
MicroLite20 Modern: Prime Directive 

CHARACTERS 
This document covers character creation for Star Fleet personnel. The files for the MicroLite20 system 

can be found at the MicroLite20 website. 

Attributes 
There are four attributes: Strength (STR), Dexterity (DEX), Mind (MIND), and Charisma (CHA). 

Attributes are selected using the point-buy method. All attributes start at 8. The number of points 

available is determined by the DM. 

• Regular: 16 points 

• Veteran: 19 points 

• Elite: 22 points 

Attribute Value Point Cost 
8 0 
9 1 

10 2 
11 3 
12 4 
13 5 
14 6 
15 8 
16 10 
17 13 
18 16 

 

Attribute bonus = (Attribute - 10) / 2, round down. 

Reputation 
Characters start with a Reputation value of 0. Every five levels (5, 10, 15, and 20), add 1 to Reputation. 

Charismatic Heroes receive a +1 bonus to Reputation. 

Hit Points 
Characters receive 6 + STR modifier hit points at 1st level.  

Combat Values 
• Melee attack bonus = STR bonus + Level 

• Ranged attack bonus = DEX bonus + Level 

• Armor Class (AC) = 10 + DEX bonus + Armor bonus. 

http://www.forum.koboldenterprise.com/index.php?action=downloads


Action Points 
The player characters, being heroes, can accomplish amazing feats. 

Action Points aid them in this by adding an additional die to their die rolls. When a player makes a roll 

for an attack, a skill check, or a stat check and is not satisfied by the result they can spend the point, roll 

a d6, and add it to the total before the GM says if they succeeded on their first roll. They may spend only 

one point per round. 

A character starts with 5 Action Points at 1st level. As they spend them, they don’t replenish until they 

reach their next level. Each level attained grants 5 + one-half their level (rounded down) more points. 

When they reach 8th level, when spending a point they get to roll 2d6 and take the better of the two 

rolls. At 15th level, they get 3d6 and take the best of the three dice. 

Races 
The Federation is composed of numerous races. The following lists the characteristics of the most 

commonly encountered member races. 

• Alpha-Centaurans: Receive a +2 to DEX and a +1 bonus to all skills. Males receive a +2 bonus to STR. 

Females receive a +2 bonus to CHA. 

• Andorians: Receive a +2 to DEX and a -2 to CHA. Andorians have a +4 bonus on Listen checks. 

Andorian antennae allow them to make a DC 25 INT check to detect objects through vibration sense. 

• Arcturians: Receive a +1 to DEX, -1 HP at each level, and a +1 bonus on melee attacks. Acturians do 

1d6 + STR bonus in unarmed melee attacks and this damage may be declared as lethal or non-lethal. 

Arcturians have excellent low-light vision and can see twice as far as humans in such conditions. 

• Caitians: Receive a +2 to DEX and a +2 to CHA. They also receive a +4 to Initiative. 

• Humans: Receive a +1 bonus to all skills. 

• Orions: Receive a +2 to DEX. 

• Rigellians: Receive a +2 bonus to STR. Rigellians have DR 12 vs. ultraviolet radiation. Rigellians must 

make a DC 22 Will roll to lie. 

• Vulcans: Receive a +2 to STR, +2 to INT, -4 to CHA, and a +2 to Knowledge skill. Vulcans receive a +2 

bonus on all Listen checks. Vulcans receive a +4 bonus to Fortitude saves vs. heat and a +4 bonus to 

Will saves vs. fear. Vulcans have an additional skill -- Psionics (Mind Meld) with a +2 bonus. Vulcans 

may make a Nerve Pinch melee attack -- on a successful hit, the target must make a Fortitude save 

vs. (10 + attacker's STR bonus + 1/2 attacker's character level) or be knocked unconscious for 1d4+1 

rounds. Vulcans are hard to distract and may take 10 on any skill rolls when under fire. A Vulcan 

must make a DC 22 Will roll to lie. 

  



Classes 
Microlite20 character classes actually have two parts: Heroic Class and Starting Occupation. Each gives 

bonuses to the character’s abilities (primarily in skill bonuses). 

Heroic Class 

The Heroic Classes are the broad and basic definition of the characters abilities.  

Select one of the following Heroic Classes: 

• Charismatic Hero: Communication +1. 

• Cunning Hero: Subterfuge +1. 

• Fast Hero: AC +1. 

• Strong Hero: Physical +1. 

• Smart Hero: Knowledge +1. 

Star Fleet Occupations 

Starting Occupations are more detailed and specialized aspects of the character’s abilities. They 

represent what the character has learned. 

 If a character changes occupations, they lose any benefits that the previous occupation granted. 

Select one of the following Starting Occupations: 

• Administrative: Communication +2. 

• Engineering: Technical +2. 

• Intelligence: Knowledge +1, Subterfuge +1. 

• Line: Knowledge +1, Communication +1. In addition, any piloting skill rolls are treated as a primary 

skill (level + 3) and the character is considered to be trained in starship operations. 

• Marine: Physical +2, +1 to attack and damage rolls (increase by +1 at levels 5, 10, 15, and 20). 

• Marine Commando: Subterfuge +2, +1 to attack and damage rolls (increase by +1 at levels 5, 10, 15, 

and 20). 

• Medical: Medical +2. 

• Science: Knowledge +2. 

• Security: Physical +2, +1 to attack and damage rolls (increase by +1 at levels 5, 10, 15, and 20). 

• Security (Criminal Investigator): Physical +1, Subterfuge +1, +1 to attack and damage rolls (increase 

by +1 at levels 5, 10, 15, and 20). 

• Shuttle Pilot: Knowledge +1, Technical +1. In addition, any piloting skill rolls are treated as a primary 

skill (level + 3). 

• Support Services: Physical +2. 

• Technical: Knowledge +1, Technical +1. 

  



Skills 
There are six skills: Communication, Knowledge, Medical, Physical, Subterfuge, and Technical. Roll 

higher than the given Difficulty Class to succeed. 

• Communication: Covers skills such as Diplomacy, Gather Information, and Perform. 

• Knowledge: Covers skills such as Computer Use, Research, and most Knowledge specialties. 

• Medical: Covers skills such as Treat Injury, Craft (Pharmaceutical), and Knowledge (Earth & Life 

Sciences). 

• Physical: Covers skills such as Climb, Jump, Swim, and Tumble. 

• Subterfuge: Covers skills such as Search, Disable Device, and Hide. 

• Technical: Covers skills such as Repair, Knowledge (Technology), and most Craft specialties. 

Select one skill as your primary skill. That skill has a number of ranks equal to (Character Level +3). All 

other skills are secondary skills and have ranks equal to (Character Level / 2) + 1 (round down). 

Sensory rolls (seeing, hearing, or smelling) are considered secondary skills. 

Vehicle operations (driving, piloting, or similar) are considered secondary skills. 

Skill roll = d20 + skill rank + class and occupation bonuses + whatever stat bonus is most applicable to 

the use + situation modifiers. 

For example, Climbing would use Physical + STR bonus, or the DM could rule that Physical + DEX bonus 

could be used, but the time required would be doubled. Dodging a falling rock is Physical + DEX bonus. 

Finding a trap is Subterfuge + MIND bonus. Disabling a trap is Subterfuge + DEX bonus. 

For saving throws, use the following substitutions: 

• Fortitude: Physical + STR bonus 

• Reflex: Physical + DEX bonus 

• Will: Character level + MIND bonus 

Level Advancement 
Encounter Level = Hit Dice of defeated opponents, or the given EL for the trap, situation, etc.  

Add +1 to EL for each doubling of the number of foes. e.g.: 1 Klingon = EL1. 2 Klingons = EL2. 4 Klingons = 

EL3, 8 Klingons = EL4, etc. 

Add up the Encounter Levels (ELs) of every encounter you take part in. When the total = 10 x your 

current level, you’ve advanced to the next level. Reset the total to 0 after advancing. 

Each level adds: 

 1d6 + STR modifier to Hit Points 

 If the level divides by three (3, 6, 9, 12, 15, 18), add 1 point to any attribute. 

 If the level divides by five (5, 10, 15, 20), add 1 point to Reputation. 



Military Rank 
A character’s rank depends on their time in service and duties in Star Fleet. 

Seniority lists the minimal seniority points for the grade. A character receives one seniority point per 

month of service. Once the character has the minimum number of seniority points, he may choose to 

make a DC 15 CHA check for promotion. If the character succeeds, he is promoted. If the check fails, the 

character loses five seniority points and may try again for promotion in six months. 

Warrant Officers are civilians who are granted a temporary military grade for a limited time such as for 

the duration of a mission. 

The O7 grades of Fleet Captain and Regimental Colonel are honorary titles. 

Grade Star Fleet Marines Seniority Reputation 
E1 Crewman Recruit Private 0 0 
E2 Crewman Apprentice Private First Class 5 0 
E3 Crewman Lance Corporal 10 0 
E4 Petty Officer 3rd Class Corporal 20 0 
E5 Petty Officer 2nd Class Team Sergeant 30 +1 
E6 Petty Officer 1st Class Staff Sergeant 40 +1 
E7 Chief Petty Officer Gunnery Sergeant 50 +1 
E8 Senior Chief Petty Officer Master Sergeant 75 +1 
E9 Master Chief Petty Officer Sergeant Major 100 +2 
E10 Command Master Chief Command Sergeant Major 150 +3 
WO Warrant Officer Warrant Officer 175 +2 
O1 Ensign Second Lieutenant 0 0 
O2 Junior Lieutenant First Lieutenant 10 0 
O3 Senior Lieutenant Captain 30 +1 
O4 Lieutenant Commander Major 50 +1 
O5 Commander Lieutenant Colonel 70 +2 
O6 Captain Colonel 90 +2 
O7 Fleet Captain 

Commodore 
Regimental Colonel 
Brigadier General 

110 +3 

O8 Rear Admiral Major General 130 +3 
O9 Vice Admiral Lieutenant General 150 +4 
O10 Fleet Admiral Colonel General 200 +4 
O11 Grand Admiral Marshal N/A +4 

Attention To Orders 
Star Fleet is a military organization and, as such, it is important that Star Fleet personnel obey the lawful 

orders of their superiors. 

If a character disobeys or ignores an order from a superior (either a PC or NPC), that character will suffer 

a -1 penalty to all skill rolls, combat rolls, morale rolls, and any action point rolls until the character is no 

longer disobeying orders or until the end of the adventure. 

 


