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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 month 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 a 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.

Now it is time to give your character the statistics that will allow you to interact with other characters and GM controlled NPCs.  These are divided into several categories.  While the abilities that can be taken as Major Skills are set, any ability 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.  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 60 creation points to split between:

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

Major Skills, which govern the characters effectiveness at important tasks

Minor Skills, which add depth to your character and can be quite useful in some situations

Equipment, which covers your characters weapons and wargear

Physical Abilities, which cover your characters physical abnormalities and

Magic (if your character can perform it), which describes your characters supernatural powers.

Vitality

Health

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.  Health represents the amount of injury your character can sustain before they are too badly injured to carry on fighting.  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.

Fatigue

Each character starts with a fatigue of 10.  Again, most characters should take more.  An athletic character should aim for around 16 points while a more sedentary character should be happy with 12.  Fatigue is spent when a character performs a strenuous action.  Mostly these actions will be voluntary.  Each 2 points of fatigue costs 1 creation point.

Major Skills

Hand-to-hand

The hand-to-hand combat skills effect how well you character can fight with their fists, feet, claws, swords... 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.  Against a skilled opponent a character with a low score can die very quickly.  There are five skills that apply to hand-to-hand skill only.
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Basic hand to hand training

Combat ability

Character has received basic 

level hand to hand training.  +1 

to score in hand to hand 

combat.

3

Military hand to hand skill

Combat ability

Character has received military 

level hand to hand training.  +1 

to score in hand to hand 

combat.

5

Hand to hand professional

Combat ability

Character is a hand to hand 

combat professional.  +1 to 

score in hand to hand combat.

8

Combat speciality

Combat ability

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

Combat ability

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.

6


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

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 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.

A characters physical strength is also a factor in close combat.  A regular character shouldn’t take a bonus but for unusually strong characters there are two levels that can be taken.
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Powerful physique

Role play/Combat ability

Character is stronger 

than average.  +1 to 

score in hand to hand.  

Fatigue costs for 

strength-based tasks 

reduced by 1.

4

Intimidating physique

Role play/Combat ability

Character is very strong.  

+1 to score in hand to 

hand.  Fatigue costs for 

strength-based tasks 

reduced by 1.

6


The strength levels also have other useful effects.  They allow a character to lift heavy objects without tiring so easily.

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 

Some weapons also give a combat bonus. It's not a strength bonus, though some weapons (light sabres) should be able to do other things (cutting things).  The GM should determine the precise bonus that a weapon provides.  Weapons are Equipment.

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 among their opponents as they choose.

Shooting

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 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.  A basic pistol deals 2 points of damage, a basic rifle deals 3 and a basic heavy weapon deals 6.  Only very strong characters can take heavy weapons.  They are really intended for use on vehicles.
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Basic ballistic training

Combat ability

Character has received basic 

level ballistic training.  +1 to 

accuracy when shooting.

4

Military ballistic skill

Combat ability

Character has received military 

level ballistic training.  +1 to 

accuracy when shooting.

6

Professional marksman

Combat ability

Character is a hand to hand 

combat professional.  +1 to 

accuracy when shooting.

9

Marksmanship speciality

Combat ability

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

Combat ability

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.

7


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:

A small target is something the size of a fire alarm or a Newt.  Increase the difficulty by 1.

A man-sized target is something the size of a character or an oil drum.  

A large target is something the size of Toadborg or a Baboon.  Decrease the difficulty by 1.

Really big targets include spacecraft.  Decrease the difficulty by 2.
If a character spends time aiming decrease the difficulty by 1.

Shooting a stationary target reduces the difficulty by 1.

If the weapon is shooting outside its optimum range (more on this later) increase the difficulty by 1.

The GM should also take cover into account.


Engineering

This skill covers a characters ability to repair damaged systems and to work out exactly what a machine they are not familiar with actually does.  Most of the time trying to do something with the engineering skill works much like shooting.  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.

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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Basic engineering training

Technical ability

Character has received basic 

level engineering training.  +1 to 

engineering rolls.

3

Advanced engineering skill

Technical ability

Character has advenced 

engineering skill.  +1 to 

engineering rolls.

5

Professional engineer

Technical ability

Characteris a professional 

engineer.   +1 to engineering 

rolls.

8

System familiarity

Technical ability

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

Combat ability

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.

6


Piloting

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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Basic pilot training

Technical ability

Character has received basic 

level pilot training.  +1 to 

piloting rolls.

3

Advanced piloting skill

Technical ability

Character has advanced pilot 

skill.  +1 to piloting rolls.

5

Veteran pilot

Technical ability

Character is a veteran pilot.  +1 

to piloting rolls.

8

Craft speciality

Technical ability

Character specialises in one 

type of vehicle.  Choose a type 

of vehicle.  +1 to piloting rolls 

when piloting that vehicle.

2

Craft ace

Technical ability

Character is an ace with one 

type of vehicle.  Choose a type 

of vehicle.  +1 to piloting rolls 

when piloting that vehicle.

6


Magic

The last major skill is magic.  To take this skill a character must have taken the ‘Can Use Magic’ physical ability.  Most species in the Aniverse don’t believe in magic.  Only a few outside its practitioners have seen it in use.  Magic comes in several different varieties, from the artifice magic of the Aldebaran Sisterhood to the spirit magic of the Krazoa.  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.

Though magic can do almost anything, most mortals don’t live long enough to develop that kind of power.  A magic using character will most likely choose one main area to augment with magic and learn most spells in that area.  In this game each spell has an energy cost.  To cast the spell the character must meet that cost.  For Aldebarans this is achieved by drawing energy through their spellgems.  Though capable of using magic without them it is these gems that allow Aldebarans to use their magic with remarkable ease and without reliance on the myriad of other contrivances used by other practitioners.

The magic major skill represents a magic users ability to channel magic energy.  To actually make use of that energy a magic using character must also take spells.  Themes for spells are suggested, but ultimately your choice is between you and your GM.  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.
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Basic magic training

Magic ability

Character has received basic 

level magic training.  When 

drawing power add 1 to their 

energy pool.

3

Advanced magic skill

Magic ability

Character has advanced magic 

skill.  When drawing power add 

1 to their energy pool.

7

Veteran mage

Magic ability

Character has advanced magic 

skill.  When drawing power add 

1 to their energy pool.

12

Mystic intuition

Magic ability

Character feels an inate 

connection to a particular type 

of magic.  When casting a spell 

of that type add 1 to their energy 

pool.

3

Mystic vergence

Magic ability

Character feels at one with a 

particular type of magic energy.  

When casting a spell of that 

type add 1 to their energy pool.

8


You may have noticed that this skill is very expensive.  Aldebarans will be relieved to find that they may take spellgems as equipment.  They are cheaper and have much the same effect..  These skills are expensive because magic is very adaptable and most spells get better the more energy is put into them.

Minor skills

Minor skills cover everything else that you could want you character to do.  Examples will be provided but they are just the beginning.  Minor skills are not taken as levels.  They cover things that your character can do to a good enough level to stand out from the crowd.  A character could, for example, have the minor skill Play the Violin.  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 minor skill 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 Hacking should cost 2.

Some minor skills actually work against a character.  These increase the number of creation points available to a character in proportion to the inconvenience they cause.  Social 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 skills that make their character unplayable.

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.

Basic weapons cost the following:
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Range

Damage

Cost

Close combat weapon

Hand-to-hand only

Varies (adds +1 to close combat 

score)

2

Pistol

Short

2

6

Rifle

Medium

3

9

Heavy weapon

Long

6

25


All weapons from the above list are just the basic available in each category.  Modifications are available to enhance the performance of each or to give it entirely new effects.

Some of the possible modifications that can be made to a close combat weapon:


[image: image9.wmf]Modification

Effect

Appearance

Cost

Two handed

+1 to score in close combat.  

Weapon requires two hands 

to use.

A larger weapon like a longsword 

or staff.

+2

Advanced 

technology

+1 to score in close combat.

A weapon that makes use of 

advanced technology such as a 

power maul or a chainsword.

+3

Special weapon

+1 to score in close combat.

Unusual weapon, such as a 

lightsaber or a spellstave.

+4

Small

Weapon easily concealed.

A small weapon such as a knife.

+1


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.

Physical Abilities

Physical abilities cover species-specific traits.  The Aldebaran ability to use magic, the Hare ability to jump huge distances and the Baboon’s huge size come under this category.  Some abilities will have a simple instruction such as ‘this character can spend 1 fatigue point to jump 30 meters’, or the affect may be more complicated.  As with almost everything else, the cost should depend on how useful the ability is and how often it will be useful.  Not all species need to take physical abilities.

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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_1136145421.xls
Sheet1

		Title		Type		Effect		Cost

		Basic engineering training		Technical ability		Character has received basic level engineering training.  +1 to engineering rolls.		3

		Advanced engineering skill		Technical ability		Character has advenced engineering skill.  +1 to engineering rolls.		5

		Professional engineer		Technical ability		Characteris a professional engineer.   +1 to engineering rolls.		8

		System familiarity		Technical ability		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		Combat ability		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.		6
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Sheet1

		Title		Type		Effect		Cost

		Basic magic training		Magic ability		Character has received basic level magic training.  When drawing power add 1 to their energy pool.		3

		Advanced magic skill		Magic ability		Character has advanced magic skill.  When drawing power add 1 to their energy pool.		7

		Veteran mage		Magic ability		Character has advanced magic skill.  When drawing power add 1 to their energy pool.		12

		Mystic intuition		Magic ability		Character feels an inate connection to a particular type of magic.  When casting a spell of that type add 1 to their energy pool.		3

		Mystic vergence		Magic ability		Character feels at one with a particular type of magic energy.  When casting a spell of that type add 1 to their energy pool.		8
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Sheet1

		Weapon		Range		Damage		Cost

		Close combat weapon		Hand-to-hand only		Varies (adds +1 to close combat score)		2

		Pistol		Short		2		6

		Rifle		Medium		3		9

		Heavy weapon		Long		6		25
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Sheet1

		Modification		Effect		Appearance		Cost

		Two handed		+1 to score in close combat.  Weapon requires two hands to use.		A larger weapon like a longsword or staff.		+2

		Advanced technology		+1 to score in close combat.		A weapon that makes use of advanced technology such as a power maul or a chainsword.		+3

		Special weapon		+1 to score in close combat.		Unusual weapon, such as a lightsaber or a spellstave.		+4

		Small		Weapon easily concealed.		A small weapon such as a knife.		+1
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Sheet1

		Title		Type		Effect		Cost

		Basic pilot training		Technical ability		Character has received basic level pilot training.  +1 to piloting rolls.		3

		Advanced piloting skill		Technical ability		Character has advanced pilot skill.  +1 to piloting rolls.		5

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

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

		Craft ace		Technical ability		Character is an ace with one type of vehicle.  Choose a type of vehicle.  +1 to piloting rolls when piloting that vehicle.		6
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Sheet1

		Title		Type		Effect		Cost

		Basic hand to hand training		Combat ability		Character has received basic level hand to hand training.  +1 to score in hand to hand combat.		3

		Military hand to hand skill		Combat ability		Character has received military level hand to hand training.  +1 to score in hand to hand combat.		5

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

		Combat speciality		Combat ability		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		Combat ability		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.		6
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		Title		Type		Effect		Cost

		Basic ballistic training		Combat ability		Character has received basic level ballistic training.  +1 to accuracy when shooting.		4

		Military ballistic skill		Combat ability		Character has received military level ballistic training.  +1 to accuracy when shooting.		6

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

		Marksmanship speciality		Combat ability		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		Combat ability		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.		7






_1136136196.xls
Sheet1

		Title		Type		Effect		Cost

		Powerful physique		Role play/Combat ability		Character is stronger than average.  +1 to score in hand to hand.  Fatigue costs for strength-based tasks reduced by 1.		4

		Intimidating physique		Role play/Combat ability		Character is very strong.  +1 to score in hand to hand.  Fatigue costs for strength-based tasks reduced by 1.		6






