Character creation

PL 10

Most powers okay.

· I envision super-speed in a more conservative manner than most genres. There are super speeders but most don’t beat 700 mph or so. 3 Ranks is cool, and you can have more, but just remember that you’d be VERY special. I’d want to talk to you first. Any speeders should be somewhat special in my mind.

· Your powers need to fit a background. Not going to be too strict about this, but do keep it in mind. Of course, if you are engineered as through an experiment or something, you have more of an excuse to mix it up. But nothing like “I learned to control fire through a tragic house burning as a child—plus I can animate coke bottles!”

· Technology always has a risky effect on super-hero games. If average cab drivers are carrying TL 9 lazer guns, super-powers aren’t that cool. I’m solving this just by lowering the effectiveness of ordinary technology. So as a average gun might have a power 4 or 5 attached to it in a modern-day campaign, in this futuristic campaign I’m lowering it to 3 or so. This allows high tech weapons to be improvements of regular fire-arms. So a blaster pistol would be four and a military grade one might be 5. This applies to other powers too (generically, if a mind protection device is buyable, it’s only available at a max of pl 5 to the general public). Some powers like super-speed or invisibility wouldn’t be available to the general public. The only way this would be useful in character creation would be a reminder of where your power is in relation to the rest of the world.

· Other guidebooks can be used. Official ones more readily. If you want to use a super-link product (I own many myself), I’d have to approve of the power or rule. I will be using the optional rules for gadget from Gimmick’s guide. Even if you use the base power, I’d prefer you use the one from the book. It fits with the campaign a little better.

· You should have somewhat of an excuse to have an immunity to critical hits. Like having no internal organs, or “all my organs are back ups for other organs. I’m amazing!”

· I can’t think of everything so don’t take it personally if you accidentally find the gaping hole in my character creation plan and ask you to make a change.

· I may have house rules for automatic hits and critical hits, but they shouldn’t affect character creation. I will let you know in advance in hopes of warding off unhappy surprises.

Here’s the part I’m most worried about, character background. You can have any power creation story you want with the following limitations:

· Mutants and super-science dudes and dudettes are great.

· Mystics and Magic users should know that magic is remembered to have become real until the creation of substance-D. Most scientists think that magic is the warping of reality through the ability to control or harmonize with substance-D, or just use the warping to create blasts of energy. You don’t have to believe the scientific explanation, and the explanation doesn’t even have to be true (I’m not set against magic), just to let you know that most of the occult in the game is going to be looked through the eye of super-science.

· Aliens. I didn’t make this clear in the timeline, but the only alien visit we’ve had has been through that one incident (the Great Beyond Visitation). The WN was inspired by the visit to prepare humanity in the future for the cosmos. Of course, goofy looking people are not unheard off, so you can be an alien. You can create you aliens culture and all those goodies if you’re into that kind of thing. The catch is, you probably don’t know it in character. Having anyone with memories outside earth would be a plot breaker in this game, especially if it runs for a long time. So, you’d have to be the classic amnesia alien from the sky, from alien parents who kept their past hidden, etc. You’d either A) hide your identity or B) not know you’re an alien.

· No gods or celestial beings. 

· Talented people are great, but many talented people (like batman) would have become more techier in this campaign by it’s nature. But not necessarily.

· Psionics. Neato.

· Trauma. It happens in the comic books. Substance-D alters reality. It should be given mystic or mutation for the power source though.

· You must be a non-patriot. Look at 1966 in the timeline if you don’t know what this is. I gave the impression only war veteran-victims were given the status but most people with recognized super-abilities at that time or before were given it, well, anyone who went through the bureaucracy and wasn’t keeping their powers a secret, anyway. If this doesn’t fit your story (i.e. if you aren’t at least 21 years old or received your powers recently), you’d need to have a reason to let someone forge the papers/electronics for you or have another reason why the you’d be granted this status by the WN and the nation of your origin (rare, but it can happen).

· You have to have never visited Alluna for any extended period of time. You are brand new to the scene, preferably to the super-hero scene, at least for a while anyway.

You need to have either of the characteristics:

· A) You are in some sort of dire straits. No requirements, but here are some ideas. You have been accused of a crime you did/didn’t commit. You can’t get permission to fight crime, and you REALLY want to do so. You have some villain/hero on your butt (preferably an organization). You’re powers are dangerous to you and you need medical help. Anything that would make you vulnerable and in need of aid. This would supply the motivation to start the game, which has a particular plot line at the beginning.

· B) You are either suffering from amnesia (great idea for aliens) or waking from cryogenic sleep (the original idea of the campaign in the first place). Amnesia is amnesia (you can still work out most of your past if you choose this, but I may conveniently add stuff that fits in character with your permission). Cyrogenic sleep can happen for any number of reasons. Illness, punishment before super-prisons were available (instant non-pat status, cruel and unusual treatment), a way to escape somebody who was hounding you (go into hiding, so to speak), put there by machinations to put you out of business for a while. This is kind of corny, but super-science is kind of corny. What can I tell ya.

· C) If this is too restrictive, and you have an idea that will still meet the requirements I need (or think I need, I’m being vague), let me know. I’m open-minded, but will let you know if something isn’t going to work.

If you have any questions, as any sane person would, let me know. Basically someone with pull in city legislature is looking to put new heroes in town who have some freedom to get the job done and do it right against the plague of super-villains who are taking advantage of the WN’s kind policies. 

Coming up next: The alien speech, other number-crunching considerations, and the roster of known major villains (given to you in game, but we’re not going to spend a half an hour of game time reading the list and sending me personal tells. :-P)

