HERO CREATION

Step 1: Character Concept.  Orphan Soldiers is amenable to most character concepts, but please discuss your ideas with me prior to character generation.

Step 2: Species.  For the first part of this game, all characters are human.  If anything unfortunate happens to existing heroes, other possibilities may be available at a later date.

Step 3: Choose a Career.  Available Career choices are listed in the Career document, but don’t feel you must choose one.  Feel free to have a go at inventing your own career, or simply create your hero from the ground up. 

Step 4: Profession.  All professions are available with the exception of Mindwalker.

Step 5: Ability Scores.  Each hero has a total of 60 points to allocate between ability scores.

Step 5A: Options.  Unfortunately, Orphan Soldiers does not use psionics or the Alternity mutations rules.   Such unlicensed genetic tinkering is not for human beings to undertake.  Cybernetics are available and treated as per the Alternity core rules, with the exception of Cykosis, which is handled differently.  Any cybernetic purchases should be discussed with me before play begins*.

Step 6: Skill Purchase.  Initial skill points and skill purchase are handled as per the core rules, including free skills for human characters, with the following exceptions:

· Characters hailing from the Crater receive an extra four skill points, which must be spent on an Intelligence skill prior to play, reflecting the overall higher standards of education in the Crater settlements.  

· Characters from the Hinterlands are a naturally hardier breed, and receive the free skill Stamina-Endurance. 

· Characters from the Rift, with its precipitous settlements, receive either two free ranks in Athletics: Climb, or Vehicle Operation: Air Vehicle at a cost of only 1 skill point.  

· Furthermore, all hero characters may purchase the Resolve: Mental Resolve package at half price (4 points) at hero-creation, or the Resolve broad skill for only 3 points.  This only applies to character-creation; any subsequent purchases will be at full price.

When purchasing extra skill ranks, all skills are purchased at constant cost, with no increase as a character’s skill level increases.  While the above concessions will certainly seem generous, they reflect two things.  Firstly, the general standard of education on Ochre is rather good (even where a little roughshod), plus people don’t start their adult careers until after Majority at the age of nineteen.  Secondly, Orphan Soldiers promises to be rather a challenging campaign.

Step 7: Perks and Flaws.  All perk and flaw choices must be approved by the GM prior to play.  Please don’t feel you “need” them in order to get skilled up; any perks and flaws chosen should be used for their in-play possibilities rather than their pre-play payoff.  If you choose to take a perk or flaw, I will make full use of it in game.  Consider yourself warned *snigger*.  Ahem; sorry.

*Cybernetic drawbacks:

I’ve never been a huge fan of Cykosis; it has always felt like a game-related braking system with a veneer of extremely dodgy pseudoscience rather than a well thought out potential drawback.  Instead, inspired by James Nostack and his Schismatrix setting, as well as Bri’ Aitsya’s own colourful ideas, I have drawn upon the Orphan Soldiers universe to create something with a flavour of its own.

Rather than developing Psykosis, Ochran dabblers in cybernetics run the risk of developing a condition called Acquired Cybernetic Intolerance Disorder, or ACID for short.  The condition is essentially an allergic reaction, caused by the body hypersensitising to minor infections at graft sites.  Under normal circumstances, such micro-infections serve to maintain the vigour of the immune system, but the constant stress of hosting cybernetic implants can cause a susceptible host’s system to respond pathologically.  In this case, the results can vary between an irritating allergic reaction and a full-blown case of terminal Lupus.  A second problem associated with cyberware is a social one.  The use of cyberware is encouraged up to a point, but a person who grows too fond of self-augmentation can draw unwanted official scrutiny, usually from the Church, who see an overabundance of cyberware as submitting to the chains of the past and repeating the cycle that destroyed Earth.  Church disapproval is not to be courted lightly.

