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Torg: lne Stonn Knights' Guide to the PouibilityWars

Introduction
'III n North America, lizard-men and dinosaurs roam

the land, now a vast
primitive mist-shrouded
jungle. These creatures

serve Baruk Kaah, the Saar of the
Edeinos and the High Lord of the Liv
ing Land.

In Northern Ahica, a mad scientist
calling himself Pharaoh Mobius rules
over a realm where reality is a combi
nation of pulp adventure and E~
tian religion and magic. Such is the
realm of the New Empire of the Nile.

In the United Kingdom, Ireland
and Scandinavia, two rulers battle for
domination ofa realm ofhigh fantasy,
where magic exists within the very
fabric of reality. This is the realm of
Aysle.

In France, a religious despot call
ing himself the "Vicar of Christ" has
brought futuristic cybernetics, and
medieval theocracy together to form
the oppressive realm known as the
Cyberpapacy.

In Japan, a corporate executive is
silently buying and stealing land and
property, using tools such as intrigue,
deceit and treachery. What was once
Japan has now become a realm con
trolled by a man known only as 3327.
He is the High Lord of Nippon Tech.

And in Indonesia and Malaysia,
horrors from occult lore and legend
have come to life. Led by one known
simply as "The Gaunt Man," these
monsters spread fear and corruption
all across the realm called Orrorsh.

Earth has been invaded by a group
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of powerful beings who have rome to
strip the Earth of its possibilityenergy,
the very energy which gives the Earth
its life.

But the Earth is not without de
fenders. Valiant heroes have risen to
fight the High Lords, and save the
Earth from the destruction that they
represent. These heroes are called
Storm Knights.

Welcome to 1M Stonn Knights'
Guidt to tht Possibility Wars. This
sourcebook provides new information
for Storm Knights battling the ever
present threat of the POSSibility Raid
e...

Chapter One is entitled "Genesis,"
and in it, you begin the process of
creating Storm Knight characters.

Chapter Two is called "Character
Profiles." It discusses the central ron
cept used in creating character with
the Storm Knight's Cuide.

ChapterThreedealswithattributes
and skills, explaining theattribute lim
its of rosInS and characters, and which
skills are available to which charac
ters.

Chapter Four is entitled "Special
Abilities," and rovers all the different
abilities not governed by attributes
and skills.

Chapter Five is concerned with
equipment and starting money, and
provides guidelines for the allocation
of equipment and money to starting
characters.

Chapter Six is where the back
ground and personality of a newly
created Storm Knight is developed.

This includes personality traits, draw
backs, and the events in a character's
background which make her the hero
she is.

Chapter Seven takes a closer look
at the realms of the POSSibility Wars,
and discusses background informa
tion specific to each realm.

The next chapter, Chapter Eight, is
called "New Stuff." In this chapter are
some new rules for skill use, guide
lines for creating your own Charactu
ProfiUs (a new type ofCharacter Tem
plate), and some new equipment to
arm your Storm Knights with. This
chapter also includes severa] new
spells, miracles, Eternity Shards, and
Group Powers.

Chapter Nine is entitled "Tools of
the Trade," and in it are expanded
guidelines covering the uses of the
various tools that Storm Knights use
in their battles with the High Lords.
The renlity skill, EternityShards,Group
Powers, and the removal of stelae are
all discussed in that chapter.

The last chapter, Chapter Ten, is
called "Gamemastering Torg Charac
ter Generation" and focuses on aiding
the gamemaster in the creation of
Storm Knight characters, including
how to work with players when creat
ing the backgrounds of their Storm
Knights.

In the back of the book, a Back
ground Generation Worksheet, a new
Torg Character Record Sheet, and a
section describing the new "TCRS"
are presented. Therearealsoexamples
that you can use in yow campaign.
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Chapter One

Genesis

A New System for
Torg Character

Creation
The Storm Knights' Guide to the Pos

sibility Wars presents a new method of
creating Storm Knight characters for
Torg adventures and campaigns. The
emphasis in the alternate method pre
sented here focuses onwhere the char
acter comesfrom, and the detailsofhis
or her background, not simply the
values of his attributes and skills.

The method outlined below iscom
pletely compatible with the system as
described on pages 141-142 of the Torg
Rulebook. What the system in this book
does is allow a player to develop his/
her character's abilities, equipment,
etc. based on the homecosm and back
ground of the character.

Unlike the systems in the Torg
Rulebook, this method is designed for
creating individual StormKnightchilr
acters, notStorm Knight character tem
plates. The basis of the system pre
sented in this book is the Character
Projik, an abbreviated form of charac
ter template. Character Profiles pr0
vide guidelines for the distribution of
attribute points, and the selection of
skills and equipment. Thus, two char
acters created from the same Profile
could have completely different at
tributes, skills, and equipment.

then selects a number of skills that the
character template would likely have,
and then allocates his 16 skill adds as
in the first method.

An alternate method then, is a sys
tem that allows the creation of unique
characters, whose few restrictions
come from their home cosm, their oc
cupations, and their backgrounds.

osiah Freelight rosefrom the
bench whee Iu! Iuut been
sitting. He and his fellow
Storm Knights had shared
the story of their latest ad

vmturewith the JXJtrons of the Victorian
tavern, hoping to give the citiuns asmnll
glimmer of hop< - hop< 'hal 1Iu! ..,;,
horrors ofthe Orrorslum rttllm would am
dD!fb<tkstroytrl.Aslheirsloryprogrtss<d.
JosiDh had begun to mninisa about how
he CQmt to be a Stann Knight, jightin8
against Uthorion and all the other ~/J

proclaimed High Lords who laid claim to
this strange world coiled EArth.

It all began long ago, back on his home
world ofAysle, when Josiah grew bored of
countless lessons about magic theorems
and knowledges. He yearned for adven
ture, and adventure is what he found. But
noneofhisadventures on AyslecomJXJred
to hisexperiencesoncehecrossed thebridge
from his world to this Orte••••

Character Creation
As presented in the Torg Rulebook,

there are two methods of creating a
Storm Knightcharacter. Thefirst is the
one most commonly used, and that is
by selecting a Character Template. al
locating 16 skill adds, and providing
the character's name and basic physi
cal description. This system is very
easy to use, and aUows for quick char
acter creation but involves the slightly
restrictive use of a ClJIIrader Template.
This means that aU characters created
from the "Dark Avenger'" template
will have the sameattributes, and will
have to choose from the same types of
skills.

The other method in the Torg
Rulebook is found in Chapter Thirteen:
"Creating New Templates." This
method allows a player to distribute
66 points among his attributes. He
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A Supplement for
Pre-existing
Characters

Aside from being an alternate char·
acter creation system, the system in
the Storm Knights' Guide can also be
used to supplement the system found
in Chapter Thirteen of the Torg
Rulebook. The rules presented here for
Attribute Templates, Skill Categories,
and Equipment can be used with both
systems. Additionally, the background
generation rules can be used with
Storm Knights created from any sys·
tern, including the Template system.

Before weget into the steps ofcreal·
ing your Storm Knight, there is one
more item which needs to be ad
dressed. At every point in the process
of creating a character, you must con
sult with the gamemaster. The
gamemaster will always have final
approval of aU of the details of aU

characters. This allows him to prevent
the creation of a character that does
not fit the adventure or campaign that
he is designing. More importantly, by
working with the gamemaster in the
creation of a Storm Knight character,
you will have helped him in the cre
ation of his campaign. Chapter Ten:
"Gamemastering Torg" provides
gamemasters with information regard
ing the creation of Storm Knight char
acters.

Step-by-Step
There are several steps in the cre

ation of a Storm Knight character. Be
low is a listing of these steps.

Step 0: Talk with the Gamemaster
Step 1: Determine Which Cosm/

Realm the character is from
Step 2: Select a Character Profile
Step 3: Assign Attribute Points and

Skill Adds

Step 4: Special Abilities
Step 5: Equipment and Starting

Money
Step 6: Develop the Character's

Description and Personality
Step 7: Develop the Character's

History and Background Events

Throughout the next seven chap
ters, the steps will be explained in
detail, and examples will be provided
to help demonstrate the method pre
sented in this book.

STEP ZERO:
Talk to the

Gamemaster
Step Zero? Yes, you read it right.

The reason this first step is called Step
Zero is because, before any decisions
can be made about the creation of a
Storm Knight, it's important to know

••
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what the gamernaster has in mind for
his Torg campaign. Is the campaign
going to take placemostly inonereaIm..
with only occasional trips to other
realms? Or is the campaign going tobe
one where each adventure takes the
Knights toa different realm? Arethere
character types that the gamemaster
particularly wants or doesn't want?
Are the Storm Knights in the cam
paign going to know each other previ
ously, or will they have to meet in the
first adventure? Once the gamemaster
has explained the basics of his cam·
paign, then the decision making can
begin, and the first decision is...

STEP ONE:
Choose the Storm

Knight's Home
Cosm

The first step in creating a Storm
Knight character is to decide which
cosm of the Possibility WaJ5 the char
actercomes from. This decision deter
mines many of the different aspects of
the character. For instance, characters
from Core Earth havesomeskillsavail
able to them that characters from other
cosms do not. Core Earth Storm
Knights also will havea different view
of the Possibility WaJ5, as it is their
planet which has been invaded.

Below, each cosm/realm is briefly
described from the perspective of
Storm Knights who have travelled
through and adventured within the
cosm/realm. This may aid you in
choosing the home rosm of your char
acter.

Core Earth

Core Earth is the area of the Earth
that hasn't been claimed by any of the
High Lords. Since the High Lords are
each expanding their realms, Core
Earth is getting to be smaller by the
day. Storm Knights from Core Earth
generally fight the High Loms in the
hopes of reclaiming their world from
the Possibility Raiders.

Living Land

The Living Land is the primitive
realm of Baruk Kaah, the Saar of the
Edeinos, and High Lord of Takta Ker.
It is a land of lizardmen and dino
saurs; jungles and mysterious places
where the faithful ofLanalaaregranted
great spiritual power in exchange for
exhilarating sensations.

Nile Empire

The Nile Empire is the realm of the
villain Dr. Mobius from the Terran
cosmo Within his Empire, Mobius uses
the title Pharaoh Mobius as a way of
convincing the populace that his in
tentions are to restore Egypt to its
former glory.OfCOUBe, his true inten
tions are ofa somewhat morediaboli·
cal nature. Mobius' ultimate goal, the
same as all the High Lords, is to be
come the Torg and rule the cosmverse
from his seat of unimaginable power.

The Nile Empire is a place of fast
and furious action, of good and evil,
and of weird science and Egyptian
mathematics and religion. The armies
of Mobius fight against both the Mys
tery Men, costumed adventurers who
have followed Mobius from his home
cosm in the hopes of bringing him to
justice, and Storm Knights who work
to prevent him from obtaining the
power to become the Torg.

Aysle

Aysle is the fantasy realm, where
the forces of darkness, led by Angar
Uthorion, fight against those of light,
led by Lady Pella Ardinay.It isa world
of awesome magic, and strong spiri
tual power. In the north,. darkness
holds sway, while in the south,
Ardinay's forces are dominant. But all
across the cosm and realm, the forces
of Honor and Corruption are con
stantly at war with each other, as are
their chief avatars, Ardinay and
Uthorion.

Cyberpapacy

The Cyberpapacy is a realm of
cyber-religious reality, where heretics
are hunted by a cybernetically en
hanced Inquisition, and the center of
the realm's religion is a vast computer
network called theGodNet. PopeJean

Malraux, the High Lord of the
Cybeq>apacy. rules the realm with
strong religion, strong enforcement,
and powerful propaganda which
sways the populace towards a life of
compliance to a faith that exists only to
serve itself. But there exists a resis-
tance to the Cyberpope. Located in
side Paris, the one city left untouched
by the arrival of the reality storms, the
resistance is theonesource ofhope for
this realm, where heresy is a capital
offense, punishable by death.

Nippon Tech

Nippon Tech is a realm of corp<>
rateintrigueand conspiracy. The High
Lord 3327, who has adopted the guise
of industrialist Ryuchi Kanawa, has
been very successful in keeping secret
the fact that he has invaded Japan.
Though suspicions abound, there is
no evidence that proves that the CEO
of Kanawa Co. is indeed one of the
Possibility Raiders. Ofall therealmsof
the Possibility WaJ5, Nippon Tech has
seen the greatest rate of growth, in
cluding its bold move to claim land
once controlled by Baruk Kaah of the
Living Land. Within the realm of
Nippon, deadly ninja and ronin en
force the values of Marketplace, while
members of the Shiki and the Sons of
the Wind fight to prevent the High
Lord from gaining complete domi
nance.

Orrorsh

Orrorsh is the realm of horror,
where the monsters that roam the land
terrorize civilian and Storm Knight
alike. Unspeakable evil permeates the
land itself, and the power of corrup
tion threatens all who enter the home
realm of the Gaunt Man. The powerof
fear itseUworksagainst Stonn Knights
bystriking them in their heartofhearts,
instilling an indescribable fear in their
souls. Tread lightly in your travels
across Orrorsh, for though the Gaunt
Man is suspected to be gone, there is
no doubt that he will return.

Background Choices
Here are some of the things to con

siderwhen deciding the home cosmof
a Storm Knight character.

...._.."..8------------------~



A Storm Knight's View:

Living Land

"My friends, wIult wasanayour
~hDsnowb«nconqueredbythe

High Lord Baruk Knoh. Theareos of
North America claimed by the
lizardnum High Lord are covered
with junglesand an all enshrouding
mist. Within the jungles, tribes of
edeinos move about, attempting to
eliminate those ofyou who refuse to
bt farad from their homes, while
enormous dinOSQur-liu creatures
rtJQm the lDnds in Sftlrch of prey.
Ourhomdantls hiro<bmt takenfrom
us, but we will reclDim them. This
High Lord will rue the day he ClIme
to our world, and tried to take it
from us."

- Thomas Lewis, to a sur
vival community in Tennessee,
after he and his fellow Storm
Knights stopped the planting of
a new Living Land stelae.

The Nile Empire

"From thestredsojCairo, to the
al~ oj Memphis, and even to
thewlleyofthe Phanwhs, the ""'m
ofth~ 'Phamoh' MobiushascJumged
Northern AfriaI into someplaceelse.
A plaa where the armies of the
Empi..haldswayweradefrns<1ess
population, where costumed heroes
boldly fight against the wil plDns of
the Pharaoh and his minions, and
where both weird science technof-

1. Is the character a native to his
cosm or is he from a realm?

Has thecharacteralwaysbeen from
his present cosm, or has he been trans
formed by the Possibility Wars? U the
character was transformed, what was
his original cosm?

A cosm is a different place than
Earth. Cosms are the home worlds of
the High Lords. A realm is an area of
Earth that has been claimed by one of
the High Lords. Ua character is from a
cosm, this means that she came across

ogyandandent Egyptian mDgkare
commonplace. Storm Knights
within this mDdmDn's realm must
bt ever vigilDnt, lest the plans of
Mobius come to fruition, and all the
world suffer the consequences."

- Benjamin Dressel,
Reporter for Cable News Daily

Aysle

"The area of our world now
known as Aysle is strange indeed.
MRgic iscommonplaa,andaptJrtof
roerydJly society. Giants, elves, and
dUJQrtJeS co-erist with humans, and
the monsters of myth have become
reill. And amidst all of this, aUJQr is
being fought. The outcome of this
UJQr, [ought between the farces of
light and darkness, could spefl doom
and destruction for not only this
world, but the homeworld of Aysle
as well."

- Andrea Maxim,
Daredevil

The Cyberpapacy
"It as though the Earth's bar

baric past, and a dJlrk and grim
future Iuroe met to CTttlte a realm
where no free peop~ are safe from
the Inquisitors of tM church. The
nation of France, now controlled by
the Cyberpope, is aplace where con
tradictions run wild. Advanced
Cybernetics exist side by side with

on a Maelstrom Bridge, either to fight
against the High Lord on this world,
or to fight for the High Lord, only to
change her motivation once she ar·
rived (this is what happened to Kurst
in the Possibility Wars trilogy).

If a character is from a realm, how
did he come to be there? Characters
from realms are characters who have
been transformed by the reality storms
that occurred when the Maelstrom
Bridge firstappeared. Theywereprob
ably once Earth citizens, but now have
axioms of a foreign cosmo Their out-

Chapter One

ancient sociDl customs and beliqs
whidJ combine to CTttlte a world of
frightening reality."

-Andy Read,
ex·Basketball Star

and National Hero

Nippon Tech

"The symptoms might not be the
same, but take my word far it, there
is a High Lord in control of japtJn.
Exad/y where his rmlm begins and
ends is anyone's guess, but make no
mistake, the dumges tluJt occurred
within japtJnarenot justasiduffrct
from tMOrrorsh reillm,orthefailed
attempt in the Souid Union. japan
is no more free oj the Possibility
Riliders than the United States."

- James Kiretti,
Technician on the Run

Orrorsh

"Ofall the renlmsofthe Possibif·
ity Wars, Orrorsh is the most hor·
rendous, and the most terrifying.
The lDnd, t~ cities, and the jungles
seem alive with an evil almost br
yond words. J thank the lord god J
<SCDpedfrom thefursilken plaawith
my life. [ pray noneofyou ever need
go there, for the evil and fear that fill
theairare such tluJt yourvery souls
could be the price of your admis·
sion."

- Josiah Freelight,
Mage

look has perhaps changed, as have
their abilities.

One specific difference between a
character from a cosm and one from a
realm is in the skills available to the
character. "Cosm characters" can p0s
sess only those skills available to that
cosmo "Realm characters," those char·
acters that have been transformed to a
former alien reality, can possess skills
from their original cosm,and the cosm
to which they now belong. For ex·
ample, a character from Core Earth or
Orrorsh who was somehow trans--

••
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formed to the reality of Aysle, is a
"Realm" character. A character who
was actually from the cosm of Aysle or
Core Earth. and has not been trans
formed is a "Cosm'" character.

It is recommended, when using the
background generation system in this
book. that "Realm" characters take a
maximumofhalftheir skills from their
original cosm, and the rest from their
new reality. This means a Core Earth
character who has been transformed
to Uving Land reality, and has be
comeaStormKnight,couJdhavesome
Core Earth skills that would be a con·
tradiction in the Uving Land.

The Character Profiles

Some of the Character Profiles in
Chapter Two list whether or not char
acters created from that Profile have
been transformed. This is included in
parentheses after the name of the Pr0
file. For example, Dwarf Gone Mod
em (T: Aysle-Core Earth) means that a
charactercreated from that Profile was
originally an Ayslish dwarf who was
transformed to Core Earth.

Those Profiles that list (T: Core
Earth-Qrrorsh, for example) are not
the onIy Profiles that allow characters
to have been previously transformed.
When creating Storm Knight, if you
want him to originally come from an·
other cosm and transformed, he can

•• 10

be. U this choice is made, make sure to
discuss it with your gamemaster. He
will very likely ask for a Background
Event which describes how the char
acter was transformed, and how he
adjusted to his new reality.

2. Is the character a Core Earther
who was once from another cosm1

Perhapsyowcharactercameacross
the Maelstrom Bridge, and during an
adventure, became transformed intoa
denizenofCoreEarthoranother cosm.
Between Core Earth and the numer
ous invading realms, the possibilities
(pardon the pun) are nearly endless.

Determining the home cosm of. a
character is not only the first step m
creatinga Storm Knight, but isalso the
first step increating theStorm KnighYs
background. Developing a character's
~d~will~~mCM~

ters Six and Seven.
On pages 93 and 94 of this book,

you will find a copy of the Sto:",
Knights' Guide Background Creation
Worksheet. This is a form that you can
use while creating yourStorm Knight.
It has spaces to write down all the
information found in your Character
Profile, as well asspace where you can
jot down yowStorm KnighYs person·
ality traits, behavior tags, and Draw·
backs. It also has space allocated for
yow Background Events,~~rly
his Moment ofCrisis, and Motivation.

Profile On:
Kenneth Markham

Tim wants to create a Storm
Knightcharacterand derides that
he wants his character's name to
be Kenneth Markham. Next,
Tim'sgottodecidewhichcosm/
realm Ken is going to be from.
Tim has always liked espionage
films and books, so he decides
that creatinga StormKnight from
the Nippon Tech realm wo~d

allow him to playacharacter like
James Bond, or The MDn from
UN.CL.E. He Ms also decided
that he wants Ken to be from the
realm of Nippon Tech, not the
cosmofMarketplace.1ltismeans
that he was transformed during
the invasion of Nippon Tech, so
Tim has already got some back·
ground material to work with.
So far, so good.



Chapter-Two

Chapter Two

Character Profiles
1111 his chapt.. explains thebasics of Character Pl'O-"

files, and presents a list
ofprofiles to choose from.
In the next two chapters,

the specific game mechanics of Char·
acter Profiles are explained in more
detail. So, after you have chosen your
Storm Knight's home cosm, move on
to ...

STEP TWO:
Select A

Character Profile
After choosing the Storm Knight's

home cosm, the next step is to choose
a Character Profile. A Character Pro
file is an outline of the abilities of a
character type, sort of an abbreviated
formoftheCharacterTemplatesfound
in the Torg World Book and Realm
sourcebooks. Some examples ofChar
acter Profiles includethelndustrinl Spy
(from NipponTech), thelmpatient Mage
(fromAysle), and theKid Sidekick(from
the Nile Empire).

Character Profiles:
Definitions

All of the Character Profiles that
appear in this sowcebook provide the
following information, and are de
scribed in the following manner:

Character Profile Name

Attribute Template: the attribute
template used for characters of that
profile;

Skill Nates: the profile's tag skill
and primary, secondary, and tertiary
skill categories;

Special Abilities: any powers or
abilities not defined by skills, or other-

wise unique to the character or cosm
(Nile powers, miracles, magical abili
ties, species attribute packages, etc.);

Equipmentequipmentavailableto
characters created from the Profile.
Usually, one piece of unique equip
ment and a number corresponding to
how many Weapons, General, and
Incidental equipment a profile should
begin thegame with (seeOtapterFive);

Starting Money: a base amount of
money available to the character cre
ated from the profile (to be modified at
the gamemaster's discretion). Foreasy
comparison, all money has beengiven
in U.S. currency. Easy exchange rules
are given in the Torg Adventure Book;

Description: a brief description of
where the character is likely to have
come from and her general motiva
tions for fighting the High Lords.

If an ability, power, or piece of
equipment is marked with an asterisk
(·),a Background Eventis required for
the character to have the marked item
(see the Background Generation sec
tions of this book, chapters six and
seven).

Transformed Character
Profiles

Some of the Character Profiles in
ChapterTworepresentcharacterswho
have been transformed by the reality
storms that acrompanied the Possibil
ity Raiders' arrival on Earth. If a pro
file is one of a transformed character,
the character's original cosm will be
indicated in parentheses after the
profile's name, followed by her new
reality.

For example, under the heading
Orrorsh Profiles, one of the profiles
reads: Indonesian Occultist (T: Core
Earth..Qrrorsh). This means that the
character is presently from Orrorsh,
but was originally from Core Earth.

I.
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Core Earth
Character Creation

CreatingStorm Knights from Core
Earth is a bit different than creating
Knights from other realms/cosms.
This is because there are Core Earth
Knightsall over the globe, neareach of
therealms.Thus, whencreatinga Core
Earth Storm Knight, what part of the
world, or which of the realms, the
Storm Knight comes from are factors
that must be considered.

Below are the Character Profiles
available from Core Earth. They are
arranged according to the realm that
they would most likely be nearest to.
Of course, Storm Knights are likely to
begin their adventures nearly any
where.

Core Earth
Character Profiles

North America
Eastern Living Land

Anarchist freedom fighter

Attribute Template: Adrenalin
Skill Notes: Tag (fire combat)
1: Adrenalin 2: Presence
3: Willpower
Special Abilities: nla
Equipment: Ingram Mac 10
Weapons 3 General 4
Incidental 3
Starting Money: $500
Description: A distrust of author'-

ity has been your trademark for years.
But now, if it's between an unprin
cipled government or invaders from
another world, you'll stick with the
government - until the invaders are
gone that is.

Chemistry Prodigy

Attribute Template: Willpower
Skill Notes: Tag (science lchemis
''Y»
1: Willpower 2: Presence
3, Adrenalin
Special Abilities: nla
Equipment: Chemical Analysis J(jt
(See Chapter Five)
Weapons 1 General 4
Incidental 4
Slarling Money: $1000
Description: Breezing through high

school and college before you knew it,
you were employed by the biggest
chemical company in the nation. But
then the POSSibility Raiders came, and
destroyed everything-yOW" lab, yOW"
family; everything. Now it's time to
use your talentsoutside the lab, on the
battlefield of the POSSibility Wars.

Body Builder

Attribute Template: AdrenaJin
Skill Notes: Tag (lifting)
1, Adrenalin 2, Presence
3: Willpower
Special Abilities: nla
Equipment: Dumbbells (ten
pounds each; damage value
STR+4/18)

Weapons 2 General 4
lncidental4
Starting Money: S2000
Description: Yourbodyhad graced

the coverofeverybody-buiJdermaga
zine in the free world. Promotional
tours around the globe made your
name a household word. Nowyou've
decided that the High Lords will know
who you are as well.

fire fighter

Attribute Template: Adrenalin
Skill Notes: Tag (mel« Wt!Qptms)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: nla
Equipment: Fire Axe, Firefighter's
Suit (armor value TOU+3/16)
Weapons 3 General 4
Incidental 3
Starting Money: S500
Description: Fighting fires in the

city wasn't theeasiest job in the world,
but someone's got to do it. It's the
same with fighting the High Lords.
Somebody'sgot to do it. Looks like it's
you.

Wilderness Guide

Attribute Template: Adrenalin
Skin Notes: Tag (survival)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: nla
Equipment: Survival Kit
Weapons 3 GeneralS
Incidental 2
Starting Money: 5500
Description: You've spent most of

your We in the wilderness, teaching
others the art of survival. Now your
talents are needed in a somewhat dif
ferent way. You aid those who wouJd
take the fight within the primitive
bounds of the Uving Land.

Nippon Tech! Western
Living Land

Rock Star

Attribute Template: Presence
Skill Notes: Tag (dulrm)
1: Presence 2: Adrenalin
3: Willpower
Special Abilities: nla

.........=--------------------~12w.;v



Equipment: Guitar (Acoustic)
Weapons 1 General 3
lncidental4
Starting Money: $50
Description: Before the invaders

came, you sang of peace and brother
hood, but it seemed no one would
listen. Then, when the wars began,
you found that peace had to wait and
the only brotherhood was that of the
soldier. Now,armed with your guitar
and your belief, you travel around
singing of the Storm Knights, the de-
fenders of Earth.

Stalenger Techie
IT: Living Land-Core Earth)

Atbibute Templale: Willpower
Skill Noles: Tag (scinla (comput
as))
1: Willpower 2: Presence
3, Adrenalin
Special Abilities: flight, tentacles
(damage value STR+4/17>
Equipment: Laplop Compuler
(specially modified for lentacles)
Weapons 1 General 3
lnddental4
Starting Money: $500
Description:Whenyoucametothis

world, you saw the joys of flying
through new space unrestricted. But
then the edeinos High Lord told you it
was war. You didn't like that; you
wanted to study the "humans" and
figure out why they liked dead things
so much. When you got caught in a
reality storm on the edge of the Living
Land, you found out. Joining with a
group of humans and leading them
through a mixed zone to safety, you
earned their gratitudeand trust. Now,
you are fascinated by their diversity
and their "technology."

College Student

Atbibute Template: Willpower
Skill Noles: Tag (scholar (Earth his
10')/)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: n/a
Equipment: sleeping bag, moped
Weapons 1 General 4
Inddental4
Starting Money: 575
Description: Just one more final

exam, then a nice relaxing summer on

the beach. Until the lizards came that
is. Now there's some Japanese com
pany buying businesses like there's no
tomorrow. Unless someone fights the
High Lords there might not be a to
moITOw. Morethananyone,you know
the history you're in danger of losing.
Now you have to fight for it.

Game Designer

Attribute Template: Willpower
Skill Notes: Tag (scholDr(mJJthmult
ia;»
1: Presence 2: Willpower
3: Adrenalin
Special Abilities: n/a
Equipmenl: calculator, digital
watch
Weapons 2 GeneralS
lncidental4
Starting Money: 5100
Description: Always infatuated

with numbers, probabilities and other
people's dreams, one day you found
yourself living one. Only now, it's not
agame~ymore.Still thinking in your
own umqueterms, you do your best to
fight against the High Lords and re
store your own reality to Earth.

Who knows, maybe you'll make a
game about it someday.

Survivalist

Atbibute Template: Ad.renalin
Skill Notes: Tag: (survival)
1: Adrenalin 2: Willpower
3: Presence
Special Abilities: n/a
Equipmenl: Survival Kit and
Camping Gear
Weapons 3 GeneralS
Inddental2
Starting Money: $500
Description: No one believed you

when yousaidyou'd need all the stores
in your basement. You were right 
sort of. So it wasn't the Commies. It
doesn't matter. Enemies are enemies
and now you're going to show those
invaders that they've messed with the
wrong folks.

Rancher

Attribute Template: Adrenalin
Skill Notes: Tag <fin combat)
1: Willpower 2: Adrena1in
3, Presence

Chapter Two

Special Abilities: n/a
Equipment: Hunting Rifle
Weapons 3 GeneralS
Incidental 3
Starting Money: $1000
Description: You never liked it

when strangers trespassed on your
land. Now strangers are trespassing
~ll over the world. Your ranch is just a
JUngle now, so it's time to take the
fight to the trespassers.

Europe (Aysle region)

Dwarf Stock Broker
(T: Aysle-Core Earth)

Atbibute Template: Willpower
Skill Notes: Tag (business)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: birth magic

~----------_..
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General 2

Equipment: Membership Card,
London Exchange;checkbookfrom
Bank of London
Weapons 1 GenenJ 5
Incidental 3
Starting Money: S5000 .
Description: The people on this

world are taller than you and your
kind but that doesn't mean they're
bett~r with money. Besides, you're
getting used to this world. ~fter.the
initial invasion, you settled nght Into
selling conjuring futures.

But then things went bad. Your cor
poration went belly·up after some
body flooded the market with fake
gold. Now, you find you can't sit on
the sidelines any more. You want~
venge against the High Lord who did
this ... whichever it was.

Note: Even though you are no
longer of the Ayslish reality, you can
roll for one birthmagicand onearcane
knowledge. They are a contradiction
to use, but they're yours.

English Bobby

Attribute Template: Adrenalin
Skill Notes: Tag (melee wtapons)
1: Adrenalin 2: Willpower
3: Presence
Sp«ial Abilities: nla .
Equipment: Night Stick and
Whistle
Weapons 3 General4
Incidental 4
Starting Money: S500
Description: You never thought

you'd see the likeofit. Elves,dwarves,
giants, here in England. Well, the
Queenseems totrust this Ardinay lady,
and that's always been good enough
for you. Now it's time to send these
Raiders back where they come from.

Irish Sea Captain

Attribute Template: Adrenalin
Skill Notes: Tag (wattT udIides)
1: Adrenalin 2: Willpower
3: Presence
Sp«ial Abilities: nla
Equipment: Fishing Boa~

Weapons 2 General 4
Incidental 3
Starting Money: $500
Description: In all your daysat sea,

you'd never seen a storm like that one.
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Thunder and lightning like never be
fore, and some other things that just
couldn't have been real. Now you and
your ship are able and willing to help
out in any way you can.

Europe
(Cyberpapacy region)

Reformed
Magna Veritan Priest

(T: Magna Verita-Core Earth)

Attribute Template: Presence
Skill Not..: Tag (fi>cusl .
1: Presence 2: Adrenalin
3: Willpower
Special Abilities: miracles
Equipment: Holy Book and Sym
bol
Weapons 2 General3
Incidental 3
Starting Money: SO .
Description: Your days serving the

so-called "VicarofChrist" ended when
Malraux came to this world and began
the worship of cyberware. You
wouldn't serve the "Cyberpope," and
were brandeda heretic.Soyou'vecho
sen to fight him by joining the ~is

lance located in Paris and preaching
the true faith.

Note: You must take at least one
add in a Core Earth religi6n.

French Street Philosopher

Attribute Template: Presence
Skill Notes: Tag (chann)
1: Presence 2: Willpower
3, Adrenalin
Special Abilities: nla
Equipment: Notebook and pen,
bedroll
Weapons 1
Incidental 4
Starting Money' SO
Description:Whileyoumightnever

had unraveled the mysteries of We,
the invasion of the Possibility Raiders
has certainly put off the progress you
weremaking.Maybethey'vecomefor
somedivine reason, but that's not your
concern anymore. Right now, you'll
try to think. ofa way to get rid of them.

Hardened Mercenary

Attribute Template: Adrenalin
Skill Notes: Tag <fire combat)
1: Adrenalin 2: Willpower
3, Presence
Special Abilities: nla .
Equipment: AI< 47 assault rifle,
Weapons 3 GeneralS
lncidental4
Starting Money: $2000
Description: After a few yea~ of

military service, your career as a hired
mercenarywas beginning to pay hand·
somely. You went from one war to the
other, fighting other people's battles
for pay. But then, the warcam"e to yo~.

Suddenly, these "High Lords madelt
per.;onal. You still fight for profit, but
only against the invaders.

Asia
(Orrorsh Region)

Modernized Victorian
(T: Orrorsh-Core Earth)

Attribute Template: Presence
Skill Notes: Tag (taunt)
1: Presence 2: Willpower
3, Adrenalin
Special Abilities: nla
Equipment: .357 Desert Eagle,
Hunting Coat (Victorian style)
Weapons 2 General 4
lncidental4
Slatting Money: S500
Description: You'dalwaysgreeted

the natives and savages tales of "mon
sters" and "horrors of the night" with
a sneer and a cynical laugh. But now
that you've come to this new land, you
see the natives aren't all backward
and superstitious. Thereare real mon·
sters here and there are weapons to
fight them with.

Muslim Holy Man

Attribute Template: Presence
Skill Noles: Tag (faith)
1: Presence 2: Adrenalin
3: Willpower
Special Abilities: miracles
Equipment: Muslim Holy Scrolls
Weapons 1 General 3
incidentalS



Starting Money: $100
Description: Just as peace had be

gun to becomea possibility, these ''PO&
sibility Raiders" came, snatching all
chances of peace from yow people's
grasp. These "High Lords" are not
gods to be worshipped, but heretics to
be destroyed. Surely Allah will help
you in fighting these infidels who
threaten his followers.

Asia
(Nippon Tech Region)

Core Earth Martial Artist

Attribute TempJate: Adrenalin
Skill Notes: Tag (martial arts (akido»
1; Adrenalin 2: Willpower
3: Presence
Special Abilities: Akido martial
arts style
Equipment: staff
Weapons 3 Genera14
Incidental 3
Slarting Money: $500
Description: Your skills have been

passed down through the generations
of yow clan and taught in the family
dojos. Now others who bear similar
skills have arrived, bearing allegiance
to no clan you have ever heard of. You
foundoutwherelheyhavecomefrom,
but nol where they have learned yow
ancient art.

Note: Youhaveonly11 skill adds to
distribute among your remaining
skills.

Sumo Wrestler

Attribute Template: Adrenalin
Skill Notes: Tag (unanned combat)
1: Adrenalin 2; Presence
3: Willpower
Special Abilities: nla
Equipmenl: spiked belt, brass
knuckles
Weapons 1 General 2
Incidental 3
Starting Money: $1000
Description: Wrestling has been a

tradition among your family for years.
ThroughoutJapanyourfamily'sname
is synonymous with the sport. But
now, you find that yow skills would
be of more value outside of the wres-

tling circle, fighting against those who
would invade your country. You've
armed yourself appropriately, and
you're ready to enter the arena.

Airline Pilot

Attribute Template: Willpower
Skill Notes: Tag (air vehicles)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: n/a
Equipment: Twin Engine Plane·
Weapons 2 General 3
Incidental 3
Starting Money: $1000
Description:You've flown the route

from Seoul to Tokyo a hundred times
before, but never have you been
through a storm like that one. And
thenafter you landed, things justdidn't
feel the same as they once were. Your
airline still flies from Seoul to Tokyo,
but now you do your flying for more
personal reasons. To help those who
fight the High Lords.

Africa
(Nile Empire Region)

Archaeologist

Attribute Template: Willpower
Skill Notes: Tag (scholar (archaeol
ogy»
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: nla
Equipment: Archaeological Text
book, small digging tools
Weapons 2 GeneralS
Incidental 3
Starting Money: $200
Description: It was as though his-

tory had run in reverse. The crypt you
had discovered suddenly changed. Its
weathered appearance renewed, as if
it had just been built. But how you
wondered? Your answer came when
you learned of Mobius and the other
High Lords, who transformed parts
yow world into likenesses of their
own. With thousands of years of his
tory ruined by their invasion, you've
decided to fight the High Lords, to
reclaim yow world and its histories.

Chapter Two

Red Cross Nurse

Attribute Template: Willpower
Skill Notes: Tag (first aid)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities: nla
Equipment: First Aid Kit
Weapons 1 General 4
Incidental 4
Starting Money: $7S
Description: Your years with the

relief effort in Ethiopia never seemed
to make a difference. Now your ser·
vicesareneeded elsewhere, where they
may be of great help. There's a war
being fought, a war that threatens
Earth's veryexistence. Ofcourseyou'll
help.

••
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Tribal Shaman

Attribute Template: Presence
Skill Notes: Tag (juith)
U,.•••""" 20 Adrenalin
3: Willpower
Special Abilities: miracles and
magic
Equipment: Spell components for
one spell, holy relics
Weapons 1 GeneralS
Inddenta14
Starting Money: $10
Description: When the Westerners

came, your ancestors fought them, lost,
and finally leamed to adapt to their
presence. Now, the Westerners want
to help you, but new invaders are
threatening to kill and enslave your
people. You have left your tribe to
fight the new invaders and this time
you will not lose.

Note: If you take the focus skill, you
may select miracles appropriate to
Core Earth axioms. You may also se
lectdivination orapportatioM magic skills
and work out with your gamemaster
which spells wouJd be appropriate.

Living Land
Character Creation

Stann Knightslrom the Uving Land
are of two types. Edeinos and
stalengers who have rejected Baruk
Kaah's ways and have decided to op
pose him, or humans who have been
transformed and fight the High Lord
because of his blatant sacrilege. Char
acter Profiles of both types are de
scribed below. Note that all Living
Land characters must have the faith
(lAMia) skill with at least one add.

Living Land
Character Profiles

Ed.inos Storyteller

Attribute Template: Presence
Skill Notes: Tag (uMQrmed combat)
1: Presence 2: Adrenalin
3: Willpower
Special Abilities: claws (damage
value STR +3/17), teeth (damage
value STR +2/16), tail (damage
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value STR/14), miracles
Equipment: hrockt shoot
Weapons 1 General nla
lncidental nla
Starting Money: SO
Dncription: Once a warrior fight·

ing for Baruk Kaah,. you've seen the
blasphemy in his ways. Now, you are
speaking out against him, travelling
through the Living Land and beyond,
carrying stories of the true message of
Lanala and the way Takta Ker used. to
be.

Converted Human Optant
(T: Core Earth-Living Land)

Attribute Template: Willpower
Skill Note~Tag (juith (lAMQIo»
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: miracles
Equipment: focus item (blessed
plant) focus +2/21
Weapons 1 (hrockt shoot only)
General nla Incidental nla
Starting Money: $0
Description: How the world has

changed for you. When the invaders
came, they destroyed your world, but
they gave you something new and
wonderful at the same time. Baruk
Kaah did his job of recruiting you 
too well. Now that you see the evil in
his perversion ofLanala's will, you act
to counter it and destroy him.

Note: You must take at least one
add in thejocusskill and you may take
any of the Takta Ker miracles.

Angry Gotak

Attribute Template: Adrenalin
Skill Notes: Tag (melee weapons)
1: Adrenalin 2: Presence
3: Willpower
Special Abilities: claws (damage
value SfR+3/1n, teeth (damage
value STR+2/16), tail (damage
value SfR/14)
Equipment: Sacrificial Stone Dag
ger
Weapons 1 (hrockt shoot only)
General nla Incidental nla
Starting Money: $0
Description: You are really, really

mad. Your uSaa~u the thri~
Baruk Kaah lied to you and told you
that you were Special; you could use
dead things because Lanala wanted

you to. But then, you felt yourself be
coming undean and sacrilegious.
Now, you live only to take the stone
dagger the High Lord gave you and
bury it in his heart.

Nile Empire
Character Creation

Storm Knights from the Nile Em·
pire are of many different sorts. Some
are costumed heroes who have come
to Earth in order to bring the villain
Mobius to justice after so many years.
Some are citizens of the Empire, out·
raged by the atrocities of the Pharaoh,
whohaveswom to die fighting against
him and his minions. Still others are
practitionersoftherealm'sartsofwdrd
scitnaand Egyptian magic, who have
chosen to use their fantastic abilities
for the good the people, against the
will of the realm's High Lord.

Note: All characters from the Nile
Empire are of either good or evil Incli
nation. Storm Knights from the Nile
Empire are considered to be of good
Inclination. For more information re
garding lnclinations, see page 44 of
the Torg World Book, or pages 60-62 of
1M Nile Empire sourcebook.

Nile Empire
Character Profiles

Kid Sidekick

Attribute Template: Willpower
Skill Notes: Tag (charm)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities: Gizmo· (choose
1 power which has an adventure
cost of 3 or less)
Equipment: High-powered Sling
Shot (damage STR +3/17)
Weapons 1 General 3
lncidenta14
Starting Money: $20
Description: The Mystery Men

have been your heroes since before
you can recall. When you got hold of
your gizmo, you decided to help them
out. Now all you need to do is find a
hero to team up with.



Chapter Two
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Weird Science Prodigy

Attribute Template: Willpower
Skill Notes: Tag (w6rd sdnIce)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities: Gizmo· (choose
2 powers which have adventure
costs of 3 or less)
Equipment Possibility capacitor,
scientific tools, portable battery
Weapons 1 General 5
lncidenta13
Starting Money: S500
Description: The principles of sci-

ence have always been easy for you to
grasp. Unfortunately, your talents
were discovered by the Empire, and
you were placed in their service. When
you were ordered to travel to a new
world, your chance to escape arrived.
Now hunted by the Empire, you've
sworn to use your scientific prowess
in bringing the madman Or. Mobius
to justice.

Vengeful Hero

Attribute Template: Adrenalin
Skill Notes: Tag (missile combat)
1: Adrenalin 2: Willpower
3: Presence
Special Abilities: Powers· (select
up to 3 powers from those listed in
the Torg World Book and/ortheNile
Empiresourcebook. Foreach power
selected, reduce your starting p0s
sibilities by 1)
Equipment: Flashy costume, heavy
crossbow grappling hook
Weapons 1 General 4
Incidental 3
Starting Money: S500
Description: You had thought that

Dr. Mobiushad disappeared longago.
But then, when you least expected it,
he popped up and fled to another "re
ality." You and the rest of the Mystery
Men followed him there, but then, in a
great battle, he killed your partner.
Now, bringing him to justice isn't
enough; you've got to humiliate him
and destroyhispower from the ground
up.

Eccentric Mathematician

Attribute Template: Willpower
Skill Notes: Tag (m4thcnatics)
1: Willpower 2: Presence
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3: Adrenalin
Special Abilities: Nile math
"spells"
Equipment: Quill, ink, papyrus,
and any necessaryspell components
Weapons 1 General4
Incidenta14
Starting Money: S333
Description: Mathematics, the key

to magic. Most of your life, you were
a rich businessman but then, travel
ling to the FarEastofTerra,you leamed
about spatial relationships and prob
abilities. You realized that everything
revolves around numbers and math
ematical symbols. Your life is devoted
to learning more and spreading that
knowledge(even thoughsome people
seem very resistant to learning ...)

Priest of Ra

Attribute Template: Presence
Skill Notes: Tag (faith(Egyptilm Re
ligion»
1: Presence 2: Willpower
3: Adrenalin
SpecUJ Abilities: miracles
Equipment Ankh· (focus +2/20),
Weapons 1 General 3
lncidental4
Starting Money: $50
Description: The gods of Egypt

grant great gifts to those who worship
them. You are one of those worship
pers. But, as of late, you have seen the
gods' gifts beingused for evil, and that
is something you simply cannot stand
for. You fight Mobius, not so much for
this world he has invaded, but in the
hopes of righting the wrongs done by
the Pharaoh and his minions.

Former Politician
(T: Core Earth-Nile Empire)

Attribute Template: Willpower
Skill Notes: Tag (charm)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities: n/a
Equipment: Schmeiser SMG,

rolodex of several political contacts
Weapons 1, General 4, Incidental 4
Starting Money: $1000
Description: Before the invaders

came, you saw the world as a very
complicated place:checksandbalances
crossed your desk every day, and you

fought to protect your people's inter
ests while at the same time keeping
your country's interests in the fore
front of your mind. It was so hard
telling right from wrong; there were
so many shades of gray.

But now, that's all changed. "Pha·
raoh" Mobius and those that work for
him are evil; everyone else is good..
Some of your superiors couldn't see
that, so you resigned. Now, armed
with your experience and your con
tacts, you are going to go to the fro.nt
lines with the Storm Knights.

Dilettante Detective

Attribute Template: Willpower
Skill Notes: Tag Cfiml)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: incredibly
wealthy·
Equipment:.455Webbley Revolver
Weapons 2 GeneralS
lncidenta14
Starting Money: $5000
Description: Growing up on

Agatha Christie and Jaques Futrelle
novels, you've always loved a good.
mystery. But you came from a privi
leged and wealthy class. Really
wealthy. Your parents spoiled. you
rotten and gave you everything you
wanted - except your freedom. But
now you're in the "New Nile Empire"
and they're back on Terra. You can do
what you want. And what you wantto
do most is be a detective - and track
down the evil "Dr. Mobius" and bring
him to justice.

As long as it isn't too difficult.

·You are really, really rich. This re
quires a background event. Unfortu
nately, most of your money is tied. up
in businesses and, you suspect, inten
tional red tape. You carrya lotofmoney
with you, and you can usually get
more quickly, but it really makes you
mad (and a little scared) when you
can't.

Masked Avenger
(T:Core Earth-Nile Empire)

Attribute Template: Adrenalin
Skill Notes: Tag (unarnred combat)
1: Adrenalin 2: Presence
3: Willpower



Chapter Two

Special Abilities: Powe'" (select
one power with anyadventure cost
and reduce your starting possibili
ties by one»
Equipment: Subdued Costume,.45
Automatic
Weapons 3 General 3
Incidental 3
Starting Money: $200
Description: The Shadow and Doc

Savage were your childhood heroes.
Men who fought the forces ofevil, and
brought its perpetrators to justice. If
you could only be like them. Well,
now you've been given the chance,
and you've never felt better in your
life.

Note: All Nile Heroes have amoral
objection to killing - to some extent
oranother-but you remember some
thing of your former life. Sometimes,
somdi~,deadlyforceisnecessary

harsh, but true.

Aysle Character
Creation

Storm Knights from Aysle often
resemble characters from popular fan·
tasy fiction. Vikings, mages, and priests
all exist there, as do giants, elves, and
dwarves - and, of course, monsters.

One unique element of Aysle, how
ever, is the predominance of magic in
its society. All Ayslish natives have at
least one magic skill and one arcane
knowledge (see the "Magic By Birth"
chart in the Aysle sourcebook).

Ayslish characters can also gain
honor and corruptiQn, depending upon
their actions. In beginning character
generation, each character can start
with a maximum of one add in honor
or corruption.

Magical Skill. and Arcane
Knowledge.

All Ayslish charactersareborn with
inherent magicaJability. Each has one

of the four magic skillsand one arcane
knowledge, each at one add. All char·
acters who have Aysleas theiroriginal
cosm are entitled to these skills at no
cost. U the character is a magic user,
the magic add he receives does not
count toward the limit of three start·
ing adds in a skill.

For example, an Elven Mage who
has apportation FTUlgiC as his birth magi
cal skill could have up to four adds in
apportation mQgic - if she is Willing to
spend the additional adds. When cre
ating Ayslish characters, roll on the
the "Determining Magic by Birth
Chart" on page 23 of the Aysle
sourcebook to determine the magic
skill and arcane knowledge she re
ceives.

When a character selects more than
one magical skill, or one magical skill
as her tag skill, she gets twelve arcane
knowledge adds. She may then use
these adds to pick additional arcane
knowledges and/or spells. Each spell
must be one she is able to cast (unless
the background description says dif·
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ferently).lfa characterwishes to select
additional spells after all arcane
knowledges points have been spent,
she may do so at the cost of one of her
starting possibilities per spell.

Honor and Corruption

Ayslish characters are able to gain
thehonorandlorwrruption skillsbased
upon their actions within the realm.
This is described on pages 49--54 of the
Aysle sourcebook. Characters from
Aysle may begin with either the honor
or corruption skill, but can only start at
one skill add. Additional adds must
be earned according to the guidelines
in the Aysle sourcebook.

Aysle
Character Profiles

Elven Dragon Rider

Attribute Template: Adrenalin
Skill Not~Tag (bezst riding)
1: Adrenalin 2: Willpower
3, Presence
Spedal Abilities: Enhancement
Packages (Minimum l/Maximum
2) - each Enhancement Package
providesthreeextraattributepoints
that can be put into any attribute
except Toughness. Each has either
an AdventureCostof 1,ora limited
attribute of 7 (see the "Character
Creation" Chapter in the Aysle
sourcebook).
Equipment: magical spear (a plus
to damage)"', chain armor
Weapons 3 Genera14
Incidental 3
Starling Money: $75
Description: You'd fought for the

army of Pella Ardinay for years, never
realizing that your Queen was p0s
sessed by the evil Uthorion. But then,
you learned the truth-in the midst~f
a battle.Tumingyowfaithful Dracorus
Aysle from the fray, you fled.

But this moment of conscience cost
you dearly. When you landed, you
learned from your dragon that she
had been enslaved into service, not a
volunteer. Cursing Ulltorion for his
evil, you released her, vowing to make
amends. When she flew off, she prom-
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ised that, when that day came, you
might be reunited.

Giant Mage

Attribute Template: Willpower
Skill Notes; Tag CPltuation "",gic)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: Enhancement
packages (minimum 11maximum
3) ~ch Enhancement Package
provides 3 extra attribute points.
Points can be put intoSTRandTOU
only. Each has either an Adventure
cost of L or a limited attribute. The
first limited attribute is 7, each ad
ditional is 6; magical spells.
Equipment: Magical staff (may
store one impressed spell of one
arcane knowledge type until cast;
the character must select the spell
from th05eShe knowsand cancast),'"
spell components
Weapons 2 General 4
Incidental 4
Starting Money: $75
Description: Your travels from

Lower Aysleto Upper taught you that
not all dwarves and humans are your
enemies.Somemay evendeserve your
respect. Lookhowtheyoften misjudge
you. You are large, and you appear
slow, but that is only because you are
usually deep in thought. Learning
magic wasn't easy, but now you hun·
ger for more - and the defeat of the
evil High Lord.

Dwarven Priestess

Attribute Template: Presence
Skill Notes: Tag (faith (an Ayslish
deity aligned with honor»
1: Presence 2: Adrenalin
3: Willpower
Special Abilities: miracles
Equipment: Holy symbol, leather
armor, medical kit
Weapons 2 General 4
Incidental 4
Starting Money: $150
Description: Deep underground,

your race forge tools and armor for the
wars-on both sides. You came to the
surface to find. out what was going on.
Seeing the forces of the Ught nearly
overwhelmed by those of the Dark,
you pledged yourself to the healing

and protection of those wounded by
evil. You fight, but only to defend
those who cannot help themselves.

Impatient Mage
(T: Core Earth-Ayslel

Attribute Template: Willpower
Skill Noles; Tag <ditriPUltion magK:)
1: Willpower 2: Adrenalin
3: Presence
Special Abiliti~spells
Equipment: Spell Components for
all but one spell chosen (your
choice), grimoire, the formula for
onespell that you cannotcast (yet).'"
This spell does not cost you a possi
bilityorarcane knowledge until you
want to learn it.
Weapons 1 General 3
Incidental 4
Stamng Money: $0
Description: Magic fascinated you

all your life, but you were trapped ina
time and a place where it was "impos
sible:' Frustrated, you travelled lite
Earth looking for answers.

Then,. one day, you were caught in
the invasion and yow dreams came
true. Magic was real, and you were
able to use it. But it took so long to
learn. So,armed with your knowledge
so far, you set out on a quest to find
more.

Viking Sailor
(T: Core Earth-Ayslel

Attribute Template: Adrenalin
Skill Notes: Tag (melee wenpons)
1: Adrenalin 2; Willpower
3: Presence
Special Abilities: nla
Equipment: magical battle axe
(damage value +6/20), hide and
fur armor
Weapons 3 GeneralS
Incidental 3
Starting Money: $750
Description: Your ancestors had

been builders of Viking Longboats,
and you knew their history well But
when you werecaught in the invasion
and pressed into service as a real Vi
king, you saw the terror and pain they
caused. Onenight, in the fog, you stole
your captor's weapon and a skiff full
of furs and plunder and headed for
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England. Selling the goods and the
boat, you have made enough money
to start on your quest to repel the
invaders of yow former reality.

Note: You must take at least one
add in wattT vthicles.

Cyberpapacy
Character Creation

Storm Knights from the
Cybe.-papacy ""'ge from cybenledt
..., to jaz fight..., to ex-Cybe.-papal
agents,towitchesandwarlockshunted
for heresy. Most have cyberware of
some kind, as the Maelstrom Bridges
and the Darkness Device automati·
caUy implant neural jacks in all cosm
characters who cross them.

Characters have considerable
amounts of cyberware, taking advan
tageof the enhanced abilities that only
cyberware can provide. Heavily
cyberred characters must beware of

Cyberpsychosis, a neurosis brought
on by the dehumanization of the body
duetoexcessiveamountofcyberware.
For more information about
Cyberpsychosis, see page 92 of 1M
Cyberpapacy soura!book.

Beginning With Cyberware

In the Character Creation section of
The Cyberpapacy sourcelx>ok, it says
that gamemasters should not allow
beginning characters to have a Cyber
Value ten points higher than their
Spirit. This is because cyberware, if
given out too freely, can unbalance a
campaign and, if Cyberpsychosis
checks are made by the rules, the char
acter will have tooshortapiaying time
anyway.

To reflect this, all Cyberware speci
fications have been given in the fol·
lowing manner: each character with
cyberware is allowed a Cyber Value
that exceeds her Spirit by a number (or
is smaller by a number). When the

player and the gamemaster decide on
cyberware for a beginning character,
the Cyber Value of the total eqUip""
ment cannot exceed this number. If
you and yowgamemaster think this is
too restrictive (or not restrictive
enough) for your campaign, then
modify it accordingly.

Cyberpapacy
Character Profiles

Cyberlech Engineer
(T: Core Earth-Cyberpapaeyl

Attribute Tempbte: Willpower
Skill No,.., Tag (cyberlechnology)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities:Cyberware:Hack
(2), Cyber Value: up to SPI +6
Equipment: Cybertech Med Kit,
cybertech tools
Weapons 2 General 3

••
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Incidental 4
Starting Money: $400
Description: You've always had a

way with your hands. You entered
medical school right after college, and
were dose to finishing your studies
when the collapse occurred. But then,
with the tech surge, your knowledge
seemed to grow incredibly. You un
derstood the basics of cyberware as
though you'd studied it all your life.
Now you choose to use your skills to
aid the resistance, against the Anti
Pope Malraux.

GodNet Jumper

Attribute Template: Willpower
Skill Notes: Tag (cyberdeck opera
tions)
1: Willpower 2: Adrenalin
3: Presence
SpecialAbilities:Cyberware:J-Jack
(2), Cyber Value: up to SPI-2
Equipment:Cyberglidecyberd.eck,
sixpoints in programs,oneofwhich
may be worth three points
Weapons 2 General 4
lncidental3
Starting Money: $800
Description: On your home cosm

of Magna Verita, you always enjoyed
exploring. Youwouldspenddaystrav
elling alone within the vast stretches
of forest which lay near your home
village.Things havechanged now,and
insteadofexploring thegreatoutdoors,
you now explore the great indoors of
the GodNet. Where many fight the
Anti-Pope Malraux on the streets of
Avignon, you fight him within the
world of the GodNet.

Hunted Cyberpriest

Attribute Template: Presence
Skill Notes: Tag (focus)
1: Presence 2: Willpower
3: Adrenalin
Special Abilities: Cyberware:
EphiphaNeur (no homers or faith
chips)(2), NeuraCal (5), Cyber
Value: up to SPI +5, miracles
Equipment: HolySymboland Book
Weapons 3 General 1
Incidental 1
Starting Money: SO
Description: You are in trouble.

When you started to question the va
lidity of theCyberpope's ways in your

mind, you were watched. When you
tempered yourjudgementwith mercy,
they came after you. When you ran,
they were always right behind.

Luckily, you convinced a
cyberleggerthat you weresincere,and
he removed the homers from your
cyberware - before they caught and
killed him. Now, in hismemoryand in
the memory ofall theother Anti-Pope's
victims, you fight in God's name.

Warlock Spirit

Attribute Template: Willpower
Skill Notes: Tag (conjuration rtUJgk)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities:Cyberware: J-Jack
(2), ChipHolder (1), Cyber Value:
up to SPI +8
Equipment: Spell Components for
all spells selected, Armor of God
Weapons 1 Genera13
lncidenta14
Starting Money: $100
Description: You areso lucky.Tried

and convictedof heresy for your magi
cal poWeI5, you were stripped ofyour
body and thrust into Purgatory. You
don't know how long you were there,
but you ended up inside a Spirit chip.
You belonged to a Hospitaller whose
mind was destroyed by Cyberpsych
osis - so you moved in. Now, you
fight against the Cyberpope, but you
are deathly afraid of being pushed
back into the Net.

Town Elder

Attribute Template: Willpower
Skill Notes: Tag (scholar(Magna.
Verita»
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: you haveseveral
contacts all through the
Cyberpapacy and the Paris under
ground, Cyber value up to SPI-4.
Equipment: history books
Weapons 2 General 4
Incidental 3
Starting Money: $1200
Description:BackonMagna Venta,

the people of yow village were wor
ried. they thought that Malraux may
not be following the True Way, espe
ciallysince this "CyberpopeH business.
So they sent you to check.

They were right. When you came
across the bridge, you were trans
formed, and you saw theinfamyof the
Cyberpope. You realize now that the
only way back is over his corpse.

Legionnaire
(T: Core Earth-Cyberpapacy)

Attribute Template: Adrenalin
Skill Notes: Tag (nJogy wea,xms)
1: Adrenalin 2: Presence
3: Willpower
SpecialAbilities:Cyberware:J-jack
(2), Cyber Value: up to SPI +8
Equipment: GWI HalloMesh,
NeuraCa1(S),Trigon Springer Legs
(4)
Weapons 3 Genera12
lncidental2
Starting Money: $200
Description: Your career allowed

you to see foreign lands far form your
homeland. But now, what has become
your home has changed into a strange
and dangerous place. When you re
turned with your company, you were
attacked by "HOGS,H and you nearly
died. When you woke up in a
cyberlegger den, you were being
equipped with new legs and other
"cyberware." You will never forget
the pain.

Or forgive the Cyberpope.

Nippon Tech
Character Creation

Storm Knights from Nippon Tech
include ninjas, ronin, computer hack
ers, and disgruntled corporates. Most
havesomeconnection tothecorporate
world of the realm, either by engaging
in corporate battles, or by being em
ployed by one corporation or another.
Martial Artists are commonwithin this
realm, as are intrigue, suspicion, and
betrnyal.Stann Knightsshould bevery
careful when dealing with anyone
from within Kanawa's realm of
Nippon Tech.

Martial Arts

Characters who begin the game
with martial arts must selectoneof the
styles in the Nippon Tech sourcebook
and perform training. Because of the
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intensity and discipline of this train
ing, it costsabeginningcharacter three
skill adds for the first add in martial
arts. After that, each add has the nor
mal cost.

Nippon Tech
Character Profiles

Industrial Spy (T: Core
Earth-Nippon Tech)

Attribute Template: Willpower
Skill Notes: Tag (disgu~)

1: Willpower 2: Adrenalin
3: Presence
Special Abilities: nfa
Equipment: Disguise Kit
Weapons 2 Gener.tl4
lnddenta14
Stuting Money: $4000
De&cription: Your career in espio-

nage beganwhen you took a jobwork
ing for a government agency. Butafter
an embarrassing coverup, you quietly
left and entered the corporate circles.
You soon realized that the incidents
that were shaking up the corporate
world were not coincidence. They
somehow were linked to the arrival of
the High lords. and you have pledged
yourself to uncovering the truth.

Technician on the Run

Attribute Template: Willpower
Skill Notes: Tag (science)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities: n/a
Equipment: Tech 24 Tool Kit and
Spare parts
Weapons 1 General 4
Incidental 4
Starting Money: $200
Description: Your work in design

and research of robotics and artificial
intelligence earned you fantastic pr0
motions. But when you learned that
your research was not going to be
used for the peaceful reasons you de
veloped it, you resigned. You then
found out why no one you knew who
resigned was ever heard from again.
You now use your skills to fight the
Kanawa Corporation, and aid the citi
zensof the Earth in their battlesagainst
3327.

Reformed MarSee Agent

Attribute Template: Adrenalin
Skill Notes: Tag (fire combat)
1: Adrenalin 2: Willpower
3, Presence
Special Abilities: nfa
Equipment: Kyoto Police RKD (ar
mor)
Weapons 3
Incidental 3
Starting Money: $100
Description: Marketplace Security

had been your employer for years. It
was a great honor to enforce the laws
which made Marketplace the world it
was. But then you began to notice a
shift in power that seemed to unbal
ance the Triad. Investigating.. you
found that the head of the "Kanawa
Corporation," 3327 was involved 
and so was his "'Maelstrom Markets"
orwhatever it was called. You want to
know more, but you'll have to avoid
your former comrades to find out.

Burakumin
(T: Core Earth-Nippon Tech)

Attribute Template: Willpower
Skill Notes: Tag <SurvivaO
1: Willpower 2: Adrenalin
3, Presence
Special Abilities: extensive con
tacts and knowledge of Tokyo
Equipment: knife
Weapons I, General 2. Incidental 2
Starting Money: SO
Description: Your life wasn't ga

ing anywhere. As one of hundreds
condemned to life on the streets you
had nearly resigned yourself to a life
of poverty. But then you learned of the
reasons for your predicament. The
corps had the money to aid you, but

P rofile On:
Kenneth Markham

Tim has already decided that
Ken is from the Nippon Tech
realm, so after looking over the
CharacterProfilesavaUable from
that realm, he decides that the
Industrial Spy Profile is one that
looks interesting.

Chapter Two

they chose to let you starve instead.
Now it's your tum to geteven. Able

bodied, youstrikeout in terrorist-style
against thecorporationsand your less-
fit friends on the street help hide you.

Young Disciple of Palan
(T: Core Earth-Nippon Tech)

Attribute Template: Presence
Skill Notes: Tag (faith (PaEan»
1: Presence 2: Willpower
3: Adrenalin
Special Abilities: miracles
Equipment: Holy Book of Knowl
edge, nunchaka
Weapons 1 General 1
Incidental 3
Starting Money: SO
Description: Your home of Japan

seemed largely untouched by the
events of the Possibility Wars. You
considered yourself lucky, until you
met that aged man who warned you of

I.
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an invader who had taken control of
your homeland. The man told you of
the teachings of Palan, and how he
had fought the invader in the name of
Palan. It was when the man was shot
dead in front of your eyes that you
realized he was not crazy. Escaping
the man's killers, you took his book of
knowledge and swore to continue his
fight. But, since you are not as good as
him in using "miracles," you often use
less divine methods.

Industrial Saboteur

Attribute Template: Willpower
Skill Notes: Tag (science (demoli·
tions)
1: Adrenalin 2: Willpower
3: Presence
Special Abilities: nla
Equipment: Electronics Tool Kit, a
small amount of explosive
Weapons 2 General 4
Incidental 3
Starting Money: $400
Description: Every corporation

needed jobs performed that were of a
discreet nature, and you were the one
they called to perform them. But then,
they double-crossed you and left you
for dead. You tracked down your be
trayers, only to learn they had gone to
a new world called Earth. Since they
work for 3327, he is now your enemy
and you will not rest until he is de
stroyed.

Edeinos Opportunist
(T: Living Land-Nippon

Tech)

Attribute Template: Presence
Skill Notes: Tag (persuasion)
1: Presence 2: Adrenalin
3: Willpower
Special Abilities: nla
Natural Tools: claws (damage STR
+3/16), teeth (damage value STR
+2/15), tail (damage value STRI
14)
Equipment: Briefcase with office
supplies
Weapons 2 Cenera13
Incidental 4
Starting Money: $1500
Description:Youcametothisworld

seeking new experiences that you
could provide Lanala, your goddess.

But when you saw the beings of this
world as people insteadof"dead ones"
and Baruk Kaah as an evil destroyer,
you vowed to fight against him.

After the "softskins" defeated your
former Lord inSacramento, you found
that you understood them better than
before. As a native of the Living Land,
you found you could go in and get
things thesoftskins needed - animals
for food, and raw materials for pnr
duction. Now, you fight the war and
turn a profit at the same time.

Orrorsh Character
Creation

Most of the Orrorshan characters
have strange abilities and characteris·
tics- whether they will it or not. The
Power of Corruption is strong in
Orrorshand, unlike in Aysle, it is nearly
unbeatable. Certain abilities, such as
shape-shifting and theoccultskill,skirt
the line of corruption and can damn a
character before she realizes it. It is
recommended that players and
Gamemastersalikeconsult theOrrorsh
sourcebook while creating characters
from this realm.

Orrorsh
Character Profiles

Indonesian Occultist
(T: Core Earlh-Orrorsh)

Attribute Template: Willpower
Skill Notes: Tag (research)
1: Willpower 2: Presence
3: Adrenalin
Special Abilities: you may choose
true sight or the occult as skills
Equipment: Occult books, histori·
cal texts
Weapons 2 General 2
Incidental 3
Starting Money: $150
Description: Your studies of the

were little more than a hobby in the
old days. but then, the past becamethe
present and your nightmares became
a reality.

Now, it seems your knowledge of
the Occult is all that will aid you in
your fight to reclaim your world. But

you must be careful not to let the hor
ror claim your soul.

Muslim. Occultist
(T: Core Earlh-Orrorsh)

Attribute Template: Willpower
Skill Notes: Tag (occult)
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: the
Equipment: Ceremonial Knife, Oc
cult Kit
Weapons 2 General 2
Incidental 3
Starting Money: $150
Description: The occurrences you

heard of were surely a sign from Allah
that the world was going to pay for its
sacrilege. But then you realized the
truth. Invadershad come, and brought
terrors with them that would rival
even the blood thirst of Kali. This evil
crossescultural and racial boundaries.
You must all work together or the
world will be lost.

You must even work with those
foolish "Victorians."

Reformed Servant

Attribute Template: Adrenalin
Skill Notes: Tag (scholar (high soci
ety»
1: Willpower 2: Adrenalin
3: Presence
Special Abilities: nla
Equipment: Latest clothes, toilet
ries
Weapons 2 General 3
Incidental 4
Starting Money: $150
Description: Your father was a

gentleman's gentleman, and his fa
ther was a gentleman's gentleman, so
you became one yourself. You were
employed by a prominent Victorian
colonel for many years on Gaea and,
while he fought the horrors that threat·
ened your world, you made sure he
always had tea and the evening paper
waiting for him.

You taught him the finer things;
you clothed him, you paid his lesser
servantsand, when hewasfinallyover
come by the Gaunt Man's Power of
Corruption, you killed him. Anything
for the master.

Now,you seek todestroy those who
destroyed your life. These "Storm
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Knights" maybeuncouth ruffians, but
you can live with that. U only they
stopped for tea ...

Victorian Shopkeeper

Attribute Template: Presence
Skill Notes: Tag (persuasion)
1: Presence 2: Willpower
3: Adrenalin
Special Abilities: nfa
Equipment: Standard Cross Re
volver,leatherapron, six silver bul
lets
Weapons 1 General 2
Incidental 3
Starting Money: $500
Description: The merchanfs life

had been yours for as long as you can
remember. You came to this world
and set up yow shop at the request of
Her Majesty's army. Now here, you
can see how the terrors of yow world
are preyingon thisone,and. have joined
those who fight the horrors of this
realm.

Shape-Shifter

Attribute Template: Presence
Skill Notes: Tag (shapeshifting)
1: Presence 2: Adrenalin
3: Willpower
SpecialAbilities: shapeshifting>t (see
the Orrorsh sourcebook for details)
Equipment: Colt Peacemaker
Weapons 1 General 1
Incidental 3
Starting Money: $0
Description: The curse of the

shapeshifterwasnunored tobe in yow
family, but you never thought it could
be true. Then. on the day you reached
your 21st birthday, you learned your
true nature. Toral the Nightmare tried
to seduce you to the side of Corrup
tion, but you refused to allow yourself
to be used. You now fight the Night·
mares, and all servants of the Gaunt
Man, either on Gaea or on this new
world Earth.

U only you could get clothes that
wouldn't rip when you changed.

Note: You must design two tem
plates: one for yow "normal" sell,one
for yow shapeshifted animal form.

Hindi Spirit Medium
(T: Core Earth-Orrorsh)

Attribute Template: Presence
Skill Notes: Tag (spirit medium)
1: Presence 2: Willpower
3: Adrenalin
Special Abilities: spirit medium
powers
Equipment: Hindu Holy book,
Cralish Holy bcMJk
Weapons 2 General 3
Incidental 3
Starting Money: S300
Description: You always felt you

were in touch with the supernatural.
Now, with the supernatural horrors
and monstersoutsideyowfront door,
you must use your newfound abilities
todrivethemoff. You deal ininforma
tion, and that is the only weapon that
can help your world now.
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Bedevilled Ramus

Attribute Template: Presence
Skill Notes: Tag (Nunt)
1: Presence 2: Willpower
3, Adrenalin
Special Abilities: you may have
the truesight"orspirit medium- skills
Equipment two knives, backpack
full of food
Weapons 2, General 2, Inddental3
Starting Money: $50
Description: Before you journeyed

down the Maelstrom Bridge to this
world, you were a powerful leader of
a gypsy tribe. But then, disaster struck.
Somehow, you found out that the
daughter of one o( yow tribesman
wasusingtheunholylX'CU.1t. You tried
to save her soul, just like you tried to
convince her parents of her comJp
tion. Too late, they learned you were
right. You couldn't stop the comJpt
child from destroying yow tribe, but
you put a stop to her.

For the moment.
You know you did not use her true

death, and you fear her coming for
you. You travel toescapeand tosearch
for a way to put her to rest forever.

Victorian Detective

Attribute Template: Willpower
Skill Notes: Tag (~arullysis)
I: Willpower 2: Presence
3, Adrenalin
Special Abilities: nla
Equipment Magnifying Glass, fin
gerprint kit
Weapons 2 General 3
Inddental4
Starting Money: $150
Description: You are constantly

active in your quest for justice - and
the solving of new mysteries. Some
times you wonder which is more im
portant. You scorn the "supematu-
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raI," knowing that a strong, human
mind can overcome any obstacle. 0c
casionally, you consult the "mystics,"
but, even then, you realize they are
just theatricizing the true detective
p""",",.

Creating Your Own
Character Profiles
If you want to create a character

type other than those presented in this
book, here are some guidelines for
how to create yow own profiles. If
you are a gamemaster creating these
for yow players to use, you are the
sole judge ofwhat is and is not accept
able. If you are a player is creating a
new profile for yourself, make sure to
showyourcreation to thegamemaster,
(or she is the one whodecides whether
or not you can use it in her campaign
(remember "Step Zero: Talk with the
Gamemaster").

1. Name: This is just that, a name
which describes the type of character
the profile will refer to.

2. Attribute Template: What type
of character do you want to create? Is
he physically strong? Is he a genius?
Or is he spiritual and charismatic?
Take a look at the attribute templates
on page '17and choose which onesuits
the character type you're trying to
create.

3. Skill Notes: What is the
character's tag skill? A tag skill is es
sentially the character's best skill, or
the skill which is based on his profes
sion. A character's tag skill will often
be a skill from the same group as the
character's attribute template. After
you'vechosen the tagskill,decidewhat
are the profile's skill categories are.
Remember that a character can have

no more than five skills in his second
ary skill category, and no more than
three skills in his tertiary category.
Think about theskillscharactersbased
on yourattribute template would nor
mally have, and base your choices
upon that.

4. Special Abilities: Would charac
ters based on this profile have Special
abilities, such as natural tools, or
cyberware, or Nile powers? Only
characters from certain cosms I realms
can have special abilities.

5. EquipmentListoneortwopieces
ofequipment that characters based on
this profile would have. Soldiers
would have weapons, mages have
spell components, a cyberdecker
would have a cyberdeck, etc. Next,
decide how many pieces of each type
ofequipment (Weapons,General, and
Incidental) the character might have.
Only those characters who do little
but fight should get more than two
weapons.

General Equipmentshouldbebased
onhow muchstufi the characterwould
likely carry with him. Incidentals
should be based on the imagined per
sonality of the character. If he is the
kind of person who neverthrowsany
thing away, give him fauror fiveinci
dentaIs.

6. Starting Money: For each realm,
there are 4 "wealth levels" that deter
mine how much starting money a
character will get. Chapter Five lists
the wealth levels for each of the
realms. Modify this according to your
character conception.

7. Description: Write a few para
graphs on where the character type is
from, and why a character like him
might have become involved in the
POSSibility Wars.



Chapter Three

Attributes
and Skills

liI'l hischapterdealswiththeselection of attributes
and skills of a Storm
Knight character. Spe
cific guidelines are pro--

vided which outline the hows and
whys ofdetermining the attributesand
skills of a Storm Knight.

STEP THREE:
Assign Attribute
points and Skill

Adds
Once a Character Profile has been

chosen, the next step is to assign val·
ues to his attributes, choose the
character's skills, and assignskill adds
to them. Let's begin with assigning
attribute points.

Attribute Templates
An attribute template is a list of the

minimum and maximum values of
eachofthe seven Torg attributes. There
are three different attribute templates,
Adrenalin, Willpower, and Presence, each
corresponding to a groupofattributes.
These groups are the same as the ones
used on the Adrenalin, Willpower, and
Presence drama deck cards.

Adrenalin refers to Dexterity,
Strength, and Toughness; Willpower
refers to PerceptiDn and Mind; and Pres
ence refers to Charis11Ul and Spirit. The
Adrenalin template is used for charac
ters who are physically strong and
tough. Examples from the Torg boxed
setwouldincludetheToughHeroand
the Contract Ninja. The Willpower
template is used for characters who
have high intelligenceandstrong men·

tal resolve. Some examples would in
clude Curious Mage and the Adven
turousScholar. The Presence template
is used for characters who are spiritu·
ally strong andlor charismatic or per·
suasive. Examples might include the
Doubting Cleric or the Covert Opera·
tive. The attribute minimum/maxi·
mum limits for the three attribute tem
plates are listed below.
Attribute Amnalin Willpower Pftunce

DEX llr ·/11 ·/10
5TR 11/" '/11 '/10
TOU 11/" '/11 '/10
PER '/10 11/" '/11
MIN '/10 11/" '/11
CHA '/11 '/10 11/"
SPI ·/11 ·/10 11/·

• The minimum/maximum
value is that of the cosm or race
of the character.

Why the Limits?

Okay,don'tworry;wearen'tchang·
ing the basic Targsystem. As stated in
the Introduction, this isasupplement to
the existing rules. The whole point
behind the CharacterCreationsections
in the Stann Knights' Guide is to pro
vide ways you can design "theme"
characters. These rules help players
design characters in ways they haven't
before - either because they're
'1ocked into" asetwayofdoingthings,
orbecause they hadn't though of these
ways before.

If, for example, you feel that a par.
ticu1ar character profile should have
an Adrenal template instead ofa Pfes..
ence one, or if you think these limits
just aren't what you're looking for,
then modify them. Give this way a try
first, however; you might decide you
like it.

I.
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Cosm Limits Table

Assigning Attribute
Points

Now it's time for Tim to as
sign the values for Ken's at
tributes.The AttributeTemplate
listed for the Industrial Spy Pn:r
file is Willpower. But the
Adrenalin attributes are alsog~
ing to be important to Ken, so
Tim needs to split up the 66 at
tribute points so that Ken is not
short-suited in either his
Adrenalin or Willpower at
tributes. After some debating
with himself, Tim chooses to as
sign Ken's attributes in the fol
lowing manner:

DEXTERITY 10
STRENGTH 9
TOUGHNESS 9
PERCEPTION 11
MIND 11
OlARISMA8
SPIRIT 8

These attributes provide Ken
a fairly even distribution, allow
ing him to be good at many dif
ferent types of skills.

Profile On:
Kenneth Markham

AfterassigningyourStormKnight's
attribute points, it's time to choose her
skillsand assign skill adds. Eachchar
acter has up to 16 skill adds to distrib
ute among his chosen skills. 1ltree of
these adds must be put into the
character's tagskill Oisted on theChar-

The Master Skill List

On page 29 is a listing of all the
skills available to characters from all
of the cosms of the Possibility Wars.
To determine if a skill is available toa
character, find the skill along the left
hand column, and read across to the
cosm of the character. U there is a "YH

listed, that skill is available. Other
wise, the character cannot normally
learn that skill at the beginning of her
career.

Selecting Skills and
Assigning Skill Adds

Orrorsh
OEXI3

SPI13

Skills and Skill
Categories

Each Character Profile includes the
character's tag skill as well as the num
ber of skills from each skill category
that the character is allowed to start
with. Skill categories are a way of
grouping skills according to the at
tribute(or groupofattributes) that the
skills are based on. There are three
skill categories, justas there were three
attribute templates: Adrenalin, Will
power, and Presence. Each skill cat
egory contains all the skills that are
based on the attributes of that tem
plate group. Of course, since there are
no TOLlghruss skills, the Adrenalin cat
egoryonlycovers Strength and Dexter
ity skills.

The number of skills of each cat
egory available to each Character Pro-
file is found under the "Skill Notes"
heading of the profile. Each Character
Profile hasprimllry, secondary, and ter
tisJry skill categories (indicated "1:,'"
"2:,'" and "3:"'). The primllry skill cat
egory of a Character Profile will al
most always be the same as the at
tribute template of the profile. The
secondary and tertiary skill categories
are listed as such with each profile.

Characters may choose any num~

ber of skills from their primary skill
category. A character may choose up
to five skills from his secondary skill
category, and up to three skills from
his tertiary skill category. The
character's tag skill and the reality skill
do not count towards these limits. For
~~~adwacterwh~profile~ts

Presence as the tertiary skill category
can choose three QUlrisrruJ or Spirit
skills in addition to the mdity skill (in
which he has to have at least 1 add).

TOUI3
.PER 3
MIN 13

SPII4

Aysle
OEX14
STRI5

E'ER 13
MIN 13

TOUI5

Living Land

OEX13
14

TOUl4

Nippon Teclt

OEX13
STRI
TOUI3

SPll3

STR13

TOU~I~3=::1

TOUI3

Cyb"'l'apa'Y
OEXI3

NiJe Empire·
OEX13

Each character can have up to 66
attribute pointsdistributed among his
attributes. (Note: There are some ex
ceptions to this rule. The ninja, for
example, receives 69 attribute points
due to his mlIrtilll arts style of ninjitsu.
Character Profiles that allow for more
than 66 attribute points are indicated
in Chapter Two.) The Storm Knight's
homecosmaffectsthemannerinwhich
his attribute points are distributed.
Below, the attribute limits for each of
the realms of the Possibility Wars are
listed. As long as a Storm Knight's
attributesstay within thecosm/realm
limits, and the limits of the Attribute
Template, the 66 attribute points may
bedistributed in any manner. Because
a character's skill values are based on
his attributes, the intended skills of
the Storm Knight should be kept in
mind during this process.

MIN 13 MIN 14
CHA CHA13
SPlI3 SPlI3

• Note: One Attribute may be as high
as 14.
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Available in Cosm?
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ADRENAUN SKILLS
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Y Y Y Y Y Y

N N Y Y Y N
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Y
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_liD.
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Engineerin

Medicine
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Maic

~~uasion
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Science

[( .....) v N N
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il
Y
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Y

y

Y

Y
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N

Y

y

Y

y

Y N

Y Y

N N

Y Y

y

y

y

Y
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N
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Y
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Y
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Camou/la

Unanne<t
Combat

IS"'" j')~==F=F~yF=iyF=iyF~y=~yj

w
Prestidigi·
tation

St~lt~i.:

Melee
Wea ns

fUmt N Y Y N Y Y N
..vy

N Y-I
Y X N Y Y

Y Y Y Y Y
f-Ong

Y Y Y V v vI
!daneuver Y Y Y Y Y

Divination
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Spirit
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once
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Vehicles Y
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1 The flipl skill can only be used by c:hancten capible 01 self·
~ flight. 01" those with equipment which provides them with
personndflipl capabilities. StaIt:ngfts in the Uving Land.~ chu·
Klfts with f!i.theor the flight powt'I" or a gi%mo with the flight powt'I".
8eaU!lt 01 its N1Nre. the Ccft Earth rodc.etpack is an Ilir 1IIdUI:k.

2 This skill is only availaNe 10 dw'xtm: &om the specific (JJI5rrI

indicated. ChuKters whobegin in that alllD'I but do not belong to the
rulity lNIy not N"'" this skill to 5tllrt the game.

3 The focIIS skill can only be taken by chancten who I\lIve it listed
as thrir big skill. 01" who Nve~ Listed as thrir primaIy skill
ca~ory.A~ with focIIS must have at Ireitst one add in!-itll as.....

7D'If I 29
I.



Tors: The Storm Knighb' G~ide to the PONibility Wars

acterProfile). Atleastoneadd mustbe
placed intothe rttllity skill. Aside from
those two requirements, the remain
ing 12 skill adds may be assigned to
any of the skills which are available to
characters from the Storm Knight's
homecosm.

As explained in the Torg Rulebook,
no more than three adds may be as
signed to anyone skill. Eventually, as
a Storm Knight gains experience, he
will be able to increase the number of
adds in his skills, but when first creat
ing a character, the maximum number
of skills adds allowed is three.

•• 30

Note: InAysle, magician characters
may have fow adds in their tag magi
cal skill if it is also their birth magic.

Transformed Characters

A character who has been trans
formed as a result of the Possibility
Wars can select skills from both his
original cosm and his present cosm. A
transformed character may select up
to one-half of his skills from his origi
nal cosmo

Multiple Adds

Some skills require multiple adds
be spent in order to acquire the first
add of that skill. MiJrtiJJl arts is an ex
ample of this. U such a skill is chosen,
the specific requirements of that skill
must beadhered to, as usual. The total
number of adds spent are subtracted
from the Character Profile's allotment
for that category. If the character can
not pay all the points necessary, then
he must get rid of something else or
wait until after anadventure. See indi
vidual skill descriptions for details.



Profile On: Kenneth Markham

~pterThree

Ken, ourongoing character, is
nowabletodecideonsomeskills.
According to the Character Pn;
file, the Industrial Spy'sTagskill
is disguise, which means that the
disgu~skill must be assigned 3
skill adds. Tim, the rlayer, can
choose from any 0 the skills
available from either Core Earth
OR NipponTech (remember that
Ken was transformed from Core
Earth to Nippon) to fill out the
rest of the character.

Looking at the Master Skill
list, Tim decides to start with
the skills Ken would absolutely
need in his profession, and if he
has any skill adds left, then Tim
can add some extra skills.

Aside from disguise, Ken has
to have at least 1add in the rttllity
skill. Tim assigns 2 adds to it,
leaving him with 11 adds for the
rest of Ken's skills. As an Indus-
trial Spy, Ken has access toall the
Willpower skills, so he'll start
there. He picks up one add each
in find and evidence QPUllysis, and
two adds in scinta (computers).
This leaves him withseven adds.

Remembering all the trouble
spies get into in the movies, Tim

decides he'd better give Ken
some Adrenalin skills. Since
that's his secondary skill cat
egory, he can assign up to five
adds from itifhe wants. Hepicks
up dodge, rmw,and /irt combatall
atoneaddand putstwoinstttllth.
Now he's at two adds.

Tim always like the idea of a
martia1 artist, but since he's only
got two adds left (and it takes
threeto buy oneadd), he decides
that he'll do without it. Instead,
he uses his final two adds on
charm and persuasion - if he
can't fight all the time, maybe
he'll talk his way out of trouble.

Let's see what Ken's skills,
when matched up with his at·
tributes, look like.

DEXTERITY 10
Dodge II, fire combat II, melee 11,
stealth 12
STRENGTH 9
TOUGHNESS 9
PERCEPTION 11
Disguise 14, find 12, fo.gery 12
MINDtt
Science (computers) 13
CHARISMA 8
Charm 9, persuasion 9

SPIRIT 8
Realil): 10

LoOking back at the skills se.
lected for Ken, Tim notices that
he didn't pick up lod:picking or
energy wellpons, two skills he
thinks he'll use. Weighing all the
options, hedecides to riska real·
ity storm and reduces his rttllity
skill to nine and adds lockpicking
at one add.
DEXTERITY 10
Dodge 11, fire combat 11,
lockpicking II, melee 11,stealth 12
STRENGTH 9
TOUGHNESS 9
PERCEmON11
Disguise 14, find 12, fo.gery 12
MIND 11
Science (computers) 13
CHAR1SMA8
Charm 9, persuasion 9
SPIRIT 8
Reality 9

BeCause Ken is from Nippon,
the World Laws of the realm
make the use ofmanyofhisskills
(disguise, stealth, and persua
sion) easier, so he feels pretty
comfortable with his abilities
now. He'd like more, but that'll
have to wait...

••
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Chapter Four

Special Abilities
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1111 his chap'" outlines 'hevarious special abilities
available to Storm
Knights who come £rom
thedifferentrealmsofthe

Possibility Wars.

STEP FOUR:
Special Abilities

Some Character Profiles provide
characters with special abilities not
adequately described by attributes or
skills. These include racial benefits,
Nile Empire powers and gizmos,
cyberware.spe~,and miracl~.;;ame
tirnes,theyevenmcludecertain 'back·
ground" advantages. Chara~ersw~~
begin with any of these specIal ablh
ties probably need to create a Back
ground Event that explains how the
character came to possess the particu
larabilityoradvantage.CharacterPr0
files that provide these abilities also
describe the game specifics (if any)
that accompany them, but, even so,
some clarifications are in order.

Species Benefits
Characters £rom certain cosms can

be of species other than human. ~ves
and giants £rom Aysle, and edemas
and stalengers £rom the Uving Land
are examples of non-human character
races with special abilities. In the case
ofedeinos and stalengers, the Natural
Tools of the race are noted.

In the case of elves and giants of
Aysle. the minimum and maximum
number of enhancement packages al·
lowed are listed. These will appear as
fonows:

-£n}umccnent PackDges: Min l/Max
2 (10' ,lues)
.&ch EnJ.",,,,m,,,' P"'*"gtprooilUs

three extra attribute points. Points
am ~ put into any attribute except
TOU. Each has either an adventu.re
cost of L or a limited attribute of 7;

or

-Enhanament Pac1aJges: Min llMax
3(for gian's) .
-Each Enhancement Pachlgeprwides
three extra attribute points. Points
can be put into either STR or TOU.
Each haseitheran adventurecostofl ,
oralimited attribute of7 for the first,
and six for each additional.

Nile Empire Powers
Some characters £rom the Nile Em·

pire have strange pulp powers that
allow them toperfonn incredible feats.
When a character profile includes pow
ers, the number of available powers is
listed. Selecting a Character Profile
with powers means accepting the ad
venturecost. For more information on
pulp powers, see pages 4S-46 of the
Torg World Book, or Chapter Eight of
the Nile Empire sourcebook.

Nile Empire Gizmos

Some character profiles from the
Nile Empire list weird science gizmos
among their special abilities. In these
cases, the power(s) of the gizmos and
their maximumaction valuesare listed.
See The Nile Empirt sourcebook for
more information regarding weird sci-
enagizmos. ..

Before beginning a campatgn Wlth
a character possessing a weird science
gizmo, the gamemaster and the char·
acter should actually construct the
gizmo. While this means extra work. it
makes sure that both of you know the
exactcharacteristicsand specifications
of the gizmo.



Cyberware
Many characters from the

Cyberpapacy have cyberware avail
able to them. When a profile includes
cyberware, it is expressed as a maxi
mum eyber value. This value is in
terms of either a "'+H or a ".H to the
character's5PL Forexample,theChar
acter Profile for a Cyberdecker might
include the following:

Cybuware: Max. Cybu
Valllt'= SPJ-2

in some cases, specific pieces of
cyberware are listed as well as the
maximumCybervalue.Themaximum
Cyber value listed includes the Cyber
value ofany listed items. Forexample.
if a profile"allows a total Cyber Value
of SPI +3. a character with a SPI of 9
could have up to a Cyber Value of 12.
U the profile also listed "'NeuraCal (5),
Hack (2)" the maximum amount of
additional cyberware the character
could have would have to result in a
Cyber Value total of 5 or less:

12(max)· 7(1,,'ed cyberware) = 5

li,when the playerassigns attribute
values, she gives a character too Iowa
Spirit to support the items listed as
required for the Profile, she must go
back and assign a higher Spirit.

Aside from the Cyber value limita
tion, the character may have any
amount and type of cyberware avail
able in the Cyberpapacy - as long as
she and the Gamemaster can come to
an agreement as to why she has that
cyberware.

Example:Jaimeselects theCharacter
Profile of the Town Elder - which
has no cyberware listed, but a Cyber
Value of up to SPI-4.

TheTown £lderisassignedaSpirit
of10, giving him a maximum Cyber
Value of 6. Sina this is pretty low,
Jaime lOOnts something good for her
character. She picks the Trigon
Magnafique at a Cyber Rilling of+6.

The GamemJJster could choose to
allow this or, ifwfrU that the Town
Elder should hatJe smJlUer, less pow
","I pi=s of equipmenl, ok could
OVUTU~ Jaimt:'schoiaon thegrounds
that it doesn't fit the charader.

Ofcourse, now Jaimt: has to prove
it does, and the two can go round and
"",nd. Hopefully, 'hey w;//_kou'

acompromise- probably, Jaime will
comeupwithaSignificant background
eventfor theemplacementoftheequip
ment, or she will have to settle for
smaller pieces ofcyberware.

Magicians
Characters who have one of the

four magic skills listed as their tag skill
aregiven twelve additional points with
which they may purchase spells and
arcane knowledges (see the Torg

Rulebook page 141). Other characters
with magic skill are given these addi
tional points ONLY if they have at
least one add in each ofany two of the
fow magic skills available.

Example: The Dwarven Priestess
Chonut", Profik" from Aysle. Th"
means that she automatically starts
thegame with Olre magicskilland one
arcalre knowledge. While the Profile
does not indicate that she can hatJe
magic as well as miracles, it does not
preclude it tither. If she sel«ts

~...-----------------_..
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anothl'r magic skill in addition to hl'r
birth mJlgic, she am get tM twelve
araJ~ knowlulges IZS wdl.

Nomudly,sd«ting "atra'" abiU
m like this must be cwrtd with tM
gtlmmuJStO',andalso~uiTtS a Back
ground Event.

Miracles
Stonn Knights who have the faith

and focus skills are able to use Miracles
of Faith. These are listed as special
abilities, because they usually require
background events.

When a character is created with
the faith and focus skills, it must be
determined whichmiraclesofherpar
ticu1ar faith are available to her. As a
guideli~ (to be approved by your
gamemaster), Storm Knight miracle
users choose a number of miracles
equal to the total number ofskills they
have in their faith and focus skills com
bmed.

Example: The Dwarven Priestess
(abovt), d«ides to be a foUaw<r of
Dunad. SM has three adds in faith
and two in focus. She am seled, with
hugamerrJQstO" sapprOVQI,up to five
Minacles of Duruul at the lqinning
of the CIImptlign.
As the Storm Knight adventures,

he learns to use more miracles as his
faith and focus skill adds are increased
and he sees them performed. The
gamemaster may require the player to
pay a cost of one possibility each for
new miracles, but this is not necessar-

••
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ily required - as long as he has pur
chased more faith or focus adds.

Nole: Characters native to the liv
ing Land, or any other reality where
focus is not always needed to perform
miracles, may have access to miracles
if they pw<hase only the faith skill.
NormaUy, they must buy at least two
adds in the skill to get any miracles,
but a Background Event may be an
appropriate compensation. Check
with your gamemaster.

Background
Advantages

A fewof theCharacterProfileshave
special abilities that do not actually
have conaete game effects. Some ex
amples are personal wealth, or a net
work of contacts and friends.

While these options may be more
difficult for a gamemaster to pin down
with a rules definition, they can be the
most fun to play. BasicaUy, when a
character chooses one of these Pnr
files, she and the gamemaster should
consult on the possibilities surround
ing the advantageand come up with a
mutually satisfactory solution.

Example: l)Qn selects the CJumrctO'
Profile of the Burakumin, or
Strtdperson, of Nippon Ted!. 11m
profile has '"atmsWe amtads and
knowledge of Tokyo."

1'htGJmemIlStO',Ttd,decides that
he will generate several non·pmyer
characterswithin Tokyo that Dan can

contad at uirtlllllly any ti11re during
an adventure in the city - without
hsroing to piJly a Connection card.
Unlike playing the Connectioncard,
houJroer. DG'n has no guaranter that
these people are going to be at all
hdpful - mJlny mIlY not even be
friends.

Also, sina Ted dotSn't want to
bother giving Dan's charader a tnap
ofTokyo. he decides that, when in the
city, Dan can makta Mind roft 0/5or
higher to know whereany public loca·
tion is and the best way to get there
and,ana perad, hecan mJlktaMind
roll 0115 or highu to find astructure
or place that is not public knowltdgt
(lia ahiding place of the Shoo). Ted
assures Dan in adVQna that hewon't
Itt him spoil an adventure with a die
roll, however; if the object of an ad
venture is to find ahiding plJluofthe
Shoo, [}Qn am't just solue the puzzle
by rolling high - but he may be able
to find someone who can help his
groupo/Stann Knights find theplace.
Gamemaster Note: The above ex-

ample requires some extra work and a
lot of creativity, but can be very inter
esting for bothgametnasterand player.
Do not to be afraid to "invent'" rules
mechanics -like Ted did - to make
your life easier when constructing an
advantage not governed by the rules.
Make sure you are fair, however, and
try to keep notes on your "rulings.'"
Have fun with it. This is your game,
after all.



Chapter Five

Chapter Five

Equipment and
Starting Money

1.1 n this chapter, an ex-
panded method ofequip-
pingStonnKnights is pre
sented. This method
helps to link the char-

acter's abilities and background to the
equipment she begins with.

STEP FIVE:
Equipping the

Character
The next step in creating a Storm

Knight is to select his equipment. As
most players know, good, reliable
equipment often makes the difference
in a crisis situation. and, as you
gamemasters know, equipment that is
too good, too powerful, or too reliable
can seriously unbalance a campaign.
In this section, a method for fairly
distributing equipment to the Storm
Knights is discussed.

Character Profile
Equipment

Each of the Character Profiles lists
some of the equipment that a charac
ter built from that profile automati
cally has. The equipment listed is de
termined by the tag skill of the Profile,
and (when appropriate) the profes
sion of the Profile.

For example, a Giant Mage might
have spell components for all of the
spells that were chosen when the
character's magic points were allo
cated. A Red Cross Nurse might have
a medical kit, and a Rock Star might
have a guitar, and so on. Much of this
equipment, while useful, is consid
ered. "standard;'" it is not unusual that

such a character would have this stuff.
In some cases, however, the equip

ment listed requires a Background
Event to explain how the character
obtained it. For example, one piece of
equipment listed for the Airline Pilot
Profile is a small twin engine airplane.
Just because the plane represents both
the character's tag skill and his profes
sion doesn't mean it is standard - the
player and the gamemaster have to
come up with a Background Event to
explain why the pilot has one.

Thisexampleisagood onebecause,
while it gives a Storm Knight a valu
able piece of equipment at the begin
ning of the game, it doesn't necessar
ily unbalance the campaign. I mean, if
the guy is luclcy enough to have a
plane, where does he keep it when
he'son the ground? How muchdoes it
cost to maintain? Does he owe money
on it <quite likely ifhe bought iOor did
he steal it from "the bad guys?" These
possibilities are covered more exten
sively in the Background chapters.

What if my lag skill doesn't
require Equipment?

Someofthe Character Profiles listed
in ChapterTwo have Interactionskills
or the retllity skill listed as the Profile's
Tag skill. So what type of equipment
would you get? Remember that the
equipment listed on a Character~
file refers to equipment that isapp~
priate to the Profile's Tag skill OR
Profession. Forexample, the RockStar
Profile lists ptTSWJSion as its Tag skill,
but under equipment, it lists a guitar
(or other musical instrument). The
equipment listed in the Character~
files is the typeofequipment a charac
ter created from that Profile is likely to
have, not necessarily equipment that
is used with her Tag Skill.

I.
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Ifyou are interested in creatingyour
own profiles, or in modifying the ex
istingones, don't be too intent onmak
ing equipment "useful." Sure, every
body in your campaign who has the
mugy wttlptms skill might like to have
a GWI Devastator, but do you really
want tvtrybody to have one right off?
Storm Knights don't always get the
best, oreven the most logical stuff, but
they should get equipment that is in
teresting and "in character."

Additional
Equipment

Ofcourse, Stonn Knights generally
have more equipment than just what
is listed with the Character Profile.
Additional equipment, for the pur
poses of this rules supplement, isb~
ken down into three categories: Weap
ons, General, and Incidentals. Weapons
are, well, guns and knives and things
that make bad guys nervous. General
equipment consists of items of some
use that aren't usually used in a fight
(though a monkey wrench can make a
difference in meleecombat). Incidental
equipment is just plain miscellaneous
stuff. Gum, pens and pencils, an extra
pair of sneakers, whatever. Incidental

equipment mayor may not be useful,
but they shouldn't be really valuable
to an adventurer - they are "tone"
pieces.

Game:master Note:: Remember, in
some cases - such as the monkey
wrenchexample-you will runacross
equipment that fits into either two, or
even three, categories. Go with your
instincts. If you think the player hon
estly thinks a knife: is a General piece
of equipment ("See, I'm from Aysle,
and, at our Tech Level, we only eat
with knives and everybodycarriesone
around ..."), then feel free to allow it.
Butwatchout. Ifyou think that Edeinos
Gone Native wants a monkey wrench
for a different reason than fiXing the
plumbing, don't hesitate to let the
player know.

How to Determine
What You Have

So what types of additional equip
ment are available to a Stonn Knight
character? Look at his sldlls. Most
piecesofequipmentare tools that help
characters perfonn tasks. Those tasks
are usually performed by using a
character's sldlls. A character's addi
tional equipment is basedon her selec
tion of his skills. U the character has

allocated adds to a skill, he is probably
entitled to equipment that will aid
him in using that skill.

For example, if a character has the
first aid skill, he is probably entitled to
a first aid kit - under General Equip
ment. Ifhe had the fire combatskill, he
would be entitled to a pistol. A good
guideline is: the moreadds a character
has in a skill, the better equipment he
has. Use your judgement. Ifa National
Guardsman has fire combat as his tag
skill, he should probablygethischoice
of modem military personal weap
onry -like an M16 or another assault
rifle. However, the "Riverboat Gam
bler," no matter how many adds in fire
combat he starts with, could be said to
be "out of character" if he chooses an
AK-47. Now a Derringer, on the other
hand ...

Weapons and Skills

Does this mean that for each skill a
characterhas, shegetsa pieceofequip
ment? No. There are some restrictions
to how much equipment a character
can begin with. The first restriction is
that each character can select no more
Weapons and pieces of General and
Incidental Equipment than her Profile
states. These numbers represent the
maximum number of items allowed.
Keep in mind, however, that the num
bers listed refer to the numberof items
available to Storm Knight characters
at the start of play. During the course
of an adventure or campaign, Storm
Knights can accumulate as much
equipment as they can carry, or that
the gamemaster allows them to have.

But before digging into the equip
ment lists and the KilllQWQ Personal
Weapons catalog to start choosing
equipment, there are some other fac
tors that need to be kept in mind.
These factorsareweight (and volume),
cost, and Tech Axiom Level.

How much
can she carry?

In the world of Torg, most Storm
Knightsdon'thaveahomewherethey
can house their belongings - at least
at the beginning of the game. Asstated
on page 142 of the Torg Rulebook, if a
charactercan't carryan item,she prob-
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ably does not have it. Forexample, the
Chemistry Prodigy would probably
not be able to have an electron micro
scope, even though her Tag skill and
profession suggest that she might. A
good rule of thumb to follow is that
Storm Knight characters should gen
erally have only what they can carry
with them on their backs.

Costs of Equipment
The home cosm of a Storm Knight

will determine the cost restrictions of
the equipment she has. There is one
cost limit for General Equipment and
one for Weapons. The table below lists
the cost limits for both types of equip
mentforeachcosm.lbenumberslisted
are Torg values. Use the "Torg Value
Chart'" and the "CurrencyConversion
Chart'" on page 20f the Torg Adtl't7fture
Book to convert these numbers to ac·
tual units of currency. This table is a
guideline to be modified to fit your
individual campaign. The items listed
with a character's starting equipment
on the Profile are considered "free:'

Cosm Genenl Weapons
&: Armor

Core Earth 15 14
Uving Land nt. nt.
Nile Empire 14 13
Aysle 15 14
Cybe'P"pacy 15 13
NipponTech 15 16
Orror.;h 15 10

Gamemaster Note: These limits
reflect a good guideline foruse in your
campaign. If you find valid excep
tions, no problem. Several pieces of
equipment that a character might logi·
cally start with are prohibitively ex
pensive. This guidelinecannot take all
variablesintoaccount.Justcreateback
ground events for additional, really
expensive, pieces of equipment.

Technological Axiom
The last limitation regarding the

selection of equipment relates to the
Tech Axiom of the equipmentselected.
Any equipment selected cannot have
a Tech Axiom that is higher than that
ofthe homecosmofthe characterwith
outa Background Event. Forexample,

Under Equipment on the In
dusbial Spy Character Profile, it
lists a Disgui~ Kit, 2 Weapons, 4
General,and4 Incidental as Equip
ment. This means that Ken is
given a disguise kit as part of his
Profile (free), and that Tim may
select up to 2 weapons, 4 itemsof
General Equipment, and 4 Inci
dental items for him (he may
select more than four Incidental
items with the gamemaster's
approval, but this is the recom
mended number).

ForKen's weapons, Timgives
him a 9mm Beretta pistol, and a
small knife. Because he is a spy,
the gamemaster would have let
Tim select nastier stuff if he
wanted (like poison or an Uzi),
but Tim wants Ken to keep a low
profile.

For General EqUipment, Tim
gives Ken a set of lock picking
tools, a microcamera, and a
grapplegun.These will help Ken
sneak into places he's not sup
posed to be and record things
he's not supposed to see. The

if a Storm Knight is a Rancher from
CoreEarth, he cannot selectany equip
ment that has a Tech Axiom higher
than 23 (Core Earth'sTech Axiom). He
can however, select items which have
a lower Tech Axiom.

In some cases, however, there is a
lower Tech Axiom limit too. As a
general rule, any firearms selected
must haveaTech Axiom no more than
four Axiom levels lower than the
Axiom level of the Storm Knight's
home cosm. Forexample, the Rancher
from thepreviousexamplecou1d only
select firearms that havea Tech Axiom
between 23 and 19. Ifa firearm whose
Tech axiom is not within these limits is
desired by the Rancher, a Background
Event is required.

For other equipment, use common
sense. Is it likely that the character
could goout to a local shop and buy it?
If not, it requires a Background Event.

gamemaster states that he will
let Ken have one free roll of film
for the camera, so Tim says he'll
take another as his fourth piece
of equipment.

Tim's choice of Incidental
Items are: polarized sunglasses
(to look cool and too see in the
brightsun), a roll of breath mints
(for those close moments), a re
ally nice suit (to help get those
reallyclose moments) and anold
copy of an outdated Russian
codebook(asouvenirfromKen's
govemment days). Tim also
wants Ken to have a pair of alli
gator shoes and, because the
gamemaster doesn't see any
harm, Tim is allowed to exceed
the recommended limit for his
Incidental Equipment.

If, say, Tim wanted Ken to
have a portable VCR and tapes
of all the James Bond movies, he
probably would have needed a
Background Event ("Why is this
guy luggingthisstuffalloverthe
world ... )

Remember, even if it may be com
monly produced in the cosm of the
character's choice, but it may not be
available (for a good example of this,
see the equipment charts in the Nile
Empire sourcebook - lots of stuff is
produced, but most of the really inter·
esting equipment is illegal.

Some items are just inadvisable.
lhough the "EdeinosCone Native" in
The Uving l..Jlnd sourcebook has a 7.62
Minigun (a heavy weapon), almost no
character should begin the game with
a heavy weapon - unless he creates a
suitable Background Event. The same
rule goes for just about anything the
Gamemaster feels is "too unusual" for
the particular character. Just because
your guy is a Nippon Tech astronaut
with space vehicles 3 doesn't mean he
can have a Space Shuttle ...
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Equipment Allocation

Magical Weapons and
Equipment

The above guidelines do not allow
characters to select enchanted weap
ons - normally. If an enchanted
weapon is not listed on a Character
Profile,a Background Event is required
to explain how the character gained
(or earned) it. Some exceptions can
probablyapply. InAysle, for example,
so many simple tasks are performed
by magic that it would be callous to
outlaw aU of them. U you and your
gamemastercan come up with a good
reason for a character to have a piece
of equipment that is magical without
the necessityofcreatinga Background
Event, that's fine. In general, though.
this is unusual.

Armor

U armor is not listed on your Char
acter Profile, you may select one type
ofarmor in the place ofone weapon
noemaUy. The Tech Axiom of the ar
mor is restricted ina manner similar to
that for weapons, except that the lower
Tech limit is, in most cases, ignored.
While it would be strange to have a
Core Earth character running - or,
more likely, falling -around in plate
mail, sheshould easily buy the equiva·
lent of leather armor if she found a
decent craftsman. The cost limit for
armor is given on the chart above and
is the same as the weapon limit.

General Equipment

General Equipment is equipment
that is used in (usually) non-combat
situations. A list of General Equip
ment appears on page 134 of the Torg
RuldxJok. EachCharacter Profile lists a
number of pieces of General equip
ment available to characters created
from that Profile. Themaximumnum
berofGeneral Equipment itemsavail
able is listed on the Profile. U more is
desired, a Background Event must be
created which explains how the Storm
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Knight came to possess theextra items.
Thecost limits for General Equipment
are shown on the chart above. "Chap
ter Eight: New Stuff' includes an ex·
panded general equipment list from
which starting equipment may be se
lected.

Incidental Equipment

Incidental Equipment is composed
of items that may have little to no
bearing on an adventure, but which
add detail to a character. Some ex
amples include a diary, an old book
(Winn~the Pooh), specificclothing(not
disguise), ope.-. glasses, chewinggum,
etc. Each character can have as many
items of Incidental Equipment as is
desired -the recommended number,
however, is on the Character Profile. U
a character really, really wants those
two thousand bookmarks, game
mastersareadvised to make himcome
up with a Background Event. Like aU
aspects of character creation, all inci
dental Equipment must be approved
by the gamemaster.

Gamemaster Note: A good guide
line to follow when deciding whether
to aUow a piece of Incidental Equip
ment is: Can this item be used on
regular basis during the campaign to
further the action? U it can, then it
probably isn't '1ncidental."

The Industrial Spy Character
Profile lists $4000 as starting
money for characters created
from that Profile, which puts Ken
well into the "Middle" Wealth
Level. This not onlygives Ken an
unusually large amount ofstarl
ing money (most Storm Knights
begin with very little; they've
lost nearly everything to the in
vaders), but it also tells some
thing about the character.

Tim figures that Ken worked

For example, a packet of chewing
gum is not a typical piece of equip
ment, and could (probably) not be
"used" on a regular basis to move the
action along - therefore qualifying it
as Incidental Equipment. orcourse, in
certain adventure situations, the gum
could beused tOnlln a car'sengine(by
putting it in the carburetor), or to tem
porarily seal a leaking hose. A charac
ter might even be able to trade it to a
curious primitive for food. Whatever.
Finding unusual uses for Incidental
Equipment is something you should
encourage in your players, not restrict
- but don't let them abuse the rules.

Etc""
The above guidelines assume that

all characters have clothing appropri
ate to their home realm/cosm, as well
asothersmall personal items, i.e. wrist
watch, jewelry(notofexcessive value),
toilet kit, etc. These "standard sup
plies" may count as incidental- if the
gamemaster thinks they benefit the
Storm Knight's character develop
ment,ortheymayjustbe "gimmes."lt
is certainly inappropriate to start
"charging" Equipment Costs for ev·
erything a Knight has ("Okay, you've
got two boots, one hat, one cloak, and
a belt - gee, too bad you can't "buy"

for influential and highly placed
people before he was double
crossed. Now, Ken is used to
''high living" and having money
on hand. Tim feels that Kenmight
respond unfavorably at times to
performing missions for "free"
- especially when the money is
running out - and he will look
for missions that not only help to
defeat the High Lords but line
his pockets as weU.



pants and a shirt, but that's five pieces
of Incidental Equipment ...H)

Starting Money
Each Character Profile also lists the

amountof starting moneythatcharae
ters created from that Profile have at
the beginning of the game. This
amount is determined by the wealth
level of the Character Profile. Wealth
levels are broad ranges of available
money. based on the cosm/realm and
profession of the Character Profile.
Basically, they're pretty arbitrary and
reflect theme more than accuracy. In
"real life" a Red Cross Nurse may
have much more, or much less than
seventy·five dollars, and, even in a
game setting, this is only a beginning.
These guidelines should be tailored to
fit the player's and the gamemaster's
image of the character - using Back·
ground Events.

Wealth Level Guidelines

Forthepurposeofthissupplement,
each realm has been divided into four
wadth ltotls. These levels provide a
structurefor how muchstarting money
a character could have. 1be table~
low lists the wealth levels for each of
the realms. AU the figures below are
given in Core Earth dollars and reflect
"cashon hand H for thestartingcharac
ter.

Most Storm Knight Character Pro-
files begin with money that falls some
where in between two of the Wealth
Levels. These numbers are really a
basis for comparison and a starting off
point only. Modify them with Back
ground Events and other consider
ations where applicable.

Realm

Core Earth

Nile Em ire

Wealth Level (in $)

Poor Low

o
I
o

o

o

Middle
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111'1 hischapte<explainshowtocreateaStann Knight's
Description, Personality,
andGeneral Background
and prOVides several

ideas for gamemasters and players
alike. The next chapter talks about
background infonnation specific to
each of the realms of the POSSibility
Wars.

STEP SIX:
Your Character's

Description
After choosing a Character Profile

and assigningattribute pointsand skill
adds, it's time to create the Stonn
Knight's description. A character's
description encompassesbothherout·
ward physical appearance and details
on her personality. The description
actsas a guide to how theStannKnight
interacts with other player characters
and gamemaster characters, either
friendly or unfriendly.

Physical
Description

Usually, most players find it fairly
easy to describe theircharacter's physi
cal characteristics. HowtaU is thechar
acter?Howmuchdoesheweigh?What
color are his eyes and hair? These are
common questions that can be used as
the basis for a character description.

In addition to the usual characteris·
tics, however, Stann Knights should
also have distinguishing features that
make them unique. Maybethecharac
ter has distinguishing facial features,
like an eye patch, or a scar - or even
just a well-trimmed beard. Maybe he

walks with a limp. Perhaps the char
acter has difficulty breathing, either
because of asthma, or maybe he has a
constant shortness of breath - but
there reallyare no play disadvantages.
Maybe he wears glasses, or a monocle
- not everyb<xiy has 20-20 vision, not
even heroes. Any of these would be
considered an unusual characteristic,
and would serve to further define the
description of a Stann Knight's ap
pearance.

As an example of an unusual char·
acteristic, look at the sample charac
ter, "Ken Markham," in the sidebar.
He has a scar along the left side of his
face. Thescarrunsfromhislefttemple
down to just below his left cheekbone.
Unusual characteristics are not abso
lutely necessary, but they can often
providespringboardsfor Background
Events, helping to create a character
that seemsmore real than justa bundle
of attributes and skills. The next sec·
tion has more Wonnation regarding
Background Events for Stann Knight
characters.

Personality
Everyb<xiy has a personality. It's a

part of life. Some people might not like
all the aspects of their personality, but
everyb<xiy has one, and has to live
with it.

As stated above, a character's per
sonality is a guide to how she interacts
with other characters, both friendly
and unfriendly. So how is something
as intricate as a character's personality
defined?

Easy - it isn't.
A character, like a real person,

should have a very extensive person·
ality, one that, for the purposes of this
game, it would be too difficult to accu·
ratelydefine. Instead, you should trya
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simpler method that we have devel
oped to ''highlight'' your character's
personality.

Hitting the Highlights
. There are three basic kinds ofquali
ti~you can use todescribe yourStorm
Knight's personality: Traits, Behavior
Tags, and Drawbacks.

Traits
Traits are the general labels for cer

tain personality features that can de
~ribe your Storm Knight. Such labels
Ulclude honesty, laziness, courageous
ness, selfishness, sincerity, etc. Ask
yourself questions about the Charac
ter Profile you have decided to play,
and answer them by thinking about
the way you want to play him or her.
Some sample questions are: is the
Storm Knight honest? Is she brave?
How selfish is she?

Don't worry about pinning down
every type of Personality Trait there is
in the first go--around. Your Back
ground Development will help you
~ecideonsome traits, and roleplaying
m thecampaign will certainlydevelop
others.

Roleplaying Personality
Traits

In the first example, most of the
traits mentioned are positive traits,
that is traits which imply a "good"
person. Not all people have only posi
tive traits - that would probably be
dull. Most people have some negative
traits, even though they may not be
p~ud of them. People are lazy, or
~ppant, or whatever. The point is,
Since most real people have negative
traits, so should Storm Knight charac
ters. Characters which have a balance
between positive and negative traits
are more life-like, and therefore easier
to roleplay. That'simportantin choos-

Profile On:
Kenneth Markham

In describing Kenneth Mark
ham, the character Tim has cre
ated, his physical characteristics
might look like this:

Height: 5' 11"
Weight: 170 lbs.
Eyes: Blue
Hair. Black
Unusual Characteristics: Ken

has scar along the left side of his
face. The scar runs from his left
temple to under his left cheek
bone. He appears to be of mixed
East Asian and European ances-
try.

.,.---------_u
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ing a character's personality traits,
because. when roleplaying, the traits
of a Storm Knight's personality are
what will determine how he will act in
various situations that arise in a Torg
adventure.

For example. let's suppose that a
Storm Knight is in the city of Houston
(in Core Earth Texas) and finds a wal
let lying on the street. He picks the
wallet up, and discovers that, in addi
tion to the owner's driver's license
and credit cards, there is also $500
cash. Does the character attempt to
return the wallet to its owner, or does
he keep the cash, and discard the rest
in a nearby trash can? U one of the
Storm Knight's personality traits was
Honesty, then he probably would re
turn the wallet to its owner. If one of
his traits was Dishonesty, he might
keep the money. Also, a great deal
may depend on the situation. Over in
the alleyway, there may be a crippled
beggar with no food and no place to
stay. If the character was Sensitive or
Generous or a Humanitarian, she
might feel that giving the money to the
beggar was just, while still returning
the rest of the wallet.

Remember, real life is complicated:
everything about your Knight cannot
be easily defined. She or he is a Storm
Knight becauseshe haschosen to fight
for the overall "good" against "evil;'"
this doesn't mean she's a nice person.

The point is to roleplay the charac
ter according to the traits which were
chosen for him. That's what good
roleplaying isall about; playinga char
acter in a manner consistent with the
personality established for the charac
ter when it was created - with some
amount of change reflecting natural
growth. Good gamemasters often re
ward players whoroleplaytheir~.ar
acter5 according to the personality
they've developed for that character.
Likewise, a good gamemaster will
penalize player.; who blatantly ignore
therr "established" penonality. and
roleplay in a manner that best satisfies
their immediate needs.

In the above example, if one of the
Storm Knight's traits was Honesty,
but the character decided to keep the
money in the wallet because he didn't
want to spend his own money on food
or equipment, the gamemaster in the
game might penalize the player when

it comes time to award possibilities at
the end ofeither the Act or Adventure
- or within the game situation. On
the other hand, if the same character
was destitute and desperately needed
bus fare to the next state, but still in
sisted on returning the money, the
gamemaster might reward the player
similarly - or even in the game. The
possibilities are endless.

A clever gamemaster might even
use a character's traits as a method of
aiding players when gathering infor
mation relating to the current adven
ture. Take the example of the found
waUetagain. SupposeagroupofStorm
Knights are investigating the kidnap
ping ofa local politidanand, whileon
the streets of Houston, one of them
finds the previously described wallet.
Because the player chose Honesty as
one of his Storm Knight's traits, he
insists on returning the wallet to its
owner. When he arrives at the ad
dress, the character learns that the
wallet'sowner is a newspaperreporter
who is also investigating the kidnap
ping. Since the character returned the
reporter's wallet to him, he decides to
share whatever information he has
gathered concerning the kidnapping
with the Honest Storm Knight.

If he had kept the money, and dis
carded the wallet. not only would the
character have acted againstoneofhis
traits, but he also would have lost out
onsome potentially valuable informa
tion concerning his investigation.

But to continue ...

Perhaps more than anything else, a
Stonn Knight's personality is the facet
of thecharacterdisplayed mostpromi
nently when roleplaying. Below is a
list of several personality traits to
choose from for Storm Knight charac
ters. The list is by no means exhaus
tive, so feel free to choose traits which
aren't listed. There is no "right'" num
berof traits to choose. but try to choose
at least three for each character - but
make sure you want to play them. Of
the traits listed below. some are posi·
tive, some are negative. and some are
neutral. Try to avoid choosing all
positive or all negative traits. Most
people havesome of aU three types, so
why shouldn't a Storm Knight?

Personality Traits
Aggressive Immoral
Altruistic Introverted
Amoml Kind
Brash Leader
Cheeriul Log;ca1
Courageous Materialistic
Courteous Moral
Cowardly Morose
Cruel Optimistic
Curious Peacemaker
Dependant Pessimistic
Dishonest Pious
Egotistic Punctual
Extroverted Respectful
Follower Rude
Friendly Selfish
Generous Silent
Greedy Sincere
Grim Trusting
Helpful Trustworthy
Honest Untrustworthy
Humorous Virtuous
Illogical Violent

Note: If you have a problem select·
ing PersonalityTraits, or if you find all
your characters act in basically the
same way, try coming up with a ran·
domizing agent. Take several of the
Traits you like, and either picksevera1
you know you never play or have
your gamemaster pick several, and
generate them randomly. While this
really isn't ideal, it can be a lot of fun.
And it may give you some ideas.

One final note regarding personal·
ity traits. Just because a trait was cho-
senforaStormKnightdoesNOTmean
that the character should always act
strictly according to that trait. Traits
represent the tendencies in a
character's behavior, not how he acts
100% of the time. For example, if Hon
esty were chosen, it might mean that
the character was Honest most of the
time, acting differently when neces
~.Whench~inga~ct~s

traits, think about how strongly that
trait will show itself in her actions. Be
sure to discuss it with your
gamemaster, SO that you and she have
similar conceptions about your char
acter.

Behavior Tags
Behavior Tags are unusual actions a

character performs, mainly out of
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habit, that are uniquely her own. Trade
mJlrk sptdoUUltion (see page 58 of the
Torg Rulebook) is an example of a Be
havior Tag. So are the mark of Zorro
("Z") or the line "Bond ... James Bond"
from their respective movies. Tags are
simply littleactionsor behaviors which
further define a Storm Knight's per
sonality. Basically, they're just plain
fun to play.

Below is a list of some possible Be-
havior Tags:

Drinks only certain beverages;
Chews gum all the time;
Is obsessed with one of his

personality traits;
Has an ever-present possession
that she fiddles with;
Shuffles cards when thinking;
Whistles when nothing is
going on;
Repeats a certain gesture

or statement when
appropriate;

Etc.
Thegreat thing about BehaviorTags

is that you, the player, can often do
most of them right thert at the table! Of
course, if you select something par
ticularly annoying to do, your
gamemasterand theotherplayersmay
veto your live-action roleplaying at
tempts.

"Exotic" Behavior Tags

Some other, more exotic Behavior
Tags that a character might possess
are given below. These include psy
choses and other mental afflictions.
While such things are certainly no jok
ing matter, they can prove an interest
ing aspect ofyourStorm Knight's per
sonality. In order for "exotic" traits to
work, however, they must be played
maturelyand carefully. Here area few
sample psychological traits with brief,
playable explanations. U these defini
tions do not exactly fit your conce'J>
tion, feel free to modify them.

Paranoia: Paranoia is a feeling of
persecution, as though everyone en
countered were a part of a conspiracy
against: the character. It is very diffi
cult to win this person's trust.

Manic-Oepussion: A character
who suffers from manic-depression
experiences radical mood. shifts. He
goes from being excited to being de-

Personality Traits
Looking at the list of traits,

Tim has decided that Ken must
have both positive and negative
traits - and maybe even a few
"neutrals.'" After all, Ken was a
mercenary and spy for several
years before he decided to be a
hero, so he's no angel. Here's
what Tim picked:

First off, Ken is very Trustwor
thy. He seldom gives his word,
but when he does, he never goes
back on it. When he was work
ingas a spy, he never tocka bribe
and, no matter what his personal
feelings, when he agreed to do a
job, he did it.

Ken is also Courageous, hav
ing risked his life on many occa
sions. Ken also tends to assume
the role of LetJdtT whenever he is

pressed for no apparent reason what
soever-though there maybe a "trig_
gering" mechanism.

Hypochondriac A hypochondriac
is someone who is overly concerned
about his health and safety. He often
overemphasizes the severity of illness
or woundsand insiston prompt medi
cal treatment when they are injured
often at the expense of others, Hypo
chondriacs often suffer from psycho
somatic illness - that is, they often
cause themselves tobe ill,even though
they may be perfectly physically fit.

Control Personality: This person
needs to be in contral-but not neces
sarily "in charge" - of every situa
tion. There must be definite plans of
action that are foUowed to the letter
for this person to be comfortable.

Etc.: There are, again, many more
Exotic Traits than we can list here. A
good way to make one up is to take a
normal behavior tag or personality
trait and expand it - someone who
constantly feels the need to tell the
truth, the whole truth, and nothing
but the truth is not just Honest, she's
obsessive.

among a group of people,
whether it be among friends,
agents or Storm Knights. Unfor
tunately, he is also quite Stub
born, as he feels he knows the
best way to do things most of the
time. Ken also tends to be a bit
more Violent than necessary.
Also, when dealing with others,
he can be a tad Rude and Brash.
The list of Ken's personality traits
looks like this:

Trustworthy
Courageous
Leader
Stubborn
Violent
Rude
Brash

Now it's up to Tim to play
them.

Drawbacks
The last aspect ofa character's per

sonality we'll discussed is her Dnno
backs. Drawbacks are personality
based disadvantages that hinderchar
acters' actions and reactions to situa
tions during the course of his adven
tures in the Possibility Wars. None of
the drawbacks presented here have
actual game effects - that isn't the
point. They are simply presented to
allow the creation of a character who
has problems, just like real people do.

Many players don't want to playa
character with drawbacks. It's a deci
sion each player needs to make for
herseU. Characters with a drawback
or two are generally more interesting
to play. When selecting drawbacks for
a Storm Knight, sit down with the
garnemasterand discuss which draw
backs the character will have. In the
next (and final)stepofcreatinga Storm
Knight, explanations of the hows and
whys of character's personality and
drawbacks are discussed.

Gamemaster Note: Drawbackscan
be used by you (with your player's
cooperation) to balancevery powerful
or uninteresting characters and non-
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player characters. Don't force your
players to accept drawbacks for their
characters, but provide some sort of
incentive for roleplaying them suc
cessfully.

Allergic Reaction

A character with an allergic reac
tion to something suffers from swol
len. watery eyes, sneezing, coughing
or congestion when in contact with or
in the presence of a particular su~
stance - or she may have a much
more severe or unusual reaction. You
decide. Some common examples of
allergens are:

Dogs or Cats
Pollen (Hay Fever)
Dairy Products
Tobacco
Dus.
And, ofcourse, because this is Torg,

some less common examples:
Magic
Dinosaurs
Garlic (makes 'em think you're a
vampire)
Fresh air (if you're from Market
place. this stuff could kill you)

"Weirdness Magnet"

A character with the "Weirdness
Magner drawback has an unnatural
tendency for attracting unusual events.
Strange occurrences often happen ei
ther near or to a character with the
weirdness magnet drawback. The
character is plagued by strange or
unusual people, exotic animals follow
him home, etc.

Note: This drawback is commonly
found in characters from the Nile
Empire/Terra realm/cosmo It is usu
ally best played if the character acts as
a "straight man"" for the magnet: she
herseU is not "weird,"" but these weird
things just keep happening around
and to her.

Phobias

A phobia is an irrational fear of
some object, animal or condition.
Claustrophobia is fear of enclosed
spaces. Arachnophobia is a fearof spi
ders. Ophidophobia isa fearofsnakes.
There are hundreds of different ph~
bias. U a player decides to choose a
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phobia for hisStorm Knight, he should
try to choose one that the character
will have an opportunity to encoun
ter. While he might be able to explain
why the Storm Knight is afraid of
women who have purple hair, the
chances of the character meeting one
aren't very high (except perhaps in the
Cyberpapacy, but even there, it's not
likely). As with all drawbacks, the
gamemaster decides if the phobia
you've chosen is acceptable. Here are
a few more common phobias. For a
more complete list, look in either a
dictionary, an encyclopedia, or a psy
chology textbook.

Monophobia: fearofbeing alone
Acrophobia: fear of heights
Achluophobia: fear of darkness
Agoraphobia: fearofopen places
Xenophobia: fear of strangers
(from different cosms)
Hydrophobia: fear of water
Phobias, while similar to Personal-

ity Traits, are much more severe (in
most cases) and less under the
character's control. Often. it is a good
idea toworkout somegameeffects for
different phobias.

Subplol Drawbacks

Subplotsareessentiallysmallerst~

ries that take place within the context
of a larger story. Subplot Drawbacks
are drawbacks that recur within the
course of the campaign.

In Torg, the subplot cards in the
Drama Deck can initiate subplots that
last the length of the current adven
ture. When a player chooses to have a
subplot, he isrewarded by beinggiven
an extra possibility at the end of each
act. These are called adventure sub
plots. Adventure subplots can become
a permanent part of the campaign if
the Campaign Card is played on an
adventure subplot. Subplots chosen
as a drawback work in a slightly dif
ferent way.

Whenchoosinga subplotdrawback,
anyone of the types of subplots from
those found in the drama deck are
acceptable. These are Romance, Nnn
esis, PfTSOnJll Stake, Mistaken Identity,
Trut! Identity, MJlrtyr, and Suspicion.
Note the typeofsubplot on the charac
tersheet. Thecharacterssubplotdraw
back does not become active until the
subplot card that is the same as the

Profile On:
Kenneth Markham

As far as Ken goes, he does
not have too many Behavior
Tags. There are two, however
that hedoesindeed exhibit. They
are:

1. Ken loves breath mints, es
pecially wintergreen flavor. He
always has a roll of them with
him, and is constantly sucking
on one. When it's time to "get
serious," Ken loudly cracks the
breath mint between his teeth,
often grabbing attention or star
tling his friends.

2. Ken has a thing about 9mm
ammunition. His Beretta,a 9mm,
is his favored weapon but, when
rifles or submachineguns are
appropriate, he will always try
to select one that takes 9mm
ammo - even throwing away
much more powerful weapons
in favor of those that take 9mm
ammo.

subplot you chose is played.
For example, Kenneth Markham,

our sidebar example character, has a
Nemesis subplot. His Nemesis is an old
adversary named Lopal who once
worked for a rival espionage organi
zation. Lopal has a tendency to a~
pear at the most inconvenient times in
Ken's life. This subplot won't become
active until Tim, Ken's player, draws
and accepts the Nemesis subplot card,
at which point the gamemaster could
introduce Lopal into the campaign as
the Nemesis subplot drawback. He
could, of course, introduce a new or
unconnected Nemesis if it fit better into
the adventure.

Onceasubplotcard hasbeen played
on a subplot drawback, the SUbplot
becomes a permanent partof the cam
paign, as though the Campaign card
had been played also. This subplot
drawback then functions just as any
other subplot, entitling the player to
one extra possibility at the end ofeach
act/adventure in which the subplot
occuned.
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This type of subplot is different in
that it is created in advance by the
player and gamemaster, to be used
only after the appropriate card has
been played. Once the subplot card
has been played, the gamemaster is
free to bring the subplot into any ad
venture she sees fit. This means that,
unlike adventure subplots, a player
never knows for sure whether or not
his subplot is a part of the current
adventure.

Extlmp/~:TriM, an Ayslish mJlg~,

lUcides sMd lila! lhe Personal Stake
subplot to be a pmmmmt 01Ufor her
charadtT. In discussing things with
the her gtlmemasttT, TriM's pltlytr,
Jill, decides that Trinll ana worked
for Uthorion when Ire was in Pelltl
ArdinllY's body. Now, shegets recur
ring feelings ofguilt when she is re
minded of fhe evil sire did in his ser
vice. When the Personal Stake Cilrd
comes up, the gamemJlster crtJlles a
situation that NmJlkes TriruJ feel re
sponsibleNfor the evil that is happen
ing in tire world. At this point, TriruJ

will do almost anything to mlerm
herself in the world's eyes, even if
nobody ~Ise bltlmes her.

Subplot drawbacks can be used in
conjunction with adventure subplots
as they are described in the Torg
Rulebook, but one exception applies. A
character with a subplot drawback
active is allowed to also have an ad
venture subplot active. However, the
Campaign card cannot be played on
the adventure subplot when the Sub
plot Drawback is in effect.

Subplot Examples

Nemesis

The example character Ken
Markham has a Nemesis subplot. His
Nemesis is an espionageoperative who
goes by the name Lopal. Before offer
ing his services to the corporate world,
Ken Markham used to be a covert
operative for the CIA. On more than

one occasion while working for them,
he met a foreign agent named Richard
Jameson, who used the handle Lopal.
Markham and Lopal ran into each
other many times during their years in
the espionage community, and they
developed a professional respect.

On one occasion, however, what
was once more of a friendly rivalry
turned into a bitter, hateful one- and
aU becauseofa mistake. Oneof Lopal's
ro-agents was killed in an exchange of
gunfire with US operatives, among
them Ken Markham. The operative
who was killed was Lopal's sister.
Lopal believes that Markham kiUed
his sister, and has sworn vengeance
against him. It's been many years, but
whenever Markham and Lopal cross
roads, Lopal will drop everything in
favor of killing Markham.

As soon as the Nemesis card is
played, Tim can expect that Lopal or
hisoperativesmayshowuptoavenge
his sister's death. Of course, the
gamemaster may throw in a few red
herrings to keep Ken on his toes ...
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True Identity

Chris creates a character, Father
Simon Wells (a Doubting CleriC>, and
decides to take a Tnu IdOltitySubplot
as a Drawback. Chris decides that
Simon Wells was not always his
character's name. Simon Wells is, in
reality, Edward Simms, a former US
agent.

It seems that Eddie Simms was un
dercover, posing as a priest, when the
Maelstrom Bridge from Magna Verita
came down in France. At the time the
bridge landed, Eddie was driving a
car in the area of the Swiss Alps, and,
because of the Tech collapse, he lost
control of the car and crashed. Found
bysomelocals, Eddie was nUJ"Sedback
to health, but, when he awoke, he for
got he was Eddie Simms, and thought
that he was instead Father Simon
Wells.

When Chris plays the True Identity
subplot card, the gamemaster may
introduce "hints" that unnerve the
DoubtingGeric with revelations about
his true identity. Or, he may decide to
let "Father Wells" have flashbacks toa
time where he had no faith or focus
skills - but he did have a bunch of
other abilities he has forgotten.

Martyr

Of all the subplots available in the
game, the MDrtyr subplot is perhaps
the hardest useas a continuous Draw
back. Normally, a subplot drawback

P rofile On:
Kenneth Markham

Tim wants to add a drawback
of some kind to Ken's character.
Tim likes Subplots, so he'll
choose a subplot drawback for
Ken. Since he is an espionage
type of character, Tim decides
that a NtmeSis Subplot would be
ideal. For now, all Tim needs to
do is to write down Nemesis sub-
ploton hischaractersheet. Later,
when he creates Ken's History
and Background Events,Timcan
add the details to Ken's Nemesis
Subplot.

is used by the gamemaster to add a
little bit of extra "excitement'" to a
character's life. The MDrtyr subplot,
however, can actually end that life.

Ua playerdecides that hischaracter
has "'a martyr complex" (that is, he
accepts the MIlrtyrsubplot as a perma
nent Drawback), here's how it works:

The character is oneof those people
who, for whatever reason, believes
that, eventually, he will have to die to
defeat the Possibility Raidersand their
servants. Whatever else he is like, he
knows this. Because of this, thecharae
ter may be extremely reckless, or he
may be very careful (saving himself to
the very last). In game terms, this
means that t~ chanlder gets one addj
tionlll possibilityat f~OldofeveryadV!m
ture - successful or not.

On the Drawback side, the player
can never "turndown" theMDrtyrcard.
When he gets it, it is automatically
accepted - the character will martyr
himself sometime dUring the adven
ture. In addition, a player may martyr
his character in any dramatic scene,
regardless of whether he has a Martyr
card out, providing he secures the
approval of the gamemaster.

Gamemasler Note: U you or your
players have a problem with dying
characters, you may want to "ban"
this option. It's cool, but there is a lotof
"luck of the draw'" involved.

An Optional Use of the Martyr: U
the playerchanges his mind about this
Orawbackafterhe has played thechar
acter through a few adventures, you
can let him drop it, but only with the
following penalty: immediately after
the Drawback is dropped, the charac
ter loses all his possibilities, including
theadventureaward, Dramaand Hero
cards, Glorycard benefits, everything.
He starts the next adventure with his
rttllity skill adds intact but no possi
bilities (this penalty is accrued before
he can select new skills).

Other Subplots

Hopefully,theaboveexamplesgive
you some idea as to how to construct
Drawbacks for the remaining subplots.
Subplot drawbacks and the back
ground events which spawn them can
add a great amount of depth to a cam
paign. And, by creating the events
behind a characters' subplots, the

garnemaster is helping in the creation
of his campaign.

Why Subplot Drawbacks?

like all drawbacks, subplots are
optional, but they add anextradimen
sian to the game - and make it easier
on the gamemaster and the players.
Too often in many campaigns,
gamemasters are forced to "take the
easy way out" when theSubplot cards
are drawn - they don't want to take
the time to create a subplot right there
and then, so they just give the charac
ter a POSSibility and a new card and
discard what could be an interesting
playing aid.

By having a few of these subplots
"'planned out" in advance, the
gamemaster has some of the pressure
taken off. Now, instead of trying to
create a subplot in the middle of an
adventure, she can simply figure a
way to work an existing one in.

STEP SEVEN:
Character History
and Background

Events
Okay, so now the Storm Knight's

abilities are laid out, she hasbeengiven
a description, and even a few person
ality traits. So wheredid the character
come from anyway? Why is he afraid
of snakes (or spiders or whatever)?
How did he become involved in fight
ing in the Possibility Wars? The an
swers to these questions are found by
creating a character's History and
Background Events.

A character's history is a brief de
scription of his life before he became a
Storm Knight. It should also explain
how and why he became a Storm
Knight. Background events are those
instances in the history of a character
which have combined to make him
the person that he is.

Think about the person you are for
a moment. Your personality traits, your
skills, your possessions, all of these
can (probably) be attributed in some
way to either your history or an event
in your life.
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if you've ever told friends of yows
about the things you did when yow
were young. or which schools you
attended, or how old you were when
you learned to drive a car, these are
some examples of the events in yow
personal history. When creating a
StormKnightcharacter, a history needs
tobemadeupforthatcharacter.Where
the character comes from, what his
career is, where he was when the Pos
sibility Raiders first arrived on Earth
areall examplesofthings wNchshould
beputintoacharacter's history. There
should be several background events
that explain why a character is the
heroic Storm Knight that he is.

The task now is to create a history
and background events for the Storm
Knight character that will bring him to
Iif

•
e.

Creating Histories
Unfortunately, most of us don't

have lives that are as exciting or as
dramaticas the ones lived byourStorm
Knight characters, despite the fact that
we might wish we did. In comparison
toT01wynTancred, ChristopherBryce,
and Dr. Hachi Mara-Two, we all prob
ably lead somewhat mundane lives.

Our character'S, however, do not.
Theevents that go into thebackground
of Storm Knights are probably very
exciting and interesting. so, when cre
ating the background events of yow
character, remember that the events
that make heroes are not ordinary
events. Try to create background
events for your character that help
bring her to life.

Rule One

Keep your character's home cosm
in mind when you are creating her
background events. Certainsituations
are more likely in some cosms than in
others. For instance, if yow character
is from the Nippon Tech realm, one of
her events might be that she was once
theownerofasuccessful business that
wascrushedby the corporate manipu
lations of the Kanawa Corporation. If
yow character is from Orrorsh, she
might have seen her family killed by a
werewolf.

Likewise, a character from the Liv
ing Land might be able to develop a
fear of space travel over the course of
the campaign, but it might be stretch
ing it a bit to include this feature in
initial character generation.

Rule Two

Try to make theevents exciting and
interesting, but be sure to tie them
together - possibly using Traits or
Drawbacks as the "string."

Examplr:: If you decide t1lJlt your
c1lJlractn hils a pathological fear of
deszth (as a psychological drawback)

Chapter Stx

and an ovtTW~lming feeling of rr:
spcmsilrility tor others, it might be
thllt w ema stood by and sawSO~
0"" Idl/<d horribly.hel""" (oro!nill)
to do anything about it.

The two traits in the aboveexample
are explained by one Background
Event, and theymakea certainamount
of logical sense,

Rule Three

Don't become too tied up in creat·
ing a history for the Storm Knight that
you know "everything" about his past.
Leave some open ends that the

••
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gamemaster may be able to work into
hiscampaign-oryou may be able to
develop later.

Example: From the above example:
the same player decides that the char
acter also has a Nemesis subplot 
the killer knows who the character is,
and will return sometime to try to
"silence" her.

Unfortunately, the character
doesn't knowwho the killer is- "he's
a big man, with no hair, and a scar
encirclinghis throat" - is all she can
remember.

This way, the player has set up an
interesting mystery that the
gamemaster can introduce later on
as a fun and exciting surprise for the
player (and a terrible shock for the
character).

Writing the History of
a Storm Knight

The history of a Storm Knight ex
plains where he comes from and how
he became a Storm Knight. This infor
mation largely depends upon the
cosm/ realm that the character comes
from. The history of an elven monk is
certain to be different from that of a
cyberleggeroran Orrorshan occultist.

Read the chapter of the Torg World
Book which covers the home cosm of
your character, and thesections of this
book which describe the character's
home cosmo Even better, read the cosm
and realm sections in the sourcebook
whichdetails theStorm Knight's home
cosmo This provides a lot of informa
tion regarding the place where the
Storm Knight comes from. It may also
inspire ideas for the character's his-
tory.

Once the home cosm/realm of the
character is familiar, the next step is to
ask questions about the character. For
example, if creating a character from
Core Earth, whereon Core Earth isshe
from? Which country? How were her
family or loved ones affected by the
arrivalofthe Possibility Raiders?Were
they killed by the minions of the High
Lord, or have they been transformed
into denizens of one of the invading
cosms?Answeringthesetypesofques
tions will help in creating the
character's history. Later in this chap-
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ter, as well as in the next, a number of
these types of questions are provided
for each cosm, the answers to which
may provide the beginnings of the
Storm Knight's history.

The questions asked about a Storm
Knight should be about important as
pects of his life, including his person
ality traits, behavior tags, and draw
backs. In creating the character's per
sonality, most likely a numberof traits
were chosen, maybe a few behavior
tags, and perhaps even have a draw
back or two. Now it's time to explain
the "hows" and "whys" of the traits
selected.

Background Events
Asstated above, backgroundevents

detail important points in the
character'shistory. Let's talka bitabout
background events and how to create
them.

If you look at many of the heroes
from fiction, you'll find that their his
tories are filled with events which ex
plain why they are the memorable
characters that they are. These are the
character's Background Events. They
might explain why a character has a
long lost love, or why she is afraid of
heights.

In essence, background events are
the answers to the questions asked
wh~n creating the character's history.
For mstance, suppose a Storm Knight
character is afraid of snakes. A typical
question asked might be "Why is this
characterafraid ofsnakes?" Thatques
tion could be answered by creating a
background event which explain how
he came to fear snakes. Or perhaps
"Whydoes this character fight the High
Lords?" This question could be an
swered by describing the character's
Moment of Crisis. By answering the
questions asked about the character,
both the history and background
events of the Storm Knight are cre
ated. The more fantastic the questions,
the more creative the answers need to
be, and the more interesting the
character's background will be.

Some of the questions that need to
be answered in creating a Storm
Knight's Background Events center
around the more unusual aspects of
the character. Below are some specific

Profile On:
Kenneth Markham

Before Tim begins creating
Ken's Background Events, he
wants to briefly outline his his
tory. This includes where Ken is
from, how he ended up in the
corporate espionage business,
and so on.

"Born in the city of Boston,
Massachusetts, Kenneth Mark
ham graduated from Harvard
University with a Political Sci·
ence degree and then went to
work for the CIA in Central
America. He was involved in
several clandestine operations,
not all of them legaL

"Aftera seriesofscandals,Ken
left the CIA and entered the pri
vate sector, where he was em
ployed bymanydifferent people
for many different reasons 
again, only some of them legal.
His work led him toJapan, where
he began to operate on retainer
for a companycalled the Kanawa
Corporation.

"During one of his assign
ments, Ken learned that the up
per management of the Kanawa
Corporation was not to be
trusted, and he left their employ
shortly after. He did not quit in
the middle of a job, nor did he
insult his superiors, but, for some
reason, they decided not to "ac
cept" his resignation. Mar-Sec
agents came after Ken, and he
barely escaped with his life.

"Now, knowing the truth
aboutKanawaand 'Ryuchi,' Ken
has vowed to take revenge on
the invaders of his home."

functions that Background Events can
serve. Aside from prOViding an inter
esting history of a character, back
ground events can also provide an
explanation for:

1. Special Abilities
2. Power Flaws
3. Drawbacks
4. Extra Equipment
5. A Character's Moment of Crisis
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6. Character's Motivation
Let's look at each o( these in tum.

1. Special Abilities

A number of the Character Profiles
listed in Chapter Two have special
abilities listed. If a Character Profile is
selected that includesany special abili
ties, background events must be cre
ated that explain how orwhy thechar~

acter possesses that particular ability.
For example, suppose a player

chooses the Vengeful Hero profile (or
his character. The Vengeful Hero pro
file grants the character several Nile
Empire powers of the player's choice.
After looking over the powers avail
able, the player chooses the flight,
electro-blast, and super attribute (TOW
powers. When creating the back~

ground and history o( the character,
one of the background events must
explain how he got those three nifty
powers. The question you would ask
yourself is "'How did my character
gain his powers?"

The answer might go something
like this:

Example: A character was a weird
science IJ2b assistant, and, while ob
serving an experiment, his lab was
atttu:ked byt~ Black Fist, anumillcal
supu villain wlw blasted tM lab's
weird science apparatus with his
..Magndo-Rily Gun."1Mapparatus
explodLd, killing evnyone presmt
except for tM soon-to-be Vengeful
Hero, bathing the character in a fan
tastica"ay ofunusual chemicals and
radiation. Knocked unconscious by
the explosiml, he awoke to discover
that M was enduwed with thepowers
offlight, electro-blast,andasuper
Toughness. Vowingvengtmceonthe
Black Fist and other servants of
PhIlroah Mobius, M donned a color
ful costume and called himself the
Emerald Avenger.

2. Power Flaws

Some special abilities (especially
Nile Empire powers) can also have
Power Flaws. All powers are not per
fect. Sometimes, under certain condi
tions or at certain times, a character's
powermight not function correctly, or
at all. Power Flaws are explained on
pages 74-75 o( the Nile Empire

sourcebook-Ifa power flaw isselected
to go with the power(s), the back
ground event which explains the
character's power(s) should also ex
plain the power flaw. Suppose the
character, the Emerald Avenger, has
three power setback flaws, one on each
of his powers:

Aft" a frw days of fighting ,he
machinations of Mobius' hnlchmen,
the Emerald Avtnger comes up
against ... tM Black Fist, the very
vitlain who CQused him to gain his
new powers - and killed his friends.

During the fight. the BIDck Fist
fires his "Mogndo-Rily Gun" tit tM
Emerald Avenger,whosuddenlyfeels
drained of his powers. He quickly
retllizes that because the"Magneto
Ray Gun" was responsible for him
acquiring his powers, whenever M is
attacked by it (or any other massive
d~ ofmagndic radiation), his p0w
ers are temporarily lost.
Gamemaster Note: While the Nile

Empire is the onIy one that specifically
provides rewards (or "power flaws,"
gamemasters should feel free to come
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up with smaller versions for other
realms - but be careful.lf you and a
player work out thathisMagicianchar
acter cannot cast spells while he is
touching cold iron - but he gets one
possibility as a reward - you're prob
ably in trouble. That Magician will
probably touch cold iron at every op
portunity that doesn't look like it will
result in certain death. On the other
hand, make sure that players select
"flaws" that still make theircharacters
fun and playable. Nothing is more
frustrating for a player than having
him go into a coma every time the
situation comes up - and he'll blame
you.

3. Drawbacks

A character's drawbacks are also
explained through thecreationofback
ground events.

For instance, suppose the Emerald
Avenger is allergic to sulfur. There is
a goOO chance that he might not real
ize that he has an allergic reaction to
sulfur, but the first time he gets in a
battle that involved gunfire-updose
and personal- he might suffer some
of the symptoms of his allergy as he is
exposed to the smoke caused by the
gunfire. In this way, the event is not
how he became allergic to sulfur, but
how he learned that he was allergic to
sulfur. Background events can often
create a more interesting explanation
for some of the more mundane draw
backs that your Stonn Knight might
have.

Subplots, on the other hand, work
particularly well when explained by a
background event. Asamatteroffact,
subplotsalmostalways require a back
ground event, since the subplot is, in
itself, an event.

4. Extra Equipment

Ifan item ischosen that exceedsone
of the restrictions listed in the equip
ment section while selecting a Storm
Knight'5 ~ear, the gamemastercan ask
that a Background Event be created to
explain how the character came to
possessthatpieceofequipment. Some
of the equipment listed in the Charac·
ter Profilesalsorequiresa Background
Event in order for the character to
have it normally.

Unlike many Background Events,
events which explain equipment will
very often be fairly recent ones in the
character's life. For example, if the
character were to start the game with
a "weird science" device called a
Synapsitron, the Background Event
which explains how he obtained the
weapon might have taken place only
days before the start of the campaign.

In a Torg campaign, it is very com·
mon that a character will Simply cross
paths with a group of Storm Knights
and decide to join them. Perhaps his
town or city was just ravaged by the
forcesofoneof the High Lords. Maybe
he was cut off from his home land by
the sudden appearance of powerful
reality storms. Since characters might
join with other Storm Knights in such
spontaneousmanners, they often have
only the equipment that they can carry
on their backs, or that they had with
them when they decided to go and
prevent the High Lords from further
ing their evil ends.

How did the Storm Knight acquire
the equipment? Did he steal it? Did he
pick it up after a fight with one of the
High Lord's minions? The circum·
stances surrounding how a Storm
Knight acquired his unique or extra
equipment can not only provide inter·
esting background material, but could
also be tied to of one of the character's
subplOts, or behavior tags.

Example: Ld's lookata Stonn Knight
CTttlted from the Impatient Mage
Character Profile. The player wants
thecharacter to haveamagical sword,
but no such sword is listed on the
Profile, and the equipment section
says that characters can't begin with
amIlgieRl weapon, If the pllJyaWtJtlts
the 1tliJgicswordanyway, he has toget
the gametmlSter's approval tocrmtea
Background Event that explains how
the cMracter got it.
Getting permission, the playercon

tinues:

The chR.rader was taught byan old
and somewhat crotchdy mage PIlJmed
Luisllr. Luisllrbel~ that the dulr·
ader couldn't It:Qrn anything aapl
by doing things himself, so theformer
Core fArther got ""JI frustrated.

One night, the Impatient MIlge
snuck into Luisar's room and began
to read his sptllbook. He found that

Luisarwas reallyalliedwith the Dark,
and he was using the chDracter to
aperiment with new (and danger·
OilS) magics.

UnforllltllJtely, a magical alann
WVIt off. Luisar QpptIlred, enmged,
and tried to kill his apprentia. The
Impatient Mage grabbed the netlrest
wttlpon, stabbed Luisllr, and leaped
out the window while the mage was
btnt ovtT in pain.
Theeventdescribed above explains

both how the Storm Knight obtained
his magical sword, and could even
provide a good explanation for a Nem·
esis or PtrSOtllJI Stake Subplot. This is an
exampleofusingthesameBackground
Event to explain multiple elements of
a Stonn Knight character.

When creating Background Events
explaining a Stonn Knight's equip
ment, you might try to tie the equip
ment in with some other aspect of the
character, as in the example above.
Obviously, the Impatient Mage was
Impatient to learn new spells (a per
sonality trait), and maybe even a little
Dishonest or Curious. This doesn't
have to be done, but it sure fillsout the
story.

5. A Character's
Moment of Crisis

When creating the history ofaStorm
Knight, there is one critical question
that needs to be answered: what are
the eventssurrounding thecharacter's
Moment of Crisis?

A Moment of Crisis occurs when a
character in one reality is faced with a
threat from another reality. At the
height of this threat, the character is
often forced to make a strong moral
choice, for goOO ORew. As the differ
ing realities collide, the Everlaw of
One attempts to eliminate the weaker
of the two, while the Everlaw of Two,
threatened by the invading realityand
influenced by a strong moral choice
creates a surge of possibility energy,
giving the character the reality skill,
and causing him to become possibil
ity·rated.

Many people have faced a Moment
ofCrisis, but because they did not take
a strong moral stand in the face of it,
they did not transcend and attain the
reality skill. When a character faced
with a Moment of Crisis takes that
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moral stand, he may transcend trans-
formation and become possibility
rated. This moral stand can be either
for good OR evil. Those who take a
stand for evil become a "stormer'" and
often go on to serve the High Lords,
while those who take a strong moral
stand for good becomeStorm Knights.
Thus, a character'sMoment ofCrisis is
the event which has caused him to
become a Storm Knight.

A Storm Knight's Moment ofCrisis
is the most important aspect of his
background, so take some time in de
ciding the circumstances which sur
round the Moment of Crisis of your
Storm Knight. ChapterSeven will pro
vide examples of Moments of Crisis
for characters from each of the cosms,
but here are some things to keep in
mind:

1. A Moment of Crisis can only
occur when a character is faced by a
threat from a different reality, or is
forced to make a strong moral choice

2. A character's Moment of Crisis
should playa big part in determining
his Motivation, or why he fights the
High Lords. (See below for more in·
formation about Motivation.)

Often, the background event which
describes a character'sMoment ofCri
sis is alsobe thesameone that answers
the question "How did this character
become involved in the POSSibility
Wan?" In fact, it is almost certain. For
some brief "starting off points" for
Moments of Crisis, see the Character
Profile background Descriptions.

6. Motivation

The last part of creating a Storm
Knight's general history is to explain
his Motivation, or why he fights the
High Lord(s). Whileitmightbeenough
to say that the character fights the
High Lords because he is "good" and
the Hidl Lords are "evil," that doesn't
make for the best story. In all types of
stories, the protagonists (orgood guys)
have a Motivation which drives them
to do the deeds that they do. A
character'sMotivationshould bemore
than just ''because I'm a good guy," it
should explain why he fights the High
Lords in the face of such overwhelm
ing opposition.

T he Motivation Paradox

As you begin to think about
yourStorm Knight'sMotivation,
you may notice that there is an
interesting paradox of sorts con
cerning whyStorm Knights fight
the High Lords. That paradox is,
why would a Storm Knight from
Aysle risk life and limb in fight
ing the Gaunt Man, or Dr. MG
billS, or the Cyberpope? Does he
really care about what happens
in other cosms? Should he really
care? Maybe, but then again,
maybe not. It makes sense that
an Ayslish Storm Knight would
want to defeat Uthorion. But
once Uthorion is defeated,
wouldn't he Simply want to go
backtoAysle,and forgetall about
Earth and its problems?

The question is, then, why do
Storm Knights fight the High
Lords of other cosms? Why does
a Vengeful Hero from the Nile
Empire fight the horrors of

In deciding on the Motivation of a
Storm Knight, you again need to con
sider his home cosm/realm. The rea
sons that a VikingStorm Knight fights
against Uthorion are going to be dif
ferent than the reasons that a Corpo
rate Ninja fights against 3327, or why
a Victorian Occultist fights the machi
nations of the Gaunt Man. In Chapter
Seven, motivations common in each
cosm/realm are described.

Background
Questions

The easiest way for a player to ron
struct his Knight's history, descrip
tion and background events is to take
every facet of the Knight and tum it
into a question. While this may come
up with a lotof irrelevant information,
even the simplest features of the char·
acter can hint at new depth. Use your
imagination.

ChapterSb:

Orrorsh? Why does a Renegade
Edeinos from the Uving Land
fight against 3327'5 samurai
gospog?

One answer is: because they
are heroes. While that answer is
satisfactory, there should be
moretoit. WhencreatingaStorm
Knight, try to come up with a
more elaborate motivation, one
that is more personal and gives
thecharactersomedepth.Maybe
the character has witnessed the
destructivepowerofa HighLord
in action,and has sworn to never
let it happen to anyone ever
again. Perhaps, like Dr. Hachi
Mara-Two, the Storm Knight is
tryingtopreventwhathappened
to his world from happening to
the Earth. Or maybe the Storm
Knight fights to help others, hop
ing that when and if he needs
help, he'll get it.

ExQmplf: SomeoutstandingfrtltllrtS
of Ted's c:hIl,."der Colond Cairo are
that he is a SllptT-powemI Nile Hero
with Super-Strength, Toughness,
and Dexterity. Hehasa setback{fDW
that goes into activation if he is ~
sponsible for CQusing a death, and he
is very wealrhy.

Some Questions Ted might ask to
determine Background Events are:

Howdid his characterget his pour
"'?

Why does he /"'" them if he kills
so1tlft1ne?

Where did Colonel Cairo get his
nJlnu?

How did M get his money?

eulTo ...

The next chapter of The Storm
Knights' Guide to the Possibility Wars
discusses each of the realms in terms
of information about creating Back
ground Events for yourStorm Knight's
History.

t'I~--------------_I_.
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Profile On: Kenneth Markham

••

"Shortlyafter3327had arrived
in Japan, Ken was working for
one of the Rauru Block mem
bers, investigating a suspected
conspiracy between the Kanawa
Corporation, the Japanese gov
ernment and the Yakuza. Ken
learned that this suspected con
spiracy was in fact a reality, but,
before he could report his find
ings to the Block, he was am
bushed by several of3327s Mar
Secagents, who offered Ken two
choices: Join them or die.

"Choosing to fight theagents,
Ken managed to survive, and it
was during his struggle with the
agents that he transcended trans
formation and became a Storm
Knight.

"Not long after becoming a
Storm Knight, Ken again found
himself in the employ of the
Rauru Block, this time hired to
infiltrate one of the Kanawa
Corporation's warehouses sus
pected of illegal weapons distri
bution. The warehouse was in
fact one of 3327's gospog facto
ries, and Ken soon found himself
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face to face with one ofa number
of stormers working for 3327.
Realizing that the Kanawa ron
spiracy was far more threaten
ing than he or the Block had ever
thought Ken attempted to es
cape, inform the Block, and re
turn with reinforcements. The
stormer, however, invoked his
Nippon reality upon Ken, en
compassing both of them within
a small reality storm. Inexperi
enced in the use of his newly
gained reolityskill, Ken wassoon
transformed. However, the
storm destroyed most of the
warehouse and Ken was able to
escape.

"But pursuit was not far be
hind.Corporateninjachased Ken
through the alleywaysofTokyo,
and Ken,despitehisabllities, was
unable to shake all of them. Fi·
nally, he was cornered in a back
alley.

"Ken had lost his9mm Beretta
in the warehouse, but he was
able to disarm one of the guards
on the way out, taking a 13mm
Chunyokai. He tried to shoot one

of the ninja with the weapon but,
for no apparent reason, it ex
ploded in his face. When he
awoke, he found himself sur
rounded bydead ninja, liveShiki,
and the parts of the 13mm. He
bearsa scaron hisface tothisday
from the explosion. Later, he
found that the "newly devel
oped" ammunition for the gun
had been faulty, causing thebul
let to jam in the barrel.

"Now, Ken fights the High
Lords because he hopes that his
fonner reality can besaved from
thethreat they represent. Hesees
the evil that 3327 and the other
High Lords do, and he has only
to look in the mirror to see re
sults of their handiwork."

In the above narration, the
character Ken Markham's Me-
ment of Crisis, his Transforma
tion to Nippon Tech reality, and
his Motivation are all explained
with background events. Like
wise, Ken's Personality Tag of
using only 9mm ammunition is
discussed., and his scar is ex
plained.



ChapterSeven

Chapter Seven

Character
Generation Two

[III s stated last chapt«, thecreation of a character's
background mvolvesask
ing and answering ques
tions regarding his past.

In this chapter, someexamplesofth~
questions are presented along with
some guidelines for answering them.

This chapter is divided into two
basic sections: questions common to
Storm Knights from all the cosms; and
realm-specificquestions, relating only
to Storm Knights of that realm. Ex
amples of events which an;swer the
question presented are also mcluded.

Background
Questions

These are basic questions every
player can ask about the background
of his Storm Knight character. In the
last chapter, you were introduced to
the concept of "Q and A" background
generation; here, it has beenexpanded.

Which cosm does my
character come from?

This question asked about a
character's background has already
beenanswered.AsmentionedinCha~

terOne, the choiceof home cosm has a
significant impacton thecharacter~
ation process. The question is reiter
ated here to emphasize the importance
ofthecharacter's homecosmasa back
ground-generating tool.

Does the character
come from a Cosm or

Realm?
Alsoaddressed inChapterOne, this

question reflects the character's true
background. While ~m~ connecte.?
to one reality is certamly Important, It
is equally important to know where
the character was before the Possibil
ity Wars began. The consequences of
the answer to this question are ex
plored for the six invading realms:

Living Land

Is the character from the Takta Ker
cosm or the Living Land realm?

If your Storm Knight comes from
the cosm ofTakta Ker, he must either
be an edein05 or stalenger, as no hu
mans came across the Maelstrom
Bridge with Barulc. Kaah and those are
the only twosapient racesof that cosm.
IfyourStorm Knight is from th~ realm
of the Uving Land, then he will most
likely be human, though it is possible
that when he was transformed to the
reality of the Living Land, ~e also
physically transformed. If he IS from
the realm, what was he before? He, ~f
course, remembers, but how does this
affect his personality? What was he
like before as opposed to now?

Sample Background (Takta Ker!
Living Land): You came from Takta
Ker, following the armies o.f Baruk
Kaah as they marched to kill those
who defile Lanala through their wor
ship of "dead things." But, when you
arrived and began your hunting, you
came to learn of the nobility of these
alien creatures. Yaualso becameaware

••
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of the blasphemy of Baruk Kaah and
now you fight todeposethe false High
Lord and restore Lanala to her former
greatness.

Nile Empire

Is the character from the Terran
colm or the Nile Empire realm?

Characters from the Terran cosm
have come to this world to fight against
the arch villain Dr. Mobius, who mys
teriously vanished years ago onTerra.
Very few "pulp heroes" came over on
the Maelstrom Bridge. Most travelled
by means of a wtird scima gadget
created by Dr. Frest that got them here
but cannot bring them home. They
knew it was a one way trip, but came
anyway, as long as they could get their
hands on the evil Dr. Mobius.

Storm Knights from the realm of
the Nile Empire have found their lives
radically changed by the events which
have transformed the land. Their per
spective has altered, usually towards
a more dramatic view of the world.

Sample Background(Core Earth!
Nile Empire): Yourjob inintemational
trade kept you busy travelling across
Europe and the Middle East, when

C osm or Realm?

When filling out a character
sheet and the Storm Knights'
Cuide Character Creation
Worksheet, in the space marked
Cosm, you should write the name
of the cosm and realm that the
Storm Knight comes from. In
each of the realm/cosm entries
in this chapter, the name of both
the realmand thecosmaregiven
to allow greater detail when de
scribing the character. For ex
ample, if a character is from the
Terran cosm, you would write
"Terra" and "'Nile Empire." This
distinction helps remind you of
where your character is from,
which is an important part of a
character'sMotivationand Back
ground.
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storms of enormous size and strength
rose and sealed off the northern lands
of Africa. Trapped inside the storms,
you were witness to the transforma
tion of the land around you. And with
that transformation, so did your out
look change. Good and Evil became
concrete realities, not just abstract ide
als. Finding others to help you, fellow
"Storm Knights," you fight to defeat
the plans of the mad Pharaoh Mobius.

Aysle

Is the character from the Aysle
C05m or the Aysle realm?

Stann Knights who come from the
cosmo!Aysle havecome for oneof two
reasons. They crossed the Maelstrom
bridge as a part of Uthorion/Ardinay's
anny. prepared to fight for the being
they believed to be their queen, or they
have crossed since Uthorion was exor
cised from Ardinay and have come to
fight for their true queen.

Characters from the realm of Aysle
are those from a different COSIn whose
reality has been changed to that of
Aysle. Characters who have been
transformed to the reality of Aysle do
not receive a magic skill and arcane
knowledge,thoughtheymayhaveone
add in either honor or corruption.

Cyberpapacy

I. the character from the Magna
Verita cosm or the Cyberpapacy
realm?

CharactersfromthecosmofMagna
Verita have come to Earth for a num
ber of reasons. The first is that they
came in support of Malraux, as he
spread the word of his faith. Many of
these characters soon become disillu
sioned by the changes that have taken

r.lace in their reality and their spiritual
eader. Some characters from Magna

Verita have come to fight the High
Lord on this new world. Some have
evencomein the hopesof escaping the
Inquisitors of the CoUege of Way.

All characters from the cosm of
Magna Verita or the realm of the
Cyberpapacy share one special abil
ity, that being cyberware. The first
time any character crosses the Mael
strom Bridge from Magna Verita to

Earth, oriE they are transformed by the
reality, they are prepared by the Dark
ness Device and given a neural jack
and/or other cyberware. For more in
formation, see The Cyberpapacy
sourcebook.

Characters from the realm of the
Cyberpapacy are those who were un·
fortunate enough to be in Francewhen
the Maelstrom Bridge landed. and the
axioms of Magna Venta swept across
the land. These characters first suf
fered from a severe collapse in the
technological axiom, causing most
Core Earthequipment to fail. This was
a short lived condition because, soon
after Malraux arrived, the tech axiom
surged to new heights, creating the
most technologically advanced realm
of the POSSibility Wars.

Characters within France saw their
home radically changed, both socially
and technologically, and they saw
greatcamage.Thosewhohad not tran
scended their transformation during
the first wave died when transformed
a second time. Meanwhile, a reincar
nation of the medieval Inquisition ar
rived to slay any who opposed the
teachings and faithof the newly named
Cyberpope.

Nippon Tech

15 the character from the Market
placecosmorthe NipponTechrealm?

Storm Knights from the cosm of
Marketplace came to Earth to fight
3327 here in his new domain, or to
escape MarSee or just economic stran
gling. Members of the Shild, Kashi,
and followers of Palan have all come
to Earth in order to fight the Nippon
High Lord. Some people from the
lower classes of Marketplace have
come to escape the harsh life on the
homecosm.

Storm Knights from the realm of
NipponTecharethosewhoweretrans
formed by the arrival of the Nippon
Maelstrom Bridge. Unlike the inva
sions of the other realms of the Possi
bility Wars, the Nippon invasion did
not cause powerful reality storms to
sweep the land. The High Lord 3327
arranged for the Darkness Device to
limit the strength of the storms that
accompanied his arrival on Earth. Be-
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cause of this phenomenon, many
people were unknowingly trans
formed toNipponaxioms.Thechanges
were more subtle, and only after a
time did any notice that they had been
changed at all.

Orrorsh

Is the character from the Gaean
cosm or the Orrorsh N.um?

Storm Knights from the cosm of
Gaea are most often Victorians who
have come to battle the horrors of their
home world here on Earth. Many of
the Victorians were duped into com·
ing to Earth by the Gaunt Man (see
pages 12-13 of the Torg World Book for
more details) and have come to "save"
this planet, even though their migra
tion has worsened the situation. A
smaller number of Gaeans that have
come to Earth are the Swamis and the
Gypsies, both of whom hope to battle
the terrors of the Gaunt Man.

Orrorshan Storm Knights are those
who have been transformed by the
arrival of the Gaunt Man's Nality into
the areas of Indonesia, Malaysia, and
Singapore. Though they remember
their past lives, they now live in a
reality of Victorian times, where tech·
nolegy and social customs have not
progressed to that of Core Earth. For
many of these people, the nightmares
of their childhood have come to life,
and now prey on the residents of this
part of the world.

Sample Background (Core EarthJ
Orrorsh): Living in Singaporewasdif
ficult enough before the Possibility
Wars began. Violence was suddenly
becoming common, and you were be
coming frightened of your once bright
city.

The the Gaunt Man came and you
learned the true meaning of fright.

Now, horrible creatures stalk the
night, and you can't even trust the
machines you used to use every day.
Either they don't work or ...

But enough of that. With the evil,
there came a strong, if strange, force
forgood. You haveallied yourself with
these Victorians, and you are starting
to understand their ways. While their
superiority act and their stuffy ways
occasionally get on your nerves, they
are a brave race that may be able to
help repel the invaders of your world.

Where (specifically)
did your character

come from?
The next question asks where, on

his home world, is a character from?
Which city, or nation, or continent?
The answer to this question often
serves as the groundwork for the rest
of a character's history.

Core Earth

The part of the world that your
Storm Knight comes from often deter
mine which of the High Lords your
character is most determined to fight.
If, for example, your character's home
was New York City, he would prob
ably have a stronger desire to fight
Baruk Kaah than he would to fight the
Gaunt Man, whose realm is on the
other side of the globe.

While most players tend to play
characters from areas similar to their
own background, it is often fascinat
ing to try to roleplay a character from
Core Earth, but from a different area
than the player is familiar with. U,say,
you are an American from Pennsylva
nia, you might want to try playing a
character from Hawaii, or England, or
Japan. The character would still be
from Core Earth, but his background
would be very different from the
player's own background.

Living Land

The Living Land sourcebook names
the five continentson the cosmofTakta
Ker. Uyour Storm Knight comes from
the cosm, he could have come from
any of these. Along with the name of
the continent your character comes
from, you would also want to give a
name to the tribe he once belonged to.
Perhaps a portion of his former tribe
has travelled to earth to fight for Baruk
Kaah. U so, maybe your character is
huntedbythemfordesertion,ormaybe
he wishes to save them from the evil
High Lord.

Also, if you interested in being in
ventive, you could ask yourself what
the particularcontinentofTakta Keris
like. We at West End Games have de
fined the Living Land realm and Takta
Ker as being overgrown with jungle

and enveloped in the Deep Mist, but
that doesn't mean everything is ex
actly the same. Perhaps you and your
gamemastercancome up with variant
terrain types for your continent that
still fit into the scheme of Takta Ker.

U your Storm Knight is from the
Living Land realm, you should decide
which area oftherealm<Ea.stem.West
ern, or the now-defeated Northern)
occupies (occupied?) his former home.
Does your character have any former
friends or family who might besearch
ing for him? Is his home still encom·
passed by the Living Land? are their
resistancecommunitiesthatyourchar·
aeter is familiar with? While the Liv
ing Land World Laws somewhat pre
vent the "mapping out" of the region,
your characterwould still have knowl
edge of what it is like.

Nile Empire

U your Storm Knight is from the
Nile Empire, what part of the current
realm is he Erom?Or maybe your char
acter is from another partof the world,
and happened to be in Egypt when the
MaeI.strom Bridge fell. Uso, you should
also answer why he was in Egypt at
that time.

U your Storm Knight is from the
Terran cosm, where on Terra is he
from? Terra is a planet which is virtu
ally identical to ours, but socially and
technologically in a stateequivalent to
Earth's 1930's. So which continent is
your character from? Which country?
Which city? what was he doing before
he came over to Earth? Why did he
come over to Earth?

Sample Regional Choice (Nile
Empire); Your life as a US diplomat
stationed in Egypt never provided
much opportunity for excitement, but
that has changed in a drastic way.
With the coming of the new "Pha
raoh" Mobius, the land around you
and its people changed. Caught up in
the events which are altering this part
of the world. you joined others who
opposed Mobius, fighting against the
tyranny of the Empire of the Nile.
While you still look at Egypt as your
"'baseofoperations," you stand up for
the ideals of "fruth, Justice, and the
American Way"; once they were ab
stractconcepts, now theyare suddenly
quite concrete.
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Aysle

If your Storm Knight is from the
cosm, which continent is he from? The
race of your Storm Knight is impor
tant whende<:iding whereon thecosm
he is from. If he is a giant, he probably
comes from Lower Aysle, while hu
mans and elves come from Upper
Aysle. Dwarves, ofcourse, come from
the Land Between. Which kingdom
does yourcharacter come from? What
House does he belong to (if any)? The
Aysle sourcebook has more informa
tion about the geography of this cosmo

If your Storm Knight is from the
realm of Aysle, which area of the
realm? Is that region controlled by the
Dark or the Light? The forces of
Uthorion are gathered more in the
Northern areas of the realm, such as
Swedenand Norway, whiletheSouth
em areas, near Britain and Wales, are
dominated more by Ardinay's forces.
How does your character react to the
"return" of the legends to her home
land?

Sample Regional Background
(Core EarlhlAysle Realm): You lived
happily in Western Europe, confident
that the changesoccurring in the world
governments was for the beUer. Sure,
there would be some upheaval and
struggle, but the world was finally
changing for the better.

But you didn't really know what
change was.

When the Maelstrom Bridge
dropped, you were transformed into
an "elf." In your previous life, you
thought elves were the small folk of
legend, but then, legends were real
and this tall, dark-skinned body was a
"real" elf, and that elf was you!

Now, your haOle has been invaded
by monsters and creatures you had
only heard tales of before. But you
understand them now better than the
things ofyour previous life-and you
know how to fight them.

Cyberpapacy

Magna Verita is a flat disc-shaped
world that lies in the center of its uni
verse. Above it is the expanse of
Heaven, and below lies the abyss
known as Hell. Aside from its flat
shape, Magna Verita resembles the
Earth very closely. The continents are

the same, and the histories of the two
worlds are very similar until the time
of the Great Schism, when the Roman
Catholic church found itself divided
between two seats of power. The
Avignon papacy wrested control from
the Roman papacy, and assumed con
trol of the church - and soon the
world.

Though much time has passed since
then, the cosm of Magna Verita has
not progressed socially, and it remains
a mirror image of the European medi
evalism. Characters can be from any

Chapter Seven

nation, region or continent on Magna
Verita, but keep in mind that the social
axiom of that cosm is somewhat lower
than that of the Earth - oppression
and theocracy are the norm. See The
Cyberpapacy sourcebook for details on
the world structure.

Characters from the realm of the
Cyberpapacy can either be native to
France, or close by areas, or could
simply have been there (visiting, trav
elling through) when theaxiomsswept
the land. Characters from Francena tu
rally have more animosity towards
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the Cyberpope, because it is their land
that he took over.

Note: AStorm Knight mayalso play
a character from the rNlm of Magtul
VtritQ if she wishes. This is someone
whowasoriginaUyaCoreEartherand
was then transformed to Magna
Verita's reality, but then was unaf
fected by the tech surge. Stann Knights
are rare, however, and this type is
undoubtedly the rarest.

The World laws for Magna Verita
are exactly the same as for the
Cyberpapacy - barring the inclusion
of cyberware. The Tech axiom, how
ever, is only fifteen and the
reconnection numbers are different.
Charactersstill native to Magna Verita
have nocyberwareand almost all think
of it as an evil corruption.

Character is From:
Magna Verita

And In: Reconnect:ion ON

Core Earth 8
Uving Land 14
Nile Empire 3
Aysle 3
Orrorsh 3
Nippon 11
Cyberpapacy 3

Nippon Tech

The cosm ofMarketplace isa world
similar in shape to the Earth, but it is
there that any resemblance ends. The
five continentsof Marketplaceare vast
megaplexes, mazesofskyscrapersand
corporate offices. The Maelstrom
Bridges that connect the Marketplace
cosm and the Nippon Tech realm are
located on the Donglin megaplex,
where the corporate offices of Ursan
Industries, 3327's corporation, have
their home.

Marketplace is an ecological di,sas.
ter. Legends state that the world was
oncea paradise, hometo fantastic flora
and fauna, some of whom died out on
Earth long ago. Some never even ex
isted on Earth. Unfortunately, greed
and lust for technology brought about
the extinction of both the flora and
fauna, and now Marketplace is a pol
luted hellhole,

There is no Hcountry" in Market
plac:e, only city. Whenchoosingaloca
tion for the genesis of your character,

..
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take a look at the Nippon Tech
sourcebook and decide which corpo
ration she worked for. That will prob
ably help decide whereshecame from.

Storm Knights from the realm of
ippon Tech will most likely be from

vicinity of Japan - either Japan itself,
South Korea, or even China or Tai
wan.NipponStormKnightscouldalso
have been in Japan when the Mael
strom Bridge landed and were trans
formed to Nippon axioms then.

Orrorsh

The cosms of Gaea and of Core
Earth are very similar, being almost
geographical twins of each other. In
fact, the geography or Gaea looks like
early mapping attempts of Earth. The
most visible differences are in the s0
cial and technological development of
the two worlds. In this world, the Vic
torians of the 19thcentury rule what is
left of the world. all other races are
their "protectorates'" or "evilsavages."
While the Victorians do actually feel
responsible for "lesser races," they of
ten take this to a rude extreme (go
watch Gun~Din a couple of times for
a very charitable interpretation).

Orrorshan Storm Knights are prob
ably from the areas now under the
sway of the Gaunt Man's reality 
either that, or they were visiting this
area when the Maelstrom Bridge
landed and the axioms of Orrorsh
swept across the region. This is the
reason that Indonesian and Muslim
Character Profiles are among those
listed above. Most Storm Knights of
the realm are of East Asian and South
Pacific race and background.

How did my character
get involved in the
Possibility Wars?

Foranswers to this question.. exam
ine the character's Moment of Crisis.
Often, the character has been p:nnted
out as an enemy of the High Lords
rather obviously. Sometimes, how
ever, a character might become in·
valved in the Possibility Wars, and
only after several weeks (days?
months?) does he transcend transfor
mation and become a Storm Knight.

Core Earth

Since it is their world which has
been invaded, Core Earth Storm
Knights often become involved in the
POSSibility Wars simply as a means of
defending their homes and lives. Be
low are a few examples.

Motivation (Core Earth): You were
oneofthecrowdatSheaStadiumwhen
the Living Land Maelstrom Bridge
landed. Though you couldn't save the
team or most of the spectators, you
were able to save that little girl. The
fear in her eyes strengthened you and
made you vow to defeat Baruk Kaah
for ever.

Motivation (Core Earth): You werea
research technician working for a Japa
nese firm that was bought out by the
Kanawa Corporation. The company
declared that any and all research was
theirs to do with as they pleased. You
resisted and found, to your horror, that
there were new, powerful forces in
charge in Japan. fora'S that came from
somewhere else. You escaped to the
streets, a wanted "criminal"

Motivation (Nile Empire): During
an archaeological dig near Memphis,
the axiom wash of the ile Empire
essentially destroyed all the work you
had done. You and your ro-workers
were trapped underground, where
they slowly suffocated - but not you.
You were somehow able to work your
way out of the dig. vowing with every
inchof progress that you would avenge
their deaths, somehow. You learned
of Pharaoh Mobius and his claim that
he was here to restore Egypt to its
former glory. You didn't believe a
word o( it, and are determined to
avenge his wrongful invasion.

Living Land

1'heanswerto thisquestion will have
a lot todo with where ineither the realm
or cosrn that your Storm Knight comes
from Uyourcharacterisfrom thecosm,
he probablycamedown the Maelstrom
Bridge on the side to fight for Baruk
Kaah and became involved after ques
tioning the High Lord's actions.

lfhe is from the realm, yow charac
ter most likely was transformed to the
reality, but she recognized the evil of
Barulc. Kaah and opposed the High
Lord and his Jakatts.
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Yourcharacrerntighthaveopposed
Mobius years ago on Terra, and de
cided to bring him to justice, no matter
where he fled to. Maybe you just came
over with the invaders, either serving
Mobius initially, or posing as one of
the "hangerson."Eitherway, you now
know to fight the invaders.

if your character was from Core
Earth, perhaps the invasion of the Nile
Empire ruined his business or killed
his family. Or maybe, being a good
person, he suddenly became able to
recognize evil for what it was - and
he decided to do something about it.

Aysle

Ayslish characters become involved
in the POSSibility Wars in many differ
ing ways. IfyourStorm Knight is from
the realm, he might have been trans
formed during the initial storms that
erupted when the Maelstrom Bridge
first landed. Hentight have woken up
one day to find his life had changed

without him realizing it until then.
If yow Storm Knight is from the

cosm of Aysle, maybe hecameto fight
for Uthorion (unwittingly) or came to
fight for Pella Ardinay after Uthorion
was exorcised. from her. Your charac
ter might have rome to Earth to leam
about its people and ways. An elven
follower of the Path of True Knowl·
edge would definitely come to learn
more of the world. Maybe yow char
acter was studying magic and grew
bored ofcountless theorems and such,
and yearned for new experiences. Any
of these reasons would explain how
your character became involved in the
Possibility Wars.

Cyberpapacy

Magna Verita characters got in
volved in the Possibility Wars simply
by crossing the Maelstrom Bridge to
fight either for or against Malraux.
The event which explains how your
Storm Knight arrived in the realm of
the Cyberpapacy most often also ex-
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plains how he became involved in the
Possibility Wars.

Storm Knights from the realm of
the Cyberpapacy became involved
when their world was changed by the
arrival of the Maelstrom Bridge. Their
world wasbeinginvaded,and the need
for survival is what thrust them into
the battle against the Cyberpapacy
High Lord.

Nippon Tech

Most Storm Knights from both
Marketplace and Nippon Tech have
become involved in the Possibility
Wars due to the corporate manipula
tions of 3327. Members of the ShOO
and Kashi have come to battle him
here, while Nippon Knights fight to
prevent his takeoverof the East. Many
Knights within the realmare agents of
the Rauru Block, a group of corporate
businessmen who have joined to op
pose "Kanawa" and eliminate the con
spiracy among the Kanawa Co., the
Japanesegovernment,and the Yakuza.

••
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W here Have I Heard This Before?

You might notice that the an- more "whole," and well-
swers to many of these Back- rounded.
ground questions are ~inning The creation of your Storm
to sound similar. Is that one on Knight, both his abilities, his
purpose? Well, yes, it is. Manyof drawbacks, and his background
the events which make up the should bea holistic process. That
background of your Storm is, when your character is com-
Knight answer more than one plete, he should seem to be
question. Very often, the impor- greater than the sum of all the
tant questions (your character's parts (abilities, background,and
Moment of Crisis, his Motiva- drawbacks) that went into his
tion, where he is from) are an- creation. Creatingacharacter like
swered by the sameevent. Uyou this is not aneasy taskat first, bu t
create your character's back- it is much more rewarding than
ground in this manner, he seems just writing out numbers.

Orrorsh

Most of the Storm Knights from
Gaea were tricked into coming to this
world by the Gaunt Man. Some have
come willingly as a means of hopeful
escape from the horrors of their cosmo
They fight the monsters of the Gaunt
Man in order to save this world from a
menace they wrongfully believe that
they were responsible for. Much of the
Orrorsh realm has been settled by Vic
torians, by both those who fight the
Gaunt Man, and by those who secretly
support him.

When the axioms of Orrorsh
washed across the area that is now the
Orrorsh realm, the honors ofchild rens'
nightmares and Stephen King novels
literally came to life. Combined with
the monsters he sent down his Mael
strom Bridge, the realm was instantly
covered with horrendous beasts of all
kinds. Characters who were trans
formed by the reality storms quickly
found that plain survival reqUired
fighting the beasts that roamed the
land. Many Storm Knights from
Orrorsh have become involved sim
ply by trying to remain alive.

Sample Motivation (Gaea): A
member of the Queen's Own 17th
Lancers, you were sent through a gate
across the dimensions to fight a honor
unleashed upon a world by a member
of your own Victorian society. But
when you arrived, it seemed that not
all was exactly as you expected. The
horrific reality of your world seemed
to grow around you, as moreand more
ofyourforcescrossed the bridge. Only
much later did you realize you had
been the victims of treachery at the
hands ofLord ByronSalisbury, known
to a few as the Gaunt Man. Now it is
your responsibility to repel the hor
rors and protect those less able than
yourself.

What about my
character's Moment of

Crisis?
As mentioned in the last chapter, a

character's Moment of Crisis is the
most important event in his back
ground. Give some extra thought to
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the circumstances surrounding a
character's Moment of Crisis.

By this time, it should be obvious
that the characters Motivations and
Background are indications of how
her Moment of Crisis catapults her
into the role of Storm Knight. Look at
your character so far, and you can
probably determine how these con
nected events made her a key fighter
in the Possibility Wars.

Realm-Specific
Questions and

Answers
When you created your character,

you obviously had to consider what
realm she was from. This has come up
several times in the courseofourBack
ground Generation, but here, in the
Q&A section, you need to get down to
fine details. Before, you dealt with
sweeping statements about Events,
Motivations, etc. Now, explore the
smaller details of your character's
background.

Here are some sample questions:

Living Landffakla Ker

1. What tribe does the character
come &om?

Many of the species of the Uving

Land live in tribal organizations. If a
character is an edeinos, which tribe
did he belong to? The Living Lmd
sourcebook has more information
about the different tribes that follow
Baruk Kaah. If the character is from a
tribe, where is it located? Did thechar
acter have a family in the tribe? Is there
an applicable Subplot Drawback?

2. Does the character like the liv
ing Land I't'ality?

We, as players and gamemasters,
seem to think that all the invading
realms are infatuated with their real
ity. Not so. Like our characters, many
of them are interested in new things.
Does your stalenger character collect
"dead things" to study? Does your
human Jakatt insist on using a .44
Magnum, even though he knows it is
a "dead thing'" (hey, he's a Storm
Knight; he's okay as longas hedoesn't
disconnect)?

3. What was the character's former
position in the tribe?

U your character was an optant or
a gotak, that's probably pretty obvi
ous. However, even given the limited
social structure of the Living Land, he
may have had some other position.
Was he "the one who watches out for
the big lizard that stepped on Kiral
Kekka?" Was he the one who cleaned
the altar after sacrifices? What does
this mean?
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1. Is my character affiliated with
the Mystery Men?

The Mystery Men are a group of
rostumedadventurerswhohavecome
to Earth to bring Mobius to justice.
They are headquartered in a secret
base located somewhere within the
city of Cairo - maybe. U a Storm
Knight comes from Terra, there is a
good chance that he would know, or
be affiliated with the Mystery Men. U
he is from Earth originaUy, he may
have heard of them, but not necessar
ily. Talk to your gamemaster about
this.

2. How does my character fight the
High Lord?

While this question has almost defi
nitely been answered before, it bears
repeating. Not every Storm Knight in
the Nile Empire has pulp powers or
access to weird scitmee, tnlJthematies.
miracles, or other supernatural abiJi·
ties. Some are reporters, detectives, or
even barkeeps whosebars werebusted
up by shocktToopers. All it takes in the

ile to be a hero is the will. Granted.
most people are of Good Inclination.
but that isn't always enough. Is your
character good with a gun? Does he
strike back at Mobius through the
media? Is he a former diplomat who
specializes in stirring up trouble?

Aysle

1. When and where did the charac·
ter get her magical training?

Characters who have magical skills
needed to have leamed their skills
somewhere - unless they are satis
fied with their "birth magics:' Where
is that? Did they studyat the Academy
of Four Towers, or at oneof the many
smaller magic schools in the rosm of
Aysle? If the character is from the
realm. how did he learn to use his
magical skins, once he realized that he
possessed them? Did hehavetofigure
them out for himself?

2. Does the character have faith in
a god of Honor, Balance, or Corrup-
tion?

There three types of gods in Aysle:
Honor gods, Balance gods, and Cor·
ruption gods. Most Ayslish characters
believe in one of these gods, even if

they don't have the faith skill. Which
type of god, or which god in particu
lar, does the Storm Knight believe in?

3. Does the character scorn magic
and/or miracles?

Even in a realm so suffused with
magic and miracles, there have to be a
few. TheScots Barbarian who believes
Mmightover magic" works every time,
or those who think these powers are
corruptions of nature. This could be a
very interesting twist.

Cyberpapacy

1. How did the character gain his
cyberware?

The transformation from the reality
of Core Earth (or another reality) to
that of the Cyberpapacy could be the
cause for some of the character's
cyberware, but probably not all. Maybe
the character had prosthetics which
were changed tocyberlimbs? Perhaps
the promise of lightning fast, cyber
enhanced reflexes convinced theStorm
Knight to have cybenvare implants
installed. Ormaybethecharacterwas
badly hurt while fighting the Church
Police. and was stitched back together
with a few improvements?

Chapter Seven

When creating this event, think
about possible drawbacks that could
relate to the cybenvare. Maybe the
street doc who performed the opera·
tion is the object ofa Romancesubplot?
Maybe thecharacterdeveloped a pho
bia due to an extreme occurrence of
Cyberpsychosis soon after her
cyberware was installed?

2. Does the character believe in!
have access to the CodNet?

The GodNet lies at the center of the
religion of the Cyberpapacy. But not
all characters believe in it. Further, not
all who have faith in the GodNet sup""
port the Cyberpope. If the Storm
Knight is one who runs in theGodNet,
he more than likely believes in the
religion of the GodNet, though he may
not support Malraux.

3. Does the character support the
resistance in Paris?

Within Paris there exists a resis
tance that fights the church, and the
Cyberpope. But not all agree that the
methods of the resistance are any bet
ter than the church itself. Does the
character support the resistance. or
does she fight the High Lord using her
own methods. The resistance offers
much in the way of supplies and aid,

.t
61



Torg: The Storm Knightl' Culde to the Possibility WAfS

but there are many other sources for
aid within the underground of the
Cybeq>apacy.

Nippon Tech

1. Where did the charader learn
martial arts (if applicable)?

U a character has the martiJJ/ arts
skill, where did he receive his train
ing? Perhaps he learned from the
dreaded ninja masters of Marketplace,
or from the Priests of Palan? Where a
character learned her martiJJl arts skill
is important in choosing her fighting
style, and it can also playa part in
determining the Motivation of the
Slom> Knight.

2. Which corporation did (does)
the maracterwork for(if appliable)?

Did the character work for one of
the megacorporation of Marketplace
before coming to Earth? Maybe the
character works for a member corpo
ration of the Rauru Block. If so, which
corporation?

A Storm Knight who was once em
ployed byUrsan lndusbies might have
slightly different reasons for fighting
3327 than one employed by Shari Pe
troleum. or Misaki Computers (the
other two members of the Market
place Triad). A Storm Knight em
ployed by the Rauru Block could be
come involved in the Possibility Wars
through simple investigation into the
corporate actions of the Kanawa Cor
poration.
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3. Does the character believe in
the teachings of Palan?

The teachings of Palan are those of
non·materialism and spiritual growth
through faith alone. Very few in
Nippon or Marketplace follow this
doctrine, but if a Storm Knight be
lieves in Palan, she is most likely not
employed by a megacorporation, but
fights to damage the corporate stand·
ing of 3327, both in Marketplace and
Nippon Tech.

Orrorsh

1. Does the character believe in the
Sacellum?

The Sace11um is the faith of the Vic
torians. The god of the Sace11um is an
angry god, similar in many ways to
the god of the first testament of the
Christian Bible. But the Sacellum is
more than that. It is a creation of the
Gaunt Man, that serves his purposes
by leading those faithful to its teach
ings towards corruption. Many be
lievers, however, are unaware that the
Bishops and Priests of the Sacellurn
are witting or unwitting servants of
corruption. Many still only see the
good still present in their faith.. whJJe
others seek to destroy the corruption.

2. How did the character learn of
the Occult?

Some Orrorshan Storm Knights
havetheoccult skill, whJchallowsthem

to use powerful magic rituals in their
fight against the Gaunt Man. Others
aren't even truly aware it exists. Know
ing about the occult is a two-edged
sword: the art of the occult is a em·
braced by corruption, and aU those
whoemploy itexpose thernselveseach
time they use their arcaneskills. How·
ever, knowledge of it is sometimes the
only way to destroy the evil of the
Gaunt Man.

Perhaps a Stonn Knight learned the
ofOccult from one who has since gone
the way of corruption and now serves
the Gaunt Man. Or maybe an instruc
tor taught her with hopes of corrupt
ing her as she learned.. Either of the
above examples would provide an in
terestin~gamemaster character to in
teract With.

3. How did the character get the
shapeshifting ability (if applicable)?

How did this happen to the Storm
Knight? Why was he not destroyed?
Why is he, out of so many others, not
corrupted by his abilities? Was he born
with the curse of the shapeshifters, or
was he the victim of a were-creature?

If a character is a shapeshJfter, she
might have a Suspicion subplot or per
haps, he does yet know about his con
dition, and has a Trut Identity subplot.
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Chapter Eight

New Stuff

Some of the skills in Torg cover
some very specialized areas of inter
est. Unskilled attempts of these types
ofskills also make use of the unskilled
penalty concept. Below isa listof some
of the specialized skills that receive
the unskilled penaltywhen attempted.
Again, this is an optional set of rules
if you don't feel it is necessary to inte
grate this section into your campaign,
ignore it.
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The language skill is one that needs
a bit of clarification. In the rules, it
states that the limgunge skill allows the
user to "immediately understand a
language or dialect that he does not
speak and has never heard before."
While this does serve to Simplify
gameplay, it does not provide a great
deal of information on how languages
can be used in the game.

II the limgUJIge skill as written is
sufficient for your campaign. that's

Language

Specialized Skills

alty. The unskilled penalty allows
USkill-Qnly" skills to be attempted,
but at a penalty to the skill total. Of
course, there are someskillswhich can
never be used unskilled, but most
"Skill-Qnly" skills can be attempted.

This is an optioml1 rule! U you or,
more importantly, your gamemaster
are comfortable with the existing Torg
"unskilled" restriction, then feel free
to ignore this section.

The table below lists all the skills
that up to now have been "SkiU-Dnly"
skins. Next to each is the modifier that
is applied to thedifficultyofunskilled
attempts of that skill. uN/A" means
that the skill can never be used un·
skilled. Note that this table includes
skills presented in the individual realm
sourcebooks, available separately.

The skill system is Torg is a fairly
straightforward one. Generate a total
when using a skill, and if the total
beats the difficulty number, the action
has been successfully performed.
There'sa little more to it insomecases,
but that just about sums it all up.

Ua Storm Knight character doesn't
havea skill, she can usually attempt to
use it unskilled, which means that she
isn't allowed an additional roll on a 20
when making the attempt. But there
are some skills which cannot be used
unskilled, according to the rules. We
call these "Skill-onIy" skills. These
include the four magic skills, spaa~
hides, medicine, and science, to name
just a few.

In this book, we're going to intro
duce the concept of the unskillN pen-

n this chapter, we're go
ing to provide a few new
rules that don't really fit
in any of the other cha~
teI'S. Here we're going to

look at how to resolve unskilled use of
''Skilled.Qnly'' skillsand how to make
clearer distinctions between skillsand
how they are used. This chapter also
provides some new skills, spells,
miracles, eternity shards, and group
powers for Storm Knights to use in
fighting the Possibility Wars. Finally,
this chapter providessome new equi~

ment for Storm Knights to use against
the Possibility Raiders.

Unskilled Use of
Skill-Only Skills

Skills
The skill list is at the heart of the

Torg character creation system, and
each realm has itsshareofskills which
are exclusive to it. Below are some
new rules and clarifications regarding
skill use.
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Unskilled Penalty Chart

Skill Unskilled Penalty

"N +
altn +

-In order to use faith unskilled, a character, in the
gamemaster's judgement, must have at least a basic
belief in the faith - otherwise this is N / A
- if other vehicle skill is known, otherwise N / A
-- See the Spaa Gods sourcebook

Keep in ntind that the above skills can only be used
by characters from cosms where the skill is available
-an edeinos still connected to the Living Land could
never attempt spaavehicfes without learning theskill,
for example.

+3

+4
+3
+3
H
+

+3

The science skill can be used to rep
resent an understanding of scientific
principals, but can also be used to
perform various related actions, rang
ing from computer use to chemistry to
bypassing an electronic security sys-
tem. Computers, chemistry, electron
ics, physics, and engineering are but a
few of the specializations possible
within the umbrella of the science skill.

When a character is created, her
specific area of scientific study must
be decided upon. The sciena skill can
be taken more than once, indicating
expertise in more than one area. Uses
of the scinla skill in areas other than a
character's specific area of study are

Science

fine. But if you feel it could stand
expansion, feel free to make use of the
following optional rule.

There are two distinct language
skills, language (reading/writing) and
language (speaking). When a character
iscreated, skill adds must beallocated
to both skills separately. Thedifficulty
number foruseof eitherskill found on
the Language Chart on page 55 of the
Torg Rulebook, except the character
would now need to generate either a
reading/writing total ora speaking total,
depending upon the situation.

Unskilled Penalty Chart
Specialized Skills

Unskilled Penal

The modifiers listed above should be added the
thediffieulty numbero( unskilled attempts to use the
relevant skill. The modifiers can be customized to fit
any particular situation, by using the Difficulty Num
ber scale found on page 42 of the Torg Ruleboole.

•

+5

+7

N/A

N/A

N/A
A

NA

+3
A
If.

N/A
+4

N/A
NA

N/A

+1

...
N A--

Egyptian

Science (Biotech)

Air Vehicles
Alteration M~c
Divination Magic
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5 int Medium
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Mindsense
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modified according to the unskilled
penalty rules above.

Scholar

ThescholDrskill represents academic
training or intensive study in a par
tirular field. When the scholar skill is
chosen, an area of expertise must also
be chosen. This area of study should
be roughly the same in scope as a
Bachelor's degree - additional adds
in the skill increase the knowledge.
Some of the specific areas of study
available under the scholar skill are
history,sociology, psychology,archae
ology, anthropology, arcane lore,
magic theory, and religion, to name
just a few.

Uke thesamaskill, thescholarskill
can be chosen more than once during
character creation to indicate exper
tise in more than one field. Use of the
scholar skill in areas outside a
character's specific area of study are
subject to the unskiUed penalty rules
above.

Scholar (Realm Lore)

The scholar (realm lore) skill indi
cates that the character has done in
tense study into the history of a par
ticularcosm/ realm (usually her own).
This study focuses heavily on the
myths and legends of the realm, often
moreso than the actual history. When
information relating to a unique ele
ment of a realm's history, myths or
legends is required, the character
should generate a scholar (realm lore)
total versus a difficulty number of 8.
The level of success determines how
much information the charactereither
knows or is able to discover. Use the
tablebelowasaguideline tohowmuch
information should be available for
each level of SUCCESS.

Example: Sir Winston MJJlory has
scholar (Orrorsh). He is attacked by
acreatureofOrrorsh, and franticolly
sttJrches his memory for some knowl·
edge of the creature.

Making ascholar (Orrorsh) roll,
the player whose clUlracter is Sir
Malory gets lucky: he generates a
Spectacular success. He rtJllizes that
the creature is an Amphid, that it is
very tough, is quite possibly possibil
ity-rated, it has several Occult pow-

Scholar (Realm Lore) Table

Level of Information
Success Obtained

MinimJlI General uuorma- f 1
tion known to
most scholars
(recognizing
natives of the
realm, o~~ls of
the realm

Average Information of a
more specific
nature, but not
terribly obscure
(knowledgeof
inhabitant's and
creature's behav-
ior and abilities, or
the characteristics
of prominent tools)

Good Information
regarding general
topics is made
more specific
(prominent
memberllof
species and their
characteristics are
known, and other
objects are rnson-~-Obi- .. I

Superior Detailed informa·
tion, known only
to experts in the
field.

Spectacular Specific informa·
tion about a
particular person
or creature is
probably known,
including details
about his/her/ils
abilities.

trS, if is probably llUlnerable to some
kind ofHoly Symbol, and Sir MJJlory
hilsevenheard thllt it can bedestroyed
by doing something to its thin neck.
Boy, wasn't Sir Malory lucky?
Notice that, in the example above,

the gamemaster gave Sir Malory's
player lots of information without di·
vulging everything. It is important to
be fair when revealing information to
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cess shouldn't ruin an adventure. If,
perhaps, the Amphid was not really
the major creature in the adventure,
then the gamemaster might have told
Sir MaIory its Suggested Wmkntss and
Suggested Tna Death right out.

New Skills

Science (Demolitions)
Another offshoot of the scienaskiU,

science (demolitions) aUows the charac
ter to determine how much explosive
to use and where to place it to achieve
a given effect. The base difficulty of a
science (demolitions) attempt is 8, plus
the Toughness valueof the target struc·
ture as read on the Power Push Table.

When placing the explosive, the
character states what effect he is seek·
ing. A successful science (demolitions)
roll allows a character to make the
equivalent ofa vital blowattackagainst
a building. If he is successful, he gets
the exact effect (as long as the explo
sives damage the structure with the
effect of one result point or better).

Foreach levelofsua:essaboveMini
mum achieved on the science (demoli·
tions) total, the character has the o~
tion of receiving a +2 bonus to the
damage done by the explosives. He
does not have to accept this bonus (if,
for instance, he wants to blow open a
safe but not risk damaging the ron·
tents inside). Actually setting off the
explosives requires a heavy weapons
total.

Example: Tomaki wishes to disable,
but not destr~, aluxury liner with a
Toughnessof34. Thedifficulty num
ber for the science (demolitions)
roll is 20 (8+ the Power Push valueof
34, which is 12). Hegenerates a total
of 22 for an Average success.

Tomaki announces thot he wiM
the liner to list to port after the explo
sion. Sina he succttdtd, that's what
it will do -Ilssuming the explosivt
penetrates the hull. He refuses the +2
bonus to thedllrruzgevalueofthe bomb,
as hedoes not wish the boat to sink too
quickly. He must now generate asuc
cessful heavy weapons total to set
off the explosives.

~~-----------------_..
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This skill does not allow characters
to enhance the damage value of at
tacks made with thrown explosives of
any kind.

Science (demolitions) cannot be used
unskilled.

Camouflage
The camouflage skill allows charac

ters to conceal large structures from
distant observers. Land vehicles,
landed air vehicles and even small
buildings can be concealed using this
skill.

When attempting to camouflage
something, the character generates a
total versus a difficulty number of 8.
(Note that the difficulty of camouflag
ing something can vary dependi~gon
thesurrounding terram and theslZeof
the object. Gamemasters should feel
free to modify the difficulty numberof
a camouflage attempt accordingly. See
the "Concealment" sectionof theCom
bat Modifiers Table forsomesuggested
modifiers.)

A person trying to locate a con
cealed structure generates a find or
Perception total versus a difficulty num
ber of the Cilmouflage total used to hide
it. If the find total exceeds the diffi
culty number, the object or structure
can be located.

ExQmple:A group ofStonn Knights
aresearchingfor an officerofthe Nile's
Battlegroup Red Hand who is travel
ing across the umd of the Dead. The
officer takes to the jungle, first at
tempting to conWllhis jeep using the
camouflage skill. Since the jeep is
already in what thegamerTUlSter rules
"partial cover," he gives the officer a
+3 bonus modifier. The officer gener
atesasuccessful total of17,hidingthe
jeep under letlves and branches.

The Knights, following the tire
tracks ofthe jeep, find they come to an
end near the jungle, and suspect the
officer mtly have abandoned his ve
hicle here. One Knight generates a
find total oflB,and successfully pen.
drates the camouflage to reveal the
offiw's jeep.
Camouflage can be used unskilled.
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New Spells

Confused

Skill: alteration/mtlthemJltics •
Difficulty: 15
Number of Planets: 3
Influence: Ptah, Anubis, Set

This spell can cause the target to
become confused and make it more
difficult for him to perform successful
actions. The spell skill total is com
pared to the target's wiffpower or Mind
value. If the skill total succeeds, the
target isconfused (no card playallowed)
for the extent of the spell's duration of
7 (20 seconds). Non-player characters
are treated as unskilled for the dura·
tion, and are unable to coordinate on
actions.

·Normally, Nile Empire spells are
not listed with the skills required. This
is done in this and further cases to
simplify the notation.

Crumble Structure

Axiom Level: 9 (17)
Skill: apportation/earth 19
Backlash: 16
Difficulty: 15
Effect Value: 15
Bonus number to: effect

Range: 10 000 meters)
Duration: 14 no minutes)
Cast Time: 18 (1 hour)
Manipulations: control, state

This is an impressed spell placed
within a structure primarily can·
structed of stone, earth, or another
mineral. The spell acts as a ward. Un·
less predetermined actions (specified
by the caster) are taken when passing
by this ward, the spell is triggered,
resulting in thedestruction ofthe struc
ture. The effect is equal to the amount
of damage taken by the crumbling
building. Each 'WOund taken by the
building is major structural damage,
and, after the fourth wound, the build
ing collapses.

Flame Strike

Axiom Level: 10
Skill: alteration/fire 16
Backlash: 16

Difficulty: 17
Effect Value: 18
Bonus Number to: effect

Range: 8 (40 meters)
Duration: 5 (10 seconds)
Cast Time: 3 (4 seconds)
Manipulation: state, duration

This spell requires a pre-existing
flame, such as a torch or open camp
fire in order to function. The mage
positions the flame between himself
and his intended target, and com
mands, "Flames that bum and light
the dark, fly from here and strike your
mark!"

If cast successfully, a bolt of flame
shoots from the torch (or fire, etc.)
towards the target. If the alteration
magic total equals or exceeds the
target's dodge or Dexterity, the target is
struck by the flame bolt. The spell's
effect value determines the amount of
damage inflicted on the target.

Block NeuxaCal

Axiom Level: 10
Skill: alteration/inaninwte forces 16
Backlash: 18
Difficulty: 16
Effect Value: 15
Bonus Number to: effect

Range: touch
Duration: 8 (30 seconds)
Cast Time: 3 (four seconds>
Manipulation: cast time, state, du
ration

This spell blocks theneural impulses
which travel down the target's
NeuraCal synthetic nerve fibres to his
eyberware, causing the equipment to
cease to function. The effect value is
comparedagainstthetarget'swillpuwer
or Mind to determine success or fail·
ure of the rite.

Successful completion of this spell
increases the difficulty number of vol·
untary cyberware use by +10 (i.e.,
interdermal plating, which does not
require mental prompting to functi?n,
would still work; a cyberarm, which
needs a command from the brain via
NeuraCal to move, would be more
difficult to operate).
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New Miracles

Nile Empire

The Hawk of Horus

Numberof Planets: 3,oneofwhich
must be Horus
Influence: Horus, Osiris, and Isis
Community Rating: 12
Difficulty. IS
Range: 26 (100 miles)
Duration: 25 (1 day)
Effect creates a giant hawk, obedi

ent to the cleric who invoked the
miracle

This miracle creates a giant hawk
which will obey the orders of the in
voking cleric. The hawk can be sent to
any point within the range of the
miracle, and can only be controlled by
the cleric.

This miracle is most often used by
priests seeking vengeance on those
whodefilethe Egyptiangodsand land.

The hawk maybe instructed to kill the
offender, or lead the cleric to him. U
the hawk should be killed while fol
lowing the cleric's instructions, a sec
ond hawk will appear which will at
tempt to kill the invoking cleric (as
punishmentforsendingagiftofHorus'
to its death).

The Hawk of Horus
DEXTERITY 11
Flight 15, maneuver 13, unarmed
combat 14
STRENGTH 13
Lifting 14
TOUGHNESS1S
PERCEPTION 10
Fuul12, trac1dng 11, trick (15)
MIND 9
Test (16), willpower (14)
CHARISMA 8
Charm (20), taunt (15)
SPIRIT 7
Faith (Egyptian) 14, intimidation
13
Additional Skills: two at +1 adds
Possibility Potential: some (30)

NaturalToo1s:daws,damagevalue
SfR +3/16; beak,. damage value STR
+4/17; wings-speed value 13

Cyberpapacy

Exorcise Spirit Chip

Spiritual Rating: 14
Community Rating: 11
Difficulty: faith or Spirit of chip +8
Range: 5 (10 meters)
Dwation: Permanent
Effech d;sables Spirit chip by driv

ing essence out of it

Exorcist Spirit drip is used to free a
person from possession by a Spirit
chipby driving out the soul contained
with in the chip. If successfuL the es
sence leaves the chip, and the chip
goes off-line and can be removed nor
mally. The expelled spiril returns to
Purgatory.
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Orrorsh

Thrice Damned

Spiritual Rating: 12
Community Rating: 10
Difficulty: faith or Spirit of target
Range: 8 (40 meters)
Duration: 25 (one day)
Effect: causes victim to suffer three

adverse conditions

When this SaceUum miracle is suc
cessfully invoked, the target character
suffers three negative conditions over
the course of the next 24 hows. Com
pare the effect value of the miracle to
the target's faith or Spirit on the lntimi
dIlte{Ttst column of the lnteraction
ResuJtsTable(usingtheOne<Jn-Many
table) to determine the nature of the
adverse condition (unskilltd, stymied,
setback, etc.). Each of the three periods
lasts for no more than one round, and
can be levied at any point during the
next 24 hoursat the gamemaster's dis
cretion.

Example: This miracle is cost on a
dulrado-witha faithofl2. Thepritst
invokingt~miraclegeno-atts afaith
total 0120. Since thereare threuffrcts
coming out of t~ one minu:le, t~
target's faith is 12 for the first result,
14 for thesecond result, and 15for t~
third result. The result points are
eight, six, and five.

Looking on the Into-action results
Table under lntimidation/Test, this
metlns that, sometimeduring the next
24 hours, the target will be stymied
three times.
If all three of the totals do not ex

ceed the target's Spirit or faith, then the
target is unaffected.

New Eternity Shards
The locations of many of the eter

nity shards listed below remain a mys
tery. The quest to attain anyone of
them would entail great danger, as
well as the risk of losing the prize to
agents of a High Lord. Stonn Knights
should proceed carefully when seek
ing objects of such power.

Excalibur

Cosm: Core Earth
Possibilities: 100
Tapping Diflkulty.19
Purpose: To defend the people of
Great Britain from their enemies
Powers: When wielded in combat,

a possibility may be drawn from the
shard once every six rounds without
first generating a retllity skill total

Group Power: Life Thread
Restrictions: Possibilities tapped

from Exca1ibur can only be used in
battle against those who would
threaten Britain, or when trying to
lead those loyal to Britain.

Description: Excalibur was the
sword of the legendary Arthur
Pendragon, who became king of En
gland when it was given to him by a
divine power.Shortlybefore his death,
Arthur ordered that Excalibur be re
turned to the Lady of the Lake. The
sword has not been seen since.

The Holy Grail

Cosm: Core Earth
Possibilities: 200
Tapping Difficulty. 25
Purpose: To inspire the souls of
humanlUnd
Powers: Those who drink from lhe

HolyGrail are automatically healed of
all wounds, shock and KO conditions
(see restrictions below)

Group Power: Send
Restrictions: The Holy Grail can

only be used by those possessing at
leastone add in faith (Christianity), and
who are "pme of heart" (no adds in
corruption or Orrorshan corruption
points).

In addition, use of the Grail's heal
ing properties is onIy possibleon mor
tally wounded characters who meet
the above conditions, and who suc
cessfully generate a faith total of 20.

Possibilities may be tapped by the
bearer to use in ttredicine or first aid
actions only, and they must meet the
above requirements.

Description: In Christian lore, the
Holy Grail is said to be the chalice
from which Christ drank at the Last
Supper. It is also the cup into which
Jesus' blood flowed during the Cruci
fixion. Entrusted into the care of J~
seph or Arimathea, the Grail has been

sought for centuries without success.
Rumors have placed it in France, Brit
ain and the Middle East.

The Swords of the Shogun

Cosm: Core Earth
Possibilities: 60
Tapping Difficulty. 18
Purpose: To unite the kingdoms of
Japan against any and all invaders.
Power$: The user receives a +2 b0-

nus to his melee wtDpons skill for two
rounds for each level of success above
Minimalachieved ina realityskillcheck
against the tapping ON.

Group Power: Stelae Sense
Restrictions: Possibilities tapped

from the shard can only be used when
battling to redaim territory wrong
fully taken.

Description: The Swords of the
Shogun are a matched pair of blades
forged by the weaponsmith of the first
of Japan's shoguns. The handles of
both weapons are wrapped steel. cov
ered witha fine blue/red embroidered
cord They are rumored to lie within
the burial chambers of the shogun's
clan, somewhere in Japan.

The Golden Ankh of
Ozymandias

Cosm: Core Earth
Possibilities: 35
Tapping Difficulty: 19
Purpose: To remind people of their
heritage and history.
Powers: Adds +3 to scholar (realm

lore) value when researching the past
Group Power: Create Talisman
Restrictions: Possibilities tapped

from the Ankh can only be used when
either researching or relating history.
This includes telling the tales of Glory
deeds.

Description: An Egyptian symbol
of life, once worn by the "Icingof kings"
who ruled a Middle Eastern empire.
Ozymandias' kingdom crumbled
upon his death, and his burial site 
which is said to contain the ankh 
remains a mystery.

Sullantak

Cosm: Takta Ker
Possibilities: 15 (per plant)
Tapping Difficulty: 18
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Purpose:Toenhance thesensations
of Lanala's children
Powers: Boosts the Perception of the

user by +1 for each level of success
achieved (renlity skill total versus tap
ping ON).

Group Power: Mind Expansion
Restrictions: Possibilities tapped

from a suttantak can only be used for
Perception-based skill attempts. In ad
dition, suttantaks can only be tapped
by those with at least one add in faith
(K£tQ ](QlIes).

Description: The suttantak is a rare
plant whose leaves resemble those ofa
normal palm frond. The coloring of
suttantak leaves is different in that the
veins which run through the leaves
appear as red and blue swirls.
Suttantaks commonly grow near the
peaksofactive volcanoes in the Living
Land.

Uscranta

Cosm: Takta Ker
Possibilities: 25 (per plant)
Tapping Difficulty: 20
Purpose: To sustain life
Powers: Provides a +3 to the bonus

of medicine totals used to heal a fol
lower of Keta Kalles

Group Power: Life Thread
Restrictions: The bearer of the

group power must have at least one
add in faith (Keta Ktllles).

Description: The uscranta tree is
slender with broad flat leaves. The
trunk of the uscranta is pure white
while its leaves are colored red and
blue. They are relatively few in num
ber, and can usually be found in is0
lated groves.

The Staff of Amat-Ra

Cosm: Terra
Possibilities: 50
Tapping Difficulty: 19
Purpose: To aid the oppressed
against tyranny
Powers: Grent Curse (see page 99 of

The Nile Empire sourcebook).
Group Power: Send
Restrictions: Possibilities tapped

from the staff can only be used when
fighting Mobius and his minions. The
great curse imbued in this staff may
onlybe used against those ofEvil incli
nation, and the user must have at least

one add in faith (Egyptian).
Description: The Staff of Amat-Ra

was once carried by the famed Terran
pharaoh who cursed Mobius with his
dying breath. It is 1.5 meters long, and
the wood it is made of has streaks of
red and blue within it. Mobius isaware
that the staff has been transported to
the Nile realm, but does not know
where it may be.

The Idol of Osiris

Cosm: Terra
Possibilities: 25
Tapping Difficulty: 23
Purpose: To further the teachings
of the Egyptian gods
Powers: Provides a +3 bonus to the

faith totals of all beneficial Egyptian
miracles performed withina five meter
radius.

Group Power: Insight
Restrictions: Possibilities tapped

from the idolcanonly be spent by or to
aid characters who worship the Egyp
tian gods.

Description: The Idol of Osiris is a
.75 meter high statue of the god. The
statue iscarved from a reddish crystal,
and has blue swirls throughout. The
idol is rumored to still be on Terra, but
it is possible it may have been
smuggled to the Nile realm.

Tobukai Algorithms

Cosm: Marketplace
Possibilities: 60
Tapping Difficulty: 17
Purpose: To reaffirm the potential
of the human mind and aid in the
gathering of knowledge
Powers: The Tobukai Algorithms

allow those who hold it to perform
extremely quick mathematical calcu·
lations without the aid of a computer
or other device. In addition, it allows
the user to perform extraordinarily
fast operations with a computer, in~

cluding data transfer and analysis. A
sua::essful reality total vs. the tapping
difficulty gives the user the science
(mnthematics) and science (computers)
skill at values of 20 for a period of one
hour.

Group Power: Insight
Restrictions: Possibilities from the

shard can only be used for the perfor
mance of Perception- or Mind-related

skills.
Description: The Tobukai Algo

rithms appear as an old weathered
book, about the size ofa modern ency
clopedia. The pages are worn and
faded, but are still legible. The cover
of the book is black cloth with fine
threads of red and bluescattered.aaoss
it.

The Eyes of Polan

Cosm: Marketplace
Possibilities: 75
Tapping Difficulty: 21
Purpose: To help spread the word
of Palan to the people.
Powers: The Eyes of Palan grant a

+2 bonus to uses of the focus skill by
those with at least one add in faith
(Palan).

Group Power: Judgment
Restrictions: The Eyes of Palan can

only be used by those with the faith
skill (of any kind). When tapping p0s
sibilities from the shard, those whose
faith is not Palanic have the difficulty
increased by +3.

Description: The Eyes of Palan are
two perfectly shaped spheres of
marble, onedeep blue the other bright
red, connected by a white silk ribbon
one foot in length. When the two
spheres are brought within three
inches of each other, each changes
color, to a even mixture of blue and
red. TheEyeshavenopowerswhenof
separate colors.

New Group Powers
Several group powers appear in

Chapter Nine of the Torg Rulebook.
Below aresome new group powers for
gamemasters to use in theircampaigns.
Some of these powers can be found in
the eternity shards described above.

Create Talisman

Purchase: 20
Use Cost: 4
Coordination: 9
Orrficulty, 12
Range: touch
Duration: variable
Effect: create a talisman (mobile

hardpoint) of the same cosm as the
power bearer.
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This powerallows a groupofStorm
Knights to create a talisman (see page
99 of the Torg Rulebook). The axioms of
the talisman are those of the power
bearer. The object chosen to be the
talisman must be from the cosm of the
power bearer. Thus, if a Jaz Fighter
was the bearer of the power, he could
make a talisman of the Cyberpapacy
from a GodLight Pistol, but could not
do so from a hrockt shoot or a Victo
rian cross.

Theduration of the talisman begins
at a base of one day (value 25) and is
increased by the number of res~t

points achieved by the bearer's rttllfry
total.

Exllmplr: Andri, If /Itt fighter, crt·
IIttS If CyMptlptll lsllismlln in the
form of. cybenl«k. H;s 10••1, .ft".11
oonlLStSllchinJcdas II result ofcoordi·
nation Ifrtadded, is 19, for If total of]
result points. 17ulf makes the dura·
tion of the talisman 32, or ont month
(base valut 0/25+]).

Insight

Purchase: 13
Use Cost: 6
Coordination: 12
mfficully. 12
Range-: n/a
Duration: 500 seconds)
Effect: allows the users to share

their ideas regarding a situation and
gain clues to a solution

This power allows the power par
ticipants to create a synergy of shared
thoughts concerning theircurrent situ
ation. If used successfully, each par
ticipant may ask the gamemaster one
unique, specific question relating to
the current adventure: the solution to
a puzzle, a clue they might have
missed, etc. The gamemaster chooses
which question she answers.

This power requires the participants
to spend an hour focusing their
thoughts on the problem at hand.

Judgment

Purchase: 15
Use: Cost: 8
Coordination: 9
Difficulty: 15
Range: 5 meters
Duration: 5 00 seconds)

Effect: allows user to determine the
true nature of another

This power allows the Storm
Knights to view the inner being of
another. This can take the place of an
inclination check in the Nile Empire,an
attempt to determine levels of corrup
tion in Aysle, or the trut sight skill in
Onorsh.

Mind Expansion

Purchase: 7
Use Cost: 4
Coordination: 5
Difficultr- 8
Range: n/a
Duration: 9 (one minute)
Effect: adds a bonus to one of the

mental attributes of the power bearer

This power grants the bearer a b0
nus to any Perception, Mind, Clulrismll,
or Spirit·based skill. Only one skill
may be specified per power use. The
bonus isequal to the valueof the num·
ber of participants who successfully
supported the power.

The Tech axiom of a Storm
Knightoftendeterminesthetech·
nologicallevel of the equipment
he carries. For example, a Core
Earth Soldier of Fortune who
carries a flashlight is probably
canying a more modem version
of a flashlight than a Detective
from the Nile Empire. The Core
Earther's flashlight would prob
ably have a higher Tech axiom
due to more modem manufac·
turing techniques and different
materials employed in its con
struction.

When attempting to deter·
mine the Tech axiom of gear car
ried by a character, you might
want to try this optional role. For
equipment that could be found

Chapter Eight

New Equipment
Thissection provides you withsome

new adventuring gear with which to
equipyourStorm Knights. Theprices
here are given in US dollars. They
reflect the average cost in the realms
they are available in. Naturally, this is
variable due to supply, demand, and
availability.

Item Tech Price
(Value)

Laptop Computer 23 2500(17)
Demolitions Kit 23 500 (14)
Camcorder 23 1500 (16)
Currency

24 5000 (19)Emulator
Cassette

Recorder 23 100 (10)
Electronics Kit 23 200 (12)
Cybertech IG. 26 1()()() (15)
Cyber Me<! IG. 26 1500 (16)
Medical Kit 22 100 (10)
First Aid Kit 21 30 (8)
Mechanic's Kit 23 500 (14)
Camera 22 400 (13)
Mountaineering

500 (14)Ge.r 22
Parachute 21 200 (12)

in more than one of the realms
(that is, under more than one
Tech axiom) and with the excep
tion of weapons and other spe
cific pieces of equipment, con
sider any equipment to be of the
same cosm and Tech axiom as
the character. This would mean
that the Core Earth flashlight has
a Tech axiom of 23, while the
Nile Empire flashlight has a Tech
axiomof21. Thus a Nile Empire
StormKnight (or Ayslish, or Uv·
ing Land, or Orrorsh Knight for
that matter) could disconnect
while using a flashlight. This at·
lows fora more realistic portrayal
of how using tools from a differ·
ent reality can create contradic·
tions.
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Computer Tool
Kit 23 1200 (16)

Disguise Kit 20 200 (12)
Chemical

Analysis Kit 23 1000 (15)

Adventuring Gear
Laptop Computer: A portablecom

puter, capable of performing all the
tasks done by the average personal
computer. A hackeroften uses a laptop,
as it affords him the luxury of keeping
on the move and makes it harder for
the authorities to track him down.
Laptops run on batteriesand / or power
cords.

Demolitions Kit: A demolitions kit
containsall the materials needed toset
explosive charges, including detona·
tors, fuses, blasting caps, and 10 kilos
ofC4 Plastique explosive. Demolition
kits are also available with TNT and
nitroglycerin, but most demolitions
experts use plastique. Some more
costly demo kits include such items as
radio-controlled detonators and prox·
imHy fuses.
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Portable Camcorder: Popularized
in the '80s, a Camcorder is a small,
handheld video camera, capable of
recording up to 12 hours on one cas
sette tape.

Currency Emulator: The Allied
Technologies Currency Emulator is a
device which produces duplicates of
any type of paper currency. One car·
tridge can produce up to 1000 units of
currency.

Portable Cassette Recorder: A por
table cassette recorder is capable of
recording and playing back music,
conversations, and any other sounds.
The unit is small, and is easily con·
cealed. Each cassette tape can record
up to 2 hours of material.

Electronics Tool Kit: A set of tools
for delicateelectronics work. Included
are wiredippers and strippers, alliga·
tor clips for tapping lines, and an as
sortment of jacks and plugs for virtu·
ally any type of outlet in existence.

Cybertech Tool Kit: Tools spedfi·
cally designed for working on a
cyberdeck. The kit includes a power·
ful magnifying device for close work

within thesmallerareasofa cyberdeck.
Repairing a cyberdeck requires the
cyberdeck operations skill.

Cybertech Med Kit: A kit contain
ing first aid and medical equipment
spedficallydesigned for the treatment
of cybemetically-enhanced people.

Medical Kit: A small kit containing
manytypesofgenericdrugsand phar
maceuticals. The medicine skill is
needed to be able to use this kit.

First Aid Kit: A standard field first
aid kit, containing bandages, dress-
logs, disinfectant, and minor pain re
lievers.

Mechanic's Tool Kit: This kit con·
tains all the tools necessary for normal
preventive maintenance of cars, Ill(;

torcycles,and other land vehicles. Air
craft mechanic's tools kits are also
available.

Camera: This refers to a normal
35mm camera. It also includes a zoom
lens, and, optionally, a tripod. The
camera can be set with an auto-timer
totakephotosata pre-designated time.

Mountaineering Gear. This in·
cludes nylon rope, pitons, caribiners,
and slings used in modem mountain
climbing.

Parachute: A modem (by Core
Earth standards) parachute, that al
lows its user to steer left and right
while descending.

Computer Tool Kit: This kit con·
tains nearly the same items as theelec·
tronics tools kit, but has additional
tools for tapping into a computer net·
work. Also included in this kit is a
2400 baud modem, usable by most
regular and laptop computers.

Di.sguise Kit: Amake-upbag which
contains various types of make-up,
wigs, false teeth, false noses, etc. A
disguise kit grants its user a +2 bonus
to disguise totals.

Chemical Analysis Kit: This kit isa
small tool box which contains flasks
and tubesofmanydifferentchemicals
used in forensics, and chemical analy·
sis. Sample tubes are included as is a
small microscope. When using thesci
enet (chemistry)skill, a chemical analy
siskit grants its usera +2 bonus to his/
her totals.
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Chapter Nine

The Tools
of the Trade

[III coups of Storm Knightshave many unusual
"tools" available to them
in their fight against the
Possibility Raiders that

are fairly unique in the field of
roleplaying. These tools include the
reality skill, Eternity Shards, Group
Powers, and Glorydeeds. In this chap
ter, each of these "Tools of the Trade"
are discussed in terms of how Storm
Knights may best use them to fight the
High Lords.

The Reality Skill
Every Storm Knight character has

the realityskiIl. It is this skill which sets
Storm Knights apart from the crowd.
The reality skill, as defined on page 58
of the Torg Rulebook, is "a unique abil·
ity which carries a character's reality
with him into other cosms." A
character's reality skill can be thought
of as a measure of the strength of the
link between a characterand his home
cosmo In addition to allowing charac
ters from travelling to different cosms
and realms, the reality skill has many
other uses in fighting the Possibility
Wars.

Many of the abilities provided by
the reality skill are covered in the Torg
Rulebook, but therearesomeotheruses
of the skill that haven't yet been dis
cussed fully. In addition, this section
provides some clarifications of the
existing rules.

Thefollowing is a listofmanyof the
uses of the reality skill:

1. Creating Contradictions
2. Reconnection
3. Creating Reality Bubbles
4. Using Eternity Shards
5. Using Group Powers

6. Surviving and Invoking Reality
Storms
7. Removing Stelae

Most of the above uses of the reality
skill aredescribed in the Torg Rulebook,
whilesomeare new to this sourcebook.
It should be noted that not all uses of
the reality skill require that the player
generate a reality total in order for the
skill to function.

Creating
Contradictions

As described in the Torg Rulebook,
the reality skill is what allows charac
ters to travel from onecosm to another
with reasonable safety. It is also the
skill which allows Storm Knights cre
ate contradictions, or, to use tools
which have axiom levels higher than
that of the cosm the Knight is cur
rently in. "Ords," or ordinary people,
can create these contradictions, but, if
they "disconnect" from their reality
which they do anywhere from 5% to
20% of the time - they cannot
reconnect. Storm Knights can.

For instance, Ken Markham is trav
elling in the Living Land. The Living
Land's Tech axiom of 7does not allow
his .45 automatic pistol to work be
cause its Tech axiom is 21. But, be
cause Ken has the reality skill (i.e. is
possibility·rated), he is able to create a
contradiction and use tools that ex
ceed the axiom limits of the cosm 
including his pistol. Unlike Ords, if
Ken disconnects, he can attempt to
reconnect using his reality skill 
which allows his gun to work again.

This ability is a very powerful one
in fighting the POSSibility Raiders, be
cause it takes one of the invaders pri
mary weapons away. When a High
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W arid Laws and the Reality Skill

Lord claims an area of Core Earth,
because he has subjected the area to
his own reality, he is actually fighting
his war using his own rules. One of
Baruk Kaah's most potent weapons is
the fact that modern weapons will not
function within his realm. Without
modem weaponry, the armiesofNorth
America stand little chance against
the High Lord's edemos warriors.

But Storm Kni$thts, who have the
rtQlity skill, are abfe to break the High
Lord's rules bycausingcontradictions
and only suffering minor setbacks
when they disconnect. Powerful as
they are, Baruk Kaah's edeinas war
riors are no match for Storm Knights
whoareabletouseweaponsfromany
cosm and any axiom level.

Reconnection
But what is "'reconnection"?11tis is

explained in the Torg Rukbook, but,
since it is an important Tool of the
Storm Knights, here it is again.

Think of the Storm Knight's rmfity
skill as a thread, connecting him to his
realityand going through other realms
and cosms. When a Storm Knight
causes a contradiction,and the Everlaw
ofOneinterferes,hedoes what iscalled
"'disconnecting." Simply put, the
thread is cut. He can no longer use
things that are alien to the reality he is
currently in.

However, unlike Ords, he can roll
on his rtQlity skill and attempt to "tie
up the thread" and reconnect. If he
does so, the connection between him
self and his reality is fixed. Until then,
however, he cannotcause a contradic
tion of any kind.

Specifics of Reconnection

Unfortunately for Storm Knights,
reconnection is not always easy. For
one thing, when a Knight disconnects,
he must attempt to reconnect using
the same tool- or tools - he discon
nected with. lf Ken disconnects by
firing his pistol, he must try to
reconnect using the same pistol.lf, for
some reason,. he is prevented from
doing this, he will have to return to his
reality to reconnect (waiting an un
specified amount of time).

Reality Bubbles
In the course of their battles with

the High Lords, Storm Knights en
counter situations in which the only
way tocreatecontradictions is through
the creation of Reality Bubbles. This
situation occurs when characters jour
ney into Pure Zones of an invader's
realm.

When surrounded by a Reality
Bubble, a character has used his rmlity
skill to intensify the link between him
self and his home cosm in such a way

Because the reality skill allows
possibility-rated characters to
bring theirown reality along with
them, characters also bring the
World Laws of their cosms with
them as well. When a character
crosses over into a foreign cosm,
he immediately becomes sub
jected to the World Laws of that
cosmo But if he also carries his
own World Laws with him,
which World Laws apply? Well,
both.

Whenever a character is in a
Dominant Zone of a foreign
rosm, he may attempt to use the
World Laws of his own cosm,
but doing SO creates a one-<:ase
contradiction, meaning that on a
roll of I, the character discon
nects. Keep in mind that though
the is using his ownWorld Laws,
he is still subject to the World
Laws of the cosm he is in. For
example, a Mathematician from
the Nile Empire is in the
Cyberpapacy, and attempts to
use the Law of Action when cast
ingoneofhisspells(pgs.44-45of
the World Book). He success
fully creates the contradiction
necessary and is therefore able
to spend 2 possibilities in order
torollagain, and even though he
is in the Cyberpapacy, the Law
of Heretical Magic still affects
him, increasing the difficulty
number of the spell (there is no
backlash in Nile Empire magic)

that he is safe from disconnection.
While within the Reality Bubble, he
may use tools that exceed the axioms
of the cosm he is in, so long as they
don't exceed his own axioms.

For example, if Ken Markham is in
a Pure Zone of the Aysle realm, he
would need to create a Reality Bubble
in order for his .45 auto to work. But if
Ken had a magic sword with him, he
would not beable to use it while in the
Reality Bubble, because the sword's
magicaxiom is higher than his reality's
magic axiom.

unless he disconnects. Using a
world law foreign to either the
character or the realm he is in, is
a contradiction. Characters can
only use world laws of their
realm or the realm they are in.

Because using a character's
World Laws requires a contra
diction, it is not possible to do so
in a Pure Zone, unless the char
acter is surrounded by a Reality
Bubble. When a character create
a Reality Bubblearound himself,
not only is heable to use his own
World Laws, but he is also im
mune to the World Laws of the
cosm he is in.. (Note: There are a
few cases where this is not true.
Orrorsh is one of those. See indi
vidual cosm sourcebooks for
more information.)

There is one last important
itemto mention regarding World
Laws and Reality Bubbles, and
that is that a character in a Real
ity Bubble is automatically sub
ject to ALLof the World Laws of
his cosm, good or bad. For ex
ample,a Hunted Witch from the
Cyberpapacy is in the Living
Land, and creates a Reality
Bubble to allow her cyberware
to function. For the duration of
the Reality Bubble <15 minutes),
any time that she casts a magic
spell, she is subject to the Law of
Heretical Magic, increasing both
the difficultyand backlashofher
spells by 3 each.

.........'::':'""------------------- ....'"
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Reality Bubbles cost one possibility
to create and require no skill roll.

Using Eternity Shards
Once the cost of an Eternity Shard

has been paid, the Storm Knights are
then able to use theShard. All abilities
of shards are used by generating a
rtQlity total vs, the Tapping Difficulty
Number of the shard. In some cases, a
shard's powers function automati·
cally, but only for a possibility·rated
person. More information regarding
the use of Eternity Shards is given
later in this chapter.

Group Powers
Oneofthe most potentabilities pm-.

vided by Eternity Shards are Croup
Powers. As explained inChapter Nine
of the Torg Rulebook, Storm Knights
are able to acquireCroup Powers from
Eternity Shards. When a group of
Knights wish to use Croup Powers,
the power participants each generate
a mJlity total. The lead character must
beat the difficulty number of the
power, while supporters needs tobeat
the coordination difficulty number.
The valueof the numberofsupporters
isused asa bonustothe lead character's
retllity total. See "Chapter Eight: New
Stuff'" of this book for several new
Croup Powers.

Reality Storms
Another ability provided by the re

ality skill that is perhaps the most sig·
nificant is ability to invoke and sw·
vive Reality Storms.

A Reality Storm can occur in two
ways. The most common is when two
(or more) differing realities come into
close proximity with each other. This
happens when twocosms meet (Le. at
the border of each of the realms of the
Possibility Wars). Reality Storms are
violent and dangerous, and they often
warp the reality within them.
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Crossing Existing Reality
Storms

At the borders of nearly all the
realms lie Reality Storms that are the
result oftwo conflicting realities meet·
ing. AsStormKnightstravel fromcosm
tocosm they have to cross through the
Reality Storms that surround the dif·
£erent realms.

Doing so can require another use of
the reality skill. If the Storm attacks the
characters' reality, then eachcharacter
generates a rtJIlity total vs the strength
of the Storm. U the total exceeds the
strength of the storm, he passes
through with no ill effects. If, how·
ever, he fails to beat thestrength of the
storm, the amount by which he failed
is read on the Storm Results Table.
Only the number of possibilities lost
and Transform results are important.
All other storm results are ignored.
The character loses the number of
possibilities shown, and, on a TraIlS-"
form result, is transformed into a deni·
zen of one of the two conflicting reali·
ties, usually the reality of the cosm
that the character was attempting to
enter. Ifthe character isfrom thatcosm
however,he is transformed intoadem·
zen of the other reality. The struggle
continues until thecharacterisdrained
of possibilities and reality adds and
transformed, until he is transformed
by a Transform result, or until hebeats
theStorm'sstrengthwith a retllity total
and passes through. He cannot get
possibilities from the Storm.

Example: Agroup ofStorm Knights
are entering the Cyberpapacy from
Core forth Gemwny. Twoofthechar
aders fail their rolls and gtl Trans·
form results.~ of the characters
WllS • Gadget Hero from the Nile
Empire, and soon finds himselfwith a
neural jack in his temple and a
GodLight pistol instead ofhis .38 re
volver. The other character was a
Cybertegger, wlw emerges from the
storm as a denizen ofCore forth.
Some Reality Storms have addi-

tional side effects on characters who
are transformed. In the storms sur·
rounding Cyberpapacy for example,
all charactersautomaticallygaina neu
ral jack when transformed into the
reality of the Cyberpope.

Note: A character will not have his
reality attacked every time he crosses
a realm border; that is actually fairly
infrequent. Most of the time the Real·
ity Storm creates wild, and often dan
gerous, unpredictable effects.

Invoked Reality Storms

Theother typeof reality storms that
Storm Knights can expect to encoun·
ter are Invoked reality storms. That is,
storms which are caused by a charac·
ter from one cosm challenging the re
ality of a character from a different
cosmo Every possibility-rated charac
tercarries within him the Everlaws of
theCosmverse. When characters from
differing cosms confront one another,
they are able to invoke the Everlaw of
One, that is, reinforce the premise that
"only one possibility from a set of two
or more conflicting possibilities can
become a reality at one time." When a
character does this, an invoked reality
storm results. Thesestorms are gener
ally smaller in scale than the storms
that surround the realms,butare none
theless fierce. An invoked realitystorm
lasts until one of the participants is
stripped of his possibility ene.gy and
reolityaddsand transforms intoa deni·
zen of the opposing cosmo

When a character invokes the
Everlaw of One in order to create a
reality storm, he uses his retllity skill.
The difficulty number is the retllity
skill valueof his opponent. Any result
points are read on the Storm Results
Table. These results can increase the
size and strengthof thestonn, tum the
storm into a Maelstrom (a perpetual
storm that has the chance of lasting
forever), or can instantly transform
one of the characters to the opposing
reality. For more details concerning
invoked reality storms see pages lOs-.
106 of the Torg Rulebook.

Both types of reality stormscan also
have other characteristics about them.
Somestormssimplycreatelargethun·
derousclouds with rainand lightning,
while somecauseshifts ingravity, and
still others produce even more fanta§-.
tic effects.

Note: When a character is trans-
formed by a reality storm, there isonly
a one-in-twenty chance that he actu·
ally physically transforms.



Removing Stelae
TIle last ability provided by the re

llJity skill is one of the most important:
the removal ofstelae. Stelaearearcane
artifacts that surround the realms of
the Possibility Wars. Within the stelae
boundaries, the reality of an invading
cosm suppresses that of Core Earth,
and transforms the reality of the
bounded area into that of the invader.
It is the stelae which mark the bound·
aries ofeachof the High Lords' realms.
Therefore, in order to claim back the
territory taken by the High lords, the
stelae must be removed. This can only
be accomplished through use of the
ntlJity skill. See the Torg Rulebook for
more information on removing stelae.

Eternity Shards
As stated above, and in Chapter

Nine of the Torg Rulebook, Storm
Knights fighting the Possibility Wars
are very likely to encounter and ac
quire Eternity Shards. Shards repre-

sent a link between the living and
unliving elements of a cosmo This link
serves as the basis for the Ever-law of
Three, whichstates that ....ineveryco.sm.
a third element exists between the liv
ing and unliving. This part, created
directly by Apeiros is rich in possibil
ity energy and works to protect and
empower the living and unliving on
each world."

Due to the enormous amounts of
possibility energy found in most Eter
nity Shards, they are sought by the
High lords. It is for this reason and
others thatStormKnights should make
efforts to acquire them as weU. By
preventing the shard from being used
by a IUgh Laro, the Knights will have
hampered the IUgh Laro's progress.
Aside from this, Eternity Shards can
bestow great abilities upon Storm
Knights who wield them. Chapter
NineoftheTorg Rulebookdetailsmany
of the abilities of Eternity Shards. One
of these abilities is Tapping Possibili
ties from the Eternity Shard.

On page l060f the Rulebook, itstates
that possibilities tapped. from an Eter-

Chapter Nine

nity Shard "may be used for any ac
tions which are not prohibited by the
design of the shard. They must be
used at once, but may be used inexcess
of the normal rules for limitations on
Possibilities, in the same manner as
Hero and Drama cards."

The possibilities tapped. from an
Eternity Shard must be used in the
characters next action, or they are
absorbed by the surrounding reality.
They do not "hang around," waiting
to be used. A character can, if the need
is urgent, perform a multi-action - he
could use his reality skill to tap the
Shard, and then another skill to use
the possibilities on if he wished to
incur the action penalties (as printed
on the One-On-Many chart).

If, however, the character wishes to
use the tapped possibilities to bum off
damage that occurTed at the same time
as the tapping, or in between the tap
ping action and the character's next ac
tion, he could - as long as the Eternity
Shard's resbictions are not violated.

.e
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Using Innate Powers
of Eternity Shards

Aside from using a shard's possi·
bilities, and acquiring the shard's
Group Power, Eternity Shards have
otheruses, too. Mostshards have pow
ers inherent in them. powers which
can also be used by theStorm Knights
who wield them. For example, the
Heart of Coyote acts like a Core Earth
Hardpoint for those in contact with it.

Some of these powers require only
that the user be touching the shard,
while others require a reality total gen·
erated against the tapping difficultyof
the shard. Any success means that the
power will function. For example, the
Crown of Natramatiti, a Nile Empire
EternityShard (see TNusslmdrQ Filts:
'The Tomb of Natramatiti") provides
the wielder with the Teleportation
power (page 73 of the Nile Empire
sourcebook). In order to use that
power, the character attempting it
must generate a retllity total of at least
18 (the tappmgdifficulty of theshanI).

Group Powers
Group Powers are abilities Storm

Knight groups can acquire through
the possessionof EternityShards. Like
the name implies, Croup Powers can
onlybeusedbyagroupoftwoormore
Storm Knights. Group Powers are
purchased by the members of the
group who wish to be able to use the
power. Once purchased, the power
can be used at any time by the group.

Durations of Group Powers

Some Group Powers have an in·
stant affect, while some have a longer
duration. Powers that have a duration
of"Performance" must be maintained
for as long as the characters wish to
keep the power active. Keeping a
Croup Power active requires no addi
tional retllity totals, but the participants
are allowed to take no otheractions. U
any of the power participants is ren
dered unable to maintain the power
(i.e. becomes distracted, is knocked
unconscious, etc.), the power's dura·
tion is terminated.

Several Group Powers appear in
Chapter Nine of the Torg Rulebook.

"Chapter Eight: New Stuff'" features
some new Group Powers for game
masters to use in their campaigns.
Some of these powers can be found in
the Eternity Shards also described in
Chapter Eight.

Creating Your Own Shards

Uyou want tocreate EternityShards
for your campaign. there are only a
few guidelines you need to follow.
First, come up with an object of great
legendary importance to the reality it
represents. The Heart of Coyote, for
example, is a legend to the Native
Americans, and it has absorbed great
amountsofpossibilityenergy through
the ages. The item could have been.
like the sword Excalibur, a legend in
truth, brought to "life" by the invasion
and the need and belief of the reality's
inhabitants.

Next, determine how powerful it is.
A general guideline: most of the Eter
nity Shards we have listed, either in
this book or in others, are perhaps the
most powerfulever.It is a good idea to
keep the power of shards lower than
most of these, or you may unbalance
your campaign.

Finally, decide on an appropriate
Group Power and other Powers 
and, of course, the numbers and re
strictions involved. Try to make these
fit with the "personality" of the shard.
Is the shard likely to let just anybody
use it? Why? What should it be able to
do?

Glory
The ability of the characters to in·

spire tales ofGlory is vital if theStorm.
Knights plan to claim back any of the
land taken by the High Lords. While
they can go about ripping up stelae,
only seeds of Glory can save the deni
zens of the realms from death. The
purpose of Glory is to return stolen
possibility energy to the people living
within the realms of the High Lords.

Eventually, people living within the
stelae boundaries of a High Lord's
realm will be transformed into deni
zens of the High Lord's reality. This
process strips the people of all their
possibility energy. Unless they can
regain that lost possibility energy, any

who live within the realm would die
horrible deaths if the realm were to
revert back to its original reality.

When a group of Storm Knights
locates and removes a stelae, Core
Earth axioms sweeps across the area,
transforming it back to its original re
ality. Without possibility energy, any
transformed citizens within the area
adjacent to that stelae would be killed.
Thus, ifStorm. Knights wish to remove
stelae, and eventually reclaim Core
Earth, they must find a way of return
ing possibility energy to the people.
This is done with legends. Stories of
heroes performing inspiring deeds of
bravery and courage. Stories of the
Storm Knightsbattlesagainst the High
Loms.

By telling stories of their heroic
deedsmbattling the HighLoms,Storm
Knights are able to return possibility
energy to the people of transformed
by the High Lords. The stories of he-
roicdeeds act as a spark in reconnecting
the people with their former CQSms,
allowing them, in time to slowly re
gamenough possiliility"""'SYto with
stand another transformation.

Deeds worthy of being used to in·
spire the people are not that common,
however. Onlydeedsofa certain mag·
nitude can ignite the spark necessary
to give possibility energy back to the
people. Deeds such as these called
Glory deeds, and are signified by the
playing of a Glory card (see page 104
of the Torg Rulebook).

Glory Deeds
As stated in the Torg Rulebook, a

Glory card can be played whenever a
player rolls a 60 or more when at·
tempting an action during a Dramatic
scene. While this is true, the act of
rolling600r more does not necessarily
mean that the action is worthy of be-
ing a Glory deed. Glory deeds are
those actions which play an important
part in the sucressful resolution of the
scene,and/oradventure.Glorydeeds
are the actions which provide the in·
spiration of the stories that the Storm
Knights tell as they try to return possi.
bility energy to the people.

Exllmple: The Sftlrch for an Eternity
Shard adled the Golden AnkhafOsiris
has led agroup ofStorm Knights to a
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temple of Osiris hidden beneath the
streets of Memphis. Peter Vincent,
the Vampire Hu nter,has successfully
avoidedaseries ofpressureplate traps
and stands before the resting place of
the Golden Ankh. As he lifts theAnkh,
the walls of the temple begin to shake
and crumble. Peter needs to cross
back over the pressure plates, but has
only two rounds (twenty seconds) to
do so before the temple completely
collapses, trapping him and his fellow
Stann Knights forever.

Thegamemaster tellsChris, Peter's
player, togenerate aMind total to try
to remember the correct path through
the pressureplates. Chris rolls thedie,
and with the help of a hero and a
drama, card rolls a64,allowing him
to play the Glory card he had in his
pool. He safely crosses the pressure
plates and escapes from the temple
just seconds before it collapses. The
gamemaster states that this Glory card
can be usedasa Glory deed, because it
playedasignificant part in the resolu
tion to the adventure.
There are times when players will

ron a 60 or more when performing
tasks that are not of great significance
to the adventure. Is the player al
lowed to play his Glory card in situa
tions like this? Yes. In these situations,
however, the action cannot be used as
a Glory deed., though the group still
receives the extra three possibilities at
the end of the adventure.

Example: A group ofStonn Knights
is being chased through the streets of
Khartoum after escaping from Over
governor Ramses' prison. The scene
is dramatic, and, during the chase,
the Knights turn dawn a dark alley,
hoping to elude Ramses shocktroops.
One of the players whose character
died earlier in the adventure has pre·
pared another characterand wants to
rejoin the game.

The player's character isa Barbar
ian Warrior from theAyslecosm. The
gamemaster decides that the Barbar
ian has arrived in Khartoum and is
sleepinginadarkafley; thesamealley
that the Stann Knights are using to
escape from the shocktroops. While
the Knights are running down the
alley, the gamemaster asks for Per
ception totals to see if any of them
notice the strangely clad Barbarian.

Oneofthecharacters, the Smoke Spec
tre, rolls a63,and notices the Barbar
ian et1sily. The Smoke Spectre's player
lArry has aGlory CJlrd in his pool and
after rolling his 63 plays it. Theaward
at the end of the adventure is in
cret1sed by three, but the act of notic
ing the Barbarian could NOT be used
as a Glory deed.
The Gamemaster's reasoning be

hind the above ruling is: no "glori
ous" effect was accomplished by no
ticing the Barbarian. Now, if the Bar
barian had been hanging from a wall
at the end of a blind alley dangling an
almost invisible rope to the Storm
Knights - their only chance of escape
- then maybe it would have been a
glorious deed.. Since the players get
the three Possibilities at the end of the
adventure, they shouldn't be too up
set.

Telling the Siories

One method that the
Gamemaster can use to get the
players into the act of telling the
stories is to have the players ac
tually tell the stories through
roleplaying. Players love to talk
about their characters' exploits,
and this gives them a great op
portunity to do so. This works
especially well if a few game ses
sions have passedsince the Glory
deed was accomplished, allow
ing the players to relive one of
their successes.

When the players roleplay the
telling of the story, make them
all takepartin it. Haveoneplayer
begin the story, leaving off at a
point where the next player can
pickupand continue the story. If
each of the players takes part in
the story, when the story teller
generateshispersuasion total, add
a bonus to his total from the
Many-on-Qne table. Only count
the players who make an effort
to tell the story in an exiting and
inspirational way. Remember
that the stories being told by the

Chapter Nine

Story Seeds and Story
Telling

OnceagroupofStormKnightshave
completed anadventure in which they
accomplished a Glory deed (as de
scribed. above), that adventure can be
used as a Story Seed. The story must
be told in thesamestelae area in which
the Glory deed was performed.

Mapping the Stelae
Since Story seeds need to be told

within the stelae areas in which the
Glory deeds of the story took place,
the Storm Knights somehow have to
learn the locations of the stelae of the
realm they wish to reclaim.. TheGroup
PowerStelaeSenseisonewayin which
the Knights might learn the locations
of the stelae. Another might be for an

Storm Knights are supposed. to
inspire the people and act as a
spark in reo- establishing the link
between them and their former
cosms. The only stories that can
do that are exiting inspirational
ones. Encourage your players to
really get into telling their sto
ries, after all, roleplaying games
are story-telling.

Ifyour playersdo a ret1lly good
job of telling the story, feel freeto
give them an extra bonus to the
persuasion total for good
roleplaying. Anywhere from +1
to +3 will do, but only if they
really deserve it. An evengreater
reward can be your roleplaying
of the non-player character 1is
teners: act surprised, enthused,
and captivated by their stories
- whatever is appropriate. Re
member, the people they are tell
ing the stories to are probably
desperate for aid in the war. If
the Knights do a good. job, they
will be perceived as heroes, and
they deserve to be treated like
heroes.
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ally of theirs to inform them of the
location of a stelae. The third, and
most dangerous method, is for them
to go out and actually physica.lly find
the stelae.

Once they have learned the loca
tions of one or more stelae, then they
can begin to plan where they will tell
their storiesso have the greatest effect.
As they adventure further and learn
where more stelae are located, they
may eventually be able to map those
locations. This can be done in anum·
ber of ways. You could provide them
with copies of the maps of the realms
from the Worldbook - including any
inaccuracies that they have acciden·
tally included. As they leam the loea·
tion of a stelae, they can indicate it on
their map.

Alternatively, you could maintain
the maps for them. keeping track of
which stelae they have encountered.
Another good methoo would be to
provide them with a map of thearea of
the realm from a World Atlas, without
the realm boundaries. As they dis
cover the boundaries and stelae of the
realm, they can mark it on their map.

Removing the Stelae
As stated above, before a stelae can

be removed safely, the population liv
ing within the area bounded by the
stelae must be given possibility en
ergy by the Storm Knights telling the
stories of their Glory deeds. Once it is
safe to remove a stelae, the Knights
can then attempt to uproot it.

There are two methoos of remov
ing a stelae: Simply uprooting it, or
invoking a reality storm against it.
Before either of these methoos can be
employed, however, the stelae must
be manipulated in such a way that it
can be removed. This is called exp0s
ing the stelae. Each of the different
cosms havedifferingstelae,and there-
fore have different means by which
the stelae can be exposed. Most are
buried, while others are hidden in
structures of disguised as innocuous
objects.
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Removing Exposed Stelae

After a stelae has beenexposed - or
revealed for what it is - it can then be
removed. As stated previously. there
are two methods of removing stelae,
uprooting the stelae. and invoking a
reality storm.

Stelae can be uprooted through use
of the retllity skill against a difficulty
number equal to the rt:Qlity skill of the
stelae (see sidebar for determining the
reality skill of a stelae). This methoo
requires Steps A,B, and C of dramatic
skill resolution. Steps A and Binvolve
disconnecting the stelae from the other
stelae it is linked. to.StepCistheactual
uprooting of the stelae itself. These
steps must be completed within 10
rounds. After the tenth round, the
Darkness Device will have detected
the attempt and will invoke a reality
storm against one of the Knights at·
tempting to uproot the stelae.

This will, of course, isolate the ste
laeand the Knight from the remaining
Knights, preventing them from con
tinuing to uproot the stelae. Onlychar
acters from rosms different than that
of the stelae being removed may u~
root the stelae using either methOO.
Because the basis of stelae removal
involves the reality skill, only charac
ters hom an opposing reality are able
to affect a stelae.

The other, and considerably more
dangerous methoo of removing a ste
lae is invoking a reality stonn against
the stelae. When this methoo is used,
the difficulty number is the reality skill
valueofthe stelae plus three (the home
cosm advantage) plus six (from the
One-on-Many table). In essence, the
Storm Knight invoking the storm is
performingall threeSteps (A,B,and C)
at the same time. The Stelae has an
equal numberof possibilitiesas it does
reality skill. A maelstrom result tempo
rarily cuts the stelaeoff from the Dark
ness Device, and a tnmsform result is
an instantaneous victory for the
Knight.

The round after the storm is in
voked, if the Knight did not get a
maelstrom or trattSform result (or drain
the stelae entirely), the Darkness De
vice floods the stelae with possibili·

T he Reality Skill of
the Stelae

The retllity skill of a stelae is
always at least 12. This skill can
beas high as the skiU valueof the
Darkness Device of the cosmo To
determine the skill value of a
stelae, count the number of ste
lae between the nearest Mael·
strom Bridge of the realm and
the stelae in question. For each
stelae which lies between the
Maelstrom Bridge and the ste
lae, subtract 12 from the reality
skill of the Darkness Device. If
the result is twelve or greater,
then that is the rmlity skill of the
stelae.Ifit is less, then it is twelve.

ties, making it virtually impossible for
the Knight to succeed. Therefore, the
Knight invoking the storm can only
make one attempt at a destroying the
stelae. In that attempt. he must drain
the stelaeofallof its possibilities. If the
Knight fails in his attempt, he is trans
formed by the Darkness Device.

If an invoked reality storm is at
tempted and fails. the Darkness Device
also calls its servants (often Ravagons)
tocometothesteIae'said.Theyarriveas
soon as is possible, and are supported
by the Darkness Device as soon as they
are in range (see page 88 of the Torg
Rutebook for the methods in which a
Darkness Device supJX>rts its servants).

Also, the Darkness Device invokes a
reality stormagainst anyStorm Knights
within five meters of the stelae. The
reality skill of the stelae is used, but the
Darkness Device supplies virtually un·
limited pasoibilities to the stelae. Dur
ing the storm, if a mIldstrom result 0c

curs, the connection between the stelae
and the Darkness Device is or sev·
ered, as thesteIae is not using the Dark·
ness Device, but is instead being used
BY the Darkness Devke. A tnmsftmn
result obtained by the Knight (unlikely,
but possible)onlyaffects thestelae,how·
ever.
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Chapter Ten

Gamemastering
Torg Background

Generation
1111 his chapt.. of Th< S'onnKnights' Gilideto the Passi·

bility Wars is devoted to
the gamemaster. The
gamemaster is the one

who creates the stories which your
StormKnight will participate in. Many
of the functions of the gamemaster are
discussed in the TOTg Ad'Pt'lltll1"e Book
which comes inside the Torg basic
game. This chapter provides gam~
masters with information that relates
specifically to Storm Knight character
creation. This chapter covers how to
help players create interesting back·
grounds for their Storm Knight char·
acters.

Creating Storm
Knights

Through every step of character
generation, the players are instructed
to consult you, the gamemaster, if they
have any questions regarding their
character'sabilities, drawbacks, Back
ground Events, or whatever they may
be unsure of. Here, you'll find many of
the answers to the questions you'll be
getting. We're going to follow thesame
steps as in Chapters One through
Seven, but here we'll approach the
issue from the gamemaster's perspec
tive. We'll briefly talk about each step
of the character creation process, and
how you can help your players in that
process. Make sure to read up on the
character generation process and pay
special attention to the "Gamemaster
Note" sections interspersed through
out the text.

STEP ZERO:
Talk with the Players

We call this "Step Zero" because
before any decisions can be made by
the players, you need to tell them as
much about the game you're going to
run as you can (without giving any
thing away). While many game
masters, especially those who run long
campaigns,don't have any restrictions
orspecificcharacter concepts in mind,
most players want to know at least
where they are starting out theadven
ture.

For example, you could tell your
players if your campaign focuses on
one of the realms of the Possibility
Wars, or moves from realm to realm.
You don't have to, but, say, ifyou were
goingtorunaCyberpapacy-onlycam
paign, it might be advisable to clue the
players in (it's up to you).

Similarly, if there are any Character
Profiles you don't want in your cam
paign, now's the time to tell your play
ers about it. Or maybe you don't want
any Storm Knights from one particu
lar realm. U you have any restrictions
concerningcharactercreation, tell your
players before they begin to create
their Storm Knights so that you can
avoid any unpleasant situations later.

Beforeyousitdown with your play
ers, you should create a basic plan for
the early stages of your campaign.
You may have some long term plans,
but for now, it's probablybest to worry
about the beginning of the campaign.
U you start your campaign the right
way, the rest of it will be much easier.
Besides, you may wish to use some of
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theStorm Knights' Background Events
in the beginning of the campaign in
order to pull the players right into the
action. When the first two or three
adventures of a campaign involve the
characters on a personal level. you
might find that your players become
more involved more quickly.

STEP ONE:
The Knights'
HomeCosm

The first step your players take
when creating their Storm Knights is
to choose a home cosmo As was stated
above, if there are any cosms/realms
that you don't want represented in
your campaign,you must tell the play
ers now. U you choose to allow aU the
realms (and we suggest that you do),
you'll need to know as much as you
can about all of them. The best source
of information are the sourcebooks
that describe the realms, but the

Worldbook provides adequate back
ground for a beginning campaign.

A Helpful Hint: U you are new to
Tors. and you aren't sure how well
you know the rules, it might be a good
idea to start the game by not using all
six realms at once. Give yourself time
to become accustomed to the basic
rules before you immerse yourseU t(>
tally in the lnfiniverse. On the other
hand, the mixing of the different reali
ties and genre's is what make Tors
unique, so don't wall yourself off from
new ideas right away. Experiment and
find a balance you and your players
enjoy.

STEP TWO:
Selecting Character

Profiles
Character Profiles are Simply an

abbreviated form of thecharactertem
plate concept presented in the Tors
basic game. Before you let your play-

ers browse the Character Profiles in
Chapter Two. you should take a look
at them first so you won't be too sur
prised when they tell you theirchoices.
U there are not enough Character Pr0
files in Chapter Two, there are guide
lines for creating your own new pro
files at the end of the chapter.

STEP THREE:
Attributes and Skills

At this step, there isn't a lot for you
to think about, because aU the guide
lines for distributing attribute points
and skill adds are given in Chapter
Two. Just the same, you might want to
see your players' character sheets to
make sure that everyone understands
the limitations of their attributes and
skills. Explain how you interpret the
rules (definitely!), and what skills you
think are important for your campaign
(optionally). There is nothing more
frustrating for a player than when she
spends valuable game time generat-
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Chapter Ten

P laying in a Vacuum

isn't something that could be used to
li:'rther an adventure on a regular ba·
SIS, you should allow it as a piece of
Incidental equipment. Remember
even ifyou makea mistake, things run
out and break. After a few adventures
aU your characters' "useful" Inciden~
tal equipment will have to be replaced.
anyway.

Rememberwesaidearlierthat
y~u should only plan the begin.
rung. of your campaign in any
detail, and let the rest happen in
time? Well, here's the reason you
should wait. Often, when help
ing your playerscreate the Back·
ground Events and Histories of
their characters, some of those
events can be used to create the
ba~groundfor your campaign.
Thlshelpstomakethecampaign
unique, with its own special feel·
ing to it. If you design a cam·
paign without considering the
historiesof your players' charac
ters, you're playing the game in
a vacuum, where the characters
aren't as important to the story
as the story itself. At the core of
every work of fiction are thechar
aders who participate in the
story. By using the characters'
backgrounds in the background
of your campaign, you are tell
~g~players.thatthecampaign
IS theirs, that WIthout theirchorac
tos, the campaign would not be.
Involving the characters in the
story lines of your campaign is
one of the best methods of get
ting your players involved.

Besides, it is retlily fun.

STEP SIX:
Description and

Personality
Now your players begin to create

the elements of their characters more
important to you and your campaign
than Simply their attributes and skills
and equipment. It is here that they
begin to develop who the character is

STEP FIVE:
Equipping the

Character

is uJ? to the gamemasterand the player.
While you may be hesitant to allow
eachcharacter to have really powerful
cyberware, your players may disagree.

Come to a compromise. Use the
Drawbacks and Background Events
to make the "best" cyberwarecostlyin
ways other than Cyber Value. Use
logic: if there is a character fighting
against the Cyberpope who has the
best equipment money can't usually
buy, he had to get it from somewhere
- and the Cybe'Papacy probably
wants It back.

Othe< Special Abilities. like spells
and. miracles, aredesaibed in the realm
sourcebooks and the World BooIc. The
only real restriction on these, beyond
the reguIar rules, is character concep
tion. Uyou have a player who wants to
playa magician Viking Sailor, and he
can rome up with a creative rationale
and Background, let him. Likewise,
Background-derivative Special Abili·
ties may at times seem unbalancing
(fabulous wealth or a network of non·
player character connections are two
~ples),theycanusuallybeworked

m falIly well withdiscussion and rom·
promise.

Here is one of the more unusual
systems in this book. Basically, the
rule says that if a character has a skill,
he is entitled to an item of equipment
that is used with the skill. Chapter
Two contains a list of skills and com·
mon equipment used with each. Is
that all there is to it? Well, yes. If you
make sure that the character's equip
ment doesn't exceed either the cost or
Tech axiom limits, you shouldn't run
into any problems, especially with
Weapons and General equipment.
They are limited mainly by numbers
and availability.

The most nebulous area of equip
ment is the Incidental equipment.
What constitutes "items which have
little to no bearing on the adventure?'"
ut«: the example in the eqUipment
section shows, evenchewing gum can
hav~ its p~cticaluses. So how do you
deode? Sunple. As long as the item

STEP FOUR:
Special Abilities

Many Storm Knights have special
abilities that are not adequately de
~bed.~>: a~butes and skills. Spe
cial Abilities mclude species benefits
such as natural tools and attribute en
hancement packages, Nile Empire
gizmos and powers, and Cyberware.
They also include the availability of
magic and miracles to characters, and
other, more background derivative,
advantages.

Species benefits are explained in
theSpeciaI Abilities sectionoftheChar
acter Profile in as much detail as space
allows. MoreinJormationcan be found
in the sourcebook appropriate to the
realm (Living lAnd for edeinos and
stalengers, and Aysle for elves and gi.
ants).~~ember, ifyou disagree with
the exISting rules, want to provide new
~tations or advantages, or have
Ideas for new species with newadvan·
ta~es, bt sure to discuss these options
WIth your players! This avoids long
term disputes.

Nile Empire powers and gizmos
can be selected using the information
in the Character Profile, but remind
the player that each power (or gizmo)
has an associated adventure cost. A
few powersare described in the World
Book, but a more complete listing ap
pears in The Nile Empire sourcebook.
Also, be sure to help the character
construct a gizmo if he has one: it is
very important that both of you know
the statistics, abilities, and limitations
ofeach gizmo used in your campaign.

Cyberwareis a tricky special ability
for a gamemaster. While both The
Cybe>-popocyso=:ebook and this book
provide certain limitations as to how
muchcyberware beginning characters
may have, the gamemaster will con
stantly be answering questions and
making rolingsabout what cyberware
a beginning character may have.

Thisisbulyajudgementcall. While
no character may start with a Cyber
Value higher than ten plus her Spirit,
and this book provides additional
guidelines, the seiection ofcyberware

ing a character, only to find out that
she and the gamemaster disagree on
what that character is able to do.

~...---------_..
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T olwyn and Kursl

Twoofthemoreunusualchar
acters in the Possibility Wars
novel trilogy were Tolwyn
Tancred and Kwst. One of the
things that made these charac
ters interesting was that both
slowly learned of their history
and background throughout the
course of the three novels.
Tolwyn slowly regained her
memory over time, while Kurst
slowly learned his true nature,
and whereexactly hecame from.

In game terms, Tolwyn was
reincarnated in the body of an
other person (Wendy Miller) af
ter a groupofStorm Knights had
used the Send group power to
save her from certain death.
Karst, on the other hand, had
used a True Identity subplotcard,
and, eventually, discovered his
true heritage. So how can one of
your players create a Storm
Knight like either of those two?
Let's take a look.

To create a character who has
no memory of his true history
like Kwst, have the player select
a Character Profile as usual. The
player then assigns the attribute

and where he comes from.
The first thing they need to do is to

describe the appearance of theirStorm
Knights. As far as usual appearance,
there isn't a lot you can say, but if the
character should have an unusual
physicalcharacteristic, suchas the scar
on Ken Markham's face in Chapter
One,thenyou canbegin to thinkabout
how the character might have gotten
the scar. Yes, it's up to the player, but
you can make suggestions.

In the next step, we'll look at how
you can work with your players in
creating Background Events that both
explain the character's history, and fit
into the campaign that you are creat
ing. For now,let'sget back to theStorm
Knights' Personalities.

When your playersdetermine their
characters' personality, you should
takedown notes about eachcharacter's
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points and skill adds normally,
chooses his equipment, and de
scribes the character's appear
ance and personality. Leave the
background blank for now. At
the start of the campaign, the
character remembers his life as
always being the person he is at
the present. Along withanyother
drawbacks, give the player the
True Identity Subplot drawback.

As soon as the player plays
the True Identity card, you then
begin to feed him bits and pieces
of his past. Over the courseof the
next several adventures, slowly
allow him to discover his past.
The actual history of the charac
ter should probably have been
determined by you beforehand
- but you can improvise. Be
careful if you attempt this. Play
ers are not used to having the
gamemaster create their
character's history for them, so
be fair and try to create an inter
esting background for the player.

The Tolwyn example is a bit
more difficult to do, but is still
worth it if you want to try. In

Traits, BehaviorTags, and Drawbacks.
By learning all the aspects of the char
acters' personalities, you can use that
information when roleplaying char~

acter interaction scenes later on dur
ing your campaign. This can create
more vivid scenes, as the character's
traits will playa part in resolving the
scene. For example, the character cre
ated in Chapter One, Ken Markham,
had a number of personality traits.
among them Rude, Brash, and Violent
(to name the more negative traits). If
Ken's player (Tim) remembers those
traits when interacting with game
master characters, his personality is
more consistent. Of course, in Ken's
case, his traits might get him into
trouble, but at least the gamemaster
knows how Ken should act in most
situations. This allows him to playoff

order that the "Sent'" character
arrive, a person must die. The
person can be either a fallen
Storm Knight, or a gamemaster
character. In either case, as soon
as the character appears to die,
the character suddenly comes
back to life. The new character
often has Slightly different facial
features (eye color, hair color)
that are readily noticeable. This
new character should have been
created using the method de
scribed in Chapter One, except
that he has no "original" equi~
ment, and his background is a
blank. Also, the character's
physical attributes are not those
of the old character initially.
Shortly after the charactercomes
to life, he begins to regain his
memories and his physical at
tributes as explained in the Send
group powerdescriptionon page
109 of the Torg Rulebook.

&th of these options, and
other variants you can think of.
are interesting ways to give your
best roleplaying characters new
challenges.

Ken's traits to create more interesting
scenes than the type of "my character
says ...," and "my character does ..."
If for example, Ken decides to ask the
police for information, his Rudeness
and Brashness might hinder his abil~

ity to persuade the police to help him.
When your playerschoose the person
alitiesoftheirStorm Knights, take note
of it, and use that information. It can
make a huge difference in your game.

Gnnem.uter Note: In the Person~

ality Generation section, we advocate
rewarding players for good, consis
tent roleplaying and penalizing other
methods. Remember this. Tell your
players from the start that you will be
doing this, and they will work harder
to roleplay effectively, or they can't
blame you if they incur penalties.



Drawbacks

When your players create draw
backs for their Storm Knights, you
need to decide how the drawbacks
work. Most of thedrawbacksare more
ofa vehicle for roleplaying, rather than
game balance, but you still need to
decide how the drawback will affect
the character. The effect should be
something that hinders the character's
behavior, but not necessarily his ac
tions. For instance, if a character has
anallergic reaction tosmoke, he might
experience the symptoms of his al·
[erg)' dwing a lire-fight But the symp
tomsshould notsignilkantly hinderhis
performance. You could assign a +1 to
allhisdiffie:uItynumber'stosimulatethe
allergic reaction, but be to discuss this
sort of thing with the player before
hand. Drawbacks are meant to add
depth to the character, not give him
weaknesses that hamper his abilities.

Subplots 1

When a player activates a Subplot
drawback, he receives an additional
possibility at the end of each act of an
adventure that the subplot is active
whether he has the appropriate card
or not. This reward has its penalty,
and that penalty is governed by the
type of subplot taken. The Torg
RuldJookand ChapterOnehave guide
lines for creating subplots that fit
within the scope of the game.

Subplots can be a lot of fun but
remember - too many subplots in
one adventure diffuse the real plot.
For examples of this, watch a few bad
mysteries or a series of Soap Operas
(sony to all you Soap Opera fans).
When theminorsubplotsbecomemore
interesting and time-consuming than
the actual adventure, something is
wrong. Ofcourse, ifyou're having fun
... that's the whole point.

STEP SEVEN:
Background Events

and History
This is where you get to play a

bigger role in the creation of the char
acters for you campaign. Any Back:
ground Events created by the players

need to be approved by you before
they become part of the character's
history. Many of these events simply
describe where the Storm Knight
comes from, how he became involved
in the Possibility Wars, and why he
fights the High Lords. You need to pay
attention to these types of events, be
cause they can help you in the creation
of your campaign. See the "1'1aying in
a Vacuum" sidebar for more about
this.

SubplolS 2

Subplot drawbacks require a little
more work from you. When a player
takes a subplot, he describes the sub
plot to you. U you can work it into
your campaign, allow the player to
keep it. But then you need to create

ChaplerTen

any of the gamemaster characters re
lated to the subplot.

For example, for Ken Markham's
Nemesis subplot (see Chapter Six) the
gamemaster has to create statistics for
Lopal (Ken's Nemesis), and has to de
cide how often Lopal and his pais
show up in the campaign, and what
they'll do, once the subplot is acti·
vated. A lot of this can actually be
doneduring the campaign,but at least
the foundation must be laid.

Balancing Characters

Aside from explaining the histories
of your players' Stann Knights, draw
backs can also help you to balance
your campaign. Some Character Pr0
files list either abilities or equipment
that requirea Background Event. This

••
85



Torg: The Storm KnightJ' Guide to the Poesibility Wan

means that the player has to describe
how his character got his particular
ability or piece of equipment.

Many times, an event is not be
enough to balance the ability or item
in question. When this occurs, the
player and the gamemaster should
create a drawback that relates to the
event, one which was eithercaused by
the event,orwas the causeofthe event.
This drawback is in addition to any
others the player may have chosen.
This drawback is used to balance the
character, so that his life is just a bit
more diffirult from time to time. Again,
drawbacksshould not ne«ssarily have
game-mechanic related effects, but
should encourage better roleplaying
and storytelling.Thebest typeofdraw
back to use in these situations are sub
plots, particularly the N<m<S;s subplot.
Also, ifappropriate, Power Flaws( see
TIlt Nj~Empire sourcebook) and simi·
tar diffirulties are very useful.
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Character
Background and

Campaign
Background

By the time you're sitting down
with your players to help them create
their characters, you probably have
some idea what your campaign isg~

ing to be like. Of course, the genera·
tion of Storm Knight Background
Events, Drawbacks,Subplots, etc. will
change the face of your campaign as
they are created. This should be fun
for you, as it allows you to be sur
prised by the story you are respon
sible for ...telling....

But don't get too carried away! U
Storm Knight Backgrounds, etc. look
like they are going to ruin your idea
for the campaign. and there doesn't

see, to be a way for you to work this
out, don't just "go along" and create a
disaster. Talk toyourplayers. without
giving away your surprises for the
campaign, explain to them why their
charactercreationwill take the fun out
of the adventure, and suggest alterna
tives. You don't want to bully your
players intocreatingcharacters that fit
only your needs, but you can't let mi·
nor aspects of their character creation
ruin the fun for everybody.

U you explain things to your play
ers, they'll listen. They want to have
fun too.

And that's all ,..
WeU, now youcangorontinue with,

orstartyournew,Torgcampaign. Have
fun, and don't forget to write.



The New Torg
Character Record Sheet

Why a New
Character Sheet?
During the past year and a haU,

West End Games has gotten a lot of
feedback from its consumers about
the game Torg: Roleplaying the Possibil
ity Wars. Nearly all of this feedback
has been complimentary, but almost
aU of it has had some constructive
criticism in addition to the (very wel
come) praise.

In trusbook, we've tried to respond
to that criticism as best we could. 0b
viously, things had tobe left out- not
rouything about your Storm Knight
character can be easily quantified by a
setof roles. At least we hope not. Char
acter generation isan ongoing process
that you and your gamemaster are
doing as you are playing your cam
paign.

But one thing we were able to do to
assist in this was to respond to re
quests for an expanded Torg Charac
ter Record Sheet. While the original
was well-laid out and useful, many
players were finding that, as their
Storm Knights grew and developed,
they outgrew their record sheets.

This was probably because, as
gamemasters and players became
more aware ofall the realms in Torg
and more able to integrate each realm
into their campaigns - they started
experimenting with "cross~realm"

characters. Some examples are the
Cyberpapal Hunted Mage who also
learns martiiJl arts and has a 'Wlrird sd~

ma gizmo. Add this to her spells and
cybergear, and where do you put ev~
~"" ,'"J~_.g.

This page is an introduction to the
new sheet, explaining the differences
and how to use them to the best effect.
We hope this proves useful.

The Front Page
The left~hand side of this page

should look pretty familiar. It's really
just a modified version of the old char~

acter record sheet, rearranged toallow
greater space for what most players
find important. There are a few differ~

ences, however.
The right~hand side, however, is

wholly new and requires some expla~

nation. So, here we go.

The Left Side
This side contains what most ofour

players consider the most~used

gameplay information. The top con~

tains the familiar Character Name,
Cosm, Possibilities, Wound Level, etc.
charts, while the middle is somewhat
changed:

Skills

While the skill column itself has not
been changed much, you will notice
that the reality skill is no longer printed
at the top of the skill column. Thereare
two reasons for this.

One: by now, we figure that every~
one playing the Torg game should
know that the reality skill is a prereq~

uisite to being a Storm Knight.
Two: Most of our players who re

sponded to the Character Template
contest and who send in characters
and comments to our monthly cam
paign gameofInfinitJtrse list their skills
in attribute order - much like we do
when printinga character record sheet
in the backofa sourcebook. SinceSpirit
is the last attribute listed, this meant
the rmlity skill was out oforder. While
this wasn't a really big inconvenience
to most people, we figured we might
as well correct it.

Foreasy reference, the rmlityskill is

also listed under jntimidot~ in the Ap
protJC1 Actions column. While use of
the reality skill is never an approved
action, it is a skill vital to a Storm
Knight's success.

Equipment, Weapons,
and Armor

Originally contained in one table,
our players found that this provided
insufficient space to record everything
an experienced Storm Knight could
have. So, we divided this one table
into two.

The first table is for Wmpons & Ar~

mor alone. There is space for several
different entries, and for the value,
axiom level, and the range (if appli~

cable) of the item. All your combat~

oriented gear can be listed here.
The Equipment table belowisgreatly

expandedandsepar.otefromthe Weap
ons &: Armor table because it includes
all the "other" (generallynon-rombat>
items a Storm Knight has. The three
divisions allow you to list the item, the
axiom level, and a brief notation about
the item. This way, you can keep track
of aU your other equipment easily,
and not mix it up with your weapons
and armor.

Movement Rate Table

After some debate, it was decided
to remove the movement rate table
from the character record sheet. While
the use of the movement rates and
limit values are still a part of the Torg
game, we and our players found that
they did not come into play often
enough to include in the new TCRS.
While most gamemasters use these
limit values in their campaigns, they
can be easily referenced in the Torg
basic book when necessary.

If you find that you are constantly
looking up these values, feel free to

I.
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Tertiary Skills:

Background Creation Worksheet

PLAYER NAME:: _

Original Cosm: _

Present CosmIRea1m:: _

CHARACfERPROFILE:, _

A. Attribute Template:: _

B. Tag Skill.,· _

C Skill Categories (limit)
1.Primary(none),, _

Primary Skills:

2. Se<ondary (5),, _
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3. Genenl .' _

Description:
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2.. Weapons •• _
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4. Incidental * _
Description:
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Equipment Notes:
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Miscellaneous Background Events
1. _

2. _

3. _

Background Advantages
1. _

2. _

3. _

Background Drawbacks
1. _

2. _

3. _
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breg,th Mjms

(lite. 51< if:...". --,--,--__
.. 5S,' "eOJe. 0

F. Physical Description:
Spedes:-1«.<"'''''''''''''o''-- _

Heigh" £)' /I'
Weigh" /70 u.s.
Eyes:_b"'Wg."""- _
Hair.~~ _

Equipment Notes:

~~hqs an ~iece.
tf il'\CieleJrtld ~u.ifrt\etIt

Unusual Characteristics:

£u.mS i4.n; $':'Ar ~f---
-kf+ Sid" of- fo."'u-""-- _

G. Personality:
1. T..its::~rn.~I6l!1:(:!!J'i+.eu.!!.f~l:J2J:lLJ.g;~e~(~!J!!.I222lr!r\LtllJ·:Q'ole.A~+!....!Cru!!J..~et....:~~L--
2. Behavior Tags::~Ii'm!.c.l:~kl!«±:!:u~ili__.l.!.<oon....:~,i.!·O\i~..·...Q!l~-'C~~...!I.!!!."'~"""--'!jJul!JntL..-_

3.PersonalityDrawbacks::-l..!.!!!>"'- _

H. Other Drawbacks (Subplots,etc.): fJ~e$is at!.W b.c.k - Lof"'1

CHARACTER mSTORY AND BACKGROUND EVENTS

1. Personal History Prior to Possibility Wars: m 11'1 fYlA. nra. rJ .
( C.lA reS; "e Be.- S "I. t ,ft koY r-

.Il"ra .{;OrlS and WSinc.sS's Ij$ II 5f!'
2. Description of "Moment of Crisis·:~ SCMd41 was Ka"'lwa" i"Vb(~e,,+ Lvi#! &

.eo< utI'-·t \/Jut in +h', "SCie(1c(.. e. res; " rSec.-Is

3. Character's Personal Motivation for Fighting the High Lords:_{2eve."5e. tl?f-itlS+ 332/
a.J, -h> upeL..±1te. j"vaders .Tnvasiof\ a"J Mass sl&l4jh-ler ~o tlj"''/!!S+ IllS
.fIDo~1 creed. fk wp.. -Is Iv horAe~ .

Miscellaneous Background Events

1. Sc.ar- "u.ri~1MOMeol\+ ot c,.riSIS' A ~"'" e.y.ploJecJ ,'" h," -6!C£.
2.~;,nemesis.ft':fn+S killed ~11 5lSfu;he bltt-'''' k'e>I
3.~1or shoes: -KetI~ a {i+He. '1/il;n.AlLV<!>fsOOsWorkdo+l>es andt>. r.ce2<if

Background Advantages Background Drawbacks

1. $;we @"!acks I."i~ US~ 1.~6ave.~let ~¥'+
2. 2. daljs.
3. _ 3. _




