Emperor of the Fading Suns Storyteller Conversion

Step One: Character Concept


Choose concept, nature, and allegiance.

Step Two: Select Attributes


Note that all attributes begin at one before you add any points.


Prioritize the three categories: Physical, Social, Mental (7/5/3).


Choose Physical traits: Strength, Dexterity, Stamina.


Choose Social Traits: Charisma, Manipulation, Appearance.


Choose Mental Traits: Wits, Perception, Tech.

Step Three: Select Skills


Spend 20 points on skills; none may be higher than 3 at this point.

Note that all Natural skills begin at 1 before you add any points.


Natural Skills: Alertness, Athletics, Brawl, Dodge, Firearms, Presence, Stealth, Subterfuge.


Learned Skills: Lore (home world), Speak Urthish at 2 each.

Step Four: Select Advantages


Choose Benefices (8 – none may be higher than 3 without spending bonus points) and Virtues (5 – the sum of opposing virtues may not exceed 8).

Step Five: Finishing Touches


Record Willpower (the higher of Calm or Passion plus the higher of Faith or Ego).


Choose 1 Blessing and 1 Curse


Purchase Theurgy or Psi with bonus points (if the ST permits).

Bonus Points:


Bonus Points (20) may be spent at any time during character creation.

Bonus Points

Trait

Cost

Attribute

5

Skill

2

Benefice

1 (2 if the Benefice is being raised about 3)

Specialty

1

Virtue

3

Willpower

2
Concepts

Those who Rule: Nobles


al-Malik – Some have suggested that the al-Malik grew out of a Second Republic merchant family, but now the house strives for nobility in all things.  Of course, that doesn’t keep its members from accumulating some of the best collections of Second Republic artifacts to be found this side of Leagueheim.


Decados – The family that many believe will win the throne, the Decados are praised for their sophistication, wit, and charm.  They are also feared for their fury and treachery.  To befriend a Decados, it is said, is to ally with a viper.

Li-Halan – Widely held as the most decadent of the great houses, the Li-Halan see no reason to let the rest of the empire down.

The Hazat – A Hazat’s pride in her soldiers is surpassed only by pride in herself.  Trained since birth to lead soldiers, she is at home in an army sleeping bag as in a feather bed.  Still, the Hazat are extremely aware of their role in society, and will never let their inferiors forget it.

Hawkwood – Nobles in the grand tradition, a Hawkwood feels he is destined for greatness.  It is both his privilege and his duty, and he acts accordingly.


Minor House – There are countless noble houses in the empire, some of which fell from greatness, and many more that never had that chance.  All they need is someone to lead them to greatness…

Those who Pray: Priests


Urth Orthodox – Orthodox priests spend their time attending to the spiritual needs of their flock and defending the faith from outer and inner evil – whether it be aliens, barbarians, or the heresies of other sects.


Brother Battle – Brother Battle monks spend years training to become the most effective agents of the Pancreator’s justice in the sinful universe.  Their strict discipline and martial training make them incredibly efficient soldiers, although they rarely heed secular military commands.  Despite the order’s name, women can become monks.


Eskatonic Order – Eskatonic priests scour the universe for mystical lore to help defend the faithful from evil.  Their questing has led to many new discoveries that may better life for all or open a Pandora’s box of secrets best left hidden.


Temple Avesti (Avestites) – The heavy robes of these fanatics are instantly recognizable, as are the smoking flameguns they bear to enact a literal punishment on the sinful.  This sect long ago gained most of the chairs on the Inquisitorial Synod, much to the regret of its political enemies.


Sanctuary Aeon (Amaltheans) – This healing order was founded by Saint Amalthea after her travels with the Prophet and has continued since then to bring grace and mercy to all.  Amaltheans are deeply beloved by the peasants they selflessly aid.


Mendicant Monks (Hesychasts) – Some priests want nothing to do with Church politics and join monasteries far from the centers of Church power – or live in huts in the wilderness seeking mystical visions or quiet lives of contemplation.  Some friars take to the road to spread the gospel among the common folk whom the Church has ignored or forsaken.

Those who Trade: Merchants


Charioteers – Starpilots and traders, the Charioteers and their gaudy fashions have been everywhere, and know everyone.

Engineers – Masters of the forbidden fruits of technology.

Scravers – Wanderers, vagabonds, and scavengers.  If you need it, and can’t find it, the Scravers probably can.

The Muster (Chainers) – Ostensibly mercenaries, the Chainers are the leaders in the field of “human resources.”  There are whispers of dealings in slavery, as well.

Reeves (Gray Faces) – Lawyers, moneylenders, and mediators. The Reeves are equally infamous for their impartiality and their usury.

Yeoman (Freelancer) – The free guildsmen.

Archetypes

Architect – You will leave something lasting as your legacy.

Bravo – Might makes right.

Bureaucrat – Rules are there for a reason.

Caregiver – You live to give succor to the weak.

Conniver – Age and deceit…

Explorer – Life is the greatest adventure.

Follower – You’re a team player.

Gallant – Ah, the limelight.

Hedonist – No pleasure is to dark…

Jester – Jests have a point.

Judge – Balance, truth, and justice are your quest.

Leader – Others turn to you in times of crisis.

Martyr – Sacrifice is noble, if it has meaning.

Paragon – You strive toward the noble ideal of the hero.

Rebel – You constantly challenge authority

Savant – God gave us Mind; should we not use it?

Survivor – The universe can’t keep you down.

Thrillseeker – The only life worth living is the fast one.

Visionary – You see the world as it could be.

Virtues:


Calm: Self-possession and discipline.  Opposed by Passion.


Passion: Drive and lust for life.  Opposed by Calm


Faith: Belief in something greater than oneself.  Opposed by Ego


Ego: Faith in oneself.  Opposed by Faith

Benefices:


Allies – Aides and friends.


Contacts – Information sources; “eyes-and-ears.”


Followers – Loyal men who follow you.


Influence – Your pull in the Empire.


Mentor – A teacher.

Status – Your place in society


Wealth – Goods and money

Skills

Specialties add one die to a skill roll, when applicable. (A dueling specialty for Melee would add one die to Melee rolls made while dueling, for instance.)

Skills cannot be used untrained.

0
Untrained.

1
Novice

2
Practiced

3
Competent

4
Expert

5
Master
A few learned skills:

Art (painting, rhetoric, sculpture)

Artisan (carpentry, glassblowing, thatching)

Bureaucracy

Debate

Drive: land vehicles, watercraft

Electronics

Empathy

Escape

Etiquette

Focus

Inquiry

Lore: academia, doctrine, finance, history, law, people & places, jumproutes, theology

Oratory

Navigation: planetary, system

Mechanics

Pilot: aircraft, starship

Remedy

Ride

Security

Speak Language: specific

Stoic Body

Stoic MindStreetwise

Surgery (prereq. remedy 3)

Tech Redemption

Think Machine

Torture

Warfare

Advantages

Benefices:


Allies – Aides and friends.



1
One ally of moderate ability. (equivalent to a starting character)

2 Two allies or one significant one.

3
Three allies or fewer allies of correspondingly greater power.



4
Four allies or fewer ones of great capability.



5
Five allies or fewer ones of immense power.

Contacts – Information sources; “eyes-and-ears.”



1
One major contact and a few minor ones.



2
Two major contacts in different areas and a smattering of minor contacts.



3
Three major contacts and a respectable number of minor ones.



4
Four major contacts in different areas and a large number of minor contacts.



5
Five major contacts and a minor contact virtually anywhere you care to look.


1
One follower of average capability. (equivalent to a starting character)



2
Three followers.



3
Seven followers.



4
Twenty-five followers.



5
One-hundred followers.

Influence – Your pull in the Empire.



1
Moderately influential; a figure of local note.

2 Moderately powerful; you have some pull in your home city.

3 Influential; you are very important in your home system, and known within a single jump’s distance.

4
Broad personal power; your words carry great weight in systems two jumps distant. You may rule a town or city, or head a successful trading post.



5
Vastly influential; you rule a system, or have great pull throughout the empire.

Mentor – A teacher.

1
Like an older sibling, your mentor is just a bit worldlier than you.  He has a few connections.



2
A figure of some note or true power who has little time for you.



3
A seasoned individual, your mentor is wise and influential.



4
Canny and respected, your mentor has significant clout.

5
Your mentor is potentially world-shaking, and he takes a great interest in your welfare.  However, such a mentor undoubtedly has enemies, who will see you as his heir, understudy, and minion.
Status – Your place in society


1
A Knight, Guild associate, or Church Novitiate (Apprentice).

2 A Baronet, Guild chief, or Canon (Oblate).

3
A Baron, Guild Manager, or Deacon (Acolyte).

4
An Earl/Marquis, Guild Director, or Priest (Adept).

5 A Count, Guild Consul, or Bishop (Master).

6
A Duke, Guild Dean, or Archbishop.

Wealth – Goods and money

(Note: this background indicates your character’s material possessions; as such, you should work with your Storyteller to determine what form your wealth takes, such as land, a starship, or simply the shirt on your back and the sword at your side.)



1
Small savings.



2
Comfortable.



3
Affluent.



4
Wealthy



5
Vastly Rich.
Virtues:


Calm: Self-possession and discipline.  Opposed by Passion.


Passion: Drive and lust for life.  Opposed by Calm


Faith: Belief in something greater than oneself.  Opposed by Ego


Ego: Belief in oneself.  Opposed by Faith

Blessings and Curses


A character can spend a point of Willpower to gain an automatic success, in effect forcing things to work out to her benefit by force of will.  However, a character can also channel this will to power through her virtues.  A player simply decides which virtue his character is using for the task, and expends a point of Willpower.  When he makes the skill roll, he rolls a number of additional dice equal to the virtue’s rating.  Blessings are simply that: the character is blessed with an exceptional character trait.  In certain situations, one of the character’s virtues will increase.  (This temporary increase ignores the opposing virtue rule.)  When she channels her Willpower through the right virtue at the right time, she can reap tremendous benefits.


Curses are the flip side of the character’s Blessing.  A character’s Curse is his tragic flaw.  A Curse temporarily reduces one of a character’s virtues in limited circumstances.  If a character’s virtue is reduced below one, he cannot channel his Willpower through it, and will act as if he possessed very little of the virtue in question.  It is important to roleplay this properly; if a character has a –2 Calm when drunk, he should act that way!

Blessings

Beatific (+2 Faith among believers)

Bold (+2 Passion while acting when others hesitate)

Compassionate+2 Passion when helping others)

Curious (

Disciplined (+2 Calm in dangerous situations)

Just (+2 Passion when fighting a wrong)

Pious (+2 Passion among the sinful)

Self-Reliant (+2 Ego when on your own)

Suave (+2 Passion when seducing someone)

Unyielding (+2 Passion when honor is concerned)

Curses


Callous (-2 Passion when asked for aid)


Dogmatic (-2 Ego when with Church officials)


Greedy (-2 Calm when money involved)


Lecherous (-2 Calm when attractive members opposite sex nearby)


Righteous (-2 Calm when judgment questioned)


Prideful (-2 Calm when insulted)

The Armory

Melee Weapons (exalted, pp 326-329)

Firearms

ACC
DMG
RNG
Shots
Rate
Wt

Derringer

-1
3L
5/10
4
2
5

Light Revolver

4L
10/20
6
3
2

Light Autofeed

4L
10/20
13
3
2

Med Revolver


5L
20/30
10
3
3

Med Revolver


5L
20/30
6
3
3

Heavy Revolver

6L
30/40
6
3
4

Heavy Autofeed

6L
30/40
8
3
4

Assault Rifle


7L
40/60
30
3(A)
6

Sniper  Rifle


7L
50/70
8
2
6

SMG



5L
30/40
20
3(A)
5

Shotgun

+1
8L
20/30
7
2
4.5

Energy Guns

ACC
DMG
RNG
Shots
Rate
Wt

Palm Laser


3L
5/10
7
2
.5

Laser Pistol

+1
5L
10/20
15
2
2

Laser Rifle

+1
7L
30/40
23
2
4

Assault Laser

+1
8L
20/30
20
2
4

Blaster Pistol*


7L
10/20
10
1

Blaster Rifle*


9L
20/30
15
1

Flamegun**

+2
5L/3L
10/20
10
1

Stunner***


4B
10/20
15
2

*Blasters can punch through shields.  A shield’s upper threshold is reduced by three.

**The first damage rating is for the initial shot.  A target struck by a flamegun takes the second damage rating each round until he makes a difficulty 2 Dexterity roll, rolling the fire out.

***If a character takes any damage from a stunner, he must make a Stamina test (difficulty 2) or be unable to act for the remainder of the round.

ACC: A number of dice added to or subtracted from a character’s dice pool when using the weapon

DMG: The amount and type of damage the weapon deals with a successful attack.

RNG: Effective and Maximum range for the weapon.  At Effective range, attacks are made with no modifier.  At Maximum range, attacks are made at a –2 dice penalty.

Shots: The number of rounds or shots the weapon can discharge before needing to be reloaded.

Rate: The maximum number of times the weapon can be fired in a round.  A weapon with the (A) tag can make an autofire attack.  When doing so, the weapon fires its Rate in rounds as a single attack, increasing the weapon’s damage by the same amount (A character making an autofire attack with an SMG increases the weapon’s damage by three, to 8L.).  The character suffers a cumulative –1 die penalty to each autofire attack made in the same round (-1 for the first attack, -2 for the second, -3 for the third, etc).

Defenses




Soak

Mobility

Armor


(L/B)

Penalty

Fatigue

Leather Jerkin (e)
2/2

-0

1

Studded Leather
3/4

-1

1

Synthsilk (e)

2/2

-0

0

Stiffsynth (e)

2/4

-1

1

Polymer Knit

2/1

0

0



Chain mail




Hauberk
6/4

-3

2


Shirt

3/1

-0

1

Plate

Half

7/6

-2

1

Full

9/9

-3

2

Plastic*



-1

-1

Ceramsteel**

12/12

-3

2



Flame-retardant
+2/+4 vs. Fire

*Any mostly metal armor can be constructed from plastic; doing so modifies the mobility and fatigue ratings of the armor as noted above.

**Ceramsteel requires a power cell to operate; without it, double the armor’s mobility and fatigue ratings.

(e): This armor may be used with an energy shield.
Leather Jerkin: Popular as an “elegant” armor for when circumstances would deem heavier armor “brutish” or inappropriate. Many guards wear leather in addition to their normal armor.

Studded Leather:  An inexpensive alternative to most metal armors, studded leather is simply a leather jerkin with metal studs.  It is the armor of choice for the Church’s journeymen.

Synthsilk: A light fabric, uniforms and work clothing were often made from it during the Second Republic.

Stiffsynth: Similar in appearance to high-quality leather, this material hardens on impact; it was often used in uniforms for sports of the Second Republic.

Polymer Knit: Simply put, this is Kevlar.  The technique for making it has been lost, however.

Chain mail: A flexible mesh of metal links, available as a shirt of full hauberk.  Higher-tech versions are made with plastics, reducing the weight without sacrificing protection.

Plate: 

Ceramsteel: This thick armor can withstand heavy impacts.  Constructed of the same metal and ceramic combination as starship hulls, this armor is almost too heavy to lift.  Fitted with a power cell, however, it is surprisingly light and easy to wear.

Energy Shields




Thresholds
Charges

Light Shield

4/7

10

Dueling Shield
4/7

15

Assault Shield

4/12

Battle Shield

4/17

Shields have damage thresholds, represented by two numbers separated by a slash (4/7, for a light dueling shield).  The first number is the minimum amount of raw damage needed to activate the shield; the second, maximum amount of punishment a shield can absorb from a single attack.  If an attack deals less raw damage than the lower threshold, the shield does not activate, and the target must soak damage normally.  If the raw damage exceeds this number, the shield is activated, and expends one charge.  If the raw damage does not exceed the upper threshold, no damage is rolled; the shield has fully absorbed the force of the blow.  If the raw damage does exceed the maximum, it is reduced by an amount equal to the shield’s upper threshold (8, for a light dueling shield).  Then, damage is rolled normally.

Example: Trevor is in a duel.  He is facing a serious-looking Hazat armed with a heavy-bladed falchion; made for chopping through body armor, it is not a delicate weapon by any means.  However, subtlety is not the only way to get around a shield, as Trevor is about to find out…


…Confident in the strength of his shield Trevor waits f or his opponent to make the first move, hoping to strike as she leaves herself open while attacking him.  The Hazat brings her blade down with a crash, dealing a crushing blow to Trevor’s shield (6 successes to hit, plus 4 for the weapon, and finally three for Strength; the Hazat has dealt raw damage of 13!); he watches in horror as it slows, almost to a stop, and then, sparking, continues right through his shield!  (13 raw damage, minus 7 for the shield, for a reduced raw damage of 6.  Trevor’s player marks off a charge from his shield.)  As the blade comes closer, Trevor whispers thanks the Pancreator, and does his best to dodge out of the path of the descending blade, counting on his armor to absorb what remains of the blow… 

At this point, damage is played out normally; the soak value of any armor worn is subtracted from the shield-reduced raw damage, which is then rolled as normal.  As illustrated above, shields are powerful, but not a guarantee of invulnerability.  Also, they are expensive, as they are Second Republic technology, and run on small fusion cells.

A shield is designed to harden at a single point, rather than over a large area; if subjected to enough simultaneous blows, it will shut down.  When a shield absorbs five or more hits in a round, roll one die; if the total is equal to or less than the number of hits, the shield is unable to cope and shuts down until the character’s next action.

Theurgy

Components:

Liturgy (L): Words must be spoken, either simple prayer or a long speech.

Gestures (G): The priest must make symbols and signs.

Prayer (P): The priest must meditate for the rite.

Rituals

Church Rituals: Minor healing, dedications and consecrations, protection.

Orthodox Rituals: Purification, protection, exorcisms, warding

Brother Battle Rituals: Protection, combat, inspiration.

Eskatonic Rituals: Divination, alchemy

Temple Avesti Rituals: Detecting evil, sensing guilt, punishment, intimidation.

Sanctuary Aeon Rituals: Healing, protection

Hubris


Theurgy stems from faith; the antithesis of faith is pride.  Hubris is the dark side of Theurgy.  Whenever he fails a Theurgy roll

Psi
Paths

Far Hand (Psychokinesis): Wits + Focus

Omen (Precognition): Perception + Focus

Psyche (Telepathy): 

Sixth Sense (ESP): Charisma + Focus

Soma (Biocontrol): Stamina + Meditation

Psychics also gain the Mind Shields path at half their highest rated-path at no cost.

Urge


Urge is the dark half of the psi’s soul.  By engaging, or refusing to participate in, certain activities, such as refusing the sacrament, breaking cultural taboos, or going against one’s own personal ethics.  Even if someone is an outsider, the mores and values of her society are indelibly etched on her subconscious.  Some examples of activities which garner (and reduce) urge are listed below.



Gaining Hubris/Urge

Taboo





Roll


Difficulty
Levels

Refusing sacrament



Ego+Stoic Mind
1

1

Missing confession for over a year.

Ego+Focus

1

1

Suffering inquisitorial torture.

Calm+Stoic Mind
2

1-2

Excommunication



Faith+Stoic Mind
2

2-3

Botching a Theurgy rite


Faith+Focus

Exposure to alien occult powers.

Faith or Ego+Stoic Mind

1

Murder





Passion+Focus
2

1-2

Theft





Wits+Focus

1

1



Losing Hubris/Urge

Deed





Roll


Difficulty
Levels

Pilgrimage




Faith+


2

1

Church Mercy (becoming Penitent)

Faith+Focus

1

1-2

Performing Church mission


Faith+Focus

1

1

Selfless sacrifice



Passion+Empathy
1

1-2

Urge Powers

1 Speak in tongues: the dark twin gains the ability to speak; the psychic becomes prone to Feudian slips.

2 Misdirection: The Dark Twin can redirect the psi’s powers at an unintended target.

3 Voices: The psychic begins to hear voices.

4 Wyrd Drain: The Doppelganger begins to collect psychic energy needed to build it spsychic body.

5 Visions: The psychic begins to have utterly convincing hallucinations.

6 Urges: The Dark Twin can feed emotions to the host, causing him to feel emotions he may not want.

7 Dementia: The host develops a permanent psychosis, such as intense paranoia, schizophrenia, obsessive compulsions, etc.

8 Outer Child: The Doppelganger can project it’s psychic body outside of the character.

9 Doppelganger: The Dark Twin becomes a separate, physical being.

