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Editorial

Have you ever been annoyed at the person in your gaming group who
knows all the rules backwards? Especially if they weren't the GM, and you
were? When one of your players has an encyclopaedic knowledge of the game
mechanics, it's really easy for a session to bog down. When a player starts
calculating how they can gain the greatest benefit from the least effort or risk by
exploiting the rules, it gets me mad.

This is not to say that | object to players trying to get the most by doing the
least all the time. What | object to is players who do this by using an abstraction,
the game rules, rather than by acting and interacting in the game world. It is
often reasonable for players to try and avoid taking risks, or doing foolhardy
stunts: would you do some of the things Indiana Jones does? Would you fly an
X-Wing in a suicidal attack on the Death Star, trying to fire a torpedo down a
single hatch? No! That stuff is dangerous, and most of the time it gets you dead!
So, | don't mind if players try to avoid getting themselves killed, if they do it in

character.

One of the most annoying things about my AD&D experiences is that a lot
of players compare game statistics when their characters meet. "Hi, I'm Blorg the
gth Level Barbarian with a Strength of 18/95." "Hi, I'm Grolb the 10th Level Cleric
with four 17s." It happens in Champions too: "I'm strong of will, I've got an EGO
of 18." "Ha, I'm stronger of will than you, my EGO's 20." Someone, tell me how
the hell these players' characters are conveying this information to each other?
Why can't they talk to each other in ways that don't rely on the rules, game
abstractions for convenience only? Surely we play role-playing games to
engage in role-playing, not mechanics-mongering!

By the way, the deadline for submissions for the next Wargamer is Friday
the 11th of August. Now, back to the action!

Gary Johnson



Four Perks That Can Save You Experience Points

by Nick Lawrence

Introduction

Champions characters often have bases, computers, vehicles and
followers. Sometimes these perks are not paid for with experience points, but
provided for free by the GM. Players tend not to make effective use of such
benefits.

Well-designed bases, computers, vehicles and followers provide many
advantages for PCs. They enhance a PC's abilities in non-combat situations,
they exist independently of the PC and thus can remain active when the
character is unconscious or kidnapped, and they add background detail to a
character design, giving a PC more depth.

Another benefit of these four perks, not usually exploited, is that they can
save you experience points. Because bases, computers, vehicles and followers
duplicate many non-combat oriented abilities found in most PCs at one-fifth of
the cost in experience points, there is great scope for saving points.

Characters are designed not only for combat, but aiso for non-combat
activities such as finding crime, getting to the fight, and recuperating afterwards.
These four perks come into their own when used for such purposes.

Consider how many experience points are spent on non-combat skills
such as Electronics, Mechanies, Computer Programming, Paramedic, and so on.
Also, consider the expense of having a high Intelligence to boost the level of
these skKills.

Note well that a character pays only a fifth of the cost in experience points
of their chosen perk. Although you must spend a minimum of five points to have
any of these four perks, the rate at which you save points makes it well worth
your while.

Followers

Followers are non-player characters who regularly act to your benefit.
They are controlled by the GM, but designed to your specifications. They can
provide you with a vital advantage, especially if the PC is unconscious or not
present at a crisis.

All followers can easily be present during non-combat situations, and
they can be designed to possess non-combat skills superior to yours, in quality
and quantity. Also, followers can operate all your equipment. They can program
your computer, fix your gadgets, fly your hovercraft for you, and do a better job.
When you get beaten up they can call for help, and when your secret identity is
compromised they can cover for you. Just make sure that when you design them
they have Psychological Limitations like Absolute Loyalty, Trusts No-One But
You, et cetera.

For five experience points, you can design a twenty-five character point
follower. As followers can have up to fifty points of Disadvantages, which help to
define their characters but also brings the total number of character points they
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can have up to seventy-five. Optimally, Psychological Limitations should be
chosen, so that the follower is reliable, loyal, and trustworthy. More experience
points can be used, but seventy-five character points is usually sufficient for a
non-combatant.

Sample Follower

Characteristics Cost
Intelligence 18 [the only important characteristic] 8
Skills

Bureaucratics 11—

Combat Piloting (Hovercraft) 11—
Computer Programming 13—
Electronics 11-

Inventor 13—

Mechanics 11—

Paramedic 13-

Security Systems 13—

Systems Operation 13—

WWWWWWWLWWW

Disadvantages

Willing to aid your fight against crime (common, moderate) -10

Total 25

This follower design has only one Psychological Limitation, but almost all
the necessary skills to be a real asset to the PC, for only five experience points.
Another forty character points can be gained by giving the follower more
Disadvantages. If you want, use Psychological Limitations to give this follower
more personality.

Computers

For five experience points, a computer can have a high Intelligence, have
any necessary Intelligence-based skills, and maintain a twenty-four hour vigil for
reports of crime. By monitering news reports and the police radio band, your
computer can inform you quickly of violent crimes, increasing your response time
dramatically.

Sample Computer

Characteristics Cost
Dexterity 10 0
Intelligence 18 8
Speed 2 0
Skills

English recognition (basic conversation) 1

Security Systems 13— 3

























































