Rifts Campaign (Mutants & Masterminds 2nd Edition-D&D 3.0)
PC Creation:  5/10/15
Campaign Background:

Imagine waking up into a world gone mad, where anything is possible and death is around every corner.  Welcome to the Mutants and Masterminds-Rifts Campaign.  Play will begin early in 2015 where PCs will begin as normal people from our average daily world (Self Characters are perfectly acceptable).  Each of the PCs will be diagnosed with a terminal disease and have only days or weeks to live, and no hope for survival…until now.  A corporation named the Morrow Project has developed an experimental cryogenic freezing method to extend life. 

The PCs volunteer to be frozen hoping for a better future.  What they get is quite different. 
The Awakening: 

PCs will awaken in the far future after their long sleep, no longer dying of a terminal disease but instead imbued with strange new powers in a world changed beyond recognition.  The Morrow Project Institute is in wreckage and awash with alien energies.  The PCs will find themselves in a world filled with a kitchen sink of magic, technology, mutants, demons, and strange gates to alternate worlds.  
Out of Character Knowledge:  

Each PC must have a central theme to their powers when they awaken, and the PCs powers will grow throughout the campaign.  The PCs will begin at low level but will gain Power Points (PP), evolving as they master their new abilities.  The PCs will not have control over their evolution, instead their powers will evolve based on their subconscious (the player’s choice, not the character’s), and this evolution will be quite dramatic.  

Axiom Levels/Laws:  Axiom Levels refer to the highest level an area of the Rifts world can develop in six key areas, as follows: Technology, Magic, Spirit, Social, Psi, & Mutation.  If the Axiom level is lower than the objects or effects level, the effect does not happen, the object doesn’t function, and the object may change.  Axiom Laws are unique reality laws and exceptions to the Axiom Levels that apply to certain areas of the world, for example: in a Steam Punk area which may be Technology Level 19 (Late 19th century AD), but gun powder does not ignite.  
IMPORTANT GM NOTE:  PCs are expected to come up with role-playing reasons to stay and work with the group!!  
The Basic Character Power Themes (PCs not Limited to One or any of the following):  The following are just some examples of Occupational, Technological, Psychic/Psionic, Mystical/Magical, Mutational, & Racial power themes. 
Occupational Themes (Examples): 


1.  Ninja


2.  Survivalist-Sharpshooter

3.  Fixer

4.  Rogue Scientist

5.  Soldier

6.  Monk-Martial Artist

7.   Occult Investigator

Techno Themes (Examples): 

1.  Cyborg

2.  Glittter Boy (Powered Armor)

3.  Techno Wizard (Technologist)

4.  Cyber Knight 

5.  Hacker  

6.  Crazy (Brain Enhancements)

7.  Juicer (Bio-Enhanements)

Psychic Themes (Examples): 

1.  Burster  

2.  Psi-Stalker

3.  Mind Melter

4.  Psi Sword

5.  Jedi Knight

Mystic Themes (Examples): 

1.  Ley Line Walker

2.  Mystic 

3.  Druid

4.  Priest  

5.  Rune Lord

6.  Alchemist
7.  Necromancer

Mutational Themes (Examples): 

1.  Mutated Cactus

2.  Mutated Bear

3.  Mutated Dragonfly

4.  Aberrant

Racial Themes (Examples): 

1.  Dragon

2.  Shape Shifter

3.  Vampire

4.  Elf

5.  Giant

6.  Troll

7.  Demon

Campaign Plot/Theme/Mood:  The basic plot of the campaign is that PCs have awakened in a new world with meta-powers and will work to survive and prosper.  The theme of campaign will be survival and exploration.  The Tone of the campaign is “Dark Realism”
Pre-Eruption Character Creation:  

PCs begin at 1st level with 15 Power Points to spend on Attributes, Skills, Feats, Attack/Defense, and Saves.  PCs may not begin with Powers.  Attributes begin with a base 10, and may have what ever material wealth, objects, and connections that fit their background.  
Character Creation Part I (Skilled Normal PC Adventures-1st Level):

Level:  PCs begin at 1st Level  


Power Points:  PCs begin with up to 15 Power Points, however, you do not have to spend them now, and may save some of them for when you awaken.

Abilities:   All PCs have a base 10 for each Ability (which may be lowered or bought up).  Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma.  At this point, Abilities are limited to 18.  


Attack is your bonus to hit.  Defense is your PCs Armor Class (along with Dexterity, Size Modifiers and other Powers).  Both are limited to your level (+1).

 
Skills:  PCs may only take “Normal” Skills and are limited to Level +5 (6).


Feats:  PCs are limited to one Normal Feat (Not Super Human or Extraordinary)

List of Skills: Acrobatics, Bluff, Climb, Computers, Concentration, Craft, Demolitions, Diplomacy, Disable Devise, Disguise, Drive, Escape Artist, Gather Information, Handle Animal, Intimidate, Investigate, Knowledge, Language, Medicine, Notice, Perform, Pilot, Profession, Ride, Search, Sense Motive, Sleight of Hand, Stealth, Survival, Swim,

List of Feats:

Combat Feats:  Accurate Attack, All-out Attack, Attack Focus, Attack Specialization, Blind Fight, Chokehold, Critical Strike, Defensive Attack, Defensive Roll, Dodge Focus, Elusive Target, Evasion, Fast Overrun, Favored Environment, Favored Opponent, Grappling Finesse, Improved Aim, Improved Block, Improved Critical, Improved Defense, Improved Disarm, Improved Grab, Improved Grapple, Improved Initiative, Improved Overrun, Improved Pin, Improved Sunder, Improved Throw, Move-by Attack, Power Attack, Precise Shot, Prone Fighting, Quick Draw, Rage, Ranged Pin, Redirect, Set-up, Sneak Attack, Stunning Attack, Takedown Attack, Throwing Mastery, Uncanny Dodge, Weapon Bind, Weapon Break, 
Fortune Feats:  Beginner’s Luck, Inspire, Leadership, Luck, Seize Initiative, Ultimate Effort,
General Feats:  Ambidexterity, Assessment, Diehard, Eidetic Memory, Endurance, Environmental Adaptation, Equipment, Fearless, Fearsome Presence, Instant Up, Interpose, Master Plan, Minions, Quick Change, Second Chance, Side Kick, Team Work, Trance,
Skill Feats:  Acrobatic Bluff, Animal Empathy, Artificer, Attractive, Connected, Contacts, Distract, Fascinate, Hide in Plain Sight, Improvised Tools, Inventor, Jack-of-all-Trades, Ritualist, Skill Mastery, Startle, Taunt, Track, Well-Informed
Powers Not Appropriate for this Campaign:  NONE!!
Power Point Cost Chart:  

Level:  A PC gains a level for every 15 Power Points (PP).


Abilities: 
 Costs 1 PP each (over 10)

Attack Bonus: 
Costs 2 PP per +1


Defense Bonus:
Costs 2 PP per +1
Save Bonus: 
Costs 1 PP per +1
 
Skills: 

Costs 1 PP per 4 Ranks each


Feats: 

Costs 1 PP per 1 Rank each


Powers:

(See Chart) Base cost x Ranks


Drawbacks:  
-1 or more points

Maximum Power Level (Pre-Awakening):

Power Level: 

1st (15 Power Points)

Attack/Defense:

+1

Max Save DC Mods:
+1

Max Toughness:

+0

Max Save/Ability Bonus:
+6

Max Ability Score:
+20

Max Skill Rank: 

+6

Maximum Feat Level:
+1 (PCs may only begin with 1 Feat)


Maximum Power Level:  
0 (PCs may not begin with Powers)

Post-Eruption Character Creation:  


Once PCs “Awaken” or gain power they will gain 1 Power point.  They may then increase their Maximums (See Below).  PCs powers must begin based on a Theme (this Theme may change or be added too later on).  PC appearance will also change as they evolve in power.  For instance, a dragon character will develop scales, and a cyborg will evolve circuitry in his system. 
Maximum Power Level (Post-Awakening):

Power Level: 

2nd (30 Power Points)

Attack/Defense:

+2

Max Save DC Mods:
+2

Max Toughness:

+2

Max Save/Ability Bonus:
+7

Max Ability Score:
+24

Max Skill Rank: 

+7

Maximum Feat Level:
+2 (PCs may now buy any Feats)

Maximum Power Level:  
2nd/+2


PCs also Gain 1 Hero Point upon Awakening.
Example PC Creation:  Mark Armstrong-Teacher    Pre-Awakening 


Level: 1st  

Power Points: 15 (1 Unused),  Hero Points:  0

Appearance:  50 year-old White Male, 5’11”, clean shaven, brown hair, brown eyes.  

Abilities:
 PP: 8 

Strength:
10 (+0)

Dexterity:
9 (-1) 
Constitution:
10 (+0)

Intelligence:
14 (+2)

Wisdom:

12 (+1)

Charisma:
12 (+1)

Saves:

PP: 1
Toughness:
 +0
Fortitude: 
+0
Reflex: 

-1
Will:

 +3 (+1)
Defense: 
+0

Initiative:  
-1

Speed:  

30  ft. 

Attacks:
PP: 0

Base Attack: 
+0

Melee:  

+0


Ranged:  
+0


Feats: PP: 0

None:  .  
Skills: PP: 5 (20 points),   Total Skill (base points + ability + mods)

Acrobatics: +0 (0+0+0), Bluff: +6 (4+2+0), Climb: +0 (0+0+0), Computers: +3 (1+2+0), Concentration: +0 (0+0+0), Craft: +0 (0+0+0), Demolitions: +0 (0+0+0), *Diplomacy: +2 (1+1+0), Disable Devise: +0 (0+0+0), Disguise: +0 (0+0+0), *Drive: +1 (2-1+0), Escape Artist: +0 (0+0+0), Gather Information: +1 (0+1+0), Handle Animal: +0 (0+0+0), Intimidate: +1 (0+1+0), Investigate: +0 (0+0+0), *Knowledge-Civics: +3 (2+1+0),  *Knowledge-History: +4 (3+1+0), *Knowledge-Tactics: +3 (2+1+0),  *Knowledge-Theology/Philosophy: +3 (2+1+0), *Language:+1 (Spanish), Medicine: +0 (0+0+0), Notice: +1 (0+1+0), Perform: +0 (1+1+0), Pilot: +0 (0+0+0), *Profession-Teacher: +5 (4+1+0), Ride: +0 (0+0+0), Search: +0 (0+0+0), *Sense Motive: +2 (1+1+0), Sleight of Hand: +0 (0+0+0), Stealth: +0 (0+0+0), *Survival: +1 (1+0+0), *Swim: +2 (2-0+0),


Damage Conditions:   

Gear/Devises:  Clothes, Cell Phone, Wallet,. Keys, Car
Mark’s Background:  
Example PC Creation:  Mark Armstrong
  Post-Awakening:   
Power Theme:  Hermetic Cyber-Mage (Cybernetically Enhanced Ritual Mage)
Appearance:  50 year-old White Male, 5’11”, clean shaven, brown hair, brown eyes. Mystic blue Tattoos on hands, Glowing blue eye implants, Heavy Dark blue robe, 

Level: 1st

Power Points: 15+1   Hero Points:  1, 

Abilities:
 PP: 8 

Strength:
10 (+0)

Dexterity:
9 (-1) 

Constitution:
10 (+0)

Intelligence:
14 (+2)

Wisdom:

12 (+1)

Charisma:
12 (+1)

Saves:
PP: 1 
Toughness:
 +0

Fortitude: 
+0

Reflex: 

-1

Will:

 +3 (+1)

Defense: +0

Initiative:  -1

Speed:  30  ft. 

Attacks:
PP: 0


Base Attack: 
+0


Melee: 

 +0


Ranged:  
+0


Feats: PP: 1

Ritualist (pg. 132):  4 hrs to research ritual (per point) and 10 minute to perform ritual (per point), DC: 10 + Power point Cost of Spell. Ritual lasts for one encounter. May only have one Ritual prepared at a time (Unless spends a Hero Point).
Skills: PP: 5 (20 points),   Total Skill (base points + ability + mods)

Acrobatics: +0 (0+0+0), Bluff: +6 (4+2+0), Climb: +0 (0+0+0), Computers: +3 (1+2+0), Concentration: +0 (0+0+0), Craft: +0 (0+0+0), Demolitions: +0 (0+0+0), *Diplomacy: +2 (1+1+0), Disable Devise: +0 (0+0+0), Disguise: +0 (0+0+0), *Drive: +1 (2-1+0), Escape Artist: +0 (0+0+0), Gather Information: +1 (0+1+0), Handle Animal: +0 (0+0+0), Intimidate: +1 (0+1+0), Investigate: +0 (0+0+0),  *Knowledge-Arcane Lore: +6 (4+2+0), *Knowledge-Civics: +3 (2+1+0),  *Knowledge-History: +4 (3+1+0), *Knowledge-Tactics: +3 (2+1+0),  *Knowledge-Theology/Philosophy: +3 (2+1+0), *Language:+1 (Spanish), Medicine: +0 (0+0+0), Notice: +1 (0+1+0), Perform: +0 (1+1+0), Pilot: +0 (0+0+0), *Profession-Teacher: +5 (4+1+0), Ride: +0 (0+0+0), Search: +0 (0+0+0), *Sense Motive: +2 (1+1+0), Sleight of Hand: +0 (0+0+0), Stealth: +0 (0+0+0), *Survival: +1 (1+0+0), *Swim: +2 (2-0+0),

Powers:   See Feats, 

Gear/Devises:  Set of Magical Tomes (gained upon waking), 

Points Spent (1 + 1 Unused):  Ritualist Feat, Knowledge Arcane Lore: +4 
