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Character Creation, Pathways and 

Skills 

 

Creating Characters and Non-player characters 

 

“Knowing others is wisdom, knowing yourself is Enlightenment.” - Lao 

Tzu 

 

In Honour you can play any kind of character that fits into the internal logic of your game.  

Exactly what that internal logic is rests with the Game Master (GM - the person guiding 

the game).  You could take on the role of a sorcery wielding business executive, a martial 

arts specialist who also happens to run her own law firm or a street sweeper who stays off 

the grid with a low-tech lifestyle but is actually one of the greatest hackers alive.  Why you 

might want to be any of these is up to you, the point is, you could be so long as the GM is 

ok with it. 

 

While the Game Master doesn’t need a character as such she will have plenty of 

opportunities to create non-player characters and the process is identical. 

 

The Character Creation Process 

Character creation involves rolling dice for the Aspects of the character, then taking the 

character through a numbers of terms of a Pathway, developing a strong background and 

narrative for a character and allocating some free skill levels to develop Skills not covered 

by professional developments. 

 

The first basic consideration that needs to be determined, before any characters can be 

created, is the Meta Reality Level of the game.  This is agreed between the GM and 

players and determines what type of game will develop and, most significantly at this point 

the   way that a characters Aspects are initially determined.
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The Meta Reality Level (MRL), is chosen from the following three options: 

 

Meta Reality Level 

Gritty Reality 

 
Gritty Reality means that the characters will be low level, they will not have significant 
access to extraordinary Aspects.  If this reality level were a movie it would be City on 
Fire from director Ringo Lam. 
 
In this MRL the nine Aspects are generated by rolling 2dH giving a range of 2-20 for the 
value of Aspects. 
 

Cinematic Escapism 

 
Cinematic Escapism means that the characters will be more able than the average 
person.  Players will be able to have their characters perform feats that one would usually 
associate with the classic movies of John Woo (A Better Tomorrow) and Jackie Chan 
(Police Story). 
 
Aspects in this MRL are determined by rolling 3dH allowing players to retain the best two 
numerical results.  Again this gives results from 2-20 but reduces the chances of a 
character with very low Aspect Values. 
 

Myths and Legends 

 
Myths and Legends takes things to a higher level again.  In this reality the players will 
be able to create characters who seem to have super powers.  Characters will be able to 
use powerful magic (at this level it is assumed that the PCs are fully aware of Sorcery 
and have access to Spells during generation) and perform feats well beyond the reach 
of an average person.  This is the domain of storytellers such as Ang Lee (Crouching 
Tiger, Hidden Dragon) and Zhang Yimou (Hero). 
 
Aspects in the Myths and Legends MRL are generated by the players starting with a base 
level of 9 for each and then rolling 3dH and adding the two best numerical results to that 
base 9.  This allows Aspect values to range from 11-29! 
 

 

The specific Aspect Generations are shown in the table below.  Note that in the Character 
Creation Summary on page XX the Cinematic Escapism system is used. 
 

Meta Reality Level         Aspect Generation System 

Gritty Reality Roll 2dH for each aspect.  The numerical total gives the aspect’s score.  If a roll 
indicates Yin or Yang (Flaw or Forte) record that result and roll the dice again, 
recording any subsequent Flaw/Forte results until another numerical result is 
achieved.  Should the initial rolls both be Yin or Yang, record both as Flaw or Forte 

and roll both dice again. 

Cinematic Escapism Roll 3dH for each of the nine Aspects.  Select the two numerical results that you 
wish to retain.  Discard the third result unless it is a Yin or Yang, indicating that 
your character has a Flaw or Forte.  If more than one Yin or Yang is thrown then 
the subsequent Yin are treated as a roll of 1, while subsequent Yang are equal 
to a roll of 10. 

Myths & Legends As Cinematic Escapism except that the player gets to add 9 to any of the final 
numerical values for an Aspect, meaning that the lowest Aspect value should be 11 
and that an Aspect could be as high as 29! 
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After agreeing a Meta Reality Level the players can begin to create their characters.  This 

takes place in two stages as described below: 

 

Stage One - Aspects, Pathways and Skills 

 

Rolling for the character’s Aspects, flaws and fortes 

Aspects are the inherent parts of your character - the starting kit which nature has seen fit 

to equip them with.  Characters have Physical (P), Mental (M) and Emotional (E) Aspects, 

each of which have values for Strength (St), Grace (Gr) and Resilience (Re). 

 

The Aspects in Detail 
 

Physical Aspect: The Way of the Body 

 

“Health is the greatest possession. Contentment is the greatest 

treasure. Confidence is the greatest friend. Non-being is the greatest 

joy.” - Lao Tzu 

 

This Aspect is concerned with exploits of the body.

The Strength Characteristic (Physical Strength) allows player characters to attempt 

feats of strength, such as running at great speed, jumping across significant gaps or 

throwing heavy objects over exceptional distances or heights. 

 

The Grace Characteristic (Physical Grace) governs the ability to balance, to use a 

ranged weapon, to sneak past armed guards, to dance like Fred Astaire or juggle like 

a...well, like a really good juggler.  Anything which requires dexterity or careful, precise 

movement comes under the influence of the Grace Characteristic. 

 

The Resilience Characteristic (Physical Resilience) is an indication of how tough, how 

gritty a character is.  If a player character needs to hold their breath under water, this is 

the Characteristic to use.  Resisting a poisonous gas or the effects of a tropical disease 

would fall under Physical Resilience.  Even trying to out drink a visiting businessman 

whilst trying to remain sober enough to steal his briefcase after he collapses depends upon 

the character’s Physical Resilience.
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Mental Aspect: The Way of the Mind 

“Respond intelligently, even to unintelligent treatment.” - Lao Tzu 

 

The way of the mind is the way of reason, logic, dialectical thought and systematic 

investigation.  It is the realm of both knowledge and understanding. 

 

The Strength Characteristic (Mental Strength) allows player characters to recall 

information, to access the knowledge that they have stored away in the recesses of their 

mind.  It also allows them to learn new concepts and ideas.  If a player character needs to 

learn how to fly a helicopter and needs to learn fast then they would use their Mental 

Strength to make that roll.  Should a character find themselves in intellectual conflict with 

another player character or a non-player character then the situation can be resolved as 

mental conflict, in the same manner as regular armed or unarmed combat, simply pitch 

Mental Strength against Mental Strength and reduce Mental Resilience as the conflict 

continues.  If one of the participants finds that there Mental Resilience reaches zero then 

they are completely befuddled and out argued and will be temporarily confused for an 

appropriate period of time. 

 

The Grace Characteristic (Mental Grace) governs creativity and elegance of thought.  

Creating poetry would fall under this Characteristic as would writing a letter to persuade 

someone to sell their company, or drafting a brilliant speech for a political rally.  Any task 

which requires an agile mind would be governed by Mental Grace.  A player might have 

their character roll with their Mental Grace while trying to write a song with which they can 

impress an important record producer and thereby gain access to a pop superstar who is 

actually a wayward Huli Jing (a fox spirit who can take human form). 

 

The Resilience Characteristic (Mental Resilience) is a measure of how tough a player 

character is in their head.  It might be considered as a “bloody mindedness quotient”.  It is 

also the Characteristic which would allow a character to resist certain psychological 

challenges such as torture, isolation or psychological abuse.  This is particularly useful in 

some situations.  If a player character is  being tortured by an enemy gang member who 

is intent on finding out the location of the player characters’ Walled City hideout a strong 

Mental Resilience  will allow that individual to  withstand the psychological assault  for 

longer than a character with a low MRes would do.

 

Emotional Aspect: The Way of the Heart 
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Being deeply loved by someone gives you strength, while loving 

someone deeply gives you courage. - Lao Tzu 

 

The Emotional Aspect is the ability to empathise, to feel love or hate, to continue to 

function when you really just want to give up, all these are vital to a character’s interaction 

with the game world, and all of them make for great opportunities to role-play. 

 

The Strength Characteristic (Emotional Strength) allows a character to use sorcery.  

This might be in an aggressive, adversarial manner or it could be in a passive way, such 

as blocking a doorway with solid ice or holding a collapsing bridge up while a bus full of 

school kids gets safely across.  Sorcerous combat is very similar to unarmed Physical 

combat, only using the Emotional Grace for attacks, Emotional Strength for secondary 

damage and Emotional Resilience for resisting an attack.  Damage from sorcerous 

combat is dealt to Emotional Hit Points. 

 

The Grace Characteristic (Emotional Grace) is a measure of how empathetic a 

character is.  It allows player characters to read other beings emotions and sense their 

feelings.  At its most extreme the Emotional Grace allows a character to have almost 

mind reading levels of empathy. 

 

The Resilience Characteristic (Emotional Resilience) allows characters to survive 

sorcerous attacks or any assault of an emotional kind.  A more resilient character might 

survive both an attack by a rival sorcerer and a broken heart! 
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Rolling for Aspects 

  

Aspects are rolled for using the twelve sided Honour-dice (dH) or regular 12-sided dice 

(d12).  The dice are rolled and the results combined for a numeric result; a roll of 11 being 

treated as a Yin roll and 12 as a Yang roll. 

 

Aspects are rolled for using either 2dH (Gritty Reality Level) or 3dH (both Cinematic 

Escapism and Myths and Legends levels). 

 

Here follow examples for all three MRLs, for the generation of Aspects, illustrating the 

various outcomes for each: 

 

Gritty Reality: 

Tommy throws 2dH, scoring 5+4.  This gives a result of 9, which he chooses to allocate to 

his Mental Grace (MGra). 

 

 

Next he throws 2dH and gets a Yin and a 9.  He records the  need to select a flaw at some 

point and throws the “Yin” dice again, this time getting a 7.  So he has 16 and a flaw.  He 

allocates the 16 to his Physical Strength (PStr). 

 

His third roll of 2dH gives him a Yin and a Yang!  He records  the fact that he needs to 

choose another  flaw and forte, then rolls both dice again,  this time getting a 5 and a Yang!  

He notes the need for another forte, rolls that dice again, scores a 7 and ends up with a 

result of 12, which he allocates to his character’s  Emotional Grace (EGra). 

 

Level 
2-3 4-5 6-7 8-9 10,11,12 13-14 15-16 17-18 19-20 (+2) 

Base 
Modifier -4 -3 -2 -1 0 +1 +2 +3 +4 (+2) 

 

The value of an Aspect determines these three important factors for a character: 

1. The maximum number of skill or spell levels which the character can have under 

an Aspect is equal to the value of that Aspect. 

2. The base modifier for the skill being used (as indicated in the table above). 

3. A character’s Hit Points; each character has a set of three kinds of hit points and 

these are equal to their PRes, MRes and ERes.  Damage is dealt to these hit points 

from the three different forms of combat: physical, mental and emotional 

(sorcerous). 
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Other ways to generate values for Aspects 
 

Apart from the three Meta Reality Level dependent ways to generate values for Aspects 

there are many others.  Some are outlined below: 

 

The GM can allow players to roll 4dH or 5dH and then choose the two most advantageous 

results. 

 

The GM can construct specific characters with specific roles to play in a particular 

adventure. 

 

Finally (in this list) players can be given a set number of points to distribute amongst the 

Aspects as they wish, 108 points is a reasonable amount, allowing players to construct 

above average characters without giving them the option of going into “superhero” mode. 

 

If you do want excessively powerful characters, give them 324 points to distribute and see 

what happens! 

 

Fortes and flaws 

 
These add depth to characters by giving them strengths and weaknesses, just like real 

people.  Fortes and flaws are free, not costing any QPs, and are gained as a consequence 

of rolling a Yang (forte) or Yin (flaw) result while rolling for Aspects.  For example, if a 

player rolls a Yang symbol (the tiger dominating the dragon) and a 7 for their Mental Grace 

(MG, they would have the relatively low MG of 7 but would be able to select a Forte from 

the list on page xx.  Flaws and Fortes can be chosen at any point after they have been 

indicated by the dice, some player will want to choose them as they appear, some will 

prefer to wait and choose ones which they feel compliment and round out the more 

completed character. 

 

Fortes and flaws are not skills (defined as something you learn) but rather are parts of a 
character’s natural personality.  Both fortes and flaws give the Game Master and player 
natural ways to support or hinder a character, all adding to a great story.  On as more 
practical level they can also adjust a dice roll by +1 for a forte or -1 for a flaw at the GM’s 
discretion.  For example, if a character has the forte Brilliant and is trying to solve a 
crossword puzzle the GM might allow the player an extra +1 on the roll they make for that 
task. 
 
Players should be  encouraged to play to their flaws and fortes and can be rewarded for 
doing so.
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Now Define the Character’s Pathway 

Next a player should plot out their character’s pre-game Pathway.  This Pathway gives the 

player the opportunity to acquire skills for their character while pursuing a legitimate or 

illegitimate (or even combination of the two) career pathway. 

 

A Pathway is a part of the journey in life that a character has taken up to this point.  For 

game purposes this is defined as the legitimate or criminal endeavors that a character has 

been involved in previous to the start of a game, and is dominated by career choices.  A 

character’s Pathway can encompass more than one career, and a character can be in a 

career for repeating blocks of time, known as terms.  For game purposes each of these 

terms is equivalent to 3 years of life experience.  This means that a player can develop an 

older character with great starting experience or a very young and inexperienced 

character. 

 

All characters are assumed to begin at the age of 17 years old.  A player then decides 

whether they wish their character to begin a Pathway, and which of the various Pathways 

they will choose. 

 

Characters will then enter the game at the following ages depending on the number of 

terms in a Pathway that they complete: 

 

Game Entry Ages 

17 20 23 26 29 32 35 38 41 
44 (-1) 47 (-1) 50 (-2) 53 (-2) 56 (-3) 59 (-3) 62 (-4) 65 (-5) 68 (-6) 
71 (-7) 74 (-8) 77 (-9) 80 (-10) 87 (-11) 90 (-12) 93 (-13) 96 (-14) 99 (-15) 



Honour RPG 

 
11 

Some of these ages come with a Physical penalty to the Core Physical Strength of a 

character, as indicated by the negative number alongside the age.  If the Physical penalty 

reduces the character’s Physical Strength to zero, then the character is dead (before even 

taking part in a game).   This situation should probably be avoided!   Also bear in mind that 

even at this point, there must be a coherent story to a character's development and that 

players should “ok” any particularly unusual Pathways or age extremes with the GM. 

 

The chosen Pathway then allows the player to allocate levels to Skills associated with the 

Pathway (see pages xx-xx for Pathways and the associated Skills). 

 

In Term 1 a character must be assigned three skills from their professional list and have 

three skill levels distributed between those skills. 

In Term 2 a character must be assigned another three skills from their professional list, 

or two and one general skill.  Six skill levels are then distributed amongst the resultant 

6 skills. 

In Term 3 a character must be assigned another three skills from their professional list, 

or two and one general skill.  Nine skill levels are then distributed amongst the resultant 

9 skills. 

From then on, every term from Term 4 onward allows the character to add a general 

skill to their skill-set and distribute 9 skill levels amongst their skills. 

The MAXIMUM level a skill can be increased to is 10. 

 

Most Pathways do not allow characters access to Sorcery, and this only might become 

available once a character is in the game and is being guided by one of the Charmed 

Ones.  The access to Sorcery is left up to the GM. 

 

After completing this development the player adds three years to the character’s age and 

then decides if they wish to continue along the Pathway or to stop at that point. 

 

There is no official game limit on the number of Pathways that a player can have their 

character follow and some groups will like that openness while others may apply “house 

rules” to try and assert certain restrictions on the Pathway system. 
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So, a character who begins at the age of 17 and works as a Market Trader for three years, 

then becomes a Triad for the next three years would therefore enter the game at the age 

of 23 with a mix of Skills from their “professional” experiences. 

 

Another character might follow the University Bachelor Degree Graduate>Nurse (1st 

level)>Nurse (2nd level)>Nurse (3rd level)>Deputy Ward Head and enter the game with 

significantly developed nursing skills and at the age of 32 years old. 

 

All characters are assumed to still be engaged in their most recent pathway at the start of 

play.  What happens after that is really up to the narrative which unfolds in the game. 

 

Note that some skills are General Skills and as such can be chosen during the 

development of any character, irrespective of their Pathway.  These General Skills are 

indicated with a (G). 
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Stage Two - Your Character’s Back Story and That One Thing 
 

Creating a great story for a character can help not just the player using that character, but 

the whole game.  Good back stories can give GMs ideas which can lead to great 

adventures, so players should spend some time building a character.  On the Character 

Sheet are three spaces for writing down the Good Times, Interesting Times and Bad 

Times, but players shouldn’t feel restricted to those areas.  The more details that players 

develop for their character, the richer the game will be for everyone. 

 

The last thing that a player needs to do is choose That One Thing, the thing that at the 

start of play makes the character that little bit special, that little bit more interesting that the 

average person. 

 

In the case of Honour characters That One Thing is an ability from the lists given below.  

These special powers will be abilities that the character will either have been aware of for 

some time, but have had to keep hidden for one reason or another (fear of ridicule, 

persecution or some other danger) or they may only become aware of their “gift” as the 

game begins.  A player should decide, with the support of the GM, whether their character 

will have Charmed or Demon DNA deep inside their genetic history.  If a player wants 

neither then they can concoct their own That One Thing explaining what it is and what 

effect it has on the character; they should still roll a dH and their unique That One Thing 

should be commensurate with the result. 
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Charmed Bloodline Dice Roll Demon Bloodline 

Some sort of unusual physical 
feature linked to the Charmed 
bloodline they have inherited. 

Yin Some sort of unusual physical 
feature linked to the Demon 

bloodline they have inherited. 

-1 PStr & -1 PRes 1 -1 MStr & -1 to PGra 

-1 PRes 2 -1 MStr 

-1 PStr 3 -1 PGra 

+1 EGra 4 +1 ERes 

+2 EGra 5 +2 ERes 

+3 EGra 6 +3 ERes 

+2 MStr 7 +2 Pres 

+2 PGra 8 +2 PStr 

+3 MStr 9 +3 PRes (Hard Skin) 

+3 PGra 10 +3 PStr 

Can shape shift into other 
anthropomorphic creatures (without 

their abilities). 

Yang Can cause a powerful visual illusion 
which convinces witnesses that the 

character is someone else. 

 

 

Example Character Creation 

Kate wants to create a brash, young and highly principled Nurse.  She sees her character 

as someone who tries to bring some comfort and solace to the less fortunate in the city 

she loves (Heung Gong).  Her character will try to do the right thing and always side with 

the underdog against the establishment, or at least that's what she is thinking at the 

beginning of the character creation process. 

 

Kate already knows that the game she will be part of is going to take place at the Gritty 

Reality level.  The GM, Tom, contacted all the players earlier and the agreement was 

“…as realistic as possible, please…” 

 

The first thing she does is roll for her character's Aspects, she rolls 2dH nine times.  She 

rolls, 4+8, Yang+4+5, Yang+10+1, 8+10, 9+3, Yin+9+3, 6+7, 4+10 and 4+8.  She then 

simply applies them to the nine Aspects in order (with the GM’s consent she could choose 

exactly where to allocate each value).  She records her results on her character sheet and 

then makes a note of the modifiers that each will apply to any roll made under that Aspect. 
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She now has the following recorded on her sheet: 

 

 

ASPECTS 

Physical Mental Emotional 

Strength Grace Resilience Strength Grace Resilience Strength Grace Resilience 

12 9+ 11+ 18 12 12- 13 14 12 

Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier 

0 -2 0 +2 0 0 0 +1 0 

ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw 

 

Note that the "+" or "-" symbols next to scores indicate a forte or flaw.  Kate has decided 

to see what happens to her character during the Pathways part of the generation before 

choosing these, so she keeps the symbols of a reminder.  She will write the actual fortes 

and her flaw into the space provided later on. 

 

The Pathway 
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Next Kate looks up the Nurse career.  She sees that to enter into nursing she must first 

complete three years at University (basically the 1st term in the Nursing, and some other 

careers) and must have a minimum requirement MS of 10.  Kate's character has an MS 

of 18, easily meeting the minimum requirement and so Kate prepares to enter her into 

the world of Nursing. 

 

She consults the Nurse Career information and sees that she can select her 3 Term One 

Skills from: 

Assess Mood 
Biology 
Diagnosis 
Heal Minor Wound 
Imbue Calm 
Immune to “Heartstrings” 
Knowledge Drugs 
Leverage Existing Resources 
Relieve Pain 
Sense Psychopathy 
Talk ‘Em Down 

 

In the first term of a career a player can allocate 3 skill levels to three professional skills, 

so Kate decides to choose the following for Kavisha: 

Diagnosis  Lvl 1 
Heal Minor Wound Lvl 2 
Talk ‘Em Down Lvl 0 

Note that she decides to keep Talk ‘Em Down resting at level 0 and assigns two levels to 

Heal Minor Wound. Players can always keep a skill at zero if they so wish and assign 

multiple levels to other skills. 

 

Kate's character has now completed her three years at University (the first term of the 

Nurse profession) and is three years older (now 20 years) and has some skills.  Kate 

decides it is time to give her PC a name and settles on Kavisha. 
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She wants Kavisha to continue in Nursing so she enters her into Term Two, Probationary 

Nurse.  As this is a second term Kate now has 6 skill levels to assign to 6 skills.  Kate can 

choose three new skills to add to the three she chose in Term 1, and distribute six more 

levels amongst those skills.  She decides to develop Kavisha in this way: 

 

Diagnosis   Lvl 2 
Heal Minor Wound  Lvl 3 
Immune to “Heartstrings” Lvl 1 
Knowledge Drugs  Lvl 0 
Sense Psychopathy  Lvl 1 
Talk ‘Em Down  Lvl 2 
 

Notice that Kavisha now has 9 skill levels assigned to the 6 skills, 3 from Term 1 and 6 

from Term 2. 

 

At this point Kate is happy with Kavisha's profile and declares her ready for the game. 

Her character sheet is now looking like this on the front: 

 

ASPECTS 

Physical Mental Emotional 

Strength Grace Resilience Strength Grace Resilience Strength Grace Resilience 

12 9+ 11+ 18 12 12- 13 14 12 
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Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier 

0 -2 0 +2 0 0 0 +1 0 

ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw 

 

 

Pathway: 
 

Nurse 

Bach Deg Grad 

Term 1 

Term 5 Term 9 Term 13 

Prob. Nurse   Term 2 
Term 5 Term 10 Term 14 

Term 3 Term 7 Term 11 Term 15 

Term 4 Term 8 Term 12 Term 16 

 

And her skills lists are looking like this: 

 

Physical 
Skills 

Skill Lvl Mod 

  

   

   

   

 

Start with a concept... 

 

 

Mental 
Skills 

Skill Lvl  

Diagnosis 2  

HealMinorWound 3  

Know. Drugs 0  

   
 

 

 

...develop the aspects... 

 

 

Emotional 
Skills 

Skill Lvl  

Imm to Hstrings 1  

Talk ‘Em Down 2  

Sense Psycho 1  

   

 
 
 
 
 
 

and realize your character! 
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So Kate has Kavisha at age 23, with 6 different skills at various levels and a growing idea 

of who this character is.  Her next job is to fill in the Background Story for Kavisha, 

recording her good, interesting and bad experiences so far in life.  After that she can 

choose the two fortes and one flaw that were generated when she originally threw for 

Aspects. 

 

To choose the fortes and the flaw she will consult the lists on pages xx.  In the end she 

decides on fortes of Passionate and Principled and a flaw of Argumentative.  With these 

she feels she is staying pretty close to her original character idea and these elements will 

help Kate to play Kavisha in a believable and consistent way. 

 

 

 

With the two fortes and one flaw added to the front, the character sheet looks like this: 

ASPECTS 

Physical Mental Emotional 

Strength Grace Resilience Strength Grace Resilience Strength Grace Resilience 

12 9+ 11+ 18 12 12- 13 14 12 

Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier Modifier 

0 -2 0 +2 0 0 0 +1 0 

ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw ForteFlaw 

Passionate, principled and argumentative 

 

Pathway: 
 

Nurse 

Bach Deg Grad 

Term 1 

Term 5 Term 9 Term 13 

Prob. Nurse   Term 2 
Term 5 Term 10 Term 14 

Term 3 Term 7 Term 11 Term 15 

Term 4 Term 8 Term 12 Term 16 

 

Background Story 

Good times Kavisha grew up in a happy family and has a sister and a brother, both 
younger than her.  She was always keen on fighting for the underdog 
and loved helping at different charities. 
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Interesting times She was dating a guy while she was at University who was a minor, 
campus drug dealer.  She lost track of him after graduation but has 
heard he might be involved with the triads. 

Bad times When she was 16 her best friend, Sammi, just disappeared one day 
while out shopping.  She and was never found.  Kavisha was meant to 
have been with Sammi that day, but had gone to work at a School 
Charity event instead after they had argued about a boy. 

 

 

A Word for the Game Master regarding Non-player characters 

 

Non-player characters are created exactly as player characters are except that as Game 

Master you might decide, as you are perfectly entitled to that you don’t need every little 

detail about Mr. Rosenblum who runs the car wash which the player's car gets stolen from.  

On the other hand, developing non-player characters with all the background story can be 

a surprisingly effective way of coming up with new ideas for your story. 

 

The main point to remember is this, in Honour all non-player characters can be as varied 

as you want them to be.  There are no “one size fits all” monster templates here, you can 

have a Demon with a Physical Strength of 32 and a similar Demon with only 24 for the 

same statistic.  Each non-player character can be exactly what you need them to be, there 

is nothing to say that two guardian lions (Ruì Shī) can’t be completely different, one highly 

intelligent but debilitatingly clumsy (high Mental Strength but low Physical Grace) and 

its partner frighteningly physically strong and with a wit that can reduce hardened men to 

crying babies (both high Physical Strength and Mental Grace). 

 

In the The Inhuman chapter each common inhuman will be delivered as a kind of 

“average” for its type.  The thing to remember is that by the very definition of the word 

average, most examples of a set do not conform to it.  Have fun with your non-player 

characters, be they regular humans or nasty, pointy-horned Demons. 
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Character Creation Step-by-Step 

 

1. Roll 3dH for each of the nine Aspects.  Select the two numerical results that you wish to retain.  Discard the 

third result unless it is a Yin or Yang, indicating that your character has a Flaw or Forte.  If more than one Yin 

or Yang is thrown then the subsequent Yin are treated as a roll of 1, while subsequent Yang are equal to a 

roll of 10.     Go to 2      

  

2. Record the modifier for each Aspect (usually -4 to +4).      

     Go to 3      

  

3. If any of the Aspects generated a flaw or forte these can be chosen now or at a later point.   

     Go to 4      

  

4. Choose a Career to start the character’s Pathway (or begin the game as a 17 year old without a limited set of 

skills).  Check that the character has the minimum requirement to enter that Career.   

     Go to 5      

  

5. Select the skills package for Term One of the career and allocate levels (equal to the number of skills available 

at that level) remembering that skills can rest at zero.      

     Go to 6      

  

6. Roll 1dH and consult the “End of Term” table, apply the result.     

     Go to 7      

  

7. Decide whether to stop and enter the game, continue with your current career or change to another career. 

     If carrying on with the current career go to 8  

     If changing to another career go to 9   

     If stopping go to 10     

  

8. Add 3 years to the Character’s age and record the new skills for the current Term and allocate levels (equal to 

the number of skills available at that level) remembering that skills can rest at zero.   

     Go to 6      

   

9. Starting another career is as simple as recording that career’s Term One skills and allocating points to them.  

Remember though, your character cannot allocate levels to skills from their previous career(s) and they start the 

career at Term One.         

     Go to 6      

  

10. To end Pathway development and enter the game the player should finish recording any remaining unchosen 

flaws or fortes and then complete the Background Story section of the character sheet.  Remember to 

calculate an accurate age for the character and choose a name (if this has not already been done). 
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Lists of Fortes and Flaws 

Fortes and flaws are not connected to any Aspect.  They are dependent on the situation.  

If a player of GM think that a forte or flaw is relevant then they can ask for it to be 

considered, thereby requiring either a plus or minus one modifier to be added into the roll. 
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Fortes 

Alert 

Articulate 

Athletic 

Attractive 

Brilliant 

Calm 

Captivating 

Charismatic 

Charming 

Clear-headed 

Conciliatory 

Confident 

Courageous 

Courteous 

Creative 

Cultured 

Daring 

Debonair 

Decisive 

Disciplined 

Discreet 

Dramatic 

Educated 

Elegant 

Eloquent 

Empathetic 

Energetic 

Farsighted 

Focused 

Forceful 

Forgiving 

Forthright 

Friendly 

Gallant 

Generous 

Gentle 

Good-natured 

Hardworking 

Healthy 

Honest 

Humble 

Humorous 

Idealistic 

Imaginative 

Incisive 

Incorruptible 

Independent 

Individualistic 

Innovative 

Insightful 

Intuitive 

Kind 

Leisurely 

Liberal 

Logical 

Loyal 

Magnanimous 

Mature 

Methodical 

Modest 

Objective 

Observant 

Optimistic 

Organized 

Passionate 

Patient 

Patriotic 

Perceptive 

Persuasive 

Principled 

Profound 

Protective 

Punctual 

Rational 

Realistic 

Reflective 

Relaxed 

Reliable 

Respectful 

Responsible 

Romantic 

Scholarly 

Scrupulous 

Selfless 

Self-critical 

Self-sufficient 

Sensitive 

Sentimental 

Serious 

Sexy 

Sociable 

Sophisticated 

Spontaneous 

Studious 

Suave 

Sweet 

Trusting 

Understanding 

Urbane 

Vivacious 

Well-bred 

Well-read 

Well-rounded 

Witty 
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Flaws 

Aloof 

Amoral 

Angry 

Anxious 

Apathetic 

Argumentative 

Arrogant 

Brutal 

Callous 

Careless 

Charmless 

Childish 

Clumsy 

Coarse 

Conceited 

Cowardly 

Cruel 

Deceitful 

Demanding 

Dependent 

Destructive 

Devious 

Discouraging 

Discourteous 

Dishonest 

Disloyal 

Disorganized 

Disrespectful 

Dogmatic 

Domineering 

Easily Discouraged 

Egocentric 

Envious 

Extravagant 

Fanatical 

Fatalistic 

Fearful 

Fickle 

Forgetful 

Frivolous 

Gloomy 

Greedy 

Gullible 

Hesitant 

Hostile 

Impatient 

Impulsive 

Inconsiderate 

Indecisive 

Insecure 

Insensitive 

Irrational 

Irresponsible 

Irritable 

Lazy 

Miserable 

Miserly 

Moody 

Morbid 

Naive 

Narcissistic 

Narrow-minded 

Neurotic 

Offhand 

Opinionated 

Opportunistic 

Paranoid 

Possessive 

Power-hungry 

Predatory 

Prejudiced 

Presumptuous 

Pretentious 

Procrastinating 

Repressed 

Resentful 

Rowdy 

Rude 

Sadistic 

Scheming 

Secretive 

Selfish 

Self-indulgent 

Shy 

Submissive 

Superstitious 

Suspicious 

Tactless 

Thoughtless 

Treacherous 

Uncaring 

Uncooperative 

Undisciplined 

Unfriendly 

Unhealthy 

Unprincipled 

Unreliable 

Unstable 

Vindictive 

Weak-willed 

 

 


