Adventure D20 Rules Changes:  10-18-24
New Subsystems:  
1.  Inspiration:  Done
2.  Knacks:   Done
3.  Stunting: Done
4.  Wealth: 

5.  Dramatic Editing:  Done

6.  Inventions/Super Science:   

7.  Telluric Energy (pg. 22): Telluric Energy = Magic

Inspiration (pg. 154):  Inspiration measures PCs heroic potential. 

Inspiration Score is equal to your attribute Bonus:


Daring:  Charisma Bonus


Psychic:  Intelligence Bonus


Superhuman: Constitution Bonus


Inspiration Points:  PCs have Inspiration Point equal to their Inspiration Score.  Normally, you may only spend one Inspiration Point per round (Except as noted). 

Inspiration Point can be used for the following: 


Activate Knacks: See below


Dramatic Editing:  See below


Cliffhanger: Just like heroes in adventure serials in days gone you must sometimes push your ingenuity to the limits to escape certain death. A cliffhanger is a specially arranged, climactic use of dramatic editing.  


Recharge Invention:  See below


Sheer Heroism:   Once per day, you can spend a power point to gain a +4 bonus on a single action (spend the point prior to the roll). This applies to one task only, even if you perform multiple maneuvers in a round.


Hunch:  Luck is always on the hero’s side in pulp stories. By spending a power point, you can ask the GM for a useful hint or to point you in the best direction for the story. This isn’t character precognition, nor is it just “maybe you don’t want your character to open that door.” In return for spending a precious power point, the GM must give you essential information that helps motivate your character to move the story along. She might suggest a line of reasoning that reveals the enemy’s plan or simply point out that you’ve been chasing a red her
ring and that the heart of the story is back at the lab.
Regaining Inspiration Points:  PCs begin each game with full Points (not each game session).  PCs may even go above their base point value during the game.  


Rest:  You recover 1 power point after two consecutive days of rest and leisure activities appropriate to your established personality, preferences and habits.  If under enforced rest where you cannot indulge in your preferred recreation — say, a hospital stay or ocean travel — recovering each point takes five days. You cannot recover points higher than your Inspiration score with this method.



Success:  If you roll a natural 20 on a skill check but gain no additional benefit from such an amazing result — say when picking a lock or seducing someone — you receive 1 power point. This does not apply to combat situations, super-science research and development, knack use or sheer heroism.


Heroic Entertainment:  If you spend power points for an action that is appropriately heroic for your character and benefits someone besides your character himself — anything from dramatic editing to activating a knack — you recover instantly the power points that you spent, plus 1 additional point. This may not happen more than once per game session for any given character. The GM should maintain a reasonable definition of “appropriately heroic” and may deny the benefit if it’s clear that a player has calculated his character’s efforts solely to scrounge up more power points.


Inspiring Acts:  Although similar to heroic entertainment, this involves not spending power points. The GM may reward you with 1 power point if she feels your character did something especially appropriate to his primary Inspiration facet — an entertaining bit of social interaction with a rival, an amazing piece of un-Inspired athletics or something similar. This may not happen more than once per game session for any given character, and the same kind of action should not be rewarded from one session to the next. (You shouldn’t try the same routine over and over just to scrounge points.) The GM is the sole arbiter of what deserves this benefit.

Inspiration Facets:  Facets are rated 1-5.  Once your Inspiration score is determined, allocate the same number of points among your three facets (Intuition, Reflection, and Destruction).  


Intuition:  The Intuition facet measures your capacity to manipulate fate subconsciously or to make surprising mental leaps.  
• Enhanced Initiative: You assess situations and react to them. Enhanced Initiative faster than others can. You gain a bonus on initiative checks equal to your Intuition facet.

• Fast Thinker: You have quick wits. Spend a power point to add a bonus equal to your Intuition score on any one check that involves an instant mental reaction. Examples include a Knowledge (current events) check to make the right answer on a radio quiz show; a Demolitions check to guess which wire to cut as the bomb’s timer counts down; a Bluff check to improvise your next line when you’ve forgotten your script or to fast-talk a guard. You cannot use this bonus for attack rolls in combat, to fake the right answer on a two-hour essay test, to guess which wire to cut when the bomb’s timer has five hours left, to improvise an entire script the night before the show or to brainwash a prisoner.

Reflection:  The Reflection facet measures your capacity for introspection, patience or extended, focused effort. 
• Patience: You have an extraordinary degree of patience. Add your Reflection score to any check that involves waiting for something to happen or to end. This includes resisting torture or pain, lying unmoving in ambush for hours on end, riding out the effects of a hallucinogen or maintaining a cool head when everyone else is fleeing in a panic




• Good Things Come: You are well suited to extended endeavors.  Spend a power point to add a bonus equal to your Reflection score on any check that deals specifically with an extended effort. This could involve several rolls over the course of a few hours, days or weeks (the bonus applies to only a single roll unless multiple power points are spent); or it may also be a single roll that resolves the success of several hours of intellectual or social work. Examples include negotiating with union organizers, performing an autopsy or super-science research.

Destruction:  Destruction focuses on undoing things. 
• Destructive Strike: Things tend to break when you hit them. Once per game session, you can add your Destruction score in d4s to the damage you inflict with a single successful attack (this may be decided after the attack succeeds, but before damage is rolled).
• The Center Does Not Hold: You are very adept at destabilizing people and concepts as well as objects. If you try to destroy a plan, ideal or other non-physical thing, spend a power point to add your Destruction score as a bonus on any one check related to that task. Examples include wrecking a marriage, destroying a political opponent’s professional reputation, overthrowing a small third-world government or disproving a theory of electromagnetism.
Knacks (pg. 163+): 
Knacks are special abilities available to characters with the psychic or superhuman template.  Unless stated otherwise, activating a knack is a standard action that does not provoke an attack of opportunity.
Stunting (pg. 186):
The GM may apply between a +1 to +3 circumstance bonus either on your attack roll or to your Armor Class (never both at once).
Dramatic Editing (Adventure pg. 156+): 
Dramatic Editing is one of the most powerful abilities in the game.  Dramatic Editing is when the PLAYER (not the PC) influences the story directly for his PC. Dramatic Editing plays out as extrame "luck" for the PCs.  Players may insert details into the game as long as A) it does not contradict what has already been establisted in the story, and B) the GM approves it (I hope to approve most Editing), unless the dramatic editing is for the explicit purpose of saving a PC from certain death.  

While theoretically Players can continuously make Dramatic Editing, the GM will limit it if it does not add to the story or becomes annoying.  


GM Note:  PC Background write-ups can be CRITICAL to Dramatic Editing.  Also, this power gives players an immense power to guide the game!  Also, Dramatic Editing is level dependent.
Parameters:  Dramatic Editing must be both believable and constistent with the story. 

Mechanics:  

Inspiration Cost:  

Dramatic Editing Effect: 
0 (Free)


0 (Check)
Minor offscreen effect or minor extension
1

Minor onscreen effect
2

Major onscreen effect
3

Obvious continuity violation
Step (Cost and Scope):  
Type of Influence: 

+1

Plot ramifications
-1

Plot complications

-1

Improved dramatic editing (Feat)

Dramatic Editing Checks:  

You must succeed at a dramatic editing check (1d20 + your character’s Inspiration score) whenever the proposed dramatic edit falls under “0 (check)”.  The check is against DC 12.

You may simply spend 1 power point instead of making a check.
Minor Offscreen Effect (0 pp + check):
Your edit does not have an immediate impact on the scene, but it will influence events within 15 minutes to an hour. That may be too late depending on the circumstances (like a vat filling with acid) but works just fine for less immediately deadly events (like a shipwreck). 
Examples: An airplane flying far overhead happens to spot your SOS; a firefighter 20 minutes away notices a column of smoke from the fire that endangers you.  

Mira Amar's
Minor Extension (0 pp + check):

Your edit expands on another player’s dramatic editing coincidence, typically to benefit both of your characters. A minor extension cannot get too blatant — no fair turning the piece of shipwreck flotsam into a functional motorboat!

Examples: That convenient vine dangles just a little lower down than previously thought; look, there’s another parachute behind the one you just found in that cabinet!
Minor Onscreen Effect (1 pp):

Your edit doesn’t offer an easy solution to your character’s situation all by itself, but it can provide breathing room or a fighting chance. A minor onscreen effect may include the unexpected arrival of NPCs who, while unable to rescue your character directly, can provide other sorts of aid. Alternatively, it may be a piece of (easily concealed) equipment that your character “forgot” that he’d had.

Examples: You wriggle an arm free from the ropes tying you to the buzz saw; a large piece of wreckage from the shipwreck crests a wave nearby just as you begin to tire out.
Major Onscreen Effect (2 pp):

Your edit provides an immediate, plausible solution in your character’s favor to the current circumstance. A major onscreen effect can be just about anything that doesn’t contradict the GM’s summary of the situation, and may offer a benefit to your character’s

companions as well.
Examples: The plane’s emergency supply locker has enough parachutes for your whole team; you spot a yard-wide ledge just below you that leads along the cliff to safety.

Obvious Continuity Violation (3 pp):

Your edit directly contradicts the GM’s description of the scene or is thoroughly beyond the bounds of plausibility. Applying an obvious continuity violation demands the GM’s scrutiny, but it should be possible as long as it is creative and maintains the feel of the game and the genre.

Examples: Oh, this is Dr. Smith’s submersible car, you see; the assassin about to strike the killing blow is actually an old friend from grammar school; the flames lick at the spilled gasoline — but those barrels labeled “Petrol” were actually filled with water!
Plot Ramification (+1 pp):

Your edit gives you a clue to solving a mystery that has plagued you, lands one of the villain’s henchmen in jail or brings any character in the group an unexpected benefit. This extra cost also applies if you choose to solve the team’s problem by making the life of another player’s character much harder (though injury, social inconvenience, great expense, etc.).

A plot ramification can influence your character’s situation in the present scene, but it is meant to represent fortuitous events that occur perpendicular to current events. In other words, it doesn’t generally aid in dealing with the immediate situation, but provides a useful benefit to the story afterward.

Minor things — losing property that the subject could purchase again with no reduction of Wealth bonus, a loss of cleanliness or basic human dignity — do not qualify as plot ramifications. You may certainly pile such things on, but the GM is within her rights to nix anything if it looks like you’re messing with another player’s character for out-of-game reasons (rather than to make the game more interesting). If both parties find the ramification entertaining, the GM should feel free to have it occur.
Plot Complication (–1 pp):

This is a circumstance during the scene that makes life harder for your character — he breaks his leg leaping to safety just as the car careens over the cliff; he escapes from certain death only to fall under the influence of a lesser enemy; his efforts to escape a deathtrap

give the villain enough time to make off with his significant other; and so on. A plot complication is not a trivial matter like breaking a nail or losing a pair of shoes. It should affect your character in some fashion for at least the next few encounters, next game session or even — always the best option — give rise to an ongoing subplot.

The reduced cost applies only if your own character suffers the complication. Making things complicated for other PCs qualifies as a plot ramification, above.
Dramatic Editing and Combat (gp. 158+):  

By describing a coincidence that benefits you or inconveniences your opponent, you can use dramatic editing after making a roll, granting a +2 circumstance bonus on your choice of attack, saves, or skill or attribute check, or a +2 circumstance bonus to AC, for that round.
You can use minor onscreen effect to move characters around, essentially providing — or forcing — a bonus 5-foot step. You can do this to friendly or hostile characters, but a plot ramification penalty ap plies if you put a PC in the direct line of an attack. Conversely, you get a plot complication bonus if you edit your PC into the line of danger. 
Simulating Feats:
In some circumstances, you may use dramatic editing to simulate a feat temporarily — or short-circuit another character’s feat use for a short time. This is typically a minor onscreen effect with the plot ramification cost increase, which lasts a number of rounds equal to half your character’s Inspiration score (round down, minimum 1). 
Counteracting an opponent’s abilities might work differently. Say a villain grabs a fallen minion’s pistol to execute a hostage. You might use dramatic editing to make it a foreign gun or an unusual model, temporarily negating the villain’s weapon proficiency with the pis tol. The villain suffers a standard nonproficiency penalty until he takes a moment to familiarize himself with the weapon’s features.
Altering the Map:
In a non-combat encounter, you can use dramatic editing to make minor additions or changes to the landscape. Any alterations must reasonably be expected to be there and cannot contradict some thing the GM has described. This is also possible in combat, albeit under more rigorous terms.  

As a minor onscreen effect, you can detail a 10-foot-by-10-foot area of the combat map that the GM has not yet drawn or described in detail. (This may involve using a marker or props suitable for the map being used.) You might add an opening to an alleyway, put a parked car on a street, insert a fire hydrant and the plate glass win dow behind it, and so on. 
If the map portion being modified is at least (100 ft. + 10 ft. per character level) distant from your character, such alterations are considered minor offscreen dramatic editing instead.
Improved Dramatic Editing:  Gained at 3rd or 4th Level.
