T5.10 Character Generation — Career: Scout

p59 (unless otherwise noted)

To begin career: 2D <= 6

Retry: 2D <= C5
Former Organization <
Roll 1D on table 5 of p96 +
Begin Term
Life Motivations (+1Term)
(optional)
Roll 1D on table 5 of p94
Explore Courier
Number of
Even
¢ terms?
-1San
Odd
=l
Choose CC
(Controlling Char)
C1,C2,C3, 4
Cautious Cautious or Brave
Brave? ¢
Choose Mod Choose Mod
+0to+9 -1to-9

Reduce CC by
(Mod + Flux)

DIELE €—Yes

Creduced b
4 or more?

lYe

Disabled No

Must muster out at
end of term

lve

Discovery No
Land Grant,
+4 Fame
For each: Scout Skills
° Select columnonTableC | f-------- Courier =4 rolls,
. Roll 1D Explorer =8 rolls
Aging
+4 age,
Aging check

Continue?

On a roll of 2, mandatory continue. D <=Ca

No

(or voluntary $1d or disabled)

Roll 1D on table 5 of p97

:

- . For each, select Money or Benefit:
. Personal weapon if Fighter-1+. Mustering Out . For Monev roll 1D + Terms
e Acquired secret = Roll 1D on table 5 of p95. lrollper Term | e For Benef?i roll 1D + Fame/2
e TAS Life Membership if 3+ Discoveries. +1 roll if Fame 19+
. Fame = (optional +Flux). (Double if disabled) . .
Reroll of duplicate llowed
o Retirement Pay if 4+ active terms: Cr2,000 x terms per year. l eroll of duplicates is allowe



	T5_10_Scout.vsdx
	Page-1


