Dark Conspiracy Player’s Supplement

Section 1


Section 1: Character Generation

NOTE: As explained in the Foreword, this supplement is written with experienced role-playing gamers in mind.  So some of the basic concepts, thoughts, ideas, and themes common to all RPG combat systems that would normally be explained in this section have been omitted to save on resources.  If you are new to this system, you may read DC1 Pgs.13-33 for more detail information.  To assist players with their character generation Form S1-1: Character Generation Worksheet has been provided with this supplement.  The form follows the step-by-step process described in this section.  The “form” may be used in two ways; it can be printed and the information written in by hand, or the information may be typed in the text fields (or selected in the drop-down boxes) then printed.

Overview

The abilities and limitations of every player character (PC) are determined by three general areas of information: background, attributes, and experience.

Background: Players decide on a name, sex, and the nationality of their character, which may affect available skills, languages, and initial equipment.

Attributes: Each character is described by seven basic attributes, which are divided among three groups; Physical, Mental, and Spiritual.  Players determine the seven basic attribute scores for their characters by rolling dice.

Experience: Characters begin to accumulate childhood experience at the age of 9 and adult experience at age 17.  Players start making career choices for their characters.  Each career choice represents four years (arbitrary number that helps regulate character generation) of training and/or experience.  Each time a player makes a four-year career choice, a hobby may also be selected.  Careers and hobbies provide the all-important skills needed by the PCs.  Each career period, or term, ages the character four years.  At the end of each term, a roll is made to find out if the character generation process ends.

Background

Steps 1-2

Basic Information/DC1 Pg.13 & PH2 Pg.12

Basic background facts and information such as the character’s name and gender are left to the player to choose.

Role-playing Note: Character History

It is encouraged and very highly recommended that each player developed a detailed “Character History” for his PC.  This should be complete with family, friends, other important people, important events, and defining moments in their lives.  You may want to include social class (Step 4), parent’s status, sibling’s status (if any), romantic interests, pets, hobbies, fears and phobias, prejudices, physical description, personality, and how the PC came to be involved in the fighting against the Dark (Step 12).

Role-playing Note: Roll for Birthday

Players may choose their character’s date of birth or they can roll randomly by rolling 1d12 for the month using the current calendar, then 1d30 for the day (reroll any non-applicable rolls).
Step 3

Nationality/DC1 Pg.13 & PH2 Pg.12

The character’s nationality is left to the player to choose.  There are approximately 192 independent nations  around the world many with “sub-nationalities”, so there is a wide variety to choose from.  To ease character creation, the table below contains a “short-list” of nationalities to choose from.  The list is associated with the pre-generated native languages table below, which also contains the various sub-nationalities.

American
Finnish
Hungarian
Polish

British
Former Soviet
Icelandic
Portuguese

Canadian
French
Mexican
Spanish

Czech
German
Norwegian
Swedish

Danish

Native Language/DC1 Pg.14 & PH2 Pg.13

A character’s native language is dictated by his chosen nationality.  All PCs automatically receive Skill Level 10 in their native language, see table below.

Characters of certain nationalities have a chance of having an additional native language, receiving a Skill Level  (SL) equal to their Intelligence attribute.  To determine if the character has a second native language, roll 1d10, one at a time, once for each language listed under the Secondary column.  The number next to the language is the number needed to obtain that language.  The player rolls until he has either successfully obtained one additional language or has failed all the attempts.

For more detailed information on languages (skills), see Languages in Section 3: Skills.


Languages

Sub-Nationality
Native
Secondary

American

--
English
Spanish
3



Japanese
2



German
1



Italian
1



Mandarin
1



Polish
1



Yiddish
1



Vietnamese
1

British

English
English
--
--

Irish
English
Gaelic
2

Scottish
English
Scots Gaelic
3

Welsh
English
Welsh
2

Canadian

Anglo-Canadian
English
French
3



Japanese
1

French-Canadian
French
English
3



Japanese
1

Chinese

Chinese
Mandarin
Cantonese
3



English
1



Japanese
1



Taiwanese
1

Czech

Czech
Czech
Slovak
2



Hungarian
1



Romany
1

Slovak
Czech
Slovak
8



Hungarian
1



Romany
1

Danish

--
Danish
English
5

Finnish

--
Finnish
Lapp
2



English
2

Former Soviet States

Armenian
Armenian
Russian [1]
--

Azerbaijani
Azerbaijani
Russian [1]
--

Byelorussian
Russian
--
--

Chuvash
Chuvash
Russian [1]
--

Estonian
Estonian
Russian [1]
--

Georgian
Georgian
Russian [1]
--

Kazakh
Kazakh
Russian [1]
--

Kirgiz
Kirgiz
Russian [1]
--

Latvian
Latvian
Russian [1]
--

Lithuanian
Lithuanian
Russian [1]
--

Mordvinian
Mordvinian
Russian [1]
--

Romanian
Romanian
Russian [1]
--

Russian
Russian
--
--

Taijik
Taijik
Russian [1]
--

Tartar
Tartar
Russian [1]
--

Turkoman
Turkoman
Russian [1]
--

Ukrainian
Russian
--
--

Uzbek
Uzbek
Russian [1]
--

French

--
French
English
3



Breton
1



Basque
1



Catalan
1

German

--
German
English
1

Hungarian

--
Hungarian
German
1



Romany
1

Icelandic

--
Icelandic
English
1

Japanese

--
Japanese
English
5



Korean
1



Mandarin
1



Cantonese
1

Mexican

--
Spanish
English
5



Nahuatl
1



Maya
1

Norwegian

--
Norwegian
English
5

Polish

--
Polish
--
--

Portuguese

--
Portuguese
English
1

Spanish

--
Spanish
English
3



Catalan
2



Basque
2

Swedish

--
Swedish
Lapp
1



English
5

NOTES: [1] – speaks some Russian, roll (1d10)(2 (round up) for Skill Level.

Step 4

Social Class/PCBK Pg.4 & PH2 Pg. 13
Players must choose a social origin for their character.  A much more rigid delineation exists between social classes than has been true in the past.  Broadly speaking, there are three classes of society in industrialized nations: Gnomes (financial elites), Mikes (Middle Class), and Proles (vast underclass).  For more detailed information see Social Classes (Section 8).  These three social classes may affect a character’s attribute scores (Step 5), childhood experiences (Step 6), and available careers (Step 7).

Step 5

Childhood Experience/DG5 Pg.6

A child’s experiences greatly influence his or her adult life.  Beginning at the age of 9, a character begins to accumulate substantive experience, which is represented by “Childhood Careers”.

At this time, players select Childhood Career for their PCs – one at age 9 and one at age 13 – which represents a four-year term (arbitrary number that helps regulate character generation) of experience based on environment and social class.

Each of the Childhood Careers, listed below and detailed in Section 2: Childhood Experience, lists information about the nature of the childhood experiences, the all-important skills received for the initial terms and for the subsequent terms.  The description includes the qualifying prerequisites, important contacts made during childhood, and any special information affecting the childhood development.

Hayseed
Street Urchin

Silver Spoon
Suburban Brat

Small Town Kid
Underprivileged

Social Class and Childhood Experience/DG5 Pg.6


The chosen Social Class may limit childhood career selection.  Please note that it is not possible for a child to change their social classes.

Gnome: Children of Gnomes are limited Silver Spoon.

Mike: Children of Mikes have a variety of childhood career to choose from.  Characters may choose Hayseed (their parents may own a small farm), Small Town Kid (their parents may be employed or own a small business), and/or Suburban Brat.  Regardless of the initial childhood career chosen, the subsequent term career may be selected from any of the ones for this social class.

Prole: Children of Proles have the widest variety of childhood careers available to them.  They may choose from Hayseed (their parents may work on a small farm or are share croppers), Small Town Kid (their parents may be underemployed or on assistance), Street Urchin (they were either abandoned or orphaned), and/or Underprivileged (their parents may be ballot men).  Regardless of the initial childhood career chosen, the subsequent term career may be selected from any of the ones for this social class.

Childhood Contacts/DC1 Pg.19 & PH2 Pg.19

During the course of the character’s childhood, he will have met a number of people, some of whom may have become an important contact.  Each childhood career description lists the number and type of career oriented generic contacts made during each term selected.

Childhood Secondary Activities/DC1 Pg.18 & PH2 Pg.19

Childhood Careers do not occupy 100% of the character’s time.  A child’s hobbies and pastimes can provide valuable additional skills.  In general, for each childhood career choice, one secondary activity may be selected from the table below, at SL1.  Some childhood careers do not allow any secondary skill choices.

For more detailed information and skill descriptions, see  Section 3: Skills.

Types of Activities [1]
Skill Learned
Attribute

Animal care
Animal Empathy [6]
EMP

Archery
Archery
STR

Boating
Vessel Use (Boat) [5]
CON

Bicycle or small engine maintenance
Mechanic [5]
STR

Club, sport, or gang membership
Streetwise
INT
Computer Hobbies
Computer Empathy [5,6]
EMP

Computer Hobbies
Computer Operation
EDU

Dating or debating
Persuasion
CHR
Dating or gaming
Luck [5]
CHR

Driving
Vehicle Use [4]
INT

Fencing or martial arts classes
Melee Combat (Armed)
STR

Fishing
Fishing [5]
INT

Fortune telling
Foreboding [6]
EMP

Gymnastics
Acrobatics [5]
AGL

Horseback riding
Horsemanship [5]
CON

Hunting
Stealth
AGL

Hunting
Tracking [5]
INT

Junior theater or role-play gaming
Act/Bluff [5]
CHR

Language classes
Language [2,3]
CHR

Martial arts classes
Melee Combat (Unarmed)
STR

Paintball combat games
Observation [5]
INT

Paintball combat games (urban)
Stalking [5]
INT

Sibling care
Human Empathy
EMP

Swimming
Swimming
CON

Target shooting or hunting
Small Arms
STR

NOTES: [1] – activities listed more then once do not grant multiple skills or bonuses, each one must be selected separately; [2] – in addition to native language(s); [3] – if language chosen is in the same Language Group (Section 3) as the PCs Native language, then SL is doubled; [4] – Motorcycle or wheeled only; [5] – GM addition; [6] – character must have EMP of (1.
Attributes

Step 6

Rolling Attribute Scores/DC1 Pg.15 & PH2 Pg.15

1. Rolling Attribute scores

a. Roll two(2) sets of five(5) scores by rolling 2d6-2, reroll any roll resulting in a score of 0.  Chose the set that best fits the requirements for the character you wish to create and arrange them as desired for Strength (STR), Constitution (CON), Agility (AGL), Intelligence (INT), and Charisma (CHR).

b. Roll two(2) sets of one(1) score by rolling 1d6-1.  A roll resulting in a score of 0 is retained.  Chose the set that coincides with the set selected above and place the score in Empathy (EMP).

c. All characters have an initial Education (EDU) attribute score of 1 plus the accumulative bonuses granted by the Childhood Experience.

2. If the resulting points total less than 33, adjust the scores.  Players may add points as desired to bring the total points up to 33.  Only EMP may have a score of 0.  No attribute score may be higher then 10.
Option: Point Allocation Method

With GM’s approval, players who chose this method have a total of 36 points they may distribute among the seven attributes in any combination they wish.  No attribute other then EMP may have a value of 0, and no attribute may have a value of more than 10.  Please note that the Childhood Career EDU bonuses are included in the point total, and that each level of EMP costs two points.

This method allows the player to “customize” the attribute scores of his character, however, the player is limited to only 36 points for all seven attributes (65 is the maximum possible if rolled randomly).

Physical Attribute Descriptions/DC1 Pg.15 & PH2 Pg.15

Strength: This attribute is a numerical qualification of a character’s muscular power.

Agility: This attribute is a measure of a character’s coordination and nimbleness.

Constitution: This attribute is a measure of a character’s physical health and stamina.  This determines the PC’s hit capability and resistance to disease.

Mental Attribute Descriptions/DC1 Pg.15 & PH2 Pg.15

Intelligence: This attribute is the ability of a character to perform abstract reasoning.  INT primarily affects the ability of the character to learn; it is not the same thing as common sense (that is determined by the actions of the players themselves).

Education: This attribute is a measure of a character’s ability to gain knowledge and experience from a formal academic setting.  This attribute determines how far a PC can advance at a university and serves as a prerequisite for certain forms of higher education.

Spiritual Attribute Descriptions/DC1 Pg.15 & PH2 Pg.15

Charisma: This attribute is a qualification of a character’s personality and personableness.  It reflects skills that affect how a non-player character (NPC) reacts to a PC.  It is not so much a measure of physical appearance as of natural charm.

Empathy: This attribute is a character's sensitivity to, and attunement with, the natural forces of the Earth and its creatures, including other humans.  It reflects a PC’s ability to sense and influence things beyond the normal five human senses.  Only half the population has any discernible EMP rating.

Social Class and Attributes/PCBK Pg.4 & PH2 Pg. 13

The initial social class chosen may affect character’s Attribute Scores by modifying the base (rolled) score or by altering point costs.

Gnome: Gnomes are granted a +3 bonus to EDU, but suffer a -2 penalty to STR.

Mike: Mikes’ Attribute Scores are generated normally.

Prole: Proles are granted a +3 bonus that may be applied to either STR or AGL, or divided in any combination between the two attributes.  They suffer a -1 penalty to CON and EDU score increases cost double.

	Option: Juvenile Character Generation


The following set of rules is designed to provide you with the ability to generate characters that are still children (GM’s discretion).


Generate STR, CON, and AGL attributes normally.  These scores represent the values that the character will have when they reach adulthood (age 17), and thus are not appropriate for a 9-year-old.  This system assumes that a 9-year-old’s physical attributes are 1/2 the final value they will achieve when they reach adulthood.  To represent this, the values of the attributes are prorated based on age across an eight-year span.

Generated
Prorated Attribute Scores
Attribute Score
9

11

13

15

17

1

1

1

1

1

1

2

1

1

1

2

2

3

1

1

2

2

3

4

2

2

3

3

4

5

2

3

3

4

5

6

3

3

4

5

6

7

3

4

5

6

7

8

4

5

6

7

8

9

4

5

6

8

9

10

5

6

7

9

10


Generate INT and EMP attributes normally.


The EDU attribute is a special case influenced by the player’s Childhood Career choice.  The EDU of all 9-year-olds is assumed to be 1.


Experience

Step 7

Careers/DC1 Pg.16 & PH2 Pg.16

Characters begin to truly accumulate experience at the age of 17, after completing secondary education.  At this time, players start making career choices for their PCs.  Players may choose to have their PCs further their education, select a civilian occupation, or enter the military.  Each career choice represents a four year term (arbitrary number that helps regulate character generation) of training and/or experience.

Each of the careers, detailed in Section 2: Careers, lists information about the nature of the career, the all-important skills received for the first term, and any skills received for each subsequent term, if taken.  The description includes the prerequisites needed to qualify for the career, notes of important contacts made during the term, and any special affects the career has in the character’s abilities or limitations.

At the end of each term, a roll is made to find out if the character generation ends.  Roll 1d10, if the result is equal to or less than the number of current terms, character generation process ends (a PC is limited to ten terms).

Option: Player Selected Number of Terms Method


Players who prefer not to use the random method may simply choose the number of terms, and the careers, their character will have up to a maximum of ten terms (this may be exceeded, GM’s discretion).


This method allows the player to “customize” his PC and enables him to create the character he wants, such as a Medical Doctor, Civil Engineer, Professor, or a high ranking career soldier.

Social Class and Careers/PCBK Pg.4 & PH2 Pg. 13

The chosen Social Class may limit career selection.

Gnome: Gnomes have a fairly limited selection of career options.  They may begin with as many Education Career terms as desired (within the career description restrictions).  After their education terms are complete, the available careers listed below are available (the prerequisites must be met).  It is possible to change social classes.  A Gnome can become a Mike or Prole by selecting a career within that social class that he fulfills all the prerequisites for.  However, if this is done, he losses all the benefits of the Gnome social class.

Education Careers

Empathic Study [3]
National Military Academy

Graduate University [1]
Technical School

Law School [1]
Undergraduate University

Medical School [1]


Available Careers

Attorney [1]
Military Occupation (Officer) [1]
Corporate Raider [4]
Monk [4]

Explorer [4]
Mystic

Former MiB [1,2,3]
Nomenklatura [5]

Healer [4]
Paraphysicist [1]

Manager [1]
Politician

Medical Doctor [1]
Psychiatrist [1]

NOTES: [1] – requires prerequisite career(s); [2] – requires special circumstances; [3] – requires GM’s approval; [4] – GM addition; [5] – all prerequisites are waived.
Mike: Mikes have the widest variety of career options open to them.  They may choose any career from Education, Civilian, or Military if all prerequisites are met, except Prole Initial Careers listed below.  It is possible to change social classes.  A Mike can become a Gnome by selecting  one of the Gnome careers (incl. Nomenklatura) after meeting all the prerequisites.  A Mike can become a Prole by selecting a career within that social class that he fulfills all the prerequisites for.  However, if this is done, he losses all the benefits of the Mike social class.

Education Careers

Empathic Study [3]
National Military Academy

Graduate University [1]
Technical School

Law School [1]
Undergraduate University

Medical School [1]

Available Careers

Astronaut [1]
Hit Man [1,4]
Athlete
Intelligence Analyst [4]

Bodyguard
Journalist [1]

Bounty Hunter
Martial Artist

Civil Engineer [1]
Mechanic

Clergy
Mercenary [1]

Commercial Pilot [1]
Merchant Marine

Computer Operator / Programmer [1]
Military Occupation
Computer Technician [4]
Monk [4]
Con Artist [4]
Nomenklature (Idle Rich) [3]

Construction Worker
Out-Law trader [4]

Corporate Intelligence Operative [4]
Paramedic [1]
Courier [4]
Private Investigator
Criminal
Professor [1]

Enforcer [4]
Psychologist [1,4]

Entertainer
Psychic Test Subject [3]

Environmentalist
Public Employee

Factory Worker
Records Manager [4]

Farmer
Secretary [4]

Federal Law Enforcement [1]
Security Officer [4]

Former MiB [1,2,3]
Smuggler [4]

Gambler
State / Local Law Enforcement

Gland-Psychic Test Subject [1,2,3,4]
Troubleshooter [1,4]

Government Agent [1]
Truck Driver

Healer [4]
Underground Empath [3]
NOTES: [1] – requires prerequisite career(s); [2] – requires special circumstances; [3] – requires GM’s approval; [4] – GM addition.
Prole: Proles must spend their first career term as one of the Initial Careers listed below.  From their second term onward, they are restricted to the Subsequent Careers listed below.  It is possible to change social classes; they can only change their social class by become a Gnome.  This is done by selecting Nomenklatura and meeting all the prerequisites.  If a player wished his PC to move into the Mike Social Class, his PC must become a Gnome first.

Initial Careers

Biker
Ganger

Drifter
Homeless

Farmer
Prole

Subsequent Careers

Biker
Healer [4]

Bounty Hunter
Homeless

Courier [4]
Hustler [4]

Criminal
Military Occupation
Cyborg Escapee [2,3]
Monk [4]

Drifter
Nomenklatura [3]
Education Occupation, Technical School
Pirate [4]

Entertainer
Prole

Farmer
Psychic Test Subject [3]

Fixer [4]
Smuggler [4]

Former MiB [1,2,3]
Street Walker [4]

Gambler
Underground Empath [3]

Ganger
Vigilante [4]

Gland-Psychic Test Subject [1,2,3,4]
NOTES: [1] – requires prerequisite career(s); [2] – requires special circumstances; [3] – requires GM’s approval; [4] – GM addition.
Contacts/DC1 Pg.19 & PH2 Pg.19

During the course of the character’s life, he will have met a number of people, many of whom would have become important contacts.  Each career description lists the number and type of career oriented generic contacts made during each career term selected.

Secondary Activities/DC1 Pg.18 & PH2 Pg.19

Careers do not occupy 100% of the character’s time.  A person’s hobbies and pastimes can provide valuable additional skills.  In general, each time a player makes a four-year career choice, one secondary activity may be selected at from the table below, at SL1.  Some careers allow two secondary activities per term (both may be used on the same skill), while others do not allow any secondary skill choices.  Note that while most secondary activities actualized as skills, a few allow the character to increase his attribute scores.

For more detailed information and skill descriptions, see  Section 3: Skills.

Types of Activities [1]
Skill Learned
Attribute

Skills

Art classes
Artistry [5]
INT

Art classes
Photography [5]
EDU
Adult education
Electronics
AGL

Adult education or travel
Language [3]
CHR

Animal care
Animal Empathy [6]
EMP

Archery
Archery
STR

Boating
Vessel Use (Boat)
CON

Computer Hobbies
Computer Empathy [5,6]
EMP

Computer Hobbies
Computer Operation [5]
EDU

CPR or first aid lessons
Medical
EDU

Dating, debating, or politics
Persuasion [5]
CHR
Dating “singles scene” or gaming
Luck
CHR

Diving lessons
Scuba [5]
CON

Driving
Vehicle Use [4]
INT

Fencing or martial arts classes
Melee Combat (Armed)
STR

Fishing
Fishing [5]
INT

Flying lessons
Pilot (Fixed-Wing)
INT

Fortune telling, psychic, and etc.
Foreboding [6]
EMP

Gymnastics
Acrobatics
AGL

Gunsmithing
Gunsmith [5]
AGL

Horseback riding
Horsemanship
CON

Hospice care, home care, etc.
Human Empathy [6]
EMP

Hospice care, home care, etc.
Project Emotion [6]
EMP

Hunting
Stealth
AGL

Hunting
Tracking
INT

Martial arts classes
Melee Combat (Unarmed)
STR

Mountain climbing, wall climbing, and etc. 
Climbing [5]
CON

Paintball combat games
Observation
INT

Paintball combat games (urban)
Stalking
INT

Self-Improvement lessons
Willpower
INT

Skydiving
Parachute
CON

Swimming
Swimming
CON

Target shooting
Small Arms
STR

Theater
Disguise
CHR

Theater or gaming
Act/Bluff
CHR

Vehicle maintenance or home repair
Mechanic
STR

Attribute Improvement

Adult education
+1 to attribute
EDU

Jogging
+1 to attribute
CON

Weight lifting
+1 to attribute
STR

Yoga, gymnastics, and etc.
+1 to attribute
AGL

NOTES: [1] – activities listed more then once do not grant multiple skills or bonuses, each one must be selected separately; [2] – in addition to native language(s); [3] – if language chosen is in the same Language Group (Section 3) as the PCs Native language, then SL is doubled; [4] – Motorcycle or wheeled only; [5] – GM addition; [6] – character must have EMP of (1.
Income/DC1 Pg.26 & PH2 Pg.29

During each career term, a character gains $1000 for each point of EDU, which represents both the PC’s earning power and ability to save money beyond basic needs.  Some careers choices change this process by either changing the attribute or skill income is based on or by limiting or increasing the amount earned.  This will be noted under “Special” in the career descriptions.

Gnome: Regardless of the career chosen, including Education careers, use Luck SL times $10,000, the default method, or the career’s “special” method, whichever is higher, when calculating income.

Age/DC1 Pg.24 & PH2 Pg.26

Age adds a further dimension of reality to play, helping players to visualize their characters as actual people, rather than merely numbers on paper.  It is possible for beginning PCs to have a starting age ranging from 21 to 57 at the time a campaign begins.  The PCs age is determined by multiplying the number of terms served by four and adding seventeen, (number of terms x 4) + 17 = starting age.

At age 30, the effects of aging may start to take their toll on a character physically.  At the beginning of the 4th term (age 30), a PC must start checking for the effects of age.  At the beginning of each term starting with the 4th consult the table below and roll 1d10 for each attribute listed for that term.  If the result is less then the PCs current attribute score, reduce the attribute score one point (but never less then 1).


Term
Attribute(s) Affected
Term
Attribute(s) Affected


4
AGL
8
AGL, STR, CON


5
AGL
9
AGL, STR, CON


6
AGL, STR
10
AGL, STR, CON


7
AGL, STR

Final Steps

Step 8

Skills Summary/DC1 Pg.17 & PH2 Pg.17
List all the skills obtained from Initial Experience, Careers, and Secondary Activities, then add the levels for each skill to find the total Skill Level for each skill learned.  Once a character’s level in a particular skill equals the value of the skill’s Controlling Attribute, all additional skill levels count only as half a level, rather than a full level.  All “left-over” half levels are retained for long-term skill improvement purposes, but they are rounded down for the purpose of actual skill use.

For more detailed information and skill descriptions, see  Section 3: Skills.

Cascade Skills/DC1 Pg.17 & PH2 Pg.17

Cascade skills are a special group of skills that contain a closely related set of sub-skills under one broad heading.  Each of these cascade-skills has two or more sub-skills.  Characters that receive a cascade-skill must decide on an area of special interest from among the sub-skills covered.  From then on, their SL in the chosen specialty is the level of the cascade-skill.  Their SL in the other sub-skills is one-half  the level of the cascade skill (round down for actual use).

It is possible for PC to receive levels in one of the  sub-skills.  If the PC has learned one of the sub-skills independently of the cascade-skill, then those Skill Levels are applied only to the specific sub-skill and are added to the SL levels granted by the cascade-skill.  Should the SL of one of the other sub-skills surpass the chosen specialty sub-skill, then that becomes the new specialty sub-skill gaining the full value of the cascade-skill (the prior specialty sub-skill’s SL is reduced accordingly).  For this reason the Skill Levels for Cascade Skills and their sub-skills should to be tracked separately.

For more detailed information on cascade skills and their descriptions, see Cascade Skills in Section 3: Skills.

Step 9

Initiative/PH2 Pg.25

Initiative represents a character’s ability to remain cool and act most effectively in combat situations.  PCs with a high Initiative score will move further and/or achieve more actions in a combat round than will characters with low Initiative, simply because they react more quickly and spend less time hesitating.  Initiative values range from 1 to 6.  Each character’s initial Initiative is based on the occupation types chosen.  If a mixture of occupation types has been taken, then the player may choose which initiative to use.

Some careers grant a bonus to the initial initiative, however the bonus is applied only to the initiative for that occupation type; bonuses granted by civilian careers may only be applied to the civilian initial initiative, and bonuses granted by military careers may only be applied to the military initial initiative.  In either case, a +1 bonus is the maximum modifier permitted.

For information on improving a character’s Initiative, see Improving Initiative in Section 5: Combat.

Occupation Type
Initial Initiative
Occupation Type
Initial Initiative

Education
1
Military
3

Civilian
2

Step 10

Derived Values/DC1 Pg.25

Once all the steps of character generation affecting skills and attributes are completed, the following values, which are derived from skills and attributes, can be calculated.

Weight: How much the character weighs, in kilograms (kg).  The weight of a PC is affected by their gender, and STR and AGL attribute scores.  To determine the PC’s weight use the  applicable formula below.


Gender
Formula


Male
[(STR - AGL) x 4] + 80kg


Female
[(STR - AGL) x 4] + 65kg

Load: How much a character can carry.  A person can lug around a considerable amount weight, even cross-country, but there is a limit.  To determine the load limits for the character use formulas below.


Load
Formula


Normal
(STR + CON) x 3


Burdened
[(STR + CON) x 3] x 2


Maximum Press
[(STR + CON) x 3] x 4

Hit Capacity: Hit capacity is a measure of the amount of damage a character can take before suffering serious injury.  Damage can be suffered in any of seven different parts of the body: head, chest, abdomen, right arm, left arm, right leg, left.  The “Slight” (base) Hit Capacity, how much damage each area can take, for each location is determined by the formulas in the table below.  The values for the each of the other hit capacity ranges are; Scratch (base x ½), Serious (base x 2), critical greater than or equal to [(base x 2) + 1].


Location
Formula
Location
Formula


Head
CON x 2
Arms
(STR + CON) x 2


Chest
(STR + CON) x 3
Legs
(STR + CON) x 2


Abdomen
(STR + CON) x 2

Throw Range: The distance, in meters, a character can throw a 1kg weight accurately is called the PC’s Throw Range.  Throw range is four times the PC’s STR attribute score, STR x 4 = throw range.

Unarmed Melee Combat Damage: Unarmed combat damage indicates the hit-point loss a character inflicts on an opponent when that opponent is successfully hit during melee combat.  Unarmed combat damage is determined by multiplying the PC’s Melee Combat (Unarmed) SL by their STR, then dividing the result by ten (round down), (SL x STR) ( 10(() = unarmed combat damage (minimum damage is 1).

Base Hit Numbers: The Base Hit Numbers are the unmodified rolls needed to hit a target in each range bracket with the ranged weapon skills (Small Arms, Archery, Heavy Weapons).  To determine the roll needed to hit see the formulas below.


Range
Formula
Difficulty Level [1]

Short
(Controlling Attribute + Skill Level) x 2
Easy


Medium
Controlling Attribute + Skill Level
Average


Long
(Controlling Attribute + Skill Level) ÷ 2
Difficult


Extreme
(Controlling Attribute + Skill Level) ÷ 4
Impossible

NOTES: [1] – see Task Resolution (Section 3) for explanation.

Step 11

Contacts Summary/PCBK Pg.8 & PH2 Pg.24


List all the generic contacts obtained from the character’s Careers, then add the number of contacts for each type to find the total Contact Network Rating (CNR) for each contact type.  Count each Foreign Contact as two when calculating the CNR.  If any of the generic contacts are converted to a Solid Contact, their value is permanently subtracted from the CNR.


The Contact Network Rating is used during those occasions when the PC needs information not available to one of his solid contacts.  The PC can attempt to use his network of contacts to obtain the information.  The GM determines the Attribute Score rolled against and the Difficulty Level for the attempt.

For information on Contacts, see Contacts in Section 8: Role-playing.

Step 12

Mustering Out/PCBK Pg.5 & PH2 Pg.27


When character generation ends, whether by player choice or by the end of term roll, the player then chooses a specific, single Mustering Out option for the PC, and applies the effects of that option, as described below.  By choosing a mustering-out option the players choose how their PCs become aware of, and involved in, the struggle against the Darkness.

All characters General Bonuses.  Empathic PCs (those with an EMP attribute score of at least 1) gain a +1 bonus to their EMP score (may not exceed 10) upon mustering out.  This represents the effects of the “psychic shock” upon discovering the invasion of the Darkness.  All non-empathic PCs gain either a +2 bonus to their Willpower skill (may not exceed 10) or they gain the Willpower skill at SL 2.

Agent: Characters who muster-out as “agents” have been contacted by an agency that has been fighting the Darkness.  There are multitudes of such agencies, ranging in size from the FBI to small but well organized survivalist groups.  Exactly what agency the PC has been contacted by should be determined by the player (Character History) with GM’s approval.  The character may officially join the agency or may simply work as an associate or special consultant.  The benefit of mustering out as an agent is that the PC receives $30,000 worth of equipment of any availability code (incl. “--“) immediately upon mustering out (this is separate from the PC’s initial equipment purchases).

Empathy: Empathic characters (those with an EMP attribute score of at least 1) mustering out through the Empathy option have had a sudden, unexpected insight into their empathic nature.  As a result, they immediately gain a +1 bonus to all Empathy Skills (may not exceed 10) listed on their character sheet (this does not apply to Empathy Skill learned after Character Generation).  As an unpleasant side affect of this enhanced empathic awareness, they also become aware of the Darkness.

Encounter: Characters who muster-out through this option have had a minor, but horrifying, face-to-face encounter.  Exactly what the encounter was should be determined by the player (Character History) with GM’s approval.  The benefit of selecting the encounter option is an immediate +1 bonus to all Initiatives (may not exceed 6).  After all, after the shock of such an encounter, normal combat seems less daunting.

Step 13
Starting Money/DC1 PG.26 & PH2 Pg.29

To calculate the character’s starting money, add the income for each of the PC’s terms.  After generating a PC’s starting money, the player can look through the lists and descriptions in Section 6: Equipment for “appropriate” items to purchase.  Please note that the players should check with the GM to determine if there are any limitations (availability, legality, cost, etc.) on any of the equipment listed.
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