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RuneQuest Character Creation


A character is created with Creation Points (CP) and Background Points (BP). In general, Creation Points are used to create the physical and mental attributes of the character. These are the same for every character. Background Points are used to determine the skill ability of the character, and are different for different age groups of beginning characters.

Creation Points

You start with 15 Creation Points (CP). In general, they are used to enhance characteristics, though they can be used for Talents, as described below. The number of Creation Points can be increased by taking Problems, as described below. Ten background points can be spent to gain one extra Creation Point.

There are Seven Characteristics


Characteristics start with a value of 10 (to steal a good idea from the Hero System). Use the fifteen points to enhance these values at the rates given below. The maximum value for any beginning characteristic is 18. With GM permission, characteristics can be "sold down" to below 10 to gain points to spend on other characteristics.

STR costs 1 CP per STR point

CON costs 1 CP per CON point

DEX costs 1 CP per DEX point

SIZ costs 1 CP per SIZ point

INT and POW cost 1 CP per point up to 13. 14+ cost 2 CP per point

APPeal costs 1 CP per 2 points

All Characters start with 15 Character Points. These are used to pay for 

1. Characteristics

2. Talents

3. Conversion to Background Points at a ratio of 1 CP = 10 BP

4. One point of Magic in a Permanent Magic Item (a +2 Bladesharp Sword would be 2 points)

5. An increased Health or Move Score (see below). 1 CP = +1 Health or +2 Move.

Further Character Points can be obtained by taking on Problems. 

1. Each Problem Point gains the character 1 Character Point. (maximum 15, for a total of 30)

2. Some Problem Points must be taken if the character is more than a youth. These problem Points gain the character the “talent” to make use of an older Character’s Background Points

Derived Characteristics

There are several Derived Characteristics based on the basic Characteristics.

Movement (MV)

The move score is equal to (STR+CON)/3 [round normally] “strides,” which are roughly equivalent to yards or meters. It is reduced by 2 for each STR multiple of encumbrance (ENC) carried. Everyone gets a melee move action equal to move score and a “free” movement of ¼ MV. These are not cumulative.  You can use a second action to move again at the end of the round.  You can use both actions to sprint twice your move rate at the end of the round.  

Spirit

All characters have a Spirit equal to their POW x 5. This number is used in Spirit Combat and for Luck Rolls, though Luck may be higher or lower based on Talents taken or Problems accepted.

Health 


Every character has a Health rating equal to the average of CON & SIZ.

a)  Location Hit Points (HP) are based on the Health of the character and based on the following:

1) Leg, Abdomen and Head Hit Points are each equal to 1/3 Health

2) Chest Hit Points are equal to 4/10 Health

3) Arm Hit Points are equal to ¼ Health

b) Round all fractions up. The total of all the Hit Points should be a little more than 2x the Health.

c) Every character has a personal healing rate equal to Health/10 in d3s, round fractions down.  e.g. someone with 15 Health has a heal rate of 1D3

d) The Health rating can be increased by expenditure of CP (see above), which can raise location Hit Points

Strike Ranks (SR) – Removed


Strike Ranks are no longer used, despite their presence on some character sheets.

Damage Bonus

To derive the character's Damage Bonus , divide the sum of STR and SIZ by 5, rounding up, and subtract 4 from the result. It is possible to have a negative Damage Bonus. When doing damage, a player may choose to roll a Damage Bonus, using the Intensity chart from the Magic section. Thus, if the damage Bonus is +2, he can roll 1d4 instead of assuming a 2 point add to damage. If the bonus is +1, roll 1d3-1.

Background Points


In general, the age of the character determines how many Background Points are available for Skill purchase and magic purchase. A Background point buys 15% of an Easy skill, 10% of an Average Skill, and 5% of a Hard Skill. Skill bonuses from Characteristics determine starting points for most skills. 

Background Points (At the Moment)

Age
Points
Limits to Magic
Starting Wealth 
BP for Starting Renown

Young (13-17) 
30
No More than 5 spells#
2xD100sp!
1 (family)@

Adult* (18-25)
60
No More than 15 spells#
200xD6sp!
2 (clan, village)@

Experienced** (26-35)
100
No more than 20 spells#
200xD10sp!
4 (local Province)@

* Adult characters must account for this as a 1 point Talent and must take on a Psychological Problem or Physical Problem to pay for it. It cannot be paid for out of the initial 15 CPs..

** Experienced characters must account for this as a 2 point Talent and must take two out of three from a Psychological Problem, a Physical Problem and an Enemy to pay for them. It cannot be paid from the initial 15 CPs.. 

# each point of a divine or personal magic spell counts as 1 spell. Thus, a Young character with Protection 2 and Bladesharp 3 has used up all of his spells. Each individual sorcery spell counts as a separate spell. 1 BP = 1 spell.

@ Added Renown = the square of each step wanted. i.e. Young wants 2--cost = 4, wants 3--cost = 4+9

! Wealth can be taken as equipment. Check with GM (who hopefully will have some idea of costs...)

One Background point buys:

1. a 15% increment of an Easy Skill

2. a 10% increment of a Medium Skill

3. a 5% increment of a Hard Skill

4. One “point” of a Folk Magic Spell

5. One “point” of a Divine Magic Spell

6. One Sorcery Spell

7. One point of Mana to be put into a Mana Vessel

8. 1/10th of a Character or Talent Point

Talents

Character creation points can be paid for Talents.

" Some Sample Talents":

1. Inheritance  ---  Magic Item or any other object,  1-5 points

2. Special Background  ---  Character History/Race, Connections  (Nobility,  Patron God, etc.)



High Society Position, 
4 Talent points



Good Society Position, 
2 Talent points



Average

     
0 points



Low/Stranger
     
2 Problem Points



Very Low


3 Problem Points

3. Skills  ---  Eclectic Training in either (1) skills someone with the character’s background would not be expected to have or (2) skills not on the list which must be approved by the GM (choose which skills). 1 Talent Point per new Skill, 1 Talent pt per 5 (five) increases in non-standard skill

4. Age—As stated above, an Adult character must spend one Talent point for the privilege. An Experienced character must spend two Talent points.

5. Special attributes: include bump of direction, ambidexterity, lightsleep, luck (adds to POW for luck rolls), and other things, all of which cost 1 Talent Point.

6. Magic—the ability to see the threads of magic. Costs 3 points.

Extra Points From Problem Points

It is possible to gain extra character points (CP) or talent points (TP) by taking Problem points (PP).

Some Sample Problems: Maximum Problem Points = 15

1. Social Encumberances  --- Quested by God/Leader/Group, less training, geases

2. Psychological Encumberances  ---  Follows code, bound to serve, : minor 1 pt, major 3 pts

3. Disadvantageous Stats  ---  Physical and/or Mental Disability, minor 1 pt, major 3 pts, Lowered Stats 

4. Disadvantageous disabilities  ---  Cannot cast Magic/Totally No Magic -2/-4 Problem Points

5. Disadvantageous Background  ---  Cursed (See curses in Gods of Glorantha) 

6. Enemies: annoyance 1 pt, rival 3 pt, threat 5 points

Skills

See Combat for overall description of skill use.

Beginning Skill Ability

All Skills are divided into one of six categories. Initial ability with that category is determined by intitial characteristics. Note that Knowledge and Reasoning have the same bonuses. However, if a player puts Character points into raising Skill Bonuses, the two must be considered as two separate bonuses.

Skill Bonuses


Agility [STR+DEX-SIZ]


Communication [APP+INT]



Knowledge [2xINT]

Magic [INT+POW+DEX]

Manipulation [DEX+STR/2+INT/2}
Perception [INT+CON]


Reasoning [2xINT]



Skills Available

The following is a hopefully complete list. Anything missing, let me know. Indented Skills are subsets of the skill preceding them. Pick the overskill or one of the subsets, not both.

SKILL LIST

Skill
Cat
Diff

Skill
Cat
Diff

Acrobatics
Ag
M

Orate
Com
M

Balance
Ag
E

Intimidate
Com
E

Tumble
Ag
E

Seduce
Com
E

Act
Com
M

Throw
Man
M

Bargain
Com 
M

Persuade
Com
M

Beg
Com
E

Debate
Com
E

Bribe
Com
E

Fast-talk
Com
E

Boat
Ag
M

Physician
Reas
H

Row
Ag
E

Treat Disease
Reas 
M

Sail
Ag
E

Treat Poison
Reas
M

Brawl
Man
M

Play <instrument> 
Man
var

Ceremony <type>
Mag
M

Read/Write <lang> 
Know 
 var

Climb
Ag
E

Ride <beast>
Agl
usually M

Conceal
Man 
M

Scan
Per
M

Craft <thing>
Reas
M

Search
Per
M

Custom <culture>
Reas
M

Shield Parry
Agl
E

Dance
Ag
E

Sing 
Com
E

Devise
Man
H

Sleight
Man
M

Lockpick
Man
M

Hide Action
Man
E

Mechanician
Man
M

Pickpocket
Man
E

Dodge
Ag
H

Sorcery
Mag
H

Drive <vehicle> 
Man
E

Speak <lang>
Com
var

Enchant <type>  
Mag
H

Spirit Skills
Mag
M

Evaluate
Reas
M  

Stealth
Agl
H

First Aid
Reas
E

Hide
Agl
M

Grapple
Man
M

Sneak
Agl
M

Instruct
Com
H

Swim
Agl
E

Jump
Ag
E

Track
Per
M

Listen
Per
M

Trap
Man
M

Lore 
Know.
var

Weapon Attack
Man
var

Maneuver
Agl
H

Weapon Parry
Agl
var

Martial Arts
Know
H





HISTORY LORE (hard), Ivernian History, <area> history (easy).

LANGUAGE SKILLS : Most language skills are medium.

LORE SKILLS  (medium difficulty unless specified) :

MAGIC LORE (hard), god lore, spirit lore, sorcery lore, <cult> lore (easy).

MANEUVER SKILL: This is the ability to move either yourself or your foe in a combat. If you want to fake him over to a cliff, this is the skill. It is used to break up shield walls, change the combatant’s facing, and generally move in combat without leaving oneself open (can’t use Parry or Dodge without blowing next action). Not necessary if just standing up and slugging.

NATURE LORE (broad knowledge,hard) animal lore, human lore, plant lore, Otherworld lore, chaos lore. <beast> lore (easy), specific culture lore (easy).

PHYSICAL WORLD LORE (hard), mineral lore, weather lore, <terrain> lore (easy), <substance> lore (easy), music lore (easy).

WEAPON SKILLS : All weapon skills are medium, except :

dagger attack, crossbow, throw rock, shield parry, club attack (all easy).

A note on using unopposed skills over 90%. The GM will frequently add a difficulty to a skill because of circumstances :

1. environmental conditions and the like. Climbing a difficult cliff might be -30%; scaling an overhang might be -75%; reading a scroll written in an obscure variant of a language you know might be -50%; knowing a vital but little-known fact might be -70%.

2.  self-imposed conditions. A smith can try to make a normal sword at normal %ile. He can try to make a superior weapon at -30%, a master weapon at -60%, and a weapon of renown at -90%. critical "hits" increase the "level" of a creation by 1.

Determining # of Successes

Rolling within the needed % but more than ½ the needed % = 1 success

Rolling within ½ the needed % but greater than 1/10 the needed % = 2 successes

Rolling within 1/10 the needed % but greater than 1/100 the needed % = 3 successess

Rolling within 1/100 the needed % = 4 successes (normally this is an 01 until the %ile gets over 150)

Player with the higher number of successes wins. Having many extra successes is often a benefit.

TRAINING. 

One can train during all of the time not required for socializing or other tasks. Normally, one socializes at least one day per week, in order to keep up existing contacts. If one socializes more than that, one gets more contacts (see contacts).

There are three kinds of training : Instruction, Practice, and Research.

Instruction requires an instructor who is better than you at the skill and knows Instruct skill to at least 2/3 of your skill. It also requires proper equipment.

Practice requires equipment and a partner of similar skill.

Research requires nothing special.

To increase a 01-10%ile skill by 1d6 requires 1 day of instruction, two days of practice, or 4 days of research. add 1/2/4 days per 10%ile higher your skill is (e.g. a 41-50% skill needs 5/10/20 days).

Note : double for hard skill; halve for easy skills.

the instructor must succeed in his Instruct roll; the practicer or researcher must succeed in a skill gain roll—See Experience, below.

Characteristics Training: 

STR and CON can be increased by training to the level of STR, CON, or SIZ, whichever is greatest.

DEX can be increased to (original DEX) * 1.5, or 21 at most.

APP works the same as DEX.

POW can be increased through training and through magic use. To make a POW gain roll after training or experience, roll a D20 >= current POW; if it succeeds, gain 1 POW. A roll of "20" always works.

SIZ and INT cannot be raised normally.

Training Time

To increase a characteristic by instruction one point requires 30 days for the first two points, then 60 for the next two, then 120, etc. 

practice requires twice as long and research 4 times as long. Rolls must be made as per skills, above, with the roll being (21-characteristic) x 5% .

Experience and Training

If a character has just attained Experience Points through a game event, he must make all Experience Rolls immediately after the event. The character cannot train until all experience has been dealt with.

Experience, the Best Teacher

Characters can increase their skills through experience. Every time that a skill is successfully used or the GM tells the player that failing in its use was instructive, the player puts a check mark next to the skill. 


At the end of the adventure, the GM will give the players 1-10 Experience Points based on their activity in the game. The number of experience points tells the player how many times he may try to improve a skill through experience.


Experience gains can only be attained immediately after the adventure (game time). Any Experience Points gained and not used are lost. If for some reason the character has more Experience Points than he can use, he should negotiate with the GM to see if there was a skill he might have used that was ignored that could be increased.

Learning Bonus

A character has a learning bonus based on his Intelligence and current Power. Average the two characteristics to determine the bonus. Note that the vagaries of POW acquisition may make this number different every time the character attempts to use experience. Additional POW from a Vessel, Ally, or Fetch does not count in this calculation.

Using Experience Points


The player can improve a skill by 1d6 %ile points if he rolls over the current %ile in the skill with %ile dice. Roll d%ile and add the Learning Bonus to get the final Experience Roll. Skills over 100% can still be improved with a roll of 100 or more..


The player may attempt to improve a skill as many times as he has Experience Points, but a skill may only be improved once. Example: Hagar  gained 6 Experience Points. He wants to improve his Sword Attack skill. The skill is currently 82%. His first roll is 35, failure. He tries again and gets 42, again failure. He tries again and gets 15, another failure. His fourth try is 92, success, and he rolls 1d6 to get a 3, increasing his skill to 85%. And he still has two rolls to put toward increasing some other skill.


Players with no faith in their dice luck can put 1 %ile toward a checked skill for every Experience point without rolling. However, they have to start with the lowest checked %ile skill and work up. Example: Hagar from the previous example decides to go the easy way. However, being very active in the previous adventure, he has accrued checks next to 8 skills. The highest skill he has is his Sword Attack, so he has to put his 6 Experience Points toward 6 of the other skills that were lower than his Sword Attack. 

Example Of Effect Of Characteristic Training On Skills

Sleight is a Manipulation Skill. It has Hide Action and Pickpocket as sub skills. Let's say that Cosmo the Merry Manipulator has an initial Manipulation of 30. Thus, his Sleight is 30. Cosmo's player doesn't bother to buy up these skills. However, he has occasion to pick a pocket and succeeds. He rolls his Experience roll and gets 2 %iles, which he applies to Sleight, which automatically ups the subskills. Deciding that picking pockets is very useful, Cosmo's player arranges with the GM for Cosmo to apprentice to a surreptitious extraction expert and trains his pick pocket skill up to 55%. His Sleight and Hide Action are still at 32%. Embracing the life of a rogue, Cosmo decides to get some Dexterity training or embarks on a self improvement course. When he gains a point of DEX, his Manipulation goes up to 31. Since all of his Sleight skills are at a minimum of 32, nothing happens to them. However, his Play Instrument skill goes up to 31% because he's never improved that ability. When he adds another point of DEX, the Play Instrument goes up another point, but his Sleight skills stay the same. However, when he adds yet another point of DEX, the Sleight and Hide Action skills now move up to 33% (his new Manipulation Bonus) along with his Play Instrument skill). His Pick Pocket of 55% remains the same.
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