to mask the ship’s presence, making it difficult or impossible for enemies to locate.

This skill has no target – it is only applied to the player.

While cloaking is powering up or active, the reactor will not replenish energy as normal.

Cloaking is considered an interruptable action while powering up and active.

Ability levels are selectable.

Cloaking takes (8-(magnitude / 30)) minimum of 3 seconds to initialize.

Level 1 (L1 Cloak)

Ability Name: Cloak

Description: Enables the Cloak ability.

Ability: When activated, completely hides the ship from sensor detection.  The ship must be at a complete stop to cloak, and can only move at half speed while cloaked.  Cloaking takes 7 seconds to initialize (using 3 energy per second), and uses 0.5 energy per second thereafter.

Player must be at a complete stop to activate the skill.  During the activation ‘power-up’, any movement will deactivate the skill.

While cloak is initializing, 3 energy per second is consumed.

While cloak is active, 0.5 energy is consumed per second.

After effect ‘power-up’ occurs, the skill applies the Cloak effect to the player:

	Cloak

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

While cloak is in effect, player’s maximum speed is reduced to 1/2 of normal.

Effect target becomes completely invisible, and cannot be seen or targeted with weapons/effects except by players or NPCs that have the See Cloaked effect.

Activation of any equipment or skill immediately cancels this effect.


Level 2 (L2 Cloak)

Description: Reduces the amount of time required to cloak to 6 seconds.

Level 3 (L3 Cloak)

Ability Name: Advanced Cloak

Description: Reduces the amount of time required to cloak to 5 seconds, and enables the Advanced Cloak ability.

Ability: Allows the ship to move at full speed while cloaked.  This ability uses 10 energy per second to initialize, and drains 1.5 energy per second while active.

While cloak is initializing, 10 energy per second is consumed.

While cloak is active, 1.5 energy is consumed per second.

The skill applies the Advanced Cloak effect to the player (instead of Cloak):

	Advanced Cloak

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

Effect target becomes completely invisible, and cannot be seen or targeted with weapons/effects except by players or NPCs that have the See Cloaked effect.

Activation of any equipment or skill immediately cancels this effect.


Level 4 (L4 Cloak)

Description: Reduces the amount of time required to cloak to 4 seconds.

Level 5 (L5 Cloak)

Ability Name: Combat Cloak

Description: Reduces the amount of time required to cloak to 3 seconds, and enables the Combat Cloak ability.

Ability: Eliminates the requirement for the ship to be motionless before cloaking, and doubles beam weapon damage for 5 seconds after cloaking is disengaged.  This ability drains 33 energy per second while initializing, and 3 energy per second while active.

Player does not need to be at a stop when activating the level 5 effect.

While cloak is initializing, 33 energy per second is consumed.

While cloak is active, 3.0 energy is consumed per second.

A special game effect ‘Stealth Strike’ will appear for 5 seconds after cloak is disengaged.  This ability doubles beam weapon damage.

Level 6 (L6 Cloak)

Ability Name: Group Stealth

Description: Enables the Group Stealth ability.

Ability: Cloaks the ship and creates a stealth field around all group members within 1000 units.  Warp travel is allowed while cloaked.  This ability drains 67 energy per second while initializing, and 6 energy per second while active.

While cloak is initializing, 67 energy per second is consumed.

While cloak is active, 6.0 energy is consumed per second.

Applies the Advanced Cloak effect to the source only.

Applies the Reduce Signature effect to all group members within 1000 units:

	Reduce Signature

(Psionic)

Permanent

Non-Stacking
	Effect is valid on any target.

Effect is permanent until canceled.

Effect is 100% successful.

Effect target’s signature is reduced by (magnitude / 3)% of it’s original value.


While the skill is active: If group members leave the 1000 unit radius of the player, they lose the Reduce Signature effect.  The effect is regained if they re-enter the radius.

Level 7 (L7 Cloak)

Ability Name: Group Cloak

Description: Enables the Group Cloak ability.

Ability: Completely cloaks all group members within 1000 units.  Warp travel is allowed while cloaked.  This ability drains 117 energy per second while initializing, and 10 energy per second while active.

While cloak is initializing, 117 energy per second is consumed.

While cloak is active, 10 energy is consumed per second.

Applies the Advanced Cloak effect to the player, and to all group members within 1000 units.

While the skill is active: If group members leave the 3000 unit radius of the player, or activate a skill or equipment item, they lose the effect.  The effect is not regained until the player restarts the skill.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Fold Space (Activated, base= DEX + INT + CHA)

Overview

The fold space (was psionic teleport) skill enables the user to teleport short distances in order to escape danger.  Higher levels increase the versatility of the teleport skill and decrease the effect recycle time. 

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Description

General

Description: Fold Space abilities are used to quickly teleport short distances, often to evade danger.

Level 1 (L1 Fold Space)

Ability Name: Teleport Self

Description: Enables the Teleport Self ability.

Ability: Teleports the ship 5000 units in a random direction.

Skill application costs 35 units of energy.

When activated, the player’s engines will disengage and the player’s ship will coast to a halt.  For a period of 3 seconds, the ship is immobilized while the visual effect showing the teleportation in progress plays.  After this time has elapsed, the player’s ship will teleport in a random direction along the current Z plane 5250 + (skill value * 8.33) units.  

Ability levels are selectable.

Level 2 (L2 Fold Space)

Description: Teleportation range is increased to 5300 units.

Level 3 (L3 Fold Space)

Ability Name: Teleport Enemy

Description: Increases teleportation range to 5600 units and enables the Teleport Enemy ability.

Ability: Teleports enemy NPCs away from the ship.

Skill application costs 75 units of energy.

Range of effect is 5500 units.

If the player or group-mate is the currently selected target, the level 5 version of the skill is instead applied (at the energy cost of the level 5 version).

If an enemy NPC or a non-grouped player (in a PvP zone only) is selected, that target is subjected to the level 5 teleport effect.  The vector teleported is the direction that the player is facing, not the direction that the target NPC is facing.  This only occurs if a check against the target’s Psionic Resistance is successful. 

Level 4 (L4 Fold Space)

Description: Increases teleportation range to 5900 units.

Range of effect is 5750 units.

Level 5 (L5 Fold Space)

Ability Name: Teleport Friend

Description: Increases teleportation range to 6200 units and enables the Teleport Friend ability.

Ability: Allows other group members within 6000 units to be teleported away from danger. 

Skill application costs 150 units of energy.

Range of effect is 6000 units.

If a group member is the currently selected target, the group member is teleported instead of the player. 

Level 6 (L6 Fold Space)

Ability Name: Directional Teleport

Description: Increases teleportation range to 6500 units and enables the Directional Teleport ability.

Ability: Teleports targets in the direction they are facing. 

Skill application costs 200 units of energy.

Range of effect is 6250 units.

Instead of teleportation occurring in a random direction, the teleport occurs in the direction that the target is facing.   This is applicable for any target teleported.

Level 7 (L7 Fold Space)

Ability Name: Area Teleport

Description: Increases teleportation range to 6800 units and enables the Area Teleport ability.

Ability: Teleports all group members within 6000 units in the current direction.

Skill application costs 300 units of energy.

Range of effect is 6500 units.

Radius of effect is 6000 units.

If player is the currently selected target, player and all group-mates within 6000 units are teleported simultaneously with the level 5 effect.  When multiple targets are teleported, they all teleport the same distance.  

If an enemy NPC or non-grouped player in a PvP zone is selected, the level 7 (Teleport Enemy) effect is used.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Damage Control (Passive, base= DEX + INT + CHA)

Overview

The Damage Control skill passively protects the player’s hull, lessening any damage done to it.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

Skill can be assigned to NPCs.

Skill Description

General

Description: The Damage Control skill passively protects the hull, automatically reducing any damage that penetrates the shield.

Level 1 (L1 Damage Control)

Ability Name: Damage Control

Description: Reduces any damage done to the hull by 20%.

The player gains the permanent effect Hull Damage Control, with linked magnitude equal to the player’s skill value.

	Hull Damage Control

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Any hull damage is reduced by 15 + (magnitude / 6)%.


Level 2 (L2 Damage Control)

Description: Reduces hull damage 25%.

Level 3 (L3 Damage Control)

Description: Reduces hull damage 30%.

Level 4 (L4 Damage Control)

Description: Reduces hull damage 35%.

Level 5(L5 Damage Control)

Description: Reduces hull damage 40%.

Level 6(L6 Damage Control)

Description: Reduces hull damage 45%.

Level 7(L7 Damage Control)

Description: Reduces hull damage 50%.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Enrage (Activated, base= DEX + INT + CHA)

Overview

The Enrage skill allows warriors to attempt to anger NPCs, causing them to attack the warrior instead of weaker group members.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Description: Enrage abilities can be used to anger enemies, forcing them to attack regardless of the situation.

Ability levels are selectable.

Level 1 (L1 Enrage)

Ability Name: Anger

Description: Enables the Anger ability.

Ability: Attempts to anger a target enemy, causing it to attack you regardless of the situation.

Skill application costs 35 units of energy.

Range of effect is 5000 units.

When activated, target enemy gains the continuous, replaced effect Anger 1, with a magnitude equal to the character’s current skill value.

	Anger 1

Continuous

Non-Stacking
	Effect duration is 30 seconds.

Effect must check against target’s psionic resistance for success.

Base chance of success is 50%, modified by +5% for every level the source is above the target, and by –5% for every level the source is below the target.

If the target is a mob, the target’s AI Aggression attribute setting has the following effects:

If the AI setting is ‘Fanatic’, success chance is modified by +50%.

If the AI setting is ‘Antagonistic’, success chance is modified by +25%.

If the AI setting is ‘Cautious’, success chance is modified by -25%.

If the AI setting is ‘Non’, effect always fails.

If successful, the target must attack the effect source if possible.


Level 2 (L2 Enrage)

Description: Improves effect power and increases range to 5250 units.

Range of effect is 5250 units.

Level 3 (L3 Enrage)

Ability Name: Cause Aggression

Description: Improves effect power, increases range to 5500 units, and enables the Cause Aggression ability.

Ability: Increases the aggressiveness of the target, making it more likely to attack.

Skill application costs 75 units of energy.

Range of effect is 5500 units.

When applied, target gains both Anger 1 and Raise Agression effects.

	Raise Aggression

Continuous

Non-Stacking
	Identical to Anger I except for effect.

Target’s AI Aggression setting is increased by 2 levels for effect duration.


Level 4 (L4 Enrage)

Description: Improves effect power and increases range to 5750 units.

Range of effect is 5750 units.

Level 5 (L5 Enrage)

Ability Name: Enrage

Description: Improves effect power, increases range to 6000 units, and enables the Enrage ability.

Ability: Angers the target and causes it to become less accurate with beam and projectile weapons.

Skill application costs 150 units of energy.

Range of effect is 6000 units.

When applied, target gains the Anger 2, and Raise Aggression effects.

	Anger 2
	Identical to Anger I except for effect.

Has the same effect as Anger I, except that the target’s Beam and Projectile skill values are reduced by (magnitude) for effect duration.


Level 6 (L6 Enrage)

Ability Name: Anger Group

Description: Improves effect power, increases range to 6250 units, and enables the Anger Group ability.

Ability: Simultaneously angers all members of a target group.

Skill application costs 300 units of energy.

Range of effect is 6250 units.

When applied, target NPC gains the Anger 2 and Raise Aggression effects, and all members of the target NPC’s group gain the Anger 1 effect.

Level 7 (L7 Enrage)

Ability Name: Enrage Group

Description: Improves effect power, increases range to 6500 units, and enables the Enrage Group ability.

Ability: Simultaneously enrages all members of a target group. 

Skill application costs 600 units of energy.

Range of effect is 6500 units.

When applied, target NPC and all members of target NPC’s group gain Anger 2 and Raise Aggression effects.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Critical Targeting (Passive, base= DEX + INT + CHA)

Overview

The Critical Targeting skill allows the player to occasionally inflict greater than normal damage.

This skill is obtained through training and questing.

Critical strike damage text should be represented in a different color, have the word ‘Critical!! ‘ centered over the damage number, and have an additional visual and sound effect associated.  This feedback enhancement should apply to both PCs and NPCs.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Description: The Critical Targeting skill passively increases the chance that any attack will critically damage the target.

Level 1

Ability Name: Critical Targeting I

Description: Increases the chance of successfully critically damaging opponents in combat by 10%.

The player gains the permanent effect Critical Targeting, with linked magnitude equal to the player’s skill value.

	Critical Targeting

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

When calculating critical hit chance and damage, the player is considered to be (magnitude / 30) combat levels higher than normal.


Level 2

Description: Increases the chance of successfully critically damaging opponents in combat by 20%.

Level 3

Description: Increases the chance of successfully critically damaging opponents in combat by 30%.

Level 4

Description: Increases the chance of successfully critically damaging opponents in combat by 40%.

Level 5

Description: Increases the chance of successfully critically damaging opponents in combat by 50%.

Level 6

Description: Increases the chance of successfully critically damaging opponents in combat by 60%.

Level 7

Description: Increases the chance of successfully critically damaging opponents in combat by 70%.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Repair Equipment (Activated, base = DEX + INT + CHA)

Overview

The repair equipment skill allows the player to repair damaged equipment attached to a target’s ship.  

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the target’s equipment items are repaired over time at the expenditure of energy.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Description: The Repair Equipment skill can be used to repair damaged or destroyed equipment, restoring normal operation. 

This skill has no activation recycle time.

If all of the target’s equipped items become fully repaired, the skill automatically switches off.

If energy requirements are unavailable, the skill automatically switches off.

Players cannot apply this skill to NPC targets.

When activated, a damaged equipment item is selected from the target and repaired.  When that item is fully repaired, another item is selected and repaired, etc.  The selection is based first on the item’s ‘critical system’ flag and second on the item’s damage amount (relative to MaxCondition): 

‘Critical’ equipment items (i.e. those that will incapacitate the ship if destroyed) are always fully repaired before non-critical items.

Items with the greatest percentage of damage (i.e. Condition compared to MaxCondition) are always repaired first.

Only equipped items can be repaired with this ability. Items in the cargo area are not affected.

Ability levels are not selectable.

Level 1 (L1 Repair Equipment)

Ability Name: Regenerate Equipment

Description: Enables the Regenerate Equipment ability.

Ability: Expends energy to repair any damaged equipment on the ship.

Player can target self only.

Player must be at a complete stop to activate ability.  Any motion will automatically switch the skill off.

The item being repaired gains 1 point of Condition for every 6 points of energy used.  

Level 2 (L2 Repair Equipment)

Description: Increases the equipment repair rate.

Level 3 (L3 Repair Equipment)

Ability Name: Repair Equipment

Description: Increases equipment repair rate and enables the Repair Equipment ability.

Ability: Multiplies the repair rate by 3x and allows repairing of equipment on another player’s ship.

Player can repair self or other players.

Range of effect is 3000 units.

Level 4 (L4 Repair Equipment)

Description: Improves the equipment repair rate and increases range to 3250 units.

Range of effect is 3250 units.

Level 5 (L5 Repair Equipment)

Ability Name: Combat Equipment Repair

Description: Improves equipment repair rate, increases range to 3500 units, and enables the Combat Equipment Repair ability.

Ability: Multiplies the repair rate by 15x, achieving additional repair per point of energy expended.

Skill can be activated regardless of motion.

Range of effect is 3500 units.

Level 6 (L6 Repair Equipment)

Ability Name: Area Equipment Repair

Description: Improves equipment repair rate, increases range to 3750 units, and enables the Area Equipment Repair ability.

Ability: Multiplies the repair rate by 30x and repairs all players within 1500 units of the target at 6x the repair rate.

Range of effect is 3750 units.

Radius of effect is 1500 units.

All players within effect radius units of the target gain the repair effect at 1/5th of the potential.

Level 7 (L7 Repair Equipment)

Ability Name: Improved Area Repair

Description: Improves equipment repair rate, increases range to 4000 units, and enables the Improved Area Repair ability.

Ability: Multiplies the repair rate by 60x and repairs all players within 3000 units of the target at 20x the repair rate.

Range of effect is 4000 units.

Radius of effect is 3000 units.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Recharge Shields (Activated, base = DEX + INT + CHA)

Overview

The recharge shields ability allows a player or NPC to quickly regenerate a target’s shield.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the target’s shields are repaired over time at the expenditure of energy.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Description: Recharge Shields abilities are used to quickly recharge shield energy levels.

Players cannot apply this skill to NPC targets.

If NPCs apply this skill to organic targets, health is restored instead of shield points.

Ability levels are selectable.

Level 1 (L1 Recharge Shields)

Ability Name: Regenerate Shields

Description: Enables the Regenerate Shields ability.

Ability: Recharges the shield 90 points per skill level.

Skill application costs 50 units of energy.

Player can regenerate self only. 

Target of effect gains (3x skill value) shield points.

Player must be at a complete stop to activate ability.  Any motion will automatically switch the skill off.

Level 2 (L2 Recharge Shields)

Description: Increases the amount of shield recharge provided by all abilities.

Level 3 (L3 Recharge Shields)

Ability Name: Recharge Shields

Description: Enables the Recharge Shields ability.

Ability: Recharges any player’s shields 360 points per skill level.

Skill application costs 125 units of energy.

Player can regenerate self or other players.

Target of effect gains 2/3 point of shield for every unit of energy spent.

Range of effect is 3000 units.

Level 4 (L4 Recharge Shields)

Description: Increases the amount of shield recharge provided by all abilities and increases range to 3250 units.

Range of effect is 3250 units.

Level 5 (L5 Recharge Shields)

Ability Name: Combat Shield Recharge

Description: Enables the Combat Shield Recharge ability and increases range to 3500 units.

Ability: Recharges any player’s shields 1440 points per skill level.

Skill application costs 250 units of energy.

Skill can be activated regardless of motion.

Range of effect is 3500 units.

Level 6 (L6 Recharge Shields)

Ability Name: Area Shield Recharge

Description: Enables the Area Shield Recharge ability and increases range to 3750 units.

Ability: Recharges the target’s shields by 2880 points per skill level and all friendly ships within 1500 units by 540 points per skill level.

Skill application costs 500 units of energy.

Range of effect is 3750 units.

Radius of effect is 1500 units.

All players within effect radius units of the target gain 1/5th of the shield restoration effect.

Level 7 (L7 Recharge Shields)

Ability Name: Improved Area Recharge

Description: Enables the Improved Area Recharge ability and increases range to 4000 units.

Ability: Recharges the target’s shields 5760 points per skill level and all friendly ships within 3000 units of the target 1800 points per skill level.

All players within 3000 units of the target gain 1/3rd of the shield restoration effect.

Skill application costs 1000 units of energy.

Range of effect is 4000 units.

Radius of effect is 3000 units.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Negotiate (Passive, base = DEX + INT + CHA)

Overview

The Negotiate skill allows the player to reduce the price paid for goods and services, and increase profits on all transactions.

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)
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NPC Utilization

This skill is not used by NPCs.

Skill Description

General

Description: The Negotiate skill allows negotiation of reduced prices or increased profits when interacting with NPC vendors.

Level 1 (L1 Negotiate)

Ability Name: Negotiate Sales

Description: Increases funds received when selling goods.

When selling items to an NPC, player receives up to 20% more credits (5%+(skill value/15)%).

Level 2 (L2 Negotiate)

Description: Increases the power of negotiation effects.

Level 3 (L3 Negotiate)

Ability Name: Negotiate Purchases

Description: Allows negotiation to occur when purchasing items, effectively reducing prices paid.

When purchasing items from an NPC, player receives up to 20% discount (5%+(skill value/15)%).

Level 4 (L4 Negotiate)

Description: Increases the power of negotiation effects.

Level 5 (L5 Negotiate)

Ability Name: Negotiate Services

Description: Allows negotiation for the costs of services such as manufacturing and refining.  Any discounts received are automatically factored in when a cost is presented.

When paying laboratory costs, repairing a damaged ship or item, or paying any other ‘service fees’, player receives up to a 20% discount (5%+(skill value/15)%).

Level 6 (L6 Negotiate)

Ability Name: Advanced Negotiation

Description: Increases the power of negotiation effects.

Level 7 (L7 Negotiate)

Ability Name: Negotiate Contracts

Description: Increases rewards received for mission completion.

Any time the player receives a cash award for quest completion, player receives up to 20% more credits (5%+(skill value/15)%).

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Jumpstart (Activated, base= DEX + INT + CHA)

Overview

The Jumpstart skill allows explorers to resuscitate incapacitated players.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not useable by NPCs.

Skill Description

General

Description: The Jumpstart skill is used to resuscitate incapacitated players.

Ability levels are not selectable.

Level 1 (L1 Jumpstart)

Ability Name: Jumpstart

Description: Enables the Jumpstart ability.

Ability: Attempts to resuscitate an incapacitated player, reducing experience debt by 7% per skill level.  Larger ships will require additional energy to resuscitate.

Range of effect is 1000 units.

Selecting the ‘jumpstart’ action verb icon that should appear on the targeting pip when an incapacitated player is targeted activates this skill.

When the skill is applied, there is a chance that the targeted player will be restored.  This chance is 100% if the current skill level is greater than or equal to the hull evolution of the targeted ship.  The chance is 75% if the hull evolution is one higher than the current skill value, and 50% if it is two higher.  The skill cannot be applied to ships that are more than 2 evolutions higher than the skill level.  

The amount of energy consumed when attempting to jumpstart is dependant on the hull evolution of the target ship, as follows:  1=35, 2=50, 3=75, 4=100, 5=150, 6=300, 7=600. 

If the ship is restored, it’s current hull value is repaired a number of points equal to the player’s current skill value.  Also, if any critical systems (i.e. engine, reactor) have been destroyed, they are repaired to 1 structure point.

Level 2 (L2 Jumpstart)

Description: Increases range to 1250, improves success chances, increases the amount of hull repair performed in the jumpstart process, and provides 14% experience debt reduction.

Range of effect is 1250 units.

Level 3 (L3 Jumpstart)

Description: Increases range to 1500, improves success chances, increases the amount of hull repair performed in the jumpstart process, and provides 21% experience debt reduction.

Range of effect is 1500 units.

Level 4 (L4 Jumpstart)

Description: Increases range to 1750, improves success chances, increases the amount of hull repair performed in the jumpstart process, and provides 28% experience debt reduction.

Range of effect is 1750 units.

Level 5 (L5 Jumpstart)

Description: Increases range to 2000, improves success chances, increases the amount of hull repair performed in the jumpstart process, and provides 35% experience debt reduction.

Range of effect is 2000 units.

Level 6 (L6 Jumpstart)

Description: Increases range to 2250, improves success chances, increases the amount of hull repair performed in the jumpstart process, and provides 42% experience debt reduction.

Range of effect is 2250 units.

Level 7 (L7 Jumpstart)

Description: Increases range to 2500, improves success chances, increases the amount of hull repair performed in the jumpstart process, and provides 49% experience debt reduction.

Range of effect is 2500 units.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Prospect (Passive, base = DEX + INT + CHA)

Overview

The Prospect skill allows a player to retrieve valuable resources from ‘resource mobs’ (i.e. asteroids, gas pockets, and planetary mineral piles).  For a complete overview of the prospecting system, see the related design document (created by Derek Sanderson & Brian Heins).

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

This skill is not directly utilized by NPCs, although NPCs may have a ‘fake harvesting’ action to simulate this process.

Skill Description

Description: The Prospect skill allows retrieval of valuable resources from objects such as asteroids, gas clouds, and hulks.  This skill is activated using a action button that will appear when a prospectable object is targeted.

The prospect skill is activated using a ‘prospect’ activation verb (attached to a valid target’s target info popup window).  
The player must be at a complete stop and within range of the target resource mob to activate the prospecting skill.
When retrieving a resource item stack, the entire generated stack is retrieved if there is room in cargo.  Otherwise, the maximum number that can be retrieved to complete an already existing cargo stack is retrieved (if possible).
The skill value and tech level of the target resource stack is used to determine the length of time it takes to retrieve a single resource stack.  While this time elapses, a continuous ‘mining beam’ appears from the players ship, targeting the resource mob.  If any movement occurs the prospecting attempt is canceled.
The time required to harvest a stack of minerals is t=N/(1+SV/30-T) if (SV/30)>T or t=N*(T-(SV/30))*2+1) otherwise, where t=time in seconds, N=number of units harvested, SV=skill value, and T=tech level of item stack.  The minimum number of seconds required to harvest a full stack is 1 second.
During this period, the player suffers an energy drain of (tech * 2)*(tech*2) units per second.  If the player does not have enough available energy to complete the period, the prospecting process is canceled and a partial stack is retrieved.
If the prospecting duration is completed successfully, a tractor beam automatically appears and retrieves the resource stack, placing it into the player’s cargo area.
Level 1

Ability Name: Prospect

Description: Enables the Prospect ability.

Ability: allows retrieval of ores and other valuable commodities from objects such as asteroids or hulks. 

Range of effect is 1000 units.

Level 2

Description: Reduces the amount of time and energy required to prospect and extends range to 1250 units.

Range of effect is 1250 units.

Level 3

Description: Reduces the amount of time and energy required to prospect and extends range to 1500 units.

Range of effect is 1500 units.

Level 4

Description: Reduces the amount of time and energy required to prospect and extends range to 1750 units.

Range of effect is 1750 units.

Level 5

Description: Reduces the amount of time and energy required to prospect and extends range to 2000 units.

Range of effect is 2000 units.

Level 6

Description: Reduces the amount of time and energy required to prospect and extends range to 2250 units.

Range of effect is 2250 units.

Level 7

Description: Reduces the amount of time and energy required to prospect and extends range to 2500 units.

Range of effect is 2500 units.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Scan (Passive, base= DEX + INT + CHA)

Overview

The scanning skill improves the range and power of the ship’s scanners.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

This skill is not utilized by NPCs.

Skill Description

General

Description: The Scan skill grants passive bonuses that increase object detection distance and allow targeting of cloaked objects.

Level 1 (L1 Scan)

Ability Name: Scan Range Boost

Description: Increases the range of the ship’s scanners by 1000 units.

Any sector locations that the player knows about will appear on all group members’ navigation maps.

Player gains the permanent effect Scan Range Boost with a linked magnitude equal to the player’s skill value.

	Scan Range Boost

Permanent

Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Target’s Scan Radius is increased by 750 + (magnitude * 8.33) units.


Level 2 (L2 Scan)

Description: Increases the range of the ship’s scanners by 1250 units.

Level 3 (L3 Scan)

Ability Name: See Cloaked

Description: Increases the range of the ship’s scanners by 1500 units and allows detection of cloaked objects.

Player gains the permanent effect See Cloaked with a linked magnitude equal to the player’s skill value.

	See Cloaked

Permanent

Stacking
	Effect is valid on all targets.

Effect is 100% successful.

Effect persists until removed.

While a cloaked object is within typical sensor range (i.e. would be normally seen if not cloaked), there is a chance each 10-second period that a player with this effect can see it.  Every 10-second period an opposed roll is made between the magnitude of this effect and the magnitude of the target’s cloak effect.  If successful, the object becomes ’uncloaked’ to the owner of this effect for the next 10 seconds.


Level 4 (L4 Scan)

Description: Increases the range of the ship’s scanners by 1750 units and improves the chance that cloaked objects will be revealed.

Level 5 (L5 Scan)

Ability Name: Group See Cloaked

Description: Increases the range of the ship’s scanners by 2000 units.  When a cloaked object is detected, all group members can see it. 

Level 6 (L6 Scan)

Description: Increases the range of the ship’s scanners by 2250 units and improves and the chance that cloaked objects will be revealed.

Level 7 (L7 Scan) 

Ability Name: Share Scan Range

Description: Increases the range of the ship’s scanners by 2500 units, and automatically shares all scanning information with group members.

All members of the player’s group gain the Scan Range attribute of the player while they are in the group, (only when the new range is better).

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Dismantle (Passive, base= DEX + INT + CHA)

Overview

The dismantle skill allows the Terran Trader to take apart items and retrieve components.  Improved skill levels allow dismantling of higher tech level items, and improved skill values increase the number of components retrieved.

For a complete description of the dismantling process, see “Items/Item Manufacturing System/ Dismantling Items & Component Recovery”

This skill is obtained through training and questing.

Profession Availability Chart (trade levels required)
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NPC Utilization

This skill is not used by NPCs of any type.

Skill Description

General

Description: This skill should not be available.  Please report as a bug.

Dismantling is accomplished using the same interface as item analysis.

Players must first have acquired the manufacturing specifications for a device before dismantling can be attempted.

Players can only dismantle items of a tech level equal to or below the character’s current dismantle skill level.

Dismantling ammunition is not possible unless a full stack is dismantled.

Dismantling requires a credit cost to be paid each time an item is dismantled.  This cost is calculated in the same way that the cost for item analysis is calculated, except that Base Cost = (Tech * Tech * 20) Credits.

When an item is dismantled, a skill check is made to determine the number of components retrieved as follows:

Tech = (TechLevel – 1) + (ManufactureDifficulty * .02)
Skill Target = (Tech * 30) * (Item’s Avg. Condition / Item’s Condition)

If the player’s dismantle skill value is 50% higher than skill target, dismantling will have a 75% chance of retrieving all components (on failure, 1 component randomly is lost).  Otherwise, an opposed roll is made between the player’s Dismantle skill value and the skill target value.  The following table is consulted to determine the outcome:

	Skill value roll is…
	Results of dismantling process

	< 1/3 of skill target roll
	No components retrieved

	>= 1/3 of skill target roll, < 2/3 of skill target roll
	1/4 of components retrieved (minimum 1)

	>= 2/3 of skill target roll, < skill target roll
	1/2 of components retrieved

	>= skill target roll, <3/2 skill target roll
	2/3 of components retrieved

	>= 3/2 skill target roll
	75% chance that all components retrieved, otherwise 2/3 components retrieved.


The dismantling interface allows the player to move any recovered components to the cargo area.

Dismantled components should stack with same-type items in the cargo area.

Level 1 (L1 Dismantle)

Ability Name: Dismantle

Description: Allows deconstruction of items to retrieve valuable components.  Dismantling an item uses the item analysis interface and can only be attempted after an item of that type has been successfully analyzed.

Level 2 (L2 Dismantle)

Description: Allows dismantling of tech 2 items, and increases the success rate of dismantling attempts.

Level 3 (L3 Dismantle)

Description: Allows dismantling of tech 3 items, and increases the success rate of dismantling attempts.

Level 4 (L4 Dismantle)

Description: Allows dismantling of tech 4 items, and increases the success rate of dismantling attempts.

Level 5 (L5 Dismantle)

Description: Allows dismantling of tech 5 items, and increases the success rate of dismantling attempts.

Level 6 (L6 Dismantle)

Description: Allows dismantling of tech 6 and tech 7 items, and increases the success rate of dismantling attempts.

Level 7 (L7 Dismantle)

Description: Allows dismantling of tech 8 and tech 9 items, and increases the success rate of dismantling attempts.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Rally (Activated, base = DEX + INT + CHA)

Overview

When activated, the rally skill imparts combat bonuses to all group members. 

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

Skill can be used by NPCs.

Skill Description

General

Description: Rally abilities are used to provide various combat bonuses to all group members simultaneously.

Ability levels are selectable.

Level 1 (L1 Rally)

Ability Name: Damage Tactics

Description: Enables the Damage Tactics ability.

Ability: Temporarily gives all group members a critical targeting capability.

Skill application costs 35 units of energy.

Radius of effect is 5000 units.

Activation imparts continuous, additive effect Damage Tactics to all players in the group, with a magnitude equal to the skill value.

	Damage Tactics

Continuous

Additive 
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Character gains the Critical Targeting Skill at level 1 (.1666% chance per point of skill for a critical hit, 150% normal damage), with a skill value equal to this effect’s magnitude.  If the character already possesses this skill, the skill level is improved by 1 point, and the skill value is improved by this effect’s magnitude.

Magnitude decays at a rate of 2 points per second.


Level 2 (L2 Rally)

Description: Improves rally bonuses and increases range to 5250 units.

Radius of effect is 5250 units.

Level 3 (L3 Rally)

Ability Name: Defense Tactics

Description: Improves rally bonuses, increases range to 5500 units, and enables the Defense Tactics ability.

Ability: Temporarily increases the damage resistance of all group members and gives them the critical targeting capability.

Skill application costs 75 units of energy.

Radius of effect is 5500 units.

In addition to previous effects, activation imparts the continuous, additive effect Defense Tactics to all players in the group, with a magnitude equal to the skill value. 

	Defense Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Electric, Explosive, Atomic, and Physical resistances are increased by (magnitude / 10) points.  

Magnitude decays at a rate of 2 points per second.


Level 4 (L4 Rally)

Description: Improves rally bonuses and increases range to 5750 units.

Radius of effect is 5750 units.

Level 5 (L5 Rally)

Ability Name: Firing Tactics

Description: Improves rally bonuses, increases range to 6000 units, and enables the Firing Tactics ability.

Ability: Temporarily improves the beam and projectile accuracy of all group members and provides damage resistance and critical targeting capabilities.

Skill application costs 150 units of energy.

Range of effect is 6000 units.

In addition to previous effects, activation imparts the continuous, additive effect Firing Tactics to all players in the group with a magnitude equal to the skill value.

	Firing Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Beam and Projectile Weapon skills are increased by (magnitude) points.

Magnitude decays at a rate of 2 points per second.


Level 6 (L6 Rally)

Description: Improves rally bonuses and increases range to 6250 units.

Radius of effect is 6250 units.

Level 7 (L7 Rally)

Ability Name: Stealth Tactics

Description: Improves rally bonuses, increases range to 6500 units, and enables the Stealth Tactics ability.

Ability: Temporarily reduces the ‘signature’ of all group members, making them significantly stealthier, and provides accuracy, damage resistance, and critical targeting bonuses.

Skill application costs 300 units of energy.

Radius of effect is 6500 units.

In addition to previous effects, activation imparts the continuous, additive effect Stealth Tactics to all players in the group, with a magnitude equal to the skill value.

	Stealth Tactics

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Signature is reduced by (magnitude / 5)%

Magnitude decays at a rate of 2 points per second.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Afterburn (Activated, base= DEX + INT + CHA)

Overview

The Afterburn skill allows Terran Explorers to quickly escape danger by temporarily increasing combat speeds.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, energy is expended and the explorer’s combat speed is increased.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Description: The Afterburn skill is used to greatly increase movement speed for short durations.

Ability levels are not selectable.

This skill has no activation recycle time.

If energy requirements are unavailable, the skill is automatically deactivated.

Application of this skill only affects the character.

While this skill is activated, reactor energy regeneration is interrupted and the reactor loses (skill value / 5) units of energy per second.

Level 1 (L1 Afterburn)

Ability Name: Afterburn 

Description: Enables the Afterburn ability.

Ability: When activated, diverts all reactor energy to the engines, increasing engine thrust.  The ship will move at a significantly increased speed, but the reactor will lose energy.

When activated, the character gains the Combat Afterburn I effect with a magnitude equal to the character’s skill value.  This effect is lost when the skill is deactivated.

	Afterburn

Permanent

Non-stacking


	Effect is 100% successful.

Effect persists until removed.

The ship engine’s thrust attribute is increased by (50+magnitude)%.


Level 2 (L2 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 3 (L3 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 4 (L4 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 5 (L5 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 6 (L6 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 7 (L7 Afterburn)

Description: Increases the speed obtained when Afterburn is activated.

Level 8 (L8 Afterburn)

Description: I am a bug.  Please report me.

Level 9 (L9 Afterburn)

Description: I am a bug.  Please report me.

Hull Patch (Activated, base= DEX + INT + CHA)

Overview

The hull patch ability allows a player or NPC to regenerate damaged hulls.

This skill is switched on and off rather than instantaneously activated.  While the ability is switched on, the target’s hull is repaired over time at the expenditure of energy.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Description: Hull Patch abilities are used to repair damaged ship hulls.

This skill has no activation recycle time.

If the target’s hull becomes fully regenerated, the skill automatically switches off.

If energy requirements are unavailable, the skill automatically switches off.

Players cannot apply this skill to NPC targets.

If NPCs apply this skill to organic targets, health is restored instead of hull points.

The energy cost per second of use is (skill value / 5) units.

Ability levels are not selectable.

Level 1 (L1 Hull Patch)

Ability Name: Patch Hull

Description: Enables the Patch Hull ability.

Ability: Expends energy to repair the ship’s hull.

Player can regenerate self only. 

Target of effect gains ¼ hull point for every unit of energy spent.

Player must be at a complete stop to activate ability.  Any motion will automatically switch the skill off.

Level 2 (L2 Hull Patch)

Description: Increases the rate of hull repair.

Level 3 (L3 Hull Patch)

Ability Name: Repair Hull 

Description: Enables the Repair Hull ability.

Ability: allows other ships to be repaired and increases repair energy efficiency.

Player can regenerate self or other players.

Target of effect gains 3/8 of a hull point for every unit of energy spent.

Range of effect is 3000 units.

Level 4 (L4 Hull Patch)

Description: Increases the rate of hull repair and extends range to 3250 units.

Range of effect is 3250 units.

Level 5 (L5 Hull Patch)

Ability Name: Combat Hull Repair

Description: Increases the rate of hull repair, extends range to 3500 units, and enables the Combat Hull Repair ability.

Ability: Increases repair energy efficiency.

Skill can be activated regardless of motion.

Target of effect gains ½ hull points for every unit of energy spent.

Range of effect is 3500 units.

Level 6 (L6 Hull Patch)

Ability Name: Area Hull Repair

Description: Increases the rate of hull repair, extends range to 3750 units, and enables the Area Hull Repair ability.

Ability: activation creates an area effect, repairing the hulls of all friendly ships within 1500 units of the target. 

Target of effect gains ¾ hull points for every unit of energy spent.

Range of effect is 3750 units.

Radius of effect is 1500 units.

All players within effect radius units of the target gain 1/5th of the hull restoration effect.

Level 7 (L7 Hull Patch)

Ability Name: Improved Area Hull Repair

Description: Increases the rate of hull repair, extends range to 4000 units, and enables the Improved Area Hull Repair ability.

Ability: activation creates an area effect, repairing the hulls of all friendly ships within 3000 units of the target. 

Range of effect is 4000 units.

Radius of effect is 3000 units.

All players within effect radius units of the target gain 1/3rd of the hull restoration effect.

Target of effect gains 1 hull point for every unit of energy spent.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Self Destruct (Activated, base= DEX + INT + CHA)

Overview

Activation of the self-destruct skill causes the player’s ship to explode, doing large amounts of damage to all enemies within a radius.  Increased levels of ability increase the amount of damage applied.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Level Descriptions

General

Description: Self Destruct abilities temporarily incapacitate the ship but cause tremendous damage to all surrounding enemies.  When self destruct is utilized, the ship loses all shield and reactor energy, and is temporarily unable to perform any action.

Players cannot apply this skill to NPC targets.

Ability levels are selectable.

Skill activation recycle time is 10 minutes at all levels.

Players should gain experience when killing mobs with the self-destruct ability.

When a player self-destructs, he may not be jumpstarted, and must return to the registered port for repair.

Level 1 (L1 Self Destruct)

Ability Name: Self Destruct I

Description: Enables the Self Destruct I ability.

Ability: Detonates the reactor, delivering 90 points per skill level of explosive damage to all targets within range.

Skill application costs 35 units of energy.

When ability is activated, a visual effect occurs, indicating that the ship has entered a self-destruct sequence. 

At the end of a 10 second  countdown, the ship explodes causing damage to all enemy targets within radius of effect.

While the countdown timer occurs, any enemies entering the radius of damage effect are subject to a Menace effect, and are likely to flee.

During the countdown, the player may cancel the self-destruct sequence by deactivating the skill.

Radius of effect is 1000 units.

Level 2 (L2 Self Destruct)

Description: Improves damage output and increases damage radius to 1250 units.

Radius of effect is 1250 units.

Level 3 (L3 Self Destruct)

Ability Name: Self Destruct II

Description: Enables the Self Destruct II ability and increases damage radius to 1500 units.

Ability: Detonates the reactor, delivering 180 points per skill level of explosive damage to all targets within range.

Skill application costs 75 units of energy.

Radius of effect is 1500 units.

Level 4 (L4 Self Destruct)

Description: Improves damage output and increases damage radius to 1750 units.

Radius of effect is 1750 units.

Level 5 (L5 Self Destruct)

Ability Name: Self Destruct III

Description: Enables the Self Destruct III ability and increases damage radius to 2000 units.

Ability: Detonates the reactor, delivering 540 points per skill level of explosive damage to all targets within range.

Skill application costs 150 units of energy.

Radius of effect is 2000 units.

Level 6 (L6 Self Destruct)

Ability Name: Self Destruct IV

Description: Enables the Self Destruct IV ability and increases damage radius to 2250 units.

Ability: Detonates the reactor, delivering 1440 points per skill level of explosive damage to all targets within range.

Skill application costs 300 units of energy.

Radius of effect is 2250 units.

Level 7 (L7 Self Destruct)

Ability Name: Self Destruct V

Description: Enables the Self Destruct V ability and increases damage radius to 2500 units.

Ability: Detonates the reactor, delivering 3780 points per skill level of explosive damage to all targets within range.

Skill application costs 600 units of energy.

Radius of effect is 2500 units.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Power Down (Activated, base= DEX + INT + CHA)

Overview

The Power Down skill allows the Progen Explorer to escape danger by turning off all systems and ‘playing dead’.  The skill is especially useful against non-intelligent opponents.

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill cannot be used by NPCs.  

Skill Level Descriptions

General

Description: Power Down abilities are used to fool enemies by making the ship appear incapacitated, often causing enemies to break off attacks.

Ability levels are selectable.

This skill has no activation recycle time.

Level 1 (L1 Power Down)

Ability Name: Power Down

Description: Enables the Power Down ability.

Ability: Attempts to convince enemies that the ship has become incapacitated.  If successful, enemies will usually stop attacking.

Skill application costs 35 units of energy.

When ability is activated, the player’s engines disengage and the ship coasts to a halt.  A visual and sound effect immediately occur, indicating that the ship has ‘been destroyed’.  This effect should be similar to the normal incapacitation effect, but distinguishable from it by other players.

All mobs that are currently attacking the player have a chance to lose the player as a valid target when the skill is activated.  A target difficulty value is first calculated as the mob’s difficulty level multiplied by 1.5 if the AI INTELLIGENCE variable is ‘Average’, and multiplied by 2.0 if the INTELLIGENCE variable is ‘Smart’.  An opposed roll is then made between the player’s current skill value and the calculated target difficulty value.  If the roll is successful, the mob will ‘forget’ about the player and act if the player has been destroyed.

If the player is engaged against a formation of mobs, one check is made for each mob that is currently engaging the player.  If the check is successful, all mob formation members will ignore the player.

The player may sit in the powered down state indefinitely, and will slowly regenerate shields and energy while powered down.  While powered down the player may not move, turn, activate other skills, weapons, or abilities, or modify the ship’s equipment.  

Deactivating the power down skill will ‘power up’ the ship, a process that will take 2 seconds and be accompanied by a sound effect.  When powering up, the player is still immobile and cannot perform the specified actions, but immediately becomes targetable by mobs.  

While powered down, If the player is attacked after the power down has occurred,  the ship will automatically begin ‘powering up’, but the player must still be immobile for a period of 5 seconds before taking any other action. 

When using the level 1 ability, the player’s shield and reactor does not regenerate while in the powerdown state.

Level 2 (L2 Power Down)

Description: Increases power down success chances.

Level 3 (L3 Power Down)

Ability Name: Advanced Power Down

Description: Increases success chances and enables the Advanced Power Down ability.

Ability: Allows shields to slowly regenerate while power down is active.

Skill application costs 75 units of energy.

When using the level 3 ability, the player’s shields will regenerate at ½ the normal rate.

Level 4 (L4 Power Down)

Description: Increases power down success chances.

Level 5 (L5 Power Down)

Ability Name: Advanced Power Down 2

Description: Increases success chances and enables the Advanced Power Down 2 ability.

Ability: Allows reactor and shields to slowly regenerate while power down is active.

Skill application costs 150 units of energy.

When using the level 5 ability, the player’s shields and reactor will both regenerate at ½ the normal rate.

Level 6 (L6 Power Down)

Ability Name: Advanced Power Down 3

Description: Increases success chances and enables the Advanced Power Down 3 ability.

Ability: Allows shields to regenerate at the normal rate and the reactor to regenerate slowly while power down is active.

Skill application costs 300 units of energy.

When using the level 6 ability, the player’s shields will regenerate at the normal rate, and the player’s reactor will regenerate at ½ the normal rate.

Level 7 (L7 Power Down)

Ability Name: Advanced Power Down 4

Description: Increases success chances and enables the Advanced Power Down 4 ability.

Ability: Allows shields and reactor to regenerate at the normal rate while power down is active.

Skill application costs 600 units of energy.

When using the level 7 ability, the player’s shields and reactor will regenerate at the normal rate.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Summon (Activated, base= DEX + INT + CHA)

Overview

The Summon skill allows the Jenquai Warrior to teleport group members and enemies to their location.  This can be used as a combat tactic or to reduce group formation time.  At the highest level, group members can also be returned to their ‘registration point’. 

This skill is obtained through training and questing.

Profession Availability Chart (combat levels required)
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NPC Utilization

This skill can be assigned to and utilized by NPCs.  

Skill Description

General

Description: Summon abilities are used to teleport friends or enemies to the current location.

Ability levels are selectable.

Players that are not group members cannot be targeted with this skill.

Level 1 (L1 Summon)

Ability Name: Summon Enemy

Description: Enables the Summon Enemy ability.

Ability: Attempts to teleport target enemy to your location.

Skill application costs 35 units of energy.

Range of effect is 5000 units.

A target enemy NPC within 5000 units distance can be teleported to the Jenquai Warrior’s location when the skill is activated.  This is a ‘Psionic’ effect, so enemies with psionic resistance have a % chance to resist the teleport equal to their current psionic resistance level.

Level 2 (L2 Summon)

Description: Increases teleportation range to 5250 units.

Range of effect is 5250 units.

Level 3 (L3 Summon)

Ability Name: Summon Friend

Description: Increases teleportation range to 5500 units and enables the Summon Friend ability.

Ability: Teleports a targeted group member to your location.

Skill application costs 75 units of energy.

Range of effect is 5500 units.

When activated, target group member is teleported to the Jenquai Warrior’s location.  This should be accompanied by an appropriate sound and visual effect as a ‘teleport wormhole’ appears and relocates the player.  The group member must be within 250000 units distance in the same sector to be teleported.  

Level 4 (L4 Summon)

Description: Increases teleportation range to 5750 units.

Range of effect is 5750 units.

Level 5 (L5 Summon)

Ability Name: Summon Group

Description: Increases teleportation range to 6000 units and enables the Summon Group ability.

Ability: Teleports all group members within 250000 units to your location. 

Skill application costs 150 units of energy.

Range of effect is 6000 units.

When activated, all group members in the sector within 250000 units are immediately teleported to the Jenquai Warrior’s location.

Level 6 (L6 Summon)

Ability Name: Summon Enemy Group

Description: Increases teleportation range to 6250 units and enables the Summon Enemy Group ability.

Ability: Teleports a target enemy formation to your location.

Skill application costs 300 units of energy.

Range of effect is 6250 units.

When activated, target mob and a maximum of 5 members of the mob’s formation (randomly selected if the formation is larger than 6 units) are teleported to the Jenquai Warrior’s location.  All teleported targets must be within 5750 units distance.

Level 7 (L7 Summon)

Ability Name: Return Friend 

Description: Increases teleportation range to 6500 units and enables the Return Friend ability.

Ability: Returns a targeted group member to their registered port.

Skill application costs 600 units of energy.

Range of effect is 6500 units.

When activated, target group member who must be within 6000 units is teleported to their registration point.  This location is the same as if the player had requested rescue after being incapacitated.

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Create Wormhole (Activated, base= DEX + INT + CHA)

Overview

The Wormhole skill allows the Jenquai Explorer to teleport to various locations in the universe without having to use gate technology.  At higher levels, group members can be transported as well.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not utilized by NPCs..

Skill Description

General

Description: Create Wormhole abilities provide rapid transport to various locations throughout the galaxy.

Ability levels are selectable.

When activated, the character comes to a complete stop and begins to create the wormhole.

Creating the gate takes (11– (skill value / 30) seconds at all skill levels.  This action is interrupted if the character takes any other action, takes damage, or moves.  

After the gate has been created, the player or the player’s group is teleported to the destination.

Level 1 (L1 Create Wormhole)

Ability Name: Kailaasa Gate

Description: Enables the Kailaasa Gate ability.

Ability: Creates a temporary wormhole, teleporting all group members to Kailaasa.

Activation costs 35 units of energy.

Activation teleports the player and groupmates to the Kailaasa sector.

sector #: 1910

Coordinates 30994.3, 190294, 0

Facing: -0.911, 0.26, 0.31

Level 2 (L2 Create Wormhole)

Ability Name: Jupiter Gate

Description: Enables the Jupiter Gate ability.

Ability: Creates a temporary wormhole, teleporting all group members to Jupiter.

Activation costs 50 units of energy.

Activation teleports the player and groupmates to Jupiter sector.

sector #: 1070

Coordinates: 200649, 89708.4, 0

Facing:0.91, 0.381, -0.13

Level 3 (L3 Create Wormhole)

Ability Name: Swooping Eagle Gate

Description: Enables the Swooping Eagle Gate ability.

Ability: Creates a temporary wormhole, teleporting all group members to Swooping Eagle.

Activation costs 75 units of energy.

Activation teleports the player and groupmates to Swooping Eagle sector.

sector #: 4120

Coordinates: 35457.5, -2658, 1.99

Facing:0.37, 0.92, 1.99

Level 4 (L4 Create Wormhole)

Ability Name: Valkyrie Twins Gate

Description: Enables the Valkyrie Twins Gate ability.

Ability: Creates a temporary wormhole, teleporting all group members to Valkyrie Twins.

Activation costs 100 units of energy.

Activation teleports the player and groupmates to Valkyrie Twins sector.

sector #: 1705

Coordinates: 77707.6, 44336.2, -138.27

Facing:-0.04, 0.998, -0.023

Level 5 (L5 Create Wormhole)

Ability Name: Asteroid Belt Beta Gate

Description: Enables the Asteroid Belt Beta Gate ability.

Ability: Creates a temporary wormhole, teleporting all group members to Asteroid Belt Beta.

Activation costs 150 units of energy.

Activation teleports the player and groupmates to the Asteroid Belt Beta sector.

sector #: 1077

Coordinates: -30347.2, 44851.0, 636.4

Facing:-0.99, -0.07, 0.0

Level 6 (L6 Create Wormhole)

Ability Name: Carpenter Gate

Description: Enables the Carpenter Gate ability.

Ability: Creates a temporary wormhole, teleporting all group members to Carpenter.

Activation costs 250 units of energy.

Activation teleports the player and groupmates to Carpenter.

sector #:4520

Coordinates:-67628.2, 33729.6, -13.28 

Facing:0.99, 0.13, -0.029

Level 7 (L7 Create Wormhole)

Ability Name: Endriago Gate

Description: Enables the Endriago Gate ability.

Ability: Creates a temporary wormhole, teleporting all group members to Endriago.

Activation costs 350 units of energy.

Activation teleports the player and groupmates to Endriago sector.

sector #: 2210

Coordinates: 73497.7, 47828.0, 73.48

Facing: -0.989, 0.048, -0.134

Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Environment Shield (Activated, base= DEX + INT + CHA)

Overview

The Environment Shield skill allows the Jenquai Explorer to create a shield that reduces the magnitude of environmental effects, prevents damage, and reflects damage back to attackers.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Description: Environment Shield abilities are used to protect targets from dangerous environmental effects, such as gravitational shears or radiation.

Ability levels are selectable.

Abilities do not stack.

Level 1 (L1 Environment Shield)

Ability Name: Environment Barrier

Description: Enables the Environment Barrier ability.

Ability: creates a shield around a friendly target that protects the ship from environmental effects (reducing their power by 50%) and reduces incoming damage by 5%.

Skill application costs 35 units of energy.

Range of effect is 2500 units.

When activated, target friendly character gains the continuous effect Environment Barrier with a magnitude equal to the character’s current skill value.

	Environment Barrier

(psionic)

Continuous

Replace
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is (magnitude * 3) seconds.

All environmental effects applied to the character have their magnitude reduced by 50%.  This includes proximity, regional, and sector effects.

Target gains +5 energy, impact, EMP, plasma, chemical, and explosive resistance.


Level 2 (L2 Environment Shield)

Description: Extends duration and increases range to 2750 units.

Range of effect is 2750 units.

Level 3 (L3 Environment Shield)

Ability Name: Lesser Environment Shield

Description: Extends duration, increases range to 3000 units, and enables the Lesser Environment Shield ability.

Ability: Creates a shield that reduces environmental effects by 100% and reduces incoming damage by 10%.

Skill application costs 100 units of energy.

Range of effect is 3000 units.

When activated, the target gains the continuous effect Lesser Environment Shield with a magnitude equal to the character’s current skill value.

	Lesser Environment Shield

(psionic)

Continuous

Replace
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is (Magnitude * 3) seconds.

All environmental effects applied to the character have their magnitude reduced by 100%.  This includes proximity, regional, and sector effects.

Target gains +10 energy, impact, EMP, plasma, chemical, and explosive resistance.


Level 4 (L4 Environment Shield)

Description: Extends duration and increases range to 3250 units.

Range of effect is 3250 units.

Level 5 (L5 Environment Shield)

Ability Name: Environment Shield

Description: Extends duration, increases range to 3500 units, and enables the Environment Shield ability.  

Ability: Creates a shield that reduces environmental effects by 100% and reduces incoming damage by 10%, reflecting up to 10 points of damage back to the attacker.  Energy damage is not reflected.

Skill application costs 250 units of energy.

Range of effect is 3500 units.

When activated, the target gains the continuous effect Environment Shield with a magnitude equal to the character’s current skill value.

	Environment Shield

(psionic)

Continuous

Replaced
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is magnitude seconds.

All environmental effects applied to the character have their magnitude reduced by 100%.  This includes proximity, regional, and sector effects.

Target gains +10 energy, impact, EMP, plasma, chemical, and explosive resistance.

10% (maximum 10 points) of incoming non-energy damage is reflected back to the attacker.


Level 6 (L6 Environment Shield)

Ability Name: Greater Environment Shield

Description: Extends duration, increases range to 3750 units, and enables the Greater Environment Shield ability.

Ability: Creates a shield that reduces environmental effects by 100%, reduces incoming damage by 10% (reflecting up to 25 points back to attacker), and converts 5% (maximum of 10 points) of incoming damage to reactor energy.  Energy damage is not reflected or converted.

Skill application costs 500 units of energy.

Range of effect is 3750 units.

When activated, the target gains the continuous effect Greater Environment Shield with a magnitude equal to the character’s current skill value.  

	Greater Environment Shield

(psionic)

Continuous

Replaced
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is magnitude seconds.

All environmental effects applied to the character have their magnitude reduced by 100%.  This includes proximity, regional, and sector effects.

Target gains +10 energy, impact, EMP, plasma, chemical, and explosive resistance.

10% (maximum 25 points) of incoming non-energy damage is reflected back to the attacker.

5% of incoming non-energy damage (max 10 points) is added to the reactor.


Level 7 (L7 Environment Shield)

Ability Name: Ultra Environment Shield

Description: Extends duration, increases range to 4000 units, and enables the Ultra Environment Shield ability.

Ability: Creates a shield that reduces environmental effects by 100%, reduces incoming damage by 10% (reflecting up to 50 points back to attacker), and converts 5% (maximum of 10 points) of incoming damage to reactor energy for all group members.  Energy damage is not reflected or converted.

Skill application costs 1000 units of energy.

When activated, the target gains the continuous effect Ultra Environment Shield with a magnitude equal to the character’s current skill value.  

Range of effect is 4000 units.

	Ultra Environment Shield

(psionic)

Continuous

Replaced
	Effect is valid on player targets only.

Effect is 100% successful.

Duration of effect is magnitude seconds.

All environmental effects applied to the character have their magnitude reduced by 100%.  This includes proximity, regional, and sector effects.

Target gains +10 energy, impact, EMP, plasma, chemical, and explosive resistance.

10% (maximum 50 points) of incoming non-energy damage is reflected back to the attacker.

5% of incoming non-energy damage (max 10 points) is added to the reactors of all group members.


Level 8 

Description: I am a bug.  Please report me.

Level 9

Description: I am a bug.  Please report me.

Drone Tech (Passive, base = DEX + INT + CHA)

Overview

The Drone Tech skill allows utilization of higher tech level drone control systems. 

The skill value is not directly utilized but instead acts as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs.  NPCs do not require this skill in order to equip or utilize drone control systems.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Equipping a drone controller requires that the character have a Drone Control skill of equal or greater level.

Level 1 (Drone Tech L1)

Description: Allows the use of tech level 1 drone controllers.

Level 2 (Drone Tech L2)

Description: Allows the use of tech level 2 drone controllers.

Level 3 (Drone Tech L3)

Description: Allows the use of tech level 3 drone controllers.

Level 4 (Drone Tech L4)

Description: Allows the use of tech level 4 drone controllers.

Level 5 (Drone Tech L5)

Description: Allows the use of tech level 5 drone controllers.

Level 6 (Drone Tech L6)

Description: Allows the use of tech level 6 drone controllers.

Level 7 (Drone Tech L7)

Description: Allows the use of tech level 7 drone controllers.

Level 8 (Drone Tech L8)

Description: Allows the use of tech level 8 drone controllers.

Level 9 (Drone Tech L9)

Description: Allows the use of tech level 9 drone controllers.

Item Tech (Passive, base = DEX + INT + CHA)

Overview

The Item Tech skill allows utilization of higher tech level consumable items.

The skill value is not directly utilized but instead acts as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Activation of a consumable item requires that the character have an Item Tech skill of equal or greater level.

Level 1 (Item Tech L1)

Description: Allows the use of tech level 1 consumable items.

Level 2 (Item Tech L2)

Description: Allows the use of tech level 2 consumable items.

Level 3 (Item Tech L3)

Description: Allows the use of tech level 3 consumable items.

Level 4 (Item Tech L4)

Description: Allows the use of tech level 4 consumable items.

Level 5 (Item Tech L5)

Description: Allows the use of tech level 5 consumable items.

Level 6 (Item Tech L6)

Description: Allows the use of tech level 6 consumable items.

Level 7 (Item Tech L7)

Description: Allows the use of tech level 7 consumable items.

Level 8 (Item Tech L8)

Description: Allows the use of tech level 8 consumable items.

Level 9 (Item Tech L9)

Description: Allows the use of tech level 9 consumable items.

Build Items (Passive, base= DEX + INT + CHA)

Overview

The Build Items skill allows the character to analyze and manufacture consumable items.

The character can only attempt to analyze or manufacture items of a tech level equal to or below the current skill level.

The skill value is used to determine the cost of analysis and manufacturing, as well as the resultant quality of any equipment items made.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (Build Items L1)

Description: Allows the analysis and manufacture of tech 1 consumable items.

Level 2 (Build Items L2)

Description: Allows the analysis and manufacture of tech 2 consumable items.

Level 3 (Build Items L3)

Description: Allows the analysis and manufacture of tech 3 consumable items.

Level 4 (Build Items L4)

Description: Allows the analysis and manufacture of tech 4 consumable items.

Level 5 (Build Items L5)

Description: Allows the analysis and manufacture of tech 5 consumable items.

Level 6 (Build Items L6)

Description: Allows the analysis and manufacture of tech 6 consumable items.

Level 7 (Build Items L7)

Description: Allows the analysis and manufacture of tech 7 consumable items.

Level 8 (Build Items L8)

Description: Allows the analysis and manufacture of tech 8 consumable items.

Level 9 (Build Items L9)

Description: Allows the analysis and manufacture of tech 9 consumable items.

Progen Lore (Passive, base = DEX + INT + CHA)

Overview

The Progen lore skill allows utilization, analysis, and manufacture of items created by the Progen race.

Terran characters can utilize Progen items without this skill, but do not receive manufacturing bonuses.

The associated skill value has no use other than as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs – all NPCs can use Progen technologies without this skill.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Jenquai archetypes must have a skill level equal or greater than the tech level of any Progen-made item in order to use, analyze, or manufacture it.

Level 1 (Progen Lore L1)

Description: Allows the use of tech 1 Progen equipment items.

Level 2 (Progen Lore L2)

Description: Allows the use of tech 2 Progen equipment items.

Level 3 (Progen Lore L3)

Description: Allows the use of tech 3 Progen equipment items.

Level 4 (Progen Lore L4)

Description: Allows the use of tech 4 Progen equipment items.

Level 5 (Progen Lore L5)

Description: Allows the use of tech 5 Progen equipment items.

Level 6 (Progen Lore L6)

Description: Allows the use of tech 6 Progen equipment items.

Level 7 (Progen Lore L7)

Description: Allows the use of tech 7 Progen equipment items.

Level 8 (Progen Lore L8)

Description: Allows the use of tech 8 Progen equipment items.

Level 9 (Progen Lore L9)

Description: Allows the use of tech 9 Progen equipment items.

Jenquai Lore (Passive, base = DEX + INT + CHA)

Overview

The Jenquai lore skill allows utilization, analysis, and manufacture of items created by the Jenquai race.

Terran characters can utilize Jenquai items without this skill, but do not receive manufacturing bonuses.

The associated skill value has no use other than as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs – all NPCs can use Jenquai technologies without this skill.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Progen archetypes must have a skill level equal or greater than the tech level of any Jenquai-made item in order to use, analyze, or manufacture it.

Level 1 (Jenquai Lore L1)

Description: Allows the use of Tech 1 Jenquai equipment items.

Level 2 (Jenquai Lore L2)

Description: Allows the use of Tech 2 Jenquai equipment items.

Level 3 (Jenquai Lore L3)

Description: Allows the use of Tech 3 Jenquai equipment items.

Level 4 (Jenquai Lore L4)

Description: Allows the use of Tech 4 Jenquai equipment items.

Level 5 (Jenquai Lore L5)

Description: Allows the use of Tech 5 Jenquai equipment items.

Level 6 (Jenquai Lore L6)

Description: Allows the use of Tech 6 Jenquai equipment items.

Level 7 (Jenquai Lore L7)

Description: Allows the use of Tech 7 Jenquai equipment items.

Level 8 (Jenquai Lore L8)

Description: Allows the use of Tech 8 Jenquai equipment items.

Level 9 (Jenquai Lore L9)

Description: Allows the use of Tech 9 Jenquai equipment items.

Alien Lore (Passive, base= DEX + INT + CHA)

Overview

The Alien lore skill allows utilization, analysis, and manufacture of items created by ‘Alien’ races.

The associated skill value has no use other than as a specific item use limiter.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not utilized by NPCs – all NPCs can use Alien technologies without this skill.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Archetypes must have a skill level equal or greater than the tech level of any Alien-made item in order to use it.

Level 1 (Alien Lore L1)

Description: Allows the use of tech 1 alien technology equipment items.

Level 2 (Alien Lore L2)

Description: Allows the use of tech 2 alien technology equipment items.

Level 3 (Alien Lore L3)

Description: Allows the use of tech 3 alien technology equipment items.

Level 4 (Alien Lore L4)

Description: Allows the use of tech 4 alien technology equipment items.

Level 5 (Alien Lore L5)

Description: Allows the use of tech 5 alien technology equipment items.

Level 6 (Alien Lore L6)

Description: Allows the use of tech 6 alien technology equipment items.

Level 7 (Alien Lore L7)

Description: Allows the use of tech 7 alien technology equipment items.

Level 8 (Alien Lore L8)

Description: Allows the use of tech 8 alien technology equipment items.

Level 9 (Alien Lore L9)

Description: Allows the use of tech 9 alien technology equipment items.

Progen Culture (Passive, base= DEX + INT + CHA)

Overview

The Progen Culture skill passively improves relations when dealing with Progen non-player characters.

Progen characters are assumed to automatically have this skill at level 9.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Progen Culture)

Description: Skill level 1 passively improves relations when dealing with Progen non-player characters.

Whenever a Progen mob or NPC associated with a Progen faction makes a reaction determination (via the reputation system), the reaction value is increased by (skill value * 10) points.

Level 2 (L2 Progen Culture)

Description: Skill level 2 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 3 (L3 Progen Culture)

Description: Skill level 3 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 4 (L4 Progen Culture)

Description: Skill level 4 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 5 (L5 Progen Culture)

Description: Skill level 5 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 6 (L6 Progen Culture)

Description: Skill level 6 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 7 (L7 Progen Culture)

Description: Skill level 7 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 8 (L8 Progen Culture)

Description: Skill level 8 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Level 9 (L9 Progen Culture)

Description: Skill level 9 increases skill value by +10 points, improving the effect of the Progen Culture skill.

Jenquai Culture (Passive, base= DEX + INT + CHA)

Overview

The Jenquai Culture skill passively improves relations when dealing with Jenquai non-player characters.

Jenquai characters are assumed to automatically have this skill at level 9.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Jenquai Culture)

Description: Skill level 1 passively improves relations when dealing with Jenquai non-player characters.

Whenever a Jenquai mob or NPC associated with a Jenquai faction makes a reaction determination (via the reputation system), the reaction value is increased by (skill value * 10) points.

Level 2 (L2 Jenquai Culture)

Description: Skill level 2 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 3 (L3 Jenquai Culture)

Description: Skill level 3 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 4 (L4 Jenquai Culture)

Description: Skill level 4 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 5 (L5 Jenquai Culture)

Description: Skill level 5 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 6 (L6 Jenquai Culture)

Description: Skill level 6 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 7 (L7 Jenquai Culture)

Description: Skill level 7 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 8 (L8 Jenquai Culture)

Description: Skill level 8 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Level 9 (L9 Jenquai Culture)

Description: Skill level 9 increases skill value by +10 points, improving the effect of the Jenquai Culture skill.

Terran Culture (Passive, base= DEX + INT + CHA)

Overview

The Terran Culture skill passively improves relations when dealing with Terran non-player characters.

Terran characters are assumed to automatically have this skill at level 9.

This skill is obtained through training and questing.

Profession Availability Chart (exploration levels required)
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NPC Utilization

Skill is not utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Terran Culture)

Description: Skill level 1 passively improves relations when dealing with Terran non-player characters.

Whenever a Terran mob or NPC associated with a Terran faction makes a reaction determination (via the reputation system), the reaction value is increased by (skill value * 10) points.

Level 2 (L2 Terran Culture)

Description: Skill level 2 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 3 (L3 Terran Culture)

Description: Skill level 3 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 4 (L4 Terran Culture)

Description: Skill level 4 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 5 (L5 Terran Culture)

Description: Skill level 5 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 6 (L6 Terran Culture)

Description: Skill level 6 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 7 (L7 Terran Culture)

Description: Skill level 7 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 8 (L8 Terran Culture)

Description: Skill level 8 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Level 9 (L9 Terran Culture)

Description: Skill level 9 increases skill value by +10 points, improving the effect of the Terran Culture skill.

Distract (Activated, base= DEX + INT + CHA)

Overview

When activated, the Distract skill attempts to distract target enemy, slowing the target’s reactions (increasing various activation delays).

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill can be used by NPCs.

Skill Description

General

Ability levels are selectable.

Skill activation recycle time is 60 seconds.

Level 1 (L1 Distract)

Ability Name: Sidetrack

Description: Skill level 1, when activated, attempts to sidetrack target enemy’s attention, slowing down the rate at which the enemy will fire weapons.  Effect can be activated once every 60 seconds, and costs 25 units of energy to activate.

Skill application costs 25 units of energy.

Activation imparts the continuous, additive effect Increase Weapon Delay to target enemy, with a magnitude equal to the character’s skill value.

	Increase Weapon Delay

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s beam, projectile, and missile weapons have their activation delay increased by 20% + (magnitude / 10)%. 

Magnitude decays at a rate of 2+(current magnitude / 30) points per second.


Level 2 (L2 Distract)

Description: Skill level 2 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 50 seconds.

Skill value increases by 20 points.

Skill application recycle time is 50 seconds.

Level 3 (L3 Distract)

Ability Name: Divert Attention

Description: Skill level 2, when activated, attempts to divert target enemy’s attention, slowing down the rate at which the enemy will fire weapons or activate special systems.  Effect can be activated once every 60 seconds, and costs 50 units of energy to activate.

Skill application costs 50 units of energy.

In addition to previous effects, activation imparts the continuous, additive effect Increase System Delay to target enemy, with a magnitude equal to the character’s skill value.

	Increase System Delay

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s system devices have their activation delay increased by 20% + (magnitude / 10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points per second.


Level 4 (L4 Distract)

Description: Skill level 4 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 40 seconds.

Skill value increases by 20 points.

Skill application recycle time is 40 seconds.

Level 5 (L5 Distract)

Ability Name: Distract

Description: Skill level 5, when activated, attempts to distract target enemy, slowing down the rate at which the enemy will fire weapons, activate systems, or use special skills.  Effect can be activated once every 60 seconds, and costs 100 units of energy to activate.

Skill application costs 100 units of energy.

In addition to previous effects, activation imparts the continuous, additive effect Increase Skill Delay to target enemy, with a magnitude equal to the character’s skill value.

	Increase Skill Delay

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Target’s skill activation recycle times are increased by 20% + (magnitude / 10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points per second.


Level 6 (L6 Distract)

Description: Skill level 6 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 35 seconds.

Skill value increases by 20 points.

Skill application recycle time is 35 seconds.

Level 7 (L7 Distract)

Ability Name: Area Sidetrack

Description: Skill level 7, when activated, attempts to sidetrack all enemies within 1000 units of a target enemy, slowing down the rate at which those enemies will fire weapons.  Effect can be activated once every 60 seconds, and costs 250 units of energy to activate.

Skill application costs 250 units of energy.

When activated, target enemy receives the Increase Weapon Delay, Increase System Delay, and Increase Skill Delay effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1000 units of the target receive the Increase Weapon Delay effect with a magnitude equal to half of the character’s skill value.

Level 8 (L8 Distract)

Description: Skill level 8 adds +20 to skill value, improving the strength and duration of all effects.  Skill recycle time is reduced to 30 seconds.

Skill value increases by 20 points.

Skill application recycle time is 30 seconds.

Level 9 (L9 Distract)

Ability Name: Area Distract

Description: Skill level 9, when activated, attempts to distract all enemies within 1500 units of a target enemy, slowing down the rate at which those enemies will fire weapons, activate systems, or use special skills.  Effect can be activated once every 60 seconds, and costs 500 units of energy to activate.

Skill application costs 500 units of energy.

When activated, target enemy receives the Increase Weapon Delay, Increase System Delay, and Increase Skill Delay effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1500 units of the target receive the same effects with magnitudes equal to half of the character’s skill value.

Engineering (Passive, base = DEX + INT + CHA)

Overview

The Engineering skill decreases the downtime penalty incurred when equipping items in space.  At higher levels, damage to equipment is reduced and the skill is partially shared with group members.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

NPCs do not utilize this skill.

Skill Description

General

Level 1 (L1 Engineering)

Ability Name: Engineer Systems

Description: Skill level 1 greatly decreases the time that is required to equip systems on a ship when not at a dock.

Character gains the permanent effect Engineer Systems with a linked magnitude equal to the skill value.

	Engineer Systems

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All system devices (including drone controllers) require 30%+(magnitude*0.2)% less time to ‘come online’ when equipped outside of a port. 


Level 2 (L2 Engineering)

Description: Skill level 2 adds +20 to skill value, further reducing the time needed to equip systems when not at a dock.

Skill value increases by 20 points.

Level 3 (L3 Engineering)

Ability Name: Engineer Equipment

Description: Skill level 3 extends the time reduction bonus to equipping engines, shields, and reactors.

Character gains the permanent effect Engineer Equipment with a linked magnitude equal to the skill value.

	Engineer Equipment

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

Engines, Shield Generators, and Reactors require 30%+(magnitude*0.2)% less time to ‘come online’  when equipped outside of a port.


Level 4 (L4 Engineering)

Description: Skill level 4 adds +20 to skill value, further reducing the time needed to equip systems, engines, shields, and reactors.

Skill value increases by 20 points.

Level 5 (L5 Engineering)

Ability Name: Engineer Weapons

Description: Skill level 5 extends the time reduction bonus to equipping weapons away from a dock.

Character gains the permanent effect Engineer Weapons with a linked magnitude equal to the skill value.

	Engineer Weapons

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All weapons require 30%+(magnitude*0.2)% less time to ‘come online’ when equipped outside of a port.  


All group members gain the permanent effect Engineer Systems with a magnitude equal to 1/3 of the skill value while in the group.

Level 6 (L6 Engineering)

Description: Skill level 6 adds +20 to skill value, further reducing the time needed to equip weapons, systems, engines, shields, and reactors.

Skill value increases by 20 points.

Level 7 (L7 Engineering)

Ability Name: System Damage Control

Description: Skill level 7, in addition to previous effects, reduces the amount of damage that systems take in combat.

Character gains the permanent effect System Damage Control with a linked magnitude equal to the skill value.

	System Damage Control

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All ship systems (including controllers) take (magnitude / 8)% less damage from any source.


All group members gain the permanent effect Engineer Equipment with a magnitude equal to 1/3 of the character’s skill value while in the group.

Level 8 (L8 Engineering)

Description: Skill level 8 adds +20 to skill value, enhancing all skill bonuses.

Skill value increases by 20 points.

Level 9 (L9 Engineering)

Ability Name: Weapon Damage Control

Description: Skill level 9, in addition to previous effects, reduces the amount of damage that weapons take in combat.

Character gains the permanent effect Weapon Damage Control with a linked magnitude equal to the skill value.

	Weapon Damage Control

Permanent

Non-Stacking
	Effect is 100% successful.

Duration of effect is permanent until removed.

All weapons take (magnitude / 8)% less damage from any source.


All group members gain the permanent effect Engineer Weapons with a magnitude equal to 1/3 of the character’s skill value while in the group.

Analyze Weakness (Activated, base= DEX + INT + CHA)

Overview

The Analyze Weakness skill allows explorers to ‘analyze NPCs to reveal weaknesses’, in effect debuffing an NPC in various ways.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is useable by NPCs.

Skill Description

General

Ability levels are selectable.

Level 1 (L1 Analyze Weakness)

Ability Name: Locate Equipment

Description: Skill level 1, when activated, imparts knowledge to all friendly combatants about specific locations of equipment on a target enemy, in effect increasing the chance that the target’s equipment will be damaged by attacks.  Ability can be activated every 60 seconds, and costs 25 units of energy.

Skill activation recycle time is 60 seconds.

Skill application costs 25 units of energy.

When activated, target enemy gains the continuous additive effect Increase Equipment Damage Chance, with a magnitude equal to the character’s current skill value.

	Increase Equipment Damage Chance

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

When damage is applied to effect carrier, the chance of system damage occurring is increased by 20% +(magnitude / 10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 2 (L2 Analyze Weakness)

Description: Skill level 2 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 50 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 50 seconds.

Level 3 (L3 Analyze Weakness)

Ability Name: Locate Weaknesses

Description: Skill level 3, when activated, imparts knowledge to all friendly combatants about weakness points on target enemy’s equipment.  This will increase the chance that equipment damage occurs in combat, and also increases the amount of damage applied to equipment.  Ability costs 50 units of energy.

Skill application costs 50 units of energy.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Increase Equipment Damage Amount with a magnitude equal to the character’s current skill value.

	Increase Equipment Damage Amount

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Any time damage is applied to the effect carrier’s equipment, the damage amount applied is increased by 20%+(magnitude/10)%.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 4 (L4 Analyze Weakness)

Description: Skill level 4 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 40 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 40 seconds.

Level 5 (L5 Analyze Weakness)

Ability Name: Analyze Weaknesses

Description: Skill level 5, when activated, imparts knowledge to all friendly combatants about weakness points on target enemy’s equipment mounts.  In addition to previous effects, there is a chance that any damage applied to equipment will be doubled.  Ability costs 100 units of energy.

Skill application costs 100 units of energy.

In addition to previous effects, when activated, target enemy gains the continuous additive effect Increase Critical Equipment Damage with a magnitude equal to the character’s current skill value.

	Increase Critical Equipment Damage

Continuous

Additive
	Effect is 100% successful.

Effect persists until magnitude reaches zero.

Any time damage is applied to the effect carrier’s equipment, there is a 20%+(magnitude / 10)% chance that all damage applied is doubled.

Magnitude decays at a rate of 2+(current magnitude / 30) points a second.


Level 6 (L6 Analyze Weakness)

Description: Skill level 6 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 35 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 35 seconds.

Level 7 (L7 Analyze Weakness)

Ability Name: Area Locate Equipment

Description: Skill level 7, when activated, analyzes weaknesses of a target enemy.  In addition, all friendly combatants gain awareness of equipment locations on all enemies within 1000 units of the target.  Ability costs 250 units of energy.

Skill application costs 250 units of energy.

When activated, target enemy receives the Increase Equipment Damage Chance, Increase Equipment Damage Amount, and Increase Critical Equipment Damage effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1000 units of the target receive the Increase Equipment Damage Chance effect with a magnitude equal to half of the character’s skill value.

Level 8 (L8 Analyze Weakness)

Description: Skill level 8 adds +20 to skill value (increasing the power and duration of analyze weakness effects).  Skill recycle time is reduced to 30 seconds.

Skill value increases by 20 points.

Skill activation recycle time is 30 seconds.

Level 9 (L9 Analyze Weakness)

Ability Name: Area Analyze Weaknesses

Description: Skill level 9, when activated, analyzes weaknesses on target enemy and all enemies within 1500 units of the target.  Ability costs 500 units of energy.

Skill application costs 500 units of energy.

When activated, target enemy receives the Increase Equipment Damage Chance, Increase Equipment Damage Amount, and Increase Critical Equipment Damage effects with a magnitude equal to the character’s skill value.  In addition, all enemies within 1500 units of the target receive the same effects at half magnitude.

Salvage (Passive, base= DEX + INT + CHA)

Overview

The salvage skill increases the chance that an extra item will be generated from the treasure table for a vanquished NPC.  

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill is not used by NPCs of any type.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Salvage)

Ability Name: Salvage

Description: Skill level 1 increases the number of items acquired when salvaging destroyed ships.  All group members automatically receive this bonus.

Character obtains the permanent effect Salvage, with a linked magnitude equal to the character’s skill value.

	Salvage

Permanent

Non-Stacking

No effect icon
	Effect is valid only on PC targets.

Effect is gained when obtaining the Salvage skill or when joining a group only.

When an NPC is destroyed, a check is made to determine if the destroyer has the salvage effect.  If so, the treasure generation routine has a chance based on the effect’s magnitude to generate an additional item from the NPC’s treasure table.

An opposed roll is made of (effect magnitude / 4) vs. (destroyed NPC’s level).  If successful, an additional item is generated from the treasure table and placed on the hulk, and the looter is notified: ‘you have managed to salvage an additional item’ when opening the looting interface.


Any time the player joins a group, all group members get a copy of the character’s Scavenge effect while the player remains in the group.

Level 2 (L2 Salvage)

Description: Skill level 2 adds +10 to skill value, increasing salvage bonuses.

Level 3 (L3 Salvage)

Description: Skill level 3 adds +10 to skill value, increasing salvage bonuses.

Level 4 (L4 Salvage)

Description: Skill level 4 adds +10 to skill value, increasing salvage bonuses.

Level 5 (L5 Salvage)

Description: Skill level 5 adds +10 to skill value, increasing salvage bonuses.

Level 6 (L6 Salvage)

Description: Skill level 6 adds +10 to skill value, increasing salvage bonuses.

Level 7 (L7 Salvage)

Description: Skill level 7 adds +10 to skill value, increasing salvage bonuses.

Level 8 (L8 Salvage)

Description: Skill level 8 adds +10 to skill value, increasing salvage bonuses.

Level 9 (L9 Salvage)

Description: Skill level 9 adds +10 to skill value, increasing salvage bonuses.

Tractor (Activated, base = DEX + INT + CHA)

Confuse (Activated, base= DEX + INT + CHA)

Turtle (Activated, base= DEX + INT + CHA)

Quickfire (Passive, base= DEX + INT + CHA)

Overview

The quickfire skill passively decreases the delay of weapons equipped by the Progen Warrior.  Higher levels of skill increase the effect.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

Skill can be utilized by NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Quickfire)

Ability Name: Quickfire

Description: Skill level 1 increases the rate of fire for any equipped weapons.

Character obtains the permanent effect Quickfire, with a linked magnitude equal to the character’s skill value.

	Quickfire

Permanent

Non-Stacking

No effect icon
	Effect is valid only on PC targets.

Effect is gained when obtaining the Quickfire skill only.

The Delay attribute of any equipped weapons is reduced by 5% + (magnitude / 8)%.  Cumulative delay reduction for all haste effects cannot exceed 50%.


Level 2 (L2 Quickfire)

Description: Skill level 2 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 3 (L3 Quickfire)

Description: Skill level 3 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 4 (L4 Quickfire)

Description: Skill level 4 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 5 (L5 Quickfire)

Description: Skill level 5 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 6 (L6 Quickfire)

Description: Skill level 6 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 7 (L7 Quickfire)

Description: Skill level 7 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 8 (L8 Quickfire)

Description: Skill level 8 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Level 9 (L9 Quickfire)

Description: Skill level 9 adds +10 to skill value, increasing the rate of fire for equipped weapons.

Disable (Passive, base= DEX + INT + CHA)

Overview

The Disable skill allows the Progen Explorer to temporarily disable a target ship’s systems when delivering damage with beam or projectile weapons.

This skill is obtained through training and questing.

Profession Availability Chart (total levels required)
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NPC Utilization

This skill can be utilized by all NPCs.

Skill Description

General

Each level obtained after the first improves the skill value by 10 points.

Level 1 (L1 Disable)

Ability Name: Disable

Description: Skill level 1 creates a chance that penetrating a ship’s shields with beam or projectile weapons will temporarily disable weapons or systems on the ship.

Character obtains the permanent effect Disable, with a linked magnitude equal to the character’s skill value.

	Disable

Permanent

Non-Stacking

No effect icon
	Effect is valid only on PC targets.

Effect is 100% successful.

Any time damage from beam or projectile weapons is applied to a non-organic target’s equipment (i.e. mounted weapons, systems, engine, shield, reactor), there is a (10+(effect magnitude/10))% chance that the affected system will become dislodged.  The dislodging effect is the same as if the system were hacked (as per the Hacking skill). 

This effect is not produced by DOT (damage over time) damage types, such as Plasma and Chemical damage.

If the applied damage affects multiple systems (such as quadrant spread damage), the percentage chance that each system is dislodged is divided by the number of systems affected.

If a system has been dislodged by this effect, the player that owns the effect should be notified (i.e.“target’s engine disabled!”) and a visual effect should occur.


Level 2 (L2 Disable)

Description: Skill level 2 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 3 (L3 Disable)

Description: Skill level 3 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 4 (L4 Disable)

Description: Skill level 4 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 5 (L5 Disable)

Description: Skill level 5 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 6 (L6 Disable)

Description: Skill level 6 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 7 (L7 Disable)

Description: Skill level 7 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 8 (L8 Disable)

Description: Skill level 8 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Level 9 (L9 Disable)

Description: Skill level 9 adds +10 to skill value, increasing the chance that beam or projectile damage will disable weapons or systems.

Illusion (Activated, base= DEX + INT + CHA)

Charm (Activated, base= DEX + INT + CHA)

Stun (Passive, base = DEX + INT + CHA)

Trainer Information

JW

	Jenquai Warrior
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Projectile Weapon
	Masaaki Rosanjin 
	Jove's Fury
	Jupiter
	Sol
	11

	Missile Weapon
	Kigoshi Saruta
	Yasuragi
	Swooping Eagle Planet
	Sirius
	20

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Fold Space
	U'nai Magena
	Nav "The Lotus Opens"
	Europa
	Sol
	0

	Psionic Shield
	Master Jubei
	Nav "The Point of Tranquility"
	Swooping Eagle
	Sirius
	0

	Repair Equipment
	Master Orosu
	Master Cha'han's Dojo
	Swooping Eagle Planet
	Sirius
	20

	Summon
	U'nai Amitola
	Nav "The Sun at Noon"
	Europa
	Sol
	0

	Cloak
	Master Ayam
	Yasuragi
	Swooping Eagle Planet
	Sirius
	10

	Critical Targeting
	U'Nai Yavin
	Nav "The Presence Overwhelms"
	Europa
	Sol
	0

	Scan
	Master Menzei
	Master Cha'han's Dojo
	Swooping Eagle Planet
	Sirius
	40

	Build Devices
	Master Orosu
	Master Cha'han's Dojo
	Swooping Eagle Planet
	Sirius
	30

	Build Weapons
	Master Lao-Tzu
	Yasuragi
	Swooping Eagle Planet
	Sirius
	25


JT

	Jenquai Tradesman
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Projectile Weapon
	 
	 
	 
	 
	 

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Psionic Shield
	 
	 
	 
	 
	 

	Recharge Shields
	 
	 
	 
	 
	 

	Cloak
	 
	 
	 
	 
	 

	Negotiate
	 
	 
	 
	 
	 

	Scan
	 
	 
	 
	 
	 

	Build Components
	 
	 
	 
	 
	 

	Build Engines
	 
	 
	 
	 
	 

	Build Reactors
	 
	 
	 
	 
	 

	Build Systems
	 
	 
	 
	 
	 

	Build Weapons
	 
	 
	 
	 
	 

	Dismantle
	 
	 
	 
	 
	 


JE

	Jenquai Explorer
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Projectile Weapon
	Masaaki Rosanjin
	Jove's Fury
	Jupiter
	Sol
	25

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Fold Space
	Kalas ben Joseph
	Nishino Research Facility
	Io
	Sol
	8

	Jumpstart
	Relk Goodpseed
	Sector Gate to Saturn
	Asteroid Belt Alpha
	Sol
	20

	Cloak
	Kalas ben Joseph
	Nishino Research Facility
	Io
	Sol
	8

	Create Wormhole
	Dr. Tobias Mats
	Tokai Saikutsu
	Dahin Planet
	Capella
	15

	Environment Shield
	Nishon Si'imr
	Paren Station
	Kailaasa
	Capella
	45

	Navigate
	Dr. Tobias Mats
	Tokai Saikutsu
	Dahin Planet
	Capella
	15

	Prospect
	Shin-tzu Li
	Nishino Research Facility
	Io
	Sol
	0

	Scan
	Nishon Si'imr
	Paren Station
	Kailaasa
	Capella
	35

	Build Reactors
	Nishon Si'imr
	Paren Station
	Kailaasa
	Capella
	40

	Build Devices
	Sai Siddhu
	Nishino Research Facility
	Io
	Sol
	0


TW

	Terran Warrior
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Projectile Weapon
	Mister Fleer
	Jagerstadt
	Zweihander Planet
	Alpha Centauri
	0

	Missile Weapon
	First Sergeant Kagiso
	Nav Luna Hub
	Luna
	Sol
	0

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Damage Control
	Alexa Richter
	Earthcorps High Command
	Zweihander
	Alpha Centauri
	25

	Enrage
	Lieutenant Kyle Raine
	Luna Station
	Luna
	Sol
	0

	Hacking
	Zebenio Sefu
	Near Scrap Yard
	Luna
	Sol
	0

	Rally
	Lt. Stephanie Baird
	ECS Dauntless
	Asteroid Belt Alpha
	Sol
	20

	Repair Equipment
	Julie Bristol
	Earth Station
	Earth
	Sol
	20

	Critical Targeting
	Doctor Sacha Ileiko
	Jagerstadt
	Zweihander Planet
	Alpha Centauri
	20

	Build Engines
	Julie Bristol
	Earth Station
	Earth
	Sol
	45

	Build Weapons
	First Sergeant Kagiso
	Nav Luna Hub
	Luna
	Sol
	0

	Negotiate
	Maxi Bubumpa
	Jagerstadt
	Zweihander Planet
	Alpha Centauri
	25


TT

	Terran Tradesman
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Missile Weapon
	Louden MacEwen
	Loki Station
	High Earth
	Sol
	0

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Recharge Shields
	Louden MacEwen
	Loki Station
	High Earth
	Sol
	0

	Hull Patch
	Sander Pauls
	Earth Station
	Earth
	Sol
	25

	Befriend
	Edward Tervs
	InfinitiCorp Sector Headquarters
	Asteroid Belt Alpha
	Sol
	11

	Navigate
	Sander Pauls
	Earth Station
	Earth
	Sol
	40

	Negotiate
	Louden MacEwen
	Loki Station
	High Earth
	Sol
	0

	Build Components
	Katlyn Walsh
	Somerled Station
	New Edinburgh
	Tau Ceti
	10

	Build Engines
	Mettan Gunderson
	Somerled Station
	New Edinburgh
	Tau Ceti
	35

	Build Shields
	Orkael Lazarra
	Kinshasa-Mbali
	Aganju
	61 Cygni
	0

	Build Devices
	Maks Babin
	Inverness Down
	Inverness Planet
	Tau Ceti
	0

	Build Weapons
	Louden MacEwen
	Loki Station
	High Earth
	Sol
	0


TE

	Terran Explorer
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Missile Weapon
	 
	 
	 
	 
	 

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Hacking
	 
	 
	 
	 
	 

	Hull Patch
	 
	 
	 
	 
	 

	Jumpstart
	 
	 
	 
	 
	 

	Navigate
	 
	 
	 
	 
	 

	Negotiate
	 
	 
	 
	 
	 

	Prospect
	 
	 
	 
	 
	 

	Scan
	 
	 
	 
	 
	 

	Afterburn
	 
	 
	 
	 
	 

	Build Engines
	 
	 
	 
	 
	 

	Build Systems
	 
	 
	 
	 
	 


PW

	Progen Warrior
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Projectile Weapon
	Subcommander Tasha Trask
	Arx Forgus
	Mars Alpha
	Sol
	0

	Missile Weapon
	Magister Zieg
	Arx Magister
	Mars
	Sol
	0

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Combat Trance
	Lancearate Fortunatis
	Arx Tiberius
	Tarsis
	Vega
	10

	Damage Control
	Subcommander Tasha Trask
	Arx Forgus
	Mars Alpha
	Sol
	9

	Enrage
	Trainer Helos
	Praetorium Mons
	Primus Planet
	Vega
	35

	Gravity Link
	Subcommander Tasha Trask
	Arx Forgus
	Mars Alpha
	Sol
	0

	Repair Equipment
	Trainer Helos
	Praetorium Mons
	Primus Planet
	Vega
	20

	Self Destruct
	Trainer Helos
	Praetorium Mons
	Primus Planet
	Vega
	40

	Shield Inversion
	Subcommander Tasha Trask
	Arx Forgus
	Mars Alpha
	Sol
	0

	Critical Targeting
	Lancearate Fortunatis
	Arx Tiberius
	Tarsis
	Vega
	10

	Build Weapons
	Lancearate Fortunatis
	Arx Tiberius
	Tarsis
	Vega
	10


PT

	Progen Tradesman
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Projectile Weapon
	 
	 
	 
	 
	 

	Missile Weapon
	 
	 
	 
	 
	 

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Menace
	 
	 
	 
	 
	 

	Recharge Shields
	 
	 
	 
	 
	 

	Shield Inversion
	 
	 
	 
	 
	 

	Critical Targeting
	 
	 
	 
	 
	 

	Negotiate
	 
	 
	 
	 
	 

	Build Components
	 
	 
	 
	 
	 

	Build Reactors
	 
	 
	 
	 
	 

	Build Shields
	 
	 
	 
	 
	 

	Build Weapons
	 
	 
	 
	 
	 

	Dismantle
	 
	 
	 
	 
	 


PE

	Progen Explorer
	Trainer
	Location
	Sector
	System
	Learn Lvl

	Beam Weapon
	N/A
	N/A
	N/A
	N/A
	N/A

	Projectile Weapon
	Centurion Minda
	Arx Prima
	Mars Beta
	Sol
	0

	Missile Weapon
	Magister Zieg
	Arx Magister
	Mars
	Sol
	0

	Engine Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Shield Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Reactor Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Device Tech
	N/A
	N/A
	N/A
	N/A
	N/A

	Gravity Link
	Jenya Erelius
	Porvenir Mons
	Endriago Planet
	Gallina
	0

	Jumpstart
	Relk Goodspeed
	Near Sector Gate to Saturn
	Asteroid Belt Alpha
	Sol
	20

	Menace
	Nayol Wat
	Arx Magister
	Mars
	Sol
	15

	Critical Targeting
	Andronicus Tyr
	Arx Spartoi
	Endriago
	Gallina
	45

	Power Down
	Magister Tovar Maxe
	Arx Prima
	Mars Beta
	Sol
	6

	Prospect
	Magister Tovar Maxe
	Arx Prima
	Mars Beta
	Sol
	0

	Scan
	En0898 Scan Relay
	Near Alien Core
	Endriago
	Galllina
	40

	Build Shields
	Cestem Talus
	Arx Spartoi
	Endriago
	Gallina
	35

	Build Devices
	Calliope Gans
	Arx Spartoi
	Endriago
	Gallina
	0
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