Careers

IRIS Field Op: IRIS can be described as a combination of International Rescue & Interpol, with a dash of the SAS and Paranoia trouble-shooter thrown in.  Field Operatives can be of any profession.  They are required to serve as crime scene investigators, trackers, rescue crews, armed response units and investigators.  Their training tends to reflect a need for a good all-rounder, with a few specialists in certain fields.  As well as field ops, IRIS makes use of many kinds of specialist, specifically Tech Ops (ground crews, forensic specialists and R&D) and Diplomats (Liaison and Briefing Officers).  Field Ops themselves can be divided into three branches:

IRIS Security: See Security Officer

IRIS Rescue Tech: Tech Op or Free Agent

Signature Equipment: Needler, Sensor gauntlet, Trauma pack

Skill Package: Knowledge-First Aid, Technical Science-Juryrig, Survival

IRIS Investigator: Diplomat/Free Agent

Signature Equipment: Needler, Surveillance Equipment

Skill Package: Knowledge-Deduce, Awareness-Perception Investigate-Interrogate, Investigate-Search, Investigate-Track

These are only the official careers.  Other careers are also available within the IRIS service, such as pilots, hackers and spies.

Ecologist: The Ecologists are a widespread and well-respected profession, whose job it is to look after Ochre’s biosphere and continue the terraformation process.  Field workers tend to be Free Agents or Tech Ops, although sometimes they need security associates in dangerous areas.  Those with scientific qualifications have multiple ranks in meteorology, botany, zoology or microbiology.  Some ecologists are Engineering graduates but most are Medical ones.

Ecologist: Tech Op or Free Agent

Signature Equipment: Sensor Gauntlet, Survival Gear

Skill Package: Life Science-speciality discipline, Survival-Survival training, Knowledge-First Aid, Investigate-Track

Like IRIS, the Ecologists are a large organisation whose operatives also include scholars, bounty hunters, engineers, explorers and the like.  The great Institutes can be thought of as umbrella organisations.

Haulier: The hauliers keep many of the colonies alive, carrying goods across hundreds or even thousands of kilometres.  They are the lifeblood of human society, driving everything from fast road vehicles to huge wagon trains to airships.  The ancient meme of the long-distance trucker has somehow been born again far from Earth in this resilient breed.

Profession: Free Agent

Signature Equipment: Vehicle (possibly paid for, possibly undergoing payment)

Skill Package: Vehicle Operation: air, land or water, Knowledge: Computer Operation, Navigation-Surface Navigation, System Operation.

Priest: Not all priests have their own flock, and some wander like ancient friars, dispensing advice and spiritual comfort where it is needed.  Others prowl like carrion-birds, always on the lookout for sedition and heresy.  The really dangerous ones do both.

Profession: Diplomat/Tech Op

Signature Equipment: Book of the Church (X3D), genetester kit, implant kit.

Skill Package: Knowledge: First Aid, Knowledge: Implantation, Knowledge: Gene screening, Knowledge: Church Doctrine.

A Priest is sacrosanct in all but the very lowest of places, their advice sought out and their pronouncements acted upon.  The presence of a Priest can add great cachet to any group.

CSF Field Unit: Essentially like an IRIS op, but with a less-widespread territory and a less-cool uniform. At least, that’s what the IRIS guys say.  That’s exactly what they would say of course, being unable to hack it in the Crater, so they go hide out in the wilderness.  Despite interdisciplinary rivalries, the two career paths are very similar, and career choices are the same.

Medic: Unlike Doctors, who have their own practices, medics have no catchment area and seek employment where they wish (or can), often being employed as attached units to field organisations such as IRIS and the Ecologists.  Even wealthy Hauliers may be able to retain one.  See the PHB career Doctor.  Like a Priest, a Medic or Doctor can add an air of respectability to any band of travellers, no matter how disreputable otherwise.

Drifter:  Given that much of Ochre is like a mixture of Arizona and Mongolia, there are a lot of hardy souls who wander the desert with apparently no visible means of support, bearing an uncanny resemblance to Charles Bronson or Patrick Swayze.  They work where they can, until the winds in their minds blow them away to other destinations.

Profession: Free Agent

Signature Equipment: Personal weapon (usually something low-tech), rations, survival gear

Skill Package: Unarmed Attack-Brawl, Stamina-Endurance, Survival.

Security Officer: This career covers all those who make their living from institutionalised violence or its prevention.  From corporate security to armed police response units to Civil Security Forces, these full-time pseudo-soldiers are the strong arm of Ochran society.

Profession: Combat Spec

Signature Equipment: Needler (with Carbine attachments), gelcoat

Skill Package: Modern Ranged Weapons-Rifle, Modern Ranged Weapons-Pistol, Tactics- Infantry tactics, Unarmed Attack, Melee Weapons

PHB Careers:

The following careers from the PHB are also permitted.  Players do not have to select a career if they don’t want one.

Bodyguard

Law Enforcer

Martial Artist – Martial artists are in many ways the rock stars of Ochre in the early 19th century.  The presence of a martial artist will add greatly to the group’s fame or infamy.

Mercenary

Ambassador

Entertainer

Trader

Bounty Hunter

Explorer

Gambler

Gunner

Reporter

Spy

Comptech

Doctor

Engineer

Hacker

Pilot 

Scholar

And Finally:

Trustee Field Op: Trustees are just plain eeeevil, and their field ops are the worst of the lot.  They pull the wings off butterflies* and barbecue babies on Sundays.  And they laugh while they do it; laugh, I tell you! Like this:

Muuuuwuhahahahahahaaa!

That’s how evil they are.

*Well they would, if there were any butterflies anymore.  They probably make do with beetles that squeak piteously.  Yeah, that’s it, those poor beetles.  Bastards.

New Skill:

Life Science: Ecology

The Ecology skill denotes an ability to see a biome in broad brush-strokes, to follow the streams of energy and matter to discover whether a particular habitat is thriving or under stress.  In Ochre’s delicate ecosystem, the Ecologists may stand between survival and destruction, and an intuitive understanding of the ebb and flow of Ochre’s life-support system has become second nature to some.

