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Character Age

You may play a character of just about any age.  Use the guidelines listed below to create your character:

You can choose to play an older character if you so desire.  They start the game with a few more skills 
than their younger compatriots, but they must pay the price.

As characters grow older, they gain skill points, but suffer losses to their physical attributes.  In addition, 
older character acquire mandatory disadvantages that they must take as a result of advancing age.

The categories of the chart are AGE (how old your character is), SKILL PT+ (how many extra skill 
points your character gets, and the skill categories in which they must be spent), ATT LOSSES (how 
many points you must subtract from each attribute score at a given age), and DISADS (how many 
disadvantages you must give your character).

AGE SKILL PT+ ATT LOSSES DISADS*
21-39 0 0 0
40-49 6 General MOV -10 1

4 Other 
50-64 8 General MOV -20 3

6 Other STR -10 
65+ 8 General MOV -30 5

6 Other STR -30 
CON -20 

* Select aging disadvantages from the following list: Short-windedness; Hearing Impairment; 
Night-Blindness; Dependents; Vision Impairment.

The Admin can add to (or subtract from) this list as he or she wishes. In addition, the Admin may allow 
you to "buy off" aging disadvantages by spending a Fame & Fortune point for each disadvantage you 
choose not to take. 

 =========================================================================
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Each character also receives 16 additional skill points to place in any skill he or she desires, representing 
personal interests and hobbies.

Skill Category Military Professional Worker Entertainer Other*
Mechanical 0 0 20 6 X
Combat 20 0 12 6 X
Specialty 12 0 0 0 X
Education 0 20 0 8 X
General 12 12 12 20 X
Language 0 12 0 4 X

*The "Other" Career: The player receives 44 points with which to purchase this characters skills, with 
no more than 16 being allowed in any one category.

Starting Equipment:
In addition to their savings, the character is assumed to have a home, a vehicle and reasonable personal 
belongings equitable to his or her status. 
 
=========================================================================

Military Career 

Starting Savings: 3d6 x $1,000

Level of Achievement: Characters with a military background have served in the armed forces of their 
native country.  A character can have been of any rank his or her age will allow:

Ranks below Captain (O-3) or Sergeant (E-5)  are available to characters of all ages; An O-3 or an E-5 
must be at least 25 years old; an O-4 (Major in the Army) or E-7 (Platoon Sergeant) must be at least 35 
years old; an O-5 (Colonel) or E-8 (Master Sergeant) at least 40, and any rank above that at least 45.

Don’t forget to take into account age modifications to attributes, advantages and disadvantages for 
characters over 39. 

Other Information:  Military characters may maintain contact with their branch of the service through 
reserve or National Guard duty.  If the character has defected or deserted from another country’s armed 
forces, they must take that country as a powerful Enemy. 

========================================================================= 
Professional Career

Starting Savings:  2d6 x $100 for students; 3d10 x $1,000 for others

Add 2d6 x $1000 for each degree earned beyond bachelors
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cases where the slash is followed by an "N", the skill cannot be raised beyond zero level.

 PRE is short for "prerequisite". You must buy the numbered skill before buying the more advanced 
skill.

 Mechanical Skills

# SKILL ATT COST PRE
1 Basic Tool Use MOV 1/N -
2 Carpentry DEX 2/1/2 1
3 Metalworking DEX 4/2/4 1
4 Construction DEX 4/2/4 2 or 3
5 Basic Mechanic DEX 4/2/4 1
6 Aircraft Mechanic DEX 5/3/6 5
7 Electronics* INT 4/2/4 -
8 Computer Technician* INT 5/3/6 7
9 Nuclear Technician* INT 5/3/6 7

 1. Basic Tool Use
ATT: MOV    COSTS: 1/N   PRE: -
The character with this skill is versed in the use of hammers, saws, wrenches, screwdrivers, and other 
common handtools. The Character can alos use power tools: power saws, drills, sanders, chainsaws, etc.
In general, no skill check is required in order to use a tool. If a player wants to use a tool to do 
something unusual or extremely difficult, however, the Admin may require a skill check. 

2. Carpentry
ATT: DEX     COSTS: 2/1/2    PRE: 1
Characters with this skill can use wood and woodworking tools. A successful skill check (or series of 
checks, if the job is complicated) allows a character to build any item that might reasonably be made of 
wood. This skill does not impart the knowledge of structures necessary to build structures more complex 
than a lean-to or small boat. For more complex structures, characters must use the Construction skill.

3. Metalworking
ATT: DEX    COSTS: 4/2/4   PRE: -
Characters with this skill can use metals and metalworking tools. A successful skill check (or a series of 
checks, if the job is complicated) allows a metal worker to solder, paint, shape, and construct items made 
of sheet metal, rods, and beams. Given time and the proper materials, characters with the Metalworking 
skill can even make a crude metal weapon.

4. Construction
ATT: DEX      COSTS: 4/2/4       PRE: 2 or 3
Characters with this skill are versed in the creation of simple buildings and other structures. Given a 
reasonable amount of time, and the proper materials, they can build a structure by making a skill check.
If a project is rushed, or the character is forced to improvise materials, the Admin should make the 
check more difficult. In either case, a failed check doesn’t mean the structure isn’t built, just that some 
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8. Computer Technician
ATT: INT COSTS: 5/3/6  PRE: 7
Given time and equipment, characters with this skill can modify, build, and repair computer equipment, 
including terminals, printers, modems, disc drives, and other components.
This skill also gives the character the ability to program or use a computer. 

9. Nuclear Technician
ATT: INT COSTS: 5/3/6  PRE: 7
A character with this skill is familiar with the uses and dangers of nuclear power. The character can 
operate a nuclear reactor, arm or disarm a nuclear device, and make repairs to these items.
Characters with the Nuclear Technician skill can analyze the design of a nuclear reactor or power plant 
at zero level, but not until reaching fifth level can they design one themselves.
Given the proper materials, a character with the Nuclear Technician skill can build an atomic bomb.

Combat Skills

Ranged Weapons Skills
#  Skill     ATT   COST           PRE
1  Blowgun    MOV   1/3/6   -
2  Knife Throwing   MOV   2/3/6   -
3  Spear Throwing   MOV   2/3/6   -
4  Slingshot    MOV   1/3/6   -
5  Bow and Arrow   DEX   2/3/6   -
6  Crossbow    DEX   2/3/6   -
7  Basic Firearms   1/2 DEX  1/N   -
8  Pistol     DEX   2/3/6   7
8a  Off-hand firing   DEX   2/2/-   7
9  Rifle     DEX   2/3/6   7
9a  Sniper Rifle    DEX   2/4/6   9
10  Submachine Gun   DEX   2/3/6   7
11  Shotgun    DEX   2/3/6   7
12  Hand Grenade   DEX   1/2/4   -
12a  Grenade Launcher   DEX   1/2/4   7
13  Basic Heavy Weapons  1/2 DEX  2/N   7
14  Machine Gun    DEX   2/3/6   13
15  Recoilless Rifle   DEX   3/4/8   13
16  Rocket Launcher   MOV   3/4/8  13
17  Mortar    INT   3/4/8   13
18  Tank Gun*    INT   4/4/8   13
19  Artillery*    INT   5/5/10   13
20  Missile*    INT   5/5/10   13
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Close-Combat Skills

#  Skill    ATT   COST          PRE
21  Basic Melee   1/2 STR  1/N   -
        or  
    1/2 DEX  
22  Club/Ax/Blackjack  STR   1/2/4   21
23  Knife    DEX   1/3/6   21
                  or  
    STR  
23a  Silent Kill   INT   1/N   23
24  Fencing   DEX   3/4/8   21
25  Sword    MOV   2/4/8   21
26  Spear/Staff   MOV   1/3/6   21
 

Close-Combat Fighting Styles
#  Skill    ATT   COST           PRE
27  Boxing*   STR   2/3/6   21
28  Oriental Martial Arts* MOV   3/4/8   21
29  Wrestling*   MOV   3/3/6   21

 Close-Combat Techniques
Technique         Boxing       Wrestling    Martial Arts
Attack/Defend  X   -   X
Blindfighting   X   X   X
Drop    -   X   X
Hold    -   X   X
Instant Defense  -   -   X
Instant Stand   -   X   X
Knock Down   X   X   X
Leap    -   X   X
Multi-Attacks   X   -   X
Multi-Defense  X   X   X
Stun    -   -   X
Surprise Action  -   -   X
Throw    -   X   X
Vital Areas   X   -   X
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understand sounds picked up by listening devices. Unskilled characters can attempt to use these devices 
at 1/2 INT.

EDUCATION SKILLS

 Liberal Arts Skills
#  Skill     ATT   COST           PRE
1  Basic Liberal Arts   1/2 INT  2/N   -
2  Anthro/Psych/Soc   INT   1/2/4   1
3  Business/Economics   INT   1/2/4   1
4  History/PoliSci   INT   1/2/4   1
5  Lit/Journalism   INT   1/2/4   1
6  Philosophy/Religion   INT   1/2/4   1

Science Skills
#  Skill     ATT   COST           PRE
7  Basic Science    INT   2/N   -
8  Astroloty/Math/Physics  INT   2/3/6   7
9  Biology/Botony/Zoology  INT   2/3/6   7
10  Chemistry    INT   2/3/6   7
11  Engineer/Civ/Elec/Mech  INT   2/3/6   7

Advanced Degrees
#  Skill     ATT   COST            PRE
12  Law     INT   2/3/6   4
13  Medicine    INT   2/4/8   9
14  Surgeon    INT   3/5/10   13

 
The education skills are a little different from most other Top Secret/S.I. skills: Instead of allowing 
characters to do things, they allow characters to know things. A successful skill check reveals facts about 
a person, place, or thing. It may suggest a course of action. It doesn’t actually make anything happen; 
that is a matter of roleplaying and using other, more active skills.

Who’s Got Education?: All characters in the Top Secret/S.I. game have some education: they all know 
how to read, for example (except, of course, characters with the Illiteracy disadvantage); they are all 
assumed to have a high school education (unless you decide your character is a high-school drop-out).

If you decide you want your character to have something more than a high school education, you must 
spend skill points on the skills described below.

Free Skills: Characters are assumed to learn the basic skills needed for library or archival research when 
they purchase any Education skill at zero level. A trip to the library to do research yields results on a 
successful Education skill check, assuming the information the character wants is available there - a 
decision the Admin must make before the check is made.

Course of Study vs Skills: Below, you will find a list of skills. Each skill is a course of study, however, 
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Surprise Action: Characters with this technique can act so quickly or make such a distracting noise (or 
both) that all foes within 10’ are taken by surprise, even in the middle of a fight! A successful check (at 
-20) allows the martial artist to make a surprise attack against any character within 10 feet.

Throw: A character must have a victim in a hold before using this technique. A successful skill check (at 
-20) allows the character with this technique to throw the held characer 1d8 feet in any direction. Unless 
the victim falls onto something soft, he or she suffers 1d6 of bruising damage to a randomly determined 
location.

Vital Areas: A successful attack (at -20) does 2 points of wound or bruise damage to the area of the 
player’s choice.

 
Specialty Skills
#  Skill    ATT   COST         PRE
1  Ballistics*   INT   3/3/6   -
2  Concealment   INT   2/2/4   -
3  Cryptography   INT   2/4/8   -
4  Demolitions*   DEX   4/2/4   -
4a  Atomic Demolitions  1/2 INT  4/6/8   4
 Munitions*
4b  Adv Demolitions*  DEX   4/N   4
4c  Booby Traps   INT   2/4/6   4
5  Disguise   INT   3/3/6   -
6  Fingerprinting  INT   3/3/6   -
7  Forgery   DEX   4/4/8   -
8  Interrorgation   WIL   1/2/4   -
9  Lockpicking*   DEX   4/3/6   -
10  Pickpocket   REF   4/3/6   -
11  Safecracking*   1/2 INT  5/4/8   -
12  Shadowing   WIL   2/2/4   -
13  Stealth   MOV   2/2/4   -
14  Surveillance   INT   2/2/4   -
15  Survival   WIL   1/2/4   -
15a  Arctic  
15b  Jungle  
15c  Desert  
15d  Temperate  
15e  Bush  
16  Tracking   INT   2/2/4   -
16a  Counter-tracking  INT   2/N   15
17  Cartography   INT   2/N   -
18  Forward Observer  INT   1/2/4   -
19  Radar*   INT   3/4/6   -
20  Sonar*   INT   3/4/6   -    
21  STANO   INT   1/2/4   -

49

Top Secret / S.I. - Shadows of a Darkened Moon Character Generation Rules
and factions within the country, the organizational structure of the military and police, the operating 
procedures of the government, the background history, and the general geography of principal features. 
Although most of this information is recalled automatically, the Administrator can require a skill check 
for particularly detailed bits of information. This skill can be purchased more than once for several 
places or a for a single place at different scales.

For example, a mercenary is well-briefed on the current situation in Chad. He has no trouble 
remembering the names and locations of the principal towns. If asked, he can give a pretty thorough run-
down of the different warring factions and their goals and even has a good idea of who currently controls 
what parts of the country. However, knowing exactly who holds the what small town or the name of the 
minister of finance would force him to make a skill check.

43. Contact
ATT: Special  COSTS: 4/N  PRE: -
This “skill” allows characters to obtain additional Contacts as per the contact advantage. Each contact 
purchased with skill points functions as if it were a two-point Contact advantage. Each Contact obtained 
with skill points must be specifically named at the time the points are spent. The Administrator can limit 
the power of a Contact.

42. STABO
ATT: DEX COSTS: 4/N  PRE: -
STABO (stabilized tactical airborne body operations) skill trains characters in this specialized method 
of helicopter extraction. When attempting to use a STABO rig, a skill check must be made. Failure 
indicates that the character has fallen from the rig, quite possibly suffering injury.

 
LANGUAGE SKILLS

These skills allow characters to communicate in languages other than their own.  All characters are 
assumed to have a 5th level skill in his or her native language.  Learning other languages is simply a 
matter of spending skill points and buying levels of expertise.

In addition to their native tongue (or tongues), characters can read, write and speak a number of 
Languages equal to 10% of their INT score, rounded up.  (Sign language does not count towards the 
maximum number of foreign languages.)

The Bilingual Background advantage gives the characters a “free” zero level skill in a second language.  
This second language does not count against the maximum number of languages the character can learn.

Costs of Foreign Language Skills.

All languages are assumed to be equally hard to learn - the zero level of the skill costs 4 points
The first, second third and fourth levels cost 2 points each.  The fifth level costs 4 points.
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General Skills
#  Skill    ATT  COST  PRE
1  Acting    INT  2/3/6  -
2  Animal Training   WIL  2/2/4  -
2a  Animal Handling   WIL  1/2/3  -
3  Climbing   MOV  2/3/6  -
3a  Rappelling   MOV  1/2/4  -
4  Driving Automobile  DEX  1/3/6  -
5  Driving Truck   DEX  1/3/6  4
6  Driving Motorcycle  DEX  1/3/6  -
7  Driving Off-Road-Vehicle  DEX  1/2/4  4
8  Driving Snowmobile  DEX  1/2/4  -
9  Driving Boat   DEX  1/2/4  -
9a  Small Craft Handling  DEX  1/1/2  -
10  Driving Heavy Machinery  DEX  3/3/6  5
11  Driving Tank   DEX  5/3/6  10
12  Fine Arts   DEX  1/2/6  -
13  First Aid   INT  2/3/6  -
14  Fishing    INT  1/2/4  -
15  Horsemanship   MOV  2/3/6  -
16  Hypnosis*   WIL  5/3/6  -
17  Lip Reading   INT  3/3/6  -
18  Mimicry    INT  4/2/4  -
19  Musical Instrument  INT  1/3/6  -
20  Navigation   INT  4/2/4  -
20a  Orienteering   INT  1/2/4  -
21  Parachuting   MOV  2/3/6  -
21a  HALO    MOV  1/N  21
21b  Rough Terrain Jumping  MOV  1/N  21
22  Photography   INT  1/3/6  -
22a  Photoanalysis   INT  1/2/4  -
23  Pilot 1-engine   DEX  3/4/8  -
23a  Instrument Flying   INT  2/3/8  23
23b  NAP of Earth Flying  DEX  3/4/6  23
24  Pilot Multi-engine  DEX  4/5/10  23
25  Pilot Helicopter   DEX  3/4/8  23
25a  Piloting/Gunship   DEX  4/5/10  25
25b  NOE Flying/Helicopter  DEX  2/3/6  25
26  Pilot Large Helicopter  DEX  4/5/10  25
27  Pilot Jet    DEX  5/5/10  23
28  Pilot Multi-engine Jet  DEX  5/5/10  27
29  Pilot Space Shuttle  DEX  5/5/10  28
30  Radio Operator   INT  1/1/2  -
31  Sailing    DEX  1/2/4  -
32  Scuba Diving   INT  1/2/4  -
32a  EMERSON   INT  1/2/4  32
33  Sign Language   INT  4/2/4  -
34  Skiing    MOV  2/3/6  -
35  Sleight of Hand   REF  4/3/6  -
36  Social Chameleon   INT  1/2/4  -
37  Speed Racing*   INT  3/4/8  -
38  Stage Magic*   DEX  5/5/10  35
39  Swimming   MOV  1/3/6  -
40  Throwing   DEX  1/2/4  -
41  Ventriloquism*   INT  4/4/8  -
42  Area Knowledge   INT  2/2/4  -
43 Contacts*  --- 4/n -
44  STABO    DEX  1/N  -



Advantages

    * Acting Ability (2 points)
    * Acute Hearing (2 points)
    * Acute Smell (1 point)
    * Acute Taste (1 point)
    * Acute Touch (1 point)
    * Acute Vision (2 points)
    * Ambidexterity (2 points)
    * Animal Friendship (1 point)
    * Atristic Ablility (2 points)
    * Athletic Ablility (1,2 points)
    * Attractive Appearance (1,2,3 points)
    * Bilingual Background (2 points)
    * Double-jointed (3 points)
    * Empathy (2 points)
    * Eye-Hand Coordination (3 points)
    * Fearlessness (2 points)
    * Good Balance (2 points)
    * Internal Compas (1 point)
    * Language Ability (2 points)
    * Light Sleeper (2 points)
    * Mechanical/Technical Aptitude (3 points)
    * Musical Ability (1 point)
    * Night Vision (2 points)
    * Obscure Knowledge (3 points)
    * Observation (3 points)
    * Peripheral Vision (2 points)
    * Photgraphic Memory (6 points)
    * Presence (3 points)
    * Sensuality (2 points)
    * Sixth Sense (1,2,3 points)
    * Stamina (2 points)
    * Toughness (1,2,3,4 points)
    * Wealth (2,3,4 points) 

Disadvantages

    * Addicition (2,4 Points)
    * Allergies (1,2,3 Points)
    * Clumsiness (2 Points)
    * Color Blind (1 Point)
    * Cowardice (4 Points)
    * Deep Sleeper (2 Points)
    * Dependent (2,3,4 Points)
    * Addicition (2,4 Points)
    * Ego Signiture (2 Points)
    * Enemy (1,2,4 Points)
    * Gambling (2 Points)
    * Greed (3 Points)
    * Hearing Impairment (2,3,4 Points)
    * Illiteracy (2 Points)
    * Lechery (2 Points)
    * Moral Qualms (2 Points)
    * Night Blindness (2 Points)
    * Overweight (1,2,3 Points)
    * Phobias (1,2,3 Points)
    * Short-winded (3 Points)
    * Traumatic Flashbacks (2,4 Points)
    * Unattractive Appearance (1,2,3 Points)
    * Uncouth (2 Points)
    * Unmistakable Feature (1 Point)
    * Vision Impairment (2,6 Points)
    * Mute (4 Points) 


