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elcome to Chaosium’s Basic Roleplaying

system, a book that collects in one

place rules and options for one of the
most influential role playing game systems in the
world.

If you're already familiar with roleplaying
games and know how to play them, and if you’ve
played some of the Chaosium Inc. games founded
upon the Basic Roleplaying system, you can skip
this section and move right to the next. These
pages cover the basics of roleplaying games, intro-
ductory notes about the Basic Roleplaying system
in general, and won’t really contain anything sur-
prising or new. The only section in this intro you
should pay attention to is the box titled “Op-
tional Rules” on page 10.

The book you hold in your hands comprises a
roleplaying game system, a framework of rules
aimed at allowing players to enact a sort of improv-
isational radio theater—only without micro-
phones—and with dice determining whether the
characters succeed or fail at what they attempt to
do. In roleplaying games, one player takes on the
role of the gamemaster (GM), while the other play-
er(s) assume the roles of player characters (PCs) in
the game. The gamemaster also acts out the roles of
characters who aren’t being guided by players: these
are called non-player characters (NPCs).

This introduction is aimed at you, the player,
though it is also secondarily addressed to the

gamemaster.

Roleplaying is a form of social gaming, akin to
acting out a novel. You, as a player, act out a pri-
mary role in a game: you and your fellow players
are the protagonists, the heroes around whom the
stories revolve. Your character might be a swag-
gering gunfighter, depressed private eye, brightly-
clad super hero, or a humble spacefarer trying to
make ends meet. The gamemaster, on the other
hand, devises and presents the situations you and
other players adventure through, describing the
world where you roam and how that world is
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affected by your actions. While you as a player act out
only one role, the gamemaster presents the entire game
setting—he or she acts as all of its people, places, mon-
sters, and even gods.

The gamemaster will have an adventure he or she
wants to present to you—an interactive scenario in which
you will be challenged to interact with imaginary other
characters that the gamemaster personifies. Play is mostly
conversation. The gamemaster outlines some situation or
encounter. Next, you and the other players say what your
characters propose to do. Through this conversation, you
and the gamemaster enact the roles of the characters and
describe the world and events in it. You use the rules to
provide impartial guidelines for success and failure at
actions attempted. Your character will face challenges and
use skills that he or she has defined through the rules, to
oppose these imaginary other characters (these could be
monsters or other people), and to explore the setting the
gamemaster has created for you.

As a player, you usually create your character, defining
him or her with rules that help measure him or her in
quantifiable terms. These terms include things like
strength, intelligence, speed, education, skills, and other
abstract elements that make up a person—though your
character’s ‘personality’ is evoked by how you play or
describe your character. For example, though there is no
numerical value for “irritable” , you may speak in such a man-
ner and give that sort of personality to your character. Your

“Magic World”
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character’s abilities are a cross between a resume and a
report card: they define what he or she can do, and how
good he or she is at it. The rest is your roleplaying that
brings your character to life.

Using the game rules, the gamemaster tells you how
your character’s actions will work in the game world. You
and the gamemaster roll dice to determine whether your
character or a non-player character succeeds or fails at an
action and in some cases, how well or how badly. Dice
rolls—with their unpredictable results—keep everyone
honest and can deliver surprises, triumphs, unexpected
reversals of fortunes, dismal defeats, and hair’s-breadth
escapes. The combination of rules and odds is what keeps
everything from being entirely random.

There is a major difference between what you, the
player, know and what your character knows in the game
world. At the gaming table, you will be privy to behind
the scenes information that your character does not have,
and you must be careful not to take advantage of what you
know about the game versus what your character would
reasonably expect to know. Dice rolls are what will tell
you if your character will know something, even if you (as
a player) already know the answer.

For example, in a horror film, the audience sees a teenager
walking toward a door. The camera switches to the other side of
the door, and we see a deranged killer waiting silently, knife out
and ready. The camera cuts back to the teenager’s hand on the
doorknob, and then back to the killer’s eyes. The assumption is
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that the teenager does not know about the killer. The door
opens, and the killer leaps out and attacks the teenager.

If this scene were in a roleplaying game, the gamemaster
would ask the player of that teenager to make a Listen roll. If
the roll fails, the gamemaster may begin rolling dice secretly to
see if the killer hears the teenager. Since the player knows that
the roll failed, something is up. Since there is no way that the
character would know about the killer on the other side of the
door, the player of the teenage character should open the door
and act surprised at whatever happens.

In some ways, you as a player are also the audience,
watching your character get into the way of danger, and
potentially acting on incorrect information. The drama
comes in seeing how your character perseveres through
the experience, not how it can be avoided.

Part of the pleasure in roleplaying is the interaction
and cooperation between players: a novel gives solitary
pleasure, but roleplaying gives the satisfaction of the-
ater. Cooperation among players is important in suc-
cessfully completing the task or quest the scenario set
forth, and in making the game enjoyable for all. You are
not only the actors, but the audience as well. Success in
roleplaying comes not from players bent on eliminating
each other, as in chess or backgammon, but in memo-
rably adopting the personae of characters quite different
from themselves, and in reacting as those characters
would to otherworldly scenes and creatures.

The rules in this book provide guidelines first for
you to create a character in the gamemaster’s world and

Call of Cthulhu, 6th ed.

for the gamemaster to represent the world he or she
wants you to explore, with rules to cover most situations
and conditions. Many optional rules are provided al-
lowing the gamemaster the ability to add complexity to
the system as desired.

Responsibilities of the Players

You have the duty to roleplay your character within the
limits of his or her personality and abilities. When role-
playing, try to act as if you know as little or as much as
the character would in life; the skill rolls the gamemas-
ter requests will aid you in this. If you develop your
character well enough that everyone knows what he or
she will do in a specific situation, count yourself among
the best role players.

You don’t need to know much about the game rules,
especially if you're just getting started. Read the two-page
spread “Creating a Character” on pages 22-23, since
you'll want to create a character to play. Examine the
“Terms Used in Basic Roleplaying” section later in this
chapter. If you have time, skim Chapter Two: Char-
acters and Chapter Five: System and Chapter Six:
Combat to get some familiarity with the game rules. If
the setting you’ll be playing in has powers of any sort,
read Chapter Four: Powers for more information on
those. As you can, become familiar with the rules.

The first eight chapters of this book are directed at
you, as a player. Chapter Nine: Gamemastering
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through Chapter Twelve: Appendices are specifically
directed at the gamemaster, though he or she should
obviously be familiar with most of the game rules and
contents of the player chapters.

Responsibilities of the Gamemaster

Oftentimes, the gamemaster has the most fun in the
game, but this is balanced by the largest share of responsi-
bility. Using a published scenario or one he or she has cre-
ated or one improvised on the spot, the gamemaster nar-
rates the game universe and acts as the player characters’
opposition. That opposition must be smart and mean (or
you and the other players will be bored) and it must be
presented fairly (or you will be outraged). Whereas each
player must share the spotlight with all of the other play-
ers, the gamemaster is always “on-stage” and constantly
interacts with all of the players.

To be a gamemaster, you should read all of the rules
sections, and then become familiar with the rest of the
book. The gamemaster chapter has some useful entries
and a stock of non-player characters. Know the general
procedures for combat and powers, but don’t feel you need
to memorize everything—most questions can be answered
as they arise.

As for scenarios, there are a vast range of scenarios
for many different settings and games. Chaosium Inc.
has published many adventures for Call of Cthulhu and
other game lines, most of which utilize the Basic

Roleplaying (BRP) system. Other games are plentiful—
and converting a scenario from one of them to Basic
Roleplaying is fairly easy. Ideas for scenarios are also easy
to come by—almost any film or book with some aspect
of danger and excitement can be turned into a role-
playing scenario. Photocopy some character sheets,
then invite some friends over and have them create
characters. Summarize the rules for them, and you're
ready to play.

The Purpose of Play

The purpose of roleplaying is to have a good time. It’s fun
to deal with dangers that are not truly dangerous, threats
that vanish when everyone rises from the table, and
monsters who evaporate when the lights go on. If you
play well, you and your friends enter an exciting new
world for a while, find strength in coping with it, and per-
haps know victory. Emerging, you return to a world that
is a darker or a brighter place because of what you expe-
rienced, and you see yourself as more active in it.

Length of Play

How long does roleplaying take? It depends. There are
three ways to measure time spent roleplaying. First is the
session. This is the actual amount of time you and your
friends meet to play the game. Usual durations for game
sessions range from three to five hours, though some are
shorter and sometimes they go for longer.

Stormbringer, 5th ed.



The second measure of game time is the scenario. This
is a chapter of the story. There is usually a beginning, mid-
dle, and an ending to a scenario, consisting of some role-
playing, some action, and a dramatic resolution. A sce-
nario may take one session to complete, or may take sev-
eral sessions.

The longest measure of game time is the campaign, a
series of scenarios linked together to form an epic or
engrossing longer story. The term campaign comes from
the early origins of roleplaying games as offshoots of mili-
tary wargaming—a campaign represented a military cam-
paign. For an easy way to wrap your head around it, liken
it to reading a novel. The session is the amount of time
you read a chapter. The scenario is one or more chapters.
The campaign is the whole novel itself. “One-shot” games
are scenarios that do not have a place in a campaign—
they’re like short stories. They may take longer than one
sitting to read, but they do not continue beyond the end
of the story.

Aan [ntroduction fo
the Basic Roleplaying System

The Basic Roleplaying system was first created in 1978
for RuneQuest, a roleplaying game set in Greg Stafford’s
fantasy world of Glorantha. The basic mechanics,
designed by Steve Perrin, Steve Henderson, and Ray
Turney, were viewed as an easier and more intuitive set
of game mechanics than those few other roleplaying

Nephilim

Runequest, 2nd ed.

game systems existing at that time. A second edition of
RuneQuest was published in 1980. The next incarna-
tion of the Basic Roleplaying rules came from the game
Stormbringer, an adaptation of Michael Moorcock’s Elric
dark fantasy series. The Stormbringer rules were a bit
looser than the Basic Roleplaying system, but introduced
many exciting variants. Sandy Petersen then rewrote
the system once more when he adapted H.P. Lovecraft’s
world of cosmic horror in Call of Cthulhu, the first hor-
ror roleplaying game, and perhaps the most popular ver-
sion of the Basic Roleplaying system.

Worlds of Wonder, a boxed game set, illustrated the
strength of the Basic Roleplaying system with three
games set in distinctly different genres—super hero,
fantasy, and science fiction—using the same basic rules
system. The power system rules given in this book are a
direct descendent of the rules systems presented in
Worlds of Wonder (and in some cases, paraphrase them
explicitly) and special thanks are offered the authors of
that work; Steve Perrin, Steve Henderson, and Gordon
Monson.

Other variations of Basic Roleplaying followed Worlds
of Wonder, with roleplaying games based on Larry Niven'’s
Ringworld science-fiction novels, the comic-book series
Elfquest, another Moorcock world with Hawkmoon, Ar-
thurian adventure in Pendragon (which used a highly
modified version of Basic Roleplaying), more super heroics
with Superworld (expanded from Worlds of Wonder), a new



edition of the French occult roleplaying game Nephilim,
and others. Furthermore, Basic Roleplaying has influenced
many other game systems directly or indirectly, particu-
larly in Europe, where many games are openly based on its
system. Some examples are Fantasy Games Unlimited’s
Other Suns and Aventyrsspel’s Drakar och Demoner (De-
mons and Dragons). Proving its longetivity, Basic Role-
playing is still one of the more popular systems in gaming,
and many of its innovations are considered to be stan-
dards in roleplaying games today.

From its origin, Basic Roleplaying was designed to be
intuitive and easy to play. While character attributes fol-
low a 3D6 curve, most of the other Basic Roleplaying
mechanics are even simpler. Virtually all rolls determin-
ing success or failure of a task are determined via the roll
of percentile dice. This means that there’s less fiddling
with dice of different types, and the concept of a per-
centile chance of success is extremely easy for beginners
and experienced players to grasp. There aren’t many easi-
er ways to say a character has a 70% chance of succeeding
at an activity.

The core virtues of the system are as evident today as
they were when it was first introduced. Primary charac-
teristics of Basic Roleplaying that have emerged from
decades of play, across many different varieties of the sys-
tem are as follows:

+¢ The system is remarkably friendly to newcomers. It is easy
to describe the basics of the game system, and the per-
centile mechanics, to non-gamers.

0

¢ Players of other game systems often find Basic Roleplaying
to be much less mechanistic and less of a barrier to the
actual act of roleplaying. Less time spent on game systems
usually equals more time available for roleplaying and
thinking “in character.”

"o

+ Most of the information players need to know is present
on their character sheets.

+¢ Characters tend to evolve based on practicing the skills
they use the most. They do not arbitrarily gain experience
in skills and qualities based on ephemeral elements such
as levels or experience ranks.

% Combat can be very quick and deadly, and often the
deciding blow in a conflict is the one to land first.

% Basic Roleplaying is remarkably modular: levels of com-
plexity can be added or removed as needed, and the core
system works equally well with considerable detail as it
does with a minimal amount of rules.

3
*

"o’

The internal consistency of Basic Roleplaying allows for
rules judgments to be made rapidly and with little search-
ing through the rulebook for special cases.

This book represents a first for Basic Roleplaying—a sys-
tem complete in one book, without a defined setting.
Previously, Basic Roleplaying has been an integral part of
standalone games, usually with rich and deep world set-
tings. Due to differences in these settings, Basic
Roleplaying has had many different incarnations. Variant

Ortional Rules & Basic Roleplaving

The Basic Roleplaying system (BRP) has seen many
applications over the years since it was first designed.
It has been the core rules set for many different games
spanning a number of genres. Originally designed as a
fantasy roleplaying game system, Basic Roleplaying has
been used for modern-day and historically-based hor-
ror, science fiction, super heroics, historic adventure,
baroque post-apocalyptic science fantasy, modern
and historical occult thrillers, and other settings. As
such, various rules systems were introduced into Basic
Roleplaying to cover requirements that other games did
not have, such as expanded combat systems for fan-
tasy games, rules for insanity and research for horror
games, rules for the use of vehicles and spaceships,
rules governing grand passions and personality traits,
different magic systems more appropriate to each
genre, and countless other expansions. Furthermore,
over the course of its lifetime, various core systems
have been changed or treated differently in various
Basic Roleplaying games, and sometimes in different
editions of the same game.

As a result, the perception of what this book actual-
ly ‘is’ can differ greatly from one player to another, and
to address this, Chaosium’s Basic Roleplaying system
treats these variant systems as optional rules. These are
presented in boxes like this one, with notes about why
these rules are optional, suggestions as to when they’re
appropriate, and some suggestions or guidelines about
what they do to the system and how they interact with
other optional rules.

The goal of Chaosium’s Basic Roleplaying system is
to present as accessible a version of Basic Roleplaying as
possible, without sacrificing the interesting and valu-
able additions to the system that have appeared over
the years. As noted above, the perception of the game
varies considerably, and your gamemaster may have a
favorite element of one flavor of Basic Roleplaying that
he or she would like to use with another. Thus, the
appearance of optional rules systems means that the
gamemaster can pick and choose which optional rules
systems he or she would like to use in the course of
games sessions or campaigns (and these might vary
depending on the genre and the style of play).
Additionally, some other, newer systems are intro-
duced in Chaosium’s Basic Roleplaying system, also
presented as optional rules.

Each optional rules section has a small white box in
the upper right corner, which serves as a check-box for
you and the gamemaster to know whether or not the
optional rules are being used in the game they are play-
ing. Additionally, a check-list is presented in Chapter
Nine: Gamemastering and in the appendices, listing all
of the optional rules in a format allowing the gamemas-
ter and players can decide what optional rules (if any)
will apply to the game session or campaign.



and sometimes contradictory rules have emerged
between versions, to better support one particular set-
ting over another.

Chaosium’s Basic Roleplaying system reconciles these
different flavors of the system and brings many variant
rules together between the covers of one book, something
that has never been done before. Some of these rules are
provided as optional extensions, some as alternate sys-
tems, and others have been integrated into the core sys-
tem. By design, this work is not a reinvention of Basic
Roleplaying or a significant evolution of the system, but
instead a collected and complete version of it, without
setting, provided as a guide to players and gamemasters
everywhere and compatible with most Basic Roleplaying
games. It also allows the gamemaster the ability to create
his or her own game world (or worlds), to adapt others
from fiction, films, or even translate settings from other
roleplaying games into Basic Roleplaying.

Terms Used in Basic Roleplaying

The following terms are used throughout this rulebook.
Though many of these terms are commonly used in
roleplaying games, they are provided here as an aid to
new and experienced gamers alike. Each of these is
touched-on briefly here, but is explained at length in
relevant sections.

Allegiance: An optional system measuring your charac-
ter’s devotion to a spiritual being, principle, or deity by
performing favored actions.

Base Chance: The default chance your character has
at succeeding with a skill he or she has no training or
experience in. For example, on the character sheet, Hide
(20%) means that even if your character has not invested
any skill points in the Hide skill, he or she has a 20% natu-
ral ability in it.

Base Range: The normal distance within which a mis-
sile weapon can hit a target.

Character: The role you assume in a game session,
described in game mechanics by values such as character-
istics and skill totals. Generally, characters have names
and backgrounds determined by the player, with assis-
tance and/or approval from the gamemaster (see also:
Player Character and Non-player Character).

Characteristic: Your character’s physical, mental, and
spiritual attributes (Strength, Constitution, Size, Intel-
ligence, Power, Dexterity, and Appearance), rated
numerically on a scale (usually 3-18), with a human
average being 10-11. For example, if the initial maximum
characteristic is 18, a STR 17 means your character is very
strong, while a DEX 7 means he or she is a bit clumsy.

Characteristic Roll: A roll involving one of your char-
acter’s characteristics against a multiple (Intelligence x 3,

for example), expressed as a percentage, and rolled with
percentile dice. Usually a characteristic roll is x 5, but
other multiples may be used. For example, if your charac-
ter’s Intelligence characteristic is 14, he or she has a 42%
chance at succeeding with a characteristic check with a mul-

tiple of x 3.

Combat Round: A 12-second (or equivalent) amount of
time imposed during combat or dramatic activities, where
the order that actions occur is important. This is game
time, not actual time—the events of a few seconds of
action may take several minutes to actually play out
between the players and gamemaster.

Critical Success: This is the result of a skill check roll
that is 1/20 (or 5%) of the regular chance of success.
Generally, a critical success is rewarded with greater re-
sults, though in some cases a critical success is required for
success at all. For example, if the regular chance for success is
75%, any roll of 4 or under is a critical success (1/20 of 75%
is 3.75, rounded up to 4).

D100: A percentile die roll, attained by rolling two 10-
sided dice (2D10), with one representing the tens, and
the other the ones. Some dice come already marked as
‘tens’ (00, 10, 20, etc.) and are always used as the first
number in a D100 roll. A roll of 01 is the best possible
result, while 100 (which usually reads as 00) is the worst.
For example, a roll of 6 and 2 equals a result of 62.

Damage: A value representing injury, subtracted from a
character’s hit points. Weapons, unfortunate events, and
other hazards inflict damage on characters.

Damage Bonus: A modifier to rolled damage due to
above-average Strength and Size characteristics.

DEX Rank: Based on the Dexterity characteristic, this
organizes when your character can usually act during a
combat round. Characters with higher DEX will general-
ly act before characters with lower DEX.

Difficulty Modifier: The amount a skill’s chance is
adjusted by, based on the circumstances surrounding its
use. These range from Automatic (no roll required),
Easy (skill is doubled), Awverage (no modification to
skill), and Difficult (skill is halved) to Impossible (no

roll, or a 01% chance at the gamemaster’s discretion).

Experience Rolls: If, during the course of play, you are
successful with a roll for one or more of your character’s
skill or characteristic resistance rolls, you should mark
your character sheet in the provided check box (some-
times this action is called an “experience check”).
Later, between adventures or during down-time, you
can determine if your character’s ability has improved
in that skill or if the characteristic has increased
through successful use.



Failure: A roll of percentile dice above the required
chance for success. For example, a roll of 89 when the
required chance was 56% indicates a failure.

Fatal Wound: A wound that costs your character more
hit points than he or she currently possesses. Without
intervention (medical or otherwise) death comes at the
end of the following combat round.

Fatigue Points: An optional system, using your charac-
ter’s Constitution characteristic to determine how long he
or she can endure strenuous physical activity before tiring.

Full Turn: A period of time consisting of 25 combat
rounds, equaling 5 minutes of game world time.

Fumble: A roll of 99 and/or 00 when rolling percentile
dice to determine success. Generally, when a fumble is
indicated something bad happens above and beyond a
simple failure.

Gamemaster (GM): The director, or guide for the game,
who helps you create characters, comes up with the
adventure, and represents the world outside your charac-
ter, rolling dice for the non-player characters and the
opposing forces.

Game Time: The time said to elapse as a scenario or
campaign unfolds. This is not usually the same as the real
time you and the gamemaster experience.

Hit Location: An optional system for specifying where a
successful attack lands on your character’s body, or where
his or her attacks hit a foe.

Hit Points: A measure of the relative health of your char-
acter, represented in a value derived from his or her
Constitution and Size characteristics. Attackers inflict
damage in hit points, subtracted from the target’s total hit
points. Usually when your character reaches 0O hit points,

he or she is dead.

“In character” or “Out of character”: The
distinction in the chat between players and
the gamemaster around the gaming table,
representing the difference between real-
world discussion and game discussion. Both
means of communication achieve the same
goal, but represent different styles or aspects
of play, and can be used interchangeably in
the course of play. Some groups or players
lean towards one or another—it’s an element
of preference. “In character” discussion is fla-
vorful and immersive, while “out of char-
acter” discussion is essential to describe
rules mechanics and to speed along play
through unnecessary detail. For example,

in character, you might say ‘Sir Wilfric

asks the innkeeper “Could you perhaps allow

us the night’s stay for a promise of future

payment!” while out of character, you might say “I try to
Persuade the innkeeper to let us stay a night without pay.”

Major Wound: An injury causing enough damage to
exceed half the character’s normal hit point total in a sin-
gle blow. Usually accompanied by a debilitating effect.

Minor Wound: Any single injury that is less than a
major wound in severity (less than 1/2 normal hit points).

Modifiers: These are temporary additions or subtractions
to your character’s rating in a skill, usually stemming from
circumstances, environment, or equipment. For example,
trying to pick a lock with a bent paper clip is an example of sub-
standard tools, for a—20% modifier. Using a standard lockpick
does not modify the skill. Using a deluxe set of calibrated pre-
cision lockpicks and lockpicking equipment adds +20% to your
character’s skill rating.

Move (MOV): The rate of movement your character
can make during a single combat round. This measure-
ment is a flexible one, but usually translates to one meter
of unhurried movement per point of MOV.

Non-Player Character (NPC): A character or creature
in the game world that is played or otherwise represented
by the gamemaster, instead of being played by you or
another player.

Opposed Roll: When your character wants to attempt an
action another character (or non-player character) wants
to oppose with an “opposite” skill that cancels or thwarts
the initial action. In this case, both skill checks are made,
and the results compared.

Percentile Dice: Two D10s rolled together, with one des-
ignated as the tens figure, and the other as ones. Some
dice are numbered in units of ten, ie 10, 20, 30, etc. See

also D100, above.

Player Character (PC): This is your character, usually

created and almost-always controlled by you, comprised of

characteristics and skills and an identity the player

assumes through roleplaying. Your character is your avatar

or proxy in the game world, and enables you to
interact with the setting.

Power: A generic term for magic spells, muta-
tions, psychic abilities, sorcery, or super abili-
ties your character may possess.

Power Points: The amount of willpower or
energy your character has, represented as a
total usually based on his or her Power char-
acteristic. These are expended to use special
powers or abilities, and can be drained by
other abilities. When your character reach-
es 0 power points, he or she falls uncon-
scious.



Profession: Your character’s occupation represented as a
list of skills he or she has been trained to use (or has had
the opportunity to learn).

Resistance Roll: When your character wants to attempt
an action being resisted by an inanimate object or force,
the character’s relevant characteristic (for example,
Strength) is opposed to another appropriate characteristic
(for example, the stuck door’s Strength). The two numbers
are cross-referenced on the resistance table (see below) to
determine a chance of success, and one or both characters
roll dice to see who succeeds. Equal characteristics mean
a 50% chance of success. Resistance rolls can also be used
when pitting one character against another character,
such as an arm-wrestling match (Strength vs. Strength).

Resistance Table: The table showing the ratio of char-
acteristic versus characteristic. To use the resistance table,
find the opposing force on the vertical column, the resist-
ing force on the horizontal column, then cross-reference
them to find the likelihood of success, expressed as a per-
centile chance.

Sanity: Sanity is an optional system used in games where

your character’s mental health is important. It provides a

relative gauge of his or her capacity to withstand horrific

sights, events, and revelations. As your character’s Sanity

gets lower, his or her grasp on reality diminishes. If your

character loses too much Sanity at once, he or she can go
temporarily or permanently insane.

Skill: An ability, training, field of knowl-

edge, talent, specialty, or some thing

your character knows something

about (or is talented in), quantified as

a skill level. Skills are used with skill

rolls, where percentile dice are rolled against
the skill’s rating.

Skill Rating: The degree of competence your
character has with a skill, expressed as a
number from 00% (no skill whatsoever) to
100% or higher (world-class expert).

Skill Roll: A percentile roll using D100 to
determine whether an attempt at performing a

skill was successful. The result of a skill roll is a critical
success, special success, success, failure, or a fumble.
Additional means of determining the quality of success
are presented in optional rules.

Special Success: A roll of 1/5 of the required score for
success indicates that your character performed excep-
tionally well and achieves a greater result than a tradi-
tional success. This is especially important in combat. For
example, if your character has a 70% in a skill, and rolls 14 or
lower, he or she has achieved a special success.

Success: The result of a percentage dice roll where your
character performed the task adequately, and achieved an

average quality of success. If the roll is very low, it may be
a special or critical success, described above). For example,
if your character has a 70% in a skill, and rolls 70 or lower, he
or she has succeeded.

A Note about Gender and Race

Though the wording of these rules seem to assume players
will be playing characters who are human and either male
or female, this shouldn’t limit the possibilities of the
game. This was done solely for clarity—the gamemaster is
encouraged to stretch the limits of the imagination with
the options he or she presents to the characters, from
elves to aliens and artificial intelligences, to species with
multiple genders, changeable genders, or no gender iden-
tification at all.

For chapters relating to character creation (Chapter
Two through Chapter Four), we've tried to use “you”
whenever possible, addressing the text directly at the
player, though it applies equally to the gamemaster as
well. Similarly, we've tried to use ‘his or her’ wherever
possible. In the later chapters directed at the gamemaster,
this means of address switches to ‘the character’ and ‘the
player’ and their equivalents. No offense or bias is intend-
ed with any manner of usage.

Materials Reauired to Play
As a player using Chaosium’s Basic Roleplaying system,
you need little other than this book, a pencil, maybe
some scratch paper, and a set of gaming dice. Dice are
available at most gaming and hobby stores, and come in
a variety of colors, shapes, sizes, quality, and prices; you
will need at least one set but more are useful. See below
for more information on dice and dice-rolling methods.
Some gaming groups use miniatures as a representa-
tion of the characters, so if this is true of your
group, you might want to bring a miniature that
resembles your character somewhat. Gener-
ally, though, you merely need to bring your
creative energy to the game. Snacks are appre-

ciated, too.

As a gamemaster, you will need a little bit

more than a player, but not much. You should

have a copy of this rulebook, and more blank paper for

your notes. It is a good idea to make copies of the char-

acter sheet provided on pages 17-18, or found online at
www.chaosium.com.

Additionally, you should have an adventure pre-
pared; either of your own cre-
ation or a ready-made adven-
ture from Chaosium Inc. The
Cdll of Cthulhu game uses a
slightly different version of
Basic Roleplaying, but is readily
adaptable to the system pre-
sented in this book. Many



other adventures are planned in support of this game’s
release. Alternately, you can readily adapt an adventure
from another game company for other game systems. You
can prepare other materials depending on how much you
like to prepare handouts or reference sheets. You will
learn more about all of this in Chapter Nine:
Gamemastering.

Dice
Basic Roleplaying uses four-sided, six-sided, eight-sided,
ten-sided, twelve-sided, and 20-sided dice (abbreviated
as D4, D6, D8, D10, D12, and D20). Dice are generally
rolled and the results read as shown, and if multiple dice
are rolled, they are added together. Thus, 3D6 means
roll three six-sided dice, and add the results. For exam-
ple, a 3D6 roll resulting in 1, 4, and 6 would be a total of
11. Dice can also be added together in different denom-
inations, such as 2D6+1D4, meaning roll two six-sided
dice and a four-sided die, and add their totals together.
Dice results are sometimes modified by adding or
subtracting numbers to the initial roll, such as 1D6-1,
meaning roll one six-sided die and subtract 1 from the
total, meaning that the roll has a range of O through 5.
Other times dice totals can be multiplied, such as 1D10
x 10, meaning that the roll has a range of 10 to 100.

Sometimes dice rolls do not seem to correspond to
exact dice numbers, such as D3, which is the result of a
D6 roll divided by two and rounded up. A roll of D2 or D5
utilizes a D4 and a D10, respectively, and are rolled and
divided in similar fashion. These sorts of rolls are rare.

Percentile dice are two D10s, rolled together, with
one die designated as the tens figure, and the other as
ones. For example, a roll of two D10s might vyield a 7 and a
3, 0r 73%. A roll of 01% is considered ideal, while 100%
(rolls of 0 and 0) is usually a failure and the least-desired
roll. It is common to use dice of different colors for the
tens and ones digits, though percentile dice are now eas-
ily available with the tens being denoted by 00, 10, 20,
30, etc. for greater ease of interpretation.

Here are the most commonly-used dice:

D2: This yields a result of 1 or 2. It can be achieved by rolling

a D4 (or any other even-sided die) and dividing it in half, with

a coin toss (heads = 1, tails = 2), or taking any die and rolling
it (odd result = 1, even result = 2).

D3: The result of a D6 rolled and divided in half, rounded up.

D4: A four-sided die, yielding a result of 1 through 4. It is
often used with damage bonuses.

D6: The second most commonly used die type, this yields a
result of 1 through 6. You are probably already familiar with dice
like these.

D8: An eight-sided die, yielding a result of 1 through 8.

D10: A ten-sided die, yielding a result of 1 through 10, with the
0 face representing 10. It is most commonly used in conjunction
with another D10 as part of a percentile dice roll (see below).

Some D10s come as tens, with the faces numbered 10, 20, 30,
etc. making it easy to read a D100 roll (see below).

D12: A [2-sided die, yielding a result of 1 through 12. This dice
type is not used very often.

D20: A 20-sided die, yielding a result of 1 through 20. This dice
type is rarely used outside of the optional hit location system.

D100: Two ten-sided dice, rolled together with one die repre-
senting the tens value and another representing the ones value.
This is the most common roll of the dice in BRP. Though usually
used as a percentile roll, these dice are sometimes rolled for a
basic result. For example, the gamemaster might determine
that each member of a group of bandits has D100 copper
pieces in his or her possession. If the bandits are defeated,
the gamemaster rolls the dice for each one. As noted above,
D10s made to be tens digits can simplify the rolling and reading
of D100.

The less traditional die types (D2 and D3) can be cre-
ated by buying special, unmarked dice at your local
hobby store and marking an equal number of sides as
appropriate.

Miniatures

Roleplaying games were initially inspired by miniatures-
based wargames. Because of this, roleplaying games have
long been linked with the use of miniatures to represent
tactical simulations on a map or an abstracted type of
game board. The Basic Roleplaying system has always been
more narrative in tone, and even though many early
Basic Roleplaying games referred to and were presented in
conjunction with miniatures, the game system is not
intrinsically tied to the use of miniatures. Currently, role-
playing games are less focused on the necessity for minia-
tures in combat resolution, and Chaosium’s Basic Role-
playing system follows suit. Though they are not required
for use here, the optional rules section “Miniatures and
Maps” on page 202 covers the use of miniatures in brief.



ut simply, your character is your “voice” in the game world. The character is the focus of all roleplaying
games—an abstraction of physical and mental abilities, skills, and other descriptors that define who you por-
tray in the game world. You interact with the gamemaster in that world through your player character.

Notes about the Gamemaster: The GM describes the
setting, the environment and the adventure sit-
uations to the players. The gamemaster has at
his or her disposal a roster of other characters,
called non-player characters, or NPCs. Both
player- and non-player characters use the same
rules for creation, though gener-

ally non-player characters are

less detailed than player-charac-

ters, as NPCs rarely face the

same variety of situations play-

er-characters do.

Chapter Eleven: Creatures
describes the ways the gamemas-
ter can create appropriate non-
player characters, and provides a
roster of ready-to-use non-player
characters (as well as monsters
and other creatures) for a variety
of settings and eras. This section
deals with player characters, and
is essential reading for you and
the gamemaster alike.

Creating a
Character

To play in a roleplaying game,
you first need a character. Fol-
lowing is a quick creation system

for developing your character.

This system creates reasonably
competent characters. Sugges-

tions are provided in each step for

more powerful characters. It is sug-
gested that you write in pencil, and lightly



enough that you can erase. When creating a character,
values often can change. Sometimes it is good to keep a
sheet of scratch paper around to write temporary values
on until transferring them to the character sheet.

When you get ready to create your characters, your
gamemaster should have already decided what sort of
game he or she’d like to run, whether it be a science fic-
tion, fantasy, modern horror, historical intrigue, espi-
onage, pulp action, techno-thriller, or any number of
other genres. The gamemaster should be prepared to
guide you and the other players through the character
creation process, knowing what professions are allowed
and appropriate to the game or campaign, and what
level of competency the characters should exhibit.
These issues are most important to Step Seven, and may
influence Step Three.

Step One (name & characteristics)

Write your character’s name at the top of the page. This
should be appropriate to the setting and game being
played. If no idea suggests itself yet, wait until you are
further through the process and name your character
then. You should, at least, write your own name on the
character sheet as your gamemaster may need to keep
track of which character belongs to whom if he or she
keeps hold of them between game sessions.

¢ Choose your character’s gender and write it in the correct
space. There are no differences between the way male and
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The coarse numbers resulting from character generation should be
presented in more creative terms when you describe your character.
Your fellow adventurers would not see APP 16 when looking at one of
the maidens above, but instead would see “an uncommon beauty”.
Rather than Persuade 63%, you might say that she is “a charming
conversationalist”, and her Energy Blaster 88% might suggest that “she
carries herself confidently”.

female characters are created, and neither gender has an
advantage system-wise.

¢ Roll 3D6 for the characteristics Strength (STR),
Constitution (CON), Power (POW), Dexterity (DEX),
and Appearance (APP). Enter the results in the appropri-
ate places on your character sheet.

“ Roll 2D6+6 for the Intelligence (INT) and Size (SIZ)

characteristics.

+¢ These numbers provide the bare bones of your character,
determining what characteristics the character is strong
or weak in. If you wish, redistribute up to 3 points
between your characteristics. No characteristic can begin
at more than 21 points. If you aren’t satisfied with the
characteristics you have, and the gamemaster approves,
you can erase all of them and start over.

If the campaign is using powers of some sort (magic,
psychic, or super), the gamemaster may allow you to
increase your starting characteristics. Chapter Four:
Powers contains extensive rules for improving charac-
teristics in this fashion, particularly the Diminish/En-
hance Characteristic power on page 152.

Choosing Characteristic Values (option): Tradition-
ally, characteristics are rolled in order, with up to 3 points
redistributed. The gamemaster may allow you to roll the
appropriate number of times and choose which result goes
to which characteristics. This results in more player con-
trol over the character and their characteristics.

Higher Starting Characteristics (option): If you are
playing in a more adventuresome game such as pulp
adventure, epic fantasy or science fiction, roll 2D6+6
for all characteristics (at the gamemaster’s discretion).

Education (option): Roll 2D6+6 for Education
(EDU) if that characteristic is being used to simulate
growing up in a society where education is relatively
commonplace, or at least available to a character.

Cultural Modifiers (option): If the gamemaster is
using cultural modifiers to emphasize characteristic dif-
ferences between different human cultures (SIZ is a
common one), initial characteristics may be adjusted or
limited at this point. More information on this can be
found in the optional rules for “Culture and Characters”
on page 38.

Non-Human Characters (option): If players are able
to create non-human characters, they may use different
dice rolls and modifiers to determine initial characteris-
tics. Information about non-human characters can be
found on page 331 of Chapter Eleven: Creatures.

Point-Based Character Creation (option): The
standard rules assume a random rolling system for char-
acteristics. An optional rules system allows for a more
custom-built approach that enables players to purchase
characteristic points from a pool. This optional system
is presented on page 19 of this chapter.
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Characteristics & Rolls Hit Points

NAME
Race Gender STR Effort 1‘011 % Major Wound —
Handedness Height Weight CON__ Staminaroll_____ x| DEAD(-__)
Description SIZ___ Damage Bonus 00 01 02 03 04 05
Age INT Idea roll %] 06 07 08 09 10 11
Distinctive Features JPOW _ Luckroll %] 1213 14 15 16 17
MOV DEX_ Agilityroll %] 1319 20 21 22 23
Gods/Rehglon APP Charisma roll % 24 25 26 27 28 29
Profession Wealth EDU____ Knowroll % 30 31 32 33 34 35
COMMUNICATION bonus ( ) | MENTAL bonus ( ) | PHYSICAL bonus ( )
1 Bargain (05%) % | [ Appraise (15%) % | @ Climb (40%) %
1 Command (05%) % | [ First Aid (30%) % | @ Dodge (DEX x02%)
1 Disguise (01%) % | A Gaming (INT+POW) % Drive ( %) %
 Eciquette (05%) % Knowledge ( %) a %
1 Fast Talk (05%) % | 3 % | A %
Language, Own (INT/EDUx5%) a % | 3 %
a % | QA % | @ Fly ( %) %
Language, Other (00%) Literacy ( %) [ Hide (10%) %
3 % | A % | @ Jump (25%) %
d % | A % Pilot (01%) %
[ Perform (05%) % | A % | O %
[ Persuade (15%) % | A Medicine ( %) % | O %
[ Status (15% or var.) % | [ Psychotherapy ( %) % | %
a % Science (01%): [ Projection (DEX x02%) %
1 Teach (10%) % | 3 % Ride (05%)
a % 9
MANIPULATION bonus ( ) - o
—) |0 %| 0 %
Art (05%) N
0 % | % | %
a 5, | I Strategy (01%) — %] [ Stealth (10%) %
Craft (05%) Technical Skill ( %) ) O Swim (25%) %
o o | H % | O Throw (25%) %
© D %
d %10 o, | COMBAT bonus (____)
1 Demolition (01%) % Martial Arts (01%)
1 Fine Manipulation (05%) % | PERCEPTION bonus ( ) O %
Heavy Machine (01%) Q Insight (05%) % | g %
g ;/: g I]:Il Zifeltgla(tzes :/01)0%) Z: see WEAPONS below for more combat skills
Repair (15%) ([ Research (25%) % | %
| % | [ Sense (10%) % | %
a % | [ Spot (25%) % | %
[ Sleight of Hand (05%) % | [ Track (10%) % | %
Weaprons Armor
weapon type attack/parry damage range attacks length  hand HP | armor type armor value
4 %
| %
a % shield type parrylattack  damage ~ HP
4 % K %
a % a %
[ Brawl (25%) % 1D3+db touch 1 «close 1h n/a m
1 Grapple (25%) % special touch 1 «close 2h  nfa |Name




Character Points

Campaign Power Level

character failings

Character Points

Power Points ( ) Battery ( )
UNCONSCIOUS O 01 02 03 04 05 06
07 08 09 10 11 12 13 14 15 16 17 18 19

points

20 21 22 23 24 25 26 27 28 29 30 31 32

33 34 35 36 37 38 39 40 41 42 43 44 45

46 47 48 49 50 51 52 53 54 55 56 57 58

59 60 61 62 63 64 65 66 67 68 69 70 71

72 73 74 75 76 77 78 79 80 81 82 83 84

85 86 87 88 89 90 91 92 93 94 95 96 97

total
levels

active

power energy type levels

character
point cost

cost

range to use duration notes

Attack Powers
. ase ener,
attack power skill damage range energy type  energy cost | power energy type level chance cos

%

%

%

%

%

Qa
Qa
Qa
EI %
Qa
Qa
a

Projection (DEX x02%) % [ Throw % [ Brawl % [ Fly %

(dDodge %

Defense %

EXHAUSTED (- ) 0 01 02 03 04
05 06 07 08 09 10 11 12 13 14 15 16 17 18 19 20 21 22 23
24 25 26 27 28 29 30 31 32 33 34 35 36 37 38 39 40 41 42
43 44 45 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 61
62 63 64 65 66 67 68 69 70 71 72 73 74 75 76 77 18 79 80
81 82 83 84 85 86 87 88 89 90 91 92 93 94 95 96 97 98 99

INSANE 0 01 02 03 04 05 06 07 08 09 10 11 12 13 14 15
16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 31 32 33 34
35 36 37 38 39 40 41 42 43 44 45 46 47 48 49 50 51 52 53
54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 71 72
73 74 75 76 77 78 79 80 81 82 83 84 85 86 87 88 89 90 91
92 93 94 95 96 97 98 99 100
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Point-Based Character Creation

Though the basic character creation system presented
here uses random results to determine starting character-
istics, your gamemaster may allow you to use a point-
based system instead of relying on random dice rolls. If so,
the adjustments below are made to Step One on page 16.

If point-based characteristic generation is allowed, the
next step for a game utilizing powers would be the alter-
nate Step Two described in Chapter Four: Powers on page
87. For a non-powered game, character creation should
then skip to Step Four on the next page.

% All of your character’s characteristics (STR, CON, SIZ, INT,
POW, DEX, and APP) begin at 10.

% You have 24 points to spend on your character’s initial char-
acteristics. This is the equivalent of the ‘normal’ power level
for a campaign.

% Each STR, CON, SIZ, or APP characteristic point is worth 1
of these points; each point of DEX, INT, and POW each cost
3 of these points.

% You can choose to lower your starting characteristics below
the starting value of 10. For each point of STR, CON, SIZ, or
APP you reduce below 10, you get another point to spend on
other characteristics. For every point of DEX, INT, and POW,
you get 3 points back.

®,
"

" No initial characteristic can be raised to higher than 21, and
no initial characteristic can be lowered to below 3. Only with
a gamemaster’s permission can you raise or lower a starting
characteristic beyond this range. It is recommended that for

Step Two (powers)

Stop everything and read this! If the game you're

playing in involves magic, mutations, psychic abili-

ties, sorcery, or super powers, you may begin with

some of these powers. Ask your gamemaster about it

and refer to Chapter Four: Powers for more informa-

tion. These systems will need a bit more time to

explain and describe than can be provided in this

quick character walk-through. If there are no powers

in the campaign, ignore this step and proceed onward

through the rest of character creation. The following

types of powers are available:

% Magic (page 88): Simple spell-casting with a wide vari-
ety of applications.

% Mutations (page 103): Strange genetic anomalies, some
beneficial, some adverse.

% Psychic Abilities (page 110): Using the power of the
mind to manipulate time and space.

+ Sorcery (page 122): A more baroque and specialized

form of spell-casting, including elemental and demonic
summoning.

higher power levels (epic and superhuman), the characteristic
maximum be ignored.

% If powers are being used, the gamemaster may allow you to

apply any unused points from your characteristic generation
to your power budget. This is only with the gamemaster’s per-
mission, as it may result in you losing points overall.

HIGHER STARTING CHARACTERISTICS (option): For
higher-powered campaigns (where a roll of 2D6+6 would
be utilized instead of the normal 3D6), the starting point
total is 36 points, equivalent to the heroic campaign level.
This may be scaled up by a factor of 12 for each higher
level of campaign, so epic campaign characters begin with
48 of the characteristic points to spend, and superhuman
characters begin with 60 points. Again, for these levels of
power, the normal characteristic maximums should not
apply.

EDUCATION (option): If the EDU characteristic is being
used, the gamemaster should assign a value to EDU based
on your character’s age (described in Step Eight on page
24) and background. You can modify this with any points
you choose. Each point of EDU costs 3 points.

CULTURAL MODIFIERS or NON-HUMAN CHARAC-
TERS (option): If the gamemaster is allowing cultural
modifiers for starting characteristics, the gamemaster
should apply these modifiers to characteristics after the
point expenditure. If non-human characters with cultural
modifiers to starting characteristics are available for play-
ers, the gamemaster should adjust your starting points
and/or initial characteristics appropriately. Chapter
Eleven: Creatures contains advice on allowing non-human
characters.

¢ Super Powers (page 140): Mighty and remarkable powers
that defy the physical world and human limitations.

These powers are described in considerably more detail
in their relevant sections. Expansions to Chaosium’s
Basic Roleplaying system will include additional powers
and new power types.

Step Three (age)

The default age for characters is 17+1D6 years old. The
gamemaster may choose to alter this based on the re-
quirements of the game setting. If you wish to begin
play with a character younger or older, choose an age
that seems appropriate to you, and that meets with your
gamemaster’s approval.

% Age brings experience. For every full 10 years you add
to the default rolled starting age of your character, you
can allot another 20, 30, or 40 professional skill points
(based on the level of the campaign, as described in
Step Six).

¢ Youths lack experience. Any fraction of years below 10
does not qualify for this skill bonus. For every year below



the minimum age (18) described above, subtract 20, 30,
or 40 skill points (based on level of campaign) from your
character’s professional skill points.

9
0
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The gamemaster may choose to limit professions available
to characters below 18 years of age, based on the cam-
paign setting.

.

*
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Age does not come without a price. For every 10 years
above 40 (starting at age 50), subtract 1 point from one of
the following characteristics (your choice): STR, CON,
DEX, or APP. For every 10 years above 70 (starting at age
80), you must subtract 1 each from three of these charac-
teristics. See the optional rules “Aging and Inaction” on
page 183 for a more detailed (and severe) method. Your
gamemaster may wish to use these optional rules if he or
she prefers, and if so, refer to that section for alternate
aging rules.

*

"o

Youths have not reached their potential. For every year
below the minimum age above, subtract 1 point from one
characteristic of your choice. The gamemaster may
require that you make SIZ one of these lowered charac-
teristics. These points can be gained through play (experi-
ence), training, or gradually through natural means
(gamemaster’s discretion). See “Aging and Inaction”
(page 183) for more details on this.

Education (option): If you're using the EDU charac-
teristic, your character’s starting age must be at least
EDU+5 (to represent the time spent actually learning).
Every 10 years added to your character’s starting age
(amounts less than 10 years do not count for this
bonus), adds +1 to your character’s EDU characteristic.
Be sure to increase the relevant skill points generated
in Step Six.

Step Four (characteristic rolls)

Here’s where you determine your characteristic rolls. By
now you should know what your final characteristics
are, but if not, hold off on this step until you’ve final-
ized them.

% Multiply STR x 5 for your Effort roll, and enter the value.

+ Multiply CON x 5 for your Stamina roll, and enter the
value.

¢ Multiply INT x 5 for your Idea roll, and enter the value.

¢ Multiply POW x 5 for your Luck roll, and enter the
value.

% Multiply DEX x 5 for your Agility roll, and enter the
value.

% Multiply APP x 5 for your Charisma roll, and enter the

value.

Know Roll (option): Multiply EDU x 5 for your Know
roll (if EDU is being used), and enter the value.

Step Five (derived characteristics)

Now it’s time to get your character’s derived charac-
teristics, particularly damage bonus, hit points, power

points and experience bonus. If you're using optional
systems, you should also determine your initial fatigue
points and sanity points.

% Add STR + SIZ and find the damage bonus correspon-
ding to your character’s total on the “Damage Bonus
Table” on page 29. Pencil in the damage bonus provided.

«» Add CON + SIZ and divide the result by 2. Round up
any fraction. Circle the corresponding number in the hit
point box and write the total on the hit points line. The
circled number is your character’s maximum hit points.
If your character loses hit points, mark them off with a
pencil, and erase the marks as hit points are healed or
otherwise restored.

+ Your major wound level is 1/2 hit points, rounded up.

+ In the power point (PP) box, circle the number equal to
POW and write the total on the power point line. The
circled number is your character’s maximum power points.
These fuel magic spells, mutations, psychic abilities, or
super powers. Mark power points off with a pencil as
they’re spent, and erase the marks as they’re recovered or
otherwise restored. The number written in the space,
equal to your POW characteristic, is the value your power
points will rise to naturally, with rest.

% Make a note of your character’s experience bonus: this

value is equal to 1/2 your character’s INT, rounded up.
+* Your character’s MOV is how fast during a combat
round he or she can move. Human characters can nor-
mally move 10 units per round. A unit is a somewhat
variable amount usually equaling 1 meter. “Movement
Rates” on page 181 covers this in more detail.

Skill Bonuses (option): If the game is using charac-
teristic-based skill category bonuses (see page 31), cal-
culate the bonus for each skill category for your char-
acter using the Skill Category Bonus Table on page 31.
Note these values in the spaces for each skill category.
This bonus adds to the base chance for every skill, if
any. For each category:

% Add 1% for every point in the primary characteristic
over 10; subtract 1% for every point below 10.

% Add 1% for every 2 points in the secondary characteris-
tic above 10, subtract 1% for every 2 points under 10
(rounding down the bonus if required).

+¢ Subtract 1% for every point in the negative characteris-
tic above 10; add 1% for every point under 10.

Hit Points per Location (option): If the game is
using the optional hit location system (see page 204-
205), determine the number of hit points for each of
your character’s hit locations. The head, abdomen,
and each leg have 1/3, the chest has 4/10, and each
arm has 1/4 of the character’s maximum hit point
value. Round all fractions up. See page 29 for more
information.

Fatigue Points (option): If fatigue rules are being
used; add your character’s STR+CON to get initial
fatigue points. In play, as your character expends



Demonstrating Agility: Though Juggling is a specialty of the
Perform skill, the gamemaster may allow players to improvise
and use the Agility roll instead. It won’t look as good as someone
with the actual skill, but it is enough to keep the balls in the air.

energy or perform rigorous physical activity, he or she
will lose fatigue points. You should mark them off
lightly in pencil, as they recover rapidly through rest
and other means.

Sanity (option): If Sanity rules are being used; multi-
ply your character’s initial POW score by 5 to get his or
her current sanity total. Profession (see Step Six,
below) may modify this number. In play, mark off these
points in pencil if your character loses sanity points.

Step Six (personality)

This optional step is recommended only for extremely
competent characters—the stalwart heroes of pulp
adventure, epic fantasy, sweeping space opera, or grit-
ty science fiction settings. The gamemaster should
determine and tell you whether you should complete
this step.

Study the characteristics of your character and
imagine the sort of person you would like your charac-
ter to be. Choose one of the following options, or roll
1D4 for a random result. These packages of skills are a
quick way to develop your character—there will be
more skills in the next step. Skills are defined on pages
46-84 and classes of weapons are described beginning
on page 257.

D4 result

1 Your character thinks first of solving problems by means of
physical force and brawn. Give 20 skill points each to
Brawl, Climb, Dodge, Grapple, Insight, Jump, Ride, Sense,
Stealth, Swim, Throw, and to any two Combat skills.

2 Your character believes that technique, craft, and
expertise are the secrets of success. Give 20 skill points
each to Appraise, any one Craft, Disguise, Dodge, Fine
Manipulation, First Aid, any one Knowledge skill,
Navigate, Pilot, Ride, Sleight of Hand, Stealth, and to
any one Combat skill.

3 Your character first tries to outsmart an opponent to
gain an advantage. Give 20 skill points each to Appraise,
Bargain, Disguise, Insight, any two Knowledge skills,
Listen, Research, Sense, Spot, Stealth, any one Technical
skill (appropriate to setting), and any one Combat skill.

4 Your character enjoys persuading other people to work,
while he or she makes the decisions. Give 20 points each
to Appraise, Bargain, Command, Etiquette, Fast Talk,
Insight, Perform, Persuade, any one Language (Other),
Language (Own), Sense, Status, and any one Combat

skill.

The gamemaster may have created additional defini-
tions for personalities as above, though if your game-
master agrees, you can create your own definition of a
character, choosing 13 skills (some restrictions may be
enforced by the gamemaster) and adding 20 points to
each skill rating.

When distributing these skill points, add the bonus
points to the base chance for each skill. Write that total
after the skill. For example, adding 20 skill points to Fast
Talk (base chance 15%) wyields a final rating of
15+20=35%.

Step Seven (skills)

You will now determine the starting skills for your char-
acter.

Turn to the professions list on page 33. Choose a pro-
fession there. Professions are described fully beginning on
page 31. The gamemaster may place restrictions on what
professions can be chosen for the particular game or cam-
paign, so consult with him or her before making this
choice. Some professions provide special advantages, such
as the use of magic. Note these on the character sheet.

Once a profession has been chosen, determine the
size of the character’s professional skill point pool.
These skill points represent what your character has
learned in that profession, whether through training or
on-the-job experience. As always, skill points are added
to any skill points granted from previous steps and the
skill’s base chance.

The guiding principle in determining character skill
points is the campaign’s power level. The gamemaster
should have decided by now what kind of game he or

(continued on page 24 . . .)



A Guide to Creating A Character

/ STEP 1: NAME & CHARACTERISTICS
% Write your character’s name at the top of the page.

* Write your own name on the character sheet.

% Choose your character’s gender and write it in the correct space; neither has an advantage system-wise.

% Roll 3D6 for the characteristics Strength (STR), Constitution (CON), Power (POW), Dexterity (DEX), and

Appearance (APP). Enter the results in the appropriate places on your character sheet.

* Roll 2D6+6 for the Intelligence (INT) and Size (SIZ) characteristics.

% Redistribute up to 3 points between your characteristics. No characteristic can begin at more than 21 points.

OPTIONS: Choosing Characteristic Values (p. 16), Higher Starting Characteristics (p. 16), Education (p. 27), Cultural
Modifiers (p. 38), Non-Human Characters (p. 335), Point-Based Character Creation (p. 19).

.

N/

% Magic

% Mutati

N\

4 STEP 10: N\

BACKGROUND & FINAL GROOMING

If you couldn’t think of a name beforehand in Step One,

now is the time to name your character. It is also a good time to fill in all of the
blank spaces that describe your character, mentally and physically, and come up
with some ideas about his or her background.

In Step Eight you determined your character’s distinctive features, so you should
decide whether your character has other less distinctive features. What colors are
hair, skin, and their eyes? How does he or she dress? Any interesting mannerisms,
or motto or saying? An interesting reputation?

Where is your character from? Where did he go to school (if at all)? What is her
relation with family? Any significant organizations? An interesting past?
Significant religious or political beliefs?

The back of the character sheet has places for additional descriptive or back-
ground elements. Fill out as many or as few of these as you’d like, and check with
the gamemaster to make sure that he or she knows about them and that they’re

ksuitable for the game. /

/ STEP 9: ARMOR & EQUIPMENT \

In immediate possession:

% A complete set (or sets) of clothing appropriate to your
character’s home environment and the setting of the campaign.

% An amount of pocket money and personal savings based on your character’s
wealth level.

* A personal item showing some relation to your character’s family. This can be
an heirloom, keepsake, or some trinket of little relative value but having some
emotional connection.

% Any trade tools or equipment suitable to your character’s profession.
* Any weapon that your character has a skill of over 50% in, if appropriate.

* Based on the setting and the campaign, your character’s profession, and his or
her Status skill, your character may have an appropriate vehicle such as a horse,
wagon, bicycle, automobile, personal flier, small space transport, or some other
means of transportation. This is subject to the gamemaster’s approval.

% No specific rules for finances are provided; the suggested wealth for profes-
sions and the Status skill are the best guidelines for determining what items and
monies your character begins play owning or having access to. The gamemaster
should be able to help you describe this in an appropriate level of detail, and may
have additional restrictions based on the requirements of the campaign and/or

setting. /

STEP 2:
MAGIC &
POWERS

The following types
of powers are available:

(page 92)
ons (page 102)

* Psychic Abilities (page 111)
% Sorcery (page 122)
% Super Powers (page 141)

~

)

7~ [OPTION] STEP 8:

Determine number of Distinctive

Features (right), then roll 1D10: 3 ir_l;.ss g
1-Hair 6-Bearing 8-9 2
2-Face Hair ~ 7-Speech 10-11 1
3-Face Feature 8-Arm/Hands 12-14 2
4-Expression  9-Torso 15-16 3

4

\S-Clothes 10-Legs/Feet 17 and up

DISTINCTIVE FEATURES Character # Distinctive
APP Features




see pages 42-43 for advice on Character Creafion

~

/ STEP 3: AGE & EXPERIENCE
The default age for characters is 17+1D6.

% For every full 10 years added to the above allot another 20, 30, or 40
professional skill points (based on campaign level); a fraction of years
below 10 does not qualify .

*% For every year below the minimum age (18) described above, subtract 20, 30, or
40 skill points (based on campaign level) from professional skill points.

% For every 10 years above 40 (starting at age 50), subtract 1 point from one of the
following (your choice): STR, CON, DEX, or APP. For every 10 years above 70 (start-
ing at age 80), subtract 1 from three of these characteristics.

* For every year below the minimum age, subtract 1 point from one characteristic of
your choice. These can be gained through play (experience), training, or gradually

/ STEP 4: \

CHARACTER-
ISTIC ROLLS

% STR x 5 for Effort.

% CON x 5 for Stamina.
% INT x 5 for Idea.

% POW x 5 for Luck.

% DEX x 5 for Agility.

-

STEP 5:
DERIVED
CHARACTERISTICS

+ Damage Bonus:
STR + SIZ, consult table.

% Hit Points: CON + SIZ and
divide by 2. Round up.

~

% Major Wound is 1/2 hit points.
Round up.

# Circle number equal to POW in

through natural means.

o

OPTION: Education (p. 27)

% APP x 5 for Charisma. Power Point box; write total.
OPTION: Know Roll *» Experience Bonus: 1/2 INT,
(p. 28) round up.

% Human MOV is 10.
OPTIONS: Skill Bonuses (p. 31)

AN /

Hit Points per Location (p. 29)

Fatigue Points (p. 32)

Sanity (p. 32)
DAMAGE BONUS

STR+SIZ ~ Dam. Mod. STR+SIZ ~ Dam. Mod.
2t0 12 -1D6 33t040 +1D6
13to16  -1D4 41t0 56  +2D6
17 to 24 None 57t072 +3D6
25t032  +1D4 Ea. +16 +1d6

-

D4 result

1 Solve problems by means of physical force and brawn. Give 20
skill points each to Brawl, Climb, Dodge, Grapple, Insight, Jump, Ride, Sense,
Stealth, Swim, Throw, and to any two Combat skills.

\

STEP 6: PERSONALITY TYPE OPTION

2 Technique, craft, and expertise are the secrets of success. Give 20 skill points
each to Appraise, any one Craft, Disguise, Dodge, Fine Manipulation, First Aid,
any one Knowledge skill, Navigate, Pilot, Ride, Sleight of Hand, Stealth, and to
any one Combat skill.

3 Outsmart opponents to gain advantage. Give 20 skill points each to Appraise,
Bargain, Disguise, Insight, any two Knowledge skills, Listen, Research, Sense,
Spot, Stealth, any one Technical skill (appropriate to setting), and any one
Combat skill.

4 Persuade others to work while making the decisions. Give 20 points each to
Appraise, Bargain, Command, Etiquette, Fast Talk, Insight, Perform, Persuade,
any one Language (Other), Language (Own), Sense, Status, and any one

Combat skill.

-

STEP 7: SKILL POINT ALLOCATION

than 75%. If factors increase a skill to 75% or more skill points being added,
do not add any additional skill points.

% HEROIC GAME: 325 points to profession skills; no skill begins higher than
90%, with the same note as above.

+ EPIC GAME: 400 points to profession skills; no skill should begin higher
than 101%, with the same note as above.

.

% NORMAL GAME: allot 250 points to profession skills; no skill begins higher

~

+» SUPERHUMAN GAME: 500 points to profession skills, no
limit.

OPTIONS: Education (p. 27), Cultural Skills (p. 24).

PERSONAL POINT POOL

INT x 10 to create your personal skill point pool, spending them on any skills
you like. The total must not exceed the skill limit for game type set above.

OPTION: Increased Personal Skill Points (p. 24).




(... continued from page 21)

she will run, and how powerful and competent player
characters should be.

+¢ For a normal game where most of the characters are
mostly normal people, players should allot 250 points
among their professional skills. No skill should begin
higher than 75%. If you are using the optional skill cate-
gory bonus, the limit is still 75%, and you must spend any
points in excess of this on other skills. If some combina-
tion of factors increases the skill to more than 75% with-
out any skill points being added, do not add any addition-
al skill points.

3
*

"o

For a heroic game where the characters are better than
normal, but still bear some resemblance to real-world
heroes, allot 325 points to the profession’s skills. No skill
should begin higher than 90%, with the same restrictions
as above.

0,

"o

For an epic game where the characters are highly compe-
tent and experienced heroes, allot 400 points to the pro-
fession’s skills. No skill should begin higher than 101%,
with the same restrictions as above.

+ For a superhuman game where the characters are
supremely competent at what they do, spend 500 points
among the profession’s skills, with no limit to skill ratings.
See the optional rules “Skill Ratings Over 100%” on page
175.

Education (option): If the Education (EDU) charac-
teristic is being used, instead of a base 250/325/400/500
skill point pool, make the initial skill points be based on
EDU x 20 for normal level characters, EDU x 25 for
heroic level characters, EDU x 30 for epic game char-
acters, and EDU x 40 for superhuman level characters.

Cultural Skills (option): If the campaign involves sig-
nificant differences in human cultures and the game-
master wishes this to have an effect on starting skill per-
centages or beginning skills allowed, consult “Culture
and Characters” on page 38.

If you've created an original profession, allot the
proper number of points among the skills chosen for
that profession, based on game type as above. The
gamemaster may have some restrictions on how these
skill points can be spent.

Once all professional skill points have been allocat-
ed, multiply your character’s INT x 10 to create your
character’s personal skill point pool. Spend these skill
points on any skills you like, with your gamemaster’s
approval. Add points spent on a skill to its base chance,
profession bonuses (if any), professional skill point allo-
cations, and skill category bonuses (if any). The total
must not exceed the skill limit for game type set above.
The gamemaster may impose a cap of 50% on personal
skills that range too far outside a character’s profession.
This skill cap may be raised based on the level of the
campaign, such as 75% for heroic, 90% for epic, and
100% for superhuman. Skills that naturally exceed

these numbers through various bonuses should still be
allowed, though no additional points can be spent on
them.

Calculate the adjusted base chances for all character
skills using the listed base chance, profession bonuses,
and the optional skill category bonuses (if used). You
might want to shift some points around at this time, but
be sure to keep the professional skill points and person-
al skill points separate.

Increased Personal Skill Points (option): The nor-
mal INT x 10 skill point total may be increased to INT
x 15 for heroic characters, INT x 20 for epic characters,
or INT x 25 for superhuman characters, depending on
the level of the campaign. This option is only recom-
mended for campaigns where characters are tremen-
dously competent and skilled beyond their current pro-
fession would indicate.

Step Eight (distinctive features)

This step is primarily cosmetic, and is not entirely nec-
essary. You may now choose to determine your charac-
ter’s height and weight, based on SIZ, as provided on
“Defining a Character’s SIZ” table on page 26. If your
gamemaster wishes to use the optional “Distinctive
Features” system, consult the chart on page 34-35. Note
the features under your character’s name on the charac-
ter sheet.

Step Nine (profession)

Some characters are defined by what they have. Pro-
fessions list beginning wealth levels and the Status skill
can provide guidelines for what sort of equipment that
your character might be able to lay hands upon.

In most cases, your character will have in immediate
possession:

< A complete set (or sets) of clothing appropriate to your
character’s home environment and the setting of the
campaign.

< An amount of pocket money and personal savings based
on your character’s wealth level.

% A personal item showing some relation to your character’s
family. This can be an heirloom, keepsake, or some trin-
ket of little relative value but having some emotional
connection.

¢ Any trade tools or equipment suitable to your character’s
profession, if appropriate.

¢ Any weapon that your character has a skill of over 50%
in, if appropriate.

+ Based on the setting and the campaign, your character’s

profession, and his or her Status skill, your character may
have an appropriate vehicle such as a horse, wagon, bicy-
cle, automobile, personal flier, small space transport, or
some other means of transportation. This is subject to the
gamemaster’s approval.



% No specific rules for finances are provided; the suggested
wealth for professions and the Status skill are the best
guidelines for determining what items and monies your
character begins play owning or having access to. The
gamemaster should be able to help you describe this in an
appropriate level of detail, and may have additional
restrictions based on the requirements of the campaign
and/or setting.

Step Ten (name & finish)

This is the final determination of various aspects of your
character. If you couldn’t think of a name beforehand in
Step One, now is the time to name your character. It is
also a good time to fill in all of the blank spaces that
describe your character, mentally and physically, and
come up with some ideas about his or her background.
In Step Eight you determined your character’s dis-
tinctive features, so you should decide whether your
character has other, less distinctive, features. What col-
ors are his or her hair, skin, and eyes? How does he or
she dress? Does he or she have any interesting manner-
isms, or a motto or saying he or she uses often? Does he

| m

or she have an interesting reputation?

’“ ‘ 7/

,.r//

7

The rugged Ilfe of the Martian colomes 7 dent-minded
adventurers—here a 31-year old scout is equipped with a battery pack
to power his energy armor and comdisk to keep in touch with his

comrades in the field.

You should determine where your character is from.
Where did he or she go to school (if at all)? What is his
or her relation with their family? Is the character a mem-
ber of any significant organizations? Does he or she have
an interesting past! Does he or she have any significant
religious or political beliefs? If appropriate, you should
work with the gamemaster to determine these issues
before play begins, or at least do some thinking about
them ahead of time. During the course of play you will
also flesh-out other details of your character’s background.

The back of the character sheet has places for addi-
tional descriptive or background elements. Fill out as
many or as few of these as you’d like, and check with
the gamemaster to make sure that he or she knows
about them and that they’re suitable for the game.

Characteristics

Your character is measured and defined by a set of seven

(or eight) characteristics, numerical values that repre-
sent his or her physical and mental capabilities. Higher
characteristic numbers are always better. Characteristic
values indicate the kinds of situations and actions your
character is best or worst at, suggesting ways that your
character might act or react in the course of play.

Characteristic values can change over the course of
play. Injuries or adverse conditions can decrease charac-
teristics, while training, exertion, and conditioning can
increase them. Physical characteristics (STR, CON,
SIZ, DEX, and APP) have a maximum value of 21 for
humans. Mental characteristics (INT, POW, and EDU)
can be raised without limits. If other races or species are
allowed in the campaign, they may have higher or lower
characteristic maximums. Magic, mutations, psychic
abilities, sorcery, or super powers can also raise charac-
teristics, without limit.

Strength (STR)

The Strength score measures your character’s brawn
and raw muscle power. The Effort roll (STR x 5) is its
characteristic roll. The STR score helps determine how
much your character can lift or carry, push or pull, or
how tightly he or she can hang on to something. In
combat, STR determines what kind of weapons your
character can use in hand-to-hand combat, as well as
how much extra damage (if any) your character can
inflict with any hit. STR can be increased through exer-
cise, while certain injuries and diseases can permanent-
ly reduce STR. A character with STR O is an invalid,
unable to rise from his or her bed.



Constitution (CON)

Health, vigor, and vitality are all measured by your
character’s Constitution. The Stamina roll (CON x 5) is
its characteristic roll. Your character’s CON determines
how well he or she can resist fatigue, poison, disease,
drowning, and other hardships, and is a critical factor in
calculating your character’s hit points. CON can be
increased through conditioning. Diseases, poisons, and
some injuries can temporarily or permanently reduce
your character’s CON. Your character will die when his

or her CON falls to 0.

Size (SIZ)

Size defines your character’s height, weight, and bulk.
There is no SlZ-associated characteristic roll; on the
character sheet the space is used to note your charac-
ter's Damage Bonus. Resistance rolls using SIZ can
determine whether or not your character can stand firm
against resistance, see over an obstacle, or squeeze
through a crack. A character’s SIZ, as body mass, is an

Character SIZ Chart

Siz Character Height
Score Inches Centimeters

Character Weight
Pounds Kilograms

1 0-12 0-30 0-20 0-10
2 13-24 31-60 11-40 5-20
3 25-36 61-90 21-60 10-30
4 37-42  91-105 31-80 16-40
5 43-48  105-120 41-100 21-50
6 49-54  121-135 51-120 26-60
7 55-59  136-150 61-140 31-70
8 60-62  151-155 80-160 36-73
9 62-64  155-160 85-180 39-82
10 64-66  160-165 90-200 41-91
1 66-68  165-170 95-220  43-100
12 68-70  170-175 100-240  46-109
13 70-72  175-180 110-260  50-118
14 72-74  180-185 120-280  55-127
15 74-76  185-190 130-300  59-136
16 76-78  190-195 140-320  64-146
17 78-80  195-200 150-340  68-155
18 80-82  200-205 160-360  73-164
19 82-84 205-\ 180-380  82-173
20 84-86  210-215 200-400  90-182
21 86-88  215-220 220-420  100-191
22 89-90  221-225 211-440  106-220
23 91-92  226-230 221-460  111-230
24 93-94  231-235 231-480  116-240
25 95-96  236-240 241-500  121-250

To convert the weight of objects into SIZ scores resistance
rolls, see the Object SIZ Examples table, on page 277. Val-
ues for SIZ characteristics higher than 25 can be found in
Chapter Eight: Equipment on page 237.

important factor in determining hit points and damage
bonus (if any). Normal factors like gluttony or rigid diet
can increase or decrease your character’s weight, and
therefore affect their SIZ. Some powers may also affect
your character’s SIZ. Severe injuries (like lost limbs)
can also permanently decrease your character’s SIZ.
Your character will die if he or she loses more than half
his or her base SIZ due to starvation or extreme diet. A
character reduced to SIZ O through magic or other
influences simply disappears, wasting away to nothing.
The gamemaster should be the arbiter of any involun-
tary character SIZ changes, as these are uncommon.

Defining Character SIZ

This chart provides height and weight values based on
SIZ score, allowing you to define your character’s height
and weight. Each value has a range, embodying the nor-
mal extremes of human height and weight. Once your
character’s height has been set, only weight should
change as your character’s SIZ score changes. Note that
the ranges account for the normal extremes in human
height and weight, and are for descriptive purposes
only. With the gamemaster’s permission, your character
can choose to be taller or shorter than his or her indi-
cated height, though his or her bodily weight should be
adjusted in the opposite direction, so a character who
chooses to be taller than his or her indicated SIZ would
be quite thin, and a character who is shorter would be
stockier and heavier.

[ntelligence (INT)

Representing reason, mental acuity, and wits, INT
measures how well your character learns, remembers,
and analyzes data. The Idea roll (INT x 5) is its charac-
teristic roll. Your character’s INT score is critical in
helping determine his or her initial skill values. Possibly
the most important characteristic, INT has no fixed
maximum and can conceivably rise indefinitely through
study and mental exercise. Wounds to the head, pro-
longed exposure to drugs, or certain types of diseases
can reduce your character’s INT score. A character with
an INT 0 is a babbling idiot, barely able to survive inde-
pendently.

Power (POW)

The most intangible of characteristics, Power represents
your character’s willpower, magical aptitude, and spiritual
development. POW is essential to leadership, intuition,
and magic. The Luck roll (POW x 5) is its characteristic
roll. POW serves as the basis of your character’s power
points (see p. 30) and Sanity score (if that optional char-
acteristic is used, see page 318). Like INT, human POW
has no set maximum, and can rise indefinitely. Magical
influences can reduce your character’s POW (temporarily
or permanently) and some magic is fueled by the perma-



nent sacrifice of the POW characteristic. If powers are
being used (see Chapter Four: Powers), POW is proba-
bly the most important characteristic if your character is
going to have powers. POW is the suggested basis for ini-
tial power choices, so a character with higher POW will
have more powers (or more levels in those powers). A
character whose POW score reaches O has lost his or her
soul, and becomes a catatonic zombie without any will or
life force.

Dexterity (DEX)

Your character’s Dexterity score measures balance, agili-
ty, speed, and deftness. Characters rely upon DEX when
reacting to an attack, climbing, performing delicate
work, or moving stealthily. The Agility roll (DEX x 5) is
its characteristic roll. Human characters have a maxi-
mum natural DEX of 21. Injuries or nerve diseases can
reduce your character’s DEX, while rigorous training
can quicken reflexes and improve balance. A character
with DEX 0 is utterly immobile.

Appearance (APP)

The Appearance score determines how likeable or attrac-
tive your character seems to other people, and is based as
much on presence, personality, and demeanor as simple
physical appearance. The Charisma roll (APP x 5) forms
its characteristic roll. APP is used to measure first impres-
sions, and indicates how eager others will be to associate
with your character, through physical attraction or an
agreeable manner. Though Appearance might seem to
indicate only visual appearance, it actually represents
many of the features that combine to make your charac-
ter noticeable. Your character’s APP cannot naturally
exceed 21. APP can be raised through physical condi-
tioning, cosmetic surgery, or careful application of groom-
ing and etiquette. Your character’s APP can be reduced
through injury or disease, at the gamemaster’s discretion.
A character with an APP 0 is truly hideous, provoking
disgust from all who see him or her.

Characteristic Rolls

Some of the challenges that arise over the course of play
do not fall intuitively under the purview of given skills.
Can your hunter character stay awake in a blind all night
waiting for his or her quarry? Can your hardened detective
piece together the tantalizing clue hidden in the scraps of evi-
dence? In these situations, the gamemaster can call for a
characteristic roll: a D100 roll against an appropriate
characteristic times a multiplier. The gamemaster
decides which multiplier to use based on the difficulty
of the task. Standard characteristic rolls use a multipli-
er of 5, though extremely difficult tasks may require a

The Education Characteristic

The seven standard characteristics serve for most
campaigns, regardless of setting. Gamemasters may
wish to use Education (EDU), an optional eighth
characteristic, to help generate starting skill values for
your characters. EDU works best in modern or futur-
istic settings, but can be easily adapted to any cam-
paign setting.

Education (EDU)

The optional Education characteristic measures your
character’s grasp of general knowledge gained
through a rounded educational system or some other
broad learning method. It is not a substitute for spe-
cific knowledge about a field—instead it represents
general knowledge of the world. Whether gained
through formal study, training, or hard-won experi-
ence, EDU can also measure how many years your
character has trained or studied to reach his or her
current knowledge level. However, EDU does not
automatically correlate to 1 EDU point = 1 year in
school. It can also represent general life knowledge as
well as dedicated study. Not all years in school are
educational, just as all time spent outside school does
not mean nothing is learned. EDU can be readily
adapted to most settings—its meaning is obvious in
settings with standardized educational systems. In a
medieval setting, it might represent study in col-
legiums or monasteries, or extensive travel along exot-
ic trade routes and to foreign ports.

Memory loss can reduce your character’s EDU,
while a year of hard study or intensive training increas-
es it by 1 point. A character with an EDU 0 indicates
a void of knowledge of the outside world, though this
does not mean that everyone is a near-amnesiac in
campaigns where this characteristic is not used. EDU
does not apply to animals or creatures without an
EDU characteristic—their knowledge is either instinc-
tual or is based on different precepts.

Use of the EDU characteristic should also indicate
that the optional Know roll (EDU x 5) is also used, as
described on the following page.

multiplier of 2, or even be based on the characteristic
itself as a percentage. For more details on task difficulty
and modifier selection, see page 177 of Chapter Five:
System.

Effort Roll (STRX 5)

Most feats of strength involve matching your charac-
ter's STR against the SIZ of the lifted object on the
resistance table (see Chapter Five: System on page 171
for more details). In cases when a SIZ rating is not
available or is difficult to determine, use an Effort roll.



Effort rolls can also be used as an easy alternative to
encumbrance or fatigue. Is your heavily-laden character
worn out at the end of a march? An Effort roll is a quick
way to decide.

Stamina Roll (CON X 5)

Based upon CON, Stamina rolls measure endurance.
Use a Stamina roll whenever physical or intestinal for-
titude is in question. To list a few examples, a Stamina
roll might determine whether or not your character can
stay awake all night, or endure seasickness, ill-prepared
food, or strong drink with no ill effects.

[dea Roll (INT x 5)

An Idea roll represents your character’s ability to make
clever guesses, informed hunches, or reasonable deduc-
tions based upon nothing but observation and raw
intellect. When no skill seems appropriate, an Idea roll
can show understanding of a concept or the ability to
unravel a puzzle. Memory is also part of the Idea roll:
your character may use an Idea roll to remember an
important detail, retrace his or her steps through a
labyrinth, or memorize a lengthy formula.

If the course of the game is getting bogged down, a
gamemaster may allow an Idea roll to your character if
he or she is stymied by a mystery, getting him or her
back on track by revealing the hidden meaning of some
already uncovered clue, or letting your character know
that something ‘doesn’t quite seem right’ about a par-
ticular person, place, or thing. Remember, these kinds
of Idea rolls should only be granted at the gamemaster’s
discretion, and are not generally solicited by players.
Such generosity should be kept to a minimum, or else
players may come to rely upon “hint” rolls instead of
their own wits!

Your gamemaster may also require you to make an
Idea roll for your character if you wish to have your
character think or behave in a manner that is clearly
greater than his or her general level of intelligence. If
your character is a primitive hunter encountering mod-
ern technology, for example, the gamemaster may
require an Idea roll for your character to be able to grasp
basic concepts of the item.

Luck Roll (POW x 5)

Luck is the knack of being in the right place at the
right time, or the uncanny ability to escape a random
peril unscathed. Did your character remember to bring
that one special bit of rope or equipment? Will a friendly
passerby lend your character a hand if he or she is strand-
ed by the side of the road? Does the hideous creature
attack your character, or his or her horse? Does your char-
acter fall through a weak floor, or snag his or her clothes
on a splintered plank and escape plummeting to death?

The Know Roll (EDU x 5)

Instead of requiring your character to use one or more
specialized knowledge skills, a Know roll can be used to
approximate the facts and trivia that the average per-
son knows as ‘general knowledge.” Know rolls can be
used to recall different kinds of facts, depending on the
setting and even the culture of a given character. A
medieval peasant might use a Know roll to remember
the name of a noble lord or the details of the lives of
saints, while a modern citizen of the U.S.A. would recall
important presidents, or remember what happens if
bleach and ammonia mix. Know rolls should rarely take
the place of a more specialized Knowledge skill, and
deal strictly with facts. Making good use of those facts
is a function of INT. You will need to be using the
optional EDU characteristic to form the basis of the
Know roll.

Luck rolls can be used to answer all of these questions.
Successful Luck rolls can create fortunate coinci-
dences under normal circumstances, or save your
character from certain doom in an emergency.

Agility Roll (DEX x 5)

Whenever a feat of deftness, balance, or agility is called
for and no appropriate skill exists, use an Agility roll to
measure success. An Agility roll might, for example,
determine if your character can keep his or her balance
on a heaving ship’s deck, gather up all the pieces of a
broken vase, run carrying a precious elixir without
spilling any, or grab the vine at the edge of a cliff.

Charisma Raoll (APP x 5)

Use Charisma rolls to adjudicate interpersonal reac-
tions not covered by an existing skill. Making a good
first impression, seducing an acquaintance, or becoming
the person a group turns to first for guidance are all
good uses for a Charisma roll. If your character is stand-
ing outside a trendy night club wanting to be let in, a
successful Charisma roll will get him or her noticed and
waved through the door.

Derived Characteristics

In addition to characteristics (and their attendant char-
acteristic rolls), your character is also defined by a set of
derived characteristics, computed from his or her char-
acteristic scores. If injuries, magic, or other factors
increase or decrease a characteristic, all characteristics
derived from that characteristic immediately change to
reflect the new value.




Hit Points by Rit Location

For a more complex combat system, hit points are divided among your character’s body parts. If an attack is success-
ful, a D20 roll is made to determine where, exactly, the blow hits. If the gamemaster employs the optional hit location
system (see “Hit Locations” on page 190 for more information), your character’s hit points are divided among his or
her various hit locations. Use the following formula for humanoids:

Location Hit point value
Leg, Abdomen, Head 1/3 total hit points
Chest 4/10 total hit points
Arm 1/4 total hit points

Round all values up, as displayed on the following table:

Location Maximum Hit Points

1-2 3 4 5 6 7 8 9 10 11-12 13-15  16-17 18 19-20 21
Each Leg 1 1 2 2 2 3 3 3 4 4 5 6 6 7 7
Abdomen 1 1 2 2 2 3 3 3 4 4 5 6 6 7 7
Chest 1 2 2 2 3 3 4 4 4 5 6 7 8 8 9
Each Arm 1 1 1 2 2 2 2 3 3 3 4 4 5 5 6
Head 1 1 2 2 2 3 3 3 4 4 5 6 6 7 7

The sum of your character’s hit points by locations exceeds his or her maximum hit points, but whenever a character is
wounded, the rolled damage is subtracted from that location’s hit point total and your character’s maximum hit points.
Damage exceeding a location’s total hit points renders it useless. Damage equal to twice a location’s hit point total
crushes or severs it. See “Damage per Hit Location” on page 204 for more information.

For example, your character has 14 hit points, with 5 hit points in each leg, 5 hit points in the abdomen, 6 hit points in the chest, 4 hit
points in each arm, and 5 hit points in his or her head. Even though his or her hit points in all locations total 34, your character will die
when she suffers a total of 14 hit points of damage.

The Major Wound system (page 208) is not easily compatible with the hit location system, and should a gamemaster
choose to use the optional hit locations and “Damage by Hit Location” systems (on pages 190 and 204, respectively),
the major wound system should be eliminated or adapted considerably, perhaps with the nature of the major wound
being chosen by the gamemaster where applicable.

For example, your character (CON 16, SIZ 14, HP 15) falls dice from any inflicted damage. If the total is O or less,
victim to a deadly poison, which reduces his or her CON wvalue the blow is too soft to inflict any harm.

to 10. Your character’s maximum hit points immediately drop
from 15 (16+14=30, divided to 15) to 12 (10+14=24, divid-
ed to 12). Additionally, his or her major wound total drops
from 8 to 6. If wounds had already brought your character

Missile weapons don’t allow your character to use his

or her full damage modifier. If your character’s damage
modifier is positive,

divide the results in

lower than 12 hit points, he Ior.she would not Fake any adzliition— Damage Bonus half when using a
al damage, but he or she is limited to the 12 hit point maximum h
until his or her original CON is restored. STR+SIZ Damage Modifier thrown weapon or a
2t012 -1D6 bow. If the damage
13to0 16 _1D4 modifier is negative,
Damasge Bonus (STR + SIZ, see table) 171024 None double the penalty.
Bigger, stronger characters and creatures are more pow- 25t0 32 +1D4 Self-propelled wea-
erful in physical combat, inflicting more damage than 331040 +1D6 pons (firearms, ener-
average with each strike. Smaller, weaker beings inflict ‘5”7 to ;g +§ gg gy missile weapons,
N .

less damage with their attacks. Your character’s damage 7 EZ % +4D6 etc.) do not receive

bonus reflects this advantage. The damage bonus is ex- 89 to 104 +5D6 a damage bonus.
pressed in terms of extra damage dice, which are added 105 to 120 +6D6 To calculate your
or subtracted from the damage of successful attacks. 121t0 136 +7D6 character’s F]amage
Your character adds his or her full damage modifier 137 t0 152 +8D6 bonus, add his or her
to all hits with brawling or melee weapons. In the case 152 to 168 +9D6 STR and SIZ scores
§ pons. Ea. add’l +16 +1d6 together, and find

of a negative damage bonus, subtract the appropriate



Total Hit Poinfts

A gamemaster who would like hardier player-charac-
ters able to survive quite a bit more damage may
choose to instead utilize the formula of CON + SIZ =
total HP. This results in characters who can handle
themselves well in combat, take injuries without much
inconvenience, and means that major wounds (de-
scribed below) are much less common. Using this for-
mula also means that injuries caused by special and
critical successes are much less likely to kill characters
outright. This optional system can easily be used with
the hit points per location system (see page 29), in-
creasing the chances that characters will remain at-
tached to their limbs, and vice versa.

To draw a major distinction between player-char-
acters and weaker “cannon-fodder” non-player-char-
acters, the gamemaster might allow only the player-
characters and important non-player-characters to
have hit points equaling CON + SIZ, while all other
non-player-characters have hit points based on the
normal formula of averaging CON and SIZ. This will
give a significant advantage to player-characters, and
allow them to survive more than a few solid injuries. It
also allows for player-characters who are able to take
on large numbers of non-player-characters without
significant fear of being killed by one critical blow.

the result on the Damage Bonus table (found on the pre-
vious page).

Experience Bohus (1/2 INT)

The smarter your character is, the faster he or she can
learn, especially under stress. To determine your char-
acter’s experience bonus, divide his or her INT by 2,
rounding up. Add the experience bonus to the learning
roll for each experience check your character makes to
improve a skill or characteristic. Consult Chapter
Five: System and “Skill Improvement” on page 182 for
more information.

Hit Points (average of CON and SIZ)

Hit points represent your character’s capacity to with-
stand punishment and physical injury. Calculate your
character’s maximum hit points by adding his or her

CON and SIZ scores, then dividing the total by 2.

Round all fractions up.

Your character will lose consciousness when his or
her hit point tally falls to 2 or less, and if his or her hit
point total reaches O, your character dies at the end of
the following round. Lost hit points heal naturally at a
rate of 1D3 points per game week, though medical
attention can speed recovery. See “Damage & Healing”
on page 207 for more information.

Major Wounds (1/2 of HP)

Divide your character’s hit point total in half, rounding
up if necessary. This total is his or her major wound
level. If your character takes this amount of damage
from a single wound, he or she may suffer horrific side-
effects as well as simple hit point loss. See “Major
Wounds” on page 208 for more details.

Power Points (Max = POW)

Power points (PP) represent your character’s vital
essence, his or her reserves of spiritual or life energy.
Your character will spend power points to cast or
resist spells. Your character’s maximum power points
are usually equal to his or her POW characteristic.
Generally, spent power points regenerate at a rate of
1 per hour of sleep or total rest, or 1 for every two
hours of normal activity. See the chart below for
power point recovery rates for higher POW scores. If
your character is engaged in strenuous activity, he or
she cannot regain power points. When your charac-
ter’s power point total falls to O, he or she is com-
pletely exhausted, and will faint until regaining at
least one power point.

POWER POINT RECOVERY RATE
Max PP Asleep Awake
1-24 1 per hour 1 per 2 hours
25-48 2 per hour 1 per hour
49-72 3 per hour 1 per 40 minutes
73-96 4 per hour 1 per 30 minutes
97+ +1 per hour divide time in half

Unlike hit points or fatigue points (described below),
power points can climb above your character’s maxi-
mum for brief times under certain conditions As
noted, if your character receives additional power
points (usually through the use of a power), he or she
can store up to twice his or her POW characteristic
in extra power points. Any power points beyond
these will be lost. If your character uses any power

Other Kinds of Power Points

Due to the variety of powers represented in these
rules, the generic name “power points” is used in
place of other names like “temporary power” or
“magic points”, as it is contradictory to fuel muta-
tions, psychic abilities, or super powers with magic
points. If desired, the gamemaster can change the
name to “energy points” or “magic points” or what-
ever is appropriate to the setting. If systems other
than magic or sorcery are used, it is recommended to
keep them called power points, to avoid confusion.
Do not use two different names for power points in
the same game.



points while over his or her normal maximum, these
must come from the extra power points first. These
extra power points will not be renewed or regenerate
as normal, and will dissipate entirely after a night’s
sleep or a suitable juncture determined by the
gamemaster.

Items that store power points and allow you to use the
stored power points do not count against this total, as long
as the power points are not stored in your own character’s
reserve. In most cases, the power points are used straight
from the item’s reserve, and do not affect your own maxi-
mum storage capability. See Chapter Eight: Equipment
for more on items with power point reservoirs.

Movement (Mov)

All human and humanoid characters begin with a
movement (MOV) attribute of 10 units. This measures
how much distance your character can move in a com-
bat round. A unit is a flexible amount of measure, and

can range from 1-5 meters, depending on how quickly
your character is moving. A walk is 1 meter per MOV,
while a run is up to 5 meters per MOV. An average rate
of movement in combat is 3 meters (yards) per unit,
meaning that on average, your character moves 30
meters a combat round. Movement rates are described
further in “Movement Rates” on page 179.

Professions

In addition to being defined by characteristics, your
character is also defined in terms of his or her skills.
Characteristics are the natural abilities your character
was born with or developed independently, while skills
are learned through life experience, often as part of a
profession. A profession is a job or vocation your char-
acter is assumed to be a part of when he or she begins
play (or was a part of before play began). Your charac-

For example, your character has the fol-

Skill Category Bonuses

Skill Bonus Table lowing characteristics: STR 14, CON 13,

If you and the gamemaster want your Value - Primary  Secondary  Negative INT 8, SIZ 12, POW 10, DEX 12, and

character’s characteristics to influence 1 -9% -4% +9% APP 8. His or her skill category bonuses

their skill ratings, you should employ 2 -8% 4% +8% are:

this system. As described in the Chap- 3 7% -3% 7% Combat: +3% (+2 for DEX, +2 for STR,

ter Three: Skills, each skill is grouped 4 -6% -3% +6% —1 for INT)

into skill categories. Each category is 5 -5% 2% +5% S

linked to one or more characteristics 6 4% 2% +4% Communication: 3% (=2 for INT, 0 for

that are used to compute a skill cate- 7 -3% 1% +3% POW, =1 for APF)

gory bonus for each category. To com- 8 -2% -1% +2% Manipulation: +3% (+2 for DEX, —1 for

pute the bonus for each skill category, 9 1% -0% 1% INT, +2 for STR)

note the primary, secondary and nega- 10 +0% +0% -0% Mental: ~2% (~2 from INT, 0 for POW,

tive characteristics of each category M 1% +0% 1% EDU is not used in this campaign)

(or use the chart below): 12 2% 1% -2% .

13 +3% +1% -3% Perception: —1% (-2 for INT, O for

% PRIMARY characteristics add 1% for 14 +4% +29% 4% POW, +1 for CON)
every point over 10, and subtract 1% 15 +5% +2% 5% Physical: +3% (+2 for DEX, +2 for STR,
for every point under 10. 16 +6% +3% 6% +1 for CON, =2 for SIZ)

% SECONDARY characteristics add 1% 1; :;://o :ZZO ;:f See the Chapter Three: Skills for more
for every 2 points over 10, and subtract 19 +9‘£ +4(£ 9£ information about skill categories, cat-
(1:]:/:;::" every 2 points under 10. Round 20 +10%  +5%  -10% egory bonuses, and base skill chances.

21 1% +5%  -11% ) )

% NEGATIVE characteristics subtract 1% Ete.  +1%/  +1%/  -1%/ Simpler Skill Bonuses
for every point over 10, and add 1% for point 2 points  point If the gamemaster decides that the cal-
every point under 10. culation of the skill category bonuses

is too cumbersome, each category

Category Primary Secondary Negative bonus can instead be defined as 1/2 of the primary char-
Combat skills DEX INT, STR - acteristic (round up). This method results in higher initial

Communication skills ~ INT POW, APP - skill chances and eliminates the chance of a category

Manipulation skills DEX INT, STR - penalty. On the negative side, this method diminishes the

Mental skills INT POW, EDU - importance of associated characteristics providing some

Perception skills INT POW, CON - value, makes INT and DEX the only relevant characteris-

Physical skills DEX STR, CON SIZ tics, and leads to non-intuitive situations such as having

SIZ have no effect on Physical skills like Hide or Stealth.



Fatigue Points and Sanity Poinfts

Throughout these rules, some optional systems and pow-
ers refer to fatigue points and sanity points. For a more
detailed encumbrance and fatigue system, your gamemas-
ter should use fatigue points (described below).
Furthermore, campaigns based on horror, blasphemous
sorcery, or indescribable atrocity will depend heavily on
the use of the sanity system (also below).

Fatigue Points

(Max = STR + CON)

Fatigue points (FP) measure your character’s endurance,
measuring how long he or she can engage in strenuous
activity before exhaustion sets in. Your character’s maxi-
mum fatigue points are equal to his or her STR + CON.
Your character will expend 1 fatigue point per combat
round of strenuous activity (melee combat, swimming,
jogging, climbing, etc.). Sprinting or backbreaking labor
costs 1 fatigue point per turn. Forced marches cost 1
fatigue point per hour.

When your character drops below 0 fatigue points, he
or she suffers a 1% penalty to all skill, characteristic, and
resistance rolls for every negative point of fatigue. When
your character’s negative fatigue point total equals his or
her base fatigue value (STR + CON), he or she is incapac-
itated by exhaustion, and is incapable of any action. At the
gamemaster’s discretion, an exhausted character may fall
unconscious. Even if he or she remains awake, an exhaust-
ed character cannot take any action until his or her fatigue
point value regenerates to a positive number. Your char-
acter’s encumbrance value (ENC) also affects his or her
base fatigue value. See ‘Encumbrance’ on page 180 for
more information.

Your character regains 1 fatigue point every minute (5
rounds) where he or she does not spend fatigue points.
Resting, walking at a slow pace, or riding a beast or vehi-
cle does not expend fatigue. An average character will
recover from 0 to his or her full fatigue point total in 20
minutes (assuming a STR 10, CON 10, and 1 fatigue
point recovered per minute of rest).

SIMPLE FATIGUE: As an alternate and much simpler ver-
sion of fatigue that does away with fatigue points alto-

gether, the gamemaster may declare that after some mas-
sive endeavor or extreme physical hardship, your character
is fatigued. Your character is either ready for action, or he
or she is fatigued. The gamemaster may allow you a
Stamina roll to escape being fatigued after a period of
physical exertion. Using this easier method, your charac-
ter will ordinarily grow tired after spending CON x 3 unin-
terrupted combat rounds in battle or difficult physical
activity. After that, your character is automatically
fatigued, and all skill rolls are Difficult. After spending
CON x 4 uninterrupted combat rounds in battle or diffi-
cult physical activity, your character makes all of his or her
skills as if they were 1/4 the normal skill rating, and must
make a successful Stamina roll to do anything physical
before the skill rating can even be attempted. After CON
x 10 rounds of such activity, your character is utterly
exhausted, and is barely able to lift his or her weapon,
stand upright without something to lean on, etc. At this
point, your character must make a Difficult Stamina roll to
do any basic action, and the gamemaster may rule that
any skill roll is Impossible, or limited to your character’s
POW x 1.

Sanity Points

(Max = POW x 5)

As described in ‘Sanity’ (page 318 of Chapter Ten: Set-
tings), sanity (SAN) points represent your character’s
mental and emotional fortitude, and his or her ability to
withstand shock, terror, and cosmic awfulness. Your char-
acter’s base SAN points equal his or her POW x 5.
Whenever your character is exposed to a horrifying situa-
tion or mind-bending strangeness, he or she must roll
D100 against his or her current SAN point total. If your
character fails (or perhaps even if he or she succeeds) he
or she will lose sanity points. A character who suffers suf-
ficient SAN loss will likely go mad. Your character’s Sanity
Threshold (like a Major Wound Threshold) equals 1/5 of
his or her current SAN. Losing this many SAN points in
one game hour results in some form of indefinite insanity.
Sanity points do not naturally regenerate, and can only be
recovered under very specific circumstances. Characters
can gain SAN beyond their base value, to a maximum of
99. Certain types of blasphemous knowledge can limit
your character’s maximum allowable SAN score.

ter’s profession is essentially a loose description of what
he or she was doing (or was trained to do) prior to the
game session or campaign, offering a guide to skill allo-
cation. It is not a determinant of all that your character
can be and do—your character can grow and change
over the course of a campaign.

Professions by Setting

The following section is a listing of the more common
professions, with notes about the settings in which they
would be commonly encountered. These settings are
described in Chapter Ten: Settings. Obviously, some of

the profession titles and initial skill lists may not be
suitable for the setting, but these can be adjusted by the
player and gamemaster as required.

For example, in campaign set in ancient Japan, the

gamemaster tells you that the warrior profession is called

samurai, assassin is a ninja, the thief is a bandit, the crimi-
nal is a Yakuza, and the noble is a courtier.

These lists are not exhaustive, and instead represent
the most logical and suitable professions for each gen-
eral setting. These can be expanded as the gamemas-
ter and players see fit. Our own modern world still has
small pockets of tribesman and shamans, for example,



though they are hardly common. Future releases for
Chaosium’s Basic Roleplaying system may include new
professions.

Settings and Skills

You and the gamemaster should take care to ensure
that the skills associated with a profession fit the
game’s setting. In areas where a skill would be inap-
propriate, you can substitute a different specialty for
skills that require specialties. If no other specialty is
appropriate, choose another skill within the same cat-
egory. See Chapter Three: Skills for more informa-
tion on skill specialties and skill categories.

Professiohs A Through Z

Following is a list of professions in alphabetical order.
Each profession is presented in a generic fashion to
make them suitable for many settings or eras. Each
profession includes a general description, a list of
appropriate skills for that profession and a suggested
wealth level. Each of the settings in Chapter Ten:
Settings provide a number of appropriate professions
for each era or setting.

The list of professions is not exhaustive; depend-
ing on the setting, gamemasters may need to create
additional professions, or adapt existing professions
even more. Information on creating new professions
or adapting existing ones is found in “Creating New
Professions” on page 44. Finally, professions do not
have to be used at all; see the optional rules for
“Freeform Professions” on page 41.

Your gamemaster may choose to make a random
chart for you to roll on to determine your character’s
starting profession. However, usually it is preferable to
choose a profession for your character, and it is sug-

Professions Listed in this Section

Artist Gambler Scientist
Assassin Hunter Servant
Athlete Journalist Shaman
Beggar Laborer Slave
Clerk Lawman Soldier
Computer Tech  Lawyer Spy
Cowboy Mechanic Student
Craftsman Merchant Teacher
Criminal Noble Technician
Detective Occultist Thief
Doctor Pilot Tribesman
Engineer Politician Warrior
Entertainer Priest Wizard
Explorer Sailor Writer
Farmer Scholar

gested that if a profession chart is utilized, you be
allowed to ignore unfavorable results and either roll
again or pick accordingly, to prevent being forced to
play a character you will not enjoy.

Skills: These skills are the main skills used by the
profession. Your character will spend his or her pro-
fessional skill points on these skills during character
creation. Your character does not have to have all of
these skills, but these are a suggestion of which skills
would be appropriate. With the gamemaster’s permis-
sion, you can substitute any of these skills for another
if the skill does not fit with the era, setting, or char-
acter concept.

For example, you wish to play a constable with a penchant
for deduction in a campaign set in 12th century England.
You look at the professions list, and see that the Detective
template lists the Firearms (Pistol or Revolver) skill. It would
be wholly reasonable to switch this with Melee Weapon
(Sword) for that setting.

Wealth: This entry provides a brief description of an
average wealth level for a character in that profession.
In some cases, a range is provided, allowing for you
and the gamemaster to decide the most appropriate to
the setting. The description is meant to be a sugges-
tion only; you and the gamemaster may choose to
adjust the suggested wealth level up or down depend-
ing on your character concept.

An alternate method of determining initial
wealth level where a range is presented is to begin
with your character at the lowest of the wealth
ranges, adjusted upward for each successful Status
roll you can make. This should be done after your
character has been created.

While the Status skill (page 79) describes the ways
in which Status and wealth relate to one another, a
brief description of each wealth level follows:

Special: This indicates whether a member of the pro-
fession is likely to have powers, described in Chapter
Four: Powers beginning on page 85.

Artist

You make your living through the creation of art,
whether by drawing, painting, sculpture, design, pho-
tography, or any other means of creative expression in a
physical medium. Performers should refer to the
Entertainer profession.

Wealth: Any, but usually Poor or Average.

Skills: Any two Art skills, any Craft, Insight, one appropriate
Knowledge skill, Language (Other), Language (Own),
Listen, Research, and Spot.



Distinctive Features

Distinctive Features is a way of describing notable features
about your character. These are descriptive only and have
no numerical game value. They serve to help make your
player character seem more real. The more extreme your
character’s Appearance (APP) characteristic, the greater
number of distinctive features he or she has.

Character’s Appearance
Characteristic

Character Number of

APP Distinctive Features
3 orless 4
4-7 3
8-9 2
10-11 1
12-14 2
15-16 3
17 and up 4

Roll 1D10 below or choose a category for each distinc-
tive feature your character has. You can choose the
same category multiple times. Then choose a feature,
or features, from the entry. These are all cosmetic ele-
ments of your character’s appearance, and do not
affect game values. You should keep your character’s
characteristics and skills in mind when picking distinc-
tive features.

For example, your character with “powerful arms and
hands” does not get a bonus to STR, and may have a
rather low STR (in this case, the appearance is deceptive).

If your character’s APP is low (10 or below), then these
features are unpleasant and somehow help make your
character appear less attractive or unusual looking,
even if the characteristic would not normally be
thought of as unpleasant. Choose as appropriate.

For example, if your character has a low APP characteristic,
“bright eyes” might be described as a piercing and uncomfort-
able glare. Similarly, a high APP might have “bright eyes”

that seem to sparkle and are attractive.

If your character’s APP is high (11 and up), the features
somehow make your character more attractive or impres-
sive-looking, even if the feature would be normally not one
thought of as attractive.

For example, a long scar across your character’s face might
make him or her seem more rugged and formidable,
rather than sinister. Another imperfection might be dis-

tinctive and endearing to an otherwise classic beauty.

As you choose, try to keep a coherent picture of your
character in your mind, and try to imagine how he or she
would appear in the setting the gamemaster has specified.
You can also combine different features in interesting
ways. Your gamemaster may veto certain distinctive fea-
tures if they would be completely out of place, depending
on the setting.

For example, in a campaign where all of the characters are in
the United States Marine Corps, it might not be appropriate
for distinctive features relating to clothing or hair styles, due
to military regulations and restrictions. Distinctive features
such as “crew-cut” or “always wears olive green” aren’t that
distinctive in the Marine Corps.

1—HAIR ON HEAD: Bald, bald on top, blond, black,
braided, brown, crew-cut, curly, dirty, full of lice, glossy,
gray, long, lustrous, matted, oily, perfumed, receding,
red, shaven, spiky, very long, wavy, wig, feature of your
choice.

2—FACIAL HAIR: Arched eyebrows, braided beard, bushy
beard, curled and perfumed beard, enormous mustachios,
eyebrows grown together, goatee, long beard, no eye-

(continued on the next page . . .)

Assassin

Death is your trade, and you have no remorse for your
life as a cold-blooded professional killer. Whether you
kill for money or some other cause, you are skilled in
the termination of other living beings, usually in
secrecy.

Wealth: Average or Affluent. You will also have a wide
range of weapons and false identities, as appropriate to
setting.

Skills: Dodge, Hide, Listen, Spot, Stealth, and five of the
following as appropriate to setting: Brawl, Disguise,
Drive, Electronics, Grapple, Firearm (any), Fine

Manipulation, Martial Arts, Melee Weapon (any),
Missile Weapon (any), Ride, Throw, Track.

Athlete

Whether professional or amateur, state-sponsored or
still in school, you excel in a style of sports or exercise,

honing your body and resolve for solo or team athletic
competition.

Wealth: Poor through Wealthy, usually Average or Affluent.

Skills: Climb, Dodge, Jump, Stealth, Throw and choose five
of the following as appropriate to setting and sport: Brawl,
First Aid, Grapple, Insight, Listen, Martial Arts, Spot,
Ride, or Swim.

Beggar

You survive by begging for money, food, and other neces-

sities. You may call yourself a hobo, homeless, or a wan-

dering vagabond. Perhaps you had a run of bad luck, or

insanity or substance abuse drove you to this state.

Wealth: Destitute, though some beggars are actually Poor and
only pretend to be worse off.

Skills: Bargain, Fast Talk, Hide, Insight, Knowledge (Region:

local area), Listen, Persuade, Sleight of Hand, Spot,
Stealth.



(- . . continued from the previous page)

brows, sideburns, strange designs cut in close-trimmed
beard, thick eyebrows, feature of your choice.

3—FACIAL FEATURE: Birthmark, black eyes, blue eyes,
bright eyes, broken nose, broken teeth, brown eyes, buck
teeth, deeply tanned, double chin, earrings, enormous chin,
eye patch, fleshy lips, gap in teeth, gray eyes, hairy ears,
high cheekbones, hooked nose, large eyes, large nose, long
eyelashes, jagged teeth, jug-handled ears, nose ring, pale,
pockmarked skin, pointed chin, pointed teeth, pug nose,
round face, scar, sensuous lips, stained teeth, tattooed, thin
lips, tiny ears, turned-up nose, warts, weak chin, white
teeth, wide-eyed, yellow teeth, feature of your choice.

4—EXPRESSION: Adoring, alluring, arrogant, bemused,
bright-eyed, curious, cringing, dour, drunken, friendly,
guarded, haughty, lecherous, leering, meek, mischievous,
naive, outgoing, piercing, pleasant, proud, seductive,
sneaky, sneering, squinting, expression of your choice.

5—CLOTHES: Ancient, armored hat, athletic, barefoot,
clothes leave wearer too hot or too cold, clothes leave
wearer too wet, conical hat, embroidered with special
emblem, expensive, fashionable, fine boots, for wrong sex,
formfitting, full of holes, garish, gaudy, ill-fitting, lots of
cheap jewelry, new, nightclothes, partly nude, peaked hat,
prim, rich, sandals, satiny, sexy, skintight, sporty, sub-
dued, too much ornamentation, uniform, utilitarian, vul-
gar, wide hat, clothes of your choice.

6—BEARING: Angry, casual, clumsy, confident, ethereal,
fearful, graceful, humble, jaunty, languid, military, nimble,
plodding, pushy, reserved, slouching, sprightly, stiff,
swaggering, sensual, swaying, wary, weary, yielding, bear-
ing of your choice.

7—SPEECH: Accented, affected, aggressive, deep,
demanding, drawling, faint, hard-of-hearing and hence

Clerk

You spend your days at a desk, usually working in some
financial field. This profession could be one where you
deal with customers, such as an accountant or sal-
aried employee in a company, government, or

other organization.

Wealth: Average

Skills: Bargain, Etiquette, Knowledge
(Accounting), Knowledge (Law), one
other Knowledge, Language (Own), Persuade,
Research, Status, and either Technical
Skill (Computer Use) or Literacy, as
appropriate by era.

Computer Tech

You could be a normal software

engineer, writing code for a large-scale program, a small
cog in the machinery of a huge corporation. Or you

loud, hesitant, high-pitched, imperious, lisping, musical,
mumbling, nasal, raspy, sharp, sensual, shrill, slow,
smooth, soft-spoken, stammering, strong, stuttering,
throaty, unintelligible, whining, speech characteristic of
your choice.

8—ARMS AND HANDS: Birthmark visible, bracelets or
other arm jewelry, bulging biceps, calloused hands, deeply
tanned, hairless, hairy, knobby elbows, large knuckles,
left-handed, long arms, long fingernails, muscular, one
arm longer than the other, one finger missing, one too
many fingers present, pointed elbows, pointed fingernails,
powerful arms and hands, rings, scar, slender, smooth-
skinned, tattooed, unlined, very hairy, very pale skin, fea-
ture of your choice.

9—TORSO: Barrel-like, belly ring, birthmark visible,.
broad-shouldered, curvy, every bone shows, fat, flat chest,
flat stomach, hairless, high waist, lean, long torso, many
scars, muscular, narrow, no navel, one nipple gone, pot-
bellied, prominent scar, short, shrunken chest, sinewy,
sleek, slender, slim-hipped, svelte, tall, tan lines visible,
tanned, tattooed, thick, thin, very hairy, very pale, wil-
lowy, feature of your choice.

10—LEGS AND FEET: Birthmark visible, bulging thighs
and calves, calloused feet, deeply tanned, hairless, hairy,
knobby knees, limping in one leg, many scars, muscular,
one toe missing, one too many toes present, scar, scars
from flame or acid, sleek, smooth, tanned, tattooed, toe
ring, very hairy, very long legs, very pale skin, very short
legs, weathered skin, feature of your choice.

The gamemaster is encouraged to let you come up with
distinctive features of your own if these are not sufficient,
and for games featuring non-human character races, the
gamemaster should revise this selection to incorporate
new and unique features specific to new races, or disallow
inappropriate features.

could be an illicit hacker, living by your wits, “testing”
the network security systems of those same huge, face-
less corporations to see if you can (and to see what you
can get away with). Alternately, you could be assem-
bling networks for a major company. Either way, much
of your life is spent interfaced with a computer, often
connected to the world’s information network. Lines of
code, data, and other virtual assets are as real to you as
the tools and materials of other craftsmen.

Wealth: Average to Affluent.

Skills: Craft (Computer Hardware or Code), one Knowledge
skill, Language (Other) (a programming language),
Repair (Electrical), Repair (Electronics), Research,
Science (Mathematics), Status, Technical (Computer
Use), and choose one of the following skills as specialties
as appropriate to setting: Accounting, Hide, or
Knowledge (Law).



Cowboy

You make your living tending beef cattle, riding the
open range and taking care of the herds, finding strays
and bringing them to market when it is time to sell.

Weadlth: Poor to Average, occasionally Affluent.

Skills: Craft (usually knots), Firearm (Rifle), Knowledge
(Natural History), Knowledge (Region: the Range),
Listen, Navigate, Ride, Spot, Throw, Track.

Craftsman

Whether a village blacksmith, a glassblower, or a maker
of finely tuned watches, you make trade goods by hand
and sell them to interested buyers. You usually work in
a shop, whether you own it or are merely employed
there.

Weadlth: Poor to Affluent, usually Average.

Skills: Appraise, any one Art, Bargain, any two Craft skills,
Spot, Research, Status, and choose two of the following
as appropriate to setting and trade: Fine Manipulation,
Repair (Electrical), Repair (Electronics), Repair
(Mechanical), or Heavy Machine.

Criminal

You make your way through the world by breaking the
law, whether by strong-arm theft, organized crime, pick-
ing pockets, or some other means of gaining valuables
or money illegally.

Wealth: Poor to Affluent, sometimes Wealthy, usually
Average.

Skills: Bargain, Hide, Stealth, Drive or Ride, and choose any
six of the following as appropriate to setting and racket:
Appraise, Brawl, Climb, Fast Talk, Fine Manipulation,
Firearm (any), Gaming, Grapple, Insight, Jump,
Knowledge (Law), Listen, Martial Arts, Melee Weapon
(any, usually knives or clubs), Persuade, Spot, Throw.

Detective

Whether employed by the police or working privately,
you use skills of observation, deduction, and criminolo-
gy to determine who has committed crimes. You may
have a wide range of forensic and scientific skills, or
operate on gut instincts.

Wealth: Average or Affluent.

Skills: Firearm (Handgun), Knowledge (Law), Listen,
Persuade, Spot, Research, and choose four of the follow-
ing as appropriate to setting and concept: Art, Brawl,
Disguise, Dodge, Drive, Fast Talk, Firearm (any), Grapple,
Hide, Insight, Knowledge (any), Language (Other),
Language (Own), Medicine, Ride, Science (any),
Technical (Computer Use), Stealth, or Track.

Doctor

You have made it your calling to treat the injured,
infirm, sick, and otherwise unhealthy, using diagnostic
skills and medical practices gained through extensive
training and study. You may have taken an oath to help
any who need it, no matter what they have done or who
they are.

Wealth: Average to Affluent.

Skills: First Aid, Language (Own), Medicine, Persuade,
Research, Spot, and choose four of the following as
appropriate to setting: Insight, Language (Other),
Psychotherapy, Science (any), and Status.

Engineer

You build, repair, or maintain machines, work in con-
struction, or are a mechanic dealing with technology
appropriate to your era and setting, from simple stone
architecture to highly advanced spaceship drive systems.
Some engineers maintain and operate a large and com-
plex vehicle of some sort, from a sailing ship to a space
cruiser, while others are employed in the creation and
maintenance of siege engines or architectural structures.

Wealth: Poor to Affluent, usually Average.

Skills: Craft (any), Repair (Mechanical), Repair (Structural),
Spot, Status, and five of the following, as appropriate to
setting and concept: Art (usually Drafting), Drive, Heavy
Machine, Knowledge (any), Pilot (any), Repair
(Electrical), Repair (Electronics), Science (any), or
Technical (Computer Use).

Entertainer

You use your performing talent to entertain audiences
of all sizes, improvisational, or scripted, in person or
through broadcast transmission or prerecorded distri-
bution.

Wealth: Destitute to Wealthy, usually Average.
Skills: Art (any), Disguise, Fast Talk, Fine Manipulation,

Insight, Language (Other), Language (Own), Listen,
Perform (any), and Persuade.

Explorer

You have made it your life’s work to seek out the
unknown corners of the world, go where none have
gone before, and to bring back knowledge of what you
have found, either for glory or in the name of discovery.

Wealth: Affluent or Wealthy.

Skills: Climb, Language (Other), Language (Own), Persuade,
Research, Spot, and four of the following as appropriate
to setting: Knowledge (Anthropology, Group, History,
Natural World, or Region), Drive, Fast Talk, Firearm
(Pistol, Revolver, or Rifle), Navigate, Pilot (Aircraft or
Boat), Ride, Science (Geology), Swim, or Track.



Wealth Levels Defined

Destitute

Penniless, your character must rely on scavenging
food and drink from their environment, or rely on the
charity of others. Homeless, your character sleeps
wherever he or she can find a dry and safe spot. Your
character may have some small possessions other
than what he or she can carry, but these will not be
particularly valuable and are hidden away, and will be
stolen if discovered. This level of poverty is probably
reflected in your character’s appearance, and your
character may have difficulty performing normal tasks
due to prejudice against the destitute.

Poor

While your character has some money, and does not
want for a place to sleep or food to eat, his or her life
is without much luxury, and your character does not
have very much free coin to spend on luxuries, or on a
higher standard of living. With level of wealth, your
character’s abode is humble and potentially in a bad
part of town. He or she is partly employed, is unem-
ployed, or is working hard for meager wages.

Average

Your character has a comfortable income and is able
to live without much difficulty, though major pur-
chases must be weighed carefully. He or she has an
average home, and may have a reasonable amount of
money in savings, though few would think your char-
acter is anything other than middle class or of average
income. Your character is able to pay his or her bills
and expenses, and can splurge occasionally on luxury
items, but he or she is generally living a lifestyle that is
average to the majority of people in his or her culture
and era.

Affluent

Your character is doing quite well, and has a consider-
able income with which he or she can live well and
enjoy life. Any living accommodations will be on the
nicer side, and your character does not need to think
twice about making major purchases. Your character
has a fairly large amount of money saved, and he or
she may live a life of excess and luxury.

Wealthy

Your character has vast material wealth, from a near-
inexhaustible source. He or she can make purchases of
considerable expense without a second thought, and
the quality of life is enviable among most classes. Your
character has a great amount of money saved, and
due to his or her level of wealth, is likely to have many
social and business opportunities beyond those of any
other income level.

Farmer

As a farmer you dwell in a rural or barely tamed area,
coaxing a living out of the land through growing crops or
tending animal herds. It is a hard life with long days of
backbreaking labor, but satisfying nonetheless.

Wealth: Poor to Affluent, usually Average.

Skills: Bargain, Craft (any), Knowledge (Natural History),
Listen, Spot, and five of the following as appropriate to
setting and concept: Brawl, Drive, Firearm (Rifle or
Shotgun), First Aid, Heavy Machine, Knowledge
(History), Repair (Mechanical), Ride, Science (Biology,
Botany, or Geology), Track.

Gambler

You survive by the whim of chance, or by cheating fate
in games of luck and skill. Inevitably, you travel around;
drifting from one gambling arena to another, sometimes
one step ahead of the law, hoping your luck won’t dry up.

Wealth: Poor to Affluent, usually Average.

Skills: Bargain, Brawl, Dodge, Fast Talk, Gaming, Insight,
Knowledge (Accounting), Sleight of Hand, Persuade, and
Spot.

Hunter

Whether for survival or for the thrill of the hunt, you
specialize in tracking and either trapping or killing wild
animals or other beings.

Wealth: Poor or Average, unless a big game or sport hunter,
then Wealthy.

Skills: Climb, Hide, Listen, Navigate, Spot, Stealth, Track,
and three of the following as appropriate to setting and
concept: Firearm (Rifle or Shotgun), Knowledge (Natural
History or Region), Melee Weapon (usually Spear),
Missile Weapon (any), Language (Other), and Ride.

Journalist

Whether a columnist for a weekly paper, a photojour-
nalist, a television anchor, or a gonzo commentator, you
make a living from the coverage and analysis of events,
to be broadcast or distributed in some other medium.
This may come with some measure of fame or notoriety.

Wealth: Average to Affluent.

Skills: Fast Talk, Insight, Language (Own), Listen, Persuade,
Research, Spot, and three of the following as appropriate
to setting and concept: Art (Photography), Craft
(Photography), Disguise, Hide, Knowledge (any),
Language (Other), Status, Stealth, or Technical
(Computer Use).

Laborer

You are a blue-collar worker, whether on a factory line,
in a warehouse, or simply heavy labor. Your muscle and



Culture and Characters

Many settings, particularly historical or fantasy, offer dis-
tinct and original cultures, usually presented in gaming
terms as some qualities common to people from those
countries, social groups, or even planets. As the rules in
Basic Roleplaying are not specific to any one setting, the
gamemaster will need to develop his or her own set of
cultural backgrounds appropriate to the setting. Some-
times these can lead to stereotypes, and the gamemaster
should consider these with care before using this option-
al system.

Cultural backgrounds are not necessary—members of
a culture are certainly different enough to allow a diverse
set of skills and characteristics, but you and your game-
master may feel that they add a valuable element to the
game setting. Each cultural background description can
contain some or all of the following sections, with others
substituted or added at the gamemaster’s discretion:

LEADER: The ruler, president, authority, or other gov-
erning body of the country or region.

CULTURE: The dominant culture of the area. Usually
human, though Chapter Eleven: Creatures contains sam-
ples of non-human races.

APPEARANCE: This might be a few of the “Distinctive
Features” from page 34 that are frequent to folk of this
area, or common hair and skin colors.

DEMEANOR: If appropriate, this can be a few personal-
ity traits that are common to those raised in the region.
Naturally, not everyone is like this.

LANGUAGE(S): The language or languages commonly
spoken or known by natives of this region.

OCCUPATIONS: Professions common to the folk of the
region. These are not the only ones practiced here—they
are merely the most common or emblematic of the soci-
ety. Three is a good number of these.

RELIGIONS: What god or gods are worshiped common-
ly in this region? If Allegiances (page 315) play a part in
the campaign, then religion should be included.

ability to do repetitive tasks are more important than
any brainpower you can muster.

Wealth: Poor or Average.

Skills: Climb, Craft (any), Drive, Brawl, Grapple, Heavy
Machine, and four others, as appropriate to setting:
Appraise, Fine Manipulation, Language (Other), Repair
(Mechanical), Repair (Structural), Literacy or Technical
(Computer Use).

Lawman

You have the authority and the jurisdiction to uphold
and defend the law, ideally in defense of the common

CULTURAL WEAPONS: In historical or fantasy settings,
medieval-style weaponry is often quite different country-
to-country, and armies of each land tend to train with dif-
ferent weapon styles. This is less distinctive as settings be-
come more modern, though the gamemaster can use this
information when equipping non-player characters. A
few choices here are appropriate.

ARMOR: If body armor is worn in this setting, what types
are commonly used and available?

CULTURAL SKILLS: As with cultural weapons above,
these are a few skills (two, commonly) that are common-
ly taught and used within this culture, usually trained as
a part of socialization and common education. At the
gamemaster’s discretion, these skills might gain a small
bonus. For example, members of an ancient world culture of
dour Northern crag-dwelling barbarians might gain a +20% to
the Climb skill. If bonuses to skills are used, it is recom-
mended that every culture gain equal bonuses, though to
a different skill or skills.

ITEMS: This might include a significant possession com-
mon to someone from this area, often of religious or per-
sonal significance. It does not have to be valuable, and
characters from this region are under no compulsion to
possess this item.

Cultural Modifiers

Some cultures might receive modifiers to basic char-
acteristics, such as SIZ. This can be a potentially sen-
sitive topic with your players. The gamemaster is
encouraged to award such bonuses with caution, and
to balance positive bonuses with negative ones, or to
equalize play by giving all cultures an equivalent
bonus, though maybe to different characteristics or
attributes. No player should be penalized for choosing
a particular culture. It is also recommended that this
be used only for settings where such distinctions are
commonly acceptable, such as in fantasy worlds
where bloodlines are unique or in science-fiction set-
tings where humanity has been shaped by genetic
manipulation and has adapted to the galactic envi-
ronment.

folk. Your enforcement of the law and legal code is sup-
ported by the power structure in your community.

Wealth: Usually Average. Corrupt lawmen are sometimes

Affluent.

Skills: Brawl, Dodge, Fast Talk, Knowledge (Law), Listen,
Spot, and four of the following, as appropriate to setting
and concept: Drive, Firearms (any), First Aid, Grapple,
Insight, Knowledge (Region or Group), Language
(Other), Martial Arts, Melee Weapon (any), Missile
Weapon (any), Pilot (any), Ride, Status, Technical
(Computer Use), or Track.



Lawyer

You are trained in the use of the legal system, negoti-
ating settlements in legal disputes, representing indi-
viduals, organizations, or governments in courts of law.
Though you have no authority above or beyond that
of the common citizen, your inside knowledge of the
legal system gives you considerable power in the legal
system.

Wealth: Destitute, Poor, Average, Affluent, Wealthy

Skills: Bargain, Fast Talk, Insight, Knowledge (Law), one
other Knowledge skill, Language (Own), Perform
(Oratory), Persuade, Research, and Status.

Mechanic

A grease monkey, you spend your time maintaining,
repairing, and sometimes building machines, vehicles, or
more complex constructions. You are good with tools,
and able to easily decipher technical problems or issues.

Wealth: Poor to Average, usually Average.

Skills: Bargain, Craft (Metalwork), Drive, Fine
Manipulation, Heavy Machine, Repair (Electrical),
Repair (Electronics), Repair (Mechanical),
Repair (Structural), and Spot.

Merchant

You make your living in retail or whole-
sale, purchasing resources for less and
selling for more. You might work in or
own a shop, or you might be mobile: a
traveling salesman, a wandering tinker,
an adventuresome spice merchant, or an
international sales representative.

Wealth: Average to Wealthy, usually
Affluent. The gamemaster and player
should determine whether the
character owns their own shop
or trade vessel.

Skills: Appraise, Bargain, Fast Talk,
Knowledge (Accounting),
Knowledge (Business), Persuade,
Research, Status, and any two
other skills as specialties, as
appropriate to setting and con-

cept. (+20% Night Perception, +2 DEX, -3 CON)

Noble

You were born into wealth and the ruling class. In a
society that recognizes such social distinctions your sta-
tus is often associated with ranks and titles, but even if
such titles are meaningless you are still easily recognized
as among the elite. You are accustomed to an elegant
and extravagant lifestyle, and you know and are known
to the wealthy and other highborn of society.

Wealth: Affluent to Wealthy, usually Wealthy.

The Denebian Noctin (stygiophagus sapiens)
are agile but frail, and enjoy increased
nighttime visual acuity.

Skills: Bargain, Drive, Etiquette, Language (Own), Language
(Other), Literacy, and Status, plus any other three skills
as hobbies or fields of interest.

Occultist

You are a student of obscure secrets, hidden lore, and
magical power, believing in the influence and primacy
of supernatural forces. If appropriate to the setting, the
gamemaster may allow you to use powers (probably
magic or sorcery) perhaps studied while a member of an
occult organization or secret society.

Wealth: Poor to Wealthy, usually Affluent.

Skills: Fast Talk, Insight, Knowledge (Anthropology),
Knowledge (History), Knowledge (Occult), Language
(Other), Language (Own), Research, and any two other
skills as appropriate to setting, usually from the following:
Art (any), Craft (any), Knowledge (Archaeology),
Medicine, Science (any), or Status.

Special: If magic is present in the setting, the gamemaster
may allow you to have magic powers. See Chapter Four:
Powers for more information on this.

Pilot

7775, Whether on land, on or below the water, in
the skies, or through the deeps of space,
you are trained in guiding and piloting
a vessel of some sort, steering it for
commercial, official, or military ends.
Your job ranges from space fighter
pilot to tramp steamer captain,
depending on the setting.

 Wealth: Average to Affluent.
If you own your own vessel,

Affluent.

Skills: Drive, Heavy Machine,
Listen, Navigate, Pilot (any),
Spot, plus any four of the fol-
lowing skills, as appropriate to set-
ting: Bargain, Climb, Command,
Craft (any), Knowledge (Region),
Repair (Electrical), Repair
(Electronics), Repair (Mechanical),
Language (Other), Persuade,
Science (Physics), Science
(Astronomy), or Technical
(Computer Use).

Politician

You have been elected or appointed to a position of
authority, and make your living taking part in or direct-
ing government activities, whether city-wide or greater.
You could be a medieval magistrate or a galactic sena-
tor, depending on the setting.

Wealth: Affluent to Wealthy, usually Affluent.



Skills: Bargain, Etiquette, Fast Talk, Insight, Knowledge
(Law), Persuade, Status, plus any three other skills as
appropriate to the setting, usually from the following:
Knowledge (Accounting, Group, History, or Region),
Listen, Language (Other), Language (Own), Perform
(Oratory), or Research.

Priest

Your faith and belief in a religion has led you to the
calling of the priesthood, and you spend your time
preaching or in activities befit-
ting the worship of your deity
(or deities). You could be an
acetic monk or a televangelist,
depending on the setting.

SRR

Wealth: Poor to Affluent, usually
Average, possibly Wealthy if you
are the religious leader of a large
group of worshippers, at the A B/
gamemaster’s discretion.

Skills: Fast Talk, Insight, Knowledge
(History), Knowledge
(Philosophy), Knowledge
(Religion), Language (Own),
Perform (Ritual), Persuade, and
two of the following: Knowledge
(Occult), Language (Other),
Listen, Literacy, Perform
(Oratory), Research, Status, or
Teach.

Special: Your affiliation with a faith
or cult may grant you access to
magical or supernatural powers,
at the gamemaster’s discretion.
See Chapter Four: Powers for
more information on this.

Spiritual leaders are common to all races,
cultures, and eras. A well-balanced adventuring party
makes sure someone knows how to Fast Talk, how to

fight, and how to heal (spells or First Aid).

Sailor

You ply the ocean waves, work-
ing hard to maintain your ves-
sel’s integrity, whether as a pirate, a naval officer, or an
ancient world trader.

Wealth: Poor or Average, usually Average.

Skills: Climb, Craft (any), Dodge, Grapple, Navigate, Pilot
(Boat), Swim, and any three of the following: Artillery
(any, usually shipboard), Command, Language (Other),
Listen, Repair (Mechanical), Repair (Structural), or Spot.

Scholar

Study and learning define your life, and you specialize
in one or more fields of knowledge, eagerly seeking out
all there is to know within your intellectual domain.
You might teach this knowledge to students, or hoard it
for your own use.

Wealth: Average or Affluent, usually Average.

Skills: Language (Other), Language (Own), Persuade,
Research, Teach, and choose five Knowledge or Science
skills appropriate to setting and related to your field of
study.

Scientist

Whether employed by a corporation, educational insti-
tution, government, or working on your own, you ex-
plore a field of science through rigorous speculation, ex-
perimentation, and observation, repeating the process
and refining the base of data in
your field.

Wealth: Average or Affluent, usually
Affluent.

Skills: Craft (any), Persuade,
Research, Status, Technical
(Computer Use) or Heavy
Machine, and any five Knowledge
or Science appropriate to setting
and related to your field of study.

Servant

You are employed as a helper or
servant, tending to the house-
hold affairs and domestic needs
of an affluent employer. You
might be a gentleman’s manser-
vant, the adjutant of a general, or
you could be a scullery maid in a
sprawling castle.

Wealth: Poor to Average, though
sometimes servants have limited
access to their employer’s lifestyle of
Affluent or Wealthy, at the
gamemaster’s approval.

Skills: Craft (any), Etiquette, Hide,
Language (Own), Listen, Stealth,
and choose four of the following as
personal specialties, as appropriate
to the setting and concept: Bargain, Drive, First Aid,
Insight, Knowledge (Accounting), Language (Other),
Persuade.

Shaman

You are a tribal magician, skilled in contacting the spir-
it world and lending advice and aid to your chieftain
and the members of your tribe. You have secret knowl-
edge, passed down from mentor to student, and you may
have the ability to use magic. Most shamans are mem-
bers of a more primitive culture, though there are some
modern practitioners.

Wealth: Poor or Average, at a tribal-level existence.

Skills: Art (any), Insight, Knowledge (History), Knowledge
(Occult), Language (Own), Listen, Perform (Rituals),
Persuade, and two of the following as specialties, as appro-



priate to setting and concept: Craft (any), Fast Talk, First
Aid, Hide, Knowledge (Anthropology), Medicine,
Language (Other), Science (Pharmacy), or Status.

Special: Depending on the setting, you may be able to use
magic. See Chapter Four: Powers for more information
on this.

Slave

Captured by slavers or born into captivity, you are a slave
or indentured servant to an individual master, or to an
organization or religion. You might be treated well: the
head of a household’s staff, or perhaps you are beaten and
regularly punished and live in fear. To be classified as a
slave, it is assumed that most of your life has been spent
as a slave. If you were captured and enslaved recently, use
your previous profession instead.

Wealth: Destitute to Poor, though sometimes slaves have
limited access to their owner’s lifestyle of Affluent or
Wealthy, at the gamemaster’s approval.

Skills: Craft (any), Dodge, Etiquette, Fast Talk, Hide, Insight,
Language (Other), Listen, Stealth, and one other skill as
an occupational specialty.

Freeform Professions

You may be uncomfortable with the limitation of the
profession templates and may ask the gamemaster for
permission to create your own profession, allocating
wealth, skills, and special abilities as you see fit. The
advantage to this is that you end up with exactly the
character you would like to create. The downside is
that the gamemaster needs to be more careful about
character creation and what you are allowed to come
up with. This form of character creation is recom-
mended for a more freeform or looser play style.

With this option, you choose the title for the pro-
fession, then spend your character’s professional
skill points as freely as you would like. The game-
master may wish to oversee the skill point expen-
diture a bit closer than when using the regular sys-
tem to discourage you from coming up with anom-
alies such as a lawyer with professional skills in
Firearm (Machine Gun) and First Aid. Your game-
master may not have any objection to such odd
characters, and should judge whatever is suitable
for his or her own campaign. Alternately, he or she
can impose a cap (50%, for example) on skills that
are clearly not normally within the skill set of a nor-
mal member of the profession.

Wealth level should be determined with the
gamemaster’s approval, based again on the campaign
and setting, using similar character professions as a
guide. In this, the gamemaster’s word is final.

Soldier

Whether through enlistment or conscription, you are a
professional soldier, charged with the defense of your
country or organization. You might be a mercenary or
sellsword, or you might believe in the cause you fight
for. Either way, you've received martial training, and
work in a squad of other soldiers, doing what you’re
ordered to.

Wealth: Poor or Average, but frequently given access to
expensive or otherwise-prohibited equipment.

Skills: Brawl, Climb, Dodge, First Aid, and six of the follow-
ing, as appropriate to setting: Artillery, Command, Drive,
Firearm (usually Rifle, but any), Grapple, Heavy Weapon
(any), Hide, Language (Other), Listen, Jump, Medicine,
Melee Weapon (any), Missile Weapon (any), Navigate,
Repair (Mechanical), Ride, Spot, Stealth, or Throw.

Good knights fight well and die honorably. Great knights fight well and
live to fight again another day. Learn to love your shield.

Spy

You are skilled in subterfuge and infiltration, entering
countries or organizations under cover or in secret, find-
ing out their secrets, and reporting them back to an
enemy or interested party.

Wealth: Average or Affluent, depending on the setting.

Skills: Dodge, Fast Talk, Hide, Listen, Research, Spot,
Stealth, and three of the following, as appropriate to set-
ting: Art (Photography), Brawl, Disguise, Etiquette,
Firearm (any), Grapple, Knowledge (any), Language
(Other), Language (Own), Martial Arts, Navigate, Pilot
(any), Psychology, Repair (Electronics), Repair



Advice on
Character Creation

Naturally, you’ll want the best of everything for your char-
acter, but that’s not possible in a world where most peo-
ple are poor. Across the board, you’ll also want high char-
acteristics and skills for your character, but having high
scores in everything won’t be possible either. Here are
some tips for creating characters ready for adventure and
for survival in your gamemaster’s campaign, depending
upon the setting.

Weapon Skills: Though most folks in the world don’t
carry weapons day-to-day, people in adventure settings
are usually capable with them, even if they don’t carry
them. Furthermore, a big part of adventure games are the
willingness to use weapons or violence to defend oneself.
If you don’t want non-player characters to regularly defeat
your character, have a weapon skill at 51% or better, since
that gives you at least even odds of hitting someone.
Higher weapon skills are going to be suitable for cam-
paigns and settings more focused on action and combat.
Since the parry percentage for a weapon drops by -30%
each time the weapon parries in a round, a high hand-to-
hand weapon skill can be quite useful. Also, the chances
for a critical or special success rise as your character
becomes more skillful.

Shields: If your character intends to do serious hand-to-
hand fighting with ancient or medieval weapons, he or she
needs a shield, or at least a second weapon to parry with.
If your character parries with a shield, then the risk of
breaking a weapon drops greatly, and he or she ignores

(Mechanical), Ride, Swim, Technical (Computer Use),
Throw, or Track.

Student

You spend your days studying, either as a general stu-
dent, or an apprentice to some master. Your curriculum
may be at a prestigious university, a martial arts acade-
my, a wizard’s school, or at some private and exclusive
institution.

Wealth: Poor to Wealthy, usually Average.

Skills: Language (Own), Research, and choose eight other
skills as courses of study, as appropriate to the setting and
concept. Common choices are from the following list: Art
(any), Craft (any), First Aid, Insight, Knowledge (any),
Language (Other), Listen, Medicine, Repair (any),
Perform, Persuade, Psychotherapy, Science (any),
Technical (Computer Use), and one Physical skill (if
involved in athletics).

Special: Students or apprentices of the arcane arts may have
limited access to magical spells, at the gamemaster’s dis-

certain fumble table results. If your character has skill, a
shield is more reliable than armor, and blocks stronger
attacks.

Armor: If you are regularly entering melee combat, wear
the best armor possible, whether soft leather or energy
shields. Armor is not always proof against injury—critical
results will usually overcome it, and most special success-
es will have some other effect that cannot be stopped by
the armor. Nonetheless, armor can make the difference
between a major wound and a minor wound, or between
a major wound and death. It may be your character’s only
protection from an ambush or attempted assassination.

Dodge: If the campaign you’re in will have a lot of combat,
it will pay to have the highest Dodge skill possible. As you
might imagine, being able to dodge a blow from a dagger,
say, can be very handy. Dodge and parry are integrated
maneuvers in this game; a high Dodge skill gives your
character as much flexibility of choice as possible.

Powers: If your campaign is such where you will be facing
foes who have powers and you do not, high percentages in
combat skills provides an excellent means of combating
them. Many powers, supernatural or otherwise, depend
on a high POW characteristic, and your character’s power
point total is derived from this characteristic, so a high
POW is essential if you are a power-user. A high POW also
improves your Luck roll, which is almost never a bad thing
in any setting.

Clustering Skills: It’s a good idea to have different sorts of
skills, but it is also handy to have skills that work together.

(continued on the next page . . .)

cretion. See Chapter Four: Powers for more informa-
tion.

Teacher

You are an instructor of one

or more subjects, teaching

groups or tutoring a single

student. Whether employed

by a university, a high school,

or other educational institu-

tion, you instruct students in an academic setting
towards some standard of achievement.

Wealth: Average or Affluent, usually Average.

Skills: Language (Own), Persuade, Research, Status, Teach,
and choose five other skills as areas of expertise, as appro-
priate to the setting and concept. Common choices are
from the following list: Art (any), Craft (any), First Aid,
Insight, Knowledge (any), Language (Other), Listen,
Medicine, Repair (any), Perform, Persuade,
Psychotherapy, Science (any), Technical (Computer
Use).



(- . . continued from the previous page)

For instance, high Sense, Stealth, and Track skills suggest a
character that is a hunter or trapper, just as high Bargain,
Insight, and Literacy suggest a diplomat or merchant.
Clustering skills creates a general area of expertise, giving
your character flexibility of action and response, and making
his or her personality more understandable to role play.

Communication Skills: Try to have a high Bargain, Fast
Talk, Perform (Oratory), or Persuade: your character will
want to influence and convince people as well as fight
them.

Ask Questions First: Your gamemaster should tell you
everything significant that your character sees, but you
may have ideas about what you want to know. Don’t be
afraid to ask for information: is the swordsman looking
confident? Is the merchant wearing much gold jewelry?
Are the timbers of the ship bright and well kempt, or spot-
ted with age and brine? Is this spaceship well-polished and
kept in peak shape, or is it a rust-bucket barely to achieve
light speed?

Don’t Get Angry Until You Know the Opposition: Skills
and characteristics can be extremely high, powers can be
almost invisible, and any well-dressed individual may have
an army of allies who can raise a whole city to the alarm.
Picking a fight with the wrong person is foolish. Wait for
good reason, and then fight when it’s necessary or
unavoidable.

Know Who Your Friends Are, and Keep Them: At times, the
adventuring group will seem composed of as many different
goals as it has members. If so, at some point your paths may
diverge. Despite different alliances, try to roleplay toward

friendship. If your character’s personality actively prevents it,
then he or she may need new companions.

Have a Believable Ransom: If all else fails, an enemy who
has your character at his or her mercy may be diverted
from murder by the promise of payment. The key here is
believable: the amount promised has to be significant
enough to warrant the trouble. If that’s done, your char-
acter has to have thought of a way to reliably deliver the
cash, get out of the clutches of his or her captor, and has
to convince the captor that pretty much everything being
said is true.

Death is Sometimes Unavoidable: The death of a play-
er character is a sorrowful occasion. It calls for commis-
eration during play and sympathy when play is done. It
happens, however, and play should continue despite the
loss. Generally, if your character is killed during the
course of play, you should begin choosing and rolling up
a new character while play continues, though the game-
master may call for a break while you get to work on
your new adventurer. Alternately, this can be done be-
tween sessions, and you can wait on the sidelines and
see how the adventure session turns out before starting
on a new character. The gamemaster may request that
your new character have some connection to the other
characters, or even be related to the deceased character,
to ease the transition back into the player group. In
some cases, the situation where a new character is intro-
duced might affect the choices you can make about a
new character, especially if the characters are in anoth-
er dimension, on a near-deserted island, marooned on a
remote space station, or somewhere similarly isolated.

Technician

Specialized in maintaining, repairing, and utilizing
complex machinery, computers, or other electronics,
you are highly capable at dealing with engineered sys-
tems. You do not design these machines, though you
possibly know them better than their creators did.

Wealth: Average or Affluent.

Skills: Fine Manipulation, Heavy Machine, Listen, Repair
(any), Science (Physics), Research, Spot, Technical
(Computer Use), and two other skills from the following
list as a specialty, as appropriate to setting and concept:
Craft (any), Drive, Pilot (any).

Thief

You take what you want, either to survive or because it
appeals to you. You could be a lowly pickpocket, a infa-
mous brigand, or a glamorous international jewel thief.
You flaunt the law to steal, either armed, through clever
deception, stealth, or some combination of all three.

Wealth: Any, subject to gamemaster’s approval.

Skills: Appraise, Dodge, Fast Talk, Hide, Stealth, and five
other skills from the following list, as appropriate to set-
ting and concept: Bargain, Brawl, Climb, Disguise, Fine
Manipulation, Firearm (Pistol, Revolver, or Shotgun),
Grapple, Insight, Listen, Jump, Knowledge (Law),
Persuade, Repair (Mechanical), or Spot.

Tribesman

Hailing from a primitive culture, you are an accepted
member of a tribe, and are unfamiliar with most of the
elements of civilization. You survive through hunting or
foraging, and your world is a small one: your village and
the surrounding environment.

Wealth: Destitute to Poor, at a tribal-level existence.

Skills: Craft (any), Dodge, Grapple, Hide, Knowledge
(Natural History), Spot, Throw, Track, and two of the fol-
lowing skills, as appropriate to setting: Brawl, Climb, First
Aid, Listen, Jump, Knowledge (Occult), Melee Weapon
(usually Spear or Club), Missile Weapon (Bow),
Language (Other), Ride, Stealth, or Swim.



Warrior

You specialize in individual combat, surviving by your
reflexes and your weapon-skills. Perhaps you have been
instilled with a code of honor like knightly chivalry or
bushido, or you are a mercenary or barbaric adventurer.
Soldiers fight in groups or squads, while warriors look
only to their own prowess.

Wealth: Destitute to Average, usually Poor.

Skills: Brawl, Dodge, Grapple, Melee Weapon (any), Missile
Weapon (any), and five other skills from the following
list as specialties, as appropriate to setting and concept:
Climb, Firearm (any), Hide, Listen, Jump, Language
(Other), Martial Arts, Ride, Spot, Stealth, Swim, Throw,
Track.

The warrior-maiden Heija proves that superior technology is no match
for a good sword, a skilled swordswoman, and the Fury spell.

Wizard

You understand and can use magic. The secrets of wiz-
ardry are at your fingertips after many years of study.
Through chant and gesture, you can produce limited
or dramatic magical effects, and your life is spent
learning additional means of increasing your reper-
toire of spells and your personal access to power
points.

Wealth: Poor to Wealthy, usually Affluent.

Skills: Craft (any), Insight, Knowledge (Occult), two other
Knowledge (any) skills, Language (Other), Listen,
Perform (Rituals), Persuade, Research.

Creating New Professions

If this list of professions does not offer an example
of a profession you would like your character to fol-
low, with the gamemaster’s approval, you can cre-
ate your own. Gamemasters also might want to
devise new professions as part of their world, cam-
paign or game session.

First, you should describe the new profession to
the gamemaster. Determine if this new profession is
similar to another provided in this book. If the new
profession is nearly identical to an existing one, then
you can, with the gamemaster’s approval, alter a
few of the required skills until the new profession
matches what your concept. You can vary the
Wealth level according to the new profession.

For example, you decide that ‘taxi driver’ is a new
profession. The gamemaster recognizes that this is
basically a land-bound version of the Pilot profession.
From here, you and the gamemaster choose to modify
your character’s wealth level from Poor to Average,
and amend the skills list to: Bargain, Drive
(Automobile), Knowledge (Accounting), Knowledge
(Region: the City), Listen, Navigat