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SEGMENT ZERO
(Editor’s Comments)

Welcome to the premiere edition of EZ
Hero, the online magazine about
Champions and the HERO System.
We’ll be coming to you every two
months right here at www.ezhero.com,
packed full of cool stuff for you to use in
your games. You’ll find characters,
advice, gadgets, rules, settings, props,
and just about anything that we can think
of that can help with your gaming. And
the cool part about electronic publishing
is that you can buy the entire issue, or
just the parts that interest you. If you
only care about westerns, or superheroes,
or gadgets, or scenarios, you can tailor
the magazine to your own tastes.

Recent months have seen some excellent
changes for Hero gaming. The upcoming
Fifth Edition will clarify and expand the
toolkit we use to build our worlds and
stories; San Angelo is a city that our
heroes can thrive in; Hero Plus is
cranking out electronic books that might
never have been printed otherwise; the
line of Ultimate books has already given
us great ideas and will continue to do so.
And the quality of the new material
seems to keep getting better.

Since the demise several years ago of
that wonderful magazine dedicated to
our hobby, The Adventurer’s Club,
many fans have been yearning for a
quality magazine to rise and fill the void.
We hope that this is that magazine.

Our theme this time around is “Good
Gaming.” We have articles on how to be
a good GM, a good player, a good host,
a good designer, and more… all to help
you with your own games. Plus, we have
our regular features giving you
characters, cutouts, settings, and smiles.

So go out there and Be A Hero!

Dave Mattingly
Editor in Chief
Marvelous, Inc.
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ABOUT THE CREATORS

Bob Greenwade
Bob is our token Oregonian. He got his start
as a game writer with Flying Buffalo's
CityBook series, and has written some
upcoming books of some significance for both
Hero Games and Gold Rush Games. (It is not
true that he's a genetically altered squirrel
who's hidden secret codes in his writings as
part of a plan for world domination.)

Tom Lively
In his secret identity Tom is a Grocery store
manager, computer system student and full
time father and husband. He has been playing
and Gming Champions since 1982.  When he
transforms into hero identity he is capable of
performing all of his duties at once appearing
as a whirlwind of flying computer parts,
groceries, toys and dishes.

Dave Mattingly
Dave has been writing for Haymaker!
magazine (www.haymaker.org) since it began,
and has been publishing it since issue #16.
He's been a gamer for 20 years, and somehow
stumbled into this whole “writing” thing.

David B. Mattingly
David (no relation to Dave, above) has been a
sci-fi/fantasy artist for over 25 years. He’s
done everything from film backgrounds to
book covers to a series of trading cards. Learn
more about him at www.davidmattingly.com.

Rodney Ruff
Self-styled “Man of Trivia” Rodney Ruff has
belonged to Haymaker! since issue #8. He
served as section editor for the Villains
section of  Haymaker! Special #1 and is a
contributor to the board games Clever
Endeavor and Trivia Omaha. He is a help file
author for infoUSA Inc.

Michael Surbrook
Michael has been playing Champions/The
Hero System since 1985. He has been
contributing to Haymaker! since issue #18. In
addition has has written for Herozine, and was
the author of Kazei 5, an anime-cyberpunk
worldbook for Hero Games.

Derrick Thomas
Derrick is a mercenary artist for hire. Contributing
to Haymaker! since issue #13, this walking
caricature will work for free if he likes you. A
Champions players since 1983, he’s still gaming.

Leah Watts
Leah Watts has been gaming since her first year of
college and writing for Haymaker! since issue #18.
She's played everything from Call of Cthulhu to
Teenagers from Outer Space, but likes the Hero
System's flexibility. Leah's a fan of pulp-era
gaming and superheroics.

_________________________________________

COMING NEXT

Bang! The Weapons & Armor Issue
There’s more to a fight than just standing around
and punching each other in the face. Learn about
new ways to damage your enemies and protect
yourself and your friends. Expect everything from
pointed sticks to enormous bombs, and from
poisoned kisses to throwing stars.

_________________________________________

LEGAL NOTICES
All trademarks of Hero Games, Hero Software, or
Gold Rush Games (Hero System, Champions,
Fantasy Hero, HeroMaker, Creation Workshop, San
Angelo: City of Heroes, etc.), used with or without
trademark labels (™), have not been authorized by
the appropriate bodies. The material inside is not
intended to constitute a challenge by the authors of
this publication to the ownership of the trademarks
in question, nor should such intentions, or any
similar conditions, be inferred. All individual
articles and material are copyrighted by the
respective authors, whether copyright labels (©) are
used or not. EZ Hero claims no rights to its authors’
works.

According to certain suggested versions of the
Grand Unified Theory, the primary particles
constituting this product may decay to nothingness
within the next four hundred million years. Because
of the "uncertainty principle," it is impossible for
the consumer to find out at the same time both
precisely where this product is and how fast it is
moving.
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HOW TO SUCCEED IN GAMING
(WITH ONLY A LITTLE TRYING) by Rodney Ruff

What makes a successful role-playing session?
There are three factors: the adventure chosen, the
person running the adventure (the Game Master,
or GM), and the people who play in it. All three
are equally important: A poorly chosen scenario
will not hold the players’ interest for the entire
session, a poor GM will alienate his players and
turn good plotting into bad plodding, and poor
players will turn the best of adventures into an
experience everyone would just as soon forget.

Role-play gaming is unique among games in that
instead of players competing against
each other, they must cooperate in
order to achieve a common goal.
Likewise, a successful gaming
experience involves cooperation
among the GM and players and a
mutual interest in the adventure in
order for everyone to enjoy the hours
spent rolling dice and spouting
soliloquies.

I’ve been involved in role-playing
games now for more than 10 years. I
was named best GM for two
successive years (1995-96) at
Omaha’s NukeCon gaming
convention, an honor which won me
free admittance to the con the
following years. I was also an informal
draw to another Omaha gaming
convention, Spring Campaign, when
the con organizer put “Rodney Ruff,
where are you?” on the fliers.

However, despite the honors I’ve received, there
are better GMs out there than I am, and I’ve had
the good fortune to play under several of them.
There are also better players out there, and I’ve
had the good fortune to play with a number of
them as well. The advice I’m going to present in
this article will draw from my gaming
experiences on both sides of the GM screen, and
cover not just my strengths but my shortcomings
and the things I’ve done to overcome them.

Creating the Adventure

Pick Something that Interests You,
as the Game Master

This applies to both the overall genre in which
you game as well as the specific scenario. I run
“classic” superhero adventures because I grew
up reading comic books. I identify with

superheroes, perhaps because I liken my
intelligence to having “powers and
abilities far beyond those of mortal men.”
I also enjoy other forms of literature and
scenarios as a reader, and even as a writer,
but I don’t identify with them as a gamer
in the way I do with superhero comic
books. If I were to try to run either a
Fantasy Hero or Star Hero adventure, I
wouldn’t do justice to either.

My first adventure, and still one of my
favorites, was Double Death, a sadistic
version of the Nickelodeon game show
Double Dare. I’ve been a lifelong lover of
television game shows, and my dream job
would be to host a trivia-based game
show. It therefore made sense to base my
first adventure around a game show. I
used a Trivial Pursuit subsidiary edition
for the questions and the Hero combat
rules to run the physical challenges
(allowing either two or three combat

rounds as a time limit) and the obstacle course. I
also created a set of game-show villains, which
included the Quizmaster, a former game show
host turned supervillain; Mr. Announcer, his
booming-voiced sidekick; and Letter Lass, who
fired letter-shaped energy blasts and looked like
you-know-who.

This doesn’t mean that you should limit yourself
to a particular genre or game system as a player.
I’ve played a double-blind version of Boot Hill a
number of times, as well as Star Wars, Paranoia,
Gang Busters (the first game I ever played),
Marvel Super-Heroes, Star Trek, and Murphy’s
World (where I danced around like Tina Turner
wearing beads and shells) — and, at long last,

________

“If they
lose, it
should

because they
made poor

decisions or
needed to be

hauled up
short

because of
their over-

confidence.”
________
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Teenagers from Outer Space. Exposing yourself
to other game systems and adventures exposes
you to new ideas you can translate to your
current game world, as well as introducing you
to new people and their ideas.

Take Your Players’ Interests into
Account as Well

Choosing something to run that you like is
necessary for successful gaming, but if your
interests are 180 degrees from your players’,
your scenario will go over like a lead balloon.
This means getting to know your prospective
players, if at all possible, before running an
adventure. If you know what their interests are,
and they mesh with what you’re trying to do, you
can surreptitiously work some of them into your
scenario. If none of your potential players has a
common interest you can use, you may either
have to find a different scenario or let someone
else run that evening.

Start from What You Know and Build
on It

My first Champions adventure was an entirely
original scenario, while most GMs usually start
out with something published in one of the many
available supplements. There’s nothing wrong
with using a published adventure to get some
GMing experience for the first few times;
however, the danger in relying on published
adventures is that your players may have read
them as well. If they know how the adventure is
supposed to turn out, they will try to play their
characters to bring about the expected outcome;
if they know an ambush is due, they’ll play
differently than if it comes as a complete
surprise.

This means that you’re going to have to start
being original. The first step is to look at a
published scenario and ask yourself “What
would happen if this particular
incident/character/item were different?” Look at
where it falls in relation to the adventure, change
it, and then work out the possible consequences
of the change.

You can probably still use the tables and maps
that come with a published adventure the first
few times you run it. You’ll have to modify the
villains, however, since there are always those
players with enough time on their hands to
memorize every Power and Disadvantage listed
for the members of Terror, Incorporated.
Usually, you’ll only need to make minor
changes, such as getting rid of or providing an
end-around for the Disadvantage the players
would be most likely to capitalize on, for
example, giving Mind Scan to a mentalist
susceptible to Flash attacks.

Generally, the character’s conception and origin
should serve as your guide for whatever changes
you make to the character’s Powers. When I
adapted Kriegsmariner from Golden Age
Champions for my World War II adventure,
Operation Catapult, I gave him Growth, defined
as the ability to integrate ambient water into his
body, and a Transformation attack to give his
targets a Vulnerability to electricity as a result of
thoroughly soaking them.

Eventually, you can reach the point where you
can mix and match materials from several
adventures and even create things out of whole
cloth. For Operation Catapult, I used not only
Dr. Qual, Shocktrooper, and Kriegsmariner from
Golden Age Champions, but Juggernaut
(Dreadnought) from Classic Enemies, and the
Krieg Komando and Jaeger from Champions 3-
D, with their special effects modified to World
War II-era technology. My “original” villainess,
Berlin Betty, actually uses the same stats as the
Whip from Classic Enemies, minus the Armor-
Piercing advantage on the whip.

Challenge Your Players.

This does not mean “Stomp your players into the
ground.” Your adventure should be designed so
that the player characters either triumph in the
end or, if they lose, it’s because they made poor
decisions or needed to be hauled up short
because of their overconfidence. You should not
be overly generous with your players, either; you
can provide a number of ways for the player
characters to accomplish the goals you set for
them in the adventure, but they should have to do
the work to accomplish them. (If your NPC
heroes are doing all the work and getting all the
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glory, why did you invite the players to take part
in the first place?)

You can challenge your players throughout the
adventure by what information you provide and
when you provide it. If Doctor Destroyer is
building some new super-weapon, you can tell
them some of the components that have already
been stolen and provide them with information
about what kinds of weapons can be built with
those components. The players can then decide
to stake out one of the sites where another
component is kept; you can either let them battle
the Doctor’s minions there or have them stand
around on stakeout while another location is
vandalized for its components — which may be
for an entirely different kind of weapon than the
players were expecting!

You can also challenge your players not by how
much damage you dish out, but in the way you
dish it out. The stunts in Double Death are all
designed to do damage, but in as offbeat and
unique ways as possible. In one stunt, a player
character has to shoot an apple off his partner’s
head three times, only to find when he does so
the first time that the apple is a flash bomb.
Another stunt involves rooting around in a bowl
of dogfood gak, which suddenly rises up into a
monster like the Skin of Evil from Star Trek:
The Next Generation.

Sweat the Small Stuff

The best stories pay attention to detail. Authors
spend many hours researching those details to
make them accurate and many more hours
working with those details to integrate them into
the appropriate places in their stories. You don’t
need to spend the same amount of time (and if
you’re running a campaign with regular
adventures once a week, you can’t), but you do
need to do the same kind of research.

This is where picking something you’re
interested in helps, because you won’t be
motivated to do the necessary research if you
don’t have an interest in the subject. It’s also
where knowing your players’ interests helps,
because they can often point you in the direction
of appropriate research materials. For example,
one of the local gaming groups in Omaha meets
at a gameshop near Offutt Air Force Base; many

of the gamers are either stationed there or have
military backgrounds.

Your personal book collection is one place to
start looking for those details. You can also
haunt secondhand book stores and thrift shops
for books to add to your personal library. The
best research source is your local library, which
offers you access to nonfiction and specialized
reference books, microfilmed newspaper and
magazine articles, instructional videotapes and
movies, and computer resources such as CD-
ROMs and Internet access, either free or at a
nominal cost.

The premise for my World War II adventure,
Operation Catapult, was that the Nazis had
developed a way to launch V-2 missiles from
their U-boats and the hero team had to travel to
their base in Norway to destroy it. I had to
research V-2 range and fuel systems to include
as part of the briefing the characters received for
authenticity, as well as submarine capabilities
and rocketry experiments done with captured V-
2s after the war to see if the scenario was
technologically feasible. I also needed
information about German aircraft and anti-
aircraft weaponry, since the base would be
guarded by both, what type of soldiers would be
detached there and how many. (Of course, there
would be supervillains present, but the heroes
would have preliminary obstacles to deal with
before their big battle.) I was assisted in my
research by Jon Burleson, who helped me shape
the adventure.

Some things I learned I didn’t put into the
adventure. According to one source, the
Germans were developing a kamikaze version of
the V-1, with a human pilot who could launch
small missiles from the rocket plane’s wings
before finally ramming it into its intended target.
(This would have allowed me to add Energy
Blast capabilities to the Condor Legionnaires
from Golden Age Champions, had I chosen to
use them in the adventure.)

Some things I put in didn’t work and had to be
changed later. One of Jon’s books had a diagram
of a submarine base, including a 20,000-gallon
gas tank. The first time I ran the adventure, a
fire-based hero decided to blow a hole in it with
his Energy Blast, thereby blowing up the tank,
base, and everyone in one fell swoop.

Sometimes, in the course of research, things will
fall into your lap. After I had assembled the
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adventure, I happened to see a reprint of a 1945
front page of the Omaha World-Herald showing
an article taken from Stars and Stripes about an
alleged November 7, 1944 finding of a V-2 in
Connecticut that had been launched from a U-
boat! (The original article was written by
Andrew A. Rooney — yes, the same Andy
Rooney of “60 Minutes” fame.)

Gamemastering the Adventure

Know the Game System

In order to play by the rules, you have to know
the rules. Most GMs vary the rules to suit their
own style of play, but before you can vary the
rules, you have to learn them. You should know
the combat rules and how to build characters to
take advantage of those rules — you will have to
do both as a GM, in addition to dealing with
your players and their characters. The best way
to do this is to spend time as a player before
GMing your first adventure, ideally in several
different campaigns under different GMs, which
will give you exposure to both different
adventure ideas and ways of running a game.

If you’re planning to run your first adventure,
talk with the person running the adventure you’re
playing in now. He or she had to learn the same
things you have to learn and should be able to
share the benefits of his or her experience with
you. You might even ask him or her to be a
player when you run your adventure for the first
time. Before I ran Double Death at a con, I had a
couple of experienced players, one of whom had
GMed several games I’d taken part in, take part;
their input helped shape my style considerably.

Know Yourself

Each GM has or develops his or her own style in
running a game based on personal preferences. If
you don’t think you can run a particular rule
effectively, or it doesn’t make sense to you —
don’t run it! I don’t allow Variable Power Pools
in my games because I feel they can be abused

by players with either too little imagination, who
can’t come up with a decent character
conception, or too much imagination, who can
make a character who can wipe the floor with
everything I throw at him. I’ve also never used
the rule in the Champions hardcover about
letting players with mental powers act on their
EGO instead of their DEX; to me, this forces the
player (or GM for an NPC) to “tip his hand.” I
had never played under a GM who used this rule,
until recently, when one of the GMs running a
Champions game at NukeCon did so. If I were to
play a mentalist of my own in this GM’s
campaign, I’d create one whose DEX and EGO
were the same value.

Likewise, know your limitations. The first time
you run a game, you will probably want only a
small group of players. Double Death was
designed for four players, since that’s how many
there are on the TV show Double Dare, and the
fewer players, the fewer potential arguments.
You can always increase the number of players
as you get more comfortable with the game.
After several times of running Double Death, I
modified the rules for the physical challenges to
allow three or four players on each team, while
also increasing the number of successful
attempts required by two for each additional
player — and increasing the number of model
villainesses to assist the Quizmaster.

However, gaining experience as a GM lets you
buy off some of your limitations. When I first
started GMing, I did not allow player characters
to put Characteristics in Multipower slots, as it
seemed abusive to me. Once someone showed
me a character concept involving Characteristics
in Multipower slots that made sense to me, I
changed my mind. One of the pregens I created
for Operation Catapult, Johnny Freedom, was
built with a Multipower of enhanced
Characteristics, any of which he could call upon
when necessary.

Prepare, Prepare, Prepare

Have all your maps, character sheets, action
charts, etc. prepared well before you sit down to
run the adventure. The first time I ran Operation
Catapult at Spring Campaign, even with several
prior weekends spent designing the adventure, I
was still filling out character sheets the day of
the con. As characters are my strong suit, I had
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spent more time on them and less on the
adventure itself, which left me with only scanty
notes and a rushed delivery. It also denied me the
time to properly evaluate the source material for
its suitability in the adventure, which is how the
20,000-gallon gas tank got into the adventure in
the first place.

I made sure that the next time I ran Operation
Catapult, it wasn’t going to happen again. I
worked out a system of fuel lines to replace the
gas tank that could still be hit by a well-placed
Energy Blast and explode, but not with as much
force as a gasoline tank. The lines could also be
ruptured, spilling gasoline without exploding it
right away. I added an electromagnet, useful for
both moving cargo and getting armored heroes
out of the way, as well as oil drums and
crates to provide breakable and
throwable materials.

I also fleshed out my notes as I had
wanted to in the first place. I made notes
of my pregen heroes’ capabilities so that
I could tell Knight Owl how many other
characters he could carry in flight or
Chandella what restrictions I’d put on
her teleporting cape if she chose to
teleport her way out of a 100” fall to the
ground. I made a list of weapons I
would allow the players to request at the
start of the adventure, should they feel
their powers weren’t enough, although I
wasn’t going to offer them anything
unless they specifically asked for it. (As
far as I was concerned, their powers
should have been enough to see them
through the day, with perhaps some
communications equipment.)

Be Flexible

Despite all the preparation you’ve put into your
adventure, you can’t know everything there is to
know or anticipate every contigency. You need
to be able to think on your feet, and as strange as
it sounds, this is where advance planning helps,
because it gets you in the habit of thinking up
solutions to the problems you encounter. You
need to plan well enough that you have figured
out how to deal with most of the possibilities, but
you should never try to force the adventure to go
the way you want it to go when your players

have come up with something you didn’t think
of.

As part of my scenario for Operation Catapult, I
normally have the players being parachuted
down to the submarine base site under cover of a
nighttime bombing run. One of the players,
however, who had a military background, told
me that missions of that nature were done using
a sailplane rather than parachutes, which I hadn’t
encountered in my research. The idea was
interesting enough that I scrapped my plan for
that session and, with the players’ help, worked
out quickie stats for the glider. I still used a
bombing run for cover and had some of the
bombs get too close to the sailplane for comfort.

Get Organized

Have your materials laid out so that you
can get to them easily when you want
them. Stopping every five minutes to
look something up in the rulebook slows
play down unnecessarily and encourages
players to make paper airplanes out of
their character sheets. Charts and tables
that you consult often should be
photocopied and arranged so you can
refer to them quickly. I use a homemade
GM’s screen made of sheet protectors
stiffened with cardboard, which allows
me to slip the sheets into the side of the
protector facing me so they’re easy to
find and out of my way. I also arrange
the character sheets for my NPC villains
in DEX order, so that I can flip through
them faster.

Some GMs use a system of folders to organize
their materials; others use a three-ring binder
designed to stand up when opened. Find the
method that works best for you.

Even with my screen, however, I find I usually
have more stuff than I know where to put. At
cons, I make it a practice to request two
adjoining tables for the games I run so that I
have more room to spread out my materials. I
have recently bought a laptop computer and am
in the process of configuring it to handle a lot of
the administrative work.

________

“You need
to be able to

think on
your feet,

and as
strange as it
sounds, this

is where
advance
planning
helps.”

________
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Make Your Presentation Interesting

You may have done your homework in
researching and developing an interesting
adventure scenario, but now you have to
communicate that interest to your players so they
can share in it. This means you have to do a little
role-playing yourself.

One thing you can do is give each of your NPCs
a distinctive “voice.” I have some talent as an
impressionist, but it isn’t necessary to be able to
do Richard Nixon or W.C. Fields to give each
NPC the players encounter a distinctive “voice.”
You can do this by changing the pitch of your
voice as well as how fast you speak or even the
words you use. Gestures help, too. In Double
Death, when I speak as Mr. Announcer, I cup my
hand behind my ear like Gary Owens on “Laugh-
In” and deliver my lines in a fast talking deep
voice, always ending with the tag line, “Back to
you, Quizmaster!” (If you’ve never tried to
mimic another voice before, you might want to
try working in front of a mirror or with a tape
recorder before you do it in front of a group of
people.)

You can also make use of various props. In
Double Death, I have signs made up for the
teams the player characters are divided into, the
Dynamic Dodos and the Inaction Aces. In
Operation Catapult, I use the maps Jon Burleson
made for me of the islands surrounding the
submarine base as the slides in the slide show
portion of the briefing I give the players at the
start of the adventure. I use a ballpoint pen as a
pointer and as the slide projector’s remote
control by clicking it to indicate changing slides.

You can also use music to set the mood for the
adventure. For Operation Catapult, I have a tape
album, Spike Jones Presents World War II, that I
play while I’m setting everything up to convey
the patriotism of the era (and, admittedly, the
corniness of some of the characters that are part
of the adventure). For Double Death, I use the
“Fun Zone” track from Weird Al Yankovic’s
UHF album as the game’s theme music, which I
play at the start of the game and between rounds.

Don’t spend all your time hiding behind your
screen, either; get out and interact with your
players. At one point in Operation Catapult, I
had the player characters coming upon two
German guards on a patrol march in front of a

farmhouse. I demonstrated the difference in the
two men’s approach to their duties by executing
a stiff march for the first while counting “Eins,
zwei, drei, vier,” and having the second skipping
along to “Ach Du Lieber, Augustin.”

Respect Your Players

As the GM, you get to say what the rules of the
game are. However, with this power comes the
responsibility to be fair and consistent in your
dealings with the players. If you tell your players
when they’re creating characters that they aren’t
allowed to have Killing Attacks, don’t  have them
constantly fighting opponents who do have them.
Villains can be more powerful than heroes in one
or two areas, such as Energy Blast or OCV, but
not completely across the board; it’s no fun to
take on Mechanon with a 3d6 squirt gun while
he puts your teammates down with a single shot.
The player characters are just that: the players’
characters, even if you created them yourself. As
long as they are playing the characters
reasonably within conception, let them play them
as they see fit. The first time I ran Operation
Catapult, the person playing Johnny Freedom,
Mike Beddes, played the character as a gung-ho
yes-man patriot, while I envisioned the character
as a man who loved his country for both its
strengths and its weaknesses. As long as he
played Johnny Freedom to the best of his ability,
Mike’s view of the character was just as valid as
mine.

Another point: while as the GM, you may be
omniscient as far as the adventure is concerned,
your NPCs aren’t . In one game I ran, one of the
players had created Fortress, whose PD, ED, and
Mental Defense were all at the maximum value I
was allowing. He rushed toward the mentalist
character in my villain group. I knew that the
mentalist’s favorite EGO Attack would have
little, if any, effect on the character, but the
mentalist wouldn’t know that, so I let him make
a fruitless EGO Attack on Fortress.

If the players are good, they’ll often come up
with ideas you hadn’t thought of to lay waste to
your carefully plotted scenario. Sometimes you
have to roll with the punch; other times, you can
control the outcome if you think fast enough. In
Operation Catapult, when the heroes reach the
submarine base site, they have go through a dark
narrow cave passage to reach the base itself. One
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of my players wanted to throw a gas bomb into
the cave to take care of any opponents. I let him
do so, since I had never established how long the
passage was, and there were no opponents to be
gassed other than a few harmless bats. Two other
players wanted to search the two guards at the
cave mouth for flashlights. I let them, but they
found that the flashlights didn’t work when they
tried them out.

Even if you have to roll with a punch or abandon
a scenario, pay attention to your players’ ideas.
They can often provide you with better ways to
run your adventure the next time or ideas for
future adventures. My adventures have become
better adventures from player feedback,
and I’m always willing to try new things
to make them even better.

Playing in the Adventure

Play an Effective Character

This does not mean try to squeeze every
Power and Skill you can think of into your
character; instead, figure out what you
want your character to do, within the
GM’s constraints, and give the character
those Powers and Skills that will make
that conception viable. If you’re playing a
brick, most of your points will go into
STR and defenses, while a martial artist
will rely on his DEX and Skills, and a
gadgeteer will probably have a high INT.

Those archetypes are only starting points,
however. The actual abilities you give your
character should not be limited to the obvious.
An energy projector can have several forms of
Energy Blast, as well as Flash, and possibly even
a few forms of Drain or Transfer Powers, such as
drawing the body heat out of a target as an END
or STUN Drain. Having multiple abilities is
helpful, because you’ll often encounter villains
who don’t fall to your primary attack — and
being able to do things outside of combat is
helpful, too.

Also, remember what it says in the rulebook:
Limitations are limiting! Those points you saved
by buying your 12d6 Energy Blast through a
Focus suddenly don’t look so good when you
can’t get to it or it’s been taken away from you.

Likewise, if all your Powers have the Limitation
“Don’t work in darkness,” you aren’t going to be
much help fighting the marauding Vampire
Legion. You should always have a few abilities
that are limited only by your imagination as a
player, even if it means you can’t afford those
extra few attack dice right away. That is what
Experience Points are for, after all; when you get
the points for those dice, you also get the combat
experience to know how to use them effectively.

Remember that You’re Part of a
Team

Even if you have multiple abilities,
you’re not always going to be the “hero
of the moment.” Life doesn’t work that
way, and it’s unrealistic to expect
gaming to be any different. Each
member of the team has the right to be
the star at least once, just as you do.

If you can’t be “the hero,” you can
always be the team member who enables
someone else to be the hero. In one of
Jon Burleson’s games, I was playing a
mentalist named Temptation, whose
main mental ability was Mind Control. I
had just recovered from an Ego Attack
by a traitorous teammate to see the
villains fleeing from the other heroes,
with their leader closely pursued by our
team’s leader, Constable. I used my
Mind Control to order the villain leader
to stop, allowing Constable to catch up to
him and give him the thrashing I would

like to have given if I could.

Think with Your Brain, Not Your Dice

Many gamers first starting gaming with
adventures that lend themselves to a “hack-and-
slash” mentality of “kill and loot first, ask
questions later.” Not only is this style of play not
heroic, it often leads to winning individual
battles but ultimately losing the war when the
master villain sacrifices all his minions in order
to destroy the world unopposed by the heroes.

Most of Jon Burleson’s games I’ve played in
have the players playing low-powered heroes
who individually can’t do much, but together can

________
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do a lot, if the players are willing to think. One
of the adventures he ran at NukeCon was “What
Rough Beast” from Adventurer’s Club, in which
the heroes do battle with a mutated radioactive
bear. The character I was playing, Cricket Man,
had no significant offensive powers; he did,
however, have an immunity to the bear’s
radiation field. Therefore, I devoted his efforts in
the battle to pulling the combat-effective heroes
out of the radiation field after their attacks, so
they wouldn’t take damage.

This worked until one of the characters with a
Killing Attack fell into GM’s option. I then told
Jon that I wanted to take the fallen character’s
Killing Attack and use it myself. He told me that
I couldn’t take it, because it was part of the
character (long, tough fingernails). I responded
by saying, in that case, I’d swing the
unconscious character by her heels and rake the
beast with her fingernails to use her Killing
Attack that way. Jon allowed me to do that, and
since Cricket Man’s STR was greater than the
fallen character’s, I actually had a more powerful
Killing Attack than she did. After several swipes,
I brought the beast down, winning a copy of
Golden Age Champions.

Come Prepared to Play

This means two things. One is to be mentally
ready to play the game. You should be playing in
the game because you want to be there, not
because it’s just a way to pass some time while
you’re looking for something else to do. That
means pay attention to what the GM has to say,
because at some point it just might be important.
Be aware of what your teammates are doing, as
well, so that you’re not blasting the henchman
that the team mentalist is trying to mind-read for
information about the master villain’s plans into
unconsciousness.

It also means have the equipment you need to
play the game and be responsible for your own
good time. When I first started playing
Champions, I borrowed dice from my fellow
players for the first few games I played. Once I
decided that Champions was going to be the
game I played most often, I then bought enough
dice so that I could play in most games without
having to borrow from someone else. I also carry
a couple of pencils, pens, and note paper, as well
as extra character sheets in case someone else

needs one. I’m willing to share, as long as no one
routinely relies on me to share with them.

Know the Difference Between the
Player and the Character

It always helps to identify with the character
you’re playing, whether you created the
character or are playing a pregen. I like to play
characters I have something in common with so
that I can express my personality through the
character. But, as a player, you need to know the
difference between remarks directed at you the
player and those directed to your character.

The first time I played in a game with Greg
Lloyd, Greg was playing an overbearing martial
artist named Chun Lee. Greg played Chun Lee to
the hilt, throwing smug insults to the other player
characters that led to them getting into a fight
with one another before the adventure started.
Some of the remarks were particularly cutting to
the point of sounding personal and had me hot
under the collar. I had to step back for a second
and ask myself, “Is this Greg or Chun Lee
talking?” When I saw that it was Chun Lee, I
was able to take Greg’s character as just that, not
a representation of his personality.

Respect the GM and Your Fellow
Players

Part of this ties in with being prepared to play; as
while no one person is expected to carry the
team, each member of the team must pull his
own weight in order for the team to accomplish
its objectives. It also goes beyond this to the
simple rule that if you expect the GM and other
players to give you respect, you have to give it to
them as well.

When someone is the GM, he is the person in
charge. You may have more experience as both a
player and a GM than he does, but he’s still the
person running the adventure. You’re entitled to
your opinion as to how the game should be run,
but his is the one that counts. If you dispute what
he does, do so in a respectful manner. When I
run a game, I do my level best to be fair to
everyone, and if I’m not being fair, I expect you
to tell me. However, when you do tell me I’m off
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my rocker, I expect you to set the chair up for me
and help me back into it. I do not want you to
pick it up, whack me upside the head with it, and
then throw me into it like a sack of potatoes.

As I said earlier in the GM section, a player’s
character is his character. You may know five
different ways he can play that character in that
moment, and if he seems unsure of himself, you
might suggest one of those ways to him. But you
do not tell him what to do in a particular
moment. The player may very well make a
mistake, but if he has any kind of brain at all
(and most players do), he will learn from it. You
had to.

There is one player I know who most of us in our
metro area, myself included, will no longer game
with because he does not respect the people
around him. In the game where I played
Temptation, I was in the process of drawing
what I thought would be an appropriate costume
for the character when he grabbed the character
sheet from me and drew what he thought the
character should look like. While he’s a
technically much better artist than I am, he
turned the alluring character I was going for into
a cheap tart.

The worst behavior he showed in one of my
games, however, happened the first time I ran
Double Death at a convention. He told me
beforehand that he was going to join my game in
the middle after the game he was going to play in
was over. I thought to myself at the time that if
he didn’t think enough of my game to join at the
start, why take part at all, but said nothing, as I
was looking for players. I played the first round
with two players, Keith Shelton and Chris
Vogler, who had each created a character of their
own and used my pregens for their second
characters.

When the second round started, the other player
joined the game and took over the pregen Chris
was playing, Bluesteel. However, he decided that
the character Chris had created, Packrat, wasn’t
done well enough and proceeded to rewrite
Chris’ character. The final straw came when I
told the players that to start the round, they
would be running a relay race carrying trays of
chinaware across the stage while pedaling
unicycles. To simulate the difficulty of riding a
unicycle, each player would have to make a
modified DEX roll, and for each point he blew

the modified roll by, he would lose an inch of
forward movement.

This did not suit my third player well. He tried to
get out of the DEX penalty by claiming that
Bluesteel was as tall as he was (he’s 6’6”) and
taller yet in armor, so that he could stand up
straight and walk the unicycle across. This would
have required a Focused level of Growth, which
the character did not have. Rather than argue the
point, I said, “OK, if that’s the way you want to
play it, when you put your feet down, there’s a
pneumatic jack in the shaft that lifts your feet off
the floor.” I then imposed an additional penalty
to the DEX roll for the surprise factor; needless
to say, Bluesteel didn’t go very far forward.

Keith’s first character, meanwhile, had had no
trouble pedaling his unicycle across the stage and
even had a half-phase action left. He decided that
he wanted to attack Bluesteel, and since the
Quizmaster was a sadistic villain, I let him.
Keith’s attack was successful, knocking
Bluesteel off the unicycle and spilling the china
— which he found was actually made of plastic
explosive!

(I would love to say this cured the player of his
bad attitude; unfortunately, the artwork incident
happened several years  after I ran Double Death.
I dealt with that incident by passing the cheap
tart art to another acquaintance trying to put
together a fanzine devoted to the premise that the
quality of women’s breasts increases in direct
proportion to their size.)

If you disagree strongly enough with how
someone else runs a game or plays his
characters, the best thing to do is simply  don’t
play with that person. Most gaming communities
are large enough that players can find a group
they can get along with. (If you can’t find such a
group, be sure the problem is actually with them
and not with you.) In the case of the person
mentioned above, I’ll still talk with him about
gaming, writing, or any of the interests we have
in common, but I won’t game with him anymore.

All three factors — the adventure, the GM, and
the players combine equally to make a role-
playing session successful. Perhaps the one thing
everyone should remember about a…

(Continued on Page 16)
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LONG-RANGE CAMPAIGN PLANNING by Bob Greenwade

Typically, a Champions campaign is plotted like
the old Golden and Silver Age comics; that is,
each story stood on its own and rarely did much
to disturb the status quo. Anything significant
that did alter things in the long term was itself
intended to stand on its own; the repercussions of
the event were felt afterward, but there was
generally no specific plan made to weave it into
a greater story.

The texture of long-range storytelling (on
television as well as in comics) has changed
quite a bit since those days. Now events are
planned well in advance, foreshadowed and even
predicted by preceding stories, and woven into
the larger epic, which itself may be either strictly
planned (like Babylon 5) or
open-ended (like a soap opera).
There's a lot to be said for planning the
events of your Champions campaign
well in advance as well. This can take
many forms, and be done on many
scales.

Thread Planning

Suppose, for example, that there's
something specific that you want to
achieve with a particular NPC or NPC
group. To do this, you can simply plan
out what steps that development will
take, and present it one element at a
time over a succession of adventures.

For example, you may start Catastrophe 
Mutant File) as a team of terrorists, ju
they're written, but want to change them i
team of specialists working for the United 
government (perhaps a modern extension o
Expendables program described in Golden
Champions). You could start this thread w
scenario where Quake sacrifices full succes
strike to save the lives of some children; th
only foreshadows what's to come, but show
government that the man does have a shr
decency in him, and possibly in at least so
the other members as well (it's hard to im
for Riot). The next time Catastrophe show
the PCs capture them all, except maybe
(who would probably abandon the group, th

he might try unsuccessfully to stage a breakout).
Behind the scenes, Catastrophe is given a
proposal where they would keep their freedom
(to an extent; they stay out of “Hot Sleep” in
Stronghold) and gain access to government
resources to protect them from Genocide and
other enemies if they provide PRIMUS with
information about those enemies and serve the
government as a special strike force this time
striking against terrorism. Soon thereafter, the
PCs raid a Genocide base only to find that it's
already been demolished by Catastrophe; this
was their test mission. After this, the GM is free
to do what he wants with the newly-officialized
Catastrophe (possibly renamed the New

Expendables).

This example is unlikely and perhaps
overly simplified, but it gives a general
idea of how a single plot thread can be
developed over time.

Multithreading

Of course, this doesn't necessarily have to
be done on a single-thread basis. Once
you have the basic idea of how to go
about this, you can weave several of these
threads together over the course of your
campaign. For instance, while the above

t
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thread with Catastrophe is happening,
there could be a thread where Foxbat

forms a religious cult; another where VIPER
covertly uses a DNPC for genetic
experimentation to give her super-powers; a
thread that resolves a Rivalry between a PC (a
different one that the one with the above DNPC)
and a campaign-specific NPC villain; and yet
another that slowly uncovers corruption in the
local PRIMUS base. Each of these plot threads is
pursued using a series of adventures that stand
well enough on their own, but involve one (or
more) of the advancing stories.

This kind of thing requires a little more
structured planning than a campaign where every
adventure simply stands on its own, or where
only one or two plot threads are going on. Not
only does each long-term story have to be
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planned out, but the individual threads need to be
woven together into the fabric of the campaign.

How is this done? First, break down each story
into its component adventures, like the
Catastrophe storyline was in the first example
above. They don't need to all have the same
number of chapters; in fact, some variety in this
regard is probably preferable. Then take the first
episodes of the various stories, and arrange them
in some order that seems reasonable to your
mind. (In particular, the thread you choose to
introduce first should either clearly demonstrate
the fact that you're going to be shaking up the
status quo, or cleverly hide it.)

Once you've planned the introduction of the first
episodes of all the stories, continue with them
all, varying the order just enough to keep your
players from accurately predicting what they're
going to have to deal with next. For added
variety, throw in a few short scenarios that don't
relate to any of the stories at all (perhaps they
foreshadow something you're going to be doing
in the future). Then, as these stories start to wind
down, you can introduce more long-range stories
and weave them into the fabric of the campaign
— or, you might even consider having a small
epic adventure to which some or all of the
long-range stories lead to act as a climax.

Let's take the given examples. We've already
broken apart the Catastrophe plot thread, so we
move on next to the Foxbat Cult. In the first
encounter, Foxbat “helps” the PCs deal with
Reverend M, and comes up with the idea of
forming his own religion. The next time the PCs
come across him, he's preaching on the street
corner; despite the fact that it's completely
unfocused and poorly thought out, he actually
starts gaining converts; if the PCs don't try to
bring him in as a wanted criminal nutcase, one of
his enemies (say, VIPER) attacks. The third
chapter finds the PCs tracking laundered money
to a mysterious figure in the First Holy Church
of Foxbat (which has its own building by now,
small but large enough to set up a drive-through
absolution service). In the fourth and final
installment, some criminal group tries to rob
Foxbat's cult blind, and he decides that it's really
more trouble than it's worth.

The next thread to be considered is the thread
where VIPER uses a DNPC for their genetic
experiments. The first chapter of this thread
would probably be a more-or-less

straightforward VIPER encounter, where agents
are robbing the place that the DNPC works (or
someplace nearby, if the DNPC is a school-age
student or works at McDonald's or some such
place); at some point during the battle (which is a
ruse), the DNPC is grabbed (preferably with the
excuse of using her as a hostage shield, but as an
outright kidnapping if necessary). Then some
time passes, and the DNPC suddenly appears
practically out of nowhere in the middle of an
apparently unrelated scenario, and begins to
exhibit mysterious psychometric powers. The
DNPC becomes an available resource for the
PCs to use for several adventures, but finds
herself a target (in the third chapter of the set) of
both Genocide and IMAGE. Finally, an accident
causes the powers to fizzle out.

For the Rivalry thread, let's assume that the NPC
villain and the PC are both martial artists who
trained together and have a long-standing
disaffinity for each other. This thread starts out
where the villain calls out the PC to face single
combat, but when the PC arrives (with his
friends nearby, most likely) he's attacked by the
Destruction Company. The PC can then try to
find his enemy's location, but hits a dead end
until it's time for the second encounter, when he
hears of the NPC running a protection racket in
an inner-city neighborhood; when the PC goes to
investigate, the NPC ambushes the PC, with
friends of his own nearby (not the Destruction
Company, but other martial artist villains and
mercenaries) to keep the other PCs at bay and
carry the main villain away in the event he loses
the fight — which, this time, is likely. He then
lies low for a while, but information about his
location leaks to the PC for the third encounter,
and he's finally captured at that time.

Finally, there's the PRIMUS corruption thread.
Let's assume that the corruption takes the form of
a vigilante mentality among certain researchers
at the local laboratory; they're performing
clandestine, unauthorized experiments to clone
one of their own number, give that individual
super-powers far beyond the PCs' level, and
make him into a super-vigilante who knows no
world other than the one his keepers provide.
Early on, the PCs would stop a shipment of
illegal goods, among which would be several
samples of superhuman genetic material with no
specified recipient — and the drivers aren't
telling. Next, PRIMUS asks the PCs to do a little
chore for them on the quiet, and the PCs get to
experience firsthand the “do whatever is
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necessary” mentality of certain factions in the
Intelligence Department (not necessarily the
Silver Avenger or the Iron Guard, remember!).
In the third installment, the PCs are present when
an influential Representative of Congress, a
member of the National Security Subcommittee
and a vocal opponent of human cloning, is
assassinated; soon afterward, the President
softens his condemnation of the practice of
human cloning, and while the official
investigation points to a lone nut, the PCs come
across indications of a government-based
conspiracy (in fact, the PRIMUS conspirators
had him killed). Then, for the fourth chapter, the
local Silver Avenger personally visits the PCs to
handle a delicate matter of national security, and
hints to them that he doesn't completely trust
anyone at the base any more. The fifth
installment is a head-on fight with Genocide, and
most of the more familiar Iron Guardsmen have
been replaced with ones whose mentality is
clearly militaristic. Finally, in the sixth and final
chapter, the PCs begin to investigate repeated
power brownouts in the area, trace it to the
PRIMUS base, and team up with the Silver
Avenger to stop the first cloning. They may
succeed, or they may find themselves having to
fight a fanatic with the combined powers of
every mutant and mutate in the Champions
Universe.

Now let's thread these together. This is only one
possibility:

1. The PCs band together to stop a shipment of
various illegal materials destined for yakuza
tradesmen. The yakuza deny any knowledge of it
totally, but the anger and vehemence expressed
over the most serious item — samples of
superhuman genetic material — indicates that
they really did know nothing about that part.

2. Reverend M tries to set up shop in the
campaign city, but Foxbat (in his “buddy” mode,
appointing himself sidekick to one of the PCs)
bumbles through and exposes the man's true
character, first to the PCs (if that's needed) and
then (at scenario's end) on live television.

3. Catastrophe begins attacking the campaign
city, and the PCs rally together to help UNTIL,
PRIMUS, and any other local heroes handle the
crisis. In the presence of the PCs and some
PRIMUS agents, a young child is endangered,
and Quake rescues her before calling together the
rest of his group and ordering an exeunt. During

the course of the battle, the PCs get to meet some
of the Iron Guardsmen and see their even-handed
attitudes, to contrast with the harder mindsets of
their replacements later. (This is a cross-over
between two threads, and it's not the last time it'll
happen, either.)

4. The workplace of a DNPC (or someplace
close to where that DNPC frequents) is robbed
by VIPER forces. The PCs show up to foil the
robbery, but the DNPC is taken as a hostage.

5. The Rival of a martial artist PC issues a
challenge to public solo combat. When the PC
shows up, the Rival is nowhere to be found, but
the Destruction Company blasts him into
submission and then proceeds to demolish the
area. (If the PC doesn't answer the challenge, the
Rival mocks him on television, diminishing the
PC's public reputation.)

6. PRIMUS asks the PCs to do a “little chore”
for them, infiltrating a known VIPER installation
to track down a stolen experimental
microprocessor. The PCs do locate the processor
and lead PRIMUS Intelligence Services to it, but
they also see firsthand the developing hardline
mentality within that Division.

7. Catastrophe returns to the campaign city to
finish what they started before, but UNTIL and
PRIMUS forces are prepared for it. With the help
of the PCs, Catastrophe is captured.

8. The PCs come across Foxbat as he preaches
his nonsensical prattle on a street corner. If they
don't try to bring him in (as a wanted criminal), a
couple of VIPER Five-Teams show up to give
him grief (and possibly also hit at the PCs for
their earlier interference). After the attack,
Foxbat claims religious persecution, and makes
himself look enough like a martyr that he does
actually get a few followers from the crowd.

9. The PCs catch wind of the martial artist's
Rival running a protection racket in the inner city
(an appropriate neighborhood — Chinese,
Japanese, etc.). When the PCs go to look into
this, the Rival ambushes the martial artist PC,
and hired martial-artist mercenaries (such as
Green Dragon, Cheshire Cat, and Iron Dragon)
keep the other PCs at bay. Despite the advantage
of ambush, the Rival fights poorly, and is beaten
and must be carried away.

10. Rep. Phil Mitchell (party and state TBA)
gives a special recognition to the PCs for their
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outstanding work. After he makes mention
(probably in response to press questions) of his
involvement with the House Paranormal
Activities Subcommittee and general opposition
to human cloning as well as his presence on the
House National Security Subcommittee, an
assassin opens fire from within the crowd, and
he dies. The PCs capture the gunman, and the
official investigation quickly labels him a lone
nut. Oddly, at about this same time, the DNPC
who had been kidnapped earlier appears with no
memory of anything that has happened in the
intervening time. She also exhibits psychometric
powers, which she uses to lead the PCs to
evidence of a government-based conspiracy and
cover-up.

11. The local Silver Avenger asks the PCs to
investigate the possibility that VIPER Covert and
Mystery agents have stolen plans for a top-secret
ray that disintegrates metal. During this
conversation, the Silver Avenger hints that he
doesn't really trust his own Intelligence Division
any more. VIPER does not have the plans, but
the PCs do foil plans to steal them, and probably
arrest several agents.

12. The PC martial artist's Rival starts laundering
money for a local criminal organization (tong,
yakuza, whatever). With assistance from the
psychometric DNPC, the Rival is finally
tracked to the First Holy Church of
Foxbat, which is now housed in a small
building (but, as mentioned above, big
enough to now feature a drive-through
absolution window); the PCs go there,
but he makes his escape. (Yes, this is
different from the above plan; I wanted
to include him in the combined final
chapter. Be flexible!) Angry, Foxbat
swears vengeance against the man —
and this time it should last long enough
to actually bear fruit.

13. The PCs (specifically any mutants
among them) are either attacked at their
base or drawn out and ambushed by a
full team of Genocide agents. As the
psychometric DNPC approaches to warn
them, Genocide likewise attacks her,
and IMAGE makes an appearance to try
to recruit her to their own cause.
Fortunately, a group of Iron Guardsmen
were initiating some exercises nearby,
and come to the rescue. Notably, and in cont
with what the PCs know of PRIMUS, these 

Guardsmen pull no punches, and possibly even
endanger some civilians (including the
psychometric DNPC) in their zeal to end the
battle. Later, following the trail of the Genocide
agents to their base (now sans the Iron Guard),
the PCs find the place already cleared out with
superpowers matching those of Catastrophe.

14. Several of Foxbat's followers turn out to be
VIPER infiltrators who have been siphoning
funds into VIPER's coffers. Of course, it's the
psychometric DNPC who leads the PCs along
the trail to uncover this. Foxbat becomes
disillusioned with his own cult, and closes it
down.

15. Investigating brownouts in the area, the PCs
trace the power drains to the laboratory at the
local PRIMUS base, where the first cloned
mega-soldier is being created. It turns out that
the martial artist PC's Rival has been the one
collecting superhuman genetic material for the
project, with no other object than the virtual
guarantee of that PC's death. Led by the
psychometric NPCS and teaming with the Silver
Avenger as well as Catastrophe (now possibly
renamed the Expendables) along with Foxbat
and his gang, the PCs must either stop the
process or have to fight against a fanatic with the
combined powers of most of the world's

superpowered mutants and mutates.
During the fracas, an explosion takes
place which removes the DNPC's
psychometric powers.

Of course, this is just one possibility of
what could be done with just the plot
threads I listed as examples. You may
want to have some more threads than
this, and more complex threads; or you
may prefer to intertwine the threads
differently, so that they don't all climax
at the same time. Do whatever works
best for your own campaign.

Phasing

This is where we come to the next step
in grand campaign storytelling. You
may have some long-range plans for
your campaign, such as several different
types of adventures that you want to run.

“

________

You should
have a plan

for a
dynamic
campaign
that will

more easily
keep your

players
interested
for quite a
long time.”
________
Bob Greenwade Page 15

rast
Iron

Traditionally, these different types
would be spread out evenly throughout

the life of the campaign; unfortunately, this
becomes wearing after a while.
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Try treating your campaign, at least for planning
purposes, as though it were an action-adventure
television series. Each “season” (which I call a
“Phase” since it's not specifically limited to a
fixed period of time like a TV season is), you
want to achieve something specific. Maybe
you'll have cast changes, or you have some
larger story that you want to advance during that
Phase, or perhaps the larger story is the common
thread of the Phase.

A Phase can also be defined by a theme of
adventures; in fact, this is arguably the easiest
way to develop a campaign Phase. Naturally, the
PCs' early adventures should be used to
introduce their environment, their associates, and
(especially) their regular enemies. The next
Phase, typically, is used to “flesh out” the PCs
and their associated NPCs (including DNPCs)
through adventures that address personal issues.
But what next? A series of interdimensional
scenarios? Some adventures with a mystical
theme? A focus on governmental issues? Or
perhaps a series in which one particular enemy
of the PCs permeates throughout? Any of these
would be a good idea, but there are so many
possibilities within each idea that they're likely
to become blurred together into a “generic”
campaign if you try to pursue them all at once.

Thus, your campaign planning can take on a
truly long-term approach. Categorize the
long-term stories and stand-alone scenarios you
want to run, and group them by those categories
until you have at least as many stories in each
category as you need to make a good
mini-campaign. Then, just as you would with the
stories and scenarios within these Phases, sort
them out in an order that seems reasonable. You
could even have some idea of a grand scheme
that each Phase in the campaign leads the overall
story along (not much unlike the TV series
Babylon 5). Whether you do this or just let each
Phase stand alone, however, you should have a
plan for a dynamic campaign that will more
easily keep your players interested for quite a
long time.

As you've probably figured out by now, though,
this level of planning can bring your plans along
years ahead of where you are in actual play,
especially if you're making early plans for a
campaign that hasn't actually started yet. Don't
worry too much about this — but at the same
time, don't put too much initial work into Phases
that are still quite a ways off. After all, players

can leave your campaign for a variety of reasons,
and others can join; and your players may come
up with things for the characters to do that will
suggest storylines. To alleviate this, just list what
general ideas you have for each Phase at first,
and then assemble and order the stories and
stand-alone scenarios when the preceding Phase
is about halfway through (depending on how
long each Phase actually is). Similarly, while the
general events of each scenario should be
determined as each Phase is planned, the close
details (such as what kind of equipment each
VIPER agent is carrying) should wait until a
couple of months before the scenario is to be
played.

Hopefully, this means of campaign planning will
help some GMs out there who are having trouble
keeping their games dynamic and interesting. It's
not a technique for anybody (what is, in this
hobby?), but those who do use it should find it
useful.

Copyright 1997, 2000 Bob Greenwade

_______________________________________

HOW TO SUCCEED IN GAMING
(from page 11)

role-playing game is that it is a game. The point
of playing a game, whatever the objective of the
individual game may be, is to have fun while
playing. Like other games, role-playing games
require certain skills and a certain amount of
work to develop those skills, but the results can
be more satisfying and more memorable than in
any other kind of game.

Copyright 1998, 2000 Rodney Ruff
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GOOD GAMING by Dave Mattingly

Experience Talks
Back when I started gaming, almost twenty years
ago, there was practically no material on how to
have a good game. So, I had to learn the hard
way.

All of the tips, tricks, and advice in this article
came from years of doing it badly, and gradually
getting better. Watching other GMs that you like
and practicing a lot are the best ways to improve
your game.

Good judgement comes from experience.
Experience comes from bad judgement.

Don’t use this article as an excuse to dump on
your fellow gamers. Don’t say, “Look, it says
here that you’re a bad gamer!” Likewise,
don’t feel that if you don’t do all of these
things that you’re not a good gamer. Lastly,
realize that this is not a complete list of good
gaming qualities. So just read this to improve
your own gaming qualities.

Good Gaming

There are lots of ingredients that go into a good
game. Good people, good people skills, and good
ideas work together to create a good gaming
experience.

Good People
Everything good in life boils down to good
people.

Games are played, of course, by people. A good
game depends heavily on good people. So who
are the people involved, and what makes them
good or bad?

Part 1: Good GM
Arguably the most important person in a game is
the Game Master. In the gaming circles I’ve been
in, at least, players will pursue a good GM to run
their games, but I’ve rarely seen a GM pursue a

good player – there are normally too many
players per GM as it is.

A good GM can achieve his goal of a good game
by thinking quickly during a game and by
preparing for the game ahead of time.

During the Game
During the game, a good GM takes on several
roles: director, writer, referee, host, actor, and
tactician.

GM as Director

In theatre, the director is the person that
controls the flow of the story. When I
was in the theatre, I worked with
directors that had a number of different
styles. Some were dictators,
micromanaging every detail of the entire
play into their vision of how it should
be. Some were coaches, urging the
participants to do their best. Some were
hands-off, and just selected talented
_______

“Players
will

pursue a
good
GM.”

_______
ave Mattingly Page 17

people to work with, and told them to go
find their own direction.

As director, a good GM must make some of the
same choices. Does he keep the game on track
by gentle prodding, or an iron fist? Does he
prepare beforehand, or completely wing it? Does
he just give input when the players feel stuck or
lost, or does he practically hand them a script to
follow?

Lights! Camera!

As director, a good GM has to set the mood for
the game. A room dimly lit by a dozen or so
candles, a spy movie soundtrack playing in the
background, or a few fake jungle vines on the
table and chairs will all give feelings that are
appropriate to differing genres. But mood props,
while enhancing the atmosphere, should not be
the only measure taken.
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Mood of any kind is truly set by our actions and
words. Genre speaking patterns (“Prithee my
lord” versus “Ya, whaddya want” versus
“Please input response”), accents, physical
gestures, and phraseology (“Some knights on
horses come up to you,” versus “You hear the
galloping hooves and you see and smell the dust
they kick up, as the horsemen approach – there
appear to be four horses, each with a rider, but
you can’t make out the details from this
distance,”) all set the mood for a game.

Action!

As director, a good GM also has to keep the
action rolling. Pausing a game to wait on a slow-
counting player to finish adding up the stun on
his 12d6 attack is a waste of time. Waiting for a
player to declare a combat action while the
player keeps asking what’s going on even though
it’s already been explained three times is a bad
move. Allow the villains to make poor decisions
if it will speed the game up.

Indecision: a disease commonly found in
sheep.  — Rhinoceros Success by Scott
Alexander

To solve some of these slow-downs in the game,
a GM can delegate – have players with a head
for numbers do all the die totaling for the slow
players. Or, if the GM wants to figure it up early,
he can pre-roll lots of common die rolls, and
mark them off as they’re used. I’ve even heard of
percentile charts and index cards as methods to
reduce counting time.

If the problem is one of players not paying
attention during combat, talk to them about it. If
they still don't get it together, you can award
fewer experience points for roleplaying, make
them lose ½ phase for their character to assess
the situation whenever they ask what’s going on,
assign a –2 OCV & DCV penalty for
daydreaming, or simply skip over their turn.

Focus

As director, a good GM also needs to keep the
players in character. Games are meant to be fun,
but if the game’s mood is serious, it is not the
time for the players to exchange puns, or to talk
about their car problems, or to do homework. If

it were another game being played, like
basketball or charades, the focus would be on the
action, not on the sidelines.

Role-playing games should, when appropriate,
be treated the same way. Some appropriate times
for seriousness might be when the heroic knights
approach the evil wizard’s castle, when the
doomsday device begins to grind gears and give
off sparks, or when the elevator begins to flood
with river water. There are plenty of times for
levity, as well, however. When the GM gets so
excited that he stutters the master villain’s death
threat, when the team brick beats up a shriner
just to get a fez, or when a hero’s wimpy alter
ego kills a villain with a lucky punch and so
gains a bigger rep than the hero, are all great
times for a good laugh. And there are plenty of
times that a single character might logically
lighten a dark mood with a well-timed quip or
prank. When it is time, however, for immersion
into the roles, a phone call for the GM or
someone opening a crinkly bag of chips can be
most distracting.

There are plenty of ways for a GM to ensure that
players stay in character. A barrage of thrown
dice, a 25¢ penalty box, deducted experience
points, etc. all work well enough, but the surest
way to keep the game on track is to GM for
players who are already inclined to do it. This is
obviously not easy, but once a GM finds good
players, he needs to hang on to them.

As for getting the players into their characters at
the beginning of a game, I’ve seen “Get in
Character” drills that worked well. At the start of
each session, the GM asks a player a question
about his character – who’s the first person you
ever killed, who was your favorite teacher and
why, when were you the most content, etc. – and
after answering, that player asks another player a
different question. This helps set the mood for
gaming, and also teaches all present something
about the characters that they might not have
known.
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Sample NPC card

Organized

As director, a good GM is also organized.
Whether in his head or on paper, a good GM
knows what’s going on in his world – who,
where, when, why, and how. To do this on paper,
keeping an NPC cardfile helps to keep track of
relevant info.

It might be hard to remember the name of the
guide who escorted the heroes across the city
two years ago, or to remember how many
yahrens are in a centon, or what day of the week
it was when the heroes left town. But by keeping
index cards (or computerized records) on the
major and minor events and people in the game
world, the GM can always have those nearly-
forgotten memories on hand.

The Fourth Wall

In theatre and film, the fourth wall is the
wall between the performers and the
audience. “Breaking the fourth wall” is
any action that reminds the audience that
whatever they’re seeing is not real. Ferris
Bueller looking at the camera and
explaining to the audience how to fake a
generic illness, Tigger speaking with the
narrator, and Bugs Bunny stepping
outside of the film frame are examples of
breaking the fourth wall.

Games can break the fourth wall, as well.
As director, the GM can choose to do this.

A character (not the character’s player) could get
a phone call at the game. “Okay, it’s phase 12 –
hang on, the phone’s for you, Jake.” “Hello?”
“Caped Wonder, I know what you did, and I’ll
go to the press if you don’t confess.”

A character could get mail (either regular or e-
mail). A postcard addressed to a character can
really surprise a player.

Example: My hero team had an assignment in
another state. As it happened, I had to drive
through that state a few days later. I sent a real
postcard from a character to the rest of the
players in the group.

Director Summary

As director, a good GM gets and keeps his
players’ attention. The players focus on the
game, and the game focuses on the plot. Players
stay in character, and the game moves along
briskly.

GM as Writer

…and then the elephant said, “Not with my
trunk, you don’t!”

A good GM also acts as writer, whether he has
written the stories himself or not. The situation is
similar to a playwright who has created a script,
yet has to endure the director’s differing
interpretation, the casting director’s questionable
role assignments, and the actors’ mediocre

performances. The end result of all this is
often quite different from what the writer
had in mind originally, but given good
people, the resulting play can be greater
than its original manuscript.

Interdependence

Writing a game scenario is different than
writing a book or a play. The characters
involved get to change the script as they
go. It's similar to improvisational theatre,
in which the actors are (sometimes) given
a topic, and they develop their own
characters and plot as they go.

Captain Courageous
Nutshell: English pulp-style Martial Artist with

hunter/ adventurer theme.
Campaign: Gaslight Festival

Contacts: Purple Avenger, Dr. Sinister
Location: North Africa

Date: September 1, 1912
Storyline: Jungle Beneath the Earth (May ’97)

Appearance: Imagine Tarzan’s body in Professor
Bragg’s clothing

Encounter: CC helped PA find his way back to the
surface world.

GM Notes: The players never discovered his secret
connection to Dr. Sinister

See Also: Gaslight Festival, Purple Avenger, Africa,
1912, Dr. Sinister
________

“Allow
the

villains to
make
poor

decisions
if it will

speed the
game up.”
________
Dave Mattingly Page 19
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As iron sharpens iron, so one man sharpens
another. — Proverbs 27:17

A GM can start with a great story, but what
happens when the players don’t do what the GM
expects? The GM has the choice of giving the
players complete freedom to do what they want
and go where they want, or of railroading the
players onto a predetermined path. Or, of course,
of playing somewhere in the middle.

A good GM finds the compromise that best suits
his players and himself. This is not always easy
to do.

Some GMs are great at improvising as they go.
I’ve played with some GMs who can craft a
wonderful story, and always seem to have the
answer to what happens next, with only ten
minutes to prepare (“We need to you GM
tonight.” “Oh, okay.”).

But not all GMs have the gift of quick thinking.
Some rely on fluid scripting. For example, a GM
might set up a crossroads for the characters, and
want them to take the left fork so that they will
gain the ally they need before they take the right
fork to battle the enemy. But then the players
insist on taking the right fork, so the GM
ensures that the ally just happens to be
traveling the right fork on the way to
battle the enemy anyway, and the party is
fortified even though they did not do what
the GM expected.

Example: In my Star Hero game, the
heroes got caught in a hyperspace
whirlpool, and got transported to a
universe where magic works. There was a
planet right in front of them when they
emerged into the new dimension. As I had
planned it, the planet was the inadvertent
cause of the vortex, because it was
drawing magical energy from hyperspace.

My players found it odd that a planet was
right there, and debated whether or not to
explore it so they could possibly find a
way back to their own universe.
Eventually, they decided that even if they
decided to go somewhere else to explore,
whichever planet they landed on would end 
being this Planet X which was in front of the
so they decided to land after all.

I was relieved that they decided to land on it,
since logically, no other planet would have been
causing the whirlpool. I was a little insulted
being thought of as a railroader, and if they had
gone elsewhere, I would’ve had to probably
postpone the session, since I had nothing else
planned. But it all worked out in the end.

Writer Summary

As a writer, a good GM needs to tailor the game
to the players’ interests. By plotting a script that
everyone wants to be a part of, it becomes much
easier to keep the players following “their part of
the script.”

GM as Referee
GMs also have to act as referee/judge when
running a game. In other games that require a
referee (such as football), the referees must know
the rules in and out, and be ready to make a call
instantly. GMing is a little different, since the
GM not only enforces the rules like other
referees; he’s also free to change them to suit the
story.

Example: In one game, the GM had us
write up Champions characters, but
we may as well not have bothered. The
game was run extremely freeform, and
felt more like a Marvel Super Heroes
game. My speedster had a 9 SPD, but
in combat, it didn’t matter at all, since
everything was handled descriptively,
instead of taking it phase by phase.

This took some getting used to, but it
was kind of nice to play Champions
while taking a break from the rules for
a while.

Example: In another game, I was
mind-controlled to hate a demon that
got stronger whenever he was attacked
in hate. Since the mind control attack
barely hit me, the GM offered me a
chance to dodge. Surprised, I said,

s

________

“If Boatman
ever

ucceeded in
putting all

his
archenemies
into Ark M

Asylum,
what would
he do with
all his free

time?”
________
Dave Mattingly Good Gaming

up
m,

“Okay, what do I do?” He told me to
roll the dice and tell him if I made it.

I rolled 3d6 and got an average result, and told
him that I guessed I made it. He told me that the
mental beam just snagged me in the foot as I was
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getting out of the way. And that I now had a
medium dislike of the demon. This was a nice
rule-bending that added a partial effect to mind
control, which is normally all-or-nothing.

I ended up attacking a structure behind him so
that it collapsed and knocked him out.

As a referee, a good GM should exercise fair,
quick, consistent judgement, and should
accommodate disagreeing players.

Quickness

As referee, the decisions a GM makes should be
quick. When stuck for a ruling, though, asking
the players for their opinions, or decreeing a
five-minute recess can get the quickness juices
flowing.

Consistency

As referee, the decisions that a GM makes
should be consistent. All of the fair judgement
methods suggested below have their place, but
it’s best to pick one method and stick with it.
Perhaps choose a different one for a different
style of game, but within the same campaign, if
the GM consistently follows the same rules, the
players will begin to feel more comfortable with
the GM’s style of running a game. This will lead
to greater trust, which will lead to better
relationships, which will produce a better game.

Fair Rulings

As referee, a good GM should play fair. What
playing fair means, though, depends on the
situation.

Ruling Types

Some GMs determine the results of the heroes’
actions by always letting the dice decide. Some
cheat on the players’ side. Some cheat against
the players’ side. Some go with whatever sounds
dramatic, funny, or heroic at the time. Some let
the plot mandate the results of the heroes’
actions. Some show favoritism toward a
particular hero or villain. Each method has its
place.

Dice Rulings

There are times when playing fair might mean
letting the heroes and villains fail or succeed as
the dice indicate. Many GMs adopt this as their
standard. Players under such a GM tend to learn
to weigh their intended actions very carefully.
Players who realize that the one-in-a-million
chances that always pay off in the movies don’t
always pay off in the campaign world tend to
respect the GM and the GM’s world for the
realistic and dangerous place it is. The good guys
don’t always win, and style usually doesn’t beat
substance.

Cheating

There are times when playing fair might mean
cheating for or against the heroes. If the GM
wants to modify or maintain his campaign world
in a particular way, sometimes the fudge factor
has to come in. For example, if the villain
threatens to shoot a DNPC and actually takes a
potshot from extremely long range just to show
he means it, but the dice say that he actually hits,
which might ruin or at least seriously alter the
campaign, it’s fine to cheat to keep the game
going as is.

Situational Rulings

There are times when playing fair might mean
going with whatever sounds good at the time. If
the Musketeer wants to swing from a chandelier
across an atrium three floors up, and misses his
acrobatics roll by two, let him make it safely,
anyway, but maybe not with complete accuracy
and panache. After all, he’s a Musketeer! If
Captain Marble is almost there in time to catch
the falling DNPC, but fails his EGO roll to push
his movement by enough to get there, let him
succeed anyway, but charge him double the
END, or make him burn STUN for that extra
END, or make him take half the damage that the
DNPC would have.

Story Rulings

There are times when playing fair might mean
advancing the GM’s chosen plot even when it
goes against the dice and the heroes’ desires. If
James Blonde finally gets the chance to destroy
the entire criminal organization of SPECTRUM,
or if Dr. Richard Thimble dives to his death
down a waterfall to escape justice, or if the
octogenarian mutant ninja girdles deal a death
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blow to Spreader, the game is either over, or in
for some very serious changes. If the GM and/or
players don’t want the game to change
drastically, maybe an escape pod was remotely
seen deserting the exploding island, or The
Refugee manages to somehow survive his fall, or
the girdles get distracted by another menace just
before finishing off their archenemy.

Example: In a Star Hero game I ran, the
characters crossed into another universe, and
the scientist was able to learn magic. When they
returned to their own universe, the scientist-
mage tried to cast a spell to see if it would work.
I still hadn’t made up my mind yet (I didn’t think
they’d get home until next game…), so I said yes.

Afterwards, I decided I didn’t want to have
magic spells flying around my sci-fi universe, so
I retracted by saying that the effects quickly wore
off the longer that they were in their original
universe. The scientific laws of this universe
were overwriting the weakening, displaced
magical laws.

In hindsight, his spell attempt would have been a
great place to stop the session (“Find out what
happens next episode…”), and to make him
sweat until next game.

“GM’s Pet” Rulings

There are times when playing fair might mean
keeping a particular hero or villain in or out of
trouble. If Boatman ever succeeded in putting all
his archenemies into Ark M Asylum, what would
he do with all his free time? To prevent such a
state, a GM who looks ahead can make sure that
at least one villain stays free and is able to break
the others out. To a large extent, heroes and
villains in fiction exist only for each other.
Besides, if your spouse’s character dies because
of a bad die roll, you might have some
explaining to do when everyone else has gone
home!

Ruling Ramifications

Dice Rulings

Dice rulings generally work better in a grim or
realistic setting than in a romantic or 4-color one.
For GMs who want to use dice rulings on

occasion, it’s often best to use this when the
heroes do something stupid or non-heroic.

For occasional dice rulings, if the heroes have
the chance to sneak into a terrorist-held building
and save the hostages in secret, but instead they
choose to bust through the door and accuse the
terrorists of not having the guts to open fire, they
deserve anything bad that happens. But since
every once in a while, long (stupid) shots pay
off, the GM could announce that the dice are the
final judge for whether Captain Long Johns can
disarm the five machine gunners before the
hostages are slaughtered.

Cheating

Cheating generally works better when the GM
and players agree on a story or a setting.
Whether the game is supposed to be
swashbuckling or grim, if it makes sense to all
involved, just go with it. But GMs who cheat for
one side really should cheat for the other side
just as much. Fairness is in the eye of the dice-
holder.

Situational Rulings

Situational rulings work better when the desired
outcome is very in-genre, even though the dice
disagree. There are plenty of examples in fiction
when a very appropriate action doesn’t work, but
these are the exceptions.

For occasional situational rulings, generally,
when Grandalf the wizard wants to make
sparkles in the air, they don’t fizzle. Using this
type of rule, however, does run the danger of
giving the players a sense of complacency. In
many genres, this can be detrimental to the
game. When playing Toon Hero, encourage
players to go for the goofy, but when playing
Dragnet Hero, strive for the serious.

Story Rulings

Story rulings work better when the entire
campaign is in serious jeopardy of a major
change. This type of thing happens all the time
on television shows, especially those expected to
be rerun out of order. If people, places, and
things change with time, then that history has to
come with them.

For occasional story rulings, the feeling of
accomplishment which is generally important to



March/April 2000 www.ezhero.com EZ Hero #1

Good Gaming

players of a role-playing game, diminishes. By
thwarting the heroes’ major victories, the game
goes on longer, but frustration can add up. As
long as the GM and players agree on where they
want the game to go, these “dice ex machina”
explanations can serve well.

 “GM’s Pet” Rulings

“GM’s Pet” rulings work better when the
situation foreshadows events to come. When
Lion-L had to pass a test of manhood to assume
the mantle of leader, he had to defeat his greatest
enemy without the aid of the other Thunder
Carts. By lucking out in his battle with Dumb-
Rah, the Ever-Dimming, he was able to gage his
enemy’s true potential for danger, so that when
this evil one later fought Lion-L’s entire team of
heroes, they didn’t get any parts of their anatomy
handed to them in a sling.

Ruling Types Summary

Each type of ruling has its ups and downs.
A GM is free to pick the one he likes
most, and use it for as long as he likes,
until he decides to mix it up with another
ruling type.

Keeping the Peace

At times, players will disagree with the
GM or with each other. As referee, the
GM needs to defuse the situation before it
explodes. When bad feelings arise, it is an
unfortunate reality that they can often
linger long after the circumstances that
caused them have been resolved.

Starting a quarrel is like breaking a dam; s
drop the matter before a dispute breaks ou
— Proverbs 17:14

The best way to handle a bad situation is
prevent it. If all present are mature enough
know what is expected of them, and agree on 
game, there’s no need for arguments. T
requires honest, open communication. For i
those things which are left unsaid that ca
different perceptions to rub each other the wro
way. When people already “know” what th
fellows want, and don’t feel the need 

communicate it to others, because, after all, who
could possibly think any differently, that is
exactly when misunderstandings will escalate
into some kind of hurt.

Don’t presume. You make a prez out of you
and me.

When clashes do occur, though, the best way to
confront it depends on those involved. For those
mature enough to recognize that a game is a
game and a relationship is a relationship, direct
but polite confrontation is often the answer.

Example: In college, I was involved in Student
Government, and had a communal office on
campus where I used to game on weekends since
no other officers were ever there.

One time, a player brought a beer, and was
going to drive to pick up the pizza we had just
ordered. I wouldn’t let him, because of liability
to the school (since he was in an official Student

Government office), even though he had
been brought up drinking, and it was only
one beer.

This caused some bad feelings, and after I
came back from walking to get the pizza, I
told him that I didn’t like things to be left
unsaid, and I flat-out asked him if we were
square on everything.

By clearing the air so openly, we avoided
what could have gone on building up for
months.

Paraphrasing the Bible’s advice on the
topic, when one of the players disrupts the
_______

“The best
way to

handle a
bad

situation
is to

prevent
it.”

_______
Dave Mattingly Page 23

o
t.

 to
 to
the
his
t is
use
ng
eir
to

game, talk to him privately about it. If that
doesn’t help, bring a few of the other

players with you to talk about it. If still nothing
improves, take it up with the whole gaming
group. If even that is not enough, kick him out of
the game. — Matthew 18:15-20

When both characters and players clash, it may
be time for a parallel decision.

Example: In a large-party fantasy game, I
played a cleric of the god of justice. A particular
thief character kept ticking off the whole party,
and the player was likewise getting on
everyone’s nerves. In a party-wide confrontation
with the character, no progress seemed to be
forthcoming. I unfortunately had to leave the
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game for a half-hour to pick up my wife from
work, and during the drive, I had a little time to
think.

When I returned, I threw my pocket change onto
the gaming table, and declared, “There is
dissention in the ranks. In order to keep peace
within the company, I hereby retire. Here is my
share of the company’s treasure.” As a non-
company member, I then immediately challenged
the other character to a duel, thus providing a
solution to party peace, and removing the
troublemaker from the group. The player left
shortly afterwards, and was not welcomed back.
Justice was served.

Hasta la vista, baby.

When an individual seems to be disrupting an
entire group, and repeated private warnings don’t
seem to penetrate, often they will have to be
asked to leave the game.

Example: A newbie young player kept doing
non-genre goofy stuff in a game I was in. The
GM warned him repeatedly, and eventually had
to put him on “game probation,” letting him
play in only one game (down from three), with
all his actions being subject to GM’s approval,
until he got better at role-playing.

Referee Summary

As referee, a good GM becomes known for
consistently fair rulings. This leads to trust from
the players, which, in turn, makes the job of
referee easier.

GM as Host
The GM is also the host of the game. Whether
the game is at the GM’s home or not, it is still
the GM that is responsible for the game.

New Players

When new players want to join, they should feel
welcome so that they enjoy the experience, and
want to return – make them feel at home. Make
sure they know where the bathroom is, and
where the phone is. Offer to get them something

to eat or drink if you notice that they aren’t
digging in.

People don’t care how much you know until
they know how much you care.

Seating

Having enough chairs and table space makes it
easier for the game to get going. If the table is
covered with boxes, papers, and dirty dishes,
players might feel like intruders in the GM’s
home, instead of the important guests that they
are.

Food

Food and drink wouldn’t seem to be an integral
part of a game, but even when playing, people
need to eat and drink. As with any social
gathering, especially one that lasts several hours,
drinks and snacks are vital to keeping the guests
happy. Even if the normal fare is chips and Coke,
try to provide at least one healthy choice (like
carrots or granola) for those who might take their
nutrition more seriously (possibly from being on
a diet).

Keep It Fun

As host, the GM needs to keep the game fun.
After all, it’s a game, not a job. The players
aren’t there because they have to be – they want
to be. Whether fun, for the players, means saving
the world, playing up the tragedy of a dying
DNPC, or just goofing around with some friends,
the GM should be the one that keeps the fun
going.

None of us can control another, however, and
gaming is a two-way street just like any
gathering of people. And if a game is considered
a failure, i.e. not fun, the GM should not
automatically assume full responsibility and fall
into despair. But he shouldn’t feel that he has no
accountability, either.
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Gaming Goals

After all, what is the goal of a game? Some say
fun, some say victory. But for those who believe
that fun is the goal, achieving fun is achieving
victory anyway. Is it whether you win or lose, or
is it how you play the game? That’s a choice we
must each make.

Costumes

In order to keep the game fun, as a host, some
GMs encourage costumes at their games.
Although normally only seen at live-action
games, and normally for fantasy and horror, they
do occasionally pop up in superhero games.

Example: In the game where I played
The Flash, the GM hosted a costume
party at our game session the week after
Halloween. I came dressed as The
Flash, and made my entrance by
running around the game room quickly.

As it happens, I had a fifteen-minute
hastily-scheduled Student Government
meeting that same evening, in the next
building over. I went in costume (since I
didn’t bring a change of clothes), and to
my surprise, it was the first meeting with
several TV news crews present!
(At the end of my term, I “won” the
Worst Dressed Award.)

Host Summary

As host, a good GM looks after the needs o
people. When all the players are comfortabl
happy, the game becomes more enjoyable.

GM as Actor
GMs also need to take on the role of actor. W
heroes encounter villains, allies, or neutrals,
want for them to be interesting enough to be
to tell one from another. When the N
perform their heroic or dastardly deeds, 
should remain feasibly consistent with wha
players have already learned about them.

Cult of Personality

NPCs are people too! They need to have
personalities. Often, by taking an existing
character that the GM knows well, whether it’s
Barney Fife, Ferris Bueller, or his own second
cousin, he can use the existing personality for an
NPC (without letting the players know about the
hidden connection). This will guarantee
consistency, as long as the GM keeps straight
that Miles Brogan, barroom brawler, is actually
Rambo in a different body and an Irish accent.

Mad Hatters

Besides developing a specific personality for the
NPCs, the GM needs a way to communicate to

the players who the NPCs are. By putting on
a hat, an apron, or glasses, the GM can
communicate that he is slipping into a new
role. And if the props and costuming are
consistent for each NPC, the players begin to
recognize that when the GM wears that
green fedora, he is no longer the GM, he is
Montana Smith, the pulp archaeologist.

Flashcards

Holding up a picture of the character being
acted is also a good way to communicate
which NPC is speaking.
_______
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Minding Mannerisms

There are many other ways to instantly
communicate the switching of roles to the group.
It can be done with mannerisms like always
scratching the ear, always talking very slowly
and deliberately, or constantly looking from side
to side. For GMs with a mimicry skill, changing
voices for different characters works wonders.
Speaking with accents is also a good way to
differentiate, but watch that it doesn’t get old too
quickly.

Putting It All Together

Ideally, a good GM will use all of these methods,
and vary them for each character. When the GM
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takes off the scarf that identifies him as Scarlet
of Mystery, and begins to speak with a cheesy
German accent while holding his pencil like a
cigarette, the players know that their archenemy
General Zorg has entered zee interrogation
rheum.

Actor Summary

As actor, a good GM knows his NPCs’ beliefs
and habits, and communicates them effectively.

GM as Tactician
A GM also has to be the tactician for the NPCs.
There are various ways for GMs to run the
opposition in battle.

Reactive Tactics

The opposition can react based on what the
players’ characters do. If the hero brick squares
off against the villain mentalist, the villain
speedster could intervene. If the hero swordsman
prepares to attack the enemy wizard, the enemy
archer could attack the swordsman first, or else
attack another hero who may be a more
dangerous threat.

Proactive Tactics

The opposition can have a specific plan in mind
before the battle starts, and coordinate tactics by
some communication method for superior
teamwork. A small group of lesser agents can be
more than a match for any hero, if the agents
coordinate tactics intelligently. The VIPER five-
team tactics are an excellent example of this
strategy in action.

If the villains have a chance to learn about the
heroes, tactics can be tailored to the hero group.
This can serve to very swiftly and effectively
win a battle.

Consistent Tactics

The opposition can follow specific courses of
action that the heroes can learn to expect over
time. When the heroes expect that Silver
Sapphire will probably try to hide in the shadows
and attack from surprise later, they can assign
one of their number to keep a close watch on the
assassin, or attack her right away, or prevent her
from hiding somehow, or whatever they decide
upon.

Of course, this works both ways. When the
villains realize that Mind Molder usually tries to
trick them all into wasting their attacks against
the Indestructible Kid, they can attack the heroes
at a distance from several angles, or wear ear
plugs so that they cannot hear his commands, or
ambush the team from disguise.

Example: Raven, the Hunter, is Arachnoid’s
jungle-themed archfoe. Raven catches the eight-
limbed wonder in a net, but his prey is not
worried. “I know Raven’s style – he’ll rant and
rave for a while, then take me to his hideout and
gloat.”

But is our hero ever surprised when The Bird of
Prey pulls out a rifle and aims it at his captive’s
head!

Evolving Tactics

The opposition can change tactics periodically to
prevent a predictable style from being exploited.
By attacking in new ways all the time, the
villains keep the heroes always guessing. There’s
an added feeling of insecurity and confusion
among the heroes, which can serve to the
villains’ advantage.

This mishmash of tactics also makes for no
specific modus operandi. The villains can
commit crimes and not necessarily be the first
suspects that come to the heroes’ minds.  They
might even be wearing different costumes!

Evolving tactics are not easy to run. It’s hard on
the villains to remember all the new maneuvers
(“Who am I supposed to attack first this
week?”), to coordinate with each other (“What
are you doing over here next to me? I thought
you were supposed to be over there!”), and to
find the time to constantly practice all of this.
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And it’s even harder on the GM, who has to
think up new combat strategies every time he
uses the villain group.

Tactical Combinations

Tactics Consistent Evolving
Reactive stupid, boring

villains
villains who
learn from past
losses

Proactive intelligent,
determined
villains

villains who
always keep the
heroes guessing

Where do your tactics usually fall?

Tactical Ramifications

Reactive Tactics

Reactive tactics are adequate, but not
spectacular. Lukewarm doesn’t win any fights.

By letting your players choose the tactics, they’ll
always have the upper hand. Of course, in many
genres, this is exactly what everyone wants. But
there are certainly times when the villains need
to be a serious challenge, and reactive tactics are
not usually the best choice for that.

Proactive Tactics

Proactive tactics are appropriate for opposition
with a goal in mind. Whether that goal is to
escape with the loot, kidnap the prince, or simply
trounce a particular hero, if the group is unified
in their pursuit of it, they have a much better
chance of succeeding.

Consistent Tactics

Learning the ways of one’s enemy can provide
for a much more exciting battle. Consistent
tactics give the players a chance to study the
enemy and effectively apply their insights later.
This is often a very satisfying way to build
teamwork among the heroes. Besides, when you
find tactics that work, many times it’s best to
stick with them.

Consistent tactics are allowed occasional
exceptions, but such exceptions should be

dramatic and rare. They should shock both the
participants and the audience.

Evolving Tactics

Evolving tactics are generally better for villain
teams with a high turnover rate, or teams that are
so large that new individual villains show up
often. Highly intelligent or even precognitive
villain teams are also good candidates.

In a campaign, evolving tactics are usually better
when changed gradually. If it takes several
combats for the villains to become a more
effective combat unit, it seems more natural and
more acceptable to the heroes.

Tactician Summary

There are different tactics that a GM can choose
to have his villains use. Most often, tactics will
not be a pure type, but somewhere in the middle
of the extremes given here. When the GM finds
the mix that seems right for his villains and his
campaign, everyone has a good time.

During the Game Summary

A good GM runs a smooth game by making his
players comfortable immersing themselves in the
game, by running a game that his players want to
play in, and by making quick, appropriate
decisions relating to his game world.

Away from the Game
Another aspect of running a smooth game, as a
good GM, is to make sure everything that needs
to be prepared ahead-of-time is already taken
care of.

Handouts

If there are any handouts, such as a campaign
newsletter, a newspaper of current campaign
events, or summaries of the last session, the GM
should have them prepared beforehand, with
enough copies for everyone that needs one.
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Props

If there are any props for the game, whether
homemade or store-bought, they should be ready
to go and easily available. Props haven’t shown
up very often in the games I’ve been in, but the
ones that I’ve seen have added a lot to the game.

The most common props are paper-based.
Ancient scrolls, death threat notes, programs and
brochures, etc. are easy to put together. An
ancient scroll that is printed on brittle, yellowed
paper will require delicate handling if the players
want to keep the information intact. A death
threat or ransom note made from cutout
magazine letters pasted onto paper will be
studied over and over by the players as they try
to find a hidden clue, or to determine which
magazines the letters were cut from so they can
form a psychological profile of the criminal.
Programs and brochures for events,
organizations, places, and merchandise can add
flavor to a game, as well as adding some
background information on part of the game
world.

Art & Photos

If the GM wants to have pictures (either drawn,
cut from a magazine, or photographed) of
people, places, and things to show his players,
they should obviously be readied ahead-of-time.
Having a pile of pictures for possible NPC
encounters is a great way to add a face to a
name. Lots of magazine cutouts, clip art
printouts, or hand-drawn illustrations can be
stored in a folder until needed.

Example: The heroes encounter a pawn shop
manager and are trying to get some information
out of him. One of the players asks what he looks
like, so the GM reaches into his folder of unused
pictures, and pulls out a picture of a portly,
round-faced man wearing a navy blue T-shirt
with lettering that has long since faded into
unreadability. The sweaty man has red hair and
a scruffy goatee. He seems to have part of a
tattoo poking out of his shirtsleeve.

Of course, the GM could always think up an
appearance and describe the man verbally, but if
the heroes have to go talk to him again in a few
months, will anyone remember what he looks
like? Even with a resident note-taker, it’s likely

that not all of the visual details will have been
logged.

Why don’t you take a picture? It’ll last longer!
— Pee-Wee Herman in Pee-Wee Herman’s
Big Adventure

After the game (or at a breakpoint somewhere
during it), the GM can write the name, job,
location, and other pertinent information about
the man on the back of the picture (if it’s a
drawing or printout), or on a piece of paper with
the picture attached (if it’s a cutout).

Maps, Counters, and Figurines

If the group uses hex maps for combat, make
sure a clean one is ready (unless, of course, the
game is continuing from the middle of a combat
last session). And have lots of figurines and
counters available to pick from.

Administrivia

If any game utilities, such as combat sheets, are
used, have them prepared ahead of time. One of
my GMs actually has two marker-erasable
whiteboards in his gaming room to track combat
sheets and other info.

Away from the Game Summary

A GM who prepares for the game has more free
time and energy during the game to run it well.

People Part 2: Good Players

Every game is made up of players. Good players
make the game more enjoyable, or otherwise
successful, for all.

During the Game

Good players display their good qualities most
often at the gaming table itself. They’re ready to
have a good time and to get the game going.
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Attitude

Good players are in the game for the story and
the fun, not for “experience points.” A good
player is more interested in advancing the story
and increasing the fun for the group than in
advancing his own character.

Good players have fun and show it during the
game. This isn’t poker – it’s okay to smile when
something good happens. The GM worked hard
to make the game fun for everyone – getting into
the game and having fun shows appreciation for
the GM’s effort. Afterwards, good players thank
the GM.

Adaptability

Adapting to the GM’s style helps the game run
smoother and helps everyone have fun. So if the
GM presents the players with a murder mystery,
good players will mentally sheathe their swords
and adapt their thinking from slayer to sleuth.

Attentiveness

Good players pay attention to what the GM and
other players are doing and saying. There should
be no need to repeat what the front porch looks
like, or what the police officer’s name is, or what
just happened, or what phase it is. Good players
show enough respect towards the GM and the
other players to listen.

Promptness

Good players show up on time. And they don’t
forget which day is game day. If they can’t be
there, they call as far in advance as they can.

Preparation

Good players have their character sheets ready,
and remember what happened last session. And
they bring plenty of their own dice.

Goodies

Good players are good guests, and often bring
some drinks or snacks for the group – and they
even clean up after themselves when the game is
over.

GM Junior

Good players offer to help the GM. Whether it’s
to help set up for the game, to explain rules to
new players, to calculate the STUN and BODY
from the 24d6 haymaker that their slow-counting
friend rolled, to keep track of the combat sheet,
to act as sergeant-at-arms (who keeps everyone
focused on the game), or whatever. They allow
the GM to focus his attention on the matters that
need it.

Away from the Game

Although games are meant to be played, a good
player knows that by doing a little work ahead of
time, the game can go much more smoothly.

Captain’s Log

Good players have some way of recording what
has been happening in the game. Whether it’s
through an excellent memory, a game diary, a
quote journal, or something else, these players
make it easier for everyone. The GM can do his
job better without worrying about refreshing
everyone’s memory, and new players can get
caught up on the action without requiring the
GM’s attention.

Example: One of my gaming friends keeps a
journal of gaming quotes online at
www.ntr.net/~fnord/rpgquote.html.

Good Player Summary

Good players help everyone have fun by
minimizing the minor annoyances of gaming.
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Good Characters
Characters are the people in the game that you
can’t split pizza costs with. Although a good GM
and good players can have a good game with bad
characters, it’s much easier to have a good game
when the characters are good, too.

Good Heroes

What makes a character a hero? What makes a
hero a good hero? What are the parts that go into
a good hero?

Good Powers

Good heroes often have good powers. For
superheroes, this could be anything, but
there are a few archetypes that show up
pretty often. Bricks, Martial Artists,
Energy Projectors, Mentalists,
Gadgeteers, and Speedsters comprise the
bulk of superhero character conceptions.

And for other Hero System games, these
character archetypes have analogies. In
the B-Movie genre, for example, common
archetypes might be jock (brick), gang
member (martial artist), cop (energy
projector qua ranged attacker), whiz kid
(mentalist), rich brat (gadgeteer), and
track star (speedster).

Some of the more interesting powers,
though, often come from combining or
avoiding the more common archetypes. A B-
Movie boxer (martial brick) and a psychic
inventor (mental gadgeteer) are examples of
cross-archetypes (a combination of two or more
archetypes). A living Nerf™ ball (idea by Tom
Stevens) and a duplicating clawed shrinker are
examples of non-archetypes (oddballs).

Good Backgrounds

Whatever the powers, good heroes often have
good backgrounds. “Mutant” alone is generally a
weak background. If, however, the character was
a disfigured mutant from birth that was buried
alive as an infant but survived due to his
developing shapeshifting powers, he’s off to a

more interesting start. This morbid background
seed could lead to either a strong independence,
or a fear of abandonment, or sensitivity to light,
or unfamiliarity with modern culture, or many
other character disadvantages.

Many good backgrounds have a unique shtick. In
a multi-player game, each character should get to
shine periodically. Let the scientist predict the
epicenter of an earthquake; let the brick move
the rubble to save a child; let the speedster get all
the wounded to the hospital just in time; etc.
Each character on the team should have
something that they’re the best at.

Good Fit

Good characters should be easy for the
GM to plug into his game.

Example: A friend ran a paranormal
detective agency game. Since I knew in
advance that I could only be involved in
the game for three to four months because
of other commitments, I wanted a
character that was easy to put in and take
out. So I played a ghost who asked them to
solve his own murder.

The ghost, Apu Rao, was an Indian
medical researcher who was killed in his
lab. He had been working on several
advanced genetic projects (cloning,
cybernetics, toxins, RNA memory
transference, etc.), any of which might
have gotten him killed. His projects also
tied in with two of the other characters’

origins, which were animals that had been
imbued with intelligence.

Good Personality

Good characters often have personalities that are
either very similar to or very different from the
player or the overall group. Personalities that are
very similar to the player (such as a geek player
with an inventor character) make the character a
natural fit, and easy to play. Those that are very
different (such as an agnostic player with a
devout Hindu character) make it easier for the
player to see and act out the differences that
should be played up, maybe even up to the level
of caricature.

_______

“The
words we

speak
have
more
power
than
many

realize.”
_______
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Personalities that closely match the group (such
as a Superman teaming up with a Boy Scout
troop) give the overall group a more cohesive
purpose, and serve to increase teamwork. Those
that are very different (such as Wolverine joining
the same group) can serve to counterpoint the
rest of the group, and provide opportunity for the
rest of the group to really exercise their Psych
Lims.

Good Teams

Since very few games are played with solo
heroes, hero teams need to be formed.

Archetypal Teams

An archetypal team is a team that contains
around one of each archetype. A minimum of
one Brick, Martial Artist, Mentalist, and Energy
Projector are members. Quite possibly, a
speedster, gadgeteer, spellcaster, or some other
minor archetype is included.

Each member sticks to his own archetype – the
brick does not know martial arts, for example.
This gives the team a good pool of heroes to pull
from. An archetypal team covers all its bases.

Example: The Champions include Obsidian
(brick), Seeker (martial artist), Quantum (energy
projector), Solitaire (mentalist), and Jaguar
(token oddball).

Oddball Teams

An oddball team is not archetypal. Either it leans
heavily toward one archetype (one brick and five
mentalists), or it is conspicuously missing an
archetype (three bricks, four martial artists, and
five energy projectors, but no mentalists to be
found), or it contains many cross- or non-
archetypes.

Mixed Level Teams

Some teams have members at differing power
levels. Thorn, the god of rainforests, fights
alongside the Black Willow, a trained normal
with some minor gadgets, as members of The
Averagers.

As long as each member has their unique shtick
(Willow is the best on the team at spy stuff and
Thorn is the best at nature stuff), there shouldn’t
be a problem.

Good Villains

All of the good hero tips apply to villains as
well, but as a GM-run NPC, villains have a few
other features that come into play.

Recurring Villains

Good villains come back. One-shot villains of
the week are okay, of course, but a persistent
individual or organization really adds spice to the
game.

Consistent Villains

Good villains don’t behave completely different
from the last time they were encountered (unless,
of course, that’s part of their shtick). By having
villains act consistently, the heroes begin to
develop a kind of relationship with them that will
give them extra knowledge sometimes (“I know
how this guy thinks. If he says there’s a bomb,
there really is a bomb!”).

Evil Villains

Good villains are evil – maybe completely,
maybe partly. Most people consider Darth Vader
to be a better villain in the first two movies than
he was in the last. He was entirely evil, with no
redeeming qualities. The heroes and the audience
could feel satisfied in seeking his destruction. In
the last movie, he wasn’t purely evil, which gave
the heroes a different problem – instead of how
to destroy him, they now had to worry about
whether they should destroy him.

Good Character Summary

Good characters should have at least one aspect
(powers, personality, background, team function)
that is unique and interesting.
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Good People Skills
Gaming is primarily a social occasion. Because
of this, one of the primary requirements for a
good game is good skill with people. Developing
this skill will lead to an improvement in all areas
of life.

Good Communication

Any activity in which two or more people
interact requires communication. It’s trite, but
since we have two ears and one mouth, we
should try to spend twice as much time listening
as time talking. And be careful with what you
say, for the words we speak have more power
than many realize.

The tongue has the power of life and death.
— Proverbs 18:21

By speaking well of someone, we might uplift
him so that he speaks well of others, and before
you know it, everyone feels better. As they say,
we’re either in the construction business or in the
demolition business.

Good Relationships

When life is examined, the only thing of lasting
value is the relationships that we have
developed. You never hear a dying man whisper,
“I wish… I had… spent more time… at the
office.”

Many times, when people present a problem,
they only need sympathy and compassion, not a
solution. Give your shoulder, not your mouth.

Success is the art of making others feel special.
The positive return on a compliment will always
be greater than the positive return on an insult.

Never let disagreements about a game come
between friendships. If a game dispute seems to
have no other solution, and the hard feelings
begin to spill over into real life, step back for a
while. Perhaps those involved should take a
break from the game and engage in some other
activity. It would be a shame to allow a
temporary activity (a game) to ruin a potentially
lifelong one (a relationship).

Good Character

The best way to have a friend is to be a friend.
And the best way to surround yourself with great
people is to be a great person.

Follow your dreams. Whether you want to
become a writer, a doctor, an athlete, or anything
else, always keep your dream in front of you.
Tape pictures to the bathroom mirror or the
refrigerator. Write down your goals in life, and
review them every day. The chief cause of
failure is trading what you truly want in life for
what you’ll settle for at the moment.

Practice self-discipline. If discipline does not
come from within, it will come from without.
Remember that the halftime score doesn’t matter.

All things are difficult before they become
easy.

Do what needs to be done. Do it when it needs to
be done. Do it the best that it can be done. Do it
that way every time.

Good People Skills Summary

Treat people (yourself included) with respect and
compassion. In the end, people are all that
matters.

Good Ideas
Apart from the people involved, a good game
also depends on the ideas that go into making it.

Good Campaign
A campaign, an ongoing series of encounters in a
game world, is made up of several ingredients.

Good Premise

A good campaign is built from a good premise.
What if…? questions are good starting points for
finding a good premise. What if aliens secretly
contacted Earth governments during the Wild
West era? What if superheroes were all created
by a single time-traveler? What if the barriers
between dimensions begin to break down?



March/April 2000 www.ezhero.com EZ Hero #1

Good Gaming

Take the basic premise, and follow it through in
as much detail as desired.

Consistency

A good campaign will be consistent
within itself. If magic was discovered to
be a gift from the gods directly handed to
man a few games ago, it shouldn’t be
found as a naturally occurring
phenomenon in tonight’s game, unless the
GM has determined a way for the two
reasons to coexist.

Goals

A good campaign should have overall
goals set. Maybe the players’ goals and
the GM’s goals don’t coincide with each
other, but they should at least be
understood by all.

The goal of the campaign might be for the
players just to let off some steam by
killing some irredeemably evil bad guys,
with no ramifications. The goal might be 
explore what it is like to be underprivileged, 
to learn to think quicker, or to understand how
real police department works, or to gain insig
into our own psyches, or one of a host of oth
goals. But as long as all parties involved real
what they’re getting into, the game should be f
for everyone.

Advancement

A good campaign advances the overall plot
there should seem to be some overall progre
even though there are occasional setbacks.

In a game set in a war, for example, there will 
overall victories and losses that the players h
nothing to do with. The game world moves on.

Shtick

A good campaign has something that makes
unique. It is not just a conglomeration of clich
(unless that’s the specific effect that the GM

going for), but has some kind of tweaking that
makes it memorable.

For example, to make a game a little
more unusual, determine the unwritten
rules that go into the genre, and break
one.

Example: Changing the four-color
superhero rule that superhero costumes
are effective at hiding identities might
result in a campaign in which supers
have to go public, or hide from the
government, or become super hermits,
etc.

Good Scenario

A good campaign is made up of good
scenarios, those individual adventure arcs
that contribute to the overall story.

Multithreading
_______
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A good scenario (whether serial or
episodic) has more than one thing happening at
once.

Look at any Star Trek episode (especially of the
Next Generation variety), for example. Every
character has something to do, whether they’re
involved in the main plot or not, even if it’s only
a few lines. There’s always a main plot and a
subplot. Use the 80/20 rule. The main plot
should get about 80 percent of the airtime, and
the subplot should get the remaining 20.
When you switch from the main plot to the
subplot, try to change scenes at appropriate
times, like when something unexpected happens,
or the tension builds, or the tension breaks, or
there seems to be a natural stopping point.

Example: In my Star Hero game, my players
were looking for a monster, and had to split up
to cover both of its likely next targets. It was
dark, the heroes were unfamiliar with the
territory, and felt outclassed by their unseen
opposition.

As I switched from one player group to the other,
I tried to stop at a place that would either leave
them wanting more, or give them plenty to think
about until I got back to them in a few minutes.
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Both teams kept hearing strange noises, and
seeing weird shadows out of the corners of their
eyes, etc. and when it all came to a head, each
team chose to send one character to investigate.

Group A’s character went into the bushes to see
what was rustling about, and just as he moved a
large branch out of the way—

Group B’s character made an unusually stealthy
climb up a tree to get a better view of—

…and back and forth it went.

Past, Present, and Future

Good scenarios often tie directly to the past – a
villain returns, a favor gets called in, a DNPC
calls for a date, etc. By providing a strong link to
the PCs’ past, the GM creates a more cohesive
and self-consistent game world.

Like sands through the hourglass…

Good scenarios sometimes tie to the future. The
use of foreshadowing in a scenario whets the
players’ appetites. When hints dropped during a
game show up later, there’s a sense of closure
that might otherwise be missing.

It’s even better when the players are forced to
make a choice related to the foreshadowing. For
example, if the White Wonder has the choice of
following the escaping killer or of stopping a
mugging that they pass by, it might later turn out
that the killer went on to kill again, or that it was
his own DNPC that was getting mugged.

Varied Plot Paths

A good scenario doesn’t always rely on the same
plot entry point. If the PCs getting a call for help
began the last scenario, this one might begin by
an anonymous tip on an impending crime, a
natural disaster, a device that was stolen, or some
other trigger.

A good scenario varies the type and number of
opposition. If the last scenario pitted the PCs
against a roomful of agents, this time might be a
handful of supervillains or a single megavillain.

“No Win”

Some scenarios are designed to be lost. If the
PCs are supposed to get captured by the enemy
so that they can later escape with knowledge of
the hideout location, have a backup on hand just
in case the PCs somehow win.

Good Ideas Summary

Good games have long-term (campaign) and
short-term (scenario) ideas. When the long- and
short-term aspects meld together in a seamless
experience, the game world has a depth and
immersion level that other games only dream of.

Good Gaming Summary
A good game results when good people with
good skills have good ideas. By preparing ahead
of time and accommodating each other and the
gaming genre, a good game becomes more
likely.

Copyright 1997, 2000 Dave Mattingly
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FICTION TO FUNCTION (OR, HOW I DO IT) by Michael Surbrook

As a frequent visitor to the Hero Games Mailing
List, I often see questions of the “How do I write
the ability to do X?” variety. That, coupled with
inquiries about how to write up certain fictional
characters prompted me to sit down and write the
following article. Now, I in no way believe
myself, or this article, to be the final answer on
how to write up anything, but I think that people
may find some of my thoughts and ideas useful.

PART 1: Building Power X (or,
How do you make it work in
Champions?)

Probably the biggest hurdle to
overcome when trying to adapt a
power you've seen in a comic book (or
anime or film), is the concept of
special effects. A lot of times, people
seem to get themselves all worked up
over all the little details and forget the
end result of the power in question.
This will often lead to over-
engineering the power, often to absurd
power levels. At one point, a member
of the Hero System Mailing List made
a statement that I found myself totally
agreeing with. The statement was:
“What is the end result of the power?”
What this means, is that you need to
get right down to the basics and look
at what the power actually does.

For example, the character Mushizo from the
anime Ninja Scroll has a wasp's nest in his back,
which he can use to produce huge clouds of
wasps that will attack his opponents. Trying to
define this power gave me fits at first. Giving
him the ability to Summon 100,000 wasps was
right out, so how about Summoning the swarm
as a whole? But then, how do I write up the
swarm? Finally, I decided to look at the end
result of the swarm: the swarm attacks and kills
Mushizo's enemies. Well, looking at it that way,
the answer's easy, the swarm should be written
up as an RKA.

The final result of the power looks like this:

Wasp Swarm : ½d6 RKA, AoE: Radius 8”
(+1¾), Continuous (+1), Uncontrolled (+½),
Indirect (+¾), Penetrating (+½), Personal
Immunity (+¼), 0 END (+½), No Knockback
(-0), Does not work underwater, in high
winds, or heavy storms (-¼), Swarm takes
time to form, and can only move 3” per phase
(-¼)
Total Cost: 41 Points

I used a small RKA to simulate the stings,
combined with a large Area of Effect to
represent the size of the swarm. It is Continuous
and Uncontrolled to allow Mushizo the freedom

to create it and then do something else,
while the Indirect advantage represents the
fact that the swarm can fly in from almost
any direction. The Penetrating is there
because a swarm of wasps are almost
certain to find their way past any physical
defense (note: in a non-fantasy setting, the
limitation “not vs. force fields might be
appropriate”). Finally, I gave the attack
Personal Immunity (Mushizo is pretty much
immune to being attacked by his wasps) and
0 END (he doesn't have to expend any
effort to create the swarm). I added No
Knockback (at a -0 value due to the size of
the RKA) since the swarm should never
knock anyone down or over. Finally, I
included two limitations defining the way
the swarm moves and can be used.

Another example would be Hiram Worchester
from the Wildcards shared world. Hiram has the
ability to increase and decrease gravity. The
GURPS version of this character had “Gravity
Power” since GURPS (and DC Heroes)
pigeonholes every separate effect into its own
power. Anyway, trying to simulate his effects
within the Hero System was much more difficult.
Once again, I decided to look at the end result of
his powers and ignore all the descriptive text.

Hiram can increase someone's weight to the
point where they can't move, or decrease it so
that they will float way. He can increase the
mass of his fist, and use it to smash objects (and

________

“Look past
the

description
of the

power to
the effect
you are
trying to
achieve.”
________
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people). If he increases the local gravity fast
enough, he can injure (or even kill) someone.

The trick here was to look at the part about
rendering the target incapable of moving. This
could be an Entangle, except the all or nothing
mechanics of Entangle (and the ability to slowly
break free) didn't fit. The effect sounded more
like a grab. Hiram grabs his target and holds it
still. And what power would let me grab
someone at range? Telekinesis. After that, things
got easy. The causing injury part could be
handled by linking different attack powers to the
TK grab. Increasing the mass (or weight) of his
fist was a simple application of Hand Attack.
When I had finished, his powers looked like this
(and this is an important note: don't try and find
just one power to solve the problem, look at what
you get with multiple powers working together).

Increase/Decrease Local Gravity: 45 STR
TK, Invisible Power Effects: Sight (+½),
Indirect (+½), 0 END (+½), Persistent (+½),
Affects all parts of target (-¼), Only to pull
down or push up (-½), Loses effect over time
(-¼)
Total Cost: 100 Points

Sudden Gravity Increase: 9d6 EB Physical,
Penetrating (+½), Invisible Power Effects:
Sight (+½), Indirect (+½), 0 END (+½),
Linked to TK (-½), No Knockback (-¼)
Total Cost: 77 Points

Lethal Gravity Increase: 3d6 HKA,
Penetrating (+½), Invisible to Sight (+½),
Indirect (+½), 0 END (+½), Linked to TK (-
½), No Knockback (-¼)
Total Cost: 77 Points

Heavy Fist: 9d6 Hand Attack, Invisible to
Sight (+½), 0 END (+½), No Knockback (-
¼)
Total Cost: 43 Points

Reduced Mass: 5” Flight, Usable against
others (+1), Ranged (+½), 0 END (+½),
Persistent (+½), No noncombat flight (-¼),
Only to negate gravity (-1), Loses effect over
time (-¼)
Total Cost: 14 Points

Note that Linking the EB and HKA powers to
the TK was needed, since TK with the limitation
of “Affects all parts of target” can't actually
damage a target directly.

Now, how does this affect trying to build a
power from scratch? Simple, just look past the
description of the power to the effect you are
trying to achieve.

Recently, the question was put to the Hero
Mailing List about creating flaming ropes to grab
things, or solid sheets of flame that would stop
incoming attacks. Both of these powers are quite
simple really. The flaming rope allows me to
grab things and move them about. This is
Telekinesis, nothing more. Jumping Jack Flash
(also from Wildcards) has a power like this, I
wrote it up as:

Flaming Rope: 30 STR TK, 0 END (+½),
Affects all parts of target (-¼)
Total Cost: 54 Points

Now, if for some reason the flames project from
me and can only lift what I can lift, then a case
can be made for Stretching. One could also toss
in an Entangle as well. The whole flaming part
becomes simple SFX. Granted, if the flames are
still hot and actually can burn people, that can
become a linked RKA, or even a Side Effect of
the power.

A solid sheet of flame is most likely a Force
Wall. You'd probably want to make it Opaque to
the Sight Group, and possibly Transparent to
physical attacks. Add in limitations like “Not in
heavy rains/wet areas” and you're ready to go.

At times, this sort of creative thought requires
some “sideways” thinking. Case in point, my
cinematic write-up of Hong Kong action film
star Chow Yun Fat. Anyone familiar with John
Woo's films knows that the gunfights often
feature lots of guys leaping around while blazing
away with a pistol (or other gun) in each hand.
Realists will tell you that that is frankly
impossible; well, this is Hero System, not the
real world, so who cares?

Anyway, this whole “Both Guns BlazingTM”
schtick is one of those that can be written up in
an almost countless number of ways. If you want
to fire your guns really fast, buy more Speed. Or,
buy such things as Autofire for your 1d6+1 9mm
pistol and say the SFX is you're pulling the
trigger real fast. (Note: John Hinkley emptied
the 6 rounds in his .22 pistol in something like
1.6 seconds.)
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Steve Long created a number of 5 point
skill/talents in An Eye For an Eye designed to let
PCs do all the goofy (and improbable) gun tricks
seen in action movies. One of these was Two
Gun Fighting, which allowed a character to fire
two hand-held weapons at the same time (i.e. in
the same Phase). Perfect for Woo flick fans, or
people trying to recreate Kevin Costner's final
gunfight in Silverado. Then of course, you can
start building the gunfighter's multipower. I've
made two of these, one for Chow Yun Fat, and
one for Stephen King's Roland the Gunslinger.
They are:

Chow Yun Fat
43 Gun Tricks: Multipower, Requires
Weapons of Opportunity (-½), Attacks must
conform to weapons used (-½)
4u Painful Shot: RKA, up to 2½d6, +1 Stun
(+½), 0 END (+½)
4u Spray With Bullets: RKA, up to 2d6+1,
Autofire (+½), Cannot be spread (-¼), 0
END (+1)
4u Shoot Multiple Targets: RKA, up to
2d6+1, AOE: Any, Selective (+1 ¼), 0 END
(+½)

Roland the Gunslinger
55 Pistols Multipower, OIF: Two Guns (-½)
4u Painful Shot: RKA, 2d6, +1 Stun (+½), 0
END (+½)
4u Spray With Bullets: RKA, 2d6, Autofire
(+½), Cannot be spread (-¼), 0 END (+1)
5u Shoot Multiple Targets: RKA, 2d6, AOE:
Any, Selective (+1¼), 0 END (+½)
3u Trick Shots: TK, 30 STR, 0 END (+½),
Only to perform “gun” tricks (-1)

Note such special effects “tricks” as 0 END on
the attacks. Both of these guys never really seem
to run out of ammunition (unless it is an
important plot point). The Area of Effect attacks
let them shoot multiple people in a small group
and the Autofire is your typical “empty the clip
in an eyeblink” attack. The guns are OIFs, cause
if you disarm one, they usually have a second (or
snag one real quick). And most important, unlike
the gun maneuvers in Eye for an Eye, the
multipower slots do not require a full phase to
perform, so you can feel free to half-move and
blaze away all you want!

Granted, there will be some powers that can be
very hard to simulate, or may require slightly
questionable mechanics. Poisons for example. Is
this an NND RKA that does Body (a +2

Advantage) or a Body Drain? If so, can the Drain
kill someone? I've seen both versions written up
and have arguments both for and against.
Personally, I try to avoid using non-standard
advantages and stick to such things as Drains to
represent poisons. Of course, I also feel that a
Drain should kill someone if the target is
Drained to negative his or her Body score.

PART 2: Building Character X (or,
How do you write up X in
Champions?)

Adapting any fictional character into gaming
terms can be a royal pain in the rear. Odds are,
no one will agree with your interpretation. Drop
by The Champions Write-up Page
(www.mactyre.net/scm/deejay/champs/writeups.html)
and see what I mean. I found three versions of
Nightcrawler with point totals from 366 to 730
points (and two versions of Cyclops and three of
the Beast and…). Some people will look at the
1600+ point Superman and gag, while other will
say the 233 point Doc Ock is underpowered.

Probably the most important thing to remember
when adapting a fictional characters the sense of
scale. Some things (like STR) are easy. Did you
see the character lift anything? How heavy was
it? Other stats, like DEX, and SPD become a
matter of taste. If you think DEX 23 is fine for
your average brick (like the Thing) then a DEX
of 36 to 38 is probably just right for Spiderman.
On the other hand, if the Thing has a DEX of 15,
then Spidey can get by with a 30 to 33 DEX.

Before I go further, I'd like to also point out that
when writing up a fictional character, one should
remember that nothing is set in stone. I could
easily write up Superman on 250 points. Most
people would laugh, asking how I plan to
squeeze super-breath, super-hearing, heat vision
and so on into the character. I'm not planning on
it, I say, I'm writing up the 1938 Superman. His
powers? Leap an 1/8th of a mile, hurdle a 20
story building, run faster than a train, lift great
weights and “only a ‘bursting shell’ can
penetrate his skin…” 250 points easy.

By this same rationale, you can write up 250
point versions of the X-Men. Granted, you'll
have to axe a lot of powers and tone down the
power levels, but you should still be able to get
the desired results.
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Now… I will admit that when I write up
someone, I go all out. I try and fit in everything
they are seen to do (or should be able to do) and
ignore the point total. So far, I've written up
400+ characters with point totals ranging from
24 (Deadhead from Wildcards) to 2700 points
(Perfect Cell from Dragonball Z). The average is
about 300 points.

When writing up characters, I juggle a lot of
factors. Strength, martial arts training, the
environment, the genre, the effects their powers
have on their surroundings, the reality level…

STATS: Stats are both easy and hard because
some many things are relative to the genre and
the designer's opinions on what is “human
normal.”

STR is the easiest stat to come up with. I try
and see what sort of brick stunts really strong
people do (Sonnet - Blue Sonnet - flips a tank,
that's a STR of 50+ easy!) and go from there. For
lower STR characters, I usually look at the
character's fighting skill (hmmm… Royoko -
Tenchi Muyo - smashed a set of stairs in one
punch… 30 STR?), martial training (Ryoga -
Ranma ½ - lifts big rocks and swings around a
virtually unliftable umbrella with one hand, 25
STR) and lifestyle (Elric - Elric of Melniboné -
is an albino who is normally too weak to stand,
STR 0).

DEX is tough and I usually base that off of the
genre and “gut” reactions (man, there is no way
I'm not giving Bruce Lee a 30 DEX). Usually, I
consider such questions as “is the character faster
than everyone else?” If so, how fast is everyone
else? Once I've established one or two people as
(if I'm working on a series) benchmarks, then
everyone else just sort of falls into place.

For example, Ranma Saotome - Ranma ½ - is the
fastest dude around, ’nuff said. His fiancé,
Akane Tendo, is quick, but only in the middle of
the pack when compared to everyone else. His
rival, Ryoga is fast, but still slower than Ranma.
Shampoo is about Ranma's speed. Mousse is
slower than Ranma and Shampoo, but on par
with Ryoga. Then there is Ukyo, Kodachi and
Kuno to work into the mix… and so it goes.
Now, if we consider that I gave Ryoga a DEX of
18, then everyone else starts to line up like this:
Ranma 23, Shampoo 21, Kodachi 21, Ryoga 18,
Mousse 18, Akane 17, Kuno 17, Ukyo… 20? (I

haven't finished my tinkering with the series
yet…)

CON, PD, ED and STUN are usually
based off of “how tough is this guy” and “do
they get knocked out often?” (A-ko - Project A-
ko - is the daughter of Superman and Wonder
Woman… CON of 25 [hey, she's only 16].) For
non-superhumans, I stick close to a maximum of
8 PD/ED. Superheroes get what ever sounds
right for their power level (Kevin Matchstick -
Mage - is told that a 20 story drop will only hurt
the sidewalk, PD 35).

INT, EGO and PRE are very arbitrary. The
highs and lows are real easy. (B-ko - Project A-
ko - builds mecha overnight and is a engineering
genius: INT of 26-30. Elric - Elric of Melniboné
- speaks to demons as if they were lesser beings:
PRE 23+. Grimjack - Grimjack - has seen it all,
is tough as nails and keeps his mind under tight
control: EGO 20.)

COM is one of those “eye of the beholder”
things. Usually 10 is “average Joe,” 16 is very
pretty (handsome), 20 is major babe (stud) and
24+ is hitting the realm of goddesses and
Adonis. As with INT, EGO and PRE the highs
and lows are easy, it's the ones in the middle that
are hard. (Hmm… Urd - Oh My Goddess! - is
sexy personified: COM 26. The Grackleflints -
Mage - have dead white skin, no hair, no ears
and no pupils. Scary, but not stomach churning
horrific… COM 8.)

SPD is like DEX. You need to decide on a
benchmark. If the person in question is the only
“superhuman” in a world of normals, than a SPD
of 4 or 5 is more than sufficient. The point has
been made that a lot of speedsters can get by
with interesting SFX instead of raw SPD scores.
Still, you always get people like Battle Angel
(SPD 7) who obviously out do everyone…

POWERS: As with Stats, this can be both
easy and hard. Easy because you get to see what
the people are doing. Hard because you then
have to define it…

I usually make a list of everything the character
does, with benchmark notes. Energy blast
smeared a car, telekinetic shield stopped a tank
shell, can run fast enough to catch up with a
speeding bike, teleported to the moon, carries a
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.357 magnum, wears plate armor, can climb
anything and never fall…

For real world items, its easy, write it up as is.
Most swords, guns and armor fit this category.
Fake gear takes a little work. One way to look at
it is to compare the item to a real world
counterpart (if possible).

Example: Blasters in Star Wars  kill
everyone. You never see someone get shot
and just be wounded (unless they are a major
character); these guns drop anybody (even
stormtroopers in full armor). If you use hit
locations, a 2d6 RKA can almost pull that off.
To be safe, a 3d6 RKA works much better
(does 11 BODY on average, normal person
has 10). A 3½d6 to 4d6 RKA is even better
(average of 13 and 14 BODY). Of course, the
PCs are now carrying around handguns
capable of punching holes in modern day
APCs… Of course, one must also remember
the cinematic laws behind such weapons.
“All guns do maximum damage in the hands
of heroes.” The end result? Well, the
guns are more powerful than modern
day hand guns and rifles, so 2½d6
sounds about right without being too
overpowering… perhaps they are all
Armor Piercing?

Martial Arts are another easy category.
Often you can list what the guy does.
(Hmm, Wang Chi -Big Trouble in Little
China - does a punch, a dodge, a joint
lock, and a throw… scribble, scribble…)
Other times, our hero will announce his
skill: “That was 20 years ago… And
you've done nothing but study fencing
ever since?” For “normal” people, I don't
bother with Damage Classes (since I feel
that the maneuver bonus damage is
usually enough), I save Damage Classes
for the more.. outlandish characters.

True superpowers are usually quite easy.
(Lightning - Big Trouble in Little China - tosses
bolts of electricity, piece o' cake!) While some of
the stranger powers can be real tough or real
expensive to define. (Son Goku - Dragonball Z -
can teleport anywhere in the universe. Uh… that
could be FTL, Extra-dimensional Movement or
Teleport… lemme get back to you on that…)
One thing I learned was where to draw the line.
(Let me get this straight… Battle Angel does 500
mph in combat?!!) Usually, I decide that a

particular character gets topped off at “X” level
and leave it at that. (You wanna pump him up?
You go right ahead…)

SKILLS: A lot of published characters don't
have any skills. I really don't know why. When
adapting a fictional character, Skills are easy.
What does the person know, do, work with, use?
Rally Vincent - Gunsmith Cats - is a gunsmith.
We've got a KS: Guns, PS: Gunsmith, WF:
Small Arms and Weaponsmith right there (heck,
we've even got a Perk if you think about it).
Now, toss in the fact she's a bounty hunter…
Streetwise, another PS (Bounty Hunter), some
more KS's relating to local criminals, another
Perk, probably a police contact (or a “fixer”) and
an AK for her local city (which is Chicago)…

Of course, you get characters like the M-66
antipersonnel automatic infantry robot (from M-
66 Black Magic ), which isn't going to have any
KS, or PS, or Streetwise skills… One could give
it an AK (geographic database) and after seeing
the anime it definitely had Acrobatics, Breakfall,

Climbing and Weaponsmith: Boobytraps…

Personally, I try and load up an adaptation
with skills. I figure no one is going to
complain about someone having too many,
right?

DISADVANTAGES: These are (usually)
pretty easy. Most come naturally, especially
for superheroic characters. I usually knock the
easy ones out first: Distinctive Features,
Hunteds, DNPCs, Physical Limitations, etc.
Susceptibilities and Vulnerabilities come
next. I then look over the rest of the disads
and finish up with Psychological Limitations.
These are the disads that really define the
character, and I try and select ones that reflect
obvious traits and quirks.

When I post a character to the Hero System
Mailing List, I include a lot of text. This is so I
can try and describe the character fully to the
average reader. I am sure that many people have
never heard of some of the characters I've
posted. I also want to get my rationale for why I
wrote up what I did across so people don't go
nuts when they see a 75 STR, or a 33 DEX or a
35d6 Energy Blast.

______

“What
does
the

person
know,

do,
work
with,
use?”

______
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SUPERMAN (circa 1938)
Created Jerome Siegel and Joe Shuster.
Superman TM 1965-1998 DC Comics, Inc.

Background/History: Superman's background
can be summed up best by the first page of his
appearance in Action Comics No. 1: “As a
distant planet was destroyed by old age, a
scientist placed his infant son within a hastily
devised space-ship, launching it toward Earth!

“When the vehicle landed on Earth, a passing
motorist, discovering the sleeping babe within,
turned the child over to an orphanage.”

As one can easily see, Superman's original origin
is very sketchy. Krypton is unnamed, there is no
mention of Jor-El (Superman's father), and Ma
and Pa Kent don't even exist. In his secret
identity of Clark Kent, he does work as a
newspaper reporter, but it is the Daily Star, not
the Daily Planet. The first issue does introduce
Lois (no last name), but the editor is just
“Chief,” with no mention of Perry White.

Much of the more recognizable elements of the
Superman ‘myth’ (Jimmy Olsen, Lois Lane,
Kryptonite) will be created over the next few
months. By late 1939, Superman had become the
top-selling comic book on the market, with better
than 1,000,000 issues sold per month!

Personality/Motivation: “Early, Clark Kent
decided he must turn his titanic strength into
channels that would benefit mankind. And so was
created… SUPERMAN! Champion of the
oppressed, the physical marvel who has sworn to
devote his existence to helping those in need!”

As yet, Superman does not stand for “Truth,
Justice and the American Way!” His first
appearance presents him a simple strong-arm
hero, who rights wrongs simple by virtue of his
great physical prowess. The more modern
Superman, with his tight code of conduct (such
as a total abhorrence for killing) is only barely
recognizable within the framework of the first
Superman story. This Superman resolves a wife-
beating by tossing around the abusive husband
(and threatening him with an even worse
beating), shattering the car of a pack of
gangsters, and taking an uncommunicative
Washington lobbyist along a terrifying rooftop
tour of the Capitol to force him to talk. Not quite

what most people consider ‘heroic’ actions, at
least in the mold of the modern Superman.

Quote: “So you're one of these silent men, eh?
We'll see, whether you'll talk!”

Powers/Tactics: One again we turn to Action
Comics No. 1: “When maturity was reached, he
discovered he could easily: Leap 1/8th of a mile;
hurdle a twenty-story building… raise
tremendous weights… run faster than an express
train…and that nothing less than a bursting shell
could penetrate his skin!”

It has been pointed out that Superman powers are
very similar to the powers displayed by the hero
of Philip Wylie's book Gladiator. In many ways
he is also similar to Edgar Rice Burroughs' John
Carter of Mars, who was able to leap great
distances and display great feats of strength
thanks to his Earth-born muscles. Superman is
pretty typical for a Champions brick, in fact, he
might seem a bit weak. Later, as his popularity
grew, so did Superman's powers, probably
reaching the height of absurdity during the late
50's and early 60's, when he pulled such stunts as
blowing out a star with his “super-breath.”

Appearance: Tall, broad-shouldered, short black
hair; Superman's physical appearance has not
changed much since his initial appearance. His
distinctive spit curl will come later; right now,
Superman looks to slick his hair back when
acting in costume. It is Superman's costume that
has undergone the more obvious changes. It's a
blue bodystocking with red trunks and a yellow
belt, but the “big red ‘S’” is missing. Instead, we
have a yellow shield-shaped symbol with the
vague suggestion of an ‘S’ indicated. Superman's
red boots are missing as well, instead he has
strips of cloth wrapped around his low legs,
resembling the leggings worn by the Norse or the
straps of Roman sandals.
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SUPERMAN
Superman TM 1965-1998 DC Comics, Inc.

Val CHAR Cost Notes
35 STR 25 7d6, 3600 kg
20 DEX 30 OCV: 7 / DCV: 7
28 CON 36
13 BODY 6
13 INT 3 PER Roll 12-
13 EGO 6 ECV: 4
20 PRE 10 PRE Attack 4d6
10 COM 0
25 PD 18 Total PD: 25/20r
20 ED 14 Total ED: 20/20r
4 SPD 10 Phases: 3, 6, 9, 12
12 REC -2
56 END 0
45 STUN 0

Total Costs:
Char: 156 + Powers: 94 = Total: 250
Base: 100 + Disads: 150 = Total: 250

Cost Powers
20 Superhuman Resistance: Damage

Resistance 20 PD/ED
43 Superhuman Speed: Multipower
8u Running: Running +20” (26” Total)
9u Leaping: Superleap +43” (50” Total)

Cost Background Skills
3 Acrobatics 13-
3 Acting 13-
3 AK: Home City 12-
1 KS: Politics 8-
1 Perk: Press Pass
2 PS: Photographer 11-
2 PS: Reporter 11-

100+ Disadvantages
10 DNPC: Lois, Reporter from the Daily Star

(Normal, 11-)
15 Psychological Limitation: Dedicated to

Helping Those in Need (Very
Common, Moderate)

10 Psychological Limitation: Not Above
Using Strong-Arm Tactics (Common,
Moderate)

15 Secret Identity: Clark Kent, Reporter from
the Daily Star

95 Hero “Man of Steel” Bonus

Copyright 1998, 2000, Michael Surbrook
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CHAMPIONS TIPS AND TRICKS by Rodney Ruff

Since its inception in 1981, Champions has
become one of the most popular role-playing
games, due mainly to the gaming system it uses.
The Hero System allows players to design
almost any character they can conceive, whether
recreating a character from comics, television, or
the movies, or inventing a character from their
own imagination. It covers nearly style and
aspect of combat in an organized manner.

However, this sophistication comes with a price.
Champions can be difficult for a beginning
gamemaster to master initially; it sometimes
requires as much organization of
materials to run an adventure as it does
planning the adventure itself. A single
round of combat can be time-
consuming, and when there are a large
number of players, it’s often hard to
keep track of everything.

Champions provides a number of tools
to help organize an adventure, ranging
from character origin forms to agent
control sheets. However, filling out
additional sheets can be more trouble
than it’s worth, and there are many
aspects of putting a scenario together
that the forms don’t cover.

In my time as a player, I’ve seen many
well-run games and a number of poorly
run ones. In my beginning days as a
GM, my own adventures tended to run
in the latter category, but I have always
been on the lookout for ways to improve
my GMing skills. I’ve played with and under a
number of good gamers, each having their own
subsystems of play within the Hero System.

Below are some things I’ve found that work for
me, some things I’d like to try but haven’t yet,
and even a few ideas of my own, along with
some house rules I’ve played under. For some of
you, these ideas are ones you’re already using or
have discarded; for the rest of you, they might
help you as a player or GM. Enjoy.

Whose Turn Is It, Anyway?
The best convention game of Champions I ever
took part in was at Omacon 8.5 in 1989. The
gamemaster, Serge Salazar, with only 24 hours’
notice from the person who was supposed to run,
put together an adventure that held six players
spellbound for as many hours. The adventure
began with ten players, however, and then being
a much less experienced player, I sat next to
Serge so I’d know when it was my phase to act
(or make a fool of myself, as the case may be).

Even so, I had trouble keeping up with
which phase it was, so I introduced Serge to
a trick I learned from Cliff Christiansen.
Cliff uses a twelve-sided die to display the
current round of combat, so that the players
can see when their characters have an
action. When I first started gaming, I
acquired two sets of polyhedral dice, not
knowing then that the game that would
become my favorite only used six-sided
dice. I use a d12 when I run and adventure,
and when someone else runs, I usually offer
to lend them mine or volunteer to keep track
of the rounds myself.

Jon Burleson uses a different method to
display the current round for his Big Brawls
scenarios. He has cut six 3” x 5” cards in
half and labeled the unruled side with black
stick-on numbers. He currently props them
up with a large binder clip, but is planning
to spiral-bind them.

I’d Like to Use My Free Spin Card,
Pat
Jon is always tinkering with Big Brawls to make
it more challenging. Finding it hard to keep track
of which players have held actions during mass
runs, he started using round iron-on patches as
held-action tokens. Whenever a player declares
he is holding his action, Jon hands him a patch,
which the player then turns in when he decides to
use his held action.

Jon’s idea was adapted by another GM, Mike
Eichler. Mike had started an alternate Earth

________
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________
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campaign where the Axis had won World War II
and America had regressed to a group of
nomadic tribes. Each player had to create both a
“regular” character from his “native” universe
and a super-powered nomadic Indian from the
alternate universe. Because of the open-ended
nature of the campaign, where one player might
be playing several characters in a given session,
he bought a set of Pogs to use as held-action
tokens. (I played in this campaign, and in one
adventure, I ran five characters; the markers
definitely made it easier.)

Set ‘Em Up, Joe… Er, I Mean,
Scott
Scott Heine (Alien Enemies, Mind Games) was
the gaming guest of honor at Impact 1. The two
games he was scheduled to run were booked
solid when the con began, so I didn’t get to play
until he came back as friend of the con two years
later for Impact 3. He had created a scenario
where the players, each playing one of the
Champions, had to stop Terror Incorporated
from destroying Homestead, and with it, part of
the campaign city.

Scott had set up his adventure at a large round
table, with the character sheets for each of the
Champions laid out. Where the player sat
determined which character he would be playing.
To make it even more organized, Scott laid out
the characters clockwise from highest to lowest
DEX.

I tried to use Scott’s method myself the first time
I ran the World War II adventure Jon and I
created; however, like the adventure, it didn’t
come off the way I planned. I did, however, file
the characters away in DEX order, and when I
ran it after that, I kept the villains in DEX order
so that I could easily flip through them to find
which one acted next.

Roll Them Bones
Here’s another trick I learned early on as a
player: The Champions hardcover suggests using
a different colored or different size die when
rolling a half die. As Loren Elifrits showed me, it
can also be used to roll the STUN multiplier for
Killing Attacks, thus speeding the game up
slightly. I have several colors of dice available,
so that if I roll a Killing Attack with a half die, I

can designate one color for full dice, another for
the half die, and a third for the STUN multiplier.

Some GMs choose not to use a STUN multiplier
die for Killing Attacks. Instead, they assign a
standard multiplier value of 3 and allow players
to buy the Increased STUN Multiplier
Advantage only once. With this method, the only
Killing Attacks that do a lot of STUN are those
that also do a lot of BODY.

Another way to speed play is the BODY
counting method for normal attacks that Greg
Lloyd employs. He starts with a base BODY
count equal to the number of dice rolled, then
adds one to it for each “6” rolled and subtracts
one from it for every “1” rolled. (When Greg
says he’s “one up on BODY,” it means he’s
rolled one more total BODY than the number of
dice.) When combined with the practice of
making groups of 10 to count STUN, it takes less
time to get the results of a damage roll.

The last dice “trick” is one of Jon Burleson’s
house rules: Whenever a player rolls a “3” on his
attack roll, Jon allows him to re-roll each die on
his damage roll that came up with a “1.” If a
player is making multiple attack rolls, as in
spreading Energy Blast, and a “3” comes up,
then he allows the player to re-roll an appropriate
portion of his “1”s.

Sheet Protectors — They’re Not
Just for Character Sheets
Anymore
When I was preparing to run my first Champions
adventure, I photocopied a number of tables out
of the sourcebooks to create my own GM’s
screen. I was going to use a large piece of
cardboard I had found and tape the tables onto it.

Mark Dion had a better idea. He took two pairs
of sheet protectors and stapled each pair together
on the edges, forming a hinge. I placed a sheet of
cardboard inside each sheet protector for
stiffness, and then put my sheets on the sides that
would be facing me, organized according to how
often I expected to consult them. On the sides
facing the players, I inserted sheets with the
phrases “Just when you thought it was safe to
play Champions again, I had to run this silly
adventure,” “I practice safe DEX,” and
“Warning: The Surgeon General has determined
that smoking may be hazardous to your
character’s health.” (I have since revised these
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sheets to include artwork of those characters
which have previously been published in
Haymaker!)

I later added a third panel to the screen, allowing
me better access to my sheets and also displaying
a version of the OCV/DCV hit chart that ran in
an issue of Adventurers’ Club. When I run an
adventure, I unfold the panels and set them up
end-to-end and pull out the sheets behind the
ones in front partway out; afterward, the screen
folds up for convenience and can be carried in
the same three-ring binder I keep my character
sheets in.

I’m currently planning to reproduce the tables on
thin cardboard sheets with reference tabs at the
top so I can pull them up more easily. I have
recently purchased a laptop computer and am
also looking at reproducing the tables
electronically to display on the laptop’s screen.

A Calendar Sheet A Day…
Although the Champions character sheet has a
space for the players to keep track of their
character’s current BODY, END, and STUN
counts, it isn’t very large, and constant writing
and erasure can mess up the sheet. Some players
get around this problem by using Post-It Notes,
or if using sheet protectors, writing on the plastic
surface with grease pencils.

I’m too cheap for either of these methods. One of
my calendars is the single-day tear-off sheet
variety, and being a packrat, I save the torn-off
sheets and use the blank sides to keep track of
my character’s BODY, END, and STUN. I also
use them to bluebook my actions or for other
mundane uses requiring scratch paper. The
numbered sides can also be used to keep track of
phases or in situations where either the players or
their characters have to draw lots. The only
drawback is that the sheets I currently use are
slightly slick, making them hard to write on with
a pencil, so I use a pen instead.

Taking a Byte Out of Combat
A personal computer can be a big help to a
gamer. Many gamers either own or have access
to HeroMaker or Hero Creator, which makes the
job of character creation a lot easier. Some have
desktop publishing capabilities and have created

their own customized character sheets, as well as
prop documents like maps or ancient scrolls.

My first computer, an Apple IIe, didn’t have the
memory for either HeroMaker or desktop
publishing. (I used to refer to what I did with my
old computer as “desk-bottom publishing.”) To
calculate point values for my characters, I set up
an AppleWorks spreadsheet. Admittedly, it took
up over a third of available diskette memory, so I
didn’t keep disk copies of the stats for the
characters I created with it. When I bought my
new PC, I set up a spreadsheet in Microsoft
Excel and used that until I finally bought Hero
Creator.

The spreadsheet wasn’t the only AppleWorks
feature I used, however. In readying my World
War II adventure, Operation Catapult, for
playtesting, I created a database listing the
character’s name, DEX, SPD, Action Phases
(creating 12 fields, and putting an “X” in those
he acted in), base OCV, base DCV, and ECV. I
then typed in all the information and sorted it by
DEX from highest to lowest.

After that, I set up a report format so that each
record would print on one line, double spaced,
allowing me to write in whatever Skill Levels the
characters possessed between the lines. When the
players chose which heroes they wanted to play,
I placed a tick mark by the appropriate character
names. This saved me the trouble of having to
fill out a Combat Record Sheet. (When I
converted to my new PC, I set up my Combat
Record Sheet in Microsoft Word, using the
Wingdings font to create the Action Phase check
boxes.)

I later realized that I could organize all of my
characters into a single database, adding another
field to indicate which campaign I was using
them in, so that I could just print out the combat
record for the characters I was using. (For
adventures where the players were using their
own characters, I’d still have to fill out a Combat
Record Sheet, but most of my work would
already be done for me.) I haven’t done this yet,
even though I started working on such a database
in Microsoft Access, as other things have taken
precedence.

Also, as noted above, I now have a laptop
computer, on which I have loaded the combat
sequencer utility available on several…

(Continued on Page 48)
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ACCESSIBLE GAMING by Leah Watts

Official Disclaimer: This article grew out of
several conversations with a gaming friend
who has Meniere’s disease (an inner-ear
disorder that causes severe vertigo and
progressive deafness). I’ve also bounced
questions and ideas off an aunt with post-
polio syndrome and a sister-in-law who has
carpal tunnel problems. However, my biggest
personal Physical Limitation is
nearsightedness, fully correctable by
contacts. I could easily have missed
something that would be obvious to a
handicapped person. Any goofs in this
section are my fault, not my sources’.

Roleplaying games (RPGs) should be the perfect
hobby for handicapped people: just sit around
the living room and talk. Unfortunately, it’s not
always that easy. I’ve been in groups that invited
a moderately handicapped person to join, and
were then — as far as I could tell —
genuinely surprised when they found out
the new gamer’s Physical Limitations
were going to affect game play. Not that I
blame those groups; when one doesn’t
have to deal with a problem every day, it’s
easy to not think about it. I know I never
realized just how many buildings had
steps leading up to their doors until I had
to help get my grandmother’s wheelchair
up and down them.

You may not have a handicapped person
in your game, but hopefully this article
will still be helpful. A gamer on crutches
with a broken leg will have some of the
same mobility problems as a gamer on
crutches with muscular dystrophy (MD).
(The person with MD might even get
around better than the person who got hurt
at last week’s soccer game, since he has
more experience handling crutches.) Besides,
none of us are getting any younger. As the
gaming population ages, we will start developing
the physical limitations associated with aging,
like it or not. It won’t hurt any of us to be
prepared. Also, though I’ve tried to work in Hero
references, this information applies to any game.

Mobility Issues

Most people think “car” when mobility and
handicapped people are mentioned. Granted,
there are medical problems that make it difficult
or impossible for a person to drive safely.
However, if you’ve ever gamed with someone
who wasn’t old enough to drive, you already
know about arranging rides or working games
around public transit schedules. There’s only one
thing to add here — an underage gamer will
eventually be old enough for a driver’s license. A
gamer with a broken-down car will either get it
fixed or get another one. A gamer who can’t
drive for medical reasons will need rides for the
duration of the campaign. It’s a much longer-
term commitment than “Oh, sure, I can pick you
up tonight.” The group may or may not be able

to rotate the driving task — have you ever
tried to put someone in a full leg cast into
a Ford Escort? If only one person has a
car large enough to hold a passenger and a
wheelchair, walker, or other piece of
hardware, that person is going to be stuck
with chauffeur duties. If no one has a car
that can handle the load, the game would
need to be moved to a location (and time)
that the handicapped gamer can get to.

Once at the game, other mobility
problems can show up. A person who
can’t grip items easily (from disease or
carpal tunnel) will have difficulty moving
her counter on the hex map or writing
down how many STUN her character just
took. Dice rolling can be tricky if you
can’t control the muscles of your hands —
Dragon #53 has an article written by a

gamer with cerebral palsy, who needed to roll
dice into a box or they would fly off the table.
There are dice-rolling programs for everything
from laptop computers to programmable
calculators, but if the person pushing the keys
hits the wrong one due to muscle tremors, well,
Garbage In Garbage Out. Depending on how the
program shows die rolls, it could be hard to
identify a mistake. If a Hero System skill check
roll (3d6) comes up 27, it's safe to assume the
wrong key was pushed. If your character just

________

“Dice
rolling
can be

tricky if
you can’t
control

the
muscles
of your
hands.”

________



EZ Hero #1 www.ezhero.com March/April 2000

Page 46 Leah Watts Accessible Gaming

connected with a 10d6 Energy Blast, was that
result of 27 just a bad roll or was the number of
dice typed in wrong? If the person with the
handicap agrees, you might want to name
another player the “designated hands,” and have
that person do any needed writing and dice
rolling. Just remember to ask first — many
handicapped people prefer to do as much for
themselves as possible, and get offended by
unrequested “help.”

If a player has back problems or one of the many
forms of arthritis, sitting for long periods of time
can be painful. This is easy to handle, though —
as long as that player doesn’t need to write
something down, she can stand up and move
around the room. The GM screen should prevent
any accidental looks at the game notes. If the
furniture in your game room consists of
overstuffed chairs and low sofas, you may need
to bring in a straight chair from the kitchen or
dining room. It can be hard for someone with
joint problems to get out of a heavily padded
chair.

Hearing Issues

I’m on several gaming e-mailing lists, and
something that’s popped up on all of them is
playing music or sound effects during the game.
Suitable background music will establish the
mood; I won’t deny that. On the other hand, it
will make it harder for someone wearing a
hearing aid to figure out what the GM just said.
The amount of extraneous noise that can be
filtered out will depend on the person and the
hearing aid — so ask if the stereo is causing a
problem. If it is, be willing to turn it down or off.

A related problem is when everyone talks at
once. One nice thing about Hero’s Speed chart is
that everyone’s turn to act is written down. I’ve
been in non-Hero games where the GM would
announce the PC’s could now act and everyone
started yelling, trying to get their actions in first.
The obvious way to deal with this is to require
players to act their age. If a player tries to cut in
on other players’ actions, tell her to wait her turn.
It’s natural to get excited during the game, but
even people with normal hearing can have
problems following the action when the other
five gamers are all talking at the same time.
Many hearing aids are designed to stop working
if the noise level reaches a certain number of

decibels — it’s a precaution to avoid frying what
natural hearing the wearer may have left.
Overload the player’s hearing aid, and he might
as well have left it at home; he won’t be able to
hear what’s going on.

Some people with severe hearing loss (such as
my friend with Meniere’s) use lip-reading to
supplement their hearing. Get several people
talking at once, and lip-reading doesn’t help —
you can only look at one person at a time.
Taking turns solves this problem as well. This
overlaps a bit with the next section, but lip-
reading requires enough light to see the lips
clearly. If the gaming group includes a lipreader,
put that person in charge of light levels in the
room.

Incidentally, hearing loss is something that can
sneak up on a person. If a certain player keeps
asking the GM to repeat himself (or the GM
keeps asking the players to repeat themselves),
try reducing the amount of background noise
before assuming the person in question isn’t
paying attention.

Sight Issues

Some horror games suggest setting the mood
with dim lighting. I have first-hand experience
with this technique — when I was in college, we
once decided to while away a tornado warning
with the original AD&D Tomb of Horrors
module. The storm that produced the tornadoes
had also taken out electricity to the campus, so
we were trying to roll up characters for this game
by the light of a single candle. Before we got
into the Tomb, I had a killer eyestrain headache.
It’s probably just as well we all died in the first
corridor, I don’t think my head was up to much
more candlelight gaming.

If you want to use candlelight, oil lamps, or
lanterns to establish the mood of the game, think
for a moment about what the players will be
doing. Tonight’s session is a former DNPC’s
funeral, and will be all roleplay? Go ahead and
dim the lights. As long as the players can still see
where the munchies are, they should be able to
get through the session. The PCs are going after
the scum who offed the DNPC? Leave the lights
on — the players will need to be able to read
their character sheets. I suppose you could use
the electric lights for visibility and one or two lit
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candles for mood, but most gaming groups put a
lot of papers on the table. Setting the gaming
table on fire is no way to finish the session.

Speaking of reading the character sheets, even in
good lighting some gamers might have problems
reading if the typeface is too small. Running all
the campaign handouts through a photocopier set
to enlarge will help, though you need to be
careful. I’ve used the photocopier method to
enlarge patterns, and keeping the larger image
from going off the edge of the paper can be
tricky. (The other question is whether there’s
room at the gaming table for an 11” x 14”
character sheet.) If you use a computer, it’s
simpler to print everyone else’s copies of the
handouts, then reset the font size and print a
copy for the person who needs larger type.
You’ll go through more paper and toner; in my
experience, resizing from 11 point to 20 point
will just about triple the number of pages.
However, those pages will still fit in a standard
folder or binder.

If someone has problems with small type, that
person may have problems reading the numbers
on an average-size die as well. Fortunately, 6-
sided dice are already available in larger sizes for
the visually handicapped. You’ll pay more for
them, and rolling a 14d6 attack is going to take
one huge dice cup, but they are on the market.
The group can also try out Bob Greenwade's
Diceless Hero, on the Web at
(http://www.klock.com/public/users/bob.greenwa
de/diceless.htm). This would also be an option
for gamers who can't manipulate dice easily.

Color blindness won’t be a big issue in most
games, though the original Marvel Super Heroes
game used a color-coded results chart, and
collectible card games (CCGs) use all sorts of
different-colored icons. However, if you do have
someone with color blindness in the game, be
sure that player can distinguish the different
counters you’re using. It doesn’t help to
announce that the green Parcheesi pieces are
VIPER agents and the red ones are VIPER
supervillains if a player can't distinguish red
from green.

Medication

If a gamer is on medication, whether it’s for a
long-term disability or for a short-term problem,

you may need to adjust the game schedule a bit.
Some medications, such as anti-seizure drugs,
need to be taken at set times. Others need to be
taken with food, or a certain time before/after
eating. None of this will disrupt the game
severely, but the group should be prepared for
slight delays. Don’t, please don’t, tell someone
their medication can wait until after the next
encounter. Unless you are that gamer’s doctor,
the gamer knows the medication schedule better
than you do. It might not make a difference, or it
might — I’ve known people who needed to take
their medicine on a tight schedule.

Side effects from medicines can affect
someone’s playing ability. Many over-the-
counter remedies for colds, allergies, and sinus
problems are labeled “can cause drowsiness.”
Many prescription medicines have the same
warning label. I don’t know too many gamers
who can make sound tactical decisions when
they’re half-asleep. On the other hand, a gamer
who is bouncing off the walls because his
medication gets him wired will also have trouble
concentrating on the game. If a person’s
medications are going to have a strong effect on
her, consider scheduling a break for a short nap,
a quick jog around the block, or whatever else
will get that person back in shape for the game. I
would suggest scheduling the game so that
player won’t need to take anything during it, but
that may be more hassle than it is worth.

Don’t forget about drug interactions. Alcohol
and many prescription drugs don’t mix, if you
have booze at the game make sure no one’s
going to grab the wrong brown bottle by
mistake. With some medications, there’s not
much of a safety margin. I know someone taking
very small doses of an anti-migraine drug, and
her doctor spent 5 minutes telling her the “no
alcohol” sticker on the bottle meant exactly that.
Medications can react with other things as well;
like that herbal supplement one of the people in
the group ran across that's supposed to be so
great, or the over-the-counter (OTC) cough syrup
the host offered you. (I’ve actually played with
people who would offer OTC remedies if another
person in the game wasn’t feeling well. I don’t
know if they ever bothered to read the “do not
take if...” list on the package.) For the most part,
the person taking the medication should be aware
of what he has to avoid. If he says he can’t take,
eat, or drink something, don’t push.
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This also applies to food allergies and dietary
restrictions. No matter how much work you put
into baking a German Chocolate cake from
scratch, do not try guilt-tripping the person with
a coconut allergy into "eating just a little
bit." If you're in charge of bringing snacks
to tonight's game, be sure there's
something everyone can eat.

Fairness Issues

Does your group have any "house rules"
that apply to the players, as opposed to the
characters or game system? For example,
many GMs want advance notice if a
player can't make it. A person with a
chronic health problem can have a
genuine flare-up five minutes before it is
time to leave for the game. Some GMs
give bonuses to skill rolls if a player can
demonstrate just how she's (for example)
tiptoeing across the creaky floor; someone
with mobility problems would be locked
out of ever getting those bonuses.

The best way to deal with this would be to get
the whole gaming group together to discuss
matters. Put all the facts out on the table, and
decide as a group what needs to be changed to be
fair to everyone. Perhaps the skill roll bonus can
apply to very clear descriptions as well as
demonstrations; maybe the attendance rule can
be eased a bit, to allow for both health problems
and other last-minute conflicts.

Whatever the group decides on, remember that
fairness is a two-way street. To use the skill roll
bonus example, if one player is allowed to get
the bonuses by describing his actions, everyone
should be allowed to.

Getting the Facts

I’ve referred several times to asking the
handicapped person if something is causing a
problem. If you intend to bring a handicapped
gamer into a gaming group, or start a group that
includes a handicapped gamer, sitting down and
talking with that person about the handicap is the
first step. It really isn’t all that hard to game with
a disabled person, and I hope I haven’t given that
impression, but you do need to know the facts.
Given those facts, and many handicapped people

are willing to discuss them, you can judge what
if anything will need to be done to fit that person
into your game.

If you want more detail than the gamer
can give you, or if you want to
crosscheck the information, there are
other sources available. Many locales
have support groups for disabled people
and their caregivers, if you need
information on a common disability
check the phone book. There is a
remarkable amount of nonsense
masquerading as medical information
on the Internet, but you don't have to
weed through it all yourself. The Health
On the Net Foundation (www.hon.ch)
has a searchable database, and offers
certification to sites that provide
accurate information and follow a code
of ethics. The Internet Healthcare
Coalition (www.ihc.net) is, as of this
writing, working on a similar database.

Have fun opening up your game!

Copyright 1998, 2000 Leah Watts

_______________________________________

CHAMPIONS TIPS AND TRICKS
(from page 44)

Champions-related websites, as well as a couple
of dice-rolling utilities. I have yet to use my
laptop while GMing, but I am looking forward to
trying it out. (I’m also looking for more gaming-
related computer utilities, especially one to
manage my sound effects, since I plan to make
good use of my laptop’s sound capabilities.)

There are a lot more ideas for making
gamemastering easier than the ones I’ve
presented here. Some of them can be found on
various gaming websites; others can be found
elsewhere in this and in other publications. Some
of them can be found just by sitting down with
your fellow gamers. Wherever you find them, try
them out and see which ones work best for you.

Copyright 1995, 2000 Rodney Ruff

________

“Put all the
facts out on

the table,
and decide
as a group
what needs

to be
changed to
be fair to

everyone.”
________
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EZ PLACES

SMILEY JOE’S SPORTS SHOP by Dave Mattingly

Background: This storefront seems to be
cursed, in that no business seems to be able to
last more than six months in this spot. In the past
few years, this store has specialized in
automotive, groceries, books, vitamins and
health foods, fruits and vegetables, videotapes,
pet supplies, toys and games, and hobbies and
crafts. Smiley Joe moved in three weeks ago, and
is waiting for business to pick up.

Appearance: The store consists of 1000 square
feet (25 square hexes) of retail floor space, with
a 300 square foot stock room, an office, a break
room, and two restrooms. There are outside
doors (DEF 5, BODY 3) leading from the stock
room and the break room, and a set of double
doors (DEF 3, BODY 3) at the main entrance.
Two bay windows (DEF 3, BODY 1, alarmed)
let in the light at the front of the store, and one
on the side. The outside walls are constructed of
steel and mortar (DEF 7, BODY 5). The interior
walls are drywall (DEF 2, BODY 3).

Aisle 1, NETS/BALLS: Volleyballs, nets, poles
and spikes, badminton rackets, birdies

Aisle 2, BALLS: Basketballs, baseballs, bats,
mitts, catcher's masks, bowling balls

Aisle 3, WHEELS: Skateboards, skates, roller
blades, hockey sticks, pucks

Aisle 4, FISHING: Fishing poles, lures, tackle
boxes, refrigerated bait

Aisle 5, GOLF: Golf clubs, golf balls, golf bags,
tees, cleats

Aisle 6, FOOTBALL: Footballs, soccer balls,
football helmets, bike helmets

Aisle 7, OUTDOORS: Tents, sleeping bags,
lanterns, kerosene, propane,
flashlights, swim fins

Aisle 8, WEAPONS: (locked cabinet)
handguns, rifles, knives, bullets,
BBs, paintball pellets, bows,
arrows

Aisle 9, EXERCISE: (window display)
trampoline, weights and barbells

Equipment: Many of the items inside the
store can be useful for a gaming session.
The sports motif was chosen for its myriad
offensive, defensive, and just plain cool
items of opportunity.

Any other pieces of equipment not listed should
be available if a PC needs it (or just thinks it
would make a nifty scene). Pool cues, boxing
gloves, jumping rope, or whatever else would
make sense should be around somewhere. If the
location in the store is not known, roll 2d6-1 to
find the aisle number. A roll of 10 means that the
item is in the stockroom, and 11 is unavailable.

Imagine the fun of using a fishing rod as a
fencing weapon, or a lantern as a Molotov
cocktail, or a 50-pound weight as a missile
deflector. Let your imagination go wild.

Notes: For combat maneuvers involving sports
equipment, a PS: <particular sport> can be
complementary to combat rolls. A character can
grab an item off the shelf and use it immediately
as a new half action maneuver, the Snap Grab
(combining the aspects of Grab versus a focus
and Snap Shot). For a -2 OCV and -2 DCV, a
character can grab a weapon to fight with or to
throw, or grab a defensive item to block with.

Variations: This map can be used for many
kinds of small specialty stores. The only aspect
of the store that needs to change with a different
business focus is what is kept on the shelves.
Any product-oriented business with a moderate
amount of stock items would fit.

This floor plan could be used as the standard
storefront for the vendors in a mall. Just change
the parking lot into a hallway, and the stores will
come lined up alongside each other. Move the

office to the bottom and move the stock door
to the back, where the manager’s office is
now.

Campaign Use: The history of the ever-
changing store is just an excuse for the GM
to reuse the same store layout for multiple
scenes. No matter what type of store you
decide to use the layout for, there are some
great ways you can use it.

Shootout — Some armed thugs (1 per PC,
Skilled Normal stats) hold the store clerk at
gunpoint while they steal the guns and
ammunition from the locked cases. There are
also customers and employees to avoid/save.

SMILEY JOE’S
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Shopping Spree — A PC won a contest, and gets
30 seconds (in a single trip) to take whatever he
wants. Watch him calculate the best route, in the
one minute notice he’s given to plan his run.
Should he try to carry as much as he can, or load
up a shopping cart, which offers greater carrying
capacity but reduces mobility? Should he spend
ten seconds asking the manager for the key to the
gun case, or try to pick the lock himself or even
smash the glass?

Help Wanted — A PC or one of his associates
(DNPC, Contact, even a Hunted!) takes a
temporary job at the store. If there’s no financial
pressure to do so, maybe he’s filling in for a sick
friend or relative. How will he deal with the
blowhard manager, who has an odd reverence for
sporting goods, and the pimply slacker checkout
boy?

Copyright 2000 Dave Mattingly

Name Damage S. Min OCV DCV DEF BODY Notes
Aisle Shelf 8d6 28 -3 -1 4 4 +2 to +4 DCV for Cover
Baseball 4d6N 0 +1 +0 5 2 Balanced, Aerodynamic
Baseball Bat 4d6N 3 +1 +0 5 3
Baseball Mitt — — — -1 3 2 +2 OCV for Catching
Basketball 3d6N 3 +0 +0 4 2 Balanced, Aerodynamic
Biking Helmet — — — +0 4 2 Hit Locations 3-4
Bowling Ball 6d6N 15 -1 -1 7 4 Balanced
Car / Truck 12d6 30 -1 +0 3 14 +1 DC/DEF/BOD for Truck
Cleats ½d6K 3 -1 -1 4 2 No CV penalty when worn
Dart 1 pip K 0 +1 +0 2 2 Balanced, Aerodynamic
Dumbbell 5d6N 15 -1 -1 6 4
Fishhook 1 pip K 0 -2 +0 3 1 +1 STUN Multiple
Fishing Rod ½d6K 5 +0 +0 4 2 +1” Reach
Fishing Wire 1d6K 5 -2 -2 4 2 Use as Garrote
Flashlight 3d6 3 +0 +0 4 2 Batteries Not Included
Football 3d6N 3 +0 +0 4 2 Balanced, Aerodynamic
Football Helmet — — — +0 4 3 Hit Locations 3-5; -1 PER
Free Weight 6d6N 20 -1 -1 8 4 Balanced
Golf Ball 2d6N AP 0 +1 +0 5 2 Balanced, Aerodynamic
Golf Club 1d6+1K 8 +0 +0 4 4
Hockey Puck 4d6N 0 -1 +0 6 3 Bal., +1 OCV on Ground
Hockey Stick 4d6N 8 +0 +0 5 2
Hunting Knife 1d6+1K 8 +1 +0 5 2 Balanced
Ice Skates 1 pip K — — -1 4 2 ±2” Running (on/off Ice)
Kerosene Tank 3d6NX 8 -1 -1 4 2 Exceed DEF for Explosion
Propane Tank 6d6NX 13 -2 -2 5 2 Exceed DEF for Explosion
Roller Blades — — — -1 4 2 +3” Running
Roller Skates — — — -1 4 2 +3” Running
Shopping Cart 4d6N 13 -1 -2 3 7 +20 STR carry, turn mode
Skateboard — — — -1 4 3 +4” Running; Turn Mode
Sleeping Bag Entangle 5 -2 -1 2 2d6 Snuggly soft
Soccer Ball 3d6N 3 +0 +0 4 2 Balanced, Aerodynamic
Swim Fins — — — -2 2 2 +2” Swim; -2” Running
Swiss Knife 1d6K 3 -1 +0 4 3 Many other functions
Tackle Box 4d6 5 -1 +0 4 3 Can Block
Tennis Ball 2d6N 0 +1 +0 4 2 Balanced, Aerodynamic
Tennis Racket 3d6 3 +1 +0 4 3 Can Block
Tent Entangle 5 -3 -1 2 2d6 AE 1 Hex, Full Phase
Tent Spike 1d6K 10 +0 +0 5 4 Balanced
Trampoline — — — -3 6 2 +3” Leap
Volleyball 3d6N 3 +0 +0 4 2 Balanced, Aerodynamic
Volleyball Net Entangle 10 -2 -1 3 3d6 Unwieldy
Volleyball Pole 5d6N 13 -1 +0 5 3 +1” Reach
Weapons as per Book
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BREAK ROOM

REST ROOMS
MGR’S OFFICE

STOCK ROOM

CHECKOUT

SHOPPING AISLES

1 2 3 4

5 6 7 8

9
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UNUSUAL SUSPECTS

Hardbody by Tom Lively

Cheryl Connelly

Val CHAR    Cost Notes
42 STR 27 81/3d6, 8960 kg
18 DEX 24 OCV: 6 / DCV: 6
33 CON 46
22 BODY 24
10 INT 0 PER Roll 11-
11 EGO 2 ECV: 4
18 PRE 8 PRE Attack 3½d6
20 COM 5
35 PD 26 Total PD: 35/35r
35 ED 27 Total ED: 35/35r
4 SPD 12 Phases: 3, 6, 9, 12
15 REC 0
66 END 0
60 STUN 0

Total Costs:
Char: 201 + Powers: 179 = Total: 380
Base: 150 + Disads: 230 = Total: 380

Cost Powers END
5 Invulnerable: Elemental Control, 5

points
20a Irritable: 1½d6 HKA (3d6+1 w/ STR),

0 END, OIF: Nails
6b Irresistible: Energy Blast 2d6, No

Range, Adds to STR (+½), 0 END,
Strikes Only (-½)

2c Immovable: Density Increase, 1 Level,
Persistent, Always On

39d Impervious: Damage Resistance 35
PD, 35 ED, Hardened

25d Independent: Full Life Support
12e Unbreakable: Hardened 35 PD, 35 ED
5f Impenetrable: Lack of Weakness, -10
5g Unsinkable: Power Defense, 10
8 Swift: Superleap +8” (14” Total) 1
6 Swift: Running +3” (9” Total) 1

Cost Combat Training
10 CSL: +2 w/ Hand-to-Hand Combat
16 Martial Arts: Kickboxing

Block +2 +2 Block/Abort
Jab +2 +1 101/3d6
Punch +0 +2 121/3d6
Kick/Hook -1 +1 141/3d6

Cost Skills and Talents
2 AK: Venice Beach 11-
3 Breakfall 13-
2 KS: Fitness 11-
3 Paramedic 13-
3 Seduction 13-
2 PS: Bodybuilding 11-
2 PS: Physical Trainer 11-
1 Psychology 8-
2 SS: Anatomy 11-

150+ Disadvantages
5 Distinctive Features: Husky, Sexy Voice

(Easily Conc)
5 Distinctive Features: Muscled Body &

Beauty (Easily Conc)
10 DNPC: Father (Normal) 8-
10 DNPC: Mother (Normal) 8-
10 DNPC: Friend, Peter Fowler (Normal) 8-
10 Duty: Powers Foundation 11-
10 Enraged when innocents attacked (Common)

11-, 11-
20 Hunted by Viper (As Pow, NCI) 8-
15 Hunted by Fury (Mo Pow) 8-
15 Hunted by Tower (As Pow) 11-
5 Phys: Inattentive -1 Perception Roll
10 Phys: Inpenetrable Skin
10 Psych: Flirtatious (Com, Mod)
20 Psych: Code Vs. Killing (Com, Total)
15 Psych: Hero's Code (Com, Str)
10 Psych: Yearns for normal life (Uncom, Str)
15 Psych: Hates Bullies (Com, Str)
1 Quirk: Loves playing with children
1 Quirk: Poses in front of the mirror
1 Quirk: Listens to Alternative and Classic

Rock
1 Quirk: Decorates her apartment in '60's motif
1 Quirk: Gives workout tips
10 Public Identity
10 Reputation: Invulnerable Superheroine 11-
5 Rivalry with other bodybuilders

(Professional) 8-
5 Watched by Media 8-

Background/History: Cheryl Connelly grew up
in an upper middle class neighborhood of Long
Beach, California. Her father is a CPA and her
mother a homemaker. Both her parents are
upstanding moral citizens who live a happy but
predictable life. In short Cheryl's life could not have
been more boring. As many children do, Cheryl
rebelled. She craved excitement and found it during
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an outing with her friends in Venice Beach.
Cheryl began hanging out in Venice when she
was sixteen and moved there when she
graduated high school much to her parents
chagrin. They had hoped she would attend
college and get a degree so she could make
something of her life. But she loved the
alternative lifestyle and the people who
seemed not to have a care in the world. Then
there were the guys. Not just any guys, the
body builders who frequented Venice.

Cheryl fell in love with the idea of muscles.
She would sit and watch for hours as the
rippling sinew and tendons danced beneath the
skin of these bronze Gods. She made up her
mind that she would be a spectator no more.
For the next five years she devoted herself to
building the perfect body. She instituted a
strict regimen of weightlifting coupled with a
cardiovascular workout of Tae-Bo. After
awhile the work really started to pay off. She
began entering bodybuilding and fitness
competitions and was steadily building a name
for herself on the amateur circuit.

On the eve of her first professional
competition in Santa Monica she was
extremely nervous and it carried over into her
routine. She finished 18th out of 20
contestants. Disgruntled and disappointed she
left the gym and went for a walk on the pier.
The waves below seemed to tease her as she
wandered aimlessly. Disconnected, she didn't
notice the men at the end of the pier emptying
barrels into the ocean as she dove in. A
tingling sensation began to creep over her skin
as she swam through the contaminated water.

As the sensation turned to pain she noticed
herself sinking into the sea. As she struggled
unavailingly to get to the surface her body
gave in and she lapsed into unconsciousness.
She awoke in the hospital to the commotion of
nurses who had unsuccessfully been trying to
administer her an IV. As her eyes opened
another needle snapped on her arm. One of the
nurses mentioned the word Metahuman and
said they would need to call in a specialist.

Cheryl could not believe her ears, were they
talking about her? Cheryl rose, snapping the
restraints as she did so. The nurses stepped
back nervously. As Cheryl shook her head to
clear the cobwebs the picture came into focus.
She looked at her body and it was molded just
as if she was pumped for a competition. She
pinched herself to see if she might be
dreaming and could barely feel her fingers
against her skin. In fact she couldn't pinch her

skin, it was as if it was composed of steel. When
the specialist arrived he explained to her that she
had indeed gone through some type of
transformation, she was now nearly invulnerable
and her Strength had increased 50 fold. He then
gave her the number to a therapist who specialized
in such traumatic episodes and released her.

As Cheryl left the hospital still stunned by her
sudden transformation she failed to notice the large
black van that followed her. Suddenly, five men in
green armored suits broke her reverie. They
swarmed her, each armed with a strange type of
gun. As they began to fire, the shots bounced off of
Cheryl's body and a stray blast struck an innocent
bystander. Cheryl flew into a rage and made quick
work of the Viper five team just as personnel from
the hospital pulled the innocent to safety. Cheryl
went in to the hospital to check on the innocent and
upon being told that he was just stunned and would
recover she walked out pondering her place in life.
Cheryl decided at that moment to dedicate her new
powers for the force of good. But she would need a
snappy name and a killer costume. Just then she
heard a guy in nearby car whistle and say "Hey
hardbody I think I love you!", and so Hardbody was
born.

After a short time as a solo heroine she was
approached by a man named Justin Powers and
invited to join the Power Foundation, a loose knit
Superhero organization which provided its
members with good pay and medical and legal
benefits. She accepted the invitation and now works
for them. Hardbody also makes public appearances
and gives anti-drug and gang lectures in local
schools. She has been very well received in the L.
A. area and in general enjoys her new life.

Personality/Motivation: Hardbody is for the
most part a carefree and fun-loving soul who has
been instilled with a deep sense of responsibility.
She has a wonderful sense of humor and enjoys
making light of combat situations. Her flirtatious
streak is evident and she loves to taunt men with
her gorgeous appearance. Cheryl sometimes regrets
the accident that gave her the power she now has.
She realizes that she can no longer live a normal
life and occasionally finds herself moping over that
fact. It is during those fazes of melancholy that she
often returns home to see her parents.

Hardbody truly wants to make the world a better
place. She gives a lot of her time to charities and
other worthwhile organizations. She loves the
feeling of satisfaction she gets whenever she helps
someone in need. To this end she has enrolled in
college majoring in psychology. She would
eventually like to take up social work to help
underprivileged kids.
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Although normally slow to anger Hardbody
will not tolerate the mistreatment of innocents,
particularly children. She tends to lose control
when she is witness to such mindless abuse.
She despises bullies and will take action to
prevent any instances she sees. Hardbody will
not kill and will actively prevent others from
doing so. She is very protective of her friends
and teammates, to attack them is inviting
trouble from her.

Quote: "Heh, that tickles honey, do it
again."

Powers/Tactics: Hardbody is by no means
a tactician and relies on others to provide
plans when in combat. Without such direction
she simply picks a tough looking foe and uses
kickboxing to take him down. She is not
overconfident in spite of her invulnerability
and will retreat if she feels it becomes
necessary. Although she is a skilled and
powerful hand to hand combatant she is
careful when using her strength. She will only
use full strength against foes that prove
capable of withstanding the force.

Hardbody's body has undergone a mutation
making it nearly impervious to harm by nearly
everything that it has so far been exposed to.
She can be stunned or knocked unconscious
but it takes incredible force to do so. As of yet
nothing has proven able to lacerate her skin.
With the invulnerability, she has gained
Superhuman Strength and Endurance. So far
she has proven able to benchpress about 7
tons. Her entire body has been made
invulnerable, therefore her nails and hair are
hardened. and can be cut only with the most
powerful devices. She can use her nails as a
formidable killing attack but will not do so
against living foes. Her immune system and
internal organs seem to have undergone the
same mutation as her epidermis as she is no
longer susceptible to disease, poison or aging
and need not eat nor even breath.

Appearance: Hardbody is an extremely
beautiful woman with a body of
proportionately massive muscle. She is always
ripped, appearing like a bodybuilder pumped
for a competition. Her long brunette hair falls
gently upon her shoulders but always has a
slightly tussled appearance. Her eyes are dark
brown but flecked with green so that they
appear almost metallic. Hardbody wears no
costume but is commonly seen in skimpy
clothes that accentuate her physique. She is
5’8” tall and weighs in at 348# due to her
altered cell structure. When traveling

incognito she wears baggy clothes that hide her
physique so that she doesn't attract attention, a
difficult task given her incredible beauty.

Notes: When I created Hardbody I was
admittedly going for a classic brick. I have allowed
her to purchase some special powers in her element
control under the premise that if her element
control is somehow targeted and effected by an
adjustment power all of her powers will be affected.
I gave her a 42 Strength to purposely demonstrate
my Expanded Strength Chart (see below). Although
she is not on the same Strength level as most of the
bricks in my campaigns, her martial arts helps to
balance this.

Copyright 1999, 2000 Tom Lively
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Bonus Article!

EXPANDING STRENGTH by Tom Lively

Strength (STR) is the common characteristic
by which all damage in the Hero System is
based. Five points are equal to 1d6 of damage
and each five points allow the character to lift
twice as much. That much we all know, but
what of the rest of the points?

In real life you will find very few people that
are the exact equals in strength. Some will
have more muscle, some more sheer power
and still some lack either. In the Hero System
it seems that most characters try to keep their
STR divisible by five in order to avoid having
to roll half dice. It is my opinion that this
should be discouraged and characters should
in fact have varying ranges of STR.

What is one point of STR worth? Well the
way the rules stand nearly nothing. One point
of STR gives a character ½ a point of STUN
(which rounds to one point), 1/5 a point of PD
(equating to nothing) and 1/5 a point of REC
(again equating to zip!).

The rules regarding STR should be expanded
to make it worth something. For this reason,
here are some suggestions on expanding STR
to alleviate the monotony of 15 and 20 STR
characters. Expanding on the lifting chart, a
character with a STR of 51 could lift 30 tons
— 5 tons more than a 50 STR could.
Shouldn't that be worth something? The
following chart presents my ideas to help
expand the worth of STR.

Expanded Strength Chart

Extra
STR

Lifting
Multiplier

Damage
Modifier

Roll
Modifier*

+1 x1.2 +1 Comp: 8-
+2 x1.4 +1/3d6

(1 to 2)
Comp: 11-

+3 x1.6 +½d6
(1 to 3)

Comp: 14-

+4 x1.7 +1d6-1# Comp: 16-
+5 x2 +1d6 +1

*maximum bonus is +1.
# minimum damage is 1 pip

Lifting Example: Cinderblock has a 61 STR, and
under the rules as they now stand, she could lift 100
tons. As the preceding chart presents, she can now
lift 120 tons.
Note: This does change the lifting abilities
presented in the standard STR chart with regards to
STRs that end in 3 or 8.

Damage Example: Tank is attacking Shale with a
punch from his 52 STR doing 101/3d6. Tank hits and
rolls his dice, he rolls 42 STUN and 11 BODY on
the first ten dice then rolls another die to determine
his 1/3 die. He rolls a 4 and adds two to his previous
roll resulting in 44 STUN and 11 BODY. Shale has
a PD of 18 and applies the remaining 26 points to
his STUN, additionally he compares the damage to
his CON of 25 and is stunned. Tank is grateful for
the additional two points of STR he purchased and
follows up with a haymaker, knocking Shale out.

Roll Modifier Example: A STR versus STR Contest
would run something like this. Rock (STR 52) will
try to pull Sledge's (STR 50) hammer away from
him. The two bricks begin struggling for control of
the hammer. Sledge rolls a 12 on his STR roll (19-).
Rock rolls a 13 (also 19-). Normally Sledge would
retain control of the hammer; however, Rock gets a
complementary skill roll of 11- because of his
superior STR. He rolls a 10 and subtracts one from
his previous roll, resulting in a tie. The battle rages
on! On the next phase Sledge rolls an 11; Rock
rolls an 11 as well, but rolls his complementary
skill roll and gets a 9. With one mighty jerk, Rock
wrenches the hammer from Sledge's grasp!

Copyright 1999, 2000 Tom Lively
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Samaritan by Dave Mattingly

Royce Cunningham

Val CHAR     Cost Notes
25 STR 20 5d6, 800 kg
20 DEX 30 OCV: 7 / DCV: 7
18 CON 16
15 BODY 10
18 INT 8 PER Roll 13-
15 EGO 10 ECV: 5
18 PRE 8 PRE Attack 3½d6
10 COM 0
8 PD 3 Total PD: 12/4r
8 ED 4 Total ED: 12/4r
4 SPD 10 Phases: 3, 6, 9, 12
9 REC 0
36 END 0
37 STUN 0

Total Costs:
Char: 119 + Powers: 131 = Total: 250
Base: 100 + Disads: 150 = Total: 250

Cost Powers END
4 Super Healing: Regeneration 1 BODY

per Day

Cost Equipment
5 Motorcycle: Vehicle “Balaam”
5 Leather Armor: Armor, +4 DEF,

Activation 14-, OAF: Biker’s Helmet
and Outfit “Customary Garb”

7 Steel Pole: Hand Attack +5d6, OAF:
“Walking Staff”

2 Steel Pole: Stretching +1”, OAF
2 Steel Pole: Superleap +5” (10” Total),

OAF
3 First Aid Kit: +3 Skill Levels w/

Paramedic, OAF: “Medicine Bag”
2 Police Radio: Radio Listen and

Transmit, OAF: “Ears of Danger”
4 Palmcorder: Eidetic Memory, Audio

and Video Only -¼, OAF: “Scroll of
Memory”

2 Tinted Helmet: Flash Defense, OAF:
“Eyes of Vigilance”

13 Handcuffs: Entangle, 5 DEF, 1 BODY,
Transparent to Attack, No Range, 4
Recoverable Charges, Lockpicking and
Contortionist Add to STR -¼, Target
Must Be at 0 DCV -1, Can Only
Entangle Paired Limbs -½, OAF:
“Bonds of Servitude”

12 Pistol: 2d6-1 RKA, +1 OCV, 6 Shots, 2
Clips, OAF: “Rod of Smiting”

6 Pepper Spray: 2d6 Flash, Explosion, 2
Charges, Reduced by Range, Gestures,
Beam, Not in Heavy Winds -¼, OAF: “Tears
of Anguish”

Cost Cop Skills and Talents
1 Bureaucratics 8-
1 CK: Hudson City 8-
6 Contact: Police Force 12-
3 Criminology 13-
3 Deduction 13-
2 KS: Law 13-
3 KS: Law Enforcement World 14-
2 KS: Police Procedures 13-
2 PS: Cop 11-
2 Perk: Concealed Weapons Permit
2 Perk: Police Powers
1 Security Systems 8-
3 Streetwise 13-
-3 Cop Package Deal

Cost Doctor Skills and Talents
1 Computer Programming 8-
3 Forensics 13-
1 KS: Cemeteries and Funeral Homes 11-
2 KS: Dead People 13-
2 KS: Medicine 13-
3 Paramedics 13-
1 Perk: Licensed Doctor
2 PS: Doctor 13-
3 Scholar
1 SS: Anatomy 11-
2 SS: Biology 13-
1 SS: Chemistry 11-
1 SS: Pharmacology 11-
3 Scientist
-3 Doctor Package Deal

Cost Background Skills and Talents
3 Combat Driving (Motorcycling) 13-
2 KS: Bible/Religion/Church 13-
1 KS: Chinese Food 11-
1 KS: Soap Operas 11-
1 Language: Chinese
5 Perk: Wealth

100+ Disadvantages
5 Distinctive Features: Odd costume (Easily

Conc)
15 Hunted by Mafia (As Pow, NCI) 8-
15 Hunted by Maestro (Mo Pow) 8-
20 Normal Characteristic Maxima
5 Phys: Allergic to penicillin (Inf, Sli)
5 Phys: Night owl /day sleeper (Inf, Sli)



March/April 2000 www.ezhero.com EZ Hero #1

Unusual Suspects: Samaritan Dave Mattingly Page 57

5 Phys: Subject to orders (Inf, Sli)
20 Psych: Good Samaritan (V Com, Str)
15 Psych: Law-abiding (Com, Str)
15 Psych: Christian values (Com, Str)
5 Reputation as good guy, 8-
15 Secret ID
5 Vulnerability to chemical attacks, 1½x

STUN (Uncom)
5 Watched by Police Dept. (As Pow,

NCI) 8-

Background: Royce Cunningham is a
police medical researcher. He used to just do
forensic and medical analysis stuff, and rarely
got out into the field.

But then a few months ago, he was
transporting an experimental Lazarus serum
(that can temporarily revive flatline patients in
some cases) across town to an advanced
genetic research facility. He witnessed a gang
killing, and attempted to stop it. The victim’s
body was never found, and the killers were
never identified.

Royce was wounded, and left for dead. The
citizens who saw what had happened didn't try
to help, or even call an ambulance. He was
losing blood fast, so he injected some of the
serum into himself, just before he passed out.

He woke up in the hospital, having been
unconscious for three days. And he felt great!
Better than he ever had. He has been put on
extended medical leave (a new police
department status — he only has to report in
every couple of weeks, but he still gets to keep
his gun, badge, and other police stuff) while
his wounds heal.

He hasn't mentioned his genetic condition
to his department yet, since he suspects
corruption in the force, and he wants to see
how his new condition turns out. After a little
bit of study, he found that the Lazarus serum
has bonded with his own blood, and his own
body has begun to manufacture more of it
(like Captain America and the super serum).
He seems to be stronger, faster, and more
resilient than before.

He looks at his condition as a gift from
above. He wants to use his powers to be a
beacon to the community. By setting a shining
example, he hopes to restore the city's Good
Samaritan spirit, so that others in need won't
feel abandoned. He has assumed a costumed
identity, to keep his police connection a
secret, and now patrols the city as The
Samaritan.

He has worked the night shift for the last four
years at the police station. His contacts on the force
mostly work at night, too. This means he has to
throw his schedule out of whack if he needs to do
anything during the day. His typical waking day is
from 5 PM to about 10 AM.

Powers/Tactics: The Samaritan is stronger,
faster, and smarter than most people. He carries
normal cop equipment, except for his steel
collapsible hook staff, painted to look like a
walking stick.

In combat, he’ll generally warn first, then fight to
subdue. If he has a chance, he’ll set up his
palmcorder to record where he expects the action to
be. He’ll generally handcuff the bad guys to
something afterwards and leave before the police
get there.

Personality/Motivation: Samaritan is an
optimist. He’s cheerful because he has a spiritual
hope that he’s trying to convey to others. He’s not
stupid, or afraid to be stern with evil, though, but he
does try to set a positive example.

He’ll often check that injured innocents and even
thugs are going to live before he goes after the bad
guys.

Appearance: The Samaritan wears a white toga-
like robe with a red tunic over his leather biker
outfit, with his boots painted to look like sandals.
His motorcycle mask has a turban look to it (red
cloth strips glued onto it), and the tinted faceplate
has a brown beard glued to the bottom. His
motorcycle is painted to look like a donkey (named
“Balaam”).

He carries business cards in hero ID. He leaves
one with those he helps, along with a $100 bill
stapled to the back. The cards are printed in gold
ink (the golden rule, you know). All they say are
“The Samaritan,” and "Love thy neighbor," with
the Biblical verse (Matthew 19:19) listed.

Quotes: “Stop or I’ll smite!”
“Stop in the name of God’s law!”
Notes: For the campaign Samaritan was written

for, the prices for contacts were doubled. In a
normal campaign, his police force contact would
have a higher roll for the same amount of points.

When I wrote Samaritan, the background was
invented first, and the name came last. The story
just flowed from my fingers — I was as surprised at
what came next as anyone else would have been. It
was almost as if I was channeling Samaritan.

Samaritan was created to be an example of good
in a Dark Champions pbem campaign.

Campaign Use: Samaritan can be used as a
conscience for a darker character. By showing up at
a time when a PC is about to do something wrong,
he can show a better way.
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He can be contact for medical or police
information to a PC who has no direct ties to
either community.

He can be a rival do-gooder for an
upstanding hero.

Copyright 1999, 2000 Dave Mattingly

Illustration by A
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Scaramouche by Michael Surbrook

Francis Perrin

Val CHAR     Cost Notes
50 STR 40 10d6, 25 tons
30 DEX 60 OCV: 10 / DCV: 10
30 CON 46
15 BODY 10
14 INT 4 PER Roll 12-
17 EGO 14 ECV: 6
18 PRE 8 PRE Attack 3½d6
16 COM 3
25 PD 15 Total PD: 25/15r
20 ED 14 Total ED: 25/10r
5 SPD 10 Phases: 3, 5, 8, 10, 12
16 REC 0
60 END 0
60 STUN 5

Total Costs:
Char: 213 + Powers: 91 = Total: 304
Base: 100 + Disads: 204 = Total: 304

Cost Powers END
12 Invulnerability: Damage Resistance,

15 PD, 10 ED
6 Running: Running +3” (9” Total) 1

Cost Combat Training
15 Hand to Hand Combat Skill: +3 w/

HTH

Cost Business and Tarot Council Skills
3 Bureaucratics 13-
3 Conversation 13-
3 High Society 13-
4 KS: Metahumans 13-
5 KS: Tarot and Tarot Symbolism 14-
3 Persuasion 13-
2 PS: Administrator — Institute for the

Research of Paranormal Activities 11-

Cost Background Skills and Talents
3 Gambling 11-
4 KS: Gourmet Cooking 13-
4 KS: Wines 13-
3 Language: English
0 Language: French (Native)
3 Language: German
1 Perk: International Driver’s License
1 Perk: Passport
1 Perk: Pilot’s License
10 Perk: Wealth

2 PS: Cooking 11-
1 TF: Small Planes
2 WF: Small Arms

100+ Disadvantages
5 Distinctive Features: Arrogant, snobbish air

of superiority (Easily Conc)
10 Psych: Arrogant and snobbish behavior

(Com, Mod)
20 Psych: Overconfident (V Com, Str)
20 Psych: Self-centered, only looks out for

“number one,” himself (V Com, Str)
5 Reputation as Member of Tarot Council, 8-
10 Rivalry with The Chariot (Professional,

Superior)
15 Secret ID: Francis Perrin
10 Unluck, 2d6
15 Watched by other members of the Tarot

Council (Mo Pow, NCI) 14-
91 Experience

Background/History: The son of a rich
French industrialist, Francis Perrin never had to
want for much of anything.  Fine food, clothing,
fast cars, vacations on the Mediterranean, he had it
all.  Aside from his money and good looks, Francis
also possessed another talent that set him apart
from others, his strength.  With the onset of
puberty, Francis' strength grew at an astonishing
rate.  By the time he was twenty, he could easily lift
a car with one hand, at the age of twenty-five, he
could lift a truck, and now, at the age of thirty, he
can easily lift his private plane (if he feels the
need).

This combination of money and physical
prowess brought him to the attention of the Tarot
Council at a relatively young age.  While still in his
mid-twenties, Francis was invited to become the
Council's newest Fool.  Francis, recognizing the
power resident in such an organization, agreed, but
declined to call himself “The Fool,” instead using
the more appropriate name of “Scaramouche,”
meaning “troublemaker.”

Francis has taken to the life of a Tarot Council
member like a duck to water.  He revels in the
intrigue and plotting that occurs amid the different
factions among the council.  He is also beginning to
amass a considerable personal fortune of his own,
separate from his parents.  Finally, Francis acts as
the director of the Institute for the Research of
Paranormal Abilities, a research organization
designed to examine the nature of superhuman
powers and abilities.  Although the intent of the
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Institute is focus on 'pure' research and
investigation, there is the quiet understanding
that the data gathered is geared to the
possibilities of reproducing such powers in
others.

Personality/Motivation: Francis Perrin
was a natural to be selected as the Tarot
Council's newest Fool.  He is arrogant, rich,
aristocratic and hard to get along with.  He has
great power, but chooses to squander it on
personal gain.  As such, he is the perfect
representation of chaos and heedlessness, two
major aspects of the Fool.

Scaramouche himself is greatly motivated
by personal gain.  He desires to improve his
own station in life, but doesn't care much
about the fate of others.  He sees the Tarot
Council as the perfect vehicle for his plans,
and hopes to amass great wealth and power
through the manipulation of the world around
him with the Council's help.  The Council, on
the other hand, sees Scaramouche as the
perfect tool that can easily be persuaded to
undertake almost any mission with the proper
offering of incentives.

Quote: “You want me to do what?  What
do you take me for?  A fool?”

Powers/Tactics: Scaramouche's prime
ability is his immense physical strength.  He is
also superhumanly fast, with a reaction time
greater than many trained martial artists
(superhuman or not).  He is also relatively
invulnerable, able to withstand a great deal of
punishment without suffering any noticeable
effects. Because of these factors,
Scaramouche doesn't bother much with the
way of tactics.  His usually response to a
situation is to wade in and start punching until
all opponents are down or have fled.  So far,
his strength and speed have made this rather
simple plan work quite well for him.

Appearance: Scaramouche is tall,
standing just over six feet in height, with a
reasonably muscular build.  He is blond-
haired, with dark green eyes.  When acting as
Scaramouche, he dresses in a manner
reminiscent of the common depictions of the
Fool on Tarot cards: a long-sleeved tunic or
jacket, hose or trousers, boots to the knee and
a floppy cloth cap.  As Francis Perrin he
dresses in expensive clothing, typically fine
custom-tailored suits and the like.

Copyright 1999, 2000 Michael Surbrook
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Each issue, EZ Hero
presents cutouts for
your tabletop games.
The cutouts are scaled
at one inch equal to two
meters.

Permission is granted to
print/copy these cutouts
for your own private
use. For best effect, use
a heavy bond paper,
like cardstock.
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CHUMPIONS

FILK HERO by Rodney Ruff

I Shot the GM
(to the tune of “I Shot the Sheriff”)

Original music and lyrics by Bob Marley
Parody lyrics by Rodney Ruff

Chorus:
I shot the GM, but I did not shoot the NPCs.
I shot the GM, but I did not shoot the NPCs.

1. All around the campaign town,
The game world is crumbling down.
The other players are all mad at me,
For they’ve no use for their PCs.
They’ve no use for their PCs
Because…
(Chorus)

2:. The GM set the townsfolk against me
Just why, I don’t know.
Every time, he held back my XPs
So I couldn’t reach the next level.
I couldn’t reach the next level
And that’s why…
(Chorus)

3. It all came to a head one day
The very last time we played.
All of a sudden, the NPCs in town
Were trying to drag me down,
So I shot, I shot the GM down.
I say, yeah…
(Chorus)

4. The police came and took my dice from me;
I'm locked up with no keys.
But I’ve still got my cloak of invisibility
And I’ll use it to break out.
Yes, I'll use it to break out,
And I say…
(Chorus)
(Instrumental to finish)

Copyright 2000 Rodney Ruff
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I Want Your DEX
(to the tune of “I Want Your Sex”)

Original music and lyrics by George Michael
Parody lyrics by Rodney Ruff

1. I’ve seen the way you play that game from Hero;
The characters you build make mine look like zeroes.
The little tricks you learned are tricks I’m wantin’ to know;
Sometimes I think I’m gonna beat you —
But I don’t, and that’s just the way it goes.
I want to know your secrets, and that is no lie.
I’ve never seen a player so lucky with the dice!
You’ve outfoxed the villain, and you’ve saved the day,
You’ve mastered this system, and I’ve got to say…
I want your DEX; I want your STUN. I want your DEX; I want your… DEX.

2. It’s breakin’ down my mind; I want to sell my soul —
Unconscious all the time is not the way I want to go.
I’d really like to try; oh, I really want to know
How to be the kind of gamer who can rise to any challenge the GM can throw.
I want to know your secrets, and that is no lie.
I’ve never seen a player so lucky with the dice!
You’ve dodged my attacks, and you’ve ruined my plans.
I know when I’m beaten, and I say again…
I want your DEX; I want your STUN. I want your DEX; I want your… DEX, DEX.

Agility… dexterity… (Gotta have it!) In RPG… it has to be! (Gotta have it!)
Its mastery… is all for me!

DEX is something I need to buy; DEX will help my character fly.
DEX is wonderful; DEX is good — Not all PCs have it, but all of them should!
DEX is wonderful; DEX is fun —
DEX is best when it’s higher than one! Higher than one!
(Instrumental)

DEX, I’ll be its master! DEX, I tell you, mister,
DEX, I’m gonna buy it, buy it u-u-u-up! DEX! DEX! DEX! W-w-w-w-way up!

Gotta have a raise in my dexterity, baby! Gonna have to buy it up with my XPs.
Nothing more important than dexterity, baby. Gonna have to buy it up with my XPs.
There is nothing like a high dexterity, baby. Gonna have to buy it up with my XPs.
It’s time I went and got a high dexterity, baby;
Gonna have to buy some DEX with my XPs. My XPs, with my XPs.

Copyright 2000 Rodney Ruff
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