Character Creation is standard per the books, with the following exceptions:

There are no random rolls.

You will assign the following numbers to your stats in whatever order you choose, as if you had rolled the following on your 2d10:

20, 19, 18, 15, 15, 15, 13, 12, 10

Wounds: You may assume you rolled a 5 on your d5.  “Starting Toughness Bonus” is your TB after any Origin Path modifications, but before spending any experience.
Fate Points: Use the chart below. 
	Death World
	2

	Void Born
	4

	Forge World
	3

	Hive World
	4

	Imperial World
	4

	Noble Born
	3


Origin Path: Origin Path does not include the Career row.  Draw your path as per the book, with one exception.  You may take one “free” square.  This square may function 1 of 2 ways:

· It can cause your entire path to jump, and restart from the new square

· It represents one random event outside the normal path, and your path resumes on the next row at a square below/adjacent to the one before the jump.
Starting XP: 7500 This will give a starting Rogue Trader character 2500 XP to spend in Rank 1, and 500 XP to spend in Rank 2.
Starting Equipment: 
You start with all the equipment listed for your Career.  You may not “Trade in” any items (though you can always decide you don’t have them any more).
You may select two items with an Acquisition modifier of +10 (or easier), and one item with an Acquisition modifier of +0 (or easier).  The GM may also hear proposals on combining two of these allowances into one even rarer item on an individual basis.  Please make sure you take into account the effects of Scale in calculating your final Acquisitions, and that you send the GM your explicit calculations for each of the items you choose.

You may also select one item of Average (or easier) Availability, and two items of Common (or easier) Availability.  These are not negotiable.
