PRIMALS CAMPAIGN II

THE AWAKENED

INTRODUCTION

Last updated: 1-11-10
Welcome to the second installment of the Primals Campaign.  The Primals campaign is a based upon a number of different game genres and ideas including: Call of Cthulhu, Sorcerer, Mage, the World of Darkness and a few others.  The idea of the campaign is a combination of Mega-Plots PCs will be involved in, including saving the world they care about. 


The mechanics of the game will be based on White Wolf/World of Darkness systems using only D-10s.  The focus of the campaign will be based equally on role-playing and on mechanics.  The mechanics of Character Creation is fairly complex based on the history of the previous campaign.  Background descriptions are expected to be complex and are critical.


Players will continue to play a PC, who was once a normal person from “our” world.  During the previous campaign PCs transformed initially into “Dreamers” and ultimately into “Awakened”.  When the PCs were Dreamers they had the power to mystically sense things well beyond that of normal people such as electromagnetic energy, human health, or material substances.  In addition Dreamers were able to learn some types of  “Shadow Powers” such as Psychic Teleportation and Summoning Magical Energies.  As Dreamers PCs learned that the world isn’t how they thought it was.  


Now as “Awakened,” PCs have potential far greater than that of being a Dreamer.  PCs are now able to subtly influence reality using their Primal Spheres instead of simply sensing it.  Awakened are also able to learn all Shadow Powers not just one, though they will find their Shadow Powers have changed. Awakened are able to manipulate reality to a degree that now allows them to advance beyond normal human potential and raise their Attributes, Abilities, and Merits to level 5 and occasionally level 6. Finally, the Awakened will learn, they are no longer mortal.  The great ritual they performed that saved the world, has also stopped them from aging.  Unless destroyed by violence, the Awakened will live forever. 


Much of the theme behind the Primals campaign lies in the PCs discovering what is really going on around them, the secrets of their world, how those secrets affect them and their loved ones, and most importantly, that they have the power to affect things.  The mood of the campaign will be dark and mysterious.  PCs should be asking themselves two questions constantly: “Who am I”, and “What is really going on?”  
CAMPAIGN BACKGROUND


All of the PCs are now Awakened humans.  They can come from virtually any background or situation the player wants.  Make it as interesting or plain as you will.  I prefer the PCs come from the U.S., and they must be able to speak English.  They can be almost any age.  The key is that they have a developed enough personality and background so that when things start happening, the Player understands how they will react to the changes and situations they will face.  
BACKGROUND 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:  Likes, dislikes, and important points of view.

11. Include anything else that will help flesh out the Character.
PC Rules Creation/Update:  

The first Primals campaign ended with PCs saving the world from unspeakable horrors and performing a world changing ritual.  This ritual had the effect of changing the PCs also.  They are no longer “Dreamers,” they have now woken up fully to the supernatural world that surrounds them and are now “Awakened”.  The following character creation rules reflect these changes (and changes the GM has made to the system, such as limiting the number of abilities/skills).  The goal is to recreate PCs as close to their original as possible.
Transformed Character (Awakened) Creation

1.  Attributes: 7/5/3 (15  Points with a base of one each), PHYSICAL (Str, Dex , Sta), SOCIAL ( Cha , Man , App) , MENTAL (Per , Int , Wit).  PCs must choose which categories are their Primary, Secondary, and Tertiary.   PCs may not have any ability over 4 at this time, or below 1.  

2.  Abilities:  30 Points.   PCs must choose which categories are their Primary, Secondary, and Tertiary.   PCs may not have any Ability over 4 at this time.  Below is a new list of Abilities. PCs may, under special request, divide a point up into 2 Specialty points. 


I have limited the PCs ability list to the following: Athletics, Archery/Marksmanship, Awareness, Bureaucracy/Politics, Crafts/Engineering, Dodge, Integrity, Investigation, Larceny, Linguistics, Lore/Academics/Science, Martial Arts, Medicine, Melee, Occult, Performance/Art, Presence/Command, Resistance/Fortitude, Ride, Pilot/Drive, Socialize/Empathy, Stealth, Survival/Animal Ken, Throw, War,

4.  Backgrounds:  There are no more Backgrounds, they are consider Merits now.   


5.  Willpower:  All PCs begin with a 5 Willpower. 


6.  Virtues:  I am no longer using Virtues.  Their virtues are replaced by Wisdom scores, and any mental defenses are based on Integrity Abilities. 

7.  Wisdom:  PCs begin with a Wisdom that suits their PC, but generally 7. 

8.  Gnosis: The most significant change the Great Ritual wrought on the PCs is raising their Gnosis (previously called Essence) to 2.

9.  Essence:  All PCs will begin the game with Essence points equal to their Wisdom score. 

10.  Arcana/Spheres: All PCs continue with one dot in their Primary Arcana, however, now they may raise their Primary Arcana to 2 and purchase other Arcana up to 1. 

11.  Shadow Powers: The Great Ritual had an impact on the PCs and their Shadow Powers.  PCs begin with 3 points of their Shadow Powers and purchase more. However, they will soon learn Shadow Powers are greatly weakened. 

12.  Merits/Flaws:  PCs begin with 5 points of Merits.  PCs may continue to purchase or buy of their Merits and Flaws. 

13.  Experience Points:  Gain 25 points.  PCs may purchase Attributes, Abilities, (gained in play), Willpower, Virtues, Shadow Powers, and Arcana.  PCs may only purchase or increase each of these by ONE POINT. 
Experience Point Costs: 

Raise Attribute:  

Next level x5
Raise Ability:

Next level x3
Specialty:

3
Raise Willpower:

8
Raise Wisdom: 

Next level x5
New Arcana Level 1: 
10
Raise Arcana to Level 2: 
16  (Your own only)
Raise Shadow Powers:
Next level x4
Merits: 


Next level x2 (rarely next level x1)

Rotes: 


Level x2 (or x1 with magical text)
AFTER BECOMING AWAKENED Example NPC:
RYAN CAHILL/Awakened: PCs Friend and Companion, Former History Teacher, 
NATURE: Survivor,  DEMEANOR: Caregiver,  

ATTRIBUTES (7/5/3): Str 2, Dex 2, Sta 2, Cha 3, Man 2, App 3, Per 4, Int 4, Wit 2, 

Abilities (30): Athletics: 1 (Swim +1), Archery/Marksmanship: 1, Awareness: 2, Bureaucracy/Politics: 1, Engineering/Craft: 1, Dodge: 2, Integrity: 2, Investigation: 1, Larceny: 1, Linguistics: 1 (Arabic), Lore/Academics/Science: 3, Martial Arts: 1, Medicine: 1, Melee: 1, Occult: 1, Performance/Art: 1 (Teaching +1), Presence/Command: 1, Resistance/Fortitude: 1, Ride: 0, Pilot/Drive: 1, Socialize/Empathy: 2, Stealth: 1, Survival/Animal Ken: 1, Throw: 0, War: 1,
Merits (5):  Arcane: 1, Destiny: 2, Dream: 2,  Willpower: 6,  Wisdom: 7,  Flaws: none,  Shadow Powers: Synergy 3, Primal Powers: Unaging, Damage Resistance (1/2 Stamina), Primal Magics: Time 2 (Primary),  Gnosis: 2,  Essence Pool: 7,   Equipment: Standard stuff, Rotes: None, 

Experience (15): Arcana: 16, Willpower: 8, 1 Leftover
