Adventure D20 PC Background & Creation:  10-18-24
Adventure D20: pg. 93+
Introduction:  Welcome to Adventure D20, (based on D&D 3.5).  Players will playing PCs who are newly “Inspired” adventurers who are members of the The Æon Society for Gentlemen. The Campaign begins on an initially similar world/Earth to ours in the 1890s.  PCs will travel to unexplored parts of the world for both adventure and to help humanity.  
Mechanics/Books: For this campaign, we will be using the D20 System (D&D 3.5).  The only books you need are D&D Player’s Handbook 3.5 (for mechanics), and Adventure D20 (Primary Text).  D20 Modern may also be used and helpful.  


The Æon Society for Gentlemen:  Founded in 1893 by Maxwell Anderson Mercer, the Æon Society is a benevolent organization dedicated to the betterment of mankind. Beginning as a gentlemen's club, by the time of the campaign, the Æon Society is, directly or indirectly, the one most powerful organization in the world due to its Inspired membership.
Campaign Background:  PCs are individuals who attended Dr. Hammersmith’s scientific demonstration of Telluric Energy and survived the accident (July 21st, 1892).  They have all come away changed, “Inspired”.  They have all also recently joined, with Maxwell Mercer’s invitation, the newly formed Aeon Society for Gentlemen.  The Aeon Society is an organization of “Inspired” individuals who are world adventurers and explorers, disguised as a Gentlemen’s Club. 
Prologue to the Campaign:  The campaign begins on Saturday, August 19th, 1893, with the PCs together having recently traveled to South America.  They are in Guayaquil City, in Ecuador, South America, they are meeting a Lady Lavinia Vandebroek, They are attending dinner at her estate on Festival Street to help her with a difficulty, and as a personal favor to Max Mercer (she was once his fiancée).

The Year 1893 History and Technology:   See Handout

The Hammersmith Accident:  The PCs have been changed by the Hammersmith Experiment and are now “Inspired” and more than they were before.  They, and some other individuals are capable of feats the humans are not normally capable of doing and have incredible luck.  In addition, the PCs are learning that there is much more to the world than most people understand and the world has changed after the accident. 
Out of Character Knowledge:   Use of Dramatic Editing is “Out of Character” knowledge.  The PCs do not know they change the world, it is simply that luck almost always breaks their way.  PCs should be VERY HARD to kill due to Dramatic Editing.  Also, Telleric Resonance = Magic/Psionics.  
Plot/Tone:  


The Plot of the Campaign centers around the PCs helping a Ecuadorian Lady, and later exploring a mysterious Island, which may end up containing threats to the entire world.  
The Tone of the campaign will be a combination of Adventure and Pulp. 
Themes:  Teamwork, Justice, Survival, and Heroism & Adventure. 
Adventure D20 PC Creation:

Background Role-Playing Requirements for Characters:


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



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


   
2.  Family:  Include descriptions and relationships.    


  
3.  Education:  Where and when, and how well


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

5.  Career/Job-Income:  Self-explanatory


  
6.  Hobbies:  Self-explanatory 


  
7.  Faith/Religion:  Self-explanatory


  
8.  Pets:  Self-explanatory 


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


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



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

12.  Include anything else that will help flesh out the Character.

Character Creation “Inspired Hero” 1st Level):  Use Adventure D20 rules (pg. 93+)
Level:  PCs begin at 1st Level   

Attributes (D&D):   All PCs begin with six attributes: Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma.  These attributes are given ranked scores of 15, 14, 13, 12, 11, and 8, in any order the PCs choose.

Race: Human
Movement: 30' base
NOTE:  All PCs begin 1st level as “Inspired” and have the Inspired Template, either A)  Daring/Daredevil (pg. 96), B) Psychic/Mesmerist (pg. 97), or C)  Superhuman/Stalwarts (pg. 98), and a character may have only one of these three templates.
Inspired Template (Adventure pg. 96+):  All PCs begin with the Inspired Template (Daring, Psychic or Superhuman).  

GM NOTE: 
 DO NOT need to have a +2 modifier (Average) to gain the Template.  

Inspiration Score (pg. 154):  Based on PC Template and the PCs Attribute Bonus. 
Inspiration Pool:  Equal to their beginning Inspiration Score.
Character Classes (Adventure pg. 99+): Aristocrat, Entertainer, Investigator, Scholar, Scoundrel, Warrior, 
Prestige Classes (Adventure pg. 112+):  PCs may take Prestige classes when they have earned them. They include: Ace, Barbarian Lord, Disciple, Explorer, Inventor, Mercenary, Occultist, Spy, Mastermind, 
Languages:  Humans gain full proficiency in their native language and are considered literate unless their backgrounds dictate otherwise. Starting characters receive one bonus language per point of Intelligence bonus. Characters whose backgrounds indicate that they are illiterate or that they would not be proficient in multiple languages may gain literacy or choose bonus languages during play at the GM’s discretion. The GM recommends English and Spanish as their primary languages.

Wealth (pg. 186 &):  Roll 2d4 and add bonuses (Class and Feats, and Profession Skill).  PCs may begin with equipment equal to or less than their Wealth. 
Bonus Skill Points:  Because PCs are human, they gain +4 Skill points at first Level and +1 Skill point each level thereafter. 
Skills:  PCs may only take “Normal” Skills, based on their Character Class, and are limited to base Level +4 (1st Level).

List of Skills (D&D pg. 63): 

Appraise, Balance, Bluff, Climb, Computers, Concentration, Craft, Decipher Script, Diplomacy, Disable Devise, Disguise, Escape Artist, Forgery, Gather Information, Handle Animal, Heal, Hide, Intimidate, Jump, Knowledge, Language, Listen, Move Silently, Open Locks, Perform, Profession, Ride, Search, Sense Motive, Sleight of Hand, Spot, Survival, Swim, Tumble, Use Magic Devise (Telleric Devise)(Given to Scholars), Use Rope, 

Adventure D20 Modified Skills (Adventure D20 Skills, pg. 121+):  Modified and New Skills:

Craft:  Chemical, Electronic, Mechanical, Pharmaceutical, Structural, Visual Art, Writing, 
Knowledge:  Art, Behavior Sciences, Business, Civics, Current Event, Earth and Life Sciences, History, Occult, Physical Sciences, Popular Culture, Streetwise, Tactics, Technology, Theology and Philosophy, 
Perform:  Act, Dance, Percussion, Piano, Sing Strings, Vaudeville, Wind Instruments, 
Speak Languages:  
Algic: Algonkin, Arapaho, Blackfoot, Cheyenne, Shawnee. 
Armenian: Armenian.

Athabascan: Apache, Chipewyan, Navaho. 
Attic: Ancient Greek*, Greek. 
Baltic: Latvian, Lithuanian. 
Celtic: Gaelic (Irish), Gaelic (Scots), Welsh. 

Chinese: Cantonese, Mandarin. 
Finno-Lappic: Estonian, Finnish, Lapp. 
Germanic: Afrikaans, Danish, Dutch, English, Flemish, German, Germanic:Germanic: Icelandic, Norwegian, Swedish, Yiddish. 
Hamo-Semitic: Coptic*, Middle Egyptian*.

Indic: Hindi, Punjabi, Sanskrit*, Urdu. 

Iranian: Farsi, Pashto. 
Japanese: Japanese. 
Korean: Korean.

Romance: French, Italian, Latin*, Portuguese, Romanian, Spanish. 
Semitic: Akkadian (aka Babylonian)*, Ancient Hebrew*, Arabic, Aramaic*, Hebrew. 
Slavic: Belorussian, Bulgarian, Czech, Polish, Russian, Serbo- Slavic: Croatian, Slovak, Ukrainian. 
Tibeto-Burman: Burmese, Sherpa, Tibetan. 
Turkic: Azerbaijani, Turkish, Uzbek. 

Ugric: Hungarian (aka Magyar)
Adventure D20 New Skills (Adventure D20 Skills, pg. 134+):

Demolitions, Drive, Investigate, Pilot, Repair, Research, 

Bonus Feat: Because PCs are Human, they all gain a bonus Feat at 1st Level.  All PCs begin with a Free Background Feat, 
General Feats (From Player’s Handbook):   

Acrobatic, Agile, Alertness, Animal Affinity, Armor Proficiency (Light), Athletic, Blind Fight, Cleave, Combat Expertise, Combat Reflexes, Deceitful, Deft Hands, Diehard, Diligent, Dodge, Endurance, Far Shot, Great Cleave, Great Fortitude, Greater Two-Weapon Specialization, Greater Weapon Focus, Greater Weapons Specialization, Improved Bull Rush, Improved Critical, Improved Disarm, Improved Feint, Improve Grapple, Improved Initiative, Improved Overrun, Improved Precise Shot, Improved Sunder, Improved Trip, Improved Two-Weapon Fighting, Investigator, Iron Will, Lightning Reflexes, Mobility, Negotiator, Nimble Fingers, Persuasive, Point Blank Shot, Power Attack, Precise Shot, Quick Draw, Rapid Shot, Run, Self-Sufficient, Shot on the Run, Skill Focus, Spring Attack, Stealthy, Stunning Fist, Toughness, Track, Two-weapon Defense, Weapon Finesse, Weapon Focus, Weapon Specialization, Whirlwind Attack,  

List of NEW Adventure Feats (Adventure pg. 136+):


Advanced Firearms Proficiency, Archaic Weapon Proficiency, Brawl, Combat Martial Arts, Defensive Martial Arts, Double Tap, Drive-By Attack, Escapist, Exotic Firearms Proficiency, Exotic Melee Proficiency, Force Stop, Improved Brawl, Improved Knockout Punch, Improved Combat Martial Artist, Knockout Punch, Personal Firearms Proficiency, Swiftness, Quick Reload, Skip Shot, Strafe, Street fighting, Surgery, Unbalance Opponent, Vehicle Dodge,

New Adventure BACKGROUND Feats (Adventure pg. 136+):  

Ally:  Loyal Friend, Boon Companion, Band of Heroes, 

Backing:  Company Man, Boss, In Charge, 

Cipher:  Shadowy Past, Secret Life, Mystery Man, 

Citizenship:  Open Door, Regional Pass, Global Citizen, 

Contacts:  Well-Connected, Information Broker, Kingpin, 

Device:  Gadget, Prototype, Masterpiece, 

Followers:  Retainers, Troops, Legions, 

Influence:   Celebrity, Luminary, Icon, 

Mentor:  Old Pro, Wise Councelor, Ancient Master, 

Resources:  Well-Off, Deep Pockets, Wealth Beyond Averice, 

Sanctum:  Hideout, Private Palace, Sanctum Santorum, 

Pick One Knacks:  Psychic/Psi Knacks (pg. 163+) and Superhuman/Quantum Knacks (pg. 170+) Templates only, none for Daring Template.
Wealth and Equipment Restrictions (pg. 186+):  PCs are restricted to equipment that has been invented by 1893.  PCs may begin "Inventing" things once the campaign begins. SEE Wealth Handout page. 
Example PC:

Mira Amar-Telepath/Aristocrat: 

Race:  Inspired Human 

Description/Appearance:  5'2 (Ethnic East-Indian) Woman, 24 years-old, 

Size:  Medium

Speed:  30’ Walk

Level: 1st, 

Class:  Aristocrat



Experience: 0
Attributes:  Str 8 (-1), Dex 12 (+1), Con 10 (+0), Int 16 (+3), Wis 13 (+1), Cha 15 (+2)
Inspired Template:  Psychic,
Inspiration:  Level 3 (3 Points):  

Intuition: 2,


Reflection:  1, 


Destruction: 0, 

Hit Points (8): 


Saves:  Fortitude: +0, Reflex: +1, Will: +3, 
Attacks: +0, Light Revolver 2d4 Damage, 

AC: 12 (Dex +1, Aristocrat +1)
Skills (Aristocrat: 6 Skill points, +3 Skill Points/Int, +4 Skill Points/Human)(Total Points: 6+3 x4, +4 = x40 Skill points):
Skills (*Class Skills),  *Appraise: +7 (4+3), Balance:  + (0+2), *Bluff: +8 (4+2+2), Climb:  + (0+),  Concentration: +  (+0), Craft:  +3 (0+3), Demolition:,  Disguise:  + (), *Diplomacy: +8 (4+2+2), Drive: +0,  Escape Artist: + (0+), Forgery: +0 (0+0), *Gather Info: +6 (4+2), *Handle Animal: +5 (4+1), Healing: +  (0+), Hide: +  (+), *Intimidate: +8 (4+2+2), Investigate:, Jump: +  (0+), *Knowledge-Occult: + (+), *Listen: +5 (4+1), Move Silently: + (+),  Perform: + (0+), Pilot: +0,  +Profession (Aristocrat): +3 (2+1), Repair: +0, Research: +,  Ride: +4 (4+0), Search:  0 (0+0), *Sense Motive:  +7 (4+1+2),  Spot:  + (+), Survival: + (+),  *Swim: +2 (2+0), Tumble:  (+) , Use Rope: +0 (0+0), 
Languages (x4):  Hindi, Mandarin, English, ??,
Feats (Total: x4) Base 1, +1 Human, +1 Background Feat (Free), +1 Aristocrat: 
1)  Personal Firearms Proficiency (Aristocrat): Basic Firearms use,  
2)  Resources/Well-Off (Free Background Feat):  +2 Wealth & Purchase DC: -5, 
3)  Negotiator (Basic Feat): +2 Diplomacy & Sense Motive,  
4)  Persuasive (Human):  +2 Bluff & Intimidate,  
Special Qualities:  Advanced Super Science, +2 Int, 
Psi Knacks (Level 1, x1):  Brain Skimming: Read surface thoughts and determine if someone is lying, 
Class Abilities:  +1 Feat: Firearms, Cool Customer: Take 10 with 3 Skills (Diplomacy, Intimidate, Sense Motive), Residence: New Residence in Guyaquil, 
Abilities: As above,
Wealth Bonus: Base: 5 (rolled),  +6 (Aristocrat), +2 (Well-Off), +1 (Profession)
Wealth: Total: 14 (Affluent), 
Equipment:  Light Revolver, Stylish Sari, Mira travels with a hired personal Indian servant named Raqa.
Mira Amar' Background: 
1. Physical Description:  24 year-old 5'2", 100 pound, Ethnic East-Indian woman, Tied up long black hair, with big dark hynotic eyes.  She wears an Indian Sari, and has a dot on her forhead.   See is also a favorite of her Raja Uncle Binya Amar. 
2.  Family:  Mira is the only child of Chidiya and Simran Amar.  Chidiya is the 2nd son of a Raja.  Her cousin Riadya is a Lieutenant in the British army. 

  
3.  Education:  Mira went to the University of London gaining a degree in the Occult (one of the first female graduates).  She has also studied with many Swamis in India. 

  
4.  Where and how do you live:  She has residency in Mumbai and London, and now Guyaquil. 
5.  Career/Job-Income:  Mira is a Wealthy Aristocrat living off family fortune (mostly gem mines and plantations)

  
6.  Hobbies:  Studying the Occult, and the new science of Psychology. 

  
7.  Faith/Religion:  Mira is a practicing Hindu. 

  
8.  Pets:  Mira has a pet tiger in India, and a tabi cat which she has with her.  

  
9.  Relationships:  Mira has a hired body servant named: Raga.  She has also recently employed a young orphan/street urchin in Guyaquil named Ramon who runs errands for her and brings her street gossip. 

 
10. Personality:  Mira is a strong woman, who has spent her life navigating the world and manipulating men.


11.  Motivation/Drive:  Since she became inspired, Mira has decided to use her skills to help the world. 

12.  Other Notes:  Mira was invited to the Hammersmith Experiment as one of the few female observers. Since then, she has joined the Æon Society for Gentlemen

GM Notes:  Mira Amar is a Psychic Character who focuses on Social Skills and Information Gathering.  
