Age and Aging in Fading Suns 

This article was inspired by a Fading Suns Mailing List query into the implementation of character aging and racial lifespans in play. With my recent writings on campaigns over an extended timescale fresh in my mind it seemed appropriate and necessary to scrape together some sort of ruling on the effect the aging process has on our heroes. I hope that the thoughts below are either of use or a source of inspiration. 


Average Lifespans in the Known Worlds

In my particular Fading Suns campaign, as ever your campaign will vary, the average lifespan in the Known Worlds is about equal to that during the medieval or Victorian periods: 45-50 years. This figure was derived from the discussion of lifestyles given in "Forbidden Lore: Technology" and, as both the designers and I see it, is due to a number of factors. These include environmental pollution, a poor common understanding of disease vectors and effective medecines, and the prevalence of high-risk, labour-intensive work (mining, farming, industrial production) amongst the populace. 

Interestingly enough, if the pre-demographic transition models I have suggested are used, actual adult lifespans are somewhat longer than the bald average given above. If 1st year infant mortality is discounted from the calculations on average lifespans another 5-10 years can be added to the average. And, provided you live through the first ten years of life, you probably have another 50 years to live - giving an effective lifespan nearer to 55-60. This little statistical gimmick is down to the effect of horrendous infant/child mortality in cultures with primitive or limited medical facilties. The huge numbers of children who don't survive to 10 years of age skew the curve of the distrubtion graph very heavily to the left. 

The average lifespan found in the Known Worlds can be decreased severely by living in particularly hostile environmental conditions (extremes of heat, cold, humidity or other 'selecting' factors), or in areas where prolonged inbreeding creates a higher than normal percentage of malformed infants. Likewise areas where high radiation or pollution is the norm, such as industrial areas, orbitals or moonlets, can knock years off the average (lifespans in Chernobyl in the Ukraine, never the healthiest place to live in Eastern Europe, have taken another severe knock since the 1986 meltdown). In a culture which has just emerged from thirty or so years of civil war, which has little concern for environmental matters, and which advocates a pseudo-medieval, communal way of life, such areas are likely to be more common than in the western world of the late 20th century. 

If poor environmental conditions, diet and lifestyle reduce lifespan, then better diet and half-decent healthcare in an unpolluted environment will increase it (a point the Amaltheans have been trying to druminto people in the Known Worlds for centuries). The real-world models for this are the extended lifespans enjoyed by people in the Alpine and Caucasian nations. One facility which is not available in the modern world which some people in the Known Worlds enjoy, its the availability of anti-aging drugs (see the Core Rulebook and Byz. Sec. for more information on Lypee-55 and others). According to these books ages of 150+ are not unknown amongst the nobility and the upper ranks of the League. 

As for aging effects, I've recently been looking into them for my epic, one-adventure-a-year mini-campaign. Off the top of my head I'd say: 


Game Effects of Aging

As I understand it, older characters in FS are 'tough old oaks', 'wily old geezers' and 'revered elders' who have forgotten more tricks than the young, fresh-faced whipper-snappers around them will ever know (see Pop Jones in "The Last Crusade", Goodnight and Loving in "Lonesome Dove", or Burt Lancaster in "The Last Great Train Robbery"). The 'old birds' might not be as sprightly as they once were, but their wealth of experience and inner confidence makes them inspiring allies and cunning antagonists. 

For my epic decade-spanning mini-campaign I chose to emphasize the 'maturing', as opposed to 'degenerating', effect of aging in the mechanics for aging I used. Characters slowed down as they got older, but did not collapse into a state of incapacity as soon as they hit their 60s! For the purposes of my campaign anti-aging drugs like Lypee-55 'hold' the physical age at the point at which the drugs were first taken for as long as their use continues; the mental benefits of greater age and experience are still gained. A thumbnail sketch of the mechanics used can be seen below. 

PRIVATE
Age Band
Effect on Character

up to age 40
Use stats as generated

41-50
-1 to Dex & Endurance (less physical resilience) 
+1 Introvert, +1 Wits (more experience)

51-60
-1 to all Body Stats ("Not as young as I used to be...") 
+1 Introvert, +1 Calm, +1 Wits

60+
-1 to All Body Stats & Perception 
+4 divided between Calm, Wits and Introvert

Note: The effects on characteristics given above are cumulative as a character ages. For example, if a player is creating a venerable and elderly monk character in his 60s he would assign characteristic points normally and then modify them by each successive band on the table. 

I chose not to but, if you us this system in your own campaign you may also want to adjudge game effects on the natural skills Dodge, Sneak, Observe & Vigour for older than normal character. 

