Godbound-Modern PC Creation:  11-8-23
Campaign Background: 
Welcome to the Godbound-Modern Campaign.  Players will be creating modern-day characters who are the children of the mythical gods (Greek, Nordic, Japanese, Egyptian, Aztec, or Loa), in the modern era.  PCs will begin with the power of Heroes, and will slowly work their way up the ladder of power toward divinity, from heroes, to demigods, and finally to gods.  
Prologue to the Campaign: 


The Campaign begins in the Spring of 2022, in the city of Bath, Maine.  The PCs are all seemingly ordinary people at the Bath Springfair-Festival, on the Androscoggin River.  
“The Festival features numerous local farmers, vendors of local food based lunches, book sellers, and informational tables. Visitors can hear local bands including the popular Franklin County Fiddlers, and admired the talents of local belly dancers! There are talks on bread-making, raising dairy goats, constructing hoop tunnels, fearless pressure canning, and the safe harvesting and handling of fiddleheads, among others. Children will enjoy well-supervised games and crafts, revel in the opportunity for close contact with baby farm animals, and climbing on antique tractors.  In addition there will be canoes and paddle boats, along with large boat tours up the Androscoggin River.”   

The PCs may choose any reason for being at the Springfair, but if they need a specific reason, it may be because they had a vision or a dream that drew them here. It is likely that the PC is currently at the Springfair alone (love one’s might have issues if they are here..)

The game begins when the area suffers from an odd, mysterious, and out of place earth tremor that shakes the region and frightens the locals and visitors alike…

Out of Character Knowledge and the Godbound System:   


In the beginning of this game, the PCs will start as ordinary mortal who will “ignite” their Ichor, or divine substance, and become legends in the modern world. The Titans, original creators of the universe and nemesis to both gods and mortals, who were bound at the beginning of time, have escaped.  The PCs will be contacted by a messenger from their parent, and that they are needed to fight in the immortal war and protect the world from Titanspawn, the monstrous children of the Titans. 

The Godbound system is based on the OSR (Old School Renaissance) idea, meaning that is very similar to 1st Edition D&D, including the use of THACO.

Godbound-Scion PC Creation:  

Background Role-Playing 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.  In this case, one of the PC’s natural parents is a god, who they have never met.  So determine what the PC knows.  Are they adopted, raised by a single mother, a foster child?  


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/Calling:  What does your character want and what do they strive for? 

12.  Include anything else that will help flesh out the Character.
PC Creation Mechanical Requirements: 

1.  Determine Who Your Divine Parent, Nature, and Calling, and Background: Players must choose which Pantheon their PC is a part of and who their parent is (List Below).  The PC does not necessarily know who it is though. They also should write a few words describing the PC’s natures or personality, and their motivation or calling. 

2.  Create One Fact about PC:  A Fact is an important truth about your hero, one that shapes their past and abilities (Pre-Empowerment). 
The First Fact should be about their profession or chosen trade.  Facts add +4 to PC’s Attribute Rolls/Saves when appropriate.    Examples: Firefighter, Paramedic, Soldier, etc.
Two more facts will come in the early games. 
The Second Fact should be about some sort of important relationship or organization, religion, or other group they're involved with, family relation, or group enmity.  
The Third Fact should be about where they came from or their origins including about how they acquired the skills or talent they used to survive before or after their ignition to their divine power or their past Profession.  
Fact 2 & 3 may also include Common Talents on pg. 190+ with GM approval. 
3.  Roll/Pick Attributes:  Roll 4d6, take the best 3, and put them in any order for Strength, Dexterity, Constitution, Wisdom, Intelligence, and Charisma.  OR you may simply take the set numbers:  16, 14, 13, 13, 10, 8, Please keep track of your original Attributes.  PCs might raise them with future Words or Gifts, and may then shift them around.

4.  Record Saving Throws:  Subtract the higher modifier of the appropriate attributes from 15 to determine your three saves.  Hardiness (Strength/Constitution), Evasion (Dexterity/Intelligence), and Spirit (Wisdom/Charisma). Heroes can automatically succeed on a roll with the cost of an Effort.

5.  Hit Points:  Begin with One Hit Point modified by their Constitution Modifier, but will gain Hit Points quickly in the first few games.  

6.  Pick 3 Divine Words/Words of Creation: These will be gained in the future, and are the focus of the PC’s power.   

7.  Weapon/Armor: PC start out with no weapons or armor. (See added document for weapons and armor)
8.  Determine Wealth:  PCs start with 0 Wealth (not particularly important to PC Demigods). 
9.  Determine Birthright: These are gifts given to Heroes by their Divine Parents. They can be weapons, equipment, or even pets and followers.  PCs may have them early in the game but not recognize their power, or they will be granted to them later in the game, PC’s choice. Birthrights will gain in power as the campaign progresses. 
10.  Determine Attack Bonus and Damage: Base Attack is +0 plus attribute modifier, Damage is based on weapon + attribute modifier, though PCs will gain +1 Attack bonus during the 1st game. 
11.  Determine Armor Class: Based on Armor and Attribute Modifiers

12.  Record Effort:  PCs begin with 1 Effort (Which they cannot yet take advantage of yet)
13.  Record Influence:  PCs begin with 0 Influence, but will gain some in the future.

14.  Record Dominion:  PCs begin with 0 Dominion, but will gain some in the future.

15.  Create Background: Give basic background and history of PC (See above)

16.  Consuming Temptation:   All Gods, Demigods, and Heroes are beings of intense emotion and desire, prey to some titanic passions or dark compulsions that tends to surface at moments of strain. When the character is created, the player chooses one ambition, craving, or drive for the PC, perhaps as a tremendous hunger for beauty, a hatred of a type of foe, or a craving for being glorified by others.  This can be the PCs Motivation or a second drive.  This ambition can change during play with the GM's permission and a suitable rationale (Very easy as the character develops). (Exalted pg. 104+ is a good place to find examples)
If the Godbound ever has all their Effort Committed in a moment of great strain or danger where they are facing the loss of something precious to them or have been brought below half their maximum hit points, the stress and passions of the moment are subverted by the temptation. While they can control themselves long enough to deal with the immediate combat or crisis that provoked the temptation if their lives are at stake, they immediately afterwards are driven to throw themselves into indulging their craving. 

After the crisis, until they somehow extravagantly satisfy the temptation or spend at least a day pursuing it with utter disregard for their own best interests or prudence, they cannot Commit Effort or Influence to anything not related to pursuing that temptation. Existing Influence Commitments will rapidly collapse unless the Godbound satisfies their passions soon enough to return to overseeing their projects. A Consuming Temptation can flare up no more than once per week, no matter how many moments of crisis the Godbound faces

The Words of Creation

Alacrity   Agility and swiftness in motion

Beasts     Command and transformation of beasts

Bow        Ranged combat and impossible accuracy

Command    Leadership, rule, and enforced obedience

Death      Undead, death, and the dying

Deception  Trickery, stealth, illusion, and lies

Earth      Stone, strength, soil, and obdurate hardness

Endurance  Tireless vigor and scorn for injury

Fertility  Plants and growth both unnatural and normal

Fire       Heat, smoke, light, fury and lust

Health     Vigor, healing, and the command of disease

Journeying Swift, unhindered travel over far distances

Knowledge  Knowledge both mundane and supernatural

Luck       The having and giving of luck good and bad

Might      Raw strength and its use in tremendous deeds

Night      Darkness, sleep, night-passage and dreams

Passion    Emotion, devotion, grudges, and yearnings

Sea        Water, seas, rivers, sea-beasts, and purification

Sky        Weather, lightning, flight, and winds

Sorcery    Initiation into theurgic spellcasting

Sun        Light, vision, truth, heat and banishing

Sword      Melee combat and unarmed struggles

Time       Prophecy, postcognition, and time-weaving

Wealth     Money, prosperity, and abundant goods
Other Possible Words:
Birds:  Traits, control, flight

Cities:  Building, connection, knowledge

Dance:  Motion, movement, rhythm

Desert: Heat, mirage, survival

Desire:  Romance, beauty, craving

Engineering:  Building, repairing, and destroying objects
Entropy:  Disorder and decay

Fear:  Horror, courage, nightmares

Insects:  Traits, control, swarms
Intoxication:  Chemical influence, poisoning, drunkenness

Madness:  Broken logic, delusional visions, irrationality

Murder:  Secret killing, poison, betrayal 

Music:  Harmony, sound, and passion sound provokes

Protection:  Guardianship of others

Theft:  Lying, trap evasion, taking, 

Underworld:  Caves, darkness, buried treasure

Vengeance:  Pain and punishment against those who transgress

War: Life and death in the field of battle

Winter: Frigid conditions

Dragon:  Strength, Greed, Flame
Fairy Queen:  Glamour, Beauty, Enchantment
Lich King: Undeath
Peak Human:  Being a superlative human in everyway

Blood
Sight
Memory
Forbidden Words-Not Appropriate for Campaign: 
Artifice:  Use Engineering instead
Artificial Intelligence
Network

Arch Psychic
List of Gods/Pantheons:  

The Pesedjet (Egyptian Gods):  

Anubis
Atum Ra
Bastet
Geb
Horus
Isis
Osiris
Ptah
Sobek
Thoth
Dodekatheon (Greek Gods): 

Aphrodite
Apollo
Ares
Artemis
Athena
Dionysus
Hades
Hephaestus
Hera
Hermes
Poseidon
Zeus
Aesir (Norse Gods):  

Baldur
Freya
Freyr
Frigg
Heimdall
Hel
Loki
Odin
Sif
Thor
Tyr
Vidar
Atzlanti (Aztec Gods):  


Huitzilopochtli
Miclantecuhtli
Quetzalcoastl
Texcatlipoca
Tlaloc
Tlazolteotl
Xipe Totec
Amatsukami (Shinto/Japanese Gods):  

Amaterasu
Hachiman
Izanagi
Izanami
Raiden
Susano-O

Tsuki-Yomi
Loa (Vodou Gods):   

Baron Samedi
Damballa
Erzulie
Kalfu
Legba
Ogoun
Shango

Example Godbound PC:  
Name:  Hyperion Demos
Pantheon:  Dodekatheon (Greek Gods):

Divine Parent:  Apollo

Nature:  Idealist
Motivation/Calling: Need to save people
Background:  Hyperion is a 22 year-old paramedic who believes, in spite of all that he has seen, that the world is basically a good place and that people are generally good.  

Consuming Temptation:  Red Rage of Compassion:   All the suffering Hyperion has seen fills him with an unquenchable rage. He immediately attacks the most obvious cause, without consideration for himself or the situation. His rage overcomes sense and reason. He is unlikely to perform even simple acts such as putting down objects in her hands or drawing a weapon. However, he does not feel much real pain while in this state. If he is without obvious targets, he enter a terrible rage, moving erratically from area to area, smashing objects without consideration for value and lashing out at anyone foolish enough to interfere.
Words/Gifts:  To be gained in the future
Sun
Command
Bow
Level:

0/1

Influence: 
0
Dominion:
0

Effort: 

1 (Cannot be use yet)
Attributes
Modifiers
Check


Str.
13 
+1

8+

Dex.
16
+2

5+

Con. 
10
+0

11+

Wis.
14
+1

7+

Int.
13
+1

8+

Cha.
16 (8)
+2

5+

Facts: 

1)  Hyperion is a single child raised by a single mom, and trained paramedic from New Jersey.
Saves:


Hardiness:  14+

Evasion       13+


Spirit:          14+

Hit Points (1/8):
AC:  7  (Dex +2, No armor)
To Hit:  (+0/+2) +1/+3

Weapons: 9mm Pistol:  1d6 +2 damage, 
Fray Die: None (Yet)
Birth Right: Sunlight Storm (Shiny Golden 9mm Pistol)
Equipment:  Clothes (Slacks, White Collared shirt, sports Jacket, Brown Dress Shoes), Guitar
