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SKILL FORMULA FORMAT
Archery DFT + WT + Combative 3
Bowyer DFT + WT + Mechanical 1
Brawling STR + DFT + Combative 3
Culture, Post-Ruin WT + Communicative + Esthetic 1
First Aid DFT + WT + Scientific 1
Handloading DFT + WT + Natural 1
Hunting, Trap DFT + WT + Natural 2
Literacy, English WT + WL + Communicative 1
Lockpicking DFT + WT + Mechanical 1
Machining DFT + WT + Mechanical 1
Pistol, Modern DFT + WT + Combative 3
Rifle, Modern DFT + WT + Combative 3
Search, Rural WT + WT + Natural 2
Stealth, Rural DFT + WT + Natural 2
Survival, Rural HLH + WL + Natural 1
Tactics WT + Combative + Communicative 1
Technology Use DFT + WT + Mechanical 1
Tracking, Rural WT + Natural + Natural 2
Two Weapon STR + DFT + Combative 3
Unarmed Combat DFT + SPD + Combative 3

Talent Bonuses

Combative Talent Bonus: BCS of 7 for gauging opponents. +1 to Combative based
learning rate.



