PLAYER’S GUIDE TO

ABERRANT TAINT AND FLAW RULES

Taint:  Taint is the residue of the Aberrants and aberration that continues to infect the world spreading mutation and insanity.  Taint can infect any living creature whether it is plant, animal or human.  Taint can also affect the natural world disrupting the basic forces of the universe from gravity to the weather.  Taints most common effect is to infect living creatures with dangerous insanity combined with horrible and deadly mutations.  
Acquiring Temporary Taint:  Normal creatures can only acquire Taint by proximity to Tainted areas or creatures, or purposely through the active infection by Aberrants.  

Aberrants (and in particular Nova PCs) can gain temporary Taint in a number of ways.  
1.  Power Strain:  If a PC maxes their power and botches the roll, they acquire a point of Temporary Taint (possibly 2 or 3).  

2.  Pushing Quantum Point Recovery:  Novas may attempt to regain Quantum Points immediately rolling Stamina + Node difficulty equal to the points to be recovered.  If the roll succeeds PCs regain the Quantum Points, but if the roll fails the PC gains a point of Temporary Taint.  

3.  Mental Disorders and Derangements:  PCs who gain mental disorders and/or derangements may acquire Temporary Taint.  

4.  Tainted Areas:  Aberrants who spend time in Tainted areas have a chance of acquiring Temporary Taint.  Usually they must roll Stamina + Node (based on the difficulty of the location) hourly/daily to avoid gaining Taint. 


Losing Temporary Taint:  If a PC goes a between a week-month dormed down or uses no more than ½ of any of their powers/Mega Attributes, they may roll Willpower to bleed off Temporary Taint.  The roll is a +1 difficulty per point of Temporary Taint they have.  Success bleeds off one point.  3 successes bleeds off two points. 


PCs who gain Temporary Taint will also likely acquire Temporary Taint Flaws (GMO). 

Acquiring Permanent Taint: Permanent Taint has terrible ramifications and leads to Taint Flaws for the Aberrant both Mental and Physical.  There are 4 ways to acquire permanent Taint.  

1.  Each point of Quantum purchased above 3.  

2.  Each point Node above Two. 

3.  Every 10 Temporary Taint points Acquired 

4.  Purchasing Quantum, Powers, or Mega Attributes at ½ cost. 

NOTE:  Players will have a say in the Thematic effects of Permanent Taint on their PCs (if not the mechanical effects). 

Effects of Taint: For each point of Permanent Taint a PC receives, they also receive one Taint Flaw chosen by the GM (with significant Player input). In addition, for every point of Taint a PC acquires, they suffer a +1 difficulty for all social rolls against unTainted NPCs.  
Taint Flaws:  Taint Flaws are divided into three categories:  Taint 1-3, 4-6, & 7-10.  
NOTE:  PC have absolutely no idea of how Taint works in the beginning of the campaign.  They have been isolated and protected by their Psion families and Gel.  Once they leave Paradise Valley, their education will begin.  There are other Taint rules and effects of Taint that PCs will learn along the way. 

