T5.10 Character Generation — Career: Noble

p85 (unless otherwise noted)

To begin career: auto if Soc 12+

Former Organizations In exile
(optional) ;

Roll 1D on table 11 of p96
Begin Term Begin Term in exile
Life Motivations (+1Term) (+1Term)
(optional)
Roll 1D on table 11 of p94 l l
Choose CC Choose CC
(Controlling Char) (Controlling Char)
C2,C3,C4, G5 C2,C3,C4,C5
Mod = Mod =
+ #of exiles + #of exiles
- # of successful intrigues - # of successful intrigues

Yes
(Retum from exile)

No >

(Gointo exile)

Optional Flux Mod (can only ever be used once).
levation Rol

lYe 2D >=Soc
Elev: No
+1 Soc,
Land Grant
>
v v
For each: Noble Skills For each: .
. Select columnonTable C | f-------- 4 rolls, ° Select column on Table C | f------- %olslls(ms
° Roll 1D +2 rolls if elevated . Roll 1D
Aging Aging
+4 age, +4 age,
Aging check Aging check

Continue?
2D<=7

Onaroll of 2,
mandatory continue.

Continue?

<=7 ves—

On a roll of 2, mandatory continue.

1
No (or voluntary end) No (or voluntary end)
L ]

y

Important event during career
Roll 1D on table 11 of p97

l For each, select Money, Benefit, or Power:
. Personal weapon if Fighter-1+. Mustering Out * For Money roll 1D + Terms
; . For Benefit roll 1D + Terms
. Acquired secret = Roll 1D on table 11 of p95. lrollper Term  f---c-c-- . For Power roll 1D + Terms
° Fame = Soc x 1.5+ # of exiles (optional +Flux). +1 roll if Fame 19+
l Reroll of duplicates is allowed

No other career(s) after this one. @
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