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						special operations command
					
				

			

			
				
					
						introduction
					
				

			

			
				
					
						defense, hostage rescue, counter-terrorism, unconventional 
					
				

				
					
						warfare and direct action.  
					
				

			

			
				
					
						On April 16, 1987 the United States Special Operations 
					
				

				
					
						Command (USSOCOM) was established to bring the 
					
				

				
					
						special operations forces of all the armed services under 
					
				

				
					
						one joint command structure. The need for this command 
					
				

				
					
						had been seen for some time but the single event most 
					
				

				
					
						responsible for the formation of USSOCOM was the 
					
				

				
					
						disastrous attempt to rescue hostages held in Iran during 
					
				

				
					
						the Carter Administration. The creation of USSOCOM, 
					
				

				
					
						whose commander in chief has great ﬂexibility and 
					
				

				
					
						spending discretion, was further aided by the creation of a 
					
				

				
					
						Assistant Secretary of Defense for Special Operations and 
					
				

				
					
						Low Intensity Conﬂict. 
					
				

				
					
						This joint command is based out of MacDill Air Force 
					
				

				
					
						Base in Florida and is commanded by a 4-star General 
					
				

				
					
						with the title Commander in Chief, United States Special 
					
				

				
					
						Operations Command (USCINCSOC). This joint command 
					
				

				
					
						has an annual budget of about 4.9 billion dollars and is 
					
				

				
					
						tasked with providing special operations support to various 
					
				

				
					
						government agencies, including regional Commanders in 
					
				

				
					
						Chief and diplomatic services and is capable of providing 
					
				

				
					
						a wide variety of mission-capable personnel from Civil 
					
				

				
					
						Affairs to PSYOP to Foreign Internal Defense and Direct 
					
				

				
					
						Action units. 
					
				

				
					
						In July 2002 Secretary of Defense Donald Rumsfeld 
					
				

				
					
						ordered Special Operations Commander, Air Force 
					
				

				
					
						General Charles Holland to come up with a plan to use 
					
				

				
					
						special operations forces to locate and eliminate terrorist 
					
				

				
					
						cells worldwide. This led General Holland to request an 
					
				

				
					
						additional 50 billion dollars to purchase more equipment, 
					
				

				
					
						employ more training personnel stateside and expand the 
					
				

				
					
						total size of the special operations forces from 47,000 to 
					
				

				
					
						56,000.  
					
				

			

			
				
					
						special operations 
					
				

				
					
						characters
					
				

			

			
				
					
						special operations training
					
				

			

			
				
					
						Special operations training is granted to the elite of the 
					
				

				
					
						elite. Many soldiers aspire to this level of excellence and 
					
				

				
					
						commanders share a love-hate relationship with these 
					
				

				
					
						units that both provide an essential function in combat and 
					
				

				
					
						siphon the best soldiers away from their units. 
					
				

			

			
				
					
						requirements
					
				

				
					
						To qualify for special operations training a character must 
					
				

				
					
						meet the following criteria.
					
				

				
					
						Base Attack Bonus:
						 +5
					
				

				
					
						Feats:
						 Personal Firearms
					
				

				
					
						Special:
						 A character must also have successfully 
					
				

				
					
						transferred to one of the special operations units listed 
					
				

				
					
						below. 
					
				

			

			
				
					
						class information
					
				

				
					
						The following information pertains to the special 
					
				

				
					
						operations prestige class. 
					
				

				
					
						Hit Die:
						 1d8
					
				

				
					
						Action Points:
						 7+ one-half character level, rounded 
					
				

				
					
						down, every time the character gains a new level in this 
					
				

				
					
						class.
					
				

				
					
						Class Skills: 
						Special operations training grants the 
					
				

				
					
						following class skills (and the ability for each skill) are: 
					
				

				
					
						Balance (Dex), Climb (Str), Concentration (Con), Craft 
					
				

				
					
						(structural) (Int), Demolitions (Int), Diplomacy (Cha), 
					
				

				
					
						Drive (Dex), Hide (Dex), Intimidate (Cha), Jump (Str), 
					
				

				
					
						Knowledge (current events, history, tactics) (Int), Listen 
					
				

				
					
						(Wis), Navigate (Int), Read/Write Language (all), Repair 
					
				

				
					
						(Int), Search (Int), Sense Motive (Wis), Speak Language 
					
				

				
					
						(all), Spot (Wis), Survival (Wis) and Swim (Str).
					
				

				
					
						Skill points at each level:
						 7+Int. modiﬁer
					
				

			

			
				
					
						what is a special operations unit?
					
				

				
					
						A special operations unit is a small, elite unit employed in 
					
				

				
					
						direct or indirect military action. These operations tend to 
					
				

				
					
						be politically sensitive which heightens the need for elite 
					
				

				
					
						soldiers capable of ensuring success and avoiding detection 
					
				

				
					
						in missions where the prestige of the United States is at 
					
				

				
					
						stake. Missions undertaken by special operations units 
					
				

				
					
						include (but are by no means limited to): foreign internal 
					
				

			

			
				
					
						table 1-1: special operations training
					
				

				
					
						Level
					
				

			

			
				
					
						Base Attack
					
				

				
					
						Bonus
					
				

			

			
				
					
						Fort
					
				

				
					
						Save
					
				

			

			
				
					
						Ref
					
				

				
					
						Save
					
				

			

			
				
					
						Will
					
				

				
					
						Save
					
				

			

			
				
					
						Defense 
					
				

				
					
						Bonus
					
				

			

			
				
					
						Reputation
					
				

				
					
						Bonus
					
				

			

			
				
					
						Special
					
				

			

			
				
					
						1st
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						Advanced Training; Mental Toughness
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						2nd
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						Silent Kill +1d6; Hostage Rescue
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						3rd
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						Advanced Training; Cat Nap
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+1
					
				

			

			
				
					
						4th
					
				

			

			
				
					
						+4
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						Silent Kill +2d6; Counter Terrorist
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						5th
					
				

			

			
				
					
						+5
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						Advanced Training; Grace Under Pressure
					
				

			

			
				
					
						+3
					
				

			

			
				
					
						+2
					
				

			

			
				
					
						2 
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						special operations 
					
				

				
					
						units
					
				

			

			
				
					
						class features
					
				

				
					
						All of the following are features of the special operations 
					
				

				
					
						training prestige class. 
					
				

				
					
						Advanced Training:
						 Each time the character gain this 
					
				

				
					
						class ability, the character may pick a talent from the 
					
				

				
					
						advanced training list (see Blood and Guts II: Military 
					
				

				
					
						Training Manual page X-X).
					
				

				
					
						Mental Toughness:
						 The character adds his special 
					
				

				
					
						operations levels to any saving throw to resist fatigue, 
					
				

				
					
						hunger, torture, brainwashing, fear, combat fatigue, and to 
					
				

				
					
						level checks to resist intimidation.
					
				

				
					
						Silent Kill:
						 The character gains the listed damage bonus 
					
				

				
					
						against surprised, ﬂat-footed or ﬂanked targets.  
					
				

				
					
						If the victim of this attack is surprised and fails a 
					
				

				
					
						Massive Damage Threshold saving throw, the character is 
					
				

				
					
						eliminated in complete silence, requiring a Listen check 
					
				

				
					
						(DC 30) for anyone nearby to notice something amiss.  
					
				

				
					
						At the GM’s discretion, in Gritty or True Grit campaigns 
					
				

				
					
						(see the new combat rules for deﬁnitions of these terms), 
					
				

				
					
						Ordinaries may not receive a MDT save against this attack.  
					
				

				
					
						See the d20 Modern Core Rulebook for the deﬁnition of an 
					
				

				
					
						Ordinary.
					
				

				
					
						Hostage Rescue:
						 Special operations training includes 
					
				

				
					
						training in techniques to rescue hostages from hostile 
					
				

				
					
						forces. Whenever an Ordinary would be subject to an 
					
				

				
					
						attack from Crossﬁre (see the new combat rules in the 
					
				

				
					
						Combat Procedures Manual for more information on this 
					
				

				
					
						optional rule) the character may spend an action point to 
					
				

				
					
						negate that attack.  
					
				

				
					
						If the campaign does not use the optional Crossﬁre rules 
					
				

				
					
						this ability may be replaced with the Harm’s Way ability 
					
				

				
					
						from the Bodyguard advanced class. 
					
				

				
					
						Cat Nap:
						 Special operations forces learn to sleep in 
					
				

				
					
						short naps while in the ﬁeld, never slipping into so deep a 
					
				

				
					
						slumber as to leave them vulnerable.  Characters with this 
					
				

				
					
						talent can survive for long periods of time on only four 
					
				

				
					
						hours of sleep per day with no ill effects.  This talent also 
					
				

				
					
						allows a character to adds twice his special operations class 
					
				

				
					
						levels to any Listen check made while asleep (characters 
					
				

				
					
						normally make Listen checks at –10 while sleeping, so a 
					
				

				
					
						character with 5 special operations training levels would 
					
				

				
					
						make Listen checks normally while sleeping).
					
				

				
					
						Counter Terrorist:
						 Special operations forces receive 
					
				

				
					
						extensive training in preventing and combating terrorism. 
					
				

				
					
						Characters with this ability add their Reputation modiﬁer 
					
				

				
					
						to all Gather Information, Intimidate and Knowledge 
					
				

				
					
						(tactics) skill checks involving terrorists. 
					
				

				
					
						Grace Under Pressure:
						 Special operations characters 
					
				

				
					
						are rare individuals who thrive under stress. When a 
					
				

				
					
						character spends an action point to aid a skill check he 
					
				

				
					
						adds all the dice he is entitled to roll to the skill check 
					
				

				
					
						(characters normally add only the highest die).
					
				

			

			
				
					
						Elite Units Feats:
						 One of the many changes between the 
					
				

				
					
						1
					
					
						st
					
					
						 and 2
					
					
						nd
					
					
						 editions of Blood and Guts are the elimination 
					
				

				
					
						of Elite Unit Feats. In Blood and Guts, just as a character 
					
				

				
					
						qualiﬁed for inclusion in a special ops unit by meeting 
					
				

				
					
						prerequisites and taking one or more levels in a class, 
					
				

				
					
						he qualiﬁed for serving in an elite unit (such as the 101
					
					
						st
					
					
						 
					
				

				
					
						Airborne) by meeting prerequisites and taking the elite 
					
				

				
					
						unit feat. This is one of many cases where Blood and Guts 
					
				

				
					
						suffered from “feat overload”, a failing we have worked 
					
				

				
					
						very hard to reduce in the 2
					
					
						nd
					
					
						 edition. Feat overload means 
					
				

				
					
						that in order to qualify for some of the high-end classes 
					
				

				
					
						(such as Delta Force or SEALs) that the character had 
					
				

				
					
						no feat choices until 10
					
					
						th
					
					
						 level and beyond, having been 
					
				

				
					
						slotted into a path by the fact that the character wished to 
					
				

				
					
						be in Delta Force. We consider this a bad idea. Certainly 
					
				

				
					
						qualifying for Delta Force should not be 
						easy
						 but we have 
					
				

				
					
						tried to at least reduce the number of prerequisites. 
					
				

				
					
						In Blood and Guts 2
					
					
						nd
					
					
						 edition, special operations units 
					
				

				
					
						are treated like inclusion in any other unit. There is 
					
				

				
					
						no concept of an elite unit. Each unit will have certain 
					
				

				
					
						training requirements to be considered a part of that unit. 
					
				

				
					
						A character must meet all the requirements for a unit to 
					
				

				
					
						request a transfer to that unit. Requesting a transfer is done 
					
				

				
					
						through a requisition check. The DC of this check is 15 for 
					
				

				
					
						a normal unit and 20 for a special operations unit. 
					
				

				
					
						Once a character has joined a unit he will begin to 
					
				

				
					
						receive certain beneﬁts in terms of training options, morale 
					
				

				
					
						bonuses to certain attacks and so forth. The beneﬁts a 
					
				

				
					
						character receives take a certain amount of time to take 
					
				

				
					
						effect and fade if the character leaves that unit for another 
					
				

				
					
						(or retires from the service). These effects represent the 
					
				

				
					
						constant training and drilling the character receives as a 
					
				

				
					
						member of that unit.
					
				

				
					
						Following each Unit feat is a typical NPC statistical 
					
				

				
					
						block for gamemasters to quickly plug in their campaigns.  
					
				

				
					
						The statistical blocks were created using RPGObjects’ 
					
				

				
					
						Modern Character Generator.
					
				

			

			
				
					
						afsoc
					
				

				
					
						air force special operations command
					
				

			

			
				
					
						Air Force Special Operations Command (AFSOC) was 
					
				

				
					
						created May 22, 1990 as a component of USSOCOM. 
					
				

				
					
						Like other special operations forces, those of the air 
					
				

				
					
						force conduct foreign internal defense, unconventional 
					
				

				
					
						warfare and direct action missions around the world. 
					
				

				
					
						Other missions undertaken by soldiers of the AFSOC 
					
				

				
					
						include special reconnaissance and counterproliferation 
					
				

				
					
						(the detection, containment and elimination of nuclear, 
					
				

				
					
						chemical and biological warfare materials). To perform 
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						these missions the AFSOC employs a number of high-tech 
					
				

				
					
						devices and specialized aircraft. 
					
				

				
					
						Currently AFSOC employs 12,500 active duty, reserve 
					
				

				
					
						and Air National Guard forces and more than 160 ﬁxed and 
					
				

				
					
						rotary wing aircraft worldwide. AFSOC is headquartered 
					
				

				
					
						out of Hurlburt Field in Florida. 
					
				

			

			
				
					
						being on the same level as the Navy SEALs and the Army 
					
				

				
					
						Rangers. The difﬁculty in completing this training is 
					
				

				
					
						highlighted by the fact that there are less than 400 Combat 
					
				

				
					
						Controllers in the entire Air Force. 
					
				

				
					
						Combat Controllers are members of the various Special 
					
				

				
					
						Tactics Squadrons (STS) in the AFSOC including the units 
					
				

				
					
						of 720
					
					
						th
					
					
						 Special Tactics Group (21
					
					
						st
					
					
						, 22
					
					
						nd
					
					
						, 23
					
					
						rd
					
					
						 and 24
					
					
						th
					
					
						 STS 
					
				

				
					
						along with the 10
					
					
						th
					
					
						 Combat Weather Squadron). There are 
					
				

				
					
						also STS units in the 352
					
					
						nd
					
					
						 Special Operations Group and 
					
				

				
					
						the 353
					
					
						rd
					
					
						 Special Operations Group (see below).
					
				

				
					
						Combat Controllers may be recognized by their scarlet 
					
				

				
					
						berets and are based around the world, at airﬁelds in 
					
				

				
					
						America, Britain, and Okinawa.
					
				

				
					
						The motto of the Combat Controllers is “First There”.
					
				

			

			
				
					
						air force combat controllers
					
				

				
					
						Combat Controllers enter enemy territory by any means 
					
				

				
					
						necessary (Land, Sea, Paradrop) and set up air trafﬁc 
					
				

				
					
						control facilities in enemy territory without being detected 
					
				

				
					
						by enemy forces.  Whenever possible they will make 
					
				

				
					
						contact with friendly indigenous forces, and if necessary 
					
				

				
					
						they will ﬁght their way out.
					
				

				
					
						In recent months, Combat Controllers provided 
					
				

				
					
						clandestine air trafﬁc control to American strike aircraft 
					
				

				
					
						from inside both Afghanistan and Iraq.
					
				

				
					
						Combat Controllers is one of the most difﬁcult career 
					
				

				
					
						paths in the military (and considered to be the most 
					
				

				
					
						difﬁcult in the Air Force) and they are recognized as 
					
				

			

			
				
					
						unit requirements
					
				

				
					
						To qualify for the Combat Controllers a character must 
					
				

				
					
						meet the following criteria.
					
				

				
					
						BAB:
						 7+
					
				

			

			
				
					
						Skills: 
						Navigate 5 ranks and 2 of 
					
				

				
					
						the following skills: Spot 8 ranks, 
					
				

				
					
						Tumble 8 ranks, Computer Use 8 
					
				

				
					
						ranks, Survival 8 ranks, Demolitions 8 
					
				

				
					
						ranks, Swim 8 ranks
					
				

				
					
						Feats:
						 Amphibious Assault Training, Jump 
					
				

				
					
						School, MOS Aviation
					
				

				
					
						Talents:
						 Death from Above 1-2
					
				

			

			
				
					
						unit features
					
				

				
					
						All of the following are features of the Combat Controllers. 
					
				

				
					
						These specialties and abilities take effect 30 days after 
					
				

				
					
						the character joins the unit and last until 30 days after he 
					
				

				
					
						leaves the unit. Any additions the characters bonus feat 
					
				

				
					
						list, as well as the ability to take levels in the Special 
					
				

				
					
						Operations Prestige Class are lost immediately upon 
					
				

				
					
						leaving the unit, unless the character transfers to another 
					
				

				
					
						special operations unit.
					
				

				
					
						Unit Specialties: 
						+4 competence bonus on Spot checks 
					
				

				
					
						for Air Trafﬁc Control and Radar Operation; +4 Tumble 
					
				

				
					
						competence bonus to Tumble checks for paradrops
					
				

				
					
						The character gain access to the Semper Fi class ability 
					
				

				
					
						when working with other Combat Controllers only 
					
				

				
					
						(normally Semper Fi affects any Teamwork feats the 
					
				

				
					
						character possesses).
					
				

				
					
						Unit Abilities: 
						  the characters attack roll bonus 
					
				

				
					
						from Death from above talent increased by +1 (to a 
					
				

				
					
						maximum of +6). 
					
				

				
					
						Being a member of this unit also provides 
					
				

				
					
						accelerated promotion through E-4 (the 
					
				

				
					
						character gain the beneﬁts of the Fast Track 
					
				

				
					
						feat until reaching the rank of E-4).
					
				

				
					
						Unit Bonus Feats: 
						Being a member of 
					
				

				
					
						this unit also adds the following feats to  the 
					
				

				
					
						characters bonus feat list from his MOS: Air 
					
				

				
					
						Assault Training, Amphibious Assault Training, 
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						Arctic Warfare College, Desert Warfare College, Electronic 
					
				

				
					
						Warfare, Jungle/Swamp Warfare, MOS NBC, Mountain 
					
				

				
					
						Warfare, Radar Operation, SERE, Urban Warfare College
					
				

			

			
				
					
						both physically and mentally grueling, which lasts a full 
					
				

				
					
						year.
					
				

				
					
						In peacetime, the Pararescue acts as an elite search and 
					
				

				
					
						rescue force during times of natural disaster, assisting 
					
				

				
					
						Coast Guard and allied foreign nations.  They also provide 
					
				

				
					
						emergency retrieval teams to NASA.
					
				

				
					
						Along with Combat Controllers, Pararescue are members 
					
				

				
					
						of the various Special Tactics Squadrons (STS) in the 
					
				

				
					
						AFSOC including the units of 720
					
					
						th
					
					
						 Special Tactics Group 
					
				

				
					
						(21
					
					
						st
					
					
						, 22
					
					
						nd
					
					
						, 23
					
					
						rd
					
					
						 and 24
					
					
						th
					
					
						 STS along with the 10
					
					
						th
					
					
						 Combat 
					
				

				
					
						Weather Squadron). There are also STS units in the 352
					
					
						nd
					
					
						 
					
				

				
					
						Special Operations Group and the 353
					
					
						rd
					
					
						 Special Operations 
					
				

				
					
						Group (see below).
					
				

				
					
						Pararescue forces wear maroon berets, and live their 
					
				

				
					
						motto: “These things we do, that others may live”.
					
				

				
					
						Air Force Pararescue units are stationed all over the 
					
				

				
					
						world to allow a quick response.  In addition to being 
					
				

				
					
						posted at several American airﬁelds, Pararescue units are 
					
				

				
					
						stationed in Britain, Okinawa, and Iceland as well.
					
				

			

			
				
					
						Combat Controller (Strong Hero 3/Fast Hero 2/Recon 
					
				

				
					
						Training 4)
						 CR 9; Medium-size humanoid; HD 3d8+6 
					
				

				
					
						plus 2d8+4 plus 4d8+8; HP 59; Mas 15; Init +2; Spd 25 
					
				

				
					
						ft; Defense 26, touch 20, ﬂatfooted 24 (+2 Dex, +8 class, 
					
				

				
					
						+6 equipment); BAB +7; Grap +8; Atk +8 melee (1d4+1, 
					
				

				
					
						Knife), or +10 ranged (2d8, M-4 Carbine); FS 5 ft by 5 ft; 
					
				

				
					
						Reach 5 ft; AL US Air Force; SV Fort +6, Ref +7, Will +2; 
					
				

				
					
						AP 4; Rep +0; Str 12, Dex 14, Con 15, Int 13, Wis 10, Cha 
					
				

				
					
						10.
					
				

				
					
						Occupation:
						 Military (Demolitions, Survival)
					
				

				
					
						Skills:
						 Climb +2, Computer Use +3, Craft (structural) 
					
				

				
					
						+4, Demolitions +7, Drive +6, Hide +5, Knowledge 
					
				

				
					
						(Tactics) +7, Navigate +6, Repair +4, Spot +9, Survival +8, 
					
				

				
					
						Tumble +5
					
				

				
					
						Feats:
						 Advanced Firearms Proﬁciency, Amphibious 
					
				

				
					
						Assault Training (Demolitions, Survival, Swim), Armor 
					
				

				
					
						Proﬁciency (light), Armor Proﬁciency (medium), Combat 
					
				

				
					
						Expertise, Jump School, MOS Aviation (Computer Use, 
					
				

				
					
						Spot, Survival), Personal Firearms Proﬁciency, Weapon 
					
				

				
					
						Focus
					
				

				
					
						Talents (Strong Hero):
						 Extreme Effort, Improved 
					
				

				
					
						Extreme Effort
					
				

				
					
						Talents (Fast Hero):
						 Evasion
					
				

				
					
						Talents (Recon Training):
						 Camouﬂage, Death from 
					
				

				
					
						above 1, Death from above 2
					
				

				
					
						Talents (Combat Controllers):
						 +4 competence bonus 
					
				

				
					
						to Spot for Air Trafﬁc and Radar Operation, +4 Tumble for 
					
				

				
					
						paradrops; Death from Above increased by +1
					
				

				
					
						Possessions:
						 Tactical Vest, Knife, M-4 Carbine, 2 
					
				

				
					
						Smoke Grenades, 2 Fragmentation Grenades, 2 Tear Gas 
					
				

				
					
						Grenades, M-9
					
				

			

			
				
					
						unit requirements
					
				

				
					
						To qualify for Pararescue a character must meet the 
					
				

				
					
						following criteria.
					
				

				
					
						BAB:
						 3+
					
				

				
					
						Skills:
						 Navigate 5 ranks, Tumble 5 ranks, Treat Injury 8 
					
				

				
					
						ranks, Survival 5 ranks and Craft (pharmaceutical) 5 ranks
					
				

				
					
						Feats: 
						MOS Medical, Jump School and Surgery
					
				

				
					
						Talents: 
						Combat Medicine 1-2
					
				

			

			
				
					
						unit features
					
				

				
					
						All of the following are features of Pararescue. 
					
				

				
					
						These specialties and abilities take effect 30 days after 
					
				

				
					
						the character joins the unit and last until 30 days after he 
					
				

				
					
						leaves the unit. Any additions to   the characters bonus 
					
				

				
					
						feat list, as well as the ability to take levels in the Special 
					
				

				
					
						Operations Prestige Class are lost immediately upon 
					
				

				
					
						leaving the unit, unless the character transfers to another 
					
				

				
					
						special operations unit.
					
				

				
					
						Unit Specialties: 
						+4 competence bonus to Tumble and 
					
				

				
					
						Treat Injury checks.
					
				

				
					
						Unit Abilities: 
						When restoring hit points or performing 
					
				

				
					
						surgery the character can spend an action point and add all 
					
				

				
					
						applicable dice to the amount healed.
					
				

				
					
						Unit Bonus Feats: 
						Being a member of this unit also 
					
				

				
					
						adds the following feats to the character’s bonus feat list 
					
				

				
					
						from his MOS: Air Assault Training, Amphibious Assault 
					
				

				
					
						Training, Arctic Warfare College, Desert Warfare College, 
					
				

				
					
						Jungle/Swamp Warfare, MOS NBC, Mountain Warfare, 
					
				

				
					
						Radar Operation, SERE, Urban Warfare College
					
				

			

			
				
					
						air force pararescue
					
				

				
					
						The job of the Air Force’s elite Pararescue Special 
					
				

				
					
						Operations Unit is to parachute into enemy territory and 
					
				

				
					
						recover downed pilots, providing any necessary medical 
					
				

				
					
						attention, and escorting them to safety. If injured personnel 
					
				

				
					
						are too injured to be moved, the Pararescue unit stays with 
					
				

				
					
						them until a rescue is achievable, making contact with any 
					
				

				
					
						friendly indigenous forces if possible.
					
				

				
					
						Pararescue was born in the Second World War when 
					
				

				
					
						the crew of a C-46, comprised of 21 men, ditched into 
					
				

				
					
						an uncharted jungle near the China-Burma border.  Lt. 
					
				

				
					
						Colonel Don Fleckinger and a volunteer unit of medical 
					
				

				
					
						corpsmen, parachuted in and with the help of friendly 
					
				

				
					
						natives, tended the wounded for more than a month before 
					
				

				
					
						escape was possible.
					
				

				
					
						In addition to more traditional Special Ops training, 
					
				

				
					
						including small unit tactics, HALO Paradrop training, 
					
				

				
					
						and advanced ﬁrearms training, Pararescue soldiers also 
					
				

				
					
						become fully trained trauma physicians, in a course that is 
					
				

			

			
				
					
						Air Force Pararescue (Dedicated Hero 3/Fast Hero 
					
				

				
					
						2/Recon Training 4)
						 CR 9; Medium-size humanoid; HD 
					
				

				
					
						3d6+3 plus 2d8+2 plus 4d8+4; HP 47; Mas 12; Init +0; 
					
				

				
					
						Spd 25 ft; Defense 23, touch 18, ﬂatfooted 23 (+8 class, 
					
				

				
					
						+5 equipment); BAB +6; Grap +5; Atk +5 melee (1d4-1, 
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