Dark Conspiracy Player’s Supplement 

Section 4


Section 4: Empathy

NOTE: Both the Empathic Sourcebook and the 2nd edition Players Handbook (pgs.77-100) details four Empathic Disciplines (Mysticism, Neuropathy, Psionics, and Sorcery); however, at this time only the basic discipline Neuropathy (ES Pg.41-51/PH2 Pg.79-88) is available for player characters.  Neuropathy is the only discipline that develops “naturally”, does not require extensive training or an organized support infrastructure, and “fits” into the current developmental stage for human empathic powers.

Overview


This section is intended to give a greater depth to the study and use of Empathy.  Empathic powers exist “under the surface of perceived reality”; examples such as naturalistic healers who use only meditation and incense and are able to help heal physical injuries or premonitions that come true are common.  However, Most people do not know these powers exist, and those that believe that they do cannot provide verifiable evidence to support their claims.
Neuropathy, the discipline detailed in this section, offers a slight refinement on the empathic skills presented in Section 3: Skills, and may be acquired during Character Generation (GM’s discretion) or gained during game play by a character with an EMP rating of 3 or more and with less then four Skill Levels in empathic skills.

Neuropathy

Neuro: Of, or relating to, the nervous system.

Empathy: The power of making extrasensory contract with a being or condition outside one’s self.

Neuropathy: The ability to affect things, particularly nervous systems, with the power of the mind alone.


Neuropathy is the latent ability to psychically cause a series of effects upon another being or object.  Neuropathy is fueled directly by the empathic power of an individual.  A great many beings have this ability to a minimal extent, but most remain unaware of it and are never able to develop their “power.”  Generally, it is barely discernible and almost always remains so, manifesting in such mysterious things as déjà-vu, dream premonitions, and invasive evil thoughts.  As a result of this latent level of neuropathy, some people go through their lives believing that are “lucky,” and pay no more attention to it.  But some few become only too aware of their power and develop it to hazardous and lethal lengths.  Individual neuropaths can master their own abilities, developing specific areas and focusing their will until they become beings of awesome power.  However, This is a rare occurrence because neuropaths invariably suffer from tremendous psycho-related illnesses, take inordinate risks, and become targets of the forces of darkness who seek to use them or destroy them.


While the latent power of neuropathy exists within almost all beings, even animals, it is only over recent years that it has become more noticeable.  Hundreds more neuropaths are “awakening” each year and their ability to “push” their power is becoming greater.  This is not a coincidence, but is directly related to the presence of the dark forces.

The Neuropath and the World/ES Pg.41 & PH2 Pg.80


Dormant neuropaths are much like everyone else; they manage their lives as best they can and are capable of living within society without great difficulty.  Many latent neuropaths suspect they have some form of “higher power” which can range from just being lucky to the ability to tell if a person is lying to them or having premonitions of future events.  Until they are awakened, which often never happens, they continue normal lives, the secret power within their heads remaining concealed even to them.


The difference occurs after the “Awakening,” when they have realized their potential and have begun to experiment.  The effects of neuropathy often lead to undesirable and unharnessed power within the neuropath.  As they become stronger, their ability to interact with their environment and fellow human beings can weaken; they become shunned, feared, and isolated.  Thus, neuropaths drift away from the ones they once loved, becoming outsiders as those around them cannot understand them.  This is the curse of the neuropath, which causes them to suffer and hate the society that spawned them but will not accept them.


It is wrong to think of awakened neuropaths as strong individuals, capable of leading dynamic lives and using their abilities to forward their career and complimenting their life-styles.  “Awakened” neuropaths will not be found holding down lucrative corporate jobs.  Instead, they will be found asleep in the subways, begging for small change, careening out of liquor stores desperately unscrewing the top off a bottle of cheap whiskey, or as junkies in abandoned buildings hanging around dealers for any narcotic castoffs which will take their mental pain away.  Unable to take the pain of their “gift,” the loss of friends and others around them who have suffered at the hands of other neuropaths, they sink into an oblivion they are unlikely to recover from.


There are some awakened neuropaths who manage to control their powers and shake off the nervous disorders that come with them.  They realize the dangers of pushing themselves and walk a fine line, attempting to find a happy medium between power and humanity.  However, these are few, for with neuropathy come ambition.  Many awakened neuropaths believe they are part of a new order, a new generation of beings superior and more capable then those species who have gone before.  They forget they are human, ignore their natural human weaknesses, and set off confidently down a path of peril, ignorant to all but their own ambitions and only become another broken mind.

Awakening/ES Pg.42/PH2 Pg.81


Neuropaths are created, not evolved.  A neuropath does not wake up one morning to discover the powers of the mind; these powers must be awakened somehow.  This process usually takes place one of three ways: emotional trauma (terrible emotional shock or a tragic loss that pushes emotional stress to the breaking point, to near madness), physical trauma (a head injury that wakes up the mind), or psychic trauma (caused by the direct result of a psychic invasion by another mind, via Project thought, and of the struggle to displace the invader).


If the character is to begin play as a neuropath, the awakening process may occur as part of the Empathy Mustering Out option.  If the character is to become a neuropath during play, any character with an EMP rating of 3 or more, with less then four Skill Levels in empathic skills, and has not already started studying Empathy, can become a neuropath.  The time and place of the awakening can be determined by the GM or left to chance.


If left to chance:

Emotional Trauma: Each time the character suffers a terrific emotional shock the player must roll an IMP Skill Check versus the character’s Willpower skill.  If successful, the character’s neuropathic abilities awaken.

Physical Trauma: Each time the character suffers a Serious head wound the player rolls an IMP Skill Check versus the character’s Willpower skill.  If successful, the character’s neuropathic abilities awaken.

Psychic Trauma: Each time character is subjected to psychic invasion via Project thought the player rolls an AVG Skill Check versus the character’s Willpower skill.  If successful, the character’s neuropathic abilities awaken.


The awakening process is always a painful one.  Would-be neuropaths suffering from physical or emotional trauma usually do not notice the pain of awakening, since they are already suffering from other misfortunes.  An awakening through psychic trauma is the process where the pain is most noticed.  The pain begins as an intense headache at the center of the mind and floods outward in a ripple effect becoming more intense with every passing second until the awakening individual’s mind becomes a shell of unharnessed empathic power.  This is reflected by a two-point head wound each Combat Turn the awakening neuropath is subject to Project Thought.  The novice neuropath can fight back with the Willpower skill.  A successful Willpower Skill Check will stop the pain and repair the injury.  The Difficulty Level (DL) is determined by the Success Stage of the invading through projection.

Success Stage
DL
Success Stage
DL

Basic, One
EZY
Four, Five
DIF

Two, Three
AVG
Six
IMP


If not prevented, this damage can kill; if it reaches the Critical Wound level, the neuropath’s head can explode.  To avoid this, an AVG CON Attribute Check must be passed every Combat Turn once the head wound reaches the Critical Wound level until the invading though projection stops.


Once the Willpower skill check is passed, the pain stops and all head wounds are negated (the affects of Project Thought, must be dealt with separately).  Awakened neuropaths will realize their potential and begin to understand the power they possess.  To represent this, they receive a 1SL increase to all EMP skills they currently possess.

Pushing/ES Pg.44 & PH2 Pg.82


Neuropathy is, in essence, the basic set of empathic abilities listed in Section 3: Skills, however, neuropaths have the ability to “push” their power, and it is this facet of neuropathy which causes the psychological damage to them.  Whenever a neuropath fails an Empathy skill check, they are given the option to “push” their power.  They may attempt an AVG Willpower Skill Check, and if successful, the character may then immediately retry the failed skill check.  The chance to “push” can only be given once in a given situation, and if failed, may not be reattempted against the same target in the same situation.


A failed push can often prove disastrous to the neuropath.  If the Willpower check fails, the character is immediately stunned, and takes 1d6 points of damage to the head.  In addition, the GM rolls (1d20) on the Failed Push Table below, keeping the result secret.  If the push resulted in a Catastrophic Failure, double the die roll.


Roll
Effect
Roll
Effect


1-10
No Effect
24-25
Paranoia


11-14
Depression
26-27
Hallucination


15-17
Phobia
28-33
Delusion


18
Compulsion
34-35
Multiple Personalities

19
Dependence
36-38
Psychosis


20-21
Amnesia
39-40
Catatonia


22-23
Aggression


Each of these mental illnesses is usually capable of being cured with psychiatric assistance.  Unless otherwise noted, a character or NPC with the Psychology skill can counsel the mentally disturbed character to treat the problem.  At least one hour per week must be spent in counseling to make any progress.  After each four hours of counseling, the character may attempt a DIF Willpower skill check adding the counselor’s Psychology SL.  If successful, the character is cured.  Some mental illnesses have alternate methods of treatment, these are explained the individual illness below.

Mental Illness Descriptions/ES Pg.45 & PH2 Pg.83

Aggression: The neuropath becomes far more short-tempered and prone to violent behavior, often resorting to violence even when another course of action is more suitable.  This behavior may result in an increased use of neuropathic powers, or might translate into physical actions, depending on the character and the situation.

Amnesia: The neuropath suffers from instant amnesia whereby memories if past events are forgotten.  These might be recent events, events of long ago, or a combination of both.  In rare cases, amnesiacs can even forget their own identity.  The length of amnesia is left up to the GM.  Treating amnesia is trickier than normal psychiatric counseling; usually, each amnesiac has to recover on his own.  Recovering from amnesia is an exception to the usual Psychology counseling rule; each time the amnesiac undergoes at least 14 hours of psychological counseling during a one week period, or is confronted with great psychological stress or trauma, the character rolls an IMP Willpower check.  If successful, the character is cured.

Catatonia: Catatonic neuropaths lose touch with the outside world and completely freeze up, becoming trapped in their own mind.  This cannot be cured through psychology; only the individual can break the barrier that makes his body immobile.

Compulsion: The neuropath suffers from an obsessive compulsion related to the situation that caused it.  This can range from a compulsion to defeat a certain person or creature to an obsessive need to protect something or someone.  Whatever the compulsion is, it will become an overriding feature of the character’s actions and will always be the most important thing in the character’s life.

Delusion: Delusionary neuropaths believe themselves to be something they are not.  This can range from being someone else, to the feeling of invincibility or the belief someone else is actually a Dark One, and etcetera.  The delusions do not go away and once defeated will shift to another target.  Delusionary neuropaths require twice as much psychiatric attention (8 hours) as other illnesses.

Dependence: The neuropath develops a dependence upon a substance of some kind.  This can range from alcohol or drugs to something as silly as hard candy.  The player and GM should use common sense when working together to determine a suitable substance and its effects, which can include dependence on a specific person.

Depression: The neuropath becomes depressed with life and the world around him, often seeing futility in all courses of action.  He suffers from regular bouts of hopelessness and fails to see any hope in existence.  Characters are likely to lose any interest in doing anything but moping; all checks are one DL higher (+1DL).  Curing this illness may be accomplished by psychiatric counseling, but an important success can restore confidence as well.  Each time the character succeeds as an important skill check at an IMP DL, the character rolls an AVG Willpower check.  If successful, the character is cured.

Hallucination: The neuropath suffers from regular hallucinations of a distressing nature and often cannot distinguish between reality and a hallucinatory state.  The exact nature of the hallucinations should be assigned by the GM and involve something from the situation which caused the condition.  The hallucinations will often cause the character to see things which are not there, even seeing friends as foes.

Multiple Personalities: The neuropath develops a number of multiple personalities (GM’s discretion).  Each personality manifests under certain conditions and will be markedly different from the others.  The GM and player should work together to determine the characteristics of each personality, whether they are neuropathic, and etcetera (this will require the generation of separate characters sheets for each personality; STR, AGL, CON, and EMP scores remain constant, all else is generated normally).  This illness requires nearly constant psychiatric care.  The character rolls a skill check only once a month for a cure.

Paranoia: Neuropathic paranoids believe that they are the targets of some heinous, and totally imaginary, plot.  The GM should assign a specific group or organization, real or imaginary, that the character believes is after him, based on the situation which caused the disorder and the character’s history.  Paranoid characters will develop an unreasoning fear of “them” and will do anything to ensure their own safety, often going to great lengths to achieve this.  They will often construct ludicrously complex explanations to fit ordinary events into their world view.  Paranoia requires twice as much psychiatric attention (8 hours) as other illnesses.

Phobia: The neuropath develops an irrational phobia based upon the situation that caused it (examples may include, darkness, specific type of Dark Minions, spiders, heights, monster in general, and etc.).  When confronted with this situation, the character will do anything to immediately avoid it, and forced to remain in this situation, will panic completely (as per Fear, in Section 5).  Curing the phobia requires psychiatric counseling, or the character can confront the fear.  Each time the character is exposed tot he source of the phobia, the character rolls an IMP Willpower check.  If successful, the character is cured.

Psychosis: The neuropath becomes very dangerous, losing touch with reality and often violently hostile to all.  To a certain extent, such unpredictable (key word) characters will see themselves as invincible and will never believe that are doing anything wrong.  Psychotic neuropaths require twice as much psychiatric attention (8 hours) as other illnesses.

New Neuropathic Powers/ES Pg.46 & PH2 Pg.86


The following skill descriptions detail both modified empathic skills profiled in Skill Descriptions in Section 3 and new skills available only to neuropaths.

Combining: Neuropaths can combine their efforts to achieve higher power levels.  One neuropath acts as the Focus of the effort, and any other neuropaths wishing to assist add their power to the Focus’ attempt.  First, the assisting neuropaths must make a Human Empathy skill check at one DL higher (+1DL) then normal to establish an empathic link with the Focus.  Once this is successful, the Focus makes the skill check for the empathic skill the Combination was established for.  If successful, each assisting neuropath adds a bonus equal to their EMP score to the Focus’ Power Level roll.  If the Focus’ skill check was an Outstanding Success, then double each bonus added.  If the Focus’ skill check fails, all assisting neuropaths suffer one point of head wound damage from psychic feedback.  If the Focus’ skill check was a Catastrophic Failure, the Focus and all assisting neuropaths must roll on the Failed Push Table (above).
Dimension Walk: With this skill, a neuropath can open a “portal” between our own world and a proto-dimension in which distances are greatly diminished.  This can be used to travel between locations that are geographically far apart (including other planets) or to enter other proto-dimensions.  Neuropaths with this skill  can create portals of varying duration, depending on the quality of their Power Level roll.  In every case, the portal is centered upon the character who opens it.  Opening a portal requires concentration.  If the character is surprised, or if he takes damage during the Phase in which he tries to open the portal, he must roll an AVG Willpower Skill Check.  If successful, he can then attempt to open the portal.

· Basic success brings into existence a portal just large enough for the creator, who is instantly drawn into it.

· Stage Two success allows the portal to be held open for one full Combat Phase after the creator passes through it.

· Stage Three success allows the portal to be held open for two full Combat Phases after the creator passes through it.

· Stage Four allows the creator to hold the portal open for a number of Combat Phases equal to their Dimension Walk SL.

· Stage Five allows the creator to hold the portal open for a number of Combat Phases equal to double their Dimension Walk SL.

· Stage Six success allows the creation or destruction of a permanent portal (anyone may pass through a portal that remains open).

GM’s Note: Dimension Walk


No user of Dimension Walk or any its cascades can enter, look into or otherwise observe, or manipulate a proto-dimension unless the user is familiar with that proto-dimension.  This means that the user must either have been taken to that proto-dimension by someone or something else, or a complete enough psychic impression must have been transferred to the user by means of Project Thought or similar empathic means.  One visit is enough, and the visit can be voluntary or involuntary.  The user must remain at least five seconds in the proto-dimension in order to gain a sufficient psychic impression to be able to return.

Human Empathy: With this skill, which is identical to the Human Empathy skill detailed in Skill Descriptions in Section 3, a successful skill check allows a neuropath to detect whether the target or targets are awakened neuropaths, this is in addition to any other information granted by the Power Level rolled. 

Gland Psychics

GM’s Note: Human Dark Tek

“Dark Tek” devices are usually biological items, designed by Darklings and usually have a sinister function of some sort.  “[T]he use of Dark Tek will leave a stain on the soul of those foolish or desperate enough to use it.” [DT Pg.46].  However, the term Dark Tek does not merely refer only to those devices created either by or for the use of darkling beings.  Humans themselves are quite capable of creating twisted devices that have a deleterious effect on their users.  One of these is a manufactured biotech device generally referred to by those in the know as a “Gland,” and those people who have one implanted are called “Gland Psychics” [DG12 Pg.23].


Some time during the later years of the 20th century, British defense scientists started to take the use of “psi powers” somewhat seriously.  Study of several low-level empaths enabled them to pinpoint what they thought was the exact balance of neuro-chemicals that would stimulate empathy in the brains of non-empaths.  For many months they worked at the cellular level, creating a Gland they could implant which would stimulate the release of those particular chemicals into a subject’s brain.  A simple test was devised to enable them to choose those who might have the potential to utilize this implant.  The test was given to members of the armed forces, and those who were deemed suitable were given the Gland implant, and then formed into a special battalion.  Expectations were high among the top brass and the defense scientists, but it soon became apparent that things were not going according to plan.  Many of the soldiers who had received implants began experiencing hallucinations and psychoses almost immediately.  Others found that objects they came in contact with would suddenly fly into the air, or bend and break without warning.  Still others became catatonic eventually.  Few of the subjects remained sane and able to control their abilities so the project was cancelled, and all records sealed.


What had happened was that the implants had “awakened” the latent neuropathic abilities of some of the implant subjects.  What made the situation worse was several of the implantees were not empathic at all.  In their cases, the particular neuro-chemicals stimulated by the Gland merely drove them over the edge and into screaming fits and hallucinations.  Several of them were declared medically insane and still reside in mental care homes.  Those few, who survived with their sanity relatively intact, were able to use their new abilities, although this puts them under severe mental and physical strain every time they attempted use their Gland-given abilities.  Almost without exception, they have developed certain “eccentric” personality traits.  Several have had their implants removed, to save the possibility of them also going insane.


If you wish your character to spend a term as a Gland-Psychic, then here are a few things to take into account.  Firstly, they will be good at only one empathic skill, their Neuropathic Specialty.  Secondly, the few surviving active Gland-Psychics tend to exhibit unusual behavior.  Most often this is an inability to interact socially with others, but all other forms of eccentricity are possible.  Thirdly, as stated above, every use of the Gland places some form of strain on the user.  This can be mental, physical, or both.


The table below gives information according to the level of Gland usage; skill level boost, usage duration, and the rest period.  If the Rest Period is not taken, to represent the fatigue that the Gland-psychic is feeling, add one Difficulty Level (+1DL) to each following Empathy skill check and add +1DL to all other attribute and checks.  The Empathy penalty is accumulative and if the accumulated Difficulty Level reaches IMP, then the character MUST a roll on the Failed Empathic Push Table.  A result of 10 or less means that the character collapses exhausted and remains unconscious for 1d10 hours, suffering no further ill effects.  A result of 11 or more gains the character a mental illness in addition to losing consciousness for 2d10 hours.


Gland Use
SL Boost
Duration
Rest Period


Normal
+2 to SL
90 seconds
30 minutes


Heavy
+3 to SL
30 seconds
2 hours


Extreme
+4 to SL
5 seconds
6 hours
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