Describing characters
Different people like to create characters in different ways. Although this game does allow characters to be described in relatively complex terms, the goal is to be as close as possible to the way in which characters are described in stories, and, moreover, the way we tend to think about them. Thus the idea is, where possible, to describe only the distinctive traits of a character.

If you’ve seen a number of movies about China, or read some books or comics, or have a strong idea about the kind of person you want to play, then you can start by just writing a description of the character you’d like to play. Then go through this chapter, and, following your description, design your character as the rules explain. Most of the things you’ve chosen to write about your character will represent a bonus. You just have to decide how greatly each trait varies from the norm, and you can assign a bonus to that trait. The referee may be happy just to accept what you write, but if she is strict, you may find you can’t make your character quite as you had imagined. You should at least be able to get close, though.

There are several other ways to create a character for yourself. The easiest way is to take one of the sample character types listed below, or even one of the Water Margin characters listed in the Extras chapter. If you’re not entirely satisfied with it, you can change the details to suit yourself. Then, choose a name and flesh out the background to make the character truly yours.
Many players prefer to develop a character while playing the game. That way you don’t have to spend hours pondering over them before the game, but can ‘make it up as you go along’. Just start with a few key points, and add to them whenever you want to, or when it becomes necessary.

What you need

This may all sound a bit vague. What about the character’s ‘strength’, ‘intelligence’, ‘wisdom’ and so on? Well, this game doesn’t work that way. It tries to make the rules follow descriptions rather than vice versa . At the same time, it provides a lot of detail so that if you want to make authentic Song Dynasty characters, you can.

Nevertheless, the freedom to describe your character how you want is not only daunting for beginners, it can be annoying and frustrating for experienced players too. That’s why I suggest using a sample character as a form of ‘template’. For those who need more limitations, there’s also an optional section on how to restrict character traits.
Descriptions

People are complex, but we want to describe them as simply as possible so that we can play them. This game describes characters using traits. A trait is basically one term that describes the character in some way. Don’t get hung up on the word trait. It’s just a catchall term for anything that might describe a character. It’s not important in itself: it’s just that other general terms I might use (eg. ‘attribute’, ‘characteristic’) have been used by other games in much narrower senses.

There are two basic kinds of traits:

Simple traits

A simple trait is just a word or phrase describing the character. For example, ‘From Jingdong’ is a simple trait, telling you where the character was born. Simple traits can be quite complex, especially those describing positions in the Imperial Bureaucracy, but they aren’t used directly by the game system.
Quantified trait
A quantified trait is a word or phrase which has a number attached. The number is a way of measuring the trait. So if you say your character is ‘strong’, you really need to know ‘how strong?’ and you can measure it with a number.

The difficulty with the numbers we attach to traits is that they are a bit abstract. This is because they come from the game rules, which are kept reasonably simple. It means that the meaning of the number comes from its function in the game system. As a general rule, however, traits run from +1 to +10, with +1 being the lowest level of ability or whatever, and +10 being about the best a human being can have in wuxia stories (which, if you have any familiarity with the genre, you will appreciate is superhumanly competent).
It’s also possible to have negative values attached to traits. This is probably easier than having positive values attached to ‘negative’ descriptions. So, for example, it’s easier to say Strong –1 than Weak +1. But either works, so long as you remember to subtract the ‘weak’ value when appropriate.

There are exceptions to the scale given above. Characters can have one or more occupations.  These are conglomerations of ability associated with certain jobs. They run from 1 to 7. The trait of Bad Joss is acquired by contact with the Otherworld, and can run higher than 10 if the character doesn’t do anything to get rid of it.

What do traits describe?

Because other games compartmentalise descriptions of characters so, this game may seem a little confusing (though it should be no problem for those familiar with Over The Edge and other games of that ilk). Traits describe anything about your character that needs describing. A simple trait just describes; quantifiers are used where the trait might be used as part of the rules system.

This game doesn’t enforce a rigorous mechanical separation between innate characteristics, acquired skills, social positions, relationships and aspects of personality. All of these are traits. Later on the rules do get a bit more complex in terms of ensuring that traits connect with each other and with the environment, as making ‘connections’ for characters helps root them in the background and draw them in to an adventure. But don’t feel you have to be authoritarian about this stuff. I certainly don’t.

At this point a few examples of traits might help to give you an idea. The later leader of the outlaws of Liangshan Po, Song Jiang, was born in the year Original Plenty 8. He is a short man (size –1), with a dark complexion, that gives him one of his nicknames, ‘Blackie’. Before becoming leader of the outlaws (Outlaw 1) he worked at the Yuncheng yamen, preparing written legal depositions for plaintiffs (Clerk 4, writing +2, law +2, administration +1). Although he was born into a well-off family, he severed his family connections, and so now has no social rank other than his position in the outlaws hierarchy (outlaw leader +7). The ‘Welcome Rain’, as he is also known, is widely respected among the rivers and lakes fraternity (rivers & lakes respect +5) for his generosity, as well as his sense of chivalry (chivalry +3). But probably uppermost among his virtues is his strong sense of filial piety (+5). He has little skill at arms (fighting +1), but is far more adept at battle strategy (+4) thanks to the Heavenly Books vouchsafed to him by the Mystic Queen of the Ninth Heaven—books which he keeps secret.
His father is most important to him (+5), but he also looks after his brother, Song Qing (+2). Song Jiang has also developed a special relationship with Black Whirlwind Li Kui (+3). He is known to all the outlaws of Liangshan Po (+1).

It is nice to write character descriptions in this form, but not very efficient in the thick of play. For this reason, it’s useful to extract the traits from the description, and list them in a logical format on a character sheet. In this form, Song Jiang would be:
Size –1
Occupations: Clerk 4, Outlaw 1

Position: outlaw leader +7, rivers & lakes respect +5
Skills: writing +2, law +2, administration +1, fighting +1, strategy +4*
Relationships: father +5, brother Song Qing +2, Li Kui +3, outlaws +1

Personality: chivalry +3, filial piety +5
*Derives from magic books.
The categories into which the traits are divided are not hugely important from a rules point of view. Players can organise their traits in a sensible pattern that helps make clear what they are. As we’ll learn below, though, it’s useful to know where the traits come from.
Types of trait
When describing a character’s trait, it’s often useful to note where the trait comes from. By this I mean: why does the character have this particular trait? The reason why it’s useful to know this is that it connects the character strongly to the background, and makes them more coherent. There are five basic types of trait, though you may be able to think of others.
Occupation
If a character follows a particular occupation, then that can be written as a trait. The number attached to it describes the character’s ability at any activity that is performed by that occupation. Because it’s such a big grouping of ability, the numbers attached to traits are not written with a + sign in front of them. For the same reason, the maximum value for an occupation is 7, which indicates a top expert in that occupation (not necessarily highly ranked, as position is a separate trait). A competent practitioner of an occupation will normally have between 3 and 5.

The word ‘occupation’ here is used in a rather loose sense. It includes, for example, ‘spoiled daughter’ and ‘young layabout’! Other traits may be related to a character’s occupation: these can be regarded as specialisations (though see the note on Master, below). Occupations can also provide relationships and positions.
It is possible to have more than one occupation, though in such cases, the values tend to be on the low side. Hence Song Jiang, who was a competent clerk (4), didn’t acquire much in the way of outlaw skills despite becoming leader of Liang Shan Po (outlaw 1)
Family
Some traits come from the family background. A character whose family members are farmers may have some farming skills, even if he follows a different occupation. Family can also provide relationships and social rank.
Master
The formal relationship between a master and student is very important in acquiring high levels of ability. Even within an occupation, a character will often have a master. Any traits that describe quite high abilities should really be associated with a master. The master will also be a relationship. Masters include superiors in an occupation, scholars in a school, martial arts instructors and so on.
Innate
An innate trait is something the character is born with. This kind of trait shouldn’t really include any learned skill, though you could defend a small bonus as a ‘knack’. As well as the obvious physical and mental characteristics, personality traits may be innate.
Self-taught
This category can cover any other types of trait, though I would recommend not overusing it. In particular, it isn’t really possible to get more than +3 from self-teaching—though it is possible to ‘top up’ with self-teaching a trait gained from some other method.
First choices

Is your character a hero, destined for great things, facing blood-chilling dangers every day, and shrugging off hardships that would fell an ox? Or is he an ordinary person, trying to make the best of things in a dangerous world? It’s up to you.

Most players will probably want to be heroes. And why not? Heroes are capable of extraordinary feats, and usually live an exceptional life, full of danger and excitement. On the other hand, ordinary people can have adventures too, and they face the challenge of rising above their limitations.

What’s more, Song society doesn’t much care for exceptional people. They tend to live apart from others, as they’re rarely welcome in town. Their lives can be pretty tough—if you’re a famous martial artist you will have to face challenges all the time from opponents keen to take your reputation. And you’re expected to do exceptional things.

Normal people, on the other hand, have the security of being a part of society. They’ll usually have a steady job and a supporting family. If they have to face adventure, it’s more of a challenge, and no one’s going to blame them if they fail.

It’s quite acceptable to mix types of characters. There is no reason why everyone has to play a hero. Players will have to accept the difference in power of their characters as a fact of life, while making the most of their normal characters’ benefits. In this case it is very important that the referee remembers to apply the advantages normal characters receive when in towns.

Heroic characters

Heroes have several advantages over normal people. They are usually tougher, more energetic, and can have exceptional talents. On the other hand they don’t always have the social advantages of normal people. And as heroes they tend to attract trouble.

Heroic characters include outlaw leaders, wandering martial artists, hermits and sorcerers, questers after immortality, and seekers of justice. Heroes are believed to be the reborn souls of spirits of Heaven and the Otherworld.
Heroes inhabit the ‘rivers and lakes’, which is a sort of 
Normal characters

Ordinary people are fragile human beings. If you hit them with a sword, they’ll probably die. They have to be pretty careful when they get into fights. However, they can have jobs, and earn good money if they’re lucky. They can also rely on the help of their family, colleagues and neighbours. And, in certain circumstances, they can become heroes. Normal characters hold down regular jobs, ranging from shopkeepers to clerks to the more dangerous soldier, or the more prestigious magistrate.

Traits

The following sections give details on deciding some traits for your character
Name
Your character will probably have more than one name. Everyone has a family name. However, there aren’t that many family names to go around, so you’ll often find most of a whole village with the same family name! Because of this, all but the poorest also have a given name. 

The gentry also have a habit of showing off their genealogy with a generational name. This is a sort of ‘middle name’ shared by all the members of the same generation of a family. If the generational names of a family are taken from the words of a poem everyone knows, these names are a neat way of being able to work out whether that distant relative is your senior or junior.

In addition to these standard names, most people, especially heroes, will acquire one or more nicknames. There are two main types: the first is the nickname parents give their children before their official naming ceremony at the age of ten. Most people are reluctant to reveal this nickname to people outside their family, they’re too embarrassed! The other kind of nickname is that given by friends or colleagues. This may be complimentary, or it may not. Some characters, especially heroes, acquire a number of nicknames. Thus Wu Song is known as the Tiger Slayer and the Pilgrim.

Those who are initiated into a Buddhist or Taoist religious institution will take a new name to replace their family, given and generational names. Those who acquire fame in the literary world, may have a nom de plume, and a stylised name may also be bestowed by the Emperor on those who serve him well.

The order for names is family name first, then generational name then given name. In the case of Buddhist religious names, characters will usually be addressed by the religious name only, as the ‘family name’ of all Buddhists is Shi (釋), the first character of the name of Buddha.

Family Names

Choose the name of your character’s family from the list provided. You may also like to copy the way the name is written in Chinese. You’ll notice that many names are pronounced the same but written differently. 

The first list consists of common names: 70% of people have one of these names. The names from the other list are more unusual. In particular, two-hanzi family names, such as Gongsun, or Shangguan are quite distinctive.

Unless you become a Buddhist monk, your family name is your most important name for life. It signifies the ‘clan’ you belong to. Since the extended family is the Chinese ideal, many groups of families sharing the same name will band together for mutual support, education, defence and the like. In general, someone is more likely to help you if you share the same family name.

Note also that married women retain their original family name, even though in all other respects they become members of their husband’s family.

Common Names

The numbers by the names in the first list show their frequency. Those names marked ‘1’ are the ten most common names, those marked ‘2’ the next most common, and so on.

Other Names

To have a generational name, you have to be a member of the gentry (see the section on Background). However, both generational and given names can be chosen from the following list. Chinese writing, and meanings, are not provided, as the number of possible ideograms is truly huge, and it would take up a whole chapter! Also, remember that from the point of view of society the family name is the most important name.

The very poorest people may not even receive a given name. Instead they’ll be numbered within the family (Li the Third, and so on) and be distinguished with nicknames if necessary. In China, to have a lot of names is a luxury! The list below gives most of the available names in Chinese. Those mainly suitable for women are marked (女), those mainly suitable for men (男).

The religious names taken by those who become initiated into a religious sect usually have a religious significance. Names are only taken by characters that are fully initiated, so lay priests will not have to do this. Since the names have meaning, it is best if you choose ones such as Sagely Wisdom, Deep Piety, Clear Vision or Pure Soul.



Nicknames

You don’t have to choose a nickname. However, it’s a good idea to have one: a nickname is much easier to remember! The nickname given by your character’s parents is usually only used by them or other senior members of your family. It’s likely to be a graphic description of what your character was like as a baby, hence something most heroes will want to forget about. Examples would include Windy, Little Dribbler, Big Ears, Howler etc.

The nickname acquired in later life, however, is intimately connected with the character’s reputation. It may reflect some famous deed of the character (Tiger Slayer), or some flattering metaphor describing the character’s abilities (Striking Hawk). For more examples, check out the nicknames of the heroes of Liangshan Po, which are all listed on the Extras chapter. As you will see, nicknames involving creatures are common, and they vary from the poetic to the downright prosaic.

Modes of Address

The familiarity of modern Western nations is rarely to be found in Song Dynasty China. To hail someone by their given name is extraordinarily rude. A title (Mr or Mrs will suffice in the absence of anything more specific) plus family name is the usual mode of address. Family and friends will use family titles (see the Games chapter for more details). The lower classes, and outlaws, might use nicknames, or adopt family titles with friends. But the given name is almost never used.

This may help reduce the difficulty of coping with the unfamiliarity of names. Keep the sheer quantity of Chinese names down by using nicknames as much as possible. Player characters should address each other using such formulations as ‘Brother Wang’, ‘Master Zhao’ or ‘Uncle Gongsun’.

Physical details
When you imagine a character, probably the first details you imagine are physical. Are they a man or a woman? How tall is he? Does he have any distinctive traits which set him apart from others? These are all details you can choose according to the character you want to play. But you should be aware that physical qualities are often the outward reflection of the inner person. If you choose to make your character fat, you shouldn’t make him fantastically agile. If you make him thin and short, it’s unlikely he’ll be very strong. Most traits here will be simple traits. You only need numbers if the character is exceptionally big, strong, or good-looking.
Gender

There are undeniable physical differences between men and women. However, this game provides no special rules to divide the sexes. Women may be shorter than men on average, but you still have a free choice to make a female character as tall as you like.

Song society is distinctly sexist. There is even a taboo on social contact between men and women. However, there are plenty of female heroes who don’t let society get in their way. Also, the invidious custom of foot binding hasn’t yet become widespread, so women characters won’t suffer that foul disadvantage.

While normal female characters will suffer social disadvantages, female heroes can expect to be treated entirely according to their merits.

Size

There’s no need to decide on an exact height and weight for your character, but it’s useful to have a general idea. You can therefore describe the character’s height in words. You can also describe his build. 

If the character is exceptionally small or big, you can define a bonus for the size trait. Big, tall characters will have positive bonuses, while short, light characters will have negative bonuses. The value you select will have an effect on the rules. Put simply, a large person is easier to hit than a small person. On the other hand, you have to damage a large person more to make him fall over. 

Large people are more likely to be strong. Size scores can also be used for animals and monsters, and even for inanimate objects! Snakes are dangerous for this reason—although a single hit with a sword will kill one, their size and speed make them difficult to hit.

The minimum size, which corresponds to an incredibly light, short person, is –2. The maximum size, denoting a veritable giant, is +2.

Energy

Energy is a very important quality (so important it’s written in boldface). It is the spiritual manifestation of what in Chinese is known as 氣 qi. Qi is the energy of the universe, the quality that keeps things moving and changing. It’s possessed by all higher living things in the form of hun souls, and it forms patterns in the earth which the kanyu geomancers (also known as feng shui experts) can follow.

Appearance

How does your character look—pale or dark, attractive or ugly? The people of Song China almost all have black hair, which is why they are known as ‘the black-haired race’, and most have brown eyes, so that part’s easy. But what about the rest? To bring your character to life you should be able to describe at least two traits which set him apart from others. There’s no need to make every character a grotesque with a squint, a birthmark above his right eye and a cauliflower ear. However, if the other players and the referee are going to be able to visualise your character, they should have some kind of a simple handle which they can use.

It is possible, of course, to make your character’s traits the fact that he is unremarkable. This could be of particular use to a spy or a thief . However, even in such a case you should try to find something distinctive, if only so that his corpse can be identified when dragged from the river!

Hand

You can choose to make your character right-handed or left-handed. Like most cultures, the black-haired race is superstitious about left-handed people, who will normally be distrusted if they make this characteristic at all obvious. On the other hand, left-handed characters don’t suffer such a big disadvantage when they use their right hand as right-handed characters do when they try to use their left. So left-handed characters get the trait of ambidexterity +1. Higher bonuses of ambidexterity are also possible.
Other details

Any other physical details about your character you are more or less free to choose. Note, however, that if you choose to make him unusually perceptive, or strong, or the like, you will have to pay with natural gifts or experience points.

Habits and traits add life to your character. Some gestures you can act out yourself while playing the character (such as a habit of rubbing the side of the nose while talking to people). Others you should describe, though it’s quite acceptable to allow these additional details to develop during play.

Age
In China, age is more important than you think. There’s no such thing as equality, and the usual way in which you decide whether you’re ‘above’ or ‘below’ someone is by age. Of course, older people have more experience, but they don’t usually learn so well as the young.

You can choose the age of your character as you wish. However, rules for children have not been included in this book, so if you want to play a character younger than 15, the referee will have to work something out specially.

You might also be surprised to learn that your character is considered to be aged 1 at birth! Also it is not necessary to make a note of the character’s birthday. The Chinese custom is that everybody ages a year at the New Year. Thus it is possible for a ‘two-year-old’ to have been born only 1 day!

Choosing your character’s age also decides which year he was born in, and therefore what his birth sign is. If you assume the game starts in 1101 CE, that is, 3779 years since the start of the Chinese calendar, all you have to do is subtract the character’s age from 1102 to find out which year he was born.

The birth sign may be used to give some idea of the character’s personality: brief descriptions of each of the animal signs are provided in the Beliefs chapter. Astrologers don’t set much store by these, however, preferring to work out horoscopes according to the ‘Four Pillars’—the hour, day, month and year of birth. You are therefore free to completely ignore the personality assigned to your character’s birth sign if it is inconvenient.

More details of Emperors and their reign years are provided in the Culture section of the Beliefs chapter. Reign names are the usual means of counting years.
Provenance

Where is your character from? You may like to leave this up to the referee, as it may be convenient for all the characters to come from the same town. Or you may have some strong preference: for example, you may want to be a citizen of the teeming metropolis that is the Eastern Capital.

The first thing to note about your character’s provenance is whether it is country, town or court (in other words the high-ranking bureaucrats, generals and scholars of the Imperial Palace).

Maps and lists of towns are provided in the China chapter from which you can choose (or even roll the dice for) your home town or district. There’s quite a strong feeling of loyalty among most heroes, and finding someone who comes from the same town as you is usually cause for celebration. Characters from the country should still note down the name of the nearest town, as it represents the name of the country region which it administrates.

The character’s home district will also determine the dialect and sub-dialect he can speak. Although conversations in the game are generally assumed to be in ‘ordinary’ Chinese, dialects may become important to the story if, for example two locals are discussing something, and a character overhearing misunderstands what they are saying.

All births are registered by the Ward Chief of the local ward, who must forward information on births and deaths to the registrar of the district. This, along with unique sub-dialects, means that it is relatively easy to determine whether a person is native to a district, or an outsider. Travelling outside one’s native district is not encouraged, and those without a good excuse may be detained by the authorities and given a stern warning. Good excuses include visiting a relative or going on a pilgrimage, though perhaps the most common is claiming to be a merchant. This is one more reason why merchants are often treated with suspicion by the authorities.

Background

Decent Chinese society is traditionally divided into four main classes: the artisans, farmers, scholar-officials and merchants. In general the classes represent rank in society: the officials are at the top, followed by the farmers, the artisans and then the merchants.

However, there are more people in society than just these four, so we have to expand a little. So, in descending order of importance:

The Imperial Family (+5)
Scholar-officials (+4)
Farmers (+3)
Artisans (+2)
Merchants (+1)
Lower classes

There are also certain people who occupy a special position in society, or who are for some reason outside of it. For example, the large corps of eunuchs who attend to the needs of the Emperor, insulating him from contact with ‘ordinary’ people, could not be said to be highly regarded, though their proximity to the Emperor lends them a very high level of status in practical terms. Similarly Buddhist and Taoist clergy have some special privileges (which might place them above Artisans) but in other respects are mistrusted. Outsiders include barbarians from other lands, outlaws, and those who, for whatever reason, place themselves outside civilised society. Such people cannot really be ranked in the above table, precisely because they are outside of society. While a barbarian might be regarded as the lowest of the low, in practical terms he will have a higher status than a slave, who occupies the lowest rank of the lower classes.
The simple table presented needs further detail, which you’ll find in the chapter on Society. For now, all you need to know is that you should choose one of the listed classes for your character’s family. Once you’ve chosen it, it’s pretty much fixed: China is a rigid society, and families don’t have much social mobility, though this doesn’t stop a host of wealthy merchants doing their best to buy their children into the upper classes—successfully in many cases. Traditionally it is also impossible for individuals to alter their class, except by drastic measures such as becoming a Eunuch or a priest.
Of course, the reality of social relationships is more complex than just social ranks. Merchants find that wealth often makes up for a low position in society. A master craftsman commands more respect than a lowly farmer.

Finally, note that there is no ‘noble’ class. China dispensed with its nobles a long time ago. Noble titles are awarded to distinguished bureaucrats and members of the Imperial Family.

Bonus

Each of the basic classes has a bonus associated with it, but you can also have a bonus to indicate a higher level within the class. No bonus indicates that the character belongs to the most populous tier (not the lowest, but lower levels will take negative bonuses). If your character’s background is ‘scholar-official’ with no bonus, for example, it means his family has no special influence. On the other hand, the Emperor himself has a bonus of +5 within the Imperial family (even his immediate relatives only have +4).
Position

In addition to the basic trait representing the character’s social class, you can have a bonus representing the character’s position in his present activity. To choose a military example, an ordinary soldier will have +2 or +3, and an officer might have a position of +4 or more (note that the real top dogs in the military will have bonuses as ‘military officials’ rather than as soldiers).

A position bonus says nothing about the character’s actual ability to do the job. It just reflects where they are in the pecking order.

Family

The importance of the family in Chinese society cannot be over stressed. Of all the loyalties a character possesses, loyalty to family is expected to be the highest. And the family is regarded as the model of Chinese society. A family’s father is ‘Emperor’ and must be shown respect. Children must obey their older siblings. In principle, children are expected to follow the calling of their father. Rebellion is harshly punished: a son who strikes his father commits a crime for which the penalty is execution. Even raising a hand against an older sibling is punishable by two and a half years of forced labour.

Many Chinese live in extended families, and it might be more helpful to think in terms of a 'clan' than a modern nuclear family. There are even some 'clan' villages where everyone shares the same family name!

You might like to make a few notes about the members of your character’s family. Are his father and mother still alive? What about his grandparents? What brothers and sisters does he have? What do they do? You may make other notes about your character’s attitude towards other family members, and their attitude towards your character.
Also consider whether your character is married. Marriage age is quite young (as young as 13 or 14 for women and 16 for men). If he is married, you should describe his spouse in as much detail as you can, and consider whether he has any children.

Wealth

The majority of people will not have ‘wealth’ as a trait: they just about make enough to live. A negative wealth bonus indicates a level of poverty. But those who aspire to greater things may need more. This game doesn’t revolve around keeping track of individual coins, so all details of money get abstracted into the same scale as all other traits. Well, not quite the same scale. Though for the purposes of most characters +5 will be very comfortably off, the Emperor has a wealth bonus of +10, and there are other magnates who exceed the +5 ceiling. It’s funny how money seems to allow people to break rules, isn’t it?
Relationships
Patrons

In a society such as China, where the idea of equality is almost entirely unknown, patrons are of crucial importance. If you want to get anywhere, a patron is essential. 

The principal patrons for all characters are their parents. If the character still lives with his parents (which is normal for most characters until they marry, and in many cases even after) then the parents will be active patrons. If the parents are dead, or the character lives apart from their family, then the parents will be inactive patrons. Characters are expected to make offerings to their ancestors at the family altar, and if the character’s parents are dead, this is of particular importance.

Other patrons arise because of occupation or learning. Any teacher of a character automatically becomes his patron.
A character in an occupation will normally have a patron: his superior in that occupation. A manager working for a rich trader will regard the trader as his patron. Soldiers in the army regard their superior officer as a patron. A married woman regards her husband as a patron. Players may describe their character’s patrons in as much detail as they like but, since they are the referee’s characters, the referee has final say, and may change the players’ descriptions.

Patrons are useful in that they provide a resource that can be drawn on. On the other hand, a character is expected to obey his patrons if he wishes to maintain respect (and retain his patron). Thus patrons can be something of a burden at times.

Dependants

Of course you don’t only have patrons. You may acquire dependants to whom you are a patron. Firstly there are family dependants. A married man regards his wife (or wives and concubines if he’s very rich) as dependants. He must support them, but in return he can expect their loyalty and obedience. The same is true for children.

Secondly, there are servants. A character who comes from the gentry or higher, and any character with a wealth bonus, will almost certainly have one or more servants, maids or retainers. Of course, a portion of the character’s wealth bonus will have to be set aside to provide the living expenses for these dependants. The referee should determine the details of a character’s family retainers.

Dependants may also be acquired through an occupation. An officer in the army regards all his men as dependants. A magistrate’s dependants are the staff of the tribunal (though some might argue that everyone in his district is his dependant in a sense!).

Bad joss
Characters accumulate bad joss as a result of contact with yin forces of the spirit world (this contact can come from a number of sources, including direct contact with spirits, breaking taboos etc). Bad joss is a sort of negative energy: its main effect is to worsen a character’s prospects in the next life. However it sometimes has a direct effect in this life.









