How to use the Space Opera Character Generator

Firstly it has to be said version 1.5 will not generate a complete character, but is designed to make it easier.  It is also not a finished project as I am not completely happy with the layout.

Character Class and Personal Characteristics

All through the spread sheet there are grey areas with blue text, these are the only areas that entries can or need to be made.  All other areas will be filled in as part of the development of the character.
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The first entry is the Character Class you must enter one from the following list:

Armsman; 

Astronaut;

Engineer;

Medical Scientist;

Research Scientist;

Tech.

This is the career choice of your character.  Once entered this brings up the list of stats that bonuses can be added to and the amount of bonus that can be applied.

14 rolls of 1d100 are now required these are recorded sequentially in the first column of Personal Characteristics. These will be shown in the total column and the score shows the actual score on a range from 1to19. The next increase column shows the amount required to reach the next score point.  If the Character Class allows a bonus to be added then this is added to the stat bonus column, this will be added to the total.  If the total equals or exceeds the next increase the score will increase and the next increase will now show what is required to gain next increase.  E.g. The Agility roll=57 then total=57, the score=13, and the next increase=66. IT will require a bonus of 9 to raise the total to 66, the score will then be 14 and the next increase will=81.

Bonuses can be applied until it is all used. The cell at the bottom of the Bonus column will inform you of the amount remaining.

Now the career bonuses have been applied, but the final score for the character still shows gaps these will be filled in the next section

Planet of Origin
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Your character needs to know where they came from. First roll 1d20 and enter this under Roll along from Gravity. Repeat this for Atmosphere and roll 1d100 for Climate. This now gives you the outlines for the characters home planet. Some of the planets give bonuses for certain stats Roll 1d100 for each of the 4 100 under additional stat bonuses these bonuses will now be applied to the Origin column and the character has his final score.

The yellow box now lists the racial types your character may choose from according to the rules i.e. any without a not in front.

The race and the gender can now be entered. The Height and Weight of the character will now be generated.

Remaining Characteristics
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Now all the random details of the character are known the spreadsheet will workout all the remaining characteristics

Employment and Skills
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Roll 1d20 and place the result in initial Enlistment this will give the tours of duty and the years of service and provide the characters age.

Choose from the Enlistment Classification list provided a service and employment. E.g. Brint Astronaut. This will determine what career skills are available.

Roll 6d6 and place in the box the character should now have all the skill points for skilling the character.
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There are three skills tables the first is entitled Career Skills, this list will alter for every character class. The points gained from a characters Careers can be spent here. The second list Any Skills these are the skills gained in the characters background. The final list is the General Skills list the points spent here are naturally the general skills points (6d6)

Each list consists of seven titled columns. The first is the Rule Page number this is simply the page you will find the rule for the appropriate skill in Space Opera 

The next column is the Skill Title. These are in alphabetical order to help the spread sheet, (this is one of the things I will change for the next version.) to organise the skills into relevant groups you will require a skills list or a copy of the rules, preferably the latter. 

The third named column is the point cost to purchase 1 level or the skill depending on the skill structure. 

The next column is the Potential Max, this is the potential maximum level the skill can be reached with this character. Some of the entries show as a / this denotes a skill without levels, you've got it or not. 

The Actual Max column shows the current maximum level a skill can reach. This is determined by the prerequisites. Some skills will have "--" in this column, this means that this skill is unavailable because the prerequisites have not been met. Other skills will show a number bellow that of the Potential Max, this will be because this skill cannot be higher than an other skill.

The Current Level is the level the skill is currently at, this is independent of the source the level was gained. Some skills will appear in all the lists, the current level will be the same in all these lists. E.g. Administration may appear in all three lists, if you place 12 points in the Careers List this gives a current level of 6, if you then place 4 point from the Any List, the current level will read 8. If you then apply 4points in General List the current level will then reach 10. Should you apply too many points taking the skill over the Actual Max the cell will show "TOO MUCH"

The last column is point spent and is where you apply the points to the appropriate skills.

The spread sheet has been set up to give any skill bonuses that may apply. So don't worry if a skill is higher than it should be according to the points spent it will probably mean that some other skill has given you a bonus in that skill.

To help you there is a cell a the top of the Points Spent column giving the remaining points

Vehicle skills
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Because of the way in which vehicle skills are applied a second table was required. Pilot and marine skills will be gained automatically according to the rules.

The driver skills must be applied. If skill points have been allocated in the appropriate skill lists then these points can be applied here

Macros 

There are three macros set up to help you.

Control+shift+p will print out the new character sheet containing all the details of the character.

Control+o will print out the original Space Opera Character Sheet with all the details included

Control+r will rest the sheet that you can start again.
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