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Please note that this is an Alpha Test version of what will eventually be a full role-play game, suitable for either group or online play.

The rules herein are designed to allow players to create characters from the Aniverse.  Eventually it will be expanded to include backgrounds for various races, but until then you are on your own.  If you use these rules and wish to leave feedback please do so at http://groups.yahoo.com/group/buckyohare/  Check back each couple of months to see what has been added.

Character design

Before designing a character you may wish to review both the Bucky O’Hare animated series on which this game is based and the web series that it draws on for extended background.  It is important to start the design process with at least a rough idea of what you want your character to be like.  Consider their species, their personality and their function on an S.P.A.C.E. man o’ war.  You may wish to discuss this last point with your future shipmates unless you wish to risk having a ship with five engineers and no gunners or pilots.  Precise height and weight aren't really important in terms of game mechanics but you should be able to give a rough physical description of your character to the other players.  It might be worth writing a paragraph or two on them and their home planet, as well as their reasons for joining S.P.A.C.E.

Now it is time to give your character the statistics that will allow you to interact with other characters and GM controlled N.P.C.’s.  These are divided into several categories.  While the Abilities that can be taken are set, any Quirk or piece of Equipment you want your character to take can be negotiated with your GM.  Please also note that you have a limited number of ‘creation points’ with which to construct your character.  These points are used up or spent when you take a characteristic.  Starting characters are supposed to be fairly inexperienced (certainly not up to the level of the crew of the Righteous Indignation) and the limited creation points available reflect this.  Since this is an alpha test version the values listed here may not be those that are used in the final version.

A starting character has 45 creation points to split between:

Vitality, your characters endurance and resilience in terms of health and fatigue.

Abilities, which govern the characters effectiveness at important tasks

Equipment, which covers your characters weapons and wargear

Quirks, which describe your characters personality and interests.

Vitality

Health

“Damn, that hurt”

Elliot crawled away from the burning remnants of his escape pod, his uniform blackened and his body covered in cuts and bruises.  His former crewmates had done worse.  Only he had survived the crash.  Now he knew why Toad life pods were the most advanced part of the ship.

“Ow”

A series of coughs resulted in agony – must have broken ribs too, wonderful – and a fine mist of blood on the hand he used to cover his mouth.  It wasn’t worth it for a courier’s salary.  What was on that stupid message anyway?

Health represents the amount of injury your character can sustain before they are too badly injured to carry on fighting.  It is reduced when your character is shot or hit in hand to hand combat, or exposed to hazardous environments.

Even before you start spending creation points your character begins with 4 points of health.  This is the correct level for a Newt but most other characters should start with more.  The first three extra points cost 2 creation points and the next three cost 3 creation points.  For each further batch of three the cost increases by 1 but new characters shouldn’t start with more 10 points in most cases.

A character or N.P.C. who is reduced to 2 points of health is seriously injured.  They cannot perform fatiguing actions and perform regular actions with a –1 penalty.  A character or N.P.C. reduced to 1 or 0 points of health is incapacitated.  On 1 point of health they may be able to talk but cannot move or perform other actions.  On 0 points of health the character or N.P.C. are unconscious or comatose and will die if not rapidly given basic medical treatment.  Even if they are they are not going to be up and about for a while.

Stamina

“Just a little bit further.”

Legs swinging free underneath the transport ship, Tse-Tsu swung and grabbed the next rung of what would have been a ladder had the ship been standing on the ground.  The hatch she climbed out of was about thirty meters back.  The hatch that was her target was perhaps ten meters ahead.  Ten shoulder wrenching, agonising meters.  The ground beneath had long since dropped away.  Letting go was not to be considered.

Then there was a noise, like the sound of an amphibian speaking but lower in pitch.  Looking down she could just see a squadron of Double Bubbles rising through the clouds towards her.

“Oh, you’ve got to be fucking kidding me…”

Stamina is spent when a character performs a strenuous action, such as running or lifting a heavy object.  A normal character will only be able to spend 1 point per turn, but abilities that increase the strength of a character may change this to 2, 3 or even more.  Being able to spend more points allows characters to perform more mentally or physically strenuous tasks.

Each character receives 10 points of stamina without cost.  Again, most characters should take more.  An athletic character should aim for around 16 points or more while a more sedentary character should be happy with 12.  Mostly actions requiring an expenditure of stamina will be voluntary.  1 creation point gives the character 2 points of stamina.

Abilities

The bonuses provided by these abilities are cumulative, as are the costs.

Hand-to-hand

Sasha staggered back, her vision blurred by a powerful punch to the head from her opponent.  The Duck circled, waiting for another opportunity to strike.  Last time I make fun of a Vegan Crime Lord, she thought bitterly.  He was good with a sword, and not giving her a chance to reach her maser.  Think… think…  Maybe…  This guy was an honourable samurai, right?  She could take advantage of that.  She lunged and swung her sabre down, forcing him to parry.  Stepping forwards she pushed until their bodies and swords were pressing against each other.  Behind his mask she could see him grin as his superior strength forced her down.  Then she slipped a knife out of the band on her wrist, dropped a hand down and thrust it into his gut.  As he collapsed she stepped back, breathing hard.  And now my favourite dagger is covered in shit, she thought.

The hand-to-hand combat skills effect how well you character can fight with their fists, feet, claws, swords, plasma torches... or whatever other means they choose for hitting things close up.

When characters wish to fight a round of hand-to-hand combat their players (or the GM in the case of N.P.C.’s) roll a D6 and add their close combat modifier.  The modifier includes bonuses for the characters skill, their strength, their weapons and any situational bonuses the GM thinks appropriate.  The winner causes the looser to loose the margin of victory in health points, adjusted for modifiers such as body armour.  Against a skilled opponent a character with a low score can die very quickly.  There are five abilities that indicate how skilled a character is in close combat.
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Effect

Cost

Basic hand to hand training

Character has received basic level hand to 

hand training.  +1 to score in hand to hand 

combat.

2

Military hand to hand skill

Character has received military level hand 

to hand training.  +1 to score in hand to 

hand combat.

3

Hand to hand professional

Character is a hand to hand combat 

professional.  +1 to score in hand to hand 

combat.

8

Combat speciality

Character specialises in one form of hand 

to hand combat.  Choose a specific 

weapon or unarmed.  +1 to score in hand 

to hand combat when using that form.

2

Combat Mastery

Character has mastered one form of hand 

to hand combat.  Choose a specific 

weapon or unarmed.  +1 to score in hand 

to hand combat when using that form.

7


Strength

“Last one”

Kresh heaved a sigh of relief as the heavy crate was deposited onto the autoloader, which was then retracted back into the inside of the transport ship.  It had taken five of his fellow Toad workers to pull it up off the ground once the chains were attached.  Billik looked at it with unToadlike curiosity.

“I wonder what it is?”

Kresh tapped the side of his snout.

“Best not ask that sort of question.”

Later, after nightfall, two sets of footsteps disturbed the darkness.  They stop inside the ship.

“Is this the item?”

“’s what it says ‘ere.”

There is a whir of servomotors and the crate rises vertically in the air.

“You alright with that weight?”

“I was constructed to pull apart a ships hull.  This little load is nothing.”
A characters physical strength is also a factor in close combat.  In addition some tasks require a certain level of strength to perform.  A civilian character shouldn’t take a bonus but for professional soldiers, bodybuilders or similar characters there are two levels that can be taken.
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Effect

Cost

Powerful physique

Character is stronger than average.  +1 to 

score in hand to hand.  Character may 

perform tasks that require 2 points of 

stamina.

3

Intimidating physique

Character is extremely strong.  +1 to 

score in hand to hand.  Character may 

perform tasks that require 3 points of 

stamina.

6


Some weapons increase a can be used in close combat.  The combined score of skill + strength + weapon is the characters melee score.  Weapons are Equipment, and will be covered in the Equipment section.

Instead of inflicting damage on the looser, the winner may choose to do something else instead.  They may, for example, wish to disarm their opponent or throw them to the floor.  The winner in a round of hand-to-hand may do these things instead of inflicting damage if the GM thinks that they have won by a sufficient margin.  A one point win may be enough to push an opponent back but something more should be required to crunch them into a ball and throw them at the enemy.

The GM should apply situational modifiers if the situation in which characters are fighting would advantage one in a way that other rules do not take into account.  For example, it would be appropriate to give a bonus if one character attacked by surprise or if one character was panicking.  If an opponent is taken completely by surprise then the surprising character automatically wins the combat by their melee score 
If one character is fighting against many opponents add the combat modifiers of each side together.  Each side still only rolls one D6.  If the outnumbered party wins they divide their margin of victory in damage divided among their opponents as they choose.

Example of hand-to-hand fighting:

During an escape from a Toad transport ship Brian attacks two Toad Conscripts.  Brian has a total combat score of +2 for his combat abilities, +1 for using his speciality weapon (a sword) and a further +3 for the weapon itself.  His total melee score is therefore +6.  Neither of the Toads have a hand-to-hand skill.  They get +1 for outnumbering him, for a total melee score of +1.  Both sides roll a D6.  Brian’s player rolls a 4 making Brian’s total for this combat 10.  The GM rolls 5, making the Toads total 6.  Brian wins by 4, and inflicts two points of damage on each of them.  Since neither is wearing body armour their health is reduced by 2 each.
Shooting

What were the odds?  A little late to worry about that now I suppose, thought James.  It certainly was for Harold, whose poor charred body had taken the brunt of the maser fire form the Toad squad that now stood between them and safety on the Marauder.  But, really, who would have thought that the Toads would finally train soldiers who could shoot straight, let alone arrange an ambush without KOMPLEX staring over their shoulder?  Not me.  Risking a glance over the transport crates the surviving crew were hiding behind he could see the Toad soldiers fanning out to defend the ship.  I’ve gotten so used to fighting idiots that I’ve got careless.  Well, he thought, as he unholstered his plasma blaster and slotted in a hydrogen cartridge which set the gun humming, time to get serious. 

The shooting skills effect how well you character can shoot with the various ranged weapons available in the Aniverse.  This includes fixed guns such as may be found on spacecraft as well as hand held guns.

When characters wish shoot at another the controlling player (or the GM in the case of N.P.C.’s) roll a D6.  The shooter hits if the dice comes up 5+.  Shooting skills usually add to the number on the dice e.g. if the dice came up with a 4 and the character had a skill that gave them +1, then they would have hit the target.  The GM should take in to account a large range of situational modifiers, a number of which make the task of hitting the target more difficult.  A normal character would be able to survive a few hits from most ranged weapons.  The damage dealt to a hit target depends on the weapon.  If a character is hit their health is reduced by the damage value of the weapon, minus other modifiers for things such as armour.
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Effect

Cost

Basic ballistic training

Character has received basic level 

ballistic training.  +1 to accuracy when 

shooting.

3

Military ballistic skill

Character has received military level 

ballistic training.  +1 to accuracy when 

shooting.

4

Professional marksman

Character is a hand to hand combat 

professional.  +1 to accuracy when 

shooting.

9

Marksmanship speciality

Character specialises in one type of 

ballistic weapon.  Choose a weapon 

type.  +1 to accuracy when using a 

weapon of that type.

3

Marksmanship mastery

Character has mastered the use of one 

type of ballistic weapon.  Choose a 

weapon type.  +1 to accuracy when 

using a weapon of that type.

8


You may note that ranged combat skills cost more than hand-to-hand skills.  This is because they are considerably more useful.  Depending on how the testing goes the difference may increase further.

Custom weapons will be covered in the equipment section.

A rough guide to difficulty modifiers:
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Shooter has not moved this turn. +1

Target is a large object, such as a Baboon or a space fighter. +1

Target is a very large object, such as a transport ship. +2

Target is stationary. +1

Target is running. -1

Target is one band outside weapon range. -1

Target is in cover. -1

Target is a small object, such as an alarm or a newt. -1

Shooter is running. -1


If a shot is better than +1 to hit the GM should give some further bonus, such as increasing the damage by a point.

Example of shooting:

David fires his maser rifle at a group of Toad Conscripts.  The basic roll to hit is 5+.  He is at medium range.  He has two levels of ballistic skill, hasn’t moved this turn and the target isn’t moving.  5 minus 4 is 1, and since his controller will always get at least 1 on a D6 he automatically hits.  The nearest Toad goes down as a bright beam of light flares from David's position and hits him in the head.
Engineering

Atakaah snapped closed the panel covering the console she had been working on as the lights in the corridor flickered from low power amber to brilliant white.  Tapping a button on the large translator strapped to her neck she turned to the nervous looking Ferret behind her.

“Main power is back on.  Shouldn’t be too hard to reach the bridge now.  And you thought this would be difficult.”

Across the room the large Void Droid that had shut down due to the low power conditions hummed back to life.

These skills cover a characters ability to repair damaged systems and to work out exactly what a machine they are not familiar with actually does.

Comprehending a piece of machinery will require a D6 roll the difficulty of which will be determined by the GM.  Since this roll will depend entirely on how similar the technology is to what the character is used to I’m not going to suggest a basic roll for a comprehension task.  The difficulty of such a roll should be altered by how long the character studies the technology, how much of the device they can look at and what they have seen it do.

Mechanical devices of any size have their own health, or damage capacity.  For repairs the basic roll is 5+.  The difficulty is increased by 1 for each level after the first, so a particle cannon that had taken 2 points of damage would require a 6 to repair the first point.  Again, time spent working on the problem decreases the difficulty.
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Effect

Cost

Basic engineering training

Character has received basic level engineering 

training.  +1 to engineering rolls.

2

Advanced engineering skill

Character has advenced engineering skill.  +1 

to engineering rolls.

4

Professional engineer

Characteris a professional engineer.   +1 to 

engineering rolls.

9

System familiarity

Character specialises in one type of vehicle or 

system.  Choose a type of vehicle or system.  

+1 to engineering rolls when working on that 

vehicle or system.

2

System expert

Character is an expert in one type of vehicle 

or system.  Choose a type of vehicle or 

system.  +1 to engineering rolls when working 

on that vehicle or system.

7


Piloting

Stars shot past them as the Finnegan’s Folly powered them through the void.

“They’ll never catch us now, not this close to Genus.”

Greg sounded confident, leaning back in the pilot seat with one hand idly resting on the control pad.  David checked the scanner.

“You’re probably right.  Hard to believe that Toad fighters can’t catch a ship over forty years old.”

Greg presses a couple of buttons on the panel next to him.

“Less than a minute to Genus orbit.  Job’s a good ’un David.”

David’s smiled, then his face fell and a look of almost panic entered his eyes.

“David?  Are you alright?”

“You can pilot this ship fairly well, can’t you Greg.”

“Yeah.”

Greg gestured at the systems around them.

“This ship is pure military.  Not exactly homely, but a great flier.  Why d’you ask?”

“It’s just that it occurs to me that Genus defence systems date back to the 3rd Empire.  They were probably programmed to think of Rigellian warships as targets.”

Greg’s long ears dropped flat against his head.

“You mean I’m gunna have ta fly us ‘round the GENUS DEFENSE SYSTEM?!”

“Unless you fancy our chances against those Toads with no guns.”

The starscape around them slowed as Genus came into view.  Immediately ‘hostile detected’ and ‘lock-on detected’ alarms began honking.  Greg lunged forwards and grabbed the control pad.

“This is NOT gunna be fun.”
This skill covers a characters the finesse with which a character can control a vehicle.  Whenever a machine that needs to be piloted, be it a mechanical exoskeleton or an attack craft carrier, this is the skill used.  Ordinary characters are assumed to know the basics of how a ship is flown but if you want your character to do any fancy flying then this is the skill for you.

A GM can call for a piloting test whenever they feel it is appropriate.  A player can call for a piloting test if they wish to attempt a complex manoeuvre.  A manoeuvre should be stated in terms of what the aim is rather than what the ship actually does, though you can say that as well.  A failed manoeuvre usually just means that whatever you were attempting didn’t work, the GM deciding exactly what happened.  A failed GM test can result in you ramming full speed into those asteroids you were trying to avoid.  The basic difficulty for such a task is 5+ with modifiers for skills and situation.  An unusual factor is that the skill of any enemy ships also modifies your rolls.  It is much harder to evade a skilled pilot than a Tadpole recruit.
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Effect

Cost

Basic pilot training

Character has received basic level 

pilot training.  +1 to piloting rolls.

2

Advanced piloting skill

Character has advanced pilot skill.  +1 

to piloting rolls.

4

Veteran pilot

Character is a veteran pilot.  +1 to 

piloting rolls.

8

Craft speciality

Character specialises in one type of 

vehicle.  Choose a type of vehicle.  +1 

to piloting rolls when piloting that 

vehicle.

2

Craft ace

Character is an ace with one type of 

vehicle.  Choose a type of vehicle.  +1 

to piloting rolls when piloting that 

vehicle.

8


Magic

Maser fire scorched the air of the hanger as the S.P.A.C.E. Special Forces team and the remains of the Toad garrison exchanged fire.  The team had encountered little resistance when they broke in and planted demolition charges next to the bases reactor.  Someone in command must have seen them enter and arranged the ambush without realising that if they were stopped they would die anyway.

Nierria, the teams Aldebaran Cat, had worked her way around the flank of the Toad force.  Checking her chronometer she saw that they had only 15 minutes to return to the maglev line and get out of here.  Looking around and seeing no one, she drew power from her headdress and expanded her awareness.  In that moment she could see the whole of the room.  From the position of the soldiers she could see that if she could disable the trio closest to her then the other members of her unit would quickly overpower the rest.  What to do, what to do.  Ah.  Of course.  Dropping her arms to the side and bowing her head slightly she concentrated on compressing the air in front of her.  The blue gems on her headdress and bracers glowed brightly and the surrounding environment seemed to distort as the air bent the light.  Stepping out from cover she stamped her foot to attract the Toads attention.

“Hey.  You.”

One looked up, a look of bewilderment on his face.  Nierria grinned as a blast of gale force winds knocked the Toads for six. 

To take this skill a character must have taken the ‘Magic User’ Quirk.  

Magic comes in several different varieties, from the artifice magic of the Aldebaran Sisterhood to the spirit magics of the Krazoa Spirits.  Our writing on magic will focus almost entirely on Aldebaran magic, though the system is simple enough to adapt.  If you really want to take a non-Aldebaran magic user just sort it out with your GM.
Aldebarans greatly increase the easy with which they can cast larger spells through the use of crystals called spellgems.  These are traditionally worn in jewellery or armour.  Though capable of using magic without them it is these gems that allow Aldebarans to use their magic with remarkable ease.  In game terms a magic user has magic energy equal to the rating of her gems available each turn.  Spellgems are covered in the Equipment section.  This energy may be spent on spells, which must also be bought separately.  The entry for the spell will describe the time needed to cast it and the effect it has.
Most species in the Aniverse don’t believe in magic.  Only a few outside its practitioners have seen it in use.  Bear in mind the social affects of using magic in a science fiction environment.  Aldebarans have a code of behaviour that forbids all but the weakest magics being used openly.

A short list of spells is included on this document but it is in no way a description of all of the possibilities.
Equipment

Equipment works in much the same way as minor skills.  A useful piece of equipment such as a Basic Translator costs 2 creation points while something less useful such as Grappler and Rope costs 1 creation point.  The major exceptions to this general rule are weapons.  Close combat weapons and ballistic weapons both come under this category and can cost an awful lot.

Characters are assumed to have a Fishbowl Space Helmet and a Handheld Communicator available to them from their ship at no additional cost.  If they want better versions of these items the fact that they have the basic versions should be taken into account.
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Bonus

Notes

Cost

Knife

Adds +1 to close combat score.

Easily concealed.

2

Sword

Adds +1 to close combat score.

1

Staff

Adds +2 to close combat score.  

Requires two hands.

3

Lightsabre

Adds +4 to close combat score.  

May be used as a torch and to 

cut through metal.  The blade 

(not the hilt) is indestructable.

Extremely limted 

availability.  Hilt is 

easily concealed.

12

Tekukatana

Adds +3 to close combat score.  

Requires two hands.

6
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Maser pistol Short 2 One handed gun.  Energy weapon. 4

Water pistol Short Target is 

now Wet.

One handed gun. 1

Projectile pistol Short 2 One handed gun.  Projectile 

weapon.  Ammo (14).

3

Master crafted 

projectile pistol

Short 2 One handed gun.  Projectile 

weapon.  Ammo (8).  +1 accuracy.

4

Crossbow Short 2 Two handed gun.  Projectile 

weapon.  Ammo (1).

2

Autorifle Medium 3 Two handed gun.  Projectile 

weapon.  Ammo (30).

4

Maser rifle Medium 3 Two handed gun.  Energy weapon. 6

Plasma blaster Short 4 Two handed gun.  Energy weapon.  

Ammo (4).

6

Sniper laser Long 3 Two handed gun.  May not move 

and shoot in the same turn.  +1 

accuracy.

14


Weapons can be tailored to almost every requirement.  Maser pistols and rifles are the most common weapons in the technologically advanced areas of the Aniverse.  More primitive areas may use weapons with bullets or even bows and arrows.  Easily available weapons should cost less for what they do than custom made weapons.

The list of modifications that could be made for ballistic weapons is incredibly extensive.  The basic weapon represents an energy weapon.  This could be changed for a clip using projectile weapon with a limited supply of bullets, or a plasma gun that needs to cool down between shots.  The precise cost needs to be worked out with your GM.  Disadvantages reduce the cost, advantages increase it.

Aldebaran magic users may take spellgems.  The character may only take one set, which should probably be Adept gems.  Apprentice gems are those possessed by members of the sisterhood who have not yet completed their soul quest.
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Effect

Cost

Apprentice gems

1 point of magic energy available per turn.

4

Adept gems

2 point of magic energy available per turn.

6

Master gems

3 point of magic energy available per turn.

12

Monarch gems

4 point of magic energy available per turn.

-


Quirks

Quirks cover everything else that you could want you character to do.  Examples will be provided but they are just the beginning.  Quirks are not taken as levels.  They cover things that your character can do to a good enough level to stand out from the crowd, that differentiate them from the herd.  A character could, for example, have the Play the Violin Quirk.  Though they would probably not be as good as a concert violinist they would be good enough to entertain people and maybe gain an advantage in some social situations.  As a rule of thumb, a Quirk that is entertaining but seldom useful such as the aforementioned musical skill should cost 1 creation point while something that is frequently useful such as Hacker should cost 2.

Quirks also include things that work against a character.  These increase the number of creation points available to a character in proportion to the inconvenience they cause.  Stigma, Unfamiliar with Technology and Prone to Panic can be quite annoying, even dangerous to the character that has them.  The level of rebate should be discussed with the GM.  Players should not take Quirks that make their character unplayable.
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Stigma Something about your character makes 

other characters and NPC's react badly 

to them in casual meetings.  Long term 

aquantences will not be affected.

-1

Unfamiliar with Technology The character is from a primitive (pre 

space flight) world and does not 

understand advanced technology.  They 

may not start with technologically 

advanced equipment.  They may not 

start with piloting or engineering skills.

-2

Prone to Panic In stressful situations the character will 

tend to go to pieces.  This is not really 

one for player characters.

-1

Fear of Baboons The character has an irrational fear of 

Baboons. 

-1

Play the Violin Your character can play the violin. 1

Hacker Your character is able to break through 

computer security and decrypt encripted 

files.

2

Stealthy Movement The character can move without being 

heard.  They can run while concealed 

without making noise.

2


Example of Character Creation

During discussions with his shipmates it is decided that the player Paul should design the commanding officer for the group.  After some thought he comes up with an idea for a character: Lieutenant David Halavaad, a Rigellian Boar.  David is a member of a Rigellian noble family with a long military tradition.  Since the treaty that ended the 3rd Empire forbids Rigel I from maintaining a standing navy his family decided to send him to study at the Genus Military Academy, where he graduated with full honours before joining the S.P.A.C.E. fleet.  David thinks of both Genus and Rigel as his homeworld, having absorbed the martial traditions of each.

Paul decides that David will be an all rounder with a combat focus.  Since he wants David to be fairly resilient he takes a further 3 health points and 6 fatigue points.  These cost a total of 9 creation points.  He then takes Basic Hand-to-Hand Training, Basic Ballistic Training, Basic Engineering Training and Basic Pilot Training.  These abilities cost a total of 13 creation points.  A maser pistol and maser rifle cost a further 15 creation points.  Paul has so far spent 37 creation points.

Wanting David to be a bit more rugged, Paul decides to take Powerful Physique and Body Armour.  Since David will do most of his fighting at a distance he also gets Military Ballistic Skill.  These cost 12 creation points, for a total of 49.  Just 11 points to flesh out the character.

Since David is a noble in a former imperial power Paul decides to give him some archaic weapons for his dress uniform.  A two handed sword and a master crafted projectile pistol cost 8 creation points and will spend most of their time in his equipment locker.  Total spent: 57 creation points.

As David is Rigellian he takes Speaks Rigellian.  Since it’s free he also takes the minor language Lyax, since the Lynx were once part of the Rigellian Empire.  So that he can talk to other people he also takes a Personal Translator (basic).  Total spent: 61 creation points.  Whoops.

Paul has to cover his overspend, and also wants to take some more character building abilities.  To do that he must either loose some of his abilities or take some disadvantages.  In discussion with the person who will be his GM Paul creates a low value disadvantages.

Since large parts of the Aniverse were once conquered by the David’s species Paul reasons that it is likely that David will get a bad reaction in many places based on his species.  Paul takes the Stigma disadvantage.  This is a 2-point disadvantage and may seriously hamper his social interactions.  Since he is now 1 point in the black Paul decides that his character should be well versed in the history of his people and takes Knowledge of Rigellian History.  60 creation points spent.

Bestiary

This section contains a description of some of the more standard N.P.C.’s that your characters may encounter.

Enemies

Toad Conscript

Even during the Rigellian 3rd Empire the Toad Homeworld never had a standing army. The closest it got was armed police. It’s not just that Toads aren't physically well disposed towards violence, though that is part of it. Their culture is (or at least was) actually quite peaceful. When KOMPLEX took over he found it very difficult
to raise an army, even using Toad TV as a medium for his mental conditioning technology. After a certain amount of experimentation KOMPLEX found that the best results were achieved by reactivating certain primitive thought patterns, in effect increasing the subject’s level of angst and at the same time addicting them to the Toad TV signal. While this procedure was effective for rapid mobilisation it had a number of unfortunate side effects, the most obvious being ineptitude.  Toads don't cooperate well, are not particularly good at fighting and tend to bunk off to watch Toad TV if not directly supervised.

Toad Conscripts have one Ability relating to their speciality.  In most cases this means Basic Ballistic Training. They also have the Leap, Swim, Fear of Baboons and Prone to Panic Quirks.  Conscripts not deployed as infantry will carry maser pistols. Those used as infantry carry maser rifles.

During role-play remember that conscripts are not particularly aggressive. Or clever.  In a fire fight they will hold back, only advancing if ordered to do so.  If left on guard duty they will probably goof off and spend their time watching Toad TV.

Stormtoad

The Stormtoad corps consists of the degenerates that every civilised race throws up now and again: the utterly psychotically violent. With few citizens who would make good soldiers KOMPLEX took the decision that it would be necessary to use those individuals with less than admirable personality traits. Exposure to Toad TV's mental
conditioning technology has made it possible for Toad officers to command them, but even so their lust for violence frequently leads to them overstepping the mark. Many of the worst atrocities of the Toad Wars can be attributed to Stormtoads.

Stormtoads are the elite of the Empire. They have the Abilities Basic Ballistic Training, Basic Hand to Hand Training, Basic Piloting Training, Powerful Physique, Body Armour and the Quirks Leap, Swim and Fear of Baboons. The standard weapon of the corps is the maser rifle, though small numbers may carry other weapons.

During games it is important to remember that Stormtoads are very violent. They seldom pass up opportunities to cause others pain, others generally meaning those who are not Toads, though Toads not of the corps try to avoid them in case.  If not faced with overwhelming numbers they will tend to press forwards and attack.

Toad Soldier

KOMPLEX has now ruled the Toad Homeworld for 25 years. Early on it realised the failings of the Toad people as soldiers. By now, however, it has had time to deal with them. Toad Soldiers are the new wave of Toad Infantry. Dedicated, disciplined and intelligent, Toad Soldiers are the product of the recently established KOMPLEX
military academy. Trained in military strategy in a way that other races take for granted, Toad Soldiers are only now beginning to appear in the Toad fleet. Another difference between Toad Soldiers and other Toads is that they don't seem to need, or even enjoy, Toad TV.

Toad Soldiers typically have the Abilities Basic Ballistic Training, Basic Hand to Hand Training, Basic Piloting Training, Basic Engineering Training, the Leap and Swim Quirks and Body Armour. They may have a second level in their specialist ability. They generally carry maser pistols and knives, and when deployed in combat maser rifles as well.

In role-play a Toad Soldier will behave in a fairly intelligent way.  If they are patrolling they will patrol in a far more alert way than Conscripts.  If they are guarding they will do so with regard for cover and possible avenues of attack.  When attacking they will try to work their way around their opponents and ambush them.
Rounding Off

This is an alpha test version.  Nothing is final.  The sections describing spells and space combat are entirely missing.  You can wait for those, play without them or make up your own.  Your feedback is essential.  For further assistance in creating characters take a look at the examples on the message board.
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		Skill level		Effect		Cost

		Basic engineering training		Character has received basic level engineering training.  +1 to engineering rolls.		2

		Advanced engineering skill		Character has advenced engineering skill.  +1 to engineering rolls.		4

		Professional engineer		Characteris a professional engineer.   +1 to engineering rolls.		9

		System familiarity		Character specialises in one type of vehicle or system.  Choose a type of vehicle or system.  +1 to engineering rolls when working on that vehicle or system.		2

		System expert		Character is an expert in one type of vehicle or system.  Choose a type of vehicle or system.  +1 to engineering rolls when working on that vehicle or system.		7
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		Ballistic weapon		Range		Damage		Notes		Cost

		Maser pistol		Short		2		One handed gun.  Energy weapon.		4

		Water pistol		Short		Target is now Wet.		One handed gun.		1

		Projectile pistol		Short		2		One handed gun.  Projectile weapon.  Ammo (14).		3

		Master crafted projectile pistol		Short		2		One handed gun.  Projectile weapon.  Ammo (8).  +1 accuracy.		4

		Crossbow		Short		2		Two handed gun.  Projectile weapon.  Ammo (1).		2

		Autorifle		Medium		3		Two handed gun.  Projectile weapon.  Ammo (30).		4

		Maser rifle		Medium		3		Two handed gun.  Energy weapon.		6

		Plasma blaster		Short		4		Two handed gun.  Energy weapon.  Ammo (4).		6

		Sniper laser		Long		3		Two handed gun.  May not move and shoot in the same turn.  +1 accuracy.		14
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		Skill level		Effect		Cost

		Basic pilot training		Character has received basic level pilot training.  +1 to piloting rolls.		2

		Advanced piloting skill		Character has advanced pilot skill.  +1 to piloting rolls.		4

		Veteran pilot		Character is a veteran pilot.  +1 to piloting rolls.		8

		Craft speciality		Character specialises in one type of vehicle.  Choose a type of vehicle.  +1 to piloting rolls when piloting that vehicle.		2

		Craft ace		Character is an ace with one type of vehicle.  Choose a type of vehicle.  +1 to piloting rolls when piloting that vehicle.		8
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		Close combat weapon		Bonus		Notes		Cost

		Knife		Adds +1 to close combat score.		Easily concealed.		2

		Sword		Adds +1 to close combat score.				1

		Staff		Adds +2 to close combat score.  Requires two hands.				3

		Lightsabre		Adds +4 to close combat score.  May be used as a torch and to cut through metal.  The blade (not the hilt) is indestructable.		Extremely limted availability.  Hilt is easily concealed.		12

		Tekukatana		Adds +3 to close combat score.  Requires two hands.				6
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		Gem level		Effect		Cost

		Apprentice gems		1 point of magic energy available per turn.		4

		Adept gems		2 point of magic energy available per turn.		6

		Master gems		3 point of magic energy available per turn.		12

		Monarch gems		4 point of magic energy available per turn.		-
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		Ability level		Effect		Cost

		Powerful physique		Character is stronger than average.  +1 to score in hand to hand.  Character may perform tasks that require 2 points of stamina.		3

		Intimidating physique		Character is extremely strong.  +1 to score in hand to hand.  Character may perform tasks that require 3 points of stamina.		6
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		Skill level		Effect		Cost

		Basic ballistic training		Character has received basic level ballistic training.  +1 to accuracy when shooting.		3

		Military ballistic skill		Character has received military level ballistic training.  +1 to accuracy when shooting.		4

		Professional marksman		Character is a hand to hand combat professional.  +1 to accuracy when shooting.		9

		Marksmanship speciality		Character specialises in one type of ballistic weapon.  Choose a weapon type.  +1 to accuracy when using a weapon of that type.		3

		Marksmanship mastery		Character has mastered the use of one type of ballistic weapon.  Choose a weapon type.  +1 to accuracy when using a weapon of that type.		8
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		Quirk name		Effect		Cost

		Stigma		Something about your character makes other characters and NPC's react badly to them in casual meetings.  Long term aquantences will not be affected.		-1

		Unfamiliar with Technology		The character is from a primitive (pre space flight) world and does not understand advanced technology.  They may not start with technologically advanced equipment.  They may not start with piloting or engineering skills.		-2

		Prone to Panic		In stressful situations the character will tend to go to pieces.  This is not really one for player characters.		-1

		Fear of Baboons		The character has an irrational fear of Baboons.		-1

		Play the Violin		Your character can play the violin.		1

		Hacker		Your character is able to break through computer security and decrypt encripted files.		2

		Stealthy Movement		The character can move without being heard.  They can run while concealed without making noise.		2
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		Ability		Effect		Cost

		Basic hand to hand training		Character has received basic level hand to hand training.  +1 to score in hand to hand combat.		2

		Military hand to hand skill		Character has received military level hand to hand training.  +1 to score in hand to hand combat.		3

		Hand to hand professional		Character is a hand to hand combat professional.  +1 to score in hand to hand combat.		8

		Combat speciality		Character specialises in one form of hand to hand combat.  Choose a specific weapon or unarmed.  +1 to score in hand to hand combat when using that form.		2

		Combat Mastery		Character has mastered one form of hand to hand combat.  Choose a specific weapon or unarmed.  +1 to score in hand to hand combat when using that form.		7
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		Description		Modifier

		Shooter has not moved this turn.		+1

		Target is a large object, such as a Baboon or a space fighter.		+1

		Target is a very large object, such as a transport ship.		+2

		Target is stationary.		+1

		Target is running.		-1

		Target is one band outside weapon range.		-1

		Target is in cover.		-1

		Target is a small object, such as an alarm or a newt.		-1

		Shooter is running.		-1






