
Quick and Dirty Character Creation
For Story Based Role-playing
By Martti Huusko

This is a character creation system based on White 
Wolf ’s excellent Storyteller system, but stripped 
down to bare bones. It main purpose is to provide 
quick, dice-less character creation for role-playing 

that focuses on the story, not the numbers. It is 
only a character creation systemette, it 
doesn’t in itself  have any game mechanics.

Basics
The Lamprey is based on threes. There are 
three stats, three traits and three meta-skills. 
It is also based on the concept that different 
people have different ideas about things. It is 
a player-driven character creation system that 
is best suited for games involving mundane 
people.
Before starting with anything else, think 
about a character concept, who is your char-
acter and what he or she is like. With this 
concept in mind, start building your charac-
ter. 

The Stats
The system has three stats: Physical, Mental 
and Social. (See sidebar for the description of 
different stats.)
Assign a priority for your character’s stats, 
with the highest getting 3 and the lowest 1. 
A stat of  3 portrays a well above average tal-
ent in that field, the character’s profession is 
probably based on his strong stat.
A stat of  2 describes average talent in that 
field, the character is a normal Joe or Jane in 

this field.
A stat of  1 is below average, not cripplingly so, 

but a character with a social stat of  1 might be shy 
or very rude, a character with physical stat of  1 
might just be out-of-shape or have a bad knee a 
character with mental stat of  1 might have slight 
dyslexia and so on.  

For example, a professional athlete, known 
outside the arena as a party animal might have 
following stats:

Physical 3, Social 2, Mental 1. 
He is physically talented, training and com-

peting in athletic events for his living, he is better 
than most in his chosen sport, the javelin, but also 

has a very good basic fitness level and is generally 
healthy. 

He is socially active and doesn’t particularly 
suffer from shyness or stage fright. 

His dedication to his sport left him a bit be-
hind the others when it comes to mental capabili-
ties. He is not stupid, but doesn’t much care for 
reading or the academic pursuits. 

The Traits
Every character also has three traits: one vir-

tue, one vice and one habit. These are traits that 
help to define the character a bit better. 

Choose one “virtue” for the character, a posi-
tive trait or habit that could be used to define him. 
Good examples include charity, honorable or de-
termination.

Every character also has a vice, something 
that defines him in a negative way. A character 
might be greedy or have an addiction. This vice 
can be a well kept secret or obvious to all who look 
upon the character. Vices can also be weaknesses 
the character has, phobias, mental problems and 
other such problems. 

The last trait is a habit, a “neutral” trait that 
helps to define the character. Good examples of  
habits are meticulously clean, religious and so on. 
These can be traits that might be offensive to some 
yet give a impression to others. 

To some players and characters, different 
traits might fall into different categories. Curiosity, 
for example, is a virtue for some characters, a vice 
for others and a habit for the rest. 

Continuing our professional athlete example, 
our athlete is an honest fellow who tells the truth 
and pays his taxes. A recent injury has left him 
hooked on painkillers, an addiction he is trying to 
break is open about. He is obsessive about eating 
healthily, refusing any unhealthy foods, even in 
minute amounts, for example the cake on his own 
birthday, this doesn’t stop him from enjoying life, 
but some hosts might regard his refusal to eat their 
food as offensive.

The Meta-Skills
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Physical Stat covers 
everything from the char-
acters physical attributes, 
his strength, endurance, 

nimbleness and body 
awareness. A character 

with high Physical could 
be an athlete, soldier or a 

gymnast.
Mental Stat covers 

the characters mental ca-
pability, his smarts, mental 
talents and logical think-
ing. A character with a 

high mental stat might be 
talented students, artists, 
academics or criminal 

masterminds. 
Social stat tells of  

characters social skills. It 
tells about his social skills. 
charisma and self  confi-
dence. Characters with 

high Social stat might be 
salesmen, stage perform-
ers, politicians or dilet-



 Every character also has three fields of  exper-
tise that portray his education, talents and train-
ing. 

Like with the stats, assign priority to the three 
fields of  skill, with 3 as strongest and 1 as weakest. 

Characters also get specialities within the 
meta-skills, much like the “strong points” optional 
rule. These specialities define the skills and talents 
the character has and uses to get his everyday sus-
tenance. 

Our athletic character is this good because he 
has trained very hard, so he has Training 3 with 
specialities in Javelin throwing, sports training and 
self-defence(judo). 

He is also talented in his field, having Talent 2 
and specialities talented sportsman and gifted 
speaker. 

His Education is only 1 and since he has dedi-
cated himself  to his sport. His sole speciality in 
eduction is Mathematics, the only academic sub-
ject he really got interested in school, thanks to a 
good teacher. 
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Talent Is the meas-
ure how talented a charac-
ter is, with the specialities 
defining his strongest tal-
ents. Musical or artistic 

talents are good examples 
here as are other inborn or 
learned skills the character 
might have such as busi-
ness acumen. Talented 

characters might be artists, 
athletes and self-made 

men and women. 
Training measures 

how much training the 
character has received. 

Typical training speciali-
ties include military train-
ing, acrobatics training or 

professional training in 
non-academic field. Well 
trained characters include 
police, soldiers and pilots. 

Education tells how 
much education the char-
acter has received. This 
can be academic school-
ing, self-learning and so 

on. Well Educated charac-
ters tend to have academic 

backgrounds.

Optional Rule:  “Strong points”

In addition to the “numbers”, each character has a 
number of  “strong points” for each stat equal to the stat, 
like he has specialities with his meta-skills. These portray 

special talents or specialities the character has, for example 
a mental strong points might be mathematical ability, ei-

detic memory or special artistic talent.   


