Name: Noah Webster Kensington


Age: 14	Gender: Male	Hair: Red, dk.	Eyes: Green, lt.


Height: 5'4"	Build: slender	Race: Caucasian





It should be noted that while Noah is a kid in person, his astral form appears significantly older and larger.  He's also precocious enough that most of the other heros take him for a somewhat immature adult. And a lot of heros are pretty immature, so it's not really all that noticeable.








�
Statistics


	10	STR	2	PD


	13	DEX	3	ED


	13	CON	3	SPD


	12	BOD	5	REC


	18	INT	26	END


	18	EGO	24	STN


	13	PRE	


	14	COM	








Useful Numbers to Know Offhand


	OCV	4	STR Roll	11-


	DCV	4	DEX Roll	12-


	ECV	6	INT Roll	13-


	DEX	13	EGO Roll	13-


	SPD	3	PER Roll	13-


	move on phases 4,8, & 12





Disadvantages


Normal Characteristics Maxima


Secret ID


Code vs. Killing	-	PsychLim


		[common situation; total commitment]


Parents	-	DNPC's


		[normals; often]


Powers


	Astral Body	-	Desol


			[astral]


	Mind Blast	-	5d6 Ego Attack


			[no range]


	Mind Reading	-	5d6 Telepathy


			[no range]


	Seize Body	-	Mind Control


			[no range]


	Resist Mind Control	-	Mental Defense


	Sense Mental	-	Mental Awareness





		


Skills


	Computer Program	14-


	Systems Ops	13-





	French	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.  For Noah, this translates as unimpressive strength (for a hero), fair dexterity/agility, and pretty good looks.   He's very bright and very strong willed.


		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.  Noah has four.  Don't worry about NCM.  It only comes up when you're advancing the character.  Secret ID means just what you think.  Ditto code vs. killing.  Noah's parents are DNPC's because there's an off chance they'll wind up in the line of fire.





Powers - Noah, or Beautiful Dreamer at this point, rarely adventures in person.  He separates an astral self from his body and physically stays at home.  This is how nobody's caught on to the fact that he's a kid.  The mind blast is performed by "touching" the victim.  Ditto mind reading.  Dreamer can "posses" a physical body by moving his astral form "into" the body.





Skills - Noah can use a computer, basically.  He also speaks accented, but understandable French.





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

















Origin/Background





Noah started having unusually vivid dreams when he was twelve.  Being a fairly bright child, he soon realized that the stuff he was dreaming really happened.  He'd already developed a reputation as the Dreamer, so he stuck with it.  He joined up with his current hero team last year and is having a ball.  Noah always wanted to be a hero, and now he is!  Cool!  


Noah lives with his parents (surprise, surprise) and goes to school like a normal 14-year old.  He's geeky enough to have no real social life, so he spends a lot of his afternoons and weekends "doing homework" in his room (really out being a hero).  His parents have no clue.  It's the family that's always the last to know. 


Beautiful Dreamer











