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Basics

This chapter introduces the basic rules that form
the core of the game. Refer to it whenever a new
situation comes up.
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Introduction

Welcome to the Silhouette CORE Rulebook! This
volume contains all the rules you'll need to play
a character in one of the settings designed by
Dream Pod 9 (or even one of your own design).
The core Silhouette game mechanics are at the
base of all Dream Pod 9 games, including
roleplaying games and tabletop games.

The Silhouette game engine is based on the
principle of “function over structure.” What does
that mean? Basically, it means that this game
system is concerned with how useful things are
in play and not with exactly how many wound
points remain in the left leg. The system works
by placing more and more negative modifiers
due to damage, until things stop working.
Anything not covered by standard attributes
(numeric ratings that tell you the effectiveness
of things in a given field) are covered by “Perks”
and “Flaws,” modifiers with variable uses.

This is called an effect-based system and
allows us to use fairly simple rules to cover a
large number of situations, rather than rely on
an arcane “one rule for every situation” set.
The basic rules are contained in Chapter One;
you can start playing after reading it. All future
rules will be mere variations and applications
of the core principles set forth in that chapter.

So what is different, for veteran Silhouette
players? Not all that much. This rulebook
contains the Silhouette rules already
developed, rewritten in a more dynamic style
that is easier to refer to. The loopholes have
been closed, the content streamlined and a
number of new rules (such as Skill Complexity
and Genre Points) have been introduced to
provide a greater breadth of in-game choices.
The main design goal was to have a manual
that is as clear and precise as possible and
that has maximum usefulness, both for new
players and experienced ones. For this reason,
an Open Gaming License conversion
appendix was added to allow use of other
OGL-standard game books with this one and
to allow you to convert previous Dream Pod 9

The book is organized in a logical fashion,
going from the more general topics to the more
specific ones. Chapter One, Basics, explains
what the book is, what’s inside and the core of
the rules. Chapter Two, Character Design,
explains how to create a character to play the
game. Chapter Three, Character Action,
contains all the character-related roleplaying
rules. Chapter Four, Mechanical Design,
explains how to handle tools, vehicles and
buildings of all types. It is coupled with
Chapter Five, Mechanized Action, which
explains how to use them in the game. Chapter
Six contains all the specialized rules that didn't
fit anywhere else. Finally, Chapter Seven
explains how to run a game and use Silhouette
in various genres.

Silhouette products into OGL stats. :
d




1.1 What is a
Roleplaying Game?

A roleplaying game (shortened to RPG)
consists of a group of people creating an
interactive story. Each player, save for one who
will be the Gamemaster (explained below),
controls the action of one (or more) fictional
character(s). These characters are called, not
surprisingly, Player Characters or just PCs. A
group of player characters working together
is generally referred to as a Party.

One player, called the Gamemaster or GM,
serves in a role that is analogous to a movie’s
screenwriter or director. It is the Gamemaster
who sets the stage for the game’s events,
designs a plot, chooses the locales and
outlines a story sequence. In addition to
designing the setting of an adventure, the
Gamemaster is responsible for populating the
setting with an interesting cast of villains, allies
and extras. These additional characters are
called Non-Player Characters or NPCs; during
a game, one of the Gamemaster’'s primary
tasks is to slip into the role of any NPC that
interacts with the player characters. The
Gamemaster’s final task is to guide the game’s
progress and arbitrate over any actions that
occur in the game.

Unlike a TV show, movie or novel, the events
and character actions are not guided entirely
by the author or director (the Gamemaster).
Instead, each player chooses the actions of
their character. In essence, they help build the
story in a freeform manner through their roles.
This does not mean that actions are random
in any way: just like characters in a great novel,
roleplaying characters have goals,
personalities and convictions that tend to steer
their behavior.

Games have rules and involve an element of
chance or skill and roleplaying games are no
exception. The abilities of characters are
described using various statistics and labels.
This information, along with plain-English
descriptions of the character’s possessions
and background, is recorded on a Character

» 1. Chapter One: Basics

Sheet. Dice are used to add a random element
to the game and keep everyone, including the
Gamemaster, guessing about the outcome of
the scenario.

Roleplaying games are not divided into
matches. Instead, RPGs consist of sessions,
scenarios (often called adventures or missions)
and campaigns. A session is simply a period
of time, often around two to four hours, that is
allotted to play. The length of a session is
determined by the schedules of a gaming
group’s players.

A scenario is analogous to an episode of a <

television show. During a scenario, the
primary plot of a story unfolds. There may
be numerous subplots, but they are not the
main focus. Some character development
usually occurs, but really major changes are
unlikely. A scenario will be played over as
many sessions as are required to resolve its
plotline — usually one to three.

A campaign is a series of scenarios that
generally features the same cast of player
characters or that are linked together to shape
a larger story. As the campaign progresses,
the main characters may develop and form
strong relationships between each other and
with non-player characters. Subplots and
actions from previous scenarios sometimes
return to haunt the players.

Roleplaying uses a number of specialized
terms. Most are defined at the start of the
relevant rule sections. Further terms are
defined in the Glossary, at the end of the book.

) [1.1.1 What You Need to Playb

You will need the following items to start playing
a game using the Silhouette CORE Rules.
Some are required, others merely useful:

* At least one copy of the Silhouette CORE
Rules, which tells you how to run the game
and adjudicate the outcome of events. Itis best
if each player has access to his own copy for
easy reference;

SitwoveTTE
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¢ One character sheet (or more, if playing
SvrrvvETTE several characters) per player;
CORE

« A pencil and scratch paper;

« A set of ordinary six-sided dice (at least three
per player and up to ten);

4

& e Graph paper (to draw maps and diagrams —
5 optional);

o

%g « A whiteboard with erasable markers or a
g @ blackboard or large sheets of paper (to show
A @ maps and give briefings — optional).

(

In addition to the above, the Gamemaster will
need to be familiar with a game setting (either
of his own design or an existing one).

Each player should get his own copy of the
Silhouette CORE Player’'s Handbook
corresponding to the setting being played. This
will provide them with the world and rules
information they need to create characters and
\ play in that particular universe.

Hooks & Tips:
Getting Supplies

If people are new to gaming, where can they
go to get dice, advice, etc.? Drop by the local
game store. Not only do they have the books,
dice and miniatures on hand, they can usually
provide advice on gameplay and connect you

ACTION: JOVIAN CHRONICLES

with other gamers. A number of free online : [ N
resources, including examples, answers to - ©1.1.2 So How Does it Work?
frequently asked questions, additional rules ‘

and update are available on the Dream Pod 9 - During the game session, the Gamemaster
Web site (http://www.dp9.com). . describes what is going on (and what is not)

and describes the location and the action to
the group. The quantity of details will depend
on both the timing of play (a chase scene
needs fewer scenery details than the group’s
first step into a seedy bar) and the characters’
abilities (if it's dark, for example). The players
then determine what their characters are going
to do and tell the GM, rolling dice if necessary.
The Gamemaster will decide, based on this,
how things will change and how the plot will
advance. After describing the result to the
players, the game continues until the scene is
A J : resolved.

> 8



Design Notes: Wargaming )

You may see some references to ‘wargaming’
here and there. The term refers to tabletop
tactical simulation using miniatures to
represent vehicles, infantry or characters. This
style of play focuses mostly on combat
simulation, pitting players and their armies or
fleets against each other. However, this can

» 1. Chapter One: Basics

One of the challenges of being a good
Gamemaster is making sure that each PC
gets plenty of screen time, so that no one
feels left out or bored. In some situations,
this requires frequent switches of the GM’s
attention to different PCs. Chapter 7
examines the art of being a Gamemaster
in greater depth.

also be used by roleplayers to better visualize

combat scenes.
L

1.1.3 What can be Done? <

J

For example, Arthur, whose character is Sir
Fred the Knight, wants to have his character
attack a group of goblin guards he just spotted.
He would say, “Sir Fred runs up the stairs and
charges the guards on the landing, wildly
swinging his battleaxe!” The Gamemaster
would then tell Arthur whether Sir Fred can take
that action without rolling the dice or what dice
roll is required to find out what the outcome
of Sir Fred’s action will be.

When it comes to actual dialogue between PCs
and NPCs, many players prefer to speak in
the “voice” of their character. Players who
aren’t as interested in the actual “roleplaying”
aspect of the game may simply state what their
character says to others, rather than making
an attempt to “act out” their character.
Likewise, the Gamemaster will respond
through either in-character dialogue or by
stating what the NPC says to the player
character, depending on the Gamemaster’s
personal preference. Either style of play is fine
and depends on the group.

Usually, the Gamemaster goes around the
table, giving each character variable amounts
of’“screentime,” where each player’s character
is the focus of the action. The amount of time
a character gets depends on what is going on
in the story. The more dramatic or complex the
situation a character is in, the more time the
Gamemaster will usually have to devote to that
character during play.

Simply put, anything and everything you
can imagine, subject to the rules of the

game. Unlike computer or board games, there {—/

is no set limit or boundary to a roleplaying
game, beyond those imposed by your
imagination. You can pretend to be (i.e. play)
alearned scholar, a fierce fighter pilot, a veteran
news reporter or a master of mystical internal
energies. Your actions are also open to endless
options. For example, if your character is
confronted by a slime-dripping alien creature,
he might:

* Talk to it;

« Try to slip away unnoticed;

* Shoot it;

¢ Engage it in hand-to-hand combat;
« Study it;

... Or any other option that may come to mind.
There is no right or wrong way to go, but each
choice has its own consequences — including
doing nothing!

ACTION: HEAVY GEAR

<
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1.1.4 How do | Win?

Unlike other games, roleplaying games are not
competitions between the players. Roleplayers
are expected to work together towards a
common cause. The Gamemaster is
responsible for supplying the obstacles and

Winning the game depends on the player’s
personal goal for their character and may
occur on many levels, including the character,
mission or campaign levels. One way to prevail
is for one’s character to simply survive for one
more day. Another might be for the character

to acquire great personal wealth or to attain a
g challenges, but he is not the players’ enemy. desired social position or to reach a certain
é While some rivalry is acceptable and in some level of power. It is also possible to set a goal
T cases even desirable, true conflict between for the character at the start of the game, such
Su players or between the players and the as avenging their father or saving the realm
2o Gamemaster, is not. Enmities between player from the evil dragon. Success can also be had
r;)m characters may lead to disputes between the on alarger scale, stopping the incursions from

players themselves. the 4th quadrant, uncovering the mystery

behind the murder of the king or successfully
negotiating a peace treaty. In the framework
of an entire campaign, these triumphs may be
but one of many on the path to ultimate
victory... where the next mission may set in
motion yet new challenges to overcome. Unlike
board games, achieving the goal doesn’t
necessarily end the game. New goals may be
set, if the group wishes to play further.

Hooks & Tips:
A Note on Good Playing

The purpose of a game is to have fun. Most
roleplayers prefer to use their facial expressions,
tone of voices and arm movements to convey
their character’s actions and emotions. More
enthusiastic players often enjoy fully acting out
their parts, while shy players may prefer to just
describe what their character does. No one
should be forced to play in any way that makes
them uncomfortable. No combat should ever be
acted out! Serious injury could result! Always
work out combat using game mechanics and
verbal descriptions only.

ACTION: JOVIAN CHRONICLES

Not all may agree on the exact interpretation of
the rules in this book. Using the latter as written,
however, allows new players to understand
what'’s going on and makes the game more fun
for everybody in the long run. It doesn’'t mean
that the rules can’t be adapted to local
preferences. The golden rule in gameplay is
trust; “house” rules that aren’'t documented
beforehand constitute a violation of that trust,
because not everyone is playing the same game
if they don’t know that the rules have changed.

Some groups like to create a “contract of play”
to clearly state house rules and rules of social
conduct before play, just to make sure
everyone is on the same page. This isn't
required, but it's useful when bringing in new
players or friends who have never roleplayed
before, to a group.

>»10



1.2 Silhouette Core

The Silhouette rule system is an extremely
flexible game engine. Depending upon the
players’ preferences, it can serve as a
roleplaying game, a tactical board game or a
smooth integration of both. The “realism” of the
campaign, from an accurate simulation of
reality right up to a movie-like flash of action
and adventure, can even be adjusted (see
section 6.4.1). No matter the type or genre of
game played, however, the notions explained
in this section will always remain at the base
of every Silhouette game session.

The system uses the traditional six-sided die
to add a random element. They are often
referred to as “d6” in the rules. Each player
should have several such dice on hand. We'll
explain how to roll and read them in Section
1.2.3, but first we must take a look at the
numbers that govern their use.

[ 1.2.1 Attributes and Ratingsg

ltems or individuals are assigned numeric
ratings to indicate how effective they are at
certain tasks. Both a vehicle’s Maneuver and
its Speed are ratings, as is a person’s Build
Attribute or his Stamina. They allow
comparisons between individuals and their
respective abilities.

Many ratings, such as a vehicle’s Maneuver
or an individual’'s Attributes, are Zero-Average
Ratings. They are the ones presented in the
plus/minus format (for example +1, 0, -2). This
type of rating is used as a maodifier for die rolls.
An average score is unexceptional and is
therefore rated as a zero. Any below average
scores are rated as negative numbers and any
above average scores are rated as positive
numbers.

f1.2.2 Skills

People (and some types of machines and
creatures) are rated in terms of their Skills. A
Skill is a learned talent or ability which can be

» 1. Chapter One: Basics

improved with practical experience. Skills are
useful in determining the outcome of Skill tests,
the most common form of Action tests (see
How to Do Things, Section 1.2.4, for more on
the latter).

In a Skill test, the number of six-sided dice
rolled is equal to the Skill level of the character
involved.

While Skill levels of up to ten (10) are
theoretically possible, most characters will
peak at around 5 and diversify their Skill
selection instead. Skill levels transfer directly
from the Silhouette roleplaying system to the
Silhouette wargaming system and vice-versa.
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Design Notes:
Level of Detail

As was mentioned before, all rule systems
have to make a trade-off between extreme
realism and playability and Silhouette is no
exception. Silhouette is based on real-life
numbers that were then simplified to get the
game fast-moving and fun to play. Its main
purpose is to give a framework to build the
action on, not to be a straightjacket; to make
the gameplay exciting, while still remaining
believable in its results.

\ J

Design Notes:
Attributes as Modifiers

For those familiar with the d20 rule set, the
Attributes in Silhouette may seem a bit peculiar
at first. Whereas the d20 core rules use a score
of 3to 18 that relates to a die modifier of -4 to
+4, the Silhouette system never bothered with
Ability scores and has used modifiers as
Attributes and Ratings from the start. So, rather
than having a 10 on your character sheet (the
average score under d20, which equates to a
+0 modifier), you simply have a +0 Attribute
in Silhouette. See the OGL conversion, Chapter
8, for more information.

\ J
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f Skill Complexity

Skills also have a Complexity rating
(Cpx). Complexity is noted as a second
number after a slash, such as “2/4” for
a Skill level of 2 with a Complexity of 4.
While the Skill level shows how good the
character is, the Cpx rating represents
how much general knowledge the
character has in that particular field. For
example, an aircraft pilot with 5/1 would
be a whiz with a propeller plane, but
nothing much more sophisticated. A 2/
3 pilot would fly a suborbital jet and
anything before, with a reasonable
amount of skill. All Skills get Cpx 1 for
free when acquired.

Some items or tasks can have Cpx
ratings as well; this is the suggested
ability to use or solve them effectively. If
no Complexity rating is given for a task
or piece of equipment, a default Cpx of
1 is assumed.

The difference between the character’s
Skill's Cpx and the item'’s (or task’s) is
applied to the dice roll. For example, a
certain physics problem can only be
solved by people with the right skill set.
A difficult problem won't be solved easily
by a precocious genius, no matter how
good he is; he simply lacks the
knowledge required to do so. On the
other hand, an expert (Cpx 3 and more)
will easily solve most simple problems.
For example, a character with Cpx 3 in
a Skill working on a Cpx 1 task would
have a +2 bonus to his roll (Cpx 3, the

&

|

Skill Level Comparisons

SKILL LVL ABILITY DESCRIPTION
0 Untrained  Little or no skill
1 Rookie Basic training
2 Qualified Minimum level to earn a living
3 Veteran Professionals; usually
represents some experience
4 Elite Seasoned professionals
5+ Legendary The very best: living legends
and heroes
. J

Skill Complexity Comparisons

SKILL CPX* TRAINING DESCRIPTION
1 Basic Self-taught or basic training
2 Trained Full training
3 Advanced Advanced Courses
4 Expert Wide field of knowledge
5 Legendary Renowned Expert
*All tasks have a default Cpx of 1.

Vs
\

Design Notes: Skill Complexity

|

Skill Complexity is a new element to the
Silhouette system. It was brought in for two
reasons. 1) it expands the breadth of possible
characters and tool types: of two Skill level 2
pilots, the one with the higher Cpx is either
more experienced or better trained. 2) it
provides another potential avenue for
improving one’s character in the course of the
game, without having to resort to endless
Attribute increases or a new Skill buying spree.
. J

expert’s knowledge, minus Cpx 1, the task’s
Cpx, 3-1 =2, for a +2 bonus).

Complexity ratings are not used in Opposed
Skill tests, unless both Attacker and Defender
use the same Skill. The difference between
their Cpx is then applied to the Attacker’s roll.

>12
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The Silhouette system uses everyday six-sided
dice to add arandom element. The same dice
rolling convention is used for both the
roleplaying and wargaming aspects of the
Silhouette rules.

I f 1.2.3 Using the Dice

Unless specifically mentioned otherwise, all
Silhouette die rolls are resolved in the manner
explained at the top of the next page.




When two or more dice are rolled
simultaneously, their results are not added
together. Instead, the highest value rolled is
considered to be the outcome of the die roll. If
more than one “6” is rolled, each extra “6” adds
one (1) to the total. If every die rolled turns up
“1”, the die roll is a Fumble and counts as an
overall result of one, plus some unfortunate

side effects (see Fumbles, next page).

The totals of die rolls are often influenced by
modifiers, such as Attributes or situation
modifiers. Modifiers are added to the total of a
die roll. If negative modifiers lower the total
below zero, the final result is zero.

[ Tests without Rolls

If a task is not pressing or there are no
distractions around, it is possible for a
character to avoid taking a test to complete a
task — this is called using a “Take...” result.
Because of the stressful and inherently
unstable nature of magic, psionics and other
supernatural powers, you can never use a Take
with them. Nor can Takes be used in combat
or other stressful situations, where Fumbles are
an unfortunate fact of life. Takes are a good
way to speed up the action when lengthy,
important but otherwise boring tasks with some
possibility of failure are required, such as
searching a room for hidden items. Note that
Attributes or modifiers don’t come into play for
Takes, which are averaged results.

Taking Average: When the character is not in
a rush or being hurried or threatened, he is
allowed to take 2 plus the Skill level as a die
result rather than roll for the action the
character is attempting. This makes it
possible to be automatically successful at
tasks that are routine for someone at a given
Skill level.

Taking High: When the character has plenty
of time (20 times the normal duration required
for a given activity) and is not in a situation
where a Fumble would be seriously harmful,
he is allowed to take 4 plus the Skill level as
a die result rather than roll for the action the

et

> 1

character is attempting. This allows
characters to achieve high-end results by
spending enough time and effort on them.

. Chapter One: Basics
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Die Rolling Examples

\

Arthur rolls two dice. The dice read 3 and 5.
The total of the die roll is 5 (the highest
individual die result).

of|[e o
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Betty rolls five dice. The dice read 1, 6, 4, 6
and 6. The total of this die roll is 8 (the highest
roll + 2 for the two extra sixes).

o oo o0 o]0 o
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Chris rolls three dice. All three dice read 1. He
has Fumbled the die roll. The total is 1 and
something bad happens.

° ° ° =1

Diana rolls two dice and has a +2 modifier.
The dice read 1 and 5. The total of the die roll
is 7 (highest roll + 2).

+2=7

\

|
Design Notes: Why a dB~? N

The choice of the common six-sider has left
many gamers puzzled — why use a die type
that offers only six possible random choices?
(See the Appendix for the actual probability
numbers.) The answer is precisely that, it
reduces the impact of raw luck on the game.
The concept is that it's better for a player to
win because they made the correct choice —
in action, equipment or character design —
rather than winning through sheer luck. Note
that it’s always possible to use a more random
die type (see the Appendix), but this implies a
number of changes and will definitely make
for a more unpredictable game session.

13«
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f Fumbles

Design Notes: Fumble

A Fumble is a mistake or mishap that can spell
disaster. It is not necessarily caused by the
incompetence of the character and may be
the result of environmental factors. In general,
the lower the SkKill level, the more likely
something will go wrong.

A Fumble counts as a result of 1, to which
modifiers are applied (which means the test may
even succeed, with enough positive modifiers),
but something bad happens — the gun jams,
the round kick hits the opponent but the
character pulls a groin muscle, etc. The
Gamemaster determines what happens —there
are notes on how to do this in Chapters 3and 7.

L< : f Action Tests

L«

Many actions involve an element of chance.
Did the shot hit? Do the sensors detect the
enemy ambush? Is the spy’s disguise
convincing? Is that dose of poison sufficient
to kill? In such situations, an Action Test is
called for. Action tests consist of a die roll
whose result is compared to a fixed difficulty
value called a Threshold; a higher
Threshold indicates a more difficult
situation.

Because of the peculiar probability curve of
the six-faced die system used by Silhouette,
the difficulty level between Thresholds
increases after 7, i.e. the progression between
Threshold levels is not linear. The chart should
help to determine the difficulty level of any
given test.

Making Fumbles into a result of 1 is the biggest
change from previous versions of Silhouette.
This was done to remove some of the lethality

Typical Thresholds

from the game, though we kept the “downside” THR. TYPE EXAMPLE
aspect to showcase the relative inexperience 1 Effortless Automatic Success
of low Skill levels. 2 Routine Task requiring little thought
- _/ 3 Easy Task requiring some
attention or skill
f1_2_4 How to Do Thmgs L 4 Moderate Task that requires attention
or skill
There are many ways to influence the 5 Challenging Task that requires
course of the game and almost all of concentration and skill
;} them include doing something. The 6 Difficult Requires much
game system is present to act as both concentration or good skill
an impartial referee and to provide an 7 Very Difficult Requires much

concentration and good
abilities

element of surprise. One of the following
tests is called for whenever a character
attempts to do something and the 8
outcome of the action is uncertain.

Requires much
concentration and high
abilities

Extremely Difficult

If the action has a negligible chance of 10
failing (walking in the street, picking up
a small object), no test is called for and
the action automatically succeeds. Note
that certain otherwise automatic tasks
may require a test under special
circumstances — walking a tightrope or
picking up something in the middle of a firefight
certainly qualify!

Near Impossible Only the very best may

attempt these tasks

12+ Pray for Divine

Intervention!

Generally reserved for
cinematic-level tasks

>14



If the die roll — with all modifiers (Attribute,
situation, gear, etc.) added — surpasses the
chosen Threshold, the test succeeds. The
degree of success is defined by the Margin of
Success (MoS): a value equal to the die roll
(plus modifiers) minus the Threshold. The
magnitude of the Margin of Success reflects
the success of the action test. For example, a
MoS of 1 is a marginal success, while a MoS
of 6 would be a spectacular success.

If the die roll, again with modifiers added, is
less than the Threshold, the test fails. The
degree of failure is defined by the Margin of
Failure (MoF): a value equal to the Threshold
minus the die roll plus modifiers. A high Margin
of Failure indicates a miserably failed action
test. For example, a MoF of 1 would be a close
call, while a MoF of 6 would be a real (and
potentially deadly) failure.

If the total die roll and the Threshold are equal,
adraw occurs. In roleplaying situations, draws
are often interpreted as marginal successes

or ambiguous results.

Sometimes, two individuals will oppose each
other’s actions. Attacks can be dodged;
guards may notice people attempting to sneak
past them; negotiations obviously require more
than one participant. When two or more
individuals oppose each other’s actions, an
Opposed Action Test is called for.

[ Opposed Action Tests

Each opponent makes a die roll using the
appropriate Attribute or skill.

Compare them: the highest result wins the test.
The Margin of Success of an Opposed Action
Test is equal to the winner’s roll minus the
loser’s roll. If more than two participants are
involved, separate Margins of Success are
worked out between each of the participants
as needed. Tied rolls result in draws; draws
are wins for the resisting person.

» 1. Chapter One: Basics

Difficulty Threshold Example

Lhon knows an enemy infantryman is located
nearby. He will try to spot him by using his
Notice Skill. The Threshold required will vary
according to what the infantryman is doing.
For simplicity, we will disregard any sensor
device Lhon might be carrying and assume
he is motionless. Likewise, we will assume the
infantryman is not aware of Lhon’s presence.

If the infantryman stands atop a rock and
waves, the Threshold required to spot him is 1
(Effortless) — Lhon would have to be a fool
not to see him. If the infantryman stands still
atop the rock, he’s still fairly obvious: a
Threshold of 2 (Routine) would be appropriate.

If the infantryman stands behind nearby
bushes but moves (for example, reloading his
gun), he’s still easy to spot. The bushes help
to mask him, so a Threshold of 3 (Easy) or 4
(Moderate) would be fine. If he’s motionless,
his camouflaged poncho will blend in with the
vegetation, raising the Threshold to 5
(Challenging) or even 6 (Difficult).

Hiding under a derelict robot hulk and behind
the bushes would make him extremely difficult
to spot. Lhon cannot see him and must rely on
sound, so a Threshold of 7 (Very Difficult) is
appropriate. Should the infantryman be dug
in and completely motionless, Lhon will never
spot him without some kind of sensor device
— a Threshold of 10 or more will apply.

Hooks & Tips:
Advanced Tie Resolution

This system is a bit more complex but gives
better results when characters of similar
abilities engage one another. When an
Opposed Action test is tied, it goes to the
character with the highest Skill level. If the Skill
levels are the same, it goes to the character
with the highest Skill Complexity. If those are
tied, the test goes to the highest Attribute. If
those are tied, it is truly a tie.
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f Skill Tests

L«

The Skill test is the most common form of
Action test in the game. The number of dice
rolled in a Skill test is equal to the level of the
Skill being used for that particular test. The
appropriate modifiers (Attribute and situation)
are added to the result. The Skills section of
the Character Design chapter lists the official
Skills and their possible applications. This list
doesn't cover every possible Skill a character
could have, but rather those that are used most
commonly in play. Players can come up with
additional Skills and applications, assuming
the Gamemaster approves.

f Unskilled Tests

Characters may need to accomplish a task for
which they have no Skill, though the task
requires one. In these cases, two dice are
rolled: the result is equal to the lowest of the
two individual dice. If either of the two dice
rolled is a “1”, a Fumble occurs and the result
is 1, without modifiers. If no Fumble occurred,
add the appropriate modifiers to obtain the
final total roll. This is called an Unskilled test
and may be affected by Emergency Dice (a
means to use a character’s experience and
expertise to increase his current chances —
see section 2.6), if any are used.

}f Attribute Tests

Some situations require innate, instead of
learned, abilities. Attribute tests are fairly rare
since most actions that involve an Attribute are
really learned abilities. Attribute tests are used
when a truly broad reflection of a character’s
abilities is required. For example, a Knowledge
Attribute test is appropriate for recalling an
obscure bit of trivia. An Appearance Attribute
test could determine just how stunning a
character looks on a particular day.

To perform an Attribute test, roll two dice
(picking the highest result, as usual for
Silhouette) and add the Attribute in question
to the total.

>»16
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Chance tests are required when the results of
an action are completely random, such as a
character playing roulette at the local casino
or suddenly dropping in at the local bar to see
if someone is there. Roll one die and add the
character’s Psyche to the result. High results
are favorable, low results are unfavorable —
the Gamemaster decides upon the exact
effect. If appropriate, a “1” is a Fumble. As with
all dice rolls, Emergency Dice can be added

to improve a character’s odds.

Some tasks require a long time and some
efforts to accomplish. While a very skilled
person could conceivably pull it off in one SkKill
test, it is very unlikely (and downright
impossible for some tasks, such as designing
a new spaceplane).

: f Chance Tests

: [ Accumulated Successes

Extended tasks will have not only an
associated Threshold, but also an associated
MoS requirement. For instance, dislodging a
stuck bulkhead might require a Strength test
versus 6, with an associated MoS requirement
of 10. Each successful test budges the
bulkhead a little and opens it completely once
ten points of MoS are accumulated. Failed rolls
are subtracted — in this case, you don'’t strain
hard enough and the bulkhead falls back!

Many tasks fit this rule, especially when time
or a measure of progress is critical: hunting
through a database/file cabinet for a specific
piece of information, hotwiring a car, opening
a lock when under fire, etc.
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Attribute Test Examples
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AGILITY-BASED TESTS: These are situations

which require a high degree of hand-eye -

coordination and quick reaction times. For example,
grabbing a cliff edge when footing gives way.

APPEARANCE-BASED TESTS: People have .

used their looks to gain advantages and
influence people since the beginning of recorded
history. For example, doing an Opposed test with
someone’s WIL to make a first impression.

BUILD-BASED TESTS: Many of the tasks which

are related to Build are innate, not learned, thus
there are few times a test will be called for this -

Attribute. For example, using one’s mass to keep
a trap door closed on pursuers.

CREATIVITY-BASED TESTS: These involve an

individual’s ability to think up new solutionsto a -

problem. For example, when finding a solution
to a logic puzzle.

FITNESS-BASED TESTS: These are situations |

that place high physical stresses upon the body.
For example, resisting the cold.

INFLUENCE-BASED TESTS: These are

situations when one tries to convince another

person. For example, winning a discussion.

KNOWLEDGE-BASED TESTS: These situations
call as much on long study and past experience
as they do on natural aptitude. For example, using
basic trigonometry to figure out the length of rope
needed or recalling a historical fact.

PERCEPTION-BASED TESTS: These tests rely
on a character’s awareness of his surroundings,
taking into account sight, sound and possibly
other senses such as smell or a “sixth sense.”
For example, noticing a peculiar sound or odor.

WILLPOWER-BASED TESTS: These tests rely
to a character’s mental strength and stability. For
example, resisting torture or temptation.

PSYCHE-BASED TESTS: These tests relate to
the human “sixth sense,” hunches and dumb luck
(see Chance tests, previous page).

STRENGTH TESTS: these are required for acts
requiring sheer, brute strength (e.g. lifting heavy
objects, bending metal bars).

HEALTH TESTS: these are required to resist
drugs, illness and shock (e.g. surviving a drug
overdose or venomous snake bite, staying
conscious while in agony).

/|
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Design Notes:
Attributes vs. Skills

These two values mark the difference between
learned abilities and inborn talent. Thus, an
average pilot with a long career could rate a
Skill level of 3, while a youngblood might have
a Skill of 1 but higher Attributes. The veteran
will succeed more on average, but only the
hotshot will be able to regularly pull the truly
heroic stunts (though his failures will be equally
spectacular).

Action Test Summary

1) Throw a number of dice equal to the
character’s appropriate Skill's level;

2) Add the Attribute corresponding to the
situation;

3) Compare the result to the Threshold given
by the GM or the opponent’s roll;

4a) If the result beats the Treshold or roll, the
action succeeds. Determine MoS;

4b) If the result doesn’t beat the Treshold or
roll, the action fails. Determine MoF;

4c) Ifthe resultis 1, proceed normally as above

— but the GM will apply a complication.
. v,
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1.3 Quick Start

CORE NAME  ABBREVIATION DESCRIPTION
The core rule information presented in Agility AGI  Physical prowess and
the previous section represents the coordination
enhrelgam'e engine in a nutshell. The Appearance APP Physical comeliness
following will show you how a character Build B el She A 1iRes
.. IS lalq out. You Shomd_ be able to start Creativity CRE Mental innovation and
g playing the game right away after quick thinking
uLJ readlng this section. Fitness FIT Physical conditioning
P~ . . . and endurance
SRy As mentioned before, information about _
58 important characters portrayed either by Influence INF :)::iﬂj::;ldss
A the players or by the Gamemaster is _ _
\%} recorded on character sheets. These Knowledge KNG Education and logical
, R thinking
record each character’s abilities, ' -
possessions and vital statistics (name, Perception PER g'e't”ess T”_‘I’ ability to
. . . Iscern detalls
height, weight, etc.). Taking a look
around the different elements on the Psyche PSY  Mental health, empathy
. and luck
character sheet is a good way to '
become familiar with the “feel” of the Ol OIS O G EET
. conviction
rules and the decisions to be made Vet
when making a character. ~ 4

» Your character must first be imagined. Is it a
he or a she (you need not play a character of
your own gender)? Is he tall and muscular or
lean and intellectual? The Defining a Character
section, next page, offers a few questions that
will help define the character. The more
answers provided, the more detailed (and
alive) the character will be.

j f 1.3.2 Secondary Attributes g

The Secondary Attributes are a group of five
ratings that are neither Attributes nor Skills but
are dependent upon them. All are computed
from the charater’s Attribute and Skill ratings.
They are detailed in Secondary Attributes,
section 2.3 and are summarized below.

\4 Secondary Attributes

The first major element is Attributes. NAME  ABBREVIATION  DESCRIPTION
Attributes are ratings that are used to Strength STR  Raw physical strength
modify a dice roll (a value of zero Health HEA
represents an average person). They
describe the character’s innate mental,
physical and social strengths and
weaknesses. Attributes are summarized
below and fully detailed in Attributes,
» section 2.1).

;}[ 1.3.1 Attributes

Physical well-being and
resistance to disease

Stamina STA Physical endurance and

wound resistance

Unarmed Damage UD Damage inflicted in

hand-to-hand combat

Armed Damage AD Base damage in melee

combat

>»18



f1.3.3 Skills

Skills are a measure of learned abilities. The
three columns of the Skill List are Name, Level
and Complexity. Skill Level (Lvl) and
Complexity (Cpx) are the same terms that were
described in Silhouette Basics (section 1.2).
Skills are used to determine the number of dice
rolled when attempting an action.

f1.3.4 Injury List
and System Shock

Theses are a measure of how much physical
punishment a character can receive before
being wounded. The numbers indicated are
compared with the total damage received to
determine the extent of injury in combat. See
Injury Levels and System Shock in section 3.5,
Injuries.

f1.3.5 Weapon List

This is a list of the weapons carried by the
character (if any). The list includes columns
for weapon type, damage, ranges (short,
medium, long and extreme) and other notes.
Note: personal weapon damage is on the
Personal Scale, not the Vehicle Scale (see
Mechanical Action, section 4.3).

[1.3.6 Equipment List

Below the Weapon List is the Equipment List.
Prized belongings and items that are carried by
the character should be listed here (see the
appendix for sample items). The Armor points
of personal armor should be noted in brackets
after the item name, for example Flak Vest (+20).

[ 1.3.7 Description and
Personal History

The character sheet provides some space to
note details of the character’s physical
appearance and background. It is often best,
however, to take a separate blank sheet to
provide a fully detailed history and visual
portrait of the character.

-

N

-

-

-
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Once the character’s look and feel are decided
upon, a name should be chosen. If time and
talent permit, a drawing of the character is
always a nice addition.

Defining a Character ‘\

e What is the character’'s gender?

¢ What is the character’s physical appearance?

e Does the character have a distinctive
physical trait?

e Describe the psychological traits of the
character.

¢ Does the character have any good habits?
¢ Does the character have any bad habits?
* How old is the character?

* Where is the character from?

e What was the character’s family like?

¢ What relationship did the character have with
his family?

e Does the character have any current
personal relationships?

¢ What is the character’s occupation?

e What is the character’s lifestyle like?

¢ Why does the character do what he does?
e [familitary type, what is the character’s rank?

e Which organization(s) does the character
belong to?

e What are the character’s personal goals?
¢ Does the character have any secrets?
e Who are the character’s friends and rivals?

e What is the character’s name and/or
nickname?
L /|
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Core Concepts:
Chapter One

The followings are examples and further
explanations of the core concepts
introduced in Chapter One.

|

Rating Example

1  Basic movements (running, throwing, climbing, etc.)

2 Advanced movements (gymnastic, etc.)

8 Complex movements (mid-air rotations, etc.)

4 Very complex movements
(mid-air rotations on two axis, etc.)

5 Linked sequences of complex movements

|\ . J
o

Languages

Rating Example
1 One language
2 Up to two languages
3 Up to four languages
4 U to eight languages
5 Up to sixteen languages

. J
Rating Example
1 Basic First Aid (splints, bandages, etc.)
2 Advanced First Aid (stabilization, stitches, etc.)
8 Basic surgery (internal repairs)
4 Advanced surgery (organ transplant, etc.)
5 Cutting edge surgery (neural work, etc.)

. J
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8.8 See sections 1.2.2 and 2.2.2 for the
T 'n . .

55 basic rules on Complexity.

A

Tech Sciences (Mechanical)

|

Rating Example

1 Design/install/change simple items
(replace bolts, change oil, etc.)

2 Design/install/change complex items (carburetors, etc.)
& Design/install/change basic mechanical systems
(two-stroke engines, etc.)

4 Design/install/change complex mechanical systems
(turbine engines, etc.)

5 Designl/install/change advanced mechanical systems
(electromechanical networks, etc.)

Design Notes: Complexity
or Threshold?

Complexity measures what expertise you need
to do a task effectively. Thresholds measure
the difficulty of a task in a given situation. Thus,
the Complexity rating of a task normally
remains the same in a given setting, regardless
of the situation. As an example, applying a
splint to a broken arm is Complexity 1. In a
textbook situation, this would be a fairly easy
task with a low Threshold. Applying a splint in
the middle of the wilds without proper
equipment during a thunderstorm would not
raise the Complexity, but would give you a fairly

high Threshold.
. J

-
\

: [Example: Fumbles

Fumble rules.

Our hero, Jason, is trying to sneak past two
overarmed thugs sent to kill him. Jason has a skill
of 1, and due to unfavorable terrain, he has a total
modifier of -2. Jason fumbles his roll, getting a 1.
His total is 1 -2 =-1, but since the lowest a roll can
gois 0, that’s his result. He'd better hope the thugs

aren't paying attention.

Jason, our unlucky hero, is attempting to avoid
getting hit by one of the thugs that just noticed
him. He has a skill level of 2, and a total
maodifier of +2, including his attribute modifier.
Jason again fumbles his roll, getting two 1’s.

This means his total is 1 + 2 = 3.

L

See Using the Dice, section 1.2.3, for the basic




f Example: Action Tests

See How to Do Things, section 1.2.4, for basic
rules.

Jason is now running from the thugs and ran
into an alley blocked by a fence. Jason needs
to make an action test with his Athletics skill to
try and climb the fence. The GM decides that
this test would be modified by Jason’s Agility
and the Threshold will be 5 because it is
challenging. Jason rolls his 2 dice gettinga 3
and a 5. He takes the highest and adds 1 for
his Agility, making a 6. Just enough to make it
over the fence.

Unfortunately for Jason, the thugs cleared the
fence much quicker than he was expecting
and are chasing him down. The GM calls for
Athletics Rolls, modified by Fitness. Jason and
the thugs all have the same Athletics skill, but
Jason has one point higher in Complexity. The
thugs, on the other hand have +1 Fiteach, and
Jason is only average (Fit of 0). Jason rolls and
gets a 3 and a 4, making total of 5 (4 + 1 = 5),
not too bad! The GM rolls for both thugs
separately and gets a 2 and a 5 for thug one,
making a total of 6. Thug two rolled two 6's
making a 7. With his Fit of +1, this equals an 8.
Jason is easily run down by the two thugs, and
is again in trouble.

f Example: Unskilled Tests

Jason is trying to talk the thugs out of taking
him back to their boss. The GM calls for an
opposed interrogations test, modified by
Influence. While the thugs aren't all that good
at avoiding fast talk, Jason hasn't ever done it
before, and has no skill. He rolls 2 dice, getting
a5 anda 1. He must pick the lowest, meaning
he has once again botched. Jason
inadvertently lets slip that he is indeed, the man
the thugs are looking for.

f Example: Opposed Action Testsg :

ot

» 1. Chapter One: Basics

Now that the thugs know who he is, they are
trying to knock Jason out with some
chloroform. The GM rules that Jason must
make a Health test versus a Threshold of 7, or
fall unconscious. Jason rolls 2 dice, picking
the highest and adding his Hea. He gets a 3
and a 5, plus his Hea of +1, making his result
a 6. Jason slowly falls unconscious and is
carried away by the thugs.

fExampIe: Chance Tests

The thugs have taken Jason back to their boss,
and deposited him in one of the various rooms.
The GM gets Jason to make a Chance test to
determine whether or not there’s any air ducts
or other such means of escape. Jason rolls
one die and gets a 6, modified by his Psyche
of -1to a 5. The GM rules that Jason has lucked
out and that there is an air duct large enough
for him to crawl through in the room.

: fExampIe: Accumulated
Successes

Jason, still groggy from the chloroform, is trying
to break open the grate into the air duct before
the thugs come back and take him to their
boss. The grate is fairly sturdy, so the GM rules
that Jason needs to make a Strength test at a
Threshold 4, and needs 10 points of
accumulated MoS before it will become loose
enough to move. The GM also rules that due
to the way the grate is situated, it will take 30
seconds per attempt. Jason has a Str of 0, so
he simply rolls 2 dice, taking the highest. It
takes Jason 10 tries to accumulate the
necessary loosen the gate up. Five minutes
(30 x 10/ 60 = 5) after he starts, Jason finally
loosens the grate. He slips away just minutes
before the thugs return.

N

L‘ f Example: Attribute Tests L<
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» 2. Chapter Two:

Character Design

Introduction

Before sitting down to actually roleplay, players
will have to create their characters. The
characters can be almost any type of person
that fits the background of the campaign. The
process outlined in the following pages
assumes characters above the average, but
still far from the level of the elites. This can be
adjusted to better accommodate the style
intended for the game, be it gritty or cinematic.

The characters are going to be the conduit
through which the players interact with the
game world. They will, as mentioned in section
1.1, be the heroes of the story that will be told
through playing the game. The characters can
be pure or flawed and their motivations may
differ, but it doesn’t matter as long as they are
interesting to control and watch. And
remember, all characters can grow further
through experience, adding new abilities and
contacts.

ACTION: HEAVY GEAR
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In order to keep the basic character generation
rules as clear and concise as possible, a
number of advanced options (such as Special
Abilities, which are “super” Perks and alien
race design rules) have been placed in
Chapter Six. They follow the same point
spending rules, but their use is restricted to
certain types of campaigns — the
Gamemaster and players should confer
together to see what will be allowed.

The important thing to remember is that there
is no right or wrong way to do things, as long
as the point-spending rules are respected. The
player is in complete charge of the design
decisions — no one is forced to purchase a
certain Skill, unless they are required for the
campaign (a game about a squadron of fighter
pilots will obviously need characters who can
pilot planes). Examine each choice closely,
remembering that all characters have potential
strong points.




2.1 Attributes

The basic abilities, knowledge and
weaknesses of a character are defined by their
Attributes. These largely represent the
characteristics a character was born with, or
acquired in their formative years. These range
from physical Attributes, such as Agility and
Fitness, to mental proficiencies such as
Willpower and Knowledge. The ten basic
Attributes represent a character’s natural
proficiencies and potential. A character with
high Fitness will tend to be a better athlete,
one with high Influence will gravitate to
leadership positions and so on.

Attributes can be improved through hard work,
but it is very tough and time-consuming. They
can be lowered, but usually this is the result of
awful wounds or advanced age that will likely
retire the character from an active adventuring
life. Attributes, unlike Skills and other abilities,
thus vary little throughout much of a campaign
(see Character Improvement, section 2.5).

[2.1.1 Descriptions g

The following texts describe the ten basic
Atributes and their use in the game. Along with
each description, a table giving a real world
equivalent for different ratings is listed.
Attribute levels are based on an average
human person in their young adulthood; some
creatures or aliens may have much more
widely dispersed Attribute ranges. The human
average range is -3 to +3, with Build being the
sole exception.

{ ngility (AGI) A

Agqility is the character’'s hand-eye
coordination, nimbleness and reflexes. This
Attribute is best suited to action-oriented
characters such as pilots, bodyguards and
pickpockets, all of which are likely to have high
Agility ratings.

» 2. Chapter Two:
Character Design

Agility (AGD

AGI RATING EQUIVALENT -C/DPE
+3 Olympic gymnast A
+2 Agile
+1 Well-coordinated
0 Average Person
Awkward
Clumsy
) Suffers from a crippling disease
. . J
- N
o Appearance (APP)

Appearance rates the physical attractiveness
of the character. This can modify how other

/A

people react to him: many heroic characters v
have a high Appearance rating in order to %%
impress those they come in contact with. Note 3¢S
that Appearance applies solely between a5
members of the same race. 5%‘
M -

2

APP RATING EQUIVALENT

+3 World-class models

+2 Beautiful

<Rl Attractive, Cute

0 Average Person

Plain

Homely

Physically revolting

\_ - J

ACTION: HEAVY GEAR
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Build (BLD)

e
» 2. Chapter Two:

Character Design

[ Build (BLD)

Build is a rating of the character’s size and
body frame. It does not represent the
character’s physical might — that’s what'’s the
Strength Secondary Attribute is for — but the
actual body size and mass. This is most
apparent in the archetypal couch potato who
is very large (high Build), but can barely lift
the remote to change the channel.

L< f Fitness (FIT)

FIT RATING EQUIVALENT
+3 Olympic athlete
+2 Professional athlete
+1 College jock
0 Average Person
-1 Out of shape
-2 Shrimp
-3 Gets winded after a few steps

LN

Fitness rates the character’s general flexibility,
cardiovascular endurance, resistance to effort
and overall muscle tone. While Build measures
raw size, Fitness measures how well
maintained the character’s body is. lllness can
temporarily reduce this Attribute, as can other
hardships (such as a substandard air supply
and starvation).

BLD RATING EQUIVALENT
+5 180-249.9 kg
+4 140-179.9 kg
+3 115-139.9 kg
+2 95-114.9 kg
+1 80-94.9 kg
0 70-79.9 kg
-1 60-69.9 kg
2 50-59.9 kg S
-3 40-49.9 kg
-4 25-39.9 kg
5 10-24.9 kg
N\ J
0( Creativity (CRE) L«
Creativity is a measure of the character’s ability to
use his mind ininnovative ways. Itis also a measure
\ of the character’s ability to think on his feet. This

Creativity (CRE)

Attribute is useful for most characters who
are likely to be thrust into unfamiliar
situations and for leaders who have to make
many decisions while on the run.

INF RATING EQUIVALENT
+3 Charismatic leader or professional con artist
+2 Believable
+1 Likable
0 Average Person
-1 Timid
-2 Annoying
-3 Either obnoxious or socially inept

Z [Influence (INIF)

N

Influence measures the character’s charm, wit
and persuasiveness. A high Influence rating
is a must for any charismatic leader. It is also
useful for those who desire to spend lots of
time in corporate or social settings, or
characters who need to get past security in
more subtle ways.

Cinfiusnce ane) N

CRE RATING EQUIVALENT
+3 Great artists and tacticians
+2 Bright
+1 Witty
0 Average Person \_
-1 Slow
-2 Dumb
-3 Mentally Disabled
N J
AN
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f Knowledge (KNO)

Knowledge is the character’s ability to learn
and recall information and also takes into
account the number of years of education the
character has successfully completed.
Scientists and “brainiac” characters typically

» 2. Chapter Two:
Character Design

\—4 f Psyche (PSY)

have high Knowledge ratings.

Knowledge (KNO) :

KNO RATING
+3

+2

+1

0

Leal

\

EQUIVALENT
Eminent Scholar
Well-educated
Knowledgeable
Average Person
Doesn’t read much
Poor education

rning disability, or just dense

Psyche is an abstract measure of the
character’s karma, happiness, sensitivity and
love of life.

It also reflects the empathy of the character
and how “in tune” he is with his own emotions
and those of others, as well as his innate
luck. Psyche is an abstract concept
which is best reflected by extremes;
someone with a low psyche seems to
have a black cloud over his head all the
time and people will intuitively avoid him.
A person with a high Psyche is empathic
towards the feelings of others and tends

[ Perception (PER)

=

N

<

Perception is a measure of the character’s
attentiveness to detail and overall alertness. It
is crucial for action heroes, since the enemy who
cannot be seen cannot be dealt with. Perception
is especially important for scouts and
investigators, who need to pay attention to
obscure details and find things hidden from view.

to be easily trusted. v
Qo
g3
2
Qo

J
PSY RATING EQUIVALENT
+3 Unusually spry and sane
+2 Very happy
+1 Happy
0 Average Person
-1 Unhappy
-2 Troubled
-3 Unstable

Perception (PER) )

0
=l

PER RATING EQUIVALENT
+3 Amazingly sharp senses
+2 Quick
+1 Fast

Average Person
Slow
Absent-minded

Unaware of his surroundings

274
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Character Design

Willpower is a rating of the character’s self-
> discipline, determination and pain threshold.

Unlike Psyche, Willpower does not imply a love
of life; it does however reflect the character’s
ability to deny death using sheer strength of will.
Headstrong and arrogant characters are good
candidates for a high WIL, as are shocktroopers
who want to be able to take a bullet.

Willpower (WIL)

WIL RATING EQUIVALENT
+3 Can endure weeks of torture without cracking
+2 Strong willed
+1 Willful
0 Average Person
-1 Easily swayed

Weak resolve
-3 Cannot stay on a diet longer than five minutes

ACTION: HEAVY GEAR

e 2.1.2 Picking Attributes N

Players purchase Attributes to flesh out the
rough mental image of their character. A
certain number of Character Points (CPs) are
available to purchase Attributes. The cost in
CPs of an Attribute rating is listed in the
Attribute Coststable. Purchasing very low stats
“gives back” some CPs. A rating must be
purchased in all ten Attributes. None are truly
more important than the others and all have
their usefulness. If any CPs are left over, each
point becomes one Emergency Die (see
Emergency Dice, section 2.6.2) or a Skill Point,
at the player’s choice.

ACTION: JOVIAN CHRONICLES

Joe Average, the man on the street, has only
10 CPs available. This is just enough to
purchase 0 (normal, average Attributes) in all
Attributes. Player characters are heroes, so
they receive a few more points, depending on
the style of play of the campaign chosen by
the GM (see Reality Distorsion Factors, section
6.4.1, for more details).

>»28



Though normal humans cannot have Attributes
above +3 or below -3, the cost table can be
extended further to accommodate creatures
and alien beings. The point cost is equal to
the Attribute plus one, squared: e.g., +4 would
cost (5 x 5) or 25 points. For negative Attribute,
the cost is the rebate in points: e.g., -4 would
cost (-3 x -3), giving back nine points.

[ ‘Quick Start’ Generation

For rapid generation of a player characterin a
standard Adventurous-level Silhouette game,
the character starts with one +2, four +1’s and
five +0’s, placed in the ten basic Attributes as

N

» 2. Chapter Two:
Character Design

Character Points

VR

JOE AVERAGE PC MAJOR NPC

TCHOUETTE
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CORE
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desired.

Design Notes: :
Simplifying Attributes

This accounts for exactly 30 CPs.

Ten Attributes were chosen to reflect as many
facets of a character as possible. Some players
prefer to deal with fewer characteristics,
however, in order to spend less time worrying
about the mechanical aspects of the game and
more time on the plot. Luckily, this is possible
by simply averaging Attributes (rounding
toward zero) that govern similar areas. Some
detail is lost, but game speed is increased.

Six Stats: essentially, a d20 version. See the
OGL conversion guide in Chapter 8.

Five Stats: Alertness (AGI+PER)/2, Body
(BLD+FIT)/2, Intelligence (KNO+CRE)/2,
Charisma (APP+INF)/2, Mind (WIL+PSY)/2.
Strength tests use the new Body Attribute,
Health tests use Mind; Stamina is (5 x
(Body+Mind)/2) x 25. Divide starting CPs in
half, rounded up.

Three Stats: Body (AGI+BLD+FIT)/3, Mind
(CRE+KNO+PER)/3, Spirit (APP+INF+WIL)/3.
PSY is not used, except if magic or other special
powers are required. Strength tests use the Body
Attribute, Health tests use Spirit; Stamina is (5 x
(Body+Spirit)/2) x 25. Divide starting CPs by
three, rounded up.

Gritty Game 10 20 30
Adventurous Game 10 30 50
Cinematic Game 10 50 70
/]
)
ATTRIBUTE RATING CHARACTER POINT COST
+3 16
+2 9
+1 4
0 1
-1 0
-2 +1*
-3 +4*
* These values are added to available CPs instead of
being subtracted.
\_ J
8
Q

Hooks & Tips:
Gritty or Cinematic?

| \u

The Character Point table provides listed point
costs for various game styles. These are
covered in greater length in section 6.4.1.
Basically, the more heroic the game, the more
powerful the characters have to be to face its
challenges.

\ /)

(_/
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Character Design

2.2 Skills

While a character’s Attributes define his
potential, his Skills define his actual abilities.
This section details all the basic Skills
available; Core Player Handbooks may add
more as necessary to cover the requirements
of their individual campaign worlds. Note that
some Skills have a pre-modern version (for use
in fantasy settings, for example).

Gamemasters should feel free to invent new
Skills if they are absolutely required in their
campaign. A new Skill should not be too
general nor too specific — Shooting is an
example of something too general, as it might
allow any sort of ranged weapon to be used,
while Identification of Martian Flatworm
Subspecies is definitely too specific.

Skills are used in Skill Tests, where a number
of six-sided dice equal to the Skill level is rolled
and the highest number picked. Modifiers are
then added to the result, including situation
and Attribute modifiers. The latter will vary
according to the task at hand:

Agility-based Skill Tests: These are situations
which require a high degree of hand-eye
coordination and quick reaction times, as well
as those which require precisely controlled
movements of the body.

Appearance-Based Skill Tests: By using a Skill
to accentuate his attractiveness, a character
can modify what other people’s reactions will
be, or, on the other hand, use his looks to boost
the result of a social Skill.

Build-based Skill Tests: Most of the tasks which
are related to Build are innate, not learned, thus
there are few times a Skill test will be called
for this Attribute.

Creativity-based Skill Tests: These are
situations that involve an individual’s ability to
think up new solutions to a problem. An artist
tries to find new ways to entertain his audience;
a lost person tries to make the best he can
with what he has at his immediate disposal; a
commander tries to find a new way to achieve

»30

his mission objectives. All of these show the
ingenuity of an individual under at least
somewhat stressful conditions.

Fitness-based Skill Tests: These are situations
that place high physical stresses upon the
body. Pushing one’s body to the edge has long
been a source of fascination of Humankind.

Influence-based Skill Tests: The natural desires
of people to try and get the most in return for
their work have manifested themselves through
communications of various types for ages. The
ability to convince another person of one’s
ideals without the use of force is now far
preferred to violence by many cultures.

Knowledge-based Skill Tests: These situations
call as much on long study and past
experience as they do on natural aptitude.

Perception-based Skill Tests: These tests rely
on a character’'s awareness of his
surroundings, including both actions and
objects. These take into account sight, sound
and possibly other senses such as smell or a
“sixth sense.”

Willpower-based Skill Tests: These are
generally Opposed Skill tests between two
people, to see who will crack first. These tests
are also used when focus on a task is
important.

Psyche-based Skill Tests: The rather ethereal
quality of the Psyche Attribute is reflected in
its tests, with the ability to pick up on the body
language, eye movements and other subtle
signals which people send. What information
this type of test imparts is even more at the
whim of the GM than other types of tests and
players should not rely on it as a lie detector.




[2.2.1 Skill Levels

Players should now choose Skills for their
characters with their stock of Skill Points (see
below). The Skill Costs tables list the Skill point
costs for both Level and Complexity. Starting
Skill Levels and Cpx are generally low, but can
be improved through experience.

Skill Points Available

\_4 : f2.2.2 Skill Complexity

JOE AVERAGE PC MAJOR NPC

Gritty Game 20 40
Adventurous Game 20 50

Cinematic Game 20 70

60
80

» 2. Chapter Two:
Character Design

Complexity was first explained in section 1.2.2
and represents the breadth of knowledge. All
Skills begin with a free Complexity of 1.
Additional levels of Cpx can be purchased at a
cost in Skill Points (see Skill Complexity Costs
table). A higher Complexity allows the character
to use higher technology or more versatile
tools with his Skill and also provides him
with additional breadth of knowledge that
will make completing a task easier.
Complexity is noted as a second number
after a slash, such as “2/4” for a Skill level
of 2 with a Complexity of 4.

Unless specifically noted in their description,

Skill Level Costs :

COST

SKILL LEVEL

© 0 N o g b~ W N BB

10

Specialization (each)

1
4

9
16
25
36
49
64
81
100

all Attributes and Skill tests, equipment and
weapons are Complexity 1.

A character may obtain a Skill
Specialization at a cost of 5 Skill Points.
This gives the character a +1 modifier to
his Skill test totals under certain
conditions. For example, a soldier could
have a Small Arms Specialization in
“rifles,” and thus add one to every roll
made while using arifle. A scientist could
have a Physical Sciences Specialization
in nuclear physics and gain the +1
J whenever arelevant test is called for. The

Skill Complexity Costs :

COST

SKILL COMPLEXITY
1

2
8
4
)

Free
4

9

16
25

Skills section later in this chapter includes
suggested Specializations, but the
Gamemaster and players can add more
should they wish.

A character may purchase multiple
different Specializations in the same Skill,
but no more than one Specialization (i.e.
+1 bonus, maximum) can be applied on
a single die roll. Players may be tempted

to focus their characters at excelling in a
few Skills by purchasing specializations
and high levels in three or four Skills. Quite
often, the advantages of this are more than
offset by the inflexibility of the character, which
will surface whenever the Gamemaster thrusts
him into unfamiliar situations.

LN

f2.2.3 Skill Specialization\—<
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On record sheets, Specializations are

usually noted either as a footnote to the
Skill entry or right after it, in parenthesis.

> 2.2.4 skill List

In order to make future character
creation easier, only the Skills’ names
are listed in the table on the next page.
Full descriptions can be found in the
reference section at the end of this game
manual.

Skill descriptions have several entries.
The Attributes entry shows which
Attributes are used for which tasks; note
that this is not an exhaustive list and the
Gamemaster may call on other
Attributes depending on the nature of
the test at hand. The Specializations
entry lists a few suggestions for Skill
Specializations. The next entry lists
some professions that normally have
some training in the Skill. The final entry
is a short, plain-English description.

Some Skills are noted with a (Specific)
after their name. These Skills cover a
wide field of related abilities that rely on
the same basic knowledge. When
buying one such Skill, a specific field of
expertise must be specified, but the
character can also use the Skill for
situations that fall under the general

&

Design Notes:
Hey, Where’'s Skill ‘X2

A number of Skills were folded together in the
Silhouette revision. Many of them, such as
Acrobatics and First Aid, are now expressed
as an additional Complexity of another Skill.
(If converting an old character, take the folded
Skill's level and apply it as a free bonus to the
Cpx of the new Skill.) Skills that are not used
often in a typical action game, such as the
various art- and science-related Skills, were
likewise merged together to free up points and
allow well-rounded characters that are useful
outside the lab or workshop.

. J/

Hooks & Tips:
Favored ltem

When initially purchasing a Skill, a related item
(be it a reference book, weapon, vehicle, etc.)
can be chosen. It is then known as the
character’'s “Favored Item,” and only one
favored item is allowed per Skill (it may not be
changed later, either). When using a favored
item, the character may ignore the bad side of
any Fumbles rolled and treat the roll as a result
of one. If the item is lost or destroyed in the
course of an adventure, one Experience Point
(XP) can buy a replacement for future sessions.

header, albeit with a penalty. It is possible to
buy multiple instances of the Skill to cover
multiple fields, if desired (for example, a
scientist with multiple doctorates could have
Natural Sciences (Physical) and Natural
Sciences (Earth), to avoid taking a penalty and
boost them to high levels).

In cinematic games (see section 7.3), where
characters tend to be expert at everything, the
above requirements are waved. The professor
with Natural Sciences is equally adept at
biology, physics and geology.

32
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Animal Handling
Archery
Athletics
Business
Combat Sense
Craft (Specific)
Defense
Demolition/Traps
Disguise

Etiquette (Specific)
Forgery (Specific)
Gambling

Gunnery (Specific)
Hand-to-hand

Heavy Weapons
Information Warfare
Interrogation
Investigation

Language (Specific)
Leadership

Medicine

Melee

Natural Sciences
Navigation (Specific)
Negotiation

Notice

Personal Flight Device
Performance Art

Pilot (Specific)

Riding

Seduction
Sleight-of-Hand

Small Arms

Social Sciences (Specific)
Stealth

Streetwise

Survival

Teaching

Technical Sciences
Tinker

Throwing

Trivia/Lore (Specific)
Visual Art (Specific)
Zero-G

ACTION: HEAVY GEAR
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Strength

Health =

Stamina

Unarmed Damage =

Armed Damage =

2.3 Secondary
Attributes

Secondary Attributes are labeled that way
because they are not selected like the basic
Attributes, but are derived on the latter (and,
in some cases, Skill levels). They represent
facets of the character’s physical and mental
abilities. Unlike the basic Attributes, the
Secondary Attributes can and do vary over the
course of the game to reflect additional Skills
gained, or injuries suffered.

The character’s Secondary Traits, Wound
Thresholds and System Shock are calculated
using the following formulas. Although the
formulas appear involved, most of them are
simply an averaging of two or three Attributes.
Some Traits have minimum values, meaning
this is the lowest value they can have
regardless of Attributes and skills.

Calculating
Secondary Attributes

| >

= (Build + Fitness) / 2, round
towards zero

(Fitness + Psyche +
Willpower) / 3, round off

= (5 x (Build + Health)) + 25,
minimum 1

3 + Strength + Build + Hand-
to-Hand Skill level, minimum 1

3 + Strength + Build + Melee
Skill level, minimum 1

STR RATING EQUIVALENT
+3 Weightlifter
+2 Professional wrestler
+1 College jock
0 Average Person

2.3.1 Descriptions

The following texts describe the five
Secondary Attributes and their use in the
game. Along with each description, a table
giving a real world equivalent for different
ratings is listed. Attribute levels are based on
an average human person in their young
adulthood; some creatures or aliens will have
more widely dispersed Secondary Attribute

: [ Strength (STR)

Flesh Wound Threshold =

Stamina / 2, round up

Deep Wound Threshold = Stamina
Instant Death Threshold = Stamina x 2
System Shock = 5 + Health, minimum 1 .

ranges.
N

Strength is a measure of a character’'s raw
physical power and brute strength; itis a zero-
average rating. Strength is the average of Build
and Fitness, rounded towards zero. Cross-
indexing with the Build mass table (section
2.1.1) shows the maximum weight that can be
deadlifted and carried a few paces — the
lowest weight value in the corresponding entry
is used. Thus, a character with a +2 Strength
can heft around 95 kg and stagger for a few
steps before running into difficulty. A mass
equal to half the deadlift capacity can be held
above the head and a mass double the deadlift
capacity can be dragged along.

Strength (STR)

Out of shape
Shrimp
Weakling

=
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Hooks & Tips: :
Pushing One’s Strength

Characters may attempt to push their
Strength beyond its normal limits. This lasts
only for the duration of the STR test. Strength
can be pushed by up to +2 for characters
with STR O or higher and by +1 for characters
with STR below 0. Characters risk physical
injury when doing this: make a Health
Attribute test vs. a Threshold of 4 for an
additional +1 Strength, or a Threshold of 6
for +2. Failing this roll results in a Light Wound
for the character (torn ligaments, strains,
back pain, etc.); Fumbling it will result in a
Deep Wound (slipped disk, ripped muscle,
etc.). Characters may push their strength as
often as they like, but each additional push
per day (before a full night of sleep) incurs
additional risk of injury: add +2 (cumulative)
to the base Threshold.

\. J

ACTION: HEAVY GEAR

e

ACTION: HEAVY GEAR

{ Health (HEA) A

Health rates a character’s resistance to illness,
toxins and physiological shock; it is a zero-
average rating. Health is the average of Fitness,
Psyche and Willpower, rounded to the nearest «
whole number. People who never seem to get
sick and those who can drink large quantities of

alcoholic beverages have a high HEA rating.

)

HEA RATING EQUIVALENT

+3 Never gets a cold

+2 Great health

+1 Good health

0 Average Person

Weak health

Poor health

Perpetually ill
. J
4
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. U dD (UuDo)
= .. | { Scamina (578 0

o =N =

CORE o . UD RATING EQUIVALENT
Stham.ma| is a.ritlng ?f h(;W mL:Cf? stf)we;r 1 s
> physical punishment a character's body 3 Average adult
can tolerate. Unlike many other c BT

Attributes, Stamina is not a zero-average —
. o . . 8 Martial artist

rating: it is equal to five times the total
. J

of Build and Health, plus 25. No :
character may have a Stamina lower )

than 1 (if lower, round up to one). While a high . [Armed Damage (AD) g
Stamina will decrease the chances of injury, it )
is still quite easy for a character to be wounded

by gunfire or other deadly weapons. Stamina

will be used to work out the Wound Thresholds, Skill). It i? not a zero-average rating: Armed
which determine when and if a character gets . Damage is equal to three plus the total of Melee
hurt (see sections 2.3.3 and 3.5). " Skill level, Strength and Build. The minimum

Armed Damage is the base Damage Multiplier
of any of the character’'s armed attacks (Melee

N\

. Armed Damage rating is 1. The Damage
s : Multiplier of a melee weapon is equal to the
Stamina (STA) . character’s Armed Damage rating and the
* weapon's own base DM. This damage is on
TA RATIN EQUIVALENT . .
S © _ QU _ the Personal Scale, not the Vehicle Scale (see
10 Frail old grandmother, child . section 4'4).
15 Young teenager :
20 Weak adult '
25 Average individual Armed Damage (AD)
30 Fitness enthusiast
AD RATING EQUIVALENT
40 Professional athlete
1 Small Child
50 Professional boxer
3 Average adult
N / 5 Street Thug
8 Skilled swordsman
( RN )
Unarmed Damage (UD)
|

» Unarmed damage is the Damage

Multiplier of any unarmed (Hand-to- Design Notes:
hand Skill) attacks performed by the Damage Multipliers

character. Itis nota zero-average rating:
Unarmed Damage is equal to three plus
the total of Hand-to-hand Skill level,
Strength and Build. The minimum
Unarmed Damage rating is 1. This
damage is on the Personal Scale, not
\ the Vehicle Scale (see section 4.4). The
» Damage Multiplier is a reflection of both
how much force a character can put
behind a punch and how well the
character can place the blow.

Most game rules include provision on injuries
and damage and Silhouette is no different. In
order to speed up gameplay and avoid
multiple dice rolls for hitting, damaging and
guarding against damage, all this is done in
one fell swoop. The Margin of Success of a hit
is multiplied by the Damage Multiplier of the
attack to yield the total damage; armor and
other protections will be factored into the
Stamina ratings, which are used to determine
wounds. Speed of resolution, always!

.

\
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[2.3.2 Injury List

Physical Status represents the level of
resistance to physical wounds. There are three
types of injuries. Flesh Wounds are nasty but
not crippling wounds; Deep Wounds are
immediately life-threatening injuries; Instant
Death requires no further explanation.

Each level of injury has an associated
wounding Threshold. Wound Thresholds are
the amount of damage an attack must cause
to produce a certain type of wound. An attack
produces the type of injury whose Wound
Threshold is equal to or under the amount of
damage inflicted by the attack; only the most
severe of the possible results is applied. For
example, if an attack does 40 points of damage
to an average individual (whose Wound
Thresholds are Flesh Wound = 13, Deep
Wound = 25, Instant Death = 50), the attack
victim suffers a Deep Wound (40 is greater than
the Deep Wound score “25” but is less than
the Instant Death score “50”).

The Wound Threshold of Flesh Wounds is
equal to half of the character’s Stamina (round
up). The Wound Threshold of Deep Wounds
is equal to the character’s Stamina. The Wound
Threshold of instant death is twice the
character’'s Stamina. Personal armor, if any is
worn, adds its Armor Points to each Wound
Threshold individually when the character is
under physical attack; the modified Wound
Threshold should be noted in parentheses after
the original Wound Threshold.

Action penalties are negative modifiers to all
actions that reflect the pain and distraction
induced by wounds. A character is penalized
-1 to all actions per Flesh Wound and -2 to all
actions per Deep Wound. For example, a
character with two Flesh Wounds and one
Deep Wound would have a -4 penalty to all
actions: -2 from the Flesh Wounds and another
-2 from the single Deep Wound.

The final column of the injury list is used to
note how many of each type of injury a
character has sustained and possibly what
they are (see section 3.5).

N

» 2. Chapter Two:
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ACTION: HEAVY GEAR

: f2.3.3 System Shock Rating \—4

The System Shock rating is a measure of how <

many injuries a character can take before
going into shock and dying. If the total of
System Shock and a character’s wound-
induced action penalties equals zero or less,
the character goes into shock (see Injuries,
section 3.5). System shock is equal to five plus
the character’s Health. System Shock cannot
be lower than one.

System Shock is shown on the character sheet <

as a row of boxes — unused boxes are simply
crossed out. As wounds are taken, boxes can
be crossed out according to action penalties,
representing the damage. See Injuries, section
3.5, for more details on bruises, wounds and
their game effects.
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2.4 Perks and Flaws

In order to keep the dice rolling and the
bookkeeping to a minimum, the Silhouette
system uses a fairly small range of numbers
to describe the basic capabilities and skills of
an individual. This can lead to characters that
are fairly similar, especially if they are in the

Gamemasters should also not impose unfair
costs for Perks. If the campaign concept calls
for everyone to have military rank, be police
officers, or be political leaders, then the Players
need not pay for the relevant Perks.
Gamemasters may have them pay for elevated
rank or especially good reputations, but the
campaign “base line” should be free.

same general line of work. To help create
unique characters with their own
capabilities, Character Perks and Flaws
(and Special Abilities, for some worlds
— see Chapter Six) are used to provide
additional details.

Each Perk costs a certain amount of Skill
Points (SPs) and each Flaw “gives back”
a certain number of SPs. These are the
same Skill Points that are given to
purchase Skills, so a character with
more Flaws than Perks can gain
additional Skills or Skill Levels, while a
character with more Perks will start with
fewer Skills. Perks and Flaws can be
acquired later on during the game, as
well (see Experience, section 2.7).

There is no strict limit to the number of
Perks and Flaws a character can have. In
order to prevent excess, we recommend
not exceeding 12 points of Flaws (20 in a
Cinematic game). Gamemasters have final
approval and should make their decision
according to two criteria: whether the Perks
and Flaws fit the character concept and
whether they fit the campaign concept.
The first criterion prevents blind pilots; the
second prevents multimillionaires in a
campaign about pioneers scrounging for
resources (for example).

Gamemasters can also choose to

Design Notes:
Previous Versions

If you're a veteran Silhouette player, you'll no
doubt notice that some of the Perks and Flaws
have changed. This is mostly for play balance.
We've also removed the “Innate/Acquired”
note, because it brought an additional
complexity with little benefits.

.

Hooks & Tips: Min-Maxing

Perks and Flaws are intended to give players
a variety of options to define their character.
Unfortunately, the variety of options, each with
a cost or benefit, drives some to make the most
of the system, purchasing a ludicrous number
of Perks and Flaws to get extra Skills and
special abilities. The number of blind, one-
armed combat monsters wanted by the law
and saddled with a large disabled family to
care for is legion in the halls of roleplaying
history.

\

Solutions to this problem include limiting the
number or gravity of Flaws and Perks. You can
tell Players they can get only one Perk and
one Flaw, forcing them to take only that which
is really important for their character concept.

.

.

remove some Perks and Flaws from the
selection altogether. For example, those who
believe in letting Players define their
character’s psychology without concern for
points can eliminate all personality-related
Flaws.

»38

In order to make future character creation
easier, only the Perks’ and Flaws’ names and
costs are listed in the table on the next page.
Full descriptions can be found in the reference
section at the end of this game manual.




[Periliss U

Accelerated Healing 4
Acute Senses (Specific)
Hearing 1
Sight 1
Smell/Taste 2 each
Ambidextrous 1
Animal Companion 1-8 (depending on usefulness)
Animal Kinship 1 for modern setting, 5 for fantasy
Authority 3
Common Sense 4
Connections 1
Allies between 3 and 7 per ally, depending on quality
Contacts between 1 and 5 per contact, oo
Double Jointed 3
Fake Identity 3 per fake indentity
Famous between 1 (local actor) and7 (world famous)
Favor
Financial Debts Debts of Honor Point Cost
20,000 credits key favor 1
50,000 credits multiple favors 2
75,000 credits major boon 3
150,000 credits multiple boons 4
500,000 credits life boon 5
Immunity 1
Influence 2-6 depending on scope & power
Intuition 4
Light Sleeper 5
Longevity 8
Lucky 10
Machine-Touch 5
Perfect Pitch 5
Photographic Memory 2 per rating, up to +3
Property 1 to 9, depending on property
Quick Learner 2
Radiation Resistance 2
Military Rank
Rank Military Civilian
Enlisted/Member 2 0-2
Junior Nco/Veteran Member 4 2-4
Senior Nco/Assistant-Director 8 6-8
Senior Officer/Director 12 10-12
Sense of Direction 2 for 2D, 5 for 3D
Sense of Time 2
Strong Immune System 3
Subordinates 1 per subordinate’s 5 CPs or SPs
Thick-Skinned 5
Wealthy 3 points per rating (1 pt. if non-renewable)
. J
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Addiction  Addiction or Dependence Value/3 as appropriate

Age -4 (young), -2 (old)
Amnesiac -4
Animal Antipathy -2
Bad Luck -5
Beliefs -1 to -3, depending on nature of belief
Bloodlust -4
Code of Honor -1to -4, depending on depth of code
Criminal Background -1to -2, depending on severity
Curse -2 to -6, depending on gravity
Debt (Same as perk, but - instead of +)
Dedicated -1 to -3, depending on demands & duties
Dependent
CP/SP*total Cost CP/SP*total Cost
20/30 -1 10/30 -2
10/20 -3 5/10 -4
*Character Points/Skill Points
Destitute -2
Flashbacks -2
Goal -3
Heavy Sleeper -2
Infamous -1 to -4, depending on severity
Insomniac -1
Lame -6 if permanent, -2 if removable
Liar -1, -5 if mythomaniac
Mechanical Inaptitude -5
Motion Sickness -1 per Rating
Nemesis -1 per nemesis’ 10 CPs or SPs
Obligation -1 to -3, depending on severity and frequency
One-Armed -2, -5 if permanent
Paranoid -3
Phobia -2 for Mild Phobia, -4 for Severe Phobia

Poor Senses (Specific)

S TLHOUETTE
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Hearing -1
Sight -1
Smell/Taste -1
Blind/Deaf -2 each to -8 each if permanent
Quirk -1 per Quirk (max. -2)
Radiation Vulnerability -2
Secret -2 to -3, depending on gravity
Sick -1to -7, depending on gravity
Slow Healing -4
Slow Learner -2
Social Stigma -1 to -3, depending on severity
Split Personality -7
Thin-skinned -4
Wanted -1 to -5 depending, on power of the hunter
Weak Immune System -3

v
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e 2.5 Character : f 2.5.1 Earning XPs \—‘
COFE | | Improvement '

Experience Points are awarded by the
Gamemaster at the end of each playing
session. His decision is final. Some players
also like to judge each other’s performances
and give additional “audience merit points,”
but this requires a high level of maturity to avoid
self-congratulatory excesses. In general, an
average of five XPs should be awarded for
each session (ten for cinematic campaigns).
Some Gamemasters use the distribution of
Experience Points as the stick and carrot to

One of the more blatant rewards of roleplaying
is character improvement. As they learn new
Skills and abilities and grow through the trials
they face in their lives, the characters’
Attributes and other characteristics will
correspondingly rise. They will also learn new
tricks and become more cunning, helping
them to get out of trouble more easily. Simply
put, experienced adventurers are better than

\ greenhorns. In the Silhouette game system, the ; 2
characters’ life experience is recorded in the control their players, butthis is generally a bad
form of abstract Experience Points (XPs). idea that is likely to cause dissension within

c the group.
2
.
N
BASE XPS
Player showed little interest in the game and did not get involved 0
Player gave a good effort, but did nothing exceptional 1
Player stayed in character and showed enthusiasm 2
Player always stayed in character and showed genuine enthusiasm 3
TECHNICAL BONUSES
Performed critical maneuver that moves the story forward 1
Discovered vital information or plot element 1
Makes clever and unexpected use of character abilities 1
COMBAT BONUSES
Being in a combat encounter 1
Defeated opponents of lower power 0
Defeated opponents of equivalent power 1
Defeated opponents of higher power 2 or more
ROLEPLAYING BONUSES
Dramatic acts of self-sacrifice 1to5
Player selflessly provides scenes for other characters 1
Player acts wildly out of character, even if successful -1to -3
SCENARIO BONUSES
Players worked as a team lea
Minor setback or failure in a multi-session adventure -lea
Major setback or failure in a multi-session adventure -3ea
GAME BONUSES
Short Game Session (two hours or less) x0.5
Typical Game session (three to four hours) x1
Long Game session (five to ten hours) X2
Marathon Game session (ten hours or more) **
*No session can end with less than 0 XP
** Award XPs as normal every four hours of game play
A J
AN _/
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Hooks & Tips: Detailed XPs : f Encounters &

The system proposed here is somewhat
coarse — there are many occasions where an
XP reward is obviously indicated, but a full XP
is too much. In this case, use a more detailed
XP model, by multiplying all XP awards and
uses by a factor of 1000. This allow the
Gamemaster to hand out smaller amount of
XP as rewards, for example 50, or 300. Some
Silhouette-based settings, such as CORE
Command, use this model by default.

For example, a player that stayed in character
and showed enthusiasm would receive 2000
XPs at the end of the session. When the time
comes to convert them to, say, Emergency
Dice, one ED will be purchased for 1000 XPs.

\

» 2. Chapter Two:
Character Design

Problem-solving

generate XPs. Difficult situations may be
overcome through death, persuasion,
trickery, or simply figuring out a way to
avoid the confrontation in the first place.
Sometimes, bribing the guard to look the
other way is just as efficient (and less
troublesome) than knocking him out cold.
Each player receives 1 XP per significant
challenge, puzzle or encounter resolved.

f Goals

Characters that reach their stated goals

J will receive XPs for doing so. How many
depends on the goal itself. Thisis a good

N

Simply overcoming challenges can <

N

[ Combat

Nothing seasons a character more than
fighting for one’s life. Combat is a great
source of XPs, though it shouldn’t used to
excess (because of the risk involved and its
lethality). Each player receives 1 XP, just for
being in a combat situation.

Each player receives 1 XP per group of
opponents defeated, if the opponents are
roughly the same in terms of power (i.e.,
have similar Character and Skill Point totals).
Defeating larger or more dangerous
opponents, such as a monster or well-
equipped henchmen, multiply the XP bonus
by their relative power (e.g., defeating an
ogre twice the size of a human brings 2 XPs).

Defeating opponents that are less powerful do
not give any XP at all.

Bt

way to provide the XPs required to buy off Flaws.

ACTION: TRIBE 8
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Design Notes: Small Rewards

Itis sometimes hard to reward amusing, interesting
or well-roleplayed actions with the coarse XP
system. The easiest way to do so is to use the
“detailed XP” rule and give out small amounts of
XPs (1-50) for small but interesting actions, such as
inviting a lovely girl to dance at the ambassador's
ball, or grabbing a beer at the local tavern.

The idea is that a character doing activities that
areal person would do and find stimulant should
be rewarded somehow, to make the game more
believable and the characters more “human” (if
applicable). Alternatively, keep a table of small
“favors” for players (like a momentary Skill
bonus, or an additional clue, for example) to
reward this type of roleplaying behavior.

J

Chapter T
Character]

f2.6.2 Spending XPs

e Emergency Dice

L

J»

A character can stockpile XPs if desired, but
most players will wish to spend theirs, either
to improve their characters or to press their
luck. There are two ways to spend XPs: buying
the life-saving Emergency Dice or improving
either the characters’ Attributes or Skills.

Experienced roleplayers will notice that
character abilities progress rather slowly. The
reason for this is simple: Skills levels of 3 or
more are very powerful. Most of a character’s
core occupational Skills should be level 2.
Secondary occupational Skills and hobby
Skills should be level 1. If a character has level
3 in a “hobby” Skill, it is more than a hobby: it
is an obsession, or a way of life!

Design Notes:
XPs Distribution

A

Gamemasters should encourage character
growth without making them into demi-gods.
Make sure the players put some XPs aside as
Emergency Dice, which is probably the most
tangible benefit of good play — they allow PCs
to survive increasingly difficult situations. As a
rule of thumb, about half the XPs received
should be spent on Emergency Dice.

\§

>a2

N

Everyone gets a certain number of lucky
breaks in life. To represent these lucky breaks,
any or all XPs can be converted to Emergency
Dice, which are then spent to boost crucial die
rolls. Each XP spent buys one Emergency Die.
When spent, these are added to the dice
already available for the roll. Unless the
Gamemaster disagrees, up to five Emergency
Dice may be spent on any single roll.

Emergency Dice can also be spent to save a
character’s life when his vehicle is Overkilled.
Rather than use the normal ejection procedure
outlined in section 5.5.3, the player can opt to
spend five Emergency Dice and escape
automatically with no damage. No roll is
involved — just delete the Emergency Dice
from the character’s total.

Emergency Dice are most often used in

Cinematic Games. For this reason,

Gamemasters of Cinematic Campaigns
usually will give more XPs than usual (see
above). They can also directly give Emergency
Dice to the players, in addition to Experience
Points.

ACTION: HEAVY GEAR




Hooks & Tips: :
Emergency Dice

These represents your character’s true
experience. Experience Points that are put in
raising stats or buying new Skills represent
training and technigues. The real bonus, though,
comes from using Emergency Dice. That's the
experience that saves the skin of the pilot — he
may not know all those fancy advanced
maneuvers, but he’s got the timing down pat
with what he does know. In the real world, real
experience is essential to reach a certain level

of expertise. Tutors cannot teach that.

brought it up to level 3.

\
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As an optional rule, Gamemasters could
require that a number of Emergency Dice be
spent before the Player can buy the next level
for one of his character’s Skills. We recommend
a number of EDs equal to (next Skill level x
next Skill level). For example, to bring a Skill
up to level 4, the Player should have used 16
Emergency Dice with that Skill since he’s

[ Attribute Improvement

Improving the character’s Attributes is possible
but very costly in Experience Points to reflect
the time and deep commitment required.
Raising one Attribute by one point costs 50
XPs. An Attribute cannot be increased more
than three times in this manner, although
multiple Attributes can be increased up to
three times each. Beyond the purely rule-
oriented issues, the player should also come
up with detailed background information on
the process — perhaps his character spends
his free nights at the gym or the library?

[Skill Improvement

Skills are much easier to improve than
Attributes — all that is required is patience and
regular practice sessions. The base cost to
improve a Skill by one level is the next level
squared, in XPs. Likewise, the base cost to
improve a Skill by one Cpx is the next Cpx
squared, in XPs.

.

Character Design

New Skills cost one XP to gain, always
starting at level one (gaining Cpx 1 for
free, as usual). Ideally, there should be
an in-game explanation — Skills don't
appear out of nowhere. <«

Skills are improved one level at a time;
levels cannot be skipped in order to save
XPs. All new Skills must be purchased at
level one first; it is recommended that the
players develop a background element
to how their character acquired the Skill.

Skill Improvement Costs p -

LEVEL XP COST CPX XP COST
1

4

9
16
25
36
49
64
81
100

Free
4

9

16
25

a A W N P

© 00 N o O B~ W N P

[N
o

ACTION: CORE COMMAND

L

QILHOUETTE
SitwoverTE

d T —d
@_’:f:

43«



>

» Chapter Two:
Character Design

=
» 2. Chapter Two:

Character Design

[2.6.3 Tutors

N

Tutors reduce the XP cost of learning or improving

If the roll is Fumbled, the cost is doubled due
to the confusion induced by the tutor’s poor
guidance. The cost of learning the Skill cannot
be reduced below a minimal XP cost which is

a Skill. Anyone who has a Skill level greater than
the Skill level of the character wishing to improve
can serve as a tutor; only those possessing
the Teaching Skill or a high level of Skill,
however, will really make a difference.

Hiring: Unless the tutor is another PC, it
is likely that the tutor will have to be hired,
often for a high fee. The suggested cost
for one course is (tutor’s Skill level x Skill
level), multiplied by 1000 credits (or
equivalent, in goods or tasks to perform;
credits being a generic monetary unit
roughly equivalent to a modern dollar).
Finding such a tutor may not always be
easy, especially with high level ones.

Time Required: The period of time
needed to be taught is a number of
months equal to the XP cost of learning \_

equal to the new level of the SKill.

Hooks & Tips:
Mentors and Teachers

Tutors make excellent Gamemaster
characters. They run the gamut from the tough
drill sergeant that wakes up the rookies every
morning with a yell loud enough to wake the
dead, to the patient old scientist showing the
intricacies of a complex molecule to his best
students. And of course, one must not forget
what is perhaps the best-known tutor character
of all, the gruffy veteran pilot. He'll take the
player characters under his wing and teach
them all he knows, then generally get killed in
mid-game so they can become full-fledged
heroes.

the Skill minus the tutor’'s Teaching Skill.

A minimum of one week is required for the
student to gain any benefits from the tutor’s
teaching. The months above are 150-hour
learning periods (about 40 hours per week).
Alternatively, the learning period could be
spread over multiple months or even years. A
minimum of one hour per week must be
maintained to gain any benefit to the character.

In a boot camp-like environment, a number of
these 150-hour “months” equal to (tutor’s
Teaching Skill Cpx +1) can be squeezed into
one real month. This sort of environment is
highly oppressive — a Willpower or Psyche
check against the Skill level being taught is
made every month to prevent nervous
breakdown. Few individuals willingly choose
to undergo training of such intensity.

Teaching XP Rebate: Once the tutelage is
finished, the tutor makes a test. This Skill roll
uses either the Teaching Skill or the Skill being
taught, whichever is highest. This is modified
by the Creativity Attribute of the tutor. The result
is the number of XP points that are subtracted
from the cost of learning or improving the SKill.

>a4q
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[2.6.4 Levels (Optional)

Many roleplaying games assign “levels” to
characters, to help show how experienced
(and generally, how powerful) the characters
are. While the Silhouette experience system
doesn’t rely on Experience Levels, it is possible
to assign some to characters. This remains
entirely optional.

Assigning levels are useful in a number of
ways: it showcases the character’s progress;
it allows a comparison of abilities at a glance;
and it helps the Gamemaster assign proper
opposition to the player characters. Some
settings will use levels to give or deny access
and equipment to the character, or use them
as a mark of rank.

To generate a character’s level, tally all the XPs
he has received so far and compare them to
the table. XPs that have been converted to
Attributes, Skills or Emergency Dice all count
— levels are based on the total XP ever earned
by the character. As one can see, XP
requirements for additional levels become
exponential as one rises through the ranks.
This will force characters to seek greater
challenges (which provide more 