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8 CHAPTER 1. SETTING



Chapter 2New ClassesThe Atlantis setting o�ers a few new options forbase and prestige classes for players. The optionshave been designed to o�er new bene�ts to a team,expanded characterization options, and �avor to thePegasus Galaxy.2.1 Base Classes2.1.1 Negotiator[words]AbilitiesCharisma is the negotiator's most important ability,with Wisdom and Intelligence as secondary. The Ne-gotiator must draw on all three in order to wadethrough the complexities of human interaction andnegotiation.Vitality1d8 plus Con modi�er per levelClass SkillsThe negotiator's class skills and key abilities are listedbelow:

Class Skill KeyAbilityBalance DexBlu� ChaBureaucracy ChaConcentration WisCultures WisDecipher Script IntDiplomacy ChaFirst Aid WisForgery IntGather Information ChaInnuendo WisKnowledge IntLanguages1 IntListen WisProfession WisSense Motive WisSpot WisSurvival WisXeno-Cultures WisXeno-Languages2 IntSkill Points at 1st Level: (6+Int) x 4Skill Points at Each Additional Level: 6+IntClass FeaturesThe following are class features for the negotiator:Starting Feats : The negotiator begins play withthe following feats:1See Languages Erratta2Again, see Languages Erratta9



10 CHAPTER 2. NEW CLASSESTable 2.1: The NegotiatorLevel BaseAttackBonus FortSave RefSave WillSave DefBonus InitBonus GearPicks ResPicks Special1 +0 +0 +1 +2 +2 +0 2 1 Starting Feats, ResourceManager 1*, Fast Talk2 +1 +0 +2 +3 +3 +1 3 2 I See What You DidThere, Buy Time 13 +1 +1 +2 +3 +3 +1 3 3 Resource Manager 2,Coordinate +14 +2 +1 +2 +4 +3 +2 4 4 Silver Tongued Devil 15 +2 +1 +3 +4 +4 +2 4 5 Bonus Feat6 +3 +2 +3 +5 +4 +2 5 6 Coordinate +27 +3 +2 +4 +5 +5 +3 5 7 Resource Manager 38 +4 +2 +4 +6 +5 +3 6 8 Silver Tongued Devil 29 +4 +3 +4 +6 +5 +4 6 9 Bonus Feat, Coordinate+310 +5 +3 +5 +7 +6 +4 7 10 Diplomatic Badass11 +5 +3 +5 +7 +6 +4 7 11 Buy Time 212 +6 +4 +6 +8 +6 +5 8 12 Resource Manager 4,Coordinate +413 +6 +4 +6 +8 +7 +5 8 13 Silver Tongued Devil 314 +7 +4 +6 +9 +7 +6 9 14 Bonus Feat15 +7 +5 +7 +9 +7 +6 9 15 Coordinate +516 +8 +5 +7 +10 +8 +6 10 16 Resource Manager 517 +8 +5 +8 +10 +9 +7 10 17 Bonus Feat18 +9 +6 +8 +11 +9 +7 11 18 Buy Time 319 +9 +6 +8 +11 +9 +8 11 19 Silver Tongued Devil 420 +10 +6 +9 +12 +10 +8 12 20 Coordinate +6, ResourceManager 6*Core Ability � A character only ever gains the core abilities of the �rst base class and the �rst prestigeclass chosen
• Armor Group Pro�ciency (Light)
• Weapon Group Pro�ciency (Melee)
• Weapon Group Pro�ciency (Handguns)Resource Manager : At the start of each mis-sion, during resource allocation, add a die. Splitthe value between Gear Picks and/or ResourcePoints as you choose. (In the chart, the num-ber equals the line below. It does not mean aseparate feat.)

1. At 1st level, roll 1d4.2. At 3rd level, roll 1d6.3. At 7th level, roll 1d8.4. At 12th level, roll 2d6.5. At 16th level, roll 2d8.6. At 20th level, roll 2d10.This is the Negotiator's Core Ability.



2.1. BASE CLASSES 11Fast Talk : Add Negotiator level to any Blu�and/or Diplomacy check.Diplomatic Badass : Add 1.5x(Negotiator Level)to any Blu� and/or Diplomacy check. Does notstack with Fast Talk.I See What You Did There : The Negotiator istrained to notice things. At 2nd level, add +8to your Spot, Listen, and Sense Motive checks.Buy Time : The Negotiator attempts a Diplomacycheck against an opponent's Sense Motive.At 2nd level, a successful Diplomacy check pre-vents the opponent from acting that turn. It canbe used 1/combat.At 11th level, a Negotiator can use this feat3/day.At 18th level, in addition to preventing an oppo-nent from acting that turn, this feat can also beused 2/day to knock someone down the initativetrack by -8 init.Silver Tongued Devil : The Negotiator can spenda full round inspiring a number of allies equal tohalf his Negotiator level, rounded up. The e�ectlasts one round per Negotiator level.The ally gains a +2 morale bonus on savingthrows and a +2 morale bonus on attack andweapon damage rolls at 4th level.At 13th level, allies gain a + 4 morale bonus onsaving throws and a +4 morale bonus on attackand weapon damage rolls.At the same time, a number of enemies who canhear and understand the Negotiator's voice suf-fer a -2 morale penalty to their saving throws,and a -2 penalty to their Defense Bonus. Thee�ect lasts for one round per Negotiator level.At 4th level, the Negotiator can do this to oneenemy within a 30 foot radius.At 8th level, the Negotiator can do this to anumber of enemies equal to his Charisma bonuswithin 30 feet of him.

At 19th level, the Negotiator can do this to allopponents within a 60 foot radius.This ability can be used once per combat per ev-ery four levels of Negotiator, and does not stack.Bonus Feat : At 5th, 9th, 14th, and 17th level, theNegotiator gains a bonus feat. The feat must befrom the following list, and the Negotiator mustmeet any prerequisites.Charmer, Iron Will, Pursuasive, Scholarly,Sidestep, World-Traveler.Coordinate : The Negotiator is trained to get eventhe most opposed groups and people to work to-gether. When the Negotiator can aid others orfacillitate and manage an endevor, she providesa bonus to the task by making an aid anothercheck. This is in addition to the normal aid an-other bonus of +2, and the value increases withlevel progression. (a total of a +3 bonus at 6thlevel, a +4 at 11th level, etc)This ability cannot be used to assist in combat.2.1.2 [Trickster][more di�erent words]AbilitiesDexterity and Charisma are the [trickster]'s lifeblood.Dexterity to get them out of tight spots, andCharisma as their stock-and-trade. Wisdom comesas a close second, in order to be constantly aware oftheir surroundings.Vitality1d8 plus Con modi�er per levelRequirementsSpecies: Any non-Tau'ri.



12 CHAPTER 2. NEW CLASSESClass SkillsThe [trickster's] class abilities are listed below:Class Skill KeyAbilityBalance DexBlu� ChaClimb StrDisguise ChaEscape Artist DexFirst Aid WisGather Information ChaHide DexJump StrKnowledge IntListen WisMove Silently DexOpen Lock DexSearch IntSleight of Hand DexSpot WisSurvival WisTumble DexXeno-Cultures WisSkill Points at 1st Level: (6+Int) x 4Skill Points at Each Additional Level: 6+IntClass FeaturesThe following are class features for the [trickster]:Starting Feats : The [trickster] begins play withthe following feats:
• Armor Group Pro�ciency (Light)
• Weapon Group Pro�ciency (Melee)
• Weapon Group Pro�ciency (Handguns)
• Weapon Group Pro�ciency (Hurled)Hamstring : If a [trickster] can catch an oppo-nent �at-footed (or denied their Dex and Dodgebonuses to Defense) , she can choose to deal 1d4Dex or Con damage on a successful touch attack.At 6th level, it becomes 1d6 Dex or Con damage.

At 12th level, it becomes 1d8 Dex or Con dam-age.At 18th level, it becomes 1d10 Dex or Con dam-age.This is the [trickster]'s Core Ability.Mingling Basics : A [trickster] gains the Min-gling Basics feat for free, regardless of if hemeets the prereqs.Houdini : Add [trickster] level to any Escape Artistcheck.Falsi�er : Add +6 to any Disguise and/or Blu�check.Evasion : If a [trickster] is hit by an area attack(such as burst �re or blast damage), she can rolla Re�ex save. If she succeeds, she takes no dam-age. Otherwise, she half damage she normallywould. Evasion can only be used if the [trick-ster] is wearing light or no armor. A helplessor prone [trickster] does not gain the bene�t ofevasion.Blackmark : A [trickster] is familiar with the ins-and-outs of the galaxies less-desirable underside,and how to �nd what he wants. The [trickster]has access to any black market in populated ar-eas. At the GM's discresion, a [trickster] mayaquire semi-legal or illegal items in that area'sjurisdiction.When bargaining, a [trickster] can add their Chamodi�er and +4 to lower prices.The [trickser] can also add their Cha + 4 to anyGather Information check (essentially adding theCharisma modi�er twice) among more disrep-utable sources.Mingling Mastery : A [trickster] gains the Min-gling Mastery feat for free, regardless of if shemeets the prereqs.



2.1. BASE CLASSES 13Table 2.2: The [Trickster]Level BaseAttackBonus FortSave RefSave WillSave DefBonus InitBonus GearPicks ResPicks Special1 +0 +0 +2 +0 +2 +2 1 0 Starting Feats, MinglingBasics, Hamstring 1*2 +1 +0 +3 +0 +2 +3 2 1 Houdini, Skin of YourTeeth 13 +2 +1 +3 +1 +3 +4 2 1 Evasion, Falsi�er4 +3 +1 +4 +1 +3 +5 2 2 Blackmark, MinglingMastery5 +3 +1 +4 +1 +4 +5 3 2 Backstab, Bonus Feat6 +4 +2 +5 +2 +4 +6 3 3 Hamstring 27 +5 +2 +5 +2 +5 +7 4 3 Skin of Your Teeth 28 +6 +2 +6 +2 +5 +8 4 4 �Look, A Monkey!�9 +6 +3 +6 +3 +6 +9 4 4 Bonus Feat10 +7 +3 +7 +3 +6 +10 5 5 Fortune's Favor 111 +8 +3 +7 +3 +7 +11 5 5 Lost in the Crowd12 +9 +4 +8 +4 +7 +11 6 6 Master of Masks,Hamstring 313 +9 +4 +8 +4 +8 +12 6 6 Skin of Your Teeth 314 +10 +4 +9 +4 +8 +13 6 7 Bonus Feat15 +11 +5 +9 +5 +9 +14 7 7 Quicksilver16 +12 +5 +10 +5 +9 +15 7 8 Think Fast!17 +12 +5 +10 +5 +10 +15 8 8 Bonus Feat18 +13 +6 +11 +6 +10 +16 8 9 Hamstring 419 +14 +6 +11 +6 +11 +17 8 9 Skin of Your Teeth 420 +15 +6 +12 +6 +11 +18 9 10 Fortune's Favor 2*Core Ability � A character only ever gains the core abilities of the �rst base class and the �rst prestigeclass chosenBackstab : A [trickster] gains a +10 to a Slight ofHand check to conceal a hidden weapon. Af-ter doing so, the [trickster] can later draw theweapon as a free action (regardless of having theQuick Draw feat or not) instead of as a half ac-tion. An opponent that was unaware of the con-cealed weapon is treated as �at-footed againstthe �rst attack the [trickster] makes that turn.Skin of Your Teeth : Once per day, a [trickster]can reroll a saving throw, and take the higher ofthe rolls.
At 7th level, this goes up to twice per day.At 13th, this goes up to three times per day.Af 19th, a [trickster] can use this up to four timesper day.Bonus Feat : At 5th, 9th, 14th, and 17th level, the[trickster] gains a bonus feat. The feat must befrom the following list, and the [trickster] mustmeet any prerequisites:Charmer, Flawless Identity, Lightning Re�exes,Mobility, Moving Target, Nimble Fingers



14 CHAPTER 2. NEW CLASSES"Look, A Monkey!" : A [trickster] can use herBlu� skill to create a diversion, then use her Hideskill as a move action. She gains a +8 bonus onBlu� and Hide checks made for this purpose.Any distracted opponent is treated as �at-footed.Fortune's Favor : At 10th level, once per day asa free action, a [trickster] can add his class levelas a luck bonus to all attack rolls he makes untilthe start of his next turn.At 20th level, Fortune's Favor can be used 2/day.Lost in the Crowd : Beginning at 11th level, a[trickster] can use the Hide skill to blend intoa crowd, even while being observed. A [trick-ster] loses this ability while wearing medium orheavy armor, or when carrying a heavy load.Master of Masks : Add 1.5x [trickster] level to anyDisguise and/or Blu� check.Quicksilver : At 15th level, when a [trickster] usesany of the following skills: Balance, Climb, Es-cape Artist, Hide, Move Silently, Open Lock, andSlight of Hand, those using Listen, Search, orSpot to detect the [trickster]'s activity take a -4penalty.Think Fast! : A [trickster] is a master of improvisa-tion, even in combat. As a half-action, a [trick-ster] can use whatever is on hand to render anopponent �at-footed.



2.2. PRESTIGE CLASSES 152.2 Prestige Classes2.2.1 Interrogator[still more words]Abilities:Charisma and Wisdom are the Interrogator's mostimportant abilities. However, Dextarity is also im-portant, in situations when the negotiator must real-ize the tieme to get out of hot situations when wordsfail.Vitality1d8 plus Con modi�er per levelRequirementsTo become an Interrogator, a character must meet allthe following requirements:Character Level: 5+Charisma: 13+Diplomacy: 6+ ranksBlu�: 6+ ranksIntimidate: 4+ ranksClass SkillsThe following are class skills for the Interrogator:

Class Skill KeyAbilityBalance DexBlu� ChaComputers IntConcentration WisCryptography IntCultures WisDiplomacy ChaDriver DexForgery IntGather Information ChaInnuendo WisIntimidate ChaKnowledge IntLanguages3 IntListen WisSearch IntSense Motive WisSpot WisSurveillance WisXeno-Cultures WisXeno-Languages4 IntSkill Points at Each Level: 6 + IntClass FeaturesThe following are class features for the Interrogator:Starting Feats : The interrogator gains the follow-ing feats at 1st level:
• Armor Group Pro�ciency (Light)
• Armor Group Pro�ciency (Medium)
• Weapon Group Pro�ciency (Handguns)
• Weapon Group Pro�ciency (Ri�es)Nonlethal Force : An Interrogator is skilled at us-ing nonlethal force to subdue an opponent. Hecan deal nonlethal damage with a weapon thatnormally deals lethal damage (by choice) with-out taking the normal -4 penalty on the attack3See Languages Erratta



16 CHAPTER 2. NEW CLASSESTable 2.3: The InterrogatorLevel BaseAttackBonus FortSave RefSave WillSave DefBon InitBon GearPicks ResPicks Special1 +0 +1 +2 +2 +1 +0 1 1 Starting Feats, NonlethalForce, Rapport 1*2 +1 +2 +3 +3 +2 +1 2 2 Sizing Up the Situation,Cynical3 +2 +2 +3 +3 +3 +1 2 3 Under the Lamp, You'reNot Moving 14 +3 +2 +4 +4 +3 +2 2 4 Subdue5 +3 +3 +4 +4 +4 +2 3 5 Rapport 2, R2I6 +4 +3 +5 +5 +5 +2 3 6 Watching You Like AHawk7 +5 +4 +5 +5 +6 +3 4 7 Was That Supposed ToHurt? 18 +6 +4 +6 +6 +6 +3 4 8 You're Not Moving 29 +6 +4 +6 +6 +7 +4 4 9 Rapport 310 +7 +5 +7 +7 +8 +4 5 10 Was That Supposed ToHurt? 2*Core Ability � A character only ever gains the core abilities of the �rst base class and the �rst prestigeclass chosenroll. For ranged weapons, this requires the ap-propriate ammunition; for the purposes of thisfeat, �rearm magazines can be changed as a freeaction.Rapport : An Interrogator has the ability totease infomation out of the most recalcitrant ofsources, by establishing a working relationshipwith their subjects, disarming their psycholog-ical defenses and di�using hostility. Once perday, the Interrogator may ask a single yes/noquestion to the target of this ability that thetarget is required to answer. The target mayattempt to blu� the Interrogator at a -2 penalty.At 5th level, the Interrogator may use this abilitytwice per day.At 9th level, the Interrogator may use this abilitythree times per day.This is a mind-a�ecting ability.This is the Interrogator's Core Ability.

Sizing Up the Situation : The Interrogatormakes a living o� of knowing how people willreact in situations without letting them knowwhat he's up to. He knows how to size up thesituation in a single sweep of his eyes that isn'talways perceptable to those around him. Thesweep provides a +4 circumstance bonus onSpot checks and covers a 30-foot radius, centeredaround the Interrogator. The Interrogator canuse this bonus at the start of an encounter tolook for obvious enemies, alarms, surveillance,traps, and escape routes.Anything not concealed can be spotted in thesweep with a successful DC 10 check. The DCfor concealed or less obvious threats is equal totheir Hide checks, as per usual.Cynical : The Interrogator is trained to pay atten-tion to subtle clues from body language. At 2ndlevel, add +4 to all Sense Motive checks.



2.2. PRESTIGE CLASSES 17Under the Lamp : An Interrogator is able togauge whether or not another character is tellingthe truth simply via interpretating facial expres-sions and body language. The Interrogator mustbe able to see and hear (but does not have to un-derstand) the individual under scrutiny.With a successful Sense Motive check againstDC 10, the Interrogator can determine whethera subject is deliberately omitting information.A successful Sense Motive check against DC 10plus the subject's Blu� modifer prevents the sub-ject from ever using the Blu� skill against theInterrogator.This feat may not be used to force a subject tospeak.You're Not Moving : Starting at 3rd level, an In-terrogator can choose to add his Str or Dex mod-i�er to any grapple check.At 8th level, the Interrogator can choose to add2x his Str or Dex modi�er to any grapple check.Subdue : If an Interrogator studies his target for 3rounds and then makes a nonlethal attack (witha weapon or unarmed), he has the possibility ofeither paralyzing or subduing the target. Whilestudying the target, the Interrogator can under-take other actions as long as her attention staysfocused on the target. If the target fails a Forti-tude save (DC 10 + the Interrogator's class level+ the Interrogator's Wis modi�er), the targetis rendered helpless and unable to act for 1d6rounds plus 1 round per level of the Interrogator.If the target's saving throw succeeds, the attackdoes +1d6 subdual damage per every two levelsof Interrogator, rounded down.Once the Interrogator has completed 3 rounds ofstudy, he must make the nonlethal attack withinthe next 3 rounds.If an attack is attempted and fails (the targetmakes his save) or if the Interrogator does notlaunch the attack within 3 rounds of completingthe study, 3 new rounds of study are requiredbefore she can try again.

Subdue can be used in conjunction with Non-lethal Force.R2I : Interrogators are familiar with various interro-gation techniques, and thus how to subvert andresist them. Any character attempting to useSense Motive or Blu� against an Interrogatorsu�ers a -8 penalty to all Blu� and Sense Mo-tive checks.Additionally, if the Interrogator is opposing an-other character's Rapport, they do not take the-2 penalty to Blu�.Watching You Like a Hawk : The Interrogatorwatches his opponent's every move, and at-tempts to predict their next action. When �ght-ing defensively, the Interrogator declares one op-ponent to be his dodge target. If this opponentattacks him, he can make a d20 roll modi�edwith his highest base attack bonus. The resultis used as his defense bonus to touch and regularattacks.Was That Supposed to Hurt? : Starting at 7thlevel, an Interrogator's training allows them tohandle di�cult subjects. Once a day, if an In-terrogator makes a successful Will or Fortitudesave (whichever is higher), she can shake o� anyunarmed attack or non-lethal damage, taking nodamage. The ability is only used upon a success-ful save (a failed save does not use up the use forthe day).At 10th level, the Interrogator can use this2/day.An unconscious or sleeping Interrogator cannotuse this ability.
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Chapter 3Native Pegasus Human TemplatesTau'ri humans are not the only build of humans inthe Pegasus galaxy. Like the �Near Human� charactercreation templates in the main core book, this sectiondescribes various other types of human options forPegasus characters.3.1 Planet/Culture Speci�c Op-tions3.1.1 Athosian[stu� about Athos]
• +1 bonus to all Listen, Search, and Spot checks
• +2 bonus to all Diplomacy and Gather Informa-tion checks
• Bonus Feat: Two-Weapon Fighting. All prereqsfor this feat are waived.
• stu�3.1.2 Satedan[stu� about Sateda]
• numbers
• stu�
• things

3.1.3 Ho�an[stu� about Ho�]
• +2 Int, -2 Wis
• stu�
• things3.1.4 Genii[stu� about the Genii]
• +2 Int, -2 Wis
• stu�
• things3.2 General Templates3.2.1 Agrarian Society[basic agrarian society blurb]
• +2 Con, -2 Int
• [bonus]:
• [bonus2]:19



20 CHAPTER 3. NATIVE PEGASUS HUMAN TEMPLATES3.2.2 Pre-Industrial Society[pre-industrial blurb]
• +1 Str, +1 Dex, -2 Cha
• [bonus]:
• [bonus2]:3.2.3 Steam-tech Society[steampunk blurb]
• +2 Cha, -2 Wis
• [bonus]:
• [bonus2]:3.2.4 Nuclear Age Society[description]
• + 2 any, - 2 Any
• [bonus]:
• [bonus2]:3.2.5 Space Nomad[nomads IN SPACE]
• +2 Int, -2 Str
• [name]: Once per day while aboard a spaceship,a character of this subtype can add her characterlevel as a bonus on any single attack roll, skillcheck, or ability check. The decision to add thisbonus can be made after the result of the roll orcheck is known.
• [bonus]:

3.2.6 Runner[what is a runner]
• +2 Dex, -2 Con
• Survivalist: Gain +n to all Survival1 checks.
• Born to Run: When using the run action, aRunner can move up to six times their speed(instead of the normal four times). Additionally,a Runner's speed is never reduced by di�cultterrain.

1See Errata for new Survival rules.



Chapter 4New Skills and Feats[words]4.1 SkillsDecipher ScriptWhen you encounter something written in a languagethat you "know", you roll theDecipher Script. Theamount you are able to translate is determined bythat.If the language is not a complete match, but isnot too far o�, there is a chance you can still makesome kind of headway in translation. (i.e: KnowingSpanish but not Portugese)If they are not Earth (Tau'ri) languages, youuse the Xenolanguages version of Decipher Script.(However, for example, if you know Egyptian hiero-glyphics, you can use it to translate written Goa'uld,at a penalty.)Knowledge: Local, PegasusAdditional Knowledge specialty, speci�cally tailoredto the legends, personalities, inhabitants, laws, cus-toms, traditions, and other such things pertaining tothe Pegasus Galaxy.Knowledge: WraithAdditional Knowledge specialty, speci�cally tailoredto the laws, customs, caste structure and heirarchyof the Wraith.

4.2 FeatsATA GenePrereqs: Must have taken ATA Gene Therapy[description]Natural ATA GenePrereqs: Starting Feat Only[description; better than what ATA Gene can give]FacemanPrereqs: Pegasus Native OnlyAs a native trader in the Pegasus galaxy, you areaware of the various customs, social nicites, and trad-ing networks in the galaxy. As a result, you havea +5 bonus to all Diplomacy checks, +10 to allKnowledge: Local, Pegasus, and a +2 to allBlu�checks.Wraith SensePrereqs: Pegasus Native OnlyAt some point in your family's history, your ances-tors were escaped experiments of the Wraith. The re-sult of these experimentations has been passed ontoyou. You are able to sense the presence of Wraithnearby.Additionally, you have access to some of the psionic21



22 CHAPTER 4. NEW SKILLS AND FEATSpowers the Wraith have1. You are able to access anyQueen/Noble 1stTier Powers. The number of timesyou can use a power is 1 per every 2 character levelsa day.By concentrating and opening yourself up to yourheritage, you are able to access higher tiers. Ac-cessing a tier higher than your highest current avail-able costs 1d8 points of damage, and the power is atdouble-cost. (If you can use 3 1stTier powers per day,you can access a 3rd Tier power for 2 uses and 1d8damage.)Also, you can extend the range of a power to essen-tially in�nate for 2d8 points of damage and double-cost.This feat may be taken multiple times. Each ad-ditional time opens access to the next Queen/NobleTier.Made of PoisonPrereqs: Must have been injected with Ho�an drugand survivedYou are poisonus to Wraith. Any Wraith who at-tempts to feed on you must make a DC 25 Fortitudecheck, or they are killed. Success means they take3d6 Con damage. After 1 minute, they must make asecondary Fortitude check, or they take an additional2d6 Con damage.You only take 1d4 damage to any attempt to feedon you.

1see Psionic Rules under the Wraith section for more de-tails



Chapter 5Equipment[words]5.1 Modi�ed Gear RulesThe gear rules for Atlantis are modi�ed from the nor-mal Stargate d20 rules, to take into account supplyproblems. Atlantis is the only outpost in the Pe-gasus Galaxy that Earth has. Opening the inter-galactic Stargate requires the power of a ZPM, whichare in very short supply. The SGC is working on acruiser (the X-304 series) that is capable of intergalac-tic �ight, but the prototype is currently incomplete.Currently, the only space vehicles Atlantis has arePuddlejumpers, which are strictly limited intragalac-tic vehicles.What all this means is that resupplying is di�cultat best, if not impossible. Due to the reluctance of theIOA to spend billions of dollars on completely out-�tting an expedition with little to no hope of returnto another galaxy, you are going to have to make dowith what you've got. Dr. Weir was able to squeezewhat she could out of the IOA Budgetary Committee,but it's not an in�nate amount.At campaign start, PCs will have been able tohave x Gear Picks plus the equvilant of one airlinecarryon worth of �personal items� not including uni-forms, tolietries, and rations, where x is determinedby the GM. The Gear Picks are for speci�c bundlesthe player thinks will be overall most useful (there aresome gear bundles that exist at the GM's discresionthat the players can use for speci�c missions; how-ever, depending on the campaign the GM is running,

not all gear bundles may be available). During thecampaign, restocking these bundles will be di�cultat best, and the things you take are the things youcarry with you.You're going to have to think on your feet here.5.2 Equipment5.2.1 Equipment NOT AVAILABLEDue to the setting in the Pegasus galaxy, cut o� fromEarth, there are some pieces of equipment that areunusable in this setting.
• cell phone
• line tap
• FAX
• DSL
• T1 Connection
• MMORPG
• Gasoline generators and gasolineAdditionally, the following weapons are not availableon Atlantis:
• glider cannon
• sta� weapon
• �Tac�23
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• TER
• zatsThe following general resources are also not available:
• FRED
• Detachment device
• Invisibility device
• Symbiote poison
• Goa'uld �tablet� readerFurthermore, bundles from other suppliment booksoutside the core Stargate SG-1 d20 book may alsohave limited availability. These are left up to theGM's discresion.5.2.2 New BundlesStandard SGA Team Bundle
• Unmarked weatherproof �sea bag� (to store bun-dle; can attach as backpack to tactical vest)
• 2 sets standard BDUs (black and Atlantis Stan-dard cobalt blue)
• BDU cap
• Load bearing harness
• Compass, magnetic
• Canteen
• Flashlight
• GDO
• 1 day's MREs
• Tactical deployment vest
• O�world-issue Long-Range Tactical Radio
• Army knife
• FN Five-seveN with standard holster with 20rounds of 5.7x28mm FMJSpecial Note: Atlantis personnel are not allowed totravel through the Stargate wearing any identifyingmarkings, including the Atlantis and �ag patches.

Trade BundleThis bundle contains various items for trade, at theGM's discresion.5.2.3 New EquipmentComputer, Tablet[description]New Computer Peripherals
• USB-to-Ancient-crystal : [description]
• USB-to-Wraith-plug : [description]New Computer Software
• Converter : [Ancient math/software in OCTALto something in decimal/hexidecimal]LeathermanMultitool used by survivalists, engineers, and soldierseverywhere. There are two options available:Wave : The Leatherman Wave contains 18 tools:clip-point knife, serrated knife, needlenose pliers,regular pliers, wire cutters, hard-wire cutters,wire stripper, extra-small �athead screwdriver,small �athead screwdriver, medium �atheadscrewdriver, large �athead screwdriver, Phillipsscrewdriver, scissors, diamond-coated �le, woodsaw, bottle opener, can opener, 8in/20cm ruler.(The Wave adapter kit is available, for no weightpenalty or extra RP cost, but you CAN lose it.It contains 6 standard 1

4
� hex bits in a case.)Crunch : The Leatherman Crunch contains 13tools: serrated knife, locking vise grip pliers, wirecutters, hard-wire cutters, wire stripper, small�athead screwdriver, medium �athead screw-driver, large �athead screwdriver, Phillips screw-driver, wood/metal �le, bottle opener, ruler, hexbit driver in-handle.Any of the Leatherman's tools can be used as an im-provised weapon, but none of them equal even theweakest standard-issue melee weapon.



5.3. WEAPONS 25Table 5.1: New EquipmentEquipment Picks PR RangeIncrement Duration Qualities WeightComputer, TabletComputer PeripheralsUSB-to-Ancient-Crystal 1 - - 4ozUSB-to-Wraith-Plug 1 - - 4ozComputer SoftwareConverterLeathermanWave 1 - - - - 1

2
lb.Crunch 1 - - - - 1

2
lb.Life Signs DetectorNaquadah GeneratorRadio, City-Wide - +3(SR) Special 1 week BT 1 ozRadio, O�world long-range tactical - +3(SR) 1500m(max. 15km) 48 hours BT 1 oz[item]Life Signs Detector[description]Naquadah Generator[description]Radio, City-wideThese radios �t over the ear, with a small microphonethat reaches to the side of the mouth. The radiosoperate on a number of bands. One is reserved forcity-wide calls, which override private conversations.The other channels can be used to switch to privatechannels for individual conversations.The radios are all linked via repeaters locatedaround the city. These repeaters are tied into thecity's power system, and are located in such a way asto provide overlapping coverage in case one repeaterfails.These are standard issue, and are to be worn at alltimes (except while sleeping) while on Atlantis.

Radio, O�world Long-Range TacticalSimilar in form to the city-wide radios, the o�-worldversion works in much the same way, except instead ofmultiple channels, there is a single, encrypted chan-nel. In addition, they do not require nor use a re-peater to transmit the signal. This limits their rangebetween each other, but does not mean that they areonly operational within a certain distance to an openStargate.The range for the radios o�-world teams use has amaximum of 15km.These are standard issue for all o�-world teams,and have no additional Gear Pick cost.5.3 Weapons5.3.1 Availiable WeaponsThe Atlantis Expedition has to deal with a limitednumber of supplies in weapons as well. The types ofweapons available in this campaign setting are lim-ited. The following table indicates which weaposnfrom the Core book are available in Atlantis:



26 CHAPTER 5. EQUIPMENTAvailable Firearms and Tactical WeaponsPistolsBeretta Model 92/92FSFN Five-seveNH&K SOCOM.45 ACP (subsonic)Assult Ri�esColt CAR-15Colt M16A3Sniper Ri�esBarrett M82A1 'Light Fifty'ShotgunsBenelli M1 Super 9020 gauge shot20 gauge slugIthaca MAG-10 Roadblocker10 gauge shot10 gauge slugSubmachine GunsFN P901H&K MP5A3FlamethrowersM9A1Grenade LaunchersColt M203Machine GunsM60E4 LMGRocket LaunchersStinger IVConcerning Weapon Bundles: if the weaponbundle speci�es a weapon that is not on the list ofavailable weapons, replace it with one of the availableweapons of the appropriate type. (Example: the Ur-ban Assault Bundle speci�es a machine gun not avail-able in this setting; replace it with the M60E4 LMG)
1Always comes with standard sling-and-clip to attach to tacvest, at no extra cost



5.4. OTHER TECHNOLOGY 275.3.2 New WeaponsAncient Drone[description]Anti-Replicator Gun (ARG)[description]Prototype: [2-handed; 60-ft cone eminating fromgun; availability at GM discresion]Ri�e: [looks like a modi�ed Steyr TMP (submachinegun); one shot per trigger pull]Genii Pistol[description]Satedan Pistol[description][Two settings: stun and kill]Wraith Sta�[description; stun damage only]Wraith Stunner[description; stun damage only]5.4 Other Technology5.4.1 Tau'ri/Lantean5.4.1.1 DrugsATA Gene Therapy[description]Grants the ATA Gene Feat.Wraith Retrovirus[description]

5.4.2 AncientAncient Database[stu�]Mechanics: [other stu�]Control Chair[words]Mechanics: [more words]Resource Points: [more di�erent words]Hologram Room[things]Mechanics: [other things]Resource Points: [more things]Stasis ChamberAtlantis has a number of stasis chambers around thecity. When a person enters a stasis chamber, theyare placed in a state of suspended animation, whereintheir metabolism and aging sharply drops to practi-cally non-existent. Functionally, this allows them toage much more slowly than normal.Stasis chambers are often used when a person isgreviously injured or ill and no immediate treatmentor cure currently exists to save them. Alternatively,they can be used on space craft on long journeys atsub-light, where the trip would take longer than thenormal lifetime of the crew.Mechanics: If a character is placed inside a stasischamber, all of their current stats stay where theyare. They cannot su�er further ability drain if theyhave taken stat damage, poisons and diseases will nolonger do damage to them, and they cannot bleed out.However, the character cannot do anything while in-side the active stasis chamber and must be releasedby another character.Resource Points: 12, or at GM discretion.Zero Point Module (ZPM)[description]Mechanics: The ZPM acts as an in�nite power sup-ply for most objects, and a more limited one for large



28 CHAPTER 5. EQUIPMENTTable 5.2: New WeaponsName Picks Recoil Accuracy Damage Error Threat RangeIncrement Ammo Qualities Size WeightAncient DroneAnti-Replicator Gun (ARG)PrototypeRi�eGenii PistolSatedan PistolStunKillWraith Sta�Wraith Stunnerapplications (such as �ying the city). For small appli-cations, a character using the ZPM as a power sourcewill never have to worry about power running out (hemay have to worry about other people asking whatthe hell he's doing). For large applications, it actslike a more robust general power source.The ZPM is a plot device. It is included here forcompletion's sake, and to remind GMs of it's exis-tance.Resource Points: GMs discretion.5.4.3 WraithStasis Cocoons5.4.4 Other5.4.4.1 DrugsHo�an DrugThe drug was developed by Ho�an scientists to makehumans immune to Wraith feedings, via making thehuman poisonous to the Wraith. The drug was suc-cessful; however, it caused a severe illness in thosewho recieved it. The Ho�an plague, as it is known,has a very low survival rate.If injected with the Ho�an drug, a character mustmake a DC 20 Fortitude Save or take 1d4 Con damageevery day until the character succeeds in the save ordies.

If the character survives, he gains the Made ofPoison feat.



Chapter 6Non-Human Races/EnemiesHumans are not the only races living in the PegasusGalaxy. The Wraith are an obvious example to thecontrary.It is likely that Gate teams or the Atlantis Expe-dition as a whole may run into some or all of thesegroups. This chapter is dedicated to laying out thebasic characteristics of non-humans who inhabit thePegasus and beyond.In most cases, the entries listed here are either tem-plates to apply to any of the base or prestige classesor dynamic entries. Since the Stargate universe doesnot feature the breadth of foes and creatures the stan-dard d20 system does, this chapter attempts to makeit up in depth. Each entry listed here is designed tobe able to scale along side the party in a campaign,in order to always provide the possibility of a chal-lenging combat for players, even at high levels.The variable n is global across an entry. (Example:If a Wraith Queen has nd12/2n wp/vp and n = 5,her Fort save is +n

2
, so + 5

2
or +2) Round down unlessotherwise speci�ed.Additionally, the line marked Languages in an en-try denotes the mother tongue of the race. Additionallanguages can be bought at the usual price per lan-guage.6.1 The Wraith[description]

6.1.1 Wraith Queen[description]Medium WraithWound Points/Vitality Points : nd12/2n (n =min 4, max 21)Initative : +6Speed : 30ft (5 squares)Defense Bonus : (

18 + n

4

) (+2 Dex, +6 natural,+n

4
per level, round up), Touch 12, Flat-footed16Base Attack/Grapple : +(

3 + n

4

)/+3Attack : +(

n

4

)unarmed Slam attack (1d6), +(BAB)Wraith stunnerFull Attack : +(

n

4

)unarmed Slam attack (1d6),+(BAB) Wraith stunnerSpace/Reach : 5ft. / 5ft.Special Attacks : Life Drain, PsionicsSpecial Qualities : Damage Reduction 10/APSaves : Fort +n

2
, Ref +n

2
, Will +(

10 + n

2

)Abilities : Str 16, Dex 14, Con 14, Int 20, Wis 20,Cha 1829



30 CHAPTER 6. NON-HUMAN RACES/ENEMIESSkills : Concentration +(7 + n), Diplomacy+(6 + n), Hide +8, Intimidate +(5 + n),Knowledge (Wraith, Pegasus) +(6 + n), Listen
(6 + n), Move Silently (6 + n), Search (6 + n),Sense Motive (6 + n), Spot (6 + n), +n extraskill pointsFeats : Iron WillEnvironment : AnyOrganization : Solitary, troupe (1 plus 2-4 Nobles),posse (1 plus 2 Nobles or 2-4 drones), honorguard (1 plus 1-4 Nobles plus 2-6 drones)Challege Rating : variableAdvancement : 22 - 35 HD (Medium)Languages : WraithCombatLife Drain : A Wraith can suck the life force from a livingvictim by making a successful grapple check (if the victimis restrained or otherwise denied their Dex, the grapplecheck automatically succeeds). If it pins the victim, aWraith feeds on the victim's living energy, dealing 1d4points of Con damage each round the pin is maintained.For every point of Con drained, the Wraith gains 5 Vi-tality or Wound points.While feeding, a Wraith is vulnerable. Any successful hiton the feeding Wraith does 2x damage.Psionics : A Queen is able to use a number of psionic pow-ers per day, dependent on her Hit Dice. Between 4 -10 Hit Dice, a Queen gets n

2
powers/day from the 1stTier Queen list, in any combination (where n is the num-ber of Hit Dice). Between 11 - 16 Hit Dice, she gains

(n−10)
2

powers/day from the 2nd Tier Queen list, in anycombination (round up). At over 17 Hit Dice, she gains
(n−16)

2
powers/day from the 3rd Tier Queen list, in anycombination (round up).FeatsIron Will : +2 on all Will saving throwsBow Before Me : +2 on Intimidate and Diplomacy checks

6.1.2 Wraith Noble[description]Unlike Queens and Drones, the Noble is a templatethat can be applied to a standard class. All the basestats and abilities of the base class are used unlessnoted here.Medium WraithHit Dice : All Hit Dice are d12sSpeed : Same as human. (30 ft)Defense Bonus : Natural armor bonus to defense+6Attack : unarmed slam attack (1d6 damage),+(BAB+1) Wraith StunnerFull Attack : +(BAB+1) Wraith Stunner, un-armed slam attack (1d6 damage)Special Attacks : all special attacks of base class,Life Drain, PsionicsSpecial Qualities : Damage Reduction 10/APAbilities : Increase from base class: Str +6, Dex+4, Int +2, Wis +2, Cha +4, Con +2Skills : +8 to Blu�, Hide, Listen, Move Silently,Search, Sense Motive, and SpotFeats : Alertness, Combat Re�exes, Dodge, Im-proved Initative, Lightning Re�exes, WeaponFocus (Wraith Stunner)Environment : AnyOrganization : Solitary, pair, troupe (1-2 plus 2-5Drones)Challege Rating : Base class +2Advancement : By classLevel Adjustment : Base class +8Languages : Wraith



6.1. THE WRAITH 31CombatLife Drain : A Wraith can suck the life force from a livingvictim by making a successful grapple check (if the victimis restrained or otherwise denied their Dex, the grapplecheck automatically succeeds). If it pins the victim, aWraith feeds on the victim's living energy, dealing 1d4points of Con damage each round the pin is maintained.For every point of Con drained, the Wraith gains 5 Vi-tality or Wound points.While feeding, a Wraith is vulnerable. Any successful hiton the feeding Wraith does 2x damage.Psionics : A Wraith Noble also has access to a number ofpsionic powers per day, based on their amount of HitDice. Between 1 - 10 Hit Dice, a Noble has access to (n

2
−

1) powers/day (round up) from the 1st Tier Noble list,in any combination. Over 11 Hit Dice, he gains access to
(
(n−8)

2
− 1) powers/day (round up), in any combination.FeatsAlertness : +2 to Listen and Spot checksCombat Re�exes : take additional attacks of opportunityequal to Dex bonus; make attacks of opportunity while�at-footedDodge : during turn, designate an opponent and gain +1dodge bonus to Defense Bonus against attacks. Can se-lect a new opponent on any action. Conditions that denyDex to Defense negates this bonusImproved Initiative : +4 to initativeLightning Re�exes : +2 bonus on all Re�ex saving throwsWeapon Focus (Wraith Stunner) : +1 to attack rollswhen using a Wraith Stunner6.1.3 Wraith DroneFootsoldiers of the Wraith, Drones are bulkier thantheir more-specialized brothers. When a Drone isborn, he is �tted with a face-covering mask that hewill wear for the rest of his life. Combined with theirstature, these beings are the perfect faceless shock-troops for their Hive's army.Medium WraithWound Points/Vitality Points : nd12/(5+Con)(n =min 1, max 16; based on level)Initative : +6

Speed : 30 ftDefense Bonus : 15 (+2 Dex, +3 natural), touch12, �at-footed 13Base Attack/Grapple : +2/+5Attack : Slam +5 melee, +(BAB) Wraith Stunner,+(BAB) Wraith Sta�Full Attack : Slam +5 melee, 2x +(BAB) WraithStunner, +(BAB) Wraith Sta�Space/Reach : 5ft./5ft.Special Attacks : Life Drain, PsionicsSpecial Qualities : Damage reduction 5/AP,Saves : Fort +3, Ref +5, Will +3 (scale 1 per 4levels)Abilities : Str 16, Dex 14, Con 15, Int 13, Wis 13,Cha 14 (+1 to any per 4 levels)Skills : Climb +8, Hide +10, Intimidate +10, Jump+8, Listen +11, Move Silently +11, Search +8,Sense Motive +11 Spot +11, +n extra skillpointsFeats : Alertness, Improved Initative, Toughness,Double-ShotEnvironment : AnyOrganization : squads (2-5)Challege Rating : variableAdvancement : 17-30 HD (Medium)Languages :CombatLife Drain : A Wraith can suck the life force from a livingvictim by making a successful grapple check (if the victimis restrained or otherwise denied their Dex, the grapplecheck automatically succeeds). If it pins the victim, aWraith feeds on the victim's living energy, dealing 1d4points of Con damage each round the pin is maintained.For every point of Con drained, the Wraith gains 5 Vi-tality or Wound points.While feeding, a Wraith is vulnerable. Any successful hiton the feeding Wraith does 2x damage.



32 CHAPTER 6. NON-HUMAN RACES/ENEMIESPsionics : A Drone has access to a number of psionic powersper day, based on their Hit Dice. Between 1 - 7 Hit Dice,a Drone has access to n

2
powers/day from 1st Tier Dronepower list, in any combination (round up). Over 8 HitDice, he gains access to (n−7)

2
powers/day from 2ndTierDrone power list, in any combination (round up).FeatsAlertness : +2 on Listen and Spot checksDouble Shot : for Full Attack, can make 2 attacks with asmall weapon (pistol or similar) at no penalty.Improved Initiative : +4 to initativeToughness : +3 HP6.1.4 Psionic RulesThe Wraith are telepathic to a certain degree. Notonly that, but they have some types of psionic powers.Dependent on the type of Wraith and their numberof hit dice, Wraith have access to the following psionicpowers:Wraith Queen / Noble 1st Tier PowersRead Surface ThoughtsManifesting Time : 1 standard actionRange : 25 ft +5/levelTarget : 1 creatureDuration : Concentration, up to 1 min/levelSaving Throw : Will negates (DC 12+Int)If the target fails a Will save, you know their surfacethroughts. If you read the thoughts of a subject withan Int of 26 or higer (and at least 10 higher than yourown Int score), you are stunned for 1 round and thepower ends.Mass MessageManifesting Time : 1 standard actionRange : 400ft +40ft/levelTarget : All creatures within a 400 + 40 ft./levelradius centered on youSaving Throw : Will negates (harmless)

You can send a telepathic message of 25 words or lessto all creatures within range. You can include or ex-clude any creature you can see, and any creature thatyou know or know of to be within the range. Thisis strictly a one-way message, and you must share acommon language to communicate it successfully.Phantom PainManifesting Time : 1 standard actionRange : 100 ft + 10ft/levelTarget : 1 creatureDuration : InstantSaving Throw : Will half (DC 13+Int)You trigger the target's pain centers, forcing agonyupon them. The target takes 2d6 points of damage.Wraith Queen / Noble 2nd Tier PowersBrain FreezeManifesting Time : 1 standard actionRange : 100ft + 10ft /levelTarget : One humanoidDuration : Concentration + 1 roundsSaving Throw : Will negates (DC 14+Int)Stuns the subject for 1d4 rounds.Mindlink Rename PowerManifesting Time : 1 standard actionRange : 25ft + 5ft./2 levelsTarget : Self and one willing creature within rangeDuration : 10 min/levelYou create a telepathic bond with your target, overwhich you can communicate even if you do not sharea common language.Once the bond is formed, it works over any distance.



6.1. THE WRAITH 33Wraith Queen 3rd Tier PowersMind ProbeManifesting Time : 1 minuteRange : 25 ft + 5ft/2 levelsTarget : 1 creatureDuration : 1 round/levelSaving Throw : Will partialAll the target's knowledge and memories are access-able to you. You can learn the answer to one ques-tion per round, to the best of the subject's knowl-edge. Every time you ask a question, the subjectrolls a Will save (DC 15+Int). If successful, the sub-ject is not required to answer the question, but thepower does not end. You can ask a the same ques-tion or a new one in subsequent rounds as long asthe power persists.If the subject is asleep, the question is answered au-tomatically. If they succeed on a Will save, theywake and can resist as described above.ControlManifesting Time : 1 roundRange : 100 ft + 10 ft/levelTarget : 1 humanoidDuration : ConcentrationSaving Throw : Will negates (DC 15+Int)You can control the actions of the target. You candirect the target to take any action that is not obvi-ously self-destructive. Any action against its natureallows the target a new saving throw.You know what the target is experiencing, but itcannot communicate telepathically with you, nor canyou recieve direct sensory input.By concentrating fully (spend a standard action),you can recieve full sensory input as interpreted bythe mind of the target, but it still can't communicatedirectly with you.Once the link is established, the range over which itcan be used is unlimited. You do not have to see thetarget to control it.

Wraith Drone 1st Tier PowersDefensive PrecognitionManifesting Time : 1 standard actionRange : PersonalTarget : PersonalDuration : 1 min./levelBy increasing your awareness a fraction of a secondinto the future, you can better evade attacks.Gain a +1 insight bonus to Defense and all savingthrows.If you are denied your Dex bonus for any reason, thisbonus to Defense and saving throws does not apply.O�ensive PrecognitionManifesting Time : 1 standard actionRange : PersonalTarget : PersonalDuration : 1 min/levelBy extending your awareness a fraction of a second intothe future, you can better predict the movements of youropponents.Gain a +1 insight bonus to your attack rolls.Wraith Drone 2nd Tier PowersIron GripManifesting Time : 1 immediate actionRange : PersonalTarget : PersonalDuration : 1 round/levelBy manifesting this power with an instant thought,you can improve your attempts to subdue an enemy.Gain a +4 bonus on grapple checks.Manifesting this power is an immediate action, thatcan be performed even when it is not your turn.Crippling Strike



34 CHAPTER 6. NON-HUMAN RACES/ENEMIESManifesting Time : 1 standard actionRange : PersonalTarget : PersonalDuration : 1 round/levelYour unarmed strikes are especially brutal. Each suc-cessful hit you make deals an extra 1d6 points of nonlethaldamage to your target.6.2 The AncientsThe Ancients are �the builders of the roads�, the GateBuilders. They were a race of humans that lived mil-lenia before the Tau'ri discovered �re. The Ancientscame to the Pegasus Galaxy over �ve million yearsago from the Milky Way.The ultimate fate of the Ancients is a tragic tale:they either died in a plague that swept the MilkyWay millenia ago, died in a war against the Wraithor were forced to abandon their home, or chose toAscend and leave their corporeal selves behind.6.2.1 CorporealThe Ancients were a race of highly evolved humans,further along on the evolutionary scale than any othertype of human. Ascension is theoretically possible forany Ancient, as physiologically and physically theyare capable of it. Whether or not they are psycho-logically able to achieve it is up to the individual.An Ancient works as a near-human subtype. Thissubtype can be applied to any class, and uses thefeatures of that class for stats, except for the modi�-cations listed here.
• +2 Int, +2 Cha, -2 Wis
• +2 racial bonus on Will saves against Psionics
• Skills : Ancients recieve a +2 racial bonus onComputer checks
• Feat: Natural ATA Gene
• Feat: [feat], even if they do not meet the prereqs.

• Languages: Ancient
• Level Adjustment: +16.2.2 AscendedAscended beings are beings that exist on a higherplane of existence as pure energy. They are able to in-teract with corporeal beings by assuming a form morefamiliar to those they are interacting with. Ascendedbeings are not speci�cially limited to the Ancients,although at this point, the majority of them are. Intheory, any human is capable of walking the path toenlightenment that will allow them to Ascend. As itis, this also usually involves evolving, either naturallyor through arti�cial means.The majority of Ascended beings have organizedthemselves into various groups. One of the strictestrules among those known as The Others is a policyof non-interference with the lower planes.Ascended is an aquired template that can be ap-plied to any humanoid of any class.An Ascended uses all of the base class's statisticsand special abilities except as noted here.Incorporeal Being, MediumSpeed : 60 ft; Fly 150 ftAttack : same as base class, see notes on IncoporealFull Attack : same as base class, see notes on In-coporealSpecial Attacks : Energy Attack ( 1

2
characterlevel/day, round up)Special Qualities : Incoporeal, Invisibility (atwill), See in the DarkAbilities : Increase from base character as follows:Str +0, Con +0, Dex +4, Int +6, Wis +6, Cha+4.Skills : as base class, +10 extra skill pointsFeats : Iron Will, [Blind-Fight], [Dodge]Challege Rating : +10



6.3. REPLICATORS 35Languages : as base character, AncientAscended do not eat, sleep, or breathe.Incorporeal An Ascended has no physical body. It canonly be harmed by other incoporeal creatures or by speci�ctypes of energy. It is immune to all physical attacks, includingenergy weapons such as Wraith stunners. Even when hit withthe correct type of energy, it has a 50% chance to ignore dam-age from a corporeal source (unless speci�ed to harm energybeings).An Ascended cannot wear armor, but gains a de�ectionbonus equal to its Charisma bonus (always at least +1).Ascended can enter and/or pass through solid objects. Itcan sense the presence of creatures or objects within a squareadjacent to its current location, but enemies have total con-cealment (50% miss chance) from an incorporeal creature thatis within an object. When fully inside an object, the Ascendedhas total cover. An Ascended's attacks pass through any ar-mor.Ascended can move easily through any open area, be it air,water, or vacuum. They cannot fall or take falling damage.They cannot make trip or grapple attacks, nor can they betripped or grappled by corporeal creatures. They cannot takeany physical action that would move or manipulate a corpo-real opponent or its equipment, nor are they subject to theseactions.Ascended have no weight and do not set o� any traps thatare triggered by weight. They move silently and cannot beheard with Listen checks if it doesn't wish to be. Ascendedhave an innate sense of direction and can move at full speedeven when they cannot see.Invisibility As a free action, an Ascended can becomeinvisible. Corporeal beings cannot ascertain the presence ofan invisible Ascended.Other Ascended beings are able to detect the presence ofany other invisible Ascended within 60 ft. with a successfulSense Motive check.See in the Dark An Ascended can see in complete dark-ness (black and white only), to 120ft. This does not allowthem to see things they could not see otherwise (things throughwalls, undetected invisible things, etc.).CombatEnergy Attack : As a standard action, an Ascended can at-tack with pure energy. It is a 60 foot cone, eminatingfrom their hand. The energy simply �lls in the cone; noattack roll is necessary. Any being, corporeal or incorpo-real, can roll a Re�ex save for half damage (DC 10 + 1
2Ascended's level + Con).

FeatsBlind-Fight : Reroll miss chance percentile roll one time ev-ery time you miss because of concealment.An invisible attacker gains no advantages to hitting youin melee. (you do not lose Dex bonus to Defense)Dodge : Designate an opponent and recieve a +1 dodgebonus to Defense against attacks from that opponent.Conditions that negate Dex bonuses to Defense alsonegate this bonus.6.3 Replicators[description]6.3.1 Milky Way Replicators:Human-Form Variant[description; while not in the Pegasus, included herefor completeness sake (and allowance for GM creativ-ity)]Arti�cial Humanoid, MediumWound Points/Vitality Points :Initative :Speed :Defense Bonus :Base Attack/Grapple :Attack :Full Attack :Space/Reach :Special Attacks :Special Qualities :Saves :Abilities :Skills : +8 extra skill pointsFeats :



36 CHAPTER 6. NON-HUMAN RACES/ENEMIESEnvironment :Organization :Challege Rating :Advancement :Combatfeatfeat6.3.2 Asurians[description]Arti�cial Humanoid, MediumWound Points/Vitality Points :Initative :Speed :Defense Bonus :Base Attack/Grapple :Attack :Full Attack :Space/Reach :Special Attacks :Special Qualities :Saves :Abilities :Skills : +6 skill pointsFeats :Environment :Organization :Challege Rating :Advancement :Languages : Ancient

Combatfeatfeat6.4 OtherWhile Wraith, Ancients, and Replicators are thethree major groups in the Pegasus other than hu-mans, there are other entities who do not fall intoany of those categories.Iratus Bug[description]Small InsectoidWound Points/Vitality Points :Initative :Speed :Defense Bonus :Base Attack/Grapple :Attack :Full Attack :Space/Reach :Special Attacks :Special Qualities :Saves :Abilities :Skills :Feats :Environment :Organization :Challege Rating :Advancement :



6.4. OTHER 37Combatfeatfeat
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Chapter 7Vehicles[description]

39



40 CHAPTER 7. VEHICLES7.1 Tau'ri/LanteanPuddlejumper[description]Size [n]Occupancy 1/11Handling [n]Speed [n]MPH [n]Defense [n]Wound Points [n]Hardness [n]Options [n]Bonus RP [n]Improvements [n]

Weapons Turrets Accuracy Damage Error Threat Range Ammo Qualities

[stu�]



7.1. TAU'RI/LANTEAN 41F-302Size HugeOccupancy 1/1Handling [n]Speed [n]MPH [n]Defense [n]Wound Points [n]Hardness [n]Options [n]Bonus RP [n]Improvements [n]

Weapons Turrets Accuracy Damage Error Threat Range Ammo Qualities

[stu�]



42 CHAPTER 7. VEHICLESX-304/F-304 (Daedelus class)[description]Size [n]Occupancy 2Handling [n]Speed [n]MPH [n]Defense [n]Wound Points [n]Hardness [n]Options [n]Bonus RP [n]Improvements [n]

Weapons Turrets Accuracy Damage Error Threat Range Ammo Qualities

[stu�]



7.2. WRAITH 437.2 WraithHive Ship[description]Size [n]Occupancy [n]Handling [n]Speed [n]MPH [n]Defense [n]Wound Points [n]Hardness [n]Options [n]Bonus RP [n]Improvements [n]

Weapons Turrets Accuracy Damage Error Threat Range Ammo Qualities

[stu�]



44 CHAPTER 7. VEHICLESWraith Dart[description]Size [n]Occupancy 1Handling [n]Speed [n]MPH [n]Defense [n]Wound Points [n]Hardness [n]Options [n]Bonus RP [n]Improvements [n]

Weapons Turrets Accuracy Damage Error Threat Range Ammo Qualities

[stu�]



7.3. ANCIENT 457.3 AncientBattle-Cruiser[description]Size [n]Occupancy [n]Handling [n]Speed [n]MPH [n]Defense [n]Wound Points [n]Hardness [n]Options [n]Bonus RP [n]Improvements [n]

Weapons Turrets Accuracy Damage Error Threat Range Ammo Qualities

[stu�]



46 CHAPTER 7. VEHICLESDreadnought[description]Size [n]Occupancy [n]Handling [n]Speed [n]MPH [n]Defense [n]Wound Points [n]Hardness [n]Options [n]Bonus RP [n]Improvements [n]

Weapons Turrets Accuracy Damage Error Threat Range Ammo Qualities

[stu�]



Chapter 8NPC CharactersDr. Elizabeth Weir John Sheppard, USAF

47



48 CHAPTER 8. NPC CHARACTERSDr. Rodney McKay Teyla Emmagan



49Aiden Ford, USAF Ronon Dex



50 CHAPTER 8. NPC CHARACTERSDr. Carson Beckett Evan Lorne



51Dr. Jennifer Keller Dr. Radek Zelenka



52 CHAPTER 8. NPC CHARACTERSDr. Kate Heightmeyer



Chapter 9ErrataSome parts of the Stargate d20 Core Book are inneed of errataing. These are not o�cial erratta fromAEG. These are more errata that became the HouseRules for the initial run of �Spearhead�. The Atlantissetting makes use of them, and so they are includedhere.�Dumb Luck�This overrides the Critical Failure rule found in theCore book.The idea behind this rule is that sometimes youcan fail so badly that you get stupidly lucky.When a player rolls a natural 1, they can chooseto reroll. (Otherwise, it counts as a general failure.)
• If they roll a natural 20, they succeed in somefreakishly lucky way.
• If they roll a natural 1, it's a critical failure.Critical SuccessesThis overrides the Critical Success rule found inthe Core book.When a player rolls a natural 20, it is a threat.They roll again to convert. (As in standard d20[Dungeons and Dragons v3.5 ] rules.)Doing this does not cost an action die.

RanksThis overrides a lot of what is said in the Rankssection of the Core book (mostly because the book ison crack when it comes to military rank).It's now made to be more like promotional require-ments in the actual US Military. The GM will notifyyou when you are "on the list" for promotion. (If theactual Stargate: SG-1 or Stargate: Atlantis showsused the rules as-is in the book, Carter would havebeen a Flag O�cer [Pay Grade O-7 minimum] by theend of Season 2.)Players default to start at the lowest rank in thepay scale for either enlisted or commissioned, un-less their backstory says otherwise. If the backstoryincludes age and general length-of-service thus far,higher rank will be assigned. The highest availablerank for a starting character is Major for Commis-sioned and Senior Airman (for USAF, or pay-gradeE-4 for all other branches) for Enlisted. Choosing alower rank at chargen allows for some cookie, as dis-cussed with the GM. It is not possible to be abovepay-grade O-4 for o�cers in Atlantis at the beginningof this setting.(Yes, I've included the actual chart. It's for com-missioned o�cers, since enlisted has di�erent rulesfor all branches that are not universal across-the-board enough for an easy-to-read chart. No, this doesnot necessarily make you wait years for a promotion.This is just to prove that they are not handed outlike candy.)53



54 CHAPTER 9. ERRATAPromoteTo Time inService Minimum Timein GradeRequired by LawO-2 18Months 18 MonthsO-3 4 Years 2 YearsO-4 10 Years 3 YearsO-5 16 Years 3 YearsO-6 22 Years 3 YearsThis also kind of negates the usefulness of the Pro-motion feat.However, Gear Picks are still valid, as per therules of this setting, and increment with level/classprogression. They are just no longer tied to promo-tion.CombatThe default combat setting for Atlantis is the staticinitative combat model. That is, the standard d20combat system, not the �uid initiative model. If youwant to use the �uid model, go ahead.LanguagesThis replaces the description of the Language skill.You can get a list of languages you know, based onyour Int score (as in D&D rules). You can buy morelanguages for skill points (3pts per language if Lan-guages skill is cross-class; 2pt per language if you havethe Languages skill in-class). You are assumed tobe a �uent speaker in whatever languages you know.Since reading and writing are generally more di�cultthan simply speaking a language, a separate skill isused. There exists the skill Decipher Script (seeDecipher Script rules).SurvivalThis simpli�es the description of the Survival skill.There are three types of Survival: Wilderness,Urban, and Space.

Logic behind this: You are in a freaking militaryunit, in a secret military base, and are supposedly the"best and brightest". They have trained you how tosurvive in any kind of wilderness terrain, dammit.Cross-Class SkillsAs per the standard rules, when a character buys across-class skill, he gets 1

2
rank per skill point. Themaximum rank in a cross-class skill is one-half of 3 +character level.Once the character has put in 4 ranks in a cross-class skill, it becomes an in-class skill retroactively.Example: Tumble is a cross-class skill for the char-acter. She spends 6 skill points to get 3 ranks. Whenshe spends 2 more skill points for another rank, sheends up with 8 ranks in Tumble.Bundle AlterationsSome bundles have had small modi�cations tothem, in order to better �t the Atlantis setting.These changes are generally substitutions beyond theweapons note, and did not warrent entirely new en-tries.Defense Bundle

• Naquadah generator instead of portable genera-tor with four 5-gallon fuel cans
• 400 rounds of AP (any caliber), instead of FMJDisaster Relief Bundle
• Naquadah generator instead of portable genera-tor with four 5-gallon fuel cansSet Up Base Bundle
• Naquadah generator instead of portable genera-tor with eight 5-gallon fuel cans


