Fuzion Falkenstein
Falkenstein Rule Changes – VERY IMPORTANT

1.
Aces are counted as 1’s, not as 14’s (this is the 19th Century, after all)

2.
The suit of Diamonds corresponds to material matters (such as social class and finances) while the suit of Spades corresponds to mental matters (Sorcery, mental skills, etc.)
Character Creation Information

Characters receive 45 Attribute Points (AP)  - There are eight (Primary) Attributes in four Attribute groups:

Physical (:  
Physique (PHY) and Dexterity (DEX)

Mental (:
Wits (WIT) and Perception (PER)  Sorcery 

(SOR) is an Optional third attribute (hint:  don’t buy Sorcery unless you want your character to become a sorcerer).


Spiritual (:
Courage (COU) and Presence (PRS)


Material (:
Status (STA) and Wealth (WEA)

Attributes are bought using AP’s on a point for point basis (5 points spent on an Attribute buys a level of 5) .  (Primary) Attributes may not exceed 7.
There are currently seven Figured Attributes.  Figured Attributes are calculated as follows:


Vitality = ((Physique + Courage)/2) x 5

Stun = Physique x 5


Move = (Physique + Dexterity)/2


Toughness = Physique/2


Stun Defense = Physique/2


Recovery = Physique + Courage


Endurance = Physique x 10

Attribute Points may also be used to improve Figured Attributes at a variable rate: 1AP = +1 Toughness (Your Toughness may not exceed your Physique) or +1 Move, +2 Stun Defense, +5 Vitality or +5 Stun, and +10 Endurance.

45 Option Points (OP) Option Points purchase Perks, Talents, and Skills.  Starting characters are limited to +4 on skill levels (except on Education, which may be bought to a level of +8); skills cost one Option Point per level purchased (so level 4 in a skill costs 4 OP’s). Option Points may also be spent to increase Attributes at a rate of five OP for each AP.  
All Perks except for Wealth are allowed.  Impact will be decided on a case-by-case basis, but will typically be Moderate (x2 cost).  Characters may spend OPs for items of equipment, especially if their Wealth level would not normally allow them to purchase the item in question.  See the Perks section below for Sorcerous Perks.
-45 Complication Points

Everyman Skills – Everybody Gets These

Athletics – 2

Contacts (Your Social Level/Profession) – 2 (This is different from the Perk “Contact”, and represents a general knowledge of appropriate people, rather than a specific acquaintance)

Concentration – 2

Education – 2  (May purchase a level of up to +8)
Evasion – 2

Persuasion – 2

Local Expert (Your Home area) – 2

Social Graces -2

Teaching – 2

Unarmed Attack – 2

Native Language – Equal to your Wits score

German – 2 (if your character is German/Prussian/ Austrian, choose another language).

Status and Wealth

Social Status – Some Examples

0
Beggar, Street Arab (Urchin)

1
Washerwoman, Street Vendor, Street Walker, Dance Hall Entertainer, Newsie

2
Maid, Lackey, Footman, Laborer, Beat Policeman, Actor/Actress

3 
Tradesman, Clerk, Shop Clerk, Butler, Valet, Housekeeper, Cook (Upper-level servants), Non-Commissioned Officer in Military, Locally-Respected Actor/Actress, Opera Singer

4
Shopkeeper, Police Detective, Low-level Military Officer (Lieutenant)

5
Barrister, Surgeon, Medium-level Military Officer (Captain, Major), Nationally-Respected Actor/Actress/Opera Singer

6
Average Faerie, Lesser Noble (Untitled Noble, Knight, Baronet), Solicitor, Banker, High-level Military Officer (Colonel, Brigadier), Internationally-Respected Actor/Actress/Opera Singer

7
Baron, Count, General or Admiral

8
Duke

9
Steam Lord/Robber Baron (Very Wealthy Industrialist), Upper Nobility (Archduke/Duchess, Crowned Prince/Princess)

10
Heads of State (The Queen, The Kaiser, The President of the United States)

As seen in some cases above, low- and high-level members of a profession may have different social levels – so, for instance, a very distinguished Barrister (normally Social Status 5) might have a social level of 6 or even (rarely) 7. 

Legitimate children of a noble are generally 1-2 Status levels lower than their parents (unless they have their own titles), but never lower than Status 6; illegitimate children of a noble are 2-3 Status levels lower than their noble parent(s) but never lower than Status 4 (unless their parentage is unknown…). 

Wealth


“c” = units of currency for the character’s nationality

0
Dirt Poor – You start play with the clothes on your back, and they are ragged cast-offs; you have few possessions.  You live in the common room of a cheap flophouse (when you are lucky).  As a rule, you practically never have money, don’t even know what credit is, and if it costs more than half a penny, you cannot afford it.  You start play with no ready cash.

1
Very Poor – You start play with a couple of sets of worn clothes and a few cheap personal items, including one cheap weapon (like a knife or life preserver (club)).  You live in a small apartment with several other people in the poorest area of town.  As a rule, you almost never have money, cannot produce credit, and if it costs more than a penny or two you cannot afford it.  You start play with 2c in ready cash.

2
Working Poor – You start play with several sets of clothing, including a set of decent clothing for church and going out; you rent a small apartment, probably no more than one room, in a poor part of town. If you live in a rural area, you rent a small, rather squalid cottage.  You have a few decent personal items, including one inexpensive weapon (like a military sword, but not a firearm).  As a rule, you rarely have money, cannot produce credit, and if it costs more than a few pennies you cannot afford it.  You start play with 5c in ready cash.

3
Working Class - You start play with a decent wardrobe appropriate to your profession and have a couple of good sets of clothing for church and going out; you rent a small apartment, probably no more than one room, but in a decent neighborhood.  If you live in a rural area, you rent a small cottage.  You have a small assortment of average personal items, including a couple of average weapons if applicable (plus a knife or life-preserver), including up to one firearm (if it is an older type and you have the skill to use one).  You can buy decent food, and afford an outing on holiday once every couple of years, and if it costs less than a couple of pounds or marks, you can afford it.  You start play with 10c in ready cash.

4
Middle Class - As level 3, but more fashionable clothing and you own a slightly bigger apartment in a decent part of town, or perhaps a townhouse in a working class part of town.  If you live in a rural area, you own your own cottage.  You may have up to four weapons if applicable, including one firearm (if you have the skill to use one). You can buy decent food, afford an outing on holiday once a year, and if it costs less than a few pounds or marks, you can afford it.  You start play with 20c in ready cash.

5
Upper Middle Class - You have a good wardrobe of fashionable but no-nonsense clothing.  You own a large apartment or a small townhouse in a good neighborhood; in a rural area, you would own a large cottage. You will have at least one weapon for every weapon skill you possess, possibly two (if they are not expensive). You can buy good food, afford an outing on holiday a couple of times a year and go to the theater or the like once a month, and if it costs less than ten or twenty pounds or marks, you can afford it. You start play with 30c in ready cash.

6
Comfortably Wealthy - As level 5, but more fashionable clothing, and you live in a large townhouse in a fashionable neighborhood.  If you live in the country, you own a small manor.  Or perhaps you might have a smaller apartment/townhouse and a large cottage in the country. You will have at least two weapons for every weapon skill you possess. You also have a horse and carriage (or a just a good riding horse). You are considered to be well-off, dine out several times a week, can afford a club, and go to the theater or the like once or twice a month.  Your parties are small but tasteful.  If it costs hundreds of pounds or marks you might shy away from it.  You start play with 50c in ready cash.

7
Wealthy - You have a large wardrobe of fashionable clothing, a townhouse in a fashionable area of the city, and a small manor in the country (possibly a small castle if you have a title as well).   You have a horse and carriage, plus a couple of riding horses, if you want them.  You will have almost any mundane items of equipment you might want. You are considered to be very well-off, dine out almost every night, have some influence in your club, attend the theater or the like several times a month. You throw large parties several times a year.  If it costs less than a thousand pounds or marks, you can probably afford it.  You start play with 75c in ready cash.

8
Very Wealthy – You have a large wardrobe of the most fashionable clothing, your town-house verges on a small mansion, and your country estate either includes a large manor with some grounds or a small manor and very extensive grounds.  You may have another home or apartment as well.  You dine out nightly, attend the theater in your own box, and are a major player in your club; you may even keep a mistress.  Your throw lavish parties on a monthly basis and your soriees are known throughout your social circle.  Unless it costs thousands of pounds or marks, you can afford it.  You start play with 100c in ready cash.

9
Extremely Wealthy – As 8, but you have a small mansion in the city, a large manor with extensive grounds and other properties (possibly including other, smaller manors and city houses). You dine out nightly if you want (you have an excellent French chef for when you want to dine in), attend the theater in your own box, are probably a regent or other official in your club; you may even keep a mistress.  Your can throw lavish parties more than once a month if you want and your soriees are known throughout local society.  You start play with 300c in ready cash.

10
Filthy Rich – You are one of the wealthiest people alive and rarely ever think about money at all.  You start play with 500c in ready cash.

Servants

Starting at Wealth level 5, characters will have a servant or servants who look after them and their homes; their type and number are for the Host and player to determine, according to the Wealth level and the type of home the character has.  These servants are loyal as long as they are paid, possibly slightly more loyal than that if the character has treated them well during game play.  They are, however, unexceptional beyond being competent at their duties and will rarely, if ever, have an impact in the game.  Characters wanting more exceptional and active servants need to take them as Dependents (bought as characters who are roughly equal to the PC in ability) or convince another player to play their servant.  It is also possible for a character to be the servant (etc.) for a wealthy but not very competent character (e.g. Jeeves and Bertie Wooster), in which case the servant PC would take his or her employer as a Dependent…  

Skills

The list of skills below is a sample.  If you do not see skills you would like your character to possess, consult with your Host.

Physical Skills (
Acrobatics (DEX)

Athletics (DEX or PHY) – Includes general activities like climbing, swimming, running, etc.

Contortionist/Escape Artist (DEX)

Evade (DEX) – The skill of getting out of the way of attacks.

Hand-To-Hand (DEX) – The basic skill of punching and kicking. Characters may buy the Enhanced Strike to cover the more scientific fighting techniques of Boxing (3 points).  Advanced Asian martial arts are not allowed in this campaign.

Marksman (DEX)(Must Choose Specialty)

Archery – An acceptable exercise for the ladies.

Crossbow – Still popular as sport and competition weapons on the Continent (many Continental towns have Crossbow Societies , the remnants of Medieval militia companies)

Handguns (includes revolvers, pepper-box pistols and drop pistols)

Shoulder Arms (includes rifles and shotguns)

Autoweapons (includes reciprocator pistols and carbines)

Gunnery – Heavy weapons

Melee Combat (DEX) (must choose a specialty)

1-Handed Blades (from Knives to Cavalry Sabres)

1-Handed Hafted Weapons (Axes and Maces)

2-Handed Blades (Swords)

2-Handed Hafted Weapons (Axes and Maces)

Chains, Flails, and Whips

Pole-weapons (including spears and staves)

Improvised Weapons

Etc.

Riding (DEX)

Sleight of Hand (DEX)

Stealth (DEX)

Throwing (DEX) – For accuracy and distance – does not include actual weapons, though items may be thrown to inflict damage.

Throwing Weapon (DEX) – Must specify weapon Type.

Wrestling (DEX or PHY) – Used to grapple and throw opponents.

Mental Skills (
Bureaucracy (WIT or PER)

Business (WIT or PER)

Concealment (WIT or PER)

Contacts (STA) – Not to be confused with the Perk “Contact” which would be a specific person with whom you are well-acquainted, instead of a general knowledge of appropriate people.

Criminology (WIT or PER)

Deduction (WIT)

Disguise (WIT or PER)

Education (WIT) –May be bought to a level of +8 during character creation.

Engineer (WIT) – May specialize, but is not required to.

Expert (WIT) – Must choose specific area of expertise.

Forgery (WIT or PER)

Gambling (WIT or PER)

Languages (WIT) (Must choose specific languages)

Lip Reading (PER)

Local Expert (WIT or PER) – Must specify area with which you are familiar.

Lock Picking (WIT or PER)

Mechanic (WIT) – May specialize, but is not required to.

Millwright (Machinist) (WIT)

Mimicry (WIT or PER)

Navigation (WIT or PER)

Physician (WIT or PER)

Profession (WIT) – Must choose specific profession (and have other applicable skills)

Research (WIT)

Science (WIT) – Must specialize, but specialties are VERY broad and will overlap considerably: Biology, Chemistry, Physics, etc.

Servant (WIT or PER)

Shadowing (WIT or PER)

Streetwise (WIT or PER)

Surgeon (WIT or PER)

Surveillance (PER)

Survival (WIT or PER)

Tactics (WIT or PER)

Teaching (WIT or PER)

Tracking (PER)

Ventriloquism (WIT)

Weaponsmith (WIT)

Spiritual Skills (
Acting (PRS)

Animal Handling (PRS or COU)

Bribery (PRS)

Concentration (COU)

Conversation (PRS)

Interrogation (PRS)

Leadership (PRS)

Oratory (PRS)

Performance (PRS)

Persuasion (PRS)

Seduction (PRS)

Singing (PRS)

Social Graces (PRS)

Wardrobe and Style (PRS)

Trading (PRS)

Material Skills (
There are presently no skills associated with these Attributes as they rate a character’s place in Society and not his or her self.

When a skill has been divided into several skills or has several somewhat related specialties, the different skills/specialties default to each other at –4 (or –2 or –3 if the Host deems they are VERY closely related). 

New Perks

Sorcerous Perks (all costs already reflect a Moderate Impact (x2)):

Naturally, purchase of Sorcerous Perks requires that the character actually have the Sorcery attribute...

Knowledge of Cantrips: 2 OP


You are not a member of Lodge; however, somewhere in your past you gained a knowledge of the most basic of magicks - cantrips.  You know all of the cantrips listed in Comme Il Faut.

Spells – 2 OP each 


The character is not a member of a lodge, but has been trained to cast spells.  He or she might be a former member of a lodge, from a family with a sorcerous tradition (such as a Roma clan or rural witch family, Crypto-Jewish Cabalists, etc.), etc.  The character’s spell selections must be approved by the Host and must fit into a plausible concept or theme.  

Membership in a Sorcerous Lodge:  6 OP + 2 OP/spell in the Lodge’s Grimoire(s) + 2 OP/level of rank above Initiate (your starting rank may not exceed the lower of your Sorcery and your Status)


You are a current member of a sorcerous organization.  You have a duty to that organization and may be called upon to perform services in its name.   You have learned all the basic cantrips and the spells contained in the Lodge’s lorebooks.   Membership in a Lodge also gives you a place to study, a point of contact or even a place to stay while traveling (if there is a chapter house in the place you are visiting), and potential allies to call upon; naturally, you may be called upon for assistance by fellow Lodge members, may have to provide a place for one or more to stay, etc.

Studying with an Allied Sorcerous Lodge: 10 OP + 2 OP/additional spell over five


You must be a current Member of a Sorcerous Lodge in good standing to take this Perk.  You should also create a reason as to why another, albeit allied, Lodge is allowing you to study with them.

Naturally, as all Lodges are different, competing organizations, there can be a great deal of complexity to membership in them.  Variations on these themes should be discussed with your Host.

Weapons of Castle Falkenstein

Hand Weapons

Weapon



Weapon

Damage

Min
Notes





Accuracy


PHY







Club or Life Preserver

+0

1 (Stun)

1

Dagger/Fighting Knife

+0

1

1

Hatchet/Tomahawk

+0

2

3

Hatpin
+0
1
0
Damage may not exceed DC 1

Rapier or Sabre (Light)

+2

3

2

Sabre, Cavalry (Broadsword)
+0

4

5

Short Sword or Kukri

+1

2

2

Small Sword


+0

2

2

Spear/Bayonet


+2

2

2

Whip



-1

1

1

For every point the wielder’s PHY exceeds the weapon’s Min PHY, add one to the weapon’s Damage Class, to a maximum of twice the weapon’s basic Damage Class.

Missile Weapons

Weapon



Weapon

Damage

Min
Notes





Accuracy


PHY







Bow



+0

1 x PHY
-
Range is PHY x 20 yards (max 140)







(max. of 6)

Crossbow


+0

4

2
Range is 200 yards

Dagger, Thrown


+0

1

1
Range is PHY x 2 yards

Hatchet/Tomahawk, Thrown
+0

2

3
Range is PHY x 3 yards

Hand Crossbow


+0

2

1
Range is 50 yards

Heavy Crossbow
+0
6
4
Range is 250 yards

Long Bow
+0
4
4
Range is PHY x 25 yards (max 250)

 Firearms

Weapon Class


Weapon

Damage

Examples

 



Accuracy










Pocket Pistol/Derringer 

-2

DC 2

Remington Derringer, C. Sharps Pepperbox Derringer

Civilian/Navy Pistol

+1

DC 3

Hopkins & Allen Pepperbox, Colt Navy, Light Drop Pistol

Army Pistol


+0

DC 4

Colt Army, Smith & Wesson Russian, Rast & Gasser Military Revolver (Pepperbox), Heavy Drop Pistol

Heavy Pistol


-1

DC 5

Tranter Man-Stopper

Howdah Pistol


-2

DC 6

Lancaster Howdah Pistol

Light Target/Cadet Rifle

+1

DC 3

Many .22 rifles

Light Hunting Rifle

+1

DC 6

Winchester ’66 or ’73, Kentucky Rifle

Musket (Smoothbore)

-1

DC 6 or 7
Jezail Musket, Arab Miquelet

Hunting/Military Rifle

+0

DC 7

Trapdoor Springfield, Hawken Plains Rifle, Dreyse Needle Gun, Chassepot Rifle

Buffalo Rifle


+1

DC 8

Sharps Rifle

Elephant Rifle


+0

DC 10

Holland and Holland Double Rifle

Light Shotgun
(20 gauge)
+2/-1*

DC 6

Too many examples to mention

Med. Shotgun (16 or 12 ga.)
+2/-1*

DC 7

Too many examples to mention

Heavy Shotgun (10 ga.)

+2/-1*

DC 8

Too many examples to mention

Weapon Accuracy – This number is added to the character’s Dexterity and Melee or Marksmanship skill for determining whether the character is able to hit their intended target.  Very well-made or very poorly-made/badly abused weapons may have higher or lower Weapon Accuracy ratings.

* Shotguns have +2 to Weapon Accuracy only when using shot.  Loaded with slugs, they have –1 to Weapon Accuracy.

Damage Class – for each two points of a weapon’s Damage Class (including the bonus for high Physique with melee weapons), draw one card for damage.  For leftover points of Damage Class, draw another card, but re-draw any result greater than 7 (or halve the value of the card, rounding down).   Remember – Aces count as 1’s.

The total number generated is the number of points of damage the target takes.  Armour, if any, and Toughness are subtracted from this total before it is applied to the target’s Vitality.

Armour of Castle Falkenstein

Armour Type 


Physical 
Penalty

Examples





Defense











Heavy Cloth


2

0

Heavy Clothing, Winter Clothing

Leather 



4

0

Chaps, Leather Coats

Mail, Riveted


8

-1

Tong Enforcer’s Vest

Mail, Welded


8

-1

“Impermeable (tm)” Vest

Brigandine


10

-2

Civil War-era Body Armour

Cuirass



12

-2

Cavalrymans’ Armour

Physical Defense – This number is subtracted from any damage inflicted before the damage is applied to the target’s hit points.  Unless made from the most advanced alloys or strange materials known to the Faeries, all armours protect against damage from firearms (except shotguns loaded with shot) with half of their Physical Defense (Riveted Mail protects with only one-quarter of its Physical Defense against firearms)

Penalty – This number is applied to the wearer’s Dexterity and Move while the armour is worn.  It does not, however, affect the character’s Dexterity in connection with bow, crossbow and firearm skills.

Non-Human Races

Dwarfs

+2 Physique



10 OP

-1 Dexterity




-5 OP

+2 to all skills involving Engineering, Crafting,
-2 to all Interpersonal and Social skills
-10 OP


Repairing, etc. metal or metal devices
Stubborn or Bad Temper


-12 OP






10 OP


(Frequently, Mild Intensity, Major Import-

+1 Toughness



5 OP


ance, Will Risk Financial Loss/Personal

Infared Vision



6 OP


Injury)

Immune to Fire


10 OP

No Sorcery




-5

Extended Lifespan – 120+ years 
12 OP

- 1 to Move




-5

Sense Metal (distance varies by amount,

Love Beer and Pork



-2

and obstacles)


5 OP

Embarrassed about their feet and will keep them

covered at all times


-2






58 OP







-41 OP




Total Cost:
 27 OP

Fairies

+1 Courage



5 OP

Vulnerability to Steel



-7 OP

+1 Presence



5 OP


(Suffers 1D Stun damage per phase in contact

+2 Status



10 OP


with steel, and +1D Killing Damage from

Glamour Level 1 (Falkenstein POOR)  5 OP 

edged weapons (which break the skin)

Immortal



40 OP

Vulnerability to Iron -



-8 OP

Flight – Non-Winged


10 OP


(As Steel, but damage is +2D from edged

Etherealness



50 OP


weapons)

Re-growth – Level 3


30 OP

Vulnerability to Meteoric Iron - +5 DC
-15 OP

Shapeshifting – 1 form for 

5 OP 


(+ True Death if their body is killed)


Or
Any form for

25 OP

Vow - Never Go Against Their Word of Honor -



On Pain of True Death

-15 OP


Vulnerability to Breaking Their Word of Honor –

(Suffers 5 DC wound from which Toughness and armour do not protect (and True Death if the wound kills their body)

-15 OP






160 or 180 OP






-60 OP




Total Cost:
100 OP or 120 OP

Fairies may purchase additional levels of Glamour, up to a total of six levels.
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