  Character Design and Development
Part 1 – Building a Character
Choose a Character Template:   Descriptors start on page 72 of the Dresden Files RPG book, Volume One: Your Story.  Pay close attention to the “Must” have parts of each.  Available Templates, their costs, and starting power levels include:

1) Pure Mortal (min. cost= +2)

[Max Skill Points=26, Refresh= 8 (10), Skill Cap=4]
2) Champion Of God 1  (min. cost= -5)
[Max Skill Points=26, Refresh= 8, Skill Cap=5]

3) Changeling 2 (min. cost= 0)


[Max Skill Points=26, Refresh= 8, Skill Cap=4]

4) Focused Practitioner (min. cost= -2)
[Max Skill Points=26, Refresh= 8, Skill Cap=4]

5) Lycanthrope 3 (min. cost= -3)

[Max Skill Points=26, Refresh= 8, Skill Cap=4]

6) Minor Talent (min. cost= -1)

[Max Skill Points=26, Refresh= 8, Skill Cap=4]

7) Red Court Infected (min. cost= -4)
[Max Skill Points=26, Refresh= 8, Skill Cap=4]

8) Sorcerer (min. cost= -6)


[Max Skill Points=26, Refresh= 8, Skill Cap=5]

9) True Believer (min. cost= -2)

[Max Skill Points=26, Refresh= 8, Skill Cap=5]

10) Were-Form 3
(min. cost= -3)

[Max Skill Points=26, Refresh= 8, Skill Cap=4]

11) White Court Vampire 5 (min. cost= -6)
[Max Skill Points=26, Refresh= 9, Skill Cap=5]

12) White Court Virgin 5 (min. cost= -2)
[Max Skill Points=26, Refresh= 8, Skill Cap=4]

13) Wizard
 (min. cost= -7)


[Max Skill Points=26, Refresh= 9, Skill Cap=5]

A) Shaman 4 (min. cost= -7)

[Max Skill Points=26, Refresh= 9, Skill Cap=4]

B) Religious Mystic 6 (min. cost= -6)
[Max Skill Points=26, Refresh= 9, Skill Cap=5]

1.
Page 73 of the book Dresden Files: Volume 1, Your Story” points out that there may be more than just the Knights of the Cross as Champions of God in our campaign world.  If you have an idea for a Champion of God besides the Knights of the Cross, please feel free to suggest it.
2.
Changelings are the human looking offspring of a human parent and a Fae.  At some point in their lives they choose to become fully Fae or fully Mortal.  Players may decide their character has already made the choice to become fully Fae, have not yet made "the choice," or were born Pure Fae.  In all three cases, pages 38-54 of the book “Dresden Files: Volume 2, Our World” will give some examples of Fae.  Check with the Storyteller for appropriateness of the chosen Fae creature you would like to build.  If the character has made the choice to become fully Mortal, then use the Pure Mortal template.
3.
In order to maintain the feel and “flavor” of Seattle and the Pacific Northwest, I request that those interested in playing a Were-form or a Lycanthrope, choose one of the following tribes and the type animal associated with it as an Animal Spirit of the tribe which your character channels.
	Tribes
	Animal
	Animal / Spell Attributes

	
	
	

	
	
	

	Tlingit
	BEAVER 
	Creative, Artistic and Determined

	Nisga'a
	BEAR
	Strength, Learned Humility, Motherhood, Teaching

	Tsetsaut
	BUMBLEBEE
	Honesty, Pure Thinking - Willingness and Drive

	Haida
	DOVE
	Love, Gentleness, and Kindness

	Tsimshian
	DRAGONFLY 
	Ever-changing Life

	Salish
	EAGLE
	Great Strength, Leadership, and Prestige

	Heiltsuk
	FROG
	Spring & New Life - Communicator, Stability

	Haisla 
	HAWK 
	Strength, Far Sighted

	Wuikinuxv
	HERON
	Patience, Graceful, and Easy Going

	Kwakwaka'wakw
	HUMMINGBIRD
	Love, Beauty, Intelligence, Spirit Messenger

	Nuu-chah-nulth
	KINGFISHER 
	Luck, Patience, Speed, and Agility

	Makah
	LOON 
	Peace, Tranquility - Generous Giving Nature

	Gitxsan 
	OTTER 
	Trusting, Inquisitive, and Bright - Loyal Friendship

	Nuxalk
	OWL
	Wisdom

	Willapa
	RAVEN
	Creation & Knowledge - Bringer of the Light

	Chinook
	SALMON
	Dependability and Renewal - A Provider

	Chimakum
	SEAL
	Bright, Inquisitive, Organized

	Quileute
	WOLF
	Intelligence & Leadership - Strong Sense of Family


4. Shaman is a template unique to this setting.
Musts: A shaman must have a high concept that declares his nature (e.g., Ornery Bear Shaman or Wolf Shaman of the Quileute). In addition, the character must take the following supernatural powers:

- Nature's Magic [–3] (page 167) A form of Sponsored magic, very similar to Seelie Magic and discounted due to Thaumaturgy.  Spells cast are restricted to those spells dealing with weather, life, health, and aspects of the tribe's animal ancestors described above.

- Thaumaturgy [–3] (page 181)

- The Sight [–1] (page 174)

- Soulgaze [–0] (page 174); discounted due to the Sight.

See the power descriptions for more details.

Players of spellcasting characters should take some time to work out their most often used, practiced spells before play—see page 257 for the particulars.

Options: Shamans may (and in fact, should at least once) take the Refinement ability (page 182) as well as Wizard’s Constitution [–0] (page 170).

Important Skills:  Lore, Physique, Scholar, and Will.

Minimum Refresh Cost: –7

5.
Choose one of the following Houses.  Only the 1st & 2nd have a permanent home in Seattle:

· House Raith: Lust

· House Malvora: Fear & Despair 
· House Skavis: Pain

· House Avaria: Greed & Envy

· House Beot:  Pride

· House Acedia: Gluttony & Deceit

· House Koes: Wrath

6.   Religious Mystic is a template unique to this setting.  It is a person of faith with a bit of sponsored (divine) magic thrown in, usually, but not exclusively, for the purposes of exorcising demons.

Musts: A Religious Mystic must have a high concept that declares his nature. In addition, the character must take the following supernatural powers: 
- Ritual [–2] (page 181)

- Guide My Hand [–1] (page 187) 
- Holy Touch [–1] (page 188)

- Righteousness [–2] (page 188) 
Players of spellcasting characters should take some time to work out their most often used, practiced spells before play—see page 257 for the particulars.

Important Skills:  Lore, Scholar, and Will.

Minimum Refresh Cost: –6

Other templates available only with Storyteller (GM) approval.

Choose a High Concept:  Ideas on High Concepts can be found on page 54 of the Dresden Files RPG book, Volume One: Your Story.  This “High Concept” not only tells what template you used (usually), but also tells how it is unique to you.  For example, most of the White Court Vampires are ‘behind-the-scene’ manipulators. The character Jean Luc d’Amor is a White Court Vampire, but the player wants to be a part of whatever action is occurring which makes him different.  In addition, his father was a late Middle Ages Spanish knight, so the player might choose as a High Concept for Jean Luc d’Amor “Don Quixote of the White Court.”
Choose a Trouble:  Ideas on Troubles can be found on pages 55 to 57 of the book Your Story.  Ideally, you would like to pick a trouble that can be compelled against you by the Storyteller (GM).  For example, if your character is wanted by the police, then the Storyteller can have the police suddenly show up, thus compelling your trouble.  Every time the Storyteller compels your trouble, you may gain a fate point or two to spend. You will want as many fate points as possible going into any major confrontation.
Choose Other Aspects:  Choose 2 or 3 other aspects to describe your character.  These aspects are things that describe you, but in a way that you can invoke the aspect to spend your earned fate points.  For example, you might choose “I am more focused after a couple of beers.”  Then, if your character has had a couple of beers recently and you fail a skill roll, you can spend a fate point to invoke that aspect to either get a retroactive +2 bonus to your skill check, or a re-roll. 
The most beneficial aspects for your character are the ones that are most interesting; in this case, “interesting” specifically means that they are double-edged—useable to both the character’s benefit and detriment in different situations.  Why put such aspects on your sheet if they might make trouble for you?  On a basic game-rules footing, these are a direct line to getting you more fate points, and fate points are the electricity that powers some of the more potent positive uses of your aspects.  Outside of just the rules, a “negative” aspect adds interest and story hooks for a character in a way that purely positive aspects can’t.  An aspect that has only positive connotations not only prevents your character from routinely getting fate points but, dramatically speaking, were character risks becoming kind of boring.

As a rule of thumb when picking an aspect, think of three situations where you can see the aspect in play. If you have one reasonably positive situation and one reasonably negative situation out of that set, you’re golden! If the aspect’s uses are all negative or all positive, you may want to reconsider how you’ve worded your aspect— try to put in a little of what’s missing. Ultimately, though, one aspect that’s “all good” or “all bad” isn’t much of a problem, so long as you have a good mix throughout your whole set.  As an example, something like Genius-Level Intelligence might seem like it doesn’t provide very much in the way of negative output.  So you might change the context of it a little and reword that to Nerdier Than a College Professor. You could still justify getting the same advantages as the original aspect, and you could pick up some potential negative uses in the social arena—maybe the character’s attempts at social interaction are plagued by people perceiving him as just too nerdy, or no one ever takes him seriously when he’s trying to intimidate or impress.
Assign Your Creature Powers, Supernatural Powers or Mortal Stunts:   Remember to leave at least one refresh available.  If your character ever drops to a zero refresh, that character loses his or her free will and becomes a GM controlled non-player character.  Any unspent refresh can be used as Fate Points and again, Fate Points are VERY desirable!  
Anyone may have Mortal Stunts, but pure mortals are limited to Mortal Stunts only.  If you choose the pure mortal concept, you get 2 additional refresh to spend on mortal stunts.  Mortal stunts can be found on page 149-156 of the Dresden Files RPG book, Volume One: Your Story, pages 98-127, or Fate Core, pages 98 - 127, or at: http://evilhat.wikidot.com/fate-core-stunts   Creature Powers are on page 162 – 165 of Dresden Files RPG book, Volume One: Your Story.  Faerie Magic is on page 166, Items of Power are on pages 167-168, Minor abilities are on pages 169-170, Nevernever Powers are on pages 170-171.  Psychic Abilities are on pages 172 to 174, Shapeshifting Powers are on pages 174 to 177, Speed Powers are on page 178, Spellcraft Powers may be found on pages 179-183, Strength Powers are on pages 183-184, Toughness Powers are on pages 185-186, True Faith powers are on pages 187-188, and Vampirism Powers are on pages 188-190.
When we converted from the original Dresden Files RPG books to the Fate Core book, most powers and stunts transferred over without change.  Below is a list of exceptions.

· Diminutive Size [-2]: 

· Fate Core Changes:
· Refresh Cost is [-2]

· +2 to Stealth (instead of +4)
· +1 to Notice / Investigation for small details (instead of +2)
· Physique gives one less Physical stress box than normal and Physical Stress boxes are capped at 3 instead of a fixed mediocre Physique)
· Character will suffer variable penalties to Physique due to small size.
· When your size is a factor in combat, you can only inflict 1 physical stress per attack (but this could be improved by damage bonuses from weapons and the like). Your ability to cross distances (using Athletics) is unaffected, but you gain a +1 to Athletics for dodging.
· Hulking Size [-2]

· Fate Core Changes:
· +1 to opponents hitting you, but +1 physical stress box (instead of +2)
· all borders that are based around doors of normal size have +1 to their value, while borders based on vertical rises/drops are -1
· +1 to physique to lift or break things, may move one additional zone free, +1 on Provoke rolls against targets that would be afraid of your size
· Stealth can not be better than mediocre and you can not gain more than one shift on stealth rolls.
· Inhuman Speed [-2]

· Fate Core Changes:
· +2 Notice for purposes of initiative
· All your Athletics checks are made at +1, including dodging. When sprinting (see page 212), this bonus is increased to +2.
· You may move one extra zone at no penalty
· Any penalties related to speed applied to a stealth roll you make are reduced by one (instead of 2)
· Supernatural Speed [-4]

· Fate Core Changes:
· +4 Notice for purposes of initiative
· All your Athletics checks are made at +2, including dodging. When sprinting (see page 212), this bonus is increased to +4.
· You may move two extra zones at no penalty
· Any penalties related to speed applied to a stealth roll you make are reduced by 2 (instead of 4).
· Mythic Speed [-6]

· Fate Core Changes:
· +8 Notice for purposes of initiative (instead of automatically going first)
· All your Athletics checks are made at +3, including dodging. When sprinting (see page 212), this bonus is increased to +6.
· You may move three extra zones at no penalty
· Any penalties related to speed applied to a stealth roll you make are reduced by 4 (instead of no one ever spotting you when you use stealth).
· Evocation [-3]

· Instead of using the 5 elements given in the book, we will use a 12 element system.  The first 3 are “of light/goodness” and the three outer gates into heaven.  The bottom three are “of darkness/evil ” and the three outer gates into hell (possibly holy trinity vs. unholy trinity?).  If you selected an element of Light, you may not select one of Darkness and vice-versa.  Player characters may not select more than 1 element of Darkness without prior approval.  All other elements are neutral and may be selected by anyone.
	• Light / Radiance / Growth

	• Lightning / Electricity / Magnetism

	• Thunder / Sound

	• Air

	• Earth

	• Force

	• Fire

	• Water

	• Psychic / Enchantment / Illusion

	• Cold / Entropy / Death

	• Necrotic / Corrosion / Decay

	• Darkness / Shadow


· In addition, casting an Evocation spell cause stress and this stress is modified from the book as follows:

· If the amount of power gathered is less than or equal to your Will score, you take 1 point of mental stress to cast it. 
· If the amount of power gathered is less than or equal to your Will score and it is a Rote spell, you take 0 points of mental stress to cast it. 
· If the amount of power gathered is greater than your Will score, you take 1 point of mental stress, plus 1 per shift of gathered power over your Will to cast it.  
· If the amount of power gathered is greater than your Will score and it is a Rote spell, you take 1 point of mental stress per point over your Will to cast it.
· Thaumaturgy [-3]

· Thaumaturgy is said to be "the safest, most reliable method of doing magic," but it takes time and time is the trade off for all of the power one is able to precisely control.  Below is the time chart we use to show how long it takes to complete a Thaumaturgic Ritual.:
1st. Set of Control Rolls=
1  minute

2nd. Set of Control Rolls=
2  minutes 
3rd. Set of Control Rolls=
3  minutes 
4th. Set of Control Rolls=
5  minutes 
5th. Set of Control Rolls=
8  minutes 
6th. Set of Control Rolls=
13 minutes 
7th. Set of Control Rolls=
21 minutes 
8th. Set of Control Rolls=
34 minutes 
9th. Set of Control Rolls=
55 minutes 
10th.  Set of Control Rolls=
1.5 hours

11st.  Set of Control Rolls=
2.4 hours

12nd.  Set of Control Rolls=
3.9 hours

13rd.  Set of Control Rolls=
6.3 hours

14th.  Set of Control Rolls=
10.2 hours

15th.  Set of Control Rolls=
16.45 hours

16th.  Set of Control Rolls=
1.1 days

· Inhuman Strength [-2]
· Fate Core Changes:
· Whenever lifting or breaking inanimate objects, you gain a +3 to your Physique score
· +1 Physique when used to grapple (page 211). This also allows you to inflict a 1-stress hit on an opponent as a supplemental action during a grapple (instead of a 2-stress hit).
· Whenever using Physique to modify (page 214) another skill, it always provides a +1 regardless of the actual comparison of your Physique score to the skill in question.
· With attacks that depend on muscular force (Fists, Thrown Weapons, etc.), you are at +1 to damage (instead of +2)
· Supernatural Strength [-4]
· Fate Core Changes:
· Whenever lifting or breaking inanimate objects, you gain a +6 to your Physique score
· +2 Physique when used to grapple (page 211). This also allows you to inflict a 2-stress hit on an opponent as a supplemental action during a grapple (instead of a 3-stress hit).

· Whenever using Physique to modify (page 214) another skill, it always provides a +2 regardless of the actual comparison of your Physique score to the skill in question.
· With attacks that depend on muscular force (Fists, Thrown Weapons, etc.), you are at +2 to damage (instead of +4)
· Mythic Strength [-6]
· Fate Core Changes:
· Whenever lifting or breaking inanimate objects, you gain a +9 to your Physique score (instead of +12).

· +3 Physique when used to grapple (page 211). This also allows you to inflict a 4-stress hit on an opponent as a supplemental action during a grapple.
· Whenever using Physique to modify (page 214) another skill, it always provides a +3 regardless of the actual comparison of your Physique score to the skill in question.
· With attacks that depend on muscular force (Fists, Thrown Weapons, etc.), you are at +4 to damage (instead of +6). 
Choose Your Skills:  Skill charts can be found on page 97 of the Fate Core book or below.  Please note, that in the Fate Core book, the skill “Lore” has been split into 2 skills, “Scholar” and “Lore.”  Lore covers supernatural knowledge while Scholar covers knowledge of the mortal world.  Here is the revised skill list with their Dresden Files counterparts listed afterwards:
· Athletics-
-Athletics
· Burglary-
-Burglary
· Contacts-
-Contacts
· Crafts
-
-Craftsmanship & Performance (sometimes)
· Deceive-
-Deceit
· Drive
-
-Driving
· Empathy-
-Empathy & Presence
· Fight
-
-Fists & Weapons (sometimes)
· Investigate-
-Investigation
· Lore
-
-Lore
· Notice
-
-Alertness
· Physique-
-Endurance & Might
· Provoke-
-Intimidation
· Rapport-
-Rapport & Performance (sometimes)
· Resources*-
-Resources
· Scholar-
-Scholarship & Survival (up to a point)
· Shoot
-
-Guns & Weapons (sometimes)
· Stealth
-
-Stealth
· Will
-
-Conviction & Discipline
* Resources should be the very first skill you consider placing on your character sheet.  Resources determine your wealth, your ability to acquire equipment, and your ability to get around.  Think of Resources like this:
· Resource= 0: Dead broke, Jobless, and Homeless.  Any money, equipment, or transportation you gain with a resource roll you probably begged, borrowed, or stole and they are not worth much.
· Resource= 1: Lower Class.  You have a minimum wage job, a small run down house, a used vehicle that usually runs, but nothing in the way of savings.  If you need money in the game and make a successful Resource roll, you probably pawned something.

· Resource= 2: Middle Class.  You have a respectable job, a comfortable home, a decent vehicle, and maybe some money saved up for a rainy day.
· Resource= 3: Upper Middle Class.  You have a great job, a nice home, you get a new vehicle every year or two.  Life is good.  You have savings as well as some stocks you can draw on if you need cash in the game.
· Resource= 4: Upper class.  The bulk of your wealth probably comes from investments.  Your home has been on the cover of a magazine.  You have new cars, of course, but choosing whether to buy a yacht or a private jet causes you to stop and think.
· Resource= 5: Filthy Rich. Your job is to make sure your investment people do their jobs.  You have million dollar homes on multiple continents with limos and the best drivers at your disposal.  You have several yachts and private aircraft to choose from if you want and generally money is not an issue for you.
Figure Character Stress Tracks:  Your Physique skill is used to determine your Physical Stress Track while your Will skill is used to determine your Mental Stress Track, both as follows: 
· 0 Physique / Will:   2 stress boxes  

· 1 or 2 Physique / Will:   3 stress boxes   

· 3 or 4 Physique / Will:   4 stress boxes  

· 5 or 6 Physique / Will:   5 stress boxes   

Any unused stress boxes should be marked out / greyed out.

Choose a Character Name and Photo:  Self explanatory, right? 

Tell Us About Your Character:  
· History:   Write a brief history of your character and how they came to be who they are.

· Current Story:   Write briefly how your character came to be in Seattle in time for the impending Demon War (or do you even know about it?).

· Appearance via “The Sight”:   Your supernatural aura tells people with "The Sight" things about yourself, usually where you see your character ending up, but sometimes also where your character is emotionally stuck.  For example, if you want your character to someday be a "Champion of God" you might describe your character as looking like an avenging angel.  If your character suffered from great, haunting tragedy that made them who they are and which still haunts their dreams, then you might describe your character as appearing as a crying youth holding the corpse of a bloody girl in his arms.

Fill Out and Submit Character Sheet:  The Excel character sheet found on the website can be customized, if necessary, to meet your needs.  Once it is filled out, click on the "Contact" link, introduce yourself, and we'll send you instructions on how to submit your character sheet for approval.
  Character Design and Development
Part 2 – Playing the Game
Any unspent Refresh points you get as “Fate Points.”  Fate points are things which you may earn or spend as a session progresses.  You may spend them as listed below:
Gain a Bonus: A fate point can be spent to add +1 to any roll of the dice or to improve any effort (such as an attack or defense) by +1.
Invoke an Aspect: Aspects are those traits that really describe a character and his place in the story. When you have an aspect that’s applicable to a situation, it can be invoked to grant a bonus.  After you roll the dice, you may pick one of your aspects and describe how it applies to this situation.  If the Storyteller agrees that it’s appropriate, you may spend a fate point and do one of the following:

· Reroll all the dice, using the new result, or

· Add two (+2) to the final die roll (after any rerolls have been done).

You may invoke an aspect multiple times, so long as you have multiple aspects that are applicable. You cannot use the same aspect more than once on the same skill use, though you may use the same aspect on several different rolls throughout a scene, at the cost of one fate point per use.  Scenes, other characters, locations, and other objects of dramatic importance can have aspects.  Sometimes they are obvious, and sometimes they are less so. You can spend a fate point to invoke an aspect which is not on your own character sheet, if you know what the aspect is.
Use certain Stunts and Powers: Some stunts and powers have particularly potent effects and require spending a fate point when used; these will be made clear in their description.

Make a Declaration: Simply lay down a fate point and declare something. If the Storyteller accepts the fate point, it will be true.  This gives you the ability to create things in a story that would usually be under the GM’s purview. Typically, these things can’t be used to drastically change the plot or win a scene.  Your Storyteller has veto power over this use, but it has one dirty little secret - if you use it to do something to make the game cooler for everyone, the Storyteller will usually grant far more leeway than for something boring or, worse, selfish.  Examples of Declarations include:

· Does your character need a lighter (but doesn’t smoke)?  Spend a fate point and you’ve got one! 
· Is there an interesting scene happening over there that your character might miss?  Spend a fate point to declare you arrive at a dramatically appropriate moment!
So, now that you see how useful Fate Points are, the first thing you should want to know is “How do I get more?”  First, if you end a session with fewer Fate Points than your unspent refresh, you will start your next session with a number of Fate Points equal to your unspent refresh.  If you ended a session with more Fate Points than your unspent refresh, then you start next session with your current number of Fate Points (you usually don’t lose earned Fate Points unless you spend them).  During a session, you may earn Fate Points as follows:
Compel: You earn fate points when your aspects create problems for your character. When this occurs, it is said that the aspect is compelled. When your character ends up in a situation where his compelled aspect suggests a problematic course of action, the Storyteller should offer you a choice: spend a fate point to ignore the problem, or acknowledge the problem and earn a fate point.  Sometimes, the Storyteller may also simply award a fate point to you without explanation, indicating that one of your aspects is going to complicate an upcoming situation. You can refuse that point and spend one of your own to avoid the complication, but it’s not a good idea to do that too often, because you will probably need the fate point in the future.  This ability isn’t just the GM’s show; you can trigger compels as well—on yourself or on others—either by explicitly indicating that an aspect may be complicating things or by playing to your aspects from the get-go and reminding the GM after the fact that your character already behaved as if compelled. The GM isn’t always obligated to agree that a compel is appropriate, but it is important that players participate here.

Cashing Out / Taken Out:   Losing a conflict, either by concession or by being taken out, grants the player one fate point per consequence in the conflict  The difference is that before the dice are rolled, if you “cash out” you describe how you lost the conflict.  If you are “taken out” your foe describes how you lost the conflict.  ‘Cashing out’ of the conflict can be thought of as a compel of each aspect taken in the conflict. The assumption is that those consequences directly contributed to the character’s defeat.
As you play your character, you will earn points toward character advancement.  The Storyteller will keep track of your Advancement Points and will let you know when you have earned a “Milestone” and which milestone you have earned (see below).
Earning Advancement Points:  Our focus is on great roleplaying rather than “roll-playing,” and on playing the game rather than “gaming the system.”   To aid in that, the exact points you have and an exact accounting of how one may earn are not available to players.  Still, many would like to know in general what earns points and what does not, so here is a partial list.
· Attended a session
· Actively participate in a session
· Above average effort to bring your character to life
· Outstanding roleplaying while allowing/encouraging other characters to shine
· Actively participate in solving a major puzzle/mystery

· Playing an active role in the defeat of a Major Villain/ending a story arc

· Discovering something that turns the tide of a major battle

· Hosting or assisting the host: (meaning usually, bringing snacks, drinks, etc, helping to clean up afterwards, etc)

· Mentoring new players

· Assistant Storyteller / Guest Storyteller / Chronicler 

· Completing a PBeM session: (yes, you can earn points without having to drive to the game session and you can earn even more if you post the session on the group blog http://reddirtroleplayers.weebly.com/blog.html )

Milestones:   Three types of milestones are available.  The first is the Minor Milestone which a player’s character “should” be able to achieve every month.  The next is a Significant Milestone which a character might achieve every 2 to 4 sessions of active play.  Finally, there is the prized “Major Milestone” which an active character might achieve once every 6 to 12 sessions.  Here is what you can do with a Milestone:
· Minor Milestone: When a minor milestone occurs, you may choose one of the following:
· Switch the rank values of any two skills, or replace one Average skill with one that isn’t on your sheet.  Obviously, these changes should be justified as much as possible within the story (“Hey, my character’s contact died, so I think I want to make his “Joe the Reliable Contact” aspect into “Vengeance for Joe,” okay?”)
· Change any single mortal stunt for another mortal stunt (Again, try to justify it within the story, so that if you have been playing your character as cautious, nervous, and paranoid, it’ll be ok to swap “Calm Blue Ocean” for “Paranoid?  Probably!”

· Purchase stunts or powers, provided you have the refresh to do so.

· Rename one aspect.
· Significant Milestone: When a significant milestone occurs, your character gets all of the following:
· One additional skill rank.
· One of the benefits of a minor milestone.
· Spellcasters may reconfigure their focus and enchanted items/slots.
· Major Milestone: When a major milestone occurs, your character gets all of the following:
· You can “clear out” an extreme consequence slot, allowing it to be used again (see Healing your Character below).

· An additional point of refresh.

· New stunts and/or powers as you can afford them.

· All the benefits of a significant milestone.
Healing your Character:   At the end of a conflict, your character may have amassed stress and consequences.  Your troubles are not over yet—those consequences are not going to go away immediately. While consequences are still attached to your character, they are available for invocations and compels just as any other aspect.

Stress:  Any stress that your character takes during a conflict goes away immediately after the conflict—stress represents the close scrapes and glancing blows that your character can shrug off, so it doesn’t last after the end of that conflict scene.  In rare instances, it might be appropriate for stress to remain if your character goes immediately from one conflict to another or to some other appropriate scene (like a fight that turns into a car chase), but for the most part, once the conflict is done, the stress is gone.

Recovering from consequences is a bit more involved. It basically requires two things:

· Some in-game circumstance that justifies that the character can start the recovery process and.

· A certain amount of time in scenes or sessions before the consequence in question goes away.  

An appropriate in-game circumstance depends largely on the consequence that’s been taken—most physical consequences require medical attention or rest, while mental consequences might require therapy, counseling, a night at the bar, or extended time spent in the healing presence of a loved one.  A consequence like Bad Reputation might require your character to spend time doing very public acts of charity to rebuild the good faith he’s lost.

Some powers affect either recovery time or the establishment of an appropriate circumstance (like Inhuman Recovery, Wizard’s Constitution, et al.). See those individual descriptions for details.


Once this circumstance is established, the recovery time can begin as stated below:

Mild Consequences:  After recovery begins, Mild consequences last until the end of the next scene.

Moderate Consequences:  After recovery begins, Moderate consequences last until the end of the next session.
Severe Consequences:  After recovery begins, Severe consequences last until the end of the next scenario (or few sessions, if the Storyteller prefers).
Extreme Consequences:  Extreme consequences are a special case.  They are set apart from the others because they operate more as a plot device than a normal consequence and aren’t affected by any of the normal rules for recovery. You can only have one extreme consequence at a time, and the slot will only clear with a major milestone or every three scenarios, as the Storyteller prefers.  When you recover from an extreme consequence, you must delete one of your aspects from your character sheet and replace it with an aspect that reflects the outcome of the attack. Taking this level of consequence changes your character is on a fundamental level.  Extreme Consequences have a few limitations:
· Your high concept cannot be changed as a result of an extreme consequence unless the attack in question is deliberately targeting that aspect. In other words, you can not change Vampire of House Raith unless the attack is specifically trying to permanently strip you of your Vampiric abilities and heritage.

· You cannot change your trouble aspect as a result of an extreme consequence.

· No amount of supernatural healing or other abilities can speed up the recovery of an extreme consequence.

The new aspect is effectively treated as one of your permanent aspects.  Even when your extreme consequence slot resets, the consequence aspect remains on your sheet—it doesn’t just go away or reset your old one. You might rename the aspect during a subsequent minor milestone (see Advancement, page 88 of Your World), but you have to justify the renaming as something that reflects how the experience changed your character.  You can’t just say, “Well, it’s been three scenarios, so I want my old aspect back.”

