Psyche System
Every character has a Psyche Line that covers the character's overall mental and emotional state. This can be used as a measure of the character's overall confidence, apprehension, or even unit cohesion. The Psyche Line has 17 boxes within it, divided into five different sections: Flight, Unnerved, Calm, Brash, or Fight. Each section has a number of boxes assigned to it. A character's Psyche slides up and down along the boxes, and the section the current slider rests within determines the character's emotional and mental state.
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At the center of the Psyche Line the character has seven boxes which represent the character at a "Calm" state. A character whose Psyche Line is within those seven boxes is considered calm and is in full control of their faculties. Calm characters have no penalties nor bonuses to any given actions.

The second and third divisions on the Psyche Line are the Unnerved and Brash sections. These sections are beside the Calm section and have four boxes each in them. The Unnerved section lies to the left of the Calm section, while Brash is to the right. These two sections represent a heightened state for the character. A character whose slider is in one of these sections feels very strong emotions tied to the section the character is within. Thus, a character whose slider is in Unnerved might feel timid, afraid, or passive whilst a character in the Brash section is more aggressive and hostile. Players still have full control over their character's actions, but Unnerved characters are at a -1d penalty to perform any aggressive actions while Brash characters are at a -1d penalty to any defensive actions. Moreover, players should try to characterize their character's mental state as best they can. A player can spend Willpower points to Normalize as they wish when the characters are in this state.
The final sections on the Psyche Line are the responses of Flight and Fight. They represent the leftmost (for Flight) and rightmost (for Fight) sections on the line and each has a single box in it. Character's whose Psyche Lines are slid into either the Fight or Flight box have suffered some kind of emotional breakdown. When the character is generated, the player should take some time to create a Fight and Flight response for the character. These actions are left open to the player, but should represent how they think their character would react in the state of full mental and emotional collapse. Some example Fight responses might be "Fire blindly at the stimulus" or "Drop all items held and attack with my bare hands". Meanwhile a character could have "Run in stark terror" or "Curl into a fetal ball" as Flight responses. The player can be as verbose as they wish, but should try to remember that this is the character's primordial brain taking over and, as such, shouldn't have a lot of complex, conditional statements. Once a character reaches either the Flight or Fight box on the Psyche Line, the character must immediately respond with the predetermined response, allowing for some situational variance. During these states of extreme duress, however, the character gains +2d to any pools that apply to their Fight or Fight response. If the player wishes to control the character's actions in any way, a Willpower point must be spent to counteract the base response each round. Once three Willpower points have been spent in this way, the player may Normalize the character, if they wish. 

Some items or stimuli might push a character's slider around (such as tranquilizers or other drugs) if these stimuli ever push the character into Fight or Flight, the GM should determine the response rather than the standard Fight or Flight stimulus listed on the sheet. Generally this could be unconsciousness for Flight and a "freak out" for Fight.

Psyche Checks

Whenever the character encounters a stressful situation, the player makes Psyche Check depending on the stressor. When a Psyche Check is called for the player rolls the character's Stability skill plus the appropriate Attribute determined by the type of check being made. The GM sets a difficulty for the action based off of the potency of the stressor. On a successful check, the player can choose to slide their current rank wherever they wish. If the height of the roll does not match the difficulty, then the Psyche Check was failed. In this case, the slides their current rank on to the Psyche Line a number of notches equal to the difficulty of the check. The player must choose to move the ranks in only one direction and must move the full amount. 

	Some examples of Stressors and their associated attributes are as follows:

Stressor
	Attribute


	Group Cohesion / Torture
	Command


	Fear / Taunting
	Cool


	Mental Stress / Rationalization
	Mind


	"Seeing Things" / Hallucinations
	Senses



Example: Lt. Downing is under withering fire from an enemy machine-gun nest. The GM tells Downing's player, Susan, that she must make a Psyche check for Lt. Downing with a Difficulty of 5. The GM thinks this applies most to Fear, so the check is made with Downing's Cool Attribute. Downing's Stability Skill is 3d and his Cool Attribute is 2d. So Susan gathers 5d and rolls. She gets a 3, 3, 5, 7, and 9, which results in a 2x3 match. Unfortunately, this doesn't beat the Difficulty of 5, so Downing reacts to the machine-gun fire. Currently, Downing's Psyche line looks like this:
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Susan must choose if Downing will slide towards Flight or Fight. Susan decides to move towards Flight. Susan moves the Psyche Line slider five spots to the left (since the Difficulty was 5), putting Downing's Psyche Line at the first rank in Unnerved. Downing now suffers a -1d to directly confront the machine-gun nest (such as to attack it) and is somewhat unnerved by the whole experience. His Psyche Line now looks like this: 
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Normalization

After a Psyche Check has been made, the character will suffer the most severe repercussions of the check. Once the stimulus for the check has been dealt with, the player may choose to "Normalize" the character, sliding their Psyche Rank up to 2 notches towards the middle. This can only be made after the stimulus is no longer directly confronting the character. If the stimulus should return without any major change to the character's situation, then the character is immediately returned to the previous state, otherwise a new roll may be warranted. A player can also choose to spend a point of the character's Willpower to instantly move the slider 2 notches towards the center. This expenditure does not require the stimulus be removed.

Players can also choose to willingly move their character's Psyche Ranks to match their roleplaying. Whenever a player willingly moves their Psyche Ranks into the Brash or Unnerved sections, then the character instantly gains 1 Willpower point. A player willingly putting their characters into Fight or Flight gains 3 Willpower points. Willingly moving one's Psyche Line can only net the character Willpower once per scene, regardless of the number of times the player chooses to move it.
Finally, other characters can try to help move a character's Psyche Line through the use of skills or pharmacology. Certain drugs may also have a "normalization" effect on a character pushing the slider in directions and amounts determined by the effects of the drug. Meanwhile, characters can make Command or Cool and Inspiration checks to help force normalization in others. Command is used when trying to Inspire a group while Cool is used on an individual basis. The difficulty to Normalize another is 3 for most situations or 6 for extremely chaotic or stressful situations. Success on this roll allows all those who can hear the character making the check to instantly Normalize, moving their Psyche Line two notches towards the center. Moreover, success nets the Inspiring character 1 Willpower. 

