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Introduction

 

Whether you love them or hate them, sub-classes always seem to be a part of rpgs, and there has been enough demand from players for us to put this guide together. Inside, you’ll find sub-classes for each of the Ephemeris 2.0 classes. Many of these are based off of sub-classes that were created for the original Ephemeris RPG, but we’ve updated them for the new rules. Plus, we’ve thrown in a few new ones.

So, if you like to use sub-classes in your game, hopefully you will find lots of useful material here. If you don’t like sub-classes, we’re sorry, and hopefully the next supplement will be for you.

 

 

 


Bandit

 

Assassin

Background: No matter how civilized a society might think they are, there will always be individuals that want to kill other individuals, and when they decide to do this, they will often hire an assassin. The assassin is a sub-class of the bandit class, and they tend to be very evil individuals. They think that killing other sentient creatures for money is a perfectly legitimate way of making a living, and they will be more than willing to argue the validity of their profession with anyone.

It's important to keep in mind that although assassins have no qualms with killing other sentients, they will usually only do it for money. They don’t normally go around killing anyone and everyone they can find. Many will say that they’re not cold blooded killers, and there’s no profit in murder…unless someone’s willing to pay for it.

When an assassin usually takes on a new mission, they will generally charge 200 credits for each level they’ve attained, although if a player is using this sub-class as their character, they are free to set up whatever fees they want.

 

THE ASSASSIN’S PLACE IN THE UNIVERSE

Like most other bandits, assassins are criminals at heart. They don’t have a place in civilized space, and yet they’re always there. No matter how much sentients might have evolved, there will still be those that want to hire assassins, especially among the more ambitious politicians, corporate CEOs, or guild leaders. While most would think that assassins would be found in the dingiest and darkest places on most worlds, this isn’t always true. Very successful assassins will often lead a double life, and may appear as an upstanding member of society most of the time, forever hiding their true identity.

 

Health: An assassin rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: All assassins start out the game with one point in each of the following: bluff, disguise, gather information, hide, interrogation, and search.

Starting Equipment: An assassin starts the game with a weapon of choice. This will usually be the weapon that that they choose to focus on as their death weapon of choice (more about this later.)

 

LEVEL ADVANCEMENT

Whenever an assassin advances in levels, they add skills to their character just like every other character. Once those skills have been added, the assassin can choose four other skills from the following list to add. Only one point can be added in each skill, and the additional skills are above and beyond what they would normally get.

The following skills can be chosen by the assassin: appraise, balance, bluff, climb, concentration, decipher, diplomacy, disguise, forgery, gather information, hide, infiltrate, interrogation, intimidate, listen, search, sense motive, spot, stealth, track, or track: space.

At 1st level, the assassin gets a +1 attack bonus with one weapon. This is their death weapon of choice. The assassin continues to gain bonuses with this weapon, and only this weapon for the duration of their career.

At 4th level, the assassin has the choice of either adding self stealth or ship stealth (see the bandit character class for full details.)

At 6th level, when an assassin makes an attack that is designed to be an assassination attempt, meaning that they’re actually getting paid to kill an enemy, and they make a successful hit, they roll 4d6. If all four dice come up as ones, the target is dead no matter how much damage the assassin inflicted, and no matter the health score of the target.

At 8th level, the assassin adds an additional +1 attack bonus with their death weapon of choice.

At 11th level, when an assassin makes an attack similar to the one described for a 6th level assassin, they roll 3d6. If all three dice come up as ones, the target is dead.

At 13th level, the assassin adds an additional +1 attack bonus with their death weapon of choice.

At 14th level, the assassin adds the stealth ability that they didn’t choose at 4th level.

At 16th level, when an assassin makes an attack similar to the one described for a 6th level assassin, they roll 2d6. If both dice come up as ones, the target is dead.

At 19th level, the assassin adds an additional +1 attack bonus with their death weapon of choice.

 

These are all recommended additions to the assassin sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Celestial Scout

Background: The celestial scout specializes in guiding sentients through under explored sections of space. The celestial scout shares many qualities with the explorer, but they usually expect to get paid hefty sums for their help, and unlike many explorers, they’re more likely to ignore restrictions that might be placed on certain sectors.

The celestial scout is classified as a bandit because they often use their skills to help themselves or others make money at the expense of someone else.

 

THE CELESTIAL SCOUT’S PLACE IN THE UNIVERSE

Celestial scouts tend to live on the borders of civilized space. They spend a lot of their time in underexplored space trying to find things that others might want. Once they’ve found these items, they will guide others to retrieve them. Celestial scouts can be hired to retrieve items on their own, but they’re going to charge quite a bit more if they have to do the work instead of just taking someone to a target. These scouts are often a source for all kinds of information about underexplored and unexplored sectors of the galaxy, and they’re more than willing to sell this information to the highest bidder. These scouts can be trusted, as long as someone else doesn’t outbid their employer.

 

Health: A celestial scout rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: All celestial scouts start out the game with one skill point in each of the following: gather information, hyperspatial mechanics, navigation, piloting, search, and sense motive.

Starting equipment: The celestial scout starts out the game with a scout ship. As a result of this, the celestial scout only rolls 3d12 at the beginning of the game to determine their starting credits, and multiplies this number by 100.

 

LEVEL ADVANCEMENT

Whenever a celestial scout advances in levels, they add skills to their character just like every other character. Once those skills have been added, the celestial scout can choose four other skills from the following list to add. Only one point can be added in each skill, and the additional skills are above and beyond what they would normally get.

The following skills can be chosen by the celestial scout: appraise, astrophysics, barter, bluff, celestial mapping, computerese, decipher, diplomacy, engineering, EVA, forgery, gather information, hyperspace science, hyperspatial mechanics, listen, micro gravity survival, navigation, negotiation, piloting, search, sense motive, track: space.

At 3rd level, a celestial scout adds a +1 defense bonus, or a +1 attack bonus with the weapon of their choice.

At 4th level, a celestial scout has spent so much time in hyperspace that they’ve built up a slight immunity to the effects of hyperspace. As a result, they can make a second sanity check against the effects of hyperspace if they failed their first attempt.

At 6th level, a celestial scout has two options. They can take a ship upgrade, or they can add a +1 bonus to their attack and defense rolls when they’re the pilot of a ship.

At 8th level, a celestial scout adds a +1 defense bonus, or they can add a +1 attack bonus with the weapon of their choice. This does not have to be the same weapon that they picked at 3rd level.

At 10th level, a celestial scout has spent so much time in hyperspace that they’ve built up a resistance to the effects of hyperspace. As a result, they can make two additional sanity checks against the effects of hyperspace if they failed their first check.

At 13th level, a celestial scout has two options. They can take a ship upgrade, or they can add a +1 bonus to their attack and defense rolls when they’re the pilot of a ship. If they took this option at 6th level, they would now have a +2 attack and defense bonus as a pilot.

At 17th level, the celestial scout again has the same two options that they had at 13th level.

At 19th level, a celestial scout has spent so much time in hyperspace that they are now immune to the effects of hyperspace, and no longer need to make sanity checks, although any ill effects from previous failed rolls will remain.

 

These are all recommended additions to the celestial scout sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Corporate Bandit

Background: In many Ephemeris 2.0 games, the multi-planetary corporations will be some of the most powerful organizations in the game, and as such, many of the events that take place during the game will either be done while working for the corps, or while working against them.

Corporations certainly don’t have to play nice in the way they conduct their business, so it’s not hard to imagine that they would have their own individuals to perpetrate crimes against other corporations or individuals. These are the corporate bandits. Although most corporate bandits won’t be law-abiding citizens, it’s certainly plausible that they could follow the laws to achieve their goals.

 

THE CORPORATE BANDIT’S PLACE IN THE UNIVERSE

As mentioned in the previous section, corporations are very powerful in the Ephemeris 2.0 universe, and the bandits that will work for some of the corps will be well-paid to make sure the competition doesn’t get a leg (or other appendage) up on the guild that the bandit works for. In most corporations, these bandits will work in the shadows, as most corps want to at least put on the front of being honest businesses, even if we know they’re not. Still, in other less reputable corps, these bandits could be the ones that are actually running the show. No matter what type of corp the bandit works for, they will be an integral member.

 

Health: A corporate bandit rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: A corporate bandit starts out the game with the following skills: decipher, diplomacy, gather information, infiltrate, innuendo, and sense motive.

Starting Equipment: The corporate bandit starts the game with one of the following: laser pistol, plasma pistol, or a level one ablative shield.

 

LEVEL ADVANCEMENT

Whenever a corporate bandit advances in levels, they add skills to their character just like every other character. Once those skills have been added, the corporate bandit can choose four other skills from the following list to add. Only one point can be added in each skill, and the additional skills are above and beyond what they would normally get.

The following skills can be chosen by the corporate bandit: appraise, barter, bluff, concentration, decipher, diplomacy, encryption, etiquette, EVA, forgery, gather information, infiltrate, innuendo, interrogation, listen, navigation, negotiation, piloting, protocol, search, or sense motive.

Every time a corporate bandit gains a level, they gain 100 credits for each level they’ve completed, so for example, when one of these bandits advances to 2nd level, they would receive a 100 credit bonus, and so on.

At 3rd level, the corporate bandit adds a +1 attack bonus with the weapon of their choice (this can’t be changed as the corporate bandit advances.)

At 6th level, the corporate bandit now adds one half of their level (rounded down) to the following skills: innuendo and stealth.

At 8th level, the corporate bandit adds a +1 to their defense bonus.

At 9th level, the corporate bandit receives a brigandry cruiser from the corporation.

At 11th level, the corporate bandit now adds one half of their level (rounded down) to the following skills: listen and search.

At 13th level, the corporate bandit can either add a +1 attack bonus with the weapon of their choice (this does not have to be the same weapon that they chose at 3rd level), or they can add a +1 to their defense bonus.

At 16th level, the corporate bandit now adds one half of the level (rounded down) to the following skills: diplomacy and etiquette.

At 19th level, the corporate bandit is given partial ownership of their corporation. They begin to earn 100 credits per day.

 

These are all recommended additions to the corporate bandit sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Guild Bandit

Background: Just as corporations can play a central role in many games, the traders’ and mercenaries’ guilds can also be very powerful, and like corporations, sometimes the guilds need to use bandits to accomplish their goals. Thus, you have the guild bandit.

The guild bandit is directly employed by the guild, and they will often accompany traders or other guild members on their missions into potentially hostile areas of space. In addition, the guild bandit can function independently as well; simply taking on missions that will help the guild…usually by disrupting trade routes of other guilds. Many guild bandits are often compared to pirates, although they like to think that they’re quite different.

 

THE GUILD BANDIT’S PLACE IN THE UNIVERSE

Guilds are powerful organizations, and these bandits can play a very big role in the guilds. They can disrupt trade lines, attack corp ships to help the guild build a better foothold with a potential trading partner, and they can explore possible new routes, without risking sullying the reputation of the traders they work for. And when it comes to mercenary guilds, they can help obtain information that will allow the mercs to better perform their jobs. Many times, the guild bandits are taking on the jobs that other members of the guild can’t or won’t take on themselves. In this way, they are almost indispensable to the guilds, although it’s often the case that a guild will cut a bandit loose, if they think the bandit isn’t playing by their rules. In this way, the guild bandit often has to walk a very fine line in the work they do.

 

Health: A guild bandit rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: A guild bandit starts out the game with the following skills: appraise, celestial mapping, gather information, search, sense motive, and spot.

Starting Equipment: The guild bandit starts out the game with one of the following: flechette rifle, plasma rifle, or a level one ablative shield.

 

LEVEL ADVANCEMENT

Whenever a guild bandit advances in levels, they add skills to their character just like every other character. Once those skills have been added, the guild bandit can choose four other skills from the following list to add. Only one point can be added in each skill, and the additional skills are above and beyond what they would normally get.

The following skills can be chosen by the guild bandit: appraise, barter, bluff, celestial mapping, decipher, diplomacy, disguise, etiquette, gather information, forgery, hand to hand combat, infiltrate, innuendo, interrogation, intimidate, negotiation, protocol, search, sense motive, spot, or survival.

At 3rd level, the guild bandit adds a +1 to the attack bonus of the weapon of their choice.

At 5th level, the guild bandit is given an EVA suit by their guild…or the equivalent credits if they already have an EVA suit.

At 6th level, the guild bandit receives a 3rd level guild bandit as an assistant.

At 8th level, the guild bandit adds a +1 to their defense bonus.

At 9th level, the guild bandit receives a one-time bonus from their guild. They roll 5d6 and multiply this number times 1000. This is the amount of credits that the character receives.

At 11th level, the guild bandit is given a 5th level guild bandit to serve them.

At 14th level, the guild bandit is given an armored EVA suit by their guild…or the equivalent credits if they already have an armored EVA suit.

At 16th level, the guild bandit is given an 8th level guild bandit to serve them.

At 18th level, the guild bandit has the choice of either adding a +1 attack bonus to the weapon of their choice (this does not have to be the weapon they chose at 3rd level,) or they can add a +1 to their defense bonus.

At 19th level, the guild bandit receives a personal cruiser from their guild…or the equivalent in credits if they already have a personal cruiser, or a ship that’s even better.

 

These are all recommended additions to the guild bandit sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Hacker

Background: The hacker is a very specialized form of bandit. Rather than preying on individuals in the “real” world, the hacker preys on individuals, data, and information in the cyber world. Hackers know their way around the cyber world like typical bandits know their way around colonized and uncolonized space, and they are just as dangerous, only in a much different way.

 

THE HACKER’S PLACE IN THE UNIVERSE

The universe of the hacker is much different than the universe that most live in. Theirs is a world of digital data, cyber attacks, and ICE. Often times, hackers don’t fit in well with “normal” people, and many times their social skills are much weaker than might be expected. For this reason, a hacker subtracts two points from their charisma score when they’re created, but they also have bonuses that other characters don’t have, as will be explained later.

 

Health: A hacker isn’t usually as active as most other bandits, as a result, a hacker rolls 2d8 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: A hacker starts out the game with a very different skill set from most other bandits. At the beginning of the game, a hacker starts with one skill point in each of the following: computerese, concentration, decipher, gather information, hacking, and net running

Starting Equipment: The hacker begins the game with a computer system that’s loaded with the following level one programs: anti-virus, attack program, defense program, and a hacking program.

Bonuses: the hacker adds one half of their level (rounded up) to their hacking skill rolls. They also gain a +2 bonus when making rolls against an AI’s ego.

 

LEVEL ADVANCEMENT

Whenever a hacker advances in levels, they add skills to their character just like every other character. Once those skills have been added, the hacker can choose four other skills from the following list to add. Only one point can be added in each skill, and the additional skills are above and beyond what they would normally get.

The following skills can be chosen by the hacker: appraise, bluff, computerese, concentration, cybernetics, decipher, encryption, forgery, gather information, hacking, infiltrate, interrogation, intimidate, negotiation, net running, search, sense motive, or spot.

At 3rd level, the hacker adds +1 to their attack bonus when engaged in combat in cyber space.

At 4th level, the hacker gains a +2 bonus against ICE.

At 6th level, the hacker is able to upgrade any one program on their computer system or AI for free.

At 8th level, the hacker is able to add a +1 defense bonus when engaged in combat in cyber space.

At 9th level, the hacker gains an additional +2 bonus against ICE (increasing their total bonus to +4.)

At 11th level, the hacker is able to upgrade any one program on their computer system or AI for free.

At 13th level, the hacker can choose between adding an additional +1 attack bonus, or a +1 defense bonus when engaged in combat in cyber space.

At 14th level, the hacker gains an additional +2 bonus against ICE (increasing their total bonus to +6.)

At 16th level, the hacker is able to upgrade any one program on their computer system or AI for free.

At 18th level, the hacker can choose between adding an additional +1 attack bonus, or a +1 defense bonus when engaged in combat in cyber space.

At 19th level, the hacker gains an additional +2 bonus against ICE (increasing their total bonus to +8.)

 

These are all recommended additions to the hacker sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


KrukTuk Bandit

Background: KrukTuk bandits are a sub-class that is unique to the Troxin, and only characters of this species can belong to this sub-class. The Troxin are known for being brutal and selfish, and this is especially true of the KrukTuk. These bandits are ruthless in their approach to crime, and just about anyone regrets encountering these bandits in the depths of space. The one advantage that the other species has is that almost every non-Troxin system in explored space puts a bounty on members of this sub-class, so they tend to keep their banditry confined to unexplored space and the sectors where there aren’t major colonies.

 

THE KRUKTUK BANDIT’S PLACE IN THE UNIVERSE

The KrukTuk don’t have a place in any civilized part of the universe, except possibly in Troxin space, even though some Troxin think that these bandits go too far in their ways. The KrukTuk prey on any type of ship that they can find, and they often try to overtake small colony worlds or space stations in unexplored space. They are brutal in their ways, and unforgiving, even to those that are willing to serve them, although why anyone would be willing to serve them is a mystery.

 

Health: A KrukTuk bandit rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: A KrukTuk bandit starts out the game with a very different skill set from most other bandits, and from most other bandit sub-classes. At the beginning of the game, a KrukTuk bandit starts with one skill point in each of the following: gather information, hand to hand combat, infiltrate, intimidate, micro gravity survival, and thievery.

Starting Equipment: A KrukTuk bandit starts the game with either a laser pistol or a plasma pistol.

 

LEVEL ADVANCEMENT

Whenever a KrukTuk bandit advances in levels, they add skills to their character just like every other character. Once those skills have been added, the KrukTuk bandit can choose four other skills from the following list to add. Only one point can be added in each skill, and the additional skills are above and beyond what they would normally get.

The following skills can be chosen by the KrukTuk bandit: appraise, bluff, decipher, diplomacy, disguise, encryption, EVA, explosives, forgery, gather information, hand to hand combat, hide, infiltrate, innuendo, interrogation, intimidate, listen, micro gravity survival, navigation, negotiation, piloting, search, sense motive, spot, stealth, thievery, and track: space.

At 3rd level, a KrukTuk bandit adds a +1 to their attack bonus.

At 5th level, a KrukTuk bandit adds one half of their level (rounded down) to any one of the following skills: infiltrate, intimidate, interrogation, or sense motive.

At 7th level, a KrukTuk bandit chooses one of the other species as a primary opponent. They now receive a +2 bonus on all skill checks against members of this species.

At 10th level, a KrukTuk bandit adds a +1 to their defense bonus.

At 12th level, a KrukTuk bandit adds one half of their level (rounded down) to any one of the following skills: infiltrate, intimidate, interrogation, or sense motive. They obviously can’t choose the same skill that they chose at 5th level, since they’re already receiving this bonus on that skill.

At 14th level, a KrukTuk bandit now receives a +4 bonus on all skill checks against the species that they named as their primary opponent at 7th level.

At 17th level, a KrukTuk bandit can choose to add a +1 bonus to either their attack bonus or their defense bonus.

At 19th level, a KrukTuk bandit adds one half of their level (rounded down) to any one of the following skills: infiltrate, intimidate, interrogation, or sense motive. They obviously can’t choose the same skills that they chose at 5th and 12th level, since they’re already receiving this bonus on those skills.

 

These are all recommended additions to the KrukTuk bandit sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Planetary Scout

Background: The planetary scout is a character that helps to explore new planets, and will often act as a guide on recently discovered planets. They share many of the same qualities as the celestial scout, but whereas the celestial scout specializes in the exploration of space, the planetary scout specializes in the exploration of planets…this includes moons, dwarf planets, and asteroids.

The planetary scout is classified as a bandit because they often use their skills to help themselves or others make money at the expense of someone else.

 

THE PLANETARY SCOUT’S PLACE IN THE UNIVERSE

Planetary scouts tend to live outside of what most would call “normal” society. These scouts tend to live, or at least spend most of their time, on planets that have only recently been discovered, so they don’t often associate with others, except for the ones that are paying them, and these scouts expect to be paid well. Anyone is, of course, capable of exploring a planet, but with the help of a planetary scout, much more can be found, and if someone is looking for the wealth of a planet, a planetary scout will be well worth their investment.

 

Health: A planetary scout rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: All planetary scouts start out the game with one skill point in each of the following: decipher, gather information, hide, search, spot, and survival.

Starting Equipment: The planetary scout starts out the game with an alien environment suit and survival gear

 

LEVEL ADVANCEMENT

Whenever a planetary scout advances in levels, they add skills to their character just like every other character. Once those skills have been added, the planetary scout can choose four other skills from the following list to add. Only one point can be added in each skill, and the additional skills are above and beyond what they would normally get.

The following skills can be chosen by the planetary scout: appraise, climb, decipher, gather information, hide, jump, listen, mechanics, mining, negotiation, search, sense motive, spot, stealth, survival, swim, or track.

At 3rd level, a planetary scout is able to add a +1 bonus to their defense rolls.

At 4th level, the planetary scout has spent so much time on alien planets that they add half of their level (rounded down) to any search skills on a planet that they’re familiar with.

At 6th level, the planetary scout gains the services of a 3rd level character. The exact type of character is determined by the game master and player.

At 8th level, the planetary scout is able to add a +1 bonus to their attack rolls.

At 9th level, a planetary scout has spent so much time on alien planets that they add half of their level (rounded down) to any search skills on a planet that they’re unfamiliar with.

At 11th level, the planetary scout gains the services of a 5th level character. The exact type of character is determined by the game master and player.

At 13th level, the planetary scout can add a +1 bonus to either their attack or their defense rolls.

At 14th level, a planetary scout is able to add one half of their level (rounded down) to any survival skill checks on planets that they are familiar with.

At 16th level, the planetary scout gains the services of an 8th level character. The exact type of character is determined by the game master and player.

At 19th level, the planetary scout is able to add one half of their level (rounded down) to any survival skill checks on planets that they are unfamiliar with.

 

These are all recommended additions to the planetary scout sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Smuggler

Background: Smugglers can come in all shapes and sizes, and they may not have to be traders (as outlined later). This is an example of a bandit version of the smuggler sub-class.

The basic function of the smuggler is to get goods into areas that forbid the items the smuggler is carrying. In the Ephemeris universe, this will often be cybernetics, nanos, or weapons, but there’s an entire galaxy of items that might be illegal or difficult to find, and these will be the smuggler’s specialty.

 

THE SMUGGLER’S PLACE IN THE UNIVERSE

Some view smugglers as scum, while to those that they are smuggling for, they can be saviors…it all depends on what they’re smuggling. Smugglers that are trying to bring in illegal goods are often problematic for law enforcement agencies, and sometimes even for the inhabitants of the planet, space station, or wherever else the smugglers are smuggling to. However, some smugglers do make a living bringing in items that might be crucial to the survival of an oppressed group. Things like food, medications, and even weapons, in these situations, can be vital for survival, and these types of smugglers are often revered...at least by the citizens. The governments still tend to take a very grim view of this kind of smuggling.

 

Health: A smuggler rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: Smugglers start out with a skill set that is slightly different from traditional bandits. At the beginning of the game, a smuggler receives one skill point in each of the following: appraise, hide, hyperspatial mechanics, navigation, piloting, and stealth.

Starting Equipment: The smuggler starts out the game with a class 1 personal cruiser, and they also receive a laser or plasma pistol (character’s choice.) As a result of this, the smuggler rolls 3d12 to determine their starting credits, and multiplies this number by 100.

 

LEVEL ADVANCEMENT

Whenever a smuggler advances in levels, they add skills to their character just like every other character. Once those skills have been added, the smuggler can choose four additional skills from the following list to add. Only one point can be added to each skill, and these additional skills are above and beyond what they would normally get.

The following skills can be chosen by the smuggler: appraise, barter, bluff, celestial mapping, computerese, concentration, diplomacy, enhance trade, etiquette, EVA, gather information, hide, hyperspatial mechanics, infiltrate, innuendo, intimidate, listen, mechanics, micro-gravity survival, navigation, negotiation, piloting, protocol, search, sense motive, spot, stealth, or survival.

At 3rd level, a smuggler gains a +1 bonus on all skill checks when they are actively trying to smuggle something.

At 4th level, a smuggler has spent so much time in hyperspace that they begin to build up a tolerance towards hyperspatial insanity. As a result, the smuggler can make a second sanity check any time they fail their first check against hyperspatial insanity.

At 6th level, the smuggler has two options, they can take on the services of a 3rd level character of a class that the player and game master can agree on, or they add a +1 bonus to all of their hyperspace navigation checks. This does not include combat, however.

At 8th level, the smuggler now has a +2 bonus on all skill checks when they are actively trying to smuggle something.

At 9th level, the smuggler may now make two additional sanity checks if they fail a check against hyperspatial insanity.

At 11th level, the smuggler has two options, they can take on the services of a 5th level character of a class that the player and game master can agree on, or they can add an additional +1 bonus to all of their hyperspace navigation checks. This still does not apply to combat, however.

At 13th level, the smuggler now has a +3 bonus on all skill checks when they are actively trying to smuggle something.

At 14th level, a smuggler may now make three additional sanity checks if they fail a check against hyperspatial insanity.

At 16th level, a smuggler has two options, they can take on the services of an 8th level character of a class that the player and game master can agree on, or they can add an additional +1 bonus to all of their hyperspace navigation checks. This still does not apply to combat.

At 18th level, the smuggler now has a +4 bonus on all skill checks when they are actively trying to smuggle something.

At 19th level, the smuggler has spent so much time in hyperspace that they are now immune to the insanity causing effects of hyperspace, and no longer need to make sanity checks when traveling through hyperspace. However, all ill effects that they might have suffered at lower levels are not reversed.

 

These are all recommended additions to the smuggler sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Bounty Hunter

 

Corporate Bounty Hunter

Background: As has been mentioned before, the corps are often one of the most powerful organizations in an Ephemeris game, and as such, some of the less scrupulous corps (and that’s probably most of them) are more than willing to use bounty hunters to accomplish their goals. Whether tracking down individuals, or items that a corp might want, having a bounty hunter on the payroll for most corps is almost a must.

 

THE CORPORATE BOUNTY HUNTER’S PLACE IN THE UNIVERSE

These bounty hunters often play a huge roll in the daily lives of the corporations. They can be found in almost any part of the galaxy, trying to cash in on whatever the corp wants them to find. These bounty hunters are usually just as comfortable in deep space as they are on an overpopulated planet, or a bustling space station. Corporate bounty hunters do their best to try to fit in in whatever surroundings they might find themselves, and they’re experts at finding the information they need.

Not all of these bounty hunters are ruthless killers. There are some that won’t kill, and others that will only kill if they absolutely have to. For these individuals, the most important thing is what does the corp want, and of course, how much are they willing to pay.

 

Health: A corporate bounty hunter rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added.

Skills: A corporate bounty hunter starts out the game with a slightly different skill set than a typical bounty hunter. They start out with one point in each of the following skills: appraise, bluff, gather information, infiltrate, interrogation, and negotiation.

Starting Equipment: A corporate bounty hunter starts out the game with either a neuronal whip or a flechette pistol.

 

LEVEL ADVANCEMENT

Whenever a corporate bounty hunter advances in levels, they add skills to their character just like every other character. Once those skills have been added, the corporate bounty hunter can choose four additional skills from the following list to add. Only one point can be added to each skill, and these additional skills are above and beyond what they would normally get.

The following skills can be chosen by the corporate bounty hunter: appraise, barter, bluff, concentration, decipher, diplomacy, disguise, encryption, etiquette, forgery, gather information, hide, infiltrate, innuendo, interrogation, intimidate, listen, negotiation, protocol, search, sense motive, spot, stealth, survival, track, or track: space.

Every time a corporate bounty hunter gains a level, they gain 100 credits for each level they’ve completed, so for example, when one of these bounty hunters advances to 2nd level, they would receive a 100 credit bonus, and so on.

At 3rd level, the corporate bounty hunter receives a +1 attack bonus with the weapon of their choice.

At 4th level, the corporate bounty hunter can choose between two special abilities, just as a regular bounty hunter. They can choose between marksmanship or weapon focus. Both of these are discussed in the bounty hunter section of the core rulebook.

At 7th level, the corporate bounty hunter adds one half of their level (fractions are rounded down) to their search skill

At 9th level, the corporate bounty hunter gains a +1 defense bonus

At 13th level, the corporate bounty hunter receives the inevitable tracking ability. This is dealt with in the bounty hunter section of the core rulebook.

At 14th level, the corporate bounty hunter is able to add a +1 attack bonus with the weapon of their choice. This can be combined with the bonus from third level to give the corporate bounty hunter a +2 bonus with that weapon. It can also be combined with weapon focus if they took that ability at 4th level.

At 16th level, the corporate bounty hunter receives a one time gift from their corporation. This can be any item that is worth up to 100,000 credits.

At 19th level, the corporate bounty hunter adds a +2 to their defense bonus (this is in addition to the +1 bonus from 9th level.) This bonus is doubled to +4 if they’re engaged in combat with their bounty.

 

These are all recommended additions to the corporate bounty hunter sub-class as they advance. Game masters and players should feel free to modify these to fit the needs of their game, but it’s important to keep game balance in mind if any changes are made.

 


Cybernetic Bounty Hunter

Background: Cybernetic bounty hunters are specially enhanced bounty hunters. They are fearsome and single-minded, and as they advance in levels, they become less and less of whatever species they started out as. These bounty hunters undergo so much cybernetic work that they eventually are nothing more than machines with perhaps a bit of consciousness left. They are, however, quite good at their job.

 

THE CYBERNETIC BOUNTY HUNTER’S PLACE IN THE UNIVERSE

These creatures, as there really isn’t another word for them, start out very much like other bounty hunters, but as they advance in levels, they receive more and more cybernetic enhancements, and they slowly lose their personality until they eventually become nothing more than hunting machines. It is possible that some are able to maintain some of whatever their original species was, but these are few and far between. Because of their very alien nature, the higher level cybernetic bounty hunters don’t really have a place in the universe, other than to be used by people…assuming they don’t go completely insane, and eventually just start killing everyone.

 

Health: A cybernetic bounty hunter rolls 2d10 to determine their initial health, and the same amount is rolled each time the character gains a level. To this number, the character’s endurance bonus is added. Because of their cybernetic implants, these bounty hunters add one additional health point each time they gain a level. This is above and beyond anything that they roll.

Skills: A cybernetic bounty hunter starts out the game with a slightly different skill set than a typical bounty hunter. They start out with one point in each of the following skills: cybernetics, gather information, hide, infiltrate, interrogation, and sense motive.

Starting Equipment: The cybernetic bounty hunter starts out the game with either a laser pistol or a plasma pistol.

 

LEVEL ADVANCEMENT

Whenever a cybernetic bounty hunter advances in levels, they add skills to their character just like every other character. Once those skills have been added, the cybernetic bounty hunter can choose four additional skills from the following list to add. Only one point can be added to each skill, and these additional skills are above and beyond what they would normally get.

The following skills can be chosen by the cybernetic bounty hunter: appraise, bluff, cybernetics, decipher, disguise, encryption, fitness, forgery, gather information, hand to hand combat, hide, infiltrate, innuendo, interrogation, intimidate, listen, search, sense motive, spot, stealth, survival, track, or track: space.

At 2nd level, the cybernetic bounty hunter receives a +1 bonus on all skill checks. They must roll 2d6 for a cybernetic implant check.

At 3rd level, the cybernetic bounty hunter receives a +1 defense bonus. They must roll 2d6 for a cybernetic implant check.

At 4th level, the cybernetic bounty hunter receives a +1 attack bonus. They must roll 2d6 for a cybernetic implant check.

At 6th level, the cybernetic bounty hunter receives a cybernetic implant that’s worth less than 100,000 credits. The normal cybernetic implant check must be made.

At 7th level, the cybernetic bounty hunter now has a +2 bonus on all skill checks. They must roll 3d6 for a cybernetic implant check.

At 8th level, the cybernetic bounty hunter now has a +2 defense bonus. They must roll 3d6 for a cybernetic implant check.

At 9th level, the cybernetic bounty hunter now has a +2 attack bonus. They must roll 3d6 for a cybernetic implant check.

At 11th level, the cybernetic bounty hunter receives a cybernetic implant that’s worth less than 200,000 credits. The normal cybernetic implant check must be made.

At 12th level, the cybernetic bounty hunter now has a +3 bonus on all skill checks. They must roll 4d6 for a cybernetic implant check.

At 13th level, the cybernetic bounty hunter now has a +3 defense bonus. They must roll 4d6 for a cybernetic implant check.

At 14th level, the cybernetic bounty hunter now has a +3 attack bonus. They must roll 4d6 for a cybernetic implant check.

At 16th level, the cybernetic bounty hunter receives a cybernetic implant of their choice. The normal cybernetic implant check must be made.

At 17th level, the cybernetic bounty hunter now has a +4 bonus on all skill checks. They must roll 5d6 for a cybernetic implant check.

At 18th level, the cybernetic bounty hunter now has a +4 defense bonus. They must roll 5d6 for a cybernetic implant check.

At 19th level, the cybernetic bounty hunter now has a +4 attack bonus. They must roll 5d6 for a cybernetic implant check.

At 20th level
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