Roleplaying Game

Today is a repeat of yesterday.
Tomorrow will be a repeat of today.

This mundane cycle known as life has made the
world seem stagnant.

Who could have suspected that the world
has been horribly twisted?

Welcome to Double Cross. This is the world of traitors.
By: Digger - VERSION: 1.0

The world has changed.

This new world is much like what you are familiar with, yet at the same time so
wildly different.

It is a not so distant future earth. The world has become more dangerous, has
experienced a little more conflict than before, and has fallen a little farther into
the darkness. The change blindsided humanity, when a mysterious virus spread
across the globe and infected most of the human race. Among the infected, there
are the Overeds - super-beings wield unique powers.

The virus' spread was kicked off when an archeology team stumbled upon ancient
ruins in the Middle East. Thought to be a totally undiscovered key to a forgotten
past in the Middle East, excavation begain right away. Unfortunately, the
gathered artifacts and research would never see the light of day.

A conflict broke out in the region, and the archaeologist team fled with as much
of their findings as could be gathered...During the flight back to the United States,
however, the plane was shot down. The team went missing and the secrets within
the plane were lost in the darkness... Strangely, neither the local armies nor the



rebellion in the region had weaponry capable of shooting down the plane at the
time, so even the reason for its destruction was lost.

What isn’t a mystery, however, was something that did escape the
destruction...an ancient virus excavated from those forgotten ruins. When the
plane was shot down, a sample of the virus was shot into the atmosphere and
spread throughout the world via air currents, infecting the entire world.

It would be three years before the effects of the virus became apparent. Bizarre
incidents involving "monsters" began occurring all across the globe, resulting in
major breaches of security that the sane world could not handle. Many of these
incidents involved unexplained fires, explosions, bizarre murders and ghastly acts
of terrorism, all borne of creatures and people with unknown abilities.

During this time of turmoil and confusion, a thesis was sent to all of the world's
governments through hidden routes, for the eyes of the world leaders only.
Written by the renowned biologist Alfred J. Caudwell, this thesis discussed the
existence of a virus that Caudwell named"Renegade," and brought to light what
happened in the skies of the Middle East on that fateful day.

The thesis went on to explain how most of humanity became dormant carriers of
the Renegade, and how carriers could become Overeds if the virus were to
become active. The Professor warned that the virus could take over a carrier, and
that if the carrier is unable to fight back the Renegade, he will lose his sanity and
become a Gjaum, a monster that is motivated only by its impulses.

The contents of Professor Caudwell's thesis were never made public. Since most
Overeds and some Gjaums look like regular people, a public announcement would
cause the general public to fall into a state of paranoia, which would have
certainly lead to riots and witch hunting...and what’s worse, Professor Caudwell
spoke of a terrorist organization that was made up of malicious Overeds and
Gjaums. He argued that the global chaos is being deliberately caused by this
terrorist organization, which he called False Hearts.



Between Gjaums organizing themselves and Overeds fully turning against the
greater good of mankind, it seemed bleak...however, there was a ray of hope.

Professor Caudwell's thesis continued with the following declaration: "l am an
Overed and with other sane Overeds like me, we will protect humanity from the
Gjaums."

In order to defeat the impossibly powerful Gjaums, one would need high powered
armaments that cannot be used in a city environment, at least not without major
collateral damage. In order to take down Gjaums without destroying a city in the
process...Overeds and their powers were needed. For this purpose, Professor
Caudwell and his Overed allies formed the Universal Guardian Network. It was
this act that marked the start of the shrouded battle for humanity.

You may join this battle, deny it, or attempt to survive it...but it will shape the
earth and the fates of all who live on it, no matter the outcome.

+1000 Crisis Points for your troubles... and good luck out there.

This may be a quite long and difficult path to walk, so I'll create easily searchable
table of “tags” to navigate this document.
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Ah, but before | toss you in I'd be unfair if | didn’t at least give you a chance to
partake in the power that drives this world. Renegade’s touch shapes the planet,
and those here without it are on the whole, chaff before it’s power.

The “Overed”, those who have survived the virus, are the star players of this
drama...so, here. | will allow you to become an Overed, guaranteed.

*Syndrome(0, Mandatory for Renegade Being, False Hearts): The Renegade is a
powerful virus, with its powers being manyfold and deep. However, there are
certain ‘packages’ of power themes that crop up in conjunction with one another,
and these “syndromes” in turn determine the kinds of powers you can purchase
and use at the “Powers” section of the jump. Keep in mind that at least within this
jump, the more powerful an ability, the stronger chance of “encroachment” and
subsequent loss of identity is threatened.

Also, you do not get the powers listed in the Syndrome explanations right away,
as mentioned: Taking a syndrome only guarantees you the access to purchasing
those abilities.

Angel Halo: This Syndrome gives the ability to manipulate the degree of light and
its refractive rate, as well as produce light from their body. With this light source,
blinding flashes can be used and laser attacks are possible when wavelengths are
combined. When using these abilities, Overeds have been known to shine, which
earned this Syndrome the name "Angel Halo."

Oh..right, enhancement of all five senses has been categorized under this
Syndrome. Although sight enhancement is the only ability that "fits" with Angel
Halo, all Angel Halo Overeds possess the potential to enhance all senses, for some
reason.



Balor: Named for the figure of celtic myth with an evil eye, Balor is a Syndrome
that manipulates gravity. When the Balor exorcises his power, a sphere called the
"Evil Eye" appears and floats by the user. By exerting control over this sphere,
Overeds are able to freely manipulate gravity.

It is not certain as to why this sphere or "Evil Eye" can control gravity. Some
theories suggest that this sphere is amazingly dense and can create magnetic
fields by being rotated. Ultimately, none of these theories are proven, but it's
clear that Balor Overeds can create phenomena that can only be described as
gravity control.

Black Dog: Named for a legendary black dog of british myth said to arrive with
lightning, This Syndrome is characterized by the ability to gather and shoot bio-
electricity, the kind of electricity that exists in all organisms. While normally
impossible with normal lifeforms, Overeds with this Syndrome grow special
"power plant cells" that produces and controls large amounts of electricity...in
turn, it allows you to create magnetic forces as well and manipulate metal!

By regulating this bio-electricity, an Overed can also control machinery. A
machine can be operated hands-free as long as the nerves and machine are in
contact. This ability has led to mechanical implants that can be controlled with
the mind, cybernetics! Black Dog users are the ones most easily able to create and
utilize them, however.

Bram Stoker: It might be obvious by the name, This Syndrome grants the ability
to control blood. Blood can be used as bullets, transformed into melee weaponry
and armor, or be modified to speed up the body's healing process...So flexible, it
is!

Overeds that display this Syndrome are able to manipulate blood that has left
their body, if it’s left recently. One of the more unique uses of this Syndrome
involves the creation of "Servants," mindless beings that follow the bidding of the
person whose blood they were born from...I suppose you could call them blood
brothers? It is also possible for an Overed to modify the composition or DNA of
blood and use it to heal others, if they’re close enough. This Syndrome is named
after the author of the nineteenth century work Dracula, appropriate for a blood-
based Syndrome!



Chimaera: This Syndrome's name is a reference to a beast from Greek
mythology. This mythical beast had the head and front legs of a lion, the body and
rear legs of a goat, a snake for a tail, and a goat head sticking out of its body. The
name of a beast that is made up of several different animal parts describes the
users of this syndrome pretty well.

This Syndrome transforms an Overed's body parts into the body parts of bugs or
animals, taking on the claws of predators and the armor of prey. It’s also possible
for wings, tails, a third arm, and other non-human body parts to grow out of the
body if they desire! The Chimaera Syndrome also bestows superhuman strength
on top of its transformations. An eight year old child that displayed this Syndrome
was able to easily lift a van with one hand, as an example of its potential...Not
bad, eh?

Exile: The name Exile originates from a Japanese god banished away for his
boneless appearance. This Syndrome is characterized by the ability to stretch,
shrink, and radically transform the body. Unlike its fellow body-changing
Syndrome Chimaera, Exile concentrates not on the "tougher" qualities of the
body but rather on the "softer" qualities. They can detach their body as well with
ease...In addition, Overeds with this Syndrome will be able to freely move parts of
their body that were originally immobile...including bones and organs. The
powers of the exile are as varied as they are horrifying.

Hanuman: This Syndrome is characterized by super speed. The muscles and
reflexes of an Overed are enhanced not for the purpose of power, but for speed,
with the power to even make one a Lord of the Speed.

This Syndrome is also characterized by the ability to manipulate oscillating waves.
Those that display this Syndrome are able to manipulate frequencies by vibrating
a part of their body and can create various miraculous powers by adjusting the
frequency. The simplest application of this ability involves attacking an enemy a
shockwave.

The name Hanuman was taken from the monkey-faced god that appeared in
indian myth, a heroic figure.



Morpheus: This Syndrome offers the ability to transmute any object the user is
touching into something else entirely. Fundamentally speaking, Morpheus is
similar to some processes by earth insects in that it crystallizes whatever it takes
in and then forces that material out. However, Morpheus is different in that it can
ignore mass during transmutation. Twigs can be changed into swords and roses
can become guns. In addition to these abilities, Morpheus has other abilities that
utilize a special "sand" that is a byproduct of transmutations, that they can
manipulate. The name Morpheus comes from the word “morphing” and name of
the god of Dreams (or “sandman”) of Greek mythology.

Neumann: Simply put, the Neumann Syndrome will make one a perfect genius.
Those that display this Syndrome will develop a special network of neural circuitry
within their brain that allows them to perform extremely fast mental calculations
and fire on all cylinders that even mundane geniuses could never hope to match.
Overeds with the Neumann Syndrome become capable of ingenious feats and
enter a world of thought few if any could dream of. This skill allows some to
master the gun right after holding one for the first time, while others can acquire
knowledge that they could not have known.

This Syndrome was named after the mathematician Von Neumann, a well known
genius.

Orcus: Named for the god of the dead in Roman myth, Those that display the
Orcus Syndrome gain the ability to manipulate their surroundings through the
release of special "particles" similar to the <Warding> power inherent of all
Overed into the immediate area. Specialists call this particle-saturated area the
Overed's "Domain."

In this Domain, Orcus Overeds can shoot the earth out as spears, tap into the
senses of animals, or even manipulate humans. Each of these powers easily
distinguishes Orcus from other Syndromes, making it the one true "Ruler of the
Domain."

Salamandra: Heat is the basis of the Salamandra Syndrome's abilities, as could be
guessed. With the ability to control heat energy, those with the Salamandra
Syndrome can use fire or ice by creating extremely high heats and super-low
temperatures...Since, well, fire and ice are only two sides of the coin, right?



This control over heat energy may also be used to enhance one's body, amazingly
enough Heat may be converted into physical energy that can be used for athletic
feats, or the user may adjust his body temperature when he needs to calm down
and make better decisions, using the principle of cooled ‘computers’ working
faster and better.

It was named for "Salamandra," a fire lizard. However, another legend tells that
the salamandra is so cold that fire would be extinguished when it comes in
contact with the animal. This Syndrome was named Salamandra as it fit the
duality of its potential.

Solaris: The name was taken from a fictional planet in a novel of the same name
said to inflict hallucinations. Overeds that display the Solaris Syndrome gain the
ability to produce chemicals in their own bodies, essentially making them walking
chemical plants. These chemicals can be used internally or be excreted from the
body in various forms to use on others!

When used internally, these chemicals can be used as a response-enhancing
neural narcotic or as a supplement for healing abilities. Chemicals that are
released from the body can agitate a target's pain sensors or paralyze him
altogether, if the user so wished. With enough drugs, It is possible to create
illusions that drops someone into a state of paranoia, or even manipulate
memories...

Ouroboros(300 CP): ...Oh, this Syndrome is still a mystery and a rumor at this
point in time...but if you’re willing to pay up you can take this alarming ability. The
rarity and potence of this power justifies the cost, to be sure.

The first of this Syndrome’s miraculous abilities is

*Self-Evolution: Ouroboros can strengthen itself using the power of syndromes it
stole from others. Much like how the introduction of a new predator will affect
the evolution of a species, introducing this foreign syndrome will force pre-
existing syndromes in your body to adapt and develop new abilities.

The second is...
*Power Copying: Ouroboros can copy the abilities of other Overeds. Various
instances have shown that Ouroboros Overeds can copy any ability, such as



Chimaera mutations. The Ouroboros strain responds to whatever outside power it
is exposed to and makes it part of itself. Coupled with the ability to self-evolve, a
copied Power can eventually surpass the original in strength.

The last one would be alright on its own, but coupled with the previous...

*Shadow Manipulation: Ouroboros Overeds can manipulate their shadows and
use them in an offensive capacity. The Ouroboros shadow is not a true shadow, as
that’d be silly. It is believed the Ouroboros shadow is that it is a flattened bodily
extension that is being used by the Ouroboros strain as an outside vehicle. This is
evidenced Avatars, shadows that act as “guardians” that Stand with them.

It is a potent ability to have in this world...I hope you understand.

*Breeding(0, requires Syndrome, Mandatory if you have taken Syndrome): Gee,
Jumper, why’d Renegade let you have TWO syndromes?

Despite what you may think, having combinations of multiple syndromes isn’t
unheard of and in fact are downright common. They don’t seem to get any
further than 3, however. Still, there’s benefits and downsides to any combination.
Purebred have special abilities not available to hybrids while hybrids can synergize
effectively. A Morpheus/Solaris may be a living laboratory and hospital, An
Orcus/Solaris could effectively reign as a small god of their Domain as they could
command both the world and the people within, mind and body, and a Black
Dog/Neumann/Morpheus could be a living technological revolution, with no end
of genius nor materials to make that genius happen. It all comes down flexibility
VS. power.

Purebred: Purebred are the strongest of the breeds, having specialized entirely in
a single Syndrome and thus being able to express it at their full potential. They are
able to take “Pure” powers and have 2000 Renegade points to spend in Powers.
You may select a single Syndrome from the above list and purchase powers
available to those Syndromes. Not only that, but those who are Purebred find it



much easier to master the usage of their powers and creating new abilities from
scratch with their Syndromes.

Hybrid: Hybrids are the most common, and the combinations of different may
allow them to reach greater heights than the purebred while still being strong
enough to compete with them without needing too much synergy. Hybrids find it
a little harder to understand the differences and limitations of their dual powers,
but are quicker than Tribrids to come up with clever ways of combining their
abilities. You may select two Syndromes from the above list and purchase powers
available to those syndromes with 2000 RP. You are unable to take “Pure”
powers, however.

Tribrid: Tribrids have the greatest amount of flexibility, as | mentioned with the
hypothetical Black Dog/Neumann/Morpheus combination, and multiple other
combinations besides. However, they also lack the most “Punch” as they have
their strength divided across more powers and more Syndromes. Tribrids often
find it difficult to fully explore the uses of all their powers, as often there’s a
massive learning curve just being able to understand how the different powers
interact.

You may select 3 Syndromes from the above list and purchase powers available to
those syndromes with 2000 RP. You are unable to take “Pure” powers, same as
Hybrids.

*Origins

Drop-in(0): A newcomer to this world, you have woken up in City N Public
Park(Yes, | know. Roll with it.) Next to you is a duffle bag of essentials for a week
and a travel brochure...The world is your oyster from here on out. Will you involve
yourself in the shadow war of the Overeds or will you make your own path in this
world? The choice is yours, as it’s always been.

Wild Card(0): You awaken either in an apartment(l’ll provide you a few months of

pre-paid Rent, don’t say | never did anything for you) in downtown City N as an



unemployed adult or you'll awaken to the sound of your parent/legal guardian
trying to get you ready for school.

You live an ordinary life in what for a long while seemed to be an ordinary
world...however, those carefree days are soon to be shattered by the weight of
the world, if they haven’t already.

If you’re an Overed, then you’re certainly are an lllegal Overed, one who is not a
part of False Hearts nor licensed as an agent of the Universal Guardian Network.
Still, you have the potential for greatness within you...if you reach out to that
power inside without losing yourself to the madness.

UGN(0): The Universal Guardian Network is a conspiracy, stripped of all
pretenses. It is an organization that hides the truth from people, and works in the
shadows to keep the most brutal of beasts and terrorists out of the eyes of the
public while defending the innocent from fear and death not known since the
days of hunter-gatherers. However, it is for good reason. Overeds and Gjaums can
resemble humans, and the fear of the unknown, of average people capable of
becoming a supernatural murderer or monster would tear the public apart...and
in the face of the threats of Rengade, humanity MUST stand together. While
human wars were horrific, the fate of mankind was never quite in the balance.
When faced with a form of war that would threaten the extinction of the world,
mankind backed off as a whole. However...if the Renegade virus and its beasts
win, then the sons of Adam will either be cattle or dead. Anything is worth
avoiding that fate. Anything.

False Hearts(Requires Syndrome, 0): Long before the UGN ever existed, False

Hearts was lurking in the world’s shadow. They were a secret society of Overeds,
lording over the Renegade’s powers. Although nowhere near as large as they are
now, False Hearts was still a formidable organization. Power is everything for
False Hearts. It determines who rules and who serves, who lives and who dies. At
best, the organization is a meritocracy. At worst, it is in a perpetual cycle of
totalitarianism and anarchy. Despite the hazards of being a False Hearts member,
you stay. For despite all the danger, there is opportunity, even hope.



The members of False Hearts want what they could not have, or hope that one
day they will get back what they lost. You signed up knowing the world would
hate you, but....The world is unfair and does not care for you, nor should you care
for it. If the world cannot give you what you want, you will have to take it. That is
the promise of False Hearts: Freedom and opportunity to express potential
society would withhold from you.

Renegade Being(Requires Syndrome, 300): A Renegade Being is a collective or

sample of the Renegade virus that achieved sentience. The physical appearance
of these Beings greatly vary, with forms ranging from something as simple as a
piece of ore, the familiar human shape, or even an appearance that can be called
mystical.

All Renegade Beings, whether they be a rock, animal, or pseudo-human, will
clearly recognize that they are the Renegade virus. Short of some sort of
interference from outside sources, a Being will not mistake itself for something
else...and you, my friend, are among their number.

Since they are a sentient form of the Renegade virus, Renegade Beings are more
capable of controlling the Renegade powers then the average Overed and have
special abilities at their disposal that are rarely seen in normal Overed.

However, this increase of power does come at a price. Renegade Beings have a
greater tendency to lose control of their powers and thus are more likely to turn
into Gjaums, returning to the baseline insanity of the Renegade. Renegade Beings
only recently established themselves as a sentient life form and are still
developing as a species, their future uncertain...An organization known as Xenos
is foretold to arise soon, but that fate is not written in stone. As a member of a
species yet to define themselves, you can author the fate of the Renegade Beings.
Keep this responsibility in mind.

Perks
All 100 perks are free for their origin and the rest are discounted.
*General:



If | Go Crazy...(0): Will you still call me superman? The term “Lois” was derived

from Lois Lane, and her humanizing effect on Superman is the origin of this
phrase, often used by Illegal Overeds for the people in their life that keep them
anchored to humanity. You’ll find now that relationships with others will help to
stabilize your sense of self, as well as increase your willpower by a considerable
degree. It may not seem like much now, but it can be the difference between
losing your mind and turning into a Gjaum or even just losing your way and
becoming a metaphorical monster.

Strange Neighbor(200): All across the globe, Renegade Beings are beginning to

awaken. Of the ones that are awakening, the collaborator-types are causing a lot
of commotion.. This is understandable... after all, wouldn’t you panic if an alien
sentient being just appeared inside you?

You were no exception. When you discovered your Renegade Being...things got
really bizarre. But! Now that you have overcome that period of confusion, a
friendship and partnership has grown between you and the Renegade Being that
lives inside of you, And thanks to him, you can now use your powers in ways that
are impossible for normal Overeds! People have always said that two heads are
better than one. Who knew they were so right? You can now take an “Origin”
power normally locked off to Renegade Beings for free with this power, but you
can only take this perk once.

Fullblooded(400, requires Syndrome, discounted Purebred): You possess a

strangely pure strain of Renegade, able to display the full powers of a single
Renegade Strain with purity. The effects of this depend on if you have Breeding:
Purebred or not.

*If you have Pure breeding, you can take every Renegade Power for your
syndrome at a flat 50% discount(100s become 50s). Not only that, but
encroachment gain/mental stress in using the powers for your Syndrome is
reduced to almost half its normal rate.

*If you are a Hybrid/Tribrid, you may now purchase Renegade Powers labelled
with the PURE tag despite not having Pureblood.

Specialist(200, must have Breeding:HYBRID or Breeding:TRIBRID): Ah, well then.
You've really focused in making the most of your Renegade capabilities, as now




you can receive a 50% discount on all Renegade Power purchases from the
“Power” section of the jump, applicable to all Syndromes you chose with
Breeding.

Demi-Breed(300, must have Breeding:TRIBRID): Ah? Well, well, well...aren’t you a
special snowflake. You have broken through the previously unbreakable limit of

how many Syndromes can be in a single person and with each purchase of this
you may select another Syndrome in addition to those you already possess and
purchase powers from it as if you were a Tribrid. You do not get any extra
Renegade points for this.

Avatar(100, requires Syndrome): The Renegade swirling within you has

cannibalized a bit of your potential here in order to empower itself. With each
purchase of this you gain 100 Renegade Points to spend in the Powers section of
the jump.

*Drop-in Perks

Cover(100): You're able to take on the guise of a functioning member of society
pretty well. That is to say, you can with a few faked licenses and the right clothes,
convince people you’'re totally a Doctor and treat you as such. Of course, make
sure you have some way of avoiding that bluff being called...

Work(100): YoU'll find that faking it until you can make it is a valid strategy! As
long as you’re actively performing a task you have no experience in, acting out as
something without the skills to back it up, that your intuition is strong enough to
make up the difference and even allow you to learn that task with ease!

Catalyst(200): Traditionally, a catalyst is a special material that participates in a

chemical reaction, but is not consumed in the process. In Renegade sciences, the
term is used to refer to viruses that stimulate not its host's abilities, but the
abilities of others...You’re much like a Catalyst in that sense. You can stir on and
improve the abilities of others, using your friendship or rivalry to spur them on to
new heights of ability.



Living Dead(200): You once died, and the experience has changed you

forever....The death you experienced may be a physical, mental, or social in
nature, but no matter the case, you found that once you returned to the living,
you lost so much. You are now a free person, but the experience has made you
tougher to kill. You’ll take a lot more punishment than you would have before,
mentally and physically, and now loss stings a lot less as you can find it easy to
move on and ‘detach’ from things you would have once clung to desperately.

Hounds of Tindalos(400): You think that people wouldn’t find the truth, no matter
how many bodies were left by False Hearts or how many the UGN wiped clean of

their knowledge to hide the evidence of Gjaum on such a wide scale? The Overed
leave a mess wherever they go, and some civilians are tired of it. Tindalos was an
organization started by civilians who managed to rally together a number of
smaller task forces by civilians looking into the tragedies of the Renegade
phenomena, and now you are a high ranking member if not being looked to as a
potential leader. This grants you a wide array of information and assistance
networks as well as even a good amount of militant civilians(since many of
Tindalos’ members are police officers or military officers stationed in the various
Cities)...and in the future, organizing together mundane humans to rise and
struggle against powered individuals and do so effectively is a simple matter for
you.

Counter-Renegade (400): Renegade is capable of many things, but like all viruses

some can build an immunity. And where there’s immunity, some are even able to
produce a vaccine, or a cure to combat it. You are such a cure, as you are able to
produce an anti-virus for Renegade and use it offensively, harming the beings of
Renegade such as Overed or Gjaum and weakening them. It appears that handling
such a powerful virus has made your body’s immune system overall powerful, as
it can create a functional (though not perfect) antidote and antibody for any virus
or poison you encounter within the hour, as long as you can survive during the
meantime.



Blue Queen(600): There was once an artificially created Overed known as the Blue

Queen, who’s greatest power was that she could create Overeds by awakening
their dormant Renegade with no chance of death. Now, that power is in your
hands. You are a walking font of the Renegade much like a Renegade Being, but
unlike them you have both the care and fine control to withhold the Virus within
yourself until you wish to grant someone the “Gift.” When you do, they’ll become
an Overed with random breeding and syndromes, though with time and expertise
you could even control which Syndromes appear( Breeding appears to be
inherently random). At the peak of your ability, you could go so far as to craft
Renegade Beings, finding the ‘right’ objects or concepts that are receptive to
Renegade and producing the Being from them at your own will.

Living Legend(600): You’ve just got that aura to you, you know? You're a living

legend, pal! Your face and name are known throughout your profession. Well...if
you aren’t already, you’re soon to be. You have the fame and charisma to become
a star of whatever talents you hone, and you can easily reach the levels of
stardom and charisma where if you want something...you get it. Be it through
cajoling, heavy amounts of cash, some unsubtle namedrops or using your
connections, if it exists in this world, you can find SOMEONE to give it to
you...though the price may be high, literally or figuratively. Still, today, a star is
born and you can easily expect to have people both in awe, horror and wonder of
you when you show up, with fanclubs being a given.

*Wild Card Perks
Returner(100): With the Renegade, one can achieve beastly strength, gain

pseudo-immortality, or even harness the powers of time and space. However, in
exchange for such Power, an Overed's sanity is slowly eroded away as the virus
takes its toll on their mind and identity. The body and mind are closer than many
see, and as the body becomes monstrous the soul may shift as well. This is the
understanding you reached about the violent impulses that you feel. Many much
more able and powerful than you have fallen and become Gjaumes...You, however,
haven't. You have a life that you cannot throw away, filled with friends you can
not abandon. As the weight of the world washes over you like a hurricane, the



image of what you cherish most will keep your soul and body human easily, giving
you mental strength and more specifically, a resistance to the encroachment of
Renegade.

Guardian(100): You have devoted yourself to protecting others, and would rather

suffer than to see someone else be hurt, perhaps driven by your love for your
friends or perhaps simple acknowledgement that other’s safety is more important
than yours ...but your commitment to your duty is fierce. You can easily intercept
and take the brunt of attacks meant for others, sending your body into overdrive
to take the punishment.

Sinqularity(200): You are a Singularity, some quirk of nature or fate has made it

so that you ‘draw in’ spectacular things by just being around. Simply put, for you?
Today is certainly not a repeat of yesterday, and tomorrow will definitely not be a
repeat of today. You'll find coincidences and strange fortunes(though not
necessarily good or bad) pile up around you. One example of a Singularity’s
adventures began with helping an old lady across the street, who so HAPPENED to
be a wealthy philanthropist that allowed him to inherit a mansion. Within that
mansion was an ancient renegade being, and when he fled to go find help he
discovered one of his childhood friends was a False Hearts agent sent to
investigate into the Mansion. This happened over the course of about a week.
You can expect a series of windfalls and crises to fall into your lap, but even the
crises are more of the “Dangerous opportunity” type! As a reassurance, nothing
you’ll experience will be immediately lethally dangerous, though no guarantees it
won’t escalate to that point depending on what route you go down. Of course,
this crazy noisy bizarre life might grate on you, so you can opt to ‘toggle’ this
perk’s effect at your own whim.

Socially Networked(200): Well, it’s high time you made some friends. With this,
you now have a habit of picking up some very...quirky pals in your journeys both

here and beyond. Firstly, other ‘special’ empowered types tend to come into your
life on fairly friendly grounds, and while on the whole they’re inexperienced they
are usually fairly eager to grow and have a good capacity for it. Secondly, you can



make friends with some very...intensely focused people. Right, focused. Mostly
they’re big fans of anything to do with superpowers or magic, and if those things
are real they tend to meticulously track, compare, and use their collective
intelligence to figure out who would win in a death battle. Or just to argue which
Overed agent of False Hearts is the best girl. They’re a bit weird with that. Still,
their zeal can’t be faulted and they often will at least will be able to puzzle out
how abilities work(or a good guess at it) with enough information.

Special One(400): You have strong feelings for a certain someone...stronger than

what most people would ever feel for another person. These may be positive
feelings like love and loyalty, or they may be negative like anger and hate, both
can stir on your passions in the right mindset. The recipient of these feelings is
your Special One, a person who occupies a unique place in your heart. You can
choose a Special One and designate another one whenever you want, though
switching between Special Ones is painful and inflicts a penalty in the time
between them...as well as causing a period of weakness from the heartache of
detaching from someone so important to you. Your Special One can give you a
boost of strength just from thinking of them, a second wind if you’re tired. If
you’re fighting for(or against, if they’re a true nemesis) a cause that your Special
One feels strongly about then you can keep that strength going for an entire
battle without stopping and even once in that fight strike with such ferocity and
viciousness that you can hit your target as if they’d dropped their guard entirely.
If they’d be threatened by those who would take them from you, this becomes
phenomenal power that allows you to fire on all cylinders indefinitely, only to
collapse once their safety is guaranteed. Yes, this works on Nemesii too. You’re
the only one allowed to defeat them, after all.

Miracle Breed(400): By some quirk of genetics and biology, your body is

phenomenally wonderful in accepting foreign agents and integrating them into
itself with no issue...this isn’t even limited to Renegade either. Many viruses,
parasites, chemicals and other such agents that usually like to play havoc with the
human body settle in and find your body a wonderful home, growing stronger
from your wondrous biology and becoming less overtly lethal as to treat you like



an incubation pod. This has it’s upsides and its downsides, but it means that these
normally killer infections have a chance to become symbiotic.

Renegade Crystal(600): Either by your own will or by accident, this Crystal has
fused itself somewhere onto or inside your body. The Renegade Crystal - also
sometimes called the "Philosopher's Stone" - is a colony of the Renegade that has

seeped into a piece of ore in an act of self-preservation. The Crystal has the ability
to drastically strengthen Renegade abilities by making the virus more active. Only
the Adapted - people that have an affinity for the Crystal - are the only ones that
can control the crystal's destructive power. Non-Adapted that receive the Crystal
often die or become Gjaums...but you’re an Adapted. This Renegade Crystal is a
potent source of energy you can call upon for many things, and even those who
have have not taken Syndrome can use it to increase their prowess both physical
and mental by magnitudes by stimulating the Crystal within them for bursts of
power. However, it will tax your willpower and mental strength in the process.

Lost Number(600): While before it could have been that you were a product of

fate and luck, now it’s apparent you aren’t just some ordinary person. No, you're
a superior being. Or an attempt at one, at least. Perhaps you remember the
training and experiments performed on you before you escaped or were freed by
a sympathetic scientist, or maybe you remember nothing about what made you
this way. Either way, you are a cut above the common stock, even for an Overed!
Your natural body is strong, fast, durable enough to battle weak Gjaum and
Overed even without being enhanced...You're at least peak human, if not beyond
that. You also have a great mind, not quite approaching a Neumann’s yet but far
closer than any other non-Overed ever has approached. This is amplified if you’'ve
become an Overed as well, being a genius even among Neumanns and a
powerhouse even compared to other Chimaeras. However, you do not come with
the skills to make full use of your intelligence or strength...not yet.

*UGN
Leadership(100): In times of crisis, the Universal Guardian Network must stand

tall and proud to show that mankind will not be held hostage under the terror of



shadow and death! You are a particularly distinguished leader, thankfully, and can
easily convince people you have the best idea of what to do to solve problems
and if you desire, you’ve even earned yourself the position of a Branch Chief of
UGN: City N division.

Back-up(100): No man is an island, entire and whole. You’ve learned this, and you

already have(and can easily create) a network of resources to call upon in times of
crisis. If you want a preexisting network, the UGN’s conspiracy has available to it a
number of services available, such as armories, cleaners, memory manipulation
and transportation. This one comes with some strings attached, however, and you
can easily use the Guild’s criminal network instead or take the time to forge your
own connections.

Stable Subject(200): The Renegade is very difficult to control, especially when an

Impulse occurs...Many veteran agents of the UGN have succumbed to their
Impulses and went on rampages. But you? You can keep it cool and controlled.
Your expertise and iron will is such that you can calmly and cooly stare down the
unknown and horrible, as well silence your own ego,desires and fears for a time
to complete your mission. You may not be able to outrun the devil forever, but
you have the power to with enough gumption turn to him and say: Not today.

Harmonizer(200): It’s clear to anyone that Renegade takes a toll on those who use

it, mentally and physically, but it’s not the only power in those vast infinities that
does. Many abilities seem to harm the user’s willpower and body...but as a
member of the Universal Guardian Network you need to ensure your allies can
keep fighting. You're willing to shoulder their burden, aren’t you? This allows you
to ‘transfer’ the negative side effects and the damage that using certain powers
inflicts on their user to yourself. For example, if an ability would drain your
willpower to use, or cause mental sanity damage, you could take on that burden
from the person using it as long as you could see them and hear them. In this
universe, it means being able to shoulder the Encroachment of others...but I'm
sure you can find other uses.



Successor(400): A single ability has been passed down to you, and you carry on a

single will....You are the successor of a technique that has been continuously
passed down since ancient times.

While other children were playing in the mountains or in their rooms, you were in
a dojo or a study going through training so painful and intense you could have
coughed up blood and cried your heart out. All the time you spent forging your
being through heat and hammer has beaten that skill into your very being, making
it a permanent part of you.

You can choose to either hone a single style of combat(you can take any mundane
art, or hone an existing non-mundane art as long as you already know it) with this
intensity to create an ‘Unleashed’ form of that style or to choose to take on a
‘Genius’ mode in which your mind’s power goes up a notch or two. While in
“Unleashed Form” that martial art is such that if it were a mundane art like
Taekwondo as a non-Overed human you could with speed and discipline actively
fight through Warding and threaten a lone Overed combatant, or an entire
platoon of mundane combatants who outgun you. Those who use the “Genius”
mode are able to surprise Neumanns with the deduction of Sherlock married to
the scheming of Moriarty. However, in both cases, a mere human’s body or mind
taking on this level of power will inevitably leave you reeling and struggling to stay
conscious after the initial burst of power...and those days of coughing blood will
return again.

Ancient Renegade(400): Ah...this explains a few things. You have had a LONG
time to set things up, haven’t you? You are a wanderer all alone in this world, as

you are a timeless immortal who has been on this world for centuries. There was
a reason why you were removed from the flow of time, but you can no longer
remember it. Too much time has passed in this lonely world of yours, and your
memories have become faded...However, it means you truly are a master of the
long game, with the mentality to handle the weight of the ages and the mental
ability to understand how long centuries and millennia truly are as well as truly
comprehend such long term thinking. You can also expect to have ironclad and



exclusive resources hidden away for you wherever you go, as if you’d already
lived in that world for a while....you do put the “Old” in old money. Even if you’d
never entered a world, it appeared that your arrival was anticipated as these
resources and connections tend to be left for you to take advantage of.

High Status(600): An organization is like a living being; each member is a cell and

each section an organ. Each part only exists to realize the will of one...and that
one is you. Perhaps you are a high level political figure, or the heir to a powerful
conglomerate...what matters is that with a word, countless number of people will
carry out your orders. With the invisible power of authority, wealth, and
influence, you make the world move, able to acquire objects and information of
high value as well as render the services of damn well anyone you please unless
they truly have no worldly connections or desires.

As well, you gain the ability to understand the capacities of your underlings and
their applications for your purpose, as well as a charisma that inspires belief In
your words, for those who follow you to see your goals as justice.

True-born(600): A step up from Successor-hood, you have truly taken the time to

be forged from the ground up as a tool of justice. As a person you were broken
down into your base materials and built up again as a greater being. You may
make the selection of body/mind shown in the “Successor”, except that the level
of skill you gain from it is not “only” in Unleashed/Genius form, but your base
level of competency at all times. If you choose to hone your body in combat, as
well, you can choose up to 3 different styles of combat to hone as such.

This DOES stack with Successor...A Trueborn Successor is a terrifying thing to
witness in battle, an otherwise biologically mundane human able to threaten a
company of armed soldiers with their bare hands and even put the fear of death
into strong Overeds with much the same. Much like “Successor”, this is not a
matter of physical capability but your skill being on a level that humans only
imagined being capable of.



*False Hearts Perks

Avenger(100) : You have someone you utterly despise, for what they’ve done or

even simply for standing in your way. You can only declare Vengeance on one
person at a time until they are dead, defeated, or surrender but until then you
have a strong intuition on how to make their life hell...what to target to cause
them anguish and how to push their buttons in such a way to incite the pain and
anger much like they (might have, depending on how justified this hatred is)
inflicted upon you.

Item Master(100): The False Hearts organization may be able to call upon the

underground of the world for supplies, but individual cells can’t always count on
their superiors being able to provide. Self-sufficiency is a core strength of False
Hearts, and you are an excellent example. Through begging, borrowing, and
stealing your heart out you could scrounge together a month’s worth of
supplies(at base, food and water though extending to ammunition and gasoline
depending on where you are) for a terrorist cell even in rural or wild areas,
though obviously being in civilization allows you to acquire a lot more and more
diverse kinds of supplies.

Destructive Child(200): Compared to UGN Children, FH Children go through a
more efficient (or inhumane, depending on how you interpret the word)

development program....Experimented upon, put through vicious and rigorous
trials where death is a constant companion, they have lost the important parts
that make a person human....but these Children wield power that normal Overeds
cannot match. You may have experienced all this, or you may have simply grown
up with a bloody life that no laboratory could quite replicate....either way, you did
have one lesson learnt from the school of hard knocks: How to break things. You
can find the most destructive uses of your powers and abilities you’ve got on you,
and recklessness will increase how much more destructive(Though their power
will not be boosted, this is learning how to channel power to be its most
destructive, not making destructive abilities more powerful)...however, do note |
never said these methods would be practical. Or safe.



Super Soldier(200): No one expects you to be able to play the Great Game of

espionage with the UGN, or research information on targets or assets. People
only expect brute force from you, which is something you can easily
provide...Killing is your talent, after all. Even a simple kitchen knife in your hands
can hack through trained soldiers and warriors with an unnerving ease, and you
can use your aggressive and malicious attitude to make your strikes and
movements in battle both swift and mighty.

Spy(400): 1t takes more than brute force to take control of this world... In the
modern world, information is power. So he who controls the flow of
information...well, suffice to say: You have taken enormous amounts of
information and buried them in the darkness, as well as brought out close-
guarded secrets under your eye. Criminal records, enemy intelligence, paper trails
of individuals...The list of information you have erased, stolen, and warped goes
on and on. There are many ways to accomplish this, and you have a great amount
of knowledge on what methods you’ll need to get the job done. Some people can
be bought, others must be brainwashed, others must be tortured...and well, you
know what they say about dead men and their tales. At times, you are more
valuable than a whole combat unit...and a lot more terrifying.

Demi-Crystal(400): You are in the possession of a Demi-Crystal implanted into

your body, a man-made Renegade Crystal. However, no organization has been
able to create a crystal that matches the power of a true Renegade Crystal...This is
at it’s peak can only reach half of what the Renegade Crystal can. However, you
have one because despite the lack of power, it has a cost much more easily paid
for some: Unlike Renegade Crystals, Demi-Crystals extract their price not in your
sanity or strength of mind, but blood. You can ask this stone of power for a boost
in strength about half of what the Renegade Crystal would give you, but instead
of stretching your mind to the limit it simply damages your body during its use.
Again, a price some are much more willing to pay than gambling their identity.



Undead(600): This is a title given to those within the ranks of False Hearts who
have done the seemingly impossible: reach an Encroachment Rate of over 100%

and kept their sanity...to an extent. Often they’re already very unstable
individuals, and some cynically note that perhaps the reason for their Undead
status was that they were already a step away from Gjaum anyhow. In any case,
you hold within you the meaning of a true Undead: The ability to face down
corruption and madness and tame it to your will, though controlling it is a far off
dream. You are able to fight back against corruption and evil by channeling it into
power, as long as you can continually battle the darkness and screaming void
tempting you to lose control, you’ll be able to stay in charge. The Abyss may gaze

into you, but you can make damned sure it finds no weakness inside.

Shadow of the Gjaum(600):

You're barely human, and being on the hair’s edge of monstrosity is enough to

allow you to access powers of delusion, the Gjaum’s solipsistic might.

Pick an “impulse”, and it will determine the power you may use, taken from the

abilities of Gjaum to turn madness to power...as well as the impulse you must

sate to regenerate its usage.

RELEASE - The impulse to ‘free’ things
from their lot...be it from
imprisonment, their family life(by
devouring their family), or their
obligations to society(by giving them
power but making them outcasts). To
use this ability, you must irrevocably
‘free’ someone from something for
one use before doing so again.

Fool’s Contract: You may make the
wishes of a person other than yourself
come true, however they will be
warped beyond the person’s intent
and exact a price even you may not be
able to control on them.

BLOODSUCKING - The impulse to drink
the blood of others, humans or
sentient beings are all you feel

Blood Bride - You may take the corpse
of a person and fully resurrect
someone as a thrall as if they’d never




pleasure from draining. One person’s
lifeblood will do to use this once,
though you’ll have to take the time to
fully exsanguinate the