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What's a ‘Crash Course,” and Why Bother?

Characters train for a period of time to acquire
skills. Training may also be required for them to
master feats. Whether skill or feat, both of these
personal enhancements assume that at the end of
the process a PC is proficient in a set of
interlinked abilities in a particular specialty.
However, there is no rule system in place that
allows characters to become what we might call
a “one-trick pony”: someone skilled in just one
aspect of what is ordinarily a larger skill set.

We already know this phenomenon from
everyday life: the bachelor who burns water, but
knows how to marinate and grill the perfect
steak, or the would-be musician who can play
one mean guitar riff that a friend taught him once
— and nothing else. This “one trick” capacity is
most important to adventuring during certain
actions in the field. PCs can acquire a single
focused skill, or a few closely related ones, by
taking “crash course” training (CCT) in a
particular skill. This is significant when the PC
faces challenges like this one:

A Smart character can’t fight his way out
of a paper bag, but he will soon be the
target of an assault intended to
intimidate. A three-day crash course in
self defense from his Tough friend teaches
him how to put a grappling assailant on
the ground so he will have time to flee.
The Smart guy now stands a good self-
defense chance if one assailant comes

after him in a certain way, but he will be
essentially skill-less if that thug varies
tactics, is more skilled or much stronger
than expected, or if there are more than
one of them.

Other uses of crash course training for
adventurers might be to teach them: how to
disarm a specific model of bomb detonator; how
to whip a car into a 180-degree direction reversal
at speed; how to say a few phrases in a foreign
language without an accent, to pass as a native
speaker for a few minutes; how to run a
particular set of hacker programs, even if
computer-ignorant; how to field strip and clear a
jammed weapon.

CCT also applies to many “train the trainer”
scenarios: one person with ordinary feat or skill
ranks teaches others how to perform single tasks
or certain subsets of that skill. They in turn can
pass this single-task specialization on to others,
if they make successful instruction checks.

Although most examples in this manual are
taken from a modern campaign setting, the same
philosophy applies in fantasy realms as well.
Perhaps a bookish wizard must quickly learn the
use of rope to rappel down a cliff face, or a
fighter with no interest in mastering the Heal
skill gets a crash course in setting broken bones.
Whatever the milieu, intensive single-task
training can play a vital role in any campaign.
The CCT Manual shows how.




How CCT Works

To acquire a crash-course level of proficiency,
the character trains for an intense and relatively
brief period — never as long as proper, full-blown
skill training would take. A crash course does
not give the PC broad-scale expertise in base
skills, but does enable the character to handle a
narrowly focused subset of a skill in one activity
she has trained for.

The GM sets the exact time frame for this
learning depending on complexity of task and
degree of training needed. A PC can be taught to
grill the perfect steak in an hour; learning to run
a suite of hacker programs can take three or four
days; disarming a certain model detonator
anywhere from hours to days — first to learn the
basics, then to practice the skill.

During this time, the PC makes ability
checks to measure her training progress (see
Training Matrix, pgs 6-7). For each period of
successful training, she gains +1 Crash Course
Training (CCT) rank in the specialty she is
learning. This score is used in game play in the
same manner as skill ranks: as a bonus modifier
to DC rolls and skill checks. The CCT score is
modified with related ability-score modifiers in
the same way skills are. At GM’s discretion,
feat-based modifiers may be applied to the final
CCT as well, but only if that feat has not already
been factored into the basic rank as a transferable
skill set point.

Transferable Skill Sets

Transferable skill sets (TSS) make learning or
performing a new specialty easier. For instance,
Knowledge (Electronics) skill might help a PC
learn how to disarm a detonator; the Superior
Reflexes feat helps with a driving maneuver. Or
there may be no TSS that applies: a Tough
character who is combat-specialized may be
completely out of his depth learning to run
hacker software, and may succeed only by sheer
determination and his innate intelligence.

Each skill or feat the PC has that the GM
deems relevant counts as 1 TSS point, regardless
of the number of ranks held in the skill or
modifiers in the feat. Essentially, the skill or feat

category itself is counted as transferable and
tallied as one point for each. For instance, if
Dani has Knowledge (Electronics) +8 and is
learning to disarm a detonator, she gains +1 TSS
point from the Electronics skill.

One transferable skill set equals 1 CCT rank
for the character; these numbers stack. This
reflects a character’s innate ability to perform a
task based on skills already mastered. An
adventurer may begin CCT training with a rank
of 0, or something higher, depending on TSS
points awarded. This beginning CCT score is
used going into the crash course for the DC
checks for training success. It is further
improved with every successful training roll.

While some transferable skill sets are self-
evident, the GM is free to interpret how relevant
a PC’s skills and feats are to what the character
is trying to learn. If players can make a sound
argument why some skill they have should apply
to the task they are attempting to master, a TSS
point may be granted even if the skill or feat as a
whole is not directly applicable. As an
alternative, half-points (1/2 rank) may be granted
instead. Fractions round down when tallying
CCT rank totals.

Transferable Skill Set (TSS) Calculation Form

Skills & feats that apply S-Il;ﬁltsl&
towards CCT training (list Feats
names only, not ranks): listed:

< beginning
CCT Rank

The Training Process

The following checklist is a walk-through
illustrating the training process. It shows
how long characters train for in a crash
course, what modifiers apply, when
checks are made and what specialty skill
rank they come out of this process with.



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means
copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (¢) "Product Identity" means product and product line names, logos and identifying marks including trade
dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by
the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content Y ou Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware
of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, based on original material by E. Gary Gygax and Dave Arneson.

Modern System Reference Document Copyright 2002, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based on material
by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

Crash Course Training Manual Copyright 2004, Storybones; Author Deborah Teramis Christian.

OPEN GAME CONTENT

Designation of Product Identity: The following are considered product identity: Crash Course Training Manual, CCTM, Ridgerunner, Lizette Pareto, Leroy
Carlton, Regimon Talus, cover, graphic elements and completed sample worksheets and tables.

Designation of Open Gaming Content: All material in the Crash Course Training Manual is designated open game content except for the NPC Encounters section
and the completed worksheet samples and graphics designated as Product Identity.




