GMing Tips





   Well, guys, are you like me, an avid Palladium junky who is forced to GM because his friends are too busy playing Whitewolf to care? Well, even if you're not, here are some shreds of wisdom I've picked up that go beyond the general tips in the Rifter #6. Some are common sense, others sensibly common (???). 


   Don't let the characters become so powerful that even the hand of God won't be able to touch them, at least if a lot of the other characters are weak. This creates an imbalance in the game, where that person will get all the killing and experience points. My friend Dave has made many good examples. By keeping characters for a long time and collecting lots of munchkin goodies provided by bad GM's (not me, of course), a munchkin character can sneak into your campaign. A few examples of Daves: Japanese high-level Tech-Ninja with a Super Tengu power armor, complete with 200 MDC Naruni forcefield and an evil, mind-warping computer in his backpack. Not to be outdone, his Sea Titan Mystic Knight with Deathbringer TW sword and the Lord of the Deep in a fishbowl in his backpack. Another character, Tamera, had a Jungle-Elf Biomancer with a witchblade (comicbook reference) and a runesword that could cut through anything like a hot knife through butter. My Munchkin friend Elf has a "dragon juicer child" he got off of the internet. He has a huge amount of useful mechanical/electrical/knowledge skills with a major IQ bonus, Supernatrual Strength, the superhuman physical beauty of 32 (he's pretty much half True Atlantean, half dragon), and he has a chaingun outfitted with plasma rounds. One shot does 1D6 * 10 + 10, let's not even mention how much that can do in burst fire. A few other noteable examples: Psi-Slingers (full power psi-swords at first level go against everything Rifts stands for, IMHO), Anti-Monsters, South America 2 characters, Pathenons of the Megaverse characters (except for the Priest), high-ranking Splugorthian allies and Cosmo Knights. In fact, don't let anyone play anything after Worldbook 4. Make them all be naked lemurs. Consult Monsters & Animals for the stats. 


   Don't be afraid to kill characters. If your character was stupid enough to walk into a Xiticix hive with no body-armor, let them die. It's the only way they'll learn. 


   The greatest resource a GM has in Rifts is the Rift, especially random ones that suck the characters in or appear below their feet. I only use this when I get a really good idea for the campaign that takes place in an area the characters probably wouldn't go to on their own. For instance, why would a first level North American City Rat go to Australia? Just hope there are no Shifters in the group. 


   Another great tool a GM has at their disposal is the spell Blinding Flash. Seriously. Due to a serious lapse in judgment on my part, I allowed a player to be a Were-Tiger (the dude is a Whitewolf player, they're hopeless...). These guys are uber-buff, uber-tuff, and can only be hurt by silver, psionics, and magic. In a battle with an Anguardian priest, a Necromancer and his undead minions, the Were-Tiger was effectively taken out of the entire battle because of a Blinding Flash the Priest used. He was resorted to stumbling through the wilderness trying to get to safety while loosing attacks like crazy from falling down. Think of the spell as a temporary anti-munchkin device. 


   Remember, you are GM and therefore God as far as the game in concerned. Pick a style of play and a sense of what you want in your campaign and STICK TO YOUR GUNS! Hopefully, you aren't GMing to make friends. If you don't want anyone to use the superior traits table in Lone Star, then don't let them (I had a bandit with more initiative than a gunslinger in one game because of this). Although you may feel like being nice and letting someone play a powerful character, don't, because you'll be sorry later when all your NPC's get pounded into individual charcoal briquet
