CHARACTER ADVANCEMENT

Advancement in the shards campaign is gained through collecting karma. Every Shard event will now produce karma points for each surviving character. At the end of each event these may be spent on edges, which will enhance your character. Each event will be worth differing amounts of karma depending on its campaign significance. The allocation of edges will be done during downtime. 

Additional karma may also be awarded during an event due to outstanding play, achieving individual aims, furthering the plot etc. 

One of the fastest ways to advance though is through role-playing and interaction on an event. All edges can be gained by dealing with the appropriate N.P.C.’s who can award edges immediately, if they have them to give and feel that the character is deserving of them. So throw yourselves fully into the events…

After each event characters will be allowed to spend their karma readying the character for the next event. Karma can be saved and ‘banked’ for later.

Please note that N.P.C.’s will also advance using these rules now too. 

Rules wise - you can spend karma a gain skills and advantages without training (provided you have the required prerequisite). It adds to the role play side if you play up the learning side to it on an event.

You can also be taught a skill in character during time in. Certain requirements are needed for this to happen:

You must be taught a skill from its basic grade upwards i.e. novice first, then competent, then expert etc.

Your teacher must be accomplished in the skill at a grade higher than he is teaching, and have taken teaching as a skill at at least Layman grade.

You must spend time together on events role-playing the learning process.

The time it takes to learn a skill is dependent upon its grade. Novice takes one event, competent takes three events and expert takes six events.

Only one skill may be learnt at a time.

Only areas of expertise may be taught not edges or advantages...

Group Advancement

In addition to this, player groups over a certain size, gain a number of karma points to be spent as the group sees fit. Group karma bonuses are as follows:

1-4 Members – No Bonus

5-9 Members – 5 points

10 –14 Members – 10 points

15-19 Members – 30 points

20 – 24 Members – 45 points

25 – 29 Members – 60 points

30 + Members – Special (contact us direct).

Group bonus points are awarded at the end of each event.

Spending Karma

Skills

Areas of expertise may be improved or brought with karma at the following rates.

Grade
Description
Karma Cost
Prerequisite

Grade 0
Novice
5
None

Grade I
Layman
10
Previous Grade in Skill

Grade II
Competent
30
Previous Grade in Skill

Grade III
Expert
60
Previous Grade in Skill

Grade IV
Supernatural
120
Previous Grade in Skill

Advantages

Standard advantages may be acquired or improved with karma at the following rates.

Social Class

Social Class
Karma Cost
Prerequisite

Upper Lower Class
10
None

Lower Middle Class
20
None

Upper Middle Class
30
None

Lower Upper Class
60
None

Upper Upper Class
120
None

Natural Ability

Natural Ability
Karma Cost
Prerequisite

Combative
30
None

Pathfinder
30
None

Killer
30
None

Aesthetic
30
None

Communicative
30
None

Sharpshooter
30
None

Supernatural Ability
Grade
Description
Karma Cost
Prerequisite

Grade I
Layman
20
None

Grade II
Competent
40
Previous Grade in Skill

Grade III
Expert
60
Previous Grade in Skill

Magic Affinity

Grade
Description
Karma Cost
Prerequisite

Grade I
Layman
30
None

Grade II
Competent
60
Previous Grade in Skill

Grade III
Expert
120
Previous Grade in Skill

Intuitions

Grade
Description
Karma Cost
Prerequisite

Grade I
Layman
20
None

Grade II
Competent
40
Previous Grade in Skill

Grade III
Expert
60
Previous Grade in Skill

Physical Ability

Physical Ability
Karma Cost
Prerequisite

Guts
30
None

Toughness
45
None

Bruiser
45
None

Vigour
30
None

Fortune

Fortune
Karma Cost
Prerequisite

Luck
45
None

Charmed Life
90
None

New Edges

Below are many new edges that may be gained during the Shards campaign. Note this list is not definitive, there are many other edges waiting to be discovered by those adventurous enough to seek them out…

Social Class

Two higher social classes are now available though karma.

Edge
Karma Cost
Prerequisite

Ruling Lower Class
240
None

Ruling Upper Class
480
None

Ruling Lower Class – Skills gained: Literacy - Own Language, Literacy - Foreign Language, Literacy - Ancient Language, A single Area of Expertise at Grade III, A single Area of Expertise at Grade II, Grade I Bardic Knowledge, Numerate, Grade I Noble Art (choose one i.e. Falconry), Grade I Social Art (choose one i.e. Formal Dance), May not join a guild, May not join the militia. Level 5 Resources, Level 7 Incomes

Ruling Upper Class - Skills gained: Literacy - Own Language, Literacy - Foreign Language, Literacy - Ancient Language, A single Area of Expertise at Grade III, A single Area of Expertise at Grade II, Grade I Bardic Knowledge, Numerate, Grade I Noble Art (choose one i.e. Falconry), Grade I Social Art (choose one i.e. Formal Dance), May not join a guild, May not join the militia. Level 7 Resources, Level 10 Incomes

They generate the following Income:

Social Class
Annual Disposable Income 

Lower Ruling Class
120, 000 cw

Upper Ruling Class
240, 000 cw

Credit Rating

Edge
Karma Cost
Prerequisite
Total % of Income available 

Credit Rating – 1
15
None
15%

Credit Rating – 2
15
Credit Rating – 1
20%

Credit Rating – 3
15
Credit Rating – 2
25%

Credit Rating – 4
15
Credit Rating – 3
30%

Credit Rating – 5
30
Credit Rating – 4
35%

Credit Rating – 6
30
Credit Rating – 5
40%

Credit Rating – 7
30
Credit Rating – 6
45%

Credit Rating – 8
60
Credit Rating – 7
50%

Credit Rating – 9
60
Credit Rating – 8
55%

Credit Rating – 10
120
Credit Rating – 9
60%

Each grade of credit rating allows you to draw an extra 5% of you annual income per event.

Additional Income

Edge
Karma Cost
Prerequisite
Additional Annual Income 

Additional Income – 1
15
None
6,000

Additional Income – 2
15
Additional Income – 1
12,000

Additional Income – 3
15
Additional Income – 2
24,000

Additional Income – 4
15
Additional Income – 3
36,000

Additional Income – 5
30
Additional Income – 4
48,000

Additional Income – 6
30
Additional Income – 5
60,000

Additional Income – 7
30
Additional Income – 6
72,000

Additional Income – 8
60
Additional Income – 7
84,000

Additional Income – 9
60
Additional Income – 8
96,000

Additional Income – 10
120
Additional Income – 9
120,000

Additional Income is NOT cumulative.
Firearms Specialist

Edge
Karma Cost
Prerequisite

Both Guns Blazing
15
Firearms skill at Expert

Eagle Eye
30
Natural Ability - Sharpshooter

Fast Draw 
15
Firearms skill at Expert

Lightning Reload
30
Firearms skill at Expert

Signature Weapon
30
Firearms skill at Expert

Near Miss 
5
None

Both Guns Blazing – Two pistols may be shot at the same time at different targets.

Eagle Eye – Gains +25% extra range. Maybe brought multiple times to increase range.

Fast Draw – Whilst drawing pistol character gains charmed life ensuring he gets to hit first. May be used once per day.

Lightning Reload – Reduces reload time by 25%. Maybe brought multiple times to reduce reload time further.

Signature Weapon – One firearm is so special to the character that when used it does an extra point of damage. A character can only every have one signature weapon.

Near Miss - Whether through years of combat experience or sheer dumb luck, this edge allows your character to ignore a single shot from one opponent. This edge has absolutely no effect against melee weapons! Once used you lose this edge but it may be brought multiple times.

Advanced Combative

Advanced combative allows you to choose a fighting style that allows you to do special hand-to-hand moves.

Fighting Style
Karma Cost
Prerequisite

Hard Martial Arts
30
Combative

Soft Martial Arts
30
Combative

Street Fighting
30
Combative

Melee Weapon Training
30
Combative

Fighting Style
Special Moves – Choose three initial moves

Hard Martial Arts
Focused Strike, Strike to Stun, Leg Sweep, Nerve Strike, Body Hardening, Knife Hand.

Soft Martial Arts
Absorb Blow, Disarm, Leg Sweep, Nerve Strike, Escapologist, Push.

Street Fighting
Haymaker, Blinding Strike, Strike to Stun, Body Hardening.

Melee Weapon Training
Disarm, Focused Strike, Nerve Strike, Signature Weapon

Special Moves

Each of the following moves may be used once per combat encounter, although they can be brought multiple times.

Focused Strike/Haymaker – Causes two concussive wounds.

Leg Sweep – Knocks opponent to the floor.

Strike to Stun – Stuns opponent for five seconds.

Disarm – Disarms an opponent of one item.

Absorb Blow/Roll with Blow – Negates the effects of one melee hit.

Body Hardening – Confers one point of armour.

Nerve strike – Disables one limb (arm or leg) for 5 minutes.

Blinding Strike – Blinds opponent for 5 seconds.

Escapologist – May escape from bonds.

Knife Hand – Negates the effect of armour to cause one actual wound.

Push – Pushes opponent back 10ft.

Additional special moves may be brought at the following cost

Special Moves
Karma Cost
Prerequisite

Push
10
Soft Martial Arts

Knife Hand
10
Hard Martial Arts

Escapologist
10
Soft Martial Arts

Blinding Strike
10
Street Fighting

Nerve strike
10
Hard Martial Arts or Soft Martial Arts or Melee Weapon Training

Body Hardening
10
Hard Martial Arts or Street Fighting

Absorb Blow
10
Soft Martial Arts

Disarm
10
Soft Martial Arts or Melee Weapon Training

Strike to Stun
10
Hard Martial Arts or Street Fighting

Leg Sweep
10
Soft Martial Arts

Focused Strike
10
Hard Martial Arts or Melee Weapon Training

Haymaker
10
Street Fighting

Chi Powers
Edge
Karma Cost
Prerequisite

Dim Mak
15
Advanced combative in one fighting style

Disrupt Chi
15
Advanced combative in one fighting style

Ranged Strike
15
Advanced combative in one fighting style

Positive Chi
15
Advanced combative in one fighting style

Read Chi
15
Advanced combative in one fighting style

Chi Shield
15
Advanced combative in one fighting style

Chi Repulsion
15
Advanced combative in one fighting style

Death Trance
15
Advanced combative in one fighting style

1 Inch Punch
15
Advanced combative in one fighting style

Crackerjack Timing
15
Advanced combative in one fighting style

Chi Powers

Each of the following Chi Powers may be used once per day although they may be taken multiple times.

Dim Mak - An opponent struck by Dim Mak will die within a set time period (no less than a month) unless cured with positive Chi or able to find a mystical curative.

Disrupt Chi - Permanently negates one supernatural power, or edge such as Guts or Toughness until restored by Positive Chi. May only be used once per opponent.

Ranged Strike - Allows any fighting style talent or chi power to work at a range of 30ft.

Positive Chi - Heals negative chi effects created by disrupt chi, only one effect may be cured per use.

Read Chi - As the Intuition Aura Reading Grade III.

Chi Shield - When enforced the character is totally invulnerable. However the user may do nothing at all whilst empowering the chi shield, including communicating in any way.

Chi Repulsion - Pushes back all opponents (not allies) within 5ft.

Death Trance - If near death or poisoned, the character may go into a deep trance state. While in the trance they are vulnerable to all attacks but will take no further damage from injuries and effects they have already sustained

1 Inch Punch - This chi power allows the character to knock back any opponent 10ft, causing two points of damage through armour and stuns them for five seconds.

Crackerjack Timing - Negates up to five shots aimed at the character per combat.

Advanced Chi Powers  - Coming soon….

Melee Weapons Specialist

Edge
Karma Cost
Prerequisite

‘It’s only a Flesh Wound’
5
None

Signature Weapon
45
None

Fast Draw (Once per day)
15
None

Disarm
20
None

‘It’s only a Flesh Wound’ - Whether through years of combat experience or sheer dumb luck, this edge allows your character to ignore the damage from a single blow from one opponent. The hit must be reacted to though. This edge has absolutely no effect against being shot. Once used you lose this edge but it may be brought multiple times.
Signature Weapon - One melee weapon is so special to the character that when used it does an extra point of damage. A character can only every have one signature weapon.

Fast Draw - Whilst drawing their melee weapons characters gains the edge glancing blow ensuring they gets to strike first. May be used once per day although this edge can be brought multiple times.

Disarm – Disarms an opponent of one item. May be used once per combat encounter although this edge can be brought multiple times.

Supernatural Ability

Edge
Karma Cost
Prerequisite

Rage 
30
Battle Frenzy – Grade III

Glimpse of the True Way
30
Divination - Grade III

Necromantic Whispers
30
Necromancy – Grade III 

Rage – The character gains the following Edges - Advanced Combative (Street fighter), Back for Seconds, Big Bruiser and Enhanced Toughness for the duration of one combat. Rage can be used once per day.
Glimpse of the True Course – The character can divine the outcome of any future event due to take place over the next six hours. Glimpse of the True Course can be used once per day.
Necromantic Whispers – The character can contact their own spirit guide. The guide will try and aid the player as best as they can. Necromantic whispers can be used once per day.
Magic Affinity

Grade
Description
Karma Cost
Prerequisite

Grade IV
Supernatural
120
Previous Grade in Skill

Magic Affinity Grade IV - The player gains access to a single spell list as described in the rules section covering magic. Grade IV Magic Affinity allows characters to cast level four spells in their chosen school it also increases their faith points to 12.

Sorcery - Specialist

Edge
Karma Cost
Prerequisite

Infernal Pact
5
Magic Affinity – Grade IV

Righteous Pact
30
Magic Affinity – Grade IV

Path of the Flame
30
Infernal Pact

Path of the Frost
30
Infernal Pact

Path of the Void
30
Infernal Pact

Path of the Storm
30
Infernal Pact

Path of the Virtuous
45
Righteous Pact

Infernal Pact – The character makes a pact with a powerful supernatural creature aligned with the forces of darkness. The creature promises to show you powerful magic.

Righteous Pact– The character makes a pact with a powerful supernatural creature aligned with the forces of light. The creature promises to show you powerful magic.
Path of the Flame – Prerequisite for access to higher magic.
Path of the Frost – Prerequisite for access to higher magic.

Path of the Void – Prerequisite for access to higher magic.

Path of the Storm – Prerequisite for access to higher magic.

Path of the Virtuous – Prerequisite for access to higher magic.
Ritual - Specialist

Edge
Karma Cost
Prerequisite

Ritual Contribution
10
Magic Affinity – Grade I or higher

Lord/Lady of the Rite
60
Ritual Contribution

Ritual Contribution – Although anyone may lend their life force to a ritual, a character with the edge – ritual contribution is far more focused and thus the ritual will have a far greater chance of success with them involved.

Lord/Lady of the Rite – The character has taken the first step along the path of becoming a powerful Ritualist. They understand the true nature of rituals and therefore any ritual they perform will have a greater chance of success. This is also a prerequisite for future ritual based edges.
Intuitions

Edge
Karma Cost
Prerequisite

Mind bond (human)
15
Empathy – Grade III

True Sight (object)
30
Psychometry – Grade III

Far Sight
30
Clairvoyance – Grade III

True Sight (person)
30
Aura Reading – Grade III

Will of Iron
30
Mind Blank – Grade III

Sixth Sense 
30
Precognition – Grade III

Mind bond (animal)
15
Animal Empathy – Grade III

Key to the Forsaken Realm
30
Portal Navigation – Grade III

Mind Control
30
Mind Bond

Domination
30
Mind Control

Mental Blast
30
Mind Bond

Astral Projection
15
Any Intuition at Grade III

Mass Domination
30
Domination

Mind Wipe
30
Mind Bond

Conceal thoughts
15
Mind Blank – Grade III

Mind bond (human) – Allows character to link with another’s mind in order to use another intuition to affect them. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
True Sight (object) – This psychic ability allows its user to sense mental imprints of past events surrounding an object. The character views the events clearly and the object must be in sight but need not be touched for this ability to function. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Far Sight - This psychic ability allows its user to mentally see any location on the same shard they are on from a distance with great accuracy. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
True Sight (person) - This psychic ability allows its user to sense mental imprints of past events surrounding a person. The character views the events clearly and the person must be in sight but need not be touched for this ability to function. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Will of Iron - This psychic ability allows its user to become immune to all attacks supernatural and psychic which affect the mind of level IV and below. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Sixth Sense - This psychic ability allows its user to predict the possible outcome of an event in the near future - within six hours with complete accuracy. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Mind bond (animal) - Allows character to link with another’s mind in order to use another intuition to affect them. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Key to the Forsaken Realm – This is a prerequisite for specialist navigational abilities. 

Mind Control - The character may take control of the mind of another person and manipulate their actions by sheer will power. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Domination - The character may take control of the mind of another person and manipulate their actions by sheer will power. Domination overcomes the edge Will of Iron. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Mental Strike - A single victim is struck with a blast of mental energy that stuns them for three minutes. All they can do is defend them selves if attacked. This intuition can only be used once per day. It may be taken more than once.
Astral Projection – This psychic ability allows its user to mentally project their form to anywhere on the same shard as they are on. The projection is invisible, intangible and cannot communicate in any way. It may be detected via supernatural means. Whilst using this intuition the psychic’s body is extremely vulnerable to attack. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Mass Domination - The character may take control of the mind of up to five people and manipulate their actions by sheer will power. Mass Domination overcomes the edge Will of Iron. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Mind Wipe - This will totally wipe the victims mind leaving it blank. The victim will do whatever is asked of them until they are cured by a Restore Mind spell.
Conceal thoughts – This totally conceals the characters thoughts, emotions and aura.  This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.
Physical Abilities

Edge
Karma Cost
Prerequisite

Hard as Nails
30
Toughness

Back for Seconds (one use)
30
Guts

Left for Dead (one use)
30
Back for Seconds

Golden Comeback (one use)
60
Left for Dead

Final sacrifice
30
None

Vengeance from Beyond
60
Final sacrifice

Die!!! (One use)
30
None

Enhanced Toughness
30
Toughness

Big Bruiser
30
Bruiser

Enhanced Vigour 
20
Vigour

Hard as Nails – Reduces the level of wound by one when a bead is drawn. May be taken multiple times.

Back for Seconds – When reduced to zero body points or below, your sheer will and determination keeps you on your feet. You may continue fighting as if you are fully healed until your opponent is defeated. After the combat you only need to count wounds taken after Back for Seconds became active. Once used you lose this edge but it may be brought multiple times.
Left for Dead - If killed on an event this edge automatically comes into play. Your character no longer takes part in the event, but as you were not actually killed just left for dead your hero can rejoin the campaign on the next event. This edge is countered by the edge Die!!! Once used you lose this edge but it may be brought multiple times.

Golden Comeback - If killed on an event this edge automatically comes into play. You were not actually killed just left for dead your hero can rejoin the event after one hour has passed. This edge is countered by the edge Die!!! Once used you lose this edge but it may be brought multiple times.
Final sacrifice – You may, during combat let your opponent strike you down, killing you outright. This is often used to buy time for others to escape a powerful opponent. Your sacrifice does not go unnoticed though and you may return as a Ghost (See Unnatural Heritages: Ghost). Once used you lose this edge.

Vengeance from Beyond - If killed on an event this edge automatically comes into play. Your character no longer takes part in the event but your desire for vengeance is so strong you may rejoin the campaign on the next event as an Avenging Spirit (See Unnatural Heritages: Avenging Spirit). Once used you lose this edge.

Die!!! – Once an opponent is defeated you may choose to use this edge to prevent them ever coming back. This edge negates both Left for Dead and Golden Comeback. Once used you lose this edge but it may be brought multiple times.

Enhanced Toughness – You must react to every hit you take but only every second hit actually causes you damage, all the other hits are merely flesh wounds.
Big Bruiser – The character may do an incredible feat of strength once per hour. Big Bruiser is also a prerequisite for future edges.

Enhanced Vigour – The character has total immunity to grade I and II poisons. . Enhanced Vigour is also a prerequisite for future edges.

Honour

Edge
Karma Cost
Prerequisite

Honour - 1
15
None

Honour - 2
15
Honour - 1

Honour - 3
15
Honour - 2

Honour - 4
15
Honour - 3

Honour - 5
30
Honour - 4

Honour - 6
30
Honour - 5

Honour - 7
30
Honour - 6

Honour - 8
60
Honour - 7

Honour - 9
60
Honour - 8

Honour - 10
120
Honour - 9

Honour – Honour is a measure of a characters true virtue. A character may challenge another character that possesses an honour score to an honour fight. If an honour fight is refused that character loses one point of honour and the characters may engage in combat as per the standard rules. If an honour fight proceeds then both characters compare their honour and the character with the highest score wins the combat. This is then role-played out normally in a typical martial arts movie style standoff. Honour is also a prerequisite for many of the advanced chi powers. 

Infamy 

Edge
Karma Cost
Prerequisite

Infamy - 1
15
None

Infamy - 2
15
Infamy - 1

Infamy - 3
15
Infamy - 2

Infamy - 4
15
Infamy - 3

Infamy - 5
30
Infamy - 4

Infamy - 6
30
Infamy - 5

Infamy - 7
30
Infamy - 6

Infamy - 8
60
Infamy - 7

Infamy - 9
60
Infamy - 8

Infamy - 10
120
Infamy - 9

Infamy - Infamy is a measure of a characters true notoriety. A character may challenge another character that possesses an infamy score to a duel. If the duel is refused that character loses one point of infamy and the characters may engage in combat as per the standard rules. If a duel proceeds, then both characters compare their infamy and the character with the highest score wins the combat. This is then role-played out normally in a typical swashbuckling action movie style. Infamy is also a prerequisite for many of the advanced rogue edges. 

Influence

Internal Influence

Edge
Karma Cost
Prerequisite

Internal Influence  - 1
15
Relevant skill area to appropriate to group.

Internal Influence – 2
15
Internal Influence  - 1

Internal Influence – 3
15
Internal Influence – 2

Internal Influence – 4
15
Internal Influence – 3

Internal Influence – 5
30
Internal Influence – 4

Internal Influence – 6
30
Internal Influence – 5

Internal Influence – 7
30
Internal Influence – 6

Internal Influence – 8
60
Internal Influence – 7

Internal Influence – 9
60
Internal Influence – 8

Internal Influence – 10 
120
Internal Influence – 9

Internal Influence – The character has a degree of influence with a group, community, cult, guild or society in which they are a member.  Characters may have influence in multiple groups.
External Influence

Edge
Karma Cost
Prerequisite

External Influence  - 1
15
None

External Influence – 2
15
External Influence  - 1

External Influence – 3
15
External Influence – 2

External Influence – 4
15
External Influence – 3

External Influence – 5
30
External Influence – 4

External Influence – 6
30
External Influence – 5

External Influence – 7
30
External Influence – 6

External Influence – 8
60
External Influence – 7

External Influence – 9
60
External Influence – 8

External Influence – 10 
120
External Influence – 9

External Influence - The character has a degree of influence with a group, community, cult, guild or society in which they are not a member.  Characters may have influence in multiple groups.
Contacts

Edge
Karma Cost
Prerequisite

Contact – 1 
5
None

Contact – 2
10
None

Contact – 3
15
None

Contact – 4
20
None

Contact – 5
25
None

Contact – 6
30
None

Contact – 7
45
None

Contact – 8
60
None

Contact – 9
120
None

Contact – 10
240
None

Contact – Everyone has friends, characters may have influential and powerful ones, although it should be understood that friendship is not always extended for purely non-selfish reasons. Unlike non-player characters, contacts can always be trusted until the player character breaks off the relationship. The proficiency of the contact is directly related to their points cost.
Reputation

Edge
Karma Cost
Prerequisite

Reputation – 1 
15
None

Reputation – 2
15
Reputation – 1 

Reputation – 3
15
Reputation – 2

Reputation – 4
15
Reputation – 3

Reputation – 5
30
Reputation – 4

Reputation – 6
30
Reputation – 5

Reputation – 7
30
Reputation – 6

Reputation – 8
60
Reputation – 7

Reputation – 9
60
Reputation – 8

Reputation – 10 
120
Reputation – 9

Reputation  - The character has made a name for them selves and all non-player characters will react accordingly. The degree of reputation is directly related to the points cost.
Off Scene Edges

Edge
Karma Cost
Prerequisite

Tactical Mastermind
15
Strategy – Grade III

Exceptional Leadership
15
None

Experienced Troops
30
Exceptional Leadership

Elite Troops
30
Experienced Troops

Veteran troops
45
Elite Troops

Renown Regiment
60
Veteran troops

Tactical Mastermind - Gain +6 modifier in the chosen category and +4 in the other when resolving of scene battles.

Exceptional Leadership – Your ten off scene allies are as effective as 20 standard men

Experienced Troops - Your ten off scene allies are as effective as 30 standard men

Elite Troops - Your ten off scene allies are as effective as 40 standard men

Veteran troops - Your ten off scene allies are as effective as 60 standard men

Renowned Regiment - Your ten off scene allies are as effective as 100 standard men

Unnatural Heritages 

During the game you might encounter creatures that affect your character in dramatic ways. If this happens then and only then do the following edges become available. Only N.P.C.’s can cause this change to occur.

Vampire

Edge
Karma Cost
Prerequisite

Body weaponry: fangs
10
Vampire Tainted and must have three Vampire Heritage Downsides

Bruiser
10
Vampire Tainted and must have two Vampire Heritage Downsides

Enhanced Toughness
10
Vampire Tainted and must have two Vampire Heritage Downsides

Immortal
10
Vampire Tainted and must have two Vampire Heritage Downsides

Invulnerability to: firearms
30
Vampire Tainted and must have five Vampire Heritage Downsides

Invulnerability to: melee
30
Vampire Tainted and must have five Vampire Heritage Downsides

Invulnerability to: unarmed combat (not chi powers)
30
Vampire Tainted and must have five Vampire Heritage Downsides

Natural Psychic Intuition – Mind Control
15
Vampire Tainted and must have four Vampire Heritage Downsides

Regeneration
15
Vampire Tainted and must have four Vampire Heritage Downsides

Vampire Heritage Downsides
Vulnerability to: fire (including sunlight/ultraviolet light)

Increased vulnerability to: Blood oak

Thrall - Creator

Dietary Requirements – Blood

Required Torpor State

Werewolf 

Edge
Karma Cost
Prerequisite

Big Bruiser
10
Werewolf Tainted and must have two Werewolf Heritage Downsides

Body weaponry: Claws
10
Werewolf Tainted and must have three Werewolf Heritage Downsides

Body weaponry: fangs
10
Werewolf Tainted and must have three Werewolf Heritage Downsides

Enhanced Toughness
10
Werewolf Tainted and must have two Werewolf Heritage Downsides

Invulnerability to: firearms
30
Werewolf Tainted and must have five Werewolf Heritage Downsides

Invulnerability to: melee
30
Werewolf Tainted and must have five Werewolf Heritage Downsides

Invulnerability to: unarmed combat (not chi powers)
30
Werewolf Tainted and must have five Werewolf Heritage Downsides

Rage
15
Werewolf Tainted and must have three Werewolf Heritage Downsides

Regeneration
15
Werewolf Tainted and must have four Werewolf Heritage Downsides

True Form
10
Werewolf Tainted and must have three Werewolf Heritage Downsides

Werewolf Heritage Downsides

Increased Vulnerability to: Silver

Increased vulnerability to: Wolfsbane

Bloodlust

Dietary Requirements – Flesh

Aggression Trigger – Full Moon

Faerie Blood

Edge
Karma Cost
Prerequisite

Enhanced Vigour
10
Faerie Blood and must have two Faerie Heritage Downsides

Faerie contact – Hive Mind
30
Faerie Blood and must have four Faerie Heritage Downsides

Immortal
10
Faerie Blood and must have two Faerie Heritage Downsides

Natural Psychic – Empathy – Grade III
15
Faerie Blood and must have three Faerie Heritage Downsides

Natural Psychic Intuition – Mind Control
15
Faerie Blood and must have three Faerie Heritage Downsides

No Sleep Required
5
Faerie Blood and must have two Faerie Heritage Downsides

Social Chameleon
10
Faerie Blood and must have two Faerie Heritage Downsides

Unnatural Biology
30
Faerie Blood and must have four Faerie Heritage Downsides

Faerie Blood Heritage Downsides

Increased vulnerability to: Cold Iron

Increased vulnerability to: Salt

Increased vulnerability to: Extreme Cold

Thrall – Hive Mind

Elemental Spirits

Edge
Karma Cost
Prerequisite

Big Bruiser
10
Must be a spirit of Air and have three Element Spirit Heritage Downsides

Enhanced Toughness
10
Must be a spirit of Earth and have three Element Spirit Heritage Downsides

Enhanced Vigour
10
Must be a spirit of Water and have three Element Spirit Heritage Downsides

Immortal
10
Must be an Elemental Spirit and have three Element Spirit Heritage Downsides

Invulnerability: Air
30
Must be a spirit of Air and have three Element Spirit Heritage Downsides

Invulnerability: Earth
30
Must be a spirit of Earth and have three Element Spirit Heritage Downsides

Invulnerability: Fire
30
Must be a spirit of Fire and have three Element Spirit Heritage Downsides

Invulnerability: Water
30
Must be a spirit of Water and have three Element Spirit Heritage Downsides

Naturally Psychic - Empathy – Grade III
15
A Must be a spirit of Air and have three Element Spirit Heritage Downsides

No Sleep Required
5
Must be an Elemental Spirit and have three Element Spirit Heritage Downsides

Rage
15
Must be a spirit of Fire and have three Element Spirit Heritage Downsides

Regeneration
15
Must be an Elemental Spirit and have three Element Spirit Heritage Downsides

Rock Meld 
15
Must be a spirit of Earth and have three Element Spirit Heritage Downsides

Searing Touch
15
Must be a spirit of Fire and have three Element Spirit Heritage Downsides

Transfer Wound
30
Must be a spirit of Water and have three Element Spirit Heritage Downsides

Unnatural Biology
30
Must be an Elemental Spirit and have three Element Spirit Heritage Downsides

Elemental Spirit Downsides

Vulnerability to: Fire based attacks – Spirit of Air only

Vulnerability to: Water based attacks - Spirit of Earth only

Vulnerability to: Earth based attacks – Spirit of Fire only

Vulnerability to: Air based attacks – Spirit of Water only

Increased Vulnerability to Banishment magic’s

Thrall – Conjurer

Dietary Requirements – Element of character 

Limited healing options

Unnatural Heritage Edges

Edge
Description

Big Bruiser
The Character is exceptionally strong and can do a mighty blow (double damage) once per hour. The character may also do an incredible feat of strength once per hour. Big Bruiser is also a prerequisite for future edges.

Body weaponry
The character can grow a natural body weapon. Physical representation is needed.

Bruiser
The Character is exceptionally strong and can do a mighty blow (double damage) once per hour. 

Enhanced Toughness
The character is more resistant to damage than most. A character with toughness has double normal body points - four to the torso and two to each limb. Also although you must react to every hit, only every second hit actually causes you damage all the other hits are merely flesh wounds.

Enhanced Vigour
The character is exceptionally healthy and never succumbs to natural disease. The character also has total immunity to grade I and II poisons.  Enhanced Vigour is also a prerequisite for future edges.

Faerie contact – Hive Mind
All Faerie share a collective consciousness you are now part of it.

Immortal
The character never ages but can die from violent circumstances.

Invulnerability 
The character is naturally invulnerable to one of the following - Fire, Disease, Psychic Attack (mind), Poisons, Extreme Cold, Chemical Attack (Acids etc.), Ballistic Attack (bullets), Melee Attack (weapons), Melee Attacks (unarmed), Supernatural Attack (spirit). The attack will do no damage but will inflict pain and possibly knock down the target so the attack should be role-played appropriately. 

Natural Psychic – Empathy – Grade III
The character gains the Intuition advantage Empathy – Grade III

Natural Psychic Intuition – Mind Control
The character may take control of the mind of another person and manipulate their actions by sheer will power. This intuition functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.

No Sleep Required
The character never needs to sleep.

Rage
The character gains the following Edges - Advanced Combative (Street fighter), Back for Seconds, Big Bruiser and Enhanced Toughness for the duration of one combat. Rage can be used once per day. It may be taken more than once.

Regeneration
The character heals naturally over time regaining one body point every hour.

Rock Meld 
When enforced the character is totally invulnerable to any attack whatsoever. However the user may do nothing at all whilst melding with the rock, including communicating in any way. This edge functions for a maximum of thirty minutes and can only be used once per day. It may be taken more than once.

Searing Touch
The character can inflict horrific damage to a target. If the character strikes an unarmoured location the victim suffers four points of damage. Searing Touch can be used once per day. It may be taken more than once.

Social Chameleon
The character can blend in with any social group. 

Transfer Wound
The character can transfer wounds from others to themselves. The wound then fully affects the character as if they had been wounded directly.

True Form
The character can reveal its true form - this is monstrous to humans, causing them to flee in fear unless they use their abilities to resist the effect. Physical representation is needed.

Unnatural Biology
The character is immune to human designed drugs, poisons, viruses and disease.

Unnatural Heritage Downsides

Downside
Description

Vulnerabilities
Any character with any invulnerabilities must take at least one vulnerability. The material that the character is vulnerable to will cause pain and discomfort if in direct contact and will cause one point of damage by simply touching the skin and two points if it causes a wound.

Increased Vulnerabilities
The material that the character is vulnerable to will cause two points of damage if it touches the skin and will send the character into torpor if it causes a penetrative wound or they are exposed for a long period of time. The material that causes Increased Vulnerability automatically causes fear in the character.

Thrall
The character is enslaved by some higher power. The character may retain free will unless in close proximity or physically contacted by this higher power.

Bloodlust
When the character is in close proximity to fresh blood he/she will feel the urge to enter a bloodlust induced feeding frenzy.

Dietary requirements
The character may only eat a specific form of nourishment.

Without this form of nourishment the character will become weak, and after several days may die as a result.

This form of nourishment may be disguised as natural human food, however if eaten by a human they will instantly see through the deception and may even suffer as a result of consuming it.

Monstrosity
The character is simply hideous in appearance or altered in some way that is visually offensive to humans. This can be hidden behind a disguise, however humans are persistently curious and may try to reveal the hidden truth.  

Required Torpor State
The character must spend at least five hours per day in a torpor state, or at least in a state of considerable discomfort, either to avoid a vulnerability (e.g.: vampires and sunlight) or simply to function at peak ability.

Aggression Trigger
The character will become more dangerous at a specified time or when a specific item is present.

When this trigger is activated the character becomes highly unreasonable and is likely to take offence to both friend and foe.

Limited Healing Options
The character may be only healed in very specific ways. No normal healing will work.

Unnatural Heritages: Ghost
Player characters become ghosts by using the Final Sacrifice edge (see character advancement). They are then bound by the basic Ghost Unnatural Heritage rules detailed below. Please note Ghosts are designed to be a very rare character type and this is reflected in their design.

Ghost Characters initially have two body points to the chest and one to all their limbs; they follow the normal rules of combat, wounds and death where appropriate. 

Ghost player characters automatically gain all the following unnatural heritage downsides:

Downside
Description

Bound 
The Ghost cannot move more than 50’ from place of death

Dietary requirements 
The Ghost may only gain a specific form of nourishment. Without this form of nourishment the character will become weak, and after several days may die as a result. The Ghost gains nourishment from other peoples Karma. The draining of Karma takes five minutes and the Ghost and target must be next to each other. The target will be aware of the draining. The Ghost must receive five points of Karma per materialisation. 

Imperceptible 
Only one named player character can see and talk to the Ghost.

Increased Vulnerabilities – True Faith
If true faith is directed at a Ghost it will cause them two points of damage and will send the character into a torpor state. Ghosts can sense characters that have true faith and will automatically be in fear of them.

Intangible 
The Ghost cannot touch anything physical

Limited Advancement 
Ghost characters can only spend karma on Edges in the Ghost Unnatural Heritage list.

Limited Healing Options 
Ghosts may be only healed in a very specific way, through the exchange of Karma. To regain a body point the Ghost must drain five points of Karma from a single target. The draining of Karma takes five minutes and the Ghost and target must be next to each other. The target will be aware of the draining. No normal healing will work.

Limited Materialisation 
The Ghost can only appear for a maximum of one hour per day

Monstrosity 
The character is simply hideous in appearance or altered in some way that is visually offensive to humans. This can be hidden behind a disguise, however humans are persistently curious and may try to reveal the hidden truth.  

Soul Disorientation 
Ghosts temporally lose all of their previous advantages, disadvantages and areas of expertise and permanently lose any pooled karma. 

Vulnerabilities – Necromancy, Shamanic Magic’s, Devout Magic’s
Ghosts are initially very vulnerable to these magic’s. When directed at Ghost characters all negative spell effects are doubled and spells with a positive effect do not function.

Ghost characters may buy the following Edges.

Edge
Karma Cost
Prerequisite

As in life
30
Corporeal

Chain of Bones
15
Soul Anchor

Corporeal
30
Perceptible

Dark Angel’s Shadow
60
Spiritual Shield

Ethereal
30
Corporeal

Extended Materialisation
10
Unbound

Immortal
10
Unbound

No Sleep Required
5
Unbound

Perceptible
15
Unbound

Social Chameleon
10
As in life

Soul Anchor 
10
Unbound

Spiritual Armour
30
Ethereal

Spiritual Shield
30
Spiritual Armour

Unbound
15
None

Unnatural Biology
30
Corporeal

Edge
Description

As in Life
The Ghost regains all their previous advantages, disadvantages and areas of expertise.

Chain of Bones
This edge extends the distance the Ghost may move from its soul anchor by one mile. This edge may be taken multiple times.

Corporeal
The Ghost can interact with the physical world for a maximum of ten minutes per day. Whilst corporeal the Ghost can deal out and receive physical damage. This edge may be taken multiple times.

Dark Angel’s Shadow
The Ghost becomes a greater spirit. Dark Angels Shadow is the prerequisite for many advanced Ghost Unnatural Heritage Edges. 

Ethereal
The Ghost can switch instantly between corporeal and ethereal states for a maximum of five minutes per day. This allows the Ghost to attack physically but be immune to physical attacks themselves. However, they are still vulnerable to spiritual attacks. This edge may be taken multiple times.

Extended Materialisation
The Ghost may extend their time in the physical world by another hour. This edge may be taken multiple times.

Immortal
The Ghost never ages but can die from violent circumstances.

No Sleep Required
The Ghost never needs to rest.

Perceptible
Everyone can see and talk to the Ghost.

Social Chameleon
The Ghost can blend in with any social group. This edge negates the monstrosity downside.

Soul Anchor 
The Ghost may anchor himself or herself to another person or place. The Ghost cannot move more than 50’ from their anchor. This edge may be taken more than once allowing the Ghost multiple soul anchors. 

Spiritual Armour
This negates the Ghosts vulnerability to Necromancy, Shamanic Magic’s, and Devout Magic’s. All these now affect the Ghost as per the standard rules.

Spiritual Shield
This reduces the effect of true faith from an increased vulnerability to just a vulnerability. If true faith is directed at a Ghost it will cause them two points of damage. Ghosts can sense characters that have true faith.

Unbound
The Ghost may leave their place of death – but must have a soul anchor to remain elsewhere.

Unnatural Biology
The character is immune to mortal designed drugs, poisons, viruses and disease.

Ghost characters may buy the following Advanced Edges.

Edge
Karma Cost
Prerequisite

Age
30
Dark Angel’s Shadow

Curse
15
Dark Angel’s Shadow

Drain Health
15
Dark Angel’s Shadow

Drain Life
30
Dark Angel’s Shadow

Drain Strength
15
Dark Angel’s Shadow

Finger of Death
60
Steal Health

Magic Jar 
30
Dark Angel’s Shadow

Possession 
60
Magic Jar

Steal Health
30
Drain Health

Steal Life
60
Drain Life

Steal Strength
30
Drain Strength

Wail of the Banshee
120
Finger of Death

Edge
Description

Age
The Ghost’s touch ages its target by ten years. May be used once per day although can be brought multiple times.

Curse
The Ghost’s touch negates Charmed Life and Luck and also bestows the disadvantage Bad Luck. May be used once per day although can be brought multiple times. A Remove Curse Spell can only counter the ghosts curse if it is cast within six hours of the target being cursed, otherwise the curse becomes permanent.

Drain Health
The Ghost’s touch does two points of damage to its target. All armour is ignored. May be used once per day although can be brought multiple times.

Drain Life
The Ghost’s touch drains two points of karma from its target’s karma pool. If the target has no pooled karma then they die. May be used once per day although can be brought multiple times.

Drain Strength
The Ghost’s touch negates the abilities Big Bruiser and Bruiser. The effect lasts for one hour. May be used once per day although can be brought multiple times.

Finger of Death
Simply by pointing at a target the ghost inflicts an automatic critical wound to the targets chest. May be used once per day although can be brought multiple times.

Magic Jar 
The ghost may capture the soul of target. Thus allowing them to possess the body if they have the possession edge. May be used once per day although can be brought multiple times.

Possession 
The ghost may possess the body of a corpse automatically and may possess the body of a living victim provided they have used the magic jar edge on them prior to the possession. May be used once per day although can be brought multiple times.

Steal Health
The Ghost’s touch does two points of damage to its target. All armour is ignored. If the Ghost is wounded it may use the two drained points to heal themselves. May be used once per day although can be brought multiple times.

Steal Life
The Ghost’s touch drains two points of karma from its target’s karma pool and transfers them to itself. May be used once per day although can be brought multiple times. The Karma transfer is permanent; if the target has no pooled karma then they die.

Steal Strength
The Ghost’s touch negates the abilities Big Bruiser and Bruiser from its target and transfers it to itself. May be used once per day although can be brought multiple times. The effect lasts for one hour.

Wail of the Banshee
The ghost inflicts an automatic critical wound on anyone who is within 30’ of the ghost when they use this edge. May be used once per day although can be brought multiple times.
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