The Von Braum Covenant

Player Reference Guide to the Campaign

(By John Taber, 2/20/96 Version)



Introduction:  Heinrick Von Braum paced his private study in small circles.  Through the door of his library Heinrick could hear the muffled small talk of those he had painstakingly collected.  He wondered what the gathering would say after hearing his proposal?  He wondered if they could accept it?  He hoped they wouldn’t laugh?  Hein
rick feared the group would mock him as other
 “professionals” had?  He would have to stress the importance of  his “mission”.  He would have to enforce the value of the information that they could learn.  Heinrick would have to preach his “gospel” and in the process convert those in attendance to his “faith”.  Heinrick wanted to gain their confidence.  He didn’t want mercenaries or “employees”.  He could get those anywhere.  Heinrick wanted capable friends and followers.  Heinrick wanted believers.



The World and Times:  It’s 1996 things are looking grim.  The world has grown stale and empty.  It’s people are tired but thirst for adventure.

	The adventures of the party will take place almost entirely in the continental United States.  Some adventures may bring the party to South America, Canada, or Mexico.



Character Creation Information:  The party is made up of hand picked professionals.  Each member should be considered an expert in their appropriate field of study.  These characters can come from virtually any background or walk of life.  

	The party must be comprised of characters that have the following skills.  Note that the players should talk to each other about what skills they are going to purchase on their PC.  This list is not a list of set character “arch-types”.  To repeat, it is a list of skills or talents that should be covered by at least one character in the party.

Occultist / Magician / Religion Skills = This person might be a fortune teller, a voodoo priest, or even a Benedictine monk.  Knowledge in history, mythology, or ancient languages is a plus.

Scientist / Inventor Skills = This member could be from any of the scientific branches.  It is recommended that there be a member fluent in at least one of the “hard sciences” (Chemistry, Medicine, Botany, Biology, Electronics, Computer Programming, Geology, etc...) and another member with some knowledge in the “soft sciences” (Anthropology, Political Science, Psychology, Para-Psychology, Social Sciences, History, Ancient Cultures, etc...).

Psychic Talents / Skills = The psychic member could come from virtually any walk of life.  The member could be a latent telepath, a minor telekinetic, or even a clairvoyant.  Other useful skills or talents are a plus.

Astronomer / Astrologist Skills = Astronomy and the study of other worlds may be the only way to enlightenment.  This member should be a student of the stars and “heavenly bodies”.  

Security / Vehicles / Combat Skills = The “security specialist” is assigned the difficult job of keeping the team alive.  He or she should be efficient, discrete, and well trained.  Knowledge in vehicles, security devices, and security procedures is a plus.



Character Background Required:  Do whatever character background you think is necessary to describe your character.  Put details but please leave some opening for the GM.  Consider reasons your character would want to be part of the team.  Consider character motivation carefully.  Please contact me when you have an idea for your character.  I’ll let you know if the idea will work.

	Think about some side information like your characters favorite food, or a hobby for example.  Decide what is important to your character.  Define where your character is at “peace”.

	Do detailed character descriptions or include a picture, drawing, or magazine clipping for your PC.  This is only a suggestion but I think pictures will add a feeling of reality to your PC.



Spending Experience: After the end of some games experience might be assigned by the GM to certain skills.  I’ve done this before but I wanted to let everyone know.  For example, you might get 1 EP for a skill your used during the game plus 2 for “anything”.  This EP will be assigned to every character so that it is fair to all of the players.

	Between each game the player can select two things that their character is studying.  The player may add EP to these skills between each session.  It may also take some time to learn the new skill.  You may have to start with an 8 or less then work up from there.

	I want to also be a little more realistic when spending EP.  If you are a botanist then you will need someone to teach you demolitions.



Subplots:  One hour before each session one player will come early for a subplot.  This way the player gets individual attention without wasting the time of the other players.  Be ready for some cool subplots!



Final Word:  Let me know if you have any questions about the campaign world or creating your character.  I do want to leave some things a mystery.  Remember the fear of the unknown.  

	One more thing...and this may sound weird.  Be open to strange games...



�Von Braum Campaign Rule Details


(by John Taber, version 2/20
/96)



Summary:  This document has all of the rule information needed to play in the Von Braum Horror Hero campaign.  Character creation details and Hero rule additions are detailed in this document.



Note:  Get all PC to me at least one week before the first session.  All PC are due by March 2nd and the first session will be March 9th.



Character Creation Notes:  Here is the information about character construction.

Max
imum total starting points = 125
.  


Starting base = 50 + 75
 points of disadvantages.
  (Below are 15 points of disadvantages that should be taken by all players.  Thus you really only need to produce 60 points of disads if you want to star
t at the maximum starting total
.)


Everyman skills include Climbing, Concealment, Deduction, Disguise, Paramedic, Shadowing, and Stealth.

Use normal character maximums.

Max starting Dex is 20.

Max starting Speed is 4.

No packages deal bonuses.

Characters must take a Watched by Associates of Von Braum (More powerful with Extensive Non-Combat Influence, 8-) for 10 points as a disadvantage.

Maximum of 4 levels in any given ability.

No overall levels.

Maximum starting skill roll of a 17 or less.

Use Ultimate Martial Artist for martial arts.  If you need help with martial weapons or calculating damage let me know.  I’ve read the book and now I’m a pro...  :-)

All of the skill enhancers are legal except that the Scholar and Scientist enhancer must be defined by a “rough” guideline.  All skills must fit under that guideline to get the reduced cost.  For example, Scholar - Religious Skills, or Scholar - Political Skills, Scientist - Architect Skills, etc...

Remember to look at the perks.  Security experts may have concealed weapon permits.

Parachuting and Scuba are new skills.  Parachuting is a Dex based skill and Scuba is a general skill.

Height Manipulation, Hypnosis and Animal Friend are available from Justice Inc.  If there is a talent that you want to create that is not on this list or in “Big Blue” then see the section on Magic/Psychic Powers/Talents.

Danger Sense can’t be taken unless you have special GM permission.  Sorry guys...this one is a cop out.

Each character must purchase 1d6 of Unluck.  This disadvantage counts towards your point total.  The Luck and Unluck rules have changed.  See below for details.



New Luck Rules:  With some serious input from Urne I’ve decided to change the way Luck and Unluck work.  They will be changed to help keep the story exciting.

	First off, Luck and Unluck will still have the same non-combat effect that they carry in the normal Hero rulebook.  They also have another function.  For every level of Luck that a player purchases he may reroll a critical dice roll that he just failed.  For every dice of Unluck the GM may force the player to reroll a dice roll that he just made.  Any roll that the GM forces the player to reroll will only be done if it is to preserve the current story.  The idea is to prevent blowout combat scenes at critical combats or encounters.  The end of the Crimson Dancers in Fantasy Hero is a good example of a critical combat session that went bad because of a string of lucky players rolls.  Again rerolls will in most cases only occur if it is to preserve the integrity of a given adventure.



New Presence Rule:  I am going to try a new set of rules for long term fear and insanity effects.  I read the set of rules in Horror Hero and they are overly complicated and not real quick.  I came up with a simpler idea using some of their foundations.  Here is how it will work in this campaign.  

The normal presence rules are still used.  

Normal presence attack effects are used.  

Knowledge skills or professional skills that relate to the effect of the presence attack reduce the effect of the attack by 5 points plus 1 point for every point the roll is made by.  For example, Joe Snuffy is being presence attacked by a huge spider.  Joe happens to be a botanist and has a KS:Insects on an 8 or less.  Thus Joe rolls.  He rolls a 10 or less missing the roll.  Joe gets to subtract 5 points from the effect of the presence attack.

During the course of an adventure the character must keep a running total of all of the presence attack points that have exceeded his presence.  This total represents the total amount of stress that that the character has received.  Divide this number by 10 to determine the amount of presence points that the character will temporarily lose because of stress.  For every 20 points of stress the PC will lose -1 to all skill rolls, OCV, and DCV.  Example:  Joe Snuffy (Pre 10) is presence attacked by a huge alien.  The alien totals a 37 point presence attack.   Thus Joe has 27 points of stress.  He takes the regular effect of the presence attack and loses 2 presence points.  Joe’s temporary presence is an 8.  Joe has accumulated 20 points of stress so he is at -1 to all skills rolls, -1 OCV, and -1 DCV.  In cases of extreme presence loss the GM may assign the character a temporary psychological disadvantage.  This disadvantage is only temporary and is recovered when the GM says it is ok.

A PC can recover stress points in a situation where they feel at ease.  This situation may be different for every PC.  The amount of stress recovered is equal to the characters starting Ego / 5 + characters starting Pre / 5.  The recovery is taken when the GM says so.  Usually a recovery will be given every three or four hours.  The recovery rate can be accelerated if the player is the target of an appropriate stress reducing skill.  For example, a Japanese martial artist may receive escalated stress reduction if he makes a KS:Meditation roll.  If under the effects of the appropriate skill the stress recovery time will be reduced to about 1 hour.



Starting Equipment:  Here is a list of typical starting equipment.  If you want to be rich or extremely poor see the book for details.  If you want unique starting equipment let me know.

Dress and casual clothes.

Regular vehicle.

Regular salary with a stable bank account.



Magic/Psychic Powers/Talents:  Magic, Psychic Powers, and Weird Talents are a big part of the horror genre.  Villains and heroes use these strange powers with unusual effect.  I don’t want to use the Psychic powers from J.I. but I want to use some of their concepts.  I want the players to be creative.  Thus the information below will be presented as guidelines ONLY.  Here are some of the concepts.

Magic:  Magic is present in this world but it is hidden and mysterious.  Large spells often take hours of time to cast and difficult components.  Often the effects of spells are considered invisible.  The following guidelines will apply for Magic.  Magic effects should be rare.

There are many types of Magic in the world.  These beliefs require a vastly different system of beliefs.  To reflect this fact Magic skill rolls must be purchased with a specialty.  For example, if your character know Latin and uses tomes for magic then you have to purchase Magic Roll - Latin Tomes.  All of the magic skills are 3 points base.  The Magic roll will in most cases be based on Intelligence.  +1 to the Magic roll costs 2 points.  For every point over an 18 Magic roll the cost is 4 points for +1 to the roll.  The maximum starting Magic roll is a 17 or less.

Each spell must have at least a -2 total limitation bonus.  

A magic roll is required (-1/2).  This counts towards the -2 required limitation.  The magic roll is based on active points / 5.  This will make spells very difficult to cast.  Ego rolls may be required to maintain concentration in difficult casting situations.

Spells should be invisible or have a very real “look and feel”.  In most cases the advantage Invisible Power Effects must be purchased.

A mage may only have Intelligence / 5 active spells running at any given time.

Persistence is NOT allowed.  Spells may be bought to 0 end cost.

Spells cost active / 5 endurance to cast.

All spells that directly increase the casters PD and ED cost double the active points.  These powers include Armor, Characteristics, Damage Resistance, and Force Field.  The effects of Absorption, Aid, Density Increase, Drain, Growth, and Transfer will be halved if they are applied to PD/ED.  These spell may only add up to 10 points of defense maximum.

All spells must not exceed 30 active points unless cleared by the GM.

A power has been changed and another added.  HTH Attack and Energy Blast are removed.  Added will be Hand Normal Attack and Ranged Normal Attack.  Ranged Normal Attack is the same thing as energy blast.  Hand Normal Attack is +1d6 for every 5 points.  The attack may be spread as Ranged Normal Attack.  Hand Normal Attack allows the user to add +1d6 for every 5 points of strength.

Psychic Powers:  Psychic Powers will NOT be taken from Justice Inc but they will be based loosely on the same ideas.  Psychic Powers will be designed using the regular Hero power in a fashion similar to spells.  As with  Magic, Psychic Powers are rare and often hidden.  All psychic powers should be cleared by the GM.

	There are a few new limitations to help mimic the effect of a Psychic Power.  These will be mentioned below.

Remember the No Conscious Control limitation.  It applies to many Psychic Powers.

Most Psychic Powers will be based on Ego rolls.  In many cases the active points will drop the power to a level seen in Justice Inc.  Powers that are based on Ego rolls get a -1 advantage as Ego is an expensive stat to raise.  Constant powers that require an Ego roll every phase to use receive an extra -1/2 limitation bonus.  In some cases other skills may be used to compliment the Ego roll.  In these cases the limitation for a based on Ego skill roll may be lowered.

Powers should be invisible or have a very real “look and feel”.  In most cases the advantage Invisible Power Effects must be purchased.

A psychic may only have Ego / 5 active powers running at any given time.

Persistence is NOT allowed.  Powers may be bought to 0 end cost.

Powers cost active / 5 endurance to use.

Some of the concepts from Ultimate Mentalist may be used if the character want to have a power that does not fit the current “molds”.  Ultimate Mentalist has cool stuff like psychically enhanced skills, mental combat senses, and some new psychic skills (Cloak, Veil, Psionic Surgery, Facade, and others).  It also has some great clarifications of the current mental rules.

All powers that directly increase the users PD and ED cost double the active points.  These powers include Armor, Characteristics, Damage Resistance, and Force Field.  The effects of Absorption, Aid, Density Increase, Drain, Growth, and Transfer will be halved if they are applied to PD/ED.  These powers may only add up to 10 points of defense maximum.

All powers must not exceed 30 active points unless cleared by the GM.

A power has been changed and another added.  HTH Attack and Energy Blast are removed.  Added will be Hand Normal Attack and Ranged Normal Attack.  Ranged Normal Attack is the same thing as energy blast.  Hand Normal Attack is +1d6 for every 5 points.  The attack may be spread as Ranged Normal Attack.  Hand Normal Attack allows the user to add +1d6 for every 5 points of strength.

Talents:  If there is a weird talent that you want to purchase that is not available let me know.  By working with the Psychic Powers information presented above we can work out the ability that you desire.

�Von Braum Horror Hero Combat Changes

(by John Taber and Jim Schaff, 2/14/96 Version)



Summary:  Here are the changes.  These are basically a return to old gun combat rules.  Enjoy them.  It will be nice to play with these guys again.  Pull out your old D.I. books!



I. Skills

A. Combat Level Changes

1. Remove Range Levels.

2. Do not allow placed shot levels.

3. Only 8 pt. levels add to DCV for ranged attack.

4. Levels may not be used to raise the Stun Mod of a KA.

B. Fast Draw = If the roll is made a half phase is not required to draw the weapon.

C. WF:Off Hand Combat = For 1 point a character may add +1 DCV when using a weapon in their offhand.

II. Maneuvers

A. Multiple Fire

1. Revolvers may double fire (2 shots per phase).  Automatic pistols may fire up to four shots per phase.

2. -2 OCV per shot over the first.  OCV deduction applies to all shots.

3. +5 Str. Min. to perform.  (-1 OCV if don't meet Str. Min.)

4. 1/2 DCV.

5. Takes a full phase.

Example:  Joe thug fires three times at James Bond.  Joe is OCV 5 and DCV 4.  After taking the penalties Joe will have a 5 - 4 = 1 OCV and a 4 / 2 = 2 DCV.  Joe will take an extra -1 OCV if he does not have 5 pts. over the Str. Min. of his weapon.

B. Two Hands - Two Weapons

1. -2 OCV for both shots (normal off hand penalties still apply).  (It is -3 OCV for using the off hand.)

2. Full DCV when using both hands.

3. Can be combined with Multiple Fire.

Example:  James Bond fires six shots at Joe.  James has two weapons; one in each hand.  James is OCV 10 and DCV 8.  After taking the penalties James will have a 10 - 2 - 4 = 4 OCV for his good hand and 10 - 2 - 4 - 3 = 1 OCV for the off hand.  James will have  a 8 / 2 = 4 DCV.  James will take an extra -1 OCV if he does not have 5 pts. over the Str. Min. of his weapon.

C. Suppression Addendum

1. The attacker may fire 1 to 5 shots per segment.

2. If it is required the damage is applied at the attackers Dex.

D. Autofire OCV Bonus

1. Ten shot autofire adds +4 to OCV.

2. Five shot autofire adds +2 to OCV.

3. Three shot burst adds +0 to OCV but allows for three hits.

III. Armor

Description�Locations�Defense�DCV Loss��Light Kevlar Vest�10-13�3 Resistant PD/ED�0��Heavy Kevlar Vest�10-13�5 Resistant PD/ED�-1��IV. Weapons

A. Shotguns

1. Classic D.I. weapon damage is used.  1d6 for 410 gauge and 1d6+1 for 12 gauge.

2. Bird Shot is 1/2d6 and rock salt is 1 pip.

3. Armor is applied to each damage dice independently.

4. OCV, Rng. Mod., and Str. Min. are as in 4th Edition.

Range�Damage�Stun Mod�Notes��0" - 4"�4 x Weapon Dam.�+2�1 hit location��5" - 8"�3 x Weapon Dam.�+1�Individual locations��9" - 16"�2 x Weapon Dam.�+0�Individual locations��17" - 32"�1 x Weapon Dam.�-1�Area effect 1 hex��5. Slugs in shotguns.

Barrel Length�OCV�Rng. Mod.�Damage�Stun Mod.��Full Length�-1�0�2d6+1�+1��Sawed Off�-2�0�2d6+1�+1��B. Grenades

1. Fragmentation = 4d6 RKA Explosion, -1d6 per 1".

2. Concussion = 3d6 RKA Explosion, +1 Stun Mod., -1d6 per 1".

3. 40 mm Grenade = 3d6 RKA Explosion, -1d6 per 1".

C. Laser Sight Addendum = Change max range of laser sight from 64" to 16".

D. Special Rounds ( * = +2 OCV bonus is for autofire attacks.)

Shell Type�OCV�Rng. Mod.�Dam. Class�Stun Mod.�Armor��Armor Piercing�-�-�-1�-�1/2x��Dum Dum�-�-�-�+1�2x��Flechette�+1�+1�-�-1�-��Pancake/Rubber�-�-2�-1�+1�-��Tracer�+1/+2*�-�-1�-�-��



