PLAYER CHARACTER GUIDE TO CHARACTER CREATION
Players may choose to run an original character from the Dark Ages campaign (England By Night), or may create a new one.  For new characters, it will be assumed that your “new” character entered into the game with the “original” Dark Ages characters, thus you have all adventured together for some time.  All players (re)create their characters using the rules below:  
Character Background

Name

Origin/Nationality:  
Choices include England, Scotland, Ireland, France, Denmark.

Nature/Demeanor:   
Per game books (nature is true self; demeanor is portrayal to the world).

Clan:


Nearly all choices are open (consult the GM for unusual requests).

Generation:

Originally 8th.  All characters (re)start at 12th Generation.  (See below)
Traits
ATTRIBUTES:    

7/5/4 

(Maximum of 5 dots)  

ABILITIES:    

13/10/7    
(Maximum of 5 dots)
Abilities Addendum:

All receive 1 free dot in Survival (primary skill)




All receive 1 free dot in Kindred Lore (secondary knowledge)
DISCIPLINES:    

5 dots
Discipline Restrictions:  
Maximum of 4 dots in any Clan Discipline(s).




Maximum of 3 dots in any non-Clan Discipline(s).    




Characters are limited to their Clan Disciplines plus up to any two





non-Clan Disciplines.  (See GM if questions)

VIRTUES:   


5

(Maximum of 5 dots)
WILLPOWER:

Initial rating equal to Courage rating.
HUMANITY:

Initial rating equal to Conscience + Self Control ratings
BACKGROUNDS:

0          
Backgrounds Addendum:
May not purchase at character creation.

Backgrounds will be earned after first game session.
EXPERIENCE POINTS:
90   
Experience Point Addendum:
See chart for trait costs using experience points.
Traits cannot be raised above the stated maximum (if listed above) at character creation, including with experience points.
Ghouls and Neonates may not be created initially.

MERITS:


5 free points to allocate (subject to GM approval)     
FLAWS:


Optional; may take up to 10 points of Flaws (but see below).
Flaws Addendum:
All Flaw choices subject go GM approval.  Each point of Flaw taken will award +3 experience points.
All characters must take 2 point Blood Madness flaw (DA p.309); this does not count against the 10 point maximum above; this is separate and required and does not award any experience points.
See information below for details about application of Flaws relating to lowering your character’s effective Generation.
FREE DOTS:


These do not count against experience point allocation.
Notes about Secondary Abilities:

There is a separate handout with a listing of secondary abilities.  These add dice to dice pools, and come into play in the following way:  whenever a roll is called for, if a certain specialty or secondary ability is available (character purchased a dot or more) and germane or appropriate for use in that roll, the player may add one die for each dot in the appropriate secondary ability.  (For example, a character is attempting to repair a car door, a Dex + Repair roll is called for.  The character has a dice pool of 5.  If the character had 2 dots in the secondary skill of Mechanic, his dice pool would increase by 2, for a total of 7 dice.)

In some cases, a roll cannot be made unless a specific secondary ability is known.  In those instances the GM may determine that a roll simply cannot be made by the character, or may call for an Attribute roll at a difficulty of 10.  (For example, for a character to operate a spaceship weapon system, say a plasma weapon turret of some sort, he would need the secondary skill of Spacecraft Weapons.  If he were attempting to repair that weapon system, he would need a secondary Engineering knowledge.  Without those secondary skills or knowledges, the best he could hope for would be a Dex or Wits roll at a difficulty of 10.)  

In other cases, there may be no appropriate primary ability to apply to a roll.  In those cases, the roll can only be made with an Attribute and at a higher difficulty level.  (For example, a character may want to shoot at an enemy, or an animal, using a composite bow.  The roll would be Dex + Archery (firearms or melee not being applicable).  If the secondary skill of Archery was not known by the character, then the roll would be Dex only, and at a difficulty of +1.)   
Notes about Languages and Linguistics:
For simplicity, these two will be used interchangeably.  A character will always know how to speak his/her own language.  For each dot in Linguistics, the character may select an additional language.  It will be presumed all characters are literate, and can therefore also read and write in all languages which they know.  For future game sessions, this Knowledge can also be used to learn alien languages, not just Earth-bound languages.  

Linguistics is the only exception to the experience point cost to raise ability scores.  Each dot in Linguistics (whether the first dot or 5th dot) costs 3 experience point.  A character can have no more than 10 dots in Linguistics (own language plus 9 others).  There is also an Intelligence pre-requisite for large numbers of languages, per the chart below:

Linguistics (dots)

Minimum INT rating needed
4




        4
5 and 6




        5
7 and 8




        6
9 and 10



        7

Character Generation
All of your characters (whether re-created versions of your older characters, or newer characters created for this game), have the potential to be 8th Generation.  The rationale for this is that all of your characters (old and new) adventured together back in the 11th, 12th, and 13th centuries, in one way or another.  Therefore, they were presumed to be created under the same earlier set of rules.  However, there have been some changes.  Due to the nature of the characters’ injuries which placed them into torpor, as well as the abnormally long amount of time that has passed, their essence has degraded.  While some characters may have originally been 8th generation, or in some cases even 7th, that has now changed.  

All characters will start the game at effectively 12th Generation.  All characters may regain their original Generation by working towards it during game sessions and/or initially at character creation, using the unique rules set forth below.  There are only two ways to restore Generation (reduce down from 12th Gen):  by taking permanent Flaws now, or by consuming Cainite Blood later (during the games).  If you have any questions or confusion about this process please contact me.
Generation


Cost  

12th   (start)


Blood Madness Flaw (see below)
to reach 11th


take a 1 point Flaw or drink 11 Cainite Blood

to reach 10th


take a 2 point Flaw or drink 12 Cainite Blood
to reach 9th


take a 3 point Flaw or drink 13 Cainite Blood

to reach 8th 


take a 4 point Flaw or drink 14 Cainite Blood

to reach 7th 


take a 5 point Flaw or drink 15 Cainite Blood
Blood Madness Flaw (2 points):  All characters are required to take this flaw.  The purpose of this is to abstract the effects of the long torpor relating to the reduction in character Generation.  This does not award any exp or freebie points and is separate and distinct from the chart above.

Taking Flaws

One option is to take permanent Flaw(s) in order to reduce/restore the character’s effective Generation.  If you choose to take permanent Flaws in this manner, these must be taken at the start of the game during character creation; they are no longer available once the game commences.  Once selected, the Flaw(s) is permanent and may never be eliminated, hidden, reduced, or done away with.  Note that Flaws taken are cumulative, thus with each reduction of Generation the Flaws continue to accumulate.  (For example, in order to go from 12th Generation at the start down to 8th Gen by taking Flaws, the character must take a 1 point, a 2 point, a 3 point, and a 4 point Flaw, for a total of 4 permanent Flaws).  Also, taking Flaws in this manner does not award additional freebie or experience points.  The choice of permanent Flaws is limited; characters may choose only from the following list:

1 Point

· Smell of the Grave (Dark Ages p.303; odor, social rolls Diff+1)

· Deep Sleeper (Players Guide p.10; Dark Ages p.305; awaken during day Diff+2)

· Hard of Hearing (Players Guide p.11; hearing-related rolls Diff+2)
· Nightmares (Players Guide p.7; Dark Ages p.305; each night WILL roll or lose 1 die)

· Dulled Bite  (Camarilla p.73; must cut prey for more blood flow and bite deeper)
2 Point

· Open Wound  (Camarilla p.73; unhealed visible wound, -1 blood point each evening)

· Selective Digestion (Players Guide p.19; digest only certain types of blood)
· Confused (Players Guide p.10; world is confusing, expend WILL to make sense of it)

· Deranged (Dark Ages p.305; choose one Derangement p.260)

· Bad Sight (Players Guide p.11; vision-related rolls Diff+2)

· Anachronism (Players Guide p.18; INT rolls to deal with post AD2021 technologies)

· Blood Deficiency (new Flaw; to regain 1 blood point must consume 2 blood points)

3 Point

· Permanent Fangs/Eyes (Camarilla p.73; inability to hide true nature as a vampire)
· Permanent Wound (Players Guide p.20; Dark Ages p.304; no Bruised health level) 
· Deformity (Players Guide p.19; appearance-related rolls Diff+2, possible DEX problems)
· Lame (Players Guide p.19; Dark Ages p.304; 2 dice penalty Movement rolls, no running)

· Absent-Minded (Players Guide p.10; WITS roll or WILL points to remember things)

· Hatred (Players Guide p.8; make frenzy roll when faced with object of hate)

· Severe Phobia (Players Guide p.8; Courage rolls to face the thing(s) you fear)

4 Point

· Mute (Players Guide p.20; Dark Ages p.304; no speaking or verbal communication)
· Deaf (Players Guide p.11; Dark Ages p.304; Alertness and hearing rolls Diff+3)

· Flesh Eater (Dark Ages p.306; must consume heart and other body parts of prey) 

5 Point

· Flesh of the Corpse (Dark Ages p.304; skin retains all appearances of wounds forever)
· Light-Sensitive (Players Guide p.15; Dark Ages p.309; sunlight double damage; moon)
· Weak Blood (Dark Ages p.309; blood point costs doubled, no Discipline over 4 dots)

Special Notes:  In certain cases the GM will determine the specifics of some Flaws, such as Nightmares, Selective Digestion, Hatred, and Phobias.  In all other cases the players are to determine the specifics of their character’s flaw(s).  

Drinking Cainite Blood  
Another method to reduce/restore the character’s Generation by one level is to consume copious amounts of Cainite Blood.  The character must consume their entire current blood pool in Cainite blood in order to restore one Generation.  (For example, a 12th Generation character has a blood pool of 11, therefore in order to permanently restore from 12th Gen to 11th Gen, the character would have to consume 11 points of Cainite Blood.)  Blood drained in this way and for this reason does not have to happen all at once – the character can consume these 11 points over an extended period of game time.  The player should keep separate track of how many Cainite Blood points have been consumed.  
Bear in mind that feeding off of Cainite Blood can trigger the negative effect of the Blood Madness Flaw (Self Control roll, Diff 8, to avoid a feeding frenzy effect.)  Once the requisite number of blood pool points have been filled with Cainite Blood, the character immediately regains the next lower Generation.  Then, in order to reduce/restore the character’s Generation by another level, this process must happen all over again (though at increasingly higher cost).  This process can continue until the Character reaches his/her original starting Generation (8th or 7th).  Characters feeding off of each other more than once will eventually result in permanent Blood Bonding, which will cause problems for bonded characters during the game (in some cases, worse than taking permanent Flaws).  
Example of Generation Reduction Program (Blood Watchers Anonymous)

Matilda the freak-faced wild-eyed goose-necked Nosferatu starts the game at 12th Generation (just like everyone else).  But she wants her original 8th Generation level back.  So she decides that she wants to start the game at 9th Generation.  Since she cannot drink Cainite Blood before the game begins (that would be silly), she must take 3 Flaws, a 1-pointer, a 2-pointer, and a 3-pointer, from the list above.  This may mess her up a bit but being 9th Generation is also a very good thing.  So she checks out the GM’s list and decides on the following:  

· Nightmare Flaw (1 point).  This will allow her to go from 12th Gen to 11th Gen.

(The GM chooses the nightmare, deciding she has bad dreams, most every night, about being stuck in an open coffin with photographers standing all around, looking down at her, and taking pictures of her with flash.  Each morning, she must make a Willpower roll at difficulty 6, or possibly 7 if a really bad night.  If she fails that roll, she loses 1 die from all actions for that day, or until she sleeps again.  If she botches that Willpower roll, she will lose 2 dice from all actions that day.)

· Selective Digestion Flaw (2 points).  Taking this second flaw will now allow her to begin the game at 10th Gen (down from 11th).  

(The GM chooses the blood restriction, deciding that she can only regain sustenance from the blood of human females over age 18.  The GM chose this because Matilda was a 50 year old woman when she was embraced by a 16-year old female vampire.)

· Permanent Fangs (3 points).  Taking this third flaw will allow her to move from 10th Gen down to 9th Gen at the start of the game.

(This flaw means that she can never hide her true nature as a vampire, even with disguises.  Unless she has the abilities to vanish or simply hide, even with her best disguise a trace of her teeth or eyes or other clear vampire feature will shine through for all to see.  Though she is a Nosferatu and normally not an attractive being, in fact one that tends to hide from others anyway, she reasons that having this flaw fits in with her concept.  She figures she will simply hide rather than try to disguise herself.)  
· Reasoning that the 4 point Flaws on the list are too adverse to take, she begins the game at 9th Generation.  If she should ever want to restore her original 8th Generation level, she must consume 14 points of vampire blood – because her current blood pool as a 9th Gen character is 14, so that’s how may she must drink.  During the game, as opportunities present themselves, she may drink vampire blood, and the player keeps track on her character sheet how many points she has drank.  During game session #4, she finally drinks the 14th point of vampire blood (by killing a particularly annoying vampire photographer).  Note that even though she has a selective digestion (women over age 18), when it comes to vampire blood, any vampire will do (the restriction is suspended).  At that moment, her Generation drops from 9 to 8, and her journey back to “normalcy” has come to a successful end.

