Amended Skills List:  12-15-20
Skills/Attribute Checks (GB pg. 18, GMO):   

When your PC tries to accomplish something that would tax even their heroic capacity, they must make an attribute check. The check number for each attribute is equal to 21 minus the attribute score. To succeed in an attribute check, the player must roll equal or higher to the check on a roll of 1d20. A natural roll of 1 will always result in failure or some unfortunate complication, while a natural roll of 20 is always a success (assuming success is possible). 

An attribute check may be modified by bonuses or penalties. If your PC has a relevant to their effort, they can add +0-4 to their roll, while feats that push human limits might suffer a -4 penalty, with truly heroic challenges applying as much as -8 to the die.  PCs are at -4 if you do not have the skill (or no chance for some skills, like computer).

List of Skills (pg. 8):  

Art (Specialization) (Charisma): The character is gifted in a particular form of art. Such adepts include singers, dancers, musicians, sculptors, painters, writers, and other creative souls. 

Athletics (Strength or Dexterity): The hero excels at physical exertions such as running, climbing, swimming, acrobatics, and other feats of strength and coordination. Even a character with mediocre physical attributes may become a skilled athlete by honing their limited gifts with skill and careful training. 

Business (Charisma): This skill includes all facets of running a business, managing accounts, and effectively using large sums of money. A hero skilled in business affairs can identify a company’s weaknesses and real sources of income and recognize important financiers. 

Combat (Specialization) (Strength or Dexterity): The character excels at a particular form of combat and can maintain and repair weapons relevant to their skills. A specialization must be chosen when this skill is selected.

Eldritch (Intelligence): weapons include energy weapons, alien devices, magic implements, and other tools not covered under other headings. 

Gunnery (Dexterity) includes all weapons too heavy for a single person to fire without a rest, along with shoulder-fired rockets and munitions. 

Primitive (Strength or Dexterity)  combat includes knives, clubs, bows, thrown weapons, and all other simple melee and archery implements. 

Projectile (Dexterity) combat covers all forms of small firearms combat, from pistols to shotguns to rifles. 

Unarmed (Strength or Dexterity) combat includes brawling and unarmed martial arts. NOTE: All PCs are at +0 with Unarmed.
Computer (Intelligence): Programming, repairing, and building computing devices all fall under the heading of this skill. 

Culture (Specialization) (Charisma): The character is familiar with the mores, language, and traditions of a particular culture. They also know people in that culture and can make contact with officials or local help within that context. The more narrow the cultural scope, the more intimately they know the details of it and the more likely their contacts are to be helpful.

Criminal (Charisma) culture teaches the possessor how to deal with gangs, thugs, thieves, dealers, and other inhabitants of the demimonde. They can usually find a fence or other shady supplier with minimal effort, and can try to set up meetings with local bosses. Someone with a local Culture skill might also be able to find criminal contacts in their area, but the Criminal specialization applies anywhere in the world.

Nations (Charisma):  may be chosen as culture specializations, and grant a comfortable familiarity with their laws, history, rulers and most common language. Specific cities within a nation may also be chosen, giving very detailed knowledge of their streets, significant citizens, and contacts with local officials. City specializations are worth one level less in the nation beyond the city, however, with level-0 becoming effectively untrained.

Organizations (Charisma):  can be selected as culture specializations, such as particular military forces or government bureaus. Such skill also implies contacts within the organization and the ability to predict or learn of their impending actions.

Traveller (Charisma):  specialization is for a wanderer or vagabond skilled in navigating new cultures. Culture/Traveller cannot be raised above level-0, but may substitute for level-0 skill in any location-based Culture test. It provides no local linguistic expertise, however. 

Engineering (Intelligence): The character is talented at building and repairing devices created with human technology. Alien devices may be beyond the PC’s expertise. 

Gambling (Wisdom): The character is skilled at a wide variety of games of chance or skill. They can recognize cheats, find profitable games, and calculate mathematical odds with instinctive ease. 

History (Intelligence): The hero is versed in historical understanding, though their knowledge is limited to what human records provide. 

Language (Intelligence): For each level of Language skill, the character gains fluency in a number of new languages equal to the skills level. Language skill can also be used to translate unknown texts, provided sufficient research materials and time. 

Law (Intelligence or Charisma): The character is a trained lawyer. While Culture skill grants a basic understanding of an area’s legal regime, Law makes a hero competent to master any legal code with a little effort.

Leadership (Charisma): The hero inspires others to obey, whether through personal magnetism or calculated terror. Where Persuade is used to convince others to agree, Leadership gets others to follow. 

Medicine (Intelligence): From first aid to brain surgery, Medicine covers all matters related to healing, pharmaceuticals, and human biology. 

Navigation (Intelligence): This skill covers all efforts to get from one point to another without getting lost or dead along the way. A skilled navigator can use everything from stars and sun sights to advanced GPS. 

Occult (Intelligence): Scholars of the occult are familiar with the human traditions of magic and eldritch knowledge. Of course, so much of it is nothing more than deluded raving that only the most zealous imagine it to be anything but a topic of idle socio-historical research. Heroes have a habit of finding out in detail about the parts that are all too true. 

Perception (Wisdom): The hero has unusually keen senses or a habit of attention. Perception aids them whenever they try to discern things that are hidden or subtle. 

Persuade (Charisma): The character is highly persuasive, and has a much easier time convincing others of things that are not obviously false or painful for them to believe. 

Profession (Specialization) (Wisdom): The character is skilled in a particular trade or profession not covered by one of the other skills on this list. 

Research (Intelligence): The hero is skilled at library use, net searches, questioning locals, and other efforts at interrogating their available sources. 

Religion (Intelligence): The hero is familiar with a wide range of contemporary and historical religions, and may have heard of the more esoteric or well-concealed sects as well. 

Science (Intelligence): This skill includes all the common human scientific fields, and can be used to attempt to puzzle out more inhuman spheres. 

Security (Intelligence or Dexterity): Whether lockpicking, shorting electronic locks, decrypting codes, or tracking the patrol patterns at a guarded cult installation, the Security skill covers such topics.

Stealth (Dexterity): The hero is skilled at concealment, disguise, pickpocketing, infiltration, and other pastimes that require avoiding notice. 

Survival (Wisdom): The character knows how to survive off available resources, whether they might be in an icy northern forest or a disease-raddled slum. Characters skilled in survival can find food, shelter, and tools from the materials at hand. 

Tactics (Intelligence): The character is familiar with the principles of small unit combat and can plan or detect ambushes, place defenses, and direct troops effectively in a fight. 

Vehicle (Specialization) (Dexterity): The character knows how to operate, maintain, and repair a particular class of vehicles. Most characters can drive a car or ride a horse if their culture expects such education, but this skill implies real expertise under difficult conditions.

Air (Dexterity):  vehicles include planes, helicopters, and gliders. 

Land (Dexterity):  vehicles include not only cars and bikes, but also hovercraft and riding animals. 

Space (Dexterity):  vehicles are exceedingly rare but are used by some alien races or secretive human organizations. 

Water (Dexterity):  vehicles cover ships, boats, and submersible craft.

