Characters & Combat Player’s Supplement
Section 8


Section 8: Roleplaying

NOTE: It is very highly recommended that the players read the briefs in The World Book as well as the appropriate world book for their selected home world for detailed information.  Please note that as with most TSR® published books, GM information is mixed in with player information, so please use your judgment and bypass information that the “common man” (or gennie) would not normally know.  For player information on Mercury, read Inner Worlds Pgs. 6-22; for information on Venus, read Inner Worlds Pgs. 37-49; for information on Earth, read Earth in the 25th Century, Pgs. 2-40 (suggest limiting reading to “home” region); for information on Luna, read Luna (please keep in mind the mixture of information); for information on Mars, read Mars in the 25th Century Pgs. 3-28 and 43-52; for information on asteroids in The Belt, read The Belt (suggest limiting reading to “home” asteroid).

Rules Modifications, Clarifications & Additions

Name and Nickname/C&C Pg.32


A Terran name might just be Robert or Susan, Terrans are proud of their long history and traditional names.  Martians tend to have names that are a combination of Russian and English derivation, such as Harrison Kirovsky or Vladimir Jones.  Mercurians favor Arabic-sounding names such as Kemal and Rashad, while Venusian names are often melodious combinations with a certain Indian or Chinese flavor.  Gennies, who may merely have a serial number for a name, usually have simple, descriptive names, like Scar, Streaker, or Black Barney – when you ancestors were grown in a vat, family names are not so important.


Even if your character has a rather ordinary “real” name, he can use an exciting and descriptive nickname.  Rocketjocks are especially notorious for adopting “call signs” and for strongly insisting that everyone call them by their call sign.  A character who calls himself by a unique nickname, such as Blackhand Starbuck, Sweetbeam, or The Comet Kid, will standout and be noticed.  A nickname can also be related to the character’s interests or career.  It is pretty easy to visualize a scout named Tracker or an engineer called The Fixer.

Criminal Justice/WB Pg.39

The methods of punishing criminals in the 25th Century are as varied as the societies that administer punishment.  For instance, on Venus, the lshtarians would merely have had the criminal’s mind “altered” in a humane way; the Aphroditians would kill him and break him down into spare parts for their organ banks.  RAM uses both of these methods of dealing with criminals (depending on the offense and, sometimes, the mood of the judge issuing the sentence), and will also use military prisons on Deimos, Earth, and in the Asteroid Belt for its more recalcitrant criminals.

The Outer Worlds (the Asteroid Belt and beyond) have “contract” prisons – secure asteroids, which can be rented for the incarceration of criminals.  Such locations can also be used to store merchandise or other types of goods that the renter wants to keep in a very safe and out-of-the-way place.  The agencies or individuals who own the prisons generally do not care who or what you store in them or what you do with the prisoners or objects once you have locked them up.

The most common type of justice in the 25th Century is fast, simple, and dispensed from the muzzle of a laser gun. After all, even in the 25th Century, the frontier is still the Frontier.  For more information see Inner Worlds Pg.20, Luna Pg.15, Mars in the 25th Century Pg.24, and The Belt (various pages).

The Effects of Comeliness/GM Addition

The effects of Comeliness (COM) are used almost exclusively for role-playing; as an aid for the initial reactions to, and subsequent interactions with, other characters.  The table below is used as a guide for the reactions or actions of the “general public.”  How players play their character’s reactions is up to them, but they should consider this table when deciding on their character’s reaction to the extremely ugly or stunningly beautiful – especially a person of the opposite sex.  As with the COM modifiers, these effects may not apply to all races.

Characters who gaze upon the extraordinary beauty of a "super model" (COM score of 22 and up) may become enthralled with them.  They instantly become infatuated with or "in lust" with them; characters may even think that they are "in love" with the "super model”.  They are unwilling to do anything at all except follow the beautiful person around, unwilling to take their eyes off of them.  The character will do his best to meet them, "get to know" them better, or try and impress them to get "noticed".

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

Score
Description
Reaction of Others


≤-13
Repulsive
Act hostile towards or shun completely


-12 to -7
Disgusting
Avert eyes and avoids any contact

-6 to 1
Very Ugly
Avoid any contact


2 to 6
Ugly
Act negatively towards


7 to 9
Homely



10 to 12
Plain


14 to 17
Good-looking
Act positively towards


18 to 21
Beautiful
Heads turn, hearts race, sexually desired

22 to 25
Stunning Beauty
Others are “charmed” by their beauty [1]


≥26
Unearthly Beauty
Others “fall under the spell” of their beauty
NOTES: [1] – a successful WIS attribute check required to avoid effects.

Player Character Background Information

Circumstances of Birth/GM Addition

Based on the chosen race of the character, the player should decide the circumstances of his character’s birth.  This information (age, birthday, order of birth, parents marital status, and parents social class) may be chosen by the player, or may be created as part of a detailed historical background for the character (preferred method).  Alternately, this information may be generated randomly by the use of the tables below.  Please note that there may be circumstances, choices, and many gennie races that this information will not apply to or will be rendered unusable.

Character Age/GM Addition

There are no known forces in the BR XXVc universe that causes ageing, other then the ordinary passage of time.  With this in mind the addition of age to the game is primarily for role-playing purposes.  However, age is used to determine age-based modifiers to the character’s attribute scores.  The player may choose the character’s age or it may be selected as part of a detailed historical background for the character (preferred method).  Alternately, the character’s age date may be generated randomly by rolling 1d4 plus the Adult age given in the table below.

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

Roll for Birthday/GM Addition

After the player has chosen or rolled the character’s age, he should then determine the character’s birthday.  For ease of calculations, birthdays are based and tracked on the Sol Standard Year (SSY), or Terran, calendar.  However, for role-playing purposes, the character can track his age using his “home” calendar.  The player should determine his character’s birthday, which may be chosen by the player, or may be selected as part of a detailed historical background for the character (preferred method).  Alternately, the birth date may be generated randomly by rolling 1d12 for the month and then rolling 1d30 for the day (re-roll 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 and roll as noted above.

Month Table

Roll
Month
Days
Roll
Month
Days


1
January
31
7
July
31


2
February
28
8
August
31


3
March
31
9
September
30


4
April
30
10
October
31

5
May
31
11
November
30

6
June
30
12
December
31
Birth Rank/GM Addition

This optional information has no actual affect on character creation or game play, however, this may help fill out the character’s background.  This information may be chosen for the character by the player, or may be created as part of a detailed historical background for the character (preferred method).  Alternately, this information may be generated randomly by the use of the table below.  Please note that there may be circumstances, choices, and many gennie races that this information will not apply to or will be rendered unusable.
Racial Modifiers

Race [1]
Modifier
Race [1]
Modifier

Belter
±0
Mercurian
±0

Delph
-10
Terran [3]
-10

Depthine
-10
Venusian [4]
-20

Desert Runner (all)
-10
Lowlander
±0

Europan
±0
Pleasure
-30

Ganyman
±0
Sidhe
±0

Humans

Stormrider
-10


Lunarian
-15
Tinker
+10


Martian
-10
Worker
+20

Birth Rank [2]


Roll
Order of Birth
Roll
Order of Birth


01-05
 Only child
81-85
7th child


06-10
 1st child
86-90
8th child


11-20
 2nd child
91-94
9th child


21-35
 3rd child
95-97
10th child


36-50
 4th child
98-99
11th child


51-65
 5th child
00
12th child


66-80
 6th child

NOTES: [1] – if the race is not listed, this information is not applicable to that race; [2] – player chooses total number and sex of siblings (60% chance to be female); [3] – sprawls dweller -30; [4] – Ishtarian +20.

Parents’ Marital Status/GM Addition

This optional information has no actual affect on character creation or game play, however, this may help fill out the character’s background.  This information may be chosen for the character by the player, or may be created as part of a detailed historical background for the character (preferred method).  Alternately, this information may be generated randomly by the use of the table below.  Please note that there may be circumstances, choices, and many gennie races that this information will not apply to or will be rendered unusable.
Racial Modifiers

Race [1]
Modifier
Race [1]
Modifier

Belter
±0
Mercurian
±0

Delph
-10
Terran [4]
+10

Depthine
-10
Venusian [5]
-20

Desert Runner (all)
+10
Lowlander
±0

Europan
±0
Pleasure
+75

Ganyman
±0
Sidhe
±0

Humans

Stormrider
-10


Lunarian
-10
Tinker
+10


Martian
-10
Worker
+50

Parents’ Marital Status [2]


Roll
Marital Status


01-80
Parents legally married (or mated/paired) to each other


81-95
Parents unmarried [3]


96-00
Parents (one or both) married another person [3]

NOTES: [1] – if the race is not listed, this information is not applicable to that race; [2] – includes dedicated or mated pair; [3] – if acknowledged, the bastard child is typically one social class lower than the social class of the higher ranking parent, if not acknowledged, then the child is typically the social class of the mother; [4] – sprawls dweller +50; [5] – Ishtarian -30.

Social Class/GM Addition

In the world books descriptions are given for the various classes, castes, and socioeconomic layers for some of the planetary cultures.  These socioeconomic layers are general in their description and in some cases are not entirely applicable for the entire planet or culture.  The information provided here can be used to determine the socioeconomic class of the character’s parents (or the character himself) where this information is not already provided.  This can also be used to narrow the socioeconomic subclass within the caste or class provided in one of the world books.

This optional information has no actual affect on character creation or game play, however, this may help fill out the character’s background.  This information may be chosen for the character by the player with on the limits determined by caste or class, or may be created as part of a detailed historical background for the character (preferred method).  Alternately, this information may be generated randomly by the use of the table below.  Please note that there may be circumstances, choices, and many gennie races that this information will not apply to or will be rendered unusable.

Gennies: The socioeconomic classes or subclasses available to most gennies is dependent upon their “home” culture:

· Mercury: Gennies are generally found in the Lower Class; however, skilled craftsmen may in the Lower-Middle Subclass.

· Venus: The depends on the “home” country; in Ishtar, gennies can be found in the Lower Class to Lower-Middle Subclass; in the Aerostates, gennies can be found in any class or subclass; in Aphrodite, gennies are usually limited to the Lower-Lower and Middle-Lower Subclasses.

· Earth: The socioeconomic class or subclass available to gennies on Earth depends on their “home” location.  In general, gennies can be found in any class or subclass up to the Lower-Upper Subclass.

· Luna: In general, Gennies can be found in the Lower to Middle Classes.

· Mars: Gennies are considered property and as such are below the socioeconomic scale.  At best they could be found in the Lower-Lower to Middle-Lower Subclasses.

· The Belt: Gennies can be found in any class or subclass.

Career Choice: The initial socioeconomic class of the character or his parents has no actual affect on character creation or game play; however, if the player chooses or rolls an extreme subclass (Lower-Lower or Upper-Upper) the GM may impose a limitation on the character’s initial career selection (GM’s discretion).  As a guideline, the minimum socioeconomic subclass required for the following careers is:

· Medic, Engineer, and Technician: Lower-Middle.

· Rocketjock and Astronavigator: Middle-Middle.

· Rogue, Assassin, and Entertainer: Lower-Lower.

· Scientist: Upper-Middle.

· Warrior, Commando, and Scout: Upper-Lower.
Starting Money: The socioeconomic class of the character or his parents has no actual affect on character creation or game play; however, if the player chooses or rolls an extreme subclass (Lower-Lower or Upper-Upper) the GM may impose a modification on the character’s initial funds (GM’s discretion).

Random Socioeconomic Class Generation


Roll
Results


01-20
Lower
(Martian Labor Caste; Mercurian Miner and Desert




Dancer Classes)


21-87
Middle
(Martian Manager Caste; Mercurian Miner, Desert




Dancer, and Musician Classes)


88-00
Upper
(Martian Executive Caste, Mercurian Musician and




Sun King Class)
Lower Socioeconomic Class Subclass Generation


01-20
Lower
(Escaped gennies, transients, vagabonds, beggars,




petty criminals, and etc.)


21-50
Middle
(Freed gennies, farmers, herdsmen, unskilled


laborers, street peddlers, street performers, military




solders, and etc.)


51-00
Upper
(Skilled tradesmen, pawnshop owners, military non-




commission officers, street moneylenders, low-level




mercenaries, and etc.

Middle Socioeconomic Class Subclass Generation


01-23
Lower
(Artisans, skilled craftsmen, small-business owners,




junior military officers, low-level professionals,




low-level managers, and etc.)


24-54
Middle
(Small property owners, trade merchants, business




owners, petty government officials, senior military




officers, low-level executives, mid-level mercenaries, 




low-level spaceship crewman, and etc.)


55-00
Upper
(Trade guild/school masters, high-level trade




merchants, larger business owners, military




commanders, government officials, mid-level




professionals, high-level mercenaries, mid-level


spaceship crewman, and etc.)

Upper Socioeconomic Class Subclass Generation


01-67
Lower
(Property owning businessmen, military generals,




high-level government officials, high-level managers,




high-level professionals, high-level spaceship




crewman, and etc.)


68-92
Middle
(high-level executives, professional politicians, and




etc.)


93-00
Upper
(Wealthy executives, wealthy political leaders,




wealthy corporate leaders, and etc.)

Miscellaneous Role-playing Information

Effects of Pregnancy/GM Addition

Pregnancy in the 25th Century is almost always a matter of choice rather then an accident.  With the advent of advanced, inexpensive, readily available, dependable, and safe birth control methods (both pre- and post-conception) unintended or unwanted pregnancies are rare.  However, some females do become pregnant and do wish to have the child.

The information in this topic is general information based on human pregnancies and is a compilation of data found online, in maternity reference books, through interviews, and from other various sources.  The GM may need to modify this information for gennies; the term “stage” is used to facilitate this possible need.  For human pregnancies, each stage represents one month on the SSY calendar.

Stages of Pregnancy/GM Addition
The table below lists the changes that a pregnant character may go through during the course of a “normal” pregnancy.  The table below is broken down into Stages to represent when changes are normally expected to take place during a pregnancy.  For humans, each Stage lasts for about one Terran month.  If the Stage or a die roll calls for an effect, please refer to the Effects Descriptions for more detailed information on what the character experiences.

1st Stage

1. Mood Swing, check at least every 8 hours at 55% chance [1].

2. Morning Sickness, check every morning at 20% chance (40% if in zero-g).

3. Increased fatigue affects CON, reduce by 1.

2nd Stage

1. Mood Swing, check at least every 8 hours at 65% chance [1].

2. Morning Sickness, check every morning at 25% chance (50% if in zero-g).

3. Increased fatigue affects CON, reduce by an additional 1 (-2 total reduction).

4. Increase in urination output, character must stop every 2 hours.

3rd Stage

1. Mood Swing, check at least every 8 hours at 75% chance [1].

2. Morning Sickness, check every morning at 30% chance (60% if in zero-g) [2].

3. Increased fatigue affects CON (-2 total reduction).

4. Increase in urination output, character must stop every hour.

4th Stage

1. Mood Swing, check at least every 8 hours at 45% chance [1].

2. Morning Sickness, check every morning at 10% chance (25% if in zero-g).

3. Increased fatigue CON-based skills, reduce by 5% [7].

4. Increase in urination output, character must stop every hour.

5. Weight gain, noticeable weight increase.

6. Food cravings.

7. Loss of agility affects DEX, reduce by 1.

8. Loss of maneuverability affects DEX-based physical skills, reduce each by 5%.

9. Discomfort hinders concentration, which affects INT-based and TECH-based skills, reduce each by 5%.

5th Stage

1. Mood Swing, check at least every 8 hours at 35% chance [1].

2. Morning Sickness, check every morning at 5% chance (10% if in zero-g) [2].

3. Increased fatigue affects CON-based skills, reduce by an additional 5% (10% total reduction) [7].

4. Increase in urination output, character must stop every hour.

5. Weight gain, weight increase continues.

6. Food cravings continue.

7. Loss of agility affects DEX, reduce by an additional 1 (-2 total reduction).

8. Loss of maneuverability affects DEX-based physical skills, reduce each by an additional 5% (10% total reduction).

9. Discomfort hinders concentration, which affects INT-based and TECH-based skills, reduce each by an additional 1-6% (1d6+5% total reduction) [6].

6th Stage

1. Mood Swing, check at least every 8 hours at 25% chance [1].

3. Increased fatigue affects CON-based skills, difficult to safely perform CON-based skills, increase difficulty one level higher [7].

4. Increase in urination output, character must stop every hour.

5. Weight gain, weight increase continues causing the need for  adjustment to clothing, suits, and armor size [3].

6. Food cravings continue.

7. Loss of agility affects DEX, reduce by an additional 1 (-3 total reduction).

8. Loss of maneuverability affects DEX-based physical skills, reduce each by an additional 1-10% (1d10+10% total reduction) [6].

9. Discomfort hinders concentration, which affects INT-based and TECH-based skills, reduce each by an additional 1-6% (2d6+5% total reduction) [6].

7th Stage

1. Mood Swing, check at least every 8 hours at 35% chance [1].

3. Increased fatigue affects CON-based skills, not able to safely perform CON-based skills from this point onward [7].

4. Increase in urination output, character must stop every ½ hour.

5. Weight gain, weight increase continues causing the need for  adjustment to clothing, suits, and armor size [3].

6. Food cravings continue.

7. Loss of agility affects DEX, reduce by an additional 1 (‑4 total reduction).

8. Loss of maneuverability affects DEX-based physical skills, reduce each by an additional 1-10% (2d10+10% total reduction) [6].

9. Discomfort hinders concentration, which affects INT-based and TECH-based skills, reduce each by an additional 1-6% (3d6+5% total reduction) [6].

10. Backache, check every morning [4].

11. Loss of endurance affects movement, reduce to 2/3 [5].

12. Loss of stamina effects STR-based skills, reduce by 5%.

8th Stage

1. Mood Swing, check at least every 8 hours at 45% chance [1].

3. Increased fatigue affects CON-based skills, not able to safely perform CON-based skills [7].

4. Increase in urination output, character must stop every ½ hour.

5. Weight gain, weight increase continues causing the need for adjustment to clothing, suits, and armor size [3].

6. Food cravings continue.

7. Loss of agility affects DEX, reduce by an additional 1 (‑5 total reduction).

8. Loss of maneuverability affects DEX-based physical skills, not able to safely perform DEX-based physical skills.

9. Discomfort hinders concentration, which affects INT-based and TECH-based skills, reduce each by an additional 1-6% (4d6+5% total reduction) [6].

10. Backache, check every morning [4].

11. Loss of endurance affects movement, reduced to ½ [5].

12. Loss of stamina effects STR-based skills, reduce by an additional 5% (10% total reduction).

13. Develops nesting habits.

9th Stage

1. Mood Swing, check at least every 8 hours at 55% chance [1].

3. Increased fatigue affects CON-based skills, not able to safely perform CON-based skills [7].

4. Increase in urination output, character must stop every ½ hour.

5. Weight gain, weight increase continues causing the need for  adjustment to clothing, suits, and armor size [3].

6. Food cravings continue.

7. Loss of agility affects DEX, reduce by an additional 1 (‑6 total reduction).

8. Loss of maneuverability affects DEX-based physical skills, not able to safely perform DEX-based physical skills.

9. Discomfort hinders concentration, which affects INT-based and TECH-based skills, reduce each by an additional 1-6% (5d6+5% total reduction) [6].

10. Backache, check every morning [4].

11. Loss of endurance affects movement, reduced to 1/3 [5].

12. Loss of stamina effects STR-based skills, reduce by an additional 1-10% (1d10+10% total reduction).

13. Develops nesting habits.

NOTES: [1] – see Mood Swings for other factors that may cause a mood swing check; [2] – checks do not continue into the later stages; [3] – possibly requiring expensive custom-made suits or armor; [4] – {[50 – (STR + CON)] + 5 per stage} + 5 per incident = percent chance of backache; [5] – must rest 3 times more often then usual; [6] – roll only once per stage; [7] – this is in addition to CON point loss.

Effect Descriptions/GM Addition

1. Mood Swings: The pregnant character must roll the mood swing check at least once every eight waking hours for a possible attitude change.  If the percentage or less is rolled on a 1d%, then she must roll 1d6 on the table below for the new attitude; it is possible for the character to re-roll her current attitude.  A result of obsessive behavior causes the character to become obsessed with whatever the team is doing at the moment.  This obsession drives her to the point of not letting anyone, or anything, get in her way of trying to accomplish the current goal.



There are circumstances that can and may “force” the character to make a mood swing check in addition to the check once every eight hours.  The character must roll a mood swing check if...

· A situation has been unusually stressful (i.e. after combat, during an argument, and etc.).

· Any person who comes in contact with the character (excl. other PCs) who influences or affects the character, especially emotionally (very good friend, recent or current lover, hated enemy, and etc.) thereby possibly changing her mood.

· At the DM’s discretion.

NOTE: This “rule” may also be used to represent PMS or for any player that wishes to play a character with unstable moods or personality treats.


Roll
Moods & Attitudes


1
Happy, cheerful, optimistic, helpful, friendly


2
Self‑pity, unhelpful, brooding, pessimistic


3
Pissed off, vengeful, cruel


4
Depressed, sullen, feeling inadequate


5
Depressed. brooding, pessimistic


6
Restless, impatient, takes control, urge to get on



with things [1]

NOTES: [1] – roll 1d6 for obsession check, a 1 indicates obsessive behavior.

2. Morning Sickness: If a check indicates that the character may suffer morning sickness, roll on the table below for the severity.  If the character is continuing to have morning sickness from a previous Stage, then an additional roll on the table is not necessary.  Once the character suffers from morning sickness no more checks are needed until the duration is over or until the next stage; this includes the resulting level of “none”.

· Morning Sickness: A character with morning sickness is essentially incapacitated for the duration of the bout each day.

· Nausea: A character with nausea feels like vomiting.  The character has difficulty concentrating and therefore has a -5% penalty to all Skill Checks for the duration of the nausea.  Furthermore, she suffers a ‑1 penalty to both DEX and STR for the duration of nausea.


Roll
Level
Duration


01‑60
None
--



61‑80
Mild
3 stages


81-95
Moderate
5 stages


96-00
Chronic
until birth

Mild

Consists of 1-2 hours of nausea each day.

Moderate

Morning sickness lasts 1d4 hours each day after which the character must make a CON attribute check with a +1 penalty for an additional 1-2 hours of nausea.

Chronic

Morning sickness lasts 2d4 hours each day after which the character must make a CON attribute check with a +2 penalty for an additional 1d4 hours of nausea.

3. Increased Fatigue: The increased fatigue brought on by pregnancy is represented by the temporary loss of CON attribute points and the decreased ability to perform CON-based skills.  The loss of these CON points comes with all the penalties that any such loss would impose (loss of bonus HPs and lowering System Shock).  The character will regain the lost points and the ability to perform CON-based skills, one per week, after the birth of the baby.

4. Increased Urination Output: This is caused less by the actual increase in urine, but more by the reduction in room for the bladder to expand.

5. Weight Gain: The character’s weight has begun to increase noticeably.  Each Stage, increase the characters weight by 10% of the minimum number listed for the race’s weight range.  If the character wishes to continue working she may be faced with the need to alter her clothing, and obtain new, possibly expensive, custom-made suits and armor.
6. Food Cravings: The character’s friends may be sent on wild treks to find exotic foods, or outlandish food combinations, to curb her cravings.
7. Loss of Agility: The increase in weight and other effects of bodily changes during pregnancy are represented by the temporary loss of DEX attribute points.  The loss of these points comes with all the penalties that any such loss would impose (loss of AC bonus, lowering both reaction adjustment and missile adjustment modifiers).  The character will regain the lost points, one per week, after the birth of the baby.

8. Loss of Maneuverability: Along with the loss of agility, bodily changes also affect some maneuverability.  This affects the character’s attempt to use DEX-based physical skills.  These penalties are in addition to the loss of DEX points detailed above.  The roll for the amount that this affects these abilities is rolled only once per Stage for each affected skill.
9. Discomfort: The general discomfort of pregnancy (ranging from gas craps, mild aches and pains, to the baby’s movement) hinders concentration enough to affect the character when using both INT-based and TECH-based skills.  The roll for the amount that this affects these abilities is rolled only once per Stage for each affected skill.
10. Backache: The formula to find the percentage to check for a possible backache is as follows:

“{[50 – (STR + CON)] + 5 per stage} + 5 per incident”

If a character has a backache, it lasts 2d4 days.  She is in great pain and is functionally incapacitated.  The character should get rest and not engage in strenuous activity.  If she decides to engage in strenuous activities, to simulate the agony she will suffer, the character loses 1d4 HPs (sub-dual damage) for every turn of strenuous activity.  It is not unusual for a backache to be constant during the last three Stages of pregnancy.

11. Loss of Endurance:  Loss of, or the reduction in, endurance, affects the character’s ability to walk, jog, or run over any distance.  The character is also forced to stop and rest quite often (three time more often than normal).
12. Loss of Stamina: The loss of stamina is actually a combination of the loss of endurance and increase on fatigue; the loss of stamina affects the character’s strength in such a way as to affect her attempts to use STR-based skills.  The roll for the amount that this affects these abilities is rolled only once per Stage for each affected skill.

13. Develops Nesting Habits: The character develops the desire to make a warm, cozy home, and prefers not to go anywhere.
Charisma, Comeliness, and Pregnancy/GM Addition

Some people believe, and rightly so, that a large majority of pregnant women find themselves fat, ugly, and undesirable.  Thus, these pregnant women do not give off an aura of coolness, magnetism, leadership, and determination.  Very few people will follow a leader that is either emotionally unstable or emotionally weak (woman or man).  On the other hand, other people feel that pregnant women "glows with motherhood".  That being pregnant is the essence of womanhood and many men find this attractive.  In fact, a pregnant woman can usually get most people to wait on her beckon call because she seems so helpless.  Given these completely different views, a bonus or penalty to CHA and/or COM will be based on the individual view of those that encounter the pregnant character and the current mood of the pregnant character herself.

Pregnancy Duration/GM Addition

The duration of the pregnancy, or gestation period, depends on both the race and the individual female.  The table below lists the average durations.  The GM will roll the Actual duration secretly.


Duration


Race
Average
Actual


Genies, Other
38 weeks
35+1d4 weeks


Human
40 weeks
37+1d4 weeks


Worker
20 weeks
17+1d4 weeks
Miscarriages/GM Addition

If a character suffers damage greater than or equal to 50% of their total HPs, there is a chance that she suffers a miscarriage.


Stages
Percentage Formula
Possible Effect


1,2, and 3
50% - CON score
miscarriage [1,2]


4,5, and 6
25% - CON score
miscarriage [1,2]


7,8, and 9
50% - CON score
premature birth.

NOTES: [1] – the character has 3d4 hours to have a TCW performed to save the child, the child must make a System Shock based on mother’s CON; [2] – in the

case of a miscarriage, there is a 25% - CON chance of internal hemorrhaging, causing 3d6 points of initial damage plus effects as Minor Bleeding (an unmodified roll of 96-00 is treated as Major Bleeding).

Labor and Birth/GM Addition

Normally, when a character has her first child, she will normally be in “heavy” labor for 4 to 24 (4d6) hours.  Subsequent labors will usually last for 4d6-CON hours (minimum of 4 hours).

The chance for a successful birth is based on the mother making a primary System Shock (SYS SHK) check.  If successful, “both mother and child are doing fine.”

If the mother’s primary check fails, the mother must make a secondary System Shock check at one-half the listed percentage (round up).  If she succeeds, the child makes a modified SYS SHK check based on the mother’s SYS SHK; the formulas for this is [(mother’s SYS SHK)/2] - 5 per day the birth is premature.  If both checks are successful, both are alive, but require triple the normal recovery time (equal to 6d6 HPs).

If the mother’s second System Shock check fails, roll on the table below with a +20% modifier.  If the child’s SYS SHK check fails, roll on the table below with a -20% base modifier and an additional -10% for each day the child is premature.  If both the mother’s secondary check and the child’s check fail, roll on the table below without additional modifiers.


Roll
Result
Roll
Result


01‑40
child dies
81.98
both die


41‑80
mother dies
99-00
both live

Recovery/GM Addition

The mother, and child, must spend time recovering. She must rest as if healing naturally for the loss of 2d6 HPs.  If the character wishes to engage in strenuous activities rather than recover, the penalties for loss of CON, DEX, and movement remain in effect until the character has rested the required time.

The Mood Swing effect should remain for an additional 1d4 weeks after the birth.
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