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4 Gllies

Yes, this is another Enemiesvolume—but one with a twist.
Most of the characters in Allies are on the side of the
angels... or at least, so they'd like you to believe. With so
many villains published for Champions, it was almost inevi-
table that Hero Games would come out with a book of heroes
as well.

| hope that the buyer finds this offering helpful. Which
brings us to the next section...

THROUGH A GLASS, DARKLY:
ADAPTING PUBLISHED
CHARACTERS TO YOUR CAMPAIGN

Itistime for the writer to admit adark secret: No matter how
carefully | and my colleagues have crafted each character,
no matter how laboriously the editors check over each
number and nuance, the truth is that many of you who
purchase this product will not be able to use everything
straight out of this book as written.

This is not a bad thing, however. It simply means that the
GM has made a campaign sufficiently original and self-
consistent that not every character concept or adventure can
be fitted in without changing either the concept or the
campaign. Nevertheless, most GMs will, at one point or
another, wish to adapt a character from elsewhere into their
campaigns. This essay is designed to help them do just that.

WHAT ARE THE ASSUMPTIONS?

When adapting a character from some outside source, the
first thing to consider is, what are the assumptions? Some-
limes the assumptions behind a character are obvious; a
wizard implies some form of working magic, a Hunted
disadvantage implies the existence of that hunter, and so
forth. Other assumptions are less obvious, and may require
a bit of reading between the lines. For example, the origin of
Thunder and Lightning (see Classic Enemies) implies a
judicial system that's had considerable experience with
metahuman offenders, and judges with considerable leeway
in sentencing them.

WHERE ARE THE CONFLICTS?

Second, whereare the conflicts? Comparethe character's
built-in assumptions to those of the campaign to see where
they clash, and how badly. Any character with working magic
won't fit well into a no-magic world, and may have the wrong
kind of magic even if your campaign does have sorcerers.
Perhaps the “Evil Group” who Hunts a character doesn't
exist in your campaign, and would be out of place there.

HOW DO YOU FIX IT?

Third, the part| like best, how do you fix it? Determine what
changes must be made in the character to fit it into your
campaign, and think about the implications of those changes.

AN EXAMPLE—THE DUKE

For example, let's stick the Duke (from the Redeemed, in
this book) into a 'gritly realism' campaign with no working
magic. Instead of a super-sorcerer, he might be a non-
powered criminal mastermind who's obsessed with the
occult. In this version, his alcoholism would arise from his
frustration at being unable to make his spelis work despite
achingly long years of research and experimentation. This
man's crimes would be darker in tone than the would-be
world-conqueror presented elsewhere in this volume, with a
stronger emphasis on horrific and occult-related effects.
This Duke might carry weapons that simulate supernatural
powers, or perhaps he might rely heavily on sleight-of-hand
to gull his followers and victims.

SPECIFIC ISSUES

The GM might decide to change a character’s Hunted to
one that already exists in his campaign. If so, be careful to
determine how different the two Hunters are, and how the
character would be affected by this difference. Similarly,
other background details may have far-reaching conse-
quences.
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