Name: Alex Chandler

Age: 21	Gender: Player Option	Hair: Brown, Lt.	Eyes: Blue, med.

Height: 6'0"	Build: average	Race: Indeterminate



DayStar was born with light powers.  Daystar's identical twin, NightStar, was born with (go ahead, guess) dark powers.  There is also a kid sister, whose powers are only just developing.  NightStar has, unfortunately, fallen prey to the temptation of greed, evil, and general nastiness, causing all sorts of confusion.



�Statistics

	13	STR	4	PD

	15	DEX	6	ED

	13	CON	3	SPD

	12	BOD	10	REC

	13	INT	36	END

	13	EGO	35	STN

	13	PRE	

	18	COM	





Useful Numbers to Know Offhand

	OCV	5	STR Roll	12-

	DCV	5	DEX Roll	12-

	ECV	4	INT Roll	12-

	DEX	15	EGO Roll	12-

	SPD	3	PER Roll	12-

	move on phases 4,8, & 12





Disadvantages

Normal Characteristics Maxima

Secret ID

Code vs. Killing	-	PsychLim

		[common situation; total commitment]

Fear Of Dark	-	PsychLim

		[common situation; total commitment]

Kid Sister	-	DNPC

		[slightly less powerful; often]

NightStar	-	Rivalry

Powers

	Laser	-	6d6 Energy Blast

	Light Burst	-	3d6 Flash

			[sight]

	Light Illusions	-	Images

			[4"R;-3 to per;sight]

	Invisibility	-	Invisibility

			[usable on others]

	Force Field	- 
5
/
25 Force Field


			
[not against dark]
	
	



Skills

	Criminology	14-

	Paramedic	14-

	Bureaucratics	13-

	Deduction	13-

	PS: 
Police Detective
	13-



	Spanish	3



	

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.  Alex is about average strong for a hero, pretty agile and tough, about average bright, and really cute.

		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.  Alex has a secret identity, a deep moral objection to killing, a fear or the dark, a kid sister, and a problem with the identical twin.



Powers - DayStar has light powers.  Alex can shoot bursts of concentrated light (lasers) from the hands, make light illusions on a small scale, and turn invisible.  Daystar is also protected by a force field of light.



Skills - Alex is a hero.  And a cop.  And has the requisite skills, as seen.  The rolls work the same as the skill rolls in the "useful" section.  Alex's Spanish is heavily accented, but pretty good.



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





Origin/Background



Alex, his/her twin sibling Sandy, and his/her younger sister Alys, grew up in orphanages.  When the twins grew old enough to be on their own, they took different paths.  Alex became a police officer, and in the off hours, a hero.  Alex was recently able to locate his sister and has taken custody of her.  Alys is sixteen.

Alex lives in a small apartment in the city.  It's an okay neighborhood, but not rich.  Alex does have to live on a cop's salary.  





DayStar












