Highlander Powers

Powers (ones marked as skills start at 10%):

Immortality:  The highlander cannot have children.   Highlanders are always foundlings.  Unless their head gets chopped off or body vaporized (x3 max HP sustained), they are immune to death.  On going damage such as staking them, setting them adrift in outer space, etc. cause them to go into a ‘death coma’.  The death coma lasts until the stimulus is removed plus 2d6 hours.

Breath water:  You ignore any drowning damage.  You do take damage from other hostile environments (i.e. outer space).   

Damage:  The highlander does an extra 1, 2 or 3 points of damage with their sword.  Poss cost 3, 6, 9.  Once on, it is always on.

Decapitation shot:  Any ‘called shot’ that finishes off an opponent (ie takes all of their remaining HP) automatically decapitates them.

Fixed form:  STR, SIZ, APP all fixed (when they become a highlander, in waking and dream world – unless form changes), no up or down for those stats.

Hard to parry shot:  Fancy sword work (attack at half) that causes the opponent to have to parry at half.

Haste:  [skill]  4MP per extra attack, max of 2 per round.

Heal self:  Automatic – the highlander heals one HP per minute.  If the highlander is ‘killed’ (but not decapitated) they must regain all of their HP before waking up.

Hide in Plain Sight:  [skill]  Unless someone is looking specifically for the highlander, they are ignored by everyone looking for 1 MP per minute.

Ignore armor:  Each round fought with another highlander (only) gives the ability to ignore 2 points of armor (cumulative) on the enemy highlander’s body.  This does not go for their weapons.  This is the reason that most highlanders abstain armor.
Poison immunity:  Highlanders are not really immune to poison.  They scream and die horribly just like average folks, they just get back up afterward.  See ‘death’ above.

Sense quickening:  Ranges 50’, 100’, 200’, 400’.  Everyone starts at 50’.  This can be bumped up by the age of the immortal or the application of poz to buy this up.  Poz cost: 3, 6, 9 if you wish to buy it up intentionally.  Otherwise, at 100 years old becomes 100’, at 500 years old 200’ and at 1000+ years old becomes 400’.  The disadvantage is that when you can sense them, they can sense you.  The nifty music also gets longer with each stage.

Sense quickening direction:  [skill]  Moderately accurate.

Taunt:  [skill]  The highlander may say things to get his opponent (any that understand him) angry.  Successful skill causes the target to roll an INT x3 or be at a -20 to hit.

True sight:  The highlander ignores disguises (etc) on other highlanders.

Unblockable criticals:  The daddy highlander power.  When using a sword (only) the highlanders critical cannot be parried – only dodged (if dodge was declared previously).  This power works on any foe fought.
Disadvantages:

Due to their rapid healing, highlanders can have no plastic surgery.  They are unable to cast spells, become vampires, etc.

The quickening:

Every round fought between two highlanders gives them a cumulative 10% per round of getting the quickening when they eventually finish off their foe.  The quickening (at this time) will be skill checks in the skills that the enemy highlander was really good at.   Certain memories, etc. may be imparted.   Interference by others of any type causes these and the quickening to be lost.  

How to become a ‘Highlander’:

Step 1:  Spend 20 poz for the chance to become one.  If you have cast spells, been a vampire (waking world), died before, etc. you are not eligible.
Step 2:  Die.  It is preferable to die in a non-decapitation, non-body atomized sort of way.  Failure to do so indicates you have suffered complete death.  
Step 3:  Roll POW x2.   As you are unconscious (dead) you cannot spend cards on this.  Others can play supporters (“kill him some more!”) and you can play poz.  That’s it.

Step 4:  IF you have never cast a single spell, been a vampire, been a genetically altered human, been a ‘martial artist’, etc. then you arise as a ‘Highlander’.

Misc:

Immortals have nothing to fear from Vampires - as has been stated before, immortal blood holds no sustenance for Vampires, and immortals cannot be Embraced, nor made into Ghouls.
Immortals cannot be possessed.
The Watchers: They have spent centuries studying the immortals, chronicling their exploits, but not interfering. They keep accurate records of all new immortals, who has taken who's head, and (like the immortals themselves) wonder as to who will gain the Prize, and what this Prize is. Watchers are mortals, and are chosen for their "normalness". They don't stand out in a crowd, they blend. They don't trigger the immortal's senses, and are trained to observe. Their only distinguishing feature is a tattoo on their wrists, a circle with a holy symbol of their order within. This allows them to easily recognize one another, and to remind them of their mission.

The Hunters: In recent years, a rogue branch of the Watchers has formed. This group has links with the Inquisition. Fueled by paranoia, it's members have decided that they cannot wait and hope that the immortal who gains the Prize is a good person. They actively hunt and kill immortals, removing their heads and allowing their knowledge and power to be lost to the Ether. In this way, they seek to stop any immortal from achieving the power of the Prize. These "Hunters" view immortals as the greatest danger ever to face mankind...
