Black Sunshine Careers

Cultist:

On the fringes of New Humanity secretive cults meet
to discuss their taboo beliefs. Just outside the Domes,
in the darkest tunnels of the undercities, and out in
The Unciv on the edges of the Zero Zones, they gather
to perform rituals in search of forbidden knowledge,
and the pursuit of strange powers.

Most cults worship the Radshrooms that grow in the
Zero Zones where the cities of The World Before used
to be. Risking long term Rad Poisoning to open up
their minds and grant themselves extraordinary
powers, they consume all manner of Radshrooms, and
are adept at brewing them into potions for every
imaginable use.

Others hold stern Martial Beliefs based on mythical
accounts of the Warriors from the 2 great wars before
the last ever great war, that ended the World Before.

A Cultist’s 8 career skills are Alchemy, Discipline,
Knowledge (Ground Zero), Knowledge (Unciv),
Melee, Skulduggery, Stealth, and Vigilance. They
automatically gains one rank in four of these skills (of
their choosing) without spending experience, and they
receive a discount when they spend experience to
purchase ranks in any of these skills.

Cultist Specialisations
Radshroom Monk

Some cultists have more of a spiritual than a literal
connection to the Radshrooms, viewing them as the
true Scions of The War, and nature’s most important
new species, at one with both the Earth and The Rads.

Radshroom Monks add the skills Melee, Discipline,
Knowledge (Religion), Vigilance to their career skills,
and they may choose two of these skills and gain one
free rank in each, without spending starting
experience.

Radshroom Witch

The most devote cult worshippers of the Radshrooms,
dedicate their lives to unlocking the full potential of
the human mind, through the consumption and study
of the most potent varieties of Radshrooms found in
the Zero Zones.

Radshroom Witches add the skills Discipline,
Knowledge (Religion), Stealth, Survival to their career
skills, and they may choose two of these skills and
gain one free rank in each, without spending starting
experience.

Mendicant of the Exploding Fist

Mendicants of the Exploding Fist have learned to
harness the latent energy of the Radshrooms,
channelling it through meditation and kata into
powerful strikes and defensive routines.

They add the skills Athletics, Brawl, Coordination,
Discipline to their career skills, and they may choose
two of these skills and gain one free rank in each,
without spending starting experience.

Warrior of The Fall

Not all cultists are enthralled with the power of the
Radshrooms, Warriors of The Fall are students of the
pseudo mythical ways of war from throughout the
history of the World Before, believing in tales of noble
knights, samurai, green berets, and navy seals.

Warriors of the fall add the skills Coercion,
Leadership, Ranged (Heavy), Ranged (Light) to their
career skills, and they may choose two of these skills
and gain one free rank in each, without spending
starting experience.




Career Skills

Athletics, Brawl, Coordination, Discipline

Cultist
Mendicant of the Exploding Fist

Passive

Active

Passive

Active

Iron Body 5 XP

Parry

5 XP

Grit 5XP

Exploding Fist 5 XP

Remove ® per rank of Iron
body from Coordination and
Resilience checks. Reduce the
critical rating of unarmed
attacks by 1 per rank of Iron
Body (to a minimum of 1).

When hit by a melee attack
while wielding a melee
weapon, suffer 3 strain to
reduce damage by 2 plus

ranks in Parry.

Gain +1 strain threshold.

The Character's Brawl attacks gain
the Stun Quality at a value equal
to their ranks in Knowledge
(Ground Zero)

Active

Passive

Active

Passive

Parry 10 XP

Grit

10 XP

Martial Grace 10 XP

10 XP

Toughened

When hit by a melee attack
while wielding a melee
weapon, suffer 3 strain to
reduce damage by 2 plus
ranks in Parry.

Gain +1 strain threshold.

Once per round, suffer 2 strain
to add damage equal to ranks
in Coordination to next Brawl|
check made this turn.

Gain +2 wound threshold.

Reduce strain cost to Parry
while unarmed by 1 (to a
minimum of 1).

-successful Melee, or Brawn

check to disarm opponent.

body from Coordination and
Resilience checks. Reduce the
critical rating of unarmed
attacks by 1 per rank of Iron

Body (to a minimum of 1).

Active Active Passive Active
Improved
Unarmed Parry 15 XP Disarm 15 XP Iron Body 15 XP P ) 3 15 XP
Exploding Fist
May Parry while unarmed. May spend @ or AA with Remove ® per rank of Iron Suffer a number of strain up ta your

-ranks in Knowledge (Ground Zero) to

add the Burn quality to your next Brawl
check. The value of Burn is equal to the
strain suffered.

Active

Passive

Active

Passive

Mind Over Matter| 20 XP

Toughened

20 XP

Flurry Of Fists 20 XP

Grit 20 XP

The character may spend one
Destiny Point to recover strain
equal to his Willpower rating.

Gain +2 wound threshold.

Suffer a number of strain up
to your ranks in Brawl to add
the Linked quality to your next
Brawl check. The value of
linked is equal to the strain
suffered.

Gain +1 strain threshold.

When targeted by a combat
check, may spend 1 Destiny
Point to add X equal to ranks
in Coordination to check.

Gain +1 to a single

-characteristic. This cannot

bring a characteristic above

5.

The Character gains + 1 soak

Active Passive Active Active
Coordinati S
oordination 25 XP Dedication 25 XP Enduring 25 XP upr.eme' 25 XP
Dodge Exploding Fist

Suffer a number of strain up to your

ranks in Knowledge (Ground Zero) to

add the Blast quality to your next
Brawl check. The value of Blastis
equal to the strain suffered. The
character is not affect by the Blast
quality of their own Brawl attacks.




Career Skills

Cultist
Radshroom Monk

Melee, Discipline, Knowledge (Religion), Vigilance

Passive

Active

Passive

Passive

Resolve 5 XP

Shroom Cook 5 XP

Grit 5 XP

Push Aside 5 XP

When a character
involuntarily suffers strain, he
suffers 1 less strain per rank
of Resolve to a minimum of 1.

Once per round, may suffer 1
strain to decrease the
difficulty of next Alchemy
check a number of times equal
to ranks in Knowledge
(Ground Zero).

Gain +1 strain threshold.

After making a successful Melee, or
Brawl combat check againstan
engaged foe, may force the foe to move
to shortrangein a direction of the
opponent’s choosing. Spend o
cause the opponent to fall prone after
moving.

Active

Passive

Active

Active

Shroom Cook 10 XP

The Will of The

10 XP
Shroom

Precision Strike 10 XP

Extended Reach 10 XP

Once per round, may suffer 1
strain to decrease the
difficulty of next Alchemy
check a number of times equal
to ranks in Disciple of Lore.

-May make an Easy (’)

Knowledge (Religion) check to
heal strain at the end of an
encounter. @ can be spent to
heal all strain.

When this character inflicts a

-Critical Injury with a Brawl or

Melee weapon, may suffer 1
strain to change the result to
any Easy (’) Critical Injury
Result.

-melee weapon, may suffer one

While armed with a two-handed

strain to make a Melee combat
check with that weapon targeting
an enemy at up to short range
(rather than engaged range).

. . . Active /
Passive Active Passive .
Passive
Confidence 15 XP Hard Headed 15 XP Confidence 15 XP Dodge 15 XP

May decrease difficulty of

by 1 per rank of Confidence.

Discipline checks to avoid fear I - formm the Hard Headed action;

When staggered or disoriented,

May decrease difficulty of

Discipline checks to avoid fear

make a Daunting (¢ ¢ ¢ ¢)
Discipline check to remove status.
Difficulty reduced per rank of Hard
Headed.

by 1 per rank of Confidence.

When targeted by combat check,
may perform a Dodge incidental to
suffer a number of strain no
greater than ranks of Dodge, then
upgrade the difficulty of the check
by that number.

Active Active ACtW_e / ACtW_e /
Passive Passive
Disciplened Soul 20 XP Grit 20 XP Dodge 20 XP Resolve 20 XP

Spend one Destiny Point to

after making a Discipline check

to spend a number of & not
exceeding ranks in Knowledge

Gain +1 strain threshold.

When targeted by combat check,
may perform a Dodge incidental to
suffer a number of strain no
greater than ranks of Dodge, then
upgrade the difficulty of the check

When a character
involuntarily suffers strain, he
suffers 1 less strain per rank
of Resolve to a minimum of 1.

(Lore) as A. by that number.
Active Active
) / ) / Passive Passive
Passive Passive
Force of Will 25 XP Superior Reflexes | 25 XP Sixth Sense 25 XP Dedication 25 XP

Once per session, make one
skill check using Willpower
rather than the characteristic
linked to that skill.

Gain +1 melee defense.

Gain +1 ranged defense.

Gain +1 to a single
characteristic. This cannot
bring a characteristic above
5.




Cultist
Radshroom Witch

Career Skills Discipline, Knowledge (Religion), Stealth, Survival

Passive

Passive

Passive

Passive

Lead Stomach 5 XP

Shroomcraft 5 XP

Grit 5 XP

Toughened 5 XP

Character adds ™ per rank in
Alchemy to Rad Exposure

The Character always counts
as having The Right Tools for

Gain +1 strain threshold.

Gain +2 wound threshold.

checks. the Job when using Alchemy
to prepare a potion.
Active Active Active Active
Shroomsense 10 XP Radshroom Expert| 10 XP Intimidating 10 XP Sense Advantage 10 XP

As an action, may make an opposed
Discipline vs Discipline check against
a creature within short range to sense
their current thoughts & emotional
state. May spend AAA or @ to
discover extra thougths atGM's
discretion.

-to create a potion, may spend

On a successful Alchelmy roll

AAA or @ to add the effect
of one other potion to the
result.

May suffer a number of strain to

downgrade difficulty of Coercion

checks, or upgrade difficulty when
targeted by Coercion checks, by an
equal number. Strain suffered this way
cannot exceed ranks in Intimidating.

Once per session, may add

EE 51 NPC’s skill check.

Passive

Active

Passive

Passive

Mycelial Master 15 XP

Shroomfluence 15 XP

Grit 15 Xp

Sixth Sense 15 XP

Increase the range of
Shroomsense, and
Shroomfluence, to Medium.

-Discipline vs Vigilance check against a

As an action, may make an opposed

Gain +1 strain threshold.

creature within short range to force the|
traget to adopt an emotional state of
the Radshroom Witches choice for 1
min or round. A or @ to can extend
the duration for 1 round. 8 &A or ®

will let the traget know their mind is

Gain +1 ranged defense.

Active

Passive

Active

Active

Shroomspike 20 XP

Improved Mycelial

20 XP
Master

Survivor's Instinct | 20 XP

Intimidating 20 XP

As an action, may make an opposed
Discipline vs Risilience check against
a creature within short range, Success
causes 1 Strain, plus 1 additional
Strain per FEXE to the ta rget. May
spend AAA or @ to cause the target

Increase the range of

Once per session when the character

Shroomsense, and

suffers a Critical Injury, spend 1

Shroomfluence, to Long and
Shroompike to Medium.

Destiny Point. Then, the attacker must
roll two results for the Critical Injury
and the player chooses which will
apply to their

May suffer a number of strain to

downgrade difficulty of Coercion

checks, or upgrade difficulty when
targeted by Coercion checks, by an
equal number. Strain suffered this way
cannot exceed ranks in Intimidating.

to suffer 1 wound as well. character.
Active Active Active Passive
Supreme Mycelial Radshroom
P v 25 XP ) 25 XP Force Of Will 25 XP Dedication 25 XP
Master Transfusion

May spend AA or @ from
Shroomsense, Shrromfluence,
and Shroomspike to target
one aditional creature within
range for

- perf orm the Radshroom Transfusion

Once per encounter, the character may

maneuver to heal any number of strain
by suffering that many wounds+1 . The
character may instead heal any
number of wounds by suffering that
many strain +1.

-skiII check using Willpower

Once per session, make one

rather than the characteristic
linked to that skill.

Gain +1 to a single

-characteristic. This cannot

bring a characteristic above
5.




Career Skills Coercion, Leadership, Ranged (Heavy), Ranged (Light)

Cultist
Warrior of the Fall

Passive

Active

Passive

Passive

Toughened 5 XP

Intimidating 5 XP

Conditioned 5 XP

Grit 5XP

Gain +2 wound threshold.

May suffer a number of strain to
downgrade difficulty of Coercion
checks, or upgrade difficulty when
targeted by Coercion checks, by an
equal number. Strain suffered this way
cannot exceed ranks in Intimidating.

Remove ® per rank of
Conditioned from Athletics
and Coordination checks.
Reduce the damage and strain
suffered from falling by 1 per
rank of Conditioned.

Gain +1 strain threshold.

Acti
¢ |v.e / Passive Active Active
Passive
Armour Master 10 Xp Point Blank 10 XP Jump Up 10 XP Side Step 10 Xp

When wearing armor, increase
total soak value by 1.

Add 1 damage per rank of

- Point Blank to damage of one

Once per round, may stand

-from seated or prone as an

Once per round, may perform Side Step

-maneuver and suffer a number of

strain to upgrade difficulty of all

hit of successful attack while incidental. incoming ranged att acks by an equal
using Ranged (Heavy) or number for the next round. Strain
d (Lich Kill h suffered this way cannot exceed ranks
Ranged (Light) skills at short in Side Step.
range or engaged.
Active Active Active Passive
Intimidating 15 XP Side Step 15 Xp Stand Firm! 15 XP Point Blank 15 XP

May suffer a number of strain to
downgrade difficulty of Coercion
checks, or upgrade difficulty when
targeted by Coercion checks, by an
equal number. Strain suffered this way
cannot exceed ranks in Intimidating.

Once per round, may perform Side Step

maneuver and suffer a number of

strain to upgrade difficulty of all
incoming ranged att acks by an equal
number for the next round. Strain
suffered this way cannot exceed ranks
in Side Step.

As an action, make a Hard (¢ ¢ ¢)

Leadership check. choose one ally

within Short range per 3, who
increase their wound threshold by
the character's Presence until the
end of the encounter.)

Add 1 damage per rank of
Point Blank to damage of one
hit of successful attack while
using Ranged (Heavy) or
Ranged (Light) skills at short

range or engaged.

Passive Passive Active Actlv.e /
Passive
| d Al | d Stand
mproved Armour| 54 xp Conditioned 20 XP Natural Champion | 20 XP mprovedstand | 5o xp
Master Firm!

When wearing armor with
soak of 2 or higher, increase
defense by 1.

Remove ® per rank of
Conditioned from Athletics
and Coordination checks.
Reduce the damage and strain
suffered from falling by 1 per
rank of Conditioned.

Once per session, you may

-reroll any 1 Leadership check,

or attack with Ranged (Light),
or Ranged (Heavy).

Stand Firm also increases
affected allies strain threshold
by an amount equal to the
character's Presence rating.

Passive

Active

Active

Passive

Dedication 25 XP

To The Death 25 XP

Improved Side
Step

25 XP

Now Private! 25 XP

Gain +1 to a single
characteristic. This cannot
bring a characteristic above
5.

Once per session as a maneuver,

-suffer strain up to Willpower and

add +10 per strain suffered to
critical rolls the character inflicts
or suffers until the end of the
encounter.

When the character per forms a

Side Step maneuver, until the

start of their next turn they may
spend BB A or ® from an
attacker's check to inflict one hit
with aranged weapon they are

wielding.

Once per session before an ally
rolls the dice for a check, the
character may spend 1 Destiny
Point to allow the ally to
automatically succeed at the check
with one ¥ no other result.




