OMEGA WORLD CAMPAIGN


The Omega World campaign is meant to have a somewhat dark and gritty feels to it (as usual for many of my campaigns).  The mood I am trying for is fear and suspense, tinged with hope.  There needs to be a constant awareness of the danger around your PCs despite their obvious power.  Outside of Paradise Valley the world is hellishly deadly whether it is the acid rain (literally), fire breathing sparrows, killer robots, earthquakes, gravity wells, tidal waves, man-eating grass, or genetically tailored diseases, PCs must be constantly alert to threats of all kinds. 

Contra wise there is hope. PCs have powers greater than any in their village, including a resistance to Taint.  In addition, lucky PCs will find powerful and useful tools of the Ancients to help them better survive their world. For example, while a Durasteel axe with a carbon fiber handle is a very useful tool to anyone in Omega World, one in the hands of a PC with Mega Strength One is truly astounding (it doesn’t break with the first swing).  Combined, these advantages (with some common sense) will allow the PCs to overcome the deadly challenges of their world. 
BACKGROUND REQUIREMENTS FOR CHARACTERS:


The most important part of PC creation as usual 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 looks, ethnicity (which surprisingly can be different from other PCs despite being sibling), height, weight, etc.


2.  Family:  Include descriptions and relationships


3.  Education/Career/Income:  Herdsman, Healer, Griot, Warrior, Farmer, Councilor, Worker, Crafter, or Carter.

4.  Where and how do you live:  Your own hut? With a family?  

5.  Personality:  Likes, dislikes, and important points of view.

6.  Hobbies:  Self-explanatory


7.  Faith/Religion:   How important is your faith and/or does it conflict with the rest of the Valley?

8.  Pets:  Self-explanatory


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

10.  Include anything else that will help flesh out the Character
Important NPCs and Families: 
Matthew Zweidler (Healers/Herdsmen):  

Otho Herzog (Advisers and Griots):

Solveig Larssen (Warriors/Farmers):

Rebecca Bue (Councilors):

Guiseppe del Fuego (Workers/Farmers):  

Alex Cassel (Crafters):

Chitra Bhanu (Crafters/Farmers):

Bolade Atwan (Carters): 
PLAYER CHARACTER CREATION-ABERRANTS
CHARACTER CREATION TABLE


Players create PCs in two phases.  The first phase is what PCs were like before they erupted and gained their Quantum Powers. After the eruption PCs become Aberrants (Novas) and gain powerful mutations.  
Phase One:  Human

Step One:  Concept

Choose Concept, Nature (this affects Willpower recovery and is a general statement of the PC’s personality) and Allegiance (Paradise Valley)

Step Two:  Select Attributes

Prioritize the three areas: Physical, Mental and Social (PCs begin with one dot in each)
Choose primary Attributes (7 Points)

Choose secondary Attributes (5 Points)

Choose tertiary Attributes (3 Points)

Step Three:  Select Abilities

Choose desired Abilities (23 points)

No Ability higher than 3 at this time

Calculate skill totals

Step Four:  Select Backgrounds

Choose Background (7 points)

Step Five:  Phase One Finishing Touches

Record initial Willpower (3), Quantum (1), Initiative (Dexterity + Wits)

Movement (Walk=Dexterity, Run at (Dexterity x2 + Athletics) meters and Sprint at (Dexterity + Athletics) x3
Spend bonus points (15 points)


BONUS POINTS

Trait



Cost per dot
Attribute



5

Ability



2 
Specialty (max. 3 per Ability)

1
Background


1

Willpower


2

Initiative



1
Merits



Listed
Phase Two:  Nova/Aberrant
Step One:  Origin

Choose the circumstances of your character’s transformation (See Campaign Background)
Step Two:  Nova Points

Spend 7 Nova points on Mega-Attributes; Enhancements; Quantum powers; Quantum; Quantum Pool; Attributes; Abilities or Backgrounds

Step Three:  Phase Two Finishing Touches

Record Skill totals, Changes in Initiative and Movement, Bashing and Lethal Soak; decide any changes made by the Quantum eruption.


NOVA POINTS

Trait



Cost per dot
Mega-Attribute


3
Enhancement


2

Quantum



5
Quantum Power (Level 1)

1

Quantum Power (Level 2)

3
(or Level One plus Extra)
Quantum Power (Level 3)

5  
(Level Two plus Extra, or Level One Plus 2 Extras)
Quantum Pool Point

1/2

3 Attribute dots


1

6 Ability dots


1


5 Background dots


1

Willpower dot


1
LIST OF ABILITIES:
(* are Abilities PCs may not begin with these Abilities and may not learn them without specific training)

PHYSICAL:  

Strength:

Archery:

Brawl:

Might

Dexterity:

Athletics:
*Drive:
*Firearms: 

Legerdemain:

Martial Arts:

Melee:
*Pilot:
Stealth:

Stamina:

Endurance:

Resistance: 

MENTAL:


Perception:

Awareness:

Investigation:
Navigation: 
Intelligence:

*Academics:

*Bureaucracy:

Craft: 
*Computer
*Engineering:
Intrusion
*Linguistics:

*Medicine:

*Science:

Survival: 

Wits (Resolve):

Arts:

*Drive:
Meditation: 
*Pilot: 

SOCIAL:


Appearance (Composure):

Disguise:

Intimidate:

Style:


Manipulation:

Animal Handling:

Interrogation:

Savvy:

Subterfuge:

Charisma (Presence): 

Command:

Etiquette:

Perform:

Rapport:

LIST OF INITIAL/STARTING BACKGROUNDS:
(See Starting Equipment and Backgrounds List)

(**Can only be purchased with Nova Points, not Bonus Points)
Artifact: (Ancient wonders PCs may begin with (see Starting Equipment Sheet)
Influence: (Your voice, position, and power in Paradise Valley)
Pet:  Animals you own in the beginning of the game
Resources: (General wealth and starting equipment)
**Attunement: (ability to extend your powers to other objects and/or making them resistant to your effects)
**Dormancy:  (The ability to suppress your powers and hide your Aberrancy)
**Node: (Greater access to Quantum Power, but at a cost..)
MERITS AND FLAWS: 

Merits are benefits PCs gain that cost points, while Flaws are disadvantages PCs take to gain points.  While I am not creating a fixed limit to Flaws, please don’t make me veto a PC because of overwhelming disadvantages.  For example, if you play a paraplegic, you better have some way of functioning (flight?).  
MERITS:

PHYSICAL: 

Acute Senses: 1 point

Ambidextrous: 1 point

Huge Size: 4 points

MENTAL: 

Concentration: 1 point

Internal Compass: 1 point

Time Sense: 1 point

Devotion: 2 points

Lightening Calculator: 2 points

Speed Reading: 1 point

High Pain Tolerance: 3 points

Photographic Memory: 3 points

Iron Will: 6 points

SOCIAL:

Natural Leader: 1 point

Sexy: 1 point

FLAWS:

PHYSICAL: 

Short: 1 point

Speech Impediment: 1 point

Weak Sense: 1 point

Dependence: 1-7 points

Mute: 2 points

One Eye: 2 points

Addiction/Compulsion: 2-4 points

Lame: 2-4 points

Deaf: 3 points

Disability: 3 points

Disfigured: 3 points

Blind: 6 points

Quad/Paraplegic: 6 points

MENTAL: 

Intolerance: 1 point

Lusty: 1 point

Overconfidence: 1 point

Pacifist: 1-4 points

Obsession: 2 points

Overwhelmed: 2 points

Phobia: 2 points

Vengeful: 2 points

Combat Paralysis: 3 points

Flashback: 3 points

Low Pain Threshold: 3 points

*Amnesia: 3-5 points

SOCIAL: 

Bad Vibe: 1-3 points

GM NOTE:  Under certain circumstances  I will allow a PC to change the Attribute required for their dice pool to specific powers.  EXAMPLE:  The dice pool for Immobilize is Dexterity + Immobilize.  If the PC was a mentalist, I would make the dice pool Manipulation + Immobilize. 
LIST OF INITIAL POSSIBLE POWERS:

LIST OF MEGA-ATTRIBUTE ENHANCEMENTS:
STRENGTH:  Crush, Shockwave, Lifter, Quantum Leap, Thunderclap,

DEXTERITY:  Accuracy, Enhanced Movement, Fast Tasks, Flexibility, Physical Prodigy, Cat Footed, Rapid Strike, 

STAMINA:  Adaptability, Durability, Hard Body, Regeneration, Resiliency, 

PERCEPTION:   Analyze Taste/Touch, Blind Fighting, Bloodhound, Electromagnetic Vision, High-End Electromagnetic Scan, Hyper Enhanced Hearing, Quantum Attunement, Ultra Peripheral Perception, 

INTELLIGENCE:  Analyze Weakness, Eidetic Memory, Enhance Memory, Mathematical Savant, Linguistic Genius, Mental Prodigy, Speed Reading, Taint Resistance,

WITS (RESOLVE):  Artistic Genius, Enhance Initiative, Lie Detector, Multitasking, Natural Empath, Quickness, Synergy,

APPEARANCE (COMPOSURE):  Appearance Alteration, Awe-Inspiring, Copycat, Face of Terror, First Impression, Mr. Nobody, Seductive Looks, 

MANIPULATION:  Hypnotic Gaze, Persuader, Trickster, The Voice, 

CHARISMA (PRESENCE):  Commanding Presence, Dreadful Mien, Natural Agitator, Seductive, Soothe,

LEVEL ONE QUANTUM  POWERS (Quantum One Minimum):

Bioluminescence (light)
Body Modification (special-see below) (permanent physical mutations)
Claws (lethal damage with fists)
Hypnosis  (minor or limited mind control)
Intuition (limited danger sense)
Luck 
Psychic Shield

Quantum Conversion  (basic energy creation-not an effective attack)
Sensory Shield (flash defense)
LIST OF EXAMPLE BODY MODIFICATIONS-(ONE POINT): 

Chromatosphores  ()
Dispersed Organs (PG) ()
Extra Limbs ()
Extra Health Level (bonus -0 health level)
Gills (breathe underwater)
Second Brain (PG) ()
Subdermal Senses (PG) ()
Tendrils ()
Webbed Hands/Feet (fast swimming)
BODY MODIFICATION (TWO POINT): 

Adhesive Grip (wall clmbing)
Spines ()
BODY MODIFICATION (THREE POINT): 

Wings/Patagia (ability to fly)
LEVEL TWO QUANTUM POWERS (Quantum One Minimum):  

Absorption (raise Attribute from an attack)
Animal/Plant Mastery 
Armor

Disorient (Cause confusion)
Flight 
Holo (physical illusions)
Hypermovement (super speed)
Immobilize (paralyze opponent)
Invisibility

Invulnerability (armor to specific damage)
Poison (touch causes poison or disease)
Premonition (danger sense)
Quantum Bolt (physical or energy blast)
Shroud  (cause darkenss, fog, etc.)
Sizemorph (Growth)

Sizemorph (Shrink)

Strobe (flash attack)
Stun Attack 
PCs may also purchase a level one power with one “extra”, and multiple levels of their Quantum Powers.  
EXTRAS:  These can be added to any power increasing its cost and level.  For example if a PC takes Quantum Blast and adds the extra “Area”, it then becomes a Level 3 Quantum Power and costs 5 Power Points to purchase. 
Aggravated (turns attack into aggravated damage)
Area

Armor Piercing

Burning (causes continual damage)
Cloud

Explosion

Homing (?)
Impervious (?)
Increased Duration 
Increased Range

Merged (PG) (?)
MIRV (?)
Range 
Reduced Quantum Cost

Reflexive (PG)

Spray/Jet 

LIST OF FUTURE POSSIBLE POWERS:

QUANTUM TWO MINIMUM
LEVEL TWO QUANTUM POWERS (Quantum Two Minimum):  

Boost

Empathic Manipulation

Force Field

Immolate

Quantum Leech

Telekinesis

Teleport

LEVEL TWO QUANTUM (SUB)POWERS (Quantum Two Minimum):
Alter Data (Cyberkinisis)

Control  (Cyberkinisis)

Fool  (Cyberkinisis)

Overload  (Cyberkinisis)

Reprogram  (Cyberkinisis)

Alter Temperature (Elemental Anima)

Blast  (Elemental Anima)

Elemental Shield  (Elemental Anima)

Enhance/Diminish  (Elemental Anima)

Lethal Blast  (Elemental Anima)

Movement  (Elemental Anima)

Shaping  (Elemental Anima)

Wall  (Elemental Anima)

Bioentropy Storm  (Entropy Control)

Breakdown  (Entropy Control)

Entropic Shield  (Entropy Control)

Probability Corruption  (Entropy Control)

Gravitic Blast  (Gravity Control)

Gravitational Field  (Gravity Control)

Gravitic Flight  (Gravity Control)

Gravitic Shield  (Gravity Control)

Gravitokinisis  (Gravity Control)

EMP  (Magnetic Mastery)

Magnetic Blast  (Magnetic Mastery)

Magnetic Field  (Magnetic Mastery)

Magnetic Levitation  (Magnetic Mastery)

Magnetic Shield  (Magnetic Mastery)

Magnetic Storm  (Magnetic Mastery)

Magnetize  (Magnetic Mastery)

Magnetokinisis  (Magnetic Mastery)

Alter Temperature  (Weather Manipulation)

Fog  (Weather Manipulation)

Lightning Bolt  (Weather Manipulation)

Weather Manipulation  (Weather Manipulation)

Windriding  (Weather Manipulation)
LIST OF FUTURE POSSIBLE POWERS:
QUANTUM THREE MINIMUM
LEVEL TWO QUANTUM POWERS (Quantum Three Minimum):  

Bodymorph

Density Control

Disrupt

Domination

ESP

Mental Blast

Mirage

Quantum Regeneration

Quantum Vampire

Telepathy

LEVEL TWO QUANTUM (SUB)POWERS (Quantum Three Minimum):
Blast  (Elemental Mastery)

Crush  (Elemental Mastery)

Imprison  (Elemental Mastery)

Lethal Blast  (Elemental Mastery)

Shield  (Elemental Mastery)

Sphere  (Elemental Mastery)

Storm  (Elemental Mastery)

Animation  (Molecular Manipulation)

Destruction  (Molecular Manipulation)

Molecular Alteration  (Molecular Manipulation)

Second Skin  (Molecular Manipulation)

Shape Alteration  (Molecular Manipulation)

Internal Clock  (Temporal Manipulation)

Age Alteration  (Temporal Manipulation)

Accelerate Time  (Temporal Manipulation)

Dilate Time  (Temporal Manipulation)

Stop Time  (Temporal Manipulation)

LIST OF FUTURE POSSIBLE POWERS:
QUANTUM FOUR MINIMUM
LEVEL THREE QUANTUM POWERS (Quantum Four Minimum):  

Cyberkinisis

Elemental Anima

Entropy Control

Gravity Control

Healing

Homunculus

Magnetic Mastery

Pretercognition

Quantum Construct

Quantum Imprint

Shapeshift

Warp

Weather Manipulation

LIST OF FUTURE POSSIBLE POWERS:

QUANTUM FIVE MINIMUM
LEVEL THREE QUANTUM POWERS (Quantum Five Minimum):  

Clone

Disintegration

Elemental Mastery

Matter Chameleon

Matter Creation

Molecular Manipulation

Temporal Manipulation

LIST OF ALL BACKGROUNDS (Combined Adventure/Aberrant/Trinity):
(PCs may acquire in game)
Allies

Attunement

Backing

Citizenship (Trinity)

Cipher

Contacts

Devises (Trinity)

Dormancy 

Eufiber

Followers 
Gadget (Adventure)
Influence
Menagerie (Adventure)
Mentor

Node
Reputation (Adventure)
Resources

Sanctum (Adventure)

Status (Trinity)

