Gettin’ Jobs and Getting By [V2.0]
Not every job done by a crew is necessarily an adventure, and the GM will not want to role-play out each and every routine piece of business.  That’s where this system comes in—an abstract and quick way to figure out how much cash a ship working the Border and Rim can pull in during a whole month of “off-camera” work.  During this downtime, each character can make one roll to attract work to the ship.  This one roll represents their “best effort” at finding paying jobs.  There are three types of work—taking on passengers, renting out, and transporting cargo.  More than one character can make the same roll but only the best result is used.  A smart captain makes sure that at least one person is assigned to drum up each type of work every month.  Drumming up work takes up only a portion of a character’s time, so they can be doing other tasks during the same month.  However, a character who is wounded and recovering will not be able to drum up work without giving up a full week of potential healing time.

Taking on Passengers: Passenger fare usually brings in some easy money, but competition for passengers is often fierce.  Whether somebody chooses your ship depends on your approach to recruiting, their personal tastes, and the destinations your ship can go.  Different approaches to recruiting require different rolls, but the result is the same.  When determining passengers, round fractions down.
· Willpower + Influence/Barter for “barker” recruiting.

· Willpower + Influence/Persuasion for “charmer” recruiting.

· Intelligence + Influence/Streetwise for “illicit” recruiting.

	Botch: You take in 50 credits x ¼ your passenger capacity this month.

Failure: You take in [1d2 x50] credits x ½ your passenger capacity this month.

Success: You take in [1d4 x50] credits x your ¾ passenger capacity this month.

Extraordinary: You take in [1d6 x50] credits x your full passenger capacity this month.


Renting out: Most ships have a spare shuttle or two, and a captain usually is willing to rent out his entire ship for a couple weeks out of a month—if there are any takers.
· Intelligence + Influence/Marketing for attracting and negotiating with a renter.

	Botch: You fail to rent out any services this month.

Failure: You rent out a shuttle a few days this month for [1d4 x 10] credits.

Success: You rent out your shuttles several days this month for [1d4 x 25] credits.

Extraordinary: You briefly rent out the whole ship this month for [1d2 x 10% of the ship’s tonnage] credits.


Transporting Cargo: Hauling cargo is the bread and butter of most spaceships, but sometimes it is feast or famine.  A captain always takes a risk, no matter what kind of cargo he deals with.  Corporate cargo is usually the most reliably profitable but requires bureaucratic talent.  Small business is more plentiful but usually pays the least.  Illicit cargo is not always plentiful and always risky, especially because the value of the cargo is usually variable and fluctuating.  When determining volume of cargo, round fractions down.
· Intelligence + Influence/Bureaucracy for corporate goods.

· Willpower + Influence/Barter for small business goods.

· Willpower + Influence/Streetwise for illicit goods.

	
	Corporate
	Small Business
	Illicit

	Botch:
	Refusal to do business
	No business to be had
	Reported to Alliance

	Failure:
	2 credits x ¼ cargo space
	1 credit x 1/3 cargo space
	1d6 credits x 1/8 cargo space

	Success:
	2 credits x ½ cargo space
	1 credit x 2/3 cargo space
	1d8 credits x ¼ cargo space

	Extraordinary:
	2 credits x full cargo space
	1 credit x full cargo space
	1d10 credits x ½ cargo space


The Difficulty of a roll to attract jobs depends how appropriate the approach is to the location and circumstances.  “Illicit” passenger recruiting on Ariel in good times would be “under the table” and a Hard check.  Rim worlds tend to be marginal economies (subsistence agriculture, small-scale herding, raw material production).  Core worlds tend to be rich economies (high-tech industry, administration, cosmopolitan services).  Border worlds are often standard economies (mass food production, materials processing and distribution, low-tech industry).
	
	Approach

	Circumstances
	Above the Board
	Pragmatic
	Under the Table

	Rich economy, good times
	Easy
	Average
	Hard

	Rich economy, hard times
	Average
	Average
	Average

	Standard economy
	Average
	Average
	Average

	Marginal economy, honest
	Average
	Average
	Hard

	Marginal economy, crooked
	Hard
	Average
	Easy


Ship Costs: Profits from jobs need to pay the ship’s monthly “off camera” costs.

· Maintenance (see p. 112)
· Fuel: 5 credits x fuel capacity [the capacity of a Firefly is 60 tons] (see p. 108)
· Port/dock fees: 1 credit x 1% of the ship’s tonnage
· Food supplies: 10 credits for all protein up to 20 credits for canned goods, per crewmember
· Medical supplies: 50 credits for standard-grade/110 for emergency-quality, per infirmary
Crew Salaries: In addition to room and board, a ship’s crew expects to get paid each month.
· Basic spacehands earn 10-15 credits per month (or 5-7% share of monthly profits)
· Skilled spacehands earn 15-30 credits per month (or 8-10% share)
· Officers (first mate, pilot, etc.) earn 30-50 credits per month (or 11-15% share)
· Captains (master and/or commander) earn 75-125 credits per month (or 15%+ share)

Getting By: Crewmembers want a monthly salary because they have extra personal needs of their own beyond room and board—clothing, entertainment during shore leave, fresh fruit, etc.  The GM can require every character to make a Willpower + Discipline/Mental Resolve roll at Average Difficulty (7) to determine “off camera” personal expenses that month.  

	Botch: Spendin’ like there’s no tomorrow (50 credits)
Failure: Splurgin’ a little more than you should (25 credits)
Success: Livin’ lean (10 credits)
Extraordinary: A model of self-restraint (5 credits)


It is possible for weak-willed folks to spend more on personals than they earn, forcing them either to dip into savings or plunge into debt.  Especially out on the Rim, debts are easy to run up and them who lend money will resort to whatever it takes to collect.
