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Ghostbusters have four traits: Brains, Cool, Moves and Muscles. Each Trait is 
assigned a number from 1 to 5 that represents the number of dice a character rolls 
when testing. So, Brains of 3 would be 3 dice to roll, one of which would be a Ghost 
die. 
 
Ghostbusters have 12 points when creating their character to distribute among their 
4 traits. Each trait must have at least 1 die, and cannot go over 4 to start. During the 
course of improving your character, no one trait can go over 6. 
 
Summary of traits: 
Brains: Intellect and Perceptive Skills 
Muscles: Strength and Endurance Skills 
Moves: Agility and Coordination Skills 
Cool: Attractiveness, Charisma and the ability to remain calm type skills. 
 

Talents 
 
Talents are specialty like “skills” that tied to a trait. These skills add a +3 dice to rolls 
when using that talent skill. Example: A character with a Moves of 4 and picks up the 
Drive talent, would roll 7 dice (4 for moves and 3 for Drive = 7). Pick one from the 
lists below or if you don’t like what’s listed below in the examples, feel free to make 
one up that would fit what your character is all about! (with GM approval, of 
course!) 

Brain Talents 
 
Accounting Botany Geology Linguistics Occult 
Anthropology Bureaucratics Gadgetry Mathematics Parapsychology 
Archeology Chemistry History Mechanical Repair Physics 
Astronomy Deduce Hacking Medicine Sports facts 
Biology Electronics Library Science Notice things Use the Internet 
 

Cool Talents 
 
Acting Charm Play Poker  
Bargain Convince Play stocks  
Bluff Fast Talk Public Speaking  
Browbeat Orate Retain Bowl Control  
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Move Talents 
 
Attract Attention Dodge Play Instrument  
Balance Drive Vehicle Spot  
Breakdance Fire Weapon Sleight of hand  
Catch Hide Sneak  
Disguise Listen Throw  
 

Muscles 
 
Brawl Intimidate Rip Things Open  
Break things Jump Run  
Climb Kick Things over Swim  
Grapple Lift Wrestle  
 

Goals 
You will need to figure out your character’s goals and its summed up in one or two words, it 
could be longer and it can be from the list below or you can make one up (with the GM’s 
approval). You can gain extra brownie points for following through with the character’s 
goals. You can also lose points if something happens that would affect your character’s 
goals. Goals also can give you a bonus or advantage at times during the session. 
 

Sex Wealth Fame 
Soulless Science Serving Humanity Crockpot! 
Ruffian Snake Oil Salesmen Mechanic 
Average Joe Military Company Man 
 
Sex: Your goal in game is to figure out ways to engage in as many brief, sordid, meaningless moments 
of bliss as possible. For this to work your character would need to hit on those of the opposite sex, 
successfully score dates and using your charm and sex appeal to get your way.  Once per session you 
can spend 2 brownie points and change the opinion of someone (NPC only) to your favor, without 
rolling. 
 
Wealth: Simple and straight to the point, you seek money. You want the money, you love dealing 
with it, and you find ways to generate income at any cost. Once per session you can spend 2 Brownie 
Points and generate a scheme that will help pay for something you are in need of. 
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Goals Con’t 
 
Fame: You dream of hitting it big. You love to jump in front of camera; you love being the face of the 
company. You are social media guru. Once per session you can spend 2 brownie points to change the 
public opinion of your company to favor you. 
 
Soulless Science: The advancement of science is what’s on your mind and who cares if someone gets 
hurt right? It’s all in the name of science, right? Once per session you can spend 2 brownie points to 
successfully invent a low-level gadget without rolling. 
 
Serving Humanity: You’re interested in doing good deeds, helping the oppressed, in saving the 
world for the good of the people. You are a good person with a good heart.  Once per session you can 
spend 2 brownie points to prevent a death (or a horrible situation) of an NPC or Player Character, 
this is your reward for being such a good person in life. 
 
Crackpot: You have been interested ghosts, aliens and spooky things all your life… and people 
laughed at you for it, here is your chance to prove things are real… and laugh back at them! Any 
chance you get you will draw attention to the paranormal, either by videotaping it, going to the news, 
whatever you need to do. Will you be THAT guy? Once per session you can spend 2 brownie points to 
call in a contact to listen to you about your story, and they believe you! 
 
Ruffian: You are a violent person in nature, whether it's out in the open or it’s a secret desire that 
you let out once in a while, either way, you are dangerous. Once per session you can spend 2 brownie 
points to gain an extra attack. 
 
Snake Oil Salesmen: What can we say about you? You can sell ice to an Eskimo; you can take a bottle 
of water and tell people its miracle water. You enjoy pulling the wool over people’s eyes, “you 
scammer!” Once per session you can spend 2 brownie points to convince someone of something, 
anything. 
 
Mechanic: You’re the one who fixes everything. They break it, you repair it, as that is your things in 
life. From cars, to gadgets you know how to figure out how to repair it. Once person session you can 
spend 2 brownie points to fix something that needs to be repaired, it doesn’t matter if you need the 
cash or the part, somehow you figure it out! 
 
Average Joe: You are just an average everyday guy. Nothing is special about you in life. Once per 
session you can spend 2 brownie points to get out of a situation and blend into the crowd. 
 
Military: You were in the armed forces, whether its Navy, Army, Marines or the Air force, you served. 
Thank you for your service.  Once per session you can spend 2 brownie points and call in a contact 
that will you get out of a jam, because you know people. 
 
Company Man: You are a corporate suit, you know the ins and outs of the corporate environment 
like a pro. When it comes to knowing what paperwork to fill out, who to see, or know some legal 
loophole, you are that man. This is what you live for, and enjoy it! Once per session you can spending 
2 brownie points to get yourself out of a legal is, find the right paperwork and have it filled out 
perfectly. Heck you can call in a contact of someone in the corporate world that can get you out of a 
jam! 
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Other Character Sheet Parts 
 
The other spaces of the character sheet can be filled out as needed; ask your Ghost 
Master for that information. 
 
Tags: This is the physical description of your character and anything about him that 
stands out. Think of it as if someone asked you describe your best friend. 
 
Oddity (optional): This can help round out your character and define how he acts in 
situations. Taking one of these can help you role-play your character and 
incorporating them into adventures can earn you more brownie points from the 
Ghost Master. An Oddity could be like your character has a facial tick, chain smokes 
and never stops, likes to pull pranks at the worst times..etc. Playing these up, will 
add some depth to your character and will earn you some brownie points from the 
GM, if you play them up for story reasons. 
 
Brownie Points: You start with 20 and generally will get anywhere from 1 to 3 
points at the end of the session. When you get 30 points saved up, you can increase 
one trait by 1 point, but it can’t go higher then 5, ever. 30 points can also get you a 
new talent. The maximum number of points you can save up is 60. 
 
Equipment: You can carry one thing on your head, one thing on your back, one 
thing on your belt, and one thing in your hands when going out. You character may 
start with the basics that everyday people have in the work force (talk to the GM 
about the details). In addition, your character may have a smartphone of any type, a 
smart watch, a tablet/iPad/laptop (within reason), $20 cash in their wallet and a 
credit card of $1000 credit limit. 
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