Captain Samuel West, Merchant, Adventurer and Devil-may-care Flying Fool

	
	Base
	Cost/pt
	Cost
	Calc
	Score
	Notes

	STRENGTH
	10
	1
	
	
	10
	Lift 100kg, 2d6 damage

	DEXTERITY
	10
	3
	
	
	10
	

	CONSTITUTION
	10
	2
	
	
	10
	

	BODY
	10
	2
	
	
	10
	

	INTELLIGENCE
	10
	1
	5
	
	15
	

	EGO
	10
	2
	-8
	
	6
	

	PRESENCE
	10
	1
	17
	
	15/25
	High score is dependent on being recognised (14-)

	COMLINESS
	10
	½
	3
	
	16
	

	Physical Defence
	
	1
	
	STR/5
	2
	

	Energy Defence
	
	1
	
	CON/5
	2
	

	Speed
	
	10
	
	1 + DEX/10
	1.1
	Phases 6 & 12

	Recovery
	
	2
	
	STR/5 + CON/5
	4
	

	Endurance
	
	½
	
	CON x 2
	20
	

	Stun
	
	1
	
	BODY + STR/2 + CON/2
	20
	


Skill Enhancers

	Well-connected (-1 cost for connections and favours)
	3

	Traveller (-1 cost for new area and city knowledges)
	3

	Scholar (-1 cost  for new Knowledge Skills)
	3


Perks

	Starship Licence
	1
	Favour (14-)
	½ 
	Contact (11-)
	1

	Weapon Permit
	1
	Favour (14-)
	½ 
	Contact (11-)
	1

	Powerful favour (14-)
	1
	Contact (11-)
	1
	
	


Powers

	4d6 luck ( ¾  limitation — only works against danger, and bad stuff hits nearest bystander instead)
	11


Advantages and Disadvantages

	Famous (Recognised on 14-. If not recognised, extra PRE points aren’t used)
	0

	Every week without publicity reduces recognition roll by 1d6. Extra publicity can bring roll back up to normal by 1d6 per week.
	-25

	Addicted to publicity/gloryhound (EGO roll to turn down opportunity)
	-20

	Weirdness Magnet
	-10

	Collapses in the face of torture
	-15

	Visible (teeth gleam, even in shadows)
	-5

	Distinctive looks (14- to be recognised, but can be disguised)
	-5

	Always gets the credit
	5


Skills

	
	Cost/pt
	Base
	Cost
	Points
	Roll

	Everyman Skills

	Acting
	2
	9 + PRE/5
	
	0 + 3*
	15-/25-**

	Climbing
	2
	9 + DEX/5
	
	0
	11-

	Computer Programming
	2
	9 + INT/5
	
	0
	11-

	Concealment
	2
	9 + INT/5
	
	0
	11-

	Conversation
	2
	9 +PRE/5
	8
	4 + 3*
	19-/29-**

	Deduction
	2
	9 + INT/5
	
	0
	12-

	Shadowing
	2
	11-
	
	0
	11-

	Stealth
	2
	9 + DEX/5
	
	0
	11-

	Transport familiarity (sci-fi vehicles)
	2
	8-
	6
	3
	11-

	Own language
	1
	9 + INT/5
	
	4
	16-

	Area knowledge (own area)
	1
	9 + INT/5
	
	1
	13-

	Professional Skill (self-promotion)
	1
	11-
	5
	5 + 3*
	19-

	
	
	
	
	
	

	Other Skills

	Skill Levels (all PRE skills)
	5
	–
	15
	3
	–

	Skill Levels (self-publicity, fan-base and media)
	3
	–
	9
	3
	–

	Weapons Familiarity (energy weapons)
	2/1
	11-
	3
	1
	12-

	Knowledge (upper class)
	2/2
	9 + INT/5
	2
	0
	12-

	High Society
	3/2
	9 + PRE/5
	3
	1 + 3*
	16-/26-**

	Knowledge (fan base)
	2/2
	9 + INT/5
	6
	3 + 3*
	18-

	Knowledge (media)
	2/2
	9 + INT/5
	2
	0 + 3*
	15-

	Bureaucratics
	3/2
	9 + PRE/5
	3
	0 + 3*
	15-/25-**

	Oratory
	3/2
	9 + PRE/5
	3
	0 + 3*
	15-/25-**

	Seduction
	3/2
	9 + PRE/5
	3
	0 + 3*
	15-/25-**

	Persuasion
	3/2
	9 + PRE/5
	5
	1 + 3*
	16-/26-**

	Professional Skill (starship captain)
	2/1
	11-
	3
	1
	12-

	Gambling
	3/2
	11-
	3
	0
	11-

	*These skills gain bonuses from the Skill Levels skills

** These skills are dependent on the fame roll succeeding


Notes

Tall, slim, with a square chin and perfect teeth. Blonde hair with a bit of a wave, and always looking windswept and interesting. Usually seen in public in his trademark outfit, which is based on a 17th century British naval uniform. No hat, but epaulettes, braid, etc.. Very dashing. He also has his name woven onto the jacket, to aid in recognition. Except where it would be socially unacceptable, always wears an expensive and obvious energy pistol.

Generally carries around a pocket full of autographed holo-busts (rather than photos) to hand out to fans.

Very wealthy, very famous, has a whole series of books describing his exploits. Some of them even have some basis in truth.

Never goes anywhere without his personal staff of “crew”. Manservant (biographer), yeoman (PA and image consultant), valet (hairdresser and grooming consultant) and chef (chef).

