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Character Generation

Initial Character Points


200 Base Character points, +3 Character points per 2 years of age of the character over 20.

Note


In all following calculations, round numbers up to the next integer.

Purchase Characteristics


There are seven:


STR (Strength)


CON (Constitution)


DEX (Dexterity)


INT (Intelligence)


WILL (Willpower)


SIZ (Size)


PSI (Psionic Power).


The minimum starting characteristic rating is 3. The maximum starting characteristic rating is 18, save for POW. Note that racial modifiers may boost a characteristic over the starting limit, but cannot reduce it under the minimum.


On the Psi-Corps P-rating system, your P-rating is your POW divided by two. The maximum Psi-Power that an individual of a Psi-capable race can attain is 30.

Table 0-1. Characteristic Costs (By Age Range)

Characteristic
up to 30
31-40 
41-50 
51+

Strength
1
1½
2
2½

Constitution
1
1½
2
3

Dexterity
1
2
3
4

Intelligence
1½
2
2
3

Willpower
1½
2
2
3

Psi
1½
2
2
2

Size
1
1
1
1

Hit Points
1
2
3
4

Secondary Characteristics


There are a number of secondary characteristics that are derived from combinations of the primary stats.These are listed as follows:


Damage

Speed

Healing Rate

Penetration Hit Points


Shock Hit Points

Psi Level


Psi-Power
· Damage is the number of d6 to determine Shock Damage that you roll when you hit someone with a normal melee weapon in combat.

· Speed is how quickly you move and fight in combat situations.

· Healing Rate is the number of Hit Points you recover in a week of uninterrupted rest.

· Penetration Hit Points are the number of Penetration Damage Points you have derived from your base stats.

· Shock Hit Points are the number of Shock Damage Points you can take without having to make a Constitution Check to avoid loosing consciousness. Each 6 SDP suffered equate to one Penetration Hit Point loss.

· Psi Level is your starting Psi Skill level. If you receive training, or gain more experience your actual Psi Skill may increase.

· Psi-Power is the number of Psi-Power points that your character regenerates in a night (8 hours) of uninterrupted rest.

Table 0-2. Secondary Characteristics Table

Characteristic
Formula

Damage
(SIZ+STR) / 6

Speed
(STR+DEX) / 10

Healing Rate
(CON+WILL) / 10

Penetration Hit Points
SIZ + CON

Shock Hit Points
P.HP x 4

Psi Level
((WILL+INT)/10)

Psi Power
PSI


The final derived characteristic is the handedness of your character, which is generated by rolling 1d6 and 1d10. If the d6 roll is greater then you are Left handed, if the d10 is greater you are Right handed and if the rolls are equal you are Ambidextrous.


Regardless of the result of this roll, you may take the Ambidextrous advantage by spending character points if you so desire.

Advantages & Disadvantages


A single Advantage (or special capability) can be taken if one or more corresponding Disadvantages of equal total value (as per the ratings listed below) is taken.


A given character can only have one Advantage.


The Advantage of Psionics (which must be taken if you want access to any of the Psi Skills) has the required Disadvantage of Viewed with Extreme Suspicion and Distaste By Everyone Else.

Table 0-3. Advantages List

Advantage
Character Point Cost

Absolute Timing
5

Absolute Direction
5

Acute Hearing
2 per +1 in rating

Acute Taste and Smell
2 per +1 in rating

Acute Vision
2 per +1 in rating

Alertness
5 per +1 in rating

Ambidexterity
10

Animal Telepathy
5

Appearance - Attractive
5

Appearance - Beautiful
15

Appearance - Gorgeous
25

Blessed
10 (Minor), 20 (Major)

Charisma
5 per +1 in rating

Clerical Investment
10

Combat Reflexes
10

Common Sense
10

Contacts
5 (Minor), 10 (Medium), 15 (Major)

Danger Sense
15

Double Jointed
5

Eidetic Memory
30 (Minor), 70 (Major)

Empathy
15

High Pain Threshold
10

Immunity to Disease
10

Intuition
15

Language Talent
10

Law Enforcement Powers
10

Longevity
40

Luck 
15 (minor), 30 (major)

Psionics
15 * see above *

Mathematical Ability
10

Military Rank
5 per level

Musical Ability
1 per +1 rating

Night Vision
10

Patron
At least 10 points

Peripheral Vision
15

Rapid Healing
10

Reputation
5 per +1 rating (max +4)

Status
5 per +1 rating (max +6)

Toughness
10 (Armor 2) or 25 (armor 4)

Undying
175

Unusual Background
10

Voice
10

Table 0-4. Disadvantages List

Disadvantage
Cost

Addiction
Varies (at least -1)

Alcoholism
-15 or -20

Appearance: Unattractive
-5

Appearance: Ugly
-10

Appearance: Hideous
-20

Bad Sight
-10 or -25

Bad Temper
-10

Berserker
-15

Bully
-10

Cowardice
-10

Delusions
-1, -5 or -15

Dependents
Varies (-5 to -30)

Dwarfism
-15

Duty
-5, -10 or -15

Dyslexia
-5 or -15

Enemy
Varies (-5 to -30)

Epilepsy
-30

Fanatacism
-15

Fat
-10 or -20

Gigantism
-10

Gluttony
-5

Greed
-15

Hard of Hearing
-10

Honesty
-10

Illiteracy
-20

Impulsiveness
-10

Intolerance
-1, -5 or -10

Jealousy
-10

Kleptomania
-15

Laziness
-10

Lecherousness
-15

Megalomania
-10

Miserliness
-10

Odious Personal Habit
-5 to -25

One Hand
-15

Overconfidence
-10

Pacifism: Cannot Kill
-15

Pacifism: Self-defence only
-15

Pacifism: total non violence
-30

Paranoia
-10

Phobias
Varies

Pyromania
-5

Quirks
-1 per quirk (up to five of them)

Bad Reputation
-5 per -1 (up to -4 maximum)




Personality Traits


These pairs of traits describe the rough outlines and tendencies of your character’s personality. They are not iron rules, but indications of the tendencies of your character. In times of stress or ethical conflict, the GM may require you to make a Personality Trait roll, on 1d20 against a given trait. If you roll underneath your trait level, then that tendency should take precedence in your roleplay.


The strength of the tendency is equal to the number you rolled, with higher numbers indicating a greater tendency.


If you roll the Trait exactly, this is a critical trait event and you will adhere to the trait in the extreme.


The traits are intended to help guide you in proper play of your character, not to relieve you of responsibility for developing a coherent style of play.

Generating Personality Traits


Roll 3d6 for the leftside column and put the difference of (20 - roll) in the rightside column. These traits will be influenced later by your Race and Religion choices.


Spending a Character point can subtract or add 2 points to a trait. The trait pairs must always add up to 20 and the minimum for a trait is 1 and the maximum is 19.

Starting Money


Each Character Point spent on Equipment provides the character with 500 Earth-standard credits worth of equipment. Prices of common items are on the last page of the booklet.


Each Character Point spent on Cash provides the character with 150 Earth-standard credits per month. This money is delivered to a central bank account.

Purchasing Skills


Skills are grouped into three main types (Physical, Mental and Psionic).

· Physical skills use Dexterity as their base stat.

· Mental skills use Intelligence as their base stat.

· Psionic skills use Psi Level as their base stat.


To purchase a skill, you pay a base number of Character Points (based on the difficulty rating of the skill) which gets you a starting level (based on the base stat of the skill), and then additional points to improve the skill. Skills are divided into four difficulty classes (Easy, Average, Hard and Very Hard).


The following table shows the point cost to purchase skills for the first time, the beginning level for that skill and then the cost for each additional point in the skill. The minimum starting value of a skill must be at least 1, so if  your Initial Value with the skill is less than 1, you must pay Character points to bring it up to 1. The maximum starting value of a skill is 19. This maximum cannot be exceeded during Character generation!

Table 0-5. Skill Cost Table

Skill Difficulty Class
Initial Cost
Initial Level
Points to 15
Points Above 15

Easy (E)
1
(Stat) - 2
½
1

Average (A)
2
(Stat) - 4
1
2

Hard (H)
3
(Stat) - 8
2
4

Very Hard (VH)
5
(Stat) - 12
4
8

Skill Lists

Physical Skills (DEX)

Acrobatics (H)

Automatic Rifle (slugthrower) (A)

Blackjack (E)

Brawling (E) [Uses STR as base]

Breath Control (VH)

Carousing (A)

Climbing (A)

Combat Knife (E)

Energy Pistol (E)

Energy Rifle (A)

Escape (H)

Fastdraw Fighting Staff (A)

Fastdraw Pistol (A)

Fastdraw Sword (H)

Fighting Staff (H)

Garrote (E)

Judo (H)

Jumping (E)

Karate (H)

Pickpocket (H)

Running (R)

Sculpture (A)

Singing (A)

Skiing (H)

Sleight of Hand (H)

Slugthrower Pistol (A)

Speedload Pistol (A)

Speedload Rifle (A)

Squad-Support Weapon (energy) (A)

Squad-Support Weapon (slugth.) (A)

Swimming (E)

Throwing (H)

Throwing Dagger (E)

Trade Skills (A)

Mental Skills (INT)

Accounting (H)

Architecture (A)

Area Knowledge (E)

Artist (H)

Astro-Navigation (H)

Astronomy (A)

Bard (A)

Battle Equipment Repair (A)

Biologist (H)

Blacksmithing (A)

Caligraphy (A)

Cargo Handler (A)

Carpentry (E)

Chemistry (H)

Cooking (E)

Courtesy (A)

Dancing (A)

Demolitions (A)

Diplomacy (H)

Engineering (H)

Fast Talk (A)

Fishing (E)

First Aid (E)

Forgery (H)

Gambling (A)

Gardening (E)

Gunner: Missile Launcher (A)

Gunner: Mortar (A)

Gunner: Particle Beam (A)

Gunner: Pulse Cannon (A)

Heraldry: <by race> (A)

History (H)

Interrogation (A)

Jeweler (H)

Language: Centauri (A)

Language: Drazi (H)

Language: Human (E)

Language: Mimbari (H)

Language: Narn (A)

Law (H)

Leadership (A)

Leatherworking (E)

Linguistics (VH) makes all languages Easy up to Linguistics level
Literature (H)

Lockpicking (A)

Mathematics (H)

Merchant (A)

Military Engineering (H)

Musical Instrument (H)

Navigating (H)

Packing (H)

Poetry (A)

Poisons (H)

Politics (A)

Quantum Physics (VH)

Riding (A)

Scrounging (E)

Seamanship (E)

Shadowing (A)

Sign Language (E)

Stealth (A)

Strategy (H)

Streetwise (A)

Surgery (H)

Survival (A)

Tactics (H)

Theology (A)

Tracking (A)

Veterinary (A)

Writing (by Language) (A)

Xenoarchaeology (VH)

Xenobiology (VH)

Psionic Skills (WILL)

Telepathy (VH)

Object Reading (VH)

Precognition (VH – max level 5 )

Racial Modifiers

Humans
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Physical Stats
+1 POW, +1 DEX, -1 WILL, -1 SIZ

Personality Stats
+1 Energetic, +1 Deceitful, +1 Reckless, +1 Altruistic

Advantages
None

Disadvantages
None

Traits
Loyalty to Employer (2d6), Love of Family (1d20), Honor (1d10)

Mimbari
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Physical Stats
+1 STR, +1 POW

Personality Stats
+1 Chaste, +1 Forgiving, +1 Arbitrary, +1 Pious, +1 Suspicious

Advantages
None

Disadvantages
Xenophobia (Strength = 2d6)

Traits
Loyalty to Employer (3d6), Love of Family (3d6), Honor (2d6)

Narns

[image: image4.png]



Physical Stats
+1 STR, +2 CON, +1 SIZ, -1 DEX, -3 POW

Personality Stats
+1 Lustful, +1 Energetic, +1 Vengeful, +1 Cruel, +1 Wordly

Advantages
+15 Character points due to disads

Disadvantages
Racial Hatred – Centauri (Strength = 3d6), may not have Psi powers.

Traits
Loyalty to Employer (3d6), Love of Family (3d6), Honor (2d6)

Centauri
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Physical Stats
+1 INT, -1 WILL

Personality Stats
+1 Lazy, +1 Selfish, +1 Deceitful, +1 Proud, +1 Indulgent, +1 Valorous

Advantages
None

Disadvantages
None

Traits
Loyalty to Employer (2d10), Love of Family (3d6), Honor (1d10)

Pak’mara

(no picture)
Physical Stats
+2 INT, -1 CON, -1 STR

Personality Stats
+1 Just, +1 Modest, +1 Avaricious, +1 Suspicious

Advantages
None

Disadvantages
Requires Translator to speak to other races and vice-versa

Traits
Loyalty to Employer (1d10), Love of Family (2d10), Honor (1d10), Fondness for Cats (2d6)

Drazi

(no picture)
Physical Stats
+1 STR, -3 WILL, +2 CON

Personality Stats
+1 Vengeful, +1 Prudent, +1 Proud, +1 Energetic

Advantages
None

Disadvantages
Five-year Red/Green cycle of ritual warfare

Traits
Loyalty to Employer (2d6), Love of Family (1d20), Honor (1d10)

Equipment

The following is equipment available through the Zocalo on the Station, or in downbelow.

Weapons

Weapon
Damage
Speed
Cost
Ammo/Clip
Notes

W&G Model 10
4d6 S
-1
250
5
Human civilian PPG handgun

Auricon EF-7
4d6 S
+0
450
15
Earthforce issue PPG handgun

Kalat Avenger
3d6+3 S
+0
300
10
Narn military issue PPG handgun

Tromo handgun
4d6 S
-1
400
20
Centauri military issue PPG handgun

Sha'ann PP weapon
4d6+2 P
+0
12,000
N/A
Mimbari warrior cast issue hangun

Coleman .22 Pistol
2d6 P
+0
150
10
Human civilian kinetic pistol

Coleman Magnum (Skyhawk)
4d6 P
+0
250
14
Human civilian kinetic pistol

U-Tech Stinger II
6d6 S*
+0
100
10
Human civilian stun-gun - no Penetration damage

W&G Model 21
6d6 S
-1
400
10
Human civilian PPG rifle

Auricon EF-PR (bullpup)
6d6+4 S
+0
600
24
Earthforce PPG assault rifle

Wesson Sportsman
4d6 P
-1
300
10
Human civilian kinetic rifle

Skorpion shotgun
5d6 P
+0
600
12
Human civilian kinetic semi-auto shotgun

Earthforce nightstick
+4 S
+0
50
N/A
Earthforce riot control baton

Fighting Pike
+3 S
+1
5,000
N/A
Mimbari ritual fighting pike

Knife
+3 P
+0
90
N/A
Combat knife

Coutari
+4 P
+0
300
N/A
Centauri ceremonial sword

Katak
+4 P
+0
5,000
N/A
Narn ceremonial fighting knife








Armor

Armor
Coverage
Speed
Damage
Total
Cost
Notes

W&B Armored Jacket
2-7
-2
6
60
300
Civilian issue flak jacket

Coleman EF Riot Jacket
2-7
-1
8
80
450
Earthforce issue flak jacket

Coleman EF Riot Helmet
1
+0
9
90
240
Earthforce issue riot helmet

Talak combat armor
2-9
-1
10
100
300
Narn military issue "soft" battle gear

Royal Guards combat jacket
2-7
-2
9
90
500
Centauri military issue combat jacket

Mimbari military caste jacket
2-7
+0
10
150
2,000
Mimbari military issue combat jacket









Medical Gear

Item
Cost
Notes

MedFirst basic first aid kit
12
Basic medical supplies. Gives a +1 modifier to First Aid skill when used. Race specific.

MedFirst Trauma kit
180
EMT medical supplies, race specific. Gives +3 modifier to First Aid skill when used.

MedFirst Xeno trauma kit
250
EMT medical supplies for "all" races. Gives +2 modifier to First Aid skill when used.

InTech Poly-9 Forensics kit
85,000
Portable forensics lab, with integral substance database and DNA splitter

Breather mask
140
Face-mask based filter and short (1 hour) atmosphere supply.





Communications Equipment

Item
Cost
Notes

MTT Teleman Wrist Link
35
Basic, voice-only, civilian communicator

Corpsman XL-200 Gold
380
Upscale civilian communicator with video feed

Corpsman Handlink
40
Earthforce back-of-the-wrist communicator

HoraComm Rascal PDA
200
Personal data assistant, low grade model. Not an actual computer.

HoraComm OneNet PDA
650
Personal data assistant, high-end model, with a vidphone. Not an actual computer.

HoraComm GoNote 3000
1,800
Personal computer, portable, with a fuel-cell power supply, also a comm device and vidphone

Data Crystal
2
Primary data storage device

MegaLan ML 30 ImageCorder
500
Personal handy-cam unit, uses data crystals for video storage

Vox Populi ImageCorder XL
3,500
Professional hand-cam unit with multi-lense and in-unit enhancement system





Sundries

Item
Cost
Notes

Proxima Aerospace Vaccsuit
3,800
Hard vacc suit, 12 hour atmosphere supply, self-sealing membrane, maneuver jets, radio

Personal kit
25
Fanny-pack style carrier; spork, knife, pen, firestarter, toothbrush, toothpaste, etc.

Utility belt
50
Web belt and shoulder straps, good for carrying all sorts of things

Towel
10
Terrycloth or similar

Biphase rope
5 per 10m
Holds 1K pounds

Concentrated rations
50
Seven day packages; nutritious but not particularly enticing.

Filtration canteen
175
Bio-filter based water carrier, Holds one quart.

Vapor canteen
450
Holds one quart, extracts water from atmosphere. 4 hours per quart, depending on humidity.

Compass
5
Points to magnetic north, if there is one.

Inertial compass
250
Maintains location from base point programmed by user

Thermo suit
150
Insulated hood, jacket and leggings with internal heating system. Armor 1.

Envirobag
50
Insulated sleeping bag with -10 degree to +100 degree temperature moderation.

Desert "fremen" suit
700
Full body suit with fluid recycler, protects against 150 degree to 0 degree temperatures. Armor 1.

Personal pressure tent
500
Airtight one-man tent, atmosphere supply for eight hours.

Two man pressure tent
15,00
Airtight two man tent, atmosphere supply for eight hours.

Enviro-bubble
800
Emergency inflatable bubble with self-sealing flap. Thirty minutes of atmosphere.

Basic Tool kit
800
Specific to Skill. Avoids negative modifier for repair attempts due to lack of tools.

Mini-tool kit
400
Specific to skill. Small negative modifier for repair attempts due to lack of tools.

Laser torch
250
Hand-carried cutting and welding torch.

Flashlight
20
Light flashlight, 50-foot beam.

Heavy Flashlight
50
Heavy flashlight, 75 foot beam. Can double as a truncheon.
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