Characters & Combat Player’s Supplement
Section 3


Section 3: Player Character Careers

Rules, Modifications, Clarifications & Additions

Careers/C&C Pg.33

Jobs in the XXVc game rules are called careers.  A career is the profession your character has chosen to take up in this future world of high adventure, and is the source of his skills, his experience, and his cash flow.  Player characters have twelve careers to choose from.


Assassin
Engineer
Rocketjock
Scout

Astronavigator
Entertainer
Rogue
Technician

Commando
Medic
Scientist
Warrior
Because teamwork is an essential part of the enjoyment of a role-playing game, it is a very good idea for all of the players in a group to choose Careers for their characters so that the group has a lot of variety and not too much overlap.  Here is a six-member team as an example:

· Rocketjock: Right-stuff rocket pilot who can outmaneuver and out romance anyone in space.

· Warrior: Professional fighter who leads teams or armies into battle.

· Scout: Planetary explorer and loner with a special talent for survival.

· Engineer: Tough rocket-engine technician who can fix anything … or so he claims.

· Rogue: Gambler and information trader who may play both sides against the middle.

· Medic: 25th Century physicians who can perform incredible medical feats … you hope.

As you can see, these careers mesh neatly together to create a well-rounded adventuring team. Rocketjocks fly the ships, engineers keep things running, warriors handle the combat, scouts lead the expeditions into uncharted territory, and rogues handle the sneaky stuff.  Meanwhile, the medic is there to put everyone back together again before the next battle.

Combined Careers/Mars Pg.61

Some players prefer their characters to be versatile, having a mix of abilities and skills drawn from two careers.  A character can begin with a combination career – rocketjock+engineer, warrior+scout, or any other two part mixture – instead of specializing in a single line of work.  The character must select this option at the start of his adventuring career and once he is committed to it the only change he can make is to drop one career or the other.  Afterward, he must stay in that single career for the rest of his life.  Please note that the plus sign is used to distinguish a combination career from one who has changed careers, a rogue+medic is quite different from a rogue/medic.

Attribute Score Requirements: The character must meet all the attribute requirements for both careers.

Dice for Hit Points: If the careers in the combination use different dice for hit points, the lower value is used whenever the player rolls for hit points.

THAC0 Progression: The character uses the more favorable (lower) THAC0 number of the two careers.

Special Abilities: The character is entitled to all special abilities of either career.
Career Skills: A combination character has eight career skills, just as any other character, but he fills out his list by choosing four skills from each career in the combination.  The character can acquire all other skills as general skills with one exception.  A medic in combination with any other career can only have the medic skills he chooses for career skills; he can not learn other medic skills as general skills.

Experience Points Requirements: The total experience points (XP) required to advance to the next level are an average of the values for the two careers.

If a combination character decides later in life to concentrate on one career or the other, he can simply drop the career that no longer interests him.  He keeps all the XP he has earned but becomes a single-career character of the appropriate level for he amount of XP – sometimes the player may have to subtract hit points to bring the character down to his correct level.  The four career skills belonging to the abandoned career are moved into the character’s general skills list and replaced with the four previously unused skills from the career he is retaining.  Until the character attains the next experience level in that career, those four new skills remain rated at 0%.

Changing Careers/C&C Pg.40

People do not always do the same thing all their lives.  Sometimes they decide to start out on a new career path.  Any character can change careers (excl. those with a combined career), as long as his attribute scores are high enough to qualify for the career he wants to enter.  He must retrain for the new career.  Also, a character can only change careers once – there is no going back, and no three career characters.

Career
Retraining  Cost

Astronavigator, Engineer, Rocketjock, and Rogue
2,500cr

Assassin, Entertainer, and Medic
3,000cr

Commando, Technician, and Warrior
4,000cr

Scout
4,500cr

The character begins at 1st level in the new career and gains experience as a 1st level character, XP are not accumulated from one career to the next.

The character immediately gains hit points when he switches careers, rolling the type of die that pertains to the new career.  He continues to gain a random number of hit points at each new experience level until he has rolled a total of 9 dice for hit points, including the dice he rolled In his previous career.  After that he gets the standard increase (+1, +2, or +3) for the career he is in, just as if he had attained 10th level in that career.

His THAC0 remains the same during his advancement in the new career, until he gets to a level where the THAC0 for the new career is better than his current THAC0.  After that, his THAC0 continues to change according to the schedule for the new career.

A character’s career skills are always based on his current occupation.  When a character chooses a new career, his old career skills become general skills.  These skills can still be improved (excl. an ex-medic, he keep his medic skills but cannot improve them).  The process works much the same in reverse.  General skills that are career skills in the new career are automatically converted at their current ratings.  They can now be improved more quickly because of their new status, the character is treated as if he was just beginning his professional life at 1st level.

A character’s career-related advantages are always based on his current occupation, with previous advantages being lost as part of the change.

Warrior Advanced Weapon Specialization


For every even-numbered level the warrior attains, he receives a "specialization bonus slots" on a Weapon, Weapon Category, or Fighting Style of his choice.  These bonuses can be applied to the same weapon, weapon category, or fighting style to a maximum of three slots.  Or the slots can be spread out among various weapons, categories, or styles.
Specific Weapon (Original) Specialization/C&C Pg.36


For each specialization bonus slot spent on a specific ranged or melee weapon (i.e. laser pistol, rocket rifle, needle gun, etc.), the warrior gains a +1 hit and damage bonus for that particular weapon.

Level of
Hit
Damage 

Mastery
Bonus
Bonus 

Expert
+1
+1

Specialist
+2
+2

Master
+3
+3

Weapon Category Specialization/GM Addition


For each specialization bonus slot spent on a weapon category, the warrior gains advantages with weapons from the selected category.  However, he will incur penalties with weapons from the other then the selected category.

Hand-To-Hand (Melee) Weapon Specialization: For each slot spent the warrior is granted a 1-step increase in his ROF (see Hardware Pg.55) with melee weapons (incl. natural attacks such as claws, bite, punch, kick, etc.), and gains a -1 bonus to his AC when using melee weapons during melee combat.  However, he will suffer a -1 hit penalty with ranged weapons (incl. heavy weapons).

Level of
ROF
AC
Ranged Weapon

Mastery
Increase
Bonus 
Hit Penalty

Expert
1-step
-1
-1

Specialist
2-step
 -2
-2

Master
3-step
-3
-3

Ranged Weapon Specialization: For each slot spent the warrior is granted a -1 bonus to initiative when using ranged weapons (excl. missile weapons), and has the range penalties reduced by 1.  However, he will suffer a -1 hit penalty with melee and thrown weapons.

Level of
Initiative
Range
Melee Weapon
Thrown Weapon
Mastery
Bonus
Modifiers 
Hit Penalty
Hit Penalty
Expert
-1
±0 / -1 / -4
-1
-1

Specialist
-2
 ±0 / ±0 / -3
-2
-2

Master
-3
±0 / ±0 / -2
-3
-3

Thrown Weapon Specialization: For each slot spent the warrior is granted a 2-step increase in his ROF (see Hardware Pg.55) with thrown weapons, and has the range penalties reduced by 1.  However, he will suffer a -1 hit penalty with ranged weapons (incl. heavy weapons).

Level of
ROF
Range
Ranged Weapon

Mastery
Increase
Modifiers 
Hit Penalty

Expert
2-step
±0 / -1 / -4
-1

Specialist
4-step
 ±0 / ±0 / -3
-2

Master
6-step
±0 / ±0 / -2
-3

Missile Weapon Specialization: For each slot spent the warrior is granted a 2-step increase in his ROF (see Hardware Pg.55) with fired weapons (i.e. SAFF bow or darter, Desert Runner crossbow, etc.), and has the range penalties reduced by 1.  However, he will suffer a -1 hit penalty with melee weapons (incl. natural attacks).

Level of
ROF
Range
Melee Weapon

Mastery
Increase
Modifiers 
Hit Penalty

Expert
2-step
±0 / -1 / -4
-1

Specialist
4-step
 ±0 / ±0 / -3
-2

Master
6-step
±0 / ±0 / -2
-3

Spaceship Weapon Specialization: 
For each slot spent the warrior is granted a +1 hit bonus and -1 initiative bonus when using ship weapons.  However, he will suffers a -1 hit penalty with non-ship weapons.

Level of
Hit
Initiative
Non-Ship Weapon

Mastery
Bonus
Bonus
Hit Penalty

Expert
+1
+1
-1

Specialist
+2
+2
-2

Master
+3
+3
-3

Heavy Weapon Specialization/GM Addition

Heavy weapon specialization is a combination of specific weapon and weapon category specialization.  For each specialization bonus slot spent on a specific weapon or weapon category, the warrior gains advantages with the weapon or weapons from the selected category.  However, he may incur penalties with other weapons.
Heavy Energy Weapon Specialization: For each slot spent on cyclorator, graser, or lightning-type weapons the warrior is granted a +1 hit bonus and +1 damage bonus for that particular weapon.

Level of
Hit
Damage 

Mastery
Bonus
Bonus 

Expert
+1
+1

Specialist
+2
+2

Master
+3
+3

Heavy Squad Weapon Specialization: For each slot spent on automatic or gatling-type weapons (small arms and vehicle mounted) the warrior is granted a -1 initiative bonus when using those weapons, and has the range penalties reduced by 1.  However, he will suffer a -1 hit penalty with melee and thrown weapons (incl. grenades).

Level of
Initiative
Range
Melee Weapon
Thrown Weapon
Mastery
Bonus
Modifiers 
Hit Penalty
Hit Penalty
Expert
-1
±0 / -1 / -4
-1
-1

Specialist
-2
 ±0 / ±0 / -3
-2
-2

Master
-3
±0 / ±0 / -2
-3
-3

Grenade Specialization: For each slot spent on grenade the warrior is granted a 2-step increase in his ROF (see Hardware Pg.55), and has the range penalties reduced by 1.

Level of
ROF
Range

Mastery
Increase
Modifiers

Expert
2-step
±0 / -1 / -4
Specialist
4-step
 ±0 / ±0 / -3
Master
6-step
±0 / ±0 / -2
Projector Weapon Specialization: For each slot spent on grenade launcher, flak gun, gyro gun, plasma thrower, or rocket launcher the warrior is granted a 2-step increase in his ROF (see Hardware Pg.55), and has the range penalties reduced by 1.

Level of
ROF
Range

Mastery
Increase
Modifiers

Expert
2-step
±0 / -1 / -4
Specialist
4-step
 ±0 / ±0 / -3
Master
6-step
±0 / ±0 / -2
Fighting Style Specialization/GM Addition

Two-Weapon Fighting Style: For each slot spent the warrior is granted a reduction in the multi-weapon penalties, normally -2/-4 (Belter -2/-4/-8), and has the multi-target modifiers reduced by 1 for the next target (but never better then ±0).

Level of
Two-Weapon
Per Target

Mastery
Modifiers
Modifiers

Expert
±0 / -2 (-4)
-1, -2...

Specialist
±0 / -1 (-2)
±0, -1, -2...

Master
±0 / ±0 (-1)
±0, ±0, -1, -2...

Training/GM Addition

Immediately upon reaching the XP required for the next level, the character gains the Hit Points, saving throw adjustments (if any), and THAC0 adjustments (if any).  He then must train to gain new or improve current skills.  If the character does not train he may continue to gain XP, but only until he reaches one point over what is needed for the next level.  No more XP can be earned until all training is completed.

All careers require training to advance to the next level.  Training takes on average four weeks for a character with a single career, or six weeks for a combined career.  To train a character may join an organization that will assist in training them or find another source.  The cost for training is based on race, career, level, and organizational membership (if any).  At the end of the training course an INT check is required.  If successful, the character to passes.  If the attribute check fails, the training must be repeated (no refunds).


Training Cost (per level)

Career
Independent
Organization Member
Humans

Single
1000cr
500cr

Combined
1500cr
750cr

Single Medic or Scientist
2000cr
1000cr

Combined Medic or Scientist
3000cr
1500cr

Gennies

Single
1500cr
750cr

Combined
2250cr
1125cr

Single Medic or Scientist
3000cr
1500cr

Combined Medic or Scientist
4500cr
2250cr

Hypno-Training (GM Addition)


A new training method known as Hypno-Training has been growing in use over the last few years.  It has its negative aspects, but it allows a character to be fully trained (level advancement or Advanced Training) in one-quarter the normal time required (1 week per 1 month).

This method uses hypnosis, high-speed sensory virtual reality sessions, and brain scan technology developed for training gennies “in the can”.  This method cost an additional 5000cr, but only requires a single INT check to pass an Advanced Training course).  If the check fails, the hypno-training did not work and a standard training course will have to be taken (no refunds).

A System Shock check is required upon completion of the training.  If this check fails, then the student’s memory was wiped resulting in complete amnesia reducing the character to the mental state of a very young child.

Advanced Training Schools: Basic Academy Option

A new character has the option to have attended one of the Academies’ Apprentice Degree Programs as part of their career background.  After the character's career and General Skills have been chosen and if that character has rolled enough credits – (1d10 x 200) x level – and wishes to have had attended a basic school, then see Appendix I: Advanced Training Schools.
Careers
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Engineer/C&C Pg.37

"So then, the Port Inspector says, ‘This ship isn’t fit to haul garbage.”  They had to hold me back, or I woulda wrapped a wrench around his head. "

An engineer is not as cocky or flashy as a rocketjock, but he has got at least as much pride and toughness.  It takes a special breed at character to hunker down in the tramped confines of the power deck nursing those big atomic engines through the Asteroid Belt.  You have to be tough enough to crawl out on the hull to patch a damaged fin in the middle of a cosmic ray storm, then come on in and get the reactor back on line in time for the pilot to make a soft landing (definitely the best kind).  Engineers love machines.  They have great respect for fine workmanship, and good tools are considered with near reverence.  Although an engineer may be grubby and bad-tempered and have plenty of unpleasant personal habits, his rocket engines will always be kept in the best condition possible and clean enough to eat off (but do not consider doing that - he is likely to wrap a wrench around your head for trying).

The most important attribute for an engineer is TECH, followed closely by CON and STR.  Most engineers also have above-average INT.

Attribute Score Requirements: STR 10, CON 12, INT 8, TECH 13

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d8 per level through 9th; +2 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· Because he is accustomed to handling the tools of his trade, an engineer can always pick up a hand-held implement (wrench, pry bar, etc.) and use it as a weapon with a +2 attack bonus.  A tool used as a weapon causes 1d6 points of damage or perhaps more (GM's discretion) if the tool is especially large or heavy.  Except in cases of life or death, an engineer will not let another character use his tools as weapons, and even if this is done, other characters do not get the attack bonus.

Career Skills: 

Jury Rig
Repair Life Support

Maneuver in Zero G
Repair Mechanical

Notice
Repair Nuclear Engine

Repair Electrical
Repair Rocket Hull


Experience
XP
Hit


Level
Required [1]
Dice


1
--
1d8


2
1,250
2d8


3
2,500
3d8


4
5,000
4d8


5
10,000
5d8


6
20,000
6d8


7
40,000
7d8


8
70,000
8d8


9
110,000
9d8


10
160,000
9d8+2


11
220,000
9d8+4


12
440,000
9d8+6

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.
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Medic/C&C Pg.39

“When the warrior looks like a Swiss cheese, the rocketjock's spread himself and the cruiser all over the desert, and the engineer's glowing like a night light, the medic has the job of getting them back to normal ... until the next time.”

Although much of 25th Century medicine is automated, the job of a medic still involves the personal touch.  This is especially true of an adventurer who is a medic, since much of his work occurs in places where the finest of computers and machinery might not be available.  A medic can engage In combat and has some skill in areas not related to his profession.  But whether he is part of a team of adventurers or spends all his time in the research lab, a medic's primary function is to heal and cure.

That takes INT, and practically every medic is well above average in this ability.  Medics who are members of an adventuring team also need high DEX and WIS, for taking fast action and making good decisions under fire.  The training of a medic is long and ongoing.  Not all of the skills of his craft are available to the beginning medic; sometimes he must have a minimum level of ability in a certain skill before he can practice a more difficult one.

Attribute Score Requirements: DEX 12, INT 12, WIS 12

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d6 per level through 9th; +2 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· Theoretically, anyone can learn to fly a rocket ship or fix an engine, but only a medic can learn the skills directly related to his career – diagnosing, healing, and curing.

· A medic is the only type of player character who cart operate a drug fabricator or an autosurgery.

Career Skills: 

Diagnose
Treat Light Wounds

Life Support Tech
Treat Poisoning

Treat Critical Wounds
Treat Serious Wounds

Treat Disease
Treat Stun/Paralysis


Experience
XP
Hit


Level
Required [1]
Dice


1
--
1d6


2
1,500
2d6


3
3,000
3d6


4
6,000
4d6


5
12,000
5d6


6
24,000
6d6


7
48,000
7d6


8
96,000
8d6


9
192,000
9d6


10
384,000
9d6+2


11
768,000
9d6+4


12
1,536,000
9d6+6

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.
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Rocketjock/C&C Pg.35

"So I let him move in for the kill, then pulled a zero-gee roll, cut inside his pass, and walked out of the bar with the girl."

Combine the Red Baron, Eddie Rickenbacker, and Gregg "Pappy" Boyington.  Put him behind the controls of a nuclear-powered bullet screaming into combat at Mach 9, armed to the teeth.  What have you got?  A rocketjock in his element.  Cocky to the extreme, rocketjocks know they are the coolest humans in the universe.  They can out fly, out fight, and out romance any three mere mortals, and they are the first to tell you so.  Rocketjocks can fly anything – from huge passenger liners to tiny fighters – and do it better than anyone else could.  The perfect example of a rocketjock, of course, is Buck Rogers.  Some people in the solar system know this already.  Others have yet to learn.

Piloting a rocket calls for fast reflexes, smart decisions, and keeping up the image is also important.  A rocketjock must have above-average scores In DEX, INT, and CHA.

Attribute Score Requirements: DEX 13, INT 11, CHA 12

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d6 per level through 9th; +2 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· The rocketjock gets a +10 bonus to all Skill Checks Involving piloting or driving.

· For every even-numbered level attained, the rocketjock receives a +I adjustment to CHA (to a maximum of 21 when dealing with someone of the opposite sex and the same race.

Career Skills: 

Drive Jetcar
Pilot Fixed Wing

Drive Groundcar
Pilot Rocket

Maneuver in Zero G
Pilot Rotorwing Craft

Notice
Use Rocket Belt


Experience
XP
Hit
Charisma


Level
Required [1]
Dice
Bonus


1
--
1d6
--


2
1,250
2d6
+1


3
2,500
3d6
--


4
5,000
4d6
+2


5
10,000
5d6
--


6
20,000
6d6
+3


7
40,000
7d6
--


8
70,000
8d6
+4


9
110,000
9d6
--


10
160,000
9d6+2
+5


11
220,000
9d6+4
--


12
440,000
9d6+6
+6

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.
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Rogue/C&C Pge.38

"The customer is always right – as long as I agree with him."

Every society has a contingent of characters who get by on wit, stealth, and behind-the-scenes power rather than hard labor, loud talk, and visible clout. In the 25th Century these characters are called rogues, and they are among the most colorful denizens of a colorful age.  Some rogues are willing to work for the highest bidder, disregarding considerations of good versus evil.  Rogues who become adventurers do have a definite sense of ethics and morals - they target their dirty deeds against the cause of evil.  No matter what their motives, all rogues have the same method of operation.  A rogue does not always work in direct or obvious ways.  He is not much for strong-arm tactics - his area of expertise Is usually as a cat burglar, information broker, or spy.  Some rogues, such as Ardala Valmar, have created entire corporate empires through information trading.

Many rogues have entertainment skills, giving them a cover for their true professions and enabling them to make a living between "missions" by giving performances.  Especially among the culture-starved satellites of the Outer Worlds, such skills are highly prized.

Because so much of a rogue's livelihood depends on Impressing, convincing, and fleecing other people, a high CHA score is essential.  The requirement for DEX is equally high - without fast reflexes and light fingers, a rogue just isn't a rogue.

Attribute Scare Requirements: DEX 13, INT 8, WIS 9, CHA 13

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d6 per level through 9th; +2 hit points per level at 10th and higher

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· Rogue characters get a +10% bonus to Skill Check for any of their career skills.

Career Skills: 

Bypass Security
Move Silently

Climb
Notice

Fast Talk/Convince
Open Locks

Hide in Shadows
Pick Pock


Experience
XP
Hit


Level
Required [1]
Dice


1
--
1d6


2
1,250
2d6


3
2,500
3d6


4
5,000
4d6


5
10,000
5d6


6
20,000
6d6


7
40,000
7d6


8
70,000
8d6


9
110,000
9d6


10
160,000
9d6+2


11
220,000
9d6+4


12
440,000
9d6+6

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.

Scientist/C&C Pg.91
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“Given enough time and enough money, anything is possible.”

Thanks to centuries of warfare and interplanetary conflict, the processes of independent scientific research and invention have regressed.  Most scientists in the 25th Century are throwbacks to the earlier prototype of the solitary inventor.  Working long hours, poring over ancient documents, modern scientists are as much reconstructors of old technology as they are creators of new.  Forget about clean, high-tech research labs; the scientist is a maverick, operating alone.  Government grants? Governments only want, weapons; they do not care about pure science!  Anyway governments are always trying to suppress or classify information to maintain their petty strategic advantages.  Corporate sponsors?  What do simple-minded pencil pushers know about science?  Besides, RAM has its own pet research teams...and Its own not-so-subtle ways of discouraging independent operators.

In the style of old-style inventors such as Edison and Ford, there are many rivalries between scientists, battling over patents, manufacturing rights, and scientific recognition.  While some scientists work to bring the world new inventions and discoveries to improve mankind’s lot, many others set out to create a big moneymaking invention so that they can gain wealth and power.  Still others use their inventions to directly carve out the own personal kingdoms.

Attribute Score Requirements: INT 16, WIS 12

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d4 per level through 9th; +1 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· The scientist is the only character who can possess the special skills of Gadgeteering (a career skill) and Bioengineering (a general skill for scientists who choose to follow this discipline).

· The scientist is the only character who has the ability to invent new technological devices.  Invention is not a skill per se, but a special ability that has its own set of rules and procedures.  For more detailed information on inventions read Characters & Combat Pg.92.

Career Skills:

· Every scientist has five career skills in common.


Gadgeteering
Memorize


General Knowledge
Notice


Library Research

· The scientist’s other three skills represent the scientist’s special areas of study and are used to make inventions or discoveries.


Astronomy
History
Biology
Mathematics


Botany
Metallurgy
Chemistry
Physics


Geology


Experience
XP
Hit


Level
Required [1]
Dice


1
--
1d4


2
1,500
2d4


3
3,000
3d4


4
6,000
4d4


5
12,000
5d4


6
24,000
6d4


7
48,000
7d4


8
96,000
8d4


9
192,000
9d4


10
384,000
9d4+1


11
768,000
9d4+2


12
1,536,000
9d4+3

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.
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Scout/C&C Pge.37

"We dropped him off stark naked in the middle of the desert.  He walked out."

In the wild lands of the solar system, a special kind of adventurer has emerged.  The scout has evolved out of the activities of planetologists and explorers of the early colonial age.  A scout is tough, resourceful, and has an amazing ability to live off the land – no matter how alien that land is.  He is the 25th Century equivalent of Daniel Boone, Kit Carson, and Admiral Perry rolled into one package.  Scouts are always in the forefront of any colonizing effort or assault wave.  Dropped onto a new world, a scout will soon identify and deal with any possible dangers.

Scouts are also skilled planetologists, and can often deduce important information about a region from a few clues.  These abilities are reflected in the scout's Planetology and Planetary Survival Skills.  Having to hurt for survival makes the scout skilled in tracking in a wide variety of environments.  Scouts also specialize in moving silently through any terrain.  Often the first people to enter an unknown wilderness, scouts may encounter many types of dangerous animals or unknown civilizations requiring a great deal of empathy with nonhuman viewpoints.  This reflects itself in the scout's ability to befriend unknown animals or strange humanoids.

Attribute Scare Requirements: CON 8, INT 8, WIS 9, CHA 8

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d8 per level through 9th; +2 hit points per level at 10th and higher

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· For every experience level attained, a scout receives a +5% bonus to any Skill Checks related to his career skiffs.  Although other characters can learn to do the things a scout does, it is almost impossible for them to be as skilled as a scout is in these areas.

Career Skills: 

Animal Riding
Notice

Befriend Animal
Planetary Survival

Climb
Planetology

Move Silently
Tracking


Experience
XP
Hit
Career Skill


Level
Required [1]
Dice
Bonus


1
--
1d8
--


2
2,250
2d8
+5%


3
4,500
3d8
+10%


4
9,000
4d8
+15%


5
10,000
5d8
+20%


6
36,000
6d8
+25%


7
75,000
7d8
+30%


8
150,000
8d8
+35%


9
300,000
9d8
+40%


10
600,000
9d8+2
+45%


11
900,000
9d8+4
+50%


12
1,500,000
9d8+6
+55%

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.

[image: image7.jpg]


Warrior/C&C Pg.36

"Actions speak louder then words. Grenades speak louder then actions."

The ship-smashing and planet-busting weapons of the 25th Century have added a new dimension to combat, but most battles are still won or lost on a man-to-man basis.  There is still a need for soldiers, and for men and women to lead those soldiers.  That's where the warrior comes in.  A warrior is a character who has devoted his life to mastering the skills of combat.  A warrior is more than just a fighter; he is also a tactician, a strategist, and a leader.

Because warriors are well trained and accustomed to harsh fighting conditions, they can with stand damage more easily than other career types.

Attribute Score Requirements: STR 10. DEX 8, CON 10, INT 8

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d10 per level through 9th; +3 hit points per level at 10th and higher

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· The warrior is formidable in combat even without a weapon; he can attack twice per round with bare fists and score 1d6 points of sub-duel damage (plus his Strength bonus, if any).

· For every even-numbered level he attains, a warrior receives a "specialization bonus slot" for a weapon, weapon category, or fighting style of his choice.  These bonuses can be applied to the same weapon, weapon category, or fighting style (to a maximum of three slots), or they can be spread out among various weapons, categories, or styles.  See Warrior Weapon Specialization for detailed information on specialization.
· A warrior with exceptional CON (≥17) receives an improved Hit Point Bonus whenever he rolls a die for new hit points.

· When a warrior reaches 8th level, he is both skilled and famous enough to attract a following of 11-20 (1d10+10) like-minded soldiers or mercenaries, known as the Warrior's Company.  Members of the Company will follow the warrior's orders as long as they are treated fairly.  They may be motivated by a thirst for adventure, experience, money, or even ideological beliefs.  The Company does not automatically show up as soon as the warrior reaches 8th level, and may not appear at all.  Details are left up to the circumstances of the game and the decision of the GM.

Career Skills: 

Battle Tactics
Move Silently

Demolitions
Notice

Leadership
Repair Weapon

Maneuver in Zero G
Use Rocket Belt


Experience
XP
Hit
Specialization


Level
Required [1]
Dice
Bonus [2]


1
--
1d10
--


2
2,000
2d10
+1


3
4,000
3d10
--


4
8,000
4d10
+1


5
16,000
5d10
--


6
32,000
6d10
+1


7
64,000
7d10
--


8
125,000
8d10
+1


9
250,000
9d10
--


10
500,000
9d10+3
+1


11
750,000
9d10+6
--


12
1,000,000
9d10+9
+1

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles; [2] – to a maximum of +3 in any one weapon, category, or style.

New Careers
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Assassin/GM Addition


The assassin is just that, a hired killer.  What more needs to be said?  He is trained in many of the rogue career skills and more.  He has special training in unarmed combat and with a weapon of choice.

Attribute Score Requirements: STR 10, DEX 13, INT 8, WIS 9, CHA 13.

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d8 per level through 9th; +2 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· Assassin characters get a +10% bonus to career skill checks for all of their career skills.

· An assassin is trained in unarmed combat; he can punch/kick twice per round with 1d6 points of damage (plus STR bonus, if any).

· Each assassin is trained in the use of weapons.  At levels 4, 8, and 12 he gains a “specialization bonus slot” which can be applied to a Specific Weapon, Weapon Category, or Fighting Style.  These bonuses are only applied to the same weapon, category, or style to a maximum of the three slots.  See Warrior Weapon Specialization for detailed information on specialization.

· The assassin has the pick pocket skill which is used, in most cases, to slip poisons into a “mark’s” food or drink, secretly inject poisons, and etc.

Career Skills List:

Bypass Security
Maneuver in Zero G

Disguise
Move Silently

Fast Talk/Convince
Notice

Hide in Shadows
Pick Pockets


Experience
XP
Hit
Specialization


Level
Required [1]
Dice
Bonus [2]


1
--
1d8
--


2
1,500
2d8
--


3
3,000
3d8
--


4
6,000
4d8
+1


5
12,000
5d8
--


6
24,000
6d8
--


7
48,000
7d8
--


8
96,000
8d8
+2


9
192,000
9d8
--


10
384,000
9d8+2
--


11
768,000
9d8+4
--


12
1,536,000
9d8+6
+3

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles; [2] – to a maximum of +3 in any one weapon, category, or style.
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Astronavigator/GM Addition


The astronavigator is the crewman that ensures that the rocketjock knows where he is going, or rather where he is supposed to go, and how to get there.  He is capable of filling several needed roles on the control deck aboard most any ship.  Not only is the character the astrogator aboard ship or the navigator on landfall, he is also a trained sensor operator and knowledgeable communications operator.
Attribute Score Requirements: DEX 13, INT 12, TECH 13.

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d6 per level through 9th; +2 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· Astronavigator characters get a +10% bonus to career skill checks for most of their career skills, this does not including Ship Lore and Maneuver in Zero G.

· An astronavigator’s training is varied by need allowing him to take any one of the piloting skills.  And he can take navigation for crewing a fixed wing or ship/submersible, or he can take astrogation for crewing a rocket.

Career Skills List:


Astrogation or Navigation
Mathematics


Astronomy
Pilot (any one)


Communications Operation
Sensor Operation


Maneuver in Zero G
Ship Lore


Experience
XP
Hit


Level
Required [1]
Dice


1
--
1d6


2
1,250
2d6


3
2,500
3d6


4
5,000
4d6


5
10,000
5d6


6
20,000
6d6


7
40,000
7d6


8
70,000
8d6


9
110,000
9d6


10
160,000
9d6+2


11
220,000
9d6+4


12
440,000
9d6+6

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.
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Commando/GM Addition


There are times when the skills of the weapon wielding, combat soldier are not right for the mission at hand.  That is where the commando comes in.  The commando is a well-trained warrior with a variety of skills to allow him to accomplish a variety of special missions.

Attribute Score Requirements: STR 10, DEX 13, CON 10, INT 8, WIS 9.

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d10 per level through 9th; +3 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· The commando is highly trained in unarmed combat; he can punch/kick twice per round with a +2 attack bonus for 1d6 points of damage (plus STR bonus, if any).

· For every three levels (i.e. 3, 6, 9, etc.) he gains a “specialization bonus slot” which can be applied to a Specific Weapon, Weapon Category, and/or Fighting Style.  These bonuses can be applied to the same weapon, category, or style to a maximum of three slots, or they can be spread out among various weapons, categories, and/or styles; see Warrior Weapon Specialization for detailed information on specialization.

· A commando with an exceptional CON (>17) receives an improved Hit Point Bonus when he rolls a die for new hit points; see Table 3, Section 1.

· A commando’s training is varied allowing him to take any one of the driving and piloting skills for two of his career skill slots.

Career Skills List:


Bypass Security
First Aid


Climb
Maneuver in Zero G 


Demolition
Notice


Drive (any one)
Pilot (any one)


Experience
XP
Hit
Specialization


Level
Required [1]
Dice
Bonus [2]


1
--
1d10
--


2
2,000
2d10
--


3
4,000
3d10
+1


4
8,000
4d10
--


5
16,000
5d10
--


6
32,000
6d10
+1


7
64,000
7d10
--


8
125,000
8d10
--


9
250,000
9d10
+1


10
500,000
9d10+3
--


11
750,000
9d10+6
--


12
1,000,000
9d10+9
+1

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles; [2] – to a maximum of +3 in any one weapon, category, or style.
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Entertainer/GM Addition


An entertainer is just that.  The role of entertainer ranges from the musicians of the Desert Dancer class, to the street players of the Venusian Aerostates, to the classical stage actors of Corporates, Mars, and yes to the pleasure gennies of Aurora, in the Belt.  Their skills vary from acting to carnal knowledge.  The abilities of the entertainers are sought after in all reaches of the system, especially on the more remote asteroids, stations, and bases.

Attribute Score Requirements: DEX 13, INT 11, CHR 13, COM 13.

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d4 per level through 9th; +1 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· For every experience level attained, entertainers receive a +5% bonus to their career skill checks for all of their career skills.  Although other characters can learn to do the things an entertainer does, it is almost impossible for them to be as skilled as an entertainer is in these areas.
Career Skills List:


Act
Fast Talk/Convince


Carnal Knowledge
Play Instrument


Disguise
Sing


Distract
Street Sense


Experience
XP
Hit
Career Skill


Level
Required [1]
Dice
Bonus


1
--
1d4
--


2
1,500
2d4
+5%


3
3,000
3d4
+10%


4
6,000
4d4
+15%


5
12,000
5d4
+20%


6
24,000
6d4
+25%


7
48,000
7d4
+30%


8
96,000
8d4
+35%


9
192,000
9d4
+40%


10
384,000
9d4+1
+45%


11
768,000
9d4+2
+50%


12
1,536,000
9d4+3
+55%

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.
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Technician/GM Addition


A technician is simply the engineer for stations, installations, bases, and various other facilities.  Much like the scientists the technician has a career choice.  He can be a Mechanical Technician, a Computer Technician, or a Robotic Technician and can be found nearly everywhere. 

A “Mechtech” is a carpenter, plumber, electrician, wallpaper hanger, and many other types of repair professionals.  A “Comptech” is an electrician, programmer, and fills some other career fields as well.  But more importantly he is a programmer and a computer hardware expert.  A “Robotech” is an electrician, mechanic, sheet metal worker, and fills some other career fields as well.  But more importantly he is a programmer and a robot hardware expert.  His career skill list reflects these options.

Attribute Score Requirements: STR 10, CON 12, INT 8, TECH 13.

Eligible Races: see Table 6: Revised Career Availability
Dice for Hit Points: 1d6 per level through 9th; +2 hit points per level at 10th and higher.

THAC0 Progression: see Table 10: Revised THAC0
Special Abilities:

· For every even-numbered experience level attained, technicians receive a +5% bonus to their career skill checks for all of their career skills.

· Because he is accustomed to handling the tools of his trade, a technician can always pick up a hand-held implement (wrench, pry bar, etc.) and use it as a weapon with a +2 attack bonus.  A tool used as a weapon causes 1d6 points of damage or perhaps more (GM's discretion) if the tool is especially large or heavy.  Except in cases of life or death, a technician will not let another character use his tools as weapons, and even if this is done, other characters do not get the attack bonus.

Mechtech Career Skills List:


Jury Rig
Repair Weapon


Notice
Repair Life Support


Repair Electrical
Repair Power Systems

Repair Mechanical
Repair Structural Systems

Comptech Career Skills List:


Jury Rig
Repair Weapon


Notice
Mathematics


Repair Electrical
Programming


Repair Mechanical
Repair Computer

Robotech Career Skills List:


Jury Rig
Repair Weapon


Notice
Mathematics


Repair Electrical
Programming


Repair Mechanical
Repair Robot


Experience
XP
Hit
Career Skill


Level
Required [1]
Dice
Bonus


1
--
1d6
--


2
2,000
2d6
+5%


3
4,000
3d6
--


4
8,000
4d6
+10%


5
16,000
5d6
--


6
32,000
6d6
+15%


7
64,000
7d6
--


8
125,000
8d6
+20%


9
250,000
9d6
--


10
500,000
9d6+2
+25%


11
750,000
9d6+4
--


12
1,000,000
9d6+6
+35%

NOTES: [1] – beyond 12th level the XP required for each consecutive level doubles.

Tables

Table 5: Career Requirements (C&C Pg.34)

Career
STR
DEX
CON
INT
WIS
CHA
TEC
COM

Assassin
10
13
--
8
9
13
--
--

Astronavigator
--
13
--
12
--
--
13
--

Commando
10
13
10
8
9
--
--
--

Engineer
10
--
12
8
--
--
13
--

Entertainer
--
13
--
11
--
13
--
13

Medic
--
12
--
12
12
--
--
--

Rocketjock
--
13
--
11
--
12
--
--

Rogue
--
13
--
8
9
13
--
--

Scientist (All)
--
--
--
16
12
--
--
--

Scout
--
--
8
8
9
8
--
--

Technician (All)
10
--
12
8
--
--
13
--

Warrior
10
8
10
8
--
--
--
--

Table 6: Revised Careers Availability (NHA Pg.58)

Race
A
An
C
E
En
M
Rj
Ro
Si
St
T
W

Asterminer
(
(
(
(
[1]
(
(
(
--
(
(
(
Belter
(
(
(
(
[1]
(
(
(
(
(
(
(
Chimbot
[1]
(
(
(
[1]
[1]
(
[1]
[1]
(
(
(
Delph
(
(
(
(
(
(
(
(
(
(
(
(
Depthine
(
(
(
(
(
(
(
(
(
(
(
(
Desert Ape
--
(
(
(
--
--
(
[1]
[1]
(
(
(
Desert Runner MkI
(
(
(
(
(
(
(
(
(
(
(
(
Desert Runner MKII
(
(
(
(
[1]
(
(
(
(
(
(
(
Falcone MkI
(
(
(
(
[1]
(
(
(
[1]
(
(
(
Falcone MKII
(
(
(
(
[1]
(
(
(
[1]
(
(
(
Europan
(
(
(
(
(
(
(
(
(
(
(
(
Ganyman
(
(
(
(
(
(
(
(
(
(
(
(
Gator
(
(
(
(
[1]
(
(
(
[1]
(
(
(
Lowlander
(
(
(
(
(
(
(
(
(
(
(
(
Lunarian
(
(
(
(
(
(
(
(
(
(
(
(
Martian
(
(
(
(
(
(
(
(
(
(
(
(
Mercurian
(
(
(
(
(
(
(
(
(
(
(
(
Pleasure
(
(
[1]
(
(
(
(
(
--
(
(
[1]

Ringer
[1]
(
(
(
[1]
(
(
[1]
(
(
(
(
Sidhe
(
[1]
(
(
(
(
[1]
[1]
(
(
(
(
Spacer
(
(
(
(
(
(
(
(
(
(
(
(
Stormrider
(
(
(
(
(
(
(
(
(
(
(
(
Talan
[1]
(
(
(
[1]
(
(
(
(
(
(
(
Terran
(
(
(
(
(
(
(
(
(
(
(
(
Terrine MkIa
(
(
(
(
[1]
(
(
(
[1]
(
(
(
Terrine MkII
(
(
(
(
(
(
(
(
(
(
(
(
Tinker
(
(
(
(
(
(
(
(
(
(
(
(
Venusian
(
(
(
(
(
(
(
(
(
(
(
(
Worker
[1]
(
(
(
(
(
(
[1]
[1]
(
(
(
NOTES: [1] – attributes may allow, books do not allow (GM’s discretion).

CAREER CODE: A – assassin; An – astronavigator; C – commando; E – engineer; En – entertainer; M – medic; Rj – rocketjock; Ro – rogue; Si – scientist; St – scout; T – technician; W – warrior.
Table 7: Career Hit Die Type (NHA Pg.58)

Career
Hit Die
Career
Hit Die

Assassin
d8
Rocketjock
d6

Astronavigator
d6
Rogue
d6

Commando
d10
Scientist
d4

Engineer
d8
Scout
d8

Entertainer
d4
Technician
d6

Medic
d6
Warrior
d10

Table 10: Revised THAC0 (NHA Pg.61)

Assassins, Commando, Scouts, Warriors


Level
0
1
2
3
4
5
6
7
8
9


0
--
20
19
18
17
16
15
14
13
12


10
11
10
9
8
7
6
5
4
3
2


20
1
0
-1
-2
-3
-4
-5
-6
-7
-8

Astronavigators, Rocketjocks, Rogues


Level
0
1
2
3
4
5
6
7
8
9


0
--
20
20
19
18
18
17
16
16
15


10
14
14
13
12
12
11
10
10
9
8


20
8
7
6
6
5
4
4
3
2
2

Engineers, Entertainers, Medics, Scientists, Technicians


Level
0
1
2
3
4
5
6
7
8
9


0
--
20
20
19
19
18
18
17
17
16


10
16
15
15
14
14
13
13
12
12
11


20
11
10
10
9
9
8
8
7
7
6
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