Dark Conspiracy Player’s Supplement 

Section 8


Section 8: Roleplaying

Player Character Background Information

Circumstances of Birth/GM Addition


Based on the chosen initial Social Class of the character, the player should decide the circumstances of his character’s birth.  This information (birthday, order of birth, and parents marital status) may be chosen by the player, or may be created as part of a detailed historical background for the character (preferred method).

Roll for Birthday/GM Addition


The player should determine the character’s birthday.  The player should determine his character’s birthday, which may be chosen by the player, or may be selected as part of a detailed historical background for the character (preferred method).  Alternately, the birth date may be generated randomly by rolling 1d12 for the month and then rolling 1d30 for the day (re-roll any non-applicable rolls).


Roll
Month
Days
Roll
Month
Days


1
January
31
7
July
31


2
February
28
8
August
31


3
March
31
9
September
30


4
April
30
10
October
31

5
May
31
11
November
30

6
June
30
12
December
31
Birth Rank/GM Addition


This optional information has no actual affect on character creation or game play, however, this may help fill out the character’s background.  This information may be chosen for the character by the player, or may be created as part of a detailed historical background for the character (preferred method).  Alternately, this information may be generated randomly by the use of the table below.


Roll
Order of Birth [1]
Roll
Order of Birth [1]


01-05
 Only child
81-85
7th child


06-10
 1st child
86-90
8th child


11-20
 2nd child
91-94
9th child


21-35
 3rd child
95-97
10th child


36-50
 4th child
98-99
11th child


51-65
 5th child
00
12th child


66-80
 6th child

NOTES: [1] – player chooses total number and sex of siblings (60% chance to be female).

Parents’ Marital Status/GM Addition


This optional information has no actual affect on character creation or game play, however, this may help fill out the character’s background.  This information may be chosen for the character by the player, or may be created as part of a detailed historical background for the character (preferred method).  Alternately, this information may be generated randomly by the use of the table below.


Roll
Marital Status


01-80
Parents legally married (or mated/paired) to each other


81-95
Parents unmarried


96-00
Parents (one or both) married another person

Social Class/PCBK Pg.4 & PH2 Pg. 13
Players must choose a social origin for their character.  A much more rigid delineation exists between social classes than has been true in the past.  Broadly speaking, there are three classes of society in industrialized nations: Gnomes (financial elites), Mikes (Middle Class), and Proles (vast underclass).

Gnome: The word “Gnome,” is a double play on words, hearkening both to the old term “Gnomes of Zurich,” meaning the Swiss financial community, as well as the contemporary Russian term nomenklatura, or privileged class.  Gnomes, or nomens, are the absolute financial elite of the world.  Most gnomes are born to their station, with family money guaranteeing a superb private education and family influence securing choice entry-level positions in corporate management.

Mike: Mikes are what is left of the Middle Class, and actually consists of two radically different groups: Wage Slaves (a term considered extremely offensive) and Outsiders – or True Mikes.  Wage Slaves form the bulk of the salaried work force for the large corporations which control most of the productive capacity and distribution channels of the industrialized world.  They are middle- and lower-echelon managers, accountants, clerks, technicians, janitors, and security thugs.  They are responsible for keeping the corporate machine running.  Outsiders are responsible for almost all creative effort in society.  Not only are they the artist, writers, and performers, they are design engineers, software designers, ad jingle writers, toy inventors, and hundreds of other occupations necessary to creating and selling products.  Most work on a royalty or piecework fee basis, selling their work to the highest bidder.

Prole: Prole is a general term used to describe the vast underclass that clings to survival on the fringes of society.  Hey are largely without regular income, and often without a regular residence.  Many eke out a meager existence as ballot-men, selling their vote to the megacorporations in return for a subsistence stipend used to buy food and clothing from company stores.  Others live by crime and violence.

  This information may be chosen for the character by the player, or may be created as part of a detailed historical background for the character (preferred method).  Alternately, this information may be generated randomly by the use of the table below.


Roll
Results
Roll
Results
Roll
Results


01-67
Prole
68-92
Mike
93-00
Gnome

Contacts


During the course of the character’s life, he will have met a number of people, many of whom would have become important contacts.  It is easy enough for characters to acquire contacts through the characters they meet during the course of an adventure; you need merely write down their name, where they can be found, and how they may be helpful.  But what about contacts the PCs would have made during their education and development prior to play?  Each career description lists the number and type of career oriented generic contacts made during each career term selected.


Contacts are categorized in two broad groupings: Generic and Solid.  In general, Solid contacts are intended as resources for the characters to use during the course of an adventure, as people who can provided information, special equipment, or some other form of needed aid.

Generic Contacts/DC1 Pg.19 & PH2 Pg.20


Generic contacts are received as a result of career terms during character generation.  If players desire, they may generate names, general description, and areas of expertise (attributes and skills can be generated by the GM).  The career notes list contacts in terms of what they were doing when the character first met them.  However, just as a PC may have changed careers since the time the contact was originally made, so may have the NPC.  The final determination of what has happened to a contact in the intervening years is left up to the GM.

Academic: The contact was a member of the intellectual community; he or she could have been a professor, a writer, or a member of a social science think tank.  Most of these sorts will still be working at the same career when a PC meets them again later.

Business: The contact was a member of the business community; he or she could have been a corporate executive, a powerful figure in banking or in investments.  On the other hand, the contact may have been the owner of some smaller business that was important to the PC.  In either case, such contacts may have been made or lost a fortune since the last time the PC saw them.

Criminal: This contact was making a career of illegal activities when the PC first met them.  Since that time, the NPC may have gone straight, been imprisoned, or even killed.  In that last case, someone close to the original contact, perhaps a partner or henchman remembers the PC and becomes the new contact.

Empathic: The contact was part of the little-known empathic network that has been springing up around the world of late.  It is extremely likely that the contact is still involved in that network, although his or her knowledge and skill will likely have improved in the interim.

Entertainment: The contact was involved in the entertainment industry, whether as an actor, director, writer, or technician.  In all likelihood, he or she still is, although perhaps with more or less popularity then before, particularly considering changes in programming due to increased corporate competition.

Government: Such contacts were some form of government official when the PC last knew them.  Chances are that remains true when the PC meets them again, although likely not in the exact same capacity.

Intelligence Community: An intelligence community contact worked in espionage when the PC first met him or her, either as a field operative, a controller, or an intelligence analyst.  In all probability, when the PC meets such a contact again, they will still be involved in espionage, although they will likely have risen in authority.

Journalist: The contact may have worked with the PC on a newspaper, magazine, or television newsgathering staff before the major media services drove virtually everyone else out of business.  Now, the journalist will either be a member of one of those mega-media services, or he or she will be scraping by as a “yellow journalist” for a street corner press.

Law Enforcement: The contact was a policeman or investigator of some sort, and is probably doing the same thing now, most likely for the same small community government.

Medical: The contact was a medical doctor or administrator when the PC last knew him or her.  It is extremely likely that such contacts will still be involved in that business.

Military: Military contacts were soldier when the PC first met them.  There is about a 70% chance that these contacts will have sine left the military and moved onto a civilian career closely associated with their military specialty.

Specialist: When the PC knew him or her, this contact was a construction engineer, medical technician, or one of the other specialties mentioned in the careers lists.  It is the nature of such specialists to continue in their specialty, although they will undoubtedly have increased their expertise since the PC last met them.  Note that in most cases the current level of the specialist’s skill expertise will be SL8.

Wealthy: The contact was wealthy when the PC originally met them.  With the global economic turmoil, however, there is no guarantee that the contact still has the same wealth.  Any wealthy contact that has actually grown wealthier will be very difficult to contact again, due to increased security, higher mobility, and etcetera.  Nonetheless, it can be very handy to have a wealthy friend.

Foreign Generic Contacts/PCBK Pg.8 & PH2 Pg.23


A “foreign” contact does not merely mean a person from a different country, but rather denotes a bizarre or unusual contact.  This can certainly include a contact from a foreign country, but it can just as easily indicate a contact with someone having to do with the Dark.  Below are examples of acceptable foreign contacts. Note that these are only examples and the final determination is left up to the GM.

Academic: Paraphysicist with an extensive knowledge of many of the empathic Dark Minions.

Business: Employee in a mega-corporation taken over by Dark Minions.

Criminal: Reckless burglar who specializes in preying on caches of Dark Tek.

Empathic: Fugitive or escapee from a minion-run psychic experiment.

Entertainment: Singer too famous to be done away with easily, despite singing about a “dark invasion.”

Government: Minor official with friends in high places; works behind the scenes to bring Dark pots to the public’s attention.

Intelligence Community: A special agent of an undisclosed agency, who claims to have nearly unlimited authority in the disposition of cases.

Journalist: Free-lancer devoted to printing the strangest tales under various pen names.

Law Enforcement: Police officer who has been privately piecing together evidence of one or more minion conspiracies.

Medical: Doctor with a hobby of studying “unnatural” life forms.

Military: Air Force officer with extensive experience as liaison with ETs.

Specialist: Hired for a particular expertise, saw things not meant to be seen, and lived to talk about it.

Wealthy: Philanthropist devoted to bringing minion plots to light.

Using Generic Contacts/PCBK Pg.9 & PH2 Pg.24


Characters have networks of contacts consisting of all their generic contacts of a single category, and the sum of those contacts is called the Network Rating (NR).  Count the number of contacts, counting each foreign contact as two, to determine the PCs NR in each category.


Whenever the players need information not available to a solid contact, they can attempt to use their network of generic contacts to obtain the information.  The GM decides on the controlling attribute and task Difficulty Level depending on the information being sought.  The player then uses their NR score as if it were a skill, adding it to the controlling attribute to determine the AVG roll.  A successful check grants the character the information they requested.  An Outstanding success results in the character gaining more detailed or related essential information.  A Catastrophic Failure results in either no or incorrect information, and the character’s opponent(s) becoming aware of their interest in the information.

Solid Contacts/DC1 Pg.21 & PH2 Pg.22


Solid contacts are those whose present whereabouts the character knows, and with whom they have fairly regular dealings.  These include three different types of characters; other PCs, player requested converts, and GM promoted converts.


The first are the other PCs in the adventuring group.  When the group forms or when new PC join the group, they must have at least one link to one of the other characters; this is enough to justify the group working together.  Note that links to other PCs do not normally use up any of the contact designations given by the Careers; they are in addition to NPC contacts.


The second type of solid contact is a generic contact that the player has asked to have as a regular source of aid during Character Generation.  Note that this type of solid contact does use up a contact designation given by the Careers.


The third type of solid contact is a generic contact that the GM has “promoted” during an adventure either for his or her own reasons, or because of players’ actions.  Note that this type of solid contact does use up a contact designation given by the Careers.

Other Role-playing Information

Effects of Pregnancy


Pregnancy in the 21st Century should be a matter of choice rather then an accident.  With the advent of readily available, inexpensive, dependable, and safe birth control methods, unintended or unwanted pregnancies should be rare, however, they are not.  And, of course, some women do intentionally become pregnant and do wish to have the child.  The information in this topic is general information based on actual human pregnancies and is a compilation of data found online, in maternity reference books, through interviews, and from other various sources.

Stages of Pregnancy/GM Addition

The table below lists the changes that a pregnant character may go through during the course of a “normal” pregnancy.  The table below is broken down into Stages to represent when changes are normally expected to take place during a pregnancy.  Each Stage lasts for about one month.  If the Stage or a die roll calls for an effect, please refer to the Effects Descriptions for more detailed information on what the character experiences.

1st Stage

1.
Mood Swing, check at least every 8 hours at 55% chance [1].

2.
Morning Sickness, check every morning at 20% chance.

2nd Stage

1.
Mood Swing, check at least every 8 hours at 65% chance [1].

2.
Morning Sickness, check every morning at 25% chance.

3.
Increased fatigue affects CON, reduce by 1 [3].

4.
Increase in urination output, character must stop every 2 hours.

3rd Stage

1.
Mood Swing, check at least every 8 hours at 75% chance [1].

2.
Morning Sickness, check every morning at 30% chance [2].

4.
Increase in urination output, character must stop every hour.

4th Stage

1.
Mood Swing, check at least every 8 hours at 45% chance [1].

2.
Morning Sickness, check every morning at 10% chance.

3.
Increased fatigue affects CON, reduce by an additional 1 (-2 total reduction) [3].

4.
Increase in urination output, character must stop every hour.

5.
Weight gain, noticeable weight increase.

6.
Food cravings.

7.
Discomfort hinders concentration, which affects INT and EDU-based skill checks, apply a -1SL penalty to INT and EDU-based skill checks.

5th Stage

1.
Mood Swing, check at least every 8 hours at 35% chance [1].

2.
Morning Sickness, check every morning at 5% chance [2].

4.
Increase in urination output, character must stop every hour.

5.
Weight gain, weight increase continues.

6.
Food cravings continue.

7.
Discomfort continues to hinder concentration, which affects INT and EDU-based skill checks, apply a -1SL penalty to INT and EDU-based skill checks (-1SL total penalty).

8.
Loss of balance (shifting of center of gravity) affects AGL, reduce by 1 [3].

6th Stage

1.
Mood Swing, check at least every 8 hours at 25% chance [1].

3.
Increased fatigue affects CON making CON-based skills difficult to safely perform, increase attribute and CON-based skill checks one difficulty level higher (+1DL).

4
Increase in urination output, character must stop every hour.

5.
Weight gain, weight increase continues causing the need for adjustment to clothing.

6.
Food cravings continue.

7.
Discomfort continues to hinder concentration, which affects INT and EDU-based skill checks, apply an additional -1SL penalty to INT and EDU-based skill checks (-2SL total penalty).

8.
Loss of balance (shifting of center of gravity) affects AGL, reduce by 1 (-1 total reduction) [3].

7th Stage

1.
Mood Swing, check at least every 8 hours at 35% chance [1].

3.
Increased fatigue affects CON making CON-based skills impossible to safely perform, unable to perform attribute or CON-based skills.

4.
Increase in urination output, character must stop every ½ hour.

5.
Weight gain, weight increase continues causing the need for adjustment to clothing.

6.
Food cravings continue.

7.
Discomfort continues to hinder concentration, which affects INT and EDU-based skill checks, apply an additional -1SL penalty to INT and EDU-based skill checks (-2SL total penalty).

8.
Loss of balance (shifting of center of gravity) affects AGL, reduce by an additional 1 (‑2 total reduction) [3].

9.
Backache, check every morning [4].

10.
Loss of endurance affects movement, reduce to 1 / 5 / 10 / 20 [5].

11.
Loss of stamina effects STR making STR-based skills more difficult to perform, apply a -1SL penalty to STR-based skill checks.

8th Stage

1.
Mood Swing, check at least every 8 hours at 45% chance [1].

3.
Increased fatigue affects CON making CON-based skills impossible to safely perform, unable to perform attribute or CON-based skills.

4.
Increase in urination output, character must stop every ½ hour.

5.
Weight gain, weight increase continues causing the need for adjustment to clothing.

6.
Food cravings continue.

7.
Discomfort continues to hinder concentration, which affects INT and EDU-based skill checks, apply an additional -1SL penalty to INT and EDU-based skill checks (-3SL total penalty).

8.
Loss of balance (shifting of center of gravity) affects AGL, reduce by an additional 1 (‑2 total reduction) [3].

9.
Backache, check every morning [4].

10.
Loss of endurance affects movement, reduced to 1 / 4 / 7 / 15 [5].

11.
Loss of stamina effects STR making STR-based skills more difficult to perform, apply an additional -1SL penalty to STR-based skill checks (-2SL total penalty).

12.
Develops nesting habits.

9th Stage

1.
Mood Swing, check at least every 8 hours at 55% chance [1].

3.
Increased fatigue affects CON making CON-based skills impossible to safely perform, unable to perform attribute or CON-based skills.

4.
Increase in urination output, character must stop every ½ hour.

5.
Weight gain, weight increase continues causing the need for adjustment to clothing.

6.
Food cravings continue.

7.
Discomfort continues to hinder concentration, which affects INT and EDU-based skill checks, apply an additional -1SL penalty to INT and EDU-based skill checks (-3SL total penalty).

8.
Loss of balance (shifting of center of gravity) affects AGL, reduce by an additional 1 (‑3 total reduction) [3].

9.
Backache, check every morning [4].

10.
Loss of endurance affects movement, reduced to 1 / 2 / 5 / 10 [5].

11.
Loss of stamina effects STR making STR-based skills more difficult to perform, apply an additional -1SL penalty to STR-based skill checks (-3SL total penalty).

12.
Develops nesting habits.

NOTES: [1] – see Mood Swings for other factors that may cause a mood swing check; [2] – checks do not continue into the later stages; [3] – may not be reduced below a minimum of 1; [4] – {[50 – (STR + CON)] + 5 per stage} + 5 per incident = percent chance of backache; [5] – must rest 3 times more often then usual.

Effect Descriptions/GM Addition

1. Mood Swings: The pregnant character must roll the mood swing check at least once every eight waking hours for a possible attitude change.  If the percentage or less is rolled on a 1d%, then she must roll 1d6 on the table below for the new attitude; it is possible for the character to re-roll her current attitude.  A result of obsessive behavior causes the character to become obsessed with whatever the team is doing at the moment.  This obsession drives her to the point of not letting anyone, or anything, get in her way of trying to accomplish the current goal.  There are circumstances that can and may “force” the character to make a mood swing check in addition to the check once every eight hours.  The character must roll a mood swing check if...

· A situation has been unusually stressful (i.e. after combat, during an argument, and etc.).

· Any person who comes in contact with the character (excl. other PCs) who influences or affects the character, especially emotionally (very good friend, recent or current lover, hated enemy, and etc.) thereby possibly changing her mood.

· At the GM’s discretion.

NOTE: This “rule” may also be used to represent PMS or for any player that wishes to play a character with unstable moods or personality treats.


Roll
Moods & Attitudes


1
Happy, cheerful, optimistic, helpful, friendly


2
Self‑pity, unhelpful, brooding, pessimistic


3
Pissed off, vengeful, cruel


4
Depressed, sullen, feeling inadequate


5
Depressed. brooding, pessimistic


6
Restless, impatient, takes control, urge to get on with things [1]

NOTES: [1] – roll 1d6 for obsession check, a 1 indicates obsessive behavior.

2. Morning Sickness: If a check indicates that the character may suffer morning sickness, roll on the table below for the severity.  If the character is continuing to have morning sickness from a previous Stage, then an additional roll on the table is not necessary.  Once the character suffers from morning sickness no more checks are needed until the duration is over or until the next stage; this includes the resulting level of “none”.

· Morning Sickness: A character with morning sickness is essentially incapacitated for the duration of the bout each day.

· Nausea: A character with nausea feels like vomiting.  The character has difficulty concentrating and therefore has a -1 penalty to all Skill Checks for the duration of the nausea.  Furthermore, she suffers a ‑1 penalty to both AGL and STR for the duration of nausea.


Roll
Level
Duration


01‑60
None
--


61‑80
Mild
3 stages


81-95
Moderate
5 stages


96-00
Chronic
until birth

Mild


Consists of 1-2 hours of nausea each day.


Moderate


Morning sickness lasts 1d4 hours each day after which the character must make a CON attribute check with a -1 penalty for an additional 1-2 hours of nausea.

Chronic

Morning sickness lasts 2d4 hours each day after which the character must make a CON attribute check with a -2 penalty for an additional 1d4 hours of nausea.

3. Increased Fatigue: The increased fatigue brought on by pregnancy is represented by the temporary loss of CON attribute points and the decreased ability to perform CON-based skills.  The loss of these CON points comes with all the penalties that any such loss would impose.  The character will regain the lost points and the ability to perform CON-based skills, one per week, after the birth of the baby.

4. Increased Urination Output: This is caused less by the actual increase in urine, but more by the reduction in room for the bladder to expand.

5. Weight Gain: The character’s weight has begun to increase noticeably.  Each Stage, increase the characters weight by 10%.  If the character wishes to continue working she may be faced with the need to alter her clothing.
6. Food Cravings: The character’s friends may be sent on wild treks to find exotic foods, or outlandish food combinations, to curb her cravings.

7. Discomfort: The general discomfort of pregnancy (ranging from gas craps, mild aches and pains, to the baby’s movement) hinders concentration enough to affect the character when using both INT-based and EDU-based skills.  The roll for the amount that this affects these abilities is rolled only once per Stage for each affected skill.
8. Loss of Balance: The increase in weight and other effects of bodily changes during pregnancy are represented by the temporary loss of AGL attribute points.  The loss of these points comes with all the penalties that any such loss would impose.  The character will regain the lost points, one per week, after the birth of the baby.

9. Backache: The formula to find the percentage to check for a possible backache is as follows: {[50 – (STR + CON)] + 5 per stage} + 5 per incident.  If a character has a backache, it lasts 2d4 days.  She is in great pain and is functionally incapacitated.  The character should get rest and not engage in strenuous activity.  If she decides to engage in strenuous activities, to simulate the agony she will suffer, the character loses 1d4 HPs (sub-dual damage) for every turn of strenuous activity.  It is not unusual for a backache to be constant during the last three Stages of pregnancy.

10. Loss of Endurance:  Loss of, or the reduction in, endurance, affects the character’s ability to crawl, walk, trot, or run over any distance.  The character is also forced to stop and rest quite often (three time more often than normal).
11. Loss of Stamina: The loss of stamina is actually a combination of the loss of endurance and increase on fatigue; the loss of stamina affects the character’s strength in such a way as to affect her attempts to use STR-based skills.  The roll for the amount that this affects these abilities is rolled only once per Stage for each affected skill.

12. Develops Nesting Habits: The character develops the desire to make a warm, cozy home, and prefers not to go anywhere.
Charisma and Pregnancy/GM Addition


Some people believe, and rightly so, that a large majority of pregnant women find themselves fat, ugly, and undesirable.  Thus, these pregnant women do not give off an aura of coolness, magnetism, leadership, and determination.  Very few people will follow a leader that is either emotionally unstable or emotionally weak (woman or man).  On the other hand, other people feel that pregnant women "glows with motherhood".  That being pregnant is the essence of womanhood and many men find this attractive.  In fact, a pregnant woman can usually get most people to wait on her beckon call because she seems so helpless.  Given these completely different views, a bonus or penalty may be applied to CHR attribute checks and/or CHR-based skill checks based on the individual view of those that encounter the pregnant character and the current mood of the pregnant character herself.

Pregnancy Duration/GM Addition


The duration of the pregnancy depends on the individual female.  The average duration is 40 weeks.  The GM will roll the Actual duration secretly (36+1d6 weeks).

Miscarriages/GM Addition


If a character suffers Abdomen wounds greater than a Scratch, there is a chance that she suffers a miscarriage.


Stages
Percentage Formula
Possible Effect


1,2, and 3
50% - CON x2
miscarriage [1,2]


4,5, and 6
25% - CON x2
miscarriage [1,2]


7,8, and 9
50% - CON x2
premature birth.

NOTES: [1] – the character has 3d4 hours to get medical treatment to save the child, the child must make an EZY CON check using the mother’s CON score; [2] – in the case of a miscarriage, there is a 25 - CON x2 percent chance of internal hemorrhaging, causing 3d6 points of Abdominal damage plus minor internal bleeding casing an additional 1 point every 10 minutes (an unmodified roll of 96-00 represents serious internal bleeding, causing 1 point of every minute).

Labor and Birth/GM Addition


Normally, when a character has her first child, she will be in “heavy” labor for 4 to 24 (4d6) hours.  Subsequent labors will usually last for 4d6-CONx2 hours (minimum of 4 hours).


The chance for a successful birth is based on the mother making a primary EZY CON Attribute Check.  If successful, “both mother and child are doing fine.”  If the mother’s primary check fails, the mother must make a secondary CON check at an AVG DL.  If she succeeds, the child makes a survival roll (on 1d%) based on the mother’s CON score; the formula for this is: (mother’s CON x 10%) - 5% per day the birth is premature.  If both checks are successful, both are alive, but require triple the normal recovery time for a Serious Wound.


If the mother’s second CON check fails, roll on the table below with a +20% modifier.  If the child’s survival check fails, roll on the table below with a -20% base modifier and an additional -10% for each day the child is premature.  If both the mother’s secondary CON check and the child’s survival check fail, roll on the table below without additional modifiers.


Roll
Result
Roll
Result


01‑40
child dies
81.98
both die


41‑80
mother dies
99-00
both live

Recovery/GM Addition


The mother, and child, must spend time recovering. She must rest as if healing naturally as if from a Serious Wound.  If the character wishes to engage in strenuous activities rather than recover, the penalties for loss of CON, AGL, and movement remain in effect until the character has rested the required time.


The Mood Swing effect should remain for an additional 1d4 weeks after the birth.

Miscellaneous Information

Motivations by Michael Marchi/DG3 Pg.8


As is our custom, my gaming group convened on the designated evening to play Dark Conspiracy.  This particular night was special, as we had two new PC’s to introduce into the storyline.  We had a heck of a time getting the new players into the game.  Most of the party seemed willing to accept a superficial reason for the new additions, but there was one player who insisted on knowing why the group should even consider talking to these strangers, and furthermore, why would the new PC’s even consider staying with this group.


From a roleplaying standpoint, it was a valid point.  We tried to come up with something on the spur of the moment, but the answers failed to satisfy the player.  I think this is a fairly common question that many of us face when trying to put together a campaign.  What brought this group of disparate individuals together?  Why do they stay together?


So there I was, watching Buffy the Vampire Slayer (and if you don’t watch it, you’re really missing something!), and two of the characters are having a discussion about what they do (fighting demons).  It went something like this:

ANGEL: “Buffy, you know I’m still figuring things out; there’s a lot I don’t understand ... but ... I do know it is important to keep fighting.  I learned that from you.”

BUFFY: “But we never...”

ANGEL: “...never win.”

BUFFY: “Not completely.”

ANGEL: “Never will.  That’s not why we fight.  We do it because there’s things worth fighting for.  Those kids; their parents...”


And I realized – that was the answer.  It was simple as that.  The PC’s are involved in opposing the Dark because there are some things worth fighting for.  It doesn’t need to be more concrete than that.  The characters recognize something in each other – a common sense of purpose.  Something that sets them apart from the mainstream person in the DC world who plods along without a clue that the world is threatened.  And even if the new character has not yet seen any evidence of the Dark, they might still possess that certain spark that gives them the potential to be a great Minion Hunter.


And let’s face it.  You Minion Hunters need all the help you can get!  It’s a Dark World out there!

Playing a Prole/DG2 Pg.23


If your character spent one or more terms as a Prole, then your character should bear some emotional scars from the experience.  Ballotmen have very little worth living for and their lives are filled with apathy and despair.  Your character should have, at the very least, some sort of self-esteem problem.


They signed their lives over to the corporation and went through at least four years of mind numbing boredom.  Life in the complexes can be hard sometimes, so the character should at least suffer from some form of apathy or self-doubt.  Fear is a part of every day life in the complexes.  The character might come away with a fear of strange noises in the night, or perhaps even something as extreme as a fear of open spaces if they never left the complex.


On the other hand, if the character was a part of one of the gangs that prowl the complexes, they may well have a sadistic streak and will use fear as a means of getting people to do something.  These people would have little respect for the value of a human life and would react accordingly.


If your character is an empath, then the time spent as a prole could well have brought about the awakening of the character’s empathic powers.  It is possible that the corporation could have discovered their powers and “recruited” the character, either willingly or be force, as a psychic test subject. 


One thing that needs to be remembered about Prole characters is that they would never sign on “for the hell of it”.  Just about all of them would have a reason for becoming a ballotman.  Spend some time thinking about why the character signed their vote over to a corporation.  It is a really good plot hook for you and your GM to base some of the campaign around.
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