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						The Roaring 20s
					
				

			

			
				
					
						Introduction to the 
					
				

				
					
						Roaring 20s
					
				

			

			
				
					
						these exotic locales makes those who return famous 
					
				

				
					
						and occasionally wealthy. The mass media is just 
					
				

				
					
						beginning to take its current shape, and intrepid 
					
				

				
					
						seekers of the unknown like Charles Lindbergh and 
					
				

				
					
						Admiral Byrd become stars of newspaper and ﬁlm. 
					
				

				
					
						Of course, many explorers do 
						not
						 return; while these 
					
				

				
					
						unlucky souls become media sensations, they don’t 
					
				

				
					
						live to reap the beneﬁts of their fame.
					
				

				
					
						While historical explorers are a part of the Roaring 
					
				

				
					
						20s, ﬁctional explorers delve into even stranger 
					
				

				
					
						unknown areas: the center of the earth, the lost 
					
				

				
					
						continent of Atlantis and even wild, fantastic visions 
					
				

				
					
						of other planets such as Mars and Venus are all 
					
				

				
					
						explored in the ﬁction of the age. 
					
				

				
					
						Prerequisite:
						 Age 17+
					
				

				
					
						Skills:
						 Choose two of the following as permanent 
					
				

				
					
						class skills. If a skill a character selects is already 
					
				

				
					
						a class skill, he or she receives a +1 competence 
					
				

				
					
						bonus on checks using that skill. Balance, Climb, 
					
				

				
					
						Drive, Handle Animal, Jump, Knowledge (arcane 
					
				

				
					
						lore, earth and life sciences, history, physical 
					
				

				
					
						sciences, technology), Listen, Navigate, Pilot, Repair, 
					
				

				
					
						Research, Ride, Search, Speak Language (all), Spot, 
					
				

				
					
						Survival and Swim. 
					
				

				
					
						Reputation Bonus Increase:
						 +1
					
				

				
					
						Wealth Bonus Increase:
						 +2
					
				

			

			
				
					
						Skills:
						 Choose three of the following as permanent 
					
				

				
					
						class skills. If a skill a character selects is already a 
					
				

				
					
						class skill, he or she receives a +1 competence bonus 
					
				

				
					
						on checks using that skill. Balance, Climb, Craft 
					
				

				
					
						(structural), Escape Artist, Handle Animal, Hide, 
					
				

				
					
						Intimidate, Jump, Listen, Move Silently, Navigate, 
					
				

				
					
						Ride, Spot, Survival, Swim and Tumble.
					
				

				
					
						Bonus Feat:
						 Choose one of the following: 
					
				

				
					
						Acrobatic, Alertness, Animal Afﬁnity, Archaic 
					
				

				
					
						Weapons Proﬁciency, Athletic, Guide or Run.
					
				

				
					
						Wealth Bonus Increase:
						 +0
					
				

			

			
				
					
						Welcome to 
						Timeline: Roaring 20s
						, a sourcebook for 
					
				

				
					
						Modern d20 games. This is a new type of sourcebook 
					
				

				
					
						for us, depicting a time period rather than a particular 
					
				

				
					
						genre. Many of our previous books in the 
						Blood 
					
				

				
					
						and…
						 line are really genre books, providing the 
					
				

				
					
						crunch needed for roleplaying in the horror, military, 
					
				

				
					
						martial arts or super hero genres. This book is much 
					
				

				
					
						more cream than crunch, and is meant to work 
					
				

				
					
						alongside our genre books. For example, a campaign 
					
				

				
					
						featuring shadowy vigilantes ﬁghting inscrutable 
					
				

				
					
						Eastern villains could use 
						Timeline: Roaring 20s
						, 
					
				

				
					
						Blood and Fists,
						 and (if the “ﬂash” level is set high 
					
				

				
					
						enough) 
						Blood and Vigilance
						. Of course, it is equally 
					
				

				
					
						possible to use this book with just the core rules to 
					
				

				
					
						play in a wide range of genres. 
					
				

			

			
				
					
						Psychic
					
				

				
					
						Psychics are very much a part of the Roaring 
					
				

				
					
						20s. In this period, it seems that science can 
					
				

				
					
						solve anything—including the mysteries of the 
					
				

				
					
						supernatural. Psychic phenomena are studied 
					
				

				
					
						seriously by scientists. As an example of the 
					
				

				
					
						seriousness with which psychic phenomena are taken 
					
				

				
					
						during the early 20
					
					
						th
					
					
						 century, Edgar Cayce, one of the 
					
				

				
					
						world’s most famous psychics, appears on the front 
					
				

				
					
						page of the New York Times.
					
				

				
					
						Prerequisite:
						 Age 15+
					
				

				
					
						Skills:
						  Choose two of the following as permanent 
					
				

				
					
						class skills. If a skill a character selects is already a 
					
				

				
					
						class skill, he or she receives a +1 competence bonus 
					
				

				
					
						on checks using that skill. Bluff, Concentration, 
					
				

				
					
						Diplomacy, Intimidate, Knowledge (arcane lore, 
					
				

				
					
						behavioral sciences, theology and philosophy), 
					
				

				
					
						Listen, Research, Sense Motive, Sleight of Hand and 
					
				

				
					
						Spot.
					
				

				
					
						Bonus Feat:
						 Choose one of the following: 
					
				

				
					
						Deceptive, Educated, Wild Talent or Windfall.
					
				

				
					
						Reputation Bonus Increase:
						 +1
					
				

				
					
						Wealth Bonus Increase:
						 +0
					
				

			

			
				
					
						New Occupations for the 
					
				

				
					
						Roaring 20s
					
				

			

			
				
					
						Many of the occupations in the standard rules apply 
					
				

				
					
						to the Roaring 20s just as well as they do to the 21
					
					
						st
					
					
						 
					
				

				
					
						century. However, just as the future core rules needed 
					
				

				
					
						some new occupations to represent the ﬂavor of the 
					
				

				
					
						period, the Roaring 20s need to alter or tweak some 
					
				

				
					
						occupations for ﬂavor. 
					
				

			

			
				
					
						Primitive
					
				

				
					
						Fiction of the Roaring 20s frequently features clashes 
					
				

				
					
						of different technological levels. Wild men living 
					
				

				
					
						deep in the unexplored jungle or even on another 
					
				

				
					
						planet are all staples of the age. What these characters 
					
				

				
					
						lack in technological sophistication is usually made 
					
				

				
					
						up for by their physical prowess. This occupation is 
					
				

				
					
						not generally appropriate for a historical campaign 
					
				

				
					
						without the Gamemaster’s permission (perhaps the 
					
				

				
					
						character could be the boy raised by wolves). 
					
				

				
					
						Prerequisite:
						 Age 15+
					
				

			

			
				
					
						Explorer
					
				

				
					
						The world is not completely explored in the Roaring 
					
				

				
					
						20s. The Polar Regions, the undersea expanses, and 
					
				

				
					
						the jungles of South America and Africa are still very 
					
				

				
					
						much unknown to the people of the age. Exploring 
					
				

			

			
				
					
						timeline
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						The Roaring 20s
					
				

			

			
				
					
						New Classes of the 
					
				

				
					
						Roaring 20s
					
				

			

			
				
					
						Investigate (Int), Knowledge (civics, current events, 
					
				

				
					
						popular culture, streetwise, tactics) (Int), Listen 
					
				

				
					
						(Wis), Search (Int), Sense Motive (Wis), Spot (Wis).
					
				

				
					
						Skill points at each level:
						 5 + Int modiﬁer.
					
				

			

			
				
					
						Class Features
					
				

				
					
						All of the following are features of the g-man 
					
				

				
					
						advanced class. 
					
				

				
					
						Weapon Focus (Tommy Gun):
						 G-men are the 
					
				

				
					
						response to the growing problem in the 20s of 
					
				

				
					
						criminals who outgun law enforcement ofﬁcers. 
					
				

				
					
						Armed with the same weapons as the criminals they 
					
				

				
					
						ﬁght, these agents are well-trained in their use and 
					
				

				
					
						do not hesitate to use lethal force to capture a wanted 
					
				

				
					
						criminal.
					
				

				
					
						Witness Protection:
						 Assassination of witnesses 
					
				

				
					
						before trial is a rampant problem during the Roaring 
					
				

				
					
						20s. Government agents are often called upon to 
					
				

				
					
						protect key witnesses prior to trial, ensuring that they 
					
				

				
					
						can testify against gangsters and corrupt politicians. 
					
				

				
					
						Anytime a g-man with this ability is adjacent to an 
					
				

				
					
						ally, he may place his body in harm’s way. Any attack 
					
				

				
					
						on the ally is instead made against the g-man. The 
					
				

				
					
						g-man must declare that he is using this ability prior 
					
				

				
					
						to the attack being rolled. 
					
				

				
					
						Bonus Feats:
						 At 3
					
					
						rd
					
					
						, 6
					
					
						th
					
					
						 and 9
					
					
						th
					
					
						 level the g-man 
					
				

				
					
						receives a bonus feat from the following list: 
					
				

				
					
						Alertness, Armor Proﬁciency (light, medium), 
					
				

				
					
						Attentive, Brawl, Point Blank Shot, Precise 
					
				

				
					
						Shot, Renown and Vehicle Expert. The g-
					
				

				
					
						man must meet the prerequisite for any feat 
					
				

				
					
						selected.
					
				

				
					
						Still Buster:
						 G-men are relentless in their 
					
				

				
					
						two-ﬁsted approach to the problem of crime. 
					
				

				
					
						Anytime a g-man is engaged with a known 
					
				

				
					
						criminal, he gains the listed bonus on all melee 
					
				

				
					
						damage rolls as well as to the damage from 
					
				

				
					
						ranged attacks of 30 feet or less.
					
				

				
					
						Dead or Alive:
						 G-men are prepared to bring 
					
				

				
					
						criminals to justice by any means necessary. If the 
					
				

				
					
						criminals can be apprehended for trial, the g-man 
					
				

				
					
						is happy to oblige. If a criminal wants to go down 
					
				

				
					
						shooting… the g-man is prepared for that as well. 
					
				

			

			
				
					
						G-Man
					
				

			

			
				
					
						Federal agents from the Bureau of Investigation (later 
					
				

				
					
						renamed the FBI), the Treasury Department and other 
					
				

				
					
						agencies are popular characters in the ﬁction of 
					
				

				
					
						the Roaring 20s, ﬁghting spies and uncovering 
					
				

				
					
						criminal conspiracies. In the real world, men 
					
				

				
					
						like Eliot Ness actually do perform great 
					
				

				
					
						services for the public in the ﬁght against the 
					
				

				
					
						rampant crime and corruption of the Prohibition 
					
				

				
					
						era. 
					
				

			

			
				
					
						Requirements
					
				

				
					
						To qualify to become a g-man, a character 
					
				

				
					
						must meet the following criteria. (The 
					
				

				
					
						quickest path into this class is through the 
					
				

				
					
						Dedicated Hero basic class.)
					
				

				
					
						Base Attack Bonus:
						 +2
					
				

				
					
						Skills:
						 Investigate 3 ranks
					
				

				
					
						Feats:
						 Personal Firearms Proﬁciency
					
				

			

			
				
					
						Class Information
					
				

				
					
						The following information pertains to the g-
					
				

				
					
						man advanced class. 
					
				

				
					
						Hit Die:
						 1d8
					
				

				
					
						Action Points:
						 6 + one-half character level, 
					
				

				
					
						rounded down, every time the character gains a 
					
				

				
					
						new level in this class.
					
				

				
					
						Class Skills: 
						The g-man’s class skills 
					
				

				
					
						(and the ability for each skill) are: Climb 
					
				

				
					
						(Str), Diplomacy (Cha), Drive (Dex), 
					
				

				
					
						Gather Information (Cha), Intimidate (Cha), 
					
				

			

			
				
					
						timeline
					
				

			

			
				
					
						Page 3
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						The Roaring 20s
					
				

			

			
				
					
						TABLE 1: THE G-MAN
					
				

				
					
						Level
					
				

			

			
				
					
						Action Points:
						 6 + one-half character level, 
					
				

				
					
						rounded down, every time the character gains a new 
					
				

				
					
						level in this class.
					
				

				
					
						Class Skills: 
						The hitman’s class skills (and the 
					
				

				
					
						ability for each skill) are: Bluff (Cha), Demolitions 
					
				

				
					
						(Int), Diplomacy (Cha), Disable Device (Int), Drive 
					
				

				
					
						(Dex), Gamble (Int), Gather Information (Cha), Hide 
					
				

				
					
						(Dex), Intimidate (Cha), Knowledge (current events, 
					
				

				
					
						streetwise) (Int) and Spot (Wis).
					
				

				
					
						Skill points at each level:
						 3 + Int modiﬁer.
					
				

			

			
				
					
						Base Attack
					
				

				
					
						Bonus
					
				

			

			
				
					
						Fort
					
				

				
					
						Save
					
				

			

			
				
					
						Ref
					
				

				
					
						Save
					
				

			

			
				
					
						Will
					
				

				
					
						Save
					
				

			

			
				
					
						Defense 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Reputation
					
				

				
					
						Bonus
					
				

			

			
				
					
						Special
					
				

			

			
				
					
						1st
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+1 +1 +0
					
				

			

			
				
					
						Weapon Focus (Tommy Gun)
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						2nd
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+2 +2 +0
					
				

			

			
				
					
						Witness Protection
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						3rd
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2 +2 +1
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						4th
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2 +2 +1
					
				

			

			
				
					
						Still Buster +1
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						5th
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3 +3 +1
					
				

			

			
				
					
						Dead or Alive
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						6th
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+3 +3 +2
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						7th
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+4 +4 +2
					
				

			

			
				
					
						Untouchable
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						8th
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						+4 +4 +2
					
				

			

			
				
					
						Still Buster +2
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						9th
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						+4 +4 +3
					
				

			

			
				
					
						Bonus Feat 
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						10th
					
				

			

			
				
					
						+7
					
				

			

			
				
					
						+5 +5 +3
					
				

			

			
				
					
						Still Buster +3
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						Class Features
					
				

				
					
						All of the following are features of the hitman 
					
				

				
					
						advanced class. 
					
				

				
					
						Blood Money:
						 When the hitman accepts a 
					
				

				
					
						contract, he commits himself to fulﬁlling that contract 
					
				

				
					
						as quickly and efﬁciently as possible. The hitman 
					
				

				
					
						gains the listed bonus to all Bluff, Diplomacy, Gather 
					
				

				
					
						Information and Intimidate skill checks made in the 
					
				

				
					
						process of tracking down his target. 
					
				

				
					
						To qualify for this bonus, the hitman must have 
					
				

				
					
						agreed to kill his target and either been paid (in 
					
				

				
					
						wealth at least twice the size of the bonus gained 
					
				

				
					
						from this ability) or have received the assignment 
					
				

				
					
						from a member of an organized crime family that the 
					
				

				
					
						character has an allegiance to. 
					
				

			

			
				
					
						This ability allows the g-man to inﬂict nonlethal 
					
				

				
					
						damage with a weapon that normally deals lethal 
					
				

				
					
						damage, without taking the usual -4 penalty to the 
					
				

				
					
						attack roll.
					
				

				
					
						It also allows the g-man to automatically conﬁrm 
					
				

				
					
						any critical threat by spending an action point. 
					
				

				
					
						Untouchable:
						 G-men are famous for their ability 
					
				

				
					
						to rise above corruption in their attempts to push back 
					
				

				
					
						the rising tide of lawlessness triggered by Prohibition. 
					
				

				
					
						This ability renders the g-man immune to bribes 
					
				

				
					
						(for NPCs only) and also immune to any fear effect, 
					
				

				
					
						including the Intimidation skill and the Frightful 
					
				

				
					
						Presence feat.
					
				

			

			
				
					
						Requirements
					
				

				
					
						To qualify to become a hitman, a character must meet 
					
				

				
					
						the following criteria. (The quickest path into this 
					
				

				
					
						class is through the Tough Hero basic class.)
					
				

				
					
						Base Attack Bonus:
						 +2
					
				

				
					
						Skills:
						 Knowledge (streetwise) 6 ranks
					
				

				
					
						Feats:
						 Personal Firearms Proﬁciency
					
				

			

			
				
					
						Class Information
					
				

				
					
						The following information pertains to the hitman 
					
				

				
					
						advanced class. 
					
				

				
					
						Hit Die:
						 1d10
					
				

			

			
				
					
						Hitman
					
				

			

			
				
					
						TABLE 2: THE HIT-MAN
					
				

				
					
						Level
					
				

			

			
				
					
						Base Attack
					
				

				
					
						Bonus
					
				

			

			
				
					
						Fort
					
				

				
					
						Save
					
				

			

			
				
					
						Ref
					
				

				
					
						Save
					
				

			

			
				
					
						Will
					
				

				
					
						Save
					
				

			

			
				
					
						Defense 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Reputation
					
				

				
					
						Bonus
					
				

			

			
				
					
						Sometimes companies have problems. When a CEO 
					
				

				
					
						needs something ﬁxed, he has specialists he calls on 
					
				

				
					
						to stop the bleeding and set a wayward subsidiary 
					
				

				
					
						back on the path of proﬁtability. They call these men 
					
				

				
					
						“efﬁciency experts.” Organized crime syndicates 
					
				

				
					
						operate much like major corporations do—when they 
					
				

				
					
						have a problem, they bring in specialists to set things 
					
				

				
					
						right again. However, these specialists are more apt 
					
				

				
					
						to 
						start
						 bleeding than stop it. 
					
				

			

			
				
					
						Special
					
				

			

			
				
					
						1st
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						+1 +1 +0
					
				

			

			
				
					
						Blood Money +2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						2nd
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+2 +2 +0
					
				

			

			
				
					
						Dirty Deeds +1d6
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+0
					
				

			

			
				
					
						3rd
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2 +2 +1
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						4th
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2 +2 +1
					
				

			

			
				
					
						Blood Money +4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						5th
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3 +3 +1
					
				

			

			
				
					
						Dirty Deeds +2d6
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						6th
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+3 +3 +2
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						7th
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+4 +4 +2
					
				

			

			
				
					
						Calling Card
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						8th
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						+4 +4 +2
					
				

			

			
				
					
						Blood Money +6
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						9th
					
				

			

			
				
					
						+6
					
				

			

			
				
					
						+4 +4 +3
					
				

			

			
				
					
						Bonus Feat
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						10th
					
				

			

			
				
					
						+7
					
				

			

			
				
					
						+5 +5 +3
					
				

			

			
				
					
						Dirty Deeds +3d6
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						timeline
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						The Roaring 20s
					
				

			

			
				
					
						The hitman can only gain this bonus for one target 
					
				

				
					
						at a time, and cannot choose another target until he 
					
				

				
					
						either kills his current target or gives up. (The latter 
					
				

				
					
						option, of course, may make whoever gave him 
					
				

				
					
						the assignment very unhappy, and could result in 
					
				

				
					
						anything from having to pay back the money paid, 
					
				

				
					
						to not getting any more work from that employer, to 
					
				

				
					
						having a contract taken out on 
						him
						). 
					
				

				
					
						Bonus Feats:
						 At 3
					
					
						rd
					
					
						, 6
					
					
						th
					
					
						 and 9
					
					
						th
					
					
						 levels the hitman 
					
				

				
					
						gains a bonus feat from the following list: Alertness, 
					
				

				
					
						Archaic Weapon Proﬁciency, Armor Proﬁciency 
					
				

				
					
						(light, medium), Brawl, Conﬁdent, Double Tap, 
					
				

				
					
						Drive-by Attack, Far Shot, Low Proﬁle, Point 
					
				

				
					
						Blank Shot, Quick Draw, Quick Reload 
					
				

				
					
						and Renown.
					
				

				
					
						Dirty Deeds:
						 Having found his target, 
					
				

				
					
						the hitman now needs to ﬁnish the job. He 
					
				

				
					
						gains the listed damage on attacks against his 
					
				

				
					
						target (if the hitman has multiple attacks, he only 
					
				

				
					
						gains this damage bonus once). The hitman can gain 
					
				

				
					
						this bonus on ranged attacks as long as he suffers no 
					
				

				
					
						range penalty to hit (meaning feats like Far Shot 
					
				

				
					
						could be especially handy). 
					
				

				
					
						This ability requires the hitman to spend an 
					
				

				
					
						action point. 
					
				

				
					
						Calling Card:
						 At 7
					
					
						th
					
					
						 level the hitman has 
					
				

				
					
						developed enough of a reputation that he can 
					
				

				
					
						leave a signature at the scene of his hits. This 
					
				

				
					
						grants him a +1 circumstance bonus to his 
					
				

				
					
						Reputation for each killing at which he 
					
				

				
					
						leaves his calling card. This bonus is 
					
				

				
					
						listed separately and must meet the 
					
				

				
					
						following restrictions: the character 
					
				

				
					
						can only double his Reputation bonus 
					
				

				
					
						with this modiﬁer; if the character goes 
					
				

				
					
						30 days without performing a hit, he 
					
				

				
					
						loses this bonus (while police might 
					
				

				
					
						remember, most people on the street 
					
				

				
					
						have short memories). 
					
				

			

			
				
					
						Intrepid Reporter
					
				

			

			
				
					
						Members of the press are important characters in 
					
				

				
					
						many elements of pulp ﬁction. Investigating the 
					
				

				
					
						rampant crime and corruption that existed during the 
					
				

				
					
						20s, these individuals wield truth as a weapon against 
					
				

				
					
						those who would abuse their power.
					
				

			

			
				
					
						Requirements
					
				

				
					
						To qualify to become an intrepid reporter, a character 
					
				

				
					
						must meet the following criteria. (The quickest path 
					
				

				
					
						into this class is through the Charismatic Hero basic 
					
				

				
					
						class.)
					
				

				
					
						Skills:
						 Gather Information 6 ranks, Knowledge 
					
				

				
					
						(current events) 6 ranks
					
				

				
					
						Feats:
						 Trustworthy
					
				

			

			
				
					
						Class Information
					
				

				
					
						The following information pertains to the intrepid 
					
				

				
					
						reporter advanced class. 
					
				

				
					
						Hit Die:
						 1d6
					
				

				
					
						Action Points:
						 6 + one-half character level, 
					
				

				
					
						rounded down, every time the character gains a new 
					
				

				
					
						level in this class.
					
				

				
					
						Class Skills: 
						The intrepid reporter’s class skills 
					
				

				
					
						(and the ability for each skill) are: Bluff (Cha), Craft 
					
				

				
					
						(visual art) (Int), Diplomacy (Cha), Drive (Dex), 
					
				

				
					
						Forgery (Int), Gather Information (Cha), Investigate 
					
				

				
					
						(Int), Knowledge (current events, popular culture) 
					
				

				
					
						(Int), Listen (Wis), Research (Int), Search (Int), Sense 
					
				

				
					
						Motive (Wis) and Spot (Wis). 
					
				

				
					
						Skill points at each level:
						 7 + Int modiﬁer.
					
				

			

			
				
					
						Class Features
					
				

				
					
						All of the following are features of the intrepid 
					
				

				
					
						reporter advanced class. 
					
				

				
					
						Reliable Sources:
						 The reporter knows who to talk 
					
				

				
					
						to and how to get their attention. People know they 
					
				

				
					
						can trust her to protect their identities and uphold 
					
				

			

			
				
					
						timeline
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