Rules and Regulations for GOSPEL Submitted Characters
· The Most Important Rule: once you offer the character to me, HIS/HER STORY BELONGS TO ME. I decide what his/her role in the story will be, and if he/she will either be a one-time appearance or a recurrent character. Of course, the more detailed and complete the character is, the greater his/her chances of notoriety will be.

· The fact that you propose a character does not automatically mean I’ll include such character. The number of character that will be used mainly depends on my necessities and the number of entries I receive.

· The final character portrayed in the story might not be 100% identical to what was submitted. Changes and adjustments might have to be made to make it fit in the Gospel universe. Any changes will be explained and justified to the person who submitted the character before being made.

· By submitting the character, you agree to the above rules! Don’t complain later!

Guidelines

Following these instructions, create an electronic document (.doc, .rtf, .txt, .pdf, .html) and attach it to an e-mail which must be sent to daneelrush@aol.com before March 1, 2007. Make sure to make the message’s subject “Gospel Character Entry” or something like that.
Any questions can also be directed to the same address or try to find me in AIM and MSN Messenger.
Character Creation - Basics
This is the minimum I’ll accept in a cameo submission. An entry that does not include even one of these will be immediately ignored (and disappear in the confines of my Recycle Bin).
· Name: Seriously, duh! But just in case I’ll insist. The character must have a name. And, please, oh please, make it a decent name. Save for very exceptional cases, ff.net pennames will NOT be accepted.
· Gender: as above, duh. And for the record, homosexual/lesbian/bi/anything else IS NOT A GENDER. That goes under “Personality,” unless that “anything else” is a fundamental descriptor. In other words, if the character isn’t human (youkai, half-ghost, ghost, oni, whatever). Only anthropomorphic characters with mostly human-like features will be allowed (catgirls are love! If you character looks more like Beelzemon than like a human, then it’s a no).
· Age: I mean a number here, as well as whether it’s his/her real age or his/her apparent age (like Takako, for example).
· Appearance: as good and detailed a description as possible. Don’t forget height, weight, hair color, eye color, skin color and other racial features. Is his/her body slender, athletic, muscular or scrawny? Does he/she have particular features, like scars, tattoos, or limp leg, a patch on an eye or any other freaky thing? Special bodily conditions, from bad eyesight to paraplegia should be explained here. Is the character attractive to the eye? Why, or why not? If it’s a she, what are her three sizes? (No, I’m not joking, and no, I’m not a pervert).
· Personality: needless to say, this section is critical. What’s he/she like? How does he/she behave in front of others? How does he/she act when he/she first meets a person? How does he/she act around the opposite sex? From what you’ve seen in Gospel, which characters would he/she get along with more easily? Who would he/she not get along with? What’s he/she like in dangerous situations? Does he/she lose control/patience easily? Is he/she overly conscious about his/her looks (or lack of them)?
· Profession: as in, what he/she NORMALLY does for a living? From elementary school shota/loli to Phoenix Wright’s apprentice.
· Background – Basic: So, what’s his/her story? Not a full biography, please, but what you feel could be relevant to the story. For example, I don’t need to know where he/she attended elementary school or how good he/she was, but I could use the fact that he was molested by a teacher for several years, which led to a severe trauma and a terrible phobia of the opposite sex (or the same sex, maybe……). Take into account what you’ve included in the previous sections: where does that scars/eye patch/paraplegia/racism/arachnophobia/homosexuality/whatever come from?
Please, oh, please, don’t exaggerate. It doesn’t really help if the cameos-slash-utterly secondary characters have stories more spectacular/outright absurd than the main characters, No matter how cool you make your character, he’s just not going to steal the spotlight. It’s not going to happen. Live with it. The main characters are Takato, Takako and the other Archangels. Never forget that.

· Allegiance: simply put, what does your character fight for? Love and Justice? Vengeance? Because he/she hates Digimon? Because he/she’s a religious fanatic? Entertainment? Sadism? Sense of duty? Thirst for blood? Suicidal intentions? Seeking martyrdom? Gym badges? Saori-san?
Character Creation – Specifics

This is “optional” information I’d like to have. If I pick a cameo lacking any of these, I’ll just make it up. Don’t complain later. I say optional because, if you’re up to it, you’re in for some serious thinking.
Part I: Fundamentals

· “Real Profession”: Gospel has no need for Phoenix Wright apprentices. What is it that your character does that REALLY would make him useful in Gospel? Here when you add things like “Magical Girl”, “Clumsy Miko Exorcist”, “Death & Beyond Extra”, “DC’s Childhood Bully”, “Weapon Master”, “Vampire Slayer”, “Ninja”, “Hell’s Gardener”, “The Unknown Eighth Rozen Maiden”, “Master of the Drunken Monkey Martial Arts Style”, or whatever else suits your fancy. Or course, you can always put nothing here. Your character doesn’t necessarily have to be something out of the wildest Japanese franchise.
· Background – Specific: further detail your character’s background by explaining what you put in “Real Profession.” Who the hell did he/she become a Magical Girl/Clumsy Miko Exorcist/etcetera? What are his/her thoughts on this blessing/curse? What does he/she do with it?
· Talents: here goes a basic and simple description of your character’s special abilities, if it has any. This section deserves some detail, doesn’t it?
· Take into account that ordinary humans are precisely that, ordinary. As in no supernatural powers. If you create a human character, here go the things your character is more skilled at, WITHIN THE LIMITS OF HUMAN CAPABILITIES. If your character is a Divinity or Aeternal, go crazy.
· Don’t overdo it, neither in quantity nor in quality. Your character is special enough with one single special skill; he doesn’t need the plethora of a Wizard 5/Incantatrix10/Archmage5 Lawful Evil Gold Elf. In the same way, keep it simple. “I am the Gandalfr: I know how to use any weapon I touch” is perfectly valid. “I manipulate Time and Space at my whim” is not. In other words, your character just cannot be more powerful than the main characters. That would be plain stupid.
· The only exception to the above is and will only be Tatsu’s Eclipse. Her perfect shapechanging ability is ridiculous, but it has become part of my plot, so it is accepted.
· True, you have a limited scope when it comes to the extent of your abilities, but there’s still plenty to play with. Be creative! After all, you’re advertising your character to me. The more he/she appeals to me, the more I’m likely to use him/her. There are many “weak” but insanely cool abilities you can come up with!
· Knowledge of the Digital World: does your character know about Digimon? If he/she lives in the Tamers’ world, then the answer is yes, unless he/she lives in a cave or something. Other than passing knowledge, does he/she have any specific knowledge of Digimon? Does he/she collect cards, or maybe he/she attended Rob McCoy’s free conferences in California? Maybe he/she has live experience with a Digimon? Maybe she’s somehow connected to one of the already-established Gospel characters? Maybe he/she was left stranded in the Digital World as a child and was raised by a pack of Gabumon………

· Knowledge of the “Other World”: Now, other than Digimon, how much does he/she know about the world of the so-called “supernatural”? Has he/she just read lots of Lovecraft or has he/she seen Great Cthulhu itself (and somehow survived)? Does she think the Kabbalah is a rare Asian alcoholic drink, or can she recite passages from the Sefer Yetzirah from memory? Does she think Gnostics are a bunch of weirdoes, or has he/she studied the Pistis Sophia?
· Digimon: does your character have a Digimon partner? Only answer ‘yes’ or ‘no’ here. Of course, if your character is a Digimon, your answer has to be ‘no’. If your answer is yes, then Part II is for you!
Part II: Digimon Stats

· Name: the name of the rookie form of your character’s Digimon (or if the character’s a Digimon, its name!). Original Digimon are allowed! However, I expect original Digimon to be as fully detailed and fleshed out as canon Digimon. X-Type Digimon (as in Digimon infused with the X-Antibody) are not allowed, as those do not exist in the Gospel universe (yet). Neither are Hybrid-level Digimon from Frontier, nor the Legendary Ancient Digimon.
· Evolutionary Path: from Rookie (Child) to Mega (Ultimate). No digimentals, crests, digispirits or digisouls are permitted. If you state that the character bio-merges with the Digimon, remember that this is only possible when in the Digital World (your character didn’t received Dobermon’s data), unless you can come up with a REALLY convincing idea of how to do it in the Material World.
· Digivice: describe your character’s Digivice, probably a D-Ark, but you could possibly invent a new type of Digivice. If you attempt to do this, once again, do not go overboard. The Omnivice is called Omnivice for a reason.
· Personality: your character’s Digimon’s personality. Remember that some Digimon change their behavior a lot when they evolve.
· Note: if you are creating original Digimon, make sure its description includes the following: physical appearance, attribute (Virus, Vaccine, Data, Unknown), type (Cyborg, Demon, Ancient Beast, Dragon, whatever), technique names (with their average power values within Card Game standards – once again, don’t overdo it), description of the techniques, personality.
Character Creation – Advanced

These are the true specifics of the character, in true Gospel jargon. Needless to say, they are completely optional. If you think you can tackle these, and you think you can do a good job, then feel free to give it a try, you will do me a favor, and it will greatly raise your chances of the character making it to the story (as well as my opinion of you). If you don’t, just don’t do it. I know it’s tedious, complicated and annoying, I understand. Check True Stories 06 and 09 for some might-be-useful help.
Part I: Identification

· Entity Type: Your choices here are simple: Human, Divinity or Aeternal. If you’re a creature other than a human or a Digimon (a ghost, half-ghost, a nine-tailed kitsune or whatever), type ‘Aeternal’. Note: if your character is a human incarnation of a Divinity or Aeternal, here you must explain, if you haven’t done so yet, if he/she has already figured out who he/she is, and how, if he/she has.
· Divinity/Aeternal Type: if a Divinity, which pantheon does he/she come from (Egyptian, Scandinavian, Greek, Assyrian, whatever). If an Aeternal, just what the heck he/she is (kitsune, succubus, valkyrie, einherjar, angel, demon, nymph, demigod, mythological hero, etcetera). Note: if you pick a divinity, please contact me and tell me what you picked before sending the whole document, so that I can tell you whether you can use it or not and you don’t waste your time making an extremely lengthy and awesome entry only for it to be rejected because your divinity was already taken. Also check the Annex Document “List of Divinities and Aeternals Unavailable to Potential Original Characters.”
· Divinity/Aeternal Identification: the name of the Divinity/Aeternal, of course (Apollo, Thoth, Gilgamesh, Odysseus, Aym, Barbas, Lancelot, Medusa, etcetera) your character incarnates. Note: your character can only incarnate ONE entity at a time. Takako is a unique case, and it was not an accident she ended up as both Archangel and Archdemon.
· Aeternal/Divinity Status: if an Aeternal, type ‘Evolved’. If a Divinity, type ‘Umbra’. No matter whom you choose, your character will never reach the higher levels. Do not include Aeternal Level; it will be a number between 1 and 25 chosen by yours truly.
· Agenda: this one’s tricky, I know. In some cases it’s fairly obvious if you know your mythology and you’re using good sources (Apollo – the Sun, Music, Archery, blah, blah. Another example: Persephone, the Mistress of Hades: her Agenda is obviously The Dead – not Death, that’s Hades’ Agenda). For the more obscure entities, it requires a bit of creativity from your part. Check True Stories 06 and 09 for more help.
Part II: Parameters

There are six Parameters you can assign a numerical value to.
· Offense: more than raw physical strength, but strength is a part of it. Offense refers to physical damage, either from a fist, a sword, a broken vodka bottle or a chair, among other examples. 

· This value won’t always define your character’s offensive power. For example, Takato usually deals much less damage than his 78 Offense would indicate, and this is because Takato’s weapons, the Eden’s Blade and Lancea Longini, are not really that good (a weakling with a sharp katana can deal more damage than a hulking brute with a pillow). 

· On the other side, Takako’s 21 Offense mean absolutely nothing, as she always charges her tiny fists with the power of the Digital Hazard, which is controlled by her insane Data Manipulation score.

· As a guideline, the strongest ordinary human (Boxing world champion, for example) wouldn’t have more than Offense 4.

· On the other side, scores near 99 are restricted to entities related to strength or warfare (Heracles, Ares, Alexander the Great, for example).

· Only two Archangels have Offense scores between 90 and 100 (the Kamiya siblings, yes, Hikari has Offense 94).

· Agility: a combination of movement speed (ignoring special movement abilities like Instant Movement), reflexes, dodging skill and athletic skill; Agility defines the character’s prowess at things such as evading fists, projectiles, explosions, energy attacks, as well as more mundane things such as running, dancing and tumbling.

· Most of the time, a high Offense means a low Agility. Big, muscular fighters tend to be slow (that’s why they relied on armor).

· This one needs no guideline: if you’re fast and fight on the defensive, this one’s for you. However, for power level purposes, your character shouldn’t have an Agility higher than 70. Higher values require higher Levels.

· Almost all the Archangels have a pretty damn high Agility. The exceptions are the Lower Tier Archangels (Jeri, Ken and DC).

· Dexterity: deftness, the ability of doing complex tasks in little time, hand-eye coordination, stealth, basically how well your character does things with his/her hands and feet; that’s what Dexterity implies. Characters that rely on ranged techniques rather than melee combat (like Jeri and DC) have a high Dexterity score, but most entities tend to have a decent amount.
· Stamina: the character’s endurance, his physical resistance, how long he can last performing strenuous physical activity, also a measure of the character’s “life energy”, which powers energy-based techniques. Stamina is a critical parameter for any entity; even for those who tend to avoid melee combat (Takako values her high Stamina for a VERY different reason, though).
· Data Manipulation: while the name itself is obvious, its usefulness might not be so. Its main application would be measuring the power and rate of effectiveness of non-physical techniques, from Sakuyamon’s Spirit Strike to Takako’s Gardens of Babylon. This includes energy-based techniques and Instrumental Weapons, and Reality Scripts.
· Humans DO NOT HAVE Data Manipulation scores. It’s not they have 0; it just doesn’t have a value at all.

· It’s very difficult to have a high Data Manipulation score. It’s the first time Divinities and Aeternals interact with the Digital World, after all. I would not approve of characters with scores above 40. 50, tops.
· Reality Reversal: Reality Reversal is the character’s ability to resist manipulations of reality and probability. It’s the only defense against the most complex reality-affecting offensive techniques, and usually the only defense against non-damaging Reality Scripts. The most complex of the six stats, and the least used, yet it’s usefulness against such dangerous powers makes it critical.
· Just like with Data Manipulation, humans do not have Reality Reversal scores.

· Reality Reversal scores are difficult to assign, I admit it. Your best choice is to assign score to the other five Parameters and the rest goes to Reality Reversal.

The following are the instructions for assigning scores to the six Parameters.

· Humans: of course, as stated above, humans only have Offense, Agility, Dexterity and Stamina scores.

· Gospel characters are exceptional humans by themselves, but not in the physical aspect. None of the four scores can be higher than 3.

· The sum of the four Parameter scores cannot be higher than 8.

· Divinities and Aeternals: these characters have a lot more freedom when choosing stats.

· The sum of six scores cannot be higher than 320.

· The sum of the Data Manipulation and Reality Reversal scores cannot be higher than 80.

Part III: Special Abilities

· Here you’ll properly describe the special ability(ies) your character possesses. If your character is an ordinary human, this section is redundant, as you can probably write any and all necessary information in the ‘Talents’ section of ‘Character Creation – Specifics’. If your character is a Divinity or Aeternal, read on.
Note: ‘Abilities’ is not the same as ‘Techniques’! Techniques are just one type of Ability. For the purpose of these references, ‘Ability’ is fundamentally ‘a specific way in which the Divinity/Aeternal can use his or her Agenda.
· Of course, Reality Scripts are out of the question. That’s the purview of the most powerful beings in creation (Adam Kadmon, Lilith, Moloch, Sophia……), and your character is not one of them.
· Instrumental Weapons are allowed. However, I recommend extreme caution if picking one. They require almost as much detail as a character. You have two choices with Instrumental Weapons: create a completely original weapon (like Sandalphon’s Juk-Shabb) or taking an already existing weapon (uhhh……Excalibur?) and granting it a supernatural power.
· Techniques and Instrumental Weapons follow the same format:
· Power: average damage, following the pattern of the Digimon Card Game. Note: the maximum damage allowed for original Instrumental Weapons is 2000 (which is already far more than the damage output of the strongest Digimon). Original techniques should not be more powerful than 750, if Anti-Unit, and 1200 if Anti-Army.
· Type: refers to the range of targets that can be attacked simultaneously by the weapon in question, as well as to the extension of the damage output, or just what the technique tries to accomplish in general.
· Anti-Unit: can only target a single object or creature with a single attack.
· Anti-Army: can target more than one object or creature simultaneously, as long as they’re close enough to each other. The maximum number of targets can go from 2 to up to 1500.
· Anti-World: the strongest weapons in creation, capable of leveling entire cities and armies with a single blow, split asteroids apart and reduce entire countries to ashes; these are weapons that severely damage the structure of reality and make creation itself bleed. There are only three Anti-World-Type Instrumental Weapons: Enlil, Ea and Merodach (in order of least to most powerful).
· Defense: the technique’s purpose is to protect the wielder or someone/something else from receiving damage.
· Support: refers to non-offensive or non-defensive techniques.
· There are additional “special” categories of Instrumental Weapons, which indicate that the weapon is particularly effective against certain entities (Anti-Structure, Anti-God, Anti-Demon…there’s even Anti-Lilith).
· Needless to say, no Anti-World original weapons will be allowed.
· Range: maximum distance between the weapon and the target(s) in which the weapon is capable of reaching it (them), despite of type. Maximum range for Anti-Unit is Line of Sight. Maximum range allowed for Anti-Army is 200 yards.
· Maximum Number of Targets: 1 for Anti-Unit, 2-1500 for Anti-Army. However, this amount is generally dependant on the wielder’s available power (Stamina + Data Manipulation).
· Description: what the weapon looks like.
· Effect: exactly what it does, how it works, etcetera.
· As suggested if picking Divinities, I recommend letting me know if you pick already-existent “famous” weapons in advance, so that I can tell you whether you can use it or not. Check also the “List of Unavailable Weapons.”
· Remember that Instrumental Weapon attacks are techniques, too: they often do more than just dealing damage. Do not go overboard with the weapon’s special effects, either (“It only has 100 power but the bullets move at the speed of light!”).
