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Characters: Creating a Character

Creating a CharaCter
When you create a character, you start by bringing together a combination of ability 
scores, talent, profession and homeworld. You can add in your personal relationships and 
other details. There is also an opportunity to tie characters to one another with relation-
ships, things which they need from or offer to each other. To this skills and equipment will 
be added, and these are described in subsequent chapters.

Each player will keep a character sheet for their character - a place to 
record and reference their useful information. 

The sheet is designed for ease of use during play, grouping significant 
information together when you are going to use it most frequently. 
This doesn’t necessarily reflect the order in which the rules deal with 
key character concepts though. Wherever possible key concepts 
and ideas will be defined before they are used, but I’m afraid some 
forward references are unavoidable.

The character sheet will grow and change over time. There are short 
term changes as the consequences for failing saving throws are 
marked in the relevant boxes, and then erased when the character 
has recovered from the condition. There are also long term changes; 
the characters relationships with his colleagues and others will change 
over time. Perhaps more significantly, as the character improves and 
gains experience they will improve in level, which will in turn im-
prove all the numbers on the character sheet. Improving in level will 
also provide other advances; these too are recorded on the character 
sheet.

On the following page there is an annotated example of a character 
sheet - that of Mace Hunter, one of our iconic characters. The anno-
tated character sheet will indicate each of the key areas of the sheet, 
and give a brief introduction as well as describe where fuller informa-
tion can be found in these rules.

The text in blue indicates where the player of Mace Hunter has writ-
ten onto the character sheet - the things which are distinct to Mace.

CharaCters
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Name: Mace Hunter

Level: 2

Background: Corrupt Hunter

Homeworld(s): Anderson, Kothar

Organisation: Anderson Syndicate

Rank/Lifestyle: 3

Conviction 2

Great (+2) Passion: +4
Social +7 Horror +4

Specialties

Fail Persuaded ❏ Fear ❏

Fail by 10+ Convinced ❏ Terror ❏

Fail by 20+ Overwhelmed ❏ Horror ❏

Skills Specialties

✔ Bluff +9  Distract +14

❍ Coercion +4  

✔ Comradeship +9

❍ Craft +4  

❍ Disguise +4  

❍ Leadership +4  

❍ Persuade +4  

❍ Style +4  

Relationships

I want a kiss from Jane Stark because I find her coldness 
intriguing.

I owe my freedom to Voice-of-Reason because he bailed me 
out on Kothar after the opal crown incident. 

I want a big favour from Olivia SoulSinger because I obtained 
that antique sword cane for her.

Poor (-1) Intellect: + 1
Chase +1 Drama +1

Specialties

Fail Collision ❏ Crisis ❏

Fail by 10+ Crash ❏ Disaster ❏

Fail by 20+ Caught ❏ Catastrophe ❏

Skills Specialties

❍ Commerce +1  

❍ Knowledge +1  

❍ Medic +1 First Aid +6 

❍ Pilot +1

❍ Programming +1  

❍ Sabotage +1  

❍ Search +1  

❍ Technical +1  

Equipment

Leather jacket

Utility kit

Revolver

Knife 

30 rounds ammo

Handicomp 
 
 

Average (+0) Physique: +2
Stun +2 Lethal +2

Specialties +4 with armour +4 with armour

Fail Staggered ❏ Injured ❏

Fail by 10+ Stunned ❏ Wounded ❏

Fail by 20+ KO ❏ Dying ❏

Skills Specialties

✔ Aim +7  

✔ Athletics +7  

✔ Beastmaster +7  

❍ Brawl +2 Unarmed +7 

✔ Drive +7  

❍ Endurance +2  

✔ Stealth +7  

✔ Survival +7 Jungle +12 

Attacks

Unarmed +7, Contact range, TN 12

Revolver, +7, Medium range, TN 18, 6rds

Knife, +2, Contact range, TN 15

Swindle +9, TN 19

General social +varies, TN 14

 
 
 

Mace has narrowed eyes and dark brown hair which is prema-
turely greying at the temples. He still likes to wear the jungle hat 
and coat from his days on Anderson, although it is more of an 
affectation now. He has a full moustache and often twirls the 
end absentmindedly while he is thinking.

You have two basic save 
bonuses for each Ability score. 
Below this is space for optional 
save specialties which you may 
have from talent or advances in 
level. The checkboxes allow you 
to mark consequences for failed 
saves. See  “Conflict” on page 
45.

You can keep track of your 
relationships with other party 
members here.

Your skills are used to 
accomplish things. Trained 
skills have a tick in the 
first column; your normal 
skill bonus is in the third 
column and is higher for 
trained skills. Optional 
specialties in the fourth 
column use the higher skill 
bonus in the last column. 
See “Skills” on page 
29.

Your Ability score is your 
base level in an Ability. 
To the right is your Ability 
bonus which includes your 
level and is the basis for 
saves and untrained skill 
checks.

Your level is your overall experi-
ence and competence. Your back-
ground and homeworld define 
your intial skills and help you win 
conviction, as well as setting your 
original organisation and rank.
Your conviction is used to find a 
heroic edge when you need it.

Name:

Level:

Background:

Homeworld(s):

Organisation:

Rank/Lifestyle:

Conviction

Great (+2) 

Mace has narrowed eyes and dark brown hair which is prema
turely greying at the temples. He still likes to wear the jungle hat 
and coat from his days on Anderson, although it is more of an 
affectation now. He has a full moustache and often twirls the 
end absentmindedly while he is thinking.

Intellect: + 1
Drama +1

Mace has narrowed eyes and dark brown hair which is prema-
turely greying at the temples. He still likes to wear the jungle hat 
and coat from his days on Anderson, although it is more of an 
affectation now. He has a full moustache and often twirls the 
end absentmindedly while he is thinking.

Average (+0) Average (+0) Physique: 
Stun +2

Specialties +4 with armour

Fail Staggered ❏

Fail by 10+ Stunned ❏

Fail by 20+ KO ❏

Specialties

+7

+7

Space for writing down 
your equipment that you are 
carrying. See “Equipment” on 
page 80.

This is where you list your social 
and physical attacks which you 
most frequently use. Typically the 
attack type, the skill bonus, the 
range and then the threat number 
(TN) are listed. Sometimes the 
number of rounds of ammunition 
may be appropriate too.

Space for writing down Space for writing down This is where you list your social This is where you list your social 
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Character Level
Your character level represents your overall ability, experience and 
competence as a hero. Most average people in the world will be 
Novices with no level. Experienced characters are about 2nd level and 
up, Veteran characters are about 4th level and up, Elite characters are 
about 6th level and up, while Legendary characters are about 8th level 
and up. The maximum level is 10th.

New characters may be created as novices with no level, or 1st or 
2nd level (experienced). Any character with 1 or more levels will 
gain some extra capabilities as described in Character Progression 
(p22).

All the characters in this game are human. There are no alien races 
known in these worlds (even though rumours abound).

We are going to develop our character, Mace Hunter, through this 
chapter. We shall see what choices we make for him, and how this 
affects his character sheet which is shown filled in at the start of 
this section. He is going to be experienced (level 2) at the start of the 
game in order to better illustrate some of the rules.

Ability Scores And Bonuses
Every character has three basic Ability Scores which describe his 
physical, mental and emotional characteristics. These are Passion, In-
tellect and Physique. These abilities help to describe the capabilities 
of the character for the purpose of the game. Each ability can range 
from a minimum of -5 to a maximum of +5. An average person 
has a score of +0 in each ability. When creating a new character 
you start with +0 in each ability but you can move points around 
between the abilities on a 1 for 1 basis. The only restriction is that no 
ability can ever be below -5 or above +5. So your starting character 
could have an Incredible (+5) Physique at the cost of Limited (-2) 
Intellect and Weak (-3) Passion.

Ability scores can increase as the PC improves in level by selecting 
the appropriate option from the range of character advances availa-
ble. You may want to use descriptive terms for the Ability Score.

Score Description Score Description 

+5 Incredible -1 Poor

+4 Amazing -2 Limited

+3 Exceptional -3 Weak

+2 Great -4 Feeble

+1 Good -5 Fragile

You also keep track of your Ability Bonus, which is your Ability Score 
plus your character level. This is used as the basis for your saves and 
untrained skill checks. 

Passion 
This represents your emotional control. It includes your ability to 
impress others, confidence in expressing yourself and personal mag-
netism. It is used to manipulate other people emotionally and avoid 
being manipulated yourself. It provides the basis for Social saves and 
Horror saves.

Intellect
This represents your mental control. It covers your logical reason-
ing ability and your ability to make sensible observations about 
your surroundings. It also includes perceptiveness, self-confidence, 
centred-ness, and the ability to think clearly in a crisis. It provides the 
basis for Chase and Drama saves.

Physique 
This represents your physical control. Your strength, speed, agility, 
health and robustness. It is important for combat and physical skills, 
and it forms the basis for Stun and Lethal damage saves.

Mace Hunter chooses his initial ability scores. Mace keeps his 
Physique where it is at 0, and moves one point from Intellect (-1) to 
Passion (+1). He starts off good at manipulating others, but perhaps 
a little short on the smarts. His Ability Bonuses at this point are 
found by adding his level to each ability score and are Passion +3, 
Intellect +1, Physique +2.

Choosing Your Background
In designing the background for your character, he or she will be a 
{talent} {profession} from {homeworld}.  First you pick a Talent 
which represents something important about your nature. Then you 
pick a profession from either a Core world or a Frontier world which 
gives you some starting skills. Finally you pick a homeworld. Each 
homeworld sits in a different regime, and those regimes reflect certain 
broad characteristics and influence the choice of name for your 
character.

The Core worlds typically have a rich and socially developed society 
while the Frontier worlds are rough and dangerous, and this is re-
flected in the professions open to you in each case.

Homeworlds are described in greater detail in The Policium (p126) 
and following pages. Your choice of regime and homeworld gives 
you some background flavour, likely allegiances and a Skill Specialty. 

Talents
While professions show what a character has done, talents describe 
who your character is. Pick one of the following talents, and note the 
benefits on your character sheet. Your talent represents something 
about your character which is reflected by ability score improvements 
or other benefits taken from Advances (p22) where you can look 
up more details. Some talents have the same effect in terms of game 
mechanics, but will influence the characterisation you wish to give 
the character.

Mace Hunter chooses “Corrupt” as his talent, which increases his 
Passion from +1 to +2 (and the Passion bonus to +4), and gives him 
a social edge when Swindling, making his cons harder to resist. 

Adaptable
You rely on a broad array of tactics rather than a single approach. 
No matter what happens, you come up with a workable solution – or 
at least a fair attempt.

+1 Physique
+1 Conviction 


