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When [ first published Big Eyes, Small Mouth (FirsT EpITION) in time for GenCon
(August) 1997, the term Tri-Stat System did not exist. The game simply became known as
BESM and was a modest hit at the show: [ sold out of the 125 copies | brought with me. Soon,
the buzz about this new anime game made its way around the industry, and I started to see some
decent penetration into the gaming distribution market. “Cool,” thought I. “This is fun.”

Fast foreword to the GAMA Trade Show in March 1998. Marcelo Figueroa of Shadis
Magazine told me that BESM was nominated for the 1998 Origins Awards in the Best Role-
Playing Game category. [ was stunned, naturally, but I also became much more confident in
the company’s ability to survive — at least for a little while. BESM didn’t win, but that didn’t
matter. The industry took note of the little 96-page book with hardly any rules.

Fast foreword again to December 1998. The Sailor Moon RPG and Resource Book was
released with a red, triangular logo on the back cover that read, “Tri-Stat System.” The game
mechanics had a name, and a fan-following soon developed. “This is awesome,” thought 1.
“Much better than chemistry.”

Now it’s July 2000. GuUARDIANS OF ORDER, INC. is a 7-person company with both
Canadian and US offices. The game that started it all has been revised and expanded. It may
seem odd that this 288-page, 100,000-word book is actually a SECOND EDITION of the first tiny
one, but we are giving fans what they want. Magic has been greatly revised and explained in
detail, but the original version is still there. Options for mecha creation have been increased
dramatically, but the original material remains. Character creation has been retooled and
reorganized, but it is not really that different from what I first published three years ago. BESM
SECOND EDITION is not about making the game better than the first book; it's about giving
players more options. In the two mammoth chapters on character creation, [ think you'll agree
that you now have all the options you could want.

The SECOND EDITION of BESM is very special to me because it represents the origin of the
company and how it has changed and grown over the past three years. At times, it is unsettling
that David now knows more about Tri-Stat — the game that [ created — than I do. I certainly
wouldn't change this, however, since he has taken my original vision and transformed it into
something much bigger. David has been the creative driving force behind Tri-Stat's
progression, and | think that he has done a wonderful job. Tri-Stat is no longer my child alone;
it belongs to the company.

Thank you all for supporting us over the years. GUARDIANS OF ORDER has received
assistance from countless people, and the enthusiasm of our fans has driven us to be the best
we can be. We hope that you enjoy Big Eves, Small Mouth SECOND EDITION, and continue
enjoying it for many years to come.

Mark C. MacKinnon
July 2000
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CaprER T2 JATRODDTONE

WHAT 1§ ANIME?

Anime is the accepted term for animation from Japan. It has garnered much more respect in
its native country than North American cartoons have in Canada and the United States. One
reason for the popularity of anime is its diverse subject matter, ranging from fantasy and science
fiction to romantic comedy and horror. While North American cartoons tend to be written for
younger audiences (with a few exceptions), anime includes many shows aimed explicitly at teenagers
or older viewers, and this in turn permits more sophisticated story lines and a wider array of genres.

Another factor in the appeal of anime is the ongoing multi-episode story arcs that are a
common feature of many live-action TV dramas. A show can tell a complete story with a
beginning, middle, and end rather than simply present a series of disconnected episodes that
lurch onward until cancellation.

Science fiction and fantasy fare very well in anime. Freed from the budgetary constraints
imposed by the high cost of live-action special effects, coupled with a willingness to tackle
stories that appeal to older viewers, many shows bring fantastic visions to vivid life. Alien
invasions, world-shaking sorcery, transforming robots, super-powered heroes, demonic
monsters, obsessively-detailed military hardware, and realistic depictions of life in space are all
a part of anime. Characters in these shows are often larger than life: angst-ridden, utterly
clueless, burning for revenge, or hopelessly in love.

ANIME ORIGINS

The first anime series produced in Japan was Tetsuwan Atom (1963), created by Osamu
Tezuka and his animation studio, Mushi Productions. Later, this series became popular in the
West as Astro Boy. From the 1980%s through the 1990, anime has improved in both
sophistication and quality, with series like Space Battleship Yamato (1975, space opera), Urusei
Yatsura (1981, alien girlfriend comedy), Mobile Suit Gundam (1979, military drama), Macross
(1983, science fiction soap opera), Sailor Moon (1992, magical girl drama) and Ranma 1/2
(1994, martial arts comedy) exemplifying particular genres. A major breakthrough came in the
early 1980%s, when direct-to-video (OAV; Original Animation Video) anime releases caught
on, allowing production studios to produce shows aimed at smaller niche audiences or older
viewers in a much greater diversity of genres. The legacy of this “OAV boom” (and the rise of
speciality cable TV) was a renaissance in original television anime in the late 1990%, of which
the most influential series was the mecha-conspiracy saga, Neon Genesis Evangelion (1996).

In North America, relatively few anime-derived series were translated and adapted for
television in the 1970% and 1980%s. Most of those that did appear were heavily altered, often
losing those Japanese elements (such as a continuing story arc) that made them interesting in the
first place. Notable exceptions were Star Blazers (1979, the U.S. version of Space Battleship
Yamato) and Robotech (1985, a compilation of Macross and two other anime shows), whose
adaptations left their story arcs largely intact. The fandom that developed around these shows
was sustained by various comics, books, and fan activities and helped fuel the first anime-inspired
giant robot board games and RPGs. In 1986 and 1987 the first American anime magazines
appeared. More and more Westerners became active in the distribution of Japanese language or
fan-subtitled tapes, as fans became aware of the “OAV boom” taking place in Japan. Successful
comic book translations of high quality Japanese manga (such as Akira, Lone Wolf and Cub,
Nausicaa and Appleseed) and the theatrical release of the Akira motion picture captured new fans.

6
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In the late 1980, a number of American companies began releasing quality subtitled and
dubbed translations of anime releases, including some of the best of the then-new science
fiction OAV series like Gunbuster (1988) and Bubblegum Crisis (1988). In the 1990, the
growing popularity of anime allowed companies to release longer TV series (notably Ranma
1/2, one of the first successful non-mecha series in America) direct to video. In 1995, the
“impossible” happened when the magical girl show, Sailor Moon, began appearing on North
American television, the first shojo (young girl) anime to do so. Its success has added a new
generation of young female (and male) fans.

The end of the decade and the start of the new century is seeing an explosion in anime
with TV series being translated and released on video within months of their appearance in
Japan, and anime returning to mainstream American television. Over the last few years, shows
such as Dragonball Z, Gundam Wing, Tenchi Muyo!, Card Captor Sakura, Digimon, Monster
Rancher, Escaflowne, and Pokemon have begun broadcasting on television. It's a good time to
be an anime fan!

Bio Eves, Smatt Mourw — Secown Enrrron 7
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ANIME GENRES

Anime is often, though not exclusively, based on a published manga (Japanese comic).
The Japanese comics industry is among the most prolific and vibrant in the world. Japanese
manga {published almost exclusively in black and white) are even more diverse than anime,
and widely accepted as a legitimate literary and artistic form. Manga serve as inspiration for
television series, direct-to-video releases, and theatrical movies.

Anime includes familiar genres such as space opera, eyberpunk, cops-and-robbers shows,
high-school soap operas, and more. Some of the more exotic sub-genres are outlined here. It
is very common for shows to combine elements from several genres.

e Mecha

This is the Japanese term for a machine that appears in anime. Mecha shows are anime
that feature such machines in action, often giant, human-piloted robots, spaceships,
submarines, fighter planes, or suits of form-fitting powered armour. Among the first mecha
anime series were “hero” shows, in which teenage chumpinns fought evil masterminds from
inside super powered cars, subs, or giant robots. The niftiest robots, like Mazinger Z, could
transform into different shapes or combine into even bigger robots (which also sold lots of cool
toys). Then came series like Mobile Suit Gundam, which treated giant robots or space
battleships as “real” military hardware used by governments or corporations to fight wars or
combat terrorism. Instead of comic book heroes and villains, the characters were often young
and talented soldiers facing combat and death for the first time, fighting opponents much like
themselves. If you suspend dishelief in the robots or spaceships themselves, the mecha anime
genre offers quality space opera or cyberpunk drama (with a dash of soap opera) that often
matches or exceeds the best of Western cinematic science fiction television.

* Magical Girl

If the mecha show is the classic shonen (young boy) anime series, the magical girl show
epitomises shojo anime. These series usually feature an elementary or high school-aged girl
who is granted the power to transform into a costumed magical super heroine to fight evil,
Often the magical girl will discover other magical girls who become her allies.  Common
elements in these anime are cute ralking animal companions, mysterious male allies, evil
monsters bent on world domination (a different set each season), high school romance, and
the value of friendship. Many magical girl anime also include strong dramatic elements with
characters encountering heartbreak, tragedy, and occasionally death in their struggle to win
love for themselves and protect the world from evil.

* Hero Team (fentai)

A more generic cousin to the magical girl show, Sentai team shows features groups of
characters who battle evil, often in tight-fitting rechnological or magical armour. These often
draw inspiration from live-action hero team shows such as Ultra Man or Power Rangers. An
occasionally popular sub-genre is the “boys in armour” series, featuring a team of buff, angst-
ridden teenage boys whose pretty hoy features are designed to appeal to female fans while the
action typically draws male viewers.

8
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o Martial Arts

Featuring battles inspired by manga, video games, and Hong Kong wuxia (“wire fu”)
movies, anime martial artist shows regularly transcend the limitations of reality to produce
incredibly ki-powered special attacks such as fireballs or geysers of energy. Characters in
martial arts anime are often obsessed with proving themselves and discovering new techniques,
much like fantasy RP'G characters want to “go up in level.” Martial arts stories may be set in
the real world or in exotic landscapes such as post-apocalyptic wastelands or medieval China.
Often the martial arts genre crosses over with the supernatural as heroes battle magicians or
labour under strange curses.

* Sports Anime

The characters may be tennis pros, baseball or basketball players, tag-team wrestlers, race
car drivers, or some other type of athlete. Some sports anime are even set in the future, with
science fiction sports that do not exist today. The plats in sports anime focus as much on their
characters” emotional development as on the actual training, matches or tournaments. The
hero often starts out lacking self-confidence and skill, but with the help of a best friend or
coach pulls through, wins the respect of fellow team members, and leads them to victory in the
tinal competition. Sequels often feature greater challenges or travel (“on o the Olympics!™).
The mix of intense rivalry and close friendship between the different team members is
important, as is the relationship with their manager/coach/sensei. This genre can cross over
with the martial arts or even mecha genres, depending on the kind of sports involved.

o Exotic Girlfriend

These shows are situation comedies or comedy-drama where a seemingly ordinary boy
finds himself in a relationship with one or more exotic girls that fall madly in love with him.
The guy may be an ordinary teenager, or he may be more than he seems. The girls are aliens,
goddesses, martial artists, robots, fighter pilots, etc., and all jealously compete for the hero’s
affection. Often the hero would like nothing more than to dump the lot of them and just date
a “normal” gitl next door, but the plot (alien invaders, the world needs saving, etc.) gets in the
way. Since the girls have special powers or big guns, this offers a combination of love triangle
and action-comedy that appeals to both boys and girls. The genre has spun off into “Dating
Simulation” console games, many of which spawn their own anime. There are rare variations
that feature a bunch of guys and one girl.

* Interdimensional Exiles

Cousins to Through the Looking Glass, John Carter of Mars or The Wizard of Oz, these
science fantasy anime begin with one or more characters in modern Japan. Something weird
happens, and the characters are magically summoned or otherwise sucked into another
dimension — a fantasy world where magic, alien races or lost super technologies exist, and an
epic battle rages between rival forces. In this world, the exiled Earthlings often possess special
abilities, allowing them to become mecha pilots, magicians, leaders, or warriors in the earth-
shaking struggle taking place — if they pick the right side with which to join. Often the battle
lines are not so clear cut, and the group of castaways ends up split between both sides.

Big Eves, Smatt Moutn — Seconn Evitron
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* Supernatural Action

These shows are superficially “horror” series in that they feature demons, spirits, ghosts,
vampires, out-of-control psionic teenagers, or other terrors that are menacing the world. The
big difference is that instead of being ineffectual, the heroes often have access to high
technology, cybernetics, martial arts, magical powers, or supernatural abilities of their own and
can battle the monsters on an even basis. Thus, these anime are really action-adventure shows
with a supernatural twist. Sometimes the horror is purely supernatural, or it may have a
science-fiction rationale with psychic powers or sinister parasitic or shape-shifting aliens.
Magical girls can be considered one unique sub-set of this genre, as are the “naughty tentacle”
shows where the horrific demons are interested in more than just their victim's blood and souls.

« Samurai or Ninja Action

These historical anime take place in ancient or medieval Japan, a world of katana-wielding
samurai warriors, ninja assassins, magical Buddhist monks, warring clans, and blood-soaked
revenge. An heroic samurai or ninja can dispatch a dozen enemies with his blade, and a ninja’s
bag of tricks range from explosive bombs to literal invisibility. These shows are generally
“historical fantasies” playing fast and loose with Japanese history in the same way that westerns
do with the Old West. Variations are shows that take place in pseudo-historical China or India.

* Swords and Sorcery

These Western-style anime shows draw most of their inspiration from computer and
console RPGs and fantasy role-playing games, but add their own unique twist. This includes
visual elements (anime elves often have huge ears), insanely destructive magical spells (mostly
powered-up variations of fireballs) and often a blend of magic and technology. The latter
consists of techno-magical robots, androids, or flying ships, and the relics of ancient
civilizations whose secrets are now lost.

 Weird Conspiracy

These anime usually focus on government plots or secret corporate experiments. Often
an innocent school boy or girl is a pawn in some sinister project to create or control a super
weapon designed to fight a hidden enemy, or discovers a clue (like a mecha suit) thar leads him
or her into its midst. Neither side is what it seems, and there are wheels within wheels, and
even the character’s own identity may be a lie. This sort of show often crosses over with the
supernatural action or mecha genres, with artificial intelligence, psychic powers, or advanced
mecha as part of the experiment.

o Pet Monster

Inspired by virtual pets and console games, these insanely popular kids anime feature
wandering children who collect or train “pet monsters” either as gladiators or as partners in a
battle against evil. They are the most recent anime genre.

The above represent simply the most recognizable genres. There are many other common
themes and genre conventions that appear in anime, ranging from apocalyptic themes to sailor
suits. Some of these are covered in Chapter 6: Role-Playing in an Anime World. The Resources
appendix (page 268-271) gives examples of the best shows in these and other genres, along
with information on where to find or buy anime for yourself.
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WHAT 15 & ROLE-PLAYING GAME?

For many people, a role-playing game (RPG) is the “mature” version of the games we used
to play as children: “House,” “Cops and Robbers,” and “Superheroes.” A rule system assists in
settling conflicts and resolving actions, often with the use of a random generator (dice, cards,
etc.) to add an unpredictable element to the game. A game requires a handful of players and
one person to act as the Game Master (GM) or referee. The players tell the GM what their
anime alter-egos would like to do, and the GM describes the results of their actions, The GM
is also responsible for creating the plot and the setting for the game adventures and works
closely with the players to keep the game interesting and fun for all.

In Big Eyes, Small Mouth (BESM), players assume the role of an anime character suitable
to the time period and setting of the adventure the GM will be using. The game system helps
players assign some strengths and weaknesses to their characters using numbers to indicate
relative ability. The remaining clements of a character’s background, family, knowledge,
hobbies, and interests are not covered by the rules and are described by each player according
to his or her choice of character personality.

As a player, you control your character’s actions in the game. He or she can be likened
to one of the major characters in an anime movie, working through the unexpected twists and
turns of the plot with the help of other major characters, Your character’s actions can greatly
affect the outcome of the adventure, but you must keep in mind that every action has a
consequence that could return to haunt your character in a future session. Role-playing is a
group effort, however, and positive interactions between your character and those of the other
players are vital to everyone’s enjoyment of the game.

As a GM, your contribution will be much greater than that from any one player. You
must establish the genre, setting, conflicts, and plot of the adventure as well as all the non-
player characters (NPCs) your group of players will meet during the game. NPCs are similar
to the background characters in a movie — few are given quality screen time with the major
characters unless they are good buddies, or central to the plot. Additionally, you must be able
to project your imagination to the players by describing in vivid detail the world in which they
live. Then, after all that, your game plot must remain sufficiently flexible to allow the
characters’ actions to make a definite impact on the adventure. A plot that is too rigid may
leave players feeling their characters have lost the free will to affect their own destiny. Should
you assume the role of GM, you must possess creativity, good judgment and the ability to
improvise in unexpected situations, It takes extra time and effort, but the reward of a well-
played adventure can be almost euphoric.

Each role-playing adventure or episode will require one or two sessions, each several hours
in length. A number of episodes using the same characters can be linked together to form an
anime campaign. Campaigns require more commitment from everyone involved, but

watching the characters grow as the greater plot unfolds makes the extra effort worthwhile.
The most engaging campaigns can last upwards of 5-10 years, but keeping a campaign running
for 8 months to a few years is considered tremendously successful. More advice on choosing

an anime genre and on game-mastering in general can be found in Chaper 6: Role-Playing in
an Anime World.
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BESM was designed to be a multi-genre anime game and can accommodate nearly any
setting or time period. The rules are simple to use and thus do not afford a high level of derail,
although the resolution system and combat system have been designed to capture the fast-
moving nature of anime action. This element is one of the central strengths of the game,
making BESM ideal for either the novice or experienced role-player. Nevertheless, the role-
playing interactions hetween the GM and the players, as well as between the plavers themselves,
is the primary focus of Big Eves, Small Mouth, and, to this end, the core mechanisms of the
game have heen kept straightforward. There are many other fine RPGs on the market should
you desire a game with a more complex system.

Tre SEconn Epiion

The SkcoND EDITION of BESM incorporates elements from the FIRsT EDITION
supplements, Big Robots, Cool Starships (BRCS) and Hot Rods & Gun Bunnies (HIRGB). Tr also
introduces rules concepts to the BESM line that first appeared in the stand-alone RPGs Sailor
Moon, Demon City Shinjukit, Dominion Tank Police, Ghost Dog, and Tenchi Muyo!

The major changes to BESM SECOND EDITION are its greatly expanded character creation
rules. In recognition of the universal, multi-genre nature of anime, the SECOND EDITION of
BESM offers character creation and rules material that are intended to let GMs run any kind
of anime-inspired game, from horror and fantasy to science fiction and romantic comedy. In
fact, BESM SECOND EDITION is sufficiently flexible that it can also be used to create games that
go beyond the anime tradition. As some anime genres are more realistic than others, extra
detail in many of the Attributes and an additional chapter of expanded rules have been added
to support those GMs who would like a bit more detail in action resolution or character and
mecha design. Feel free to ignore these additions if a simpler, more free-wheeling style of play
is preferred.

A number of changes have been made to FIRST EDITION character creation rules and game
mechanics. These changes have been made in response to many comments and suggestions
that GUARDIANS OF ORDER has received since the FIRST EDITION's publication. They are
designed to make your game play more smoothly and to ensure that character abilities are
properly balanced. However, if you have an existing game that any of these changes would
disrupt, just adopt those new rules with which you feel comfortable. Major rule changes have
been carefully documented to make this transition as easy as possible and to provide a set of
ongoing “designers notes” offering insight into the game.

finst Enmion BESM contained 16,000 words. Secono Enimon has over 100,000. Although this 2688-page book may seem
overwhelming when compared to the Fist Enmon, the core elements are the same. This book provides more options and

more ruls for those who wish to use them, but remember that they are options. If you are looking for a simple and
clegant game system, just use the parts of Tri-Stat™ that you like and discard the rest.
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CHARACTER CREATION SUMMARY

GM DiscUSSION

Talk to the GM about the nature of the upcoming game. Issues that should be addressed =
include the duration of the game, scheduled playtime, the setting and related timeline, and the
thematic intensity level. Based on this, the GM should set the power level of the campaign;
which will determine the number of Character Points that each player may use to design their
characters. See page 15.

e

L 411§

CHARACTER OUTLINE
Use the game boundaries established through your talk with the GM to sketch a rough
character outline. See Page 16.

LRI

ASSIGN STATS
Use Character Points to give your character Body, Mind, and Soul Stats, making sure each
Stat is not lower than I nor higher than 12. See page 18.

CHARACTER ATTRIBUTES

Any remaining Character Points may be used to acquire Normal and Special Character
Attributes, which are rated in Levels from 1 to 6. See page 19.

CHARACTER DEFECTS
You are encouraged to take a maximum of eight Normal or Special Defects appropriate to
your character outline. These Defects will provide you with more role-playing opportunities
and give you Bonus Points you can use to raise Stats or acquire additional Character
Attributes. See page 46.

5 411§

SELECT SKILLS (OPTIONAL)
If using the Skill System, your character receives 20 starting Skill Points plus additional points
if you took the Highly Skilled Attribute (or fewer if you took the Unskilled Defect). Use the
Skill Points to acquire Skills and specializations relevant to your character outline. Skill
Levels range from | to 6. See page 57.

DERIVED VALUES

After you have modified your character’s Stats through Attributes and Defects, you can
calculate his or her four derived values — Combat Value (both Attack and Defense), Health
Points, Energy Points, and Shock Value (optional). See page 71.

[ 411s

BACKGROUND POINTS

You can earn 1-3 extra Character Points by giving the GM a background history of your
character, an important character story, or a character drawing. See page 73.

8 411§
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The design of a new character for BESM should involve a thoughtful collaboration
hetween the player and the GM. Your objective is to create a character who is fun to play, has L
plenty of reason to adventure, and who fits into the GM’s campaign. In BESM, you can choose
to spend as lictle as ten minutes designing a character or upwards of an hour. The difference
lies in the amount of detail and individuality given to your character. At no time during an
RPG campaign do you have more control over the destiny of your character than during the
creation process. [f you have any questions about game mechanics or specific character
abilities, talk to the GM before you begin character creation.

Throughout the eight steps of character creation, you can follow the progress of
Elizabeth's character, Tabitha Yamamoto. The examples are presented following the main text.

STEP 1: GM Discussion

You and the other players should discuss the nature of the upcoming game with the GM.
Before any characters are created, the GM should outline such details as genre, setting,
campaign duration, story boundaries, and expected time commitment. A variety of game
genres are discussed in Chapter 6: Role-Playing in an Anime World. As a player, you should listen
closely to the GM’s descriptions since it will impact directly on the character you wish to
create. It is certainly not useful if you decide to create a computer hacker character should the
GM set the game in late Seventh Century Japan.

Ask for clarification of any rule modifications the GM plans to use as well as any
background restrictions on your character. If you have any game preferences involving issues
such as combat intensity, maturity level, or drama versus comedy ratio, let the GM know about
them. Help the GM create the game that you all want to play.

One of the most important things that the Game Master should discuss with his or her
players is the Character Point total. Character Points are a measure of the relative power and
capability of characters. The GM decides how many Character Points will be available to each
player. He or she will usually assign the same number of Character Points to each player for
the creation of their character while the NPCs may be given widely varying Character Point
totals depending on their role in the game. The number of Character Points the GM assigns
will depend on the game’s intended power level. The GM may run a low-powered game (15,
20, or 25 points), an average-powered game (30 or 35 points), a high-powered game (40 or 45
points), a very high-powered game (50 or 53 points) or an extremely high-powered game (60
or more points).

The GM tells Elizabeth (one of his players) that he plans to run a mini-campaign once a week
during the month of August. The game will be a space opera set in-an interstellar empire in
the year 2500. The e spans many worlds, but some of its culture and fashions are
j medieval Japan. Elizabeth lets the GM know that she would prefer

buckling adventure with an opportunity for politics and courtly romance. Based on

th's and his other players' preferences, the GM de to centre the campaign on the
adventures of the Imperial Bodyguard, an elite unit of giant robot and fighter pilots who
protect the throne and perform special missions for the Emperor. It will be a high-powered
game — the characters will be built awith 40 Character Points.
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STEP 2 CHARACTER OUTLINE

A character outline is a broad concept that provides you with a frame on which to build
vour character. It is not fully detailed; there is no need for you to concern yourself with the
character’s specific skills, powers, or background details at this stage. Use the game boundaries
established in your discussion with the GM as the starting point for your character and build
your outline on that foundation. Discuss your character ideas with the GM to ensure your
character will work with those of the other plil\‘cr\ and with the overall themes and focus of
the campaign. Here are some issues to consider.

| the character human?

There are settings where everyone will lw a human being, such as a modern day “cars and
guns” game or one set in the historical past. In other settings, it is possible that non-human or
part-human characters may exist, or that a setting might not mdud any human characters at
all. The kinds of non-human or superhuman entities that exist will depend on the GM's choice
of setting. Examples of non-human and partly-human characters appropriate for some anime
settings are aliens, androids, cyborgs, fantasy races (for example, elves, ogres, or centaurs),
genetic constructs (clones, genetically-enhanced people, or human-animal hybrids), ghosts and
spirits, gods and goddesses, monsters (for example, demons,
- shapechangers, or vampires), robots, and talking animals.

o What are the character’s strengths?

In some campaigns, the players may want to create
complimentary characters with unique sets of abilities. For
’] example, a team fighting supernatural evil might include a
| combat specialist or two for bashing monsters, an exorcist or

medium for dealing with ghosts and spirits, a psychic or
sorcerer for handling magical opponents, and a scholar or
computer hacker for digging up background information. A
degree of specialization helps players enjoy their characters by
giving them a unique identity.

At the same time, it is equally important that the
characters not be too specialized, or the group will lack
cohesion and other players will sit around bored while each
specialist has his or her own little adventure within the game.
It is a good idea to identify a minimum set of ulp&bll!llt‘s that
everyone should have.  For example, in a martial arts
campaign, everyone should be a fighter but individual
PCs may possess different fighting styles (karate, kick-
boxing, ninjitsu, kendo, etc.) and unique backgrounds
(the cop, the street fighter, the monk, the professional
athlete). Similarly, in a game centred on giant robot
action, each PC might be a mecha pilot on the
same team, but they and their mecha may
have different capabilitics: one might he a
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close-quarters fighter with heavy armour, another fast and agile, a third may specialize in
electronic warfare, while the fourth may have the most powerful long-range attacks.

In some games, the group of PCs will be independent operators. Examples include a
detective agency, a party of fantasy adventurers, the crew of a pirate ship, or a team of magical
girls who fight evil. In other game concepts, the characters will be part of a larger organization
and would logically have helpers in supporting roles. An example of this scenario is a squadron
of mecha pilots in a military space force. A base commander, communication officers,
mechanics, doctors, cooks, and other personnel all support the pilots. A few of these roles may
make worthwhile PCs, but often this “supporting cast” is best filled by NPCs created and run
by the GM. These characters may become the PCs’ friends, colleagues, love interests, or rivals
as the game progresses, but they also free all of the PCs to take on roles that let them share in
the same action,

* What is the character like?

You should decide on the character’s age and sex, determine a broad archetype for his or
her personality, and sketch a rough idea of ethnic and social background. On the other hand,
it is equally important that a character have room to grow beyond your initial concept. A
character that you have spent hours perfecting and detailing may quickly hecome stagnant and
uninteresting once play begins. A good character outline usually focuses on one or two main
personality traits and leaves plenty of room for you to explore and develop the character into
a fully rounded personality over time. Although the starting archetype should be an integral
part of the character, it should not rule all of his or her actions. At some point during the
game, your pacifistic martial artist may be driven to an act of vengeance, or your angst-ridden
mecha ace may finally discover a cause in which to believe. As long as these developments
proceed naturally from events in the game, they should be a welcome part of the role-playing
experience.

* What is the character’s name?

You have the freedom to name vour character whatever you like, but the GM may have
some ideas for character names that fit a particular setting. For example, you character should
probably have a Japanese name if the campaign is set in Japan. Anime series are often
notorious for employing odd, but plausible, fictional names for fantasy or science fiction
characrers. Sometimes these are actually horrowed from Western or Asian mythology or
named after objects such as cars, motorcycles, or rock stars, making them sound suitably exotic
without being totally unfamiliar. Unless your campaign is a comedy, however, try to avoid a
silly name since it may ruin the suspension of disbelief for the other players.

Elizabeth’s concept for her character is a fierce feline tiger-girl warrior from the Bakeneko
Comet People, a race of genetically engineered e nomads.  Elizabeth decides her
character’s name is Tabitha Yamamoto. She has enlisted in the Imperial Star Legions for a

life of adventure and the promise of Imperial citizenship. After doing well in battle, she was
rewarded with a post on the Imperial Guard. Elizabeth intends to play Tabitha as a “country
girl,” who is both dazzled and repulsed by the splendour and decadence of the royal coust.
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Stats (or Statistics) are numerical assignments that reflect your characrer’s base
capabilities.  Higher Stat values indicate an advanced level of accomplishment or
achievement. Big Eyes, Small Mouth is part of GUARDIANS OF ORDER’s Tri-Stat System™ game
line and uses three Stats to represent your character’s abilities: Body, Mind, and Soul.

* Body Stat

This Stat measures the physical aspects of your character. This includes overall health,
strength, endurance, quickness, rate of healing, manual dexterity, and ability to withstand
trauma. A character with a high Body is in good physical shape.

* Mind Stat
The Mind Stat represents a character’s mental abilities. High values indicate intelligent,
witty, and quick-learning characters.

* Soul Stat

The Soul Stat represents willpower, determination, and spirit and can somerimes
represent psychic power, empathy, and unity with nature. A high rating in the Soul Stat helps
a character focus his or her personal energies or life force to go beyond his or her normal limits
and to power special abilities.

Each Stat is rated on a scale of 1 to 12. A value of 4 in a Stat is the adult human average
with ratings under 4 indicating decreasing competence while numbers over 4 designate
increasing superiority. (For more details, see Table 2-1, page 19.) Thus, a person of average
build, high intelligence, and above average determination might have Body 4, Mind 7, Soul 5.

Your starting Character Points (page 15) are used to purchase Stats. You must decide how
many of them you will spend on Stats and then divide these points among the character’s Body,
Mind, and Soul. A Stat’s value is the number of Character Points you have assigned. At least
1 and no more than 12 Character Points must be assigned to each Stat, giving it a value
between | and 12.

You may only give your character one Stat with a rating of 12. Otherwise, it is up to you
to decide how many Character Points you will use for Stats and what each Stat’s value will be.
Any Character Points not spent on Stats will be used to acquire various useful talents and
powers called Character Attributes (page 19). For this reason, it is a good idea to allocate
anywhere from 12 to 24 Character Points to Stats (but usually less than two-thirds of your total
Character Points) and to save the remaining points for Attributes. The GM may set an
absolute ceiling or floor on the number of Character Points that can be allocated to Stats to
ensure PCs have a balance between Stats and Attributes.

The GM has given Elizabeth 40 Character Points with which to assign Tabitha Stats and
Characte ibutes. Elizabeth decides her warrior cat-girl will possess substantial strength
and agility, average intelligence, and great willpower. Elizabeth thus assigns Tabitha a Body
Stat of 7, Mind Stat of 4, and Soul Stat of 6. This totals 17 Character Points, leaving
Tabitha 23 Chare oints for Ateril
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STAT VALUE DESCRIPTION

Completely and utterly useless.
Inept.

Significantly below adult human average.
Below adult human average.

Adult human average.

Above adult human average.
Significantly above human average.
Highly capable.

Extremely capable.

Best in the land.

World-class ability.

Legendary ability.

Best in the universe. Unequalled.
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e unified Stat Points and Character Points in BESM Secono Enmon in order to produce a cleaner and more flexible rules
system. When using point-based character creation rules, the actual effect on play is minimal, since the Fis Eomon
Attributes Fortified Body, Powerful Mind, Strong Soul and the Defects Delicate Body, Empty Nind and Hollow Soul allowed
players to exchange Stat and Attribute Points on a 1:1 basis

STEP 4 (HARACTER ATTRIBUTES

Your character’s basic abilities are represented by the three Stats, but his or her more
specific acquired or innate talents and abilities are known as Character Attributes. Any
Character Points remaining after you have purchased Stats are available to acquire Attributes.

There are two categories of Attributes: Normal Artributes (page 21) and Special
Attributes (page 42). Character Points may be used to acquire both types, but since Special
Attributes represent exotic abilities (like magical or superhuman powers or abilities innate to
non-human races), the GM may choose to place certain restrictions on their availability in his
or her particular game setting.

Within these two categories, there are many different Character Attributes, each
representing a particular talent or special ability. Each Attribute is rated with a Level from 1-6
(or in a few cases, 1-2). Acquiring an Attribute or increasing it in Level requires the
expenditure of one or more Character Points depending on the Attribute’s Character Point
cost per Level. The Attribute descriptions indicate the Character Point cost, its game effects
and limitations, and the Stat most relevant to the Attribute’s use should a Stat check dice roll
be needed (see page 196 of Chapter 4: Game Mechanics).

If one of your Attributes is modified by another to extend beyond Level 6 (such as the
Appearance Attribute modifying Art of Distraction), you should discuss the influence and
limitations of the new Level with the GM. Attributes at higher Levels may also be assigned
deliberately with GM permission or when the GM creates NPCs. For example, high Level
Attributes are very appropriate for villains who may need exceptional resources to oppose an
entire group of PCs.
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f The selection of Attributes is one of the most important steps during character creation.
Through Attributes, you define your character’s unique capabilities compared to other
individuals. Think carefully about the balance between a few high-level Attributes and a large
number of low-level Attributes.

If you find yourself needing more Character Points than you have been assigned, consider
burdening your character with one or more Character Defects (Step 5: Character Defects, page
46). Each Defect can provide you with an additional Character Point or two, which can be
used to acquire more Character Attributes or higher Stats,
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A major change we made between the Finst and Seconn Enmons of BESM is the far greater variety of available Attributes
Our clasification of Attributes a5 “Normal” or “Special” is intended to help the GM decide which of the many Attributes |
are appropriate for his or her campaign. A few Attributes are no longer available in Sécon Eomon: Acvobatics and Focwsed
Combat have been transferred to Skills while Cybernetic Body has been rendered redundant due to the expanded nature

NOTES

of the character creation rules. Fortified Body, Powerful Mind and Strong Soul are also no longer needed since Stat and
ttribute Points have been unified.
NormAL ATTRIBUTES
Normal Attributes are Attributes that an ordinary character in a “real world” setting can
have. Table 2-2: Normal Attributes summarizes the names, point costs, and relevant Stats of
all Normal Attributes.
NORMAL ATTRIBUTE PoinT Cost STAT PAGE
Animal Friendship
Appearance 1 point/Level Body 24

1 point/Level Body ot Soul 24
1 point/Level Soul 25

At of Distraction

|

|

1

|

1 point/Level Soul 22 ‘
|

Aura of Command . ‘
|

|

|

|

_ Combat Mastery 2 pointsfLevel None (Combat Value) 26
= Damn Healthy! 1 point/Level None 26
= Divine Relationship 1 point/Level Soul 28
= Energy Bonus 1 point/Level None 28
; ~Extra Attacks 4 points/Level None 28
=  Flunkies 1 point/Level Soul 29
=  Focused Damage 1 point/Level None 30
= Gun Bunny 1 point/Level None (Combat Value) 30
ws | Heightened Awareness 1 point/Level Body or Mind 32
= Highly Skilled 1 point/Level None 32
- Kensei 1 point/Level None (Combat Value) 32
Massive Damage 2 points/Level None 34
Mechanical Genius 2 points/Level Mind 34
Organizational Ties 1-3 points/Level Soul 36
Personal Gear 1 point/Level None 37
Unique Character Attribute  1-4 points/Level Varies 40

Elizabeth has 23 Character Points left to acquire Attributes for Tabitha Yamamoto. She
decides to start with Normal Attributes, and then examine the Special Attribute options.
Elizabeth assigns Tabitha Yamamoto the following Normal Attributes: Appearance Level 2
(2 points), Awra of Command Level 1 (1 point), Highly Skilled Level 1 (1 point), Personal
Gear Level 1 (1 point). This totals five Character Points, leaving Tabitha with 18 Character
Points remaining. She intends to assign them to Special Attributes to reflect Tabitha’s felinoid
species and military background.

EXAMPLE
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ANIMAL FRIENDSHIP
Cost: 1 point/Level
Relevant Stat: Soul

A character with this Attribute has an unusual, instinctive empathy towards animals. On
a successful Soul Stat check, the character can befriend an otherwise hostile or even ferocious
animal. For example, this would allow a character to get past a police dog or guard dog.

L Utilizing this ability requires behaving in a calm and friendly manner; a friendship cannot be
made if the character or his or her friends have already attacked the animal. An “animal” is
defined as a natural creature with Mind Stat of (-2 that lacks the ability to communicate via
a structured language (that is, it cannor speak).

The GM can apply difficulty penalties or bonuses to the Soul Stat check based on the
character’s actions and the situation. For example, the dice roll modifier could be +2 if the
animal is especially fierce or very loyal to its current owner, or -2 if the characters just saved
the animal from some nasty fate. When befriending a pA1L|< of animals, a dice roll penalty of
+1 is assigned for two animals, +2 for 3-4 animals, +3 for 5-8 animals, +4 for 9-16 animals, and
higher penalties for larger packs. If the attempr fails, the animal(s) may attack, threaten the
character, or slink away, depending on its nature, A sccond attempt is usually not possible
within a short period of time. If an animal is befriended, it will let the character and
companions approach it, and will not attack or act aggressively unless it or the members of its
pack or family are threatened. At the GM's option, it may be affectionate enough to want to
follow behind the character or somehow assist him or her.

An animal that has been befriended simply likes the character. Actual training of the
animal takes time and requires the application of the Animal Training Skill (page 61). Half
the character’s Level in this Attribute (round up) is added to his or her Animal Training Skill.

[BEL1  No level modifiers are applied to the Soul Stat check.
+1 Level to the Animal Training Skill.

L2 An additional -1 modifier is applied to the Soul Stat check.
+1 Level to the Animal Training Skill.

[BEL]  An additional -2 modifier is applied to the Soul Stat check.
+2 Levels to the Animal Training Skill.

[BEL4  An additional -3 modifier is ed to the Soul Stat check.
+2 Levels to the :

dIHSONIIES TWMINY

[BEL§  An additional -4 modifier is applied to the Soul Stat check.
+3 Levels to the Animal Training Skill.

[BELb6  An additional -5 modifier is applied to the Soul Stat check.
+3 Levels to the Animal Training Skill.
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APPEARANCE
Cost: | point/Level
Relevant Stat: Body

This Attribute reflects physical attractiveness. Players are encouraged to think about giving
their characters the Appearance Attribute, since it is appropriate for anime heroes to be good
looking. A character lacking points in this Attribute is considered to be of average appearance.
Values of 4, 5, or 6 increase the Art of Distraction Attribute by 1, 2, or 3 Levels respectively, but
only when the character is visible to his or her audience. A character with the Appearance
Attribute may be defined as “cute” rather than simply attractive. A cute character will usually
inspire affection rather than igniting romantic desire. The GM should have a PC’s Level of
Appearance influence the way NPCs initially react to the character. When appropriate,
Appearance also gives a -1 bonus per Level on any Seduction Skill (page 68) roll.

The character is moderately attractive or cute.

The character is quite attractive or cute. .

The character is very attractive or cute.

The character is extremely attractive or cute. Art of Distraction Attribute
is increased by 1 Level.

DNYEYIdaY

The character possesses legendary beauty or cuteness. Art of Distraction
Attribute is increased by 2 Levels.

The character possesses unparalleled beauty or cuteness. Art of
straction Attribute is increased by 3 Levels.

ART OF DIsTRACTION
(ost: 1 point/Level
Relevant §tat: Body or Soul

Art of Distraction may represent oratorical ability, innate charisma, or even a beautiful or
resonant voice. This Attribute allows a character to distract a number of people or animals at
a critical moment, provided he or she has some method of communicating with them (for
example, talking, dancing, television broadcast, illusionary image, written word, etc.) If the
character is trying to directly distract a potentially hostile group, such as an angry mob or a
group of security guards, his or her Level dictates how many people are distracted. If the
character has an audience that is already prepared to listen, the Level determines the
percentage of that audience that is distracted or moved enough to take action, whether that
involves buying the character’s next CD, donating money to a charity, or voting for the
character in an election.

This Attribute may be modified by the Appearance Attribute, but only if the character
is visible to his or her audience (see the Appearance Attribute description). If multiple
people with this Artribute work as a team, the total number of people distracted is added
together. The Body Stat is used when distracting people physically (for example, with sex
appeal) while the Soul Stat is used when distracting someone through emorion, rhetoric, or
force of personality.
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The character can distract one person or animal, or

will be deeply moved.

The character can distract up to two people or animals, or 10% of the
audience will be deeply moved.

The character can distract a small crowd (1-10 people or animals), or 2

of the audience will be deeply moved.
The character can distract a medium crowd (11-50 people or animals), or
50% of the audience will be deeply moved.

ART OF DISTRACTION

The character can distract a large crowd (50-200 people or animals), or
75% of the audience will be deeply moved.
The character can distract a very large crowd (200-1000 people or

animals), or 95% of the audience will be deeply moved.

Aura oF CommaND

(ost: | point/Level
Relevant ftat: Soul
The character possesses a natural knack for leadership. This Attribute is similar to Art of

Distraction, except it only works on allies or subordinates or possibly with leaderless
individuals looking for guidance (such as ordinary people caught in an emergency). Instead of
distracting them, the character is able to inspire allies or neutrals into following him or her into
dangerous situations that they might otherwise avoid.

Simply because a character is in a position of authority over other people does not
automatically imply that he or she possesses the Aura of Command Attribute. In a military
structure, subordinates will usually follow most orders (even dangerous ones) without
hesitation because it is part of their job. Aura of Command reflects a character’s almost
unnatural ability to inspire others to engage in actions that few people would ever consider
undertaking. Note that few leaders have an Aura of Command sufficient to inspire their entire
force at once. Commanders usually concentrate on key individuals (such as immediate
subordinates) and hope the actions of these people will encourage others to follow them.

The chatacter can inspire one person.

The character can inspire up to two people.

The character can inspire a small team (1-10 people).
The character can inspire a medium team (11-50 pe
The character can inspire a large team (50-200 peoy

AURA OF COMMAND

The character can inspire a very large team (200-1000 people).
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CoMBAT MASTERY

(ost: 2 points/Level

Relevant Stat: None (uses Combat Value)
Combat Mastery denotes either an innate “killer instinct” or the character’s intimate

knowledge of a wide range of offensive and defensive combat techniques covering all aspects

of armed and unarmed encounters (including ranged weapons). Individual Combat Skills

(page 70) let a character specialize with particular weapons or specific styles, but Combat

Mastery allows a character to pick up any weapon (or use none at all) and still be proficient.

See page 71 of Step 7: Derived Values for more information on the Combat Value.

LEVEL 1 e character’s is increased by I point:
LEveL 2 ac ymbat Value is increased by 2 po
LB¥EL 3 aracter’s Combat Value is increased by 3 points.
LEveL 4 ) is increased by 4 points.
LEVEL § : character’s Combat Value is incre ‘
[BELb  The character’s Combat Value is increased by 6 points.

Cost: | point/Level
Relevant Stat: None

Possessing this Attribute increases the Health Points of the character, allowing him or her
to withstand more damage in combat. The Damn Healthy! Attribute, along with the Body
Stat, also reflects a character’s resistance to sickness, disease, and other physical ailments. Sce
page 71 of Step 7: Derived Values for more information on Health Points. Note that characters
with high Body or Soul Attributes may be very healthy even without this Attribure.

[8L1  The character’s Health Points are increased by 10 points.
[Wit2  The character’s Health Points are increased by 20 points.
[BEL3  The character’s Health Points are increased by 30 points.
[86L4  The character'’s Health Points are increased by 40 points.
[BEL§  The character’s Health Points are increased by 50 points.
LEveL b e character’s Health Points are increased by 60 points.
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DiviNe RELATIONSHIP

Cost: 1 point/Level
Relevant §tat: None

A character possessing a Divine Relationship has powerful forces acting as his or her
Guardian, which can beneficially influence the outcome of important events (or maybe the
character is just really lucky). This relationship is represented through the re-rolling of
undesirable dice rolls.

(661 The player may re-roll any 1 dice roll each game session.

[8L2  The player may re-roll any 2 dice rolls each game session.
(663  The player may re-roll any 3 dice rolls each game session.
(VL4  The player may re-roll any 4 dice rolls each game session.
[BEL§  The player may re-roll any 5 dice rolls each game session.
(8L  The player may re-roll any 6 dice rolls each game session.
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ENERGY BoNus

(ost: 1 point/Level
Relevant Stat: None
Possessing this Attribute increases the Energy Points of the character, allowing him or her
to draw on a greater pool of energy reserves in times of need. See page 70 of Step 7: Derived
Values for information on Energy Points and their uses.

[BEL1  The character’s Energy Points are increased by 10 points.
[BL2  The character’s Energy Points are increased by 20 points.
[BE3  The character’s Energy Points are increased by 30 points.
[BL4  The character’s Energy Points are increased by 40 points.

SONOG A9YINI

[WEL§  The character’s Energy Points are increased by 50 points.
[BELO  The character’s Energy Points are increased by 60 points.

Cost: 4 points/Level
Relevant Stat: None

This Attribute reflects the character’s ability to use every combat situation to his or her
benefit. Each round, the character may make one or more additional offensive actions (and
ignore penaltics for performing more than one defensive action) provided that the attacks are
all similar in nature (for example, all hand-to-hand, all ranged, etc.) Also, unless two or more
opponents are very close together, armed or unarmed hand-to-hand attacks must target the
same person. The attacks are usually carried out at the same time during the same Initiative

(see page 203 of Chapter 4: Game Mechanics).
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The character gains 1 extra attack and defense each round.

The character gains 2 extra attacks and defenses each round.
The character gains 3 extra attacks and defenses each round.
The character gains 4 extra attacks and defenses each round.
The character gains 5 extra attacks and defenses each round.
The character gains 6 extra attacks and defenses each round.

EXTRA ATTACKS

FLUNKIES

(ost: 1 point/Level
Relevant Stat: Soul

Flunkies can give a character the ultimate ego trip. They hang around the character
doing whatever he or she wants and never ask for anything in return. They can provide a
character with more free time (“Got some more homework for you, my faithful friend....”), can
keep the character safe from danger (“Quickly! Interpose yourself between me and that rabid
wolf...."), or can simply make the character’s life easier (“My shoe is untied. Fix it!”) Flunkies
aim to please, even at their own expense. They are also known as groupies, stooges, or toadies.
They are not warriors — see Servant (page 134) for that Artribute. A Flunky may get in the
way of an enemy, or fight in self-defense, but will not attack.

Individual Flunkies are NPCs. A character’s Flunkies normally have identical Stats and
Attributes, although Skills may vary. A character may have Flunkies with varied Stats or
Attributes, but each one with a different set of Stats or Attributes counts as two Flunkies. A Flunky
should be built on 10 Character Points (plus any Defects). They should not normally possess
Combat Mastery, Focused Damage, or Massive Damage, nor should they have Combat Skills.
Flunkies should not normally possess Special Artributes either, although the GM may consider
allowing 1-3 points in Special Attributes to represent the racial characteristics of Flunkies of non-
human origin such as a wizard's goblin servants, or a butler robot. Players should use the Servant
Attribute (page 134) if they wish to create combat-capable or exotic companions for their PCs.

The character controls 1 flun

The character controls 2 flunkies.

The character controls 3 or 4 flunkies.
The character controls 5 to 7 flunkies.
The character controls 8 to 12 flunkies.
The character controls 13 to 20 flunki

3, Smd 7, and r\rt of Dz;tmuwn at Level 2. Tom'’s player decides he needs a third to do his
homework, and creates one with Body 2, M , and Soul 2. This counts as four flunkies
(since the third one has
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Focusen DAaMAGE

Cost: I point/Level
Relevant Stat: None
A character with the Focused Damage Attribute knows precisely how and where to hit

i any opponent in order to inflict incredible amounts of damage while using one specific weapon

type or method of attack (this attack is defined during character creation). For example, it

might represent a special talent with a weapon (such as the katana), knowledge of a particular

martial arts technique, or ability with a natural weapon of some sort. For more information on

physical combat and damage, see page 210 of Chapter 4: Game Mechanics.

phy g pag

[BE1  Damage delivered in combat for the specific attack is increased by 5 points.

[BL2  Damage delivered in combat for the specific attack is increased by 10 points.
(B3 Damage delivered in combat for the specific attack is increased by 15 points.
(L4  Damage delivered in combat for the specific attack is increased by 20 points.
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(8BS Damage delivered in combat for the specific attack is increased by 25 points.
(8O  Damage delivered in combat for the specific attack is increased by 30 points.

QU Bumny
Cost: | point/Level
Relevant §tat: None (Combar Value)

The Gun Bunny Attribute allows a character to perform over-the-top feats involving
tirearms, bows, throwing weapons, cannons, or other ranged weapons. Each Level gives the
character one Gun Bunny ability. Players can rename this ability to reflect their own particular
specialization or preference (“Bow Bunny”, “Gun Master”, etc.).

* Dead Eye

The dice-roll penalties that the character suffers are greatly reduced when firing at
pinpoint targets such as partial armour, weak points, or vital spots, or when shooting at longer-
than-usual ranges. This ability is useful for snipers and assassins.

Each penalty is reduced by 3 (to a minimum of 0). Thus, attacking a vital spot (+4
penalty) would become +1, while firing at double range (+2 penalty) would be +0.

* Lightning Draw
The character can draw a gun from a holster, pocket, or jacket and fire in the same round
without penalty. Otherwise, it requires one combat round to ready his or her weapon.

* One Bullet Left

The character will always have a single bullet in his or her gun, even after an extended
fire fight. In games using “dramatic ammunition” rules, a character with this Attribute has a
single bullet left in the gun when the GM declares that it is out of ammunition, which may be
used as he or she chooses.
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* Portable Armoury

The character will always have easy access to any weapon required for a particular task,
including illegal weapons and accessories not available to the general public. The actual
weapons and accessories must still be acquired via the Personal Gear Attribute (page 37), but
remarkably, the character can access them whenever he or she needs them instead of being forced
to return to where they are normally stored. Characters with Personal Armoury may also make
tield modifications on their weapons, switching gun modifications such as laser sights or scopes
as needed at any time, instead of having to bring them to a werkshop or gun shop as usual.

* Steady Hand

This is the ability to use the Gun Combat, Heavy Weapons, or other ranged attack
Combar Skills with ease while the character is on a moving vehicle or otherwise engaged in
complex stunts. This greatly reduces the penalties a character normally suffers for firing from
amoving vehicle, performing acrobatics, or otherwise attacking while in motion. Each penalty
is reduced by 3 (to a minimum of Q). A character with this Skill may also use weapons in
conjunction with the Acrobatics Skill, and may aim while they are moving.

* Two Gun

The character can effectively shoot two pistols (or throw two knives, or use any other
one-handed ranged weapon attack) at once against the same or different targets. The
character uses the normal Two Weapons rules (page 223), but the penalty for doing so is
reduced by 3 (to a minimum of 0).

* Weapons Encyclopedia

A character has the ability to recall the vital statistics and important quirks of practically all
known ranged weapons. This includes, but is not limited to, its general level of reliability, as well
as all vital statistics like ammunition capacity, calibre, model year, possible outfitted accessories,
etc. Characters without this ability will only have such information on weapons they actually own
or use regularly and will need to successfully roll a Mind-based Military Science (Hardware
Recognition) Skill check to recall important details. In addition, Weapons Encyclopedia also
includes knowledge on acquiring weapons, so characters will have a -3 bonus on any Urban
Tracking or Business Management Skill checks needed to locate or buy legal or illegal weapons.

Players who wish to use Gun Bunny abilities should refer to Chapter 5: Expanded Combat
for more detailed rules for called shots, two weapon attacks, and similar manoeuvres,

The character has one Gun Bunny ability.
The character has two Gun Bunny abilities.
The character has three Gun Bunny abilities.
The character has four Gun Bunny abilities.

-
=
=
=
==
=
==
=

The character has five Gun Bunny abilities.
The character has six Gun Bunny abilities.
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HEIGHTENED AWARENESS

Cost: | point/Level
Relevant Stat: Body or Mind
The character possesses a high degree of situational awareness. He or she is usually very

alert and receives a bonus on Stat checks relevant to noticing otherwise hidden things, such
as concealed objects or ambushes. The bonuses of Heightened Awareness are cumulative with
those of Heightened Senses (page 103).

(81 The character gets a -2 bonus on all Stat checks relevant to sensory
awareness.

[6fL2  The character gets a -4 bonus on all Stat checks relevant to sensory
areness.

HigHLY SKILLED

(ost: 1 point/Level
Relevant Stat: varies

A character with this Attribute is more experienced or better trained than an ordinary
person, and as a result has more Skill Points (see page 57) than an average adult. Skill Points
are used to acquire individual Skills such as Gun Combat or Driving. Extending this Attribute
bevond Level 6 provides 10 additional Skill Points per Level (for example, Level 11 would

Y [ I [

provide a total of 110 Skill Points). Acquiring several Levels of the Highly Skilled Attribute
is the ideal method for creating a versatile character.

LeveL 1 he character gains an additional 10 Skill Points.
LEveL 2 he character gains an additional 20 Skill Points.
[6613  The character gains an additional 30 Skill Points.
[WEL4  The character gains an additional 40 Skill Points.
(BB §  The character gains an additional 50 Skill Points.
666  The character gains an additional 60 Skill Points.

137705 KTHOIH

KENSE
(ost: 1 point/Level
Relevant §tat: None (Combat Value)

The Kensei Attribute allows a character to perform over-the-top feats involving melee
weapons. Each Level gives the character one Kensei ability. “Kensei” is Japanese for “sword-
saint,” but the ability can be used to cover any type of melee weapon master.

* Blind Fighting
The character suffers no penalties when attacking or defending with melee weapons in
poor light, absolute darkness, or against an invisible opponent.
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* (hanbara Master

The character can make leaping attacks with his or her weapon, delivering additional
damage due to momentum. Any time the character has a higher Initiative than his or her
opponent, he or she may attempt a leaping attack. If the strike is successtul (it hits and the target
fails his or her defense) the character gets an extra +3 bonus to damage and may additionally add
his or her Acrobatics Skill Level (if any) to the damage. However, if the character fails to hit,
or the opponent succeeds with his or her defense, the character is off balance and receives a +2
penalty to any further Defense rolls until his or her turn to act in the following round.

* Judge Opponent

The character can judge his or her opponent’s approximate Combat Value and weapon
Skill Level from the foe’s attitude and posture even without actually seeing him or her tight.

* Katanaspace

The character has an unearthly ability to conceal swords (or other melee weapons) about
his or her person. As long as the character has something to hide the weapons (even if it only
long hair or a light robe) the character’s weapons will not be noticed by anything short of an
actual physical search, and such a search is at a +3 penalty.

* Lightning Draw
The character can draw a sheathed weapon and attack in the same round with no penalty.
It otherwise takes a round to ready his or her weapon.

* Precise Stroke

The character suffers reduced dice penalties when attempting a precise attack, such as
striking at partial armour, weak points, or vital spots, or when attempting a swashbuckling
feat such as carving an initial on someone's body. Each penalty is reduced by 3 (to a
minimum of 0).

* Two Weapons

The character can effectively fight with two melee weapons at once against the same or
different targets, provided both weapons are designed for one-handed use. When using two
weapons, the character can attack twice using the normal Two Weapons rules (page 223), but
the penalty for doing so is reduced by 3 (to a minimum of 0). Alternatively, the character can
attack with one weapon and defend with another receiving a +1 penalty to attack rolls he or
she makes but adding a -1 bonus to his or her Defense rolls vs. melee or unarmed attacks. This
bonus lasts until the character’s tumn in the following round.

Players who wish to use Kensei abilities should refer to Chapter 5: Expanded Combat for
more detailed rules for called shots, two weapon attacks, and similar manoeuvres.

The character has one Kensei ability.
The character has two Kensei abilities.
The character has three Kensei abilities.
The character has four Kensei abilities.
The character has fiv

The character has six Kensei abilities.
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(ost: 2 points/Level
Relevant Stat: none

A character with the Massive Damage Attribute knows precisely how and where to hit
any opponent in order to inflict incredible amounts of damage. This knowledge can be applied
to any form of physical combat including armed, unarmed, martial arts, and ranged weapons as
well as special attacks such as energy blasts, magical spells that inflict damage, or mecha
weapons. Naturally, the character’s attack must be successful to inflict any damage. Physical
strength is not the key to delivering massive damage in an attack; the ability to sense a
weakness is far more important.  The capacity of Massive Damage to augment any kind of
attack makes it a very useful Attribute for a character.

The damage modifier only applies to attacks in which the attacker has direct influence.
For example, a character throwing a punch or firing a pistol is in direct control of the attack,
but the same character has no control over a bomb with a delayed timer. For more information

o

on physical combat and damage, see page 210 of Chaper 4: Game Mechanics.

(81 All damage in combat is increased by 5 points.
[l 2 All damage in combat is increased by 10 points.
lE'JEl; All damage in combat is increased by 15 points.

(864  All damage in combat is increased by 20 points.
(8L 6 All damage in combat is increased by 25 points.

19YWYQ JAISSYN

i All damage in combat is increased by 30 points.

MECHANICAL GENIUS
(ost: 1 points/Level
Relevant Stat: Mind

The character has an innate
knack for creating, modifying, and
working with complex machines.
Unlike someone who is merely well
trained in a particular rechnical skill,
the character with Mechanical
Genius is a natural, and is able to flip
through a tech manual for an
advanced-technology mecha in 30
seconds and figure out a way to repair
the machine in an hour or so. Every
two Levels of Mechanical Genius
(round up) also adds +1 Level to the
Electronics and Mechanics Skills. A
character with this Attribute can
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also build new gadgets at an astonishing rate, provided he or she has appropriate parts and
facilities. In game terms, this means he or she can modify existing mecha (or personal gear, or
technology-based Items of Power) as long as the overall point total is unchanged.

(861 The character can repair damage to machines or build things at 2 times
normal speed; +1 to Mechanics/Electronics Skill.

[8L2  The character can repair damage to machines or build things at 5 times
normal speed; +1 to Mechanics/Electronics Skill.*

(B3  The character can repair damage to machines or build things at 10 times
normal speed; +2 to Mechanics/Electronics Skill.

(84  The character can repair damage to machines or build things at 20 times
normal speed; +2 to Mechanics/Electronics Skill.

[BEL§ * The character can repair damage to machines or build things at 50 times
normal speed; +3 to Mechanics/Electronics Skill.

SNINIY TVIINYIOIN

[WELb6  The character can repair damage to machines or build things at 100 times
normal speed; +3 to Mechanics/Electronics Skill.

ORGANIZATIONAL TIES
Cost: [-3 points/Level
Relevant Stat: Soul

Organizational Ties represents a character’s close relationship with a hierarchy of some
sort that grants him or her access to wealth, respect, and privileges. Examples include a teudal
system, a corporation, organized crime, Medieval guilds, secret socicties, governments, and
some religions.

The majority of law enforcement or military agencies do not generally require a character
to take Organizational Ties unless the agency grants the character an unusual amount of wealth
or respect, or the character’s position is such that he or she has a higher degree of independence
than normal. The access to special equipment or resources gained from being in a military or
police agency is often better represented by taking the Personal Gear (page 37) or Own a Big
Mecha (page 123) Attributes.

The value of Organizational Ties depends on its importance in the setting. An
organization that exerts moderate power within the setting is worth 1 point/Level, one that has
significant power costs 2 points/Level, and one that has great power in the setting costs 3
points{Level. This is defined by the GM. In a high school comedy game, the school’s
autocratic Student Council might wield “significant power,” while in most other settings it
would be completely trivial and not worth any points, Similarly, a criminal organization like
the Mafia or Yakuza might count as “great power” (3 points/Level) in a cops-and-robbers game
set in modern times, but merely as “moderate power” (1 point/Level) in a game that was about
globe-trotting archeologists.

Organizational Ties is an optional Attribute. The GM may prefer to treat organization
membership as a background detail instead. In particular, the GM should not require
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Organizational Ties if the character will not gain significant game benefits from his or her
relationship to the group. For example, in many anime fantasy worlds, every other important
character is a wandering knight, slumming princess, or exiled heir to the throne. This is an
example of in-genre background (which the GM can use as a hook on which to hang
interesting adventure ideas), and so it should not cost Character Points. On the other hand,
a knight or baron with 4 castle, a band of armed retainers, scores of servants, and hundreds of
peasant lahourers is a good example of someone with this Attribute.

The character is connected to the organization and can rely on it for
occasional support and favours (and expect to be called on in return).

The character has respected status in an organization such as a landed
knight in the feudal system, a junior executive in a corporation, 2 city
council member, or a Mafia “Wise Guy” in an organized crime family. The
organization brings the character status and some wealth.

The character has middle rank in an o on suck corporate vice
president in charge of a department, a lesser feudal lord with a castle and
lands, or a Mafia “captain” who runs a neighbourhood, or a junior
congressman or member of patliament.

—
U
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The character has senior rank in an organization, such as the senior vice-
president of a large corporation, the b a crime family, or a senator.
Controlling rank in an organization, such as the president of a megacorp,
the boss of a large crime family, or a U.S. state governor.

Rank that spans multiple organizati

of a global megacorp, or

PERSONAL GEAR

Cost: I point/Level
Relevant Stat: None

The Personal Gear Attribute represents a character’s access to useful equipment.
Characters do not need to spend Character Points for items that are utterly mundane in the
campaign setting (such as clothing, a backpack, a knife, or consumer goods.) However, GMs
may require players to allot points to this Attribute if their PCs will begin the game with
numerous pieces of equipment to which the average person might not have easy access such as
weapons, body armour, or specialized professional equipment.

Personal Gear cannot include technology more advanced than what is standard in the
setting, magic items, or secret prototypes (instead, see Item of Power, page 108). It can include
common civilian vehicles appropriate to the setting (for example, a car, truck, light airplane,
or motorhike in the present day). For less common or more expensive vehicles, see Own a Big
Mecha (page 123). The GM always has the final say on whether or not an item is available to
the characters. Some examples of Personal Gear can be found in Chapter 4: Game Mechanics;
the GM can create the statistics of other items.
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Each Level in this Attribute permits the character to take one major and four minor
items. Alternatively, the character can replace one major item with an extra four minor items.
Use the guidelines below to differentiate between major and minor items:

e Minor

The item is somewhat hard to get, or rather expensive. It is something available in a shop
or store or from a skilled craftsman, but it costs as much as an average person’s monthly wage, or
it is cheaper but needs a license or black market contact to acquire. Modern examples of minor
items include handguns, premium medical kits, night vision goggles, full camping gear, burglary
tools, expensive tool kits, and personal computers. Ancient or medieval examples include swords,
longbows, crosshows, shields, light-weight armour (such as leather or a light mail shirt), lock picks,
poisons, or a mule. Note that this assumes they are appropriate to the world setting — a pistol is
a Minor item in a modern-day or future setting, but an Item of Power in a medieval fantasy game!

* Major

The gear is usually illegal for civilians but is that with which an elite law enforcement
agency, an average soldier, or a government spy may be issued. Modern-day examples of major
items include machine guns, tactical armour, and grenade launchers. Major gear items can also
include quite expensive but commercially available equipment such as a science lab, workshop,
car, or motorbike. The GM can rule that an occasional, very expensive item (for example, an
airplane or semi truck) counts as two items. Ancient or medieval examples of major items
include a full suit of chain or plate armour, a cavalry horse, a smith's forge, an alchemist’s lab,
or a wagon and team of draft animals,

[tems that are easy to acquire, legal, and inexpensive count as “mundane items” and do
not count as Personal Gear unless taken in quantity (GM’s option). For example, “a complete
tool box” would be a single a minor item; a single wrench is mundane.

The GM may use the mecha design rules (see Own a Big Mecha, page 123) to create
vehicles and suits of body armour in the minor or major item category. A minor item will
normally use up to 2 Mecha Points, while a Major [tem will be created with 4-6 Mecha Points,
Likewise, weapons may also be designed: a minor item weapon will generally have the
cquivalent of one Level of the Weapon Attack Attribute (see page 157), while a major irem
weapon would be designed with two or three Levels of Weapon Artack.

[8EL1  The character posse o item and 4 minor items.
(B2 The character possesses 2 major items and 8 minor items.
L8B3 The character possesses 3 major items and 12 minor items.
L&l 4  The character possesses 4 major items and 16 minor items.

Y19 TYHOSH4

[6L§  The character poss 5 major items and 20 minor items.

(VL  The character possesses 6 major items and 24 minor items.

Tabitha has Personal Gear Level 1. With the GM's permission, she takes a laser pistol as her
major item, and a first aid kit, radio communicator, tool kit, and space suit as her minor
items. (Note that a space suit is probably a major item in a modern day campaign, but in a
futuristic space opera setting it is a relatively minor item.)

38  Bio Eves, Smace Moutn — Secowp Evition







2 CLitersh Crearon

Cost: 1-4 points/Level
Relevant Stat: Varies
This Attribute covers any and all Character Attributes not detailed in the rules. Often
one single point in a Unique Character Attribute is sufficient to give the character “tlavour,”
but more points can he (liluuuul to enhance the effects on game play and must be added if the
Attribute would be of considerable benefit. Discuss the Attribute with the GM to determine
what specific game effects the Unique Character Attribute possesses,

The GM should assign a point cost per Level based on how the Attribute compares to
other Attributes and how useful it is. In general, an Attribute that is somewhat useful in the
game should cost | point/Level, one that is very useful should cost 2-3 points/Level, and one
that is extremely useful should cost 4 points or more per Level.  Also, decide whether the
Attribute works best with two or six Levels,

[WEL1  The Artribute has little character or game effect.
(B2  The Artribute has a moderate character or game effect.
LE\"EL} The Attribute has a large character or game effect.
LeveL 4 i

[BEL§  The

(666 The A

JLNGIYLLY INDINA

BESM normally abstracts ssues of maney. However, the GM decides that he would prefer to add detailed consideration of
wealth and finance ino the game, and 50 decides to create a Wealth Attribute. The GM decides the Attribute is going to
be fairly important, and is also similar in some ways to Organizational Ties, which costs 1-3 points/Level. For this reason,
the GM assigns a cost of 3 points/Level to the Attribute. He then writes up the Atribute’s efects as follows.

Unique CHARACTER ATTRIBUTE SAMPLE — WEALTH
(ost: 3 points/Level
Relevant Stat: None

The character is more financially stable than an average person. This will allow him or
her to easily acquire commercially available goods, and bribe or hire people. Note that
hirelings that are intensely loyal to the character should still be acquired through Flunkies or
the Servant Attributes. The character can be assumed to have non-liquid assets (like houses
or real estate) commensurate with his or her wealth. In order to have access to things that are
difficult to acquire without special licenses, or which are illegal, he or she should still take
Organizational Ties, Own a Big Mecha, or Personal Gear.

See Money and Price Lists (in Chapter 6: Role-Playing in an Anime World) for more notes
on how to handle wealth and money, and how it interacts with Attributes like Personal Gear.
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The character is well off. In a modern-day setting, he or she may have
assets totalling about $100,000.

The character is wealthy. In a modern day setting, he or she may have
assets totalling about $500,000.

The character is rich. In a modern day setting, he or she may have assets
totalling a few million dollars.

The character is very rich. In a modern day setting, he or she may have
assets totalling several million dollars.

The character is extremely rich. In a modern day setting, he or she may
have assets in the hundreds of millions of dollars.

The character is fantastically rich. In a modern day setting, he or she may
have assets worth billions of dollars.

UNIQUE ATTRIBUTE — WEALTH
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SPECIAL ATTRIBUTES

Special Attributes are talents or abilities that an ordinary human is not likely to possess.
In a “realistic” anime campaign set in the modern world or historical past, it is possible that no
one will have Special Attributes with the possible exception of Own a Big Mecha (for
characters with military-grade hardware). In a horror game, it may be that only the monsters
have Special Attributes. In the fantasy or science fiction setting, a wide variety of character
concepts such as cyborgs, mages, non-human races, psychics, robots, super-powered martial
artists and supernatural beings may have Special Attributes.

You should choose Special Attributes that fit your character concept. The GM's approval
is needed before a character can acquire Special Attributes, since the GM may decide that a
particular Special Attribute is not appropriate to his or her game. It is a good idea for the GM
to make a list of which Special Attributes are appropriate (or inappropriate, if most Special
Attributes are reasonable) before players begin character creation.

Table 2-3: Special Attributes summarizes the names, point costs, type, and relevant Stats
of all Special Attributes. Special Attributes are not listed in this chapter, but are described in
detail on pages 78-180 of Chapter 3: Special Attributes and Defects.

Elizabeth assigns Tabitha the following Special Attributes that reflect both her background as
an Imperial Star Legion mecha pilot and her heritage as one of the Bakeneko cat people.

Features Level | (Night Vision, | point) — She has cat-like eyes.

Heightened Senses Level 2 (2 points) — She has an exceptional sense of smell and hearing.
Jumping Level 1 (1 point) — She can pounce on her enemies!

Light Armour Level 1 (1 point) — Tabitha is covered with a thick coat of fur.

Quwn a Big Mecha Level 3 (12 points) — She pilots a moderately powerful space fighter.
Natural Weapons Level 2 (Claws and Fangs, 2 points).

Special Movement Level 2 (Cat Like, Balance, 2 points) — Innate feline reflexes.

Super Strength Level 1 (3 points) — The Bakeneko have genetically engineered themselves
for enhanced strength.

The GM examines Elizabeth’s choices of Special Attributes and decides they are appropriate
for the campaign. However, Tabitha's Special Attributes add up to 24 points, 6 more than
she has left. To make up the difference Elizabeth will have to assign Character Defects to
Tabitha (see page 47).
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SPECIAL ATTRIBUTE PoINT COST ~ STAT Tyee PAGE -

3 Astral Projection 3/Level None Paranormal 82

; Contamination 1-2/Level  None Paranormal, Racial 84

1 Dimensional Portal 2-4[Level  None Paranormal 85

. Dynamic Sorcery 4/Level None Paranormal 86

! Elasticity I/Level Body Racial 88

; Electronic Counter-Measures 1 /Level Mind Technological 88
Environmental Control 1-2/Level  Mind Paranormal, Technological 90

I Exorcism 1/Level Soul * Paranormal 92

5 Extra Arms 1/Level None Racial, Technological 93
Features or Accessories 1/Level None  Racial, Technological 93

I Flight 3-4[Level  None Universal 94

3 Force Field 2-4/Level  None Paranormal, Technological 96

I Ground Speed 2[Level Body - Technological 99
Healing 4/Level Soul  Paranormal, Technological 99

- Heavy Armour 4/Level ~ None Technological 100N

I Heightened Senses 1/Level Body Universal 103 =

. [lusion 2-6/Level  None Paranormal 103 E
Insubstantial 4/Level None Paranormal 105 =

I Invisibility 3-7/Level  None Paranormal, Technological 108 §

] Item of Power 2/Level None Paranormal, Technological 108

I Jumping 1/Level Body Racial, Technological 109 g
Life Support 1/Level ~ Nonme  Racial, Technological 110

] Light Armour 1/Level None Universal C e =

I Magic (or Psionics) 4/Level None Magical 111

- Meld 2 or 4/Level None Paranormal 116
Metamorphosis 5[Level ~ None Paranormal 116

I Mind Control 1-4/Level  Mind Paranormal 118

] Mind Shield 1/Level Mind Paranormal 121
Natural Weapons 1/Level None Racial 122
Own a Big Mecha 4/Level None Technological 123

| Place of Power 1/Level None Paranormal 128

I Precognition 1-2/Level  Soul Paranormal 129

- Regeneration 4/Level None Paranormal, Racial 131
Reincarnation 3/Level  None Paranormal, Technological 132

I Sensors 1/Level Mind Technological 133

¥ Servant 1-2/Level  None Universal 134
Shape Change 2-3[Level = Body Paranormal 135

I Shield 1/Level None Technological 138

il
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SPECIAL ATTRIBUTE
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PoINT COST ~ STAT

TYPE

Sixth Sense 1/Level Soul Paranormal 138
Size Change 1-2Level  Body Paranormal 140
Space Flight 2/Level None Technological 142
Special Defense 1/Level None Universal 142
Special Movement 1/Level Body Racial 143
Speed 1/Level Body Racial, Technological 144
Spirit Ward 1/Level Soul Paranormal 144
Star Flight 2[Level None Technological . 146
Stealth 1/Level None Paranormal, Technological 147
- Super Strength 2-3[Level  Body Racial, Technological 148
?:‘ Swarm 2[Level Body Magical 149
= Telekinesis I-2/Level None Paranormal, Technological 151
- Telepathy 1-3/Level  Mind Paranormal 152
= Teleport 5-10/Level None Paranormal, Technological 154
; Transmutation 1-4/Level  Mind Paranormal 155
E Tunnelling 2[Level None Racial, Technological 156
§ Water Speed 2-3[Level  None Racial, Technological 156
= Weapon Attack 4fLevel  None Universal 157
= MECHA ONLY
= Artificial Intelligence 2[Level Mind Mecha 172
= Extra Capacity 1/Level None Mecha 173
Extra Endurance 1/Level None Mecha 175
Manoeuvre Bonus 1/Level None Mecha 175
Mecha Regeneration 4/Level None Mecha 176
Mechanical Transformation ~ 2-4/Level ~ None Mecha 176
Multiple Mecha Atracks 10/Level ~ None Mecha 177
Special Equipment 2{Level None Mecha 178
Subordinate Mecha 1/Level None Mecha 178
Summonable 4/Level  None Mecha 179
Super Transformation 3 or5/Level None Mecha 180
Toughness 4/Level None - Mecha 180

“Mecha-only” Attributes are not applicable for characters; they are only used to create

mecha designs as part of the Own a Big Mecha Attribute (page

45
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§TEP C: CHARACTER DEFECTS

Defects are small disadvantages through which your character must suffer in order to
overcome the hardships of day-to-day life, Defects serve as an excellent and often comical
role-playing opportunity. Defects only impede your character to a limited extent and are not
intended to totally negate his or her many abilities.

By taking a Character Defect you can gain one or two Bonus Points (BP) to use when
acquiring Stats or Character Actributes. A small number of Defects offer an increased range
of BE, either 1-6 BE, or 3/6 BP. After vou have selected your character’s Defects, return to the
previous steps to use your Bonus Points.

There are two categories of Defects: Normal Defects (page 47 in this chapter) and Special
Defects: (page 182 in Chapter 4: Special Attributes and Defects). A character may take both
kinds of Defects. However, Special Defects represent exotic problems or limitations (like
species-based restrictions or magical curses), and the GM may choose to place limits on their
availability in his or her particular game setting.

It is recommended that you assign no more than eight Defects to your character. In most

cases 2-5 Defects are appropriate,

NORMAL DEFECT
Ageism

Attack Restriction
Awkward

Easily Distracted

Inept Combat

Marked

Nemesis

Not So Fast

Not So Strong

Not So Tough
Arm/No Arms

NoORMAL DEFECT
Owned by a Megacorp
Physically Unappealing
Phobia

Recurring Nightmares
Red Tape

Sensory Impairment
Significant Other
Skeleton in the Closet
Special Requirement
Unique Character Defect
Unskilled

Wanted

\f\LL[: n in the Closet (er unit once Hc.u‘ 1q‘ ha plzmel dunng

covered it up and blamed it on the enemy, 1 BP).
s 6 BP, so Elizabeth must assign a Special Defect that is

5 BI) u}‘ D [

hropriate for her ¢

This totals
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NoamaL DEFECTS

Normal Defects are Defects that any normal person may be likely to possess in nearly any
setting.  The Defect descriptions below indicate the possible effect on role-playing and any
adjustments made to Stats or other character values. When in doubt, consult the GM for
details on how he or she plans to implement your character’s Defects,

AGEISH

Ageism is discrimination based solely on the age (or perceived age) of the character.
Characters with this Defect are younger than average and may be treated differently by
others. He or she may be subject to parental discipline or not taken seriously by older
characters. (The GM may adjust the range of ages given below to reflect the social details of
the campaign setting.)

18P The character is slightly younger than average (age 12-14) and experiences a
small degree of ageism.

2BP  The character is much younger than average (age 11 or less) and experiences
a large degree of ageism.

Ageism only applis to young charactes, since in most anime shows (and in Japanese culture), the elderly ar treated with resect and
reverence. The exact age parameters affected by Ageism may be altered by the GM to better suit the game. In a mature role-playing
campaign, the Gt and players may alfo wih to explore other deep scial problems that include a number of other iscrimination "-ims”
ai Well. This fist may incude racm, sxism, elicsm, o discrimination based on education, sexua preference, accupation, refgion, physical
feature, tc. e strongl encourage the players and 6M to discussthese contentiou ssues, and thei rol i the game, before play begins.

ATTack REsTRICTION

A character with the Attack Restriction Defect has limitations on whom he or she can
attack because of moral reservations, emotional attachments, strict orders from a superior, or
actual mental programming (for example, an android might be programmed to follow certain
laws). The attack restriction can only be overcome during exceptional circumstances and may
result in harsh consequences, including unbearable guilt or punishment by superiors.

18P The character’s restriction applies to very few people, or the character has
moderately strong reservations.

2BP  The character’s restriction applies to a number of people, or the character has
Very strong reservations.
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AWKWARD

A character with the Awkward Defect has not yet learned exactly how his or her body
works and consequently is very clumsy. This Defect has the nasty tendency of hindering the
character at crucial moments: in times of stress, when great concentration is rL'quirL\L and
sometimes even in combat, Awkward characters often lack self-confidence because they are
afraid of messing up yet again. See Step 7: Derived Values (page 71) for more information on
the Combat Value.

18P The character is generally clumsy and accident-prone.
1BP  The character is very awkward. Combat Value is decreased by 1 point.

QUYMIMY

EASILY DISTRACTED

Some characters are Easily Distracted by events, objects, people, or ideas, which are
collectively known as triggers. Notable examples of triggers include attractive members of the
opposite (or same) sex, wealth, food, movie stars, hobbies, gossip, hot cars, music, one’s own
looks, books or scrolls of ancient lore, and magical items. A character with this Defect will
become enthralled with the trigger until it can no longer influence him or her.  Many
characters have interests in a variety of triggers but do not possess this Defect because their
interest is moderated by their sense of judgment.

character is distracted by one specific trigger or by a broad trigeer that is
ountered infrequently.
18P haracter is distracted by a number of triggers or by one trigger that is
encountered frequently.

GIRL/ GUY MAGNET

The character attracts susceptible girls (or guys, or even both sexes) like bees to nectar.
For some reason they are just drawn to the character, fall helplessly in love (or lust), and will
not let go nor give the character a minute’s peace. Even worse, they will fight each other over
the character to keep one another from consummating the relationship. The Girl/Guy Magnet
does not represent some unusual charisma on the part of the character but rather his or her fate
to constantly meet obsessed people.

(A0YYL510 A115¥3

At any one time, only a couple of girl/guy characters are actively
character.

Swarms of girls/guys may be after the character; a new one appeats every
adventure or two.

LINOVW AN9/7819
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INEPT COMBAT

This Defect reflects a character’s poor judgment in combat situations, which can often
place him or her in precarious positions. A character with the Inept Combat Defect suffers a
penalty to the Combat Value. The penalty cannot lower the Value below 1. See Step 7:
Derived Values for more information on the Combat Value.

18P The character’s Combat Value is decreased by 1 point.
2BP  The character’s Combat Value is decreased by 2 points.

INEPT COMBAT

MARKED

A character is considered Marked if his or her body hosts a permanent and distinguishing
design that may be difficult to conceal. The design may be a family symbol, an identifying
birthmark, a permanent scar, or a unique tattoo. If the mark is not considered out of the
ordinary (such as freckles or a common tattoo), this Defect does not apply.

Characters who are obviously non-human (robotic, demonic, alien, etc.) in a setting
where most people are human (or vice versa) would also have the Marked Defect.

For example, a non-human that looks odd but can conceal its inhumanity (such as
pointed ears or glowing eyes that can be hidden under hair or sunglasses) has the Marked
Defect at Level 1, while one that was totally inhuman, such as having a coat of fur, huge horns,
or an armoured exoskeleton, would possess this Defect at Level 2.

I BP  The mark is easily concealable because it is small or in an inconspicuous location.

‘

MARKED

2 BP The mark is difficult to conceal because it is large or in an obvious location.

NEMESIS _

The character has someone in his or her life that actively interferes with goal achievement
on a regular basis. This Nemesis can take several forms. He or she could be a professional rival
such as someone competing for the favour of the character’s boss. The Nemesis could also be
personal; for example, a thief may be pursued by a cop who devotes his or her existence to putting
the character behind bars. The Nemesis may even be a romantic rival such as someone chasing
the same puy or girl the character is pursuing. The Nemesis should be someone who makes the
character’s life difficult frequently (and cannot be easily removed), but the Nemesis does not
need to be a mortal enemy. It might be someone the character loves very much, but one whom
they cannot avoid. An overbearing parent who lives at home with the character or a nosy kid
brother who follows the character no matter where he or she goes are examples of this. If for any
reason the Nemesis goes away, the GM should create another Nemesis, unless the player also
wishes to use Advancement Points (see page 263) to eliminate the Defect permanently.

1BP  The Nemesis is not trying to actively harm the character or only interferes infrequently.

2BP  The Nemesis is actively trying to harm the character and/or interferes frequently.
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Not §o Fast

The character is a bit slower or less agile than his or her Body Stat would otherwise
suggest. Although Combat Value and Health Points are not affected, the character's Body Stat
is reduced in any situation where agility or speed is the determining factor.

18P » character receives a +2 penalty on Stat or Skill checks where agility or
d is important.

18P The character receives a +4 penalty to Stat or Skill checks where agility or
speed is important.

NoT S0 STRONG

The character is much smaller or weaker than his or her Body Stat would otherwise
suggest. Although Combat Value and Health Points are not affected, the character’s Body Stat
is reduced in any situation where carrying heavy loads, wrestling, or other feats of sheer
strength are involved. If combined with an average or low Body Stat, it can also represent the
reduced strength that small animals (like a cat) possess. Tiny creatures like mice or bugs are
best handled by the Diminutive Special Defect, page 184.

18P r receives a +2 penalty when making Body Stat rolls in
situations where physical strength is paramount. He or she inflicts -1 damage
point when making any attack that depends on muscular strength.
acter receives a +4 penalty when Body Stat rolls in situations where
I al strength is paramount. He or she inflicts -2 damage points when
i‘l‘l‘cikin}." 'z'ln‘}' Eitt'{lc]{ [llﬂt d(.']“\':nd.\' on 'l“l.lh(.:lll'dr Streﬂgth.

Not S0 Toua

The character is not as durable as he or she might otherwise be.

18P The character’s Health Points are decreased by 10 points.
1B The character’s Health Points are decreased by 20 points.

ONE Arm/ No Arns

A character with fewer than two arms (or appendages) has limitations in combat, as well
as in many everyday situations,

18P The character only has one useable arm. He or she cannot hold onto objects
while punching or using a hand-held weapon. ;

1BP  The character has no useable arms. He or she cannot carry hand-held
weapons, grab or push objects, or punch enemies in combat.

SHUY ON/WEY W0
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Ownep By A Mecacome

Free will has little meaning for a character who is Owned By A Megacorp. Control over
the character can be exerted through a variety of methods including blackmail, brainwashing,
legal contract, cybertechnology, or just highly effective propaganda. Dire consequences await
a character whose actions conflict with the mandate of the owning corporation. Owned by a
Megacorp can be adapted to represent a character whose life is effectively controlled by one or
more other external organizations. Examples include “Owned by the Mob” or “Owned by the
Government” or “Owned by a Demon.”

18P  Megacorp has partial ownership of the character.
2BP  Megacorp has near total ownetship of the character.

OWNED

PHOBIA

A Thobia is a fear (often irrational) of an event, object, or person that can limit a
character’s choice of actions. Avoiding situations that could trigger the phobia may take a high
priority in the character’s life. Note that a Phobia that effectively cripples the character with
fear does not add constructively to the role-playing experience.

1BP  The character has a minor phobia or one that is encountered infrequently.
2BP  The character has a significant phobia or one that is encountered frequently.

PHYSICALLY UNAPPEALING

A physically unappealing character may find it difficult to blend into a crowd because
their appearance is distinctive. The term “unappealing” does not necessarily mean ugly
but can also refer to a bad smell, manner of speech, or even an unpleasant habit that
provokes a consistently negative reaction. This Defect may be taken in conjunction with
the Marked Defect. A monstrous, ugly demon is usually both Physically Unappealing and
Marked. On the other hand, a beautiful, winged angel would be Marked (his or her wings)
but not Physically Unappealing.

18P The character is mildly unappealing. He or she receives a +2 penalty on any
Seduction Skill (page 68) use.

2BP  The character is highly unappealing. He or she receives a +4 penalty on any
Seduction Skill (page 68) use.

UNAPPEALING
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RECURRING NIGHTMARES

When the Recurring Nightmare Defect haunts a character, he or she has trouble sleeping
at nights and functions at less than optimum performance during the day. The nightmare can
be a memory of a tragic event or traumatic experience, or it might be something else such as a
prophetic vision or warning. The nightmare may not occur every night but it will haunt the
character on a regular basis. Additionally, the nightmares do not need to portray the exact
same events again and again, but the visions should be related in some way. The details
concerning the subject matter of the nightmares and why they occur is the responsibility of the
GM and the player to create.

18P The nightmares occur infrequently and have a small effect on the character’s

18P htmares occur frequently and have a large effect on the character?
lifestyle.

STHYWLHOIN

Rep Tape

The character has to negotiate his or her way through a complicated bureaucracy in order
to accomplish tasks. This Defect is generally associated with characters who are members of
law-enforcement organizations or similar government agencies that require paperwork, but
large criminal organizations may also require a character to receive permission from several
levels of bosses before undertaking certain high-profile jobs such as a “hit.” Red Tape also
includes whatever measures the character must take “after the fact” to appease the organization
to which he or she belongs. For example, a cop may need to fill out a report every time his or
her weapon is fired or may have to follow a complicated series of steps to obtain a search
warrant. A criminal may be required to pay a percentage of his take to the local crime boss or
face some very strict penalties.

The Red Tape Defect is inappropriate for characters created via the Servant or Flunky
Attributes.

18P The Red Tape only impedes the character before or after a major action (but
not both) or the Red Tape is easy to manage most of the time.

1BP  The Red Tape impedes a character both before and after a major action,
and/or is very ilt to manage most of the time.

SENSORY IMPAIRMENT

One or more of the character’s senses (sight, hearing, taste, touch, smell) are either
diminished or lost. An example of a diminished sense is being near-sighted or hard of hearing;
the GM should take the impairment into consideration when deciding what the character is able
to perceive, and may apply a +3 penalty on rolls to notice things with that sense. An example
of a lost sense is blindness or deafness. Any diminishment or loss is based on the character’s status
after benefiting from any technological aids such as eyeglasses or hearing aids in the setting. For
example, if a character is deaf without a hearing aid but hard of hearing with one, or he or she
has Sensory Impairment (diminished hearing, 1 BP). In a setting where a hearing aid was
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unavailable or could not correct his or her particular impairment, he or she would have Sensory
Impairment (deaf, 2 BP) instead. A character can take Sensory Impairment multiple times to
affect more than one primary sense or a larger group of secondary senses.

has two diminished primary senses.

Sramiricant Otien (5.0.)

A character with this Defect has someone for whom he or she will go to any lengths to
keep safe from harm, even at the risk of his or her own life. The S.0. should be a regular fixture
in the campaign. A cousin visiting for two weeks or a one-night stand is a plot complication
and not an appropriate S.0. The character’s sense of obligation towards the S.0. is enough that
the character will take great pains to ensure his or her safety and well-being. Examples include
spouses and steady boy or girl friends, immediate relatives (parents and grandparents, brothers
and sisters, perhaps very close cousins) and close co-workers (such as a cop’s partner). [t is
acceptable for a character to take another character as an S.0., provided the players role-play
this relationship appropriately. In this case, the S.0. relationship is always worth just [ BP but
is treated as a 2 BP Defect by the GM in terms of the frequency with which it affects the game.

The S.O. Defect is inappropriate for most Servant or Flunky characters.

/e danger or appears only infrequently.
e danger and/or appears frequently.

SKECETON IN THE CLOSET

The character has a dark secret. Exposure of this secret could cause harm to the character
in the form of public humiliation, loss of a job, arrest, injury, or even death. The number of BP
gained from this Defect is based on how severe the consequences of having the secret revealed
would be. The secret must be important enough that the character will take active steps to keep
others from learning of it. If the Skeleton is ever revealed, the character will suffer the associated
consequences, and the GM should replace it with an appropriate Defect or Defects worth at least
as many BP as Skeleton in the Closet. For example, the average mobster has a 1 BP Skeleton in
the Closet: they have committed crimes that could send them to jail or worse, but usually there
is no easily available evidence. If their secret is discovered, they will usually have Skeleton in
the Closet replaced by an equal or higher value Wanted Defect. A 2 BP Skeleton is usually
reserved for characters who face destruction if their secret is discovered such as a vampire or
werewolf living among humans or an undercover cop that has infiltrated the mob,

The Skeleton in the Closet Defect is inappropriate for most Servant characters.

The Skeleton is very difficult to discover, the consequences of discovery are
not too severe, ot the character’s reputation will be impacted slightly. =
ston is relatively easy to discover and/or the consequences of discovery

are major andfor the character’s reputation will be seriously impacted.
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SPECIAL REQUIREMENT

This Defect forces the character to meet a Special Requirement before an action or task
can be completed. The Special Requirement may involve a physical object, an event, an
action, an environmental condition, or even a state of mind. Everyday activities, such as
cating and sleeping, are not considered to be Special Requirements unless they must be carried
out under unusual conditions or more frequently for some reason. This Defect covers a wide
range of possibilities, and thus the details should be discussed with the GM.

18P The Special Requirement is easy to obtain or rarely needed.

REQUIRENENT

2BP  The Special Requirement is difficult to obtain or is needed often.

UNIQUE CHARACTER DEFECT

This section covers any and all possible Defects that a character might possess but are not
detailed in the rules. The houndaries and limitations of the Defect should be discussed with the GM.

18P The Defect occurs rarely or has a small effect on the character.
2BP  The Defect occurs frequently or has a large effect on the character.

UNSKILLED

An Unskilled character starts with less than the usual number of Skill Points, This
Defect cannot be combined with the Highly Skilled Attribute.

18P The character has 10 fewer starting Skill Points.
2BP  The character has 20 fewer starting Skill Points (normally none).

WANTED

The character is a wanted man or woman. Either the law or a powerful criminal or private
organization has placed a price on his or her head. In contemporary society, a criminal whose
face can be found “on the post office wall” or whose appearance is publicized by a national
television show would have 2 Levels of Wanted. Being Wanted is different from having a
Nemesis. There is no single person devoting his or her life to annoying or hunting down the
character, but the character will have to conceal his or her identity or move around regularly
to avoid having complete strangers calling the police or pursuing the character depending on
the circumstances.

10P  The incentive offered for hunting the character is minor. For example, he or
she may be wanted on outstanding warrants, but there may be no actual
reward posted, or the reward is fairly small.

2BP  The reward, contract, or other incentive offered to hunt the
significant.
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SPECIAL DEFECTS

Special Defects, like Special Attributes, can only be taken with GM permission. They
represent problems that a normal person is unlikely to possess but which might be innate to
non-humans such as aliens, robots, cyborgs or supernatural beings, or Defects that are only
available if the character already possesses certain Special Artributes.

Table 2-5 provides a quick summary of the available Special Defects. Refer to Special
Defects on pages 182-192 of Chapter 3: Special Atributes and Defects for detailed descriptions.

SPECIAL DEFECT PAGE MECHA ONLY SPECIAL DEFECTS
Awkward Size 182 SpeciAL DEFECT BP  Pace
Bane 1-2 183 Crew Requirement 1-6 190
Cannot Talk 1-2 183 Exposed 1-2 190
Conditional Ownership 1-2 183 Limited Endurance 1-2 190
Cursed 1-2 184 Mutual Damage 1-2 191
Diminutive Jor6 184 Noisy 1-2 191
Hangar Queen 1-2 186 Poor Manoeuvrability — 1-2 191
Involuntary Physical Reduced Capacity 192
Change 1-2 186 Start-Up Time 192
Magical Restrictions 1-2 186 Summoning Object 192
[he

One-Way Transformation -2 187 Wind Powered 192

§123430 1345 5 114¥1

Restricted Ground

Movement 188
188
188
189
189

v

\

Restricted Path

Unique Special Defect
Volatile

Vulnerability

\
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Tabitha needs one more BP of Defects. After checking with the GM, Elizabeth picks
Conditional Oumership (1 BP): echa belongs to the Imperial Bodyguard — she
can occastonally “borrow” it, but it is the property of the Empire.

“Mecha-only” Defects are not applicable for characters; they are only used to create
mecha designs as part of the Attribute, Own a Big Mecha (page 123).
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§TEP 62 SKILL SYSTEM

Your character’s Skills represent his or her extensive training and experience in a
particular field. Skill Points, not Character Points, are used to acquire them.

Skills are a recommended, but optional, game mechanic. In some campaigns, Skills
might be an added complication, or “out-of-genre” and the GM may choose not to allow
characters to acquire them. An alternative to forbidding Skills altogether is to allow only
General Skills (which cover non-combat talents) or only Combat Skills. This is up to the GM.

If Skills are used, a starting character will normally receive 20 Skill Points plus an
addirional 10 Skill Points for each Level of the Highly Skilled Attribute (page 32) that he or
she possesses. A character with the Unskilled Defect (page 55) has 10 or 20 fewer Skill Points.
Non-player characters created by the GM may have any number of Skill Points.  Minor
characters will usually have only 5-15 Skill Points, for example, while a major, recurring villain
may have 50 or more.

Tabitha Yamamoto has Highly Skilled Level 1, and so she begins with 30 Skill Points.

EXAMPLE

The different Skills are divided into Levels 1 through 6. Increasing the value of a Skill
by one Level requires one or more Skill Points depending on the Skill. The higher the Skill
Level, the better your character is and the broader his or her knowledge within the field.

UL LEVELY  Trained. The character has had some training and practice within the
Skill.

St LBEL 2 Well-Traine et has had moderate training and practice
within the Skill.

SLL LEVELY  Expert. The character has had significant training and practice within
the Skill.

SKLLLEVEL 4 Veteran. The character has had extensive training and practice within
the Skill.

SKILL LEVEL §  Master. The character has had exhaustive training and practice within
the Skill.

SKLLLEVEL 6 Grand Master. The character has unparalleled ability and knowled
within the Skill.

SKILL LEVEL DESCRIPTIONS
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SKILL PoINT CosT

In the Tri-Stat System™, the point cost of a Skill is based on its utility in the genre and
not on the difficulty of learning the Skill. Thus, in a typical action-adventure setting, action
or combat-oriented Skills are fairly costly at 3-6 Skill Points per Level, while other Skills would
only require 1-2 Skill Points per Level. Here is a guide line for determining how much a
particular Skill should be worth in any given campaign:

b pomTs/LEVEL This is appropriate for Skills that define a particular campaign setting
and will be vital in nearly every adventure. For example, Pilot and
Heavy Weapons in a campaign focusing on a squadron of fighter pilots,
Medical if a campaign focuses on doctors and paramedics, or Unarmed
Attack in a game where the PCs are all boxers or wrestlers.

6 poTs/ LEVEL Tlm is appmpu(m tur Skills that will be used multiple times in a

1. In most n-adventure settings, the majority
of mmlmr b. ills appropriate to the setting should be pri ‘1 at this level.

Another example would be Driving in'a city cops game, or Computer in

yberpunk setting.

s appropriate for general adventuring Skills that characters will find
oful in any given adventure. Acrobatics and Stealth are good examples,
. ors will often sneak or jump around in almost any genre.

3 PounTs/LeveL Tt
might use them only T
general utility or are likely to be important to the campaign. In a typical
action-adventure game in the modern era, Driving, Electronics, Medical,
or Urban Tracking would all fit.

2 PONTS/LEVEL This is appropriate for Skills that may be beneficial, but for which
opportunities for use will probably not come up every adventure. The
majority of cultural, technical, and scientific Skills fit here, such as
Cultural Arts or Physical Sciences.

1 POINT/LEVEL This is appropriate for Skills that are mainly used to flesh out character
backgrounds, but which will not usually be important to play.
example, this is a suitable cost for recreational skills like Gaming or
Sports in a typical action-adventure campaign.

A number of examples of sub-genres and suggested Skill Costs appropriate to them are

given on Table 2-6: Skills (page 60).

GENERAL vS. COMBAT SKILLS

Skills are subdivided into General Skills and Combat Skills to help highlight the
importance of combat knowledge within the genre. Both use the same basic system. They are
separate so that GMs who like the fast and FIRST EDITION BESM combat rules can keep them
but still have more detailed rules for investigations and other non-combat activities.
Alternately, GMs who want a game with lots of combat and car chases may choose to use
Combat Skills but use basic Stat rolls for non-combat activities.

SNOILAIYISI0 150D T1UNS
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SKILLS AND SPECIALITIES

Most General and Combat Skills have a number of associated “specialities,” which
describe the different ways that the Skill may be used. For example, Gun Combat is divided
into Autofire, Pistol, and Rifle. When you assign a Skill to your character, choose one of the
listed specialities or create a new speciality with GM approval.  Your character will be
significantly better in the chosen specialization than he or she will be in the other aspects of
the Skill. A specialization is usually recorded in parentheses after the Skill, for example, “Gun
Combat Level 3 (Distol).”

Instead of improving a Skill by one Level, it is possible to take an extra specialization.
Each extra specialization costs only one Skill Point regardless of the point cost of the Skill.
However, if your character has Skill Points to spare, you may find it advantageous to add an
extra Skill Level rather than take many extra specializations.

Using SKILLS

Each Skill has its own description, which indicates game effects and the Star which is
usually most relevant to the Skill’s use should a Skill check dice roll be needed. Game
mechanics for using Skills in play are described under Skill checks (page 197), but there is no
need to worry about them while designing a character. Simply choose those Skills that most
closely fit your concept.

Skills are not necessary for routine tasks that an average person can accomplish. The
college student who cooks noodles and tuna for dinner does not need to make a Cooking Skill
roll to accomplish this. On the other hand, if he or she wants to impress a date with chicken
cordon bleu served with a delectable medley of exotic vegetables, the GM might require a roll.
A player does not need to assign his character's Skill Points to a particular Skill to justify some
familiarity within the field, Even a Level 1 Skill assignment reflects a significant amount of
training and will demonstrate that your character is quite knowledgeable or capable in the
chosen area. If a character has only limited capabilities with any Skill, he or she should not
possess any Levels in it. For example, anyone can throw a punch or fire a gun without
necessarily having any real talent. A character that knows how to drive a car safely on city
streets does not automatically need the Driving (Car) Skill nor does someone with a first year
university course in physics necessarily have Physical Sciences (Physics). A character who is
a “natural” or “prodigy” in a particular field may have a high Skill Level after only a small
amount of formal training.

ThL (r\I deudu thm the unnpcunn in which Elizabeth is playing will use the Space Opera
N s background as a soldier and mecha pilot, Elizabeth selects
o1 using her 30 Skill Points.
immtx) Heavy Weapons Lew Junner ints),
litary S 3 points), Piloting Level 2 (Space IU,‘nimh ), Ranged
Defense Level J' (Air Vehicl ints), Unarmed Attack Level | (Striking, 4 points).

e d J (h{mpmrr
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Cyser  HoTRODS MARTIAL MEDIEVAL MODERN OCCULT SPACE TEENAGE

(GENERAL SKILLS -PUNK AND GUNS ARTS FANTASY MILITARY HORROR OPERA ROMANCE
Acrobatics
Animal Training
Architecture

B Artisan

©  Biological Sciences

= Boating

1 Burglary

| Business Management

| Computers
Conrrolled Breathing
Cooking
Cultural Arts

Demolitions

O R S R . - T - SE IR TS SETE S R

Disguise

Driving
Electronics
Forgery

Gaming
Interrogation
Intimidation

Law

Linguistics
Mechanics
Medical

Military Sciences
Navigation
Performing Arts
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TABLE 2-b: SKILLS (COMBAT)

CygeR Hotrops MARTIAL MEDIEVAL MODERN OcCULT SPACE  TEENAGE
COMBAT SKILLS PUNK AND GUNS ARTS FANTASY MILITARY HORROR OPERA ROMANCE
Archery 4 3 4 2 :
Gun Combat 4
Heavy Weapons
Melee Attack
Melee Defense
Ranged Defense
Thrown Weapons
Unarmed Attack
Unarmed Defense

SKILL DESCRIPTIONS — QENERAL SKILLS

un
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B B

e i ik = N ~ NS ) R |
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6
5 4
4 4
4 4
5 6
4 4
4 4
4 4
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ACROBATICS
Relevant Stat: Body
fpecializations: Balance, Flexibility, Jumps, Tumbling

The ability to perform gymnastic feats including jumps, flips, bends and contortions.

ANIMAL TRAINING
Relevant §tat: Soul
§pecializations: Any single animal such as dogs, horses, dolphins, etc.

The ability to teach and train animals with an intellect above that of instinctive insects.
An animal will usually have a Mind Stat of 0-2.

Relevant §tat: Mind
Specializations: Aquatic, Bridges, Small Buildings, Skyscrapers, Fortifications

Knowledge of construction methods, architectural drafting, etc. A successful use of this
Skill can also find weak points in constructions or help in locating old structural plans.

Relevant Stat: Average of Body and Soul
Specializations: Carpentry, Leatherworking, Metalworking, Plumbing, Tailoring,
Woodworking
This Skill represents a character’s ability to work with a variety of materials to repair or
produce useful or aesthetically pleasing objects not electronic or mechanical in nature.
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Biotogicat Saiemces
Relevant §tat: Mind
§pecializations: Bacteria/Viruses, Botany, Ecology, Genetic Engineering, Physiology,
Zoology
This field covers scientific knowledge of how living things function.

Relevant Stat: Average of Body+Mind
§pecializations: Hovercraft, Large Ships, Small Boats, Submarines
The ability to safely operate a watercraft.

BuneLARY
Relevant Stat: Body or Mind
Specializations: Breaking-and-Entering, Hot-Wiring, Safe Cracking.

The ability to open locks, quietly cut glass, hot-wire car ignitions, etc. The ability does not
cover disarming electronic security systems, which is handled by Electronics (Security) Skill.

Relevant §tat: Mind
§pecializations: Accounting, Banking, Fraud, Marketing, Recruitment, Securities, Small
Business

The ability to run part or all of a business as well as knowledge of how businesses operate
(useful for detectives investigating money laundering or fraud). If characters run their own
businesses, the GM can assume they are profitable if they make a successful Skill check every
month. If not, they may be losing money and need to accept a special assignment to pay the
bills or risk bankruptcy. For mercenary groups or private detectives, this Skill is useful for
locating new employees.

COMPUTERS
Relevant Stat: Mind

Specializations: Artificial Intelligence, Dartabases, Intrusion/Security, Networks,
Programming

Practical knowledge of computer use. Computer engineering (hardware) is covered by
Electronics.

CONTROLLED BREATHING
Relevant Stat: Body
fpecializations: Cyclic Breathing, Holding Breath, Slow Heart Rate

This Skill represents the ability to control respiratory functions in order to maximize
breathing efficiency or to perform tricks such as “playing dead.”
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CO0KING

Relevant §tat: Mind or Soul
Specializatiom: Ethnic, Exotic, Fast Food, Gourmet, Home
The ability to prepare tasty, visually appealing meals and find the best ingredients when shopping.

CULTURAL ARTS
Relevant §tat: Mind

§pecializations: Art Appraisal, Archaeology, History, Literature, Occultism, Urban
Legends

Knowledge of aspects of human culture (or another species’ culture).

DEMOLITIONS
Relevant Stat: Body and Mind
§pecializations: Artificial Structures, Bomb Disposal, Natural Structures, Safe Cracking,

Underwater

The ability to set explosive charges without getting hurt in the process or inflicting
undesired collateral damage. It is also used for deactivating explosives set by someone else.

DisauIsE
Relevant Stat: Varies
SDC(]H”IH“UM: Costume, Make-up, Prosthetics

The ability to change one's personal appearance in an attempt to deceive others.
Y F Pp

Relevant Stat: Body or Mind
§pecializations: Car, Big Rig (large tractor/trailer trucks), Motoreycle, Small Truck (vans,
pick-ups, hi-cubes)
The ability to operate a powered ground vehicle. Skill checks are only necessary in
difficult situations such as performing vehicular stunts, avoiding hazards, ete. Police officers
generally specialize in Car, Motorcycle, or Small Truck.

ELECTRONICS
Relevant Stat: Mind
Specializations: Communications, Computers, Consumer Electronics, Robotics, Security,
Sensors
The ability to maintain, repair, build, modify (and at high levels, design) electronic
equipment.
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Relevant §tat: Mind
§pecializations: Electronic Documents, Handwriting, Paper Documents

The ability to counterfeit documents and papers. This Skill can be used in conjunction
with the Computers Skill.

(AMING
Relevant Stat: Mind or Soul (Body for some video games)

§pecializations: Board Games, Gambling/Card Games, Computer Games, Milirary
Simulations, Role-Playing Games

The ability to play various games and simulations well.

INTERROGATION
Relevant Stat: Mind or Soul
Specializations: Drugs, Physical, Psychological
The ability to convince someone to provide information against their will. Can also be
used to help withhold information when being Interrogated by another.

INTIMIDATION
Relevant Stat: Body, Mind or Soul
Spetializa tions: Business, Political, Street.

The ability to convincingly project a “tough guy” image. A successful roll means someone
witnessing your performance is convineed you mean any threats you make. How they react
after that will depend on how tough they are themselves in relation to the kind of threat you
present — they may respond with respect, fear, hatred, or amusement. The GM should modify
any rolls based on the credibility of the threat the character can present compared to the
position of the person threatened.

Relevant Stat: Mind
Spe(ializations:le, Criminal, Customs, Family, International, Political

This Skill reflects knowledge of legal procedure and practice. GMs may assume that
anyone with Level 3 or more has a license to practice law. In addition to lawyers, many
police officers and politicians have the Law Skill at Level 1 or 2. All specializations,
except International, are specific to one country or region only (for example, “Japanese
Criminal Law”).
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Relevant Stat: Mind
§pecializations: Any one language, Code Language, Sign Language, Braille

Reflects an aptitude for languages and their historical usage. Additionally, a character
will be able to speak and write one foreign language at Level [, two at Level 2, three or four at
Level 3, five to eight at Level 4, nine to twelve at Level 5, and more than twelve at Level 6.
Thus, multiple specializations will be listed for Linguistics — the first is the character’s native
language, while the others are foreign languages.

MECHANICS
Relevant Stat: Mind (sometimes Body)
Specializations: Aeronautical, Armourer, Automotive, Gunsmith, Locksmith, Micro, Traps

The ability to maintain, repair, or build mechanical and electro-mechanical devices. This
also includes knowledge of tool use, welding, etc. Armourer applies to heavy vehicle-mounted
weapons while Gunsmith covers personal weaponry. Use Artisan for archaic weapons,

MEbicaL
Relevant Stat: Mind (sometimes Body)
fpecializations: Acupuncture, Dentistry, Diagnosis, Emergency Response, Homeopathy,
Pathology, Pharmacy, Surgery, Veterinary
This Skill reflects knowledge of how to heal the human body. A typical general
practitioner would specialize in Diagnosis, while most police officers or paramedics specialize
in Emergency Response.

MILITARY SCIENCES
Relevant Stat: Mind
fpecializations: Hardware Recognition, Intelligence Analysis, Logistics, Strategy, Tactics

The character has military-style tactical, staff, or leadership training. In addition, SWAT
(or other tactical police units) often include individuals who pick up similar Skills (and often
recruit ex-military personnel).

NAVIGATION
Relevant Stat: Mind
Specializations: Air, Highway, Sea, Urban, Wilderness

The ability to read maps or use specialized navigation equipment. The Navigation Skill
will help a character find the fastest/safest route to a destination.
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Relevant Stat: Average of Body, Mind and Soul
§pecializations: Comedy, Dance, Drama, Public Speaking, Singing, Tea Ceremony

The ability to perform well before an audience. With the GM’s approval, a successful Skill
check can temporarily increase the character’s effective Level in Art of Distraction by one.

PHYSICAL SCIENCES
Relevant Stat: Mind
fpecializations: Astronomy, Biochemistry, Chemistry, Physics

Scientific training in the way the universe works including the necessary mathematical
hackground.

Relevant Stat: Average of Body+Mind
fpecializations: Heavy Airplane (usually multi-engine), Helicopter, Jet Fighter, Light
Airplane (usually single-engine), Lighter than Air Craft, Spacecraft.
The ability to operate air or space vehicles. Skill checks are normally only necessary
when performing an unusual manoeuvre, avoiding a hazard, piloting an unfamiliar aircraft, etc.

PoISONS

Relevant Stat: Mind
Specializations: Natural, Synthetic

This Skill represents the
character’s ability to recognize, concoct,
apply, and neutralize a variety of poisons
and toxins.

POLICE SCIENCES
Relevant Stat: Mind

Specializations: Ballistics, Criminology,
Forensics

B X
N\\

| Y

This is the science behind
detective work. Criminology focuses
on studies of criminal behaviour
and strategies while forensics
covers evidence gathering
(including hair-and-fibre,
fingerprint and DNA-
based identification
techniques).
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Relevant §tat: Body, Mind or Soul
Specializatiuns: By species (Horse, Camel, etc.).
This is the knowledge of how to care for a riding beast, how to saddle, mount, and

dismount the animal, how to get it to perform difficult or dangerous manoeuvres safely and
without balking, and how to best pace it for long distance rides.

SEDUCTION

Relevant Stat: Body or Soul, modified by Appearance
Specializations: Male, Female

A character with this Skill is adept at exploiting their sex appeal. A successful Skill check
will convince another person that the character is genuinely interested in them. Whether or
not the subject actually responds will depend on his or her own romantic inclinations and
sexual preferences.

SLEIGHT OF HAND
Relevant Stat: Body
fpecializations: Card Sharking, Lock Picking, Pick Pocketing, Stage Magic
A character with this Skill (also known as prestidigitation) has superior manual dexterity,

greater than that suggested by his or her Body Stat. This includes the ability to perform
“magic” tricks, palm small objects, cheat at cards, plant an item on someone, etc.

S0CIAL SCIENCES
Relevant Stat: Mind
Specializations: Anthropology, Politics, Psychology, Social Work, Sociology, Theology

Understanding of the way people function in society as well as societal behavioural
patterns.

§PORTS
Relevant Stat: Body (sometimes Mind or Soul)
Specializations: Baseball, Basketball, Cricket, Hockey, Volleyhall, etc.
The ability to play well with others in a team-sporting event with specialized rules.

STEALTH
Relevant §tat: Body (sometimes Mind)
fpecializations: Camouflage, Concealment, Silent Movement

The ability to disguise objects or people so that they blend into their surroundings. This
also includes the ability to conceal small objects on one’s person and the ability to move
silently.
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Relevant Stat: Body
Specializations: Competition, Deep-Sea Diving, Free Diving, Scuba, Snorkelling

The character is skilled at swimming or diving. The GM may assume that any character
in a modern setting can swim even without this Skill. A swimmer can usually move at a speed
equal to his or her Body in kilometres per hour.

URsAN TRACKING
Relevant Stat: Mind
§pecializations: Academic, Corporate, Residential, Underworld

Urban Tracking is the ability to “shadow” someone (or follow a vehicle in another
vehicle) through an industrialized, populated area or to find certain people in a particular sub-
culture or environment by asking the right questions.

Visuac ArTs
Relevant Stat: Varies (often the average of all three Stats)

fpecializations: Animation, Drawing, Flower Arranging, Painting, Photography, Sculpting,
Video

The ability to produce a work of fine or commercial art in a particular visual field.

WILDERNESS SURVIVAL
Relevant Stat: Mind (sometimes Body)
Specializations: Arctic, Aquatic, Desert, Forest, Jungle, Mountain

The ability to find food and shelter in the outdoors, to avoid natural hazards, and to
identify wild plants and animals.

WILDERNESS TRACKING
Relevant Stat: Mind (sometimes Soul)
Specializations: Arctic, Aquatic, Desert, Forest, Jungle, Mountain

The ability to successfully trail or track someone or something while outdoors in a rural
or wilderness setting.

WRITING

Relevant Stat: Average of Mind and Soul

Specializations: Academic, Fiction, Journalistic, Poetic, Technical
The ability to communicate ideas or emotions in a written work.
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SKILL DESCRIPTIONS — (COMBAT SKILLS
ARCHERY

Relevant Stat: None (uses Attack Combat Value)
fpecializations: Bow, Crosshow
The ability to accuraely shoot with a bow or crossbow. This is an Attack Combat Skill.

Guy ComBAT
Relevant §tat: None (uses Attack Combat Value)
Specializations: Autofire, Pistol, Rifle

The ability to accurately shoot with a hand-held firearm and to keep it properly
maintained. Autofire applies to firing bursts of fully automatic fire from any gun, whether it is
a small submachine gun, a big assault rifle, or a heavy machine gun. Pistol applies to firing
single shots from a handgun. Rifle covers firing single shots from guns with a shoulder stock
including rifles and shotguns. This is an Attack Combat Skill.

HEAVY WEAPONS
Relevant §tat: None (uses Attack Combat Value)

Specializations: Artillery (indirect fire weapons such as Howitzers), Gunnery (heavy
machine guns, tank guns and other vehicle-mounted direct-fire weapons),
Launchers (rocket and missile launchers)

The ability to accurately fire vehicle-mounted or tripod-mounted weapons such as a tank
cannon or heavy machine gun and to perform routine maintenance. This is an Attack Combat

Skill.

MELEE ATTACK
Relevant §tat: None (uses Attack Combat Value)

SDE(iﬂ”laﬂﬂmzAxe, Baton/Club, Knife, Improvised Weapons (chairs, lamps, ladders,
etc.), Polearms (spears, naginata, etc.), Sword, Whips/Chains

The ability to attack effectively with a hand-to-hand weapon. This is an Attack Combat
Skill.

MELEE DEFENSE

Relevant §tat: None (uses Defense Combat Value)

§pecializations: Axe, Baton/Club, Knife, Improvised Weapons (from the nearby area),
Polearms (spears, naginata, etc.), Sword, Whips/Chains

The ability to defend well with a melee weapon. By acquiring different levels of the
Melee Attack and Defense Skills, a character’s personal style can be simulated. For example,
a conservative fighter would have high levels of Melee Defense, while an aggressive attacker
would specialize in Melee Attack. This is a Defense Combat Skill.

BATT |
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RANGED DEFENSE

Relevant Stat: None (uses Defense Combat Value)

SDE[iH”lﬂl’iOﬂi: Personal (on foot), Air Vehicle, Ground Vehicle, Water Vehicle, Space
Vehicle.

The ability to avoid ranged attacks. This Defense Combat Skill does not enable a
character to actually dodge bullets. Rather, it is a combination of situational awareness and
tactical movement as well as knowing when to keep moving (to present a more difficult target)
and when to drop for cover.

THROWN WEAPONS
Relevant Stat: None (uses Attack Combat Value)
Specializations: Blades, Energy Blasts, Grenade, Rocks

Accurate throwing of weapons or objects to hit a target. This is an Attack Combat Skill.
Thrown Weapons can also include magical energy attacks such as fireballs or other exotic
manifestations of the Weapon Attack (page 157) Special Attribute. The player should create
whatever specializations scem appropriate to the nature of the attack.

Unarmep ATTAck

Relevant Stat: None (uses Attack Combat Value)
SDE(iElilﬂtiﬂﬂi: Strikes, Holds, Throws, Wrestling
The ability to attack without weapons. This is an Attack Combar Skill.

UNARMED DEFENSE

Relevant §tat: None (uses Defense Combat Value)
Specializations: Strikes, Holds, Throws, Wrestling
The ability to block unarmed attacks without using a weapon. This is a Defense Combat

Skill.

STEP 7: DErIvED VALUES

Calculate the character’s Derived Values. These numbers are based directly on the Body,
Mind, and Soul Stats and thus do not afford any choices of point distribution.

CompAT VALUE

This value governs all facets of physical conflict including your character’s abilities in
attacking, defending, and delivering damage. A higher Combat Value reflects fighting spirit
and an increased knowledge of all physical combat forms: armed, unarmed, martial arts and
ranged weapons. There are two separate components of the Combat Value — Attack and
Defense. Character Attributes and Defects may modify either component separately, but
unless otherwise noted, the term Combat Value refers to hoth Attack and Defense.
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Increased skill in combat can only be achieved through harmony of the Complete Self.
Lack of self-unity through weakness of any facet of the character will restrict his or her ability
in combat, Consequently, the Body, Mind, and Soul are all of equal importance to the combat
master: Body Stat for a forceful attack and defense, Mind Stat for quick wit, knowledge of
combat techniques and anticipation of an opponent’s actions, and Soul Stat for the winning
spirit and good fortune. For example, in anime, a petite female standing five feet tall with
martial arts training can take down an opponent neatly twice her size; knowledge and
determination is just as important as brute force.

To calculate the base Attack Combat Value, add together all the Stat Values and divide
by three, rounding down ([Body + Mind + Soul] + 3).

The Defense Combat Value is two less than the Attack Combat Value (Attack Combat
Value - 2).

Tabitha's Attack Combat Value is equal to her Body 7 + Mind 4 + Soul 6 divided by 3, giving
her a Combat Value of 5.66, which is rounded down to 5. Her Defense Combat value is 2
less than that, or 3.

HeaLTr PoInTs

This Derived Value dictates the amount of physical damage your character’s body can
sustain before it ceases to function (for example, your character dies). Damage points delivered
in combat are subtracted from your character’s current Health Point total. If the total ever falls
below zero, a fatal blow was delivered. The base number of Health Points is equal to the sum
of the Body Stat and Soul Stat multiplied by 5 ([Body + Soul) x 5]). Health Points may be
further modified by the Attribute, Damn Healthy! (page 26) and by the Not So Tough (page
50) and Diminutive (page 184) Defects.

The GM is encouraged to arbitrarily halve the Health Point totals of minor NPCs (round
down) to reflect the ease at which such “extras” can be dispatched in battle, thereby
representing their general lack of fortitude and script immunity compared to heroes and major
villains. It is up to the GM which characters constitute minor NPCs.

Tabitha's Health Points are equal to the sum of her Body 7 and her Soul 6, multiplied by 5,
giving her 65 Health Points.

ENERGY POINTS

This Derived Value represents the personal reserves and fortitude your character has at
his or her disposal when carrying out difficult tasks. Energy Points are needed to fuel certain
Special Attributes such as Magic, but they can also be used to temporarily increase Stats or
Health Points. This advantage usually lasts for a few minutes — the duration of an important
task. Any Stat can be raised by 1 point for every 10 Energy Points drained from your
character’s total. The new Stat Value can be used during Stat check dice rolls but does not
affect your character’s Combat Value. Health Points can also be increased by 1 point for every
5 Energy Points sacrificed and may keep a character who has fallen below 0 Health Points alive
long enough to receive medical attention. If your character’s Energy Point total is ever reduced
to 0, he or she will fall unconscious from exhaustion.
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To calculate your character’s initial Energy Point total, add together the Mind Stat and
Soul Stat and multiply by 5 ([Mind + Soul] x 5). Energy Points may be further modified by
the Energy Bonus Attribute (page 28).

itha’s Energy Points are equal to the sum of her Mind 4 and her Soul 6, multiplied by 5,
giving her 50 Energy Points.

EXAMPLE

Sock VaLue (Optional)

This Derived Value dictates the amount of physical damage a single actack must inflict to
have a chance of stunning your character. If the attack penetrates the skin (such as a bullet or
knife), it may also be the damage necessary to inflict a major wound, which, if untreated, can
result in the character bleeding to death. The rules for Shock Value and major wounds are
covered in Chapter 5: Expanded Game Mechanics (see page 229).

To calculate your character’s Shock Value, divide his or her Health Point total by 5
(Health Points + 5), rounding any fractions up.

Tabitha's Shock Value is equal to her Health Point total (65) divided by 5, giving her a Shock
Value of 13.

STEP 8: BAackaRoUND POINTS

Now that the numerical component of your character is complete (Stats, Attributes,
Defects, Skills, and Derived Values), you should concentrate on fine-tuning his or her
personality, while still leaving room for the character to grow in the future. One of the most
effective ways to better visualize your creation is to provide detail through a background
history, a character story, or a character drawing. Spending time to develop your character
without a rule structure will enhance your role-playing greatly, and can give the GM a window
into your character’s motivations. As an incentive, the GM will award you 1-3 Background
Points for each contribution you complete, which are then distributed among the Character
Attributes. If any of your character’s Stats are changed after using the Background Points, you
must recalculate the three Derived Values.

This final step in character creation also serves as your last chance to answer important
character questions before gameplay begins. Where does he or she live? Work? Earn money!
What are your character’s likes! Dislikes? What about family? Friends? Romantic interests?
Enemies? Details add depth to your character, but you should not become obsessed with them.
Leaving room for growth can provide numerous character development opportunities during
the course of the adventures.

Elizabeth decides to write up a short description of th - mew up, and
the events involving a pirate raid and a human {

when she was little. Elizabeth also draws ¢ h of Tabitha. The GM s

Tabitha two Background Points. . Elizabeth decides to use those Background Pomts to acquire
the Normal Attribute of Combat Mastery Level 1 (2 points) for Tabitha. This increases her
Attack Combat Value by one to 6 and Defense Combat Value by one to

EXAMPLE
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Tabitha's final character description looks like this.

TABITHA YAMAMOTO

A 19 year-old genetically modified tiger-woman, Tabitha is a lieutenant in
the Imperial Star Legion, where she pilots a Hellcat space fighter. Tabitha has
striped fur, shoulder-length hair, and a cat’s eyes, ears, and tail. She is naive,
impetuous, and loyal and feels a bit out of place as a comet people barbarian in the
splendour of the court.

f1AT1S
Body 7 Mind 4 Soul b

NoRMAL ATTRIBUTES

Appearance Level 2 (2 points), Aura of Command Level 1 (I point), Combat
Mastery Level 1 (2 points), Highly Skilled Level 1 (1 point), Personal Gear Level 1
(Laser Pistol, Medical Kit, Spacesuit, Radio Communicator, Tool Kit, 1 point).

SPECIAL ATTRIBUTES

Features Level 1 (Night Vision, 1 point), Heightened Senses Level 2 (2 points),
Jumping Level 1 (1 point), Light Armour Level 1 (1 point), Own a Big Mecha Level 3
(12 points), Natural Weapons Level 2 (Claws and Fangs, 2 points), Special
Movement Level 2 (Cat-Like, Balance, 2 points), Super Strength Level 1 (3 points).

NoRMAL DEFECTS

Easily Distracted (Things that Distract Cats, 2 BP), Marked (Cat-Girl Features, 2 BP),
Skeleton in the Closet (Blew up a Planet, [ BP).

SPECIAL DEFECTS

Conditional Ownership (Mecha Owned by Imperial Guard, 1 BP).

SKILLS

Acrobatics Level 1 (Jumping, 3 Skill Points), Heavy Weapons Level 1 (Gunnery, 5
Skill Points), Military Sciences Level 1 (Tactics, 3 Skill Points), Piloting Level 2
(Spacecraft, 10 Skill Points), Ranged Defense Level 1 (Air Vehicle, 5 Skill Points),
Unarmed Attack (Striking, 4 Skill Points) Level 1 (4 Skill Points).

DEriveD VALUES

Attack Combat Value 6 _ Defense Combat Value 4
Health Points 65 Energy Points 50 Shock Value 13

11403d 1IH0D ONININVE THL 40 OLOWYWYL VHLIEYL
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OpTioNAL RULES FOR CHARACTER CREATION

Here are some different ways to create characters. They should only be used if the GM
and players agree.

Ranoom STaT Pornts AND FiXen CHARACTER POINTS

In BESM First Edition, Stat Points were determined randomly and characters then
received a number of Attribute Points. The GM may use this method if he or she prefers.

« §tat Point Total

Roll two six-sided dice, add 10, and distribute the total over the three Stats, following the
normal limitations (no lower than 1 nor higher than 12, and only one Stat at 12),

* (haracter Point Total

Start with 10 points for a low-power game, 15 points for an average-power game, or 20
points for a high-power game. Character Points may, at the GM’s option, be used to further
increase Stat Values, within the above limits. However, no more than six Character Points
should be added to any single Stat.

SPECIES AND OCCUPATIONAL TEMPLATES

In some settings, characters may play or encounter various non-human species, such as
elves, dragons, talking animals, or extraterrestrial aliens, The GM may wish to create “Species
Templates” that consist of a typical range of Special Attributes and Special Defects (and
perhaps some Normal Attributes and Defects as well) that are innate to a particular species.
For a character to be considered a normal member of one of these species, he or she should
conform to the Species Template. A Species Template is merely a guideline, and, with GM
p(‘rmi\'\'icm clmracteri are ﬁ'te to de\ iate from ir Tw G\1 can al\'o create D(‘cumrioml

“ordinary’ y munlm of 1]1.11 uuupauun or group.

Here is an example of a very simple Occupational Template, for the Imperial Star Legion, a
military combat unit to which Tabitha belongs.

IMPERIAL STAR LEGION FIGHTER PILOT

Attributes: Oun a Big Mecha Level 2+, Personal Gear Level 1+

Defects: Conditional Qunership (Mecha).

Skills: Heavy Weapons, Piloting, Gun Combat
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A Special Attribute or Defect is one that ordinary humans would not normally possess
such as Flight or Involuntary Physical Change. It is otherwise similar to a Normal Attribute
or Defect, but the GM’s approval is needed for a character to have a Special Attribute or
Defect. The GM may decide that a particular Special Attribute or Defect is not appropriate
to the game setting.

A few Special Attributes or Defects are listed as “mecha only.” A mecha is a vehicle, suit,
robot, or other construct that a character possesses. The Own a Big Mecha Attribute (page
123) allows players to design mecha for their characters; Mecha only Attributes or Defects are
used only as part of this mecha creation process.

TYPES OF SPECIAL ATTRIBUTES

Certain Special Attributes are more likely to fit specific character concepts than others.
To help the players and GM select Special Attributes, they have been classed as Paranormal,
Racial, Technological, or Universal. Often, an Attribute fits into more than one category.

e Paranormal

These Attributes are often associated with magical, supernatural, or psychic characters.
They are recommended for wizards, ki-users, psychics, mystics, spirits, gods, demons, undead,
and monsters with supernatural powers. In game worlds where these sorts of characters do not
exist, the GM may forbid paranormal powers.

* Racial

These Attributes are often innate to a non-human species due to their physical form. For
example, Flight may be natural for a winged race, or Light Armour may be natural for a species
with a tough hide. They are recommended for characters who belong to another non-human
species and are also useful when designing animals or monsters.

e Technological

These Attributes are normally associated with machines, vehicles, or similar constructs.
Mecha will often have these Attributes, as will characters who are partly or wholly machine,
such as androids, cyborgs, or intelligent robots.

* Universal
This type of Artribute is broad enough that it can fit into many different concepts.

The above categories are only intended as general guidelines, not as hard line restrictions.
For example, although Star Flight is listed as “Technological,” one can easily imagine a
paranormal form of interstellar travel. Similarly, although Mind Control and Exorcism are
both listed as “Paranormal,” there are plenty of anime examples of “mind control machines”
or “ghost-busting” blasters. As long as an Attribute can be justified to the GM within the
character concept and the campaign setting, it is possible to take it. The GM is the final
authority on whether or not to allow a given Special Attribute.
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MootryiNg ATTRIBUTES AND ADJusTING ATTRIBUTE PoinT CosTs

The SECOND EDITION of BESM describes effects in more detail than the FIRST EDITION.
As a result, players may occasionally find thar an Attribute does not exactly match their
concept of how a particular power or capability should function. The GM (and, with GM
permission, the players) may redefine the effects of existing Attributes to better suit particular
character concepts. If the GM feels a changed effect makes the Attribute significantly more
or less powerful, he or she may alter its point cost to reflect this.

Also, the value of Special Attributes assumes the setting of the game gives them a good
chance of actually being useful in play. If a character is given an Attribute that the GM decides
is unlikely to have much, if any, ullht\ in the campaign, he or she can reduce its Character
Point Cost or even give the Attribute away for free. If circumstances change and the Attribure
becomes useful on a regular basis, the GM may opt to hold back a few earned Character Points
until the original cost is paid.

The GM is running a science-fantasy game that takes place on a desert planet wheve theve is
no body of water lavger than an oasis pool. Vanessa's chavacter is an exiled mermaid now
ly marooned in this dusty hell. It is logical that @ mermaid would have the Special
Armham of Water Movement (Underwater), which normally costs 3 Character
Points/Level. However, there is very little hku[!hrmd of Vanessa's PC getting into a situation
where this Attribute would be very useful. The GM likes the idea of a stranded mermaid, so
he reduces the point cost to only 1 point/Level.
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SPECIAL ATTRIBUTE PoOINT COST  STAT TYPE

m Astral Projection 3/Level None Paranormal 82
Contamination 1-2fLevel  None Paranormal, Racial 84
Dimensional Portal 2-4[Level  None Paranormal 85

= Dynamic Sorcery 4/Level None Paranormal 86

b Elasticity 1/Level Body Racial 88

'_—.i Electronic Counter-Measures 1 /Level Mind Technological 88

z': Environmental Control 1-2[Level  Mind Paranormal, Technological 90

Exorcism 1/Level Soul Paranormal 92

Extra Arms 1/Level None Racial, Technological 93
Features or Accessories 1/Level None Racial, Technological 93

I Flight 3-4[Level  None Universal 94

_] Force Field 2-4[Level  None Paranormal, Technological 96

I Ground Speed 2/Level Body Technological 99
Healing 4{Level Soul  Paranormal, Technological 99

. Heavy Armour 4/Level None Technological .

I Heightened Senses ~ 1/Level Body Universal 13 =

a [lusion 2-6/Level  None Paranormal 103 E
Insubstantial 4/Level None Paranormal 105 =

I Invisibility 3-1[Level ~ None Paranormal, Technological 108 =

i Item of Power 2/Level None Paranormal, Technological 108

I Jumping 1/Level Body Racial, Technological 109 g
Life Support 1/Level None Racial, Technological 1o =

- Light Armour 1/Level None Universal . =

I Magic (or Psionics) 4/Level None Magical 111

— Meld 2ordfLevel None Paranormal 116
Metamorphosis 5/Level None Paranormal 116

I Mind Control 1-4/Level  Mind Paranormal 118

5l Mind Shield 1/Level Mind Paranormal 121
Natural Weapons 1/Level None Racial 122
Own a Big Mecha 4/Level None Technological 123

= Place of Power 1/Level None Paranormal 128

I Precognition 1-2fLevel ~ Soul Paranormal 129
Regeneration 4/Level None Paranormal, Racial 131

- Reincarnation 3[Level None Paranormal, Technological 132

I Sensors 1/Level Mind Technological 133

] Servant I-2/Level  None Universal 134
Shape Change 2-3[Level  Body Paranormal 135

I Shield 1/Level None Technological 138

]
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SPECIAL ATTRIBUTE PoiNT CosT ~ STAT
Sixth Sense 1/Level SQLI[ Paranormal
Size Change 1-2/Level  Body Paranormal
Space Flight 2[Level None Technological
Special Defense 1/Level ~ None Universal
Special Movement 1/Level Body Racial
Speed 1/Level Body Racial, Technological 144
Spirit Ward 1/Level Soul Paranormal 144
Star Flight 2/Level None Technological 146
Stealth 1/Level  None Paranormal, Technological 147
Super Strength 2-3[Level  Body Racial, Technological 148
Swarm 2/Level Body Magical 149
Telekinesis 1-2/Level None Paranormal, Technological 151
Telepathy 1-3[Level  Mind Paranormal 152
Telepott 5-10/Level None Paranormal, Technological 154
Transmutation 1-4/Level  Mind Paranormal 135
Tunnelling 2[Level None Racial, Technological 156
Water Speed 2-3[Level  None Racial, Technological 156
Weapon Attack 4/Level None Universal 157
MEcHA ONLy
Artificial Intelligence 2/Level Mind Mecha 172
Extra Capacity 1/Level None Mecha 173
Extra Endurance 1/Level None Mecha 175
Manoeuvre Bonus 1/Level None Mecha 175
Mecha Regeneration 4/Level None Mecha 176
Mechanical Transformation ~ 2-4/Level ~ None Mecha 176
Multiple Mecha Attacks 10/Level  None Mecha 177
Special Equipment 2/Level None Mecha 178
Subordinate Mecha 1/Level None Mecha 178
Summonable 4/Level None Mecha 179
Super Transformation 3or 5/Level None Mecha 180
Toughness 4flevel  None Mecha 180
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“Mecha-only” Attributes are not applicable for characters; they are only used to create
mecha designs as part of the Own a Big Mecha Attribute (page 123).
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ASTRAL PROJECTION

Cost: 3 points/Level
Relevant §tat: None
Type: Paranormal
The character can leave his or her real body behind, in a trance or asleep, and travel in

the form of a second, ghostly, astral body. According to some psychic theories, everyone has
an astral body, but only certain individuals can detach this body from its physical form. In
anime, powerful sorcerers or psychics often possess Astral Projection.

The astral body is normally invisible and can only be seen by other astral travellers or
individuals with special senses (see Sixth Sense, page 138). The astral body is intangible, and can
pass through walls or other solid objects, walk on air or water, or perform similar ghostly feats. A
character’s astral body cannot affect the material world in any tangible way such as making a
physical attack. However, an astral character can interact normally with another astral character.

Most attacks will pass through an astral body without harming it. An astral character is
vulnerable to non-physical attacks such as Exorcism, Mind Control, Telepathy, or Weapon
Attack with the Affects Incorporeal or Soul Attack Ability. He or she may also use these
attacks (except for Affects Incorporeal) on solid individuals, but each such attack costs 5 Energy
Points in addition to any Energy Point cost the attack normally has, Any damage or other
injury that is somehow inflicted upon an astral body will apply to the original body as well.

An astral body moves at the character’s normal speed, although it can also levitate or
move through water or space. If the character has other movement related Attributes (such as
Ground Speed, Flight, or Space Flight) that grant faster than normal speed, his or her astral
body can also utilize them. However, a character with high levels of Astral Projection can
make his or her astral body travel faster than his or her normal speed. This also applies to other
forms of movement. When an astral body is moving at a multiple of the character’s normal
speed, the “normal” world blurs and he or she cannot clearly perceive objects or entities that
are not astral. For example, in game terms, this means a character travelling at 10 times
normal speed could rapidly move from place to place through the astral plane, but would have
to slow down in order to explore a particular area. A character can always choose to use Astral
Projection at a lower level (moving slower than the maximum speed), if desired. At the GM's
option, an astral body may be able to cross inter-dimensional barriers that would otherwise be
impassable such as one-way Dimensional Portals (page 85).

A character’s astral body may not carry anything “real” with it, but, if desired, may appear
clothed. It may also have a consistent but different appearance than the character’s normal
body. This may be because the astral body is a reflection of a true, future, or idealized form.

If the character wishes to awaken from his or her astral-travelling trance, the astral form
reunites instantly with his or her material body.

(861 Astral body moves at character’s normal speed.

|
[WEL2  Astral body moves at 2 times character’s speed.
I

LEV[L} Astral body moves at 10 times character’s speed.
[eeL g4 Astral body moves at 100 times

[WEL§  Astral body moves at 1,000 times character’s spe
L Astral body moves at 10,000 times character’s speed.
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CONTAMINATION

(ost: 1 or 2 points/Level
Relevant Stat: None
Type: Paranormal, Racial

This Attribute is sometimes acquired by supernatural creatures, such as vampires or
werewolves, flesh-cating zombies who can “pass on their curse” to others, or alien monsters
that lay eggs inside their living victims. The character can use this Attribute to voluntarily or
involuntarily transform other people into entities like himself or herself. The method should
be specified when the character is created. It might be similar to myths behind the vampire
legend — the character’s blood carries a “plague” that, when ingested, mutates the person over
a matter of hours or days. Alternatively, the character might lay an egg or seed (real or
metaphorical) in the body of his or her prey, which will later hatch within the victim, killing
him or her as a new monster is born. The character might even need to perform some special
ritual thar aleers its victim. Whatever the case, the conditions under which the victim can
become “contaminated” must be specified.

For 1 Point/Level, contamination is “difficult” — the victim must be willing,
unconscious, or testrained for deliberate contagion to occur or the target must perform an
unusual activity (such as deliberately eating a morsel of the character’s flesh).

For 2 Points/Level contamination is “easy” — the contagion might be similar to a
traditional werewolf attack, where a scratch or bite results in a victim becoming a werewolf.
The GM can add special conditions, limitations, or effects to ensure that becoming a monster
is a curse and not a blessing.

The higher the Level of Contamination, the faster the transformation occurs. However,
there should always be some means of curing or delaying the eventual mutation. Possible cures
include the death of the demon that inflicted the contaminant, radical surgery, blood
transfusion, or a successful mystical healing.

It is up to the GM whether a player character who is turned into a monster remains in
the player’s control or is reclassified as an NPC. Any retention (dreams, memories, etc.) of the
victim’s former existence depends on the nature of the contamination and whether the victim
has been “transformed,” “devoured,” or “reborn” in the process. A person who has been
successfully contaminated will usually gain a certain number of Special Attributes “paid for”
with the Bonus Points acquired by taking new character Defects (often including Cursed,
Involuntary Physical Change, Marked, and Owned by a Megacorp, the last one representing
servitude to his or her new master). Usually, though not always, the mutation will result in a
monstrous form similar to that of the character responsible. Thus, a spider demon that laid an
egg in its victim may produce another spider demon, the victim of a vampire will grow fangs,
etc. The GM should be wary of potentially undesirable possibilities such as a werewolf PC
infecting the entire group of PCs, thereby creating an entire party of werewolves.

The Contamination Attribute usually allows the creator or mother some measure of
control over the newly transformed character. In these instances, the Level of Contamination
is added as a favourable modifier to any Mind Control attempts performed against the subject.
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The transformation occurs over several months.
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The transformation occurs over several minutes.

The transfmmatiom occurs over several rounds.

(ybernetic Body is no longer available as an Attribute in BESM Secon Enmon. Instead, a cyborg or robot character is
designed by choosing those Attributes or Defects that seem appropriate to the character concept — in particular, Special
Attributes noted as being “Technological." Having to spend fll Character Points on each Attribute may make some cyborg
(haracters created through BRCS more expensive in terms of points, although this s counterbalanced by getting full Bonus
Points for each Defect. However, GMs who have BRCS and prefer the earlier version are frec to keep using it as described
in that book.

DIMENSIONAL PORTAL

(ost: 2, 3 or 4 points/Level
Relevant Stat: None
Type: Paranormal, Tec