Name: Ruby-Kaye Nevill


Age: Player's Choice	Gender: female	Hair:?	Eyes: ?


Height: ?	Build: ?	Race: Player Choice





There's no real way to tell what Ruby really looks like.  As a shapeshifter, she can pick any look she wants.  Her standard form is up to the player.  She is very flamboyant and a little frivolous.  She has very little patience for the doom-and-gloom types.  She's into this hero stuff as much for the thrill as anything.





�
Statistics


	13	STR	3	PD


	18	DEX	3	ED


	13	CON	4	SPD


	10	BOD	6	REC


	13	INT	26	END


	10	EGO	23	STN


	13	PRE	


	18	COM	








Useful Numbers to Know Offhand


	OCV	6	STR Roll	12-


	DCV	6	DEX Roll	13-


	ECV	3	INT Roll	12-


	DEX	18	EGO Roll	11-


	SPD	4	PER Roll	12-


	move on phases 3, 6, 9,& 12





Disadvantages


Normal Characteristics Maxima


Insecure	-	PsychLim


		[common situation; strong commitment]


Prankster	-	PsychLim


		[common situation; moderate commitment]


Won't Kill	-	PsychLim


		[common situation; total commitment]


Secret ID


Powers


	Shapeshifting	-	Shapeshift


				[no end;remain humanoid]


			-	Shrinking


				[4 levels]


		wings	-	flight


				[23"; only when small]


		claws	-	2d6 HKA


				[reduced penetration]


		tough skin	-	20/10 Armor


	


		


Skills


	Breakfall	13-


	Disguise	12-


	Acting	12-





Maneuvers


	Block	[½phase;abort]


	Dodge	[+3 to DCV; abort]


	Grab	[½ phase; -1 to OCV; -2 to DCV; abort]


	Strike	[½ phase; 3d6 HA]




















�



�
Translation for the Champions�SYMBOL 212 \f "Symbol"� Impaired





The Stats - The first column of statistics are the base statistics and mean just about what they look like.  The range is more or less from ten to twenty, with ten indicating the level of a healthy, normal human and twenty indicating the limit of human capacity.  Ruby is average strong for a hero, pretty nimble, moderately bright and not very self-controlled.  Obviously, she's a knockout.


		The second column are the figured statistics.  If you don't know the system, just don't worry about them.  I'll tell you if you need them.





The "useful" stuff - Anything ending in CV is a "combat value".  I'll ask you for these numbers when you get into a fight.  The speed and dexterity tell me who goes first in a fight, and who moves in what phase (a round has twelve phases, the phases you move in are listed at the bottom of this section).  The rolls are just what they sound like.  If one of those skills comes into play, I may ask you to roll 3d6 (you want to roll under this number to make a successful skill roll).





Disadvantages - Champions�SYMBOL 212 \f "Symbol"� works on a point system.  You pay for skills and powers with points, some of which you get by taking disads. Ruby has an insecure streak, a habit of playing tricks on people, and a strong moral problem with homicide.  NCM is only important for development.





Powers - Ruby can change her shape at will.  She can mimic just about any other person as well as change her size.  She is called Butterfly after her flying form.  She has to get small enough to be light enough to fly, but she then "grows" wings and can fly about.  She also can shape her fingertips into claws and toughen her skin for self-defense.





Skills - these are what they sound like.  Rolls work the same way as the skill rolls in the "useful info" section.





Maneuvers - These happen in combat.  If you don't already know the system, don't worry about it.








Origin/Background





Ruby might have been a changeling.  She was awkward and creative in a family of don't-rock-the-boaters.  In the small, conservative town she grew up in, nothing she did seemed to quite fit, and having a beautiful, popular, sister didn't help.  Ruby became convinced that if only she were really pretty, people would like her.  When the promised "blossoming" of growing-up never happened, Ruby decided that if anything was going to happen, she was going to do it herself.


Against her better judgment, she answered an ad in the city paper, miles away.  "Do want to change yourself?" it asked.  She did.  The ad was a front for a group of scientists wanting to create a new race of pliable servants.  Except Ruby didn't go along with the plan.  When she realized what the researchers were really doing, she went in to destroy the lab.  She managed to blow up the machines - while she was still inside.  


By some miracle, she survived, and came out a changed, or at least changeable woman.  Ruby decided that she was never going home.  She could make a fresh start just where she was.


Ruby lives alone.  She works as a model, when she works.  The hero thing is like a hobby.





Butterfly











