Character Generation:





You are an applicant – hoping to work for Second Unit – a mercenary / espionage company which has a certain fame in the right circles as being at the top of its profession.





Have a think about:





Who you are  (You are a normal human being – but that leaves plenty of variation)


How you heard about Unit2  (Contacts in the force?  Political contacts?  Heard about something they pulled off and did the research?  Relatives already work for them?)


What you want to be when you get in.  (Wet work?  Hacking?  Bodyguard?  Politics?)


Why you want in, in the first place.  (Adventure?  Excitement?  Ambitions?  No other useful skills?)


Your career up to this point.  (Straight out of college?  Prior work in armed forces?  Police?  Old man with long experience?  Something else?)








Make up your basic stats.  The 'attribute' skills are:





Stealth	Notice	Willpower	Unarmed-Combat	Athletics	Culture


You have 140 points to spread between these – no more than 45 into any single one.


(Culture is renamed 'languages')





You have a life as a civilian.  Whether you had a job, or just hobbies – you now have a further 50% to spread between any skills you can dream up.  (There's a sample list on another page.)  No more than 25% into any single skill, though.


Pick any single skill.  Give it a star.  This is your favorite skill, the one you pride yourself on the most. And you are about to gain an edge in it.





Now show up for your interview.  You'll be asked all of the usual questions, some unusual ones, and probably be given some aptitude tests.





Since this is an RPG and you are a player, then you'll get accepted.  Unless your character is way off-base.  Which it won't be, will it...





Basic training.  They do train you, you know.  Specifically, 25% in pistol, 25% in one other useful skill.





Your starting vitality (after training) is 20.





Now you get an edge.  You'll probably want to put it in your starred skill, since you have the best options there.





Welcome to Unit2.  Prepare for your first mission...


�
Skill progression through training





Maximum of 15% (20% for specialised training) into any one skill per training period.  (So that is – train a minimum of four skills.  Don't roleplay ALL of them!)


Exception – a skill that gains a * may be trained 5% more that period.





Rounded training is the default.  Plenty of skill points to spread around.


Boot camp is arduous physical training and lots of pointless yelling.  You don't learn much, but you get tough.


Operational training is logistics, leadership, management etc.


Specialist training is intended for rapidly improving an advanced skill.





Training happens when the GM says it does.  It will be once every three or four missions, on average.





At the end of each SESSION every player gains a * (in the skill which they think they learned the most about using – quick discussion if it isn't obvious) - with an additional * awarded to the player voted best RP.





Training�
Skill points�
Edges�
Stars�
Notes�
�
Operational�
60 – 15/20 max�
1�
2�
Trust rank improves�
�
Specialised�
60 – 20/25 max�
2�
1�
�
�
Rounded�
100 – 15/20 max�
1�
1�
�
�
Boot Camp�
25 – 15/20 max�
1�
1�
20 vitality, +10% athletics�
�



.�
Edges:





There are two kinds of edge.  Basic edges and clever edges.





Basic edges give you a bonus to using a particular skill.


Clever edges can do almost anything.  Negotiate with the GM.





Basic Edges





Stars Required�
Name�
Effect�
�
None�
Specialisation�
Gain a 25% bonus to a specialised use of the skill.  (eg. Atheletics 50%, Running 75%)�
�
None�
Offbeat training�
Have a skill which is unusual but not unheard of in civilian life.  (eg. Lip reading.)�
�
One�
Qualified�
Increase your success rank by one, when using a skill.  (eg. Use rifles, not just pistols)�
�
One�
Safety Training�
Reduce risk on that skill by 10%�
�
One�
Signature style�
Flip-flop rolls in your specialisation.�
�
Two�
(Guideline)�
Duplicate an effect that could be performed by a common machine, using technical aides of some kind.  (This is a guideline for creating advanced edges)�
�
Two�
Trained - High Tech�
Gain the ability to use (without risk factors) top-end modern hardware in this skill.  (eg. Fly a fighter jet, drive a formula one car, fire wire guided missiles)�
�
Two�
Adaptable�
Avoid 20% risk factors.  (Culmative with safety training)�
�
Two�
Cherries�
Gain bonuses on rolls of doubles.�
�
Two�
Stylish signature style�
Roll three, pick two – in your specialisation.�
�
Three�
Trained – J-Tek�
Une equipment (without risk factor) that does not technically exist.�
�
Three�
(Guideline)�
Duplicate an effect which should be technically impossible, using technical aids of some kind.  (eg. Survive a pointblank gunshot.  Fly.)  (This is a guideline for creating advanced edges)�
�
Three�
Unflappable�
Avoid 30% risk factors.  (Culmative with Adaptable and safety training)�
�
Three�
(Guideline)�
Three stars in a skill gives big bonuses on a critical.�
�
Four stars�
(Guideline)�
Get that level of bonus on ANY success.�
�
�
Important edges:





Armour use.  (Variable number of stars in athletics)


Avoid penalties for using armour.  You will probably want a couple of levels of this quite early on.





Weapons use.  (Variable number of stars in unarmed-combat or pistols)


Allow increased damage ranks.  Also gain the trust ranks to be issued such equipment.





Hard to kill.  (No stars)


You got yourself killed?  Lucky you.  You survived.  One use only.





Zen weaponry.  (One star in athletics or unarmed combat)


Parry bullets.





Full awareness.  (Two stars in a combat ability)


Full parry or dodge against everything going on, rather than just one thing.





�
Sample advanced edges:





Contacts (No stars) – You know, and are liked by, a large number of people in a particular profession.


Jack of all trades (No stars) – 5% default on any skill you don't have, +5% to all the basic skills.


Equipment free (One star in a skill) – you can scavenge equipment suitable to use the skill almost anywhere


Gageteer (One star in repair) – you can build A-Team style stuff.  It doesn't last long, but it does things it shouldn't be able to.


Pack rat (One star in athletics) – Your carrying capacity is almost unlimited.  A common side effect of basic training.


Sleight of hand (One star in bluff) – Switch off two small objects without anyone seeing.


Well prepared (One star in repair) – Your guns jam so rarely that they make other peoples guns jam in compensation.  Once per session you get the opportunity to brag about how ill prepared everyone else is.


Trusted (One star in a skill) – You are qualified to use a specific kind of equipment that normally you wouldn't be allowed near.


Counter-attack (One star in a combat skill) – If someone strikes you whilst you are (parrying or dodging) then you get a free attack back at them.


Assault weapons (One star in pistols) – Qualified, trusted and access to the increased damage ranks.


Sniper rifles (One star in pistols) – Qualified, trusted and access to the increased damage ranks.


Quick draw (One star in pistols, or similar skill) – You don't need a round to prepare.


Exploding pistol (One star in pistols) – Do the same kind of damage as an assault rifle would do, using just a (specific, signature) pistol.


Suppression fire (Two stars in pistols)  - The whole room has half of your skill as risk on all their actions.  Botches are likely to get them shot.  Requires a fully automatic weapon and uses pretty much the whole clip.


Leap (One stars in athletics) – 3m by 8m, with a running start and springs in your shoes.


A thousand faces (Two stars in bluff or one in disguise) – Disguise yourself fully in a single round.


Hypnotic bluff.  (Two stars in willpower or culture) - Not only can you convince people – but you actually get to take over playing them for a while.


Field knowledge  (Two stars – requisite 'Signature style') - You know how things tend to go in 'situations like this'.  As long as the scene suits your signature style you can predict how things are going to go.  And, barring huge story considerations, you will be absolutely right.  Show off all you wish.  (Note, tends to work better on mooks than on named evil overlords)


Two guns at once (Two stars in pistols) – Does what it says on the tin, without shooting yourself in the foot.


Progressive Aiming  (Two stars in pistols) – Aim for (rounds – maximum depends upon weapon) increased hit chance.


Backup shot (Two stars in pistols)  - You missed?  Fire off a second shot (no aim bonus on the second shot)


Heavy weapons (Two stars in pistols)  - Qualified, trusted, dangerous.


Headshot (Three stars in pistols) – Spend an additional couple of rounds aiming and get a damage rank increase.


�
Sample Skills:





NOTE: Please do not think that this is a complete list.  You are also encouraged to pick better names to signify your preferred implementation of a skill.





The exceptions are the 'basic' skills, which cover a bunch of things that happen all the time.  Pretty much, you will always be able to default to one or another of these (at a penalty) if you do not have an appropriate skill.


Again, please feel free to rename these to reflect your character concept better.





Skill�
Sensible Specialities�
�
Stealth�
Hide, Sneak, Move silently.�
�
Notice�
Spot hidden, Hearing, Searching, Sense motive.�
�
Willpower�
Resist, Persuade, Concentration�
�
Melee�
Unarmed combat, Knives, Swords, Whips, Throw�
�
Athletics�
Run, Climb, Jump, Survival�
�
Culture�
Languages, Politics, Suave, Buerocracy, Diplomacy, Sense motive.�
�
Pistol�
Or rifle, assault, machine guns, heavy weapons, experimental guns...�
�
�
�
�
Bluff�
Persuade, politics, con-artisty, blending-in, Bribery, Intimidation�
�
Drive�
Or Pilot, sail or what-have you.  If it moves, you can steer it and do stunts.�
�
Computers�
Security, Hacking, Searching, Programming, Making things go boom.  ;)�
�
Repair�
Or build.  Guns, Cars, Electronic devices, Jury-rigged security�
�
Craft / Hobby / Knowledge / Profession skill.�
You got a hobby.  Good for you.  Everyone should have a skill like this.


If it seems limited enough, you may get it cheaper.�
�
Radio Use�
Cryptography, channel discipline, smatterring of repair.  Mainly this is a 'qualify for equipment' type skill.�
�
Disguise�
Acting, Impersonation, Fake-Id, Blending-in.�
�
Medic�
From First aid to Surgery�
�
Forgery�
Detect and create.  Know the right people.  Bribery.�
�
Animal Handling�
Dogs, wild, exotic�
�
Security�
Pick locks, Disable devices, detect, know the layout�
�






