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STEP 1: NAME & CHARACTERISTICS STEP 2: MAGIC & POWERS STEP 3: AGE & EXPERIENCE STEP 4: CHARACTERISTIC ROLLS

& Write your character’s name at the top of the page. The following types of powers are available: The default age for characters is 17+1D6. & STRx 5 for Effort.

& Write your own name on the character sheet. & Magic (page 55) < For everyfull 10 years added to the above allot another 20, 30, or 40 professional skill points (based on campaign & CON x 5 for Stamina.

& Choose your character’s gender and write it in the correct space. & Mutations (page 65) level); a fraction of years below 10 does not qualify . & INTx 5 for Idea.

& Roll 3D6 for the characteristics Strength (STR), Constitution (CON), Power (POW), Dexterity (DEX), and o Psychic Abilities (page 70) & For every year below the minimum age (18) described above, subtract 20, 30, or 40 skill points (based on & POWXS for Luck.

Charisma (CHA). Enter the results in the appropriate places on your character sheet. & Sorcery (page 78) campaign level) from professional skill points. o DEXx 5 for Agility.

& Roll 2D6+6 for the Intelligence (INT) and Size (SIZ) characteristics. L & Super Powers (page 90) - & For every 10 years above 40 (starting at age 50), subtract 1 point from one of the following (your choice): STR, & CHA x5 for Charisma.

& Redistribute upto3 points between your characteristics. No characteristic can begin at more than 21 points. CON, DEX, or CHA. For every 10 years above 70 (starting at age 80), subtract 1 from three of these characteristics. OPTION: Knowledge Roll (page 19)

OPTIONS: Choosing Characteristic Values (page 10), Higher Starting Characteristics (page 10), & For every year below the minimum age, subtract 1 point from one characteristic of your choice. These can be L

Education (page 19), Cultural Modifiers (page 32), Creatures as Player Characters (page 222), gained through play (experience), training, or gradually through natural means.

Point-based Character Creation (page 17). = OPTION: Education (page 19)
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