“Incarnations” (New World of Darkness) PC Creation-Masters (9/1/14):


Campaign Background:  Welcome to the “Incarnations” campaign.  The “incarnations” campaign where the players will be playing 3 different PCs who are bound to the other player’s PCs through fate and time.   Player will create a 1) Grog, or servant PC, 2) a Guardian, or heroic PC, and a Master, or Mage PC.  The campaign will begin with the Grogs, move to the Guardians, and then the Masters.  In later games Players may play multiple PCs at once.  However, a given Player’s PC will always be connected to another Player’s PCs not to his own. 


Your Grog PC will be a servant to another Player’s Master PC and have few skills. Your Guardian PC will be the bodyguard and defender of another Player’s Master PC and will be a some type of warrior.  Your Master PC will be a Mage and will have one Grog servant and one Guardian, both run by other Players.  


The Mechanics for the campaign will be New World of Darkness, with some GM modifications (which is similar to Old World of Darkness, but a little more streamlined). 


Out of Character (OOC) Knowledge:  The campaign will begin in the modern world, but PCs will be cast back and forth throughout time and space.  PCs Grogs and Guardians will be bound to their Masters -body and soul.  If you Master dies, so do you.  In addition, these bindings are not set to specific PCs, and will change each time PCs are cast back in time binding them to different Masters. 

If a PC dies back-in-time, they gain no experience and lose a permanent Willpower point.  If a Master dies, their Guardians and Grogs suffer the same fate (keep you Master’s alive!). 

Experience accumulation will be different for Grogs, Guardians, and Masters.  Masters gain more experience doing research, Guardians gain more adventuring, and Grogs don’t gain much at all and hope to survive. 


In-Character (IC) Knowledge:  


Grogs:  Grogs are your low level PCs (think Cthulhu investigators or 1st level characters).  Grogs are fated to serve.  When creating Grogs, they need to come from a background of service.  Gardener, Butler, Baker, or any other common job.  Their education level can be anything up to at most about two years of college or skilled labor.  They can have up to at most a lower middle-class income at most.  

Guardians:  Guardians are you medium level PCs (think Runequest or 7th level characters).  Guardians are fated to be heroes.  When creating Guardians, they should come from an appropriate background: Police, military, fire-fighter, etc. Their education level can be anything up to about a college degree or equivalent in skilled labor.  They can have up to a middle-class income.  They should focus on Physical Attributes and Abilities. 

Masters:  Masters are you high level PCs (think Exalted or 10+ level characters).Masters are fated to for power and knowledge.  When creating Masters, they can come from any background, however, they will focus Mental and Social Attributes and Abilities. They can have any level income (bought with Bonus Points)

The second game will introduce the Guardians and Masters.  


Note-PC Advancement:  I will send out advancement rules later and need to explain them in person (my own creation).  

Grogs will advance VERY slowly.  Guardians will advance more quickly, and Masters will advance the most quickly. 

Master/Mage-Creation:

BACKGROUND REQUIREMENTS FOR CHARACTERS:


The most important part of PC creation is the Player Character’s personality and background.  Please detail the PC in depth and include all of the following as a minimum.


1.  Physical Description:  Include age, ethnicity, height, weight, etc.


2.  Family:  Include descriptions and relationships


3.  Education:  Where and when, and how well


4.  Where and how do you live:  Self-explanatory


5.  Career/Job-Income:  Self-explanatory


6.  Hobbies:  Self-explanatory


7.  Faith/Religion:  Self-explanatory


8.  Pets:  Self-explanatory


9.  Relationships:  Include Friends/Loved Ones, and Enemies


10.  Personality:  What type of person are you in a few words. Include likes, dislikes, and important points of view.


11.  Motivation/Drive:  What does your character want and what do they strive for? 

12.  Include anything else that will help flesh out the Character.
Mechanics:
Attributes: 5/4/3    (with a base of one in each) None may begin higher than 3.  Masters should focus on Mental Attributes (Possibly Social Attributes).
Mental:  Intelligence, Wits, Resolve, 

Physical:  Strength, Dexterity, Stamina, 

Social: Presence, Manipulation, Composure
Abilities:  11/7/4   (Base 0 in each) (Only 1 may begin higher than 2 and the third dot costs 2 pts).  Masters should focus on Mental Abilities.

Mental:  Academics, Computer, Crafts, Investigation, Medicine, Occult, Politics, Science,


Physical:  Athletics, Brawl, Drive, Firearms, Larceny, Stealth, Survival, Weaponry,


Social:  Animal Ken, Empathy, Expression, Intimidation, Persuasion, Socialize, Streetwise, Subterfuge, 
Minimums: 2 in all Mental Attributes, and 3 in some Mental Ability.
Skill Specialties (pg. 54):  Choose 3
Virtue (pg. 101):  Choose One: Charity, Faith, Fortitude, Hope, Justice, Prudence, Temperance, 

Vice (pg. 103):   Choose One:  Envy, Gluttony, Greed, Lust, Pride, Sloth, Wrath,

Defense (pg. 90):  Lower of your Dexterity and Wits

Size (pg. 94):  5 (for most humans)

Health (pg. 90):   Stamina + Size

Initiative (pg. 91):  Dexterity + Composure

Morality (pg. 91):  7 (Base)

Speed (pg. 95):  Strength + Dexterity +5
Willpower (pg. 95):  Resolve + Composure 

Merits (pg. 108):      7 Points,  List of Allowed Merits: 

Mental: Common Sense (4), Danger Sense (2), Eidetic Memory (2), Encylopedic Knowledge (4), Holistic Awareness (3), Language (1-3), Meditative Mind (1), Unseen Sense (3, though will gain points back later), 

Physical:  Ambidextrous (3), Direction Sense (1), Fast Reflexes (1-2), Fleet of Foot (1-3), Fresh Start (1), Iron Stamina (1-3), Iron Stomach (2), Natural Immunity (1), Quick Healer (4), Strong Lungs (3), Toxic Resistance (2),

Social:  Allies (1-5), Barfly (1), Contacts (1-5), Fame (1-3), Inspiring (4), Mentor (1-5), Resources (1-5), Retainer (1-5), Status (1-5), Striking Looks (2 or 4), 
Bonus Experience  Points:   None
Add Master’s Template:  Add at Appropriate Time
Choose Thaumturgical Specialty: 
Gnosis: Gain Gnosis 1

Morality:  Change Morality to Mage Wisdom (Hubris)

Ruling Arcana:  Choose 2 Ruling Arcana and gain 1 Dot in each

Inferior Arcana: Choose one Inferior Arcana

Magic Techniques:  1) Ability to cast Improvised Spells (costs 1 Mana each, Gnosis + Arcanum dice pool), 2) Ability to store and regain Mana using Pattern Scouring (1 Lethal Health level gains 3 Mana), Ability to research, 3) Can cast one spell at a time

Merits:  None at this time.
