Step by step character creation process
1) Roll 3D6, record the total on a scrap piece of paper. Do this 5 times.

2) Cross out the lowest of these 5 numbers. Total the remaining 4. If they total less than 40, write down the difference between the sum of your 4 numbers and 40. For example, if you had a 12, 8, 9, 7 then your total is 36, the difference between 36 and 40 is 4. This number is called your freebie points. If the sum of your 4 numbers was over 40 then your freebie points are 0.

3) Roll 1d6, and add this to your freebie points. To continue our example, we roll a 3, which we add to 4 to give us 7 total freebie points
4) Time to assign these numbers. Look on your character sheet, you will see that under statistics there are 10 stats. 9 of these are grouped into sets of 3, you can see on the character sheet by the bolder lines which stats are grouped. Strength, Resilience, and Charisma are one group, Agility, Speed and Reflexes are another group and IQ, Intuition and Willpower are the third group. You assign 3 of your 4 recorded numbers to these stat groups. The fourth number is assigned to development points, which are used on edges, skills, abilities and other miscellaneous things. To go with the above example of rolls, say we assign a 12 to the Str, Res, Cha group a 9 to the Spd, Agi, Ref group and a 7 to the IQ, Int, Will group. This leaves us with an 8 in the development points
5) It is time to calculate your stats. Go through the 3 stat groups you assigned these numbers to, and assign values to the stats inside the group. The sum of the stats inside a group cannot exceed the value assigned to the group. The value also cannot exceed 6 for any one stat, nor can it be less than 1. Keep in mind that 3 is the average for your race, and a 2 is below average where a 1 would be debilitating, being a trademark weakness of the character. Luck for a PC starts out at a 1, but points assigned to any of the stat groups can be given to Luck instead of a stat inside the group. 6 is the maximum for Luck, but the average person has a 0 Luck. Luck is the stat which makes PCs special and able to achieve victory despite odds. Continuing our example from above, we will assign a 5 to Str, 4 to Res, and a 3 to Cha totaling the 12 we assigned. We will continue by making Spd, Agi, and Ref all 3, totaling 9, and IQ 2, Int 3 and Will 2 totaling 7. Luck is kept at a 1.
6) We will now assign freebie points. Freebie points can be distributed to any stat, including Luck, or into the development points at this time. There is still a max of 6 for any of the stats. 
7) Calculate development points. Take the number that is assigned to development points( including any freebie points), and double it. Add 11 to this result and this is how many development points you have to spend on skills, edges and other things. 

8) Pick what race you are going to be. When looking over the races, you will see a cost inside parenthesis. This is how many development points it costs to be this race. If the cost is a negative, then you get bonus development points for being this race. Make note of your race, adjust your stats accordingly, write down any edges or flaws received by your race, and adjust your development points for it’s cost.

9) Next you should pick a profession you wish to belong to. Look over the profession packages, and choose one. Each profession package has 6 skills assigned to it. Some of the packages allow you to choose some of these skills from a list, to show the different kinds of approaches to these professions people can take. Record your 6 skills in the skill list, you will see the top of the skill list has 6 slots marked with a p) for you to keep track of this easier. If you choose a profession with a package skill of Dodge, Unarmed, or Grapple you can just mark a p) up by that skill and scratch out the mark in a blank spot.
10) Choose edges, flaws, and buy skills. You can select up to 2 flaws from the flaws list. They give you more development points to spend, but are not mandatory The values listed for the flaw is how many bonus development points you get for selecting it. You may also spend development points to purchase edges. The cost of an Edge is listed in development points, and some edges can not be purchased after the character is created through experience or training. Also you can purchase skills. You can purchase a skill for 1 point, and you get 1 rank in the skill. You can spend 2 more points to raise it to 2 ranks, and 2 more points after that to make it 3 ranks. Beginning skills can only be rank 1-3. So to get a skill at 1 would cost 1 development point, rank 2 in a skill would cost 3 development points total, and rank 3 in a skill would be 5 development points total. You can get a price break by raising all the skills of your profession package at the same time for double the normal price. So to get every skill in your profession package at rank 1 would cost 2 points. To get them all at rank 2 would cost 6 points total, and rank 3 would cost 10 points total. It is recommended (but in no way mandatory) to pick a trademark for your character, something she/he will be known for. Usually this is a skill, or some skills. It is recommended that you purchase the savant edge for that skill, and perhaps talented for the second skill. Also some are known for a legendary stat instead. The strong hero, or charismatic for example. In this case you may want to purchase legendary stat. These edges will give your character a niche, his place in the story, will give them more flavor and generally is a more efficient way to maximize your character. Note that the bonuses these edges give allow you to exceed the normal starting maximums for skill ranks and stats. They also do not count when raising the affected stat/skill with experience points in the future.
11) Calculate fixed stats. The ‘bonus’ category of each skill is equal to the stat it is based off of. The resist of each skill is equal to five times the rank, plus the bonus. If you purchased a spell casting skill (not the spell it self but the skill) such as shamanism, your maximum mana is equal to the resist of the skill. Damage Threshold (DT) for the first level of wounds of Physical well-Being is equal to the resilience of the character. Each level after this is simply a multiplication of this base number. For level 2 it is resilience x2, for level 3 it is resilience x3 ect. The Damage Threshold of level 1 of body locations depends on the location itself. The Chest is equal to the resilience of the character, the abdomen and limbs are equal to the resilience of the character minus 1 and the head location is equal to the resilience of the character minus 2. These base numbers for lvl 1 DT is then multiplied the same way physical well-being was to calculate the DT for levels 2-5. If you are using the Excell spreadsheet version of the character sheet this is done for you along with several other calculations. Your top run speed is equal to one third of your speed(round off) plus 4. Your acceleration is equal to half of your top speed (round up). Your stun dice is equal to your resilience plus any modifiers you may have gotten from your edges or race. The slot for sprinting ability is just where you would record note of your sprinting skill for ease of reference.

12) Next you need to outline basic equipment you wish to start with. Consult the weapon chart to calculate the statistics of the weapon you wish your character to use. Look in the armor chart to see the statistics of the armor you wish to wear. Note that some types of armor may require that you have the wealth edge. Any special equipment you wish to start with you must ask your author about, he may require that you have the wealth edge for some of these. It is assumed that you have a place to live and store your things and that you have the basic belongings anyone of your social status would have when you enter the story. After you have your gear written down, design any fighting or magical styles you purchased as skills. Consult the maneuver charts and the style creation document to discover how to do this. Now generate a name and description of your character and you are finished.
