'I just want to create a character  and PLAY!"

Admit it, as GM's, we've all heard this before.  It can be frustrating- we want them to dive in and get the 'depth' out of the material- but if they can't jump in immediately, they lose interest. TSR does a good job with their 'Fast start' campaigns and characters, but it isn't the same as letting them make their own character. I usually start them with a 'created' character, to get them excited about role-playing. Then, I send them home with a 'packet' which , without getting TOO bogged down, lets them make their own characters to bring to the next game. Here is the packet I'm giving to everyone to get them started on Alternity.

Another good idea? Scaled down Character sheets OR sheets with directions incorporated. If/when I make some up, I'll post them as well.

One VERY important note. This packet is in NO WAY intended to replace the player's guide. I do give you the basic charts you'll need to make up a starting character, but trust me; YOU ARE MISSING OUT without the player's guide! This is targeted for the beginning player, so some specialty/optional rules are scaled back or omitted; once you;ve gotten your feet wet, you'll want that information. And for you GM's I highly recommend the GameMaster's guide as well. There are a ton of resources in these works. This packet is intended only as a fast reference to get a new player into the game- if you're enjoying it, support TSR and buy the book. Trust me, I own all of the Alternity books so far and they're worth every penny.

Alternity Character creation Quick-Sheet

You will begin by deciding your character's Species and Profession. Trust me. This will be easier.

Species:


Fraal - Quiet, Thin/ look like a classic 'grey'; given to introspection/ Mindwalker is a good career


Weren - Philosopher/warrior- the 'Klingon' of the alternity universe.


Sesheyan = Discovered by humanity , late stone age level of advancement ; not good with tech.


T'sa - my personal favorite :-) very intelligent, quick, flightly little lizard dudes


Human - well, DUH.


Mechalus - Kind of like a NICE borg- human/android synthesis; GREAT tech ops

Profession:


Combat Spec - Soldier


Diplomat - again, DUH. Can have sub class in any other specialty.


Free Agent - mercenary


Tech Op - like a computer programmer, engineer, or such


Mindwalker - psionic agent.

After you decide their Profession, you can roll for their attributes.



Combat Spec
Diplomat
Free Agent
Tech Op

Mindwalker

Strength

10+ d4

4+ d8

    6+ d6

4+ d6

4+d6

Dexterity
8+ d4

4+d8

   10+ d4
8+ d6

4+ d8

Constitution
8+ d6

4+ d8

    6+ d6

4+ d6

8+ d6

Intelligence
4+ d8

8+ d6

    8+ d6

10+ d4 

8+ d6

Will

6+ d6

8+ d6

    6+ d6

8+ d6

10+ d4

Personality
4+ d8

10+ d4

    6+ d6

6+ d6

6+ d6

Fill these numbers in your ability scores. For the untrained column, it is 1/2 your ability skill, rounded DOWN. 

For your Modifiers, use the following chart:

If your ability score is:

Your resistance modifier is:


4 or less



-2 steps


5-6



-1 step


7-10



0


11-12



+1 step


13-14



+2 steps


15-16



+3 steps


17-18



+4 steps


19-20



+5 steps

-------------------------------------------------------------------------------------------------------------------------------

Your action check score; this determines , based on what you roll during an action phase, when and how often you can act per round. Each action phase is broken down into Amazing, Good, Ordinary, and Marginal turns. To get your Ordinary #: The base is you Dex score plus your Ability score, divided by 2. Then modify accordingly;


Combat Spec- Add 3 pts


Free Agent - Add 2 points


Diplomat - Add 1 point 


Tech Op- Add 1 point

Place the result in your Ordinary Box. Good, is 1/2 of this score, rounded DOWN; Amazing is 1/4 of this score, rounded DOWN. Marginal is your ordinary score +1.

In the die box, place a zero UNLESS you are a t'sa. They're Darn quick, so they receive a -d4 bonus in combat situations.

Actions per round measures how many things you can do in one round of combat, on average. To find out your Actions Per Round, add your  CON and WIL score, and find the result on this chart. Write in the result in the Actions per Round box:


CON+WIL

Actions per Round


  8-15



1


 16-23



2


 24-31



3


 32+



4

-------------------------------------------------------------------------------------------------------------------------------

Combat Movement Rates

Add together your STR and DEX scores, then find the results in this chart and copy them over.

STR + DEX

Sprint
Run
Walk
Easy
Swim
Glide
Fly







swim


2-7

6
4
2
1
2
6
12



8-9

8
6
2
1
2
8
16


10-11

10
6
2
1
2
10
20


12-13

12
8
2
1
2
12
24


14-15

14
10
4
2
4
14
28


16-17

16
10
4
2
4
16
32


18-19

18
12
4
2
4
18
36


20-21

20
12
4
2
4
20
40


22-23

22
14
4
2
4
22
44



24-25

24
16
6
3
6
24
48


26-27

26
16
6
3
6
26
52


28-29

28
18
6
3
6
28
56


30-31

30
20
8
4
8
30
60


32+

32
22
8
4
8
32
64

Uh.. I hope I don't have to mention that the only race that glides or flies is the Sesheyan, right? Nice try.

-------------------------------------------------------------------------------------------------------------------------------

Durability

This is a measure of how much damage your character can take. I mean, nobody can get pounded forever. You'll see the following categories;  Stun, Wound, Fatigue and Mortal. 

On the standard character sheet, each is followed by empty boxes. The number of boxes you will leave OPEN is equal to the number of damage points you can take in each category. Stun and Wound are equal to your constitution score. Mortal points and Fatigue points are equal to 1/2 of your constitution score, rounded up. One exception: Weren, whose durability is equal to their Con x 1.5. 

-------------------------------------------------------------------------------------------------------------------------------

Perks and Flaws

These are what makes it fun to play a character. They give him/her the beginning of a personality, and help you begin to create his/her background and personal history.  You will purchase perks with Skill Points, and assuming a flaw will give you More Skill Points. How do you know how many points you have to start with? Use the following table:

Int Score
Skill Points
Broad Skills

  4

15

2

  5

20

2

  6

25

3

  7

30

3

  8

35

4

  9

40

4

 10

45

5

 11

50

5

 12

55

6

 13

60

6

 14

65

7

 15

70

7

 16

75

8

Now that you know how many Skill points you have, you can select your perks and flaws. This list includes the standard perks and flaws from Alternity. If you have an idea you don't see represented here, talk to your GM about creating one and how many points it would cost/award.

PERKS:

Perk

Cost

Ability


Type

Alien Artifact
8

--


Special

Ambidextrous
4

Dex


Active

Animal Friend
4

Wil


Conscious

Celebrity
3

Per


Conscious

Concentration
3

Int


Conscious

Danger Sense
4

Wil


Active

Faith

5

Wil


Conscious

Filthy Rich
6

Per


Conscious

Fists of Iron
2/5

Str


Active

Fortitude
4

Con


Active

Good Luck
3

Wil


Conscious

Great Looks
3

Per


Active

Heightened Abil.
10
Special/in chosen abil.

Active   


-add 1 point to ability score, not to exceed species maximum.

Observant
3

Wil


Active

Photo Memory
3

Int


Conscious

Powerful Ally
4

Per


Conscious

Psionic Awareness 3

Int


Active

Reflexes

4

Dex


Active

Reputation
3

Wil


Active

Tough as nails
4

Str


Active

Vigor

2/3/4

Con


Active

Willpower
4

Wil


Active

FLAWS:

Flaw

Points 

Ability


Alien Artifact
5

-

Bad Luck
6

Wil

Clueless

2/4/6

Int

Clumsy

5

Dex

Code of Honor
3

Wil

Delicate

3

Str

Dirt Poor
5

Per

Forgetful
5

Int

Fragile

3

Con

Infamy

2/4/6

Per

Oblivious
4

Wil

Obsessed
2/4/6

Int

Old Injury
2/4/6

Str

Phobia

2/4/6

Wil

Poor Looks
3

Per

Powerful Enemy
2/4/6

Per

Primitive
2/4/6

Int

Slow

6

Dex

Spineless
2/4/6

Wil

Temper

2/4/6

Wil

Once you have chosen your perks and flaws, you are prepared to purchase you abilities. As outlined above, each character is limited in the number of Broad skills he/she may purchase. Skills are presented in outline form for ease of reading. Certain races receive bonus or automatic broad skills which they do not have to pay for and are not counted against their broad skill maximum: Those races are:

Fraal: Receive the Broad skill Telepathy as a free skill. Their Psionic points are equal to Will x 1.5.

Humans: Get an extra 5 skill points, and one extra broad skill of their choice.

In addition, certain professions receive automatic skills or advantages: These professions include:

Combat Spec: Choose ONE <that's right, only one, sorry Chris> specialty skill from among those listed under these broad skills; Armor Operation, Unarmed Attack, Heavy Weapons, Modern Ranged Weapons, Melee Weapons, and Primitive Ranged Weapons. That specialty skill's base situation die improves from a d0 to a -d4. 

Diplomat: Pick a secondary skill, and you may purchase skills from that profession at list price -1, instead of paying list price.

Tech Ops: As you're growing, in addition to the skill points awarded by your GM, you receive additional bonus pints when you reach the following levels:


level 2-5

1 extra point


level 6-10
2 extra points


level 11-15
3 extra points


level 16-20
4 extra points


level 21- up
5 extra points.


Hmmm. guess it DOES pay to be a tech.

 Specialty skills can only be purchased AFTER you purchase the broad skill containing it. Skills are purchased for list price at level 1, list price + current level for every succeeding level. So; let's say you wanted to become VERY good with a pistol, and they have already purchased the Ranged Weapons, Modern, Broad skill. To become a Level 1 pistol expert would cost 4 points. To rise to level 2, would cost and additional 5 points. Level 3- and additional 6 points, and so on.

Each skill is categorized be the ability which is required to perform it. Computer Programming would, for instance, be considered an Intelligence skill. If you purchased Computer Programming level 1, your ordinary skill check score for that skill would be equal to your Intelligence Ability score. At level 2, you would add 1 to your intelligence score for that skill check, and so on.

An interesting note is that you do NOT have to have purchased a specialty skill to attempt to use it- but you must then roll against the untrained ability score for that category. So, if you didn't buy Computer Programming, but wanted to try to use it anyway, you would have to roll you untrained Intelligence score (or less). Difficult, but not impossible.

In the following list, as in the players' guide, things are arranged in 3 columns. Skill name is pretty self explanatory; Cost is the cost for a level 1 in this skill, and Profession denotes those professions which may purchase this skill at cost-1;


F-free agent


D- Diplomat


C-Combat Spec


T-Tech Op

 Don't forget to decide on your free broad skills before diving in!

Without further ado, here is the skill list. Descriptions are found in your player guide <hint, hint> If you don't have one, get with your GM and ask questions!

STRENGTH SKILLS

Skill name



Cost



profession

Armor Operation



7



C


Combat Armor


3



C


Powered Armor


4



C

Athletics




3



-


Climb



2



-


Jump



1



-


Throw



2



-


Specific <________________>
1



-



i.e. weightlifting,, aerobics- any specialized athletic skill

Heavy Weapons



6



C


Direct Fire


4



C


Indirect Fire


4



C

Melee Weapons



6



C


Blade



3



C


Bludgeon


3



C


Powered Weapon


4



C

Unarmed Attack



5



-


Brawl



3



C


Power Martial Arts

5



C,F

CONSTITUTION SKILLS

Skill name



Cost



profession

Movement



3



-


Race



2



-


Swim



1



-


Trailblazing


3



F

Stamina




3



-


Endurance


4



C


Resist Pain


4



C

Survival




5



C,F


Survival Training


3



C,F

DEXTERITY SKILLS

Skill name



Cost



profession

Acrobatics



7



F


Daredevil


4



-


Defensive Martial Arts

5



C,F


Dodge



4



C,F


Fall



3



F


Flight



2



-


Zero-G Training


2



C,T


Specific <________________>
1



-



i.e. tightrope walking, etc.

Manipulation



6



-


Lockpick


4



F


Pickpocket


4



F


Prestidigitation


3



D

Ranged Weapons, Modern


6



C


Pistol



4



C


Rifle



4



C


SMG



4



C

Ranged Weapons, Primitive

7



C


Bow



4



C


Crossbow


3



C


Flintlock


3



C


Sling



4



C

Stealth




7



F


Hide



4



F


Shadow



4



F


Sneak



5



F

Vehicle Operation


3



-


Air Vehicle


5



T


Land Vehicle


3



T


Space Vehicle


5



T


Water Vehicle


3



T

INTELLIGENCE SKILLS

Skill name



Cost



profession

Business




4



D


Corporate


3



D


Illicit Business


3



D,F


Small Business


3



D

Computer Science


7



T


Hacking



5



T


Hardware


4



T


Programming


4



T

Demolitions



6



C,T


Disarm



4



T


Scratch-built


4



T


Set Explosives


3



C,T

Knowledge



3



-


Computer Operation

1



-


Deduce



2



-


First Aid



2



-


Language (specific) __________
1



-


____________ other specific
1



-

Law




5



D,F


Court Procedures


3



D


Law Enforcement


3



C,F


____________ other specific
1



-

Life Science



7



T


Biology



3



T


Botany



3



T


Genetics



3



T


Xenology


4



T


Zoology



3



T

Medical Science



7



T


Forensics


3



T


Medical Knowledge

3



T


Psychology


3



T


Surgery



5



T


Treatment


4



T


Xenomedicine (specific)



__________________
3



T

Navigation



6



T


Astrogation, drivespace

4



T


Astrogation, system

3



T


Astrogation, surface

3



T

Physical Science



7



T


Astronomy


3



T


Chemistry


3



T


Physics



3



T


Planetology


3



T

Security




5



C,F


Protection Protocols

3



C,F


Security Devices


3



F,T

System Operations


4



-


Communications


3



D,T


Defenses


3



C,T


Engineering


3



T


Sensors



3



F,T


Weapons


3



C,T

Tactics




6



C,T


Infantry Tactics


3



C


Space Tactics


3



T


Vehicle Tactics


3



C,T

Technical Science


7



T


Invention


4



T


Juryrig



3



T


Repair



3



T


Technical Knowledge

3



T

WILL SKILLS

Skill name



Cost



profession

Administration



4



D


Bureaucracy


3



D


Management


3



D

Animal Handling



3



-


Animal Riding


1



-


Animal Training


1



-

Awareness



3



-


Intuition



3



-


Perception


2



-

Creativity



4



-


Specific ________________
1



-



i.e. computer graphics, holo art

Investigate



7



F,T


Interrogate


4



C,F


Search



4



F,T


Track



4



F

Resolve




5



-


Mental resolve


3



-


Physical Resolve


3



-

Street Smart



5



F


Criminal Elements

3



F


Street Knowledge


3



F

Teach




5



D,T


Specific _______________
3



D,T

PERSONALITY SKILLS

Skill name



Cost



profession

Culture




5



D


Diplomacy


3



D


Ettiquette <specific>________
2



D


First Encounter


3



D

Deception



5



D,F


Bluff



3



D,F


Bribe



3



D,F


Gamble



3



D,F

Entertainment



4



D,F


Act



2



D,F


Dance



2



D,F


Musical Instrument

2



D,F


Sing



2



D,F

Interaction



3



-


Bargain



3



D,T


Charm



3



D,F


Interview


3



D,F


Intimidate


3



C


Seduce



3



D,F


Taunt



2



-

Leadership



4



-


Command


4



C,D


Inspire



4



C,D

At this point, gentle gamer, I leave you. You will still need to buy armor and weapons, but that is best done under direction of your GM. He/She will also explain the rules of the game, or you can download the fast-play rules from TSR for the basics. Have fun gaming!

