
Chief, Scale 2
I’m in a bad mood

Supporter, Scale 8
I’m not about to take 

any nonsense 

Defender, Scale 10
Let’s keep things 

peaceable 

Overseer, Scale 7
I’ve got your back! 

Engineer, Scale 5
This makes no 

sense at all 

Mentor, Scale 3
You’re upsetting my 

friend! 
Dreamer, Scale 9

Huh? 

Artist, Scale 4
I’m out of this, but I might 

write a poem about it 
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The Instant NPC Personality Generator is a resource for any Games 
Master needing to quickly come up with some believable personalities for 
their NPCs. Just three dice rolls give you both a personality type and the 
extent to which their positive or negative attributes dominate. If you want to 
go a bit deeper, there’s guidance given about the sort of people they 
will/won’t get on with, intelligence modifiers and advice on how to roleplay 
personality disorders they may be prone to. 
 

Also from DRAKAT Games… 
Shipping Register
340 inspirational names to help you decide what to call your next elven galley, armoured dirigible 
or colossal starship. Whatever the setting for your game, Shipping Register will have some 
suitable ship names. Presented as 17 separate themes to help you get just the right name for the 
situation, all you have to do is print off the relevant ready-to-use table and away you go! 
 
Gamegrids 
Ever wanted to design or play a tabletop game but didn't have the right kind of grid on hand to 
help you map things out? Ever wished you could move your miniatures across a surface that 
represents the terrain they're supposed to be on? 
Gamegrids can help out there! This product features a range of terrain features (deep space, 
grassy plain, uneven paving, boulder field and sand dunes) and three different types of grid: large 
hex, small hex and square. It also includes simple mono versions of each grid for you to colour by 
hand if you prefer, plus samples of each terrain type with no grid overlay at all. 
 
Curious Calibres 
From the archives of Darkisle, the sort-of English and definitely fictitious island that was a 
byword for all things unnatural and eldritch.... 
Lucius Carnford was the island's leading expert on firearms during the 1920s, and Curious 
Calibres is one of his irregular publications about some of the more interesting guns that were 
available. It features information on six unusual types of pistol, lovingly reproduced in the original 
sepia. Designed as a resource for any RPG set in the mid-20th Century, Curious Calibres gives 
full information on using these guns in your game, with specific stats for use with Call of Cthulhu 
rules. 
 
On a Wing and a Wave
From 1924 to 1930, the only halfway reliable way to get to and from Darkisle was the sole flying 
boat operated by Irish Sea Marine Air Navigation Ltd. This resource gives full technical details of 
a real flying boat of the time: the Supermarine Sea Eagle, a short-haul airliner with a capacity of 
six passengers. Designed as a Darkisle resource, this can also be used in any game set during 
the 1920s/1930s, with liveries given for two different airlines, plus a blank for you to design your 
own if you want. 
 

Available from www.drivethrurpg.com 
Contact us at drakatgames@gmail.com 
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Players: don’t you just love ‘em? There they 
are, a beautifully scripted adventure before 
them, and they insist on taking a wrong turn and 
tangling with some walk-on extra Non-Player 
Characters that you had barely given a thought 
to. It’s almost as if they had minds of their own. 
So, it’s time to wing it – and this resource is 
here to help. The Instant NPC Personality 
Generator allows you, with the role of just 
three ten-sided dice, to come up with a quick 
pen picture of any NPC that is coherent enough 
to make them believable and random enough to 
be interesting. 
 
Caveats
While this resource draws broadly on real life 
psychometric theory, please bear in mind it has 
been simplified and adapted to produce a 
fast’n’dirty game aid. Even at its best, 
psychometrics is not a precise science and has 
plenty of critics, particularly regarding its 
validity and reliability. Please do not use this 
resource to self-diagnose or diagnose others! 
Nor should you think, for instance, that artistic 
types are bound to be a bit bipolar on a bad day. 
Also, this resource is not seeking to endorse the 
Myers Briggs model in particular or 
psychometrics in general. If you’re interested in 
real life psychometrics, just google “Myers 
Briggs” and away you go. 

 
Background
This resource draws on the Myers Briggs 
personality types, themselves extrapolated from 
earlier work by Carl Jung. These types are 
drawn from the observation of humans in 
prosperous Western nations from the early 20th 
Century onwards and you could argue they 
won’t be representative of downtrodden halfling 
peasants or colonists of 25th Century Mars. 
However, they will match the experience of 
most game-players and represent a wide range 
of personalities, so let’s run with it. 
The Myers Briggs model proposes that the 
personality of a person can be broken down into 
four dichotomies. By working out which end of 
each dichotomy a person occupies, a description 
of their personality can be built up. 
 

These combinations give 16 Personality Types. 
They can be described by a four-letter 

Player 1: Ok we leave the tavern – is the path the merchant told us about visible? 
GM: Oh yes. It leads off through a gate and across the field towards the hill. You can’t see 

the ruin from here though. 
Player 2: Ok. Anyone else about? 
GM: Oh, just a few men walking along the road from the village. The path leads…. 
Player 1: Hang on! What about these men? How many? What do they look like? 
GM: Ummm… four and they’re… you know… average villagers. Walking. To the tavern. 
Player 2: Hey let’s talk to them, they might know some rumours about the ruins! 
GM: Well, a couple of them look pretty unfriendly, as they see you looking they narrow their 

eyes and their hands fall to their swords. 
Player 3: Oh it’s a fight they want is it? That does it – follow me guys! They can talk or die, it’s 

all the same to me…. 
Player 1: What a loss to the diplomatic corps you were, Lucy… Ok looks like we’re turning away 

from the gate and heading towards the group of men – no weapons drawn yet, gang, but 
be ready. I’ll do the talking. Ok, I raise my hand and greet them – tell me how they 
react…? 

GM: Oh bugger…. 

Attitude:
Extroversion or Introversion 

Information-gathering:
Sensing or INtuition 
Decision-making:

Thinking or Feeling 
Lifestyle:

Judgement or Perception 
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abbreviation denoting which end of each 
dichotomy they occupy, eg ‘ENTJ’. Further 
work by David Keirsey complimented the 16 
types and correlated them with other definitions 
of personality such as temperament. 
Can I use this with elves/dwarves/whatever?
Typical fantasy/sci-fi races are distillations of 
certain human characteristics. Much of the 
Personality Table will apply to most non-human 
races, but the extent depends on how those races 
are defined by the game. You can adapt the 
table to fit the race, and this is why the Myers 
Briggs abbreviations are given: if you decide 
that Vulcans are absolutely always Thinking 
and never Feeling, for instance, you can just 
ignore all the Personality Types with ‘F’ in the 
abbreviation. If you want you can produce 
amended versions for each race, and the table in 
Appendix 2 allows you to do this. Otherwise, 
just roll again if the Personality Type you rolled 
up doesn’t fit that race’s characteristics. 
 

Creating a personality
First, refer to the Personality Type Table. Roll 
two ten-sided dice to give you a percentage (ie 
one die gives you the first digit, the other gives 
the second. Take 00 to be 100). The percentage 
chance of encountering that type of personality 
is based on actual data. Find the Personality 
Type that applies to that percentage and read 
across that row. 
Personality Type
A one-word descriptor as an alternative to the 
four-letter abbreviation. 
Personality Abbreviation
The Myers Briggs abbreviation as described in 
Background.
%
The percentage of people that have this 
Personality Type. 
In a word…
If you had to sum up how an average person of 
that Personality Type comes across on a first 
meeting in just one word, here’s that word. 
Attributes
The list of qualities that make up that person. 
These are generally positive (let’s face it, 
nobody will like a psychometric test that tells 

you how horrible a person you are!), but they 
almost all have their negative aspects: what one 
person thinks is assertive, for instance, another 
might call bullying. There is no guarantee how 
strong or effective these attributes are – just 
because you think a lot doesn’t necessarily 
mean you think WELL. A separate roll will help 
decide this later. 
Worst Case
The worst characteristic that someone of that 
Personality Type might exhibit – in rare cases 
more or less permanently (which would usually 
be considered a personality disorder, or outright 
insanity), but more often temporarily, when 
under stress. Just a reminder of the caveat: this 
is a game resource, not a diagnosis! 
Intelligence Modifier
All Personality Types include a wide spread of 
intelligence, but some research suggests that 
certain types have higher (or lower) intelligence 
profiles than others. The Intelligence Modifier 
is a suggested modifier to use in games where 
Intelligence is rated on a 3-18 scale (ie, by 
rolling 3D6). Obviously, the modifier should 
not take this score beyond the maximum/ 
minimum permitted by the rules. This feature is 
for guidance only: ignore if you want. 
Communication Style
Looking at two elements of the Personality 
Types (extroversion versus introversion, 
thinking versus feeling) gives an insight into 
preferred communication style. This is 
summarised in the diagram below, and the 
quadrant that applies to each Personality Type is 
stated in this column. The theory is that people 
communicate best with those in the same 
quadrant, manage ok with those in an adjacent 
quadrant and communicate worst with someone 
in the diagonally opposite quadrant. Mis-
understanding (and hence hostility) is likeliest 
between people in these opposing quadrants. 
This may help you decide how well any 
interaction with the player characters goes (it 
can be fun to decide which quadrants your 
players fit into ahead of using this feature!) 
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