T5.10 Character Generation — Career: Craftsman

p75 (unless otherwise noted)

To begin career: automatic if TWO Skill-6+ and Craftsman-1+ (cannot be first career)

Formmer Organizations
Roll 1D on table 1 of p96

Begin Term
Life Motivations (+1Term)

(optional)

Roll 1D on table 1 of p94 l

Choose CC
(Controlling Char)
C1,C2,C3, 4

:

Master Points
MPs = CC
+ Craftsman
+ Up to FIVE Skill-6+ and/ or Knowledge-6+ (not languages)

>

At least 40 MPs?

p=

Yes

Create
Masterpiece

!

Attempt fails.
+1 Craftsman (from
leaning experience)

Yel
Masterpiece
° Name an object created using
Attempt succeeds. | . the skills applied.

+1 Craftsman ° Allocate MPs to QREBS.
° Calculate value.

y

Craftsman Skills
For each:
4 rolls

° Select columnonTableC | f--------

e Roll1D +3 rolls if successful masterpiece
+1 roll if failed masterpiece

:

Aging
+4 age,
Aging check

On a roll of 2:

. Reservists return to military service. Yes

° Allothers, mandatory continue.

(or voluntary end)

Roll 1D on table 1 of p97

:

- For each, select Money or Benefit:
° Personal weapon if Fighter-1+. .
; M rin o For Money roll 1D + Terms
e Acquired secret = Roll 1D on table 1 of p95. 1rollper Term  f-------- e ForBenefit roll 1D + Terms
. Fame = Perfect masterpieces x5 .
+ Non-perfect toroi 3 +1 roll if Fame 19+
on-perfect masterpieces Reroll of duplicates is allowed

(optional +Flux). l
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