Dark Conspiracy Player’s Supplement

Section 2


Section 2: Careers

Overview


Careers are divided into three categories: Education, Civilian, and Military.  Characters can pursue any type of career for which they meet the prerequisites and may freely choose from, and change between, the categories.  For example, a player may choose to have his PC obtain a degree, enter the military, leave the military for a civilian career (may remain in the reserves), then return to school to further his education.


Each of the careers detailed in this section contains general information about the nature of the career.  The description lists the skills received for the first term and for any subsequent terms taken.  The description also includes the prerequisites needed to qualify for that career, notes of important contacts made during the term (the roll for foreign contacts is on 1d10), and any special affects conditions such as additions or limitations to skills or income.


While the careers listed in this section do not cover every possible occupation a person might pursue, it is possible to reflect other occupations by creatively mixing those listed below.  For example, a player who wishes to play a television evangelist could choose Clergy then Entertainer.

Education Occupations

Empathic Study [4]
National Military Academy

Graduate University [1]
Technical School

Law School [1]
Undergraduate University

Medical School [1]


Civilian Occupations

Astronaut [1]
Hustler [5]

Athlete
Intelligence Analyst [5]

Attorney [2]
Journalist [1]

Biker [6]
Manager [1]

Bodyguard
Martial Artist

Bounty Hunter
Mechanic

Civil Engineer [2]
Medical Doctor [2]

Clergy
Mercenary [1]

Commercial Pilot [1]
Merchant Marine

Computer Operator / Programmer [1]
Monk [5]

Computer Technician [5]
Mystic

Con Artist [5]
Nomenklature (Idle Rich) [4]

Construction Worker
Out-Law trader [5]

Corporate Intelligence Operative [5]
Paramedic [1]
Corporate Raider [5]
Paraphysicist [2]
Courier [5]
Pirate [5]
Criminal
Politician

Cyborg Escapee [4]
Private Investigator

Drifter
Professor [2]

Enforcer [5]
Prole (Corporate Welfare Recipient)
Entertainer
Psychiatrist [2]

Environmentalist
Psychologist [2,5]

Explorer [5]
Psychic Test Subject [4]
Factory Worker
Public Employee

Farmer
Records Manager [5]

Federal Law Enforcement [1]
Secretary [5]

Fixer [5]
Security Officer [5]
Former MiB [3,4]
Smuggler [5]

Gambler
State / Local Law Enforcement

Ganger
Street Walker [5]

Gland-Psychic Test Subject [3,4,5]
Troubleshooter [5]

Government Agent [1]
Truck Driver

Healer [5]
Underground Empath [4]
Hit Man [5]
Vigilante [5]

Homeless


Military Occupations

United States Air Force



Enlisted Airman
Air Force Pilot (Officer) [3]


Air Force Officer [3,5]

United States Army

Elite Forces, Enlisted
Regular Forces Enlisted


Elite Forces, Officer [3]
Regular Forces Officer [3]

United States Marine Corps



Elite Marines, Enlisted
Regular Marines, Enlisted


Elite Marines, Officer [3]
Regular Marines, Officer [3]


Marine Pilot (Officer) [3,5]

United States Navy

Enlisted Seaman
Navy SEAL, Enlisted


Naval Aviator (Officer) [3]
Navy SEAL, Officer [3]


Naval Officer [3]

Punishment Terms

Bail Slave [3,5]
Penal Draft Soldier [3,5]

Fugitive [3,5]
Prisoner [3]

NOTES: [1] – requires prerequisite career(s); [2] – advanced career requiring multiple prerequisite careers; [3] – requires special circumstances; [4] – requires GM’s approval; [5] – GM addition.
Childhood Experience
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Childhood occupations are not occupations per se, however, they are treated as careers for the purpose of character generation.  Each of the six Childhood Careers detailed below lists information about the nature of the childhood experiences.  Unlike the adult careers, these careers are selected before the age of 17 and as such may not be chosen as a career after the character has reached the age of 17.  Please note that no income is received for these careers.
Hayseed/DG5 Pg.8


The countryside has been your home for as long as you can remember.  You have never seen a city, but have always wondered what they would be like.  You grown up with animals of all kinds, whether that was in terms of caring for them, or hunting them.

Prerequisites: Mike or Prole social class and age 9.

Skills: The character receives a +1 bonus to EDU and the skills listed below for his First Term; or a +1 bonus to EDU and a total of 4 Skill Levels from any one or combination of the Subsequent Term skills listed below (maximum of SL2 in any one skill), for an additional term taken.

	First Term (+1 to EDU and the following skills)

	Skill
	SL
	Skill
	SL

	Animal Empathy [1]
	1
	Stealth
	1

	Horsemanship
	1
	Swimming
	1

	Observation
	1
	Tracking
	1

	Subsequent Term (+1 to EDU and a maximum of 4 levels)

	Animal Empathy [1]
	Luck
	Stalking

	Archery
	Mechanic
	Stealth

	Biology
	Melee Combat
	Survival (Temperate) [2]

	Fishing [2]
	Observation
	Swimming

	Foreboding [1]
	Plant Empathy [1,2]
	Tracking

	Horsemanship
	Small Arms
	Vehicle Use

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: None.

Special: One Secondary Activity per term is allowed from the Childhood Secondary Activities list.

Silver Spoon/DG5 Pg.7


You were born to privilege.  Your parents wanted for nothing, and saw to it that you had every opportunity possible.  You received the best education and spent much of your free time pursuing leisure activities.  Due to your sheltered upbringing, you are naïve about the ways of the real world.

Prerequisites: Gnome social class and age 9.

Skills: The character receives a +2 bonus to EDU and the skills listed below for his First Term; or a +3 bonus to EDU and a total of 4 Skill Levels from any one or combination of the Subsequent Term skills listed below (maximum of SL2 in any one skill), for an additional term taken.

	First Term (+2 to EDU and the following skills)

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Persuasion
	1

	Computer Operation
	1
	Swimming
	1

	Luck
	2
	
	

	Subsequent Term (+3 to EDU and a maximum of 4 levels)

	Acrobatics
	Language (foreign)
	Small Arms

	Act/Bluff
	Leadership
	Swimming

	Archery
	Luck
	Vehicle Use

	Business
	Melee Combat
	Vessel Use

	Computer Operation
	Navigation
	

	Horsemanship
	Persuasion
	


Contacts: None.

Special: One Secondary Activity per term is allowed from the Childhood Secondary Activities

 list.

Small Town Kid/GM Addition (Eleanor W.)


You’ve grown up in a small town where everyone knows everyone else’s business. You’ve been to the big city and you’ve been to the farm, but you are more comfortable at home.  You do not have most of the animal skills of a hayseed, or the big town skills of a suburban brat.  You may think you know what you are doing in either place, but you really don't have a clue.

Prerequisites: Mike or Prole social class and age 9.

Skills: The character receives a +1 bonus to EDU and the skills listed below for his First Term; or a +2 bonus to EDU and a total of 4 Skill Levels from any one or combination of the Subsequent Term skills listed below (maximum of SL2 in any one skill), for an additional term taken.

	First Term (+1 to EDU and the following skills)

	Skill
	SL
	Skill
	SL

	Computer Operation
	1
	Persuasion
	1

	Luck
	1
	Stealth
	1

	Observation
	1
	Swimming
	1

	Subsequent Term (+2 to EDU and a maximum of 4 levels)

	Act/Bluff
	Luck
	Stalking

	Biology
	Mechanic
	Tracking

	Climbing
	Melee Combat
	Vehicle Use [1]

	Computer Operation
	Small Arms
	Vessel Use (Boat)

	Fishing [2]
	Stealth
	

	Leadership
	Swimming
	

	NOTES: [1] – Motorcycle or wheeled only; [2] – GM addition.


Contacts: None.

Special: One Secondary Activity per term is allowed from the Childhood Secondary Activities

 list.

Street Urchin/DG5 Pg.8


You are not able to remember your patents or even if you had other family members; your earliest memories are of running with a "pack" of other homeless children all fighting desperately to survive.  They became your “family”.  Few of the others have managed to survive the many hazards of street life, but somehow you did.  Maybe you were smarter, quicker, or just luckier than the others.  Recently, you have seen and experienced strange things on the streets that you do not fully understand.

Prerequisites: Prole social class and age 9.

Skills: The character receives the skills listed below for his First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Luck
	1
	Stealth
	2

	Observation
	1
	Streetwise
	2

	Pickpocket
	1
	
	

	Subsequent Terms (maximum of 4 levels)

	Act/Bluff
	Lockpick
	Stalking

	Bargain
	Luck
	Stealth

	Disguise
	Melee Combat
	Streetwise

	Foreboding [1]
	Observation
	Tracking

	Forgery
	Pickpocket
	

	Leadership
	Scrounging [2]
	

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: One per term, criminal.

Special: No Secondary Activities are allowed for street urchins.

Suburban Brat/DG5 Pg.7


You grew up in the suburbs of a major metropolitan area and spent much of your life in the relative shelter of your community.  Although you have not seen much of the world, you have heard a great many things about what goes on out there (mostly urban myths).  This tends to make you a little overconfident about how much you really know.  Your education was slightly above average.

Prerequisites: Mike social class and Age 9.

Skills: The character receives a +2 bonus to EDU and the skills listed below for his First Term; or a +2 bonus to EDU and a total of 4 Skill Levels from any one or combination of the Subsequent Term skills listed below (maximum of SL2 in any one skill), for an additional term taken.

	First Term (+2 to EDU and the following skills)

	Skill
	SL
	Skill
	SL

	Computer Operation
	1
	Stealth
	2

	Luck
	1
	Swimming
	1

	Observation
	1
	
	

	Subsequent Term (+2 to EDU and a maximum of 4 levels)

	Acrobatics
	Language (foreign)
	Small Arms

	Act/Bluff
	Leadership
	Stealth

	Climbing
	Luck
	Swimming

	Computer Operation
	Melee Combat
	Vehicle Use [1]

	Horsemanship
	Observation
	

	NOTES: [1] – Motorcycle or wheeled only.


Contacts: None

Special: One Secondary Activity per term is allowed from the Childhood Secondary Activities

 list.

Underprivileged/DG5 Pg.8


You grew up in the housing projects and your parents had nothing to call their own.  Your education ended when you were very young; government funding dried up too soon for you to really benefit.  Most of your life lessons were learned from others in the projects, or people on the street.  You have heard just about every hard-luck story from anyone that has ever tried and lost.  Somehow, you hope that you won’t share the fate of those around you.

Prerequisites: Prole social class and age 9.

Skills: The character receives a +1 bonus to EDU and the skills listed below for his First Term; or a +1 bonus to EDU and a total of 4 Skill Levels from any one or combination of the Subsequent Term skills listed below (maximum of SL2 in any one skill), for an additional term taken.

	First Term (+1 to EDU and the following skills)

	Skill
	SL
	Skill
	SL

	Luck
	1
	Stealth
	1

	Melee Combat
	1
	Streetwise
	2

	Observation
	1
	
	

	Subsequent Term (+1 to EDU and a maximum of 4 levels)

	Act/Bluff
	Melee Combat
	Stalking

	Archery
	Observation
	Streetwise

	Bargain
	Pickpocket
	Thrown Weapon

	Disguise
	Scrounging [1]
	

	Luck
	Stealth
	

	NOTES: [1] – GM addition.


Contacts: None.

Special: One Secondary Activity per term is allowed from the Childhood Secondary Activities

 list.

Education Occupations
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Education occupations are not occupations per se, however, they are treated as careers for character generation purposes.  Education careers are important, as they are a prerequisite for many other careers from all three categories.  Certain forms of higher education have EDU requirements (prerequisites) for admission that may be in addition to any prerequisite careers.  All Education Occupations are limited to one term, unless otherwise indicated.  Please note that no income is received while attending school.

Empathic Study/ES Pg.4


You learned of the world of thought; that the mind and will could do things that you used to think patently impossible.  Now, you needed some way to hone the powers locked within you, to train and guide your potential.  You found a teacher, someone who could help you on your journey.

Prerequisites: GM's Approval, any social class, EMP 5+, and at least one empathic contact.

Skills: The character receives Willpower at SL1 and a total of six Skill Levels from any one or combination of the skills listed below for each term taken.

	Animal Empathy
	Foreboding
	Project Emotion

	Computer Empathy
	Human Empathy
	Project Thought

	Empathic Healing
	Plant Empathy [1]
	Willpower Drain

	NOTES: [1] – GM addition.


Contacts: One per term, empathic.  On a roll of 6-10, the contact is foreign.  One or more of any foreign contacts may be converted to Renegade E.T. contacts (GM’s discretion).

Special: None.

Graduate University/DC1 Pg.35 & PH2 Pg.42


Characters who wish to progress from an undergraduate degree to a Master's or Doctorate degree, go to graduate school.  If the player wants his PC to have a degree in some subject other than those listed below, be creative.  For example, concentrating on the Instruction skill can represent a degree in History; after all, there are not many jobs other than teaching that build on such a degree.

Prerequisites: Gnome or Mike social class, Undergraduate University, EDU 7+, and INT 7+.

1. Undergraduate University (B.A. or B.S. degree)


2. Graduate University (M.A. or M.S. degree)



3. Graduate University (Ph.D. or equivalent degree)

Skills: Four Skill Levels per term in any one from the Majors list, plus a total of two Skill Levels from any of the skills in the Electives list.

	Majors (others available at GM's discretion)

	Archaeology [1]
	Business
	Philosophy [1]

	Artistry [1]
	Chemistry
	Physics

	Astronomy [1]
	Engineer
	Psychology

	Biology
	Language
	

	Electives

	Computer Operation
	Language
	Persuasion

	Instruction
	Leadership
	Research [1]

	NOTES: [1] – GM addition.


Contacts: One per term, either academic or government.  On a roll of 8-10, the contact is foreign.

Special: One term provides an M.A. or M.S.; the second and each subsequent term provides a Ph.D. (or equivalent).  Degrees must be taken in one of the Specialties noted above.

Law School/DC1 Pg.35 & PH2 Pg.42


For a character who wishes to become a lawyer, criminal or corporate, or go into Federal Law Enforcement, he must attend Law School.  Other lines of work such as State/Local Law Enforcement, Bodyguard, Bounty Hunter, Private Investigator, and some military careers can also benefit from what a law student learns.

Prerequisites: Gnome or Mike social class, Undergraduate University, EDU 5+, and INT 5+.

Skills: The character receives the following:

	Skill
	SL
	Skill
	SL

	Bargain
	1
	Observation
	1

	Interrogation
	2
	Persuasion
	2


Contacts: One academic or government.  On a roll of 9-10, the contact is foreign.

Special: None.

Medical School/DC1 Pg.35 & PH2 Pg.43


Medical School is a prerequisite for careers as a Medical Doctor, Psychiatrist, and Paraphysicist.  Very few people go to the trouble (expense and work load) of going through medical school without going on to pursue one of these careers.

Prerequisites: Gnome or Mike social class, Undergraduate University, Biology 3+, and Chemistry 2+.

Skills: The character receives the following:

	Skill
	SL
	Skill
	SL

	Computer Operation
	1
	Observation
	1

	Medical
	6
	
	


Contacts: One medical.  On a roll of 8-10, the contact is foreign.

Special: After Medical School, a character can enter the military with a direct commission with the grade of O-3.  No Secondary Activities are allowed during Medical School.

National Military Academy/DC1 Pg.35 & PH2 Pg.43


Some corporate heads have defended their demands for unquestioning obedience from their employees as being no different from the loyalty expected from solders.  Of course, they have neglected to mention that while most military forces have a long tradition of honor, courage, and devotion to country, the biggest businesses have an opposite tradition of cutthroat competition and devotion only to a few, ultra-rich stockholders.

Prerequisites: Gnome or Mike social class and EDU 6+.

Skills: All Basic Training skills for the appropriate branch of the armed forces, plus a total of six Skill Levels from any one or combination of the following:

	Demolitions
	Horsemanship
	Research [1]

	Engineer
	Leadership
	

	Heavy Weapons
	Small Arms
	

	NOTES: [1] – GM addition.


Contacts: Two military.  On a roll of 10, the contact is foreign.

Special: Must enter the US Army, US Navy, or USMC at the grade of O-1, and serve at least one term.

Technical School/DC1 Pg.35 & PH2 Pg.43


Increasingly fewer people are able to afford a degree from a full university.  The drive for a well-rounded, well-educated populace has been nearly trampled in a mad dash to get people a skill and get them to work.  Of course, even with a degree from a Technical School, jobs can be very hard to find.

Prerequisites: Any social class.

Skills: A total of six Skill Levels from any one or combination of the following:

	Business
	Mechanic
	Pilot [1]

	Computer Operation
	Medical
	Research [2]

	Electronics
	Metallurgy [2]
	Vehicle Use

	Machinist [2]
	Photography [2]
	

	NOTES: [1] – Fixed-wing or rotary only; [2] – GM addition.


Contacts: One specialist (SL8) in one of the areas listed above.

Special: None.

Undergraduate University/DC1 Pg.34 & PH2 Pg.41


It has been said that one of the benefits of gaining a liberal arts degree is that it makes you philosophical enough to cope with the fact that it will never make you a lot of money.

Prerequisites: Gnome or Mike social class and EDU 5+.

Skills: Total Skill Levels equal to a character's EDU attribute from any combination of the following, but no more than SL3 in any one skill.

	Artistry [1]
	Engineer
	Philosophy [1]

	Astronomy [1]
	Instruction
	Photography [1]

	Biology
	Language
	Physics

	Business
	Leadership
	Production [1]

	Chemistry
	Meteorology [1]
	Psychology

	Computer Operation
	Persuasion
	Research [1]

	NOTES: [1] – GM addition.


Contacts: One academic or journalism.  On a roll of 10, the contact is foreign.

Special: May elect to join Reserve Officer Training Corps (ROTC).  If so, the next career choice must include either entry into the regular armed forces or enrollment in the reserve component in lieu of a Second Activity at the grade of O-1.

Civilian Occupations
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Civilian Occupations include the majority of jobs most people think of as typical careers, from farmers to government bureaucrats.  But many situations that most people do not normally think of as "careers" are included as careers for character generation.  These "situational careers" include Homeless, Psychic Test Subjects, Gamblers, and others.  Some of the career options require several prerequisite careers, some are specialty careers or require special circumstances to enter, and others require the GM's approval.  Certain careers have minimum attribute or skill requirements (prerequisites) for admission that may be in addition to any prerequisite careers.

Astronaut/DC1 Pg.36


With the economic downturn, space exploration has not just been put on the back burner; the fire has been turned off.  Nonetheless, NASA makes a decent income working as a satellite placement and repair service for the corporations.  Few people know, however, that much of this money goes into a secret fund for investigating what the agency suspects is a UFO invasion.  As an astronaut, you will spend the majority of your time as a NASA investigator.

Prerequisites: Mike social class; Undergraduate University; Air Force Pilot (Officer), Marine Pilot (Officer), or Naval Aviator (Officer); and Pilot (Fixed-wing or Rotary) 5+.

1. Undergraduate University


2. Air Force Pilot or Marine Pilot or Naval Aviator



3. Astronaut

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Computer Operation
	2
	Mechanic
	1

	Electronics
	1
	Pilot (Shuttle)
	4

	Subsequent Terms (maximum of 6 levels)

	Acrobatics
	Computer Operation
	Observation

	Astronomy [1]
	Instruction
	Physics

	Biology
	Medical
	Pilot

	NOTES: [1] – GM addition.


Contacts: Two per term, government, intelligence agency, journalist, and/or specialist (PC's major skill, SL8).  On a roll of 7-10, the contact is foreign.

Special: A character who remains an astronaut after character creation ends can join any PC group without having a previous connection to it.  He or she simply shows up, following a NASA lead.

Athlete/DC1 Pg.36 & PH2 Pg.44


The games got bloodier and bloodier, and the industry becomes continually more concerned with entertainment.  Whether from football, hockey, professional wrestling, or gladiator-style competitions, the public demands violent escapism.

Prerequisites: Mike social class, STR 7+, and AGL 7+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Acrobatics
	4
	Melee Combat
	1

	Medical
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Acrobatics
	Leadership
	Observation

	Act/Bluff
	Melee Combat
	Willpower

	Business
	Medical
	


Contacts: One journalist and one business, entertainment, medical, or specialist (acrobatics, SL8) per term.  On a roll of 10, the contact is foreign.

Special: For each term as an Athlete, use lower of STR or AGL instead of EDU when calculating income.

Attorney/DC1 Pg.36


This is one of the things you can do with a degree from law school.  Before the Greater Depression there was an overabundance of attorneys.  Individual and corporate greed, "get rich quick" fantasies, and the entitlement mentality affected the culture so much that the society as a whole developed a litigious craze.  In this cutthroat environment where the truth is open to interpretation ("The side with the best liars wins," Judge R. Brooks), attorneys thrived.

Prerequisites: Gnome social class, Law School.

1. Undergraduate University


2. Law School



3. Attorney

Skills: The character receives a total of six Skill Levels from any one or combination of the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (maximum of 6 levels)

	Bargain
	Interrogation
	Persuasion

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Instruction
	Persuasion

	Bargain
	Interrogation
	Psychology

	Business
	Leadership
	Research [1]

	Computer Operation
	Observation
	Streetwise

	NOTES: [1] – GM addition.


Contacts: One per term, government or criminal.  On a roll of 8-10, the contact is foreign.

Special: Two Secondary Activities are allowed per term.

Biker/PCBK Pg.6


You have seen more of the countryside than most, and you know how bad things are out there.  People say that you live outside the law, but you know that in most places the law just does not exist.  Even where it does exist, it is just the excuse that rich and powerful hypocrites use to justify whatever they feel like doing.  All the justice the law may have provided is gone; all that is left is brute force.  So you begin riding with a biker gang.  There is not much difference between them and a lot of local cops, big wheels, or government types you have met, except that they do not insult you by pretending to stand for something that has been dead for a long time.  But if you did find someone who stood for something other than just himself, you just might tag along for the ride.

Prerequisites: Prole social class, Melee Combat 2+, and Vehicle Use (Motorcycle) 2+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Mechanic
	1
	Vehicle Use (Motorcycle)
	3

	Small Arms
	1
	Willpower
	1

	Streetwise
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Luck
	Stalking

	Bargain
	Mechanic
	Stealth

	Forgery
	Melee Combat 
	Streetwise

	Interrogation
	Small Arms
	Vehicle Use [1]

	NOTES: [1] – Motorcycle or wheeled only.


Contacts: One per term, criminal.  On a roll of 10, the contact is foreign.

Special: None.

Bodyguard/DC1 Pg.37 & PH2 Pg.44


Sometimes you are hired for protection, other time just for show.  In any event, the sorts of people who can afford to hire you tend to draw the attention of violent types, so you often earn your fee.  Life as a bodyguard can be exciting, and you like the feeling of reacting to threats and overcoming them on a moment's notice.

Prerequisites: Mike social class, Melee Combat (any) 5+, and Small Arms (any) 4+.

Skills: In each term, a character gains a total of six Skill Levels from any one or combination of the following:

	Acrobatics
	Foreboding [1]
	Small Arms

	Archery
	Interrogation
	Stealth

	Climbing
	Leadership
	Streetwise

	Demolitions
	Melee Combat
	Willpower

	Electronics
	Observation
	

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, criminal, business, or law enforcement.  On a roll of 9-10, the contact is foreign.

Special: None.

Bounty Hunter/DC1 Pg.37 & PH2 Pg.45


Nowadays, the bounty hunter business is booming.  There are all sorts of organizations willing to pay to have malefactors captured.  It is not just the public authorities anymore; corporations shell out a lot of money every year to have escaped employees returned.  The problem is, the quarry is getting more dangerous every year, too.

Prerequisites: Mike or Prole social class and AGL 4+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat
	1
	Stealth
	1

	Small Arms (Pistol)
	1
	Streetwise
	2

	Stalking
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Lockpick
	Small Arms

	Disguise
	Luck
	Stalking

	Forgery
	Melee Combat
	Stealth

	Leadership
	Research [1]
	Streetwise

	NOTES: [1] – GM addition.


Contacts: One per term, criminal or law enforcement.  On a roll of 10, the contact is foreign.

Special: For each term as a Bounty Hunter, use Streetwise SL instead of EDU when calculating income.

Civil Engineer/DC1 Pg.37


New construction materials and design techniques are being developed every day.  Earthquake survivable structures, acid rain resistant materials, radiation shielding, and bombproof buildings are the wave of the future.  It takes a real expert to keep on top of the rapid changes.

Prerequisites: Mike social class, Master's Degree, and Engineer 4+.

1. Undergraduate University


2. Graduate University (M.A. or M.S. in Engineer)



3. Civil Engineer

Skills: The character receives the skills listed below for his First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Demolitions
	3
	Physics
	1

	Engineer
	2
	
	

	Subsequent Terms (maximum of 4 levels)

	Climbing
	Instruction
	Physics

	Demolitions
	Metallurgy [1]
	Vehicle Use (Wheeled)

	Engineer
	Navigation
	

	NOTES: [1] – GM addition.


Contacts: One per term, government.  On a roll of 10, the contact is foreign.

Special: None.

Clergy/DC1 Pg.37 & PH2 Pg.45


It seems the golden age of "science as savior" never came.  High technology proved to be only as good as those who wield it, and as often as not, conflicts over raw materials it required escalated into wars.  But people have to have hope.  In the modern age of misery, they need more than ever to have a shoulder to lean on and an ear that listens.  And they are willing to pay for the privilege.  Some of those who step in to fill the gap do so for a quick and easy profit.  Others are self-sacrificing saints.

Prerequisites: Mike social class, CHR 5+, and EDU 4+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Leadership
	2
	Psychology
	2

	Persuasion
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Leadership
	Psychology

	Human Empathy [1]
	Persuasion
	Willpower

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, any type.  On a roll of 10, the contact is foreign.

Special: No Secondary Activities are allowed during the first term as Clergy.

Commercial Pilot/DC1 Pg.38


When the high and mighty want to go someplace, they want to get there fast, and they want to get there in style.  Flying gives them that speed, and it makes them feel like royalty as they gaze disdainfully down upon the world below.  But they also want safety.  They are willing to pay handsomely for expert pilots who are willing to be treated like a chauffer.  Of course, if you want more respect than that, there are lots of operations keeping their aircraft in the sky with chewing gum and bailing wire.

Prerequisites: Mike social class, Technical School, and Pilot (Fixed-wing or Rotary) 3+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Navigation
	2
	Pilot (Fixed-wing or Rotary)
	2

	Observation
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Computer Operation
	Mechanic
	Observation

	Electronics
	Navigation
	Pilot [1]

	NOTES: [1] – Fixed-wing or rotary only.


Contacts: One per term, specialist (Pilot, SL8).  On a roll of 10, the contact is foreign.

Special: None.

Computer Operator/Programmer/DC1 Pg.38 & PH2 Pg.46


Just as invention of movable type changed the face of the world by ushering in the Industrial Age, so the development of the semiconductor has revolutionized our own era by ushering in the Computer Age.  Electronic text transfer is fast, an absolute necessity in our time of rapid-fire technological advances.  As a computer operator or programmer, you serve as an essential cog in the electronic machinery that makes the world run.

Prerequisites: Mike social class, Technical School or Undergraduate University, and Computer Operation 2+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Business
	1
	Electronics
	1

	Computer Operation
	3
	Computer Empathy [1]
	1

	Subsequent Terms (maximum of 6 levels)

	Business
	Computer Operation
	Instruction

	Computer Empathy [1]
	Electronics
	

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, specialist (Computer or Electronics, SL8).  On a roll of 10, the contact is foreign.

Special: For each term as a Computer Operator/ Programmer, use Computer Operations SL instead of EDU when calculating income.

Computer Technican/DG11 Pg.33


You are called in when they need the system fixed because some programmer/user crashed it.  This keeps you very busy.  Therefore, you are much more than just a computer operator as you are constantly found tinkering with computers on your spare time.

Prerequisites: Mike social class, Technical School, Computer Operation 3+, and Electronics 2+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Business
	1
	Mechanic
	1

	Computer Operations
	1
	Persuasion
	1

	Electronics
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Computer Operation
	Observation

	Bargain
	Electronics
	Persuasion

	Business
	Instruction
	Psychology

	Computer Empathy [1]
	Mechanic
	

	NOTES: [1] – Requires EMP of ≥1.


Contacts: Two per term, business or Specialist (Computer or Electronics, SL8).  On a roll of 8-10, the contact is foreign.

Special: For each term as a Computer Technician, use Computer Operation SL times $2000 when calculating income.

Con Artist/DG10 Pg.24


You make your living off of taking other peoples money and when you do it right they don’t even understand what went wrong.  Yet, there is always the chance that you will take money from the wrong person but it would never happen to you, or would it.

Prerequisites: Mike social class and CHA 5+.

Skills: The character receives the skills listed below for their First Term; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	2
	Persuasion
	1

	Observation
	1
	Streetwise]
	1

	Subsequent Terms (maximum of 5 levels)

	Act/Bluff
	Foreboding [1]
	Persuasion

	Disguise
	Human Empathy [1]
	Psychology

	Forgery
	Luck
	Stealth

	Language
	Observation
	Streetwise

	NOTES: [1] – Requires EMP of ≥1.


Contacts: Two per term, business, law enforcement, or Criminal.  On a roll of 7-10, the contact is foreign.

Special: Con Artists are allowed two Secondary Activities per term.  For each term as a Con Artist, use Act/Bluff SL times $2000 when calculating income.  Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

Construction Worker/DC1 Pg.38


There will always be a need for strong backs and skilled hands to crew construction projects.  Of course, the question is, when and where.  Demands for Construction Workers change from season to season and region to region.  As long as you are willing to go where the work is and are skilled enough to compete with other laborers, you will do fine.

Prerequisites: Mike social class and STR 4+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Climbing
	1
	Engineer
	2

	Demolitions
	1
	Vehicle Use [1]
	2

	Subsequent Terms (maximum of 6 levels)

	Climbing
	Engineer
	Mechanic

	Demolitions
	Machinist [2]
	Vehicle Use [1]

	NOTES: [1] – Wheeled or heavy vehicle only; [2] – GM addition.


Contacts: One per term, specialist (Engineer, SL8).  On a roll of 10, the contact is foreign.

Special: None.

Corporate Intelligence Operative/DG1 Pg.19 (modified)


Since the corporations have become more powerful than the government, they need to have a lot of information.  Some of that comes through normal channels.  Some of it comes in more, shall we say, clandestine ways.  You are a corporate spy who is responsible for the gathering of strategic and tactical intelligence out in the field, which will enhance the position of your corporation.  You have a good network of informants in key positions that give you the information you need.  Sometimes you have to do a little dirty work as well; you have the ability and cunning to infiltrate past the corporate security measures in order to get what you are after and you are well rewarded for it.

Prerequisites: Mike social class, INT 5+, and CHR 6+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff [1]
	1
	Persuasion
	1

	Interrogation
	2
	Small Arms (Pistol)
	2

	Observation
	1
	Stalking
	1

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Language
	Research [1]

	Business
	Leadership
	Small Arms

	Computer Operation
	Lockpick [1]
	Stalking

	Disguise
	Luck
	Stealth

	Electronics [1]
	Observation
	Streetwise

	Forgery
	Persuasion
	

	Interrogation
	Photography
	

	NOTES: [1] – GM addition.


Contacts: Two per term, business, government, intelligence community, or law enforcement.  On a roll of 6-10, the contact is foreign.

Special: For each term as a Corporate Intelligence Operative, use INT times $2500 when calculating income.  Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.  If more then one term is served, +1 to Civilian Occupation Initiative.

Corporate Raider/DG1 Pg.19


Since the corporations have become more powerful than most governments, having control of the corporations is like having control of a country.  You are one of the elite, buying and selling corporate stocks, gaining control of a smaller corporation, breaking it up and selling off the pieces for a tidy profit.  How much fun can you have in one day?

Prerequisites: Gnome social class, INT 7+, and Business 5+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Business
	2
	Persuasion
	2

	Bargain
	2
	Leadership
	1

	Subsequent Terms (maximum of 6 levels)

	Business
	Leadership
	Research [1]

	Bargain
	Luck
	Willpower

	Computer Operation
	Observation
	

	Instruction
	Persuasion
	

	NOTES: [1] – GM addition.


Contacts: Two per term, government or business.  On a roll of 6-10, the contact is foreign.

Special: For each term as a Corporate Raider, use Business SLx2 instead of EDU when calculating income.

Courier/DG1 Pg.18


In this day and age, information is wealth.  Sometimes it is not possible to move this information via a computer network and a courier becomes necessary.  You provide an important service to clients, racing through crowded city streets to make sure that the delivery is made in record time.  Then again, sometimes it is just pizza delivery.  But you have to make sure is not cold by the time it arrives.  Some people get very upset about that.

Prerequisites: Prole social class and AGL 6+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Navigation
	2
	Vehicle Use [1]
	4

	Luck
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Luck
	Navigation
	Streetwise

	Mechanic
	Observation
	Vehicle Use [1]

	Melee Combat
	Small Arms
	

	NOTES: [1] – Wheeled or Motorcycle.


Contacts: One per term, business, criminal, or law enforcement.  On a roll of 10, the contact is foreign.

Special: Couriers are allowed two Secondary Activities per term.

Criminal/DC1 Pg.38 & PH2 Pg.47


Please note that characters in DC are supposed to be heroes, but sometimes they are tarnished heroes who have broken laws to achieve their goals.  For whatever reason, then a PC may have experience reflected by this career.

Prerequisites: Mike or Prole social class and AGL 5+.

Skills: The character receives a total of six Skill Levels from any one or combination of the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (maximum of 6 levels)

	Archery
	Forgery
	Small Arms (Pistol)

	Climbing
	Lockpick
	Vehicle Use (Wheeled)

	Disguise
	Melee Combat
	

	Subsequent Terms (maximum of 6 levels)

	Archery
	Language
	Stealth

	Climbing
	Lockpick
	Streetwise

	Disguise
	Luck
	Thrown Weapon

	Engineer
	Melee Combat
	Vehicle Use (Wheeled)

	Forgery
	Small Arms
	


Contacts: One per term, criminal or law enforcement.  On a roll of 10, the contact is foreign.

Special: Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.  If more then one term is served, +1 to Civilian Occupation Initiative.

Cyborg Escapee/DC1 Pg.39 & PCBK Pg.8


You remember seeing bright lights coming for you.  Then there was a long time of darkness and pain.  Finally, you found yourself in unfamiliar territory, running in terror from pursuers you knew would follow.  But you could not remember who those pursuers were.  When you reached civilization, you learned that four years had passed, although you have no recollection of the time.  But during those years, your body was mechanically enhanced.  You do not know why.  All you know is that the pursuers are still hunting, and you cannot let them find you again.

Prerequisites: GM's Approval and Prole social class.
Skills: Each term, a character chooses three separate items from the following list.

	+2 to AGL [1]
	Melee Combat at SL2
	Socket Hand [3]

	+2 to STR [1]
	Integral Body Armor [2]
	

	NOTES: [1] – AGL, STR, and Melee Combat are allowed to rise above SL10 with these enhancements; [2] – protects one location, the armor works like regular body armor with an AV of 1 and can be built into the limbs, head, and torso (head protection is similar to a Kevlar helmet, 5-6 on 1d6 resulting in a unprotected area hit); [3] – either hand can be a mechanical hand, which works exactly like an organic hand, it can be removed and replaced with one of several alternate attachments (the PC will not begin the game with any of these attachments).


Contacts: None.

Special: For each term completed, the PC is granted a +1 bonus to his Civilian Initiative up to a maximum of seven, and he suffers a -1 penalty to EMP or CHR (player's choice, minimum of 1).  Note that this is the only exception to the maximum initiative of six, the PC acts once prior to Phase 6, then acts as those he has an initiative of six.  No income is received for this career.  There may be unpleasant consequences other than the ones mentioned above at the GM's discretion.  No Secondary Activities are allowed.

GM's Note: Cyborg Escapee


In most cases the character will be limited to only one term as a Cyborg Escapee (GM's discretion).  Once the character has escaped, he will be unable to return unless recaptured; a recaptured PC may be deemed uncontrollable and eliminated.  Because of this it will be extremely difficult to have the cybernetic enhancements repaired or to obtain socket hand attachments, unless the PC is able to gain an appropriate contact after escaping.

Drifter/DC1 Pg.39 & PCBK Pg.8


With the economic crash brought about by runaway international business conglomerates, there has been a resurgence of transients who wander from farm to farm and city-to-city looking for work.  Generally, when they begin, they are looking for somewhere to settle down.  After a few years, though, the traveling life gets into their blood again, and they travel on.  Most would not put down roots if they could; they are the modern hoboes.

Prerequisites: Prole social class.

Skills: The character receives the skills listed below for his First Term; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat
	1
	Streetwise
	3

	Observation
	2
	Tracking
	1

	Subsequent Terms (maximum of 7 levels)

	Act/Bluff
	Luck
	Small Arms (Pistol)

	Archery
	Mechanic
	Streetwise

	Climbing
	Melee Combat (unarmed) 
	Survival [2,3]

	Fishing [3]
	Observation
	Swimming

	Horsemanship
	Persuasion
	Vehicle Use [1]

	Language
	Scrounging
	

	NOTES: [1] – Motorcycle or wheeled only; [2] – Desert, temperate, or tropical only; [3] – GM addition.


Contacts: One per term, business, criminal, government, or law enforcement.  On a roll of 10, the contact is foreign.

Special: No Secondary Activities allowed.

Enforcer/DG10 Pg.24


You are the hired muscle for some local “Old World Style organized crime family”.  They come to you rather than hiring out the jobs to the rather unreliable Gangers.  You know how much power that the organized crime “families” still have and you can easily discern how deep they have infiltrated the mega-corps.  The gangers are nothing more than problems for the general public but has nothing on the “Family”.

Prerequisites: Mike social class and STR 5+.

Skills: The character receives the skills listed below for their First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Weapons
	2
	Small Arms (Pistol)
	1

	Observation
	1
	Streetwise
	1

	Subsequent Terms (maximum of 4 levels)

	Act/Bluff
	Interrogation
	Observation

	Disguise
	Language
	Small Arms (Pistol)

	Demolitions
	Luck
	Stalking

	Electronics
	Medical
	Stealth

	Forgery
	Melee Combat
	Streetwise


Contacts: Two per term, business, law enforcement, or criminal.  On a roll of 9-10, the contact is foreign.

Special: Enforcers are allowed two Secondary Activities per term.  For each term as an Enforcer, use Streetwise SL times $1500 when calculating income.  Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

Entertainer/DC1 Pg.40


When times are worst that is when people need escapism worst.  Ironically, what the poor want to spend their entertainment money on is a chance to see glamour and glitz of the rich.  You are part of that industry that gives them that vision.  It can be depressing, because you know it is all a facade.  You know the diamonds they see are only rhinestones, and the stardust is only sequins.  But when you are really on a roll, sometimes you can see through their eyes, and for just a moment the dream becomes real.

Prerequisites: Mike or Prole social class and CHR 8+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	3
	Persuasion
	1

	Disguise
	1
	Psychology
	1

	Observation
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Luck
	Swimming

	Disguise
	Melee Combat
	Vehicle Use [1]

	Horsemanship
	Persuasion 
	Vessel Use (Boat)

	Language
	Production [2]
	

	NOTES: [1] – Motorcycle or wheeled only; [2] – GM addition.


Contacts: One per term.  Roll 1d10; on a roll of 1-7, the contact is entertainment; on a roll of 8-10, the contact is government.  If the contact is entertainment, roll a second 1d10; on a roll of 8-10, the contact is foreign.

Special: Random Non-Player Characters (NPCs) may recognize the character as a favorite television or movie star (GM's discretion).

Environmentalist/DC1 Pg.40 & PCBK Pg.8


One of the worse effects of the Greater Depression has been that no one has the clout anymore to enforce protection of the environment.  As a result, the business world seems to have abandoned itself to a mad scramble to rape the Earth before anyone else gets it all.  There is not a lot an individual can do to turn things around, but you are determined to protect as much of the natural world as you can, even if it means using violence.

Prerequisites: Mike social class.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Biology
	2
	Observation
	2

	Climbing
	1
	Tracking
	1

	Subsequent Terms (maximum of 6 levels)

	Acrobatics
	Foreboding [1]
	Plant Empathy [1,2]

	Animal Empathy [1]
	Horsemanship
	Small Arms

	Archery
	Human Empathy [1]
	Stealth

	Biology
	Melee Combat
	Survival [2]

	Climbing
	Navigation
	Swimming

	Demolitions
	Observation
	Thrown Weapon

	Empathic Healing [1]
	Persuasion
	Tracking

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: One per term, criminal, government, or law enforcement.  On a roll of 9-10, the contact is foreign.

Special: None.

Explorer/DG14 Pg.69


With the Greater Depression and the Collapse, most people do not get to see a lot of the world beyond their own neighborhood, but not you.  You have spent your life searching for lost cities and treasures, traveling around the globe to quench your thirst for adventure.  This has not exactly been cheap, but your business had enough cash stashed away to allow you to head off while it took care of itself.  Along the way you have picked up a good few languages and skills, gained an inkling of how people work and how to handle yourself when the going gets a little rough.  You have seen some strange sights, and encountered some things which still haunt your dreams.  But there will always still be other wildernesses to be conquered, so you’ll keep on looking.

Prerequisites: Gnome social class and Nomenklatura.

Skills: The character receives Small Arms or Melee Combat at SL2 and the skills listed below for his First Term; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (Small Arms or Melee Combat at SL2)

	Skill
	SL
	Skill
	SL

	Observation
	2
	Vehicle Use (Wheeled)
	2

	Swimming
	2
	
	

	Subsequent Terms (maximum of 7 levels)

	Archaeology [3]
	Navigation
	Survival [3]

	Astronomy [3]
	Observation
	Swimming

	Climbing
	Pilot [2]
	Tracking

	Horsemanship
	Psychology
	Vehicle Use

	Human Empathy [1]
	Research [3]
	Vessel Use

	Language
	Scuba
	

	Melee Combat
	Small Arms
	

	NOTES: [1] – Requires EMP of ≥1; [2] – Fixed-wing or Rotary; [3] – GM addition.


Contacts: Three per term, academic, business, criminal, government, journalist, or Explorer.  On a roll of 6-10, the contact is foreign.

Special: None.

Factory Worker/DC1 Pg.40


You used to build cars.  Big American cars with sleek shapes, pinstripes, and chrome trim, or pick ups trucks.  They were cars that the average American drove home in and parked in their garages.  Nobody buys them anymore.  Now they buy Yugos or Russian Zils, if they can afford them.  Except the wealthy, of course, who still buy BMWs, Mercedes, and stretch limousines.  This career represents many forms of heavy industry, light industry, and many small business operations.

Prerequisites: Mike social class.

Skills: The character receives the skills listed below for their First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Business
	1
	Mechanic
	2

	Electronics
	1
	
	

	Subsequent Terms (maximum of 4 levels)

	Business
	Gunsmith [1]
	Machinist [1]

	Electronics
	Leadership
	Mechanic

	NOTES: [1] – GM addition.


Contacts: One per term, business.  On a roll of 10, the contact is foreign.

Special: Factory Workers are allowed two Secondary Activities per term.

Farmer/DC1 Pg.40


Once, not to long ago, fields full of crops stretched in every direction farther than the eye could see.  Back then, families used to make a business out of farming.  Then the agriculture corporations came and glutted all the markets with their force-grown, hothouse crops.  Family farms could not stay in business, and the majority of them just went to seed.  Now there are weed-filled fields as far as the eye can see, dotted here and there by abandoned farmhouses gone to ruin.  But you swore you would never leave.  So now you live even closer to the land, raising just enough to keep yourself fed, with some left over to sell or trade in town, treating your equipment with kid gloves, trying to make it last.  It is not an easy life, but it sure beats moving to the city.

Prerequisites: Mike or Prole social class.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Biology
	2
	Tracking
	1

	Mechanic
	2
	Observation
	1

	Subsequent Terms (maximum of 6 levels)

	Animal Empathy [1]
	Mechanic
	Tracking

	Biology
	Meteorology [3]
	Vehicle Use [2]

	Empathic Healing [1]
	Observation
	Willpower

	Horsemanship
	Plant Empathy [1,3]
	

	NOTES: [1] – Requires EMP of ≥1; [2] – Wheeled or heavy vehicle only; [3] – GM addition.


Contacts: One per term, criminal or specialist (SL8) in one of the skills listed above.  On a roll of 10, the contact is foreign.

Special: None.

Federal Law Enforcement/DC1 Pg.41 & PH2 Pg.47


The local forces do a pretty good job of policing their own neighborhood, but to your way of thinking, their focus is a bit nearsighted.  Somebody has to keep an eye on the larger scheme of things, tracking fugitives that stay on the move, and remaining on top of problems that affect whole geographical regions.  That somebody is you.  With the state the world is in today, your hands are more then full.

Prerequisites: Mike social class, Law School, and no prison record.

1. Undergraduate University


2. Law School



3. Federal Law Enforcement

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Interrogation 
	2
	Observation
	1

	Melee Combat (Unarmed)
	1
	Small Arms (Pistol)
	2

	Subsequent Terms (maximum of 6 levels)

	Computer Operation
	Language
	Photography

	Forensics [1]
	Leadership
	Research [1]

	Instruction
	Melee Combat
	Small Arms

	Interrogation
	Observation
	Stealth

	NOTES: [1] – GM addition.


Contacts: One per term, government or criminal.  On a roll of 8-10, the contact is foreign.

Special: If more then one term is served, +1 to Civilian Occupation Initiative.

Firefighter/DG5 Pg.9


With the increase in the populations of the big metropolises, people are being shoved closer together.  Silly things can happen and fires can start.  Unless they are brought under control quickly, the death toll can be enormous.  You have accepted the responsibility to help people get out of danger and to minimize the damage caused by the fire.

Prerequisites: Mike social class, STR 6+, AGL 6+, and CON 7+.

Skills: The character receives the skills and attribute adjustments listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" below for each additional term taken.  Alternatively, for each two Skill Levels not taken from "Group A", one bonus may be taken from "Group B".

	First Term

	+1 to CON
	Engineer at SL2
	Medical at SL1

	+1 to STR
	Luck at SL1
	

	Subsequent Terms (maximum of 6 levels)

	Group A

	Acrobatics
	Foreboding [1]
	Persuasion

	Chemistry
	Luck
	Psychology

	Engineer
	Observation
	Willpower

	Group B

	+1 to AGL
	+1 to CON
	+1 to STR

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, government or law enforcement.  On a roll of 10, the contact is foreign.

Special: None.

Fixer/DG5 Pg.10


People want stuff that is hard to get, especially if it is illegal.  That is when they come to you.  You know people who know people who can get stuff.  You do not mind acting as a middleman, so long as you get a cut of the price.  In this business, it is not what you know.   It is definitely who you know and how well you get on with them.

Prerequisites: Prole social class, CHR 7+, and Bargain 3+.

Skills: The character receives the skills listed below for his First Term; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Luck
	1

	Bargain
	3
	Scrounging [1]
	2

	Business
	1
	
	

	Subsequent Terms (maximum of 5 levels)

	Act/Bluff
	Language
	Scrounging [1]

	Bargain
	Luck
	Streetwise

	Business
	Observation
	

	Computer Operation
	Persuasion
	

	NOTES: [1] – GM addition.


Contacts: Four contacts per term, government, criminal, military, business or intelligence community.  On a roll of 5-10, the contact is foreign.

Special: For each term as a Fixer, use Bargain SL instead of EDU when calculating income.  Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

Former MiB/DG7 Pg.17


Your life had been going well.  You had managed to earn notoriety as a specialist in your field.  Everything was great.  Then it happened.  It does not matter what it was.  It may have been a tragic accident that left you in a coma for years, or perhaps you were incarcerated in a psychological institute and your treatment left you with no recollection of the intervening time.  Whatever you were doing during that time, you appear to have little to show for it.  No money.  No contacts.  But you have skills!  Perhaps they are remnants of things you did during that blank time, but you have no idea what that was, where you did it, or why?  All you know is you came to awareness under a physician or psychologist’s care, and a lifetime of memories that stops short when it happened, and resumes again a few days ago.

Prerequisites: GM’s Approval, age 21 to 30, any social class, and a skill level 5+ (Expertise) in a non-combat skill.  Not everyone who wishes they were a MiB can become one; a successful DIF Luck skill check is needed to simulate the act of being singled out and allowed to begin this career.

Skills: The character receives the skills listed below for his First Term; or “Expertise” skill at 1SL, Willpower at 1SL, one attribute bonus or Subsequent Terms skills listed in “Group A”, and a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed in “Group B” for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Computer Operation
	1
	Observation
	1

	Disguise
	1
	Stealth
	1

	Foreboding [1]
	1
	Willpower
	1

	Melee Combat (Unarmed)
	1
	
	

	Subsequent Terms (1 level from A and maximum of 4 levels from B)

	Group A

	+1 to AGL
	+1 to STR
	Melee Combat [2]

	+1 to CON
	
	

	Group B

	Acrobatics
	Foreboding [1]
	Pilot

	Act/Bluff
	Forensics [3]
	Plant Empathy [1,3]

	Archaeology [3]
	Human Empathy [1]
	Psychology

	Astronomy [3]
	Interrogation
	Stalking

	Computer Empathy [1]
	Lockpick
	Stealth

	Computer Operation
	Medical
	Tracking

	Demolitions
	Observation
	Vehicle Use

	Electronics
	Persuasion
	Vessel Use

	NOTES: [1] – Requires EMP of ≥1; [2] – Armed or Unarmed; [3] – GM addition.


Contacts: None, no character will be able to remember their life as a MiB.

Special: No secondary activities are allowed, it is a full-time job.  Because the funds would be too easy to trace, no money is earned while serving as a MiB, however, any funds accumulated prior to service will still be available in the character’s savings accounts.  Please note that by design no skill improvements are provided for Small Arms; considering the nature of MiB weapons, there is very little skill required to operate them, and therefore, no chance to improve the skill.

GM’s Note: Involuntary MiB Recruitment

Not everyone who becomes a MiB sought that career out; there is a possibility of automatic recruitment.  If the GM wishes, once a character satisfies the listed Prerequisite requirements (age and expertise), a secret roll can be made to determine if the MiBs notice and attempt to recruit the character.  An AVG Luck skill check would then be required for the character to pass successfully through the testing process for admission.

Gambler/DC1 Pg.41


Your kind has been around since the dawn of time, making a living out of sharp wits, a knack for bluffing, ad a little bit of luck.  In a world that changes as fast as this one, you figure only the gamblers can hope to survive.

Prerequisites: Mike or Prole Social class and Luck 5+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	2
	Persuasion
	1

	Bargaining
	1
	Streetwise
	2

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Human Empathy [1]
	Persuasion

	Bargaining
	Luck
	Psychology

	Foreboding [1]
	Melee Combat (unarmed)
	Streetwise

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, criminal, law enforcement, or another gambler.  On a roll of 8-10, the contact is foreign.

Special: For each term as a Gambler, use Luck SL instead of EDU when calculating income.

Ganger/DC1 Pg.41, PCBK Pg.8 & PH2 Pg.48


You are young, tough, slick, and part of the family of the street, a motley collection of disaffected youths that knows the world is going to pieces and intends to party and rumble until the world's last gasp.  But lately you have been wondering if it is ever going to end.  Maybe "someone" is manipulating things to keep everyone right on the brink but never let them go over.  Maybe you are out to find out who that "someone" is and "bust a cap" in him.

Prerequisites: Prole social class and CHR 3+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Stealth
	1

	Melee Combat (Unarmed)
	2
	Streetwise
	3

	Subsequent Terms (maximum of 6 levels)

	Acrobatics
	Leadership
	Stalking

	Act/Bluff
	Lockpick
	Stealth

	Archery
	Melee Combat
	Streetwise

	Climbing
	Pickpocket 
	Thrown Weapon

	Foreboding [1]
	Small Arms (Pistol)
	

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, criminal, law enforcement, or specialist (Streetwise SL8).  On a roll of 10, the contact is foreign.

Special: For each term as a Ganger, use CHR (score x $250) instead of EDU (score x $1000) when calculating income.  If more then one term is served, +1 to Civilian Occupation Initiative.

Gland-Psychic Test Subject/DG12 Pg.23


You were an elite soldier, proud to serve your country in any way you could.  When they told you that you “had the right stuff “ to help research unusual phenomena you volunteered immediately.  After all, although you never mentioned it to your mates you knew that your dear departed granny was watching you from the “other side”; she told you herself.  You were ready for anything when you awoke after the implant, except the screaming fits and hallucinations.  Later, when they cancelled the tests, you were left with this thing in your head.  Though you can usually control it now, weird things sometime happen that you still can’t explain.

Prerequisites: GM’s Approval, Mike or Prole social class, prior Military Occupation (incl. Penal Draft Soldier), EMP 4+, and STR+CON+AGL= 15+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Neuropathic Specialty [1]
	3
	Willpower
	3

	Observation
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Medical
	Small Arms

	Disguise
	Neuropathic Specialty [1]
	Stealth

	Interrogation
	Observation
	Willpower

	Language
	Psychology
	

	NOTES: [1] – this will be the only empathic ability available, in the event that the skill requires that an empathic link must be established, a test may be made using the specialty instead of animal/human empathy skill.


Contacts: Two per term, government, medical, or military.  On a roll of 10, the contact is foreign.

Special: At the end of each term, the player must roll 1d20+10 on the Neuropath Failed Push Table to determine the characters metal illness(es).

Government Agent/DC1 Pg.42


Faced with corporate aggression, the federal government stepped back into the wings.  Most people think that it is moribund, that it will never recover.  But you know it is playing possum.  All available money and resources have been poured into clandestine operations to find out exactly what is behind the New World Order.  It is no longer just the CIA and FBI, either.  Nowadays some of the most effective agents are FCC, EPA, SEC, IRS, and the like.  Using their primary missions as cover, the agencies are collecting the data that may turn things back around.

Prerequisites: Mike social class, Undergraduate University, INT 6+, and CHR 6+.

Skills: The character receives the skills listed below for his First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Interrogation 
	2
	Observation
	1

	Language
	1
	Small Arms (Pistol)
	2

	Subsequent Terms (maximum of 4 levels)

	Act/Bluff
	Interrogation
	Melee Combat

	Computer Operation
	Language
	Research [1]

	Disguise
	Leadership
	Small Arms

	Forgery
	Lockpick
	Willpower

	NOTES: [1] – GM addition.


Contacts: One per term, government or intelligence community.  On a roll of 8-10, the contact is foreign.

Special: None.

Hacker/DG1 Pg.18 (modified)


The world’s computer networks hold a vast amount of information for anyone who knows how to access it.  Most of it is locked up behind all sorts of security systems and encryption, but you have learned to slide past and get at the raw data.  Many people are willing to pay good money for inside information, which is what you excel at finding.  So you make your money by hacking your way into other peoples computer systems.  Sometimes you make your money by hacking your way into the mega-corporation computer systems and getting information out of them and selling it to an information broker.  Sometimes a mega-corporation pays you to raid another mega-corporation’s computer facility.  While hacking through these systems you have seen many strange things, but lately is it getting weird in cyberspace.

Prerequisites: Mike social class, INT 7+, and Computer Operation 5+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Bargain
	1
	Computer Operation
	3

	Business [2]
	1
	Electronics
	1

	Computer Empathy [1]
	1
	Observation
	1

	Subsequent Terms (maximum of 6 levels)

	Bargain
	Electronics
	Research

	Business [2]
	Luck
	Willpower

	Computer Empathy [1]
	Mechanic [2]
	

	Computer Operation
	Observation
	

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition..


Contacts: Two per term, Specialist (computer or electronic, SL8), criminal, business, intelligence community, or law enforcement.  On a roll of 7-10, the contact is foreign.

Special: For each term as a Hacker, use Computer Operation SL + Computer Empathy SL instead of EDU when calculating income.  Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

Healer/DG5 Pg.9


Somewhere along the line, you realized that you had a gift for healing people using naturalistic healing.  Disease is not something that you need to treat with drugs or surgery; by changing a person’s mindset, you can create immediate and permanent healing in their physical bodies.  You have given your time and energy to helping others, knowing that by healing others, you heal yourself.

Prerequisites: Any social class, EMP 2+, and Empathic Healing 1+.

Skills: The character receives a +1 to EMP and the skills listed below for their First Term; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (+1 to EMP)

	Skill
	SL
	Skill
	SL

	Empathic Healing
	2
	Psychology
	1

	Human Empathy
	1
	Willpower
	1

	Subsequent Terms (maximum of 7 levels)

	+1 to EMP
	Medical
	Psychology

	Act/Bluff
	Philosophy [1]
	Willpower

	Empathic Healing
	Project Emotion
	Willpower Drain

	Human Empathy
	Project Thought
	

	NOTES: [1] – GM addition.


Contacts: One per term, empathic or medical.  On a roll of 8-10, the contact is foreign.

Special: For each term as a Healer, use Empathic Healing SL instead of EDU when calculating income.

Hit Man/DG10 Pg.24


You are the ultimate enforcer for the “family”.  When someone really gets out of line then you are called in to whack them and you have proven to be both reliable and good at what you do.

Prerequisites: Mike social class; Enforcer, Troubleshooter, or prior Military Occupation (Elite Forces); and STR 7+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat
	1
	Streetwise
	1

	Observation
	1
	Stalking
	1

	Small Arms
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Gunsmith [2]
	Observation

	Disguise
	Heavy Weapons
	Persuasion

	Demolitions
	Language
	Small Arms

	Electronics
	Luck
	Stalking

	Foreboding [1]
	Medical
	Stealth

	Forgery
	Melee Combat
	Streetwise

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: Two per term, business, law enforcement, or criminal.  On a roll of 7-10, the contact is foreign.

Special: Hit Men are allowed two Secondary Activities per term.  For each term as a Hit Man, use Stalking SL times $2500 when calculating income.  Roll an AVG INT check with a +2 bonus to INT once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

Homeless/DC1 Pg.42 & PCBK Pg.8


You are an expert at urban survival.  You know all the latest scams for getting food and at least minimal shelter out on the streets.  As well, you know pretty much every face within your territory, every deal that is going down, every trap to avoid.  Lately, though, things have been getting really weird.  There is a feeling in the air, like something unhealthy has settled its nets around the area.  If you cannot get someone with clout to listen, you figure it might be getting time to move on.

Prerequisites: Prole social class.

Skills: The character receives the skills listed below for his First Term; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat (Unarmed)
	1
	Stealth
	1

	Observation
	2
	Streetwise
	3

	Stalking
	1
	
	

	Subsequent Terms (maximum of 7 levels)

	Animal Empathy [1]
	Luck
	Stalking

	Archery
	Melee Combat
	Stealth

	Foreboding [1]
	Observation
	Streetwise

	Human Empathy [1]
	Persuasion
	Survival [2,3]

	Language
	Pickpocket
	Willpower

	Lockpick
	Scrounging [3]
	

	NOTES: [1] – Requires EMP of ≥1; [2] – Desert, temperate, or tropical only; [3] – GM addition.


Contacts: One per term, criminal, journalist, or law enforcement.  On a roll of 10, the contact is foreign.

Special: No Secondary Activities are allowed and no income is earned while Homeless.

Hustler/DG14 Pg.68


Some people would call you a crook or a conman, but you prefer to see yourself as some Joe just trying to get by.  Today you are selling ex-Polish army AK-74s to a bunch of Eco-Terrorists, tomorrow it is heroin from Colombia to that crazy guy who is running a community hospital in the Hell’s Kitchen anthill.  Sure, your methods suck and the cops and the big time bosses would love to see you out of the picture.  Sure, some see you as a swindler and others as a savior, but you do not mind if the people on the street keep coming back for more.  It means that they will help you if the heat really starts coming down some day.

Prerequisites: Prole social class, Streetwise 4+, and Bargain 2+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Bargain
	2
	Persuasion
	2

	Melee Combat [2]
	2
	Streetwise
	2

	Subsequent Terms (maximum of 6 levels)

	Bargain
	Human Empathy [1]
	Psychology

	Business
	Melee Combat
	Small Arms

	Disguise
	Observation
	Scrounging [3]

	Forgery
	Persuasion
	Streetwise

	NOTES: [1] – Requires EMP of ≥1; [2] – Armed or Unarmed; [3] – GM addition.


Contacts: Two per term, business, criminal, or law enforcement.  On a roll of 8-10, the contact is foreign.

Special: For each term as a Hustler, use Streetwise SL instead of EDU when calculating income.  Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

Intelligence Analyst/DG1 Pg.20 (modified)


Governments and corporations have all sorts of ways of gathering information that might be useful to them.  Someone has to sort through all of the raw data and figure out what it all means.  That someone is you.  Whether for a government or corporation, you know how that world operates and you have a gift for being able to sift the nuggets of useful information from the rest of the rubbish.  With the right information, your government can gain an advantage, or you corporation can make a killing; sometimes literally.

Prerequisites: Mike social class, EDU 5+, and Business 3+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Business
	2
	Interrogation
	2

	Observation
	2
	Psychology
	1

	Subsequent Terms (maximum of 6 levels)

	Business
	Interrogation
	Observation

	Computer Empathy [1]
	Language
	Persuasion

	Computer Operation
	Leadership
	Psychology

	Foreboding [1]
	Luck
	Research [2]

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: Two per term, government, business, or intelligence community.  On a roll of 6-10, the contact is foreign.

Special: None.

Journalist/DC1 Pg.42 & PH2 Pg.49


Technically, the country still has a free press.  But most of the news services have fallen prey to the big money of the megacorporations.  That leaves you to fill the gap.  You work for a street corner rag that prints all the news that fits.  Across your front pages headlines clamor about the ghost of Elvis and two-headed babies born on roller coasters.  But between those stories are others like the one about the ritual murders in Galveston.  That one was truth, intended to draw fire on the perpetrators, and apparently it worked, because the murders stopped.  You wish you could print nothing but stories like that, but the more sensational one serve two purposes.  First, they draw buyers.  Second, they serve as camouflage to screen you from the revenge of whatever is out there that is driving this world insane.  As long as your true stories seem accidental, you have got a chance to survive.

Prerequisites: Mike social class and Undergraduate University or CHR 7+.

Skills: The character receives the skills listed below for their First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Observation
	1

	Computer Operation
	1
	Persuasion
	1

	Interrogation
	2
	
	

	Subsequent Terms (maximum of 4 levels)

	Act/Bluff
	Luck
	Photography [1]

	Disguise
	Observation
	Research [1]

	Interrogation
	Persuasion
	Stealth

	NOTES: [1] – GM addition.


Contacts: Three per term, criminal, government, and/or law enforcement.  On a roll of 7-10, the contact is foreign.

Special: None.

Manager/DC1 Pg.43


Sure the world seems to be going crazy, but that is what is making potential profit laden business opportunities so wonderful.  Every second, it seems, another competing company goes out of business, but they are the bunglers, failures, and quitters.  By dropping out of the corporate rat race, they leave all the more room for you to make your own mark on the business world, to grab your own slice of the corporate pie.  This career represents a wide range of management positions from mid-level project and office managers to upper-level corporate executives.

Prerequisites: Gnome social class and Undergraduate University.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Bargain 
	1
	Computer Operation
	2

	Business
	2
	Leadership
	1

	Subsequent Terms (maximum of 6 levels)

	Bargain
	Interrogation [1]
	Observation

	Business
	Language [1]
	Persuasion

	Computer Operation
	Leadership
	Psychology

	Instruction
	Luck
	Streetwise

	NOTES: [1] – GM addition.


Contacts: One per term, business or government.  On a roll of 8-10, the contact is foreign.

Special: For each term as a Manager, use Business SL instead of EDU when calculating income.  If the character has a combined Business SL and Bargain SL of 6+, the character may make an IMP INT or CHR attribute check, whichever is higher, at the end of each term in an attempt to be promoted to Executive.  If successful, the character gains an additional contact per term (the chance of a foreign contact increases to 7-10), an additional Secondary Activity, and uses Streetwise SL times $3500 when calculating income.  If the character has a combined Business SL of 6+, the character may make an IMP CHR attribute check at the end of each term in an attempt to be promoted to Vice-President.  If successful, the character gains an additional contact per term (the chance of a foreign contact increases to 5-10) and uses Streetwise SL times $5000 when calculating income.

Martial Artist/DC1 Pg.43, PH2 Pg.49 & GM Addition


The streets are more dangerous then ever before, but you are well trained in self-defense and can hold your own against multiple foes in face-to-face combat.  Even in fire combat, however, your training gives you an edge, making your reactions quicker and more exact.  Also, your physical control translates into stealth when necessary.  The Martial Artist career includes everything from martial arts instructors to Oriental assassins.

Prerequisites: Mike social class.

Skills: The character receives the skills and attribute adjustments listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" below for each additional term taken.  Alternatively, for each two Skill Levels not taken from "Group A", one bonus may be taken from "Group B".

	First Term

	+1 to AGL
	Melee Combat (Unarmed) at SL3

	+1 to STR
	Willpower at SL1

	Subsequent Terms (maximum of 6 levels)

	Group A

	Acrobatics
	Instruction
	Stalking

	Archery
	Lockpick
	Stealth

	Climbing
	Melee Combat 
	Thrown Weapon

	Disguise
	Observation
	Willpower

	Foreboding [1]
	Pickpocket
	

	Group B

	+1 to AGL
	+1 to CON
	+1 to STR

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, business, criminal, or specialist (Melee Combat, SL8).  On a roll of 7-10, the contact is foreign.

Special: For each term as a Martial Artist, use INT instead of EDU when calculating income.  If more then one term is served, +1 to Civilian Occupation Initiative.

Mechanic/DC1 Pg.43 & PH2 Pg.50


There is not much romance or mystique to being a Mechanic, but people sure holler when they need one.  It is not everyone that can take a look at a piece of machinery, figure out what is wrong, and then fix it.  You can.  As long as humans use machines, then, you will have work to do.

Prerequisites: Mike social class and AGL 3+ or INT 3+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Electronics
	2
	Mechanic
	4

	Subsequent Terms (maximum of 6 levels)

	Bargain
	Lockpick
	Vehicle Use [1]

	Business
	Machinist [2]
	

	Electronics
	Mechanic
	

	NOTES: [1] – Motorcycle or wheeled only; [2] – GM addition..


Contacts: One per term, a specialist (SL8) in one of the skills listed above.  On a roll of 10, the contact is foreign.

Special: For each term as a Mechanic, use Mechanic SL instead of EDU when calculating income.

Medical Doctor/DC1 Pg.44 & PH2 Pg.50


For the past couple of centuries, doctoring has been a good gig with high pay and lots of perks.  Lately, there has been an increased demand for doctors with lots of knowledge and experience in emergency medicine and trauma.  It looks like business will remain good for a long time to come.

Prerequisites: Gnome social class and Medical School.

1. Undergraduate University


2. Medical School



3. Medical Doctor

Skills: The character receives the skills listed below for their First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Computer Operation
	1
	Persuasion
	1

	Medical
	1
	Psychology
	1

	Observation
	1
	
	

	Subsequent Terms (maximum of 4 levels)

	Business
	Leadership
	Persuasion

	Computer Operation
	Medical
	


Contacts: One per term, medical.  On a roll of 7-10, the contact is foreign.

Special: The first term is internship and residency, no Secondary Activities are allowed during this term.  For each additional term, doctors are allowed two Secondary Activities.  Doctors receive a medical bag free.  For each term as a Medical Doctor, use Medical SL instead of EDU when calculating income.

Mercenary/DC1 Pg.44


With the old superpowers cooling their heels after the corporate takeover, they are not able to watchdog the world's trouble spots as effectively any more.  As a result, the temperatures of brush wars has raised a number of degrees, and the countries involved are crying for someone to come and train their troops in modern warfare techniques.  Of course, part of training them is supplying them, so if you are sharp, it is pretty easy to make a lot of money really fast.  You just have to be careful to duck when bullets start flying.

Prerequisites: Mike social class, prior Military Occupation, and STR 4+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Bargain
	1
	Small Arms
	1

	Language
	1
	Stealth
	1

	Melee Combat
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Archery
	Leadership
	Survival [1]

	Climbing
	Luck
	Swimming

	Demolitions
	Medical
	Thrown Weapon

	Heavy Weapons
	Melee Combat
	Tracking

	Interrogation
	Small Arms
	Vehicle Use

	Language
	Stealth
	

	NOTES: [1] – GM addition.


Contacts: One per term, criminal, government, intelligence community, mercenary, or military.  On a roll of 6-10, the contact is foreign.

Special: Roll 1d10 once per term; on a roll of a 9, the character must spend the next term in a non-combat career, due to serious wounds; on a roll of 10, the PC is captured by the opposition and must spend the next term as Prisoner.  If more then one term is served, +1 to Civilian Occupation Initiative.

Merchant Marine/DC1 Pg.44


Even in this fast-paced world, there are some things that can afford to take days or weeks to get from place to place.  The bottom line is cost-effectiveness, and it is always going to be cheaper to move things by boat then by plane.  The life of a Merchant Marine involves some hard labor, but it also allows you a lot of time between ports to think.  Lately, one of the things you have been thinking about is the increase in piracy.  Target practice has become a daily drill on board many vessels, and a few have taken to mounting big guns in preparation for naval battles.  Of course, there are other things to think about, like the rumors of strange creatures that are beginning to circulate.  And the increasing number of "Overdue, presumed lost" entries in the Maritime News.

Prerequisites: Mike social class and CON 3+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Navigation
	1
	Vessel Use (Ship)
	3

	Swimming
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Business
	Leadership
	Survival (Ocean) [1]

	Computer Operation
	Machinist [1]
	Swimming

	Electronics
	Mechanic
	Vehicle Use

	Language
	Navigation
	Vessel Use

	NOTES: [1] – GM addition.


Contacts: One per term, business, law enforcement, or a specialist (PC's primary skill, SL8).  On a roll of 6-10, the contact is foreign.

Special: None.

Monk/DG5 Pg.9


More and more people are feeling increasingly frustrated and unable to cope with the stresses of life in the modern world.  Some turn within themselves for the answers.  Monasteries and other similar establishments provide the opportunity to spend time meditating and learning the answers to the question of life from deep within.

Prerequisites: Any social class and EMP 1+.

Skills: The character receives a +2 to EMP and the skills listed below for their First Term; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (+2 to EMP)

	Skill
	SL
	Skill
	SL

	Human Empathy
	3
	Willpower
	2

	Empathic Healing
	1
	
	

	Subsequent Terms (maximum of 7 levels)

	+1 to CHR
	Foreboding
	Project Emotion

	+1 to EMP
	Human Empathy
	Project Thought

	Animal Empathy
	Observation
	Willpower

	Empathic Healing
	Philosophy [1]
	

	NOTES: [1] – GM addition.


Contacts: One per term, empathic.  On a roll of 8-10, the contact is foreign.

Special: No secondary activities allowed.  For each term as a Monk, use EDU x $250 when calculating income.

Mystic/DC1 Pg.45 & PH2 Pg.51


You have always been more attuned to the nature of things than most people.  Lately, you have felt a sickness growing in the world, like a sort of psychic gangrene.  Even the common people, who are not as sensitive as you, are beginning to feel its pressure, and it adds to the world's problems, causing them to lash out in ever-increasing violence.  As a Mystic, you play the part of a psychic investigator.  Chances are that you will have some other type of occupation to support you during your investigation.  Teaching and writing careers are good choices, for example, because of their flexible schedules.

Prerequisites: Gnome social class and EMP 4+.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Foreboding
	3
	Human Empathy
	3

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Foreboding
	Project Emotion

	Animal Empathy
	Human Empathy
	Streetwise

	Business
	Observation
	Willpower

	Computer Empathy
	Persuasion
	


Contacts: One per term, empathic.  On a roll of 8-10, the contact is foreign.

Special: For each term as a Mystic, use CHR instead of EDU when calculating income.

Nomenklatura (Idle Rich)/DC1 Pg.45 & PH2 Pg.51


Nomenklatura is a Russian term referring to sons and daughters of Communist Party members, members of the privileged class guaranteed high-ranking jobs due to their family connections.  In today's vernacular, it refers to anyone from a wealthy, privileged group.  Nomenklatura, often called gnome or nomen, characters have almost unlimited funds.  However, they are also highly visible in the international jet set, which means that if you begin spending too much money financing odd groups of people; you are likely to draw unwanted attention.

Prerequisites: Gnome social class, CHR 8+, and Luck 6+.  In some cases, Mikes and Proles may select this career with GM’s Approval.

Skills: The character receives a total of six Skill Levels from any one or combination of the skills listed below for each term taken.

	Act/Bluff
	Horsemanship
	Scuba [2]

	Business
	Instruction
	Swimming

	Computer Operation
	Language
	Vehicle Use

	Fishing [2]
	Luck
	

	Foreboding [1]
	Persuasion
	

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: One per term, wealthy or government.  On a roll of 6-10, the contact is foreign.

Special: For each term as a Nomenklatura, use Luck SL instead of EDU, multiplied by 10 when calculating income.  This money does not represent the character's total value, but rather how much ready cash is available at the beginning of the campaign.  Also, at the beginning of each new adventure, the PC will have an additional amount of money available equal to Luck SL times $3000.

Out-Law Trader/DG14 Pg.70


Just like the Pony Express, you get the cargo through every time.  You know the Out-Law areas like the back of your scarred right hand, and you can get anything through to anywhere.  Whether it’s biker punks, freaked out survivalists or psycho cops, nothing stops your convoy.  You lead them through the wilderness, using the few safe towns and homesteads that thrive on hearing the news from people like you.  Food, medicine, spare parts for machines or people, if it needs to get from A to B you’re the guy to get it there.  And, if someone wants to know about the Out-Law, where to run and where to hide, no-one can beat you.  But things are getting worse out there.  Places have sprung up that are too weird to explain, even with all the toxic waste and the nukes around.  One of these days, you figure, the odds are going to get a little too uneven ... then it’s payback time!

Prerequisites: Mike social class.

Skills: The character receives the skills listed below for their First Term; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Heavy Weapons
	1
	Vehicle Use (Wheeled)
	3

	Small Arms
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Heavy weapons
	Melee Combat
	Small Arms

	Human Empathy [1]
	Navigation
	Survival

	Luck
	Observation
	Tracking

	Mechanic
	Pilot
	Vehicle Use

	NOTES: [1] – Requires EMP of ≥1; [2] – Fixed-Wing or Rotary; [3] – appropriate terrain to Out-Law.


Contacts: Two per term, business, criminal, government, law enforcement, or an Out-Law resident (GM’s choice).  On a roll of 8-10, the contact is foreign.

Special: None.

Paramedic/DC1 Pg.45


To your mind, the city streets have become a war zone.  Just to collect the wounded you have to carry firearms on the ambulance.  And body armor is standard-issue for ambulance teams nowadays.  One good thing about it all, though, you do not have to worry about a layoff.  Business is booming.

Prerequisites: Mike social class, Technical School and Medical 2+.

Skills: The character receives the skills listed below for their First Term; or Medical at SL1 and a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Biology
	1
	Medical
	2

	Computer Operation
	1
	Vehicle Use (Wheeled)
	2

	Subsequent Terms (Medical and a maximum of 5 levels)

	Biology
	Language
	Small Arms

	Computer Operation
	Melee Combat
	Vehicle Use (Wheeled)

	Human Empathy [1]
	Psychology
	

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, medical.  On a roll of 10, the contact is foreign.

Special: None.

Paraphysicist/DC1 Pg.46


As an expert in the workings of the human mind, you have become very interested in what have come to be called the empathic powers.  This field was once known as parapsychology, but as the laws governing their use have become better known, it has been rechristened as paraphysics.  You want to delineate the limits of those powers, to learn how they work, and to discover what has brought about their sudden upsurge in today's world.  But your interest has led you into a subject area you had never expected.  You have begun to find evidence of a psychic invasion sweeping the planet.  Now, you realize that the research you are doing is no longer merely simple interest and it may be the only thing that can save the world from the growing Darkness.

Prerequisites: Gnome social class and Psychiatrist.

1. Undergraduate University


2. Graduate University (M.A. in Psychology)



3. Medical School




4. Psychiatrist





5. Paraphysicist

Skills: The character receives the skills listed below for his First Term; or any one EMP-based skill at SL1 and a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Observation
	2
	Foreboding [1]
	1

	Human Empathy [1]
	1
	Willpower
	2

	Subsequent Terms (any one EMP skill and maximum of 5 levels)

	EMP Skills

	Animal Empathy [1]
	Foreboding [1]
	Project Emotion [1]

	Computer Empathy [1]
	Human Empathy [1]
	Project Thought [1]

	Empathic Healing [1]
	Plant Empathy [1,2]
	Willpower Drain [1]

	Other Skills

	Act/Bluff
	Instruction
	Observation

	Biology
	Interrogation
	Persuasion

	Chemistry
	Leadership
	Psychology

	Electronics
	Medical
	Willpower

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: One per term, medical, academic, or empathic.  On a roll of 7-10, the contact is foreign.

Special: For each term as a Paraphysicist, use EDU times two when calculating income.  Paraphysicist receive a paraphysicist field kit free.

Pirate/DG5 Pg.10


In the past, you would have plundered the Spanish Main.  Nowadays, speed and stealth are the prime tools of your trade.  You use powerboats to hit your targets hard and flee to international waters before the coastguards can intercept you.  Your treasure in these is high-tech goods, and even corporate secrets.  At least it is never dull!

Prerequisites: Prole social class and at least one Criminal contact.

Skills: The character receives the skills listed below for their First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat (Armed)
	1
	Swimming
	1

	Navigation
	1
	Vessel Use (Boat)
	2

	Observation
	1
	
	

	Subsequent Terms (Medical and a maximum of 6 levels)

	Climbing
	Mechanic
	Stealth

	Electronics
	Melee Combat [1]
	Swimming

	Heavy Weapons
	Navigation
	Thrown Weapon

	Lockpick
	Observation
	Vessel Use [2]

	Luck
	Small Arms
	

	NOTES: [1] – Armed or Unarmed; [2] – Boat or Ship.


Contacts: One per term, criminal or law enforcement.  On a roll of 7-10, the contact is foreign.

Special: For each term as a Pirate, roll 4d6 x $1000 when calculating income.  Roll an AVG INT check with a +2 bonus to INT once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.  If more then one term is served, +1 to Civilian Occupation Initiative.

Politician/DC1 Pg.46


In this increasingly complex world, pubic governance is becoming steadily more demanding.  No one is really qualified to make sense of things, but you believe that you are more qualified than most.  Most importantly, you are able to inspire faith in the masses, and with their backing you know you can achieve the changes necessary to set the world to rights.  But they will have to trust you to use that power wisely, because you cannot tell them what is really wrong.  If you were to tell the public about the "darkness", chances are the electorate would merely ridicule you, and you would certainly draw the attention of that "darkness".

Prerequisites: Gnome social class and CHR 8+.

Skills: The character receives the skills listed below for his First Term; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Leadership
	3
	Persuasion
	3

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Instruction
	Observation

	Bargain
	Language
	Persuasion

	Business
	Leadership
	

	Interrogation
	Luck
	


Contacts: Three per term, journalism, government, or military.  On a roll of 7-10, the contact is foreign.

Special: None.

Private Investigator/DC1 Pg.47 & PH2 Pg.53


It used to be you tracked down missing husbands and testified at divorce proceedings.  Sometimes you would get a real case investigating crimes the police had decided to let die.  Nowadays you track monsters in the sewers and investigate crimes that would get you an appointment with a psychiatrist, if you told anyone.  You are not sure exactly what is happening to the world, but you certainly intend to find out.

Prerequisites: Mike social class, INT 5+, and CHR 5+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Persuasion
	1

	Disguise
	1
	Small Arms (Pistol)
	1

	Observation
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Lockpick
	Small Arms (Pistol)

	Business
	Luck
	Stealth

	Disguise
	Melee Combat
	Streetwise

	Forgery
	Observation
	

	Interrogation
	Research [1]
	

	NOTES: [1] – GM addition.


Contacts: Two per term, criminal, law enforcement, or government.  On a roll of 9-10, the contact is foreign.

Special: None.

Professor/DC1 Pg.47 & PH2 Pg.53


Research is an essential part of your career, in many ways even more so than teaching.  Recent research you have done leads you to believe that there is something "alien and evil" manifesting itself in the world.  Perhaps more research will reveal to you how to combat it.

Prerequisites: Mike social class and Ph.D. in Specialty.

1. Undergraduate University


2. Graduate University (M.A. or M.S. in Specialty)



3. Graduate University (Ph.D. in Specialty)




4. Professor

Skills: The character receives the skills listed below for his First Term; or any a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Instruction
	3
	Persuasion
	1

	Language
	1
	Specialty [1]
	1

	Subsequent Terms (maximum of 5 levels)

	Instruction
	Leadership
	Specialty [1]

	Language
	Persuasion
	

	Observation
	Research [2]
	

	NOTES: [1] – See Graduate University "Majors" skill list; [2] – GM addition.


Contacts: Two per term, academic or government.  On a roll of 7-10, the contact is foreign.

Special: For each term, Professors are allowed two Secondary Activities.

Prole/DC1 Pg.47, PCBK Pg.8 & PH2 Pg.52


Prole also known as Corporate Welfare Recipient.  You used to be unemployed, homeless, and hungry.  Now you are just unemployed.  You live in a barracks or tiny apartment provided by a major corporation, you eat the daily rations they provide for you, you wear the clothes they give you, and you watch the television they pipe in.  All the corporation requires in return is that you sign a proxy allowing it to vote in your place in public elections.  All in all, it does not seem a bad exchange, but it is awfully boring, or would be if it were not for the gangs, gambling, and gin mills.  You also tend to meet a lot of strange people in the slums.

Prerequisites: Prole social class.

Skills: The character receives the skills listed below for his First Term; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Persuasion
	1

	Bargain
	1
	Streetwise
	2

	Observation
	1
	Willpower
	2

	Subsequent Terms (maximum of 7 levels)

	Act/Bluff
	Human Empathy [1]
	Persuasion

	Bargain
	Lockpick
	Pickpocket

	Computer Empathy [1]
	Luck
	Streetwise

	Empathic Healing [1]
	Melee Combat (unarmed)
	Willpower

	Foreboding [1]
	Observation
	

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term.  Roll 1d10; on a roll of 1-9 the contact is criminal; on a roll of 10 the contact is either government or journalist.  Roll a second 1d10; on a roll of 10, the contact is foreign.

Special: No Secondary Activities allowed and no income is received while a Prole, and any money earned in prior careers is forfeit (money earned afterward is not affected).

Psychiatrist/DC1 Pg.48


Stress in the modern world is extremely high, and many people are suffering mental breakdowns as a result.  Some of them lash out in violence. Adding to the stress.  Others begin to "see" strange things that have no place in the real world.  It is your job to help these people cope with their stress in a healthy manner.  The problem is, you are beginning to wonder if some of these strange visions might not be true.

Prerequisites: Gnome social class, M.A. in Psychology, and Medical School.

1. Undergraduate University


2. Graduate University (M.A. in Psychology)



3. Medical School




4. Psychiatrist

Skills: The character receives four Skill Levels from any one or combination the skills listed below for their First Term or any Subsequent Terms taken.

	Business
	Leadership
	Psychology

	Computer Operation
	Medical
	Willpower

	Instruction
	Observation
	

	Interrogation
	Persuasion
	


Contacts: One per term, specialist (psychology SL8) or medical.  On a roll of 8-10, the contact is foreign.  Alternatively, the GM may allow the contact to be a patient with an interesting background or link to the "darkness".

Special: For each term as a Psychiatrist, use EDU times three when calculating income.

Psychologist/GM Addition


Psychologists are the poor man's psychiatrists.  Because the stress in the modern world is extremely high, many people suffer mental breakdowns as a result.  Some of them lash out in violence, which adds to the stress.  While others begin to "see" strange things that have no place in reality.  It is your job to help these people cope with their stress in a healthy manner.  The problem is, you are beginning to wonder if some of these strange visions might not be true.

Prerequisites: Mike social class and M.A. in Psychology.

1. Undergraduate University


2. Graduate University (M.A. in Psychology)



3. Psychologist

Skills: The character receives four Skill Levels from any one or combination the skills listed below for his First Term or any Subsequent Terms taken.

	Business
	Interrogation
	Persuasion

	Computer Operation
	Leadership
	Psychology

	Instruction
	Observation
	Willpower


Contacts: One per term, specialist (psychology SL8).  On a roll of 9-10, the contact is foreign.  Alternatively, the GM may allow the contact to be a patient with an interesting background or link to the "darkness".

Special: None.

Psychic Test Subject/DC1 Pg.48


Here and there across the globe, clandestine labs to study psychic phenomena are being built by a number of different organizations.  You have been identified as manifesting high psychic potential and have been recruited or captured to become a test subject.  All sorts of stimuli are tried to bring your abilities to light; hypnosis, drug therapy, and electro-stimulus are just a few.  The result has been a rapid improvement in your empathic powers.  But you have learned a few things about medicine and psychology along the way, as well.

Prerequisites: GM's Approval, Mike or Prole social class, and EMP 5+.

Skills: The character receives the skills listed below for his First Term; or a total of eight Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Human Empathy
	3
	Willpower
	2

	Project Emotion
	2
	
	

	Subsequent Terms (maximum of 8 levels)

	Animal Empathy
	Human Empathy
	Project Emotion

	Computer Empathy
	Luck
	Project Thought

	Empathic Healing
	Medical
	Willpower

	Foreboding
	Observation
	Willpower Drain


Contacts: One per term, empathic, government, or medical.  On a roll of 9-10, the contact is foreign.

Special: Roll a CHR check each term, if the check fails the character must flee the lab, because he has been judged too uncontrollable to live.  Once a PC is forced to flee, he may never return to this career.  For each term as a Psychic Test Subject, use EMP instead of EDU when calculating income.  However, if the PC is forced to flee, he losses all income generated from all terms spent in this career.

Public Employee/DC1 Pg.48

Not everyone can have the cushy jobs.  Someone has to sort the mail, drive the school buses, make out city water bills, collect local taxes, staff the courts, and etcetera.  You are just happy to have a job at all, especially as this one provides you with both the money and time to pursue your hobbies.

Prerequisites: Mike social class.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Business
	2
	Computer Operation
	3

	Subsequent Terms (maximum of 6 levels)

	Business
	Instruction
	Persuasion

	Computer Operation
	Leadership
	Research [1]

	NOTES: [1] – GM addition.


Contacts: One per term, business or government.  On a roll of 10, the contact is foreign.

Special: Public Employees are allowed two Secondary Activities each term.

Records Manager/DG1 Pg.19


Despite most of the information in the world being electronic, there is still a large role to play for the Records Manager.  All large organizations have a lot of information that needs to be stored away for future reference, sometimes not to see the light of day for many, many years.  It is a boring job, but in the long term, very necessary.

Prerequisites: Mike social class, EDU 5+, and Business 3+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Business
	2
	Observation
	1

	Computer Empathy [1]
	1
	Leadership
	1

	Computer Operation
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Business
	Instruction
	Research [2]

	Computer Empathy [1]
	Leadership
	

	Computer Operation
	Observation
	

	NOTES: [1] – Requires EMP of ≥1; [2] – GM addition.


Contacts: Two per term, government or business.  On a roll of 10, the contact is foreign.

Special: A lot of very sensitive information is often stored away in archives because of government regulations.  The records manager sometimes has access to some of this information.  Remembering the details of the contents of the records in storage is a DIF Observation skill test, or an IMP INT attribute test.  All tests are +1 DL per term since the career was chosen.

Role Playing Game Designer/DG1 Pg.20


People need a sense of escapism these days.  It is because life has gotten so bad, that they need to feel important.  You write the games they play, helping them relieve the monotony of their otherwise drab lives.  It does not matter if it is fantasy, science fiction, or historical, people seem to still want to play, although Cyberpunk and Dark Future games seem to have gone a little out of vogue.

Prerequisites: Mike social class, INT 5+, and EDU 5+.

Skills: The character receives a +1 to EDU and the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (+1 to EDU)

	Skill
	SL
	Skill
	SL

	Act/Bluff
	2
	Luck
	1

	Computer Operation
	1
	Psychology
	1

	Instruction
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	+1 to EDU
	Computer Operation
	Psychology

	Act/Bluff
	Instruction
	Willpower

	Business
	Luck
	

	Bargain
	Persuasion
	


Contacts: One per term, business or academic.  On a roll of 10, the contact is foreign.

Special: None.

Secretary/DG11 Pg.33 (modified)


You fill many roles in the office; assistant, office worker, receptionist, supervisor, and etcetera.  You spend your days typing, filing, copying, and doing all the things that keep the lifeblood of the corporations, its paperwork, flowing.  It is not a very exiting and is hard work, but it is a job and a paycheck.  It even offers some perks.

Prerequisites: Mike social class and Computer Operation SL + Business SL = 4+.

Skills: The character receives the skills listed below for his First Term; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (+1 to EDU)

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Persuasion
	1

	Business
	2
	Psychology
	1

	Computer Operation
	3
	
	

	Subsequent Terms (maximum of 5 levels)

	Act/Bluff
	Computer Operation
	Persuasion

	Business
	Forgery
	Psychology

	Bargain
	Language
	

	Computer Empathy [1]
	Observation
	

	NOTES: [1] – Requires EMP of ≥1.


Contacts: Two per term, business or Specialist (SL8).  On a roll of 8-10, the contact is foreign.

Special: For each term as a Secretary, use Business SL instead of EDU when calculating income.  If the character has a Business SL of 4+, the character may make an IMP INT or CHR attribute check, whichever is higher, at the end of each term in an attempt to be promoted to Personal Secretary.  If successful, the character’s Subsequent Skill total increases to six; she gains an additional contact per term (the chance of a foreign contact increases to 7-10); and uses Business SL times $2000, instead of the above, when calculating income.

Security Officer/DG10 pg.22 (modified)


You are the corporations’ front line defense against the hostility of the streets and the prying eyes of the other corporations.  You are much more than a mere “rent-a-cop”, you are well trained and motivated by good pay.  The only problem is that you owe your loyalty, not to truth or justice, but to whatever the corporate line is on things.  You are the person hired to stand watch over the corporation’s vast robot cities and to check people’s passes at the entrances of all the corporations’ facilities.  In addition, you occasionally get to be used as a bouncer when the bosses really would not like a gate crasher attending.  It is not much but at least you’re drawing a paycheck.

Prerequisites: Mike social class, AGL 4+, and no criminal record.

Skills: The character receives the skills listed below for his First Term; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Interrogation [1]
	1
	Observation
	2

	Melee Combat (Armed)
	1
	Streetwise
	1

	Subsequent Terms (maximum of 5 levels)

	Act/Bluff [1]
	Interrogation
	Psychology

	Bargain
	Language
	Small Arms

	Business
	Lockpick
	Stalking

	Computer Operation
	Medical [1]
	Stealth

	Electronics
	Melee Combat
	Streetwise

	Forensics [1]
	Observation
	Tracking

	Forgery
	Persuasion
	

	NOTES: [1] – GM addition.


Contacts: One per term, business, law enforcement, criminal, or Specialist (SL8).  On a roll of 10, the contact is foreign.

Special: Security Officers are allowed two Secondary Activities per term.  For each term as an Enforcement Officer, use Streetwise SL times $500 when calculating income.  If the character has an AGL of 5+, the character may make an IMP INT or CHR attribute check, whichever is higher, at the end of each term in an attempt to be promoted to Enforcement Officer.  If successful, the character receives Small Arms at SL1 and his Subsequent Skill total increases to six; he gains an additional contact per term (the chance of a foreign contact increases to 9-10); and uses Streetwise SL instead of EDU when calculating income.  If the character has been promoted to an Enforcement Officer and has an INT of 6+, the character may make an IMP INT or CHR attribute check, whichever is higher, at the end of each term in an attempt to be promoted to Investigation Officer.  If successful,  the character receives Forensics at SL2, his chance of a foreign contact increases to 8-10, and uses Observation SL times $1500 when calculating income.

Smuggler/DG1 Pg.20


People will always want things they cannot normally get.  Sometimes this is because you just cannot get the thing they are looking for.  Normally, though, it is because the sought after item is illegal for whatever reason.  That is where you come in.  You excel at moving goods from one side of a line to the other.  This can be across the border of a country or may be as simple as smuggling illegal goods into a corporate enclave.

Prerequisites: Mike or Prole social class and INT 5+.

Skills: The character receives Vehicle Use (Motorcycle or Wheeled) or Vessel Use (Any) or Pilot (Fixed-Wing or Rotary) at SL3 (The character can choose how they operate as a smuggler, be it land, sea or air based) and the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	1
	Luck
	2

	Bargain
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Luck
	Streetwise

	Business
	Mechanic
	Small Arms

	Bargain
	Observation
	Vehicle Use

	Computer Operation
	Persuasion
	Vehicle Use

	Language
	Pilot
	


Contacts: Two per term, criminal, business, or law enforcement.  On a roll of 9-10, the contact is foreign.

Special: For each term as a Smuggler, use Luck SL instead of EDU when calculating income.  Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

State/Local Law Enforcement/DC1 Pg.48 & PH2 Pg.54


It takes a tough cop to keep the locals in line in today's world and that is where you come in.  You have worked hard to establish a reputation as a hard-bitten officer who is tough but fair.  You are proud to think of yourself as a peace officer, someone who not only enforces the law, but who also defuses confrontations before they escalate into violence.  The trouble is, out-of-towners do not know your reputation.  With them you have to prove yourself anew in each encounter.  And you resent the added trouble they bring to your beat.  Often as not, you will use the least pretext to send them packing back where they came from.

Prerequisites: Mike social class and no prison record.

Skills: The character receives the skills listed below for his First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Interrogation 
	2
	Small Arms (Pistol)
	2

	Observation
	2
	
	

	Subsequent Terms (maximum of 4 levels)

	Computer Operation
	Leadership
	Stalking

	Forensics [1]
	Melee Combat
	Stealth

	Instruction
	Observation
	Tracking

	Interrogation
	Research [1]
	Vehicle Use (Wheeled)

	Language
	Small Arms
	

	NOTES: [1] – GM addition.


Contacts: One per term, criminal.  On a roll of 10, the contact is foreign.

Special: If more then one term is served, +1 to Civilian Occupation Initiative.

Street Walker/DG10 Pg.23 (modified)


You are a member of the “oldest profession” plying your trade on the streets or in brothels trying to make a living off of Proles and Mikes.  It is not a good profession but you have to do something to survive.  If you are lucky, you work for an “escort” service and are paid by the mega-corporations to attend to the needs of its executives and visiting VIPs.

Prerequisites: Prole social class and CHR 4+.

Skills: The character receives the skills listed below for his First Term; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	2
	Psychology
	1

	Observation
	1
	Streetwise
	1

	Persuasion
	1
	
	

	Subsequent Terms (maximum of 4 levels)

	Act/Bluff
	Foreboding [1]
	Persuasion

	Business
	Human Empathy [1]
	Psychology

	Disguise
	Language
	Streetwise

	Forgery
	Observation
	Willpower

	NOTES: [1] – Requires EMP of ≥1.


Contacts: One per term, business, law enforcement, or Criminal.  On a roll of 9-10, the contact is foreign.

Special: If the character has a CHR of 7+, the character may make an IMP CHR attribute check at the beginning of the term in an attempt to be hired by an escort service.  If successful, the Street Walker gains an additional contact per term (the chance of a foreign contact increases to 6-10), uses CHA times $2500 when calculating income, and must make a DIF CHR attribute check at the end of each term to stay employed.  Street Walkers are allowed two Secondary Activities per term.  For each term as a Street Walker, use Act/Bluff SL instead of EDU when calculating income.    Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be a Punishment Term.

Taxi Driver/DG1 Pg.18 (modified)


Even in this day and age, people still need to catch a cab sometimes to get where they are going.  Some people even do it regularly, especially in the big cities, where it is not practical to own their own cars.  People talk to taxi drivers a lot, or perhaps taxi drivers talk to people a lot.  Almost everyone who gets in your cab has a story, and some of them are crazy.  And because they are so common, a taxi driver gets to see a lot of different things that are happening in a city.  And now there are things out there reveling in the filth and the dark.  Used to be that you could handle any punk in the back of the cab with a Billy club and some Mace.  Nowadays you have an inch of bullet-proof glass between you and your passengers.  Some day you are going to start driving and keep going until you reach Alaska or someplace, but until then the street is where you live.

Prerequisites: Mike social class and AGL 4+.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Navigation
	2
	Streetwise
	2

	Observation
	1
	Vehicle Use (Wheeled)
	2

	Subsequent Terms (maximum of 6 levels)

	Bargain
	Navigation
	Streetwise

	Language
	Observation
	Vehicle Use (Wheeled)

	Melee Combat [1]
	Persuasion [1]
	Willpower [1]

	Mechanic
	Small Arms
	

	NOTES: [1] – GM addition.


Contacts: Three per term, of any type.  On a roll of 8-10, the contact is foreign..

Special: Taxi Drivers are allowed two secondary activities per term.  For each term as a Taxi Driver, use CHR instead of EDU when calculating income.

Troubleshooter/DG10 pg.21


You are the one the corporations call when a disgruntled employee disappears with company secrets or when one of its research experiments escapes into the night terrorizing the local population.  You are the ultimate in the Security field, doing well enough to be able to freelance your talents to whichever corporation has a problem they need you to solve.  You have proven that you are capable of handling yourself in all kinds of situations.  Yet, due to your cost, the corporations only bring you in as a last resort and then, usually, only when things have really gotten out of hand.  When your phone rings it could only mean one thing - major trouble.

Prerequisites: Mike social class; Government Agent, Federal Law Enforcement, or prior Military Occupation (Elite Forces Officer); and INT 7+.

1. Undergraduate University


2. Government Agent



3. Troubleshooter

1. Undergraduate University or National Military Academy


2. Military Elite Forces Officer



3. Troubleshooter

1. Undergraduate University


2. Law School



3. Federal Law Enforcement




4. Troubleshooter

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Interrogation
	1
	Persuasion
	1

	Luck
	1
	Streetwise
	1

	Observation
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Act/Bluff
	Language
	Psychology

	Bargain
	Lockpick
	Small Arms

	Business
	Luck
	Stalking

	Computer Operation
	Medical
	Stealth

	Electronics
	Melee Combat
	Streetwise

	Forgery
	Observation
	Tracking

	Interrogation
	Persuasion
	


Contacts: Two per term, any.  On a roll of 7-10, the contact is foreign.

Special: Troubleshooters are allowed two Secondary Activities per term.  For each term as a Troubleshooter, use Bargain SL times $5000 when calculating income.

Truck Driver/DC1 Pg.49


As an independent operator, you have been all over the nation.  In those travels, you have seen some really weird things and learned to deal with strange customs.  Most of the time, you haul loads for small companies struggling to survive in the shadow of the monolithic megacorporations.  But sometimes those same megacorporations will contract an independent to supplement their own fleets on a particular run.  For them, it is cost effectiveness; and for you, it is a windfall – for as long as it lasts.

Prerequisites: Mike social class and AGL 4+.

Skills: The character receives the skills listed below for his First Term; or the skills listed below for Subsequent Terms for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Mechanic
	2
	Navigation
	2

	Melee Combat
	1
	Vehicle Use (Wheeled)
	2

	Subsequent Terms

	Bargain
	1
	Streetwise
	1

	Mechanic
	1
	Vehicle Use (Wheeled)
	1

	Navigation
	1
	
	


Contacts: One per term, specialist (mechanic, SL8) or law enforcement.  On a roll of 10, the contact is foreign.

Special: Truck Drivers are allowed two Secondary Activities per term.

Underground Empath/PCBK Pg.7 & PH2 Pg.55


You always knew that there was something special about you, but it was not until late adolescence that you fully realized the extent of your empathic powers.  Although the novelty of those powers, and the temptation to use them for your own benefit was sometimes irresistible you also became aware of an alien, evil mind at work behind the scene of things.  Sometimes you would simply catch empathic hints of something sinister of weird.  However, there were times when you felt a sudden flood of thoughts and emotions so alien, and so overpoweringly evil, that you were left sweating and gasping for breath.  And sometimes you realized, this mind was aware of you as well.  You were frightened, but you also felt something else.  You began to realize that the power you were born with carried responsibilities as well.  When a member of the Underground contacted you, it did not take much to persuade you to join.  Since then you have learned even more about your powers, and the menace threatening the human race.  Now you are ready to take a more active part in the battle against the alien evil.

Prerequisites: GM's Approval, Mike or Prole social class, EMP 6+, and at least one empathic contact.

Skills: The character receives the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term

	Skill
	SL
	Skill
	SL

	Foreboding
	2
	Streetwise
	1

	Human Empathy
	1
	Willpower
	2

	Stealth
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Animal Empathy
	Luck
	Small Arms

	Computer Empathy
	Melee Combat
	Stealth

	Demolitions
	Observation
	Streetwise

	Empathic Healing
	Plant Empathy [1]
	Willpower Drain

	Foreboding
	Project Emotion
	

	Human Empathy
	Project Thought
	

	NOTES: [1] – GM addition.


Contacts: One per term, empathic.  On a roll of 7-10, the contact is foreign.

Special: One or more foreign contacts may be converted to ET contacts (GM's discretion).  If this career is chosen, the character may only select the Empathy Mustering Out option.

Vigilante/DG14 Pg.69


You grew up hiding from the gangs on the street outside, swearing you would live a better life than your parents had to put up with.  When you got old enough you started working out, building your body up and honing your street fighting skills, until you felt ready enough to take the war to them.  Now, that is what you do.  Whether alone or with a group of like-minded citizens who have had enough, you strive to make your neighborhood a safer place to live ... a place to call home.  But the streets are getting stranger, as if they could.  There are places out there that are whispered about, where even the toughest gangs fear to tread, and if anything that bad is on your patch you are just the kind of guy to send it home in a hefty bag.

Prerequisites: Prole social class, STR 5+, AGL 5+, and Melee Combat 4+.

Skills: The character receives a +1 to AGL or +1 to STR and the skills listed below for his First Term; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" below for each additional term taken.  Alternatively, for each two Skill Levels not taken from "Group A", one bonus may be taken from "Group B".

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat
	3
	Streetwise
	2

	Small Arms
	2
	
	

	Subsequent Terms (maximum of 6 levels)

	Group A

	Leadership
	Small Arms
	Streetwise

	Melee Combat
	Stalking
	Thrown Weapon

	Observation
	Stealth
	Willpower

	Group B

	+1 to AGL
	+1 to CON
	+1 to STR


Contacts: Two per term, criminal, journalist, or law enforcement.  On a roll of 8-10, the contact is foreign.

Special: If more than one term is served, +1 to Civilian Occupation initiative.

Military Occupations
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The following material provides an overview of the armed forces of the United Sates.  Players can use this information to create equivalent foreign military characters, as well, by merely choosing the skills that seem appropriate.  Note that Basic Military Training is included in the first term in any military career; it does not require an additional term.  Certain careers have minimum attribute or skill requirements (prerequisites) for admission that may be in addition to any prerequisite careers.

Military Rank/DC1 Pg.19 & PH2 Pg.19


Characters who spend more than one term in a military career may receive a promotion to a higher rank for each term.  To determine if a PC is promoted, make an AVG roll versus INT (graduates of a Military Academy are granted a -1 bonus, PCs that have changed military branches receive a +2 penalty).  Success means that the character is promoted to the next higher grade.  See the appropriate table below.

Enlisted Rank (Grade)
Officer Rank (Grade)

Air Force

Airman (E-1)
2nd Lieutenant (O-1)

Sergeant (E-2)
1st Lieutenant (O-2)

Staff Sergeant (E-3)
Captain (O-3)

Technical Sergeant (E-4)
Major (O-4)

Master Sergeant (E-5)
Lieutenant Colonel (O-5)

Senior Master Sergeant (E-6)
Colonel (O-6)

Chief Master Sergeant (E-7)
General (O-7)

Army

Private (E-1)
2nd Lieutenant (O-1)

Corporal (E-2)
1st Lieutenant (O-2)

Sergeant (E-3)
Captain (O-3)

Staff Sergeant (E-4)
Major (O-4)

Sergeant 1st Class (E-5)
Lieutenant Colonel (O-5)

Master Sergeant (E-6)
Colonel (O-6)

Sergeant Major (E-7)
General (O-7)

Marines

Private (E-1)
2nd Lieutenant (O-1)

Corporal (E-2)
1st Lieutenant (O-2)

Sergeant (E-3)
Captain (O-3)

Staff Sergeant (E-4)
Major (O-4)

Gunnery Sergeant (E-5)
Lieutenant Colonel (O-5)

Master Sergeant (E-6)
Colonel (O-6)

Sergeant Major (E-7)
General (O-7)

Navy

Seaman (E-1)
Ensign (O-1)

Petty Officer 3rd Class (E-2)
Lieutenant Junior Grade (O-2)

Petty Officer 2nd Class (E-3)
Lieutenant (O-3)

Petty Officer 1st Class (E-4)
Lieutenant Commander (O-4)

Chief Petty Officer (E-5)
Commander (O-5)

Senior Chief Petty Officer (E-6)
Captain (O-6)

Master Chief Petty Officer (E-7)
Admiral (O-7)

Reserves/DC1 Pg.19 & PH2 Pg.19


A character that completes one for more full terms of active duty with the armed forces may leave the active armed forces and enter the appropriate reserve component.  PCs may also enter the Reserves through ROTC while selecting an Education career.  While in the Reserves, the PC may be active or inactive, at the player's option.  This decision is made separately each career term.

Inactive: An inactive reservist retains his previous rank.  He does not roll for promotion nor does he receive any additional skills.

Active: An active reservist counts his service as his Secondary Activity for his main career term.  He rolls for promotion normally.  He receives one skill level from the list of the Subsequent Term Skills list for his military career.  If the reserve service is through ROTC, then use the United States Army, Regular Forces, Officer Subsequent Term Skills list

UNITED STATES AIR FORCE


The U.S. Air Force (USAF) was originally part of the U.S. Army, but it became its own distinct service after World War II.  Its primary function is to provide fixed-wing combat and support aircraft in support of all branches of the armed forces.  The USAF's squadrons and support units include people trained in highly specialized careers, including Administration, Aircraft maintenance (flight line and support), Air traffic control, Law Enforcement, Engineering, Medical, Military Intelligence, Special Forces (Special Operations and Air Rescue), and Support.  For simplicity, these various arms have been collapsed into one group.  Players should choose skills for their characters to reflect the particular Air Force Specialty Codes (AFSC) they have chosen for their PCs.  For example, an aircraft crew chief would concentrate on Mechanic and Electronics rather than on something like Small Arms.

Basic Training Prerequisites: Any social class.

Basic Training Skills: The character receives the skills listed below as part of his First Term.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat (Unarmed)
	1
	Swimming
	1

	Small Arms
	1
	Thrown Weapon
	1


Basic Training Special: Characters with both an INT and EDU of 7+ may enter Officer Training School (OTS).  If so, they receive Leadership at SL1, are commissioned as a 2nd Lieutenant, and then conduct their first term as an Officer.

Enlisted Airman/DC1 Pg.53, PH2 Pg.59 & GM Addition


The USAF's squadrons and support units include people trained in highly specialized careers, including Administration, Aircraft maintenance (flight line and support), Air traffic control, Law enforcement, Engineering, Medical, Military Intelligence, Special Forces (Special Operations and Air Rescue), Support, and etcetera.

Supplemental Prerequisites: None.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Electronics
	2
	Mechanic
	2

	Subsequent Terms (maximum of 5 levels) [1]

	Computer Operation [2]
	Language [2]
	Parachute

	Demolitions [2]
	Leadership
	Photography [2]

	Electronics
	Mechanic
	Small Arms

	Engineer [2]
	Medical [2]
	Vehicle Use (Wheeled)

	Instruction
	Meteorology [2]
	Willpower [2]

	Interrogation
	Navigation [2]
	

	NOTES: [1] – Pilot has bee removed, there are no enlisted pilots in the USAF; [2] – GM addition.


Contacts: One per term, military.  On a roll of 9-10, the contact is foreign.

Special: None.

Air Force Officer/GM Addition


The USAF's squadrons and support units include people trained in highly specialized careers, including Administration, Aircraft Maintenance (flight line and support), Air Traffic Control, Law Enforcement, Engineering, Medical, Military Intelligence, Special Forces (Special Operations and Air Rescue), Support, and etcetera.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OTS.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their characters to reflect the particular Air Force Specialty Codes (AFSC) they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Business
	2
	Leadership
	2

	Computer Operation
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Business
	Interrogation
	Navigation

	Computer Operation
	Language
	Observation

	Electronics
	Leadership
	Small Arms

	Engineer
	Mechanic
	Vehicle Use (Wheeled)

	Forensics [1]
	Medical
	Willpower

	Instruction
	Meteorology [1]
	

	NOTES: [1] – GM addition.


Contacts: Two per term, military.  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.

Air Force Pilot (Officer)/DC1 Pg.53 & PH2 Pg.60


Air Force Pilots are specialized officers.  They are the pilots (fighter pilots, helicopter pilots, and etcetera) of the USAF.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OTS; and AGL 6+.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Navigation
	2
	Pilot (Fixed-wing or Rotary)
	4

	Subsequent Terms (maximum of 6 levels)

	Instruction
	Observation
	Small Arms

	Leadership
	Parachute
	Survival [2]

	Mechanic
	Persuasion
	

	Navigation
	Pilot [1]
	

	NOTES: [1] – Fixed-wing or rotary; [2] – GM addition.


Contacts: Two per term, specialist (pilot, SL8).  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.

UNITED STATES ARMY


The U.S. Army is made up of several specialized arms, including Armor, Artillery, Aviation, Engineers, Infantry (which includes Airborne and Rangers), Medical, Military Intelligence, Special Forces, and Support.  For simplicity, these various arms have been collapsed into two major groups: Elite Forces and Regular Forces.  Players should choose skills for their characters to reflect the particular Military Occupational Specialty (MOS) they have chosen for their PCs.  For example, a Medic would concentrate on Medical and Biology rather than on something like Heavy Weapons.

Basic Training Prerequisites: Any social class.

Basic Training Skills: The character receives the skills listed below as part of his First Term.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat (Unarmed)
	2
	Stealth
	1

	Small Arms (Rifle)
	2
	Thrown Weapon
	1


Basic Training Special: Characters with both an INT and EDU of 7+ may enter Officer Corps School (OCS).  If so, they receive Leadership at SL1, are commissioned as a 2nd Lieutenant, and then conduct their first term as an Officer.

Elite Forces, Enlisted/DC1 Pg.49


Elite Forces is a generic term that includes the specialized infantry groups (Airborne, Rangers, and Mountain), and Special Forces (Green Berets, and Delta Force).

Supplemental Prerequisites: STR + CON + AGL = 17+.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their PCs to reflect the particular MOS they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Heavy Weapons
	1
	Small Arms
	2

	Melee Combat (Unarmed)
	2
	Thrown Weapon
	1

	Navigation
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Climbing
	Navigation
	Survival [1]

	Demolitions
	Observation
	Swimming

	Heavy Weapons
	Parachute
	Thrown Weapon

	Interrogation
	Scuba [1]
	Tracking

	Language
	Small Arms
	Vehicle Use

	Leadership
	Stealth
	Vessel Use (boat)

	Melee Combat
	Stalking
	Willpower

	NOTES: [1] – GM addition.


Contacts: One per term, military.  On a roll of 8-10, the contact is foreign.

Special: If more then one term is served, +1 to Military Occupation Initiative.

Elite Forces, Officer/DC1 Pg.50


Elite Forces is a generic term that includes the specialized infantry groups (Airborne, Rangers, and Mountain), and Special Forces (Green Berets).

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS; and STR + CON + AGL = 15+.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" and a total of two Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group B" below for each additional term taken.  Players should choose skills for their PCs to reflect the particular MOS they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Leadership
	2
	Small Arms
	1

	Melee Combat (Unarmed)
	2
	Thrown Weapon
	1

	Navigation
	1
	
	

	Subsequent Terms (maximum of 5 and 2 levels)

	Group A

	Business
	Leadership
	Psychology

	Climbing
	Melee Combat
	Small Arms

	Computer Operation
	Navigation
	Stealth

	Interrogation
	Observation
	Survival [1]

	Language
	Parachute
	Willpower

	Group B

	Demolitions
	Scuba [1]
	Thrown Weapon

	Engineer
	Swimming
	Vehicle Use

	Heavy Weapons
	Pilot (Rotary) [1]
	Vessel Use (boat)

	NOTES: [1] – GM addition.


Contacts: Two per term, military.  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.  If more then one term is served, +1 to Military Occupation Initiative.

Regular Forces, Enlisted/DC1 Pg.49 & PH2 Pg.56


The Regular Forces are made up of several specialized arms, including Armor, Artillery, Aviation, Engineers, Infantry, Medical, Military Intelligence, and Support.

Supplemental Prerequisites: None.

Skills: The character receives a total of four Skill Levels from any one or combination of the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their PCs to reflect the particular MOS they have chosen for their PCs.

	First Term (maximum of 4 levels, in addition to Basic Training Skills)

	Bargain
	Heavy Weapons
	Small Arms

	Climbing
	Mechanic
	Stealth

	Computer Operation
	Medical
	Thrown Weapons

	Demolitions
	Melee Combat
	Vehicle Use

	Electronics
	Navigation
	

	Engineer
	Observation
	

	Subsequent Terms (maximum of 4 levels)

	Bargain
	Language
	Stealth

	Climbing
	Leadership
	Stalking

	Computer Operation
	Machinist [1]
	Swimming

	Demolitions
	Mechanic
	Thrown Weapon

	Electronics
	Medical
	Tracking

	Engineer
	Melee Combat
	Vehicle Use

	Gunsmith [1]
	Navigation
	Vessel Use (boat)

	Heavy Weapons
	Observation
	Willpower

	Instruction
	Parachute
	

	Interrogation
	Small Arms
	

	NOTES: [1] – GM addition.


Contacts: One per term, military.  On a roll of 8-10, the contact is foreign.

Special: None.

Regular Forces, Officer/DC1 Pg.50 & PH2 Pg.57


The Regular Forces are made up of several specialized arms, including Armor, Artillery, Aviation, Engineers, Infantry, Medical, Military Intelligence, and Support.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of three Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" and a total of two Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group B" below for each additional term taken.  Players should choose skills for their PCs to reflect the particular MOS they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Leadership
	2
	Willpower
	1

	Observation
	1
	
	

	Subsequent Terms (maximum of 3 and 2 levels)

	Group A

	Business
	Leadership
	Parachute

	Climbing
	Medical
	Psychology

	Computer Operation
	Melee Combat
	Small Arms

	Interrogation
	Navigation
	Stealth

	Language
	Observation
	Willpower

	Group B

	Demolitions
	Mechanic
	Vehicle Use

	Engineer
	Pilot (Rotary) [1]
	Vessel Use (boat)

	Forensics [1]
	Swimming
	

	Heavy Weapons
	Thrown Weapon
	

	NOTES: [1] – GM addition.


Contacts: Two per term, military.  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.

UNITED STATES MARINE CORPS


The members of the United States Marine Corps (USMC) are warriors who serve as the aggressive tip of the U.S. military spear.  The USMC is a smaller, more dynamic force than any others in the American arsenal, and the only forward-deployed force designed for expeditionary operations by air, land, or sea.  The Marine Corps motto that describes their commitment, Semper Fidelis or "Semper Fi" ("Always Faithful").  The USMC is the ground forces of the U.S. Navy.  They are used primarily for amphibious operations, but are also a rapid deployment force.  They are made up of several specialized arms, including Armor, Artillery, Aviation, Engineers, Infantry, Medical, Special Forces, and Support.  For simplicity, these various arms have been collapsed into two major groups: Elite Marines and Regular Marines.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.  For example, a tanker would concentrate on Vehicle Use (Heavy), Mechanic, and Heavy Weapons rather than on something like Medical.

Basic Training Prerequisites: Any social class, STR + CON + AGL = 15+, and no prison record.

Basic Training Skills: The character receives the skills listed below as part of his First Term.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat (Armed)
	1
	Swimming
	1

	Melee Combat (Unarmed)
	1
	Thrown Weapon
	1

	Small Arms (Rifle)
	2
	
	


Basic Training Special: Characters with both an INT and EDU of 7+ may enter Officer Corps School (OCS).  If so, they receive Leadership at SL1, are commissioned as a 2nd Lieutenant, and then conduct their first term as an Officer.

Elite Marines, Enlisted/DC1 Pg.51 & GM Addition


Elite Marines is a generic term that includes specialized groups such as Recon, Force Recon, Marine Raider, and Marine Sniper.

Supplemental Prerequisites: STR + CON + AGL = 17+ and no prison record.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of six Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Heavy Weapons
	1
	Small Arms
	2

	Melee Combat (Unarmed)
	2
	Thrown Weapon
	1

	Navigation
	1
	
	

	Subsequent Terms (maximum of 6 levels)

	Climbing
	Navigation
	Swimming

	Demolitions
	Observation
	Survival [2]

	Heavy Weapons
	Parachute
	Thrown Weapon

	Interrogation
	Scuba [1]
	Tracking

	Language
	Small Arms
	Vehicle Use

	Leadership
	Stealth
	Vessel Use [1]

	Melee Combat
	Stalking
	Willpower

	NOTES: [1] – Boat or hovercraft; [2] – GM addition.


Contacts: One per term, military.  On a roll of 8-10, the contact is foreign.

Special: If more then one term is served, +1 to Military Occupation Initiative.

Elite Marines, Officer/DC1 Pg.51 & GM Addition


Elite Marines is a generic term that includes specialized groups such as Recon, Force Recon, Marine Raider, and Marine Sniper.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS; STR + CON + AGL = 17+; and no prison record.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" and a total of two Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group B" below for each additional term taken.  Players should choose skills for their PCs to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Leadership
	2
	Small Arms
	1

	Melee Combat (Unarmed)
	2
	Thrown Weapon
	1

	Navigation
	1
	
	

	Subsequent Terms (maximum of 5 and 2 levels)

	Group A

	Business
	Melee Combat
	

	Climbing
	Navigation
	Small Arms

	Computer Operation
	Observation
	Stealth

	Interrogation
	Parachute
	Survival [2]

	Language
	Psychology
	Swimming

	Leadership
	Scuba [2]
	Willpower

	Group B

	Demolitions
	Pilot (Rotary)
	Vessel Use [1]

	Engineer
	Thrown Weapon
	

	Heavy Weapons
	Vehicle Use
	

	NOTES: [1] – Boat or hovercraft; [2] – GM addition.


Contacts: Two per term, military.  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.  If more then one term is served, +1 to Military Occupation Initiative.

Marine Pilot (Officer)/GM Addition


Marine Pilots are specialized Marine officers.  They are the fighter and/or helicopter pilots of the USMC.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS; STR + CON + AGL (minimum AGL is 8) = 15+; and no prison record.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of three Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Pilot (Fixed-wing or Rotary)
	6
	Navigation
	1

	Subsequent Terms (maximum of 3 levels)

	Instruction
	Navigation
	Small Arms

	Leadership
	Observation
	Swimming [2]

	Mechanic
	Persuasion
	Survival [2]

	Melee Combat
	Pilot [1]
	

	NOTES: [1] – Fixed-wing or rotary; [2] – GM addition.


Contacts: Three per term, military or specialist (pilot, SL8).  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.

Regular Marines, Enlisted/DC1 Pg.51 &GM Addition


The Regular Marines are made up of several specialized arms, including Armor, Artillery, Aviation, Engineers, Infantry, Medical, Military Intelligence, and Support.

Supplemental Prerequisites: STR + CON + AGL = 15+ and no prison record.

Skills: The character receives a total of four Skill Levels from any one or combination of the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of four Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their PCs to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (maximum of 4 levels, in addition to Basic Training Skills)

	Bargain
	Heavy Weapons
	Small Arms

	Climbing
	Mechanic
	Stealth

	Computer Operation
	Medical
	Swimming

	Demolitions
	Melee Combat
	Thrown Weapons

	Electronics
	Navigation
	Vehicle Use

	Engineer
	Observation
	

	Subsequent Terms (maximum of 4 levels)

	Bargain
	Interrogation
	Stealth

	Climbing
	Language
	Stalking

	Computer Operation
	Leadership
	Swimming

	Demolitions
	Mechanic
	Thrown Weapon

	Electronics
	Medical
	Tracking

	Engineer
	Melee Combat
	Vehicle Use

	Gunsmith [1]
	Navigation
	Vessel Use [1]

	Heavy Weapons
	Observation
	Willpower

	Instruction
	Small Arms
	

	NOTES: [1] – Boat or hovercraft; [2] – GM addition.


Contacts: One per term, military.  On a roll of 8-10, the contact is foreign.

Special: None.

Regular Marines, Officer/DC1 Pg.51 & GM Addition


The Regular Marines are made up of several specialized arms, including Armor, Artillery, Aviation, Engineers, Infantry, Medical, Military Intelligence, and Support.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS; STR + CON + AGL = 15+; and no prison record.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of three Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" and a total of two Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group B" below for each additional term taken.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Leadership
	2
	Small Arms
	1

	Observation
	1
	Willpower
	1

	Subsequent Terms (maximum of 3 and 2 levels)

	Group A

	Business
	Leadership
	Small Arms

	Climbing
	Melee Combat
	Stealth

	Computer Operation
	Navigation
	Swimming

	Interrogation
	Observation
	Willpower

	Language
	Psychology
	

	Group B

	Demolitions
	Mechanic
	Vehicle Use

	Engineer
	Pilot (Rotary)
	Vessel Use [1]

	Heavy Weapons
	Thrown Weapon
	

	NOTES: [1] – Boat or hovercraft.


Contacts: Two per term, military.  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.

UNITED STATES NAVY


The mission of the United States Navy (USN) is to maintain, train, and equip combat-ready naval forces capable of winning wars, deterring aggression, and maintaining freedom of the seas.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.  For example, a navigator would concentrate on Computer Operation and Navigation rather than on something like Heavy Weapons.

Basic Training Prerequisites: Any social class.

Basic Training Skills: The character receives the skills listed below as part of his First Term.

	First Term

	Skill
	SL
	Skill
	SL

	Melee Combat (Unarmed)
	1
	Swimming
	2

	Small Arms (Rifle)
	1
	Vessel Use (Boat or Ship)
	2


Basic Training Special: Characters with both an INT and EDU of 7+ may enter Officer Corps School (OCS).  If so, they receive Leadership at SL1, are commissioned as an Ensign, and then conduct their 1st term as an Officer.

Enlisted Seaman/DC1 Pg.51 & PH2 Pg.58


Naval forces are made up of several specialized careers including Gunnery, Aviation, Engineers, Medical, Military Intelligence, Support, and etcetera.

Supplemental Prerequisites: None.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of five Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Heavy Weapons
	2
	Mechanic
	1

	Subsequent Terms (maximum of 5 levels)

	Computer Operation
	Machinist [1]
	Observation

	Electronics
	Mechanic
	Small Arms

	Heavy Weapons
	Medical
	Swimming

	Instruction
	Melee Combat
	Vessel Use

	Language
	Meteorology [1]
	Willpower

	Leadership
	Navigation
	

	NOTES: [1] – GM addition.


Contacts: One per term, military.  On a roll of 8-10, the contact is foreign.

Special: None.

Naval Aviator (Officer)/DC1 Pg.52 & PH2 Pg.59


Naval Aviators are specialized naval officers.  They are the pilots (fighter pilots, helicopter pilots, and etcetera) of the USN.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS; and AGL 8+.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of three Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Navigation
	1
	Pilot (Fixed-wing or Rotary)
	6

	Subsequent Terms (maximum of 3 levels)

	Instruction
	Observation
	Survival [2]

	Leadership
	Persuasion
	Swimming [2]

	Mechanic
	Pilot [1]
	

	Navigation
	Small Arms
	

	NOTES: [1] – Fixed-wing or rotary; [2] – GM addition.


Contacts: Three per term, military or specialist (pilot, SL8).  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.

Naval Officer/DC1 Pg.51 & PH2 Pg.58


Naval forces are made up of several specialized careers including Gunnery, Aviation, Engineers, Medical, Military Intelligence, Support, and etcetera.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of three Skill Levels from any one or combination of the Subsequent Terms skills listed in "Group A" and a total of one Skill Level from any one of the Subsequent Terms skills listed in "Group B" below for each additional term taken.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Heavy Weapons
	1
	Navigation
	1

	Leadership
	2
	
	

	Subsequent Terms (maximum of 3 and 1 levels)

	Group A

	Heavy Weapons
	Medical
	Swimming

	Instruction
	Navigation
	Vessel Use [1]

	Leadership
	Observation
	Willpower

	Mechanic
	Small Arms
	

	Group B

	Computer Operations
	Engineer
	Language

	Electronics
	Forensics
	Psychology

	NOTES: [1] – Boat or ship.


Contacts: Two per term, military.  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.

Navy SEAL, Enlisted/DC1 Pg.52


Navy SEALs handle classified missions from the sea, air, and land with razor-sharp precision, teamwork and cool-headedness.  Navy SEALs are considered the leading offensive force in the world.  Their missions include reconnaissance, clandestine operations, or unconventional and counter-guerilla warfare.  Each SEAL team specializes in an Area of Operation (AO), such as jungle, arctic, woodland or desert terrain.  Special tactics, techniques, and equipment apply to each AO - from SEAL Delivery Vehicles and high- speed gunner boats to advanced SCUBA gear and other sophisticated equipment.

Supplemental Prerequisites: STR + CON + AGL = 15+.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Demolitions
	1
	Swimming [1]
	2

	Melee Combat (Armed)
	1
	Vessel Use (Boat)
	1

	Scuba [1]
	1
	
	

	Subsequent Terms (maximum of 7 levels)

	Demolitions
	Observation
	Stealth

	Heavy Weapons
	Parachute
	Survival [1]

	Melee Combat
	Scuba [1]
	Swimming

	Navigation
	Small Arms
	Vessel Use (boat)

	NOTES: [1] – GM addition or modification.


Contacts: One per term, military or intelligence community.  On a roll of 8-10, the contact is foreign.

Special:  If more then one term is served, +1 to Military Occupation Initiative.

Navy SEAL, Officer/DC1 Pg.52


Navy SEALs handle classified missions from the sea, air, and land with razor-sharp precision, teamwork and cool-headedness.  Navy SEALs are considered the leading offensive force in the world.  Their missions include reconnaissance, clandestine operations, or unconventional and counter-guerilla warfare.  Each SEAL team specializes in an Area of Operation (AO), such as jungle, arctic, woodland or desert terrain.  Special tactics, techniques, and equipment apply to each AO - from SEAL Delivery Vehicles and high- speed gunner boats to advanced SCUBA gear and other sophisticated equipment.

Supplemental Prerequisites: Undergraduate University (commission) or National Military Academy or OCS; and STR + CON + AGL = 15+.

Skills: The character receives the skills listed below for his First Term, in addition to the Basic Training Skills; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term taken.  Players should choose skills for their characters to reflect the particular occupational specialty they have chosen for their PCs.

	First Term (in addition to Basic Training Skills)

	Skill
	SL
	Skill
	SL

	Demolitions
	1
	Scuba [1]
	1

	Leadership
	1
	Swimming [1]
	1

	Melee Combat (Armed)
	1
	Vessel Use (Boat)
	1

	Subsequent Terms (maximum of 7 levels)

	Demolitions
	Observation
	Stealth

	Heavy Weapons
	Parachute
	Survival [1]

	Leadership
	Persuasion
	Swimming

	Melee Combat
	Scuba [1]
	Vessel Use (boat)

	Navigation
	Small Arms
	

	NOTES: [1] – GM addition or modification.


Contacts: Two per term, military or intelligence community.  On a roll of 7-10, the contact is foreign.

Special: For each term as an Officer, use EDU times two when calculating income.  If more then one term is served, +1 to Military Occupation Initiative.

Punishment Terms

[image: image8.jpg]



Characters may often break the law, sometimes to a rather large degree and though this is usually part of the struggle against the Darkness, “the Law is the Law”.  And some may already be wanted criminals.


Here are alternative ways of determining punishment for characters that get caught in the act.  Roll (1d10) on the following table to determine a characters fate if they are facing a prison sentence.


Roll
Term
Roll
Term


1-3
Bail Slave
6-7
Penal Draft Soldier


4-5
Fugitive
8-10
Prisoner

Bail Slave/DC13 Pg.40


You were ready to go to prison, and then you found out that someone had paid your bail.  This was no friend or family though, as the prisons are filling up the government had to find something else to do, so now you face spending your sentence working for this corporation.  You work on a factory floor, or performing maintenance in the ducts of some corporate monolith, with a collar on your neck that can knock you cold if you do a thing wrong.  It is probably better than prison, but this is the kind of life you turned to crime to avoid.

Prerequisites: Forced into due to capture while engaged in criminal activities.

Skills: The character receives the skills listed below.

	Skill
	SL
	Skill
	SL

	Electronics
	2
	Mechanics
	2

	Engineer
	1
	
	


Contacts: Two per term, criminal or business.  On a roll of 10, the contact is foreign.

Special: Released after one term.  Players may choose their character's next career normally, however, they must succeed at an AVG Skill Check versus Luck or an AVG Attribute Check versus CHR, whichever is higher.  If the check fails, the PC is limited to Criminal or Prole for their next term.  This continues until a successful check is made, after which careers are chosen normally from those available to the Prole Social Class.  No Secondary Activities allowed and no income is received while a Bail Slave.  Bail Slaves are forced to wear a hypodermic collar, which may be triggered at any time by their “owner” (effective range 100 miles, contains tracker device) rendering them incapacitated; usually accompanied by excruciating pain.

Fugative/DG13 Pg.40


The idea of prison was too much for you, and fortune favored you.  An opportunity to escape came up and you took it.  Now you live day-by-day, evading the law and trying to make ends meet.  You do whatever work you can find or steal what you need to stay alive.  Either way, it is better than spending years sealed up in those cages.

Prerequisites: Escaped to avoid serving a prison sentence.

Skills: The character receives the skills listed below for his First Term; or a total of seven Skill Levels from any one or combination of the Subsequent Terms skills listed below for each additional term.

	First Term

	Skill
	SL
	Skill
	SL

	Act/Bluff
	2
	Streetwise
	2

	Stealth
	2
	
	

	Subsequent Terms (maximum of 7 levels)

	Act/Bluff
	Melee Combat [1]
	Survival [2,3]

	Climbing
	Small Arms
	Swimming

	Disguise
	Stealth
	

	Language
	Streetwise
	

	NOTES: [1] – Armed or Unarmed; [2] – Desert, temperate, or tropical only; [3] – GM addition.


Contacts: Two contacts per term, criminal, law enforcement, or journalist.  On a roll of 10, the contact is foreign.

Special: Roll an AVG INT check once at the end of each term to avoid capture.  If unsuccessful, the next career choice must be Prisoner.  If successful and if it meets a DIF skill check, then the character has permanently evaded pursuit and successfully created a new identity; careers are chosen from those available to the Prole Social Class.  For each term as a Fugitive, use EDU times $500 when calculating income.

Penal Draft SoldierR/DG13 Pg.39


The prisons were full when you were captured, so you were given an option: go to the severely overcrowded prison or enlist in the military; you decided to join the military.  You are kept under closer scrutiny than most soldiers, and you get dirtier jobs than most.  You also know that if anything happens, you will be amongst the first to get thrown into it, but it is better than slopping out in one of those hell holes they call prisons.

Prerequisites: Volunteered to avoid serving a prison sentence.

Skills: The character receives the skills listed below.

	Skill
	SL
	Skill
	SL

	Melee Combat (Unarmed)
	2
	Small Arms (Rifle)
	2

	Small Arms (Pistol)
	1
	
	


Contacts: One contact per term, military or criminal.  On a roll of 8-10, the contact is foreign.

Special: If the character meets the prerequisites for Gland-Psychic Test Subject, roll an EZY INT check at the beginning of the term to avoid being volunteered for that career.  If unsuccessful, complete this term as Gland-Psychic Test Subject instead of Penal Draft Soldier (character still gains skills listed above).  Released after one term.  Players may choose to continue in the military as normal career term (however, they can never make officer), or they can chose careers normally from those available to the Prole Social Class.  No Income is earned for this term.

Prisoner/DC1 Pg.46 & PCBK Pg.8


If you are going to lead a life of crime, eventually you are going to get caught.  When that happens, you will end up here.

Prerequisites: Forced into due to capture while engaged in criminal activities.

Skills: The character receives a total of six Skill Levels from any one or combination of the attribute bonuses or skills listed below for his First Term and any Subsequent Terms taken.

	Attribute Bonuses

	+1 to STR
	+1 to EDU
	

	Skills

	Acrobatics
	Forgery
	Persuasion

	Act/Bluff
	Instruction
	Pickpocket

	Bargain
	Lockpick
	Psychology

	Business
	Mechanic
	Stalking

	Disguise
	Medical
	Stealth

	Electronics
	Melee Combat
	Streetwise

	Foreboding [1]
	Observation
	Willpower

	NOTES: [1] – Requires EMP of ≥1.


Contacts: Two per term, criminal.  On a roll of 10, the contact is foreign.

Special: Released after one term.  Players may choose their character's next career normally, however, they must succeed at an AVG Skill Check versus Luck or an AVG Attribute Check versus CHR, whichever is higher.  If the check fails, the PC is limited to Criminal or Prole for their next term.  This continues until a successful check is made, after which careers are chosen normally from those available to the Prole Social Class.  No Secondary Activities allowed and no income is received while a Prisoner.
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