Character Concept
All characters must have a concept and a background. At a minimum I want to know:

· Role: What is your specialty or character theme? How do you fit it?
· Background: Where you are from, who is your family, etc.

· Weaknesses: What are your Achilles heels? What can’t you do?

· Character Goals: What does your character want, and why?

· Player Goals: What do you as a player want?

Much can be developed in play, but I want at least a skeleton of a character concept before character creation, and definitely before play. Don’t show me a completed character sheet until you’ve first explained your concept; then we can work to make the mechanics fit the concept (not vice versa).

Ground Rules

· No psychopaths or sociopaths. This basically speaks for itself.
· For this game at least I’d like to avoid “cute” names. I’ll eventually get around to making up some languages so you can have a name that means something.
· The occasional weird character is fine, but I don’t want a whole party of them.

· Character concept and archetypes will be enforced. Characters will not be permitted to violate someone else’s specialty turf.

· Concept is paramount; mechanics always follow concept.
Guidelines

· Starting points: 75 + 75

· Max points from one disadvantage: 25

· Combat Value: OCV and DCV should be 7-10 for warriors, 5-8 for everyone else.

· Attack powers: average DC 4-6, maximum DC 8-9

· Defense powers: average 4-6 DEF, maximum 8-10 DEF

· Skill rolls: typically 11-14 at start.

· Heroic: Characters automatically have Normal Characteristic Maxima at no point value. Characters may exceed NCM with permission, if it fits their concept. Racial characteristic modifiers also adjust the NCM “acceptable range” threshold.

Campaign Rules

· Combat uses hit location chart: usually
· Sectional armor defense: required
· Encumbrance: yes, but a “simplified encumbrance” option is available

· Knockdown rules used: usually, unless it bogs things down

· Bleeding Rules: sometimes, if dramatically appropriate

· Disabling and Impairing: sometimes, if dramatically appropriate

· Long-Term Endurance rules used: yes
· Limited Push: yes, if not abused
Character Building

During creation, you can leave a few character points unspent for picking up background skills you may have forgotten.
Character Types

· Warriors should buy a martial arts package to represent training. Eventually I’ll have a list of martial arts packages, but for now we’ll wing it.
· Wizards should buy a VPP as described in the Magic document. Wizards will need college skills, and should consider Knowledge skills for colleges, Spell Research, and Analyze.
· Alchemists will want to have Alchemy at a minimum. They may also want various KS related to alchemy, KS of formulas, Alchemical Research, and Analyze.

· Priests don’t normally get special powers, but they often study magic. A few do have sorcery-type powers though.

· Magic and martial arts are usually mutually exclusive. Each represents years of training and devotion to a discipline. Martial arts help balance warriors against wizards.

Packages

· Racial Packages: Required. Get GM permission to play an ‘unusual’ race.

· Cultural Packages: Required. Mostly this is just everyman skills, and some options, but may occasionally include disadvantages.

· Professional Packages: Optional. Martial Arts and Magic are only available through a professional package.

· Special Packages: These will be provided for such things as lycanthropes and other strange character types.
Skills

Everyman Skills

Everyman skills vary by culture, and are indicated in the appropriate cultural package deal. It’s a good idea to write your everyman skills on your character sheet, so you don’t forget you have them.

Everyone has familiarity with Common Knowledge (8-) as an everyman skill. You can also buy this as a Knowledge skill. You can pray to any god at any time; prayer is a familiarity (8-).

Campaign-Specific Skills

· Alchemical Research: This is a special version of the Inventor skill that is used to research new alchemical formulae, in conjunction with appropriate magical knowledge.
· Alchemy: The version of Magic skill for alchemists. See the Alchemy document.

· Analyze: Required to analyze magical spells and items, in conjunction with Enhanced Senses (detect magic, discriminatory) and appropriate magical skills. Also required to analyze potions, in conjunction with a lab.
· Combat Piloting: Only for flying carpets and other aerial vessels, and only if you’ve had some past experience flying such craft.
· Healing: Paramedic skill will be referred to as Healing. For more in-depth care, you may want diagnosis skills (KS Anatomy, KS Diseases, KS Poisons) and medical skills (PS Chirurgeon, PS Physician). Herbal knowledge also combines well with Healing.

· Inventor: Does not apply to spell research or alchemical research; each of these is a separate skill based on Inventor.

· KS (college): Knowledge of magic as it pertains to a particular field.

· KS Herbs: Knowledge of herbs and their properties. Also useful in magical or alchemical research.

· KS Law: Knowledge of the celestial law, for religious characters.

· KS Potions: Field knowledge of common formulae.

· Literacy: This costs 1 point per script for most languages. For example, it costs 1 point to read/write runes, and 1 point to read/write elvish script.

· Martial Arts: Only available as part of a Package.

· Mechanic: Used to create, fix, or disarm mechanical gadgets, traps, and the like. Creation requires a knowledge skill related to the item being created, such as KS Ballista, or KS Water Mills.
· (Power): This is an INT-based skill with a cost of 3/2, and is required to cast spells. There is a different version of this skill for each college. See the Magic document.

· Security Systems: Knowledge of guards, patterns, procedures, locks, traps, etc.

· Spell Research: This is a special version of the Inventor skill that is used to research new spells, in conjunction with appropriate magical knowledge.
· PS Herbalist: Many herbs have powerful properties. This skill allows you to prepare and use herbs, and find work as an herbalist. You’ll probably also want KS Herbs.
Some skills, such as Forensic Medicine, are not commonly available and require a suitable background.

Modern skills, including Autofire, Bugging, Computer Programming, Demolitions, Electronics, Forensic Medicine, Mechanics, and Systems Operation, are not available.

Talents

All Talents require GM approval, and must fit the character concept. Some talents will only be available as racial benefits. You cannot use race as an excuse for taking a talent unless all members of the race have that talent (it’s part of the package).

· Bump of Direction: wilderness types, or Deep races

· Combat Luck: no

· Combat Sense: yes

· Danger Sense: yes, limited to 10-15 points

· Environmental Movement: maybe

· Lightsleep: Rangers, barbarians, and elves

· Simulate Death: racial or mystical

· Speed Reading: This talent is used to rapidly prepare a spell from a spellbook, or to rapidly read a scroll. It will also grant a bonus to research rolls in a library, as you can cover more material more quickly.

· Universal Translator: as a spell only, limited

· Beast Speech: certain races have this knack; also as a spell

· Berserk Fury: yes

· Combat Archery: yes

· Combat Spellcasting: yes

· Crippling Blow: not for starting characters

· Deadly Blow: no

· Divine Favor: yes

· Evasive: yes

· Fascinaton: yes

· Fearless: yes

· Follow-Through Attack: yes

· Inspire: yes

· Magesight: yes

· Magic: not required as a Talent

· Mounted Warrior: yes

· Rapid Archery: yes

· Rapid Healing: no

· Shapechanging: yes

· Skill Master: yes

· Spell Augmentation: yes

· Trackless Stride: yes

· Turn Undead: yes, but with no PRE/EGO +40 "dispel" level

Perks

Only the following perks are available:

Base: Home, dungeon, castle, etc.
Contact: yes

Favor: yes

Follower: yes

Fringe Benefit: If it fits the character.
Money: Ask the GM. See the Ground Rules document.
Reputation: Yes
Vehicle: Ship

Powers
Enhanced Senses: Anyone can buy up to +1 with a single sense, for 2 points.
Mental Defense: Allowed. In a world filled with magic, some people are resistant.

Power Defense: Allowed. In a world filled with magic, some people are resistant.

Running: Allowed, up to around 8” total

Swimming: Allowed, up to around 2” total
See also the Powers document, and the Magic document.

Disadvantages

Public ID: Not likely in a medieval world without any mass media, unless you’re the king or something.

Susceptibility, Vulnerability: Usually these are racial disads.

