Name: Morgan Anselkin

Age: 20's	Gender: Player's Choice	Hair: Brown, med.	Eyes: Brown, lt.

Height: 5'9"	Build: slender	Race: Indeterminate



Morgan won this amulet in a poker game.  Though a little too drunk to remember exactly what the loser looked like, Morgan can remember that by the time s/he sobered up, there were a bunch of guys in funny outfits after the amulet.  Morgan ditched them but couldn't ditch the amulet.  It seems to like it just where it is...





�Statistics

	10	STR	2	PD

	13	DEX	3	ED

	13	CON	3	SPD

	10	BOD	5	REC

	18	INT	26	END

	10	EGO	22	STN

	10	PRE	

	12	COM	





Useful Numbers to Know Offhand

	OCV	4	STR Roll	11-

	DCV	4	DEX Roll	12-

	ECV	3	INT Roll	13-

	DEX	13	EGO Roll	11-

	SPD	3	PER Roll	13-

	move on phases 4,8, & 12



Disadvantages

Normal Characteristics Maxima

Secret ID

Squeamish	-	PsychLim

		[common situation; moderate commitment]

Hunted By Evil Guys  - Hunted				[more powerful; frequent; kill]







Powers

	Magic Amulet	-	50 pt. Power Pool

			[NCC, OAF]

		-  Instant Change

			[OAF]

		-	Teleport 20" 

			[OAF; 1 floater]

		

Skills

	Gambling	17-

	Computer Program	15-

	Security Systems	15-

	Systems Ops	15-

	Concealment	14-

	Lock Picking	14-

	Sleight Of hand	14-

	Stealth	14-

	KS:  Statistics	12-

	KS: Trivia	12-



	Cramming

	2d6 Luck



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.  Morgan isn't very strong as heroes go, or very impressive, or tough or...  He is rather bright, though.

	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.  Morgan has a secret identity.  He's also kind of squeamish and has a bunch of nasty people after him trying to get the amulet.



Powers - Morgan's magic amulet will do practically anything.  Unfortunately, it rarely does quite what he wants it to.  He has figured out how to make it teleport him around and to change him to a superhero disguise.  This character is suggested for people who know Champions a little already.



Skills - These skills work the same way as the skill rolls discussed in the "useful stuff" section.  They're just what they sound like.  Cramming means that he can learn new stuff quickly.  The luck part is something I roll for you.  Sometimes you just get lucky.



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





Origin/Background



Morgan dropped out of college in the junior year.  It just wasn't what Morgan wanted.  So it was time for a little wandering.  Well, Morgan had always been pretty good at poker, so falling into that barside poker game didn't seem like much.  Everybody at the table had an awful lot to drink.  Except this one funny guy in the corner.  Against the laws of nature, the sober guy just kept losing and losing.  If the rest of the group could have conceived of such a thing, they might have thought he was trying to lose.  Finally, the guy had nothing left but a beat-up looking old pendant.  With a great show of reluctance, he put it into the pot.  Morgan won that round and the guy went off.

Morgan woke up with a pounding hangover, the amulet-thingy, and a horde of red-robed lunatics trying to commit homicide.  Morgan barely escaped alive.  They've been on the hunt ever since.

Morgan discovered that the amulet had magic powers and could make disguises, teleport, and other nifty things.  Morgan now lives in the basement of the Downtown Racquetball and Swim Club and has the superhero identity of Facet.  This setup seems a little silly to Morgan, but at least if the crazy guys in red attack, they'll have to go through a lot of other heros first.

Facet








