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In House Games, there is no class system or pre-set character progression. Additionally, because the storytelling responsibility rotates
each session, there is no real overarching plot that gives the games a story arc. Because of these things, there is a large emphasis on
Character Concept as a means of driving a character's growth and progression in both flavor and mechanics. Your concept will inform all
of the decisions you make as your character progresses through the Games.

House games characters are required to be:

1. Rich in style, unique, and individual
2. Driven by a goal or ambition that encourages them to risk their lives every month
3. Extremely capable and competent

Let's break each of these points down into a bit more detail.

1. Snowflakes of Carnage

The most characteristic element of the House Games system is the ability for players to make absolutely any character they want. There
are no classes to choose from. Instead, each character can be completely unique in terms of their supematural element. Want to make a
were-puma? Sure! How about a chef that can influence people through the food that he cooks? Of course! How about a magic-is-science
professor who uses complicated devices to control and influence the elements? Mo problem.

But while supematural paradigm is an important aspect to consider, personality, background, morality, theme, and flaws are just as
important. A well-developed house games character is just like a well-developed character in any other work of fiction. They each have
flaws that define them, childhoods that have shaped them, regrets that haunt them (or if they don't yet, they soon will), and strengths
they draw on. Characters have moralities that shape their lives, and beliefs they hold dear or find shattered.

Of course characters take time to develop. While it is a good idea to have a pretty clear inclination of what you want your character to be
when you start {personality, ambitions, beliefs, flaws, potential powers, etc), you will find that the longer you spend with a character, the
more they begin to find their voice. Don't feel obligated to front-load a 20-page bio into a character that might die on their first game.

2. Ambitious and Tenacious

As unique as all characters are, there is one thing they all must have in common: their insatiable drive and ambition. Each character has
a unique goal, or perhaps set of goals, that defines them. These are individuals who will shape the world in their image, protect it from
the dangers that face it, or rule over it with an iron fist. These grand ambitions are what drives the character to risk their lives month
after month for even a small step down the path to their ultimate goal.

However, many new players have a very difficult time choosing a good ambition. In fact, developing good House Games goals is very
challenging. Goals should fit the rest of the concept and encourage interaction with the world, setting, and other characters in some way.
A good place to start is to consider what YOU would do if given the opportunity to change the world in any way you want. Would you end
all wars? Would you erase religion? Would you drive all the non Mative American people out of Morth America?

A common trap that people fall into is choosing an inward-facing goal such as "being the best at [insert any skill here].” This includes "Be
the most dangerous man in the world,” "Be the best warmior ever,” "Make people weep at the sound of my music,” or any number of other
permutations. These goals aren't ideal because they are not only boring and generic but they also lack any inherent interaction with the
rest of the world. They don't produce conflict, and they don't challenge the setting at all. Think about what ends a character means to
achieve by acquiring power; don't focus on them gathering power itself. Ask yourself what your character wishes to achieve by being the
best wamior in the world. Does he wish to conquer the world? Does he want to someday kill the dragon that bumt down his village? Does
he want to eventually enslave all non-human species in the universe? Get more specific.

Also make sure that your ambition, while grounded enough to affect the world and setting, is also lofty enough to not be truly achievable.
Characters become very powerful, and you would be surprised what a 30-game vet can do... Scale-able goals that will likely bring your
character into conflict with other characters are best.

Examples of good ambitions: Blow up the world, create a new religion and convert everyone to it, replace humanity with its successor,
become the leader of the entire world, usher in a new era of technology where computers reign supreme, retum the world to the garden of
eden, eliminate sex from all culture, explore space and colonize new worlds, etc,

Although ambitions can change over time, you should have a clear idea of your character's ambition before they go on their first game. It
should be on your character sheet.

3. The Best of the Best of the Best

The games are a trial by fire designed to separate the wheat from the chaff. Only the most competent, dangerous, resourceful, and
skilled individuals are even chosen to participate in the games themselves. Though there may be an initial pool of hundreds, only a dozen
or so will survive their first decade in the games, shaped into the most formidable creatures that ever existed. Your character has been
invited. They're not just some bum that's never applied themselves. They're probably the best in the world at at least one thing, if not
more. They're the leaders of their fields, and they're willing to sacrifice almost anything to accomplish their goals.

The story of an average everyday Joe who is thrust into the world of the supematural is not necessarily one that can be told in House
Games.

At creation, you are given enough skill points and attribute points to be the strongest, smartest, or most disciplined person in the world.
You could be an Olympic athlete that shatters records, a brilliant scientist, or the world's most renowned surgeon. Perhaps you are not
famous, but that makes you no less competent.

Some Character Concept Examples

These are a few totally acceptable character concepts. If you've got about this much figured out, you're definitely ready to start filling out
yvour character sheet,

These characters are admittedly a little same-y. More examples incoming. . .
Johnny Profigliani

» Concept: Famous Italian boxer with serious Mafia ties. Is a raging (but high functioning) alcoholic, and practices new-agey spintual
bullshit centered around drinking.

= Ambition: Drink the Mectar of the Gods and ascend into divinity as the God of Brawling.

= Possible Powers: Drunken Master-type stuff - alcohol fuels his powers and enhances him physically, Super Powered Fists - Can
punch so hard he can manipulate sound, light, etc... eventually punch rifts in space to teleport.

Zhang Zhongjing

» Concept: Wealthy and well-respected practitioner of Chinese Traditional Medicine. Also poaches for business and for the thrll of the
hunt.

» Ambition: Create "holy grail” level medicine drawing from ingredients sourced in supematural creatures. Amrange for mass
production of new treatments by hunting/ranching the populations of those creatures.

» Possible Powers: Chinese traditional medicines of all types {cupping, acupuncture, etc), Poaching / hunting powers, population
control powers

Arnold Segal

» Concept: Major action hero (not a movie star, IRL). Was Special Forces, is now a bounty hunter because he refuses to play by the
rules.

» Ambition: End war by destroying all armies.

» Possible Powers: Standard shooter type stuff, camouflage powers, tracking and stalking, powers centered around fighting as a lone
wolf, or possibly commander powers, depends on roleplaying experiences.
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The Character Development Questionnaire

This was designed for characters in the House Games setting. It can assist you to develop your character's personality, history and future
plans as well as helping you to develop a symbology unique to the character. Experience points will be awarded per section adequately
filled out (your Regional GM will "grade"” them). XP awards will vary according to the complexity of the Character.

1-9 games (MNovice):
2 Improvements possible: questions 1-24 and/or 25-48

10-29 games (Seasoned):
3 Improvements possible: questions 1-16, 17-32, 33-48

30+ games (Vet):
4 Improvements possible: questions 1-12, 13-24, 25-36, 37-48

Movice characters can get away with writing a small blurb for most questions. Seasoned characters should be writing at least a paragraph
in response to every one,

Obviously, Veterans will be expected to write a book to propery record their history & opinions...

Assume all questions are presented in such a way that the character is feeling unusually talkative, with no desire to lie. Perhaps they
were given sodium pentothal. Make the answer as long as you like but unless otherwise stated the minimum is one paragraph. You will be
asked to elaborate on one word or one sentence answers (it is everyone else's sacred duty to do so).

. What was your childhood like? (One paragraph each: (1)baby, (2)child, {3) teenager.)

. If you were a weather pattern or meteoric phenomenon, what would you be? Why?

What is{are) your most prized possession{s)? What makes it{them) so special?

Do you know any songs? What kind? How did you leam them?

Have you ever been in love? With who? What happened? If not, why not?

. If you were going somewhere special that you wanted to look your best for, what would you do to prepare? What would you wear? How
long would it take you to get ready?

7. What will you do for next birthday?

8. What are your worst fears? Why? (Min, three paragraphs.)

9. Which historical figure do you look up to the most? Why?

10. When would you decide to retire? Where would you settle down at? What would you do?

11. If you had theme music, what would it sound like?

12. Describe your ambition. What makes you want it so bad that you would risk your life for it? (Min. three paragraphs)

O

13. Do the ends justify the means?

14, As you grow, how do you think your Ambition will evolve?

15. If you could meet any fictional character (TV, books, comics, etc.) which one would you choose? Why?
16. How do you feel about spirituality? Are you religious? What do you believe? (Min. three paragraphs)
17. What would you consider selling your soul for? (Mote that considering does not mean deciding!)}21. What do you try hardest to keep
secret?

18. Provide a personal opinion on each of the High Rollers in your Region? Do you get along?

19. What kind of things can make you angry? Why? (Min. three paragraphs)

20. How do feel about democracy as a form of government?

21. What is your favorite food? How often do you eat it?

22. What do you dream about? Why do you think you have those dreams? (Min. three paragraphs)

23. What is your beverage of choice? Why?

24, Do you believe in aliens from outer space? Do you think they have come to Earth? Why?

25. Describe someone from your family in detail {and family doesn't end at blood). What did they look like? What were they good at?
What was his or her personality like? How often did you see this person?
26. Describe a typical Sunday moming.

27. If you were an animal, what kind would you be? Why?

28. What are your political views?

29, Describe the perfect room.

30. What attracts you? Do you have anyone "on your radar"?

31. Where do you get your news? What topics are of interest to you?

32. Magic or science? Why?

33. Is there anything that you are irrational about?

34, What is your sex life like?

35. Define what is evil to you. (Min. three paragraphs)

36. What would you kill for? What would you die for?

37. Describe any enemies or vendettas you have made. Who do you think considers you an enemy? Provide some detailed plans about
how you intend to "settle the score”,

38. Have you ever had a pet? What was it and how did you take care of it?

39, Where does your money come from? Where does it go?

40. What purpose do you think the "Games" serve? Who is behind them? Why did they choose you?

41, If you were a vehicle, what kind would you be? Why?

42, Do you do drugs? Which ones? How often? What about caffeine, alcohol and other everyday medications? Why?
43, Everyone excels at something. What is your philosophy about the thing you are best at?

44, What comforts you when you are feeling sick for an extended period?

45, How do you feel about other races?

46, How do you feel about your mother? Would you defend her honor?

47. Describe the room where you sleep most often.

48. Which of your missions{s) have been the most impactful / memorable for you?



Character-creation-version-1.5
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Characters are created using either the Standard Build System (aka the Build Point System) or the Altermate Build System (aka the XP
System), as determined by the Regional GM.

Click here to download a character sheet,

Standard Build System

You may spend Build Points as follows.
ATTRIBUTES: 7/5/3

Attributes are divided into three groups: Physical, Social, and Mental. Each Attribute begins at 1. Spending one point increases an
Attribute by 1. You may spend seven points in one group (Physical, Social, or Mental), five points in one group, and three points in the
remaining group.

ABILITIES: 13/9/5

Abilities are divided into Talents, Skills, and Knowledges. Each Ability begins at 0; spending 1 point increases an ability by 1. You may
spend thirteen points in one group (Talents, Skills, or Knowledges), nine points in one group, and five points in the remaining group.

VIRTUES: 7

Each of the three Virtues {Conviction, Self-Control, and Courage) begins at 1; spending 1 point increases a Virtue by 1. You may spend
seven points on Virtues.

BACKGROUNDS: 5

You may spend five points on Backgrounds. Spending 1 point increases a Background by 1.

MORALITY begins equal to Conviction + Self-Control. Mote that increasing Conviction or Self-Control later does not increase Morality.
WILLPOWER. begins equal to Courage. Mote that increasing Courage later does not increase Willpower.

MERITS/FLAWS: See the approved list of Merits and Flaws for costs and effects. A character may have a maximum of 7 points in Flaws
{or two Flaws totaling any amount).

FREEBIE POINTS: 15 + Flaw value. The cost to increase a Trait by 1 point using Freebie Points is as follows.

Attributes: 5

Abilities: 2

Virtues: 2

Humanity: 2

Backgrounds: 1

Willpower: 1

Merits: Mormal cost to acquire.

With either the Standard or Alternate Build System:

Any Trait may be raised to 2 maximum of 5 at character creation, except Morality and Willpower, which may be raised to 10.

Select Nature, Demeanor, Concept, and so forth,

Each character must have a reason for participating in House Games at great risk to life and limb. Most High Rollers have a Driving Goal.

Determining your Driving Goal is the most critical element to the process of detailing your character. As a potential High Roller, your
Driving Goal should be infinite in depth, and zealously pursued. If your character would not be willing to face down a biker gang for even
a marginal step towards his ambition, you're not trying hard enough.

Your back story may be as detailed or blank as you like. Generally if you are looking for specific rewards for your character, you should
make note of these goals to your GM and ideally reflect them on your character sheet in some manner.

Lastly you should maintain a detailed equipment list. While some GMs are easy on this, the going rule is:

If you don't have it written down, you don't have it.

Your Backgrounds should give you a decent idea of what is reasonable for you to start with.
Useful resources for character development:
To see an example House Game character, click | here,

As an aid for character development, as well as for bonus XP to the character, you may fill out the Questionnaire in a manner consistent
with your character.
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GMs may at their discretion award up to 5 ranks in Backgrounds (of the Beneficial or Adversarial variety) to characters during a Game.
For example, good roleplay can (and has) won players superior Retainers, at reduced or no cost, depending on how your GM rules.
Otherwise they cost current rating x 3 to advance.

General Backgrounds

A Aliases

For every level in this Background, you have a fully documented and maintained altermate identity. You may combine this Background
with others such as Citizenship, Contacts, Resources, and similar as desired.

If one of your Aliases is exposed, the number of Aliases available to you will drop by one. However, your Aliases will gradually
regenerate; typically you will recover one every three months or so.

When received as a Gift it is awarded at 5.
A Arsenal

Arsenal represents a stockpile of weaponry or hard to find items that you personally own. Your Arsenal is assumed to remain consistent
with use.

1) Large number of conventional weaponry. Any conventional equipment within your Resource range.
2) Restricted Items. Modified Weaponry. Police Equipment. Specialty Gear.

3) Illegal Items. Military Firearms. Antique Weapons. Improvised Explosives.

4} Highly Ilegal Items. Specialty Firearms. Hand Grenades. Military Armor.

5) Anti-Tank Mines. Plastic Explosives.

6) Small Artillery. Merve Gas.

In any given downtime, you can obtain two of each type of grenade (or mini-grenade) and 20 ounces of C-4 without having to roll
{assuming you have Arsenal to the appropriate level). You can also obtain small quantities of firearms, ammunition, and the like {(but not
explosives, gas, or anything that affects multiple targets) without having to roll. For any additional items, you must make an Arsenal roll
at Difficulty 7. If you succeed, you obtain one item or 20 ounces of C-4. If you fail, you can't roll again for that type of item until the
following downtime. If you botch, you can't draw from your Arsenal until the following downtime.

An Arsenal is often comprised of a series of stashes. Thus, establishing a new stash does not allow you to obtain items without rolling;
you are only moving part of your stash from one location to another.

When received as a Gift it is awarded at 4.
A Cipher

In a world where data flows at the speed of light, sometimes being anonymous is difficult indeed. Cipher determines how well your
information is hidden from the world, For every level in Cipher, anyone investigating you adds +1 difficulty and deducts -1 die from there
rolls.

0) Available: Your public documents/identity are available to anyone who should care to look.
1) Covered: +1 Difficulty/-1 dice pools

2) Hidden: +2 Difficulty/-2 dice pools

3) Secure: +3 Difficulty/-3 dice pools

4) Buried: +4 Difficulty/-4 dice pools

5) Invisible: +5 Difficulty/-5 dice pools

When received as a Gift it is awarded at 5.
A Citizenship

Sometimes getting your foot in the door is all it takes. For every level in this background, you are recognized as a legal citizen of a given
country. You are entitled to all the benefits being a citizen entails.

0) Only your home country claims you.

1) Citizen of 2 countries

2) Citizen of 3 countries

3) Citizen of 4 countries

4) Citizen of 5 countries

5) Citizen of 6 countries

When received as a Gift it is awarded at 5.

A Clear Conscience
This Background represents a certain amount of iron will & sanity even when exposed to madness or forced to make tough morality calls.

Each time you take a derangement, you may roll your rating in Clear Conscience Diff: 8 Success negates the derangement. If you Bofch a
Sanity check, you still lose the point of humanity, even if you negate the derangement.

When received as a Gift it is awarded at 3.
A Contacts

Do you have friends in the police force? Were you once a Catholic altar boy? A journalist? Could you find a fence if you needed one? How
about some hired muscle? Contacts covers who you know and what you can get out of them. For each level in Contacts, you have one
major area of influence {which must be detailed at character creation). These individuals are not your friends per se, but can get you
what you need when you need it. Players should roll Contacts (Diff: 7) to get a hold of useful contacts in their area of influence.

0) You just fell off the tumip truck, no contacts
1) One major contact

2) Two major contacts

3) Three major contacts

4) Four major contacts

5) Five major contacts

When received as a Gift it is awarded at 5.
A Database

Database allows access to private records. The time required to obtain information increases with the rating. Thus, a phone number could
be obtained almost immediately, but accessing CIA records might take weeks.

You have access to information at your rating or below, as follows.

1) Phone numbers and addresses,

2) Credit checks, driving records, employment history.

3) Caminal history, local and state government records.

4} Records of some federal agencies, such as the FAA and the IRS.

5) You have a varnety of "keys" to almost every major database in the world. Includes access to the records of highly secure national and
intermational agencies, such as the CIA, FBI, Interpol, and the military.

Database may be awarded as a Gift at 5.
A Fame

1) Local Mame

2) Subculture Hero

3) Regional Figure

4) Mational Recognition

5) Intemational Celebnity

When received as a Gift it is awarded at 3,

A Hands of Death

This trait represents years of experence consistently dealing out damage through unarmed combat. Bare knuckle boxers, martial artists,
hard core brawlers, and similar will have Hands of Death.

For every level you have in Hands of Death, one damage die resulting from a Brawl or Martial Arts attack will be considered an automatic
success. Mote that this Background does not add damage; it just makes the damage you would deal more likely to "stick.” If you make
more than one attack in a round, this applies in full to every attack. Example: If you have Hands of Death 2, five damage dice, and make
four attacks (all of which hit), you would roll three damage dice for each attack; the other two will automatically be successes and need
not be rolled.

When given as a Gift, Hands of Death is awarded at 3.
A Laboratory

Laboratory represents the equipment and tools that you own for purposes of experimentation. Laboratories are fairly specific, due to the
wide range of scientific fields to choose from, and do not come with experimental subjects. During Downtime, you may roll your
Laboratory at difficulty 7 (5 with Mad Scientist) to gain one study point per success. This does not stack with other Study Point
Generators, and may be applied to abilities which may be covered by the laboratories specified field.

1) Basic lab equipment set

2) Advanced [ab equipment set
3) High school lab

4 University Lab

5) Professional level laboratory

When received as a Gift it is awarded at 3-5 depending on how elaborate it is {what the study points may be spent on).
A Lethal Accuracy

This trait represents years of experence consistently dealing out damage through Ranged combat. Snipers, hunters, gunfighters, and
similar will have Lethal Accuracy.

For every level you have in Lethal Accuracy, one damage die resulting from either a Firearms or Thrown attack will be considered an
automatic success. Mote that this Background does not add damage; it just makes the damage you would deal more likely to "stick." If
you make more than one attack in a round, it applies in full to every attack. Example: If you have Lethal Accuracy 2, make three attacks
(all of which hit), and have eight damage dice on each attack, you would roll six damage dice for each attack; the other two will
automatically be successes and need not be rolled.

When received as a Gift it is awarded at: 3
A Library

Library represents a body of research material that you personally own. While your library may cover many subjects, it is only assumed to
relate to mundane subjects unless specifically noted. After a Game, you may roll your Library rating at Difficulty 7 to eam Study Points
for purchasing specified traits. You may only make one such roll per Game, and it does not stack with Mentor/Instruction rolls. Your
Library rating may be used in some research rolls as bonus dice or similar if you have access to it.

An Occult Library contains more accurate reference material and grants Study Points on topics that otherwise would not be covered,
usually in reference to magic. For example, points from a conventional Library cannot used for sorcery or other magic, but points from an
Occult Library can. Converting a conventional Library to an Occult Library is considered the equivalent of a 2-point Merit. However,
characters may not begin with an Occult Library, since no character begins with access to magic.

1) Extremely limited

2) Some useful data

3) Research Library

4) Extensive Data

5) Vast resource of rare and useful data

When received as a Gift, Library is awarded at 3-5 depending on how elaborate it is {what the Study FPoints may be spent on). It may be
received at 5 if very specialized (and thus usable only in a2 very narmow range of areas), or at 3 if fairly general.

Occult Library may be awarded as a Gift at 1. A character who already has a conventional Library may have it converted to an Occult
Library and raised 1 level as a Gift.

A Mentor

A Mentor rating determines the efficacy of your character's teacher. Dependent upon what your mentor specializes in, study points
generated here can be applied to almost anything that is not purely intemal. During downtime, you may roll your Mentor at difficulty 7 (5
with apt pupil) to receive one study point per success. You may make one such roll per downtime, and it does not stack with other Study
point generators.

1) Limited teachings

2) General purpose instruction

3) Highly useful and broad education abilities
4} A Master in their field

5) Grandmaster

When received as a Gift it is awarded at 3-5 depending on how comprehensive it is (what the study points may be spent on).
A Merves of Steel

This Background represents a lifetime of tight situations and violent encounters. You are probably a soldier, cop, or similar. When
Initiative rolls are made (Wits + Dexterity + 1d10), add your rating in MNerves of Steel as a bonus.

When received as a Gift, it is awarded at 3.

A Precision Striking

This trait represents years of experience consistently dealing out damage through Melee combat. Samurai, butchers, barbarians and
similar will have Precision Striking.

For every level you have in Precision Striking, one damage die resulting from a Melee attack will be considered an automatic success.
Mote that this Background does not add damage; it just makes the damage you would deal more likely to "stick.” If you make more than
one attack in a round, it applies in full to every attack. Example: If you have Precision Striking 2, five damage dice, and make four
attacks (all of which hit), you would roll three damage dice for each attack; the other two will automatically be successes and need not
be rolled.

When received as a Gift it is awarded at: 3
A Resources
Resources covers your sustainable income and gives an overview of what sort of gear you may acquire.

Resources are received once per Downtime. If you spend more than your Resource limit, you are out of money, though you may roll
Resources at Difficulty 8 to attempt to borrow against future income. If you fail a Resources roll, your credit is frozen. If you don't have
Resources, you begin with 1d10 x10 in cash, and will be unable to replace equipment or afford transportation, etc.

1) Part Time Job - Resource Limit: $150
2) Lower Class - Resource limit: $1000

3) Middle Class - Resource Limit: : 10,000
4) Upper Class - Resource Limit: 100,000
5) Wealthy - Resource Limit: 1 Million

6} %5 Million

7) $10 Million

8) 520 Million

9% 350 Million

10) $100 Million

Of course, the normal cap applies, per Experience,
Resources is awarded as a Gift at 4. A character who already has at least two ranks in Resources may have it raised to 5 as a Gift.

Resources cannot be awarded through roleplay. Obtaining money through roleplay only results in the appropriate amount of money; the
character does not receive an increase in Resources.

A Status
Status is the regard of your peers in a professional capacity, such as a lawyer's reputation among other lawyers, and the like.

1} You are a competent individual, though you do not stand out.

2) You seem to have a knack for this, people look forward to your future exploits.
3) You are well regarded as an expert in your field.

4) When you talk, your coworkers listen.

5) People hang on your every word.

Depending on the scope of your Status (what organization you belong to) Status may be awarded at 1-5 as a Gift.
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Retainers who are not received as Gifts are considered "normal humans” (or normal animals). Most non-High Roller NPC's are also
considered normal humans.

Retainers can be considered a background which can be bought up as per usual approval (usually the character build itself is more
important than the circumstance of obtaining a retainer).

Mormal humans are created using the Standard Build System for Mormal Humans (if your region is using the Standard Build System) or
the Altemate Build System for Mormal Humans (if your region is using the Altemate Build System).

Retainers can only have intermal Backgrounds such as Hands of Death and Lethal Accuracy; they cannot take Backgrounds such as
Contacts, Resources, or Arsenal.

Retainers gain 5 XP per game regardless of if the game is won or not. Retainers gain one gift per 5 games survived.

Standard Build System for Normal Humans
You may spend Build Points as follows.

ATTRIBUTES: 6/4/3

ABILITIES: 11/7/4

VIRTUES: 7

BACKGROUNDS: 5

MORALITY begins equal to Conviction + Self-Control. Note that increasing Conviction or Self-Control later does not increase Morality.
Standard humans begin with Humanity as their moral system.

WILLPOWER begins equal to Courage. Note that increasing Courage later does not increase Willpower.

MERITS/FLAWS: See the approved list of Merits and Flaws for costs and effects as they apply in House Games. A character may have a
maximum of 7 points in Flaws (or two Flaws totaling any amount).

FREEBIE POINTS: 15 + Flaw value. The cost to increase a Trait by 1 point using Freebie Points is as follows.

Attributes: 5
Abilities: 2
Virtues: 2
Humanity: 2
Backgrounds: 1
Willpower: 1
Merits: As per cost

Any Trait may be raised to 5 at character creation, except Enlightenment and Willpower, which may be raised to 10.

A player who is awarded normal human Retainers as a Gift may choose to receive Retainers at a lower level than is offered. For every
level sacrificed, the Retainer receives an extra 5 Freebie Points. For example, if a player offered Retainers 3 chooses to take Retainers 1
instead, that Retainer would have an extra 10 Freebie Points. Similary, every Build Point invested in a single Retainer during character
creation provides that Retainer an extra 5 Freebie Points. Mo more than 5 Build Points may be invested in Retainers (thus providing no
more than 20 Freebie Points).

Alternate Build System for Normal Humans
You may spend the following amounts of XP.

Attributes: 82

Abilities: 87

Backgrounds: 26

Virtues: 28
Freebie: 107

Freebie points may be spent in any category. Freebie points may be saved for later use only if they cannot be used during character
creation (such as when 1 point is left over and there is nothing on which to spend it).

Morality begins equal to Conviction + Self-Control. Note that increasing Conviction or Self-Control later does not increase Enlightenment.
Willpower begins equal to Courage. MNote that increasing Courage later does not increase Willpower.

Attributes and Virtues begin at 1; everything else begins at 0.

Merits cost Rating x 3.

Flaws provide a number of Freebie Points equal to Rating x 3. A character may obtain no more than 21 XP from Flaws, or two Flaws
totaling any amount.

Any Trait may be raised to a maximum of 5 at character creation, except Enlightenment and Willpower, which may be raised to 10,
Costs are the same as for advancement.

A player who is awarded normal human Retainers as a Gift may choose to receive Retainers at a lower level than is offered. For every
level sacrificed, the Retainer receives an extra 25 Freebie XP. For example, if a player offered Retainers 3 chooses to take Retainers 1
instead, that Retainer would have an extra 50 Freebie XP. Similarly, every level invested in a single Retainer during character creation
provides that Retainer an extra 25 Freebie XP. No more than 5 levels may be invested in Retainers (thus providing no more than 100 XP).



Merits

Light Sleeper (2-4): You need less sleep than average. For 2 points, you need only 4 hours sleep per night. For 3, you need only 2 hours,
For 4 points, you are truly sleepless: Come up with a reason why!

Pain Tolerance {2-6): You can function under intense pain. 2 points reduces Wound Penalties by 1, with every additional point reducing
them further {up to 5 at 6 points).

Acute Sense (1): One of your senses is exceptionally sharp. The difficulties for all tasks involving the use of this particular sense are
reduced by 2.

Ability Aptitude (1): You have a knack for one selected Ability. Difficulty of rolls with this Ability are reduced by 2. Cannot be applied to
Combat abilities. Does not stack with Ability Mastery.

Ambidextrous {1): You have a high degree of off-hand dexterity and can perform tasks with the "wrong” hand with no penalties. You must
still split your dice pool when performing multiple actions, but suffer no difficulty penalties. This Merit may be purchased for 3 XP.

Common Sense (1): You have a significant amount of practical, everyday wisdom. Whenever the character is about to act in a way
contrary to common sense, the referee can make suggestions or wamings about the implications of said action. This is a very useful merit
to give to beginning players unfamiliar with the game.

Double-Jointed (1): You are unusually supple. Reduce the difficulty of any Dexterity roll involving body flexibility by 2. Squeezing
through a tiny space is one example of 3 use for this Merit,

Higher Purpose (1): You have a goal that drives and directs you in everything. You gain +2 dice on all rolls related to this higher purpose.
You need to decide what your higher purpose is. Make sure you talk it over with the referee first. (This Merit cannot be taken with Driving
Goal.)

Lightning Calculator {(1): You have a natural affinity for numbers, and all relevant rolls are at -2 difficulty.

Perfect Pitch (1): You must have at least 2 dots in Expression, Performance or music related secondary skills. You can always recognize
every tone in any chord. You can accurately hit any note (for example C sharp) without any instrument or anything to take reference
from. If you have heard the song before, you always know when someone has shifted the song they are playing/singing from the original
key. You can memorize complex songs from hearing them only once or imitate telephone tones with ease. Music related rolls are reduced
by 3, however, this only reflects your accuracy in hitting notes and none of the "soul"” that goes into perfformance.

Apt Pupil (2): Difficulty of checks to leam from a Mentor or instructor are reduced by 2.
Book Leamer (2): Difficulty of checks to leam from a Library are reduced by 2.

Concentration {2): You have the ability to focus your mind and shut out any distractions or annoyances. characters with this merit are
unaffected by any penalties stemming from distracting circumstances.

Code of Honor (2): You have a personal code of ethics to which you adhere. The specifics of this code must be worked out with the
referee prior to play, and the character must follow it strictly. Characters with this merit gain +2 dice to all Willpower or Virtue rolis when
acting in accordance with their code or when attempting to avoid situations that might force them to viclate their code.

Dual Mature (2}: You have two distinct natures, both of which have an influence on your personality and behavior. When you pick these
natures, be careful to choose archetypes that are somewhat compatible. Dual Nature does not mean Schizophrenia. You may still choose
a demeanor.

Eidetic Memory (2): You remember, with perfect detail, things seen and heard. Documents, photographs, conversations, and so forth can
be committed to memory with only minor concentration. Under stressful conditions involving numerous distractions, you must make a
Perception + Alertness roll (Difficulty 8) to summon enough concentration to absorb what your senses detect.

Enchanting Voice (2): There is something about your voice that others cannot ignore. When you command, they are cowed. When you
seduce, they swoon. Add two dice to all rolls involving the use of your voice to persuade, charm, or command.

Mad Scientist (2): Difficulty of checks to leam from a Laboratory are reduced by 2.
Hard to Kill (3): You have an extra "Incapacitated” health level. This health level is treated as normal in all other fashions.

Morality Shift (3): You begin play with a different Morality/Enlightenment path than Humanity. The ethics of this path must be fully
detailed & approved at character creation. Your initial rating in unchanged (Conviction + Self-Control).

Steady Leamer (3): You do not roll for Study Points. Instead, the number of Study Points you receive is equal to: (Number of Dice) * {10
- Difficulty) / 10. This method is used regardless of the source of the Study Points (a Background such as Mentor, Library, or Laboratory,
instruction by another character, etc.). The result is rounded down. Thus, a character with Difficulty 7 receives 0.3 Study Points per die,
while a character with Difficulty 5 receives 0.5 Study Points per die. This Merit may be purchased for 9 XP.

Daredevil (4): You are good at taking risks, and even better at surviving them. When attempting exceptionally risky actions, add an
additional three dice to their rolls, and negate a single botch die that may result from such a roll. Generally, such actions must be at least
difficulty 8 and have the potential to inflict at least three health levels of damage if failed.

Tough as Mails (4): You are unnaturally resilient and hardy. You have an extra "Bruised” Health Level. This health level is treated as per
normal in all other fashions.

Luck (4): You have the Luck of the Devil. Three times per session, you can "re-roll” a roll. After your three tries, you strike out for the
rest of the session.

True Love (4): You have discovered, but may have lost, a true love. Whenever you are suffering, in danger, or dejected, the thought of
yvour true love is enough to give you the strength to persevere. In game terms, this love allows you an automatic success on any
Willpower roll made under the above conditions. However, your true love may also be a hindrance, and require aid from time to time.

Charmed Existence (5): You do not seem to suffer the misfortunes others are plagued with. You may ignore a single "1" every time you
roll.

Fast Leamer {5): You leam very quickly, and pick up on new things faster than most do. You gain one extra experience point at the
conclusion of each story.

Jack of All Trades (5): You have a large pool of miscellaneous skills. You automatically have one rank in all Talents and Skills. This is an
illusionary level, used only to simulate a wide range of abilities. If the character trains or spends experience in the Talent or Skill, he
must first buy one rank, then two.

Jaded (5): You are decidedly not impressed. You never have the emotional outbursts common to others. Any attempt to sway your
emotions is +3 Difficulty, and even if you are affected, you may spend a Willpower point to cancel the effect.

Iron Will {5): When you are determined and your mind is set, nothing can thwart you from your goals. Any attempt to control your
thoughts is rolled at +3 Difficulty, and even if you are affected, you may spend a Willpower point to cancel the effect.

Self-Confident (5): When you spend a point of Willpower to gain an automatic success, your self-confidence may allow you to gain the
benefit of that expenditure without actually losing the Willpower point. You do not lose the point when you spend it unless you end the
roll with only one success. You can use it only when the difficulty of your roll is six of higher.

Ageless (5 or 10): You are not immortal by any means, but you simply don't age like other mortals. You are no more hearty than other
humans and are still susceptible to disease and injury, however, the passage of time doesn't take the same toll on you. Likewise effects
that would result in aging you (like the touch of a wight) will have to work equally harder to age you. At 5 points you age only 1 year for
every two years and have a life expectancy of 150 years. At 10 points you age 1 year for every 4 years and have a life expectancy of
300 years. Come up with an explanation for why you are this way.

Clear Sighted (6): You are not fooled by illusions, and you get a Perception + Alertness roll {of a Difficulty equal to the opposing power's
level +3) to see through supematural illusions, such as those created by Obfuscation, Chimerstry, Chicanery, Gifts, etc.

Unbondable {6): You are immune to any effect that Binds or Suppresses your Loyalty (Blood Bond, Magical Oaths, Fascination,
Incubi/Succubi, etc.).

Restricted Merits

Grim Resolve: You have the ability to spend a permanent point of any Pool {including Willpower) to refresh that pool. Veterans only.

Imbued: You have been Imbued. You leam more rapidly than normal in the month following a Game (known as Downtime), and much
more rapidly if you win. (If you win a Game, you receive 10 XP; if you lose, you receive 5 XP.) However, you do not leam at all from
other experiences; you gain no XP from Side Games. Imbuing can be revoked, but it if is, then you can never be Imbued again.

Phylactery: It is not possible to begin with this Merit; it must be received as a Gift. If you are a Sorcerer, your cost for Sorcery Faths
becomes Current Rating x6 instead of Current Rating x7. If you are a Mythos caster, your Difficulty in contested Willpower checks against
yvour target is reduced by 1. If you are a Legacy caster, the number of points of your personal reserve that you can spend each tum is
doubled. However, you are linked to a place, object, living being, concept, secret, or true name. If a place, object, or being, you must be
in contact with it to perform magic. If a secret or true name, anyone who leams it can gain power over you or destroy your ability to
perform magic.

Veteran Merves: -2 difficulty to all Virtue rolls. Veterans only.



Flaws

The approved list of Flaws as they apply to House Games.

Cursed (1-5): You have been cursed by someone or something. The curse is specific in nature and cannot be easily dispelied. Level of the
flaw reflects how bad the curse is; a 1 point curse is annoying, a 5 point curse is likely life-threatening to you and/or to the people
around you, and will at least make you and them incredibly miserable.

Echoes: {1-5) You display some of the signature characteristics of your unusual heritage/background. Perhaps milk curdles in your
presence due to your Demonic blood, or electronics go haywire ever since you were abducted by Aliens. The value of this Flaw is
determined by the referee, not the player.

Brittle bones (1-4): Your body just isn't capable of deal with impacts effectively. Bashing damage is +flaw rating to soak

Enemy: (1-5) You have an enemy, or perhaps a group of enemies, who seek to harm you. The power of the enemy depends upon how
many points the player wishes to spend.

Tainted: {1-6) You are tainted {or damned) in the eyes of creatures who can detect such things including those wielding true faith and
similar powers., You start with between 1-5 points of permanent taint, and if 5 points are taken, the flaw is worth one extra freebie point.
This includes susceptibility to further taint, as is usual for tainted beings, and is nearly impossible to remove. Few creatures can survive
with a permanent taint greater than their enlightenment. It is best if your particular taint is of a unique nature and cleared with the GM
first.

Dark Secret: (1) You have some sort of secret that, if uncovered, could pose many problems for you. this could be a torture dungeon in
the basement, or the actual gunman of the grassy knoll.

Deep Sleeper: (1) When you sleep, it is very difficult for you to awaken. You are -2 dice on all rolls if you get less than 8 hours sleep,
and are likely to sleep through all but the most jarring events.

Defective Sense: (1) One of your senses is very poor. This is a non-correctable condition, and all Perception rolls relying on that sense
are +2 Difficulty.

Mightmares: (1) You experience horrendous nightmares every time you sleep, and memories of them haunt you during your waking hours,
Upon awakening, you must make a willpower roll (Diff: 7) or lose a die on all actions for that day. a Botched willpower roll indicated that,
even when awake, you still believe that you are locked in a nightmare.

Prey Exclusion: (1) You refuse to harm a certain class of prey. You might refuse to harm children, women, mothers, policemen,
accountants, or rich people. If you accidentally harm such an individual, you must make a conviction roll or lose a point in humanity (or
corresponding path). (This Flaw was added for specific cases such as hunters, serial killers, would-be vampires, and other such predators.
referees are free to deny a character this Flaw if it does not fit the particular character.)

Shy: (1) You are distinctly ill at ease when dealing with people and try to avoid social situations whenever possible. Difficulties for all
rolls involving social interactions with strangers are increased by +2. If the character becomes the center of attention in a large group,
difficulties are increased by +3.

Soft-Hearted: (1) You cannot stand to watch others suffer. you avoid any situation that involves causing someone physical or emotional
pain, unless you make a willpower roll {diff 8). You must have a humanity rating of ¥ or above to take this flaw.

Speech Impediment: (1) You have a stammer or other speech impediment that hampers verbal communication. the Difficulties of all die
rolls involving verbal communication are increased by +2. You must roleplay this flaw whenever possible.

Twisted Upbringing: (1) Maybe your parents were cruel, or you spent a good deal of time in prison. Regardless, you are callous to the
suffering of others. At character creation, you use Self-Control only to determine Morality; do not add Conviction,

Amnesia: (2) You are unable to remember anything about you past, yourself or your family, though your past might well come back to
haunt you. your origins and the circumstances behind your amnesia are for the referee to determine, and she is encouraged to make it as
interesting as possible.

One Eye: (2) You have only on eye - which eye is missing is up to you. The difficulties of all perception rolls involving eyesight are
increased by 2, and the difficulties of all die rolls requiring depth perception are increased by 1. (This includes ranged combat.)

Anosmia (2): You possess no sense of smell.

Phobia: (2) You have an overpowering fear of something. Spiders, snakes, crowds, and heights are examples of common phobias. You
must make a courage roll every time you encounter the object of your fear. The difficulty of the roll is determined by the referee, and if
you fail the roll you must retreat from the object.

Disfigured: (2) A hideous disfigurement makes your appearance disturbing and memorable. The difficulties of all die rolis relating to
social interaction are increased by two. You may not have an Appearance rating greater than 2.

Temitorial: (2) You are extremely temitonal, staking out a particular area as your home and react aggressively to trespassers. If another
person enters your temmitory uninvited, you must make a self-control roll or immediately attack the interoper and continue attacking until
the intruder is dead or has left your land. You are reluctant to leave your temtory except in desperate circumstances.

Short: (2) You are well below average height - four and a half feet tall or less. You have difficulty reaching or manipulating objects
designed for normal adult size, and your running speed is one-half that of a normally proportioned human

Vengeful: (2) You are vengeful by nature. Whenever you are wronged, you become obsessed with taking your revenge, and it is your
overriding priority in any situation where you encounter the object of your malice. You may temporarly resist your need for vengeance by
spending a2 Willpower point. Mote that your vengeance does not have to be disproportionate, and you do not have to avenge trivial slights
{such as being short-changed by a cashier).

Absent Minded: (3) This Flaw may not be taken with the Merit Concentration. Though you do not forget such things as Knowledges or
skills, you do forget names, addresses, and when you last ate. In order to remember anything more than your own name and the location
of your home, you need to make a Wits roll or as a last resort, spend a willpower point.

Anachronism: (3) You are an anachronism. You must subtract 3 dice from any action that requires you to interact with modem technology.

Deformity: (3] You have some kind of deformity - a misshapen limb, hunchback, clubfoot, etc. - which affects your physical abilities and
interactions with others. A hunchback, for instance, would lower a characters Dexterity by two dots and increase the difficulty of die rolis
relating to social skills by one. It is the responsibility of the referee to determine the specific effects of the deformity chosen.

Driving Goal: {3) You have an obsessive, driving goal which takes precedence over everything else in your life.

Easy to Kill (3): You have one less Dying health level than normal. You die at 3 levels below Incapacitated, rather than at 4 levels below
Incapacitated.

Lame: (3) Your legs are damaged, which prevents you from running or walking easily. You are forced to walk with a cane or possibly leg
braces, and have a pronounced limp to your stride. Your walking speed is one-quarter that of a normal human, and running is impossible.

Lifesaver: (3) You believe that every person has an inalienable right to live. You automatically lose a point of Enlightenment if you cause
a person to be killed, by action or inaction. [Mote to new players: It is possible to have a very high regard for human life WITHOUT taking
this flaw. This is a serious, character-defining flaw that should not be taken lightly.]

Cne Arm: (3) You have only one arm. Choose which, or determine randomly at character creation. It is assumed that you are accustomed
to using you remaining hand, so you suffer no off-hand penalties. However, you do suffer a two-dice penalty to any Dice Pool where two
hands would normally be needed to perform a task. A character may not take this Flaw along with the merit Ambidextrous.

Mute: (4) You cannot speak. you may communicate with the referee and describe your actions, but cannot talk to player or referee
characters unless everyone concermned uses linguistics dots to purchase a commonly understood sign language or you write down what you
wish to say.

Deaf: (4) You cannot hear, you may not listen to electronic or vocal media, and the difficulties of many Alertness rolls are increased by
three.

Glass Jaw: (4) You have a 50% chance of being knocked out for 1d10 minutes any time you do not successfully soak any damage taken
to your head. You're the guy who always misses the battle, or gets eaten by the victorious monsters afterward. Don't worry though, if
they eat you: you're unconscious! Shant feel a thing.

Hemophilia (4): Your blood does not clot normally. When reduced to hurt in lethal damage, you begin to degenerate. If reduced to
wounded or below, you lose one health level every 30 seconds until yvou receive proper medical attention.

Dath Breaker: (4) You have violated a sacred vow. You are marked as an Oath Breaker to ANY effect that determines even cursory
elements of your nature (Aura, Telepathy, Empathy, etc). Entering into future contracts, pacts, bargains, and similar agreements of a
supematural nature is next to impossible and almost always ends homibly. The laws of neutral grounds, depending on the area, may not
apply to you, putting you at a distinct disadvantage in such areas. Oath Breakers may also find it difficult or impossible to progress in
rank beyond a certain point amongst many factions and organizations. Depending on the nature of your Vow there may be some
remaining antipathy as well.

Tough as Fluff (4): You do not have a Bruised health level.

Dark Fate (5): You are doomed to suffer a horrible demise, or otherwise have some sort of icky unpleasant fate. You are aware of this,
and it can kinda make you rather depressed... (Dead within ten games, otherwise, knock yourself out!). The referee can declare any
single roll of yours a Botch once per session. You may not have Luck or Charmed Existence.

Qutsider (5): You have not established yourself in society. Perhaps you were raised by wolves, grown in a clone vat, or ended up in this
dimension by mistake. You start with O points in all backgrounds, you do not have citizenship in any country, and you have no official
identity or license of any sort. You may or not speak a relevant language as your one "given" language (perhaps you only speak an
obscure alien dialect, Latin, or some other useless language).

Weak-Willed: (5) You are highly susceptible to mind-affecting magic and social abilities such at Intimidate or Leadership. All difficulties
to resist such effects are increased by +2. Your willpower trait may never raise above 4,

Mayfly Curse: {5 or 10) You age at a faster-than-normal rate. If under a 5-point Mayfly Curse, you age 1 year for each month that
passes. If under a 10-point Mayfly Curse, you age 1 year for each week that passes.

Blind: (&) You cannot see. characters can compensate for the loss of vision by becoming more sensitive to other sensory input, but visual
cues and images are lost to them. Actions involving hand-eye coordination are very difficult to perform, especially under stressful
conditions. Difficulties of all Dexterity-based rolls are increased by +2.

Paraplegic: (6) You can hardly move without assistance, such as a pair of crutches or a wheelchair. Even then it can be painful and
cumbersome to do so. The referee and you should take care to roleplay this Flaw comectly, no matter how difficult it makes things. A
character may not take this Flaw along with the Ment Double-Jointed.

Degeneration: (9) You do not heal naturally. Instead, you degenerate; you lose health levels over time unless action is taken to prevent
the Degeneration. (A zombie that is gradually rotting would be an example of a creature with this Flaw.)

Giftless: (9) You have some pressing need to spend every single one of your Gifts just to see the next House Game. Perhaps you are a
terminal cancer patient with a month to live or made a bad deal that has come due with the wrong guy from Hell. Whatever the reason,
you'd better be a resourceful desperado since you aren't getting anything like the kickbacks the other High Rollers get. You can never get
Gifts for anything other than the privilege of seeing the next game.



Morality

Old Stuff » Character-creation-version-1.5 » The Old Character Sheet » Morality

Morality represents your ethical values, as well as your overall sanity. While there are many potential systems of Morality one could
follow, almost all characters begin with Humanity. Your Morality score has the following effects.

» Your Morality rating determines when you need to make Degeneration checks.
» Your Morality rating determines the Experience Point cost to "buy off" a Derangement.,
= Many Powers and effects target Morality.

Degeneration Checks: Whenever you act contrary to your ethics (per your Morality score), you must roll Conviction (typically Difficulty
6-8). If you fail, either your Morality drops by 1, or you gain a Derangement, as appropriate. (A botch results in both, or two
Derangements at the discretion of the GM.) If you consistently act contrary to your ethics, the GM may rule that you forfeit a point of
Morality without a Conviction roll.

If your Morality drops to 0, you bounce back to a rating of 1 and gain a Derangement. Some Flaws and Templates cause more frequent
Degeneration checks, and will cause you to forfeit your character should you reach 0 Morality.

Most Derangements can be "bought off" at a cost of {11 - Morality) XP.

Changing Ethics: You may select a new ethical system during any downtime. You begin your new Morality score at 1. Obviously, this will
leave you dangerously vulnerable while you gain resolve in your new ethics.

Increasing Morality: Morality can only be increased through roleplay. To increase your Morality, you must actively follow the new,
higher Morality, and must post a special joumal documenting this {separate from Joumal Entries and Downtime Reports, and not eligible
for XP). You may post one such joumal per game month. If it is approved by the GM, you may roll Conviction + Morality (Difficulty: 6-
10). You need a number of successes e