Characters & Combat Player’s Supplement
Section 1


Section 1: player character Attribute Scores

Rolling Attribute Scores

1. Roll two(2) sets of nine(9) scores using Alternative 1; roll 4d6, discarding lowest die of each roll (C&C Pg.12).

2. Chose the set that best fits the minimum requirements for the character you wish to create and arrange the scores as desired for Strength (STR), Dexterity (DEX), Constitution (CON), Intelligent (INT), Wisdom (WIS), Charisma (CHA), Technology (TECH), Comeliness (COM) and Luck (LUK).

3. Apply racial-based attribute score adjustments (C&C Pg.13, NHA Pgs.59, Section 2).
Race
STR
DEX
CON
INT
WIS
CHA
TECH
COM

Asterminer
+3
+3
+3
-3
-3
-3
--
-3

Belter
+1
+1
+1
-1
-2
-2
-1
--

Chimbot
+4
+4
+2
--
--
-4
--
-4

Delph
+2
--
+1
--
--
+1
-2
--

Depthine
+1
--
+3
+1
+1
-1
-3
-1

Desert Ape
+5
+2
+3
--
-1
-5
--
-5

Desert Runner MkI
+2
+2
+1
--
--
-1
--
-1

Desert Runner MkII
+1
+3
-1
--
+2
+1
--
--

Europan
+1
+2
+3
-2
--
-3
-1
-3

Falcone MkI
--
+2
+1
+2
-1
-2
--
-2

Falcone MkII
+2
+2
-1
+3
-1
-2
--
-2

Ganyman
+2
+3
+2
--
-3
-4
--
-4

Gator
+3
+1
+2
--
-1
-3
--
-3

Lowlander
+3
--
+1
--
--
-3
+1
-3

Lunarian
-2
+1
-1
+2
--
--
--
--

Martian
-1
+1
-1
--
-1
+1
--
--

Mercurian
-1
+1
+1
--
--
--
--
--

Pleasure
-1
+2
--
-3
-3
+3
-1
+5

Ringer
[1]
[1]
+2
--
--
-5
+3
-5

Sidhe
-4
-5
-5
+7
+6
--
+3
--

Spacer
--
+1
+2
--
--
-1
+2
-1

Stormrider
+2
-2
+2
--
--
--
-2
--

Talan
-2
+3
+1
+1
-2
-2
+1
-2

Terran
--
--
+1
--
+1
--
--
--

Terrine MkIa
+2
+2
+2
-2
-1
-3
--
-3

Terrine MkII
+2
+2
+2
+2
+2
+3
+1
--

Tinker
-2
+3
-2
--
--
--
+3
--

Venusian
--
-1
+1
--
+1
-1
--
--

Worker
+3
--
+3
-2
-1
-3
-1
-3

NOTES: [1] – see racial description.
4. Apply attribute score-based attribute score adjustments: Apply CHA based bonus/penalty to COM.

CHA
Modifier
CHA
Modifier
CHA
Modifier


≤3
-5
9-12
--
≥18
+3

4-5
-3
13-15
+1


6-8
-1
16-16
+2

5. Choose or roll (Adult+1d4) character's starting age.
NOTE: Mercuians attend school until they are 19-years-old SSY.  Martian Managers and Executive attend school until they are 19 and 23-years-old SSY, respectively.

	Role-playing Note: Roll for Birthday


For ease of calculations birthdays are based and tracked on the Sol Standard Year (or Earth) calendar.  Roll 1d12 for the month.  Roll 1d30 for the day (reroll any non-applicable rolls).  Some gennies are not born, per se, but decanted as full grown, fully developed adults.  Treat their decanting day as their birthday. 


6. Apply level-based age attribute score adjustment (starting with 2nd level): +1 per level.

7. Apply age effect-based attribute score adjustments shown in the table below.
NOTE: There are no known forces in the BR XXVc universe that cause ageing, other then time; as such the addition of age is primarily for role-playing purposes.

Age Categories



Middle
Old

Death

Race
Adult
Age
Age
Venerable
in...

Chimbot
12
35
46
70
70+2d20

Delph
12
35
46
70
70+2d20

Desert Ape
12
35
46
70
70+2d20
Desert Runner MkII
12
30
40
60
60+1d20

Ganyman
12
30
40
60
60+1d20

Gennies, Other
13
40
53
80
80+1d20

Humans, All
18
45
60
90
90+2d20

Lowlander
12
30
40
60
60+1d20

Talan
15
25
33
50
50+2d12

Tinker
12
30
40
60
60+2d12

Worker
7
35
46
70
80+2d20

Age Effect-Based Modifiers

Category
Effects

Middle Age
-1 STR/CON
+1 INT/WIS/TECH

Old Age
-2 STR/DEX, -1 CON
+1 WIS/TECH

Venerable
-1 STR/DEX/CON
+1 INT/WIS/TECH

Attributes

Strength/C&C Pg.9

The Strength (STR) attribute is rather self-explanatory; it is a measure of a character’s strength, endurance, stamina, and muscular bulk.  If a detailed description is desired please read Characters & Combat Pg.9.  In addition to the statistics listed in the table, the attribute score is use as the base percentage for STR-based skills.

The Hit Bonus and Damage Bonus modifiers are applied to melee weapons, but not if they are thrown.

The Hit Bonus and Damage Bonus modifiers are not applied to thrown weapons or to fired or launched low-tech ranged weapons (i.e. SAFF bow, SAFF blowgun, or Desert Runner crossbow).



Hit
Damage
Weight
Maximum
Strength


Score
Bonus
Bonus
Allowance [1]
Lift [1]
Feat


1
-5
-4
1
3
0%


2
-4
-3
2
5
0%


3
-3
-2
5
10
0%


4
-2
-1
10
25
0%


5
-2
-1
15
40
0%


6
-1
--
20
55
0%


7
-1
--
25
70
0%

8
--
--
30
90
1%

9
--
--
35
100
1%

10
--
--
40
115
2%

11
--
--
45
125
3%

12
--
--
50
140
4%

13
--
--
55
455
5%

14
--
--
60
170
7%

15
--
--
65
180
9%

16
--
+1
70
195
10%

17
+1
+1
85
220
15%


18
+2
+2
110
255
20%


19
+3
+4
200
400
40%


20
+3
+6
300
500
50%


21
+4
+8
450
650
60%


22
+4
+10
600
800
70%


(23
+5
+12
750
950
80%

NOTE: [1] – base weight in pounds.

Dexterity/C&C Pg.10

The Dexterity (DEX) attribute is rather self-explanatory; it is a measure of a character’s hand-eye coordination, agility, reaction speeds, and other physical reflexes.  If a detailed description is desired please read Characters & Combat Pg.10.  In addition to the statistics listed in the table, the attribute score is use as the base percentage for DEX-based skills and is the most important attribute for Rocketjocks (pilots).



Initiative
Missile
Defense


Score
Bonus
Bonus
Bonus


1
+6
-6
+5


2
+4
-4
+5


3
+3
-3
+4


4
+2
-2
+3


5
+1
-1
+2


6
--
--
+1

7-14
--
--
--

15
--
--
-1

16
-1
+1
-2


17
-2
+2
-3


18
-2
+2
-4


19
-3
+3
-4


20
-3
+3
-4


21
-4
+4
-5


(22
-4
+4
-5

Constitution/C&C Pg.10

The Constitution (COM) attribute is rather self-explanatory; it is a measure of a character’s physical toughness.  Characters with a high score are able to linger near death longer then most others, this is represented by the “Character Dies at...” column.  If a detailed description is desired please read Characters & Combat Pg.10.  In addition to the statistics listed in the table, the attribute score is use as the base percentage for CON-based skills.



Hit Point
System
Character


Score
Bonus [1]
Shock
Dies at...


1
-3
25%
-10


2
-2
30%
-10


3
-2
35%
-10


4
-1
40%
-10


5
-1
45%
-10


6
-1
50%
-10


7
--
55%
-10


8
--
60%
-10


9
--
65%
-10


10
--
70%
-10


11
--
75%
-10


12
--
80%
-11

13
--
85%
-11

14
--
88%
-12

15
+1
90%
-12


16
+2
95%
-13


17
+2(+3)
97%
-13


18
+2(+4)
99%
-14


19
+2(+5)
99%
-14


20
+2(+5)
99%
-15


(21
+2(+6)
99%
-15

NOTES: [1] – bonuses in parentheses are for Warrior and Commando careers.

Intelligence/C&C Pg.11

The Intelligence (INT) attribute is rather self-explanatory; it is a measure of a character’s memory, reasoning ability, wit, and cleverness.  If a detailed description is desired please read Characters & Combat Pg.11.  The primary purpose of this attribute is as the base percentage for INT-based skills.

Wisdom/C&C Pg.11

In short, the Wisdom (WIS) attribute is a measure of a character’s commonsense.  If a detailed description is desired please read Characters & Combat Pg.11.  The primary purpose of this attribute is as the base percentage for WIS-based skills.

Charisma/C&C Pg.11

In short, the Charisma (CHA) attribute is the character’s personality; it is a measure of how persuasive and personable a character is.  If a detailed description is desired please read Characters & Combat Pg.11.  The primary purpose of this attribute is as the base percentage for CHA-based skills and is the most important attribute Entertainers.

The CHA attribute is also modifies the character’s Comeliness (COM) attribute score, but only when applied to those of the same or similar race:



COM

COM

COM


Score
Bonus
Score
Bonus
Score
Bonus


(3
-5
9-12
±0
(18
+3


4-5
-3
13-15
+1


6-8
-1
16-17
+2

Technology/C&C Pg.11

The Technology (TECH) attribute is a character's "technological know-how".  This attribute pertains specifically to a characters affinity with machines and his instinctive or actual knowledge of how they work.  For a character with a low TECH score, the operation of a simple food dispenser might be a challenging task.  Someone with a high score will walk up, give it a kick in the right spot, and get free meals for a month.  If a detailed description is desired please read Characters & Combat Pg.11.  The primary purpose of this attribute is as the base percentage for TECH-based skills and is the most important attribute for Engineers, Technicians, and Medics.

New Attributes

Comeliness/GM Addition

In short, the Comeliness (COM) attribute is a measure of the character’s physical attractiveness, social grace, and personal beauty, which deals with attractiveness and first impressions.  The modifier is applied, for the most part, only for interaction with other races.  See The Effects of Comeliness for the role-playing effects of this new attribute.


NOTE: This Ability Score may not apply to all races.

Race
Modifier
Race
Modifier

Asterminer
-3
Martian
±0

Belter
±0
Mercurian
±0

Chimbot
-4
Pleasure
+5

Delph
±0
Ringer
-5

Depthine
-1
Sidhe
±0

Desert Ape
-5
Spacer
-1

Desert Runner MkI
-1
Stormrider
±0

Desert Runner MkII
±0
Talan
-2

Europan
-3
Terran
±0

Falcone MkI
-2
Terrine MkIa
-3

Falcone MkII
-2
Terrine MkII
±0

Ganyman
-4
Tinker
±0

Gator
-3
Venusian
±0

Lowlander
-3
Worker
-3

Lunarian
±0


Luck/GM Addition
The Luck (LUK) attribute is used in those extreme, rare, or very important cases where another attempt is desperately needed or required (based on GM’s discretion).  If the player rolls his LUK, or less, that one crucial roll is rerolled.  The effect of the new roll is permanent.
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