Orbaal Campaign Character Creation Information


 (by John Taber, Update: 6/23/94.)





Summary:  Some example characters that would fit well in the campaign could include:


�
·	Jarin characters.  These could include slaves, traders, rebels, priests, mages, fighters, etc...


·	Ivinian character.  Could be a warrior, trader, sailor, fisherman, bounty hunter, etc...


Harnic citizen from another part of the island.  Maybe a knight?


·	Non-human character.  Dwarven craftsman, Sindarin slave, Gargun trader, etc...





General Guidelines:  


�
75 points plus up to 50 points in disadvantage.


Heroic characteristic maximum should be used.


The maximum starting Dexterity is 20.


The maximum starting Speed is 4.


The only available package deals will be defined below.


Ivinian everyman skills include Climbing, Concealment, Sailing, Healing, Shadowing, and Stealth.  Every other characters everyman skills will be Climbing, Concealment, Healing, Deduction, Shadowing, and Stealth.


Paramedics is now called Healing.


Bugging, Combat Piloting, Computer Programming, Demolitions, Electronics, Forensic Medicine, Security Systems, and Systems Operation are not available.


Magic is a 3 point skill based on Intelligence.  +1 to the Magic roll costs 2 points.  For every point over an 18 Magic roll the cost is 4 points for +1 to the roll.  The maximum starting Magic roll is a 18 or less.  The Magic skill is used when casting Magic and detecting very powerful Magic phenomena.  A character does not have to have spells to buy the Magic skill although this should be rare.


Faith is a 3 point skill based on Intelligence.  +1 to the Faith roll costs 2 points.  It is +1 to the Faith for 1 point if the +1 is for one specific spell only.  For every point over an 18 Faith roll the cost is 4 points for +1 to the roll.  The maximum starting Faith roll is a 18 or less.  Faith may be used to detect radically opposed holy place, people, or objects.  A character does not have to have spells to buy Faith.


Skill enhancers can be used.


The maximum amount of levels that a character can have in any skill or weapon is 4.  The maximum amount of combat levels is 2.  Overall levels are not allowed unless they are used as part of a spell.


Martial arts are NOT allowed unless specifically cleared by the GM.


Characters may fight with two weapons.  This has the effect of giving the character +1 DCV.  The second weapon is used as a shield.  The character must buy either Ambidexterity or Familiarity with Off Hand Combat (2 pts.) to get the +1 DCV.  Two weapons will allow creative players to gain surprise maneuver OCV bonuses.


Characters must pay 1 point for 2” or swimming.  Staying afloat is free.


Reading and writing costs the character 1 point.


	


	Starting Equipment:  Starting gear is listed below.  For 5 disadvantage points the character can start with no equipment or money.


Kurbal Armor (or 200 d)


Clothing


Pack with 3 days of food


One weapon per applied level


25d for each skill roll that is made prior to the first game.  The skill must be one that could make the character money.  The skill does not have to be a PS.


	More starting money may be purchased with character points.  Here is a table:


Points�
Money�
Points�
Money�
�
1�
25 d�
6�
1000 d�
�
2�
50 d�
7�
2500 d�
�
3�
100 d�
8�
5000 d�
�
4�
250 d�
9�
10000 d�
�
5�
500 d�
10�
25000 d  (Max. money for a starting PC.)�
�



Purchasing Equipment:  I have a chart with starting equipment costs.  This chart is really too large to put in this document.  I will make copies and have them ready at the first game session.  Armor is included below because of the significant cost it generates.





Encumbrance:  The characters total encumbrance is the weight of their armor and shields in kg minus the characters points in strength over 10.  If the character has a strength less than 10 then they must add 1 kg for every point of strength less than 10.  For example, Joe Stud has a Str 20.  He is had 26 kg of weapons and shields.  The total encumbrance is 26 - 10 = 16.  Joe Stud is -1 DCV.  Joe Stud’s younger brother, James Stud carries the same equipment, but has a Str 5.  James’ total encumbrance is 26 + 5 = 31.  This means James is at -3 DCV.  Weapons and other equipment will not be considered for purposes of encumbrance.  This chart should be used in place of the encumbrance chart presented on page 150 in “big blue”.


Total Encumbrance�
DCV/Dex Rolls�
�
Up to 10


11 to 20


21 to 30


31 to 40


41 to 50


51 and up�
0


-1


-2


-3


-4


-5�
�



Armor:


Armor�
Resistant Defense�
Weight (kg)�
Cost for a full set (d)�
�
Heavy Cloth�
1�
3.5�
75�
�
Heavy Leather�
2�
5�
125�
�
Kurbal (Heavy animal hide)�
3�
7�
250�
�
Ring Mail�
4�
10�
750�
�
Scale Mail�
5�
14�
1000�
�
Chain Mail�
6�
20�
1250�
�
Plate Mail�
7�
28�
2500�
�
Plate and Chain Mail�
8�
40�
5000�
�



Buying Magic Spells:  Spell creation is fairly easy.  Here are the highlights.


Each spell must have at least a -1 total limitation bonus.  


A magic roll is required (-1/2).  This counts towards the -1 required limitation.  The magic roll is based on active points / 10 as per “big blue”.  Ego rolls may be required to maintain concentration in difficult casting situations.


A mage may only have Intelligence / 5 active spells running at any given time.


Persistence is NOT allowed.  Spells may be bought to 0 end cost.


Spells cost active / 5 endurance to cast.


Water (including ice) and earth special effects get a free -1/4 limitation.


Fire and air special effects require an extra +1/4 advantage.


All spells that directly increase the casters PD and ED cost double the active points.  These powers include Armor, Characteristics, Damage Resistance, and Force Field.  The effects of Absorption, Aid, Density Increase, Drain, Growth, and Transfer will be halved if they are applied to PD/ED.  These spell may only add up to 10 points of defense maximum.


All spells must not exceed 45 active points unless cleared by the GM.


A player must spend at least 20 real points on spells to use magic.  This prevents magically enhanced fighters.


No power frameworks.


A power has been changed and another added.  HTH Attack and Energy Blast are removed.  Added will be Hand Normal Attack and Ranged Normal Attack.  Ranged Normal Attack is the same thing as energy blast.  Hand Normal Attack is +1d6 for every 5 points.  The attack may be spread as Ranged Normal Attack.  Hand Normal Attack allows the user to add +1d6 for every 5 points of strength.


	


	Buying Priest Spells:


Each spell must have at least a -1 total limitation bonus.


A faith roll is required (-1/2).  This counts towards the -1 required limitation.  The faith roll is based on active points / 10 as per “big blue”.  Ego rolls may be required to maintain concentration in difficult casting situations.


Powers are granted and influenced by the characters god.  This is a -1/4 limitation that must be taken by all spells.  It does count towards the -1 total limitation bonus.


Incantations must be taken as a limitation.  This limitation counts towards the -1 required limitation.


Persistence is NOT allowed.  Spells may be bought to 0 end cost.


Spells cost active / 5 endurance to cast.


All spells that directly increase the casters PD and ED cost double the active points.  These powers include Armor, Characteristics, Damage Resistance, and Force Field.  The effects of Absorption, Aid, Density Increase, Drain, Growth, and Transfer will be halved if they are applied to PD/ED.  These spell may only add up to 10 points of defense maximum.


All spells must not exceed 45 active points unless cleared by the GM.


A player must spend at least 20 real points on spells to use magic.  This prevents magically enhanced fighters.


No power frameworks.


A power has been changed and another added.  HTH Attack and Energy Blast are removed.  Added will be Hand Normal Attack and Ranged Normal Attack.  Ranged Normal Attack is the same thing as energy blast.  Hand Normal Attack is +1d6 for every 5 points.  The attack may be spread as Ranged Normal Attack.  Hand Normal Attack allows the user to add +1d6 for every 5 points of strength.





Packages:


Sindarin:  The elves of Harn are a fair and noble race.  The elves live in the Shava Forest in Harn.  Elves are relatively rare on Harn, especially in the northern land of Orbaal.  Sindarin resemble small human.  They live to be 300 years old.  Elves are immune to disease and sleep in a form of trance often called janais-vu.  Sindarin tend to be aloof and a little condescending.


Cost�
Description�
�
3


3


1


2


1�
Lightsleep


Immune to Disease


Literacy  (Elven is their native language.)


PS:  Current Occupation


KS:  Forests (8-)�
�



Minimum Characteristics�
Maximum Characteristics�
�
Str 8, Dex 13, Con 8, and Bod 8.�
Str 18, Dex 23, Con 18, and Bod 18.�
�



Bonus�
Disadvantage�
�
10�
Distinctive Look - Short with pointy ears.  Can be detected by Magic Roll made at -8.  Not easily concealed.�
�



Khuzdul:  The dwarves on Harn are known as Khuzdul.  The dwarves are a very proud noble race.  They are expert craftsman by nature.  Dwarven crafts fetch a high price.  They live to be 600 years old.  Khuzdul live on Harn in an underground city known as Azadmere.  Azadmere has not been seen by anyone except Khuzdal.  Azadmere is rumored to be a city of vast splendor and riches.  Dwarves are strong from their life underground.  Most dwarves detest the Gargun because of the actions of Lothrim the Foulspawner.  Khuzdul have long memories.


Cost�
Description�
�
2


2


3


3


0�
KS:  Caves and Underground (11-)


PS:  Current Occupation (11-)


Concealment (11-)


+3 to sight perception roll - Only in the dark or night (-1)


Dwarvish is native language.�
�



Minimum Characteristics�
Maximum Characteristics�
�
Str 13, Dex 8, Con 13, Bod 13, Int 8, Ego 8, and Com 8.�
Str 23, Dex 18, Con 23, Bod 23, Int 18, Ego 18, and Com 18.�
�



Bonus�
Disadvantage�
�
10


5�
Distinctive Look - Short and stocky.  Not easily concealed.


Dislike of Gargun�
�



Gargun:  Gargun are considered by many to be the filth of the earth.  They reproduce by using a system of egg laying.  They are tough skinned and smell badly.  Gargun are composed of several races.  The race that is allowed by the PC is the Arak or Hyeka Gargun.  The Arak are small and lighter colored than most Gargun.  They have a small gray streak in their hair.  The Hyeka are a little larger and brown in color.  Female Gargun are very rare and are prized by other Gargun.


Cost�
Description�
�
0


9


3


5


3�
Gargun is their native language.


+2 PD/+1 ED Armored Skin


+3 to sight perception roll - Only in the dark or at night (-1)


Discriminatory Smell


Survival - Local terrain (11-)�
�



Minimum Characteristics�
Maximum Characteristics�
�
6 Com�
16 Com�
�



Bonus�
Disadvantage�
�
15





5�
Distinctive Feature - Smell, small size, and large amount of hair.  Not easily concealed.  Causes a bad reaction.


Hated by most races.�
�



Ivinian Barbarian:  Ivinian barbarians are strong , ruthless, and power hungry.  They are master sailors and tacticians.  The barbarians are a powerful force in the land of Orbaal.


Cost�
Description�
�
3


2


3


2


2


1


2�
Vehicle Operation: Sailing (11-)


Familiarity with Melee Weapons


+1 with weapon class


Tactics (11-)


KS:  Barbarian leadership hierarchy (11-)


AK: Local land (8-)


AK: Local seas (11-)�
�



Bonus�
Disadvantage�
�
15�
Power hungry�
�



�











