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When you opened this book, you opened a whole new
world: a world filled with heroes and exciting adventures, a world
infested by villains and great dangers, a world where anything
can happen. Welcome to the world of Blood of Heroes.

Blood of Heroes is a role-playing game. But even if
you've played role-playing games before, you'll find Blood of
Heroes different from the rest. For those who have never played
role-playing games, please read the next section. Experienced
role-players may skip this and start on page 6 at An
Introduction to Blood of Heroes. Those who are familiar with
Mayfair's Exponential Game System (MEGS) need only check
the System Changes section (below) to familiarize themselves
with any changes.

A role-playing game (RPG) lets you play a role, like an
actor does on a stage. But unlike an actor, a role-player does not
have a script. Everything a person does affects the outcome of
the game, making every time YOU play different and more excit-
ing.

In the Blood of Heroes Role-Playing Game, each per-
son may play the role of a hero. You, the player, can play any one
of the provided characters or preferably a Character you've made
up.

Every hero or villain has definite powers and/or Skills; each
has a Motivation for acting as a hero, and some have special
Advantages, Drawbacks, Vulnerabilities, and Limitations.

The hero or villain you choose to play, called the
Character, interacts with the other players of the game. This cre-
ation is not hard. In fact, it's lots of fun. Everyone can learn role-
playing games. They are straightforward, logical, and easily
understandable once you get the hang of them.

Most people learn role-playing through experience. Start
slowly, take as much time as you need, then stop when it
becomes confusing.The more you play the Blood of Heroes
RPG, the more you will understand why certain rules exist, and
how to use them.

The rules in the Blood of Heroes RPG allow you to
make up your own stories about YOUR favorite heroes. Instead of
just reading a comic book featuring your favorite heroes, you will
play the role of one of the heroes. You will decide which actions
the hero will take, act as the Character would when meeting
other Characters, and pretend as if you were the hero. Your hero
will then participate in an adventure which is coordinated by the
Gamemaster (GM).

One person must be chosen as the Gamemaster. Before
playing the GM should be familiar with the rules of the Blood of
Heroes RPG. The Gamemaster is like the writer of the comic
book, unfolding the story and making it work.This person also
has the important task of playing the roles of all of the other
Characters in the adventures. Characters who are not being
played by a Player are called Non-Player Characters (NPCs).

For example, in the solo adventure, Anarchy Man’s
Night on the Town (page14), the GM would play the characters
Samus, Clint, and "Alley folk".

The Gamemaster writes down the basic framework of
the story, drawing out plans for the various locations, assigning
Powers and Skills to the villains, and creating the special plot
twists for each story.

The Gamemaster must have a good grasp of the rules
of the game since he is the one who conducts play and acts as a
referee. Much of the material in the Blood of Heroes RPG is
devoted to the Gamemaster and gives helpful hints on how to run
a good game.

When your group sits down with the Gamemaster to
play, everyone has his assigned role. As Players, your Characters
are all heroes. The Gamemaster runs everything else.

The Gamemaster will then present the beginning of the story
to the assembled group but not as a dry summary of the facts.
He will try to encourage YOU to imagine yourself in the world of
the Blood of Heroes Role Playing Game by describing the gen-
eral setting, people, and other important information about the sit-
uation the heroes find themselves in. Like the beginning of a
comic book, a role-playing game can start with a bang or build
slowly toward an exciting climax.

As a Player, you must identify with your chosen heroic
Character and place him in that setting. Ask yourself questions
about the environment and the Character. HOW would your char-
acter act in this place? What would he say or try to do? It's all
right to ask the Gamemaster questions to help YOU understand
what's going on.

Four environments should always be kept in mind while
you are role playing:

1. The immediate environment includes those things that
are closest to your Character: his costume, the chair he is sitting
in, the gadgets and equipment included with his costume, etc.

2. The general environment is the area in which the
chair is placed: a room in the characters headquarters, or a
shack with all of its features (doors, windows, etc.) detailed by the
Gamemaster.

3. The larger environment is the area beyond: the space
outside the windows and doors, the city in which the headquar-
ters is located, the swamp next to the shack, the trees, sky, birds,
etc.

4. The world environment is usually the world of the
Blood of Heroes RPG, but it could be a planet trillions of miles
from Earth, the heart of a supernova, a cave one hundred miles
beneath the surface of a planet, or anywhere the Gamemaster
takes your Character.

Once the environment and the heroes and other people
have been established, the first problem can be presented by the
Gamemaster.

A problem can be anything that forces you and the other
players to become involved with the story. It could be a mystery
your Characters must solve, a bank robbery they must foil, or
even a full scale attack on their headquarters!

At this point you and the others are no longer passive
observers. You must do something. Your decisions affect the out-
come of the story, so that the story isn't just being told by one
person but is being experienced and changed by the whole
group.

When you act, the Gamemaster will ask for information
about your Character. Each Character in the Blood of Heroes
RPG has numbers that are used to rate that Character’s Abilities
and Attributes.

Sometimes the Gamemaster will ask you to roll dice.
This is the method by which Players determine how successful
their Character will be in certain actions. Once the dice are rolled,
the Gamemaster will look at his tables and tell you the result of
your actions.

After the first problem, you and the other Players will
probably have to initiate your next action based on what the GM
has presented. Your Characters might have to follow up on clues
or fight the bad guys to find more clues with which to keep the
story moving. .

Sometimes, you'll hit a dead end, and the Gamemaster
must be prepared to start again by presenting a new problem
which lets the action move forward. And so it goes throughout the
adventure; the Players and the Gamemaster are working together
to create a totally unique story, like those found in the comic
books.

The rules presented here give you a framework on
which to build the world of the Blood of Heroes RPG. They allow



you to create and experience new adventures and to find out
just how fast, strong, or powerful your favorite Character is.

Role-playing is fun and challenging. It helps develop
the imagination and lets people understand the importance of
teamwork and honesty. But most of all, role-playing lets you live
the lives of your favorite heroes and share in their exciting
adventures!

_System Changes

The Blood of Heroes: Special Edmon is essemlally
a combination of Pulsar Games’ previously published materials:
Blood of Heroes and Sidekick Sourcebook with various
printing and grammatical errors fixed. Placing the two books
under one cover allows for easier reference of the rules materi-
als. Most of the rules changes that went into effect with the
Sidekick Sourcebook have been incorporated into this print-
ing. Various rulings that were slated for inclusion with the
Gamemaster Screen product have instead been placed into
this new rules compendium and are summarized (with the
most important changes first) as follows:

The Hero Point multiplier no longer affects the cost or
bonus of Advantages and Drawbacks, but does affect the
bonus granted by writing Background. Background (Personal
Data, History, Description, and Personality) now totals 50 Hero
Points instead of 45 Hero Points.

Rituals now have a greater Hero Point Cost, details of
which can be found under the Ritual Advantage and in the new
Magic chapter. The way Mystic Linking works is different and
the links of previously Mystical Powers have been altered to
reflect this change. Occultist Skill has been revised. Alter Ego
Drawback has changed. Scholar and Expertise, Creepy and
Distinct and Strange Appearances, and Irrational Attractions
and Hatreds and Fears have been respectively combined.
Familiarities are now optional and have been revised. New
Drawbacks: Altered Anatomy, Enemy (replacing Arch Enemy),
and Power Loss (replacing the now optional Loss/Gradual Loss
Vulnerability and Power Restriction Limitation). New Bonuses:
Multi-Attack and Targeting (formerly AV). New Limitation:
Creativity-Based. New Powers: Electric Being, Emotion
Absorption, Laser Beam (a renamed Heat Vision), Mystic Blast,
and Probability Control. New Skill Abilities: Traversement
Ability of Acrobatics, Photograph Interpretation and Martial Arts
Emulation of Artist, Brainwashing Subskill of Medicine, and
optional Weapon and Vehicle Specialization.

Tesseract Limitation added to Dimension Travel. Swing
Line Bonus added to Snare. Strength Bonus added to Magic
Sense. Cost of Adaptation and Aura of Fear were changed to
keep in line with Mimic and Broadcast Empath respectively.
Cell Rot, Coma, Dismember, Dispersal, Extra Limb, Fabricate,
Fluid Form, Friction Control, Interface, Invulnerability, Mind over
Matter, Petrification, Scramble, Spirit Drain, Stretching, and
Superspeed Powers have been textually revised.

Clarifications of Kinetic and Energy Absorption and
how they affect Power Reserve have been added including a
chart in the Gamemaster section. Martial Artist Subskills have
been renamed, revised, and Techniques is now a Subskill.

Certain Gadget Advantages, including User Linking,
have been altered. Information regarding Gadget Characters
and Computers have been altered. Artifact and Ritual cre-
ation/use are moved to the Magic chapter. Costs have been
added to all Gadgets.

Villain and Anti-Heroic Character/Campaign informa-
tion has been expanded. Removing Links and Limitations from
Abilities through Character Experience has changed, and the
Power Creation Guidelines have been revised.

All of the characters, background, and campaign infor-
mation have been rewritten for this edition.

What you hold in your hands is the ultimate compila-
tion of MEGS system rules: Blood of Heroes Role Playing
Game Special Edition. | am making a solemn promise that
there won’t be as many changes in the next edition; that is
unless we change the AP scale, remove all Base Costs, and
raise Factor Costs to values greater than 10. Just kidding.

Truthfully, the Systems Changes listed above are not

" as extensive as they may look at first, but Pulsar Games apolo-

gizes in advance for any inconvenience they might cause since
we feel that we have already atoned for our sins. Consider this
- | cannot count the number of sleepless nights spent dealing
with issues such as how a professional dancer might kick like a
kung-fu master — how pathetic is that? Just wait until you see
what Pulsar Games has in store rules-wise for the upcoming
Blood of Heroes: World’s End book.

Seriously, please keep in mind that the rules are sim-
ply a guideline and should never be set in stone; concentrate
on what makes your game fun rather than what limits your
experience. Until Pulsar publishes their granite-bound edition, |
will be...

Yours truly,

(C_ Letter from the President

For the most part Mayfair's Exponential Game System
(MEGS) remains intact within the Blood of Heroes Role
Playing Game. One of the reasons we went with this system
in the first place was its versatility, simplicity, and way the
mechanics stand up under game play. | have not encountered
a game system without flaws, but in the super hero genre this
is, without a doubt, one of the best.

Obviously, if you don't like a rule or change, ignore it.
The game was designed to be fun, not limit your possibilities.
We hope you enjoy playing Blood of Heroes as much as we

enjoyed making it.
5 /

Best wishes,

DISCLAIMER:
: _ The Blood of Heroes game /involves themes that are
| mam stream in comic books today: superheroes runnin:
“around m spandex outﬁts savmg the world from 1mmment

deemed socnally dubaous. however the fact that v:llams m
be played as characters can brmg up certam unpleasant
‘ concepts »
: Weat Pulsar
racism, ‘demoniology, Satamsm oras Larry Sims once said
‘, "Any ISM" with negatlve connotatrona What we DO endurs
_ing games and telling good sctence hctnon or fantasy stories
"._m the process Nothmg |n thns book was desngned to offend
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The rules of the Blood of Heroes Role-Playing Game
are like a language. It is not necessary to read and memorize
every word of the rules before playing the game. That would be
like learning to read by memorizing a dictionary.

Playing the game is the fun part, so you should start
with the important rules and terms in this section and then start
playing. You can add more of the rules as you and your friends
feel like increasing the variety of play.

Like a language, the rules of the Blood of Heroes RPG
will teach everyone common words and phrases that mean very
specific things in the game. These terms will give each player a
good idea of what his hero can do, as well as the abilities of the
other Players’ heroes. Using the game terms will make it easy to
understand how tough the villain is and what it takes to pound
him into oblivion.

There are eight different ideas that you need to under-
stand in the Blood of Heroes RPG. Some of these ideas are
easy; some are a little harder. Take your time. Everything here is
explained in many different ways so that if you don’t understand it
here, you might get a better feel for it in the solo adventure at the
end of this section. Each idea will be reviewed in the “The Rules”
section later in the book.

Right now, just concentrate on the following:

3. How to Use the che
4 The Actlon Table

7. Hero Points
8. Automatic Actions

Once you have read through these sections, you will be
ready to play the solo adventure, Anarchy Man’s Night on the
Town. After you have mastered that, you should be able to play
the Blood of Heroes RPG with someone who understands all of
the rules. After you've played a few times, read the rest of the
book to add variety to the game.

Idea One : Attribute Points

Attribute Points (also referred to as APs) are the basic
form of measurement in the Blood of Heroes RPG. Everything,
including time, distance, and volume, is measured in Attribute
Points. Attribute Points are abbreviated APs. You should remem-
ber this abbreviation; we use it a lot.

Since Attribute Points measure everything in the Blood
of Heroes RPG, it is easy to transfer these Points from one form
of measurement to another. For instance, to find how much a
Character can lift, find his Attribute Points for Strength.This is the
number of Attribute Points of weight he can lift without strain.

Attribute Points are also used to measure how effective
a Character’s actions are. So in combat, APs are used to find
how much damage a Character inflicts or sustains. In a race, APs
are used to find out how fast a Character runs. And so on.

APs can even measure knowledge or money: 1 AP
equals the information in a magazine or $50, 3 APs equals a two-
volume dictionary or $200, and 5 APs equals a ten-volume ency-
clopedia or $800.

These amounts of damage, speed, information, or vol-
ume are related to real world units like pounds, feet, and sec-
onds. There is a base value for each type of measurement called
Effect Units.

These are as follows:

Effect Units

Measurement

1x1x1’

loney 2
Information 1 Paragraph

These Effect Units are each equal to 0 APs. In the
Blood of Heroes RPG, 0 has a measurable value. Zero APs of
time, or 4 seconds, is referred to as a phase. This term is often
used during combat.

Each additional AP of measurement is worth twice as
much as the AP before it.Therefore, a Character with a Strength
of 6 is twice as strong as a Character with a Strength of 5.

There is a table later in this book (called the Benchmark AP
Table) that explains how to quickly convert APs into their real
world equivalents and real world measures into APs. This, howev-
er, is not important for the Players. It is enough to know how
many APs something has because all measurements are in
APs, not pounds, inches, or cubic feet.

Note: Since APs represent a range of values, the follow-
ing numbers fall somewhere in their respective AP ranges and
may not be exactly the value listed in the back of the book as a
benchmark.The numbers listed were chosen to help display the
“doubling” effect of increasing AP values.

Weight, for instance, goes like this:

Real World Weight

Distance also works on this scale so that:

APs Real World Distance

Since all measurements are related, you can use them
interchangeably. For instance, a Character with a Strength of 6
APs can lift 6 APs of weight. A Character who has 5 APs of the
Flight Power can fly 5 APs of distance in a single phase (0 APs
or 4 seconds) of time.

A Character with 6 APs of Flight can fly 6 APs of dis-
tance, which is twice as far as 5 APs, in the same amount of
time.

This brings up an important point:APs increase very
quickly. An average adult weighs 2 APs, 10 APs of weight is 15
tons, and 20 APs is 15,000 tons. Therefore, you have a slim
chance of defeating someone in an arm wrestling contest if he
has 4 APs more strength than you do.
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The difference between a Strength of 2 (Average
Human) and a Strength of 23 (Kline) is much larger than it might
seem at first.This leads us to our next idea: Attributes.

Idea Two : Attributes

Attributes are natural abilities that every Character in
the Blood of Heroes universe possesses. If you look at a
Character's description (see Chapter 17, p. 241), you will notice a
series of abbreviations and numbers. This section will explain
what those words and numbers mean and how they are used in
the Blood of Heroes RPG.

Most of the terms in this section are familiar. Nine of
these terms refer to Abilities of your Character. These are his
Attributes. The other seven terms refer to the two ways the nine
Attributes are grouped.This may seem like a lot of terms, but to
make it easier, we will use the character Shadow Master as an
example of how these terms are interrelated.

Attributes are measured in APs, so they are related to
the Attribute Points from Idea One. Attributes are grouped into
three different areas of human characteristics: physical, mental,
and mystical.These Attributes are:

Mental Attributes:

« Intelligence
o Will

Each Attribute has a specific meaning that is discussed
in the following section. Abbreviations for each Attribute are in
parentheses following the Attribute.

Shadow Master

Dex: 7 Str: 7 Body: 6
Int: 5 Will: 7 Mind: 6
Infl: .5 Aura: 5 Spirit: 5
Initiative: 21 Hero Points: 23
Physical Attributes

Dexterity (Dex) is your Character’s skill in using his
hands and body, the degree of control he has over his physical
self, or his ability to deflect a Physical Attack. Shadow Master's
Dexterity of 7 is equal to that of an Olympic gymnast.He is many
times more accurate and agile than the average person, whose
Dexterity is 2. In combat, this Dexterity is used to determine if
Shadow Master lands a punch or dodges a blow, depending on
whether he attacks someone or is defending himself.

Strength (Str) is your Character's physical power, the
amount of physical force he can bring to bear on an object.
Shadow Master's Strength of 7 is super human,; he is twice as
strong as the best weight lifters. Shadow Master's Strength is
used to find out how much damage he gives when he lands a
punch.

Body (Body) is more than just your Character’s physical
self. It is his resistance to physical damage. When he sustains
damage from a Physical Attack (like a punch), the number repre-
senting his APs of Body is lowered.This lowered number, howev-
er, is only your Character’s Current Body Condition; his Body
_Attribute always remains constant when defending against an
' opponent. :

When the damage given to a Character’s Body brings
his Current Body Condition to 0, he will become unconscious. If a
Character's Current Body Condition is ever lowered to a negative
value below his original Body APs, he is dead.

Shadow Master’s Body of 6 is very good. He has condi-
tioned himself so well that he can take more damage than almost
any other human. If he sustains enough damage in combat to
bring his Current Body Condition below -6, he will die.

Shadow Master

Dex: 7 Str: 7 - Body: 6

Int: 5 will: 7 Mind: 6

Infl: 5 Aura: 5 Spirit: 5

Initiative: 21 Hero Points: 23
Mental Attributes

, Intelligence (Int) is a measure of how easily your
Character grasps ideas, the degree of control he has over mental
energy, and his ability to manipulate information. Shadow
Master’s Intelligence of 5 is well within the realms of a normal
human. He is about eight times more perceptive than the average
human (whose Intelligence is 2).

Will (Will) is your Character's mental power, the
Shadow Master’s Will of 7 APs is a measure of how well he can
organize facts and draw conclusions. Shadow Master's Will is his
mental “muscle.”

Mind (Mind) is your Character’s resistance to mental
damage in the form of Mental Attacks like Mind Probe. When a
Character sustains mental damage, his Current Mind Condition is
lowered. If there is enough damage to lower his Current Mind
Condition to 0, he will become unconscious. If a Character’s
Current Mind Condition is ever lowered to a negative value below
his original Mind APs, he is dead.

Even if some villain were able to strike at Shadow
Master's mind, his Mind of 6 APs would make it hard to destroy
his ability to think. Only a significant Mental Attack would knock
him unconscious (by reducing his Current Mind Condition to 0),
and killing him (by reducing his Current Mind Condition to -6 or
lower) would be very difficult.

Shadow Master

Dex: 7 Str: 7 Body: 6

Int: 5 Will: 7 Mind: 6

Infl: 5 Aura: 5 Spirit: 5

Initiative: 21 Hero Points: 23
Mystical Attributes

Influence (Infl) is the force of a Character’s personality,
his ability to affect the emotions and responses of others, and his
mystical potential. Shadow Master’s Influence of 56 makes him
fairly impressive to your average human (Influence: 2).

Aura (Aura) is the effectiveness of your Character’s per-
sonality, his ease at controlling a group, and his mystical
strength. Shadow Master’s Aura of 5 is well within the range of
average human Auras.

Spirit (Spirit) is your Character’s ability to resist fear, his
control of emotion, and his resistance to Mystical Damage. If
there is enough damage to lower his Current Spirit Condition to
0, he will become unconscious. If a Character’s Current Spirit
Condition is ever lowered to a negative value below his original
Spirit APs, he is dead. Shadow Master's Spirit of 5 is relatively
high for a human.

There is another way to group the nine Attributes. Like
the first set of categories, which grouped the Attributes into
Physical, Mental, and Mystical Attributes, this second set of cate-
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gories groups them into Acting, Opposing, Effect, and Resistance
Attributes. These are the last four terms you need to learn to
understand Attributes.

Each of the Attributes is grouped under one of these
categories:

s Intelligence
» Influence
* Strength

* Will

Shadow Master

Dex: 7 Str: 7 Body: 6
Int: 5 Will: 7 Mind: 6
Infl: 5 Aura: 5 Spirit: 5

Initiative: 21 Hero Points: 23

Acting/Opposing Attributes are used to determine if
an action is successful.These Attributes are not used just for
actions in combat; any action can be easily and quickly deter-
mined. Actions can include landing a punch, figuring out a clue,
using your Lightning Power to blow a hole in the wall, or painting
a picture. All actions use the Action Table to figure out the chance
of success.

The Blood of Heroes RPG has a unique way of finding
the chance of success. Every Acting Attribute must be compared
to the Opposing Attribute of the object or person your Character
wants to affect. When a Character uses one of his Attributes, the
Acting and Opposing Attributes are the same.

For instance, if Shadow Master were going to punch a
crook, his Dex (Acting Attribute) would be compared to the Dex
(Opposing Attribute) of the crook he wants to hit.The two
Attributes are compared on the Action Table, which is explained
on pages 9 through 10. _

Usually, a Character’'s Acting/Opposing Attributes are his
Dexterity (for physical actions), Intelligence (for mental actions),
and Influence (for mystical actions).There may be other abilities
that can be used instead of these Acting/Opposing Attributes. For
instance, when a Character uses one of his Powers or Skills, he
can often use different Acting and Opposing values. For example,
Shadow Master can use the APs of his Martial Artist Skill in
place of his Dexterity to determine if he successfully punches the
crook. .

Shadow Master

Dex: 7 Str: 7 Body: 6
Int: 5 will: 7 Mind: 6
Infl: 5 _Aura: 5 Spirit: 5

Initiative: 21 Hero Points: 23

Effect Attributes are the amounts of power that a
Character can direct at an opponent or object once it has been
determined that his action is successful.This amount can be
physical strength, mental strength, or strength of personality. A
Character’s Effect Attributes are Strength, Will, and Aura.

As with Acting and Opposing Attributes, an Attribute of
the attacker is compared to an Attribute of the defender. Once it
has been determined that an action is successful, this compari-
son takes place on the Result Table. The attacker’s Effect
Attribute is compared to the defender’s Resistance Attribute (see

the following description) to find a number called the Result APs
(RAPs).

This number is used for more than just the amount of
damage. The Result APs are used to see how large a hole a
Character can smash in a wall, how large an ice block a
Character makes with his Ice Production Power, or how many
clues a Character finds at the scene of a crime, as well as how
much damage a Character receives.

Shadow Master

Dex: 7 Str: 7 Body: 6
Int: 5 Will: 7 Mind: 6
Infl: 5 Aura: 5 Spirit: 5
Initiative: 21 Hero Points: 23

Resistance Attributes determine how much damage a
Character can take in physical, mental, and mystical areas. The
Resistance Attributes are Body, Mind, and Spirit.

The Resistance Attribute is compared on the Result
Table to the Effect Attribute of the attacker. The number found
temporarily reduces the APs of the Current Condition.
Remember, no matter how seriously a Character is hurt, he
always defends atthe original value of his Resistance Attribute.
The Character’s Current Body, Mind, or Spirit Condition is used to
determine only two things: if the hero has been rendered uncon-
scious, or if he has died in battle. For instance, Shadow Master’s
Resistance Attribute for Physical Attacks is his Body. Even if he
lost 3 APs from his Currently Condition, he would still defend at 6
APs. If a Resistance Attribute (Body, Mind, or Spirit) is temporari-
ly reduced to 0 or below, the Character falls unconscious.

If a Character’s Current Condition is ever lowered to a
negative value below his original Body, Mind, or Spirit Condition,
he is dead. For Shadow Master to be killed with a Physical
Attack, for instance, his Body Condition must be reduced to -7
APs.

Idea Three: Rolling the Dice

Rolling the dice is a very trivial yet important part of
every role-playing game. In order to play the Blood of Heroes
RPG you will need two ten-sided dice (which should be readily
available at the store where you got this book). A ten-sided die is
referred to as a D10. If you are asked to roll a D10, roll one die.
The number showing on top is your roll; 0 is counted as ten, not
zero.

If the Gamemaster asks you to roll 1D10, you. will most
likely be rolling for Initiative. Initiative is used during combat to
determine which Character gets to declare and perform his action
first.

To determine your Initiative, roll 1D10 and add the result
to your Character’s Initiative rating.Whoever has the lowest
Initiative declares his action first. Then, when combat begins,
whoever has the highest Initiative performs his action first. You'll
get to practice rolling Initiative in the solo adventure, Anarchy
Man’s Night on the Town.

When you are asked to roll 2D10, roll both dice and add
the results together. If you roll. doubles (the same number on
each die), you may add the total then roll again. Add the new
dice roll to your first roll to get your total. For instance, if you
rolled a 4 and a 4, then a 1 and a 9, your total roll would be 18.

If you keep rolling doubles, you may keep adding the
new rolls and then roll the dice again. You do not have to keep
rolling if you get doubles; you may stop rolling the dice anytime
after your first roll.

EXCEPTION: If at any time you roll a 2 (double 1’s),
you automatically fail at the action you were attempting. You
do not get to keep rolling. Furthermore, even if double 1’s are
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Action Table

11 13 15 18 21 24
11 13 15 18 21

rolled on the second or greater roll, the roll fails. For example, if
you roll double 8's, then double 1’s, your action fails.

Idea Four:The Action Table

The Action Table, together with the Result Table,
resolves nearly all of the actions in the Blood of Heroes RPG.
Though they look complex, using the Tables is relatively easy.
Read the description and examples that follow. Soon you’ll know
how to resolve almost any action in the Blood of Heroes RPG.

There are eight new terms associated with the Tables,
but don’t worry; some are familiar terms used in a slightly new
way. These terms are:

Action Check, Acting Value, Opposing Value,
Success Number, Column Shift, Column Shift Threshold,
Effect Value, and Resistance Value.

The following example pits Anarchy Man of Crossfire
against Clint, the nomad warrior.

In order to follow along, you will need the Action and
Result Tables, along with the following statistics for Anarchy Man
and Clint.

Dex: 10

Int: 7

Infl: 4
Initiative: 26

Str: 4
Will: 7
Aura: 4

Body: 6
Mind: 7
Spirit: 9
Hero Points: 156

Dex: 12 Str: 6 Body: 6
Int: 9 Will: 9 Mind: 6
Infl: 7 Aura: 9 Spirit: 6

Initiative: 32 Hero Points: 79

The Action Table is read both down and across.
Whenever we want you to read down, we call the listing a
Column. When we want you to read across, we call the listing a
Row.

Anarchy Man is attempting to punch Clint.

First: Find the Acting Value column. The Acting
Values are located in the left-hand column of the Action Table.
The Acting Value is most often a measurement of a Character’s
Action Attribute (Dex, Int, or Infl). Depending on which type of
action is being performed, a certain Acting/Opposing Attribute is
used.




Action Type Acting/Opposing Attributes

Physica

* Mental
* Mystical

Sometimes, other Attributes can replace the normal
Acting/Opposing Attributes (Dex, Int, or Infl). Powers or Skills, for
instance, use their own AP ratings as the Acting Value.

Because Anarchy Man is attempting to perform an
action, itis time to begin our Action Check. Punching some-
one is a Physical Attack, so use Anarchy Man’s Dex of 10 as
the Acting Value. The fifth Row down is the 9-10 Acting Value
Row.

If Anarchy Man were wearing his “Anarchy Suit,”
which has built in abilities, he could use a Power like
Lightning or Sonic Blast. In this case he would use the APs
of that Power as the Acting Value, not his Dex.

Second: Find the Opposing Value row. The Opposing
Values are located in the topmost row of the Action Table. Like
the Acting Value, the Opposing Value is commonly the
Acting/Opposing Attribute (Dex, Int, or Infl) of the defending
Character. However, the Opposing Value can come from other
Attributes. If the Character is using a Power or Skill to defend
himself from attack, then the APs of the Power or Skill become
the Opposing Value.

Clint will try to dodge Anarchy Man’s blow with his
own Dexterity. Clint has a superhuman Dexterity of 12. Go
across the Opposing Value row until you find the 11 to 12
Opposing Value Column.

If Anarchy Man were using a Mental Attack, Clint
would defend with his Opposing Attribute for Mental Attacks,
his Intelligence. If Anarchy Man had the power to use a
Mystical Attack, Clint would defend with his Opposing
Attribute for Mystical Attacks, Influence. But Anarchy Man
has no way of making Mental or Mystical Attacks, though he
could probably create a device to mind blast someone. As a
result, Anarchy Man must use brute force, which he prefers
anyway.

Third: Find the Success Number. Find where the
Acting Value Row and the Opposing Value Column meet.The
number at this intersection is the Success Number. This is the
lowest number you can roll on the two ten-sided dice (2D10) for
your Character to succeed at his action.

By looking at the Action Table where the 9-10 Acting
Value Row and the 11 to 12 Opposing Value Column meet,
you see you need to roll a 13 for Anarchy Man to hit Clint.

Fourth: Roll the two ten-sided dice. If you roll your
Success Number or better, the action is successful.

You roll a 2 and 2, a 4. It is doubles, so you roll
again. Now say you roll an 8 and a 7, a 15.The total is 19
(2+2+8+7=19). Anarchy Man has definitely hit Clint.

Fifth: Determine if the roll is within the Column Shift
Threshold. When a Character does something well, he might
earn a bonus to add to his result.This bonus is called a Column
Shift. But before this bonus can be earned, two conditions must
be met:

A) The roll must be greater than the Success Number,

and B) The total die roll must lie on or beyond the Column Shift
Threshold.

The Action Table is set up so that any roll over 11 might
earn the Player a Column Shift. Notice that the 11s split the
Action Table in two. This is the Column Shift Threshold.

Anarchy Man needed a 13 or better to hit Clint. If
you compare Anarchy Man’s Success Number of 13 with his
roll of 19, you see that he is well to the right of the 11’s.This
not only means that Anarchy Man was successful in his
action, but it also makes him eligible for a Column Shift
Bonus.

If Anarchy Man had rolled a 13, his action would
have been successful, but it would not have been good
enough to earn him a Column Shift Bonus. In this case, you
would immediately go to the Result Table.

Sixth: Determine the number of Column Shifts. Place
your finger on the Action Table where the Opposing Value
Column intersects the Acting Row. This is the Success Number
that your Character needed to roll to hit. If you rolled higher than
your Character’s Success Number, he hit his opponent so well
that he receives a bonus.

Beginning atthe Column Shift Threshold (11), move
your finger across the row (to the right) to the next number. If it is
smaller than the die roll, count that as one Column Shift and
move one more Column to the right. If that number is smaller
than the die roll, count that as another Column Shift. You now
have two Column Shifts.

You continue moving your finger, counting each move as
an additional Column Shift.Once you reach a number higher
than your die roll, stop counting.

The number of moves is the number of Column Shifts
that a Character will receive. You should remember the number of
Column Shifts because it increases your results on the Result
Table.

Place your finger on Anarchy Man’s Success
Number of 13.This is located on the intersection of the 9-10
Acting Value Row and the 11 to 12 Opposing Value Column.
Move one Column to the right to the number 15, counting
“one.” So far, you have gained one Column Shift.

Move again, this time to the 18, counting “two.” You
now have two Column Shifts. Move one more time, but this
time the number is 21. Your roll was 19 (less than 21), so you
do not receive another Column Shift.

Seventh: Go to the Result Table. Once you have the
number of Column Shifts (if any), it is time to use the Result
Table. The Result Table is never used when a Character fails to
roll his Success Number on the Action Table. That Character sim-
ply “missed” or failed to perform his action.

Keep in mind that Anarchy Man has 2 Column Shifts
against Clint.

Idea Five:The Result Table

The Result Table tells you how effective your action
was, by telling you the number of Result APs (RAPs). It is possi-
ble, however, to have a successful action which has no effect.
Any Character can probably hit a wall (a successful action), but it
is less likely that he will damage the wall (getting APs of resuilt).

Once you have succeeded on the Action Table, the
Result Table is consulted to see what effect your Character’s
action had.

Below is a step by step guide to the Result Table. The
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25 23 21 19 17 14

38

Aprewokus example is continued.So far, Anarchy Man has hit Clint
and has gotten 2 Column Shifts.

First: Find the Effect Value columﬁ. This is located on
the far left-hand side of the Result Table. The Effect Value usual-
ly equals your Character’s Effect Attribute.

Depending on which type of attack is being made, cer-
tain Effect Attributes apply:

Effect Type

Effect Attributes

Mystic

36 34 32 30 27
43 41 39 36 33 30

The Effect Value may also come from other Attributes.
For instance, when a Power or Skill is used to perform an action,
the APs of the Power or Skill are used as the Effect Value.

Anarchy Man is attacking physically, so his Effect
Attribute is his Strength. Anarchy Man has a Strength of 4
APs, so his Effect Value is 4. Move your finger down the
Effect Value column to the 3-4 Row.

If Anarchy Man had used a Power from his “Anarchy
Suit”like Lightning or Sonic Beam, his Effect Value would
equal the APs of this Power instead of his Strength.

24 21 18 15 12 N
27 24 21 18 15 13

Second: Find the Resistance Value row. This is found
along the top of the Result Table. The defender’s Resistance
Value is usuallv one of his Resistance Attributes:

Resistance Attribute

Resistance Type

The Resistance Value could also come from other
Attributes. For instance, a defender’s Power or Skill could be
used to resist damage, and its APs would be used instead of a -
Resistance Attribute.

Since Anarchy Man is using a Physical Attack, Clint
resists with his physical Resistance Attribute: his Body.
Clint's Body is 6. Move your finger across the Resisting
Value row to the 5 to 6 Column. If Anarchy Man had
attacked Clint with a Mental Power like Hypnotism, Clint
would use his Resistance Attribute for Mental Attacks: his
Mind.

Third: Get the Result APs. Find where the Effect Value
Row and the Resistance Value Column meet.This number is the
number of Result APs (RAPs).

If the result is an ‘N'then there is No Effect. If the Result
is an ‘A, then the RAPs are equal to the APs of the Effect Value.
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If the result is in the +1 Column, add 1 AP to your Result APs for
every time you shift into this Column.

) Unless you are playing with Characters created with
more than 2000 Hero Points, you will probably not need the +8
row. The Rules section has an explanation of how to use this
row.

Anarchy Man has an Effect Value of 4, and Clint has
a Resistance Value of 6. By following the 3-4 Effect Value
Row to where it intersects the 5 to 6 Resistance Value
Column, we see an N. This would mean that Anarchy Man
did negligible or no damage to Clint, but . . . we haven’t yet
applied the Column Shifts Anarchy Man received on the
Action Table.

Fourth: Apply the Column Shifts. Any Column Shifts
from the Action Table are applied to the Columns on the Result
Table. Column Shifts on the Result Table are made to the left,
decreasing numbers in the Resistance Value row, but increasing
the number of Result APs within the Table itself. The more
Column Shifts you gained on the Action Table, the more the
defender’s Resistance Value is lowered.This causes the number
of RAPs to increase. The defender is accumulating damage at
this point.

Anarchy Man had 2 Column Shifts. This shifts
Clint’s Resistance Column two to the left, froman N to a 2.
This means that Anarchy Man received 2 Result APs.

If Anarchy Man had received three Column Shifts,
he would have received ‘A’Result APs.‘A’means the RAPs
earned are equal to “All”’of his Effect Value of 4. Anarchy
Man would have done 4 RAPs of damage to Clint's Current
Body Condition.

If Anarchy Man had only rolled a 13 on the Action
Table, you would still go to the Result Table to determine
how much damage he did to Clint. In this case, Anarchy Man
would not have earned any Column Shifts, and his Effect
Value of 4 versus Clint’s Resistance Value of 6 would have
resulted in a ‘N’ for “No”damage.

This is as far as this example goes. Feel free to run
through it again;this time giving Clint a chance to strike at
Anarchy Man.

Idea Six: Advantages, Drawbacks, Powers and Skills

Powers and Skills are what make heroes (and villains)
better than the average human. But while the average human
may have certain Skills in which he is proficient, Powers are
something that only “super” Characters possess.

There is only one AP value for a Power or Skill. This
value is used for its Acting and Effect Values or its Opposing and
Resistance Value, depending on whether the Character is
Attacking someone or defending himself.

For instance, Holy Avenger has an Energy Blast Power
of 14 APs. When using his Energy Blast, his Acting Attribute is
his Energy Blast Power of 14.Therefore his Acting Value is 14. If
he hits a villain, his Effect Attribute is his Energy Blast Power of
14, therefore his Effect Value is 14. Since this is a Physical
Attack, Holy Avenger's opponent would have an Opposing Value
equal to his Dexterity and a Resistance Value equal to his Body.

Powers and Skills of the Blood of Heroes RPG are list-
ed in the Character Design section and are categorized as
Physical, Mental, or Mystical.

Some Characters have special Bonuses or Limitations
that vary the specific effects of their Powers or Skills. Shadow
Master, for example, can use his Dispersal Power to make
objects intangible.

Advantages and Drawbacks are two more things that
make Characters unique. For instance, Striker, who is an.
American Icon has the Dark Secret Drawback that he is mostly
cybernetic. However, he also has High Connections Advantage
with the Pentagon.

Advantages, Drawbacks, Bonuses, and Limitations are
not measured in Attribute Points, but this doesn’t mean they are
not important.The Character Design section covers these cate-
gories in more detail.

Idea Seven: Hero Points

Hero Points are used in many different ways in the
Blood of Heroes RPG. They are earned through adventuring
and spent like money to obtain items, Powers, Skills, or tempo-
rary increases in your Acting, Opposing, Effect, or Resistance
Values. All the uses of Hero Points are covered in full detail later
in this book, so for now let’s concentrate on temporarily increas-
ing a Character’s Values during play. The following example will
help explain how this is done.

Mike’s hero is hurt. He has accumulated a lot of
damage and doesn’t have much fight left in him.T he villain
knows it. But the hero summons up his final reserves of
strength for one last attack. How can he do it? The answer is
Hero Points.

Our friend is in trouble, but he has 5 Hero Points. He
can spend them to temporarily increase the APs of his Abilities.

The Hero Points are added to the Acting or Opposing
Values (on the Action Table) or the Effect or Resistance Values
(on the Result Table). For every Hero Point spent, the APs of the
appropriate value increase by 1.

Before Mike or the Gamemaster rolls the dice for an
action, Mike must declare that he is adding the Hero Points,
and where: to the Acting and/or Effect Value (if his hero is
performing the action), or to the Opposing and/or
Resistance Value (if his hero is the target of the action). In
this case, Mike’s hero is performing the attacking, so he
would opt to increase his Acting and/or Effect Values.

Look at the Action Table and find the Acting Value
Column. Say Mike’s hero has a Dexterity of 8 (Acting Value)
and the villain has a Dexterity of 6 (Opposing Value).

Find where the Acting Value Row (7-8) and the Opposing
Value Column (5 to 6) meet: 9. Normally, Mike would need to
roll a 9 or better on two ten-sided dice for his hero to score
a hit.

With Hero Points, Mike can increase his hero’s
chance to hit by temporarily increasing his Acting Value. He
decides to spend 3 Hero Points and declares this to the
Gamemaster before he rolls the dice.

The 3 Hero Points are added to the hero’s Acting
Value of 8 for a total of 11. Looking down the Acting Value
Column go to the 11-12 Row. Find where the 11-12 Row (new
Acting Value) and the 5 to 6 Column (Opposing Value) meet:
5.

Now Mike only needs to roll a 5 or better for his
hero to hit the villain.
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The following are specific guidelines for the use of Hero
Points. We will continue with our example to better explain what is
meant.

1. Hero Points can be spent to increase the Acting
Value and/or the Effect Value, OR the Opposing Value and/or
the Resistance Value.

Instead of spending the 3 Hero Points to increase
Mike’s hero’s Acting Value from 8 to 11, he declares at the
beginning of his turn that he wants to increase his hero’s
Effect Value instead. Since this is a Physical Attack, his hero
uses his Effect Attribute for Physical Attacks: his Strength.

Mike’s hero has a Strength of 5. His Effect Value is
then normally 5. If 3 points are added to it, he will have an
Effect Value of 8. ,

Mike still must roll on the Action Table to see if his
hero hits the villain on his Acting Value Row of 7-8. He needs
a9androlls a 10. He has hit!

Now Mike goes to the Result Table. Usually, his hero
strikes on the 5-6 row of the Effect Value column because
his Strength is 5 APs. But Mike has spent 3 Hero Points to
raise his Effect Value to 8.

This new Effect Value is compared to the villain’s
Resistance Value for Physical Attacks: his Body. T he villain
has a Body of 4. Find where the 7-8 Effect Value Row and the
3 to 4 Resistance Value Column meet: 4.

Normally, Mike’s hero would give the villain 2 RAPs
of damage, but because he has increased his Effect Value to
8, he gives the villain 4 RAPs of damage!

2. Hero Points can be spent to increase both the
Acting and Effect Values or the Opposing and Resistance
Values in a single phase of combat.

Mike’s hero has 5 Hero Points. Before any rolls are
made, he declares that he is spending 3 Hero Points to
increase his hero’s Acting Value and 2 Hero Points to
increase his hero’s Effect Value. By adding 3 Hero Points to
Mike’s hero’s normal Acting Value of 8 (his Dexterity), we see
that his new Acting Value is 11. His last 2 Hero Points are
used to increase his normal Effect Value of 5 (his Strength)
to an Effect Value of 7.

3. A Hero Point increase of APs is a one-shot deal.
The benefit is lost as soon as the results of the action are
applied.

Mike’s hero spent 3 of his 5 Hero Points to increase
his chance to hit (Acting Value) and the remaining 2 Hero
Points to increase his Effect Value. Even if his action fails
(Mike rolls lower than his Success Number), the 5 Hero
points are “burnt’and gone forever. Mike cannot get them
back.

4.The maximum number of Hero Points spent to
increase any value is equal to the APs of the Attribute on
which that Value is based.

Mike’s hero has a Dexterity of 8. He may spend no
more than 8 Hero Points to increase his Acting Value for
Physical Attacks to 16.

On the other hand, Mike’s hero has a Strength of 5.
He may increase his Effect Value to 10 by using 5 more Hero
Points.

Mike decides to spend 8 Hero Points on his Acting
Value and 5 Hero Points on his Effect Value; he will have
spent a total of 13 Hero Points.This is the maximum amount
of Hero Points he can spend during this phase. However, it
is not necessary to spend the maximum number of Hero
Points.

5. Non-Player Characters can also have Hero Points.
The Gamemaster will control the use of Hero Points by a
Non-Player Character.

The villain in this example also has a set number of
Villain Points.The GM can spend these Points to counteract
the Hero Points spent by Mike’s hero.The process is called
bidding, and it is explained in the following.

6. Bidding:When you declare you are spending Hero
Points (before the roll of the dice), the Gamemaster may
declare that his Non-Player Characters are spending Hero
Points, too.

Once the Gamemaster makes his declaration, you have
a chance to increase the number of Hero Points you are spend-
ing on the action. You may increase the number of Hero Points
you bid until you reach your maximum limit.

You may not shift Hero Points previously committed. For
example, if you have bid 4 Hero Points on your Acting Value and
4 on your Effect Value for a total of 8, you cannot bid a total of 9
Hero Points, all on your Acting Value. Four Hero Points were
already committed to the Effect Value.

Bidding ends when you and the Gamemaster have both
stopped adding Hero or Villain Points and said, “Pass.” No more
Hero Points may be bid after this point.The dice are then rolled
for the action.

Let’s say that Mike’s hero still has § Hero Points.The
villain he is facing has 3 Villain Points. Mike spends 3 Hero
Points to increase his hero’s Acting Value for Physical
Attacks (based on his Dexterity) from 8 to 11. Mike declares
this before he rolls the dice.

The Gamemaster also declares his intentions before
the dice roll. He bids 1 Villain Point for the villain, raising the
villain’s Opposing Value for Physical Attacks (based on his
Dexterity) from 6 to 7.This move increases the Opposing
Value enough to move it one column to the right (7 to 8).

Mike’s hero now has 2 Hero Points left and so does
the villain. Mike decides to increase the bid and add his last
two Hero Points to his hero’s Acting Value for a total of 13.

The Gamemaster decides to burn one more Villain
Point but puts it toward the villain’s Resistance Value for
Physical Attacks (based on his Body of 4).This move
increases the villain’s Resistance Value from 4 to 5. Look at
the Action Table to find where the Acting Value (13-15) and
the Opposing Value (7-8) meet: 5.

Mike must roll a 5 or better to hit the villain. He rolls
a 3. He missed!

Even though Mike’s hero missed, the Hero Points
the villain committed to his Resistance Value are lost.
Therefore, at the end of this phase of combat, Mike’s hero
has no Hero Points left, and the villain has 1 Hero Point left.

This example is just one of many ways to use Hero

Points. Consult The Rules section (page 119) for other uses of
Hero Points.
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Idea Eight: Automatic Actions

Automatic Actions are those actions that are so simple
to perform, they do not require a die roll. Lifting, throwing, jump-
ing, and even using some Powers and Skills are considered
Automatic Actions.

In most cases, any action which does not change the
APs of an object or Character can be considered an Automatic
Action. Lifting a steel block is an Automatic Action because the
APs of the block are not changed. Smashing a steel block is not
an Automatic Action because you are attempting to change its
number of APs, and therefore, you must compare your Effect
Value against its Resistance Value.

Automatic Actions can be accomplished without rolling
on the Action Table. To find the Result APs (RAPs) of an action,
simply find the appropriate Power, Skill, or Attribute. The Result
APs will be equal to the APs of the Power, Skill, or Attribute. The
Player may choose to have fewer RAPs, if he wishes.

For instance, when trying to lift something, Strength is
the appropriate Attribute. A Character with 6 APs of Strength can
lift 6 APs of weight without strain. A Character with a Flight Power
of 12 may automatically fly a distance of 12 APs in a single
phase. The Character may, however, choose to fly at a slower
rate.

" Living Dangerously . . .Or Not Living AtAll

Death is closer at hand in the Blood of Heroes RPG
than it is in the comics. In the comics, the writer has complete
control of the outcome of the story. In the Blood of Heroes RPG,
the GM, Players, and the dice all influence the outcome.

The death of a Player’s Character or favorite Non-Player
Character is a risk of playing the game. Remember that you do
not lose the game when you lose a Character. No matter how
important the character may have seemed, he is a product of
your imagination. i _

So if the inevitable happens, put your imagination back
into gear and create another Character. You will find that the
game can be just as exciting with a new face in front of you.

_ Wheredolgofromhere? = . —
Now that you've read the Introduction, continue with the
solo adventure, Anarchy Man’s Night on the Town. This will

help give you an even better understanding of what the Blood of
Heroes RPG is all about.

Anarchy Man’s Night on the Town

So far you've read quite a bit about the Blood of
Heroes Role-Playing Game and how it works, but there’s just no
substitute for experience. We're now going to ask you to put on
the Anarchy Suit and hang out in the alleys of Washington, D.C.,
with the master of chaos...

Anarchy Man’s Night on the Town is a short adventure
that you can play on your own, without a Gamemaster. By the
time you're finished playing through the adventure, you should
have a pretty good idea of exactly what the game is all about. You
can then move on to the rest of the book. Before long you will
find yourself playing any one of a hundred Blood of Heroes
characters, or your own characters, in fantastic adventures!

How to Play
During this adventure you will be playing the role of
Anarchy Man. You can find Anarchy Man’s statistics on page
271. You will need two 10-sided dice, along with a pad of scratch
paper and a pencil. You should record your starting Current

Body, Mind, and Spirit Conditions on your scratch paper. For
Anarchy Man, these would be 6, 7, and 9, respectively.

Begin reading the adventure with Paragraph #1. At the
end of each paragraph you will be given a series of choices and
paragraph numbers. Decide what you want to do and flip to the
appropriate paragraph;it’s that simple!

1

Washington, D.C., 12:30 A.M. The night is cold, and
a brisk wind blows open your coat. ' Crouching closer to the
fire for warmth, you chat with the other “alley folk”’, home-
less men and women who live as best they can in the alleys
of D.C.These people are your friends. They respect you for
who you are, and you do not disrespect them for simply
lacking a permanent residence. You help them as much as
you can, providing them with whatever they need, and in
return they serve as your eyes and ears throughout the city.
Most are known only by their first name, and some have no
names, known simply by their most prominent characteris-
tics. There are five of you, sitting around the fire burning in
the rusty 50 gallon metal drum. Bob, Frank, Shorty, and Rat
are resting on their makeshift chairs. Suddenly, the calm-
ness of the alley is broken by calls for help. It's always
something: screams, gun fire, even an occasional explosion.
You hear a familiar voice screaming for help from down in
the alleys. It's Ed, one of the more solitary “alley folk”.

If you decided to run down to help Ed go to Paragraph
#5. If you decide to retrieve your protective “Anarchy Suit” armor
go to Paragraph #7.

2

Having bested the stranger, you decide you had bet-
ter start looking for his brother. All you need is for these
two to start roughing up your friends because of some fami-
ly feud. Using your connections with the people in the
alleys, you begin your search for the other stranger. Just
when you pin down where you think he is in the alleys, the
guy you're talking to turns white and runs. It’s going to be
one of those nights. Obviously, there’s something really big
and scary, and it’s probably standing right behind you.

Surprise! Head to Paragraph #3.

3 .

You turn to face the largest man you’ve ever seen.
His eyes glow an eerie yellow, and he is rippling with mus -
cles. A strange energy courses between his hands, lighting
the alley in a sickly green glow. The worst part is that he’s
wearing one of those “I’m about to do something really
rude”grimaces.

“You’ve beaten my brother, little man. Though I
never did like him, he’s still my brother. Run now or I'll
crush you like a bug.”

First, even though it spooked the Alley Folk, you've got
to check and see if this new threat catches Anarchy Man by sur-
prise. To roll a Surprise Check, also known as a Perception
Check, have Anarchy Man make an Action Check using his Int
and Will as the Acting and Effect Values. The Opposing and
Resistance Values he will roll against are the Int and Will of the
grimacing giant, 4 and 9. If this check succeeds with one or
more RAPs, you'noticed the threat in time and should choose an
option below; otherwise, Anarchy Man will be surprised and can-
not act at all during the first phase of the upcoming combat.

If he’s surprised, the giant will fire an energy blast (a Physical
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Attack) at Anarchy Man with AV/EV of 10/10. As with all Physical
Attacks, Anarchy Man’s OV/RV to this attack is his Dex/Body.
Since it's a ranged attack and not hand to hand combat, Anarchy
Man cannot use his Martial Artist Skill.

After being blasted or if he won initiative, Anarchy Man
can choose from one of the following options. If you decide to
fight the stranger, go to Paragraph #9. If you decide to retreat
around the corner, then backtrack, hide and watch, go to
Paragraph #12. If you run like a maniac to get your armor, go to
Paragraph #13. If you decided to get some serious help and call
for backup, go to Paragraph #16.

4
You decide to follow the giant, being careful not to
be seen.With razor sharp skills from your years as a profes-
sional “property re-locater”, your attempt to slip down the
alley, hiding behind dumpsters and garbage, shouldn’t fail.

But it might fail. In order to follow the giant unseen,

- Anarchy Man must use his Thief Skill. In this case, the giant
(Samus) must make a special Action Check known as a
Perception Check. His Action and Effect Values are his Int and
Will, 4 and 9 respectively. The Opposing and Resistance Values
equal to Anarchy Man’s APs of Thief Skill. If Samus fails to get
any positive RAPs, read Paragraph #20, otherwise if Samus suc-
ceeds with one or more RAPs, read Paragraph #9.

5

Realizing that in a fight seconds count,and you
can’t afford to delay by getting your armor. With amazingly
fast reflexes, you’re up and running before your friends have
time to react, bolting toward the source of the screams.

As you round the corner, you observe a tall man
wearing a long dusty coat with boots and a hat. He is hold-
ing Ed high off his feet and placed him against the wall. In a
scratchy voice the strange man demands to know the loca-
tion of his brother. The terrified homeless man, obviously
bewildered, can only mutter, “What?”

If you would like to attack the stranger read Paragraph
#10. If you would like to confront the stranger and demand to
know his intentions go to Paragraph #8.

6
Obviously this hulking giant is far too much for you.
Thinking quickly you tell him what he really wants to know,
where his brother is. Even if you didn’t know, you’ve made
something up and tell him he’d better hurry, or he’ll lose him
for sure! The giant mutters,“Smart man,” and proceeds
leisurely down the alley.

If you get your armor go to Paragraph #13, if you follow
the giant go to Paragraph #4.

7

Realizing that with your luck some super-human vil-
lain is terrorizing Ed, you’ll end up having to fight him with-
out the aid of your equipment. Using your amazingly fast
reflexes, you’re up and running before your friends have
time to react. Your garage is only a block away, so it will
take only a few minutes to retrieve the Anarchy Suit and
return to help Ed.

Rounding the corner, you spot your garage. You
also see an enormously large man standing between you
and yourgoal. It is difficult to make out any of his features
as the strong street light behind him makes it difficult to see

any details. However, it is blatantly clear that he is floating
above the ground given the way the light from behind him
streams beneath his feet.

If you attack the large stranger read Paragraph #9. if
you stop and stare inquisitively at the massive being read
Paragraph #18. If you ignore the stranger and run into your
garage read Paragraph #13.

8
You suck in your breath, stick your chest out, and in
your most intimidating voice yell,“Hey! Put that man down,
immediately! Now, what are you doing in these alleys?”

Scaring someone like this is called Intimidation. In order
to Intimidate someone, you use your Infl and Aura as the AV and
EV respectively. In addition, characters may substitute their APs
of Charisma Skill for such a check. Since Anarchy Man doesn’t
have the Charisma Skill, he must stick to using his Infl/Aura as
the AV/EV. The Man’s Influence and Aura both equal 7, so the
Opposing and Resistance Values also equal 7. In the unlikely
event your Action Check receives 7 or more RAPs, read
Paragraph #15. If you fail, the stranger starts a fight, and you'll
have to defend yourself! Go to Paragraph #10.

9
In front of you is probably one of the largest men
you’ve ever seen, and you’re confronting him alone. The
thought goes through your head that this is probably not the
smartest thing you've ever done.

Without his armor, the giant, Samus, will easily defeat
Anarchy Man. And Samus is too fast to run away from. You can
play out this battle just like the one featured in Paragraph #10
(and use it for reference), but it’s safe to say Anarchy Man is
going to lose if he hasn’t retrieved his armor.

Read this Paragraph only if Anarchy Man has failed to
retrieve his equipment. After you take a good hit from Samus,
assuming it doesn’t kill you, a merciful GM might allow Anarchy
Man a Persuasion Check (as detailed in Paragraph #8).This way
you might convince Samus that he’'d better look for his brother,
and that he has no time to bother with you. (allowing you to go to
Paragraph #6)

The more important of Samus’s statistics are:

Str: 16 Body: 10
Int: 4 will: 9 Mind: 9
Infl: 8 Auras 5 Spirit: 9
Initiative: 25 Villain Points: 30

Powers: Energy Blast: 10, Flight: 11

If your Current Body Condition is reduced to zero or
below at any point during the battle, read Paragraph #19, other-
wise if you somehow beat him senseless, read Paragraph #21.

10
Against your better judgment, you’re now in combat
with this bruiser in the cowboy outfit, and unfortunately,
you're without your armor.

Though Anarchy Man does not know this at the
moment, the character he is fighting is known as Clint. Clint’s
statistics are provided below. His powers will not be important in
this battle.

15



In the Blood of Heroes RPG, combat is fought in phas-
es. The first thing you do in each phase is roll for Initiative. Roll
1D10 and add the result to your Initiative score, then do the
same thing for Clint. Whoever has the highest Initiative total gets
to make the first attack during this phase. After the Initiative win-
ner makes an attack, the Initiative loser gets to make a counter-
attack, assuming he is still conscious. After both parties have
made an attack, begin a new phase with a new lInitiative roll.
Normally, the combatants keep fighting until someone drops
unconscious, or until someone role-plays his way out of combat.
Unfortunately, this pre-made paragraph adventure won'’t let
Anarchy Man talk his way out of this one, so keep fighting until
someone drops.

Making a combat attack is a Dice Action, using your Dex
as the Acting Value (AV) and your Str as the Effect Value (EV).
The Opposing Value (OV) is equal to your opponent’s Dex, and
the Resistance Value (RV) is equal to your opponent’s Body. Any
RAPs you receive from a combat dice action indicate the amount
of damage taken by your opponent and are subtracted from his
Current Body Condition. Once a Character’s Current Body
Condition drops down to zero or less, he is unconscious.

Dex: 12 Str: 6 Body: 6
Int: 9 Wwill: 9 Mind: 6
Infl: 7 Aura: 9 Spirit: 7
Initiative: 32 Hero Points: 79

Powers: Disintegration: 12, Hypnosis: 9, Extended Hearing: 5

Clint has a number of super-human abilities and the
odds are clearly in his favor, but don’t worry he’ll only use hand to
hand attacks on you (Clint’'s AV/EV will equal his Dex/Str), since
he feels that’s all this unworthy geek, Anarchy Man, is worth.

Anarchy Man does have an ace up his sleeve, he has
the Martial Artist Skill, which may be used to replace his AV, EV,

-OV, or RV with its own AP value during each phase.
Unfortunately, it can only replace one of these values at a time
each phase, not all of them at once, and you have to decide
which one it replaces before you roll the dice, but it's still an
edge.

If you're knocked unconscious by Clint, read Paragraph
#17. If you knock Clint unconscious, you can either search Clint’s
unconscious body for clues (read Paragraph #14) or search
around for this mysterious brother (read Paragraph #2).

1
The giant and a man in a long coat are battling it
out, and it is blatantly obvious that the giant is more than a
match for the other man. Before you have time to react, the
smaller man has been blasted through a nearby wall!

If you decide to attack Samus go to Paragraph #9. If
you continue to watch go to Paragraph #12.

12

As you hide just around the corner, the giant picks
up the body of his brother in his left hand and floats off. Ed,
probably the smarter of the two of you, has long since run
off, probably to go drink this weird night away. Right now
that doesn’t sound like a bad idea. The giant then floats - lit-
erally floats - away into the sky beyond your view. Looks
like he got away this time. You’d better get some help, prefer-
ably someone who can fly and take this guy down. You know
just the guy. One call to Disland Corp., and you’ll have all the
help you need.

Try again from the beginning at Paragraph #1.

13

You run into the garage and retrieve your equipment
from the trunk of the Anarchy Mobile. You now have your
Anarchy Suit and the rest of your equipment. You're ready to
kick some serious butt as Anarchy Man! After about 3 tries,
you give up trying to start the Anarchy Mobile, the least reli-
able transportation in the city.

Running out of the garage on foot, you feel ready to
take on anything. It’s a good thing too. Down the alley the
sound of serious fighting is now clearly evident.

If you choose to enter the fight go to Paragraph #11. If
you choose to radio for help go to Paragraph #16.

14

After throwing the unconscious body of the bully
into a nearby dumpster, you glance up at Ed to see if he’s
OK. Still shivering, he manages to blurt out,“Thanks man!
Got any cigarettes, | could sure...” Ed never finishes his sen-
tence. You quickly glance up and look toward the battered
alley resident. His face is as white as a sheet, eyes wide and
staring at something... BEHIND YOU!

Surprise! Head to Paragraph #3.

15

You’ve actually managed to show this man that
you’re deadly serious. He drops the bum and responds with
a gruff, “Sorry, didn’t mean to rough up a friend of yours.”

Again you ask,“What are you doing here?”

The man responds, “There’s a powerful super-
human roaming these back alleys. Anyone he encounters is
in grave danger. I'm trying to find him before anyone else
gets hurt.”

As a fellow hero of sorts, it's your duty to help out. If
you want to fetch your protective “Anarchy Suit”, go to Paragraph
#13. If you want to stay, Clint decides to split up to cover more
ground. In your own explorations, you discover Paragraph #3.

16

Realizing this is getting a little out of hand, you
decide to enlist the help of your friends in the Crossfire
Team to help sort things out. Within seconds of your phone
call Jason, in his ZG-91 Combatant Armor, has arrived. With
his help, the battle is quickly ended. In some situations, you
simply need your backup, and there’s no better backup than
Warrior, except for maybe Mindhammer... but he’s always
whining about your chaotic methods...

Go to Paragraph #21.

17

As you slump into unconsciousness, you see your
attacker has a smug look on his face. He bends over you
and this looks like the end when he begins to whisper some-
thing. “I didn’t really want to fight you. I could have killed
you when you started this! Fm just looking for my brother;
he’ll do a lot more damage down here than I will. Too bad
you interfered, because | wouldn’t have hurt the bum. Have
a nice nap!”

Why don’t you go back to Paragraph #1 and try to stay
conscious this time.
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18

“Hello little man,” are the first words he bellows.“My
name is Samus. Remember it; it may be one of the last
words you hear. 'm looking for my younger brother, Clint.
Tell me where he is, and I'll let you live. If you don’t tell me -
or you don’t know - I'll blast you to atoms!”

Now you can either tell Samus where his brother is in
Paragraph #6, bolt into your garage at Paragraph #13, or attack
the massive giant with Paragraph #9.

19

Fighting the giant, Samus, may be the last thing you
ever do. Your broken and battered body is slumped in the
corner of the alley way. The giant lumbers toward you, slow-
ly, a menacing grimace spreads across his face. He utters,
“Now you die, little man!”

Just when you think you've had it, the giant freezes
in his tracks. His grimace turns to a stupid smile, then his
eyes roll back, and he falls to the ground with a thump. You
recognize the symptoms of a mind blast when you see one.
Behind the fallen giant stands the Crossfire Team, your faith-
ful friends and allies. Mindhammer takes a deep breath and
then exclaims,“Violence is generally not a valid way to settle
differences...”

Proceed to Paragraph #21.

20
You follow the giant down the alley for a while, until
he encounters the man in the long coat. They talk for a few
seconds out of earshot, and then begin to beat one-another
senseless.

If you leave to get help, go to Paragraph #16. If you
attack the large man go to Paragraph #11.

21
Within half an hour, you've managed to protect your
friends and defeat injustice. Just another chaotic night out on the
town with Anarchy Man.

Common Abbreviations

Resistance Value
Column Shift
Resultant APs

Dex Dexterity
Str Strength
Infl Influence
Int Intelligence
HPs  Hero Points

g Value (AV)
Acting/Opposing Attributes

First Defined
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This chapter provides information on creating original
heroes and villains for use in the Blood of Heroes Role-Playing
Game. Players and GMs can create Characters possessing any
combination of Powers, Skills, Advantages, or Drawbacks
desired, subject to the following rules.

Creating a totally new Character can be a difficult
process and probably should not be attempted until a Player/GM
is comfortably familiar with the system. Players who are not inter-
ested in creating their own Character might wish to skip the rest
of this chapter and return later.

When designing a Character, a Player will probably want
to use a calculator and some scratch paper. Sections of this book.
that are particularly useful when designing Characters include:
the AP Purchase Chart (page 35), the Benchmark APs Tables
(page 343), and Charts: Character Design Summary, which
lists all of the Advantages, Drawbacks, Abilities, etc. along with
their Hero Point Costs and page references.

Ability: A Power or Skill

Advantage: A special capability possessed by a
hero/villain. Advantages are not measured in APs — the hero/vil-
lain either possesses the Advantage or he does not.

Attribute: One of the nine basic characteristics pos-
sessed by every living thing in the Blood of Heroes RPG (Dex,
Str, Body, Int,Will, Mind, Infl, Aura, and Spirit). In addition,
many non-living objects possess one or more Attributes (a table
would possess Str and Body, for instance).

Attribute Points (APs): The basic form of measurement
in Blood of Heroes. APs are fully explained in Chapter Three
and Chapter Four, but a point must be made here regarding
APs of Powers and Skills. Normally, APs are not added or sub-
tracted like ordinary numbers (see Idea One on page 120).
However, when adding or subtracting APs of Powers or Skills to
or from a Character’s Attributes, AV, EV, OV, RV, or other Powers
or Skills, the APs are treated like ordinary numbers unless specif-
ically stated otherwise. For instance, a Character with a Body of 8
and 4 APs of Skin Armor (which adds to RV) would have a RV of
12, not 9. Also, muitiple bonuses from different Powers and Skills
are cumulative unless specifically stated otherwise, so if the pre-
viously mentioned Character also put up a 5 AP Force Field, his
RV would increase to 17.

Automatic Action: Any action which has no Opposing
or Resistance Values and does not require a dice roll. Movement
constitutes a typical Automatic Action.The RAPs of an Automatic
Action are normally equal to a Character’s APs of Power or Skill.

Automatic Power or Skill: A Power or Skill that func-
tions as an Automatic Action during play (i.e. no dice roll is
required). Automatic Powers and Skills may be Pushed (see
Pushing Automatic Actions in Chapter Three).

Base Cost: The cost in Hero Points for acquiring 0 APs
of a particular Power or Skill. A Player creating his own Character
must always pay the Base Cost of each of the Character’s
Powers and Skills.

Bonus: A special modification that increases a Power or
Skill's effectiveness (for example, the "Usable On Others" Bonus
allows a Character to temporarily bestow the modified Power or
Skill upon another Character).

Character Type: The three Character Types include
Heroes, Villains, and Anti-heroes. The last two Character Types,
Villains and Anti-heroes, can be used by Players with the GM’s
approval.

Dice Action: An action performed against Opposing
and Resistance Values and, as such, requiring a roll of the dice.

Drawback: A special penalty suffered by a hero/villain
that affects his effectiveness in play. Drawbacks are not meas-
ured in APs — a hero/villain either possesses the Drawback or
he does not.

Factor Cost: A measure of the relative effectiveness of
a Power or Skill. Factor Cost influences the number of Hero
Points a Player must spend to purchase APs of a Power or Skill
during a Character’s creation and Growth stages.

Gamemaster (GM): The person who acts as referee for
the game. The GM should be well versed in the Blood of Heroes
RPG rules and especially familiar with the events, locations, and
Non-Player Characters in the particular adventure being played.
He is the ultimate authority on what occurs during an adventure.

Genre Rules: Guidelines for play specifically designed
to accurately reflect the feel of a particular adventure environ-
ment; for additional information, see Appendix C.

Hero Points: Numerical reflections of a Character’s
adventuring experience. Hero Points can be used to permanently
obtain additional Powers and Skills. These increases reflect a
Character's growth as a hero or provide a Character with a tem- -
porary increase in Attributes, Powers, and/or Skills during an
adventure.

Knowledge Points: RAPs received from successful use
of an information-gaining Power or Skill (such as Mind Probe or
Detective). The Knowledge Points gained govern the amount of
information learned by a character. 1 RAP reveals very little infor-
mation, 1/2 RV in RAPs reveals a fairly detailed amount of infor-
mation, and Full RV in RAPs reveals everything available regard-
ing the inquiry.

Limitation: A special modification which decreases a
Power or Skill's effectiveness (the "Power Burnout” Limitation
occasionally causes a modified Power or Skill to become inoper-
able for a time).

Link Attribute: Attribute from which a particular Power
or Skill derives its potency. When creating a Character, a Player
may choose to link a Power or Skill to its Link Attribute (e.g.,
Flight to Dex).The Player then pays the Base Cost of the linked
Power and reduces its Factor Cost (see above) to receive APs of
the Power equal to the Character’s APs in the Link Attribute. If a
Link Attribute increases or decreases, the APs of any linked
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Powers or Skills usually increase or decrease respectively (see
Linking Powers and Skills on page 24).

Range: The maximum distance (measured in APs) at
which a Power or Skill is effective. "Normal" Range Powers can
function at a distance equal to the user's APs of the Power. A
Range of "+3" indicates that a Power can function at a distance
of 3 APs greater than the user’s APs of the Power. A Range of
"Self" indicates that a Character possessing the Power or Skill
can only use it on himself, while a Range of "Touch" indicates
that the Character can use the Power or Skill on anyone he
touches.

RAPs: Result APs — the effective number of APs pro-
duced by any action that seeks resolution between forces (com-
bat, Knowledge rolls, etc.).

Subskills: Separate abilities that comprise an entire
Skill. A Character with APs in a Skill automatically possesses an
equal number of APs in each Subskill unless he has chosen to
specialize (see Subskills on page 108).

Super-human: Not really a term from the game
mechanics, but words like super-human, super-powered, para-
human, para-normal are used to describe characters who pos-
sess powers or attributes beyond normal human range.

Character Creation

When creating a Character, a Player begins with 450
Hero Points (GM’s Discretion) which are used to purchase the
Character’s Attributes, Powers, Skills, and Advantages. A Player
may also select Drawbacks for his Character to receive additional
Hero Points usable in Character Design.When the Character is
complete, any Hero Points left over are retained by the Character
for future expenditure.

The creation of any Character for use in the Blood of
Heroes RPG system follows a ten-step process:

Step 1: Confer with the GM

Prior to designing a new Character, a Player should talk
to the GM, who might be planning an adventure or campaign
which requires certain Character Types or Characters with partic-
ular Powers. A Player should know such guideline information
before possibly creating an inappropriate Character for the cam-
paign. For example, a Character possessing a fancy super-hero
outfit and a sparkling "do-gooder" personality would be out of
place in a campaign involving the mystically oriented
Supernaturals. '

If a GM planned to run a mystically oriented campaign,
which featured adventures with characters like The
Supernaturals, the Player would probably want to create a mysti-
cally oriented hero. If the GM planned an average good-guys vs.
bad-guys campaign, however, the Player would have a great deal
of flexibility in Character Design. GMs also have the option of
running a campaign revolving around Villains rather than the
Heroes. Villains are created in the same way Heroes are, but with
a mean, "detrimental to society" slant. In this case, it would prob-
ably not be a good idea for the Player to create a Hero, unless he
were undercover.
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A GM might give the Player advice not directly related to
a Character’s Powers and Skills. For example, he might inform
you that the campaign is going to be set in space and that the
heroes all begin as members of The Maulers. Alternately, he
might explain that all the heroes in the campaign would be work-
ing as government agents. Such information might not affect the
types of Powers or Skills a Player would purchase for his
Character, but it might have quite an impact upon the Character’s
background, description, and personality, as well as any
Advantages or Drawbacks the Character might possess.

Step 2:Think Carefully

First the Player must decide whether he’s building a
Hero, a Villain, or an Anti-Hero who falls somewhere in-between
(see Sidebar). Your GM can help you decide, but you won’t need
to get too specific until Step 9.

A Player should think carefully about everything con-
cerning his new Character, deciding exactly what kind of Hero or
Villain is going to be created. You must plan out the Character’s
Abilities. Is the Character a super-powered energy blasting Hero
with remarkable strength and agility or is he simply a highly
skilled human like Jay Bolt or Anarchy Man? What about the
Character’s background and personality — how did he receive
such fantastic powers and how does he deal with them?

This Character blueprint will be valuable when deciding
exactly what Attributes, Powers, Skills, and Advantages the
Character requires. A Player might also discuss Character ideas
with other Players to avoid creating team members with duplicate
abilities.

For our example, a Player may decide to create a
Character called Pulsar who possesses light-based Powers
and abilities. Our Player decides that Pulsar will probably
have some type of energy blast, a force field, a small degree
of super strength, and the ability to fly. At the same time, our
Player decides that Pulsar is a tough-talking reformed street
thug who recently dedicated his life to fighting crime.

Step 3: Purchase Attributes

When creating a Character, every Attribute, Power, Skill,
and Advantage must be purchased using Hero Points. A Player
begins with a base of 450 Hero Points for Character Design, and
the first thing to actually purchase is the new Character’s
Attributes.

Everything a Player purchases toward designing his
Character that is measured in APs (Powers, Attributes, Skills, and
Wealth) is given a Factor Cost, which is a measure of how useful
the Power, Attribute, Skill, or Wealth rating is during actual play.
Initial Factor Costs range from 1 to 10; abilities which have a
minor usefulness possess a Factor Cost of 1, while those which
are extremely useful possess a Factor Cost of 10.

The Factor Cost of an Attribute, Power, or Skill deter-
mines how many Hero Points a Player must pay to purchase APs
of that Attribute, Power, or Skill (the higher the Factor Cost, the
more expensive in Hero Points the Attribute, Power, or Skill).

On the AP Purchase Chart (page 34) by cross-referenc-
ing the Factor Cost of an Attribute, Power, or Skill with the num-
ber of APs desired, a Player can see how many Hero Points he
must spend. For example, 5 APs of a Power or Skill at Factor
Cost 5 costs 20 Hero Points.

Action Attributes (Dex, Int, and Infl) always possess
Factor Costs of 7. All other Attributes (Str, Body, Will, Mind, Aura,
and Spirit) possess Factor Costs of 6. To purchase a Dex of 7, for
example, a Player must spend 56 Hero Points, while a Str of 7
costs only 48 Hero Points.

The next step is for the Player to select the number of
APs to purchase for each of the new Character’s Attributes. The
Player should determine the number of Hero Points he must
spend for these Attribute APs and total the entire Hero Point cost
for all nine Attributes.
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The following paragraphs present guidelines for pur-
chasing each of the nine Character Attributes:

Dex: Dexterity represents a Character's physical agility
and nimbleness. Most heroes have a Dex falling in the 5-7 AP
range. A Dex of 10 represents the absolute peak of unaugmented
human performance.

If a Character has a Dex greater than 10, he is either
not a true human (like Nebulon or Lord Bane) or his agility has
somehow been augmented (Knight has a Dex of 15 APs because
his body is a magical construct).

To continue our example from Step 2, our Player
would probably want to purchase a Dex of 6 APs for a
Character like Pulsar. Since Dex is an Action Attribute and
the Factor Costis 7, this will cost our Player 42 Hero Points.

Str: Strength represents a Character’s ability to lift
weight and withstand duress. Most heroes who do not possess a
measure of super strength have a Str in the 3-5 AP range. A Str
of 5 APs represents a human in peak physical condition (such as
Jay Bolt).The strongest normal men and women in the comics
have a Str of 6 APs (the greatest weight lifters who ever lived, for
example), but these people are extremely rare.

Characters with superhuman strength have a Str of 6 APs or
greater. The Weight column of the Benchmark APs Table (see page 343
shows how much a Character with superhuman strength can lift.

Returning to our example, our Player has decided
that Pulsar will have a small measure of super strength, so
he will purchase a Str greater than 6 APs. Looking at the
Benchmark APs Table, our Player decides that Pulsar should
be able to lift around three tons (about the weight of a small
elephant) and should thus have a Str of 7 APs. Stris not an
Action Attribute, so the Factor Costis 6, and 7 APs will cost
our Player 48 Hero Points.

Body: This Attribute represents a Character’s standard
resistance to physical damage. Typical human heroes usually
have a Body falling in the 4-5 AP range. A Body of 6 represents
unaugmented human perfection (Anarchy Man). If a Character
has a Body greater than 6, he is either not human (like
Mindhammer) or his stamina and physical resilience have been
increased (Striker has a Body of 14 due to the internal cybernet-
ics replacing most of his body).

In Pulsar’s case, our Player decides that his Powers
give Pulsar a degree of superhuman invulnerability (meaning
a Body greater than 6 APs), so he gives Pulsar a Body of 7
APs. Body is not an Action Attribute (the Factor Cost is 6),
so 7 APs will cost our Player 48 Hero Points.

Int: Intelligence represents a Character’s ability to think
rapidly and his knowledge of facts. Most heroes have an Int in the
5-7 AP range. Extremely wise or resourceful heroes can run
much higher (Doc has an Int of 15; M.A.X. the sentient computer
has an Int of 22). It is possible to have a barbarian with a high Int
or a scientist from a futuristic society with a rather low Int, as
their own knowledge of available facts can obviously differ greatly.

Since Pulsar began as a street punk and our Player
does not envision him as being particularly resourceful or
quick-witted, Pulsar should receive an Int of 5.Since Int is an
Action Attribute (Factor Cost7), 5 APs will cost our Player 28
Hero Points.Thus far, our Player has spent a total of 166
Hero Points on Pulsar’s Attributes.

Will: This Attribute represents a Character’s ability to
draw conclusions and his willpower in general. Most heroes have
a Wil in the 3-6 AP range. A particularly perceptive or dedicated
hero will have a higher Will (the Husk, who is an exceptionally
strong willed hero, has a Will of 13).

In our example, Pulsar is not particularly dedicated
or perceptive, so our Player gives Pulsar 5 APs of Will, which
at Factor Cost 6, costs 24 Hero Points.
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Mind: This Attribute is a measure of a Character’s
resistance to mental stress. Most heroes have a Mind in the 4-6
AP range, while those who are particularly resistant to mental
damage possess much higher Minds (at 10 APs, Mindhammer
has a very formidable Mind).

Pulsar, while mentally resilient, is no more so than
any other hero, so our Player gives Pulsar a Mind of 6 APs
(Factor Cost 6), which costs 36 Hero Points.

Infl: Influence represents the power of a Character’s
personality and presence. Average heroes have an Infl in the 3-4
AP range. Those with particularly strong personalities (like Striker
or White Eagle) have higher Influences. Mystically oriented
heroes typically have higher-than-normal Influence, as these
heroes often exhibit an extremely powerful presence.

Our Player decides to give Pulsar an Infl of 6
because he envisions the hero as having an unusually
strong, belligerent personality (Pulsar having once been a
street thug). Since Infl is an Action Attribute (Factor Cost 7),
6 APs will cost our Player 42 Hero Points.

Aura: This Attribute represents a Character’s ability to
use his personality to affect the actions of others and also indi-
cates his level of magical power. Most heroes have an Aura in the
3-5 AP range, although those who are exceptionally cooperative
(Mindhammer) or intimidating (The Husk) often possess much
higher Auras, as do mystically oriented heroes.

Our Player determines that Pulsar would probably
not work well within a group, as a result of his belligerent
personality, and gives Pulsar an Aura of 3 (Factor Cost 6) for
a Hero Point cost of 12.

Spirit: This Attribute represents a Character’s ability to
withstand mystical stress and is also a reflection of the
Character’s general spiritual resolve. Most heroes have a Spirit in
the 3-4 AP range, while more mystically resistant and resolute
heroes possess much higher Spirits. White Eagle and Husk have
very high Spirits. Both characters are both mystical oriented and
spiritually resilient.

Returning to Pulsar, our Player determines that
Pulsar is not unusually resistant to mystical attacks and
gives him a Spirit of 4 (Factor Cost 6), Hero Point cost of 18.

Now complete in the Attribute Design stage for
Pulsar, our Player has spent 298 of the allotted 450 Hero
Point Base on Attributes for the new Character (42 + 48 + 48
+28 +24 +36 +42 + 12 + 18 = 298).

Following the purchase of Attributes for a new Character

Step 4: Purchase Powers and Skills

is the selection of Powers and Skills. Powers and Skills are pur-
chased in much the same fashion as Attributes as each has a
Factor Cost listed in its description (later in this chapter).

To purchase a Power or Skill, a Player should simply
cross-index the Power/Skill Factor Cost with the number of APs
desired on the AP Purchase Chart.The resulting number will be
the Hero Point cost the Player must spend to purchase that many
APs of the Power/Skill for the new Character.

Base Cost

When purchasing Powers and Skills, a Player must also
pay a Hero Point fee called the Base Cost for each Power and
Skill purchased.The Base Cost represents the cost of acquiring
the Power or Skill at 0 APs; the Player only pays the Base Cost
once, no matter how many APs of the Power or Skill are pur-
chased. For example, if a Player buys 10 APs of the Flame
Project Power (Factor Cost of 3, Base Cost of 15), he must
spend 63 Hero Points (48 HPs for 10 APs of a Factor Cost 3
Power plus a Base Cost of 15). '
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Bonuses and Limitations

A Player can purchase one or more Bonuses or
Limitations in conjunction with each of the Character’s Powers.
Bonuses are modifiers, which increase the effectiveness of a
Power while Limitations decrease a Power’s effectiveness. For a
complete description of available Bonuses and Limitations, see
page 54. In the description of each Bonus and Limitation is a
Factor Cost Modifier listing; this modifier is applied to the Factor
Cost of the respective Power at the time of AP purchase.

The "No Range" Limitation, for example, has a Factor
Cost Modifier of -1.This means if a Player were to purchase the
"No Range" Limitation in conjunction with Energy Blast, for exam-
ple, the Power would possess no Range (its Range becoming
"Touch,") and its Factor Cost would decrease to 2.

Similarly, the "Usable On Others" Bonus has a Factor
Cost Modifier of +5. This means if a Player were to purchase the
“Usable On Others" Bonus in conjunction with Energy Blast, the
Power would be transferable to another Character and its result-
ing Factor Cost would increase to 8.

Factor Costs can never be decreased to less than 1
through the adoption of Limitations (or Linking - see below). For
Factor Costs that surpass 10 through purchase of Bonuses, cal-
culate the cost of the Power at Factor Cost 10 and also calculate
the cost at the remaining Factor Cost level. Add these numbers
together to determine the increased Hero Point cost.Thus, a
Factor Cost 15 Power would cost the same as the Power at
Factor Cost 10 plus the Power at Factor Cost 5.

Again returning to our example of Pulsar, our Player
knows what Powers he wants to purchase from the blueprint
devised in Step 2. It seems that Pulsar should have the
Energy Blast, Force Field, and Flight Powers; the decision
that remains is how many APs of each Power to purchase.

Our Player decides to buy Pulsar 8 APs of Energy
Blast (Factor Cost 3, Base Cost 15) at a cost of 45 Hero
Points; 4 APs of Force Field (Factor Cost 6, Base Cost 30) at
a cost of 48 Hero Points, and 10 APs of Flight (Factor Cost 3,
Base Cost 10) at a cost of 58 Hero Points.The total cost of
Pulsar’s Powers is 151 Hero Points (45 + 48 + 58 = 151).

Now for Pulsar’s Skills - since Pulsar used to be a
street thug, our Player chooses to give him APs of Thief and
Vehicles Skills.The decision is made to purchase 4 APs of
Thief Skill (Factor Cost 8, Base Cost 10) at a cost of 34 Hero
Points, and 5 APs of Vehicles Skill (Factor Cost 5, Base Cost
5) at a cost of 25 Hero Points.The total cost of Pulsar’s Skills
is 59 Hero Points (34 + 25 = 59).

Thus far, our Player has spent 508 Hero Points
designing Pulsar (298 + 151 + 59 = 508), a figure that
exceeds the original 450 Hero Point Base. Our Player real-
izes that Pulsar will need to assume some Drawbacks later
to even out his Hero Point total.

Linking Abilities

When purchasing a Power or a Skill, a Player has the
option of linking the Power or Skill to its Link Attribute as denoted
in the Power/Skill description. Linked Powers and Skills derive
their effectiveness directly from a Character’s Attributes. When a
Player chooses to Link a Power/Skill (an Ability), he must pur-
chase a number of APs of the Power/Skill equal to the number of
APs possessed in its Link Attribute, no more and no less.

The advantage of Linking Powers and Skills is that Hero
Point Costs are initially much less expensive - a Player is allowed
to subtract two (2) from the Factor Cost of any linked Power or
Skill (to a minimum Factor Cost of 1). Linking, because it
reduces Factor Cost, is considered a Limitation.

Once an Ability is Linked, it is forever tied to its Link
Attribute. If the Attribute should ever decrease for any reason, all
Abilities Linked to that Attribute will automatically decrease by the
same amount. For example, if a Character has 8 APs of Body
and has 8 APs of Energy Blast Linked to his Body, and later
loses 3 APs of Body due to an opponent’s use of the Power
Drain Power, his Energy Blast is reduced to 5 APs. Note that
damage does not lower a Character’s Attribute, just his Current
Condition. If the same Character had taken 3 RAPs of Physical
Damage, he would have a Current Body Condition of 5 but would
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still have 8 APs of Body and Energy Blast. The Neutralize Power
and any other Powers which reduce Dexterity to 0, will affect
Linked Abilities as well. If a Linked Ability is reduced, it does not
reduce the Attribute to which it is Linked.

Because Linking is inherently a Limitation, if an Attribute
with Linked Abilities is increased for any reason, the APs of the
Abilities are not increased and must be increased separately. To
allow a Linked Ability to be automatically increased when the
Linked Attribute is increased, reduce the bonus for Linking the
Ability to subtracting one (1) Factor Cost instead of the standard

Character’s ability
willpower in ge

two. If the Linked Ability is increased for any reason, the Attribute
it is linked to is not increased.

The final disadvantage to linking Abilities is that they
become tougher to improve through Character Growth. A Player
cannot spend Hero Points to increase a linked Ability alone. He
must increase both the Ability’s Link Attribute, as well as all other
Powers and Skills that are Linked to that Attribute (if any) at the
same time, which will generally cost more Hero Points.

To denote a Linked Ability on the Character Sheet, place an ‘L'
after the Ability's AP amount.

Linking Example: The Blank has Dex: 8, Mimic Power:
8L, Invisibility Power: 8, and Weaponry Skill: 8L. A successful
Glue attack against him reduces his APs of Dex to 3. Because
they are linked, his Mimic Power and Weaponry Skill are also
reduced to 3 APs. Invisibility is not Linked and retains its 8 APs.
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Step 5: Purchasing Advantages Step 7: Develop Character Background

The next step is to purchase any _Advantagt_as necessary One important aspect to consider in Character Design is
for the Character. For a complete description of available whether or not to fill in the Personal Data and create a History,
Advantages, see page 37. Each Advantage has a Hero Point Description, and Personality for the new hero, collectively known
Cost listed in its description; to obtain an Advantage for a as a Background.While each of these four elements is optional, a
Character, the Player must simply pay the Hero Point Cost. Player receives an additional 5 Hero Points for the Personal Data
and 15 Hero Points each for History, Description, and Personality.
This amount is added to the initial 450 Hero Point allotment for
each element designed (criteria of completeness at the GM’s dis-

Since Pulsar was a street punk, our Player decides to
buy him Low Level Street and Police Connections while also
giving the hero the Area Knowledge Advantage (Pulsar grew
up on the streets, so he must know a lot about his home
city). Low level Connections cost 10 Hero Points apiece, Area
Knowledge costs another 20 Hero Points, so Pulsar's
Advantages are going to cost 40 Hero Points altogether.

Pulsar’s running subtotal after purchasing his
Advantages now equals 548 Hero Points.

Step 6: Purchase Wealth

The next aspect of Character Design to consider is a
Character’s available finances and standard of living (measured
as Wealth). APs of Wealth are purchased at a Factor Cost of 2.

Further information on the Wealth rating and its use in
the Blood of Heroes RPG may be found in Chapter Nine, on
page 194.The following table provides benchmarks to help deter-
mine the purchase of Wealth of APs.

Returning to Pulsar, our Player decides to purchase
5 APs of Wealth, giving Pulsar an annual income of approxi-
mately $40,000. Since Wealth has a Factor Cost of 2, this will
cost 8 Hero Points.

Pulsar’s subtotal after purchasing his Wealth rating
is now at 556 Hero Points.
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cretion), up to a maximum of 50 additional Hero Points.

The additional Hero Points gained from Background are
adjusted based on the Character Muttiplier (see "Creating More-
or Less- Powerful Characters”, page 36). The following are
guidelines toward designing a new Character’s Background.

Personal Data
To receive the 5 additional Hero Points for creating
Personal Data, a Player should design an entry for the new
Character that would be similar to those found in a published
Character's statistics.

A typical entry consists of the following information:

Personal Data
Character Name:
Character Type:
Alter Ego:
Occupation:
Marital Status:
Known Relatives:
Group Affiliation:
Base of Operations:
Height:

Weight:

Eye Color:

Hair Color:

Age:

A Player should fill in each portion with the appropriate
information. Character Name, Alter Ego — the name of his "every-
day" identity, Group Affiliation — the name of any team he belongs
to, Base of Operations — the area or city where he patrols,
Height, Weight, Eye and Hair Color should be relatively simple.
Starting Weight for all Characters begins at 2 APs and may be
adjusted through use of the Density Increase or Shrinking
Powers (see individual Power descriptions for details). Age
should take into consideration acceptance of the Young or Old
Age Drawback (see page 47).

The Player should select an Occupation corresponding
to his Wealth rating — a Character with only 2 APs of Wealth is
not likely going to be a doctor or lawyer, while a Character with
20 APs is probably not going to be a janitor.

For Marital Status, a Player should only indicate that his
Character is married if he plans to select the Dependent
Drawback. Known relatives could include other Players’
Characters, heroic Non-Player Characters (subject to GM and
other Players’ approval), or could simply be non-heroic Non-
Player Characters who might occasionally show up in an adven-
ture (parents, siblings, children, etc.).

A sample Personal Data for Pulsar might read like this:

Pulsar Personal Data

Alter Ego: Dave Smith

Occupation: Private detective, former street criminal
Marital Status: Single

Known Relatives: Roger (brother)

Group Affiliation: None

Base of Operations: New York City

Height: 6’1", Weight: 210 Ibs.

Eyes: Blue, Hair: Blond, Age: 32

History

History consists of an intricately detailed summary of
the events, persons, and locations, which surrounded a hero’s
inception. A History lists for the Player and GM, information perti-
nent to how the Character developed his Powers, Skills, and
Motivation; it provides an essence to the Character by establish-
ing a definitive biography upon which effective role-playing can be
based.

It should explain why the Character decided to become
a hero, which heroes or villains (if any) the Character has
encountered in the past, and other possibly useful information.
Details are completely up to the Player as suits the Character. A
thorough history entry should provide the GM with many possible
plot threads that he could integrate into an adventure or cam-

paign.
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For example, suppose a Player explained in his history
that Captain Charisma gained his Powers by falling into a vat of
irradiated Kodachrome while investigating his fiancée’s disap-
pearance. A GM would then have an instant plot thread for a
campaign - What really happened to Charisma’s fiancée and who
abducted her?

GMs should approve any History that (1.) makes sense,
(2.) fits the needs of the adventure or campaign, and (3.) is
appropriate within the campaign universe. A Player should not
expect the 15 additional Hero Points for a History reading: "The
Husk always follows me around because he says, “I’'m important,”
or "I became a hero because | defeated Cerberus while he was
robbing a bank, and | was surprised at how easy it was."

While all heroes share some common characteristics,
each hero will possess a unique biography. Beyond variations in
Powers, Skills, and flashy costumes, it is the special personal his-
tory of a Character that serves to separate him from the multi-
tudes of heroes who fly today’s skies and will swing through
tomorrow’s darkened streets.

A sample History for Pulsar might read like this:

Dave Smith grew up a poor orphan in the slums of
New York City and joined a local street gang at the age of
fourteen. A tough, strong-willed youth, Dave quickly took
control of the gang himself until he was noticed by the local
syndicate and recruited into its operations.

Dave soon grew disillusioned with the syndicate
after learning that the mob made its money by bleeding dry
the businesses and residents in his old neighborhood
through a protection scheme. Yet Dave was quickly promot-
ed to working the protection racket himself. His first assign-
ment was to murder the only resident of the area who stood
up to the mob’s strong-arm tactics: Professor Adrian Black,
a Disland Labs scientist who himself had grown up in the
slums.

When Dave confronted Adrian in the scientist’s
home, Adrian quickly recognized Dave’s misgivings and
managed to convince the errant youth to forgo his criminal
ties and join the fight against the mob. Adrian convinced
Dave to participate in the experimental "Solar-infusion
process," a treatment designed by the scientist to imbue its
subject with powers to use against the syndicate.

David agreed to the treatment and accompanied
Adrian to Disland Labs. However, Adrian’s process went
awry, as the instant Adrian activated his Solar-infusion
process, an eclipse cut off the equipment’s solar power
source, causing a dangerous power loss.The accident
destroyed the Solar-infusion equipment and nearly killed
Dave Smith; amazingly, Dave emerged from the infusion
chamber imbued with powers even more fantastic than
Adrian had imagined. Dave created the costumed crime
fighting identity of Pulsar and immediately turned his atten-
tion to eradicating the mob’s local influence.

During the intense battle between Pulsar and the
mob which followed, Adrian Black was accidentally killed.
Pulsar would have died as well had it not been for the timely
intervention of Phaser, who saved Dave’s life and helped
defeat the syndicate.

The syndicate defunct, Dave decided to apply his
thieving talents and street smarts toward positive ends and
became a private detective, continuing to fight crime in his
alter-identity of Pulsar.

Description

A Description consists of a written account of a
Character’s physical appearance in both super and non-super
identities. Points to consider include:clothing, facial features, hair
style, height, weight, build, and any particular mannerisms he
might possess (both physical and verbal).

When describing a hero, concentrate on the Character’s
costume, emphasizing specifics such as design, material, and
color. Does it include a mask, cape, or special symbol? If the
Player or any member of the group is an artist, the Player could
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substitute a sketch of the Character for a written Description and
still receive the 15 additional Hero Points.

Our Player visualizes what he imagines Pulsar to
look like and comes up with the following description:

In his heroic identity of Pulsar, Dave Smith wears a
costume woven of a special material designed by Disland

Labs. It appears to be a simple light blue spandex body suit,

until he activates his powers. His powers react with the spe-

-that ofa god-h
: Dehumanizer

cial fibers in the suit to create a glowing, star like symbolin
the center of his chest: the symbol of Pulsar! To protect his
secret identity, Pulsar also wears a mask made of the same
material, which adequately hides his facial features.

In his everyday identity of Dave Smith, our hero
tends to favor off-the-rack business suits in order to make
himself look the part of a competent private detective.
However, his top button is almost always undone, and his tie
is loosened, giving him a somewhat disheveled look. At six
foot one and two hundred ten pounds, Smith’s blue eyes
and blond hair give him an imposing look, even when he is
not in his costumed identity. During his years as a street
thug, Dave learned how to use his looks to his best advan-
tage, developing a scowl that makes even the bravest trem-
ble.

Personality

This section should describe a Character’s physical,
mental, and emotional mannerisms, how he deals with other
Characters and vice versa. Personality traits are often closely
associated with a Character’s Motivation (see Step 9). From a
role-playing standpoint, creating a unique Personality feature for
each Character will increase interest and enjoyment for all
Players.

One of the reasons comic books involving "super-hero
teams" are so enjoyable is that each hero is clearly defined and
has some unique facet to his personality. Only truly descriptive
Personalities warrant the additional 15 Hero Points.

A sample Personality note on Pulsar might read like this:

Pulsar is a tough-talking, arrogant type who is new
to the super-business.While he genuinely cares about peo-
ple and their problems, he can be quite impetuous, often
thinking with his fists instead of his head. Something of a
hot dog, given a choice in combat, Pulsar will select the tac-
tic which best displays his amazing abilities.

In his everyday identity of Dave Smith, Pulsar tries
to be a bit more low-key, hoping that no one will notice the
similarities between his dual identities. Pulsar offers Smith
the chance to really cut loose and enjoy his new-found pow-
ers, an opportunity he doesn’t have in his civilian life. Dave’s
other major personality traitis his curiosity, which frequent-
ly gets him involved in matters that others might not have
noticed.

Since our Player has created all four of the Personal
Data, History, Description, and Personality aspects for
Pulsar, he receives 50 additional Hero Points to add to the
450 base. Since 556 Hero Points have already been spent on
Pulsar, our Player must still come up with 56 Hero Points in
Drawbacks (556 — (450 + 50) = 56).

Step 8: Select Drawbacks

If a Player has purchased Attributes, Powers, Skills, and
Advantages and the total cost more than the 450 Hero Points
allotted for Character Design, he must now allocate additional
Hero Points to pay for the Character’s creation.This is accom-
plished by giving Drawbacks to the Character.

Drawbacks are the opposite of Advantages. Each
Drawback description (see page 37) lists a Hero Point Bonus,
which is the number of additional Hero Points awarded for select-
ing a Drawback.
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In the example, our Player must locate at least 56
Hero Points in Drawbacks to purchase all of Pulsar’s charac-
teristics. Since Pulsar’s abilities are light-based, our Player
decides to give him a Power Loss Drawback which is activat-
ed by darkness, specifying that none of Pulsar’s Physical
Abilities is ever able to function in complete darkness.

Since this Vulnerability is Common and reduces
each of Pulsar’s Powers to 0 APs and each Physical
Attribute to 2 APs, selection of the Drawback awards (Dex =
9, Str = 12, Body = 12, Energy Blast = 10, Force Field = 9,
Flight = 16) 68 Hero Points. Additionally, Pulsar has the
Secret Identity Drawback, which is worth 10 Hero Points.

With the inclusion of these Drawbacks to Pulsar’s
Character Design, our Player has a "bank" of 22 additional,
unspent Hero Points after creating Pulsar (450 + 50 + 78 -
556 = 22).

Step 9: Select Motivation

By now, the Player should have written his Character’s
background history and probably has a good idea what this
Character is going to be like. Only two steps remain in complet-
ing the design of a new Character. First, every Character requires
a Motivation, which is the driving purpose behind the Character’s
decision to be a Hero, Villain, or Anti-hero.

Five basic Motivations exist for Heroes in the Blood of
Heroes Universe: Upholding the Good, Responsibility of Power,
Seeking Justice, Thrill of Adventure, and Unwanted Power.
Villains also have five Motivations to choose from: Mercenary,
Nihilist, Power Lust, Psychopathic, and Thrill of Adventure. Anti-
heroes can choose any Motivation except Nihilist, Psychopath,
and Upholding the Good.

A beginning Character can possess one (and only one)
of these Motivations. Selecting a Motivation neither costs nor
awards Hero Points. However, keeping a Character’s Motivation
firmly in mind during an adventure and campaign will help a

" Player to role play, and consistent role-playing can result in
receiving additional Standard Awards (see Chapter Nine).
Motivations often dramatically affect a Character's Personality
(see Step 7).

The following descriptions provide information on each
Motivation and present personal insights from characters repre-
sentative of the Blood of Heroes Universe. Read the following
descriptions and select the Motivation that best suits the
Character.

Our Player determines that Seeking Justice, The
Husk’s Motivation, fits Pulsar’s history and psychological
outlook best.

Upholding the Good

A Character with the Motivation of Upholding the
Good believes steadfastly in traditional moral values: compas-
sion, justice, truthfulness, and a resolute faith in society’s laws.
A Character Upholding the Good is unrelenting in the pursuit of
Good and would never overstep the boundaries of the law,
even if it may occasionally seem justice would be better served
otherwise.

A Character with the Motivation of Upholding the
Good believes societal laws to be ultimately benign and will
defend those laws at all costs.

Power of the Shadow Force possesses the Motivation
of Upholding the Good which he explained in this manner:

"All people have the privilege and duty to support the
laws of their society. The fact that 'm a powerful alien prince
just gives me more of an advantage. | still have the same
responsibilities to uphold society’s laws that everyone else
does. In order for a society to work, everyone must work
toward its ideals."

"As members of Shadow Force we use our powers to
do good throughout the world. No one is above the law.
Though we are considered criminals and vigilantes by some
governments, we are only doing what we can to improve life on
Earth. Sometimes even | disagree with The Husk’s methods,
but he means well."

"There will always be evil to fight and good to do
throughout the world. Sometimes it takes sacrifice and work,
but that’s my job. | must learn to see right from wrong if | am
ever to free my people and serve as their sovereign."

Responsibility of Power

A Character with the Motivation of Responsibility of
Power decides to change as a result of the awesome Powers and
Skills which separate him from the rest of the world.The
Character, no longer ordinary, accepts that with great power
comes great responsibility.

Such a hero will generally uphold the laws of society,
realizing that he is an example to others and that such power
demands a more disciplined lifestyle than the hero might other-
wise have chosen. However, the course of action this responsibili-
ty dictates occasionally strains such a hero’s patience.

Doc is bound by the Responsibility of Power. He
explains his Motivation in this manner:

“Being a member of Shadow Force is probably the high-
est honor anyone could have, but it brings with it one of the
greatest responsibilities. My teammates and | cannot falter in the
face of the public eye, or they may lose faith in their heroes."

"My ability to create amazing devices and machines is
also both a gift and a responsibility. | can accomplish tremen-
dous good with my powers, and | have, but if | were to misuse
my powers, as | also have in my past, it would be a crime against
all humanity. The powers | possess obligate me to continue
where others might quit. The responsibility is tremendous, and
often | find myself plagued with doubt, yet it is my duty to carry
on and make up for my past sins."

Seeking Justice
A Character with the Motivation of Seeking Justice will
ignore anything which interferes with a quest.This hero will will-
ingly subvert society’s laws, especially those he believes help
protect criminals. This hero will seek out a criminal at whatever
social level the criminal exists and match him deed for deed, vio-
lence with violence.

Husk’s Motivation is Seeking Justice, which he
explains in this manner:

"My power to see the future constantly reminds me of
humanities tendency toward violence and bloodshed. Most of
Earth’s inhabitants are good and honest people. However, there
are those few who prey on the weak and destroy all that stand
before them. My ability allows me to see the results of their
actions before they occur. Most people would not be willing to
alter the future, and many would not be willing to take on the
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responsibility associated with their actions. | am not most peo-
ple."

“I have the power to stop these events before they
occur. | use this ability willingly and accept the responsibility that
comes with it. | seek out those who will and do commit evil and
extinguish them. | strike early because a small flame is easier to
extinguish than an inferno. Some would say | have made myself
God, that | am both judge and jury. So be it."

"Time is fluid.The future can be changed and is often
prevented. Other effects outside my control bend the time stream
toward other outcomes. | would never harm an innocent, but
what does one call a murderer before he murders? It matters lit-
tle, for in the end only | must deal with the pressure and the guilt.
If you had the power to stop Hitler before World War Il, would you
have used it? | have that power now... and | use it."

Thrill of Adventure

A Character with the Motivation of Thrill of Adventure
takes extreme chances in combat and enjoys every minute of it.
Sometimes the hero will overestimate his abilities and people will
often consider the Character flippant and occasionally ridiculous.
Yet, such a hero would never desert a friend or run from a fight.

A Character out for the Thrill of Adventure will not easily
accept other people’s concepts of justice. Similar to a Character
who is Seeking Justice, this is an independent hero who works
under a strict code of behavior. This Character enjoys having
Powers and Skills and thrives on the fame which comes with
being a hero. Such a hero will often use humor during seemingly
inappropriate combat or diplomatic situations.

Fortune is motivated by the Thrill of Adventure. He
describes his Motivation in this manner:

“Ilove my life. Not just anyone can run into a hail of
bullets and not get hitonce? Who else can make the bad guy
drop that rock on his foot? Only | can. Sure sometimes things
get really ugly, especially when a villain has got the drop on me.
But my luck always prevails... like that time we were fighting the
Collective at the nuclear power plant and Demise was getting
ready to squish Frenzy, but before he could react | blew the main
power generator, tossing him across the power plant. Guess |
shouldn’t have touched those cute little red buttons on the main
control panel."

"Unfortunately, Death and Cerberus were blocking the
exit. Lucky for me the catwalk high above, collapsed on top of
them. After a triple back flip across the room, a quick pick up of
Frenzy, and a vault off of Death’s own head, we were out the
door! It’s times like those that make me love having this job."

Unwanted Power

A Character with the Motivation of Unwanted Power is
typically created by accident or at the whim of others, and usually
unwiltingly. This Hero in no way desires such Powers and abilities,
the possession of which often brings severe personal conse-
quences. This is a reluctant hero, one who would gladly return to
his former life if given the opportunity. ‘

Such a Character often joins a hero team, seeking an
acceptance denied the Character in the normal world.This hero
regularly forms extremely close, personal attachments to other
heroes and is very loyal to the team. A hero with Unwanted
Power may strongly feel that society owes him a debt and can
often be short-tempered.

Empath possess Unwanted Power. She explains her
Motivation in this manner:

"Being a member of Shadow Force is terribly exciting.
They're the best thing that has happened to me in a long time.
Before | met Power and the others, my life was in a shambles.
My powers were uncontrollable, making my life a constant strug-
gle. Shadow Force gave me a sense of belonging that I like . . .
that | need.They taught me how to control my powers. Still, |
wish | never had them."

“Do you know what it's like to hear the thoughts of a
hundred people in your head? My mind has power far beyond
anything I would have thought possible, but possessing it means
I can never feel comfortable around normal people. Despite my
hatred of these powers, Shadow Force has shown me that they
can be a gift. They've also shown me that it's my responsibility to
use them for good. Given the choice, Id get rid of these powers
in an instant, but | can’t. So what choice do | have?"

Mercenary

This Character commits crimes for the money. The
money may come from the crime itself, or the Villain may be paid
by an outside source to commit the crime. Regardless, this Villain
is more of a business person than a psychopathic killer. A
Mercenary will not commit a crime if the fee is not right. In addi-
tion, most Mercenaries possess their own particular moral code:
some will not hesitate to kill in order to complete a crime, but for
most Mercenaries, murder necessitates a much higher fee. A
Mercenary will regularly negotiate fees; for crime is a business,
not a religious calling.

Cerberus, a villainous Mercenary, explains his motiva-
tion in this form:

"Working for the Collective ain’t so bad. | could work for
others, but they pay the best, the hours are good, and:| can usu-
ally handle things on my own . . . unlike some of those other
Collective jokes. My dedication to my job knows no end. Once
I'm paid, | fulfill my duty, no matter what. Need to blow up a
building? That's easy. Overthrow the ruler of a country? I'll over-
throw him out the window for you, no problem. Price on some-
one’s head? Music to my ears, baby! When | look at people, |
see ‘em in values of dollars and cents, and there ain't nobody
beyond my cost. | like what | do, and my customers is always
satisfied."

Nihilist
This Character desires, above all else, complete
destruction on as wide a scale as possible. The villain is general-
ly suicidal, thinking nothing of taking his own life as long as thou-
sands of others die in the process. Driven by an unreasoning
hatred of all things, a Nihilist will often enter Killing Combat, mak-
ing the use of Persuasion on the villain nearly impossible.

Dehumanizer is the definitive Nihilist. He explains his
motivation in this manner:

"As | float above your pathetic little world, | cannot stop
thinking of the day when | will crush your planet and reorganize
your lives and bodies to fit my perfect form. | watch patiently as
you wage your puny wars, increasing your arsenals while sup-
posedly increasing your intellect, and laugh. Your weapons of
war will not stop me. The atrocities of your world will not com-
pare to the pain and suffering | will inflict on you. In my eye your
species is nothing but raw material ready to be sculpted by my
hand. The day will come when | will be released from my floating
prison and a new age will befall the Earth. Until that time, the
thought of your screams shall keep me company."

31



Power Lust

This Character wants to rule the country, world, galaxy,
or universe, depending on the extent of an individual's ambitions
and abilities. The villain will not seem unreasonable in demeanor
as long as everything goes his own way. Characters governed by
this Motivation include leaders of "noble causes" who espouse
concepts like, "My rule will benefit all of you, for only | can
save/help/lead you. Oppose me, and all humanity will suffer!" A
villain with Power Lust considers murder to be a perfectly viable
means to an end and will use it according to his own evil stan-
dards. However, he will not kill his enemies simply for killing’s
sake. Power Lusting villains tend to give away the rationale
behind their actions before they kill the Heroes.

Demise, combat leader of the Collective is a prime
example of Power Lust. He describes his ideals as follows:

"As combat leader of the Collective and Emperor of the
Astral Plane, | have the ability to choose who lives and who dies!
llike that. It is my destiny to rule over the human population and
deliver them from their backward lives. When my Collective
brings order to your civilization, you will thank me. | know you
will thank me! In fact, | will order you to thank me, and if you do
not, you will die."

"Of course there is always some opposition to my plans,
but they will be dealt with in a manner according to my own
design. Your pesky super heroes and their goody two shoes
ways make me sick. One by one, your heroes shall meet their
doom and | will crush their bones into dust to garnish my dinner.
Those who do not follow-me will truly meet their Demise!"

Psychopathic

This Character is ruled by uncontrollable, negative emo-
tions such as hatred, jealousy, fear, and arrogance, which allow
the villain to feel justified in committing evil.The psychopath may
be completely insane or simply be governed by a twisted and evil
morality. The act of killing does not bother a psychopath, whose
feelings and reasoning are often incomprehensibly warped. Most
villains described as "pure evil" would be classified as psy-
chopaths.

Death, minion of Narash Tared, views his Psychopathic
methods in this form:

"I, Death, am the one true constant in the universe.
There is no one who can escape my icy grip. | am the antithesis
of life, and my mission is simple. Life is blasphemy. | cannot and
will not allow it. My lord, Narash Tared, has brought me to Earth
to see that the world becomes a place of pain, death, and decay.
1 shall fulfill the promise | made to him:That all shall die."

"Nothing is more pleasurable to me than seeing life
force drain from a living body. | love to watch my victim’s spirit
break and crumble in my iron grasp. This, and only this, gives
me pleasure. Most call me insane, claiming my mind twisted by
the evil machinations of my demon lord. They are wrong, as |
see everything clearly. The path is an obvious one, and the desti-
nation is inevitable. When | am through, the world will be a gold-
en place, where life does not exist and only the silence of Death
can be heard!"

Thrill Seeker
This Character lives in the criminal world for kicks.
Unlike his Thrill of Adventure counterpart, the Thrill Seeker has
no stomach whatsoever for confrontation. If events turn against
this villain, he turns into a coward.The Thrill Seeker will not
attempt to kill a hero unless terribly desperate, as heroes have

been known to become upset by such attempts and will hurt the
villain. That certainly is not any fun.

Scream, the Thrill Seeker of the Collective sees his
views as this:

"I love the Collective. It's so cool! There’s nothing like
the feeling | get, bombing down out of the sky and diving into my
victim. The look on his face as my sonic abilities blow him into
infinity is hilarious. In fact, just the thought of it entertains me for
hours."

"The nice thing is that 'm fast, and | mean FAST! No
one can catch me. When I'm up in the air, | rule the battlefield.
Pedestrians fall before me, along with cars, buildings, and any-
thing else that gets in my way. Super-heroes cringe when they
see me coming. They know what's in store for them once I'm in
range. And with the Collective backing me up, I've nothing to
loose.”

“Although, on occasion, the Collective does have its off
days. Shadow Force, and especially the Wraith, can really be a
pain in the butt. When | see a comrade fall, | don’'t mind so
much, but when they all fall, 'm outta there!"

Anti-Heroic Mercenary

This Character commits crimes simply for the money
and is not a cold-blooded killer. Anti-Heroic Mercenaries don’t kill
unless left with no choice. They often retain some remnants of a
moral code, and it is this last bit of annoying conscience which
reminds them that it doesn’t hurt them to do a little good along
the way. On the other hand, most Anti-Heroic Mercenaries gen-
erally won't do anything requiring them to go out of their way.
Often soldiers or professional thieves, Anti-Heroic Mercenaries
willingly break the law but are not monstrous butchers like their
Villainous counterparts.

Dispatch is an Anti-Heroic Mercenary and views his
motivation as:

"When my planet died, | was left alone. My wife and
daughter were lost to me forever. The weapon, which destroyed
my world, did not kill me but instead bequeathed strange new
abilities. On my world | was a peace officer, but my world does-
n’texistanymore so | travel from planet to planet offering my
services as a bounty hunter. The laws governing my society died
with it. With no one to judge me, | do whatever it takes to bring in
my bounty."

"I may be a mercenary, but I'm not a killer. I'll do what-
ever it takes to bring ‘em in, but I only kill in self defense. |
vowed to the memory of my wife and daughter that | would retain
that last little vestige of humanity. The loss of my family killed me
on the inside, but | won’'t become a soulless monster."

Anti-Heroic Power Lust

This Character is addicted to power and will do anything
to getit. To the Power Lusting Anti-Hero, his craving could be
money, gadgets, followers, or anything placing him in the spotlight
or giving him control. Most Power Lusting Anti-Heroes are simply
blinded by their greed and will do anything to get more money,
but others simply want to rule the world.

It all comes down to the acquisition of power. The
Character knows he wants it, and somebody else has it. Many
times, an Anti-Hero with Power Lust wouldn’t know what to do
once he obtains his goal, quickly becoming bored with the lack of
a motivation. Not knowing what to do, he may fall back into old
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habits, seeking to conquer something bigger and better. The
grass is always greener on the other side, right?

The main difference between an Anti-Hero and a Villain
with the Power Lust Motivation is simply their moral limitations.
Anti-Heroes will generally not kill to accomplish their goals of
world domination. These Characters are by no means angels,
though, and will lie, steal, blackmail, and crush all who oppose
them. Many times a Power Lusting Anti-Hero may be more ruth-
less than a Power Lusting Villain. The Villain may just kill you to
get you out of the way, but the Anti-Hero will humiliate you first.

Anthrax is a prime example of an Anti-Hero with
Power Lust:

“Listen, there’s only one place to be in this world, and
that's on top. Anything else and you're just somebody’s stepping
stone. | deserve to be top dog around here, it's that simple. No
one is as good as me, no one is as smart as me, and most of all,
no one is as determined as me."

“I didn’t get where | am today by funding charities,
unless they’re in my name or a tax write-off. | got here because |
have no qualms about backstabbing anybody who gets in my
way. It's not cowardly; it's just more efficient. The only time | help
anyone is if it's in my favor. If I've got to help grandma across the
street, it's only because I'm the beneficiary on her insurance.
Yeah, that's right. I'd kill to get ahead. Do onto others before
they do onto you! You're just pissed because you didn’t think of it
first. That, and you're not smart enough to get away with it. | dis-
solve employees all the time, and | get off on it! The last words
they ever hear is, ‘You'refired! So stay out of my way, or you're
next!"

Anti-Heroic Responsibility of Power

Anti-Heroes with this motivation believe their responsibil-
ity makes them superior to everyone else. These characters have
the power to do what they wish, use their power to crush evil
wherever it appears. Anti-Heroes with this Motivation often ques -
tion the logic of Heroes who have amazing powers but consider
themselves bound by the laws of man. This Anti-Hero Character
accepts that with great power comes great responsibility but feels
that he is no longer bound by society’s rules.

Rex is an Anti-Hero bound by a Responsibility of Power:

"I am a King on my planet and my rule is strict, but fair.
When the chosen one was finally born, it was during an age of
conflict. The people had become divided into creeds. The leader
of this faulty philosophy is a religious zealot named the Aquatican
Messiah. He has chosen to retain his power by destroying the -
chosen one. To safeguard his life, | sent the chosen one to the
planet of our ancestors, Earth."

"The Messiah followed him, so now | too am on Earth.
It is my responsibility to find and protect the chosen one. Anyone
who gets in my way will perish. | will do anything in my power to
protect the boy and my rule, and if it requires me to kill a few
Earthlings to accomplish my mission, so be it."

Anti-Hero Seeking Justice

An Anti-Heroic Character with the Motivation of Seeking
Justice will ignore anything interfering with a quest to eliminate
evil and evildoers. This Character will achieve good by whatever
means.necessary and by any means at their disposal. Anti-
Heroes Seeking Justice will willingly subvert society’s laws and
are not as hesitant to enter killing combat against an evil foe as a
Hero with the same Motivation.

The Anti-Heroic Neon Knight of the Supernaturals is
Seeking Justice; these are his views:

“I stand on my mountain and watch the people below
me. | feel evil rising out of the ground. | remain in this world as
an undead spirit to rid it of the villainous tyrannies which plague
and infest it. My power is the only thing these villains fear, yet no
matter what | do they persist and multiply. | cannot and will not
allow this! All villains shall fear my coming, for I will show them
the true end to their deeds. | have in my ability to take them on a
one way trip to Hell where they can live out eternity paying for the
sins they have committed. These evil beings shall be stricken
from the world by my hand, and their bodies shall be trodden
under my foot!"

Anti-Heroic Thrill of Adventure

An Anti-Heroic Character with the Thrill of Adventure
Motivation is an adrenaline junkie who revels in the action of
combat. This Character often takes things too far, getting people
hurt or even killed. An Anti-Hero with a Thrill for Adventure loves
the excitement of the fight or the chase, much like a professional
thief excited by the challenge of eluding police. Anti-Heroes with
this motivation aren’t necessarily evil but are victims of their crim-
inal urges. They enjoy having Powers and Skills and thrive on the
excitement. Like their Heroic counterparts, Anti-Heroes with this
motivation often use humor and rarely enter Killing Combat.

Charger is an Anti-Hero who seeks the Thrill of
Adventure:

“l always see Heroes on the news using their powers to
help others. Well, nobody’s ever helped me, so 'm gonna help
myself and use my powers to party! | can do anything | want,
and no one can stop me. That’s why | joined the Royal-Guard...
well, that and the fact they'd kill me if | didn’t. It's cool though; -
since | get to cruise through the universe and do whatever | want.
What a blast!" :

“Power and money, what’s it good for?.You've gotta go
out there and live it up while your watch is still ticking, know what
I mean. Yeah, | don't like having to put someone down, ‘cause
where’s the fun in that? They’re dead so they’re not havin'any
fun. But if somebody is giving me a hard time, or trying to knock
me off, better him than me! | just wanna live it up. 'm gonna go
down to this great little bar on Beta 317, get loaded, and start a
brawl!l"

Anti-Heroic Unwanted Power

Like his Heroic counterpart, this Anti-Hero in no way
desires his Powers and abilities, but unlike the Hero with
Unwanted Power, this Character suffers other difficulties. Often
the Unwanted Powers force the Anti-Hero to commit heinous
acts. Much like a vampire feeding only to survive, an Anti-Hero
with an Unwanted Power is not inherently evil. He might not even
be always in control of his actions and innocents suffer the con-
sequences. This Character often spends his time attempting to
rid himself of the Unwanted Powers he is cursed with. Some
Anti-heroes may even be forced to avoid contact with other
Characters in order to protect them when they lose control.

Many times such a Character is a loner, keeping to him-
self and trying not to make any ties. If this Anti-Hero joins a
team, it is often only to seek the help of other super powered
beings. An Anti-Hero with Unwanted Power may strongly feel
that society owes him a debt and can often be very short-tem-
pered.

Jon, The Berserker has an Anti-Heroic Unwanted
Power and explains his curse this way:

33



"Being the Berserker is a living hell. | used to be a
coherent scientist on the verge of great discovery, until he came.
Realizing my actions had released the Berserker, | had only one
choice. | thought that if I.could hold the demon inside my body, |
would be able to carry on with my own life, but this was not the
case. Once the Berserker was inside, my mind shut off. I've
been reduced to a drooling idiot, and the Berserker is more alive
than ever."

"It takes everything | have to keep him from decimating
the entire world. Sometimes, | can even control him when he is
free. You might say | act as his conscience. On occasion | can
actually make him work for the good side, but it takes a lot of con-
centration and a little help from my friends in the Supernaturals. If
it weren’t for them, | know the Berserker would be unstoppable.”

Step 10: Calculate Remaining Hero Points

The final step in designing a new Character is to calcu-
late the number of Hero Points remaining from the purchase of all
the various Character elements. This remaining number repre-
sents the Hero Points the Character will have "banked" (stored
for later expenditure, as explained in Idea Seven: Hero Points in
Chapter Three).

In the example, Pulsar has 39 Hero Points left (450 +
50 + 78 - 556 = 22). Now complete as a newly designed
Character, Pulsar has ended up looking like this:

‘Dex: 6
Int: 5
Infl. 6

Str:
Wwill: 5
Aura: 3

Body: 7
Mind: 6
Spirit: 4
Hero Points: 22

Initiati 17
Power::%ergy Blast: 8, Flight: 10, Force Field: 4
Skills: Thief: 4, Vehicles: 5
Advantages: Area Knowledge (New York City); Connections:
Street (Low), Police (Low)
Drawbacks: Power Loss (Common: All Physical Attributes
reduced to 2, all Powers reduced to O in total darkness); Secret
Identity
Alter Ego: Dave Smith
Character Type: Hero
Motivation: Seeking Justice
Occupation: Private Detective
Wealth: 5

Experience and Character Growth

At the completion of an adventure, a Character will
receive a Hero Point award (consisting of a number of "Standard
Awards") for playing the game. These Hero Points can be used to
improve the Character’s Abilities over time. The distribution of
these awards is subject to the following guidelines. For more thor-
ough information regarding the awarding of Hero Points, see
Standard Awards in Chapter Eleven, page 206.

_ Gaining Experien (

An adventure is defined in terms relatlng to a Villain’s
plot, and it is through the completion of adventures that
Characters gain experience. Once the opposition is encountered
and the plot has either definitely succeeded or been foiled, the
adventure is complete, and Characters are awarded Hero Points
based on their levels of success. An adventure may take several
gaming sessions to resolve, depending upon its complexity. Until
its resolution, no Hero Points are awarded.

Hero Points are awarded relative to six basic levels of

achievement:

4. Participation in the adventur

| 2. Role-playing the Character wi
3. Saving (or Destroylng if a Villain) the ives of innocent bystanders
4. Thwarting the plot of the opposmon

5. Role-playing Subpl

6. Miscellaneous

Heroic Characters who initiate Killing Combat must
automatically forfeit any and all Hero Points available as Standard
Awards for that adventure. An exception is made in cases where
the Villain he is fighting has initiated the Killing Combat. In such
cases the Hero’s Standard Award is halved. If the Villain is killed,
the Hero forfeits all Hero Points as above. Killing is never a
rewardable act for heroes.

Unlike a Heroic Character, an Anti-Heroic Character who
initiates Killing Combat forfeits one half of the Hero Points that he
would have received for the adventure. If a Player’s Anti-Hero
enters Killing Combat only after he has been attacked in Killing
Combat, he only forfeits a quarter (1/4) of the Hero Points that he
would have received for the adventure. This penalty may be
ignored if your group is playing in a more realistic genre (see
Chapter 14:Genres, page 218).

Any Villainous Character who initiates Killing Combat
does not forfeit any "Villain" Points available as Standard Awards
for that adventure. For a Villain, killing is a rewardable act.

The Miscellaneous Award may be granted through GM
discretion to reward especially Heroic or Villainous actions not
covered by the five primary categories. For example, a Villainous
Player Character who devised an inescapable death trap for a
Hero and unmasks him for the world to see, as opposed to just
killing him, should receive up to one full Miscellaneous Award.

Creating More - or Less - Powerful Characters

Using the standard 450 Hero Point Base, a Player can
design a Character roughly equivalent in power to an average
member of Shadow Force. Yet, what if an adventure or campaign
features more- or less-powerful heroes? The answer is to
change the Hero Point Base Multiplier.

By multiplying the 450 Hero Point Base by a factor of
two or three, a Player can design a Character fit for the Maulers
or Crossfire. Multiply the Hero Point Base by a factor of ten and a
Player can design a Character who can give Dehumanizer a run
for his money. By the same token, a Player can also decrease
the Hero Point Base by a factor of one half (down to 225 points)
to create more human heroes.

Whenever altering the Hero Point Base Multiplier, a
Player should also increase or decrease the Hero Point Bonuses
for writing Background by the same factor. A 900 point Character
receives a total of 100 Hero Points for writing his Personal Data,
History, Description, and Personality. A 225 point Character
receives a total of 25 Hero Points for his Background.

Note: When altering Hero Point Base Multipliers in
either manner (increasing or decreasing), Costs of Advantages,
Bonuses of Drawbacks, Factor Costs and Base Costs for Powers
and Skills always remain constant.They are never increased or
decreased, with the exception of modification through Bonuses or
Limitations.

34



25
26

31
32
33

43

44
45

50

Per AP
Over 50

110
120

225
250
275

750
900
850

1100

+50

220
240

450
500
550

1000

1500
1600

1700

00
2200

+100

84
96
120

330
360

675
750
825

1500
50

2250
2400
2550

3300

+150

AP PurchaseChart

112
128
160

440
480

900
1000
1100

2000
22

3000
3200
3400

4400

+200

140
160
200

550
600

1125
1250
1375

2500

3750

4000
4250

5500

+250

35

660
720

1350
1500
1650

4500
4800
5100

6600

+300

770
840

1575
1750
1925

5250
5600
5950

7700

+350

880

1800
2000
2200

6000
6400
6800

8800

+400

990
1080

2025
2250
2475

6750

7200
7650

9900

+450

1100
1200

+110
+120

2250 4225
2500 +250
2750 4275

7500  +750
8000  +800
8500  +850

10550 +1050

+500



Hero Points, and 10 APs cost 150 Hero Points. Thus, the
Character must pay a total of 400 Hero Points to increase his
APs of Power from 7 to 10 APs (100 + 150 + 150 = 400).

Note: When increasing any Powers and Skills through
Character Growth, any Bonuses and Limitations placed on the
existing Power or Skill still affect the Factor Cost. For example, to
increase APs of Energy Blast with the No Range Limitation, the
new APs would still be purchased at Factor Cost 2. When
increasing Attributes, Powers, and/or Skills, Hero Points needed
for a particular increase must be paid at one time; partial expen-
diture is not allowed. :

Banking Hero Points

Hero Points may be saved by a Character until they are
expended either during an adventure or through Character
Growth; this method of retaining Hero Points (called "banking") is
often used by extremely powerful Characters who must retain a
great number of Hero Points to raise APs of their abilities.

The banking of unspent Hero Points in no way threatens
their loss. Characters cannot accidentally lose banked Hero
Points in battle or have a villain steal them; a Character must will-
ingly expend Hero Points for his bank to diminish.

As Characters progress through their heroic careers,

they become more experienced and skilled in the use of their Purchasing New Advantages

superior abilities. In the Blood of Heroes RPG, this aspect of A Character may use Hero Points to purchase new

Character Growth is represented by a Character using Hero Advantages. Purchasing a new Advantage for an existing

Points to increase his APs of an Attribute, Power, or Skill. Character costs 5 times the listed Hero Point cost of the
Advantage.

. ___Character Growth . Removing Drawbacks
A Character wishing to increase his statistics purchases A Character may also use Hero Points to remove any

additional APs of Attributes, Powers, and/or Skills on the pre-existing Character Drawbacks. Removing a Drawback from
Increasing Attributes Chart, just as he did when designing the an existing Character costs 5 times the Hero Point Bonus for

Character originally. However, when increasing statistics through
Growth, a Character must purchase each of the additional APs
individually, which results in a much more costly investment.

Suppose a Character wanted to increase his Dex from 6
to 9 APs. Dex is an Action Attribute (Factor Cost 7); referencing
the chart reveals that 7 APs of Dex cost 70 Hero Points, 8 APs
cost 70 Hero Points, and 9 APs cost 105 Hero Points. To increase
his Dex from 6 to 9 APs, the Character must pay 245 Hero Points
(70 + 70 + 105 = 245).

Similarly, suppose the Character wanted to increase his
Force Manipulation (Factor Cost 10 Power) from 7 to 10 APs; 8
APs of a Factor 10 Power cost 100 Hero Points, 9 APs cost 150
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adopting the Drawback. Drawbacks cannot be removed without
express GM permission. Acquiring new Drawbacks after
Character Creation should be the subject of a Character Subplot,
but acquisition does not net any additional Hero Points.

Example: When Wraith first started his career, strange
as it sounds, he possessed a Fatal Vulnerability to citrus fruit.
Within a few years, Wraith had removed this Drawback.

Adding New Powers and Skills

Beyond growth of Characters through Attribute modifica-
tion, a Player may occasionally want to diversify by adding totally
new Powers and Skills to his Character’s abilities. Purchasing an
additional Power for an existing Character costs 10 times the
Base Cost.Adding a new Skill costs 5 times the Base Cost.This
gives the Character 0 APs of the new Power or Skill; the Player
must then purchase individual APs of the Power on the
Increasing Attributes Chart, taking into account any Bonuses or
Limitations which may affect the Power or Skill’s Factor Cost.

To link a new Power or Skill, the Player follows the same
procedure for adding a.-new Power or Skill just described (10 or 5
times the Base Cost, plus individual APs on the Increasing
Attributes Chart), with the usual -2 Factor Cost bonus for linking
an ability (see page 22) and any other Bonuses or Limitations
that apply. However, the Player must buy a number of APs of the
Power or Skill equal to the existing APs of the Link Attribute
immediately. Once he has done so, the new Power or Skill is con-
sidered linked to the Attribute and must increase if the Player
later decides to purchase a higher AP level of the Link Attribute.

In addition to adding APs to an existing Power, a Player
may add Bonuses to a Character’s Power, remove Limitations
from a Character’s Power, or convert one or more Powers to an
appropriate more extensive Power with experience. To do this,
pay the difference between what the new (or improved) Power
would cost and what the old Power(s) would cost if both were
purchased through Character Growth. Changes of this nature
may only be made with GM approval and should require an
explanation in the form of one or more Subplots. Acquiring new
Limitations during after Character Creation should be the subject
of a Character Subplot, but acquisition does not net any addition-
al Hero Points.

Advantages and Drawbacks

Advantages are Character capabilities, which are not
measured in APs; a Character either does or does not possess
the Advantage.

Listed next to each Advantage is its Cost in Hero Points.
An asterisk (*) following an Advantage's Cost indicates that under
normal circumstances, the Advantage can be purchased only
during initial Character creation and cannot be added via
Character Growth. A dagger (1) following an Advantage's Cost
indicates that the Advantage may be added via Character Growth
only if the Character fulfills a special listed requirement during
game play. Advantages added through Character Growth must
be paid for, unless an Advantage is assigned to the Character as
an arbitrary Gamemaster award.

Note that some Advantages can sometimes hinder their
owner as much as they help. A Connection, for instance, might
occasionally turn the tables and ask the owner for special infor-
mation or favors. Likewise, a Credential might subject the owner
to special regulations or responsibilities . For example, those with
Military Credentials must follow the orders of their superiors;
Heroes with Police Credentials must follow departmental regula-
tions or face a possible Job Subplot of consequences

AMBIDEXTROUS
[COST: 15 *]

A Character who is Ambidextrous does not distinguish
between his right and left hands. He may wield more than one
weapon in combat but does not gain an extra Dice Action. When
using two weapons at once, AV and EV still equal the lowest AV
and EV of the weapon combination, but he gains a Bonus +1 AP
to his AV. This works for hand-held weapons, ranged weapons,
and unarmed combat.

AREA KNOWLEDGE
[COST: Variable 1]

Characters with this Advantage have thorough knowl-
edge of the landmarks, terrain, and features dominating a specific
area. While operating within this area, such Characters find it
easier to hide, locate hidden Characters, notice changes, locate
specific landmarks, etc. Characters with Area Knowledge are
also presumed to be familiar with the area's customs and inhabi-
tants. They know a little something about all of the area's most
important residents (though they don't necessarily have any spe-
cial contact with those residents) and can give good advice on
dining, accommodations, nightlife, or any of the area's other
amenities.

The exact area in question must be specified at the time
the Advantage is purchased. Area Knowledge may be purchased
more than once by Characters familiar with more than one area.
Normally, the area selected must be roughly the size of a city.
New York, Cincinnati, the Louisiana bayous, and the Grand
Canyon are all appropriate areas. The smaller the area, the
cheaper the cost of Area Knowledge. The Hero Point Cost of
Area Knowledge is based on the size of the area known, accord-
ing to the following table:

Area Size Hero Point Cost

Neighborhood
City

A Character with Area Knowledge can automatically
locate any major landmark within his area of expertise (i.e.
"Where is the Statue of Liberty?", "Where can | find Union
Terminal?", "Which way to police headquarters?", etc...). Less
significant landmarks can be located with a successful Perception
Check against an appropriate OV/RV.

Area Knowledge Landmark Identification Chart
Landmark Difficulty OV/RV
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Characters without the appropriate Area Knowledge
must bump up the difficulty of any attempt to locate a landmark
by two levels, (i.e. Easy becomes Challenging, Challenging
becomes Strenuous, etc). Characters with Area Knowledge
receive a -1 Column Shift bonus to their OV/RV when using the
Detective Legwork Subskill to locate a Character hiding within
theirdomain. Similarly, while such Characters are using the Thief
Stealth Subskill, the GM might occasionally allow them a +1
Column Shift bonus to their OV/RV vs. any appropriate
Perception Checks. This latter ability represents the Character
drawing upon his Area Knowledge to exploit especially hidden
alleys, crevices, etc.

Additionally, a Character with Area Knowledge receives
a +2 Column Shift bonus to his OV/RV against Perception
Checks made to detect him while he is using the Thief Stealth
Subskill within the area.Similarly, the Character receives a -2
Column Shift modifier to his target’s OV/RV when making
Perception Checks to detect others who are using Stealth in the
area. Such Stealth modifiers are discretionary, as Anarchy Man’s
Area Knowledge of Washington, D.C., would aid him tracking a
criminal through the back streets but probably would not help him
sneak around inside Sage’s skyscraper. Likewise, Striker who is
intimately familiar with most of the United States wouldn’t neces-
sarily know every back alley and rooftop therein.

Dimension Travel: Characters with the Dimension
Travel Power can purchase Area Knowledge of an entire dimen-
sion for 65 Hero Points. This ability gives him a familiarity with
the dimension's geography and inhabitants (a far more general
familiarity than one receives with standard Area Knowledge). It
allows the Character to travel to that Dimension without needing
to make an Action Check, so long as the Travel Distance between
his current location and the destination is less than or equal to
his APs of Dimension Travel (see Dimension Travel Power).

Character Growth: Area Knowledge can be purchased
through Character Growth only after the Character has spent a
great deal of time in the appropriate area (generally, at least a
year). The Character may also gain the knowledge through some
extraordinary means, such as an overly successful Mind Probe
against a Character with Area Knowledge. Itis up to the GM to
determine whether extraordinary knowledge is temporary or not.

ATTRACTIVE
[COST:15*]

As the name implies, Characters with this Advantage
are unusually physically attractive. In general, they can count on
turning heads and attracting a great deal of attention wherever
they go. Attractive Characters receive a -1 Column Shift Bonus
to the OV/RV of a Persuasion attempt against a person who
might be sexually attracted to the Character (see Chapter 6).

Note that most heroes are assumed to be of at least
above-average physical appearance. The Attractive Advantage is
reserved for those Characters who are unusually striking, even
among super- heroes. A Character who solely stands out from
the crowd, but is not necessarily Attractive, is covered by the
Distinct Appearance Drawback.The Attractive Advantage covers
physical attraction only. Attraction using personality is performed
through Character Interaction.

Example: Both Taniera and Sage have the Attractive
Advantage.

CONFIDANT/ SILENT ASSISTANT
[ COST: 25 OR GREATER 1]

Characters with the Confidant Advantage are assumed
to have a close personal friend who acts as an advisor and ally.
Although a Confidant will not normally place himself in mortal
danger to aid the hero, he will offer any other reasonable assis-
tance including: help protecting the hero's secret identity,
research assistance, the use of a Skill or Subskill for the
Character's benefit, etc. For Character Interaction purposes,
assume that the Confidant is Enamored with the Character. A
Confidant does not need to know the Character's Secret Identity
if he has this Drawback. An example of this would be the Police
Commissioner who does not know the identity of the local hero.
Just after purchasing this Advantage, the Player is responsible for
building his Character’s Confidant's statistics and designing a
brief Character Background (always subject to GM approval). For
a Cost of 25, the Player builds the Confidant on 125 Hero Points
(HP). 25 HP is the minimum amount a Confidant will cost. Each
extra Hero Point (1) the Player's Character contributes to the cost
of a Confidant allows 5 additional HPs to be spent on the
Confidant’s creation. For example, a 200 HP Confidant costs the
Player 40 HP. A more capable Confidant made of 300 HP would
cost the Player 60 HP. With GM permission, the Player may
select an appropriate Pre-Generated NPC. Under no circum-
stances is a Player allowed to select another Player Character as
a Confidant.

If the Player wishes it to be so, his Character may not
know who the Confidantis. Due to the secrecy, the Cost of this
"Silent Assistant" is halved. A "Silent Assistant" will perform all of
the abilities of a normal Confidant for the Character but without
the Character's knowledge of such assistance. The GM builds a
Silent Assistant on 125 Hero Points or more as detailed above. |f
the Character discovers the identity of the Silent Assistant (which
should be done through a Subplot and Player consent, but allow-
able through Player folly), he must pay a 50 HP penalty. The
Silent Assistant now becomes a full Confidant. If the Character
does not pay the penalty, he will lose the Silent Assistant through
a Subplot, which may consist of anything from the Assistant get-
ting fed up with the Character, to the Assistant’s death, or to pos-
sibly even betrayal by becoming an enemy. ’

Character Growth: A Character can purchase this
Advantage later on through Subplots used to introduce the
Confidant into the campaign or by elaborating upon previously
established relationships.




CONNECTION
[COST: 10 - 45 1]

A Connection is a Non-Player Character or organization
that is known and/or friendly to the Character possessing this
Advantage. Connections are often willing to share advice and
information with the Character, but their assistance is usually less
reliable than that of a Confidant. Note that the GM should pay
special attention to the Connections purchased by the Players,
disallowing any with which he is uncomfortable. Connections
come in two flavors, Low Level and High Level.

A Low Level Connection denotes an acquaintance
with an individual or a low-level contact within an organization.
For example, a Low Level Connection to Mindhammer might rep-
resent having briefly cooperated with the Diluvian Detective on a
couple of cases and earned a certain measure of his trust. On
the other hand, a Character with a Low Level Connection to the
New York Police Department might have a good friend who is a
NYPD officer or detective. Low Level Connections have a mini-
mum Cost of 10 Hero Points.

A High Level Connection is a unique familiarity with an
individual or a high-level contact within an organization. A
Character with a High Level Connection to Mindhammer is proba-
bly considered a trusted ally. A Character with a High Level
Connection to the New York Police Department might be a good
friend of the Commissioner or a former member of the force.
High Level Connections have a minimum Cost of 15 Hero Points.

For Character Interaction purposes; assume
Connections are always Friendly (see Blood of Heroes, Chapter
Six). The general influence and authority of the individual or
organization modifies the Cost of a Connection in question.
Relatively powerless individuals and organizations (like the Mid-
Budget News, Joe Kim, and the Salvation Army) have no effect
on Cost. Powerful individuals and organizations (like a city gov-
ernment, a powerful super-hero, a citywide criminal underworid,
and Disland Labs) double the Connection's Cost. Extremely
powerful individuals and organizations (The Husk, the average
superhero team, the national government, or a nation-wide crimi-
nal underworld) triple the cost of the Connection.

Here are some commonly selected Connections and
some rough guidelines on the sort of assistance the hero might
expect from them.

An Individual Superhero: A Low Level Connection will
answer the Character's questions and perform quick Power or
Skill Action Checks for his benefit, presuming the Character can
somehow make contact (It's not so easy to get an appointment
with Shadow Master!). A High Level Connection will answer
questions and perform lengthier favors. Under normal circum-

stances, a Character can always. make contact with his High
Level Connections. .

A Superhero Team: A Low Level Connection allows the
Character to search the team's data files or briefly use the facili-
ties in the team's headquarters. A High Level Connection gives
him the equivalent of a Low Level Connection with most or all of
the team's members. In addition, it allows him to make lengthier
use of the team's facilities and sometimes allows him to borrow
non-essential equipment. This last perk almost always requires a
successful Persuasion Action Check (see Chapter Six, page
161). Should a Character actually join a team, he automatically
gains a free High Level Connection with that team and maintains
this Connection for as long as he remains in good standing with
the team and its members, perhaps long after he leaves the
team's active membership. This sort of Connection is usually
gained through a Subplot.

Earth's Mystical Community: This elite fraternity dif-
fers depending upon the campaign setting but is usually made of
Earth-bound Characters who share a mystical background. A
Low Level Connection allows the Character to ask advice from
any of these entities, provided he can locate one of them. A High
Level Connection allows the Character to ask one of the entities
to use a Power or Skill on his behalf, so long as such an effort is
brief and non-threatening. In addition, a High Level Connection
gives the Character a vague idea as to where he might find the
closest member of Earth's Mystical Community ("I hear that Mr.
Magician has a mansion in these parts." "l think that Vatic might
be at the Guardian’s headquarters.").

Note that any Character with this Connection (whether
High or Low Level) can be detected by the Magic Sense Power.
Why? In the world of magic, there is no such thing as coinci-
dence. Whether the Character realizes it or not, a Connection
with Earth's Mystical Community almost always means there is
something "different" (as in "inherently magical") about the indi-
vidual. A Low Level Connection costs 15 Hero Points, a High
Level Connection costs 20 Points. ,

Technical Facilities: A Low Level Connection with any
high-profile and exploitable technological facilities (such as
Disland Corporation, or another campaign-based high-technologi-
cal company) allows the Character to seek advice or the answers
to simple questions. A High Level Connection gives him an
opportunity to Persuade (Character Interaction) the technical
facilities to loan him special equipment, use the Laboratory, or
conduct longer experiments/investigations on his behalf.

The Criminal Underworld: Generally, a Low Level
Connection allows the Character to seek rumors and information
concerning organized crime’s activities within a specific city
(specified at the time the Connection is purchased). A High Level
Connection allows him to seek information concerning organized
crime activity on a national level and in other cities.

The Street: On the street, the difference between a Low Level
and a High Level Connection affects the likelihood of the
Character turning up useful information.

Media Organizations: A Low Level Connection with a
media organization allows the Character to obtain information
about any of the stories the organization is currently investigating.
A High Level Connection allows him to obtain information and
plant useful diversionary and red herring stories within the orga-
nization’s output. Any Character with a Media Connection
(whether Low or High Level) can insure that the media organiza-
tion covers any truly newsworthy event that he brings to their
attention.

Government Agency: A Low Level Connection with the
government (whether federal, state, or local) allows the Character
to obtain information falling within his contact’s area of influence.
For example, a State Department official can pass along informa-
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tion concerning foreign policy and activities in other countries,
while a Justice Department official can pass along criminal
records and information concerning federal investigations. A
High Level Connection allows him any opportunity to obtain infor-
mation held by any of the government’s branches or agencies.
Note that this Connection does not guarantee the Character any
access to privileged or classified information. The GM should
allow a Connection to reveal such information only if it would
serve the purposes of the story at hand.

Military: A Low Level Military Connection allows the
Character to seek answers to simple questions. A High Level
Connection gives him an opportunity to Persuade the military to
loan him special equipment or conduct simple operations on his
behalf. This Connection is especially prone to abuse, and the
GM must take extra care to insure that its use does not derail the
story or campaign.

Cosmic Entities: Cosmic Entities are potent magic
wielders who tend to operate outside the Earth dimension. They
are dimensional travelers of mystical import who may vary from
campaign to campaign, and who may also be members of
Earth’s Mystical Community. Specifically excluded are all of the
extremely potent otherworldly entities, such as Demigods and
Outer Gods. Almost all Characters who have a Connection with
one or more Cosmic Entities spend a great deal of time dimen-
sion hopping and are easily recognized by most of the important
personalities hailing from the extra-dimensional realms. Note that
the Cosmic Entities are not an organized group, and it is more
likely for a Character to have a Connection with an individual enti-
ty rather than all of them. A Low Level Connection with an entity
costs 15 Hero Points, and a High Level Connection costs 20
Points.

Character Growth: A Character can acquire new
Connections by developing relationships through role-playing and
interacting with other Characters and organizations. The GM has
final say on what level of Connection can be developed.

CONNOISSEUR
[COST:5 1]

: Characters with the Connoisseur Advantage have
learned to appreciate the finer things in life: antiques, arts, fine
food, fine wines, jewelry, and high fashion. A Connoisseur can
appraise any such item with a successful Perception Check
against an OV/RV determined by the item’s rarity. Itis
Challenging (OV/RV of 2/2) to appraise most items, though more
esoteric items may be Difficult (OV/RV of 4/4) or even Strenuous
(OV/RV of 6/6) to appraise.

Note that when appreciating art or jewelry, the
Connoisseur Advantage does not give the hero any insights into
a piece’s origin or meaning (as would an appropriate Scholar
Advantage), merely its value. In other words, a Connoisseur
appreciating a golden death mask removed from the tomb of Ra
would note the finesse and beauty of its features. He would cer-
tainly be able to banter in an interesting and charming way about
Egyptology, the cult of Ra, about the sun, and how nice his date
looks with her tan. He would probably have one or two relevant
anecdotes at his disposal. In addition to this, he would also be
able to appraise the mask at forty million dollars. However, he
wouldn’t know that the mask is supposedly cursed to bring death
to all that possess it. For this latter information, he’d need
Occultist (Occult Knowledge) or an appropriate Scholar
Advantage (such as Egyptology).

Any time a Connoisseur makes a Persuasion attempt
while suitably wining and dining the Persuasion target, he or she
receives a special -1 Column Shift bonus to the OV/RV of the
attempt. Note that the use of this ability requires a successful
Wealth Action Check (to pay for the meal) prior to the attempt. A

successful Area Knowledge check (to find that delightful but little
known restaurant in the village) grants a -1 Column Shift bonus
to the OV of the Wealth Check. The OV/RV of this Action Check
must be no less than the target subject's Will/Will, thus it’s very
difficult, not to mention impractical, to impress someone like The
Husk with this Advantage.

CREDENTIALS
[COST: 5 -50 1]

Characters with this Advantage either have a press
pass, police identification, government papers, Military rank, FBI
badges, or other Credentials allowing them to gain entry into
areas and items that have been deemed restricted by authorities.
Normally, restricted areas include crime scenes, areas where
VIPs are present, operational facilities within police headquarters,
military compounds, Government facilities, etc.

There are five categories of Credentials: Media, Police,
Military, Government, and Special. Some Credentials have more
than one level of potency. These levels are covered in the indi-
vidual descriptions. All higher level Credentials usually provide
the benefits of their lower level counterparts, although some situ-
ations may limit their use. A Character with a Police ID may be
allowed onto a crime scene that a Character with a College ID
cannot enter but will cause some semblance of suspicion when
asked to be let into a dormitory. A backwoods sheriff might not
recognize a Special Services ID badge, denying a Service Agent
onto a crime scene. A Disland Corporation ID may let a
Character onto a crime scene if he can Persuade the police that
he was called in to research the situation.

Media Credentials (Press Pass) will allow entry into the
forefront of certain areas such as crime scenes, areas where
VIPs are present, disaster scenes, and other important areas
where reporters and cameramen are allowed to go. Itis
assumed that the Character has a job such as reporter, news
anchor, or photographer, which would give him the Credentials.
Having a Press pass usually allows entry into places such as the
backstage of concerts and other related areas. Media
Credentials can be limiting though, especially if someone associ-
ates the Character with the Press. If this happens, the Character
may not be permitted into areas where Media is restricted, even if
not approaching under the guise of the Press. This is because
certain VIPs or normal people are protective against the Press
and may not want to talk to anyone media related. Other people
may actually open up easier when talking to media (making them
a Friendly under Character Interaction). It is truly up to the GM
astowhat a Press Pass will allow a Character to do. Media
Credentials will also allow a Character access to the files of the
media organization to which the Character belongs. This
includes newspaper clippings, microfiche, and photograph vaults,
if available. Media Credentials cost 10 Hero Points.

Police Credentials (or Local Militia ID) are not unlike
Media in that they allow a Character to get very close to crime
scenes and areas where security is high. Police Credentials
come in two forms, Low and High. A Character with Low Police
Credentials is an officer, detective, chemist, secretary, or some
other sort of low authority Police representative (deputy in a small
town). A High Police Credential means that the Character has a
high standing in the Police structure, being a Sheriff, Captain,
Chief, or even Commissioner, though Player Characters should
generally have low-profile careers. Having a Police Credential
will also allow a Character into Police Stations, access to crime
files and criminal records, and even to lab equipment- High
Credentials allow access to even more secret areas of the Police
stations including access to information on stakeouts, inter-Police
organizations, undercover operations, and other information not
normally available to the other members of the force. Being a
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member of a Police organization is a lot of responsibility, and the
Character may be constantly called on duty. Chiefs and
Commissioners rarely have any free time, so High Police
Credentials should be reserved for NPCs only.

Using Police Credentials to gain access to normally
restricted areas could raise suspicions about a Character. Police
procedures may force a Character to require a search warrant
before entering certain areas, as well as acquire a tendency not
to break the law. Some people have varying reactions toward
authority, and it is up to the GM to adjust Character Interaction
bonuses for or against a Character using Police Credentials due
to NPC personality quirks. Low Police Credentials cost 10 HP,
and High Police Credentials cost 15 HP.

A Character with Military Credentials is either an active
or inactive member of a Military organization such as an Army,
Navy, Air Force, Marines, or any other Government Military
organization. The Character may be asked to perform duties for
his specific branch of government. Because of this Drawback,
the Character receives a free Low Level Connection to their
Military Branch, if the Character chooses to have a Military Rank.

The Character may also be placed in "Call of Duty"
Subplots, where the Character will have to perform training for
the Military or attend certain ceremonies. An inactive member of
a Military organization may not be granted as much access as he
previously had. The benefit to this is that he will not be placed on
as many "Call of Duty" subplots. Military Ranking allows passage
through Government Security Systems based upon the appropri-
ate organization that the Credential represents. A higher Rank
means the Character has more responsibility, offsetting the bonus
of having a Higher Rank. The Player may choose which Rank he
wants. All Rank examples are in Army/Navy format.

A Low Military Rank allows the bearer to pass through
Government Security Systems ranked at 12 APs or less (subject
to GM discretion, of course). Rank examples include
Private/Seaman, Corporal/Petty Officer, and Sergeant/Chief Petty
Officer. Low Military Rank costs 15 Hero Points.

Medium Military Rank allows deeper access into
Government facilities and files, including those considered "top
secret." The bearer can pass through a Security System ranked
at 15 APs or less. Rank examples include Lieutenant/Ensign,
Captain/Lieutenant, and Major/Commander. Medium Military
Rank costs 25 Hero Points.

High Military Credentials are usually reserved for NPCs.
These Characters are among the top leaders of Government,
Intelligence, and the Military. Such Clearance is not lightly grant-
ed, as it allows access to all levels of secret Government informa-
tion (although there are still always exceptions). High Military
Credentials allow the bearer to pass Security Systems ranked at
18 APs or less. A Player who wishes to purchase High Military
Rank for his Character must include in his Background how he
obtained such clearance, and a GM is perfectly entitled to refuse
this (or any) Advantage if he deems it inappropriate to his cam-
paign. Rank examples include Colonel/Captain and
General/Admiral. High Military Credentials cost 35 Hero Points.

Government Credentials include non-Military organiza-
tions within the government, including the ATF, CIA, FBI, Secret
Service, KGB, MI-5, or other Government organizations.
Government Credentials are not as restrictive as Military
Credentials and grant a Character a free Low Level Connection
with their chosen Government Organization. Characters with
Government Credentials are subject to the orders of their superi-
ors and may be asked to perform certain duties as Subplots.
This does not happen as often as Military Credentials. Low,
Medium, and High Government Credentials grant the same
access as Military Credentials, except they involve Government
facilities.

Low Government Credentials cost 20 Hero Points;
Medium costs 30 Hero Points, and High costs 40 Hero Points.
Special Credentials are Credentials specific to a certain organiza-
tion not covered by anything above. This includes Ambassador
Identification, college student ID, Library Card, Employee ID
Card, Disland Labs ID, or anything else appropriate to the cam-
paign. These allow certain bonuses and restrictions other
Credentials would not. Both a Character with a college student
ID and one with Police Credentials may be allowed into a dormi-
tory, but the student ID would not raise the suspicion a Police
Credential would. On the other hand, a college student ID is not
likely to allow a Character into a crime scene.

Special Credentials can range from 5 to 50 Hero
Points depending upon the access they grant the Character.
Special Credentials should have custom restrictions, not unlike
the other Credentials.

Credential Cost Chart
Credentials

HP Cost

Character Growth: A Character may earn Credentials
by having them assigned to him through Police or Government
Agents, Media, or other appropriate organization. The Character
can be "promoted” within his Credentials organization. There
should be a plausible reason for the Character to earn the




Credentials. Military Rank cannot be purchased upward without
a subplot reason. A Player who wishes to purchase Credentials
for his Character must include in his Background how he
obtained the Credentials, and a GM is perfectly entitled to deny
this Advantage or just a part of it, if he deems it inappropriate for
his campaign.

DOUBLE JOINTED
[COST: 10 *]

A Character who chooses to take this Advantage has an
extremely flexible body. The Character receives a —1 Column
Shift Bonus to the OV/RV of all attempts to climb, escape ropes,
free himself from handcuffs, straitjackets, and other restraints.
This Advantage is also for those who are skilled with popping
their bones out of joint.

EXPERTISE / SCHOLAR
[COST: 5/10 1]

A Character with this Advantage has devoted a great
deal of time to academic study of a particular subject; as such,
the Character possesses an intricate knowledge of and expertise
in that area of learning.

A Scholarly Character may recall extensive information
on the subject studied at will. Additionally, any Action Check utiliz-
~ ing the Scholar Advantage (such as an Int check to analyze a
clue, identify an item, or decipher a book for example) receives a
-2 Column Shift bonus to the OV/RV of the attempt.

The Scholar Advantage is usable with most Skills except
Accuracy, Acrobatics, Martial Artist, and Weaponry. Scholar
(Business) or a similar monetary-related Scholar will allow a -2
CS to OV bonus to any Upkeep Wealth Checks (a 7 or higher is
necessary) at the GM’s discretion. Column Shifts will begin at 13
though, just like a standard Wealth Check.

This Advantage may be purchased in conjunction with
information gathering or creativity based Skills such as Detective
or Artist. A Character may possess more than one Scholarly
Advantage, indicating that the Character is learned in several
subjects, but the Advantage may only be purchased once to
cover any one particular subject. Thus, a Character could not
purchase the Scholar (Literature) Advantage three times to
achieve a cumulative +6 modifier on literary subjects.

Note that in addition to representing scientific and liter-
ary knowledge, the Scholar Advantage can also represent other
areas of learning and expertise, such as trivia or ritual magic
(see below). A Scholar costs 10 Hero Points. A lesser form of
Scholar, Expertise, allows a -1 Column Shift Bonus and costs
only 5 Hero Points. Expertise Advantages are subject to all of

the same rules as the Scholar Advantages.

Example Scholarly Subjects: Arts (Specific Artist,
Theme, or Era), Computer Software, Computer Hardware,
Electronics, Botany, Business, Bio-chemistry, Geology, Medicine,
Psychology, Parapsychology, Physiology, Zoology, Genetics,
Pharmacology, Organic Chemistry, Inorganic Chemistry,
Mechanical Physics, Quantum Physics, Microbiology, Sociology,
History (Specific Region or Era), Anthropology, Archaeology,
Ritual Discipline, Trivia Topic.

Scholar (Ritual Discipline) is useful for Characters with
the Ocecultist (Ritual Magic) Subskill. A Character purchasing a
Scholar field in one of the nine Ritual Disciplines receives a —2
Column Shift bonus to the OV/RV of the Occultist Action Check
necessary to perform any Ritual mimicking the effects of one or
more of the Discipline’s listed approved Powers.

Unlike standard Scholar fields, Ritual Disciplines cost 25
Hero Points and Expertise (which grants a -1 Column Shift
bonus) costs 15 Hero Points, unless otherwise noted. Custom
Disciplines may cost up to 40 Hero Points. The ten available
Ritual Disciplines are Alchemy, Darkness, Demonology, Theology,
Elementalism, Immortality, Necromancy, Soothsaying,
Technomagic and Voodoo. Ritual Disciplines are described in
detail under the Chapter 8: Magic (Page 184).

Scholar Cost Chart

Expertise
Scholar

Custom

GADGET
[COST: Variable]

A Character with this Advantage begins his career with
a Gadget or Artifact.The Player must design his Gadget using
the guidelines presented in Chapter Seven (page 166) and must
pay the Gadget’s Hero Point cost. Gadgets purchased through
this Advantage are automatically built successfully (no Gadgetry
Checks are required), and no Wealth Check needs to be paid. A
Character with this Advantage does not have to possess the
Gadgetry Skill but should at least know of a Character who can
build it for him.

This Advantage may never be purchased after a
Character’s creation; it is only an option for beginning Characters.
Obtaining a new Gadget for an existing Character requires
design, purchase, and creation under the normal Gadgetry rules.
This Advantage may be purchased more than once for a
Character who debuts with more than one Gadget.

GENIUS
[COST: 25 *]

A Character with this Advantage may use his Gadgetry
Skill to create items or devices using technology which is unavail-
able in the "real world" of the early 21st century ( i.e., teleporta-
tion machines, force field belts, etc.). For a complete description
of the Genius Advantage and its applications to Gadgetry, see
page 166.
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GIFT OF GAB
[COST: 20 1]

A Character with this Advantage is a master of verbal inter-
play. Whenever such a Character successfully performs an Interaction
Maneuver (see page 161), he receives a -2 Column Shift modifier to
the target's OV/RV instead of the usual -1 Column Shift bonus.

HEADQUARTERS
[COST: 10 or 15 *]

A Character with this Advantage begins his career with
a serviceable headquarters. The Character must choose the
extent of the Headquarters at the time of the Advantage pur-
chase: Confined or Expansive.

A Confined Headquarters is a small (approx. 400
square feet or less) building, apartment, or rented space located
in a major city or population center. A secret roomin a
Character’s apartment would constitute a Confined
Headquarters. Confined Headquarters costs 10 Hero Points at
the time of purchase.

An Expansive Headquarters is a well hidden, vast
(1500+ square feet) complex, usually located in an isolated, diffi-
cult-to-reach area. Crossfire’s base constitutes an Expansive
Headquarters. The Maulers eventually developed two giant
mobile bases, a building and battleship (both of which would
count as expansive headquarters). An Expansive Headquarters
costs 15 Hero Points at the time of purchase.

Note: The inclusion of particular Gadgets (vehicles,
computers, etc.) within the Headquarters is not considered in this
Advantage’s Cost; such devices must be purchased separately
with the Gadget Advantage if the Character begins his career
with such devices. Only one member on a team need purchase
this Advantage for the entire team.

Character Growth: This Advantage may never be pur-
chased after a Character has begun his career; it is only an
option for beginning Characters. Obtaining a new Headquarters
for an existing Character requires design, purchase, and creation
under normal Wealth rules, found on page 194.

INSTA-CHANGE
[COST:5*]

A Character with this Advantage can switch into cos-
tume instantaneously. Such a Character’s costume normally pos-
sesses special molecules, which transform at the Character’s will.
Utilizing this Advantage costs a Character one Automatic Action
during the phase of Insta-Change to change into costume. A
Character who-possesses neither this Advantage nor
Superspeed must spend an entire phase switching clothes (dur-
ing which time the Character can take no other action).

Shadow Master has the Insta-Change Advantage.

INTENSIVE TRAINING
[COST:20*]

A Character with this Advantage has spent most of his
life rigorously training mind and body to perfection. An
Intensively Trained Character receives a special -2 Factor Cost
modifier to any Skills linked during Skill purchase in addition to
the normal -2 Factor Cost modifier for linked Skills (see page 24).
Factor Costs may never be reduced below 1.

Conversely, a Character with the Intensive Training
Advantage also adds +2 to the Factor Cost of any Powers pur-
chased for him.The Player must also pay an additional 50 Hero
Points each time (per AP) the Character raises an Action
Attribute to a value greater than 8 APs. The Player must pay an
additional 40 Hero Points to raise any other Attribute, Power, or
unlinked Skill above 8 APs.

Example: A Player whose Character has the Intensive

Training Advantage wants to raise his Dex from 7 to 9 APs through
Character Growth.Dex is an Action Attribute (Factor Cost 7), so the
increase from 7 to 8 APs costs 70 Hero Points (as indicated on the
Increasing Attributes Chart, page 42). However, the increase from 8
to 9 APs cost 155 Hero Points: 105 Hero Points for the normal
Action Attribute increase plus 50 Hero Points for an Intensively
Trained Character raising an Action Attribute above 8 APs. The total
cost for increasing from 7 to 9 APs is therefore 225 Hero Points.

These modifiers for an Intensely Trained Character con-
tinue after initial Character design. An intensely Trained
Character who purchases and links a new Skill still receives the -
2 Factor Cost modifier. Similarly, an Intensively Trained Character
who purchases a new Power still receives the +2 Factor Cost
penalty.

IRON NERVES
[COST: 20 *]

A Character with this Advantage is unusually resistant to
fear and intimidation. Such a Character receives a +2 Column
Shift modifier to his OV/RV against the Aura of Fear and Phobia
Powers, as well as any Character Interaction (Intimidation)
attempts made against him.

LANGUAGE
[COST:2, 5, OR 10 1]

Language is a specialized version of the Scholar
Advantage. A Character with the Language Advantage knows
how to either speak or read and write a single language or a
group of related dialects. Languages are separated into
Language Groups. Language Groups contain related languages
due to similarities in their structure.

A Character with an Intelligence of one (1) automatically
knows how to either read and write or speak his native language.
A Character with Intelligence of two (2) or greater automatically
knows how to read, write, and speak his native language.
Learning to read and write or speak the rest of the languages
from a Character's native language group costs 2 Hero Points.

To read, write and speak all of the languages from the
native language group costs 5 Hero Points. Learning to read and
write or speak a single language from a non-native language
group costs 2 Hero Points. Learning to read and write and speak
a single language from a non-native language group costs 5
Hero Points. Learning to read and write and speak all languages
from a non-native group costs 5 Hero Points. Learning to read
and write and speak all languages from a non-native group costs
10 Hero Points.

Note: Language Groups contain languages listed by
both family and geographical area. The GM has final say on
what Languages are used in his campaign and is free to cus-
tomize the language groups.
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LEADERSHIP
[COST: 25 1]

A Character with this Advantage is skilled in the arts of
strategic planning and giving orders. The Character may automat-
ically transfer his own Hero Points to any member of a team
which the Leader commands; Hero Point transfer may be in any
amount desired by the Leader (provided the Character possess-
es a sufficient number to transfer) and may be transferred to any
teammates at any time.

Once received by another Character, transferred Hero
Points will function exactly as the recipient’s own, except that they
cannot be used for Character Growth and cannot be regained by
the Leader. For the purpose of this Advantage, only one
Character at a time may Lead a team. If more than one

Character possessing this Advantage is present, team members
must select a Leader by mutual consent.

LIFE SUPPORT
[COST: Variable *]

A Character with this Advantage begins his career lack-
ing one or more physiological limitations possessed by normal
humans. This includes nourishment, rest, and breathing. See
Chapter Five for the effects of lack of food, water, and sleep. The
Hero Point Cost for purchasing the Life Support Advantage
depends upon which limitations the Character does not have, as
follows:

o No Need to Breathe

To purchase more than one Life Support Effect, simply
add the cost of all the effects purchased. At the GM'’s discretion,
Characters who do not need to eat, drink, breath, or sleep
because they are not "organic" (like robots) should simply pur-
chase a Miscellaneous Advantage. Living Creatures must pur-
chase the Life Support Advantage to buy off physiological limita-
tions.

LIGHTNING REFLEXES
[COST: 20 *]

A Character with this Advantage possesses lightning-
fast reflexes and reaction times. Possession of this Advantage
allows a Character to permanently add two (2) points to his base
Initiative score.

LOCAL HERO/ POPULARITY
[COST: 10/20 1]

A Character with the Popularity Advantage is respected
among the citizenry and the media. Such a Character tends to
attract a huge crowd of well-wishers and autograph seekers
wherever he appears.

Most non-essential NPCs begin play with an Attitude of
Friendly (see Chapter Six: Character Interaction) toward
Characters with the Popularity Advantage. Important or essential
NPCs such as villains, thugs, and major supporting Characters
should still have their Attitudes toward the Popular hero individu-
ally set.

Local Hero is a more specialized form of the Popularity
Advantage. A Local Hero receives extraordinary respect within a
specific geographical location (a particular neighborhood), or
within an organization (the Mob, FBI, professional doctors, etc),
or a select focus group/following (a fan club). Local Hero is a lim-
ited form of the Popularity Advantage. The Local Hero's
Popularity will only affect an NPC associated with his focus
group. An NPC in the select group will start with an initial
Attitude of Friendly toward the Character possessing the Local
Hero Advantage. The Local Hero should choose his focus group
atthe time this Advantage is purchased.

Multi-Attack penalties (see page 147) on Persuasion
attempts against non-essential NPCs are reduced by one
Column Shift when made by a Character with Popularity. The
Character would receive no Column Shift penalties for
Persuasion of 2 targets, a +1 Column ‘Shift modifier to the target’s
OV/RV against 3-4 targets, and so on. All affected non-essential
NPCs must be in the selected focus group for Local Hero to work
in the same manner as Popularity.
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LUCK
[COST: 15 *]

A Character with this Advantage is unusually fortunate.
Once per adventure, the Character may invoke the Advantage
and receive either -1 Column Shift to an opponent's OV/RV or +1
Column Shift to his own OV/RV when making an Action Check.
The Player may choose which of these bonuses to utilize and
when to invoke the Luck Advantage.

Example: If a Player decided to invoke Luck while his
lucky Character was attacking an opponent in hand-to-hand com-
bat, the Character’s target would receive a -1 Column Shift modi-
fier to his OV/RV for that attack. Conversely, if the lucky Character
were defending against an attack, he could receive +1 Column
Shift to his OV/RV for the defense.

NO VITAL AREAS
[COST:50*]

A Character with No Vital Areas does not have a visible
area of weakness, or his vital areas have moved to unexposed
regions. Because of this, he is tougher to damage with certain
Combat Maneuvers. Critical and Devastating Attacks are less
effective against a Character with No Vital Areas.

The OV penalty for using Critical and Devastating
Attacks is still determined in Column Shifts as normal, however
the RV penalty is converted to APs. Critical Blows against a
Character with No Vital Areas are +2 Column Shifts to OV and -3
APs to RV. Devastating Attacks are +4 Column Shifts to OV and
-6 APs to RV.

Critical and Devastating Attacks from a Character with
this Advantage are resolved normally, as No Vital Areas is only
effective against incoming attacks.

For each attack category (Physical, Mental, Mystical)
that No Vital Areas does not affect, reduce the Advantage’s cost
by 10 Hero Points.

OMNI-CONNECTION
[COST: 25 *]

A Character with this Advantage has friends and poten-
tial Connections nearly everywhere (see the previously-listed
Connection Advantage). A Character with Omni-Connection is
allowed to pay a Hero Point fee during an adventure to suddenly
establish a new Connection to assist him.

Establishing a Low level Connection in this manner
costs a Character 10 Hero Points, while establishing a High level
Connection costs 15 Hero Points. Connections established
through Omni-Connection are only temporary and the Character
may question or persuade the Connection (if desired) only once.
If the Character wishes to question the Connection further or at a
later time, he must again pay the respective Hero Point fee for
the Connection.

Applications of this powerful and potentially abusive
Advantage are at GM discretion. Omni-Connection could not be
used to suddenly give a Character a High level Connection with
the police officer about to arrest the Character, for instance.

Example: A Character with Omni-connection discovers
that the Disland Corporation produces the experimental weapons
used to attack him. The Character decides to spend 15 Hero
Points to establish a temporary High level Connection at Disland
to gather information. As a result, the Character will then be able
to ask his Connection one fairly detailed question and receive
accurate information. If he wants to ask further questions or call
his "old friend" at a later date, the Character must again pay the
15 Hero Point Connection fee.

OMNI-SCHOLAR
[COST: 25 *]

A Character who is an Omni-Scholar seems to know vir-
tually anything about everything. He/she can spend 10 HP to
temporarily obtain a Scholar Advantage on any appropriate sub-
ject, as long as the GM approves. The Scholar Advantage can
then be used either for the rest of the adventure (up to the point
where any reward HPs are assigned) or up until the point where
an Action Check using the Scholar (with the standard -2 Column
Shifts to OV/RV) is made, whichever comes first. This Character
may also obtain Expertise Advantages costing 5 HP, with the
same restrictions on use.

PET
[COST: Variable]

A Character with this Advantage begins his career with
an animal assistant, which will automatically follow all of the
Character’s instructions without error. A Character with this
Advantage may control all of his Pet’s actions during play through
the use of one Automatic Action. The Pet may use its owning
Character’s Hero Points without any other Advantage being
required. Pets who are sentient/intelligent (GM discretion) must
be purchased as Sidekicks and thus require no extra Actions to
control.

This Advantage has a variable cost dependent on the
complexity of the pet adopted.The pet must be designed as a
complete Character (i.e., calculation of costs for the Pet's
Attributes, Powers, and Skills), but the Character only pays one-
half (1/2) this Hero Point total (round fractions up). Sample statis-
tics for different animals are available in Appendix B. These sta-
tistics represent a typical member of the animal’s species; most
heroic pets possess additional APs of Attributes, Powers, and/or
Skills.

Example: Clint wants to purchase the Pet Advantage;
his Pet will be a loyal dog named... Dog. Clint decides his faithful
companion should possess the following statistics:

Dex: 3 Str: 1 Body:
Int: 4 Will: 2 Mind: 2
Infl: 3 Aura: 4 Spirit: 1

Initiative: 10

Powers: Analytical Smell/Tracking Scent: 7, Extended Hearing:
3, Detect (good and evil): 5

As a standard Character, "Dog" would cost 164 Hero
Points to design. However, designed under the Pet Advantage,
"Dog" only costs Clint 82 Hero Points (Round all fractions up).

PREHENSILE FEET
[COST: 5*]

The Character with the Advantage may use his feet as
hands to grasp items and has a -1 Column Shift Bonus to the
OV/RV of any Climbing Action Checks. These are not the full
extra limbs that the Extra Limb Power bestows. The Extra Limb
Power is used for prehensile tails.

RICHFAMILY/FRIENDS
[COST:15*]

A Character with this Advantage has a rich family mem-
ber or a friend upon whom the Character may call once every
three months to request financial assistance (OV/RVs to this
Persuasion attempt are at 7/7). Receipt of positive RAPs allows
the Character to use the contact's Wealth rating (usually 3 APs
higher than the hero’s own Wealth) for one week’s worth of pur-
chases.
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The wealthy friend or family member should be
designed by the GM as a Non-Player Character and introduced
into campaign scenarios occasionally for role-playing/Subplot
interaction.

Example: Bob, whose Wealth Rating is 4, has a wealthy
family member, Uncle Jerry. Every three months, Bob can call on
his Uncle for money in a pinch. To get any money, Bob must suc-
cessfully Persuade his Uncle Jerry (with automatic OV/RVs of
7/7). Positive RAPs allow Bob to use his uncle’s Wealth rating (7:
his own Wealth plus three) for one week.

RITUAL
[COST: Variable *]

A Character with this Advantage begins his career with
knowledge of an arcane Ritual. The Player must design the
Ritual using the Ritual design guidelines in the Magic Chapter
(page 184). The Hero Point Cost of the Ritual Advantage equals
twice the Hero Point Cost of the Ritual. Rituals learned in this
manner are automatically successfully learned.Leaming checks
are unnecessary, and initial supplies for research need not be
purchased.

A Character who purchases a Ritual through this
Advantage never has to re-memorize the Ritual if he rolls double
1's. A Character with this Advantage does not need to have
Occultist Ritual Magic Skill; he could have been taught the Ritual
from an acquaintance (through an Occultist Mentor) or learned it
during his travels. An Unskilled Character's knowledge of a
Ritual must be accounted for in his Background and approved by
the Gamemaster.

To perform the Ritual, a Skilled Character should use his
Occultist Ritual Magic Subskill as normal. Unskilled Characters
have an AV/EV equal to their Infl/Aura and receive a +3 Column
Shift penalty to their OV/RV. If an Unskilled Character later
learns the Ritual Magic Subskill, he must use the APs of Skill as
his AV/EV, but receives no Column Shift penalty.

This Advantage may never be purchased after a
Character’s creation; it is only an option for beginning Characters.
Obtaining a new Ritual after creation requires memorization
through the Occultist Skill or teachings from an Occultist Mentor.
This Advantage may be purchased more than once for a
Character who debuts with more than one Ritual.

SHARP EYE
[COST: 15*]

A Character with Sharp Eye has a keen eye for detail
and is exceptionally perceptive. A Sharp Eyed Character auto-
matically receives a —1 CS modifier to either the OV or the RV
(Character’s choice at time of roll) of all attempted Perception
Checks.

SIDEKICK
[COST: Variable]

The Sidekick Advantage allows a Character to begin
play with a lesser-powered (and usually younger) Character as
his Sidekick or assistant. This is different from a Confidant in that
a Confidant will not go adventuring with the Character, but a
Sidekick will.

The Sidekick’s abilities and methods usually roughly mir-
ror those of the adult Character. Except in rare circumstances, a
Sidekick will always have the Thrill of Adventure Motivation.
Traditional Sidekicks go to school or work day jobs. Some
Sidekicks work as chauffeurs for their super-heroic counterparts,
especially during the Golden Era.

This Advantage has a variable cost dependent on the
capabilities of the Sidekick. A Player who wishes to purchase this
Advantage must first create the proposed Sidekick as a complete

Character. The cost of the Sidekick Advantage is equal to one-
third of the total number of Hero Points of the Sidekick, rounding
all fractions up. The Character may bequeath his Sidekick Hero
Points without any other Advantage being required.

STABILIZATION
[COST: 40 *]

A Character with Stabilization is not affected by the ‘slow
death’ caused by Kiling Combat wounds. He has a special phys-
iology where Kiling Combat wounds do not cause the Character
to continue to take damage. Either the Character does not bleed
or his wounds instantly cauterize. If the Character’s Body is ever
brought below 0 Body, the Character does not lose the typical 1
Body point for every 8 APs of time that elapse. The damage to
Body still exists, but there is no continuing damage.

The Character is still allowed Desperation Recovery, and
Resting Recovery checks are allowed after one hour (10 APs)
against Kiling Combat instead of the standard twenty-four hours
(15 APs) that Killing Combat normally required. Regeneration
Power may be used to reduce these time limits as normal.

For each Resistance Attribute (Body, Mind, Spirit) that
this Advantage affects past the first add 20 Hero Points to the
cost.

ULTRA LUCK
[COST: 50 *]

As opposed to the Luck Advantage, Ultra Luck grants an
amazing amount of luck. Once per adventure, the Character can
re-roll any one Dice Action, but the subsequent roll must be
accepted no matter what, even if it is double 1’s. The original roll
may not be re-rolled if it is double 1’s. Any bonus rolls granted
due to rolling doubles may not be re-rolled by this Advantage.
The Character can re-roll the Dice Action rolls of others as long
as he is involved in either the AV/EV or the OV/RV.

MISCELLANEOUS ADVANTAGES
[COST: 5/25/50]

A Character who possesses an Advantage which cannot
be categorized using any of the preceding Advantages must pay
5, 25, or 50 Hero Points for a Miscellaneous Advantage. The cost
of such an Advantage is always subject to GM discretion, based
on the new Miscellaneous Advantage’s usefulness as compared
to those listed above.

Drawbacks are disadvantages, quirks, and foibles that
may be selected to increase a Character’s initial Hero Point level.
Like Advantages, Drawbacks are not measure in APs; a
Character either does or does not possess the Drawback.

Listed next to each Drawback is its Bonus in Hero Points. An
asterisk (*) following a Drawback’s Bonus indicates that under
normal circumstances, the Drawback can generally be purchased
only during initial Character creation. A dagger (1) following a
Drawback’s Bonus indicates that the Gamemaster may assign
the Drawback if it is acquired during play. Characters do not
receive the Hero Point Bonus from gaining Drawbacks during an
Adventure.

Note that some Drawbacks can sometimes aid their
owner as much as they hinder. If a Drawback is actually helpful
to the Character in question, then it is not truly a Drawback, and
the Character should not receive Bonus points (or the Bonus
should be reduced) for taking the Drawback.
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AGE
[BONUS: 15 *]

A Character with this Drawback is of an unusual age for-
adventuring, being either old or young in comparison to tradition-
al heroes/villains. Unusually old Characters (those over 50 years
of age) must always subtract two points (-2) from their Initiative
scores. Unusually young Characters (those below 18 years of
age) are limited through the need to attend school regularly, a
concern of adult authority, and being unable to enter certain pub-
lic areas (such as bars).

Tamper and Healer of the Collective possess this
Drawback as young and old respectively.

ALTERED ANATOMY
[BONUS: 20 *]

A Character with the Altered Anatomy Drawback has an
internal anatomy entirely unrecognizable to the average medical
practitioner. He might have his brain in his left foot, his liver in his
skull, and an intestine in his nose. All Medicine Checks against a
Character with Altered Anatomy incur a +2 Column Shift penalty
to the OV/RV.

Generally a Character with the Altered Anatomy is from
a different planet or dimension than the one he currently inhabits.
It is unlikely for a human to possess the Altered Anatomy
Drawback while on Earth, unless his Powers have so changed
his body he is no longer recognizable as human. The Player
must account for the Altered Anatomy in the Character's
Background.

Purchasing the No Vital Areas Advantage is a good
combination with this Drawback. Altered Anatomy should not be
taken with the Cannot Heal Drawback under certain circum-
stances. A Character with the Cannot Heal (Gadgetry Only)
Drawback does not receive any Hero Point Bonus for taking the
Altered Anatomy Drawback.

For each Resistance Attribute (Body, Mind, Spirit) that
Altered Anatomy does not affect, reduce the Drawback’s bonus
by 10 Hero Points.

ALTER EGO
[BONUS: 25/75 *]

A Character with this Drawback has two distinct forms: a
powered form and a normal form. Whenever the Character wants
to go about his daily life, he must switch to his normal form. The
transformation from one form to the other (and back) takes a full
phase, during which the Character may do nothing else, although
he does receive the full OV/RV of the form he is changing from.

Normally, the Character controls the transformation from
one form to another. This type of Alter Ego is known as
Controllable and is worth a bonus of 25 Hero Points. However,
some Characters cannot control their change from normal to
powerful form, often having monstrous or villainous Alter Egos.

In these cases, the Drawback is Uncontrollable and is worth 75
Hero Points. A Character adopting an Uncontrollable Alter Ego
must specify the conditions which trigger the transformation from
normal to powered and back again. Common examples include
changes during the full moon, changes when angered, changes
whenever someone says a certain word or phrase, etc.

To design a Character with an Alter Ego, the Player
must first design the powered form, based on the Hero Point
Base scale for the campaign: (normally 450). Itis this form that
receives the Hero Point bonus for the Alter Ego Drawback. The
powered form must have a distinctive appearance, such that the
Character could not simply change into street clothes and con-
duct every-day life with all of his Powers (if this is the case, then
the Drawback is worth no Hero Points). For instance, when
Nicholas Chen becomes the Dragon Knight, he parades around

as a frightening scaly beast. It would be impossible for Nick to go
about a normal life as Dragon Knight, since everyone would rec-
ognize him as a powered being.

Next, design the normal form with a Hero Point Base of
225. The normal form is built as any Character, except that he
should not have any Powers. Additionally, most normal forms
should rarely have Attributes or Skills higher than 5 APs,
although this is up to the Gamemaster discretion.

During Character Creation, a powered form may share
Hero Points on a one for one basis with the normal form. When
doing this, the normal form may never give Hero Points back to
the powered form and may never have more Hero Points than the
powered form. In this manner, two lesser-powered forms may be
created.

Example: John wants to create a powered light manipu-
lating man who transforms into a darkness casting woman of
equal ability at will - a Controllable Alter Ego. The Base Multiplier
is twice normal, so John now has 1025 Hero Points for one form
(900 base plus 100 for Background plus 25 for the Drawback)
and 225 for the Alter Ego. He can share the Hero Points by giv-
ing 400 Hero Points to his Alter Ego; John's Character now has a
625 Hero Point form with a 625 Hero Point Alter Ego.

If the Character automatically switches into costume
when becoming "super”, both characters must have the Insta-
Change Advantage or otherwise only the Character with Insta-
Change will retain his clothes. Normal forms tend to have their
own set of Hero Points separate from powered forms but may be

'\‘\granted Hero Points by the powered form on a one for one basis

between adventures.

The two different forms need not have the same
Motivation, Wealth rating, or Personality. In fact, the Character's
Alter Ego might not even remember what happens.to him while in
his other form. This should be worked into the Character's
Background and Subplots and can provide many interesting role-
playing opportunities.

The powered and normal forms may be created to share
one or more of five sets of abilities: (1) Powers, (2) Skills and
Wealth, (3) Physical Attributes, (4) Mental Attributes, or (5)
Mystical Attributes. For each set shared between the two forms,
reduce the Alter Ego Drawback Bonus by 5 Hero Points (or 15 if
the Alter Ego is Uncontrollable) and subtract 55 Hero Points from
the normal form's 225 Hero Points. When creating the normal
form, do not purchase any abilities from the shared sets, as the
normal form will use the same abilities the powered form has.
For this sort of Character, any of the unshared abilities of the nor-
mal form may not exceed the abilities of the powered form.

Example: Bill is creating a Character with an

Uncontrollable Alter Ego. He wants the powered form and
normal form to share the same Skills and Wealth, Mental
Attributes, and Mystical Attributes. The Bonus for Alter Ego is
reduced to 30 Hero Points (75 - 15 - 15 - 15). The normal
form may be designed with 60 Hero Points (225 - 55 - 55 -
55) to allocate among its Physical Attributes and Powers (jf
any). When in normal form, Bill's Character will use the
Mental and Mystical Attributes and Skills and Wealth of the
powered form but retains its own Physical Attributes.
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AUTHORITY FIGURE
[BONUS: 15 1]

A Character with this Drawback, often the ruler of a
small country, is responsible for the welfare of a large group of
people and usually adventures to advance or defend his people’s
political or economic status. An Authority Figure is, first and fore-
most, a politician concerned with the interests of his constituency.

This Character feels (not always inaccurately) that,
should he be injured or killed, his society would be plunged into a
state of anarchy which would destroy his people. As such, an
Authority Figure will avoid entering any battles which might seri-
ously injure him (attempting to flee the scene, if necessary).
Conversely, such a Character will enter Killing Combat and fight
with startling ferocity if his own defeat seems inevitable (automat-
ically forfeiting all potential Hero Point Awards for the adventure)

CANNOT HEAL
[BONUS: 25 OR 50 *]

A Character who has the Cannot Heal Drawback is not
allowed any Resting Recovery Checks against both Bashing and
Kiling Combat damage. He is still allowed to use Desperation
Recovery and Last Ditch Defense to heal. The Regeneration
Power is useless for this Character.

A Character with the Cannot Heal Drawback may still be
healed as normal through the use of Powers and either through
Medical Treatment or by being Repaired as if he were a Gadget
or Artifact (Player’s choice when Drawback is chosen) and gives
a Bonus of 25 Hero Points. This allows the simulation of undead
and robotic Characters without having to build them as Gadgets.
If a Character can only be healed through the use of Powers,
(Medical Treatment or Repair doing nothing to help him heal) the
Bonus for this Drawback is increased to 50 Hero Points.

For each Resistance Attribute (Body, Mind, Spirit) that
Cannot Heal does not affect, reduce the Drawback’s bonus by 10
Hero Points.

CREEPY, DISTINCT, AND STRANGE APPEARANCES
[BONUS: 5 - 30 *]

A Character with a Creepy Appearance has a strange,
distinguishing, and frightening, yet easy to hide physical feature.
The "deformity”, be it strange eyes, small horns, scaled hands,
pointy teeth, a major facial scar, or even a strange tattoo, causes
others to be nervous around the Character when viewed. To dis-
guise a Creepy Appearance, the Character must constantly wear
darkened glasses, colored contacts, an eye patch, a large hat,
some makeup, special gloves, or some other, unusual and obtru-
sive covering. A Creepy Appearance is worth 5 Hero Points.

A Character with a Distinct Appearance does not look
like the average human or whatever consists of "normal” in the
campaign. A Distinct Character is obviously non-human in
appearance but does not promote the fearful reaction that a
Creepy or Strange Appearance elicits. Distinct Appearance cov-
ers abnormal skin colors and textures (like purple and lumpy),
additional appendages which cannot be easily hidden (a long
tail), particularly large or diminutive size, animalistic features, or
anything else causing the Character to constantly stand outin a
crowd.

To determine if a Character should have the Distinct
Appearance Drawback, consider the reaction of someone meet-
ing the Character who doesn't live in a city crammed with super-
heroes. A Distinct Appearance may only be concealed with radi-
cal effort, such as full-body clothing, the Chameleon Power, or
the Artist Actor Skill, the results of which will probably still cause
the Character to stand out. Having a Secret ID Drawback is
almost impossible with the Distinct Appearance Drawback unless
the Character has the Chameleon Power or a similar manner of

radical disguise. A Distinct Appearance is normally worth a
Bonus of 15 Hero Points, but if the Character also has the Public
ID Drawback, it is only worth 10 Hero Points.

Characters with Creepy or Distinct Appearance receive
a +1 Column Shift Penalty to OV when using Persuasion and
conversely a -1 Column Shift Bonus to OV when trying to
Intimidate. If the Creepy or Distinct Appearance is hidden, there
are no Bonuses or Penalties, except for the inconveniencing dis-
guise. Such modifiers are only applicable against "normals” (that
is, Characters who are not heroes, villains, or important NPCs).
Strange Appearance is for Characters who are extremely scary
and horrifying and cannot hide their features easily or at all. A
Character with this Drawback is so strange-looking that people
tend to fear him on sight. A Character with a Strange
Appearance automatically causes a +1 Column Shift modifier to a
target’s OV/RV on any Persuasion attempts. Intimidation
attempts, however, have the target’s OV/RV reduced by a -1
Column Shift. Such modifiers are only applicable against "nor-
mals" (as above).

During day-to-day existence, a Character with Strange
Appearance might accidentally frighten any "normals” encoun-
tered. In such a case, a Character with Strange Appearance must
make an Intimidation attempt (with the -1 Column Shift) against
all "normals” in the area (Multi-Attack penalties applicable).The
Character with Strange Appearance must use his full Infl/Aura as
the AV/EV of this Action Check. Hero Points may never be spent
to affect this roll in any way.

The special Intimidation Check does not count as an
Action for the Intimidating Character. This Intimidation Check
should be made whenever a Character with Strange Appearance
encounters "normals” for the first time or makes a sudden
appearance, threatening move, etc.

Example: While attempting to thwart a robbery,
Mindhammer confronts a crook in a local family-run grocery
store. Mindhammer's appearance is quite a shock to the robber
as well as the shop owner and her husband. As a result,
Mindhammer must make a special Intimidation attempt (which
does not count toward his three Actions in this phase) on the rob-
ber (GM'’s discretion) and the shopkeepers using his full Infl/Aura.
Mindhammer must also suffer the -1 Column Shift modifier for his
Strange Appearance.

Resolution of this Intimidation Check is made normally. If
Mindhammer succeeds, the shopkeepers Mindhammer is
attempting to protect may run in fear or even attack him. If the
check fails, the shopkeepers may be able to control their fear
enough to see that Mindhammer means them no harm.

Appearance Bonus Table

Appearance
Distinct
FFStrange
DARK SECRET
[BONUS: 25 *]

A Character with this Drawback harbors some deep
secret which must be protected at all cost.The Character’s secret
must be specified when the Drawback is adopted. This
Drawback should be an important part of the Character’s
Background and may provide the GM with material for the Hero’s
Subplots. A Dark Secret is always of such a magnitude that its
disclosure would effectively end the heroic career of the
Character with this Drawback.
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Example: A Character adopts the Dark Secret that he
was once a hit man for the mob and assassinated hundreds of
targets. If the secret were ever revealed, the Character would
face a long jail sentence and be the subject of terrible public
backlash, ruining the Character’s career.

DEBT
[BONUS: 10 OR 20 t]

A Character with the Debt Drawback has a drain on his
finances. He must repay the Debt until it is fully paid off. In order
to account for the Debt, during all Wealth Upkeep Checks, the
Character receives a Column Shift penalty to the OV/RV of the
roll. This lasts until the Debt is "paid off" by buying off the Debt
Drawback with Hero Points. A +1 Column Shift penalty is worth a
10 Hero Point Bonus, while +2 Column Shifts is worth a 20 Hero
Point Bonus.

Debt is different from the Savings and Loan rules in that
it is an uncontrollable drain on the finances. The Debt Drawback
can be used to represent experiences such as paying for the
alimony of a divorce. A Player must account for the Debt
Drawback in his Character’s History. Also, the Character should
interact in a Debt Subplot (a Wealth Subplot) every few adven-
tures.

DEPENDENT
[BONUS: 25 OR GREATER t]

A Character with this Drawback has a friend or relative
for whom he is responsible. This responsibility is defined by the
Character when purchased. The Dependent may be a relative
such as a son or daughter, spouse, parent, grandparent, or other
relative. The Dependent may be unrelated, such as a lover, a
ward, or even an ex-spouse. A Dependent may never be another
Player’s Character. Dependents are created with 115 Hero
Points for a 25 Hero Point Bonus. Reduce the Bonus by 1 point
for every extra 5 Hero Points added to the 115. If the Dependent
begins with any Powers, the Bonus for Dependent is 10 Hero
Points.

A Dependent will encounter the Character in at least
one Subplot per adventure. Dependents can help the Character
with their Skills but are mostly considered "enemy bait".Enemies
of the Character who discover a Dependent’s relation to the
Character will almost always attempt to use the Dependent
against him.

Dependents will constantly, even unknowingly, put them-
selves in danger. Dependents have the uncanny ability to enter
hostage situations, walk into heavy traffic, get kidnapped,
become activists against the Character’s actions (with or without
knowledge of the powered identity of the Character), or otherwise
hinder the Character. A Dependent may even cause a financial
drain during a Subplot due to needing an allowance, borrowing
money, or accidentally breaking things (like knocking over the
valuable vase in a china shop). Unless a Character role-plays a
discussion with the Dependent, the Dependent may even acci-
dentally destroy a Character’s Secret Identity Drawback or
Popularity Advantage. If a Drawback is lost, the Character must
immediately pay 5 times the Hero Point Bonus value of the
Drawback.

Dependents need not know of the Character’s powered
identity, and if they don't know, the Character must purchase the
Secret Identity Drawback. Characters who have an ex-spouse
and are collecting alimony should instead purchase either the
Rich Friends/Family Advantage or the Debt Drawback depending
on the situation. Using a Dependent for a divorced spouse is
only necessary if the spouse is still in the Character’s life for
some reason. See the Confidant Advantage for the differences
between Confidant and a Dependent.

ENEMY
[BONUS: Variable 1]

A Character with this Drawback begins the game with
an enemy who is already determined to destroy him at all costs.
The GM must approve this Drawback and invent statistics for the
Enemy who should pop up with annoying frequency in the
Character's Subplots. The Enemy will not work with the
Character under any circumstances, unless the Drawback is
removed. This Drawback can only be removed if the enemy is
somehow reformed, killed during the course of play, or otherwise
dealt with in a permanent manner. In this case the Hero immedi-
ately loses five times the Hero Points he was awarded for taking
this Drawback, whether or not he was responsible for the removal
circumstances.

The Player must decide why an Enemy is stalking his
Character, possibly even having to do with his origin or some part
of his career. Players should use their imagination; the more cre-
ative the reason for having an Enemy, the more fun the game will
be. The information must be included in the Character's
Background. The Gamemaster must approve and write up a suit-
able Enemy for the Character after consulting with the Player.

Enemies can be Villains, Heroes, or organizations like a
cult or even the government. For example, the police may want
the Character for questioning, he may be sought after by a gov-
ernment agency (FBI or CIA), or he may have knowledge that a
group of cultists may need.

The Bonus received for this Drawback is based on two
factors: Frequency and Threat Level. Frequency determines how
often the Enemy appears to pester the Character.

Threat level is the amount of threat the Enemy poses to
the Character, and is based off the amount of Hero Points the
Enemy is created with. A 3x Enemy for a 900 point Character is .
created from 2700 Hero Points (900 x 3 = 2700). Threat level
Hero Points may be used to create multiple Enemies by dividing
them up among multiple Characters. In the above example, a
2700 HP Enemy plagues the Character. Alternatively, the Enemy
could consist of twelve 225 point Enemies or six 450 point
Enemies - representing an organization or group rather than an
individual Enemy.

Note: Some Gamemasters may declare the Enemy
Drawback as a Subplot in their games, and therefore are wel-
come to not award points for this Drawback. Gamemasters
should let their Players know ahead of time whether or not they
are going to use the Enemy Drawback in their campaign.

Threat Level

Enemy Table
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EXILE
[BONUS: 10 or 15 1]

A Character with this Drawback has been ostracized
from his native civilization and forced to remain in a separate
locale, engaging in absolutely no social interaction with his home-
land.The Character’s native civilization could be anything from a
foreign country to another planet or dimension.This Drawback
should be an important part of the Character’s Background and
may provide the GM with material for the Hero’s Subplots.

A Character who has voluntarily placed himself in Exile
(Voluntary Exile) receives 10 Hero Points for adopting the
Drawback; a Character Exiled against his will (Forced Exile)
receives 15 Hero Points.

Shadow Master of the Shadow Force is involuntarily
Exiled from his home country of Japan. After disobeying the
orders of his superiors, he was forced to leave the country and
his son to save his own life.

GUILT
[BONUS: 50 1]

A Character with this Drawback is plagued by guilt over
some past failure or series of failures in his heroic or personal
life. Such a Character must automatically forfeit 5 Hero Points
(called a "Guilt Fee") at the beginning of every week of game
time. If the Character should ever fail to pay this fee, he will suffer
a +1 Column Shift penalty to the OV/RV of all his Dice Actions
until he pays all overdue Guilt Fees.

INNOCENT
[BONUS: 10 *]

A Character with this Drawback is exceptionally naive of
the ways of society and the wiles of mankind. An Innocent
Character believes in the inherent goodness of all creatures and
assumes all other people feel the same way he does. An
Innocent Character sees the world through rose-colored glasses
and cannot understand evil or inconsiderate actions.

An Innocent Character suffers a -1 Column Shift penalty
to his OV against Persuasion and Interrogation attempts (See
Chapter Six) and manipulative Mental Powers such as Broadcast
Empath, Control, Hypnotism, etc.

IRRATIONAL ATTRACTION/HATRED/FEAR
[BONUS: 5/25/50 1]

The Irrational Drawback denotes a certain personality or
habitual flaw in a Character. The three general types of
Irrationality are Attractions, Hatreds, and Fears.

Characters with the Irrational Attraction Drawback are
unusually interested in certain objects, materials, animals, or
forms of expression (gold, silk, cats, or practical jokes, for exam-
ple). A Character must specify the subject of the Irrational
Attraction when this Drawback is adopted.

The Character with an Irrational Attraction will go out of
his way to find its source and satisfy his desires. If the attraction
is for an object, for instance, the Character will be unable to act in
the object’s presence; if the Character is attracted to a manner-
ism, he will frequently manifest that particular mannerism.

Irrational Attractions come in three degrees of severity:
Minor, Serious, and Catastrophic.The degree of Attraction must
be selected when the Drawback is adopted. Associated with each
degree is a Resistance Number. Whenever exposed to the object
of the Irrational Attraction, the Character must make a roll greater
than or equal to the Resistance Number on 2D10 to overcome
the Attraction.

If the roll is successful, the Character overcomes the
Attraction until re-exposed to the stimulus at a later time.
Otherwise, the Character succumbs to the Attraction and must

allow the source of the Attraction to occupy his attention to the
exclusion of all else. Although the Character may again attempt
to overcome the Attraction in the following phase. Hero Points
may never be spent to affect this roll in any way.

The opposite of Irrational Attraction is Irrational Hatred;
follow the same guidelines as stated above, except that the
Character will attempt to destroy or deface the subject of his
hatred if he fails the Resistance Check. Note that this version of
the Drawback is normally used only by villains, who often have
unreasoning hatreds of certain places, objects, or Characters. A
Non-Player Character who has an Irrational Hatred of a Player
Character is always assumed to have an initial Attitude of
Personal Vendetta (see Character Interaction, page 164) toward
that Character.

A Character with an Irrational Fear has an unreasoning
fear of a particular situation, condition, object, or animal (fear of
heights, confinement, guns, or spiders, for example). As with
Attractions and Hatreds, the Character must specify the subject
of the Fear when this Drawback is adopted.

Following the same guidelines as above, a Character
encountering the source of an Irrational Fear must make a "Fear
Roll." Unlike Attractions or Hatreds, in each subsequent phase
the Character is exposed to the source of the Fear, he must roll
greater than or equal to the Resistance Number on 2D10 to over-
come the Fear.

Success indicates the Character does not succumb to
the Fear and may act normally, not needing to roll again to defeat
the Fear until exposed under different circumstances. Otherwise,
the Character must attempt to withdraw from the location and flee
in panic; if the Character cannot withdraw, he can take no action
whatsoever, being immobilized with fear the entire phase. Such a
Character may again attempt to overcome the Irrational Fear dur-
ing subsequent phases. Hero Points may never be spent to affect
the Fear roll in any way. _

Modify the Hero Points gained for the Irrationality
Drawback by taking into account how often it will affect the
Character. A Common condition must be taken into considera-
tion every game and receives one and a half (1.5) times the stan-
dard Bonus. An Uncommon condition is encountered fairly often
and gets the standard Bonus. A Rare condition is only seen
occasionally and grants one half (.5) the standard Bonus. The
following table summarizes the varying degrees of Intensity,
Rarity, Resistance Numbers, and Hero Points gained by the
adoption of the Irrational Attraction, Fear, or Hatred Drawback.

Intensity Resistance # Common Uncommon Rare

Examples: Dispatch has a Serious Irrational Attraction
to the illegal Melkore Serum, which killed most of the people on
his planet. In order to enter a bar unnoticed, he must remove his
Melkore injector. Such an action would require a roll of 11 or
greater on 2D10. If he fails, he is unable to separate himself from
the device.

Empath, with a Minor Irrational Fear of spiders, finds
herself confronted with a large, agitated, black widow spider and
must roll a 5 or greater to remain in the area. If this roll fails, she
will flee if possible or stand paralyzed with fear, taking no action
and possibly taking damage from the bite of the spider during
that phase. Empath could again attempt to overcome her Fear
the following phase.
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LIMELIGHT
[BONUS: 20 1]

A Character in the Limelight is always hounded by the
Paparazzi, the media. Anything the Character says or does in
the public eye could be in the papers the next morning. A
Character "in the fishbow!" is a subject of intense public scrutiny
and often (though not always) has a Public ID.

The Character will be hounded by the media, mobbed
by fans (if he has the Popularity or Local Hero Advantage), and
investigated by the government and police (especially if he has
the Mistrust Drawback) more than your average spandex-clad
vigilante. The GM and Player should agree upon reason(s) that a
Character is in the Limelight before the Character is introduced.
It is helpful if the other Players are made aware of the nature of
the agreement as well.

Why would a super-hero be in the Limelight? The sheer
magnitude of Black Bird's power, the many heroes that confirm
the existence of Atlantis, the country that Colonel Justice and
Sentinel of Liberty stand for, Brick’s media agent publicizing him,
make these people targets of the media in ways others aren’t.

Such Characters are victims of their own fame and pop-
ularity. What would happen to Black Bird if he was quoted saying
* Dammit!" or "To Hell with this!" You can bet the media would be
on him like a dog on cheese. Limelight may also be the fate of
Characters who are being exploited by higher powers.

MISTRUST
[BONUS: 50 1]

A Character with this Drawback is often mistaken for a
villain by law enforcement agencies and other heroes. The
Character is not trusted among peers and is usually a fugitive
from justice.

Law enforcement officers and Non-Player Character
Heroes will automatically be Hostile toward a Character with this
Drawback (see Character Interaction, page 164).Additionally,
police will usually attempt to arrest a Mistrusted Character wher-
ever and whenever they encounter him.

Note: Villains never receive bonus Hero Points for
adopting this Drawback.

OBLIVIOUS
[BONUS: 15 *]

The antithesis to Sharp Eye, an Oblivious Character
lacks a keen eye for detail, is exceptionally unobservant, and
possibly even absent-minded. Oblivious Characters receive a +1
Column Shift modifier to the OV of all attempted Perception
Checks. In addition, against a Resistance roll of 11/11, the
Character may dismiss any important details that he does
become aware of as unimportant, possibly forgetting them if he
fails by 5 or more!

PHYSICAL RESTRICTION
[BONUS: 5/25/50 1]

A Character with this Drawback has some sort of physi-
cal handicap. He might be blind, confined to a wheelchair, or
missing a limb. Physical Restrictions normally fit into two general
categories: sensory restrictions and physical handicaps.

A Character with a physical handicap is physically
impaired in some manner; such a Drawback may necessitate
improvisation of specific rules for the physically handicapped
Character (a Character confined to a wheelchair, for example,
might be limited to moving only 1 AP of distance per phase).

A Character with a sensory restriction is missing one or more of
his senses. A blind Character who possesses no special detec-
tion Powers (Radar Sense, Sonar, etc.) must treat everything as
Invisible in combat (see the Invisibility Power), while a mute
Character who possesses no Mental communication Powers
(such as Telepathy) could only communicate through the use of
sign language or lip reading.

Hero Points received for a Physical Restriction depend
upon the severity of the handicap and how it impairs the individ-
ual, as summarized in the following guideline table.

Examples -

Severity

POWER LOSS
[BONUS: Variable 1]
A Character with this Drawback has his APs of a Power
or Attribute (an Ability) reduced to a lower AP value (including 0)
in the presence of a certain substance or condition (nighttime,
under a supernatural influence, near radioactive isotopes, must
be recharged every 24 hours). This Drawback may also repre-
sent an Ability that becomes less effective when used against a
specified class of objects (organic items, yellow colored items,
magical objects). The condition/substance/class of objects must
be specified when this Limitation is adopted. ‘
The substance or condition to which the Ability is
restricted must be categorized as either common or rare. A com-
mon substance/condition is one which ordinary people encounter
every day, or is restrictive (being wet, iron, while in darkness,
against the color yellow, expires after half an hour). A rare sub-
stance/condition is one which only specific Characters or elite
organizations are likely to encounter, or is less restrictive
(Yullarium, elemental isotopes, against targets with Mental
Powers, after a day).
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Power Loss Chart

Ability Common Rare
Factor Condition Condition
Cost Factor Cost Factor Cost

AHPper2APS
-1 HP per AP
A HPperAP

6 (Other Attrib.) 3
7 (Action Attrib,) 137

A Power Loss due to a common condition nets more
Hero Points than a rare condition.

To determine the Bonus of Power Loss, begin by calcu-
lating the Factor Cost of the Ability to be affected as normal and
purchase the Ability at the desired AP amount. Decide whether
the Power Loss condition is common or rare. Decide what AP
amount the Ability will be lowered to when in the presence of or
when used against the condition. Locate the Ability's Factor Cost
on the Power Loss table and the associated Condition Factor
Cost. Note:The associated Condition Factor Costs listed on the
chart equal one half (rounded down) of the Factor Cost for
Common conditions and one half (rounded down) minus 1 for
Rare conditions.

The Bonus is equal to an amount on the AP Purchase
Chart equal to the value located at the Condition Factor Cost at
an AP value equal to the APs of the Ability minus the APs the
Ability will be reduced to. If the Power Loss Chart states "-1 Hero
Point per AP", a 5 AP Power reduced to 1 AP due to a Condition
receives a Bonus of 4 Hero Points. In the same vein, "-1 Hero
Point per 2 APs" means that a 13 AP Power reduced to 2 APs by
Power Loss grants a Bonus of 5 Hero Points.

Cumulative Power Loss Drawbacks to the same Ability
cannot grant a Bonus that exceeds half of the Power's original
Cost (not counting Base Cost). If any Resistance Attribute is
reduced to O APs due to Power Loss, the Character falls uncon-
scious.

Character Experience: If increasing an Ability with
Power Loss through experience, the cost is different than normal.
Purchase each AP at the Factor Cost for the Power as normal,
but subtract from the purchase cost an amount on the Increasing
Abilities Chart equal to the new AP rating minus the AP rating the
Power will be reduced to at the Condition Factor Cost. If increas-
ing both the new AP rating and the AP rating the Power will be
reduced to, purchase the APs at the Factor Cost for the Power as
if it had no Power Loss. If increasing the AP rating the Power will
be reduced to under a Power Loss Condition, purchase the APs
at the Condition Factor Cost for the Power.

Example 1: Air Control (Factor Cost 9) is purchased at
17 APs with a Common Power Loss that it will be reduced to 2
APs in daylight. 17 APs at Factor Cost 9 costs 450 Hero Points.
The associated Common Condition Factor Cost for Factor Cost 9
is 4. Since the APs of Power will be reduced to 2 APs, the Bonus
equals 15 APs (17 minus 2) at a Factor Cost of 4, totaling 160
Hero Points. The Power will end up costing 335 Hero Points.
Subsequent Power Loss Drawbacks to Air Control cannot reduce
its cost below 248 Hero Points (plus 20 for Base Cost).

Example 2: Magic Sense (Factor Cost 1) is purchased
at 14 APs (costing 32 Hero Points) with a Rare Power Loss that
reduces it to 4 APs. The associated Rare Condition Factor Cost

is -1 HP per 2 APs. The difference between the Power and the
loss is 10 APs, so the Bonus equals 5 Hero Points (one Hero
Point for every two APs of difference).

Example 3: Strength (Factor Cost 6) is purchased at 9
APs (costing 72 Hero Points) with a Rare Power Loss that
reduces it to 0 APs. The associated Rare Condition Factor Cost
is 2. Since Strength will be reduced to 0, the Bonus equals 9
APs (9 minus 0) at a Factor Cost of 2, 24 Hero Points.

Example 4: The Character with the Strength in the
above example will increase his Power Loss to 3 APs instead of
0 after gaining Hero Points through Character Experience. This
will cost 60 Hero Points (20 times 3). He later increases both the
APs of Strength to 10 and the Power Loss to 4, and will cost him
90 Hero Points. Even further in his career, the Strength is
increased to 11, but the Power Loss stays at 4. This costs 70
Hero Points.

PSYCHOLOGICAL INSTABILITY
[BONUS: 5/25/50 t]

A Character with this Drawback is mentally unstable and
subject to dramatic mood shifts, periods of extreme depression,
or even violent outbursts and schizophrenic behavior normally
triggered by a failure to deal with the real world. A Character
must state the severity of his instability and its effect when adopt-
ing this Drawback.

Whenever a Psychologically Unstable Character rolls a
natural "2" (double ones), on any Dice Action (combat,
Perception, Character Interaction, etc.), he will break down and
suffer consequences relative to the Instability’s severity for a
length of time (in APs) indicated on the chart below. Most
Psychological Instabilities, especially Minor and Serious, result in
partial or total inactivity on the part of the affected Character.
Catastrophic effects, however, may result in the display of
extreme violence by the Character, often directed at his own
teammates or innocents.

A Character undergoing the Instability (rolling double
ones) must experience this effect and is not subject to any form
of assistance (Exorcism, Recovery, Burning Hero Points, etc.).

Time* Bonus

Severity ~ Effect

* measured in APs

PUBLIC IDENTITY
[BONUS: 5 ]

A Character with this Drawback has taken no steps
whatsoever to protect his alter ego and as such, his real name is
known to the public at large. Possible effects of this Drawback
might include crowds of people gathering outside of the
Character’'s home, Villains attempting to strike at the Character
through his family and/or friends, or the government trying to get
the Character to pay for damages caused during battles with
Villains.

Any Character removing this Drawback during his career
must create a new identity for himself. A Character adopting this
Drawback cannot also adopt the Secret Identity Drawback (see
below).
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RAGE
[BONUS: 5/25/50 1]

A Character with this Drawback occasionally breaks into
an uncontrollable fury, often accidentally killing or seriously
wounding opponents.

The Player selecting this Drawback must decide at what
level of severity the Rage exists; the frequency of enraged out-
breaks is dependent on the Drawback’s severity relative to the
Character’s Rage Number (indicated on the chart below).
Whenever a Player whose Character has this Drawback rolls a
number equal to or lower than his Rage Number during combat,
the Character will become enraged and automatically enter
Killing Combat (see page 141) against his opponent. He will con-
tinually attack the opponent each phase until either the opponent
is dead, the enraged Character has been subdued, or the Rage
has been broken.

An enraged Character may attempt to regain composure
during each enraged phase (this does not count as an Action).
This is an attempt which requires a successful Action Check with
AV/EVs and OV/RVs equal to the enraged Character’s Will/Will
(thus requiring an "11" to succeed). Hero Points may never be
spent to affect this Action Check.

A Character who enters Killing Combat as a result of
Rage still loses potential Hero Point Standard Awards for the
adventure (see page 206).

Rage Number

 Minor.
Serious
Catastroph
SECRET IDENTITY
[BONUS: 10 *]

A Character with this Drawback leads a dual life: in one
guise the Character is a Hero or Villain while in another he is an
ordinary man or woman. Possession of this Drawback assumes a
dramatic negative effect on the Character’s heroic and personal
life should the Secret Identity ever be revealed.

A Character with a Secret Identity must take extraordi-
nary measures to safeguard his secret. If a Character’s Secret
Identity should ever be revealed, the Character immediately loses
50 Hero Points.

A Character adopting this Drawback cannot adopt the
Public Identity Drawback. Nearly every Character in the Blood
of Heroes Universe has this Drawback.

SOCIALLY INEPT
[BONUS: 15 *]

The Socially Inept cannot interact well with others. They
are shy, withdrawn, actively annoying, or generally anti-social.
Socially Inept Characters receive a +2 Column Shift penalty to
their opponent’s OV/RV during any form of Character Interaction
they participate in, such as uses of the Charisma Skill and any
Character Interaction Action Check. A Socially Inept Character
may inadvertently hinder a teammate’s Character Interaction by
+1 to +2 Column Shifts depending upon the situation.

TRAUMATIC FLASHBACKS
[BONUS: 15/30/60 1]

A Character with this Drawback is periodically subject to
reliving a particularly distressing past event. A Character must
specify the condition which triggers the Flashbacks when this
Drawback is adopted. Acceptable examples include: mention of a
specific word, sighting a specific object, hearing a specific song,
smelling a specific scent, or the Character’s presence in a specif-

ic location.

Whenever the Character is exposed to the specified
condition, Traumatic Flashbacks occur. A Character exposed to
the condition must make an Action Check with the AV/EV and
OV/RV both equal to his Will/Will (thus requiring an 11 to suc-
ceed).

If this Check fails, the Character can take no actions
during that phase, as he is too absorbed in reliving the
Flashback’s events. Otherwise, the Character does not succumb
to the trauma and may act normally. He must continue rolling
against the trauma each phase that he is exposed to the condi-
tion. Hero Points may never be spent to affect this Action Check
in any way.

Attacks made against a Character experiencing
Traumatic Flashbacks automatically receive the -1 Column Shift
Blindside bonus to the Character’s OV. See page 150 in Chapter
Five: Combat.

The Hero Point Bonus of this Drawback is based on the
rarity of the Flashback occurrence. A Traumatic Flashback trig-
gered due to a Common condition such as a certain common
word being spoken, visiting a certain large and famous city, see-
ing a major media celebrity, looking at a gun (in the super-hero
business, this is common) nets a 60 HP Bonus.

If the trigger is Uncommon, such as visiting an airport,
seeing or hearing about World War |, or smelling lilacs, Traumatic
Flashbacks is a 30 HP Bonus. If the trigger is Rare, such as vis-
iting a specific alley of a specific city, being in a specific restau-
rant, or smelling charred cat meat, the Bonus is worth 15 HP.
The GM has final say on the HP Bonus gained by a Character’s
Traumatic Flashbacks.

Example: Striker has the Traumatic Flashbacks
Drawback, tending to relive his near death when he jumped on a
Grenade to save Jay Bolt’s life. This is an Uncommon occurrence
in the super-hero business and is worth a 30 Hero Point Bonus.
If Striker were to encounter a grenade, he would have to begin
making a Flashbacks Action Check each phase to determine
whether or not he succumbs to the trauma.

At the beginning of his phase, Striker must roll an 11 or
better on 2D10 or simply stand in place and experience the
Flashbacks. If Striker was about to be attacked during this phase,
the attacker would receive the Blindside modifier. If Striker suc-
ceeded in his Flashbacks Action Check, he could act normally
that phase but would have to roll again e very subsequent phase
he is confronted with a grenade.

UNCERTAINTY
[BONUS: 15 1]

A Character with this Drawback is often unsure of his
abilities and questions his convictions during tense situations.
When fates of innocents or the defeat of a villain depend solely
on such a Character, he is plagued with doubt as to his heroic
mettle and competence to deal with the situation.

Once per adventure (normally at the climactic moment),
an Uncertain Character automatically loses Initiative to all other
Characters (both Player and Non-Player) and must perform his
Actions last during that phase.

Often Characters plagued by Uncertainty have acciden-
tally killed opponents in the exercise of their Powers and, as
such, possess extreme guilt for their actions and fear repeating
the unfortunate event which so troubles them.




UNLUCK
[BONUS: 25 *]

A Character with this Drawback is often very unfortu-
nate; the chips never seem to fall the right way for him. Atthe
beginning of each adventure, the GM must roll 1D10 for each
Character possessing Unluck and record the result. When the
Character has made a number of Action Checks equal to the
result of the GM’s die roll, the Character immediately suffers a +2
Column Shift modifier to the OV/RV of his next Action Check.

If the GM’s die roll was a "2," the Character would suffer the
penalty on his second Action Check; if the roll was a "7," the
Character would suffer the penalty of the Unluck Drawback on his
seventh Action Check, and so on. Unluck will only affect a
Character once per adventure.

VULNERABILITY
[BONUS: Variable 1]
A Character with one of these Drawbacks is weakened
under special circumstances. Mindhammer, for instance, has a
Vulnerability to salt water and the Wraith once had a Vulnerability
to citrus fruit (believe it or not!). Vulnerabilities normally occur in
two forms: Attack Vulnerabilities and Fatal Vulnerabilities.

Attack‘\.lulnerabilities All Powers (if more Powers than Skills)
An Attack Vulnerability causes a Character to suffer All Powers (if more Skills than Powers)

extreme damage from a particular attack form, which must be
generalized in nature (such as fire, cold, Physical Powers, etc.) : kills (if
and must be specified when the Drawback is adopted. All Powers

The attack form the Character is Vulnerable to must be All Attributes and Powers
categorized as either common or rare. A common attack form
could be a very generalized category (all Physical Powers, Fire,
or Electricity). A rare attack form is more specific (Snare Attack,
Pyrokinetics, Lightning).

A Character with an Attack Vulnerability suffers a certain
number of Column Shift penalties to both his OV and RV against
the specified attack form.The number of Column Shifts the
Character is penalized, and the rarity of the attack form (GMs dis-
cretion) determines the Hero Point bonus for adoption of the
Drawback. Check the appropriate OV/RV column to determine
how many Hero Points a Character receives depending whether
the attack form is common or rare. '

If the Character only takes a penalty to either OV or RV
instead of both, use the "Partial" column. If taking a Partial
Attack Vulnerability, the Player must specify either OV or RV
when this Drawback is adopted.

Attack Vulnerability Chart

Column Common Rare
Shifts OV/RV Partial OV/RV Partial

65 30 50 15

Fatal Vulnerabilities

A Fatal Vulnerability causes a Character to suffer Killing
Damage from exposure to a substance or condition, which is nor-
mally harmless to e veryone else. The object, substance, or condi-
tion to which a Character has a Fatal Vulnerability must be speci-
fied when the Drawback is adopted.

A Character with a Fatal Vulnerability who is exposed to
the specified substance or condition sustains 1 AP of damage to
his Current Body Condition during every one minute (4 APs of
time) of exposure. This is initially treated as Killing Damage but
reverts to normal Bashing Damage once the Character is

54



removed from proximity to the substance. Recovery is then per-
formed normally (see page 142).

When this Drawback is adopted, the substance or condi-
tion to which the Character is vulnerable must be categorized as
either common or rare. A common substance/condition is one
which ordinary people encounter every day (water, iron, dark-
ness, or enclosure). A rare substance/condition is one which
only specific villains or elite organizations are likely to encounter
(Yullarium, elemental isotopes, having one’s mind read, or being
buried alive).

A Fatal Vulnerability to a common object or condition is
worth 150 Hero Points; a Fatal Vulnerability to a rare object or
condition is worth 75 Hero Points.

A Character who is vulnerable to a substance must
decide at what Range he becomes susceptible to damage. The
Range of a Fatal Vulnerability affects the Hero Point Bonus as
indicated on the following chart. A Character adopting a Fatal
Vuinerability with no intrinsic range (such as dying when out of
water) receives no Range bonus or penalty.

Fatal Vulnerability Range Chart

MISCELLANEOUS DRAWBACKS
[BONUS: 5/25/50]

A Character who adopts a Drawback which cannot be
categorized using any of the preceding Drawbacks receives 5,
25, or 50 Hero Points for a Miscellaneous Drawback.The bonus
of such a Drawback is always subject to GM discretion, based on
the new Miscellaneous Drawback’s severity as compared to
those listed above.

Bonuses and Limitations

Bonuses and Limitations are special modifiers which
may be purchased to increase or decrease (respectively) the
effectiveness of Powers. Each Bonus and Limitation has a Factor
Cost Modifier included in its description which is added to (or
subtracted from) the Factor Cost of the Power which it alters.

In some cases, Bonuses may cause a Power’s Factor -
Cost to be higher that 10. In this case, see the rules on page 36.
Limitations may never reduce the Factor Cost of any Power below
1.

AREA EFFECT
[Factor Cost Modifier: +1 or more]

This Bonus allows a Power to automatically affect every
target within a 3 AP radius of the Power’s target point. Attacks
made in this manner must be resolved separately (with no Multi-
Attack penalties). A Power with this Bonus must attack all targets
within the stated radius, friend or foe. A Character using a Power
with and without this Area Effect must purchase the Power twice:
once with and once without the Area Effect Bonus.

With GM approval, the area covered by a Power with an
Area Effect can be expanded. For each additional +1 to the
Factor Cost, the radius of effect also increases by +1 AP.

Normally, an Area Effect Power always affects the maxi-
mum possible area (normally 3 APs radius). For an additional +1

to the Factor Cost, the Character can use the Power to affect any
sized area he chooses (up to its maximum), including a single
target.

For the same Factor Cost Modifier of +1, Area Effect
can be Diminishing. This allows the Diminishing Area Effect
Power to automatically affect every target within a base 3 AP
radius of the Power’s target point. A Character may increase the
radius of this attack by trading APs of the Power for an increase
in the radius, on a 1 for 1 exchange.

Example: A Character with Sonic Beam/Area Effect
fires at a villain. Each Character and object (enemy, friend, build-
ing, etc.) within 3 APs of that villain is also attacked with a sepa-
rate Action Check, with no Multi-Attack penalties applicable.

CHARGE OBJECT
[Factor Cost Modifier: +3]

A Power with Charge Object may store its ability in an
object, which will then redistribute the effect onto the first target
to come in contact with the charged object or after a set time
limit. Charge Object may only be used to charge inorganic mat-
ter, and a charged object may be thrown. To charge an object,
the Character with a Charge Object Power must be touching the
object. A Character who touches an object that he has already
charged has the choice of nothing happening, the effect occur-
ring, or deactivating the charge. Charging an objectis an
Automatic Action that takes APs of time equal to APs of the
object's Body minus APs of Power, minimum 0 APs.

The AV/EV of the effect is equal to the APs of the Power
used plus the APs of Body of the object.

If the Power that the object is charged with had a
Range, the effect is treated as explosive (see page 56). If there
is no Range, the Power just affects whatever came in contact
with the object.The Range of the explosive blast is equal to the
Body of the object. An explosive effect will affect the Character
who initially charged the object.

Charges decay. A charged object loses 1 AP of effect
for each phase that passes after the Character with the Charge
Object Power released it. An object may be charged so that the
Power sets off after an amount of time; the maximum amount of
time is equal to the APs of Power used. These time-delayed
charged objects are very volatile and will still set off prematurely
if they come in contact with anything before the time runs out or if
they take any RAPs of damage. The charge of time-delayed
charged objects will still decay over time. A Character with the
Charge Object Power must decide, before he releases the object,
whether it is time-delayed or not.

Most offensive Powers (which have an AV and EV) may
have the Charge Object Bonus. If the Power uses Dex as an AV,
the AV Bonus must be purchased separately. A Power that has
No Range will only affect whatever comes in contact with it.
Examples of other Powers that may have the Charge Object
Bonus include Damage Transference, Dimension Travel,
Regeneration, Teleportation, and Transform.

CONCEALED
[Factor Cost Modifier: +1]

A Concealed Power is hidden from cursory examination,
Detect, and examination by Skill (Gadgetry Identify, Occultist
Identify Artifact, or Scientist Observation). This Bonus is used if
the Character wants to keep his Powers hidden due to role-play-
ing or other reasons. The APs of the Power become the OV/RV
of any attempt to detect the power. Concealed does not hide any
visible effect the Power may emit when in use; it only aids in the
prevention of detection of the Power.
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EXPLOSIVE RADIUS
[Factor Cost Modifier: +1]

This Bonus causes a Ranged offensive Power to radiate
from a Character not unlike the Bomb Power, with -2 AP for every
AP of distance from the Character. Targets are attacked with no
multi-attack penalty with a full AP of Power as EV at 0 AP of dis-
tance, EV-2 at 1 AP and so on. It may also be purchased with
Controllable Blast Radius [+1 additional Factor Cost Modifier].

INDIRECT
[Factor Cost Modifier: +2 or +3]

This represents an offensive Power that does not come
directly from the attacker (+3 FC) or does not follow a straight line
from the attacker (+2 FC). Depending on the circumstances, the
GM may award a Blindside bonus. The Character need not have
sight of the target, but unseen targets acquire a +2 Column Shift
defensive Bonus to their OV. The range the attack can reach is
the standard range of the attack.

Example: Black has Lightning with Indirect +3 FC,
defined as calling lightning from the sky. Vatic traps Black behind
a mystical Force Field. Black calls a lightning bolt from the sky
and zaps Vatic into unconsciousness. Another example is a laser
guided missile, which flies around obstacles on its way to the tar-
get (+2 FC).

MULTI-ATTACK BONUS
[Factor Cost Modifier: +1 or greater]

This Bonus is specific for certain Powers which may be
used to attack all of a target individual's Powers at the same time,
such as the Mimic or Power Drain Powers. Normally, such
attacks are resolved using the Multi-Attack chart. This Bonus
raises the Multi-Attack Chart one row for each Factor Cost of
Multi-Attack Bonus purchased. The Area Effect Bonus does not

work in this manner because Area Effect was written taking into
account allies who can be accidentally affected. The Multi-Attack
Bonus gives no extra help when attacking a single target.

Example: Brick purchases Neutralize with Multi-Attack 2
(+2 FC). He attacks Black the Dark Saint, who has 7 Powers,
and attempts to Neutralize all of his Powers in one shot.
Normally, 7 targets causes a Neutralize attack to incur a Multi-
Attack penalty of +3 Column Shifts to the OV/RV. Because Brick
purchased the Multi-Attack Bonus at 2, the Multi-Attack OV/RV
penalty is raised two rows to the "2" row of the Multi-Attack
Chart, reducing the OV/RV penalty to +1 Column Shift.

RANGE
[Factor Cost Modifier: +1]

This Bonus allows a Power which normally has a Range
of Touch or Self to possess an effectively Normal Range. A
Power with a Range of Normal or +3 is increased by +4 for each
+1 Factor Cost. Exactly how this alteration affects the Power’s
use will vary from Power to Power and will often require GM adju-
dication. In any case, each Power a Character has can only be
used once per phase, whether at a range or not. The Range
Bonus can never be used to bestow Powers upon another
Character (as the "Transferable" Bonus allows).

TARGETING
[Factor Cost Modifier: +1]
A Power that normally has APs of Power equal to an
Acting Attribute of the Character (such as most offensive Powers
with a Range of Touch) now uses APs of Power as the AV.

TRANS-DIMENSIONAL
[Factor Cost Modifier: +3]

This Bonus allows a Physical Attack to ignore the pro-
tective qualities of the Dispersal and Two-Dimensional Powers
(but not Spirit Travel). The assumption is that the energy density
or dimensional transcendence of the attack is broad enough to
include both normal and out-of-phase targets.

If a Trans-Dimensional Power would not normally affect
the Dispersed target (because its APs are less than the APs of
Dispersal) it is treated as though its APs were above the AP level
of Dispersal, and Dispersal will simply add to RV. If the APs of
the Trans-Dimensional Power are greater than the APs of
Dispersal, the target is treated as though it does not have
Dispersal at all. A Trans-Dimensional Power affects a Two-
Dimensional target as though it does not have Two-Dimensional
at all.

USEABLE ON OTHERS.
[Factor Cost Modifier: +2 or +5]

This Bonus allows a Power to be temporarily transferred
to another Character. Such a transfer attempt is automatically
successful provided the recipient Character is within Normal
Range of the Power to be transferred.

A recipient Character automatically receives a trans-
ferred Power at the awarding Character’s full APs of Power. If the
transferred Power is linked to one of the transferring Character’s
Attributes, the recipient Character only receives APs equal to his
own APs of the transferred Power’s Link Attribute and never at an
AP level higher than that possessed by the transferring
Character.

A Character who transfers a Power to another Character
loses use of the transferred Power for a length of time (in APs)
equal to the APs of the transferred Power, after which the Power
leaves the recipient and returns to him.The transferring
Character may recall the transferred Power prior to this time if he
so desires.
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The above constitutes a normal +5 Factor Cost Bonus.
If the Power with this Bonus can only be used by others and can-
not be used by the transferring Character at all, the Factor Cost
Bonus is reduced to +2 Factor Cost.

MISCELLANEOUS BONUSES
[Factor Cost Modifier: +1 or greater]

A Character who purchases a Bonus which cannot be
categorized using any of the preceding Bonuses receives a
Factor Cost Modifier of +1 or more for a Miscellaneous Bonus.
The Factor Cost Modifier of a new Miscellaneous Bonus is
always subject to GM discretion, based on the Bonus’ usefulness
as compared to those listed above.

AFFECTS NON-LIVING ONLY
[Factor Cost Modifier: -1]
This Limitation can only be given to Dice Action Powers
normally able to affect living targets. Plants and animals count as
living. The Power now may only affect the non-living.

CANNOT ENHANCE
[Factor Cost Modifier: -1]

A Power that Cannot Enhance may not be Pushed, nor
may Hero Points be spent during combat on the Power or be
used to increase its values. It is up to the GM if this Limitation
may be allowed for a specific Power, since quite a few Powers
are never pushed or never have Hero Points added to them.

CREATIVITY BASED
[Factor Cost Modifier: -1]

This Limitation is only available to the Manipulation
Powers (Force, Matter, and Self). These Powers may be pur-
chased with the Creativity-Based Limitation. An object created
through Creativity-Based Manipulation can only have a techno-
logical complexity determined by the user's APs of Creativity.
Creativity APs are based on the "creative" and "imagination-
based" Abilities of the user.

Creativity Based Force Manipulation Difficulty Table

Maximum complexity of object

APs

|

Al
Very complex objects and vehicles: jets, simple
spacecraft, television sets,stereos, specific indi-|
viduals and imaginary beings.

16-20

To find a Character’s Creativity APs, take the highest
Mental Attribute (or Mystical if the Manipulation Power is

Mystically Linked) of the Character. Artist and/or Scientist (Draw
Plans) can be substituted instead if they have higher AP values;
otherwise they add 1 Creativity AP per Skill owned. Depending
on the focus of the Advantage, an appropriate Familiarity on the
subject to be created adds 1 Creativity AP, an Expertise adds 2,
and the Scholar Advantage shifts the final AP value down one
row on the chart. Characters with the Genius Advantage auto-
matically move the final AP value down the chart by two rows.
Having a Creativity-Based Manipulation Power should never stop
a Character from using the full APs of the Power in a created
object as the Limitation simply enforces thematic role-playing
guidelines.

DAMAGE REDIRECTION
[Factor Cost Modifier: -2]
Damage Redirection is a Limitation for "restrictive”
Powers only. Restrictive Powers stop, reduce, or otherwise affect
the Movement of a target until enough RAPs are achieved, usual-
ly through Strength Checks by the target or others, and the target
is freed. A Power with Damage Redirection causes any RAPs
used to free the target to be applied as damage against the
attacker’s appropriate Resistance Atiribute (based upon the type
of Power, Physical, Mental or Mystical). The AV/EV is equal to
RAPs/RAPs vs. OV/RV equal to Power APs used/target's
Resistance Attribute.
Example Powers: Glue, Ice Production, Paralysis,
Snare, Mental Freeze, Mystic Freeze, and Telekinesis (AV/EV =
Target’s Movement Power/Movement Power).

DIMINISHING
[Factor Cost Modifier: -1]
The EV of this Power is reduced by range, losing 1 AP
from its EV for every AP of distance traveled. This Limitation may
only be purchased for Powers with Range.

FATIGUING
[Factor Cost Modifier: -2]

This Limitation causes a Power to be extremely tiring to
use. After resolving the use of the Power normally, the Character
must make an Action Check with the APs of Power actually used
(which may be less than maximum) as the AV/EV. The OV of the
Check is equal to the APs of Power (regardless of how many APs
were used) while the RV is either the Character’s Body, Mind, or
Spirit, depending on whether the Power is Physical, Mental, or
Mystical, respectively. . Hero Points may be spent to increase the
OV/RV of this Check.

RAPs scored are immediately applied to the Character
as the appropriate type of Bashing Damage (Physical, Mental, or
Mystical depending on the Power). This damage cannot be
reduced by Last Ditch Defense. Note that the above procedure
must be repeated for each phase the Power is in use, and that it
is to the Character’s advantage to use a Fatiguing Power at less
than maximum APs whenever possible.

LACK OF CONTROL
[Factor Cost Modifier: -1 to -3]

A Character with a Lack of Control Power does not have
full control of the Power, be it due to either inexperience or simply
having a Power beyond the capacity to direct. Any Dice Action
taken with this Power incurs a +1 Column Shift Penalty to the OV.
If the Power is an Automatic Power, such as a movement Power,
the user incurs a -1 Column Shift Penalty to his own OV. For
each —1 Factor Cost of this Limitation purchased, the OV is
penalized by 1 Column Shift, up to a maximum of 3 Column
Shifts.
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LETHAL
[Factor Cost Modifier: -1]

Use of an attack Power with this Limitation is always
considered Killing Combat, and its use by a Heroic or Anti-Heroic
Character will result in the usual loss of Hero Points (see page
206). Note that this Limitation cannot be applied to certain
Powers which are already described as being Killing Combat
only, such as Claws and Disintegration.

NO AV
[Factor Cost Modifier: -1]

A Power that normally has APs of Power substitute for
AV now uses the Character’s appropriate Action Attribute.
Physical Powers use Dexterity, Mental Powers use Intelligence,
and Mystical Powers use Influence. Mental and Mystical Powers
which cause Physical results may instead use Dexterity, but this
choice must be decided at the time of purchase.

NON-LETHAL
[Factor Cost Modifier: -1]

Only Bashing Damage may be caused by an offensive
Power with this Limitation. Use of an offensive Power normally
considered Kiling Combat is reduced to Bashing Damage. The
Character may only use this Power in a non-lethal method.All
offensive Powers have the potential to cause Killing Damage, but
making a Power Non-Lethal is akin to neutering the Power. To
enforce this, all opponents receive a +1 Column Shift Bonus to
their RV against a Non-Lethal Power.

NON-VARIABLE
[Factor Cost Modifier: -1]
A Non-Variable Power must always be used at maxi-

mum APs of Power. Eligible Powers must have more than 8 APs.

If Sorcery, Omni-Power, Continuum Control, Time Control, or
other powers with multi-effects are purchased as Non-Variable,
then all of the APs of that Power have to be devoted to a single
effect at a time. The GM has the final word on whether or not a
Power may be taken as Non-Variable.

NO RANGE
[Factor Cost Modifier: -1]
A Power that normally has a Range equal to APs of
Power now has a Range of 0 APs (approximately 10 feet). The
AV of the Power is still equal to what it was before purchasing
this Limitation. If AV was equal to APs of Power, the APs now
represent a "radiance" the Character utilizes to attack nearby tar-
gets. To effectively reduce the Range of a Power with AV to
"Touch", the Character needs to purchase the "No AV" Limitation.

POWER ALWAYS ON
[Factor Cost Modifier: -1]

This Limitation prohibits a Power from ever being turned
off by the Character. Only Automatic Powers (specifically, only
those Powers which a Character can normally turn on and off)
may be altered in this manner. For example, Density Increase,
Dispersal, and Growth are Powers which can be turned on and
off, but Powers such as Comprehend Languages, Danger Sense,
and Iron Will cannot.

Power with the Power Always On Limitation which does
not actually hinder the Character, or may even be a Bonus, does
not grant any Factor Cost Modifiers.

POWER BURNOUT
[Factor Cost Modifier: Variable]
This Limitation causes a Power to be usable a limited
number of times before the Power fails. When this Limitation is

adopted, a Character must specify the Limitation’s severity rela-
tive to the following chart. Only Dice Powers may be altered by
this Limitation.

A Power susceptible to Power Burnout possesses a
Burnout Number reflecting the severity of the Limitation.If any ini-
tial roll (before re-rolling for doubles) made with this Power is
equal to or less than the appropriate Burnout Number, the Power
fails and is reduced to 0 APs. In this case, the Power cannot be
used again until it has been Recovered (see page 142). If the roll
is over the Burnout Number, the Power takes effect normally and
can continue to be used.

Severity Burnout Factor Cost Number Modifier

TIME LIMIT
[Factor Cost Modifier: -1]

A Power which normally lasts indefinitely, such as
Invisibility or Water Freedom, may be give the Time Limit
Limitation so that it now lasts no longer than a set number of APs
of time, after which the Power fails and must be recovered nor-
mally, just like Power Burnout. The Time Limit must be equal to
1/2 the APs of Power or less to use this Limitation.

MISCELLANEOUS LIMITATIONS
[Factor Cost Modifier: -1 or more]

A Character who adopts a Limitation which cannot be
categorized using any of the preceding Limitations receives a
Factor Cost Modifier of -1 or more for a Miscellaneous Limitation.
The Factor Cost Modifier of a new Miscellaneous Limitation is
always subject to GM discretion based on the Limitation’s severi-
ty as compared to those listed above.
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When referring to a Power's Type, a listing of "Auto" indi-
cates the Power is either constantly operating or is activated
automatically by the Character's thought, through an Automatic
Action. "Dice" indicates the Power requires an OV/RV, necessi-
tating a Dice roll and is a Dice Action.

A Power listing may describe Power-specific Bonuses
and Limitations. These will either affect the Factor Cost (FC) or
the Base Cost (BC) of the Power accordingly when the Power is
purchased.

Unless otherwise stated, all attacks made with Physical
Powers are considered Physical Attacks with OV/RVs equal to
the target's Dex/Body respectively. All attacks made by Mental
Powers are Mental Attacks with affected OV/RVs of Int/Mind,
respectively. All attacks made by Mystical Powers are Mystical
Attacks with affected OV/RVs of Infl/Spirit, respectively.

A Character with this Power can shoot streams of Acid
from his fingers. Use of this Power is treated as normal Physical
Attack with AV/EVs equal to the APs of Power and OV/RVs equal
to the target's Dex/Body. If Acid is used to attack a metallic
object, such as an android Character, the target's RV is
decreased by -1 Column Shift.

This Power allows a Character to duplicate any existing
Power or Skill from any other Character. To utilize Adaptation, a
Character must have witnessed the use of the Power/Skill to be
Adapted and must be within Normal Range of that Character to
adapt any number of Powers and/or Skills, provided the cumula-
tive APs do not exceed his APs of Adaptation.

A Character utilizing Adaptation must concentrate for
one phase prior to utilizing the Adapted Power/Skill, at which
point he receives APs of the Adapted Power equal to those of the
Character from whom the Power was Adapted. If the Adapted
Power were linked, the Adapting Character receives APs of
Power equal to his APs in the Adapted Power's link Attribute.
(Remember, the total APs of all Adapted Powers and Skills can-
not exceed the Character's APs of Adaptation.)

Once a Character has Adapted certain Powers and/or
‘Skills, he can keep them until he replaces them with other
Powers or Skills (although he may also intentionally "lose" them
at will without adding new ones).

Note: Powers and Skills with Base Costs greater than
100 Hero Points can never be Adapted using this Power.

This Power can be purchased with the following special
Factor Cost Limitations: Cannot Adapt Skills (-1 FC); Cannot
Adapt Powers (-3 FC).

Adrenaline Surge allows a Character to Push a pre-
selected Ability or Attribute, which can then be immediately used

to resolve a Dice Action. When Pushing with Adrenaline Surge,
instead of using the APs of the Ability/Attribute as AV/EV, use the
APs of Adrenaline Surge instead. The OV/RV is still equal to the
APs of the Pushed Ability/Attribute. RAPs are added to the APs
of the Pushed Ability/Attribute, just like a standard Push.

Using Adrenaline Surge allows a Character to violate
several of the standard Push rules. The Push attempt associated
with the Adrenaline Surge does not count as the Character’s one
allowable Dice Action for the phase, and therefore Adrenaline
Surge may be used to push a Dice Action. Unlike a standard
Push, a failed Adrenaline Surge does not Burn Out the Pushed
Attribute/Power. Also unlike a standard push, the added RAPs
do not cost any Hero Points. Note that if a Power with both an AV
and an EV is Pushed, the RAPs may only add to the EV.

At the time Adrenaline Surge is purchased, the Player
must define the Attribute, Power, or Skill it affects. Five Hero
Points must be added to the Base Cost of Adrenaline Control for
each eligible Ability or Attribute after the first. Adrenaline Surge
may not be used to Push Rituals.

This Power allows a Character to summon into exis-
tence a swirling whirlwind creature that will follow the Power
user's instructions for a length of time equal to the Character's
APs of Air Animation. At the end of this time, the creature will dis-
perse into normal air.

A Character using Air Animation divides the APs of
Power into two numbers as desired.The first number serves as
the air creature's Dex, Str, and Body while the second. number
serves as the creature's Infl, Aura, and Spirit against My stical
Attacks. Such air creatures do not possess Mental Attributes and,
as such, are immune to all Mental Attacks.

The air creature has the Dispersal Power, but is limited
to use it only with the Partially Dispersed Bonus, and has APs of
Power equal its Aura. The creature occupies a volume equal to
its APs of Str and moves at a Speed equal to its Dex.

This Power allows a Character to control the movement
of a volume of air. A Character with Air Control may utilize this
Power toward a number of applications:

¢ The User may aim forceful wind gusts at an opponent

in an attempt to damage him/it.This is treated as a

Physical Attack using the APs of Air Control as AV/EV

and the target's Dex/Body as OV/RV.

e The user may summon strong winds to buffet about

opponents. This is treated exactly like attacks made via

the Super-Breath Power, except the winds affect every
one and everything (except the user) within a volume
equal to the APs of Power (rather than the 1-AP-wide
corridor of Super Breath).

¢ The user may shape this volume of wind as desired.

In addition, the Power user may choose the direction in

which to Knockback each of the targets, not necessarily

choosing,the same direction for each target.Damage
sustained through Knockback is considered Killing

Combat: see page 143.
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¢ The user can remove existing volumes of air to create
a vacuum.This attack requires a successful Action
Check with the user's APs of Air Control as the AV/EV
against an OV/RV equal to the volume of air to be dis-
placed.The OV/RV receives a special +2 Column Shift
modifier due to the difficulty of creating a vacuum.
Characters caught in a vacuum lose 1 AP of Current
Body Condition per phase of exposure (considered
Killing Combat in most Genres, see page 219).

* The user may propel himself via gusts of air, moving
at a distance per phase equal to the Character's APs of
Air Control.

¢ Finally, the user may simply move a volume of air.
OV/RVs of such an attempt are the APs of volume to be
moved; RAPs equal the distance the volume is dis-
placed. For example, a hero with Air Control could use
the Power to push a cloud of poisonous or radioactive
air away from a crowd of spectators or toward a group of
villains.

' AIR WALKING
o Mental Powe

o Type: Auto
. Factor Cost

ink:Will
. Range: Self
‘ Base Cost 5

This Power aIIows a Character to walk, fight, and run on
the air itself as if it were solid ground.While airbound, the
Character can move at normal land movement rate in any direc-
tion (including straight up and straight down).

The APs of Power equal the maximum height from
ground level that the user can attain by Air Walking. Some form of
atmosphere must be present for this Power to function; Air
Walking will not work in outer space or in a vacuum.

ALERT

Mental Powe
Type: Auto
o Factor Cos

Alert sends a srgnal toa specrfled Character iffwhen a
specified condition is met. No message is conveyed with the
Alert, other than that the specified condition has been met. The
Base Cost of 5 HP allows one condition to be set at any one time
by Alert. For each additional 5 Hero Points added to the Base
Cost, one additional condition may be set. Each condition will
have a unique Alert indication and need not be related in any
way to previous Alerts. The specific Character and condition
must be declared as soon as this Power is used and can change
with each subsequent Alert use.

Paying the Factor Cost of Alert allows up to three
Characters to be notified if/when a condition is met. For each +1
Factor Cost an additional three Characters may be notified by the
Alert. The range of the Alert equals its APs plus 5. An Alert may
also reach through dimensions. The range through dimensions is
equivalent to 1/3 the APs of Alert (rounded down) in Dimensional
Travel Value. The APs of time that the Alert will existis 10 + APs
of Power.

Examples of conditions include a door opening, some-
one picking up or touching an item, a car starting, someone
dying, or any other change in state. The user of this power need
not witness the specified event to activate the alert.

ANALYTICAL SMELL AN DTAST

. Link: int
. Range: Normal.:
o Basa COst- 10 L

The Analytical Smell and Taste portion of this Power
allows a Character to identify an item or person by scent or taste
alone following a successful Action Check using the APs of
Power as AV/EV. The OV/RVs of particular scents vary: common
scents have OV/RVs of 0; uncommon scents have OV/RVs from
2 to 4; rare or masked scents have OV/RVs from 6 to 8; and
unique, faint, or alien scents have OV/RVs of up to 15.

If three or fewer RAPs are earned on an Analytical
Smell Action Check, the Character will possess a basic idea of
what or where the smell is coming from. If 4 or more RAPs are
earned, the Character can identify the source of the smell pre-
cisely.

Analytical Taste functions similarly to a Perception Roll
in granting the Character information regarding the subject tast-
ed. Aresult of N grants no insight aside from the obvious "It's
coffee." A result of 1 RAP grants basic information, "It's coffee
with some cream and sugar." If resultant RAPS equal 1/2 of the
RV of the Action Check, a good deal of information is granted,
"It's coffee with abouttwo sugar cubes, some three day old
cream, and a fresh lemon." A result of RAPs, equal to the RV of
the Action Check, grants full knowledge of the taste, "It’s coffee
with two sugars and some cream." A result of RAPs greater that
the RV of the Action Check grants additional knowledge not nor-
mally available, "This particular blend comes from a specific
region of southwestern Columbia." '

A Character with Analytical Smell and Taste also pos-
sesses the Power of Tracking Scent, which allows the Character
to track a being or object by scent alone. Once the Character has
encountered a scent, he may use this Power to track the scent.
OV/RVs of such a Tracking attempt are at 6/6 for a generic type
of scent (such as human, horse, or cypress tree) and 8/8 for an
individual scent (such as Jean Pierre, Secretariat, or the dusty
smell of the villain's warehouse).

On Tracking Scent attempts, RAPs received on the
Check equal the length of time (in APs) a Character can follow
the movements of his quarry without needing to reroll on the
Tracking attempt.Inclement weather can increase OVs to an
attempt from 1 (fog or a light wind) to as much as 8 (torrential
rains and high winds).

This Power may be purchased with the following Factor
and Base Cost Limitations: Power limited to Analytical Smell and
Taste or to Tracking Scent (-1 FC); Analytical Smell cannot use
Analytical Taste (-5 BC).

. ANATOMICAL DIVISION

Range. Special
Base Cost 35

This Power allows a Character to separate parts of his
body and animate them independently of the rest of his body.
The Character may throw a disconnected fist, detach an arm to
crawl into a hole, or leave his head at home. His physical body
may be split into as many parts as the Character has APs of
Body. The Character must divide his Str and Dex attributes up
among each individual body part, reducing those original scores
by the amount assigned. Each separate part must have at least
one point of Body, minimum. Dex and Str need not be evenly dis-
tributed between body parts. Each separate part is considered to
have the Shrinking Power Always On at APs equal to the
Character's full original Body minus the APs of Body the part.
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A body part may move at a Speed up to as many APs of
Dex that it has, maximum 4 APs. Only one Automatic Action is
necessary for a Character to move all of his independent body
parts in a round. A body part may use a Dice Action instead of
an Automatic Action, but this uses up the Character’s Dice Action
for that phase, and any other body parts still require a collective
Automatic Action to move.

The APs of the Anatomical Division represent the maxi-
mum time that a part may be animated while disconnected from
the main body. If a body part is removed beyond the time limit, it
becomes inert until re-attached. If a body part moves beyond the
Range from the Character, it becomes temporarily inert until the
Character moves back within Range of the body part. An inert
body part may no longer be controlled by the Character and is
effectively paralyzed.

This Power may be purchased with the following Factor
Cost Bonuses: Number of separate parts Equals APs of Power
(+1 FC); APs of Powers may be assigned to parts (+1 FC); Body
Parts Fly Through Air (Never higher than 0 APs above the ground
and never faster than the Character’s normal movement rate, typ-
ically 4 APs) (+2 FC). Anatomical Division may have the follow-
ing Factor Cost Limitation: Only one Body Part may be Separated
(-1 FC).

This Power allows a Character to gain control over and
cooperation from members of the animal kingdom. To take control
of an animal, a Character must make an Action Check with an
AV/EV equal to the APs of Animal Control and an OV/RV equal
to the target animal's Int/Mind. Any RAPs earned indicate the
length of time (in APs) that the animal will serve the Character.
Animal statistics can be found in Appendix B.

A controlled animal will never perform an action contrary
to the Character's wishes. However, for the Character to actually
instruct the animal, he must have a method of communication
with the animal (such as Speak With Animals).Control over an
animal is lost when the Character's RAPs of time expire, or
whenever the Character either willingly relinquishes control, falls
unconscious, or moves out of Range.

Animal Control gives the Character control over all forms
of animals, categorized as follows: Amphibians, Birds, Fish,
Insects, Mammals, and Reptiles. Animal Control will not function
on humans.

When Mystic Linked the OV/RV of this Power is
changed to Infl/Spirit. This Power may be purchased with a spe-
cial Factor Cost Limitations: Power Only Usable On One Animal
Category (birds, mammals, sea life, etc) (-2 FC); Power Only
Usable On One Type of Animal (hawks, bears, squids, etc) (-3
FC).The Type or Category must be specified upon purchase.

This Power allows the user to mimic the Power, Skills,
and Physical Attributes of any animal. However, Animal Mimicry
does not give the user the shape of the animal or its natural
weaponry (tusks, horns, claws, etc.) as the Shape Change Power
does. Statistics and abilities of many animals can be found on
Page 329.

The APs of Animal Mimicry are the maximum APs an
original animal can possess if its ability is to be Mimicked (a
Character with 4 APs of Animal Mimicry cannot Mimic an eagle's
5 APs of Flight). A Character Mimicking an animal may choose
to take on any of the animal's Powers, Skills, and Physical
Attributes (provided he has sufficient APs), but need not Mimic all
of the animal's Attributes, Powers, and Skills, only those desired.

A Character choosing to Mimic more than one ability
must split up his APs of Mimic between these abilities as desired
(a Character cannot possess full Mimic APs in several abilities).

This Power may be purchased with a special Factor
Cost Limitations: Power Only Mimics Animals Up to APs of Power
Distant from User (-1 FC); Power Only Mimics Animals Up to 8
APs Distant from User (-2 FC).

This Power allows a Character to convoke animals of a
specific type (sharks, falcons, rabbits, etc.) within the Range of
the Power. As many animals of the specified type as the
Character desires will answer the summons automatically and
will travel toward the Character at best speed. Animal
Summoning may not be used to summon an animal with a Body
greater than the Character's APs of P ower, nor may it be used to
summon creatures with human or greater intelligence. Animal
statistics can be found on Page 229. The specific type of animal
must be specified upon purchase.

This Power may be purchased with the following
Bonuses: Summon a Category of Animals (birds, mammals, sea
life, etc) (+1 FC); Summon Any Animal (+3 FC).
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This Power allows a Character to animate the corpses
of dead creatures and call upon them as servants. Animation of
the dead requires an Action Check with AV/EVs equal to the
Character's APs of Animate Dead against OV/RVs equal to the
Infl/Spirit of the corpse when it was alive (most normal humans
have Attributes of 2). Positive RAPs indicate successful anima-
tion.

A corpse will remain animated and serve the Character
for a length of time (in APs) equal to the RAPs earned. An ani-
mated corpse will possess all of the Physical and Mystical
Attributes it had in life, including Physical Powers, except that
three (-3) is subtracted from the corpse's Dex (to a minimum of
one) and three (+3) is added to the corpse's Body. Animated
corpses possess no Mental Attributes, Mental or Mystical
Powers, or any Skills, and suffer a -2 Column Shift modifier to
their RV when attacked by fire.

Animated dead are extremely stupid, mindless creatures
who can take no actions without direct orders from the Character,
who must spend one Automatic Action each phase to maintain
the animation.The maximum number of dead that a Character
may animate at any time equals the APs of the Power.

This Power allows a Character to turn an existing two-
dimensional image (such as a cartoon figure, billboard painting,
or an image on a television screen) into an exact three-dimen-
sional duplicate figure, which will obey the Character's com-
mands. There must be an existing two-dimensional image for
Animate Image to function; a Character cannot simply summon a
figure from his imagination.

The three-dimensional figure created by Animate Image
will possess Physical, Mental, and Mystical Attributes. The
Character with Animate Image must divide the APs of Power
between these Attributes as desired to determine the image's
statistics. An animated image is allowed to have zero (0) APs as
the value of an Attribute, but at least one (1) AP must be allocat-
ed to the Body Attribute to give the image a physical form.

An animated image will possess all Powers and Skills of
the figure it represents. For example, an animated bird would
have Flight, an animated singer would have the Singer Subskill of
Artist, and an animated Darkling would have all of Darkling's
Powers and Skills. Each of an Animated Image's Powers and
Skills is at an AP level equal to the Link Attribute of the respec-
tive Power or Skill (just as if the Power/Skill were linked).

An animated image will exist for a length of time (in
APs) equal to the Power user's APs of Animate Image or until the
Character voluntarily dispels the image.

is Power allows a Character to cause inanimate
objects to move and behave as if they were alive. Animated
objects are always under the total control of the Power user. The
APs of Animate Objects equal both the maximum Body of any

individual object which can be animated and the maximum num-
ber of objects which can be animated at any one time.

A Character using Animate Object divides the APs of
Power into two numbers as desired.The first number serves as
the object's Dex and Str, but retains its own Body. An object may
use its own Dex and Str if it has them. The second number
serves as the object's Infl, Aura, and Spirit against Mystical
Attacks. Animated objects do not possess Mental Attributes and,
as such, are immune to all Mental Attacks.

Animated objects cannot change shape but if the object
has any limbs or appendage-like constructs, these can function
as arms and legs, allowing the object to move and fight.

This Power allows a Character to turn an existing two-
dimensional shadow into a living creature which will follow the
Character’s instructions for a length of time equal to the
Character’s APs of Animate Shadows. There must be existing
shadows around to use this Power, and the APs of Animate
Shadows equal the maximum volume of shadows that can be
animated. A Character using Animate Shadow divides the APs
of Power into two numbers as desired.

The first number serves as the creature’s Dex and Str,
while the second number serves as the creature’s Infl, Aura, and
Spirit against Mystical Attacks. The Body of a Shadow Creature
equals its original volume in APs but may not exceed the APs of
Power. Shadow creatures do not possess Mental Attributes and,
as such, are immune to all Mental Attacks.

A shadow creature has APs of Two-Dimensional equal
to its APs of Aura, occupies a volume equal to its original size in
APs, and moves at a Speed equal to its Dex. Shadow creatures
suffer a -2 Column Shift modifier to their RV against light-based
attacks and are destroyed when their Body is reduced to zero.

This Power may be purchased with the following
Limitation: Light Sensitive (-1 FC). Light Sensitive animated
shadows suffer a -4 Column Shift modifier to RV against light-
based attacks.

This Power allows a Character to attract and repel crea-
tures and objects toward or away from the Character's own body.
This attack requires a successful Action Check with AV/EVs
equal to the APs of Attraction/Repulsion.

The OV of an Attraction/Repulsion attempt is equal to
the target's Dex or Str (whichever is higher) if the target is a living
creature or the target's Body if the target is an inanimate object.
Moving targets, both living and inanimate, may substitute current
Speed for the OV. The RV equals the target's weight in APs
(most human Characters weigh 2 APs). RAPs indicate the dis-
tance, which the target was moved closer to or further from the
Power user.

This Power may be purchased with the following special
Factor Cost Limitations: Power is Limited to Either Attraction or
Repulsion Alone (-1 FC); Only Specific Materials Affected (metal,
water, glass, lint, etc) (-1 FC). The material must be specified
upon purchase of Attraction/Repulsion.
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This Power allows a Character to generate an aura,
which causes opponents to feel extreme fear. The aura extends
to a distance (in APs) equal to the Character's APs of Power.
Any Character within Range of Aura of Fear is attacked separate-
ly with no Multi-Attack penalty. The Character who uses Aura of
Fear may voluntarily exclude Characters from the Power's effects.

To use Aura of Fear, a Character must make an Action
Check with AV/EVs equal to the APs of Power against OV/RVs
equal to the opponent's Int/Mind. If RAPs scored are greater than
or equal to an opponent's Mind, the opponent will simply stand in
place and quiver with fear for the duration of the Power.

Otherwise, if positive RAPs were scored, the opponent
will flee the scene. In either case, the effect lasts for a length of
time (in APs) equal to the RAPs earned.

A Character affected by Aura of Fear may attempt to
overcome the fear. Each phase following the attack, the
Character can make an Action Check with AV/EVs equal to his
InWill against OV/RVs equal to the RAPs of the successful Aura
of Fear attack. Positive RAPs from this Check indicate the
Character is free of the Power's effects.

When Mystic Linked the OV/RV against this Power is
changed to Infl/Spirit, and RAPs are compared against Spirit.

This Power allows a Character to be "in tune" with the
cosmos while possessing a certain faculty for anticipating events
on the cosmic scale and recognizing when the cosmos is threat-
ened.

Whenever a cosmic event or catastrophe is imminent,
the GM should allow a Character with Awareness to make an
Action Check with AV/EVs equal to the APs of Power and
OV/RVs as determined relative to the following examples (nor-
mally, the more calamitous the catastrophe or significant the
event, the lower the OV/RVs). Positive RAPs on an Awareness
attempt indicate the Character has a "feeling" something is des-
tined to occur and knows who the primary participants in the
event will be. '

Note: Awareness may only be used to detect events on
the "cosmic scale” (i.e., those that could potentially affect life
across an entire planet or cosmos), and only events that are the
result of the conscious manipulation of sentient beings. For
instance, Awareness would not enable a Character to detect that
the Earth was to be struck by a giant meteor, unless some exteri-
or force purposely aimed the meteor at the Earth.In addition,
characters with Awareness can not detect events with mystical
significance unless the Power is Mystic Linked. Forinstance, a
Character using Awareness would not be able to detect that Lord
Bane had released several demons on Earth, despite its cosmic
significance since the event is purely mystical in nature.

Examples of events within the Blood of Heroes
Universe, which could have been detected through the use of a
Mystic Linked Awareness Power include:

THE PREMATURE RELEASE OF CHAOS (OV/RV: 111)
- A Character would have felt that a terrible cosmic force had
been released early, triggering the end of the universe.

LORD BANE’S ESCAPE (OV/RV: 6/6) - A Character

would feel that Lord Bane and his minions have escaped from
hell. Bane immediately started to conquer the planet he was on
by turning its inhabitants into his undead minions.

NARASH TARED'S GAME (OV/RV: 8/8) - A Character
would have detected that the demon, Narash Tared, had obtained
the pyramids of power. In addition, it would be clear that Tared
plans to use evil super beings to rid the planet Earth of life.

THE HUSK'S RESURRECTION (OV/RV: 10/10) - A
Character would have felt The Husk's return to the Earthly plane.

THE BERSERKER’S RELEASE (OV/RV: 12/12) - A
Character would have felt that-a demon had entered our universe
as the result of man's tinkering with the dimensional barriers.

THE VAMPIRE WARS (OV/RV: 12/12) - A Character
would have constantly felt the oppressive darkness of the war
between vampires and mankind.

OPENING OF A DEMON GATE (OV/RV: 14/14) - A
chara ter would feel that alignment of the cosmos was correct for
another demon gate to appear.

See Page 225 for further explanation of some of these
events. Most of the powerful supernatural beings have Mystically
Linked this Power.

The Bomb Power allows a Character to cause an explo-
sion, which starts at the point of ground contact and extends out
to a distance equal to the APs of the Power divided by two (round
fractions down).The explosion does not affe t the Character pos-
sessing the Bomb Power, but the explosions created by other
Characters using the Bomb Power affect him.

Use of the Bomb Power is treated as an explosion (see
page 15q).The explosion, a Physical Attack against everyone
and everything within Range except the user, strikes with an
AV/EV equal to the APs of the Power. Reduce both the AV and
EV of this attack by two APs (-2) for every AP of distance
between the target and the initial point of explosion.

This Power may be purchased with a special Factor
Cost Bonus: Controllable Blast Radius (+1 FC), which allows the
Character to specify the maximum APs of distance the attack will
extend (up to its normal maximum).

This Power allows a Character to make another
Character feel any emotion the user wishes. For example, the
user could make an opponent run in total fear (see Aura of Fear,
Page 61), feel too sad to do anything, or feel blissful and calm.

The use of Broadcast Empath is treated as a normal
Mental Attack with AV/EVs equal to the user's APs of Power;
however, a successfully attacked victim takes no Mental damage.
Instead, if the RAPs earned by the attack roll are greater than or
equal to the opponent's Mind, the opponent succumbs to whatev-
er emotion the user broadcasts. This emotional state will last for
RAPs of time (or the Power user may choose to release the
opponent at any time beforehand).

A Character affected by Broadcast Empath can break
free of the effect by making a successful Action Check with
IntWill as AV/EV and the RAPs of the Broadcast Empath attack
as OV/RV.
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This Power gives a Character the ability to cause any
formerly living material to decompose. For this purpose, "formerly
living material" is defined as any natural substance derived from
a once living source, including leather, hemp rope, cloth, paper,
and wood products.

A Character with Cell Rot can completely decompose an
inanimate object in an amount of time equal to the object's Body
minus the Character's APs of Power. For example, a Character
with 8 APs of Cell Rot can destroy an object with a Body of 10
APs in 2 APs of time (10 - 8 = 2), or 16 seconds. An object need
only be touched once for the continual Cell Rot effect to occur.
An object with a Body less than or equal to the Character's APs
of Power can be completely decomposed in a single phase.

Cell Rot can also be used as a normal Physical Attack
against living creatures. In such a case, AV/EVs are equal to the
Character's Dex/APs of Power, while OV/RVs are equal to the
opponent's Dex/Body. Damage from this Cell Rot attack is normal
Physical damage, which ceases at that phase with no continuing
damage in subsequent phases (unless target is reattacked).

This Power may be purchased with the following Factor
Cost Bonus, Aging Acceleration (+2 FC). The percentage of
Body lost in RAPs is also the percentage of the victim’s life span
that he ages. If Aging Acceleration causes RAPs greater than or
equal to the victim’s Body, the victim must make an Aging Check
with RAPs as AV/EV and original Body as OV/RV. If the RAPs
from the Aging Check are greater than current Body (after apply-
ing Last Ditch Defense), the victim acquires the Old Age
Drawback and all applicable penalties. Victims with Young Age
Drawback lose the Drawback. The aging (and Drawback effects)
will last for as many rounds as RAPs achieved on the original
Cell Rot Attack.

Aging Acceleration Cell Rot may be made Permanent by
doubling the Base Cost (to 40) and adding an additional +2

‘Factor Cost. Victims of Permanent Aging who have lost the

Young Age Drawback are forced to spend Hero Points equal to
five (5) times the Cost of the Age Drawback at the next possible
opportunity unless somehow de-aged.

Type: Auto
Cost: £ . FectorCost:3
A Character with this Power can alter his appearance to
physically resemble any other Character or no one in particular.
For greatest effectiveness, the impersonated Character should be
roughly the same height, weight, and build as the Power user
(within one foot and sixty pounds). The Chameleon's clothing
also transforms to resemble that of the target, although the abili-
ties of weapons and special gear are not duplicated.

The APs of Chameleon act as the OV/RV of any
Perception Check (see page 156) made to penetrate the user's
disguise. This OV/RV automatically receives a -2 Column Shift
modifier if the user is attempting to impersonate a member of the
opposite sex or-someone with a radically different build.
Chameleon does not include the ability to duplicate a target's
voice or personality, as does the Actor Subskill of Artist.

Simulating the Attractive Advantage or Strange
Appearance Drawback reduces the effective APs of Chameleon
by 2 APs. Simulating a Creepy or Distinct Appearance Drawback
reduces the effective APs by 1 AP.

This Power may be purchased with a special Factor
Cost Limitation: User's Clothing Does Not Transform to Resemble
Target's Clothing (-1 FC).

This Power allows the Character to spray a highly irritat-
ing chemical which can continually blind and choke a target with-
out actually damaging him. This choking and blinding causes the
target to lose orientation, becoming easier to hit, and makes it
tougher for the target to effectively perform any Actions.

The initial attack is determined as a Physical Attack with
AV/EV equal to APs of Power and OV/RV equal to the target’s
Dex/Body. Target's APs of Sealed Systems may be added to
increase RV. Due to the disorientation and pain, any RAPs
achieved add to the OV against all subsequent Action Checks
attempted by the target. The RAPs are also subtracted from the
target’s OV against-Physical Attacks. These effects last for an
amount of phases equal to RAPs achieved. Subsequent
Chemical Attacks are not cumulative.

A Character with the Claws Power possesses claws or
other innate sharpened attack methods (such as teeth, spines, or
quills). The Character's Dex acts as the AV, while the APs of the
Claws Power acts as the EV for any attack the Character makes
with the Claws Power. Claws APs can also substitute for the
Character's EV in an attempt to cut or rend materials.

Depending on which set of Genre rules are in play (see
page 219), use of the Claws Power on another Character could
automatically constitute Kiling Combat. Gamemasters are
encouraged to determine this before play.

Cling allows a Character to traverse perfectly vertical or
even inverted surfaces (like most walls and ceilings) as if they
were level ground. Attempts to cling to any unusually slippery
substances are resolved according to the Universal Modifier
Table (ice or Teflon is Difficult, while an oil-coated wall or ceiling
might be Extreme.)

Each AP of Cling allows the Character to carry 1 AP of
weight.The APs of Power must be sufficient to support the
weight of the Character and any objects being carried; the collec-
tive weight of objects carried while the Character uses Cling can-
not exceed the Character's Str.

After a successful Grappling Combat Maneuver (see
page 146), the attacker may substitute APs of Cling for his
Opposing and Resistance Strength Values when his target
attempts to break the Grapple. The Cling Power may be used to
simulate the Joined Power (page 83 by adding APs as RV
against attacks to Knockback a Character, who uses Cling
against the ground.
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c LD lMMUNITY
hysical Po
Type: Auto

_ Factor Cost: 4

 Base C" st: 5

This Power allows a Character to protect himself against

cold weather conditions or cold-based attacks . A Character with
Cold Immunity adds the APs of Power to his RV when defending
against such attacks.

’coLoa

Lmk' Int Mental Powe

Color gives the user the ability to temporarily change the

color of an object either partially or entirely. The smaller the area
of color to be changed is, the easier the task is, and the greater
the area, the harder the task is. The AV/EV of a color-change
attempt equals the APs of Power, and OV/RV equal the target
object’s Body or surface area in APs if smaller. When using the
Power on another Character, use the target’s Dex as OV.
Achieving any RAPs means a successful color change. RAPs
achieved equal the time (in APs) the color remains changed.

Coloring an object does not change its physical makeup.

A safe weighing two tons, whether black or lavender still weighs
two tons. Colored orange juice stills tastes like orange juice even
if it's pink, brown, or orange. An object can originally be any
color or color(s), but the changed color determines the difficulty
of the check. Changing to one, uniform color is a normal roll, but
to change a surface to multiple distinct colors (a pattern such as
camouflage or tartan) requires a +1 Column Shift penalty to the
OV/RV per each extra color added. Removing all color and
shades, turning the object transparent, requires a +3 Column
Shift penalty to the OV/RV, but allows an object to be seen
through like glass.

This Power may be purchased with the following Factor
Cost Bonus, Color Change Permanent (+2 FC). Attempting a
Permanent color change doubles the OV and RV of any attempt

to change color. A Permanent color change cannot be fixed with-

out another use of the Color Power or Gamemaster consent.

Examples: The way we interpret society is often by what

we see. A Character could sneak into an office, change the color
of the desk to transparent, copy the super-secret document
underneath, and scram. A thief could temporarily change the

color of an expensive painting to one solid color, knowing it would

change back, and sneak the painting out of the art center. An
evil mastermind could change the color of a poisonous liquid to
that of orange juice and have a victim drink it.

Factor COst'

Base Cost. 50

This Power allows the attacker to place a target in a
coma, shutting down all Physical and Mental activity. The AV/EV
for such an attack equals the Character's APs of Coma while
OV/RV equals the opponent's Int/Mind. If RAPs scored are equal
to or greater than the target’s APs of Mind, the target is placed in
a coma. He is effectively unconscious, reducing Int, Mind, and
Dex to 0. If the target possesses Iron Will, the APs add to his
RV.

A target in a Coma may only attempt to free himself
through Mental Resting Recovery Checks (one every hour,

adjusted for Regeneration), adding the Coma RAPs to the OV/RV
of the Check. Once any RAPs of Mind have been Recovered all
of the Character's Coma reduced Attributes return back to their
pre-Coma levels. There is no time limit to the extent of a Coma.
Desperation Recovery may be used to avoid waiting for a Resting
Recovery Check.

A Coma produced by this Power is defined as electrical
activity in the brain dwindling to nearly nothing, the mind ‘hiding’
in the darkest recesses of the brain. Most attempts to affect or
contact the Coma victim's mind, including all Mental Powers and
Attacks (except Personality Transfer, see below) have the OV/RVs
increased by the RAPs earned in the initial Coma attack.

If Detect is used to detect brain activity, it becomes a
Dice Action with AV/EV of Detect against OV/RV equal to the
Coma RAPs. Personality Transfer against a Coma victim has OV
of zero (0) since there is no resistance to the transfer. RAPs of
the Transfer still have to exceed the target's Mind.

A Character with this Power may attempt to communi-
cate with another intelligent being who speaks a different lan-
guage. The AV/EVs of such a communication attempt are equal
to the Character's APs of Power; OV/RVs are determined relative
to the degree of difference between the user's language and the
target creature's language, as summarized in the chart below.
Positive RAPs indicate the Character can understand and com-
municate in the language completely and accurately for a length
of time equal to RAPs achieved. This Power can be purchased
with a special Factor Cost Bonus: Comprehend Written
Languages (+1 FC).

Language Relation

Phenomenally potent, this Power provides a Character
with the ability to alter the very nature of matter and thus, gives
control over the time/space continuum. The APs of Continuum
Control function as the APs of any of the following Powers that
the user wishes to simulate: Damage Transference, Energy Blast,
Matter Manipulation, Regeneration, Teleportation, and Time
Travel. A user wishing to simulate more than one of these
Powers at a time must divide the APs of Continuum Control
between the Powers as desired.

A Character using Continuum Control must spend one
full phase to "activate" the Power (performing no other action dur-
ing this phase). Beginning with the next phase, the Continuum
Control is activated, and the user can simulate the other Powers
listed above. All uses of Powers simulated with Continuum
Control during a phase are treated as a single Dice Action when
determining the number of actions in that phase. Thus, regard-
less of the number of Powers simulated in one phase via
Continuum Control, the collective attacks serve only as the
Character's single Power use action for that phase.

65



Note: When mimicked via Continuum Control,
Teleportation has a Range of Normal instead of its usual +7.
However, the user may Teleport any target within Normal Range,
not just those within 0 APs.

This Power allows a Character to mentally attack an
opponent and then dictate all of the opponent's actions. When a
Character successfully uses this Power on another, he is able to
completely control the victim's body.

To control a target, the user must make an Action Check
with AV/EVs equal to the APs of Power and OV/RVs equal to the
target's Int/Mind. If RAPs exceed the opponent's Mind, the oppo-
nent falls under the user's control and will remain controlled until
the user voluntarily releases the opponent, falls unconscious, or
the opponent succeeds in breaking free of the control.

While controlled, a victim's actions are entirely dictated
by the Power user. The user must expend an Automatic Action
each phase to transmit instructions to any and all Characters
under control, with no need for direct communication (instructions
are given mentally with an unlimited range).

A victim of Control is entitled to combat the effect each
phase with an AV/EV equal to the victim's Int/Will against an
OV/RV equal to the controller's APs Power. Hero Point expendi-
ture on the OV/RV is not allowed. If/when the victim's cumulative
RAPs from these attempts exceed the user's APs of Control, the
victim breaks free.

This Power allows a Character to heal physical wounds.
With the Damage Transference Power, a Character can heal up
to his APs of Power in Body damage to any other Character. Use
of Damage Transference takes one minute (4 APs, or 15 phases).
When this Power is initially purchased, the Player may choose to
have it affect Mind or Spirit instead of Body.

The Character using this Power runs the risk of injury
each time he uses Damage Transference. The number of APs of
damage the user heals in any phase becomes the AV/EV of an
Action Check against OV/RVs equal to the user's Int/Mind. RAPs
from this Action Check equal the amount of damage sustained by
the user, who may distribute this damage between Mind and
Body in any fashion desired.

This Power may be purchased with the following Factor
Cost Bonuses: Heal an additional damage type (+1 FC Each) for
example to heal Body and Spirit would be a Factor Cost of 6;
User Does Not Suffer any Risk of Injury (+3 FC) and No Time
Limitation (+2 FC).

This Power allows a Character to sense the fact that he
is in imminent danger. When such a Character is in a situation
where some person, item, or presence poses an immediate
threat, the GM must make an Action Check using the Character's
APs of Danger Sense as AV/EVs against OV/RVs determined by

the intensity of the danger. Danger intensities are summarized
on the table below.

Use of this Power never costs the Character an Action in
combat: the Power automatically activates if danger is present.
Because it automatically activates, a Character may never spend
Hero Points to increase his Danger Sense in any fashion.

If the Action Check earns between 1 and 7 RAPs, the
GM must indicate that the Character is in danger. If the Action
Check receives 8 or more RAPs, the GM must reveal the exact
source of the danger.

This Power may be purchased with the following Factor
Cost Bonus: RAPs gained add to the Character’s next Initiative
Check (+1 FC).

Danger Intensity

j .g., attack by a y

matched foe, imminent accident to cause
serious damage, etc.)

Darkness allows a Character to generate a field of dark-
ness through which no normal light can pass. Vision Powers
requiring light (Telescopic Vision) are completely blocked, and the
APs of Darkness become the OV/RV of an Ultra Vision attempt to
see through the Darkness.

The field of generated Darkness has a volume equal to
the Character's APs of the Power plus five, which can be shaped
and centered any way the user desires (within Normal Range).
Anyone within the Darkness field has his AV and OV of all
Physical Actions reduced by the APs of Darkness. Darkness
remains in effect as long as the Character wishes (through the
expenditure of an Automatic Action each successive phase) or
until the Character either falls unconscious or exits Range. Use of
Darkness does not affect the vision of the Character using the
Power.

This Power may be purchased with the following Factor
Cost Bonus: Intense (+1 FC). Intense Darkness automatically
blocks Thermal and Ultra Vision and becomes OV/RV against
Radar Sense and X-Ray Vision.

Defensive Adaptation allows a Character to defend
against any Physical assault by adapting to each threat. The
Character does not have conscious control over Defensive
Adaptation. To use Defensive Adaptation, the Character must
first be attacked. '

The RAPs achieved against a target with Defensive
Adaptation equal the APs of Defensive Adaptation added to the
target's RV against the same attack style in subsequent phases.
If the target continues to be attacked in the same manner, the
APs of Defensive Adaptation will continue to add to the RV until
all the APs are used.
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If the Character is attacked in a different style, APs will
shift to be used in defense against the new style. These APs will
come from the oldest attack style used against the Character.
Defensive Adaptation lasts in each style indefinitely or until he is
attacked enough in a different style that the Defense re-adapts.

" Defensive Adaptat on may be purchased with the following Factor
Cost Bonuses: Adds to Mental RV (+1 FC), and Adds to Mystical
RV (+1 FC).

Example: Ragnarok has 20 APs of Defensive
Adaptation with the Adds to Mental RV Bonus. Ragnarok takes 8
RAPs of damage from a cold-based attack. 8 APs of Defensive
Adaptation shift to his RV against subsequent cold-based attacks.
Ragnarok is hit again for another 5 RAPs of cold damage. 5
more APs of Defensive Adaptation go to his RV against cold,
totaling 13.Ragnarok is damaged by a fire-based attack, causing
7 RAPs. Defensive Adaptation gives him 7 to his RV against fire-
based attacks in future phases.

Right now, Ragnarok has +13 APs to his RV vs. cold-
based attacks and +7 APs to his RV against fire-based attacks.
Ragnarok is hit by a punch to the jaw for 6 RAPs. 6 APs of
Defensive Adaptation move from his RV against cold-based
attacks (the oldest attack style against him) to his RV against
physical impact. Ragnarok is Mind Blasted for 8 RAPs of Mental
damage. Defensive Adaptation moves 7 APs from RV against
cold-based attacks (reducing it to nothing) and 1 AP from his RV
against fire-based attacked to give him +8 APs to his RV against
Mind Blasts. Ragnarok now has +6 APs vs. fire-based, +6 APs
vs. physical impact, and +8 APs vs. Mind Blasts, totaling 20 APs
of Defensive Adaptation.

This Power allows a Character to increase his mass at
will. Each AP of Density Increase engaged by the Character initi-
ates the following effects:

* One AP is added to the Character's RV against
Physical Attacks.

* One AP is added to the Character's weight (human
Characters begin with a weight of 2 APs).

¢ One AP is subtracted from the Character's Dex for
every two APs of Density Increase engaged.

The APs of Power equal the maximum amount of densi-
ty the Character can increase. The Character need not activate
all of his APs of Density Increase at any given time. APs of
Density Increase may be used against those with the Dispersal
Power (see page 70)

This Power can be purchased with the following Factor
Cost Bonuses: APs Of Density Increase Engaged Add To Str (+3
FC); APs of Density Increase do not subtract from Dex (+2 FC).

This Power can be purchased with the following Factor
Cost Limitation: Weight Increase Only (-4 FC).

This Power gives a Character the ability to detect any
one specific item, presence, or quality (termed IPQ). Exactly what
it is the Character can detect must be specified when the Power

is purchased (Detect Evil, Detect Lies, Detect Radiation, etc).The

IPQ selected must be fairly specific and is subject to GM
approval.

Detect is treated as an Automatic Action unless there is
an intelligent creature attempting to mask the IPQ from the Power
user. In such a case, Detect becomes a Dice Action where the
detector must make an Action Check using the APs of Power as
AV/EVs against OV/RVs equal to the opponent's int/Mind.
Positive RAPs indicate success.

For example, Detect Radiation is normally an Automatic
Action because there is little anyone can do to hide radioactivity,
while Detect Lie is always a Dice Action because the lar is obvi-
ously trying to hide the truth from the Character.

Detect may be purchased as often as desired. Each
additional IPQ the Character can Detect past the first increases
the Factor Cost (+1 FC). This Power can also be purchased with
the following Factor Cost Bonus: Discerning (+1 FC). A
Discerning Detect will give an indication of the IPQ’s intensity and
some indication of the IPQ’s nature at the GMs discretion.

Digging enables a Character to tunnel through an
assortment of substances. The AV/EVs for a Digging attempt are
equal to the Character’s APs of Power; OV/RV are determined
according to the following table. The RAPs of the Digging Action
Check equal the volume of the substance removed.

Digging Substance Table
Substance OV/RV of Dig

Soft Rock (Limestone)

Yullarium

This Power allows a Character to resist being transport-
ed artificially through other Powers. This includes movement by
an opponent using Teleportation, Warp, or the Dimension Travel
Powers. The APs of Dimensional Anchor are added to the
Character's RV against such Powers. Characters may turn this
defense on and off at will.

Dimensional Anchor will not prevent a Character from
being moved Physically through Knockback, Super Breath, Bomb
Power, Charging Attack, etc. Joined power is required to resist
Physical displacement assaults. '

The Dimension Travel Power allows its user to travel
between the various dimensions comprising the Blood of
Heroes universe. By definition, these dimensions are separate
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planes of existence that parallel each other without connecting.
There are three types of Dimension Travel: Banishment,
Summoning, and Travel.

BANISHMENT: Dimension Travel can be used to strand
an object or a living being in a dimension of the Power user's
choice. The user first determines the dimension to which he is
attempting to send the target, then makes an Action Check with
an AV/EV equal to his APs of Power and an OV/RV equal to the
target's Int/Mind (or Body/Body if the target is an inanimate
object). If the RAPs earned during this Action Check are greater
than or equal to the target's RV, the target is Banished.

A Banished Character cannot leave the dimension to
which he was Banished without using a Dimension Travel Power
with an AP rating exceeding the RAPs earned during the
Banishment Action Check. A Character who is Banished to the
Dimension of Darkness with 14 RAPs, for instance, cannot leave
that realm without using a Dimension Travel Power rated at 15
APs or higher. (An item with 15 APs of Dimension Travel, mimick-
ing Dimension Travel with 15 APs of Sorcery, or being
Summoned with 15 APs of Dimension Travel or greater are both
acceptable.)

Banishment may never be used against a Character or
item with a weight or volume exceeding the user's APs of the
Power. A Sorcerer with 3 APs of Dimension Travel, for example,
cannot attempt to Banish a battle tank that weighs 11 APs.

SUMMONING: Summoning is the opposite of
Banishment.It allows the user to pull a person or object from
another dimension onto the user's own plane. A Summoning
attempt requires an Action Check using the Summoner's APs of
Power as the AV/EV against an OV/RV equal to the target's
Int/Mind (or Body/Body if the target is an inanimate object). If the
RAPs earned during this Action Check equal or exceed the tar-
get's RV, the Summoning is successful.

Remember, Summoning a Character who has been
Banished requires at least as many APs of Dimension Travel as
the RAPs earned during the Banishment Action Check. An
attempt to Summon a willing target uses the Travel Distance (see
below) between the target and the summoner, rather than the tar-
get's Int/Mind as the OV/RV of the Summoning Action Check.

Like Banishment, Summoning may never be used to tar-

get a Character or item with a weight or volume exceeding the
user's APs of Power.

TRAVEL: Dimension Travel is most often used to allow
the user to Travel between dimensions. Traveling in this fashion
requires a successful Action Check using the Traveler's APs of
Power as the AV/EV and the Travel Distance (see below)
between the user and his destination as the OV/RV. A Character
using Dimension Travel in this fashion may bring along any willing
Characters within 0 APs (10 feet) of his location. Unwilling
Characters must be Banished as described previously. Neither
the combined weight nor the combined volume of all Traveling
Characters may exceed the user's APs of Power.

A Character with both the Dimension Travel Power and
Area Knowledge of an individual dimension may automatically
travel to that dimension without making an Action Check as long
as the Travel Distance between his current location and the desti-
nation is less than or equal to his APs of Dimension Travel. Area
Knowledge in no way affects Banishment or Summoning
attempts.

Note: If this Power is Mystic Linked any OV/RV equal to
Int/Mind is changed to Infl/Spirit.

Limitations: Dimension Travel may be purchased with a
Factor Cost Limitation (-1 FC) for each of the three basic func-
tions stripped off by the purchaser (for instance, users capable of
Travel only purchase Dimension Travel at a Factor Cost of 4).
Furthermore, the Base Cost of Dimension Travel can be reduced
to 100 Hero Points if the Character is only capable of Traveling
back and forth between two specific dimensions (users who can
Travel only between the Earth and Hell, like Neon Knight, for
example).

Travel Distances: Look at the Dimension Travel Guide
Below. To calculate the Travel Distance, treat each of the bands
and circles as squares on a checkerboard and count the number
of spaces between the Traveler's location and his destination.The
Travel Distance between the Earth Dimension and any of the
Astral Planes is 1, since the Earth and the Astral Plane are adja-
cent. The Travel distance between the Earth Dimension and
Heaven is 9: one for the band between the Earth and the Astral
Plane, plus one for the band between the Astral Plane and
Lemuria, plus one for the band between Lemuria and the



Dimension of Mirrors, plus one for the band between the
Dimension of Mirrors and the Demon Dimension, plus one for the
“black background”, plus one for the each of the rings of Limbo,
Hell and finally Heaven. The Travel Distance between Lemuria
and The Dimension of Darkness is 4: one for the Dimension of
Mirrors, plus one for the Demon Dimension, plus one for the
"black background", plus one for the Dimension of Darkness
equals 4.

' A Character using Dimension Travel does not necessari-
ly physically pass through the intervening dimensions when he
uses the Power. ltis possible, for instance, to travel directly from
the Earth dimension to Limbo without passing through the Astral
Plane, Lemuria, the Dimension of Mirrors, and The Demon
Dimension (which is a good thing).The map is simply a guide for
determining Travel Distances for the various planes of the uni-
verse.

The Travel Distance of a Dimension Travel attempt is
used as the OV/RV of the necessary Dimension Travel Action
Check when using the Travel function or Summoning willing tar-
gets. Travel Distance modifies the OV/RV of a Banishment
attempt or an attempt to Summon an unwilling target as follows:

OV/RV Mod.

Distance

Difficulty

hallénging /7
~ Difficut
_ Stenuous

Subdimensions: Many dimensions are surrounded by
a number of smaller realms known as subdimensions. The
Bermuda Triangle, for example, is a subdimension of Lemuria.
Hell contains many subdimensions, each tailor-made for its par-
ticular inhabitants. Subdimensions are a Travel Distance of 1 from
their parent dimensions. Thus, the Earth Dimension is at a Travel
Distance of 10 from the Subdimension of Hell: 9 for the distance
between Earth and Hell, plus 1 for the distance between Hell and
the Subdimension. Any two subdimensions with the same parent
dimension are always at a Travel Distance of 2 from each other:
one for the distance between the first subdimensions and the
parent, plus one for the distance between the parent and the sec-
ond subdimension.The Earthly Plane has an infinite number of
alternate "Earths", each slightly different from "our" Earth.These
are all a Travel Distance of 2 away from each other.

Location Jumping: Dimension Travel may be pur-
chased with the Location Jumping Bonus (+100 BC). Location
Jumping allows a Character to change his physical location in
one dimension, by bouncing into another dimension, and then
back out to a new location in the original dimension, simulating a
semi-delayed use of the Teleportation Power (page 103).

In order to accomplish this feat, the Character must
make two Dimension Travel Checks. One to travel to the target
Dimension, and one to travel back to the original Dimension.
Though two checks are made, the trip is almost instantaneous as
long as the checks don't fail. Travelers get only a brief glimpse of
the dimension they bounce through. If the first Action Check fails,
the travelers do not go anywhere. If the second Action Check
fails, the travelers are stranded in the other dimension. The next
phase, the Character may attempt another Dimension Travel (but
being stuck in another Dimension might be problematic).
Characters can not travel to specific locations unless they have
Area Knowledge of the target location or have been there before.
Purchasing the Location Jumping Bonus increases the Base Cost
by 100 points.

Example: Neon Knight is currently in Arizona on the
Earthly Plane. He wants to travel to Japan by way of the Hell
dimension. He rolls a Dimension Travel check to arrive in Hell

and succeeds. A second Dimension Travel check from Hell fails,
and Neon is stuck there for a phase. The next phase his
Dimension Travel check succeeds, and Neon arrives in Japan.
Luckily it was only Neon Knight stuck in Hell for 4 seconds. Any
companions of his may have been scared out of their wits.

Tesseract Limitation: Dimension Travel may be pur-
chased with the Tesseract Limitation. A Tesseract is a "personal
dimension" only the Character (and possibly others) may know of
or have access to. Iltems and Characters may be stored or even
live in the Tesseract. Tesseracts do not normally grant any spe-
cial Powers or abilities on those who may access them, they are
simply "storage spaces". Purchasing Dimension Travel solely to
access a Tesseract reduces the Base Cost to 125 Hero Points.
Tesseracts begin as sub-dimensions of the Earthly Plane and are
automatically one (1) AP away from the Earthly Plane.
Increasing the distance of the Tesseract from the Earthly Place
reduces the Base Cost of Dimension Travel by 5 Hero Points per
every extra AP beyond two (2) that the Tesseract is located. By
increasing the AP distance, the Tesseract may be placed as a
subdimension of other Dimensions, warranting Game Master
approval.Though the distance of the Tesseract can be farther
than 10 APs, the Base Cost can only be reduced to a minimum
of 75 Hero Points.

Banishment ability allows the placement of items and
targets in the Tesseract, while Summoning retrieves items and
targets from the Tesseract, and Travel allows the Character to
travel to and from the Tesseract. Location Jumping may be
allowed to and from a Tesseract at the usual Bonus. Allowing
only non-living matter (e.g. "Items Only") to and from a Tesseract
is a Factor Cost Limitation (-1 FC) to Dimension Travel, and obvi-
ously the ability to Travel to the Tesseract should be removed as
above if this Limitation is taken. To make the Tesseract "private”,
meaning that only the Character with this Power, the owner, has
access to it, double the final Base Cost after determining its dis-
tance. Anyone other than the owner attempting to access a pri-
vate Tesseract must roll against a distance equal to double the
normal AP distance. Tripling the final Base Cost triples the dis-
tance that intruders must roll against, and so on.

Example: Vatic wants a Private Tesseract. He purchas-
es Dimension Travel (Private Tesseract) with the abilities of
Banishing, Summoning, and Travelling to and from the Tesseract.
The Tesseract will be 12 APs from the Earthly Plane, so Vatic
reduces the Base Cost to 75, and will be doubly private so the
Base Cost is doubled to 150 points. To access the Tesseract
from the Earthly Plane, Vatic needs to roll Dimension Travel
against a distance of 12 APs, and anyone else rolls as though
the distance is 24 APs.

A Character with Diminution may reduce a target in size
as though it had the Shrinking Power. A willing target may be
shrunk to as many APs as Diminution. Attacking an unwilling tar-
get has AV/EV equal to Dex/APs of Power against OV/RV equal
to the target's Dex/Mind. If the target does not have a Mind, such
as a Gadget, use the target’s Body as RV. RAPs achieved are
applied as though the target is using that many APs of Shrinking.
Diminution lasts for phases equal to the RAPs achieved (or APs
used in the case of a willing target). A Character with Diminution
may not shrink himself and must purchase the Shrinking Power -
to do so.

A Diminutive target may attempt to change back to nor-
mal through an Action Check with AV/EV equal to his Will/Will
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against OV/RVs equal to the original Diminution RAPs achieved.
If cumulative RAPs from this Action Check equal or exceed the
RAPs of the original Diminution attack, the opponent is back to
normal. The user of Diminution may remove the shrinking effect
at any time. Diminution may be purchased with the following
Bonus: Target's Strength and Weight are reduced by the APs of
Diminution he is affected by (+3 FC).

Note: If this Power is Mystic Linked, change RV of an
attack to Spirit, and the AV/EV to return to normal size equals
Aura/Aura.

This Power allows a Character to pinpoint the exact
location of the source of a sound.This is an Automatic Action
unless the source of the sound is a Character or Gadget with the
Stealth Subskill of Thief or some Power allowing silent move-
ment. In such a case, use of Directional Hearing is a Dice Action,
with OV/RVs equal to the opponent's Skill or Power (positive
RAPs indicating success).

This Power merely locates the exact location of a nor-
mally audible sound and does not allow the Character to hear
sounds at an increased distance, as does Extended Hearing.

This Power Allows a Character to break down the actual
moleculaf bonding of an object, causing its structure to dissolve
into nothing.The use of Disintegration is a Physical Attack with
the attacker’s Dex/APs of Power as the initial AV/EV and the tar-
get’'s Dex/Body as initial OV/RV.

Once a target has been successfully attacked with
Disintegration, he will continue to be attacked by the Power each
successive phase, using the APs of Power as AV/EV and the vic-
tim's Body/Body as OV/RV until one of these attacks fails.
Recurrent attacks do not count as one of the Power user's
actions for the phase. If any Disintegration attack reduces a vic-
tim to a level equal to negative his original Body, the Character
will be completely disintegrated, with no portion of him remaining.
Partially disintegrated Characters Recover damage normally.

Note: The use of Disintegration on living creatures is
always considered Killing Combat.

This Power allows a Character to remove an opponent's
body parts and animate them. In order to do this a Dice Action
must be made with AV/EV equal to APs of Dismember and
OV/RV equal to the target’s Dex/Body. ‘RAPs equal the maximum
number of body parts (of any size) which may be removed from
the target. As with Anatomical Division (page 60) each separate
part must have at least one point of Body, reducing the
Character's Body appropriately. The Character's Dex and Str
may be distributed among the parts, reducing each accordingly.
As long as a limb has APs of Dex, it may move a distance (in
APs) equal toits Dex each round, up to 4 APs. The target's Body

Attribute may never be reduced lower than 1 AP through a
Dismember attack. Dismember is a magical attack as targets
who drop their appendages do not bleed and any "wounds"
caused by this assault magically seal up.

Limbs remain separated from the target’s body for a
period of time (in APs) equal to the RAPs scored in the attack.
After this time has elapsed, the limbs magically reappear on the
dismembered Character.

To control dismembered limbs, the Power user must
possess the Control power. Each dismembered limb counts as
a full Character for the purpose of this attack, and multi-attack
penalties may be incurred if the Power user wishes to Control
more than one limb. Unless it has the head, the OV/RV of using
Control on a dismembered limb equals 0/0. Control may be pur-
chased atwith a special Factor Cost Limitation (—2 FC) if its sole
purpose is to simply control dismembered appendages. Control
with this Limitation may not be used against targets with any
Mental Attributes.

A target who has lost appendages may attempt to con-
trol his removed appendages by making an Action Check with
AV/EV equal to his Int/Will and OV/RV equal to the highest AP
rating of the appendage. Multi-attack penalties apply. A target
who successfully controls one of his missing limbs may choose to
re-attach it at will if he can maneuver into physical contact with it,
adding any APs the limb has back to his total.

Dismember may be purchased with the following Factor
Cost Bonuses:Limbs may not be re-attached until APs of time
equal to the RAPs scored on the attack pass (+1 FC). APs of
target’s Physical Powers may be assigned to parts (+2 FC).
Dismember may have the following Factor Cost Limitation: Only
one Body Part may be Separated (-1 FC).

This Power enables the user to disperse his atoms,
allowing him to pass through solid materials with ease while still
maintaining a sense of corporeality. The Dispersed Character
may freely move through any Physical object or Character with
APs of Body less than or equal to his activated APs of Power,
meeting with no resistance whatsoever. Objects with activated
APs of Density Increase add the APs to the Body Attribute in
order to determine whether it may contact a Dispersed Character.
To compensate for the Dispersal, for each activated AP of Power,
1 AP is subtracted from the Character’s Strength, weight, and
from the EV of each of the Character's non-energy manifesting
Physical Powers (such as Claws, Glue, Snare, or Projectile
Weapons), to a minimum of 0 APs.

Physical attacks against a Dispersed Character will pass
harmlessly through him unless the attack has a Body higher than
the activated APs of Dispersal. If the Physical attack has no
Body (like an energy attack such as Energy Blast or Flame
Project) the attack may affect the Character. Against any
Physical attack which may be able to affect the Character, the
activated APs of Dispersal are added to his RV. Force Fields and
Shields have Body equal to their AP values and bullets have
Body equal to the material they are made from.

Dispersal makes a Character tougher to locate with
Radar Sense and Sonar. Any Perception Checks using these
Powers against a Dispersed Character have the activated APs of
Dispersal added to the OV/RV.

A Character with Dispersal may Physically attack a tar-
get by placing an extremity inside the target and then solidifying
it. This tactic is dangerous to both attacker and defender, and

70



each suffers an attack with AV/EV equal to the attacker's
Dex/APs of Dispersal. The OV/RV for the attacker is his
Body/Body, while the defender uses his Dex/Body. Activated APs
of both Dispersal and Density Increase aid either Character
against this attack by adding their APs to both the OV and RV.

If two Dispersed Characters attack one another, to ease
calculations only the Character with the higher activated APs of
Dispersal receives any negative modifier to his Strength and
Physical Powers. This modifier equals his APs of Dispersal
minus his opponent’s APs of Dispersal. If both combatants have
the same amount of Dispersal activated, they treat one another
as if neither had any Dispersal activated.

This Power may be purchased with the Partial Dispersal
Bonus (+2 FC). Partial Dispersal allows the Character to solidify
parts of his Body while keeping the rest Dispersed. While partial-
ly dispersed, the Character does not lose any points from
Strength or offensive Powers. However, he may not move entirely
through objects, and attacks that normally would not contact him
may target his non-dispersed parts using an appropriate Trick
Shot. The Column Shifts for the Trick Shot vary depending on
how much of the body is solidified, but APs of Dispersal are
added to the RV against these attacks as normal. it requires an
Automatic Action to become partially Dispersed.

This Power may be purchased with the Gradual
Dispersal Bonus (+1 FC). Gradual Dispersal allows the
Character to move through objects with APs of Body higher than
the APs of Dispersal, but it takes time. The amount of time in
APs it takes to gradually disperse through an object equals the
object's APs of Body (plus any activated APs of Density
Increase) minus the APs of Dispersal. Due to the time involved,
Gradual Dispersal does not provide any extra protection against
attacks.

g /
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This Power may be purchased with the Reduces Weight
Only Limitation (-5 FC). Reduces Weight Dispersal only reduces
the weight of the Character (normally 2 APs) and does nothing
else. ‘

The APs of Drain Resistance are added to the RV
against offensive Powers that increase, attempt to reduce or oth-
erwise alter the Attributes, Powers, and Skills of a Character. This
includes attacks from powers such as Mutation, Neutralize,
Power Drain, Mind Drain, and Vampirism.

Drain Resistance does not work against Powers that
lower Resistance Attributes through damage, such as Lightning
or Magic Blast. Nor does Drain Resistance work against restric-
tive powers that cause Dex to temporarily equal 0.

Drain Resistance may be purchased with either of the
following Factor Cost Limitations: Cannot Protect Against Mental
Powers (-1 FC) or Cannot Protect Against Physical Powers (-1
FC).

This Power allows a Character to invoke unknown
Mystical forces which cause the Character to be exceptionally for-
tunate in his actions, the use of which is the game equivalent of
rubbing a rabbit's foot.

To use Dumb Luck, a Character must make an Action
Check against his own Mystical statistics. The AV/EV is the APs
of the Power, while the OV/RV is the Character's own Infl/Spirit.
RAPs from this Action Check, if any, may be added to the
Character's AV, EV, OV, or RV the following phase (Player's
choice).This effect occurs regardless of the type of the Dice
Action that follows (attack, defense, clue analysis, Perception,
etc.)

The Dumb Luck Power may be used cumulatively,
adding the RAPs from one Dumb Luck attempt to the AV or EV
of another attempt; however, should a Character ever fail such a
cumulative roll, the RAPs gained to that point will be subtracted
from either the Character's AV, EV, OV, or RV (GM option) for the
following phase.

This Power may be purchased with a Special Factor
Cost Bonus: Useable Against Others (+3 FC). RAPs earned may
be added or subtracted from another’s AV, EV, OV, or RV in the
following phase, as long as the action is within Range equal to
APs of Dumb Luck Power.

Example: A Character with Dumb Luck of 8 APs and an
Infl/Spirit of 7/6 wishes to "get lucky" on his next Energy Blast
attack. The Character makes an Action Check using 8/8 (his APs
of Dumb Luck) as the AV/EV and 7/6 (his Infl/Spirit) as the
OV/RV. The Character rolls a 13, which provides him with an
additional 4 APs to utilize on either the AV or EV of his Energy
Blast next phase.
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" Type: Auto
. Facrcr Cost:

Range Normal
Base Cost' 25 >

This Power allows a Character to summon into exis-
tence an actual creature of living earth and rock who will follow
the Power user's instructions for a length of time (in APs) equal to
the Character's APs of Earth Animation. At the end of this time,
the creature will disperse into normal earth.

A Character using Earth Animation divides the APs of
Power into two numbers as desired.The first number serves as
the earth creature's Dex, Str, and Body while the second number
serves as the creature's Infl, Aura, and Spirit against Mystical
Attacks. Earth creatures do not possess Mental Attributes and, as
such, are immune to all Mental Attacks. Earth creatures have
Density Increase Power equal to APs of Aura.

An earth creature occupies a volume equal to its APs of
Str and moves at a speed equal to its Dex.

EARTH CONTROL
Mental Power '
- Type: Dice

_ Factor Cost: 7

Link: lnt
'Range: Normal
ase Cost: 20

This Power allows a Character to cause and control the
movement of a volume of earth, rock, or soil. A Character with
Earth Control may utilize the Power toward a number of applica-
tions, including:

¢ The Power user may fling earth at an opponent in an
attempt to damage him/it.This is treated as a Physical
Attack with AV/EVs equal to the user's APs of Earth
Control and OV/RVs equal to the opponent's Dex/Body.
e The Power user may create a powerful dirt storm in an
attempt to blind Characters within a volume equal to the
user's APs of Power. In this case, the Player must make
an Action Check with an AV/EV equal to the APs of
Earth Control while the OV/RV is equal to each target's
Dex/Dex. RAPs earned are then subtracted from each
target's Dex and Initiative total for a number of phases
equal to the RAPs of the attack. All targets within an
affected volume are attacked separately and without the
usual Multi-Attack penalties.

e The Power user may simply move a volume of Earth.
This requires an Action Check with AV/EVs equal to the
APs of Earth Control and OV/RVs equal to the mass of
earth the user wishes to move. RAPs equal the distance
the user may move the volume of earth.

ELECTRIC BEING
* Physical Powe
o Type' Auto
Factor Cost

',Lmk Str ,
Range: Self
ase _Costﬂ

Thls Power aIIows a Character to create and cover h|m-
self with a sheet of electricity while sustaining no damage. This
electrical covering will crackle along the surface for as long as the
Character with Electric Being desires (through the expenditure of
an Automatic Action each successive phase) or until he falls
unconscious.

Any electricity-based attack against a Character with an
active Electric Being Power is made with the Character’s APs of
the Power added to his RV. Conversely, the Character’s RV
receives a —2 Column Shift penalty against conductive attacks
such as Water Control, rubber, or grounded metal cables.

Anyone touched by (or touching) a Character with an
activated Electrical Being Power (including contact made in hand-
to-hand combat) incurs a Physical Attack with AV/EVs equal to
APs of Electrical Being; this special attack form does not count
as an Action for the Electrical Being Character. The APs of
Electrical Being may also be substituted for a Character’s Str as
the EV of any hand-to-hand attacks.

Thls Power allows a Character to control the ﬂow of
electricity. Electrical Control does not grant a Character the abili-
ty to generate energy (as Lightning does) but only the ability to
manipulate existing electricity. Electrical Control may be used
each phase toward a variety of effects. Using more than one
effect in a phase requires a distribution of APs.

The Character may increase or decrease the intensity of
a source of electricity (including thunderclouds). Electrical inten-
sities are measured in terms of their AV/EV. Household Current
has an AV/EV of 4, Industrial Current has an AV/EV of 8, while
the output of a power plant might have an AV/EV as high as 12.
The Character makes an Action Check using the APs of
Electricity Control as the AV/RV against OV/RV equal to the
source’s AV/EV. Add or subtract (as desired) the RAPs earned
to/from the AV and EV of the source. This can be used to dis-
charge or recharge batteries, as well as overheat, shut down, or
even explode (GM discretion) electrical devices.

The Character may attempt to disable or damage elec-
trical systems, including the power and control systems of
devices and the nervous systems of creatures. This is treated as
a Physical Attack with AV/EV equal to APs of Electrical Control,
and OV/RV equal to the target’'s Body/Body. OV is not Dex
(unless the Range is reduced to Touch) because the electricity is
already existent in the target.

A Character with Electrical Control may cause existing
electricity of intensity up to the Power’s APs to arc between
points. This is normally treated as a Physical Attack on the tar-
get, which gains a +2 Column Shift defensive Bonus to the RV,
since the path being taken is not normally conductive.

Electrical Control may be used to deflect attacks based
on electricity, magnetic, or metallic objects (this includes charged
particle beams). In this case, the APs of Power are added to the
Character’s OV against these attacks.

This Power may also be used as the AV/EV of any
attempt to jam Radio Communication by causing massive feed-
back. The OV/RV of the attempt is the APs of Radio
Communication. If RAPs achieved are greater than 1/2 the APs
of Radio Frequency (round up), the signal is effectively jammed
and no information can be sent through.

EMOF ION ABS onp'non

Thls Power allows a Character to feed off the feelings
and emotions from anyone in the surrounding area and use them
to increase his personal abilities, adding to his own Attributes

and/or Powers. In order to absorb Emotions, a Character with
Emotion Absorption must initiate a Mental Attack against a vic-
tim(s) who is capable of feeling emotion. The AV/EV of the attack
is equal to the APs of Power and uses the victim’s Int/Will as
OV/RV. The maximum amount of RAPs able to be absorbed from
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a victim is equal to the RV. In the case of Column Shifts (usually
acquired by multi-attacking), use the lowest AP value of the
range. These RAPs do not cause damage to the victim.

The RAPs absorbed must be immediately distributed
among the eligible abilities of the Emotion Absorber. This
increase in APs will last for a time in APs equal to the APs of
Emotion Absorption. The maximum APs that may be absorbed
at one time is equal to the APs of Emotion Absorption.

The Powers and Attributes that Emotion Absorption
applies to must be defined when the Power is purchased. Five
Hero Points must be added to the Base Cost of Emotion
Absorption for each eligible Power or Attribute past the second.
Emotion Absorption may be purchased with the following Factor
Cost Limitation: Only Useable Against One Emotion (-2 FC). The
single emotion must be declared when this Power is purchased.
Example emotions include sorrow, fear, anger, hatred, excite-
ment, etc.

This Power may be purchased with a special Factor
Cost Bonus: Emotional Sustenance (+1 FC). Feeding off emo-
tions provides nourishment to the Character. A Character with
this Bonus in effect requires no other form of sustenance (neither
food nor water), though he may still gain nourishment from them.
The APs of Power equal the length of time in APs a Character
can remain sustained without either traditional nourishment or
exposure to emotions.

This Power allows a Character to feel the emotions of
others and determine the person's exact emotional quality: happy,
sad, angry, afraid, or experiencing any other basic emotion.

A successful Action Check with OV/RVs equal to the tar-
get's Int/Mind is necessary for this Power to function. Positive
RAPs indicate the Character "tunes in" on the target's emotions.
If the Check earns 5 or more RAPs, the Character also discovers
the cause of the target's emotions.

The results of a successful Empathy Check will reveal
actual feelings and emotions; no method of masking true feelings
(such as a Character utilizing the Actor Skill) will subvert this
Power.

ENCHANTMENT | ,»
; _Mental Power
(f

ype:

This Power allows a Character to bestow upon another
Character a temporary but dramatic increase in Powers. The
Character may add his APs of Enchantment to any one of anoth-
er Character's pre-existing Attributes, Powers, Skills (or the other
Character may divide the APs between several different

" Attributes, Powers, and Skills).

A Person will remain Enchanted for a length of time (in
APs) equal to the Character's APs of Enchantment or until the
user voluntarily removes the effect. Enchantment may only be
performed upon one individual at any given time.

This Power allows a Character to absorb damage from
Physical energy-based Attacks (Energy Blast, Lightning, Electric
Being, etc.). The energy absorbed is gradually dissipated
throughout the Character's system with no ill effect. Absorbed
energy cannot be diverted or changed, only neutralized.

A Character with the Energy Absorption Power must
come into contact with the attack for the Power to function, at
which point the Character's APs of Energy Absorption are sub-
tracted from the RAPs of the attack. If damage inflicted exceeds
the Character's APs of Energy Absorption, the Power fails and
the Character sustains full damage to his Current Body
Condition.

Example: A Character with 7 APs of Energy Absorption
is struck by a Lightning attack that receives 7 RAPs; the
Character takes no damage. However, if the same attack
received 10 RAPs, the Energy Absorption Power would fail and
the Character would sustain the full 10 RAPs of damage.

A Character may use Energy Absorption on more than one attack
per phase. In this case, the Character must divide the APs of
Power between each of the attacks at his discretion; the
Character does not receive full AP protection against each attack.

If Energy Absorption is purchased with the Range
Bonus, it enables a Character to absorb energy released at a dis-
tance equal to the Range (not just energy that contacts the
Character). This allows the Character to use Energy Absorption
to absorb RAPs intended for other targets, provided the target is
within Range.

This Power may be purchased with a special Factor
Cost Limitation: Usable Against One Energy Type (-2 FC).
Energy types include plasma (fire), electricity, magnetism, light,
etc.

This Power may be purchased with a special Factor
Cost Bonus: Absorbed Energy Adds to Power Reserve (+3 FC).
Only a Character with both Energy Absorption and Power
Reserve may acquire this Bonus. APs neutralized by this type of
Energy Absorption must be immediately assigned as desired
among the Powers and Attributes eligible for augmentation (see
Power Reserve, page 92). This increase lasts for APs of time
equal to the Character's APs of Energy Absorption, minus the
RAPs absorbed from that attack. A Character may never have
more total RAPs absorbed at one time than his APs of Power
Reserve.

Note: The increases gained by the use of this Power are
independent of the increases gained from the Power Reserve's
own APs, unless the Power Reserve has the Must Be Fueled by
Energy Absorption Limitation.

This Power allows a Character to fire a bolt of pure
energy from any particular part of the body, such as the eyes or
hands. Use of this Power constitutes a Physical Attack with APs
serving as both AV and EV.

A Character should define which type of energy blast is
fired when purchasing this Power (light energy, heat or infrared
radiation, magnetic energy, microwaves, "cosmic power,” etc).

Generally Players must designate where the energy is
emitted from their Character (i.e.. fingers, fists, eyes, etc.).
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A Character with Enlarge may reduce a target in size as
though the target were using the Growth Power with the
Limitation that Growth Does Not Cause Strength Increase. A will-
ing target may be grown to as many APs as Enlarge. Attacking
an unwilling target has AV/EV equal to Dex/APs of Power against
OV/RV equal to the target’s Dex/Mind. If the target does not have
a Mind, such as a Gadget, use the target’s Body as RV. Any
RAPs achieved are applied as though the target were using that
many APs of Growth. Enlarge lasts for phases equal to the
RAPs achieved (or APs used in the case of a willing target). A
Character with Enlarge may not increase his own size and must
purchase the Growth Power to do so.

An Enlarged target may attempt to change back to nor-
mal through an Action Check with AV/EV equal to his Will/Will
against OV/RVs equal to the original Enlarge RAPs achieved. |f
cumulative RAPs from this Action Check equal or exceed the
RAPs of the original Enlarge attack, the opponent is back to nor-
mal. Enlarge may be purchased with the following Bonus:
Target’s Strength and Weight are increased by the APs of
Enlarge he is affected by (+3 FC).

Note: If this Power is Mystic Linked, change RV of an
attack to Spirit and the AV/EV to return to normal size equals
Aura/Aura.

This Power allows a Character to remove a person from
the effects of mind control or possession (i.e., Control, Hypnosis,
and the Personality Transfer Powers). The Character must make
an Action Check with AV/EVs equal to the APs of Exorcism
against OV/RVs equal to RAPs from the original control or pos-
session Action Check. Positive RAPs indicate success, with the
target no longer affected by the controlling Power.

This Power allows a Character to increase the range of
his normal hearing. A Character with active Extended Hearing
subtracts the APs of Power from the distance between him and a
sound, the result being the apparent distance between the
Character and the sound.

For example; a Character with 8 APs of Extended
Hearing who is listening to a sound 9 APs away (one-half mile)
will hear that sound as if it were only 1 AP away (20 feet).
Normally, a whisper can be clearly discerned at a range of 0
APs, normal conversation at a range of 3 APs, and loud shouts
at a range of 7 APs.

If someone shouts within an effective 1 AP distance of a
Character using Extended Hearing, the Character is temporarily
deafened, an effect which will last for a number of phases equal
to the APs of Extended Hearing which were active.

A Character with the Extra Limb Power has a fully func-
tional limb or appendage, which is not possessed by a normal
human (a prehensile tail, an extra arm, etc).This Power may be
purchased more than once for Characters with more than one
extralimb. )

When lifting objects or making Physical Attacks with the
Extra Limb, the Character's Dex acts as the AV while the APs of
Extra Limb substitute for the Character's Str (as the EV).

When making a Grappling Attack, a Character with one
or more Extra Limbs receives a -1 Column Shift to the opponent's
OV for each additional limb used in the attack, as long as each
Extra Limb has an AP value equal to or greater than the
Character's Strength. This same Column Shift bonus may also
be used during a Grappling Attack when attacking or defending
against the grappled opponent. Any Extra Limbs not used in a
Grappling Attack may be used to Physically attack others.

This Power allows a Character to see through the eyes
of an animal. Eye of the Cat will not function unless an animal
exists within the Power's Range. If more than one animal is within
Range, the Character may choose which animal to use for pur-
poses of the Power.

Once Eye of the Cat is active, the Character can see
everything the animal sees, including things the animal can see
only through the use of special vision Powers, such as a cat's
Ultra Vision. Statistics for various animals can be found on page
339. Eye of the Cat will not allow a Character to see through the
eyes of a human.

Fabricate allows a Character to generate Doodads and
magical Artifacts from nothing.

A Doodad [Body: 1, R#: 0] is an item of absolutely no
use and may be created as an Automatic Action. Typical
Doodads include rubber duckies, streams of paper, balloon ani-
mals, pixie dust, fake quarters, corks, and other things a stage
magician might create. Doodads have no actual use and are for
role-playing purposes only. A Doodad is a take-away (non-capi-
talized) item. Fabricated Doodads exist for APs of time equal to
APs of Fabricate Power.

Fabricate may be used to create an Artifact by using a
Dice Action with AV/EV equal to the APs of Fabricate. The
Player must design the Artifact before rolling. All Artifacts must
have at least a Body of 1. No Ability of a Fabricated Artifact may
have a Base Cost greater than 50 or a Factor Cost greater than
7. Attributes may not be ltalicized. Do not calculate in Reliability,
as it will be assigned (see below)

OV/RV of the Fabrication attempt equals the highest AP
value of the Artifact, plus one (1) AP for each Ability the Artifact
has beyond the first. OV and RV are increased by +1 Column
Shift if the item is to be a non-take away (capitalized) item.

If any positive RAPs are achieved, the Artifact is creat-
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ed. Fabricated Artifacts disappear after an amount of time (in
APs) equal to RAPs achieved or whenever the creator wishes
and have Reliability Numbers equal to twelve (12) minus RAPs
achieved. Any RAPs from time may be exchanged to reduce the
Reliability Number on a one for one basis.

Example: Whacky wants to Fabricate a Flying Hat of
Invisibility (Body: 5, Flight: 3, Invisibility: 8]. OV/RV of the attempt
equals 10; 8 for the APs of Invisibility, plus 1 for having a Body,
plus 1 for having Flight. Whacky gets 4 RAPs. The Hat has a
Reliability Number of 8 and will exist for one minute.

The maximum number of Doodads and Artifacts a
Character may have Fabricated at one time equals his APs of
Power. The design of these items is limited to the Fabricator's
imagination, but creating a specific item, such as the appropriate
key for a door, will not work without knowing the lock design. A
Fabricated Artifact with at least 1 RAP in both the Mind and Spirit
Attributes may be treated as a Pet.

To allow Abilities with a Base Cost greater than 50 or a
Factor Cost greater than 7, raise the Base and Factor Costs of
the Fabricate Power appropriately when originally purchased. By
raising the Factor Cost to 8, non-Acting Attributes may be
Italicized. Raising the Factor Cost to 9 allows any Attribute to be
ltalicized and allows the Hardened Defenses Advantage.

This Power allows a Character to summon into exis-
tence an actual creature of living flame that will follow the
Character's instructions for a length of time (in APs) equal to the
Character's APs of Flame Animation.At the end of this time, the
creature will disperse into thin air.

A Character using the Flame Animation Power divides
the APs of Power into two numbers as desired.The first number -
serves as the flame creature's Dex, Str, and Body while the sec-
ond number serves as the creature's Infl, Aura, and Spirit against
Mystical Attacks. Flame creatures do not possess Mental
Attributes and are therefore immune to all Mental Attacks.

The flame creature has the Flame Being Power with
APs equal to APs of Aura. The creature occupies a volume
equal to its APs of Str and moves at a Speed equal to its Dex. In
addition, an animated flame creature suffers a -2 Column Shift
maodifier to its RV against cold-based attacks.

actor Cost

This Power allows a Character to create and cover him-
self with a sheet of fire while sustaining no damage. This flame
covering will continue to burn for as long as the Character with
Flame Being desires (through the expenditure of an Automatic
Action each successive phase) or until he falls unconscious.

Any fire- or heat-based attack against a Character with
an active Flame Being Power is made with the Character's APs
of the Power added to his RV. Conversely, the Character's RV
receives a -2 Column Shift penalty against ice or cold-based
attacks.

Additionally, anyone or anything touched by (or touch-
ing) a Character with an activated Flame Being Power (including
contact made in hand-to-hand combat) incurs a Physical Attack
with AV/EV equal to APs of Flame Being; this special attack form
does not count as an Action for the Flame Being Character. The

APs of Flame Being may also be substituted for a Character's Str
as the EV of any hand-to-hand attack.

This Power allows a Character to control both the inten-
sity and spread of flames . Flame Control does not, however, give
the Character the ability to generate fire (as does Flame Project),
only the ability to manipulate pre-existing flames. Flame Control
can be used each phase toward one of the following effects:

¢ The user may increase or decrease the intensity of a
volume of flame. Flame intensities are measured in
terms of their AV/EV, as indicated on page 151. A nor-
mal fire might have an AV/EV of 6/6, while the flame at
the heart of a volcano might have an AV/EV of 12/12.
Any Character within such flames is automatically
Physically Attacked by this AV/EV each phase.

¢ A Character with Flame Control can make an Action
Check with AV/EVs equal to the APs of Power against
OV/RVs equal to the flame's indicated AV/EVs; add or
subtract (as desired) the RAPs earned by the roll from
both the AV and the EV of the flames. For example, a
Character with 10 APs of Flame Control who rolls a 13
against a normal fire (AV/EV of 6/6) will receive 8 RAPs.
The Character could then increase the AV/EVs of the
flames to 14/14 or extinguish the flames altogether. This
aspect of Flame Control affects all the flames within a
volume equal to the user's APs of Power.

2 The user can simply move a volume of flame. The
OV/RVs of such an attempt are equal to the AV/EVs of
the flame; RAPs earned indicate the distance (in APs)
which the flames may be moved.

This Power allows a Character to protect himself against
fire and heat-based attacks. The APs of Power are added to the
Character's RV against any and all such attacks.

A Character with the Flame Project Power can fire forth
a stream of flame from his body like a flame-thrower. Use of this
Power is a Physical Attack with AV/EVs equal to the APs of
Power.

This Power allows a Character to produce a burst of bril-
liant, pure light. If the target Character is not prepared for this
attack (by having his eyes covered, filtered glasses, secondary
vision, etc.), he may be blinded. To determine this, the APs of
Flash act as the AV/EV and the target's Dex/Dex as the OV/RV.
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RAPs are subtracted from the target's Dex (and Initiative) for a
number of phases equal to the RAPs of the Flash attack.
Additionally, Flash may be steadily produced at a low-
ered intensity to effectively create a bright glowing light.
This Power may be purchased with a special Factor
Cost Limitation:Flash is incapable of Multi-Attacks (-1 FC). Flash
becomes usable on only one target per phase.

Flight may be purchased with the following Limitation:
Winged (-1 FC). Winged Flight cannot be used in enclosed
spaces or if the wings are disabled. Wings do not require pur-
chasing Extra Limbs unless they may be used in combat. Wings
may be targeted with a +1 Column Shift Trick Shot.

Flight allows a Character to move freely in any direction
through air or space. Most forms of Flight also allow travel under-
water at the usual -2 AP speed penalty. Flight by itself does not
allow a Character to survive in outer space but does provide him
with the ability to move through it.

The APs of Flight are the APs of distance that the
Character can travel each phase. In addition, a Character may
use the APs of Flight as the OV against any Physical Attacks pro-
vided he performs no Dice Action during that phase.

Most forms of Flight also allow travel underwater at the
usual -2 AP speed penalty. If purchasing Flight for faster than
light (FTL) speeds only (requiring 30 APs of Flight), apply the fol-
lowing two Power specific Limitations, Only Useable In Space (-1
FC) and Cannot Substitute for OV (-1 FC). Being able to travel
at FTL does not give a Character the ability to know where he is
going, requiring Scholar (Space Navigation/Astrogation) or a sim-
ilar Advantage.

. s | Fac :

This Power allows a Character to transform his entire
physical form into a liquid. The Fluid Form is a buffer against
Physical Attacks since they will essentially pass through the
Character or he simply flows around them. Add the APs of Fluid
form to the Character's OV and RV against these Physical
Attacks, but due to lack of cohesion reduce his Strength by 1 AP
per AP of activated Fluid Form, down to a minimum of 0. An
Automatic Action is required to both enter and leave Fluid Form,
and a Character may not transform both into and out of Fluid
Form in the same phase.

A Fluid Form is not necessarily a watery liquid and may
even be gelatinous or made of small granules like a sand crea-
ture. By flowing as a wave or pouring himself, a Fluid Form may
travel at a speed equal to the APs of Fluid Form (maximum
movement is 8 APs per phase, regardless of the Character's APs
of Power). In Fluid Form, a Character may flow through the
cracks and holes of physical structures at a speed equal to APs
of Fluid Form minus the APs of Shrinking required to pass
through the holes.

Fluid Forms do not allow special breathing or movement
in their base elements, so Characters should purchase Water
Freedom, Swimming or other Powers as appropriate. A Fluid
Form split into separate parts cannot reform until it is back
together, unless the Character has Split or Anatomical Division
Powers.

A Fluid Form may attempt to smother an opponent by
flowing into his breathing orifices and drowning him, but this is
considered Killing Combat. Smothering requires a successful
combination Trick Shot Grappling Attack (+2 Column Shifts to the
opponent's OV) against the opponent, who will take Drowning
damage until he breaks the Grapple. The Fluid Form Character
may replace all instances of Strength in subsequent Grappling
attacks with APs of Fluid Form.

This Power may be purchased with special Factor Cost
Bonuses. Does not lose APs of Strength in Fluid Form (+2 FC).
Partial Solidification (+1 FC). Partial Solidification allows the
Character use an Automatic Action to solidify parts of his body
while keeping the rest fluid. While partially solid, the Character
does not lose any points from Strength, but the solid parts may
be attacked with an appropriate Trick Shot based on the amount
of solid body. The APs of Fluid Form only add to the RV of par-
tially solid parts. Partially solid Fluid Forms may still flow as nor-
mal but might not be able to move entirely through cracks and
holes until fully liquid.

Fog allows a Character to use any atmospheric moisture
to form a dense fog, which obscures vision and vision-related
Powers (such as Sonar, Thermal Vision, Ultra Vision, and X-Ray
Vision). The OV/RV of an attempt to see through the fog using
one of these Powers is equal to the Character's APs of Power.
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Any attacks made by Characters within the fog receive a +2
Column Shift modifier to the OV. The APs of Fog plus five equals
the volume (in APs) of fog co ver, which must take the form of a
simple sphere unless conforming to an enclosure.

The fog created by this Power will travel with the
Character, if so desired, provided the Character is not traveling at
a speed (APs of distance per phase) surpassing the APs of Fog
Power. A wind or volume of air moving faster than the APs of
Power will instantly dissipate the fog.

This Power may be purchased with a special +1 Factor
Cost Bonus: Fog Does Not Inhibit User's Vision.

This Power allows a Character to create a field of
Physical energy to protect his own body. The APs of Power are
added to the Character's RV against Physical Attacks.

A Force Field is spherical in form and centered around
the Character of origin. A field shelter may be generated at the
same APs of volume as the Power's APs, protecting all
Characters within the field. No Physical Attacks with exterior tar-
gets can be made from within the field.

Force Field with Range Bonus enables a Character to
create a Force Field at a distance equal to the Range (not just
around himself), changing Force Field into an Auto/Dice Power.
Projecting at Range allows the Character to protect or entrap
another Character with a "force bubble". Trapping an unwilling
target is a Dice Action with AV/EV equal to the Character’s
Dex/APs of Power and OV/RV equal to the target's Dex/Str. Any
RAPs means the target is trapped until he breaks free. OV/RVs
of an attempt to break free of a Ranged Force Field equals the
APs of Power initially used.

This Power may be purchased with a special Factor
Cost Limitation: Field Protects Power User Only (-2 FC).

This Power may be purchased with a special Bonus:
Can Attack Through Field. This Bonus allows Physical Attacks
with exterior targets to be made by Characters within the Field.
The creator of a Field with this Bonus may decide which side of
the field may be attacked through, helpful to know when the
Power is used to trap targets. The Can Attack Through Field
Bonus doubles the Base Cost of the Power (to 60) and adds to
the Factor Cost (+1 FC).

This Power gives a Character the ability to shape energy

into solid constructs. The Character can create any object
desired out of this formidable energy. Created objects have total
APs in Physical Attributes and Powers equal to the Character's
APs of Force Manipulation. The Character may divide the Power
APs between the object's Physical Attributes and Powers as
desired. Created objects have a maximum volume in APs equal
to the APs of Power.

An object created by Force Manipulation is allowed to
have a Body of 0, but if the object is touched, or after it contacts
something else (after delivering any damage to the target, if nec-
essary) the object will disappear and must be recreated. It costs
an Automatic Action to create (or recreate) a Force Manipulation
object, and it costs a Dice Action to use a created Force

Manipulation object for a Dice Action.

Note that when making an attack using an object creat-
ed by Force Manipulation, the AV of the attack is not equal to the
APs of Power; it is determined by the Powers possessed by the
object or its Dex where appropriate. In some cases, the
Character's Dex or Weaponry Skill can be used as the AV, sub-
ject to GM discretion.

Example: Bob the Magnificent (Force Manipulation of
20 APs) can create a boat with 10 APs of Body, 5 APs of Str, and
a speed of 5 APs (the Swimming Power). Alternately, he might
make a club with an EV of 20, but the club will vanish after deliv-
ering its damage.

A Character may create more than one object at a time,
but his APs of Force Manipulation must be split up among all cre-
ated objects. Of course, regardless of how many objects he has
created he can only make one Dice Action per phase.

Usually, objects created can only possess APs of
Physical Attributes and Powers, but they may have Mental
Powers if those Powers have an obvious physical derivation.

Example: Bob the Magnificent could create a huge
magnifying glass to focus the rays of the sun into the Laser Beam
Power but could not make a laser gun that accomplished the
same effect, since it would not have an obvious physical source.

Mental Powers that can be mimicked by Force
Manipulation include (but are not limited to): Air Control,
Extended Hearing, Laser Beam, Magnetic Control, Microscopic
Vision, Reflection/Deflection, Remote Sensing, Sensory Block,
Telescopic Vision, and Water Control.

This Power allows a Character to create a shield of

physical energy, which provides protection from Physical Attacks.
Anyone protected by a Force Shield has the APs of Power added
to his RV against Physical Attacks.

The Force Shield called into being is circular in shape,
possesses an approximate diameter of four feet, and can be pro-
jected at Range. Such a shield is useless against attacks origi-
nating from behind the Character unless the Character establish-
es the shield there, in which case the Character is defenseless
against frontal assault.Even if a Force Shield is up, the Character
may attack around the sides of the shield to targets in front of
him.

This Power enables the user to increase or decrease the
coefficient of friction on a generalized area. Adjusting the level of
friction on a target area is a Dice Action with both AV/EV equal to
APs of Power and both OV/RV equal to the target area size in
APs. If used on a moving target, such as a Character, OV equals
the target's Dexterity of APs of Movement, only if greater than the
APs of target area. RAPs achieved may be used to increase or
decrease the friction of the target, and the effect lasts for RAPs
amount of time. An Automatic Action must be spent each round
to maintain the Friction Control effect on a moving target.

To simulate increased friction on an object being moved
through an area, add the RAPs of Friction Control to the weight
of the object, and to simulate decreased friction, subtract the
RAPS from the weight. The object's weight does not actually
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change, but is simply adjusted since the changed friction makes
it tougher or easier to move the object. If total RAPs are greater
than an object's weight and the area has increased friction, the
object will be stuck and will defy gravity if the area is a wall or
ceiling. If the area has decreased friction, the object becomes
effectively frictionless and slides in the direction of any slope or
remains in motion in a straight line if moving on a level surface.

Attempting to pick up or otherwise grip an object with
decreased friction, which has no gripping surfaces such as a
handle, is an Automatic Action if the Character's Dexterity
exceeds the RAPs applied. Otherwise, it requires an Action
Check with AV/EV equal to Dex/Dex and OV/RV equal to the
RAPs of Friction Control and achieving any RAPs allows the
object to be picked up.

A Character unknowingly entering an area of altered
friction is automatically Physically assaulted with AV equal to
RAPs of Friction Control and EV equal to Movement Speed and
OV/RV equaling the target's Dex/Weight. RAPs are applied to
the Character's Current Body to simulate damage from tripping or
slipping.

Increasing the friction of an area will slow or even immo-
bilize a target moving through the area. Entering an area of
increased friction reduces the Speed of movement by the RAPs
applied. Any Movement action (including Dodging) while in an
area of increased friction is reduced by the RAPs applied. In
order to ignore the reduction, a Character must either Push his
Movement ability (usually Dexterity, but possibly Running or
another Movement Power) as normal or use a Dice Action for
Movement with AV/EV equal to Str/Str and OV/RV equal to RAPs
of Friction Control.

RAPs aghieved from the Action Check are applied to the
Character's APs pf Movement, up to maximum normal move-
ment. By increasing the friction of a Character, he may be immo-
bilized, as RAPs achieved will reduce both his Movement and
Dexterity. This sort of attack may even be made against a
Character in-flight, who will hang helplessly in the air. A
Character assaulted in such a manner can ignore the reductions
to Movement and Dexterity as explained above.

Decreasing the friction of an area may cause targets in
the area to lose their balance and coordination. If RAPs are
greater than a target's Dexterity, standing in an area of reduced
friction will require an Automatic Action. While moving through an
area of reduced friction, a target will not be able to alter his
Speed or change his direction of movement without an Action
Check with AV/EV equal to Dex/Dex, OV equal to RAPs of
Friction Control, and RV equal to current Speed. APs of Joined
and Cling Powers can be used to increase the EV of the roll. If
this Action Check is failed, the Character could end up perform-
ing an unnecessary Charging Combat Maneuver into a wall or
other object. By decreasing the friction of a Character, he may
be forced to fall and flounder as RAPs achieved will reduce both
his Movement and Dexterity (but not his Speed), and if the target
is standing on a slope, he will slide uncontrollably downhill. APs
of Joined and Cling Powers can be used to increase the RV
against such an attack.

The user of this Power may reduce his own friction in
order to skate along a solid surface at APs of Power, up to a
maximum of 8 APs. The APs of Friction Control may be used as
the AV/EV of a Physical Attack against any mechanical gadget
with modifiers provided by the GM to represent belts slipping or
gears seizing. The drivers of vehicles moving on a surface of
increased friction reduce the OV of any Vehicles (Land) Skill roll
by RAPs of Friction Control, but increase the OV by RAPs if the
surface has decreased friction. Increasing the friction on a wall
or a Character allows the RAPs to add to the AV of any Climbing,
Cling, or Grappling attempts, and add to APs of Joined, while

and decreasing the friction will increase the OV of the attempts
and subtract from the APs of Joined. A Glue or Snare attack with
increased friction has the RAPs add to the EV of these assaults,
but decreasing friction reduces the EV.

Friction Control may be used against the insides of a
target Character, causing bodily functions to behave improperly
as the heart cannot beat, blood cannot flow, or oxygen in the
lungs ceases to move. The OV/RV of such an attempt equals the
target's Dex/Body, and RAPs applied are always considered
Killing Combat damage.

This Power may be purchased with the following
Limitations: Friction Increase Only (-1 FC), Friction Decrease
Only (-1 FC).

A Character with Frostbite can cause his body to
become so cold that he can damage others simply by touching
them. This field of cold will continue for as long as the Character
with Frostbite desires (through the expenditure of an Automatic
Action each successive phase) or until he falls unconscious.

Any cold-based attack against a Character with Frostbite
is made with the Character's APs of the Power added to his RV.
Conversely, the Character's RV receives a -2 Column Shift penal-
ty against fire or heat-based attacks. Characters who have both
Frostbite and Icing do not suffer from a -4 Column Shift penalty
vs. heat-based attacks, only a -2 Column Shift penalty.

Any person or object touched by, or touching a
Character with an activated Frostbite Power (including contact
made in hand-to-hand combat) incurs a Physical Attack with
AV/EV equal to APs of Frostbite; this special attack form does not
count as an Action for the Frostbite Character. The APs of Power
may be substituted for a Character's Str as the EV for a hand-to-
hand attack.

Frostbite causes the air around the Character to chill.
For every 3 APs of Frostbite, add 1 AP of distance from which
others can feel the coldness generated by the Character. A
Character with 10 APs of Frostbite, for instance, is so chilly that
characters 3 APs away can feel the air cool down.

This Power allows its user to see anything within a full
360-degree circle around his person.The APs of Full Vision is the
maximum Range at which an object can be seen using the
Power. It is impossible to Blindside someone with the Full Vision
Power (see page 150), unless the attack originates at a distance
(in APs) greater than the Character's APs of Full Vision.

Example: A Character with 6 APs of Full Vision would
be unable to notice an Energy Blast originating 7 APs away in
time to react.

This Power may be used with other vision powers, which
are not already 360° in effect (such as Ultra Vision, and Thermal
Vision). When using a vision Power in conjunction with Full
Vision, the Power will function up to a Range in APs equal to the
Power's APs or the APs of Full Vision, whichever lower.

Example: A Character with Full Vision at 9 APs and
Ultra Vision at 13 APs would be able to use his Ultra Vision at 13
APs if looking forward, but only at 9 APs when looking through
the range provided by Full Vision.
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APs of distance equal to the sum of the APs of Power and the
APs of height the Character begins above the ground.

Example: A Character with Gliding of 2 APs jumps from
the roof of an eight-story building which is approximately 3 APs
above the ground. From this height, he may glide to the ground 5
APs distant. .

A Character with Gliding travels at a speed equal to the
APs of Power in distance per phase. It would take the Character
in the previous example 3 phases to travel the full 5 APs. ‘

At higher AP values, the Gliding Power may become
unrealistic. Unless strange powers or alien physics are in play (or
the Gamemaster simply does not care;this is a super hero game
after all) GMs may want to exercise discretion before allowing an
AP amount of Gliding they judge inappropriate.

A Character with the Power of Glue can emit a sticky
substance, which glues the target to the ground or surrounding
terrain upon a successful Action Check. To glue a target, a
Character makes an Action Check using the APs of the Power as
the AV/EV against the target's Dex/Str as the OV/RV. Positive
RAPs indicate that the target cannot move and has his Dex and

/5:.&

Initiative reduced by the APs of the Glue attack until he breaks
free.

In order to break free, a glued Character must make a
successful Action Check (i.e., gain one or more RAPS) using Str
as both AV and EV against OV/RVs equal to the RAPs gained by
the original Glue attack.

This Power allows a Character to decrease the pull of
gravity on any given object.The Character can subtract the APs
of Gravity Decrease from the weight of any object (most human
Characters weigh 2 APs).

An object whose weight has been completely negated
through the use of this Power will float in place unless somehow
propelled. If fewer than the full APs of Power are needed to can-
cel the weight of an object, the Character can propel the object at
a speed equal to the remaining APs of the Power.

Example: A Character with Gravity Decrease of 15 APs
can propel an object weighing 2 APs (such as himself) upwards
at a speed of 13 APs per phase (15 -2 = 13).

This Power allows a Character to increase the pull of
gravity on any given object. If the target is an inanimate object,
the Character simply adds the APs of Power to the target's
weight. If the target is another Character, the Power user must
make an Action Check against an OV/RV equal to the target's
Dex/Str.

If the Action Check succeeds with RAPs equal to or
exceeding the target's Str, the target is considered to be
Grappled with a Str equal to the APs of Gravity Increase (see
page 146). In addition, any RAPs exceeding the target's Str are
taken as damage to the target's Current Body Condition.

Growth allows a Character to increase his size. For each
AP of the Growth Power engaged (a Character need not grow to
maximum size) the following effects occur:

¢ 1 AP is added to the Character's RV against Physical
Attacks.

¢ 1 AP is added to the Character's weight and volume.
¢ 1 AP is added to the Character's Str.

Additionally, for every three APs of Growth engaged, a
Character's height is.increased by 1 AP (starting at a base of 0
APs), and he gains +1 AP to his Running (1 to 2 APs of Growth
engaged has no effect on Running, while 3 to 5 adds 1 AP, and 6
to 8 adds 2 APs, etc.) For every 5 APs of Growth activated, the
Character adds one AP to Swimming speed. A Character with at
least 5 APs of Growth may perform a Sweep Attack (see page
148) as a hand-to-hand attack, and one with at least 10 APs may
make 1 AP Area hand-to-hand attacks.

As a Character becomes larger, he becomes easier to
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see and hit with attacks. As a result, for every two APs of Growth
engaged, a Character's OV against Physical Attacks and
Perception Checks decreases by one AP (1 AP of Growth
engaged has no effect on OV, while 2 to 3 APs engaged decreas-
es the Character's OV by 1 AP, and 4 to 5 APs engaged decreas-
es OV by 2 APs, etc).

When purchasing this Power, a Character has the option
of selecting a special -5 Factor Cost Limitation: Growth Does Not
Cause Str Increase.

This Power allows a Character to "see" with his finger-
tips. The Character can read a newspaper by feeling the ridges of
the ink, feel the vibration of a smoothly running machine through
a thick wall, or listen to phone conversations by touching the
phone lines. A Character using Hypersensitive Touch makes an
Action Check using the APs of Power as AV/EV against OV/RVs
determined on the following table (additional OV/RV assignment
at GM discretion). Any positive RAPs indicate success in an
attempt.

Cost: 5
This Power allows a Character to mesmerize a victim.
The use of Hypnotism is an Action Check with the AV/EVs equal
to the APs of Power and OV/RVs equal to the opponent’s
IntMind. The Hypnotizing Character may implant suggestions as
he wishes, up to the number of RAPs received on the Check.

The Character must divide the RAPs earned between
each of the implanted suggestions as desired. The completion of
each suggestion is then treated as a separate Action Check with
the AV/EVs equal to the RAPs allocated by the Character and
OV/RVs equal to the opponent’s Int/Mind. If an Action Check
succeeds, the victim carries out the suggestion.

A Hypnotism victim will not do anything completely
against his motivations or beliefs, but a clever Character can
often get around this restriction. If someone attempted to
Hypnotize Striker into injuring the President, for example, the
attempt would fail, but the person could possibly Hypnotize
Striker into believing that the President was actually a villain, pos-
sibly creating the desired resuilt.

Example: A Character with 10 APs of Hypnotism tries to
Hypnotize another Character who has an Int/Mind of 3/2. First,

. the Power user makes an Action Check and receives 10 RAPs.
The user then tries to implant three suggestions, allocating 3
RAPs to each of the first two, and 4 RAPs to the third.

The first suggestion is that the victim will a carry a pack-
age with a switch (a bomb made by the Power user) into the vic-
tim’s office. The second suggestion is that the victim will flip the
switch (activating the bomb) and leave the office. And the third
suggestion is that the victim will forget everything that occurred.
Each of these suggestions must be resolved as a separate
Action Check.

The Power user first rolls to see if the victim will take the
bomb into the office (AV/EVs of 3/3, OV/RVs of the 3/2, 1 RAP
necessary for success). Then the user rolls to see if the victim
will activate the bomb and leave the room (Similar AV/EVs and
OV/RVs). Finally, the user rolls to see if the victim will forget
everything which occurred (AV/EVs of 4/4, OV/RV of 3/2). If the
implantation of any of these suggestions fail, the victim will break
the Hypnosis and all the ensuing suggestions will be obliterated.

This Power allows a Character to summon into exis-
tence an actual creature of living ice that will follow the
Character’s instructions for a length of time equal to the
Character’s APs of Ice Animation. At the end of this time, the
creature will disperse into ice and water. '

A Character using Ice Animation divides the APs of
Power into two numbers as desired. The first number serves as
the creatures Dex, Str, and Body while the second number
servers as the creature’s Infl, Aura, and Spirit against Mystical
Attacks. Ice creatures do not possess Mental Attributes and are
therefore immune to all Mental Attacks.

The ice creature has the Icing Power with APs equal to
APs of Aura. The creature occupies a volume equal to its APs of
Str and moves at a Speed equal to its Dex. In addition, an ani-
mated ice creature suffers a -2 Column Shift modifier to its RV
against heat-based attacks. '

This Power allows a Character to move and control vol-
umes of ice. Ice Control does not, however, give the Character
the ability to generate ice (as does Ice Production), only the abili-
ty to control and manipulate pre-existing ice formations. Ice
Control has a number of useful effects, including:

¢ The ability to hurl ice at a target to cause damage.
This is treated as a Physical Attack with AV/EVs equal
to APs of Power and OV/RVs equal to the target’s
Dex/Body.

¢ The ability to surround oneself with ice formations
which will provide defense against Physical Attacks (APs
of Ice Control being added to the Character’s RV).

¢ The ability to move volumes of ice. AV/EVs are equal
to the APs of Power while OV/RVs are equal to the APs
of the volume of ice to be moved. RAPs equal the dis-
tance (in APs) which the ice is displaced.

This Power allows a Character to create volumes of ice
from thin air. The ice produced may be formed into any shape the
user desires, such as a wall, an ice dagger, a bridge, etc. Ice
Production has a number of useful applications:

* The User may make solid ice constructs, such as
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walls, bridges, etc., with volume and Body both equal to
the APs of Power.

® The user may create an "ice slide" to move along the
ground at a distance per phase equal to the user's APs
of Power (maximum movement rate is 8 APs per phase,
regardless of the Character's APs of Power).

¢ The user may use Ice Production to create an "ice bar-
rier." In this case, the user's APs of Power are added to
the RV against Physical Attacks. Such a Character will
be unable to enter Physical combat while within the bar-
rier.

* The user may make a simple Physical Attack using the
APs of Power as AV/EV.

¢ The user may trap a target in a block of solid ice. Make
an Action Check with AV/EV equal to the APs of Power
and OV/RVs equal to the target's Dex/Str. RAPs from
this Action Check equal the ice APs that have trapped
the target as well as the volume of ice created.While
the target is trapped, his Dex and Initiative are reduced
by the APs of ice, and he cannot move. To break free,
the target must make a successful Physical Attack (i.e.,
earn positive RAPs) against OV/RVs equal to the RAPs
of the successful Ice Production attack.

Volumes of ice created with this Power will melt after
APs of time equal to the Character's APs of Power. All
Constructs created by this Power have -2 Column Shift modifiers
to their RV against fire- or heat-based attacks.

Note that trapping a target in a block of ice may be con-
sidered Killing Combat under certain Genres. A target may be
trapped under a shell or small outer layer of ice instead of a liter-
al block of ice, as the Character creating the ice determines the
final shape of the ice . The Character trapped inside the ice block
can still suffocate (GMs should assume that the trapped target
has 7 APs (eight minutes) worth of air assuming the dome is air
tight.

In more realistic genres, Characters covered in ice will
also begin to freeze to death. Each phase, make an Action
Check with AV/EV equal to the RAPs earned in the trapping
Action Check and the target's Body/Body as the OV/RV. RAPs
are applied as Killing Combat damage.

Icing allows a Character to cover himself with a sheet of
ice and not incur any damage. The APs of Icing are added to the
Character’s RV against ice- or cold-based attacks.

Against fire- or heat-based attacks, such a Character
suffers a —2 Column shift modifier to his RV. APs of Icing may
also be substituted for the Character's EV when making hand-to-
hand attacks.

This Power allows a Character to make others see what
he wants them to see. The lllusion Power does not create matter
where there is none, but it may alter the appearance of existing
matter. An illusory staircase could not be climbed, but a rickety
staircase could be made to look as good as new. Since an illu-
sion is unreal, it cannot negate material reality. A wall could be

disguised or made invisible, but- anyone who tried to pass through
the wall would still hit it.

The APs of the lllusion Power serve as both the amount
of time an illusion will remain believable and the maximum vol-
ume the illusion can occupy. The Power user could, however, cre-
ate an identical illusion just before an illusion was to expire, effec-
tively "resetting the clock” on the illusion's believability.

The APs of Hlusion also serve as OV/RVs to any
Perception Checks made to determine whether or not an object
is real. If a Character suddenly saw a huge golden city in the mid-
die of the desert where a moment ago there was none, he could
make a Perception Check to determine whether the city was real
orillusory.

The GM should make all Perception Checks for the
Character in secret, determining the number of Hero Points the
Character wishes to spend on AV/EVs before rolling the dice. In
this manner, a Character who attempts to detect an-illusion and
fails will be unable to tell if the object truly exists or if it is simply
beyond his powers of detection to penetrate the illusion.

An illusion itself cannot cause Physical damage, but a
living target can believe that he has been hurt, causing great
mental strain (RAPs of the illusion doing normal Mental
Damage). If the Illlusion Power is used to create an illusion of a
living creature or anything else capable of damaging an oppo-
nent, the creature or object created will fight with Attributes,
Powers, and Skills equal to the user's APs of lliusion (an illusory
dragon cast by someone with 10 APs of [lusion would have a 10
Dex, 10 Str, 10 Body, 10 APs of Flight, and 10 APs of Flame
Project; an iflusory bomb would have 10 APs of the Bomb
Power). .
Damage from illusory objects is sustained by the target's
Mind aithough the target may believe the damage to be Physical.

Interface enables the user to link mentally to all but the
simplest gadgets and mechanisms, controlling them at the lowest
level. Rather than just turning the wheel and pressing the pedals
of a car, part of the Character’s mind is one with the vehicle, and
he can move it with his will, but the device cannot do anything it
is not normally capable of doing.

Upon touching a Gadget, the Character can utilize the
abilities of the Gadget on his own. The APs of Interface act as
APs of whichever Skill is appropriate to use the object/Gadget. If
the Character has the Skill, he may use his Skill's APs if they are
higher than his APs of Interface. If the Character is Unskilled,
any normal Unskilled use penalties apply.

Example: When interfacing with a car, the Interface
Skill is Vehicles (Land) Skill. Interfacing with a rifle uses the
Weaponry (Firearms) Skill. Interfacing with security systems
grants the Thief (Locks and Safes) or Thief (Security Systems)
Skills. Interfacing with an unknown or general device grants the
Character Gadgetry (Identify) or the Scientist (Analysis) Skill as
appropriate. '

Any knowledge gained through Interface use is relating
to the workings of the particular object. The Skill gained may
only be used to work the object touched, and as soon as the
Character lets go of the object, he loses access to any Skills.
APs of Interface must be distributed among multiple interfaced
devices, and the maximum number of devices a Character can
Interface at one time equals his APs of Power.

Because they are interfaced, if the object the Character
is connected to takes damage, he may receive dangerous feed-
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back. The RAPs of damage the object receives act as an AV/EV
against an OV/RV equal to the Character's Mind/Mind. Any
RAPs are applied as Killing Combat Mental damage.

Example: A car takes 3 APs of Body Damage. A
Character Interfaced with the car is attacked with AV/EV equal to
3/3 against his Mind/Mind.

This Power allows a Character to become impossible to
detect to one sense. The sense that the Character is invisible to

must be chosen when the Power is purchased: Sight, Hearing, or
Smell/Taste (Smell and Taste count as one sense for the purpos-
es of this Power). Note that if you want to be "invisible" to the
Touch sense, you must purchase the Dispersal Power (see page
60).

When a Character activates this Power, he becomes
impossible to locate with the normal sense(s) to which he is invis-
ible. Special perception Powers may be used to locate an invisi-
ble Character by making an Action Check using the APs of
Power as the AV/EV and the APs of Invisibility as the OV/RV.
Positive RAPs indicate that the invisible Character is located.
Characters who have successfully located an invisible target in
this way are not affected by this Power until the invisible
Character has taken steps to disguise his location again.

Characters without perception Powers may also attempt
to locate an invisible Character with their other senses, but it is
much more difficult.First of all, they must have some reason to
suspect the invisible Character's presence (GM's discretion).
Then, they must make a Perception Check (see page 156)
against OV/RVs equal to the APs of Invisibility. If the RAPs
scored are equal to or greater than the RV, an attack may be
launched with +1 Column Shift to the OV. If the RAPs scored are
at least 1/2 the RV, an attack can still be made but at a +3
Column Shift penalty to the OV.

Location of an invisible Character with normal senses
(other than Sight) only lasts until the end of the next phase, after
which another attempt must be made to spot the invisible
Character.

Attempting to guide an attack with normal senses other
than Sight is extremely difficult at best. Any such attack will suffer
a penalty of +3 Column Shifts to the OV in addition to the penal-
ties listed in the above paragraph. (Note that none of these
penalties apply if a Character successfully uses a perception
Power to locate the invisible Character.)

Characters are automatically Surprised (see page 155)
when initially attacked by undetected invisible opponents.
Immediately after being attacked, the target may attempt to
locate the invisible Character (using the appropriate method
above) with a bonus of -2 Column Shifts to the OV/RV of the
attempt.This attempt does not use up a Character's Dice Action
for that phase.

This Power may be purchased with special Bonuses that
extend the invisibility into other sense areas. The base Power
affects one of the three "senses" (Sight, Hearing, or Smell/Taste).
The other senses may be added, each for a +3 Factor Cost
Bonus. Additionally, if all three "senses" are affected, the Base
Cost of the Power is doubled (to 90). Note that Characters who
are invisible to all three "senses" cannot be located at all unless
the spotting Character has some sort of perception Power.

A Character with this Power is very difficult to kill
although it does not make him any harder to injure or knock
unconscious (for this effect, use the Skin Armor Power).

Whenever such a Character's Current Body Condition is
lowered to any negative value (meaning any value below 0O, even
beyond negative maximum Body), he makes an Action Check
using the APs of Invulnerability as his AV/EV and the absolute
value of his Current Body APs as OV/RV.

RAPs from this roll equal the number of Body points the
Character regains. If Current Body is at a negative value below
his maximum Body and the Action Check fails, the Character dies
as he would normally. In this way, Invulnerability simulates the
Character's ability to "shake off" the damage.

Example: Saint has Invulnerability at 5 APs. His
Current Body is reduced to -3 APs due to a Killing Combat
Attack. The AV/EV of his Invulnerability Action Check is 5/5
against an OV/RV of 3/3. He gains 4 RAPs, bringing his Current
Body condition back up to 1 AP.

A Character rolls an Invulnerability Action Check imme-
diately after he takes the damage that reduced his Current Body
to a negative value, forfeiting his Dice Action for this phase (or for
the next phase, if he has already acted in the current phase).

After the Check, if the Character's Current Body value is
at 0 or less but above negative maximum Body, he falls uncon-
scious and does not make another Invulnerability Check unless
his Body is reduced again.

Attempting multiple Invulnerability Checks during a
phase counts as a single Dice Action regardless of how many
Checks are made. An Invulnerability Check may be made
against the continuing loss of Current Body Condition APs sus-
tained by a Character reduced to a negative Current Body
Condition by Killing Combat.

A side effect of this Power is its ability to extend the life
of a Character; it allows a Check even if the Character dies of
disease or of natural causes (aging). The APs of Invulnerability
may be added to the Character’s OV against all Aging or Disease
attacks, such as an Aging Acceleration Cell Rot and an Age
Reducing Spiritual Drain. The actual impact of this Power on the
life span of the Player's Character is up to GM discretion.

This Power may be purchased with the following Factor
Cost Limitation: Invulnerability is used solely to counter the
affects of Aging (-5 FC).

This Power may be purchased with special Factor Cost
Bonuses: Power counteracts Mental damage (+1 FC), Power
counteracts Mystical damage (+1 FC), and Power works beyond
Negative Maximum Body (+3 FC). This last Bonus also increas-
es the Base Cost of this Power to 50 and allows Action Checks

until the Character is reduced to -100 APs, whereupon he cannot
recover.

This Power allows a Character to resist all forms of
Mental control Powers, including (but not limited to) Broadcast
Empath, Control, and Hypnotism.The APs of Iron Will are added
to the Character's RV against such Powers.

This Power does not protect a Character from Mental
Attacks (such as Aura of Fear and Mind Blast).
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This Power allows a Character to “join" himself to the
ground.While so joined (normally at the feet), a Character cannot
be Knocked Back, blown away, or otherwise moved easily. A
Character with this Power adds the APs of Joined to his RV
against potential Knockback attacks made against the Character
(the Planned Knockback maneuver, Super Breath, etc.).

This Power allows a Character to leap across great dis-
tances or to great heights through a natural or mechanical
prowess. A Character with Jumping can traverse a horizontal dis-
tance equal to the Character's APs of Power and can jump to
heights equal to his APs of Power minus 1. Horizontal movement
Speed equals the Character's APs of Jumping minus 1.

This Power allows a Character to absorb damage from
kinetic- or impact-based Attacks with Physical results, including
most hand-to-hand attacks. The kinetic energy absorbed is grad-
ually dissipated throughout the Character's system with no ill
effect. Absorbed kinetic energy cannot be diverted or changed,
only neutralized.

Characters can also absorb damage from Powers like
Projectile Weapons, Vibe, and Mental Blast, and damage due to
Knockback, Collisions, and High Speed Movement. Only up to
half (up to their APs of power) the RAPs due to an Explosion
(such as a Bomb attack) can be absorbed with the remaining half
applied normally to the Character's Current Body condition.

Characters with this Power can not absorb any types of
energy other than Kinetic and are affected as normal by energy-
based powers (Energy Blast, Disintegration, Flame Project,
Lightning, etc).

A Character with the Kinetic Absorption Power must
come into contact with the attack for the Power to function, at
which point the Character's APs of Kinetic Absorption are sub-
tracted from the RAPs of the attack (1/2 for Bomb Power or
explosions). If damage inflicted exceeds the Character's APs of
Kinetic Absorption, the Power fails and the Character sustains full
damage to his Current Body Condition.

A Character may use Kinetic Absorption on more than
one attack per phase. In this case, the Character must divide the
APs of Power between each of the attacks at his discretion; the
Character does not receive full AP protection against each attack.

If Kinetic Absorption is purchased with the Range
Bonus, it enables a Character to absorb kinetic energy released
at a distance equal to the Range (not just energy that contacts
the Character). This allows the Character to use Kinetic
Absorption to absorb RAPs intended for other targets, provided
the target is within Range.

This Power may be purchased with a special Factor
Cost Limitation: Useable Against only One Type of Kinetic Source
(-1 FC). Sources include Knockback, High-Speed Damage, and
hand-to-hand Attacks.

This Power may be purchased with a special Factor
Cost Bonus: Absorbed Kinetics Adds to Power Reserve (+3 FC).
Only a Character with both Kinetic Absorption and Power
Reserve may acquire this Bonus. APs neutralized by this type of
Kinetic Absorption must be immediately assigned as desired
among the Powers and Attributes eligible for augmentation (see
Power Reserve, page 92). This increase lasts for APs of time
equal to the Character's APs of Kinetic Absorption, minus the
RAPs absorbed from that attack. A Character may never have
more total RAPs absorbed at one time than his APs of Power
Reserve. .

Note: The increases gained by the use of this Power are
independent of the increases gained from the Power Reserve's
own APs, unless the Power Reserve has the Must Be Fueled by
Kinetic Absorption Limitation.

This Pow he Character to exude a gas attack
that the victims can only avoid by sealing breathing orifices or
fleeing the Area of Effect. All attacks with Knockout Gas are con-
sidered to have Area Effect of up to 3 APs. All targets within the
area of effect must make a roll each phase they are in the
Knockout Gas with AV/EV equal to the APs of Power and OV/RV
equal to Str/Body of the opponent. Successful RAPs are sus-
tained from the target’'s Body but always as Bashing Damage.

Knockout Gas requires an atmosphere to transmit. A
wind or volume of air moving faster than the APs of Knockout
Gas will instantly dissipate the Gas. The gas does not vanish until
an amount of time equal to APs of Knockout Gas passes (no pun
intended).

Skin Armor is useless as defense against this attack, but
any APs of Force Field, an appropriately placed Force Shield,
and Sealed Systems can keep the aroma from a target’s nose.
Targets with Analytical Smell/Tracking Scent take a -2 Column
Shift Penalty to their OV against a Knockout Gas attack.

Example: Knockout Gas of 7 against a Character with
Tracking Scent of 4, has an EV of 11.

This Power may be purchased with the following Factor
Cost Bonus: Can Enter Killing Combat (+1 FC). This Power may
be purchased with the following Factor Cost Limitation: Gas can
affect the Power User (-1 FC).

This Power fires a super-concentrated beam of light,
also known as a "laser,” as a Physical Attack against a target.
The AV/EV of this attack equals to the user’s APs of Laser Beam,
while the OV/RVs equal the target’s Dex/Body. RAPs from the
attack represent Physical Damage. Mirrors may be used to
employ the Ricochet Combat Maneuver with Laser Beams.
Laser Beams can create heat, causing a -1 Column Shift Bonus
to RV against cold-based targets.
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Factor Cost: 4

This Power allows a Character to detect the exact loca-
tions of any living beings within Range. The Character may
attempt to detect the location of a specific living being or merely
the presence of life in general. In the former case, the Character
is informed of the target's exact location; in the latter, the
Character is informed of the number of life forms within Range
and their type (i.e., three humans and one dog).

Life Sense becomes a Dice Action if the Character is
attempting to detect the location of someone who is avoiding
detection.In this case, the Character must make an Action Check
with AV/EVs equal to the APs of Life Sense against OV/RVs
equal to the target's Int/Mind.

Positive RAPs indicate success and the Character is
then entitled to the appropriate information.A specific living being
who avoids detection and is unfamiliar to (never encountered by)
the detecting Character receives a +2 Column Shift modifier to
his OV/RV.

This Power may be purchased with a special Factor
Cost Limitation: Detection is of either Specific Life Forms (-1 FC)
or Life in General (-1 FC).

Type: Dice
Factor Cost: o

This Power allows a Character to fire and control a bolt
of lightning from his body. Lightning strikes as a Physical Attack
in combat with AV/EVs equal to the APs of Power and OV/RVs
equal to the opponent's Dex/Body.

An opponent who is naturally insulated (such as a
Character using Molecular Chameleon to assume the form of
rubber) has a +2 Column Shift modifier added to his RV against
Lightning. Electronic and/or metallic devices and Characters
(such as Prometheus) receive a -2 Column Shift penalty to their
RV against the electrical Lightning.

Mysﬂcat Pow
. Type: Dice

This Power allows a Character to emit a powerful bolt of
magic energy from his body (the blast normally emanating from
the hands or fingertips).Magic Blast is treated as a Mystical
Attack with AV/EVs equal to the APs of Power and OV/RVs equal
to the opponent's Infl/Spirit. RAPs from the Magic Blast attack
represent the Mystical Damage sustained by the target's Current
Spirit from the attack.

- Type- Auto
Factor Cost ‘

Base cbst' 20

This Power allows a Character to create a field of
arcane energy to protect his own body. The APs of Power are
added to the Character's RV against Mystical Attacks. A Magic

Field is spherical in form and is centered around the Character of

origin.A field shelter may be generated at the same APs of vol-
ume as the Power's APs and protects all Characters within the
field's volume. No Mystical Attacks with exterior targets can be
made from within the field.

This Power may be purchased with a special Factor
Cost Limitation: Field Protects Power User Only (-2 FC).

This Power may be purchased with a special Bonus:
Can Attack Through Field.This Bonus allows Mystical Attacks
with exterior targets to be made by Characters within the Magic
Field. It doubles the Base Cost of the Power (to 40) and adds +1
to the Factor Cost.

Th|s Power a||ows a Character to automatlcally detect all
magic and magic-using creatures within Range. Use of Magic
Sense will only reveal that an item or Character has some form of
Mystic abilities; no information will be available relative to what
those abilities might be or how powerful they are.

As stated in the Connections Advantage, Magic Sense
can detect those with Connections to the Mystical Community.
Some campaigns may allow Magic Sense to detect the insane,
as insanity can be deemed a sort of connection with the ever-
chaotic mystical realms.

Magic Sense may be purchased with a special Factor
Cost Bonus, Detects Strength (+1 FC). Determining the Strength
of a magical target is a Dice Action with AV/EV equal to APs of
Magic Sense. OV/RV is determined as follows: Take either the
highest AP value of Mystical Power, Ritual, or Artifact that the tar-
get has, or 0 if the target has no Mystical Powers, Rituals, or
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Artifacts. Add 1 AP each for a Low Connection to the Mystical
Community, the Luck Advantage, and the Unluck Drawback. Add
2 APs each for a High Connection to the Mystical Community
and the Ultra Luck Advantage. Add 3 APs if the target has any
AP value of the Occuiltist Skill. This is the "Mystic Strength" of
the target. Check the AP value against the chart below. APs of
Obscure Power add to OV/RV. If any RAPs are achieved, reveal
the Mystic Strength to the sensing Character.

Magic Sense Strength Gauge Detection Table
Strength

~ Weak 1-2 16/16

This Power allows a Character to create a shield of
arcane energy that provides protection from Mystical Attacks.
Anyone protected by a Magic Shield has the APs of Power added
to his RV against Mystical Attacks.

The Magic Shield called into being is circular in shape,
possesses an approximate diameter of four feet, and can be pro-
jected at Range. Such a shield is useless against attacks origi-
nating from behind the Character unless the Character establish-
es the shield there, in which.case, the Character is defenseless
against frontal assault. Even if a Magic Shield is up, the
Character may attack around the sides of the shield to targets in
front of him.

This Power allows a Character to create and then con-
trol the flow of magnetic fields around his person. A Character
with Magnetic Control may utilize the Power toward a number of
applications, including:
¢ The ability to hurl metallic objects at a target to cause
Physical damage. For such an attack to occur, metallic
objects must be present. AV/EVs of the attack are equal
to the Character's APs of Power while OV/RVs are the
target's Dex/Body.
¢ The ability to defend oneself from attacks involving
metallic objects (swords, bullets, Physical Attacks by
Characters in metal battlesuits, etc.). In this case, the
Character adds the APs of Power to his OV.
¢ The ability to move metals and metallic objects.
AV/EVs are equal to APs of Power, while OV/RVs are
equal to the weight of the object(s). RAPs will equal the
distance (in APs) that the metallic mass may be dis-
placed.
¢ The ability to warp and bend a metallic object to dam-
age it. The AV/EV of this attack is the Character's APs
of Power while OV/RVs equal the target's Body/Body (or
Dex/Body if the target is moving or is a metallic
Character).

* In order to use Magnetic Control with a fine manipula-
tion, make sure to use the Universal Modifiers Table.
For example, manipulating iron in a bloodstream is
Extreme, warranting a +4 Column Shift Penalty to the
OV/RV.

This Power allows a Character to temporarily alter both
the basic shape and the molecular structure of inorganic (i.e.,
non-living) matter. The Character could, for example, turn lead
into gold or create an iron cage out of thin air.

To use Matter Manipulation, the Character must make
an Action Check with AV/EVs equal to the APs of Power and
OV/RVs equal to either the Body of the object to be manipulated
or the Body of the new object the Character is trying to make,
whichever is higher. If this Action Check succeeds, the Character
can create a new object, assigning the APs of Matter

Manipulation as desired to the object's Physical
Attributes and Powers. The volume of the created object (in APs)
must equal the volume of the original object, plus or minus the
number of RAPs scored on the check. A Character may not
affect an object that has more volume than he has APs of Matter
Manipulation.

Manipulated matter automatically returns to its original
form following a time (in APs) equal to the Character's APs of the
Matter Manipulation Power.

Usually, objects created can only possess APs of
Physical Attributes and Powers, but they may have Mental
Powers if those Powers have a physical derivation. Mental
Powers that can be possessed by objects created by Matter
Manipulation include (but are not limited to): Air Control,
Extended Hearing, Laser Beam, Magnetic Control, Microscopic
Vision, Radar Sense, Reflection/Deflection, Remote Sensing,
Sensory Block, Sonar, Telescopic Vision, Thermal Vision, Ultra
Vision, and Water Control. It is up to the GM to decide which
Powers can and cannot be possessed by created objects, as
appropriate for each object.

Example: Wraith has Matter Manipulation at 33 APs.
He could make a steel cage out of thin air. The AV/EV of the
attempt would be 33/33 and the OV/RV would be 12/12 (the Body
of steel, since it is higher than the Body of air at 0/0). If the
Action Check succeeded, Wraith would give the cage a Body of
12 APs, as well as other Attributes and Powers totaling no more
than 33 APs.

If Wraith wanted to create a speedboat from a pile of
bricks, the AV/EV would be 33/33 while the OV/RV would be 8/8
(the Body of brick). If the Action Check succeeded, Wraith could
give the boat a Str of 4, a Body of 4, and the Swimming Power
rated at 10 APs (or any combination thereof, provided the Body
did not exceed 8 and the total was 33 or less). If Wraith wanted
to turn a section of a reinforced bank wall into air so he could
pass through it, the OV/RV would be 14/14 (the Body of a bank
vault).

from his mind that is capable of causing physical harm.This force
strikes as a Physical Attack with AV/EVs equal to the APs of
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Mental Blast and OV/RVs equal to the target's Dex/Body. RAPs
equal the amount of Physical (Body) damage taken by the target.

This Power allows a Character to mentally restrict an
opponent. AV/EVs for such an attack equals the Character's APs
of Mental Freeze while OV/RVs equal the opponent's Int/Mind;
positive RAPs indicate success, with the opponent held fast and
unable to move (Dex = 0).

A Mentally Frozen opponent may attempt to free himself
through an Action Check with AV/EVs equal to the opponent's
Int/Will against OV/RVs equal to the RAPs of the successful
Mental Freeze attack. If cumulative RAPs from this Action Check
equal or exceed RAPs from the Mental Freeze attack, the oppo-
nent is released.

This Power may be purchased with the following Bonus:
Partial Paralysis (+1 FC). Power can be used on specific parts of
the target’s body (brain, heart, left arm, etc); positive RAPs indi-
cate success with the opponent's Dex halved (round up). If this
is done to a vital organ or system, RAPs resulting from use of
Power are applied as Killing Combat damage.

This Power allows its user to alter the perception of its
target, causing him to perceive (see, hear, smell, etc.) whatever
the user wishes. The mental illusion is visible only to its target,
but that person will react to it as if it were real.

To project a mental illusion, the user must make an
Action Check with AV/EVs equal to the APs of Mental lllusion
against OV/RVs equal to the target's Int/Mind. If the RAPs exceed
the victim's Mind, the victim perceives whatever the user wishes
(no telepathic or verbal contact is necessary).The illusions will
endure for a time in APs equal to the amount of RAPs exceeding
the victim's Mind. A subsequent check can be made before this
time is up to continue the illusion.

A victim-of Mental lllusion can subconsciously combat
its effects each phase by making an Action Check using his
Int/Will as the AV/EV against OV/RVs equal to the APs of the
user's Mental lllusion Power. Hero Point expenditure on the
OV/RV is not allowed.If the victim's cumulative RAPs exceed the
user's APs of Mental lllusion, the victim's perception returns to
normal.

A target under the effects of Mental lllusion can sustain
damage if he is "attacked" by the illusion he is experiencing (see
lllusion Power, page 81).Any illusory danger created will fight
with Attributes, Skills, and Powers equal to the user's APs of
Mental lllusion. Damage done by illusory assailants is sustained
by the target's Mind, although the target may perceive it as physi-
cal damage.

This Power grants the Character the ability to reshape
metal and form it into any shape desired. The Character could,
forexample, turn iron ingots into an iron cage. However, the

Character must have material resources to work with and could
not, for example, create an iron cage out of thin air, nor can he
change the type of metal used. Gold ingots cannot be manipulat-
ed into a steel cage.

To use Metal Manipulation, the Character must make an
Action Check with AV/EV equal to the APs of Power and OV/RV
equal to the Body of the object to be manipulated. If this Action
Check succeeds (any positive RAPs), the Character can create a
new object made of the same metal, assigning the APs of Metal
Manipulation as desired to the object’s Physical Attributes and
Physical Powers. The Body of the new object is equal to the
Body of the original target metal and cannot be changed.
Manipulated metal does not automatically return to its original
form, instead retaining its shape for time equal to the APs of
Metal Manipulation.

Metal Manipulation may be purchased with the following
Factor Cost Bonus: Manipulated metal remains in its new form
permanently (+2 FC).

Variants of this Power include "Substance" Manipulation,
such as Rock Manipulation, Ice Manipulation, or Crystal
Manipulation.

' This Power allows a Character to see extremely small
objects. Following is a table listing the objects that become visible
at the various activated AP levels of Microscopic Vision:

Object Visible

A Character with the Mimic Power can duplicate and
use the Str Attribute or Powers of any other Character within
Range. The APs of Mimic are the APs of time the Character can
use any Mimicked Power.

To Mimic a Power, a Character must make an Action
Check using the APs of Power as the AV/EV and the target's APs
of the Power to be Mimicked as the OV/RV. A Character who suc-
cessfully Mimics a Power receives that Power in APs equal to his
APs of the Mimicked Power's Link Attribute, plus the RAPs
received on the Mimic attempt, up to a total equal to the APs of
Power the target possesses. An attempt to mimic the Str Attribute
of an opponent has an OV/RV equal to the opponent's Str/Str.
Multi-Attacks may be made using this Power. At any one time, a
Character may only possess a number of Mimicked Powers equal
to his APs of Mimic.

Example: A Character with 10 APs of Mimic and Body
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of 5 APs tries to Mimic another Character's Energy Blast.The
Character with Mimic makes an Action Check using 10/10 (his
APs of Mimic) as the AV/EV against the target's APs of Energy
Blast as the OV/RV. If this Check gains positive RAPs, the
Character with Mimic receives 5 APs of the Energy Blast Power
(the Link Attribute of Energy Blast is Body), plus the RAPs
received on the Mimic roll (up to a total equal to the APs of
Power possessed by the target).The Character can use the
Mimicked Energy Blast for 10 APs of time (the APs of Mimic).

This Power allows a Character to negate any and all
mind-reading or mind-scanning attempts made upon him.The
Character adds the APs of Mind Blank to the RV against attacks
utilizing Powers such as Life Sense, Mind Probe, and Telepathy.

This Power allows a Character to launch a powerful
psionic attack upon another Character. The AV/EVs of this attack
are equal to the user's APs of Mind Blast while OV/RVs equal the
targets Int/Mind. RAPs from the attack represent the Mental
Damage sustained by the target from the attack and reduce
Current Mind accordingly.

This Power allows a Character to drain Mind APs from
his opponent and add those APs to his own Mind. Use of Mind
Drain is treated as a Mental Attack with AV/EVs equal to the APs

of Power and OV/RVs equal to the opponent's Int/Mind. RAPs are

subtracted from the opponent's Mind and added to the attacker's
Mind.

Results of a Mind Drain are treated as normal Mental
damage (the victim's Current Mind Condition must be Recovered,
as explained on page 142). A Character may never use this
Power to increase his own Mind higher than its normal AP level.

A Mind Field is spherical in form and is centered around
the Character of origin. A field shelter may be generated at the
same APs of volume as the Power's APs and protects any
Characters located within that volume from exterior Mental
Attacks. No Mental Attacks with exterior targets may be made
from within the field. Anyone protected by a Mind Field has the
APs of Power added to his RV against Mental Attacks.

This Power may be purchased with a special Factor
Cost Limitation: Field Protects Power User Only (-2 FC).

This Power can be purchased with a special Bonus: Can
Attack Through Field.This Bonus allows Mental Attacks with
exterior targets to be made within the Field. It doubles the Base
Cost of the Power (to 40) and adds +1 to the Factor Cost.

Characters with this Power have an increased stamina
and resistance to pain. Once a Character with Mind Over Matter
hits a Current Body, Mind, or Spirit condition of zero or less, he
makes an Action Check using APs of Power as the AV/EV
against an OV/RV equal to the total damage he has sustained.
This Action Check counts as the Character’s one Dice Action this
phase (or during the next phase, if he has already acted in the
current phase). |f the Action Check succeeds, the Character
does not fall unconscious until the next time he takes damage.
At that point, he may make another Action Check with an OV/RV
equal to the new damage total to avoid unconsciousness, and so
forth.

Example: Katana |l has Body of 6, and Mind Over
Matter of 13. He takes 7 RAPs of Bashing Damage and is
reduced to 0 Current Body. His Action Check has an OV/RV of
7/7, and he passes, staying conscious. Two phases later, he
takes another 2 points of Bashing Damage. The Action Check to
stay conscious has an OV/RV of 9/9 (9 total points of damage).
Since this has been Bashing Damage, Katana's Current Body is
still 0. The next round, Katana takes two points of Killing Combat
Damage. The OV/RV of Mind Over Matter increases to 11/11,
and his Current Body is reduced to -2.

Mind Over Matter only helps the character stay .con-
scious, it doesn’t prevent him from dying. The Invulnerability
Power is needed to prevent a character from dying. Thus in the
example above, if Katana Three has a Current Body of -2. He's
still dying as per the normal Killing Combat rules, but at least he’s .
conscious. If he takes 5 more points of Killing Combat damage,
he'll be past his negative maximum Body and will die instead of
falling unconscious if his Mind Over Matter Check fails.

This Power allows a Character to read the thoughts and
memories of other Characters. When using Mind Probe, a
Character must be searching for a specific subject or memory.
There is no limit to how far into a target's memory a Character
may search.

Use of Mind Probe requires an Action Check with
AV/EVs equal to the APs of Power and OV/RVs equal to the tar-
get's Int/Mind. RAPs are the number of Knowledge Points gained
by the probing Character. Examples of potential information
received are summarized in the Knowledge Points Chart.

Information
Learned

Knowledge
Points

12 RV

Thoughts easily recalled by the target (“| had
been planning this robbery for months.")
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This Power allows a Character to create a shield of
mental energy that provides protection from Mental Attacks.
Anyone protected by a Mind Shield has the APs of Power added
to his RV against Mental Attacks.

This Mind Shield called into being is circular in shape,
possesses an approximate diameter of four feet, and can be pro-
jected at Range. Such a shield is useless against attacks origi-
nating from behind the Character unless the Character establish-
es the shield there, in which case the Character is defenseless
against frontal assault. Even if a Mind Shield is up, the Character
may attack around the sides of the shield to targets in front of
him.

This Power gives a Character the ability to restructure
his own molecules into any material touched.A Character may
use Molecular Chameleon to assume the shape of any existing
gas, liquid, or solid.

When Molecular Chameleon is activated, both the
Character's Str and Body instantly assume AP levels equal to the
Body of the substance touched, but neither may be raised higher
than the Character's APs of Molecular Chameleon. For example,
if a Character with 8 APs of Molecular Chameleon touched rein-

forced steel with 12 APs of Body, his Str and Body would each
become 8 APs, not 12 APs.

A gaseous Character is treated as having the Dispersal
Power rated at the same APs as his Molecular Chameleon Power
(his Body stays at its original AP level). A liquid Character is
treated as having the Fluid Form Power rated at the same APs
as his Molecular Chameleon Power (his Body stays at its original
AP level). A Character using Molecular Chameleon has complete
control over his body. The Character's molecules do not "leak
away" if they change to fluid nor are they completely rigid if the
Character changes into a solid.

If Molecular Chameleon is purchased with the Range
bonus, it enables a Character to assume the form of any sub-
stance within Range, not just those substances touched.

This Power may also be purchased with a special +3
Factor Cost Bonus: Needs No Material To Copy.

This Power allows a Character to evolve or devolve a
target into a new life form. The user must make an Action Check
with his Dex/APs of Power as the AV/EV and the target's
Dex/Body as the OV/RV. If the Check is successful, the user
then rolls again on 2D10 to determine the mutative results, as
presented on the table below:

Effect (target receives)

2 APs of Growth

+2 APs of Body

2 APs of Shrinking

20 2 APs of any Power selected by the GM

Mutated creatures automatically possess the Strange
Appearance Drawback. If the target of the Mutation already pos-
sesses the Power rolled, it is increased by 2 APs. The Power
user can bestow multiple mutations upon a target, but the APs of
Power are not added if the same mutation is rolled twice; in such
cases, roll again. Mutations last for a length of time (in APs)
equal to RAPs gained on the Mutation attempt.

This Power can be purchased with a special Factor Cost
Bonus:The User Can Choose Mutation instead of rolling (+2 FC).

This Power fires a blast of magical energy as a Physical
Attack against a target. The AV/EV of this attack equals the
user's APs of Mystic Blast, while the OV/RVs equal the target's
Dex/Body. RAPs from the attack represent Physical Damage.
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This Power allows a Character to magically restrict an
opponent. AV/EVs to such an attack equal the Character's APs of
Mystic Freeze while OV/RVs equal the opponent's Infl/Spirit; posi-
tive RAPs indicate success with the opponent held fast and
unable to move (Dex = 0).

A Mystically Frozen opponent may attempt to free him-
self through an Action Check with AV/EVs equal to the oppo-
nent's Infl/Aura against OV/RVs equal to the RAPs of the suc-
cessful Mystic Freeze Attack. If cumulative RAPs from this Action
Check equal or exceed RAPs from the Mystic Freeze Attack, the
opponent is released.

This Power may be purchased with the following Bonus:
Partial Paralysis (+1 FC). Power can be used on specific parts of
the target’s body (brain, heart, left arm, etc); positive RAPs indi-
cate success with the opponent's Dex halved (round up). If this
is done to a vital organ or system, RAPs resulting from use of
Power are applied as Killing Combat damage.

Mystical Power

Mystic Link is not a distinct Power that functions alone;
rather it allows a Character to purchase a Physical or Mental
Power and utilize that Power to cause Mystical effects. For all
intents and purposes, a Mystically Linked Power's effects are
automatically considered magical, meaning that such Powers will
have a greater effect against Characters who are particularly vul-
nerable to magic. Mystically Linked Powers are detectable with
the Magic Sense Power.

Mystic Link must be purchased in conjunction with a
Physical or Mental Power. To do so, a Character must spend 10
extra Hero Points (the Base Cost of Mystic Link) in addition to the
Base Cost of the Power to be linked. The Character then pur-
chases individual APs of the Mystically Linked Power at that
Power's normal Factor Cost; the Character does not purchase
individual APs of Mystic Link.

Once a Power has been purchased through Mystic Link,
it functions exactly as described in its own Power description,
with the exception that the Power now has its Link Attribute
changed to the equivalent Mystical Attribute. Dex and Int
become Infl, Str and Will become Aura, and Body and Mind
become Spirit. Certain individual Power descriptions list specific
changes that must be made to the way the Power works if
Mystically Linked.

Example: Mystic Linked Flame Project still functions as
a Dice Action with OV/RVs equal to the opponent's Dex/Body and
still causes Physical Damage in a successful attack, but is con-
sidered a magical effect, and has the Link changed to Aura.

Note that there is a difference between "Mystic Linking"
and "linking." A Power that is Mystically Linked has its Link
Attribute changed but is not automatically linked to its Link
Attribute. Iif a Player wishes to link the Power, he must do so
using the new Mystic Attribute as the Link Attribute, receiving all
of the usual advantages and penalties for doing so (see page
24). Short notation for Mystically Linked Powers is the placement
of the letter ‘M’after the APs of the Power.

This Power allows a Character to negate one of his
opponent's Powers. Such an attack requires an Action Check with
an AV/EV equal to APs of Neutralize, OV equal to the target's
Dex, and RV equal to the APs of the Power to be negated. RAPs
are then temporarily subtracted from the opponent's APs of the
Power. Powers neutralized in this manner must be Recovered
normally (see page 142).

Neutralize can also negate Powers possessed by a
Gadget and a Character's Str Attribute (to a minimum of 5 APs).
This Power may be purchased with a special Factor Cost
Limitation: Power Only Effective Against One Specific Power (-2
FC).

se COSt. 20

This Power allows a Character to tune in on any familiar
object and become aware of its location and surroundings provid-
ed the object was in physical contact with the Character wuthnn
twenty-four hours of Power use.

Only one object may be "tuned in" by the Character at
any one time. Once the object is tuned in, the Character can use
any sense (sight, hearing, smeli, etc.) as if he were standing
alongside the object. The APs of Object Awareness equal the
maximum distance over which an object can be detected. The
mental presence of the Character using Object Awareness can-
not be sensed in any way at the object's location. Further, no
attack of any kind can be projected or received through the
object.

This Power may be purchased with a special Factor
Cost Bonus: Powered Senses Operable Through Object
Awareness (+2 FC).

This Power protects a target Character or Gadget from
specific forms of detection. The ability Obscure affords protection
from Detect, Life Sense, Precognition, Magic Sense, Remote
Sensing, and Object Awareness. Each AP of Obscure adds to
the OV/RV of the attempt to Sense or Precognition on/about the
target. To use this Power for more than one target at a time, it
must be purchased with the Area Effect Bonus. Anything within
this Obscured Area of Effect gains the benefits of the Power so
long as they remain within range.

The Omni-Arm Power allows a Character to transform
the physical shape of his own limbs into anything desired.
Material and mass of the transformed object remain the same,
but shape and function can vary. For example, arms can be con-
verted into lobster claws, hammers, or giant scissors.

When using Omni-Arm, a Character may substitute the
APs of Power for Str (including EV) when performing an action.
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This Power allows a Character to possess awesome
control over the forces of the universe. Such a Character's
Powers and abilities are limited primarily by the Character's own
imagination.

APs of Omni-Power can be used to mimic any Power or
Skill at any time. Whenever Omni-Power is invoked, however, the
Character must pay a Hero Point fee equal to the Base Cost of
the Power or Skill mimicked. A Character can mimic several
Powers or Skills at the same time but must divide his APs of
Omni-Power as desired between these Powers/Skills and pay
each Base Cost.

Powers and Skills mimicked with Omni-Power are only
available to the Character for one hour (15 APs), following which
time the Character must again pay the respective Base Cost fee
for continued Power/Skill use. A Character can automatically
cancel the availability of any mimicked Power/Skill to provide for
the use of another. Omni-Power may be purchased with a Skills
Only Limitation, reducing the Base Cost to 150.

Note that Omni-Power is in a special Power classifica-
tion in and of itself; it is not a Physical, Mental, or Mystical Power.
If necessary, Omni-Power may be linked to one half a Character's
Will (round fractions down).

Example: Jay the Magnificent possesses linked Omni-
Power. Since his Will is 15 APs, he has 7 APs of Omni-Power
(15/2 =7 (rounded down)). If Jay later increased his Will to 20
APs, he would have to increase his Omni-Power to 10 APs (20 /
2=10).

If Jay decided to turn himself invisible, he could auto-
matically use Omni-Power to mimic 7 APs of Invisibility; doing this
would cost him 45 Hero Points (the Base Cost for Invisibility). Jay
could then remain invisible for one full hour, after which time he
must again pay the 45 Hero Point Base Cost to continue using
Invisibility for another hour.

This Power allows a Character to physically restrict an
opponent. AV/EVs for such an attack equal the Character's APs
of Paralysis while OV/RVs equal the opponent's Dex/Body; posi-
tive RAPs indicate success, with the opponent held fast and
unable to move (Dex = 0).

A Paralyzed opponent may attempt to free himself
through an Action Check with AV/EVs equal to the opponent's
Str/Str against OV/RVs equal to the RAPs of the successful
Paralysis attack.lf cumulative RAPs from this Action Check equal
or exceed RAPs from the Paralysis attack, the opponent is
released.

This Power may be purchased with the following Bonus:
Partial Paralysis (+1 FC). Power can be used on specific parts of
the target’s body (brain, heart, left arm, etc); positive RAPs indi-
cate success with the opponent's Dex halved (round up). If this
is done to a vital organ or system, RAPs resulting from use of
Power are applied as Kiling Combat damage.

This Power allows a Character to take possession of an
opponent's body. Use of the Personality Transfer Power requires
an Action Check with AV/EVs equal to the APs of Power and
OV/RVs equal to the opponent's Int/Mind. RAPs must be greater
than or equal to the opponent's Mind for Personality Transfer to
succeed. '

While possessing an opponent, the Character moves his
own Mental and Mystical Attributes, Powers, and Skills, and his
own Physical Skills into the opponent (temporarily replacing the
opponent's own). Physical Attributes and Powers of the
Character are not transferred to the opponent.

While this Power is active, the body of the Character
using Personality Transfer temporarily disappears. When the
Character leaves the opponent, the body reappears within 10 feet
(0 APs) of the released opponent.

A Character successfully using Personality Transfer pos-
sesses total control over all of the opponent's Physical Attributes,
Powers, and Skills. However, none of the opponent's Mental or
Mystical Attributes, Powers, or Skills can be used by either the
possessing Character or the opponent while this Power is active
unless such usage results in a Physical effect.

A victim of Personality Transfer can subconsciously com-
bat its effects each phase by making an Action Check using his
Int/Will as the AV/EV against OV/RVs equal to the APs of the
user's Personality Transfer Power. Hero Point expenditure on the
OV/RV is not allowed.|f the victim's cumulative RAPs exceed the
user's APs of Personality Transfer, the user is forced out of the
victim's body.

This Power can be purchased with a special Factor Cost
Limitation: Body Left Behind While Transferred (-3 FC). Aftera
successful Personality Transfer with this Limitation, the user's
body is left behind, immobile and apparently lifeless. While the
Character is "possessing" another person, he remains aware of
his original body in only the vaguest sense; any time the body is
moved, spoken to, or attacked, he can make a Perception Check
(see page 156) against OV/RVs equal to the range in APs to his
body to sense what is going on. Of course, the user always has
the option of dropping the Power and retreating to his own body
at any time.

This Power can be purchased with a special Factor Cost
Limitation: Personalities Switch (-1 FC). In this case, the person-
ality of the user and the target switch bodies after a successful
attack.

A Character with Petrification has the ability to turn the
flesh of a target into stone. The AV/EV of the attack is the
Dex/APs of Power, while the OV/RV of the target equals his
Dex/Body. Inanimate objects defend with OV/RV of Body/Body. If
the RAPs achieved exceed the target's Body, he becomes a
stone-like statue, unable to move.

The target’s Dex is reduced to 0, and Initiative is
reduced accordingly. Even if the target's Body was higher or
lower, his APs of Body are changed to 9, the Body of stone. For
all intents and purposes, his OV/RV against Physical attacks is
now 9/9 until Petrification wears off.
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A petrified target is a statue for an amount of time equal
to RAPs achieved. A petrified target may attempt to change back
to normal through an Action Check with AV/EV equal to his
Body/Body against OV/RVs equal to the original RAPs of
Petrification achieved. If cumulative RAPs from the Action
Check(s) equal or exceed the RAPs achieved against the target,
he turns back to normal. Cumulative Petrification attacks against
a petrified target have no effect.

This Power may be purchased with the following Factor
Cost Bonus: Partial Petrification (+1 FC). Power can be used on
specific parts of the target’s body (brain, heart, left arm, etc); pos-
itive RAPs indicate success with the opponent's Dex halved
(round up). If this is done to a vital organ or system, RAPs
resulting from use of Power are applied as Killing Combat dam-
age.

Petrification may also be purchased with the following
Factor Cost Bonus: Variable Material (+2 FC). Instead of 9 APs,
the user may choose the APs of Body of the stone into which the
target is transformed, the maximum APs equal the target's origi-
nal Body plus RAPs achieved, and the minimum is a Body of 1.
Petrification may be purchased with the Cumulative Petrification
Bonus (+1 FC). Additional attacks against a petrified target
extend the maximum time as a statue by RAPs achieved, and
these RAPs add to the total RAPs against the target.

is Power allows a Character to create a great irra-
tional fear in the mind of an opponent.Use of Phobia automati-
cally manifests an itlusion of whatever is most feared by the
opponent (this illusion can only be seen by the opponent).

Use of Phobia requires an Action Check with AV/EVs
equal to the APs of Power and OV/RVs equal to the opponent's
Int/Mind. RAPs must equal or exceed the opponent's Mind for the
attack to succeed, in which case the opponent can do nothing but
quiver in fear for a time (in APs) equal to the RAPs earned by the
Phobia Action Check.The effects of Phobia are instantly can-
celed if the using Character exits Range, is knocked uncon-
scious, or decides to voluntarily release the opponent.

A Character subject to Phobia can attempt to free him-
self from the effects of the Power each phase by making a Mental
Attack with AV/EVs equal to his Int/Mind against OV/RVs equal to
RAPs scored by the original Phobia Action Check. If one of these
rolls succeeds, the Character is released from the Phobia with no
residual effects.

This Power allows a Character to take complete control
over local plant life. A Character with Plant Control may utilize the
Power toward a number of applications, including:

¢ The ability to cause an appropriate plant (vine, tree,
etc.) to whip out one of its appendages to attack an
opponent.This is treated as a Physical Attack with
AV/EVs equal to the APs of Plant Control and OV/RVs
equal to the opponent's Dex/Body.

¢ The ability to cause an appropriate plant to wrap itself
around an opponent in order to restrain him.This is
treated as a Grappling Attack (see page 146), with the

AV being equal to the APs of Plant Control and Str
equal to the plant's Body.

* The ability to move a mass of plants from one area to
another. AV/EVs of such an attempt equal the APs of
Plant Control while OV/RVs equal the volume of plants
to be displaced. RAPs indicate the distance the plants
may be moved.

Plant Control only controls pre-existing plant life. It does
not summon new plant life into being, as does Plant Growth. In
addition, appropriate plants must be present for a Character to
implement any of the attack forms previously described. A:
Character could not attempt to Grapple someone with the short
grass of a putting green.

This Power allows a Character to rapidly increase the
growth rates of natural plant life. AV/EVs of such an attempt
equal the APs of Plant Growth while OV/RVs equal the volume of
plants to be grown. RAPs are instantly added to the plants' vol-
ume (either increasing the plants' sizes or the area over which
they grow, Character's choice). Plants grown through this Power
will remain grown until the user voluntarily returns them to their
original condition and can later be controlled using Plant Control.

Example: A Character with Plant Growth of 30 APs is
attempting to use his Power on a 20 AP volume forest (the AV/EV
is 30, the OV/RV is 20/20). If the Character were to roll an 11, he
would net 15 RAPs, and the forest could grow up to a volume of
35 APs, at the Player's discretion.

In addition, a Character with Plant Growth of 15 APs or
more can make a special Physical Attack in which he causes the
microscopic plant life that resides in the intestines of a living
creature to expand, thus damaging the opponent.The Character
must decide-how many APs of Plant Growth to use in the attack
(between one (1) and full APs).This number is used as AV/EVs
of the attack with OV/RVs equaling the opponent's Str/Body.
Depending on the Genre Rules being used (see page 219), this
type of attack may be considered Killing Combat.

A Character with this Power is able to generate a sub-
stance that irritates the skin on contact, causing damage to an
opponent. Initial attack is made with the user's Dex/APs of Power
as AV/EV and the opponent's Dex/Body as OV/RV, respectively,
the opponent sustaining RAPs of damage.

In successive phases, the opponent is further attacked
by an AV/EV equal to the APs of Poison Touch against the vic-
tim's Body/Body as the OV/RV. These attacks continue each
phase until one of them fails. These continuing attacks simulate
the spread of the poison through the opponent's body. The
attacker may not make another attempt to Poison Touch the vic-
tim until the previous attack fails, so cumulative attacks are not
possible.
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This Power allows a Character to touch an object and
sense what has happened to that object in the past. Such an
attempt requires an Action Check with AV/EVs equal to the APs
of Postcognition and OV/RVs equal to how far back (APs of time)
the Character wishes to probe.

RAPs from a Postcognition Check equal the number of
Knowledge Points gained by the user; 1 RAP would be a series
of fuzzy impressions;while RAPs equal to one-half (1/2) the
Check's RV would give a fairly detailed picture, and RAPs equal
to or greater than the Check's RV would give the Character a
mental image as strong and clear as if the object had eyes to see
the events.

Example: A Character with 9 APs of Postcognition
wants to know what happened to a bullet two hours ago. The
AV/EV would be 9/9 while the OV/RV would be 11/11 (two hours
in APs). A successful Action Check might reveal that a man with
scarred hands loaded the bullet into a revolver, an explosion fol-
lowed darkness, and then the bullet impacted with a young per-
son.

Postcognition is a measure of the "psychic imprints" left
on an object; as such, unless someone handled the object, no
information can be derived from use of this Power. A bullet that
has been sitting in a gun on the dresser for five months could
elicit no information regarding a crime that occurred in the same
room.

POWER DRAIN
o Mental Power
. Type: Dice

Factor Cost: 9

Link:Will
Range: Normal.
BaseCost:40

This Power allows a Character to absorb the Powers of
an opponent. Such an attack necessitates an Action Check with
AV/EVs equal to the APs of Power Drain and OV/RVs equal to
the victim's: Dex/Body if the Character is attempting to absorb a
Physical Power, Int/Mind if the Character is attempting to absorb
a Mental Power, or Infl/Spirit if the Character is attempting to
absorb a Mystical Power. The Character then receives a number
of APs of the opponent's drained Power equal to the RAPs
received from the Action Check; an equivalent number of APs are
also temporarily subtracted from the opponent's APs of the
drained Power.

The Character using Power Drain maintains any drained
APs for a time equal to the RAPs of the Power Drain Action
Check.The opponent must regain lost Power APs through normal
Recovery (see page 142).

This Power may be purchased with the following special
Factor Cost Bonuses: Can Drain Physical Attributes (+1 FC), Can
Drain Mental Attributes (+1 FC), Can Drain Mystical Attributes
(+1 FC).

This Power may be purchased with a special Factor
Cost Limitation: Can Only Drain Limited Range Of Powers (-1
FC) (Fire Powers, Mental Powers, etc.); Can Only Drain One
Specific Power (-2 FC).

This Power allows a Character to establish a "pool" of
APs that he can later divide as desired and add directly to specif-
ic Attributes and Powers. The Character can redistribute APs
allocated to various Attributes and Powers through Power
Reserve at any time. Doing so in combat is an Automatic Action.

Example: A Character with a Strof 8 APs, 8 APs of
Force Field, 8 APs of Flight, and 8 APs of Power Reserve could
enter battle with a Str of 12 APs, Force Field of 10 APs, and
Flight of 10 APs. During the next phase, the Character could use
an Automatic Action to place the entire Power Reserve into his
Force Field, raising it to 16 APs, returning his Str and Flight to 8
APs.

When Power Reserve is purchased, the Character must
specify exactly what Attributes and Powers are eligible for aug-
mentation by the Power Reserve. Five Hero Points must be
added to the Base Cost of Power Reserve for each eligible Power
or Attribute past the second.

This Power can be purchased with a special Limitation:
Must Be Fueled By either Kinetic Absorption or Energy
Absorption.This Limitation can only be used if the Character also
has the Kinetic or Energy Absorption Power with the special
Bonus "Absorbed Energy Adds To Power Reserve" (see pages
73 and 83).With this Limitation the AP rating of the Power
Reserve only represents the maximum RAPs that can be
absorbed at one time. Without any absorbed energy, the Power
Reserve is empty (0 APs). Choosing either Kinetic Absorption or
Energy Absorption is a -5 Factor Cost Limitation and reduces the
Base Cost of Power Reserve to 75. If both Kinetic Absorption
and Energy Absorption can fuel the Power Reserve, the Factor
Cost Limitation becomes -4 and the Base Cost is reduced to 100.

. PRECOGNITION

Link:Will. ' Mental Power

Range: Self . Type:Dice
. Base Cost: 75 ‘Factor Cost: 3

This Power allows a Character to view the future.
AV/EVs to such an attempt are equal to the APs of Precognition
while OV/RVs are equal to how far into the future (APs of time)
the Character is trying to see. RAPs from a Precognition attempt
equal the number of Knowledge Points earned.

Example: A Character with 7 APs of Precognition tries
to see what will occur to him in one hour (10 APs).The AV/EV is
equal to 7/7, while the OV/RV is equal to 10/10.

A Character may only use the Precognition Power to
learn what will happen to himself or another living being. Images
perceived will represent a truthful image of the most important
event in which the appropriate Character will be involved during
the time period probed.Clarity of the vision is determined by the
number of Knowledge Points (RAPs) earned on the attempt: 1
RAP reveals an extremely fuzzy representation; 1/2 RV in RAPs
gives a fairly detailed picture, yet one which is still difficult to
interpret; and full RV RAPs means the Character receives a crys-
tal clear vision of future events.

Events that are perceived through Precognition repre-
sent a likely version of the future butone that is by no means
absolute. Exact details could resolve quite differently. Once a
period of a Character's future has been subject to Precognition
(whether the attempt was successful or not), no further
Precognition attempts may be made by the Character on that
particular event.
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This Power allows control over the force of chance itself.
Probability Control may be used to control the probability of a tar-
get succeeding at a task. In order to do this, the user must make
a Mystical attack against a target by rolling a Control Check with
AV/EV equal to APs of Power and OV/RV equal to the target's
Infl/Spirit, adjusted as follows. If the target has the Unluck
Drawback, the user receives a -1 Column Shift Bonus to the
OV/RV. If the target has the Luck Advantage, the user receives a
+1 Column Shift Penalty to the OV/RV, and an additional +2
Column Shift Penalty if the target has the Ultra Luck Advantage.
Any RAPs gained from the Control Check (heretofore known as
CCs) may be added to or subtracted from any RAPs achieved by
that specific target's next successful Dice Action performed within
the next CCs number of phases. Reducing or increasing a tar-
get's RAPs requires no action. Assuming enough CCs are
gained, the target's Dice Action can be rendered completely inef-
fective.

CCs can only bring the RAPs total to 0 (no less) or up to
double the total RAPs, and any extra or unspent CCs are lost.
The target may spend Hero Points to negate CCs in the same
manner as Last Ditch Defense, but they must be spent immedi-
ately after the Control Check, just like Last Ditch Defense. If the
Character with Probability Control is knocked unconscious (or is
killed) before the target’s next Dice Action, the CCs become inef-
fective and are lost.

Probability Manipulation Table
Chance

ine, Dice, Lost Keys

Example: Kid Karma has Probability Control: 9. He
rolls a Control Check against Dehumanizer and achieves 4 CCs.
Dehumanizer fires at some bystanders, resulting in 3 RAPs. Kid
Karma uses 3 CCs, reducing the RAPs to 0 and the 1 unspent
CC is discarded. Kid Karma uses his Probability Control on
Black Bird and gets 5 CCs. Black Bird punches Dehumanizer for
2 RAPs. Kid Karma increases the total to 4 RAPs and discards
his 3 unspent CCs.

Probability Control may also affect Automatic Actions.
Roll a Control Check as normal. Achieving any CCs means that
one of the next two Automatic Actions of the target (Controller’s
choice) fails. For some reason, the target cannot perform the
Automatic Action successfully. As above, the target may spend
Hero Points equal to the CCs achieved to negate this effect.
Probability Control-may also be used to affect the probability of a
chance being successful within the range of the Power, but every
use of Probability Control for this purpose must be fully governed

by the Game Master. For each use, roll a Chance Check with
AV/EV equal to APs of Power and OV/RV based on the
Probability Chart below. if the target includes any Luck-based’
Advantages/Drawbacks, including participants, increase or
decrease the OV/RV as above. To cause a Reliability Number to
fail for a Gadget/Artifact, determine the OV/RV by subtracting its
Reliability from 14/14. A Gadget with Reliability of 6 has an
OV/RV of 8/8.

Note: If this Power is Mystic Linked the OV/RV should
equal the targets Infl/Spirit.

This Power allows a Character to fire projectiles from his
own body at an opponent or target.The AV/EVs of an attack
using Projectile Weapons equal Dex/APs of Power while OV/RVs
equal the target's Dex/Body.

Pyrotechnics is the Power to use one's mind to acceler-
ate a target's molecular motion. If the Power user so desires, this
motion can be increased to the point where the target becomes
uncomfortably hot and possibly to the point where the target
bursts into flames. This is an attack using the attackers APs of
Pyrotechnics as the AV/EV against OV/RVs equal to the target's
Dex/Body.

This Power allows a Character to emit radar waves and
"see" objects and persons in the vicinity as detailed outlines.
When in use, Radar Sense will automatically be detected by
Characters in Normal Range with 3 APs or more of Super
Hearing or Radio Communication. ‘

A Character with Radar Sense projects a radar beam in
the direction he is facing. Any object greater than 1/2 inch in size
located along this beam (and within Normal Range) is automati-
cally distinguished by the Character (even if the area is darkened,
the object is invisible, etc.).

Radar Sense may be jammed electronically. OV/RVs to
such an attempt are equal to the Character's APs of Radar
Sense.

Character with this Power can receive any radio signal and trans-
mit to any radio (or Character with this Power) within Range.
Locating a specific frequency requires an Action Check using Int
as the AV and the APs of Radio Communication as the EV
against OV/RVs determined by the GM (using the Universal
Modifier Table).The OV/RV to locate a Scrambled signal is equal
to its APs, modified by the GM if necessary.
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This Power may be purchased with the special Factor
Cost Bonus: Scrambled (+1 FC).This makes the signal more diffi-
cult to locate and impossible to accidentally stumble across on
the dial.

This Power may also be purchased with the following
Factor Cost Limitations: Transmit Only (-1 FC); Receive Only (-1
FC); Signal Only (-1 FC). A Signal Only radio can send and
receive only an alarm tone and general indication of range and
direction to the signaling Character.

Recall allows a Character to mentally retain vast
amounts of information (i.e., he has a photographic memory).
The amount of information that can be retrieved is effectively lim-
itless; the APs of Power represent how good the Character is at
utilizing this storehouse of memory.

In order to remember a specific fact, an Action Check
must be made using the APs of Recall as the AV/EV against an
OV/RV equal to the obscurity of the information (using the
Automatic Action column of the Universal Modifier Table).

Positive RAPs are treated like the results of a Detective/Clue
Analysis Skill Check in terms of what is remembered, though for
a simple fact (a man’s name, for example), positive RAPs indicate
a success.

~ As a guideline, remembering the name of someone you
were introduced to would be Easy (Automatic). Remembering
that person’s birthday (assuming you were told it) would be
Challenging (OV/RV of 2). Remembering the UPC code of a bag
of potato chips you saw out of the corner of your eye while you
were drunk would be Herculean (OV/RV of 12).

Note that, although a Player can never use this Power to
"remember" something which his Character did not know in the
first place, it can be used in some instances to come up with triv-
ia that the Character could have picked up in passing (GM’s dis-
cretion). This trivia includes items such as license plate numbers,
headlines, etc.

This Power allows a Character to deflect incoming
Physical Attacks (excluding any normal hand-to-hand combat
blows).The use of Reflection/Deflection consumes both the
Character's Movement and Dice Actions for the phase.

Using this Power requires an Action Check with AV/EVs
equal to the APs of Reflection/Deflection and OV/RVs equal to
the APs of the incoming attack. Positive RAPs indicate the attack
is automatically deflected away from the Character and does not
strike him. The Character then has the option of attempting to
Reflect this attack toward the original attacker, in which case
AV/EVs of the counterattack equal the RAPs earned from the
original Reflection/Deflection roll. The EV of this attack can never
be at a higher AP level than the EV of the original attack.

A Character attacked Physically who has not declared
the use of Reflection/Deflection for the phase has the option of
canceling his declared actions for that phase and using
Reflection/Deflection instead, provided he has yet to act during
that phase.

This Power may be purchased with a special Factor
Cost Limitation: Power Limited to Deflection only (-1 FC).

This Power allows a Character to accelerate his own
natural recuperative powers, enabling him to regenerate Current
Body, Mind, and Spirit Conditions at an exceptional rate. The
Character's APs of Regeneration are subtracted from the APs of
time between each Recovery Check (see page 142), meaning
that the Character can make Recovery Checks with increased
frequency and thus heal more quickly.

Example: A Character with 10 APs of Regeneration
can make a Bashing Recovery Check each phase during combat
(doing so counts as a Dice Action). A Character with 11 APs of
Recovery can make two Bashing Recovery Checks each phase,
one with 12 APs can make three Checks, etc.

Likewise, a Character with 15 APs of Regeneration can
make a Killing Recovery Check each phase during combat (doing
so counts as a Dice Action). A Character with 16 APs can make
two Checks, etc.

Attempting multiple Recovery Checks during a phase
counts as a single Dice Action regardiess of how many Checks
are made. A Character with Regeneration need not be conscious
to utilize this Power.

This Power may be purchased with a special —1 Factor
Cost Limitation for each Attribute (Body, Mind or Spirit) that
Cannot be Regenerated.

This Power allows a Character to use senses (sight,
hearing, touch, taste, etc.) to observe an area from afar. Such a
Character may choose any specific location within Normal Range
to remotely sense, receiving sensory input just as if he were
actually at that location.

The maximum amount of total time (in APs) that Remote
Sensing may be used to observe an area equals the Character's
APs of Remote Sensing minus the APs of distance over which
the Character is using the Power. At the conclusion of this time,
the Power will fail and must be Recovered normally (see page
142).

This Power allows a Character to-move across level
ground (and /or other surfaces that are normally traversable by
the Character) at extreme speeds. The distance per phase that a
Character who possesses Running can move is equal to his APs
of the Power.

This Power randomizes the effects of a target's Powers
or Strength. It may also be used on Gadget or Artifact's Powers.
The user must make an Action Check with AV/EV equal to
Dex/APs of Power and OV/RV equal to the target's Dex/APs of
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target Ability. If the Check is successful, the target Ability is
Scrambled.

The GM must roll 2d10 and consult the Effect Chart
below to see what happens to the Power. Unless the effects are
instant, do not divulge what happens to the Power until its next
use and do not re-roll for subsequent uses. A Power that could
not possibly be affected by the rolled Scramble Effect is consid-
ered affected as though by the Neutralize Power (RAPs subtract-
ed from the APs of the targeted power). However, unlike
Neutralize, affected Powers need not be Recovered and are auto-
matically returned to normal when the Scramble wears off.

Scramble Effect Chart
Effect on Target Ability

Works normally (No Effect).

Acquires Always On Limitation - Offensive

Powers with AV fire in random directions

(GM Discretion), SN.
bilitis

“Acquires Time Limit Limit
equal to 1d10 phases

13 Offensive Power affects user. Defensive

Power affects nearest Character, SN.

cquires effects of #7 (above).
|gnor|ng rolls of

Acquires Area Effect Bonus, if it has Area
Effect, it Ioses this Bonus SN

SN =

If Strength is the target of the Scramble, it is
affected as though by Neutralize Power (RAPs sub
tracted from APs of Scrambled Power).

A Power will remain Scrambled for a length of time (in
APs) equal the RAPs scored on the attack. A targeted Character
can attempt to control his Scrambled Ability by making an Action

Check with both AV/EV equal to the Link Attribute of the affected
Power (or original Strength APs) and OV/RV equal to the RAPs
achieved in the Scramble Attack. If cumulative RAPs achieved
exceed the original Scramble RAPs, the Power returns to normal.

Cumulative attempts to Scramble the same Power have
no further effect. The user of Scramble may cancel the Scramble
at any time. If the Scramble Effect Chart requires a re-roll and
the same effect is rolled more than once, combine the duplicate
effects if possible. Two rolls of 11 on the chart against an
Offensive Power give a +4 Column Shift penalty to OV. Though it
is currently statistically balanced, Gamemasters are encouraged
to adjust the Scramble Table to their own liking.

Scramble can be purchased with the Factor Cost Bonus:
Overload Power (+2 FC). RAPs scored on an Overloaded
Scramble attack may be added to APs of the targeted Power for
the duration of the Scramble.

Scramble can be purchased with the special Bonus:
User's Choice. This Bonus adds +2 Factor Cost and doubles the
Base Cost, but allows the Scramble User to choose the effect of
his Scramble from the chart. (Opposite page) Choices 18, 19,
and 20 may not be selected.

This Power allows a Character to sustain himself in any
atmosphere or environment, even those in which the Character
could not normally survive. Sealed Systems lasts for a length of
time in APs equal to the Character's APs of the Power plus four
(4). Beyond this time, the Power fails and must be Recovered
normally (see page 142).

In addition, a Character with Sealed Systems can add
the APs of Power to his RV against gas or radiation attacks.
Sealed Systems can be purchased with special Factor Cost
Limitations: Power Ineffective Against Gas Attacks (-2 FC); Power
Ineffective Against Radiation Attacks (-2 FC).

Self-Link is not a distinct Power which functions alone;
rather it is purchased in conjunction with another Power and
allows a Character to assume an actual form related to that Self-
Linked Power. Unless the Self-Linked Power is purchased with
the Power Always On Limitation, the Character may freely switch
from normal to Self-Linked form by using one Automatic Action.
Self-Link automatically adds 50 Hero Points to the Base Cost of
the Power with which it is purchased.The Character does not
purchase individual APs of Self-Link.

Unless the Self-Linked Power is purchased with the
Power Always On Limitation, the Character may freely switch
from normal form to Self-Linked form by using one Automatic
Action.

There exists a limited number of Powers which may be
Self-Linked.These Powers are:

PHYSICAL: Acid, Bomb, Darkness, Energy Blast, Flash,
Fog, Lightning, and Projectile Weapons.

MENTAL: Warp.

MYSTICAL: Plant Growth and Spirit Travel.
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The effects of Self-Linking these previously-listed
Powers are as follows:

e Attack Powers: (Acid, Darkness, Energy Blast, Flash,
Fog, Lightning, and Warp).The user can become a living being
composed of the attack form (i.e., Self-Linked Acid Characters
are living pools of acid while Self-Linked Flash Characters are liv-
ing balls of light).

Such Characters possess their Self-Linked Power at a
Range of Touch and may use it in a manner not unlike the Flame
Being or Frostbite Powers. If the user wishes to project the
Power at its normal Range, he must purchase the Power twice:
once with and once without the Self-Link.Characters with Self-
Linked Powers can move at a rate equal to one half (1/2) their
APs of Self-Linked Power per phase.

Characters with Self-Linked attack Powers possess no
special protection against attack.Thus, punches and gunshots
can damage Self-Linked Fog Characters normally, unless they
possess the Dispersal Power as well.

e Bomb, Projectile Weapons:The user is able to
explode his own body at will (Self-Linked Projectile Weapons
Characters fire away pieces of their own bodies), doing full nor-
mal damage upon explosion. After "exploding," the user can
automatically and instantly reform his body at the beginning of
the next phase or remain discorporate for a maximum length of
time (in APs) equal to his APs of the Self-Linked Power.
Characters totally discorporate as a result of this Power (utilizing
more APs of Bomb/ Projectile Weapons than their own Bodies)
are immune to Physical Attack. However, such Characters can-
not perform any Dice Actions during the phase in which they
reform.

¢ Plant Growth:These Characters can become living
plant masses who can control the size of their own bodies
through the use of the Self-Linked Plant Growth Power. Physical
statistics do not alter unless Characters possess the Growth
Power as well. Self-Linked Plant Growth does not cause other
plants to grow (as does the Plant Growth Power itself).

A Character who possesses both Self-Linked Plant
Growth and Self-Linked Spirit Travel can leave his plant body and
grow a new body in any location reached by his spirit provided
the destination possesses pre-existing plant life.

e Spirit Travel:The Character can become a disembod-
ied spirit with no physical body. He cannot be Physically or
Mentally Attacked, except by other Spirit Traveling Characters;
nor can he make such attacks.

Susceptibilities: Self-Linked Characters are always
susceptible to any special "vulnerabilities” inherent to their Self-
Linked forms (Self-Linked Plant Growth Characters suffer dam-
age from defoliants; Self-Linked Lightning Characters suffer dam-
age from water, étc.)

. Range: Self
 BaseCost:75

This Power allows a Character to shape his own body
into that of any object or gadget he desires. The Character must
divide his APs of Self Manipulation (as desired) between the
Physical Attributes and Physical (and Mental, see below) Powers
of any objects assumed. However, any object formed retains the
using Character's Body, and the Character sustains damage
done to the object. A Character may also opt to use his own Dex
and Str in an object form, instead of substituting any Self
Manipulation APs for those Attributes. The volume of any object
assumed through the use of Self Manipulation cannot exceed the
Character's APs of Power.

Usually, when a Character Self Manipulates into an
object, it can only possess APs of Physical Attributes and
Physical Powers. However, objects may have Mental Powers if
those Powers have an obvious physical derivation. Mental
Powers that can be mimicked by Self Manipulation include (but
are not limited to): Air Control, Extended Hearing, Heat Vision,
Magnetic Control, Microscopic Vision, Reflection/Deflection,
Remote Sensing, Sensory Block, Telescopic Vision, and Water
Control.

Example: Hard-Ware (Self Manipulation of 10 APs,
Body of 10 APs) can turn himself into a boat or truck possessing
a Strof 5 APs and a speed of 5 APs (the Swimming or Running
Powers). Similarly, he could assume the form of a giantfan with
10 AP's of Air Control. In either case, the objects formed will all
use Hard-Ware's Body (10 APs) as their own.

Unfortunately, this Power does not change the color or
description of the Character using it. In the example above, if
Hard-Ware Self-Manipulated into a truck, it would look like a
creepy teal truck with bright yellow headlights (Hard-Ware's alien
skin color and eyes). In order to disguise himself as a specific
truck with detailed coloring and lettering, Hard-Ware would need
the Chameleon Power.

This Power allows a Character to totally obstruct the
senses of an opposing Character. Such an attempt requires an
Action Check with AV/EVs equal to the APs of Sensory Block
and OV/RVs equal to the opponent's Int/Mind. If RAPs exceed
the opponent's Mind, his senses will be completely blocked for an
amount of time (in APs) equal to the RAPs earned (or until the
using Character either falls unconscious, voluntarily releases the
opponent, or moves out of Range).

A Character with blocked senses has the OV/RV of any
Action Check he attempts increased by the RAPs earned by the
Sensory Block attack. In addition, such a Character suffers a -2
Column Shift modifier to his OV against Physical Attacks.

This Power may be purchased with a special Factor
Cost Limitation: Power Only Blocks One Particular Sense (-2 FC).

Link: Body
Range: Self
Base Cost: 5

This Power provides a Character with protection from
sudden changes in lighting conditions, such as the use of the
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Flash Power. The APs of Power are added to the Character's RV
against any and all such attacks.

’ actor Cost. 10

This Power allows a Character to alter hlS shape |nto
that of any known and pre-existing animal. The Character auto-
matically gains the animal's Attributes, Powers, Skills, and natural
attack forms, while also maintaining all of his own Powers and
Skills. Note that a Character's Mental and Mystical Attributes are
never affected by Shape Change. Statistics and abilities of many
animals can be found on page 339.

There is a limit to the size of the animal form assumed.
The Character's APs of Shape Change represent both the maxi-
mum limit of the Body of forms assumed (for large animals) and
their APs of Shrinking (for small animals).

In addition to assuming animal form, the Character may
add the APs of Shape Change to any of the animal's (not his
own) Attributes, Powers, or Skills (or divide the APs of Power
between several different Attributes, Powers, and Skills, as
desired) provided no ability is raised to more than twice its initial
value.

A Character with this Power can assume a new animal
form (and thus new statistics) each phase if desired, although
each change counts as a separate Automatic Action. Any dam-
age taken by one animal form is carried over to any other forms
assumed, including reversion to the Character's original form.

This Power may be purchased with the following Factor
Cost Bonus:Humanoids Allowed (+1 FC). This Bonus allows
Characters to mimic the appearance of human or intelligent alien
species (GM's Discretion on both) but not a specific appearance,
clothing, or superhuman abilities. Only abilities innate to that
species may be obtained through use of Shape Change. To
mimic human clothing and a specific human's appearance, the
Chameleon Power is needed. To copy super-human abilities, the
Mimic power is needed.

Example: Chameleon of The Maulers has Shape

- Change of 16 APs. If she becomes an eagle, Chameleon could
add 5 APs to the eagle's Dex (doubling it to 10) and 9 APs to the
eagle's telescopic vision (doubling it to 18), and 2 APs to the
eagle's Claws power (doubling it to 4).

This Power may be purchased with a special Factor
Cost Bonus: Can Assume Any Imagined Animal Form (+3 FC),
not just known, pre-existing ones. Imagined animals must have
their statistics determined by the GM, and the sum of the imagi-
nary animal's physical Attributes (Dex + Str + Body) must not
exceed the APs of Shape Change.

This Power may also be purchased with the following
special Factor Cost Limitations: Power APs Cannot Be Divided To
Increasing Statistics (-3 FC); Power APs Only Increase Highest
Statistic Available (-2 FC); Can Only Assume Limited Range Of
Forms (birds, reptiles, creatures of the night, etc) (-2 FC); Can
Only Assume One Specific Form (polar bear, white shark, etc.) (-
4 FC).

Factor COSt'

Shoutmg gives |ts user the ability to suddenly launch
into a dramatic monologue of such a hypnotic quality that every-
one who hears it is forced to stop and listen to it. Everyone with-

in range of the user's voice can hear the Shouting; however, the
Range of this Power is restricted to 2 APs. If the Character has
Super Ventriloquism or Sonic Blast, APs of either Power may be
substituted for Range (but only if either Power has a Range).

To begin Shouting, the user makes an Action Check
against the target's Int/Will (using the standard Multi-Attack
penalty if there is more than one target). If this Action Check
earns one or more RAPs, the target must pause and allow the
user a chance to finish his monologue before he takes any
actions at all, regardless of Initiative scores. This hypnotic effect
lasts for a length of time (in APs) equal to the RAPs scored on
the Shouting attack.

A successfully targeted Character who is enthralled with
the Power user may attempt to break out of his trance by making
an Action Check. The AV/EV of this check is equal to the target's
Will/Mind, while OV/RV equals the RAPs scored in the initial
attack. If cumulative RAPs from this Action Check equal or
exceed the RAPs from the Shouting Attack, the target is free to
act.

Shouting can be combined with the Charisma Skill
where the APs of Charisma equal the EV of the Action Check.
Targets will respond appropriately depending upon the result of
this Interaction Maneuver. The difference between the Shouting
Power and normal speech is that the Shouting Power forces a
target to listen.

Note: If Mystic Linked the OV/RV of this Power is
changed to Infl/Aura. The AV/EV of attempts to break out of a
trance is changed to Aura/Spirit.

This Power allows a Character to decrease his size. For
each AP of Shrinking engaged, the Character adds one (1) AP
to his OV against Physical Attacks, and one (1) AP is subtracted
from his movement speed. A Character need not use the full
APs of Shrinking; he may choose how much to shrink. A
Character's Attributes are not affected by the use of Shrinking.

In addition, a Character with Shrinking might be hard to
notice in certain situations, depending on the Character's size. If
a Perception Check is made to notice a shrunken Character, the
APs of Power the Character has engaged serve as the OV/RV to
the Perception attempt. The APs of Shrinking reduce the
Character in size as detailed on the chart below.

This Power may be purchased with a special Factor
Cost Limitation: Character's Str and Weight are Reduced by the
APs of Shrinking Engaged (-2 FC).
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This Power allows a Character to add his APs of Skin
Armor to the RV (Body) against any Physical Attack that causes
injury through force or impact. Possession of this Power makes a
Character extremely resistant to these forms of Physical
Damage. However, Skin Armor has no effect against Physical
Attacks such as gas or radiation.

This Power allows a Character to put an opponent into
deep sleep. The AV/EV to such an attack equals the Character's
APs of the Sleep Power while OV/RVs equal the opponent's
Int/Mind. Positive RAPs indicate that the opponent is now sleep-
ing (Dex = 0). The APs of the Sleep Power are the maximum
amount of phases that the deep sleep lasts, after which the
Character will awaken.

A sleeping opponent may attempt to wake himself
through an Action Check with AV/EVs equal to his Int/Will against
OV/RVs equal to the RAPs of the Sleep Attack. If cumulative
RAPs from this Action Check equal or exceed RAPs from the
Sleep Attack, the opponent wakes up. A sleeping Character may
also be awakened if he takes 1 or more RAPs of damage.

If Mystic Linked the OV/RV against a Sleep attack
becomes the target's Infl/Spirit, and the AV/EV to awaken is
changed to Infl/Aura.

This Power may be purchased with the following
Bonuses:

Tightening (+1 FC). When freeing himself, any RAPs
applied to the Tightening Snare are cross-referenced on the
Result Table as the EV against an RV equal to the target's Body.
RAPs from this check are applied to the target's Body.

Sticky Snare (+2 FC). Sticky Snares affect the original
target as usual, but any other Character touching the Snare,
either by trying to help the first target or by being thrown into it,
will also be affected by the RAPs of the snare attack. Characters
so entangled receive a -1 Column Shift to the OV of any Action
Checks used to free themselves of the Snare.

Creates Swing-Lines (+5 BC, +1 FC). By shooting a
Snare at a target high above, the Character can use it as a rope
to move himself. A swing-line created through the Snare Power
has Strength equal to APs of Power and allows Movement equal
to the Height of the anchor point, to a maximum of the Range of
the Power. Speed in APs equals the Weight of the Character
multiplied by the altitude difference he is swinging from-to in APs,
minus one. A Character cannot move more than 7 APs per
phase via swing-lines.

is Power allows a Character to derive nourishment
directly from the sun. Before this Power can take effect, a
Character must be exposed to sunlight for 10 APs of time, at
which point he will feel immediately replenished.

A Character requires no other form of sustenance (nei-
ther food or water) while this Power is in effect.The APs of Power
equal the length of time in APs a Character can remain sustained
without either traditional nourishment or exposure to sunlight.

This Power allows a Character to entangle a target in
rope-like bonds. To Snare a target, a Character makes an Action
Check using the APs of Power as the AV/EV against the target's
Dex/Str as the OV/RV. Positive RAPs indicate that the target has
been caught in the Snare and has his Dex and Initiative reduced
by the RAPs of the Snare Attack until he can break free.

If the Character wishes the Snare to restrict the target's
movement (by entrapping his legs, wings, etc.), he must use a
Trick Shot, suffering a +2 Column Shift modifier to the OV. If the
attack is successful, however, RAPs are subtracted from both the
target's Dex (and Initiative) and his movement speed.

If the Character desires to strangle and hurt the target
by wrapping the snare around the victim’'s neck, he must also
make a Trick Shot with a +2 Column Shift modifier to the OV. The
APs of the Snare attack are cross-referenced with the target’s
body on the Result Table to determine damage. Under certain
genres (see page 219), this Attack is considered Killing combat.
Characters immune to strangulation (They don’t breath, have Life
Support Advantage, No Vital Areas Advantage, or Sealed
Systems Power) are not affected by the strangulation attack.

In order to break free of a Snare attack, the snared
Character must make a successful Action Check (i.e., gain one or
more RAPs) using Str as both the AV and EV against OV/RVs
equal to the RAPs gained by the original Snare attack.

This Power allows a Character to "see" nearby objects
through the emission of high frequency sound pulses. Sonar is
accurate enough for a Character to receive all information nor-
mally received through sight, with the exception of color.

Sonar provides a full 360-degree awareness around the
Character to a Range equal to the Character's APs of the Power.
It is impossible to Blindside a Character possessing Sonar (see
page 150), with the exception of the Character being attacked by
a Power that originates outside of his Range. For example, a
Character with 8 APs of Sonar would not be able to detect a
Character attacking with Flame Project from 12 APs away in
enough time to react. Sonar may be used to detect invisible
objects or beings (see Invisibility on page 82).

A Character or device emitting sharp sounds at the
same frequency upon which the Sonar operates can block this
Power. In this case, Sonar is treated as a Dice Action with an
OV/RV equal to the APs of the Power used in the jamming
attempt.

Use of this Power does not count as an Action when
determining the number of Actions the Character may perform
each phase.
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A Sonic Beam is a coherent stream of sonic energy that
has the ability to shatter solid objects. Projection of a Sonic Beam
against a living being is treated as a Physical Attack with an
AV/EV equal to the APs of the Power. OV/RV of a target
Character is his Dex/Body, while a target objects OV/RV is its
Body/Body. If Sonic Beam is projected against an inanimate
object, the target will vibrate, crack, and finally shatter upon
receiving damage equal to twice its Body.

If a Sonic Beam is directed against a Character using a
hearing Power (Extended Hearing, Super Hearing, etc.), the RV
of the attack receives a special -2 Column Shift modifier. If an
inanimate object is destroyed by a Trick Shot while using Sonic
Beam (see page 149), the resulting vibrations can cause the
object to explode with a force equal to its original Body APs. If no
Trick Shot is utilized, no explosive damage is inflicted by this
Power.

A Sonic Beam must have a medium through which to
travel. This Power does not work in a vacuum.

Characters with the Sorcery Power have complete con-
trol over the magical energy that streams through the universe
and can refocus its energies to produce a staggering variety of
magical results. In game terms, Sorcery allows its user to mimic
the effects of other Powers, subject to certain basic restrictions.

Using the Sorcery Power is commonly known as casting
a spell, which is a three-step process:

1. The caster decides what effect he wishes to achieve
and determines which Power most closely resembles that effect.
Powers invoked through Sorcery must be approved by the
Gamemaster before they can be used.The Player or the GM may
also determine what Bonuses or Limitations on the selected
Power are appropriate for the desired effect, such as casting
Invisibility with the Usable on Others Bonus.

2. The Sorcerer decides how many APs of Sorcery to
use while invoking the effect (anywhere between 1 AP and the
caster's full APs of Sorcery). Since spell casting is extremely tax-
ing on the psyche, the caster must then immediately cross-refer-
ence the number of APs of Sorcery he is invoking (as an EV)
against his Spirit (as an RV) on the Result Table. The resulting
RAPs (if any) are immediately inflicted upon the caster as
Mystical Bashing Damage and subtracted from his Current Spirit
Condition. Damage earned in this fashion may not be eliminated
through the use of Last Ditch Defense (see page 141), nor may
Hero Points be spent to raise the caster's RV against such dam-
age.

3. Finally, the caster resolves the effects of the mimicked
Power using the appropriate rules. Powers invoked through the
use of Sorcery function exactly like their natural counterparts
except that their effects are automatically considered magical,
meaning that such Powers will have a greater effect against
Characters who are particularly vuinerable to magic. They will be
detectable with the Magic Sense Power, and so on.

A Power mimicked by Sorcery may be used as long as
the caster likes. However, for every phase that a mimicked Power
is used or remains in effect, the caster again suffers the appropri-
ate Mystical Bashing Damage described above.

A Sorcerer may invoke more than one Power at a time
using Sorcery, but the total number of APs the Sorcerer has
placed in mimicked Powers may never exceed his Sorcery APs.
Furthermore, the total AP value of all invoked Powers is used as
the Effect Value when determining the Mystical Bashing Damage
suffered by a Sorcerer with more than one invoked Power in
effect. Sorcerers are allowed to drop invoked Powers at will in
order to make room for others.

Example: A mage with 40 APs of Sorcery and a Spirit
of 22 APs casts a spell mimicking the Energy Blast Power with
an intensity of 20 APs (leaving 20 APs of Sorcery left over for
other mimicked Powers). Cross-referencing an EV of 20 against
the mage's RV of 22 yields an "N," so the mage suffers no
Bashing Damage for casting such a spell. Using the Energy Blast
costs the mage a Dice Action, but he may continue to use it as
long as he likes without taking any damage (until he decides to
mimic one or more additional Powers).

During a later phase, the mage casts a spell mimicking
the Skin Armor Power, rated at 6 APs. Cross-referencing an EV
of 26 (20 for the Energy Blast plus 6 for the Skin Armor) against
an RV of 22 yields a result of 8 RAPs. Each phase that the mage
leaves both of these Powers in Effect at their current levels, he
suffers 8 RAPs of Mystical Bashing Damage. At the beginning of
any phase, he may drop one or both Powers voluntarily in order
to avoid suffering the associated damage or to make room for
other Powers.

A Sorcerer may duplicate as many Powers during a sin-
gle phase as he sees fit but may only resolve those Powers
based on the number of Actions available to him each phase.

Pushing Sorcery: The Sorcery Power may be Pushed
to earn additional APs of invokable Powers, but Powers mimicked
through Sorcery may not be Pushed themselves. In other words,
a Character with 20 APs of Sorcery who mimics Energy Blast
and Skin Armor each at 10 APs may not boost his 10 APs of
Skin Armor. instead, he must Push his 20 APs of Sorcery and
devote the gains to the mimicked Skin Armor.

Sound Nullify allows a Character to generate a field
through which no sound can pass. Normal hearing is completely
blocked. The APs of Sound Nullify become the OV/RV of any
attempts to penetrate the field through the use of Powers such as
Directional Hearing or Sonar. Sound Nullify also reduces the
effect of Sonic Beam, Shouting, and other sound based attacks.
Whenever a sonic attack is made. from within a null-sound field,
the APs of the attacking Power are reduced by the APs of Sound
Nullify. If any APs of the attacking Power remain, they are
applied normally.

The null-sound field generated has a volume equal to
the AP’s of the Power. This field remains in etfect for as long as
the Character wishes (through the expenditure of an Automatic
Action each successive phase) or until the Character falls uncon-
scious.

This Power gives a Character the ability to speak with all
animals in their native tongues although it does not guarantee the
animals will be friendly, just understandable. It should be noted
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that some animals, particularly smaller creatures and those that
eat plants, are not very intelligent. Speak With Animals does not
make animals smarter, it simply allows a Character to communi-
cate. :

An animal that is talked to does not necessarily have
any important information and, in fact, may not have any. An ani-

“mal may have vital information but may not share due to being
fickle, hating the speaker, or even just being playful.

APs of Power may equal the AV and EV of any
Interrogation-style attempts but use the Int/Mind of the Animal as
OV/RV as opposed to the normal Infl/Spirit. The less intelligent
an animal is, the more easily it may be threatened. Of course,
the less intelligent an animal is, the less information it may know.
The APs of Power equal the APs of time during which an animal
may be questioned before it becomes disinterested with the
Character or forgets what information it is discussing.

Responses from animals may range from "Food," and
"Leave," to "l sure would like some sunflower seeds," and "Why
did you just step in Smellbad’s marked territory?" Animals are
more concerned with their own lives, and though Speak With
Animals allows communication, it does not relate animal cultural
customs. "It's near winter, give me food before | tell you what you
want," "You're ugly! What happened to your fur?" and "Let's
mate!" are probably not the responses that Characters are look-
ing for.

This Power allows a Character to communicate with
plant life as if it were an intelligent and aware entity. Speak With
Plants this has two primary applications:

¢ The Character may call upon the plant life to track
down an individual or object located anywhere on the surface of
the Earth. AV/EVs of such an attempt equal the APs of Power
while OV/RVs equal the distance between the Character and the
target sought.The target of the search must be well-known to the
user.

RAPs are subtracted from the distance between the
Character and the target to determine how long the search lasts
(down to a minimum of 0 APs or 4 seconds).The Character using
Speak With Plants need not remain inactive while the search is in
progress; the plant nearest the Character will relay the informa-
tion when its brethren have found the target.

Example: Chameleon has Speak With Plants of 7 APs.

_If she is in the shopping mall and wants to locate Black Bird, who
is somewhere downtown (10 APs away), she would need to
make an Action Check with an AV/EV of 7/7 against an OV/RV of
10/10. If Chameleon rolled an 18, she would receive 3 RAPs and
it would take the plants 7 APs of time (10-3=7), or eight minutes
to locate the speedy man in the black tights.

Once the plants have located a target, they cannot con-
stantly monitor that target. Using this example, if Chameleon trav-
eled to Black Bird's location, the plants could not tell her Black
Bird's exact location if he had moved (which he tends to do fairly
regularly). Chameleon would need to make another Action Check
to relocate Black Bird.

e Second, the Character may call upon plant life for
information about a given area. AV/EV are again equal to the
APs of Power, and OV/RVs equal the distance between the
Character and the area in question. RAPs are used to determine
the amount of time that the query takes as previously stated.

In this case, however, RAPs also equal the number of
Knowledge Points gained. One RAP generally indicates the

Character receives a fuzzy impression of the area; RAPs equal to
1/2 RV indicate a fairly detailed picture; and full RV RAPs indicate
a crystal clear view of the location.

For Speak With Plants to function, plant life must exist
around the individual or object sought or the area subject to
inquiry. If the plant life around the target is sparse, the OV/RV of
all attempts suffers +2 Column Shift modifiers.

This Power allows a Character to separate the spirit
from his or her body. The spirit may then travel at a speed equal
to the Character's APs of Spirit Travel. A separated spirit can only
observe the physical plane and can make no attacks, but it can
easily pass through any physical obstacles. A separated spirit is
subject only to Mental and Mystical Attacks from the physical
world while in this state. However, such a Character is subject to
all normal effects (Physical, Mental, and Mystical) from other
Spirit-Traveling Characters while in this state.

While the spirit is separated, a Character's actual body
is left barely alive (it cannot move and possesses no conscious-
ness).The body remains susceptible to Physical damage during
this time (although the body's normal Physical defenses remain
active, and the Character may burn Hero Points to remove inflict-
ed damage).

If a Character's physical body is destroyed while the
spirit is separated, the spirit will be trapped in its free state and
will begin to dissipate at the rate of 1 AP of Spirit per day until it
dies (a separated Character with a normal Spirit of 7 APs would
die upon reaching -8 APs of Spirit).

If Mystic Linked, the Spirit Traveler becomes immune to
Mental Attacks from the physical plane but is still affected by
Mystical Attacks from the physical plane.

This Power allows a Character to absorb the APs of
another Character's Spirit. An opponent need not be touched for
Spiritual Drain to take effect. To use this Power against an oppo-
nent, a Character must make an Action Check with AV/EVs equal
to the APs of Spiritual Drain against OV/RVs equal to the oppo-
nent's Infl/Spirit. If this attempt is successful, RAPs are subtract-
ed from the opponent's Spirit and added to the attacking
Character's Spirit.

Results of a Spiritual Drain are treated as normal
Spiritual damage (the victim's Current Spirit Condition must be
Recovered, as explained on page 142). A Character may never
use this Power to increase his own Spirit higher than its normal
AP level, but it may be used to recover Spirit lost due to using the
Sorcery Power.

This Power may be purchased with the following Factor
Cost Bonus: Age Reducing (+2 FC). The percentage of Spirit lost
in RAPs is also the percentage of the victim’s life span that he
de-ages. If Age Reducing causes RAPs equal to the victim’s
Spirit, the victim makes an Aging Check with RAPs as AV/EV and
original Spirit/Spirit as OV/RV. If the RAPs from the Aging Check
are greater than current Spirit (after applying Last Ditch
Defense), the victim acquires the Young Age Drawback. Victims
with Old Age Drawback lose the Drawback. The reduced age
lasts for as many rounds as RAPs achieved on the original
Spiritual Drain attempt.
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Age Reducing Spiritual Drain may be made Permanent
by doubling the Base Cost (to 40) and adding an additional +2
Factor Cost. Victims of Permanent Age Reduction who have lost
the Old Age Drawback are forced to spend Hero Points equal to
five (5) times the Cost of the Age Drawback at the next possible
opportunity unless somehow aged again.

two or more complete beings. A Character can Split into a total
number of beings equal to the APs of Power. Each Split being
possesses the same Attributes, Powers (excluding Split itself),

and Skills as the original Character at the Character’s AP level,
minus one (1) for each Split.

Example: A Character with all his Attributes at 6 APs,
Split of 2 APs, and an Energy Blast of 8 APs could Split twice,
resulting in three separate beings, each of whom would possess
all Attributes at 4 APs and 6 APs of Energy Blast. Duplicates
created through the Split Power do not possess the Split Power
themselves.

Rejoining of duplicates is instantaneous at the original
Character’s will, at which point the Character sustains the great-
est amount of damage taken by any one of the duplicates. Dead
duplicates cannot rejoin with the original Character; additionally,
for every duplicate which dies, the original Character automatical-
ly and permanently loses one AP from each of his Attributes,
Powers, and Skills.

Split may be purchased with the following Bonuses: AP
Loss per Split follows Split AP Loss Table (+1 FC), see below.
No AP Loss per Split doubles the Base Cost (to 100) and
increases the Factor Cost (+3 FC). No Reduction of Attributes
upon Split Death also doubles the Base Cost (to 100, 200 if No
AP Loss Bonus is taken) and increases the Factor Cost (+3 FC).
Split may be purchased with a special Limitation, No Control over
Duplicates (-2 FC). The Gamemaster has complete control over
duplicate beings. This Limitation should be consulted with the
GM before it is purchased.

Split AP Loss Table
AP Loss

Split APs

0 actor Cost: €

This Power allows a Character to elongate his own body
a number of APs of distance equal to the APs of Power (allowing
the Character to make ranged hand-to-hand attacks, see items
more closely, pick up objects at this range, etc).

In addition, a Character with Stretching can absorb most
Physical Attacks by stretching under the impact, thus slowing the
force of a punch or projectile. In this manner, a Character adds
the APs of Stretching to his RV. However, to utilize this aspect of
the Stretching Power, a Character must announce that he is
defending during the phase and sacrifices his Dice Action.

Though a Character with Stretching can normally make
long distance Grappling attacks, he also has the option to per-
form a special Crushing Squeeze maneuver. In this maneuver
the Character wraps around an opponent and then unstretches,
returning to normal size (imagine a 1/4 mile long piece of rubber
wrapping around someone then shrinking to only 6 feet long.
Ouch.) A Crushing Squeeze is treated in the same way as a
Charging Attack (see page 145) except that APs of Stretching
replace APs of Movement Power and there is no Knockback.
Stretching may be purchased with a special Factor Cost Bonus:
Enhances Grappling (+1 FC). Enhanced Grappling allows the
Power user to perform more effectively when Grappling an oppo-
nent. After a successful Grappling Attack, the following changes
may be utilized:

APs of Stretching may replace AV and OV while engag-
ing in hand-to-hand combat with the opponent. A Grappled
Character cannot move unless his APs of Movement are greater
than both the APs of Strength and APs of Stretching Power of his
opponent. If the APs of Movement are greater, the maximum dis-
tance equals his movement APs minus either the Strength or
Stretching of his opponent, whichever is higher. APs of
Stretching may replace both the OV and RV against an oppo-
nent's attempts to break the Grapple. A Character with
Enhanced Grappling Stretching must still use his APs of Strength
to break a Grapple, not APs of Stretching. )

Enhanced Grappling also allows the Stretching
Character to perform a Body Grapple Attack. A Body Grapple
consists of wrapping the Stretching attacker's entire body around
his opponent to stop him from moving. This is performed just like
a standard Grappling Attack, except that the attacker uses his
APs of Stretching for EV. A Body Grapple is used for immobiliza-
tion, so the resultant RAPs cause no damage. Because his arms
are free, the attacker is allowed to Physically Attack other
Characters than the opponent with whom he is Body Grappled.

This Power allows a Character to exhale a powerful
stream of air. The Character can attack all targets within a one
AP-wide corridor extending from the site of origin with no Multi-
Attack penalties (the attack is made against each target sepa-
rately).

Use of Super Breath is a Physical Attack with the APs of

" Power serving as AV/EVs and the target's Dex/Body as OV/RVs.

However, the target does not sustain damage from this attack;
instead, the target is Knocked Back a number of APs distance
equal to the RAPs received minus the target's weight in APs
(most humans weigh 2 APs, see Knockback, page 143).

When a Character is Knocked Back in this fashion, he
may sustain auxiliary damage from contact with objects (build-
ings, the ground, etc.).This damage is considered as being sus-
tained in Killing Combat, although the Character using Super
Breath is hot penalized as such during the distribution of
Standard Awards unless the resulting damage actually killed a
Character.
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Fastman splits his Superspeed, giving 10 to Dexterity and 8 to
EV. His AV/EV is now 10/8 and OV/RV is 10/6.

The APs of Superspeed may be subtracted from the
time (in APs) necessary to perform any task. If it takes 13 APs of
time to perform a task, a Character with 8 APs of Superspeed
does it in 5 APs of time (13 — 8 = 5). Used with Gadgetry, sub-
tract APs of Superspeed from the time it takes to create a

This Power allows a Character to hear sounds of

extremely high or low frequency. A Character with Super Hearing Gadget, but it is up to the GM whether this works because cer-
can detect sounds well outside the normal range of human hear-  tain chemical reactions require waiting for time to pass. Since
ing including dog whistles, radio and television transmissions, magic is fickle, the GM may rule against combining Superspeed
and radar waves. with the Create Artifact and Ritual Magic Subskills of Occultist.

Superspeed Power Tricks: The following classic speed-
ster abilities are not aspects of the Superspeed and require vari-
ous other Powers but may be emulated using the Power Tricks
rules. Vibrating through solid objects requires Dispersal. Quick
healing requires Regeneration. Creating a tornado or whirlwind

: RS “5 by moving fast requires Air Control (for each aspect of Air Control
_ This Power allows a Character to "throw" his voice a dis- ot desired, reduce the Air Control Factor Cost by —1). Vibrating
tance (in APs) equal to the APs of the Super Ventriloquism an object until it explodes requires the Vibe Power. Invisibility,
Power, technically increasing the Range at which the Character after-images, sonic booms, running on walls and ceilings and

may be heard. overwater are covered in the Combat section.

SUPER VENTRI ‘*oau:sm

Factor Cost~ ’

A Character with this Power, known as a speedster can
move and react very quickly, granting him a variety of powerful
abilities including:

¢ APs replace Movement Speed

¢ APs added to Initiative

* APs replace AV or EV of Perception Checks

¢ APs replace Dexterity or Hand to Hand EV

¢ APs are subtracted from Time to Perform a Task

Each phase, the APs of Superspeed may be substituted
for the Character’s movement speed, just like the Running Power.
Because of his quicker reflexes, add the APs of Superspeed to
the Character’s Initiative for each phase.

Superspeed enhances the speedster’s powers of obser-
vation, allowing him to observe more within a shorter amount of
time. To simulate this, the APs of Superspeed may be used to
replace the AV or the EV of any Perception checks.

During combat or other tasks, the Character’s APs of
Superspeed may be substituted for either his Dexterity attribute,
or his hand-to-hand EV, or split (not necessarily evenly) to substi-
tute for both. When substituting for Dexterity, Superspeed
replaces both Physical AV and Physical OV for that phase but
does not affect Initiative since the APs of Superspeed are already
added to Initiative. Because Superspeed has the ability to
replace Dexterity and/or hand-to-hand EV, it does not impart any
additional bonuses when performing a Multi-Attack maneuver.
For clarification, substitute means replace. The original values of
Dexterity or hand-to-hand EV have no affect on a new value due
to Superspeed replacement.

Example: Fastman has Dex of 9, Str of 7, Body of 6,
and Superspeed of 18. Without Superspeed, Fastman's Physical
AV/EV is 9/7 and OV/RV is 9/6. In the first phase of combat,
Fastman substitutes Superspeed for Dexterity, his AV/EV
becomes 18/7 and OV/RV becomes 18/6. He has a good chance
at hitting someone and gaining Column Shifts and probably won’t
get hit himself. During the second phase, he substitutes
Superspeed for EV, so now AV/EV is 9/18 and OV/RV is 9/6. If
he lands a punch, he’ll do a lot of damage. The third phase,
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This Power allows a Character to enter into a deep,
trance-like state. A Character who uses Suspension must state
the specific amount of time he wishes to remain in this trance or
what event will trigger-his revival.While under the effects of
Suspension, a Character may subtract the APs of Power from the
amount of "subjective time" that passes for him. Such a
Character will age, heal, and consume food and air at the same
subjective rate.

Characters in Suspension cannot attack in any manner
but will sustain Physical, Mental, and/or Mystical damage if so
attacked.

Example: Doc’s Cryo tubes have a Suspension of 25
APs, If Doc wanted to he could remain Suspended for 4000
years (35 APs of time). During this time he will age approximate-
ly 1 hour (35 - 25 = 10 APs, or 1 hour).

Though Suspension allows aging at a slower rate, it is
not normally a defense against an aging attack. This Power may
be purchased with the following Factor Cost Bonus: Aging
Defense (+4 FC). APs of Suspension can be added to the
Character's RV against Aging attacks to slow down the effects.

and other fluids at a speed equal to his APs of Swimming. This
Power does not provide the Character with the ability to breathe
underwater (as would Sealed Systems or Water Freedom).

This Power gives a Character a limited immunity to
Physical damage caused by any chemical, poison (including
gas), or drug attack. In such a case, the APs of Systemic
Antidote are added to the Character's RV against such attacks.

This Power may be purchased with the following Bonus:
Old Age Defense (+1 FC). APs of Systemic Antidote are added

to the Character’s RV against death from natural causes (old age.

Death due to combat is not a natural cause).

This Power allows a Character to move objects with
mind power alone. The APs of Telekinesis equal the weight (in
APs) of any objects moved plus the distance (in APs) that those
objects may be moved in a single phase. A Character with
Telekinesis need not use the full APs of Power at any one time;
he may choose to move an object less than the maximum dis-
tance available.

A Character or object may resist being moved by
Telekinesis if he or it has an appropriately resistant Power (as a
Character with Flight could subtract the APs of Flight from the
distance moved by Telekinesis).

Telekinesis may be used to fling objects at a target to
cause Physical damage. Such an attempt is a Dice Action with
the AV equal to the Character's APs of Telekinesis and the EV
equal to the weight of the object thrown; OV/RVs equal the tar-
get's Dex/Body. A Character may also use Telekinesis as a
means of self-propulsion, traveling a distance per phase equal to
the APs of Power minus the Character's weight (most humans
weigh 2 APs).

This Power allows a Character to establish mental con-
tact with another sentient being. A telepath may automatically
establish a mental link with any other Characters within Range.
Each additional Character past the first included in the mental
link reduces the maximum telepathic Range between the linked
Characters by 1 AP.

Characters in mental link may communicate as if they
were able to speak to each other as long as contact is main-
tained with the linking telepath. Telepathy only allows free com-
munication; this Power does not allow a Character to read the
thoughts of another against his will (as does Mind Probe).

Characters who are mentally linked through Telepathy
may engage in mind-to-mind combat. Attacks made in this fash-
ion (a form of Mental combat) do Mental Damage using the
attacker's Mental Attributes or Powers as AV/EVs and the defend-
er's Mental Attributes or Powers as OV/RVs. Telepathy may not
be used as the attacking Power; it simply establishes the mental
link. Anyone in the mental link may attack anyone else in the
mental link.

The Character possessing the Telepathy Power may
automatically disengage anyone from the mental link at any time
desired. A mentally linked Character may attempt to sever the link
using his Int/Will as the AV/EV against the APs of Telepathy as
the OV/RV. Positive RAPs indicate success, do damage to the
telepath's Current Mind Condition, and are subtracted from the
telepath's APs of the Telepathy Power. Telepathy APs lost in this
manner must be Recovered: see page 142.

This Power allows a Character to instantaneously travel
from one location to any other without passing through interven-
ing space. Range for Teleportation refers to the maximum dis-
tance (in APs) through which a Character can travel in this man-
ner.

The maximum weight which a Character may teleport
equals the APs of Teleportation. All objects or persons to be
Teleported must be within 0 APs (10 feet) of the Character who
may choose which objects/persons within the 0 AP radius to
Teleport. No "partial" teleportings are possible; a Character must
teleport all of a specific object or none of it.

A Character who does not wish to be Teleported may
resist, which requires another Action Check the following phase
by the Character with Teleportation.The AV/EV of this additional
Check equals the APs of Power, while the OV/RV equals the tar-
get's Int/Mind. Positive RAPs greater than or equal to the resist-
ing Character's Mind indicate that he is automatically Teleported;
otherwise, the Character remains where he is.
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This Power can be purchased with a special Factor Cost
Bonus: Can Teleport Targets In Normal Range (+1 FC).

This Power can also be purchased with the following
Factor Cost Limitations: Range Is Normal rather than +7 (-1 FC);
Self Only (-1 FC).

actcr (:ost* :

This Power aIIows a Characterto see objects at a dis-
tance. When using Telescopic Vision to view a distant object, a
Character is allowed to subtract the APs of Power from the dis-
tance to the viewed object; the result is the apparent distance
between the Character and the object.

Example: A Character with Telescopic Vision of 5 APs
is looking at an object 6 APs distant. Using this Power, the
Character will see the object as if it were only 1 AP away from
him.

Normally, objects with the size of a car are generally vis-
ible at one unobstructed mile (10 APs), while man-size objects
are visible at one-quarter mile (8 APs), and a small, hand-held

‘item (such as a calculator) might be visible at 150 feet (4 APs).

' Me»mal Power._, ~
Type: Auto
Factor Cost

Base Cost- 5

This Power allows a Character to see the variations of
temperature across a given area. A Character using Thermal
Vision will see variations of the color red in warm areas and vari-
ations of blue in cool areas.

For example, while uniformly cool surfaces such as a
cave wall would not register on Thermal Vision, if someone had
recently touched the wall, a red, blurred handprint would be visi-
ble. Footprints are detectable with Thermal Vision for a time equal
to the Character's APs of Power. A source of intense heat, such
as a torch flame, will completely "white out" all Thermal Vision in
its vicinity.

A Character can use Thermal Vision to detect Invisible
Characters or objects (see Invisibility). However, all items viewed
through this Power will be blurry and lack detail, making definitive
identification difficult.

Tlme Control aIIows the Character to control the effects
of time itself on his local environment. To that end, Time Control
may be used to mimic the effects of each of the following time-
related Powers with various Bonuses and Limitations noted after-
wards: Cell Rot, Invulnerability, Superspeed, Spiritual Drain,
Suspension, and Time Stop.

Cell Rot may only be used with the Aging Acceleration
Bonus. Invulnerability is against Aging Attacks Only. Superspeed
does not always automatically add to the Hero’s Initiative (see
below). Spiritual Drain may only be used with the Age Reducing
Bonus. Suspension has the Aging Defense Bonus.

The APs of Time Control function as the APs of any
Power that Time Control can mimic. A user mimicking more than
one Power at a time must divide the APs of Time Control
between the Powers as desired. All uses of Powers mimicked

with Time Control during a phase are treated as a single Dice
Action when determining the number of actions in that phase
(thus, regardless of the number of Powers mimicked via Time
Control, the collective attacks serve only as the Character’s sole
Dice Action use for that phase). Time Control is only used to
control the flow of time, not to travel through it, an effect simulat-
ed by the Time Travel Power.

Playing with time itself is a dangerous hobby as the rig-
ors of the time stream take their toll on the users of Time Control.
Every time the Character uses any APs of Time Control in a
phase, he suffers a Mental Attack and must immediately cross-
reference the total number of APs of Time Control he is using (as
an EV) against his Mind (as an RV). The resulting RAPs (if any)
are immediately inflicted upon the user as Mental Bashing
Damage and subtracted from his Current Mind Condition.

Damage earned in this fashion may not be eliminated
through the use of Last Ditch Defense (see page 141) nor may
Hero Points be spent to raise the user’s RV against such dam-
age. Damage is applied immediately after Time Control use, dur-
ing the user's phase. This adverse effect is why the APs of
Superspeed should not always be added to the Hero’s Initiative,
as the user may suffer damage. It is up to the Time Control user
to decide when APs of Time Control are added to his Initiative,
and if they are, those APs of Time Control must be used to simu-
late Superspeed during that phase.

This Power slows down the passage of time in a particu
lar area. The range of the Time Stop is treated as an explosion,
radiating out from the Character. It strikes as a Mentally-based
attack against everyone and everything within Range, except the
user, with no penalty for multi-attacking.

AV/EV equal to APs of the Power, and OV/RVs equal
each Target's Dex/Mind. Characters with Superspeed, Time
Travel, Time Control, or Continuum Control may substitute that
Power’s APs instead of Dex. For every AP of distance between
the target and the initial point of explosion, the AV and EV of this
attack are reduced by 2 APs. Positive RAPs indicate that the tar-
get is frozen in time and has his Dex (and Initiative), all Physical
AVs, and APs of any Movement Powers reduced by the RAPs of
the Time Stop. This effect continues until he either breaks free,
moves out of range of the stopped time, or the time limit of APs
of Time Stop runs out.

In order to break free, a target must make an Action
Check using Will as both AV and EV against an OV/RV equal to
the RAPs of the successful Time Stop. If cumulative RAPs from
this Action Check equal or exceed RAPs from the Time Stop
attack, the target may move as normal.

This Power may be purchased with the following Bonus:
AV and EV Do Not Diminish with Range (+2 FC). This Power
may also be purchased with the following Limitation: May Only
Attack a Single Target (-3 FC).

This Power allows a Character to venture forward or
backward along the time stream.The APs of Time Travel is the
maximum length of time distance (in APs) a Character may travel
in either direction. A Character may also Time Travel any persons
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or objects within 0 APs (10 feet) of himself, to a maximum weight
equal to the Character's APs of Power.

Any Character within the 0 AP radius of the effect who
does notwish to Travel may resist, provided the Character has
not committed an action during the Time Travel phase. Such
resistance requires an Action Check with AV/EVs equal to that
Character's Int/Will and OV/RVs equal to the RAPs of the Time
Travel attempt. If this Check succeeds, earning RAPs greater
than or equal to the RAPs of the Time Travel attempt, the
Character remains at that point in time. Characters who have
already acted during the Time Travel phase are automatically
Traveled.

To reduce the effect of going back in time and removing
a future enemy by killing him as a child (or other time manipulat-
ing mischief), the Gamemaster may rule that a Character affected
by Time Travel is merely sent to an alternate timeline when going
back to his own time. If the GM wishes, the Character may con-
tinue play in this alternate timeline. To the Character, it will seem
as though he has actually changed time as planned, however, his
original timeline still exists, unchanged. In fact, it is possible for
the Character to run into an alternate version of himself this way.
In order to ignore this, the Gamemaster may simply choose to
continue playing in the original timeline, acting as though the
Character's past actions had done nothing.

Some Gamemasters may rule that it is impossible for
any Character using Time Travel to travel backward in time to
meet himself in a past incarnation. Since the future is not set
and always changing, the Character may go into a possible alter-
nate future to meet himself in a possible alternate future.

transform g
Character into an animal of the user’s choice, as though the tar-
get is forced to use the Shape Change Power (see page 97).
AV/EV of the Dice Action equals APs of Transform, and OV/RV
equals the target’s Int/Mind. If RAPs exceed the target's APs of
Mind, he is transformed. Transform is automatic for voluntary tar-
gets. Involuntary targets are transformed for phases equal to
RAPs achieved, and voluntary targets are transformed for time
equal to APs of Power. RAPs from cumulative Transform Attacks
may extend this time. This Power will not work on the user him-
self, who requires the Shape Change Power to transform. APs of
Transform do not add to the APs of the changed animal.

A Transformed target may attempt to change back to
normal through an Action Check with AV/EV equal to his Will/Will
against OV/RVs equal to the RAPs achieved in the original
Transform Attack. If cumulative RAPs from this Action Check
equal or exceed the Transform RAPs, the opponent is back to
normal. The user of this Power may remove the Shape Change
at any time.

This Power may be purchased with the following Factor
Cost Bonuses: Target does not have use of Powers while
Transformed (+3 FC); Humanoids Allowed (+1 FC); Can Assume
Imagined Animal Form (+3 FC). These last two Bonuses work
the same way as the ones listed under the Shape Change Power.

This Power may also be purchased with the following
special Factor Cost Limitations: Can Only Assume Limited Range
Of Forms (birds, reptiles, creatures of the night, etc) (-2 FC); Can
Only Assume One Specific Form (polar bear, white shark, etc.) (-
4 FC).

If Mystic Linked, the OV/RV of a Transform Attack is
changed to the target's Infl/Spirit. The AV/EV of an attempt to
change back to normal is changed to the target's Aura/Aura.

This Power allows a Character to permanently turn any
element or compound into any other element.or compound. To be
affected by Transmutation, an element or compound must be
90% pure; impurities remain unchanged.

To utilize Transmutation, a Character must make an
Action Check with AV/EVs equal to the APs of Power against
OV/RVs equal to the substance's Body/Body (the Body of most
gasses is 0). RAPs indicate the volume of the chosen material
that may be transmuted. Changes made to materials using the
Transmutation Power are permanent unless negated by another
use of the Power. Transmutation will not function on organic (liv-
ing) matter.

Additionally, some elements and compounds are more
difficult to transmute than others are. In these cases, refer to the
Universal Modifier Chart for appropriate OV/RV Column Shift
modifiers.

Difficulty

Examples

ig| as
Strenuous. (+3)
Turning all of the oxygen in an area
into nitrogen is a common tactic
employed to knock opponents uncon-
scious. If Transmutation is successful,
all Characters in the affected area are
Physically Attacked with an AV/EV of
7/7 against an OV/RV that is equal to
each Character's Body/Body. Multi-
Attack penalties do not apply. Skin
Armor does not affect such an attack,
but a Character with Sealed Systems
may add the APs of Power to his RV.

xireme.

Pushing the Limit.(+5)
An article of clothing Transmutated
into asbestos will provide the wearer
ith 6 APs of F Immuni

Oxygen to Nitrogen

Asbestos

Yullarium

This Power allows a Character to see through any illu-
sion or other Mental or Mystical concealment (including an
Invisible Character). If a Character's APs of Truesight are greater
than or equal to the RAPs of lllusion (or APs of Chameleon) or
other concealment, the illusion fails to fool the Power user,
although others with the Character may believe the illusion.

If a Character's APs of Truesight are insufficient to auto-
matically penetrate an illusion (or concealment), the Character's
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APs are added to the AV of any Perception Check aimed at
revealing the illusion. Use of Truesight will have no effect on natu-
ral (non-Powered) forms of concealment such as the Subskills of
Camouflage or Stealth from the Military Science and Thief Skills,
respectively.

Two Dimensional allows the Character to become a liv-
ing shadow, a flat picture, a being with only two dimensions.
When viewed from the side, the paper-thin Character is treated
as though he has the Invisibility Power (Sight Only) rated at APs
of Two Dimensional. As a living image, the Character may move
along surfaces like a shadow at normal (or enhanced by Powers)
movement rates.

Two Dimensional immunizes the user to forceful dam-
age: all Physical attacks which directly cause Knockback rated at
an AP value lower than the Character's APs of Power are ineffec-
tive against the Character. Two Dimensional does not protect
against Mental or Mystical (including Mystically-Linked) attacks,
nor Physical attacks of gas or radiation such as Fog, Flash, or
Chemical Attack. Two Dimensional Characters may still
attack/affect the normal three-dimensional world as normal.

Two Dimensional may be purchased with the Cannot
Attack/Affect Three Dimensional Targets Limitation (-1 FC).
Characters with this Limitation may not interact Physically with
the three dimensional world when the Two Dimensional Power is
activated.

This Power allows a Character to see at night or in the
dark just as if it were daylight.This effect is created through the
intensification of existing luminary sources (radio waves, electri-
cal impulses, etc.). A Character can use Ultra Vision to spot
Invisible objects (see Invisibility).

This Power allows a Character to transfer APs of Body
from an opponent to his own Body. Such an attempt requires an
Action Check with AV/EVs equal to the APs of Power and
OV/RVs equal to the opponent's Dex/Body; RAPs equal the num-
berof APs transferred through the Vampirism attack.

APs transferred through use of Vampirism will repair
damage a Character has received. However, the total Body of a
Character may never rise above his normal AP level through the
use of this Power. A fully healed (Physically undamaged)
Character may still use Vampirism as a normal attack form to
damage an opponent.

Vibe gives the user the ability to vibrate nearby objects
at frequencies great enough to damage those objects. Such an
attack is a Dice Action using the APs of Vibe as the AV/EV
against OV/RVs equal to the target's Dex/Body (if the target is a
living being or Gadget) or against the target's Body/Body (if the
target is an inanimate object). RAPs earned equal the damage
from the attack.

The users of the Vibe power may attempt to bypass the
Skin Armor Power of a target.The user of the Vibe Power must
successfully perform a successful Trick Shot (+2 OV) against the
target with Skin Armor. If the check is successful, the APs of
Skin Armor are reduced by half (round up) when added to the
opponents RV for determining damage.

This Power allows a Character to inflict Physical damage
upon an opponent by causing similar damage to a magical doll or
fetish which contains an item belonging to the opponent (a lock of
hair, a piece of clothing, etc.). :

Use of Voodoo is a Mystical Attack with AV/EVs equal to
the APs of Power against OV/RVs equal to the opponent's
Infl/Spirit. RAPs are always taken by the opponent as Physical
damage and are subtracted from the opponent's Body.

A Character with Voodoo can create a suitable voodoo
doll in one minute (15 phases) provided he has access to an item
that belongs to the opponent. If the attacking Character is sepa-
rated from the doll, the voodoo effects will cease until the doll is
recovered.

This Power allows a Character to open an extra-dimen-
sional rift between two points of real space, with instantaneous
travel then possible by stepping through the warp. A Warp may
not be opened into solid matter.

While a warp is open, there is no limit to the number or
weight of objects that may pass through the warp. A warp col-
lapses the instant the Power user steps through the rift, wills it to
close, or falls unconscious.

The OV/RVs to attempt to open a warp equal the dis-
tance (in APs) between the locations connected by the warp. If a
Character were trying to open a warp one thousand miles long,
for example, OV/RVs would be 20/20. RAPs from the Warp Action
Check equal the length of time (in APs) the warp will remain
open (unless the Power user steps through, wills it to close, or
falls unconscious, as previously explained).

A warp may be used to attack another Character after
the warp has been created.In such a case, RAPs from the roll
that opened the warp function as AV/EVs of the attack with the
target's Dex/Body serving as OV/RVs. If RAPs from this attack
equal or exceed the distance (in APs) between the target and the
warp, the target is instantly drawn into the rift.
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This Power allows a Character to summon into exis-
tence an actual creature of living water that will follow the
Character's instructions for a length of time equal to the
Character's APs of Water Animation. At the end of this time, the
creature will disperse into normal water.

A Character using the Water Animation Power divides
the APs of Power into two numbers as desired.The first number
serves as the water creature's Dex, Str, and Body while the sec-
ond number serves as the creature's Infl, Aura, and Spirit against
Mystical Attacks. Water creatures do not possess Mental
Attributes and are therefore immune to Mental Attacks.

Water creatures have APs of Fluid Form only useable
with the Partial Solidification Advantage at APs equal to its Aura.
The water creature occupies a volume equal to its APs of Str and
moves at a Speed equal to its Dex. In addition, an animated
water creature suffers a -2 Column Shift modifier to its RV when
defending against cold- and heat-based attacks.

is Power allows a Character to control the movement
and flow of water. Water Control does not give a Character the
ability to create water, only the ability to control pre-existing
water. A Character with Water Control may utilize the Power
toward a number of applications, including:

* The ability to summon a large wave to attack
an opponent.This is a Physical Attack with AV/EVs
equal to the Character's APs of Power and OV/RVs
equal to the opponent's Dex/Body.

* The ability to sweep an opponent underwater
in an effort to drown him.This attack requires an Action
Check with an AV/EV equal to the Character's APs of
the Power against an OV/RV equal to the opponent's
Dex/Str. If this Check yields positive RAPs, the target is
dragged underwater and suffers the appropriate penal-
ties (see page 155). To resurface, the opponent must
gain positive RAPs on an Action Check, using his
Dex/Str as the AV/EV and the RAPs from the original
Water Control Attack as the OV/RV.

¢ The ability to automatically summon forth a
large wave for propulsion. In this manner, a Character
can travel at a speed equal to the APs of Water Control
(maximum movement is 8 APs per phase, regar&less of
the Character's APs of Power).

* The ability to move volumes of water. AV/EVs
to such an attempt equal the Character's APs of Water
Control while OV/RVs equal the volume of the water to
be displaced. RAPs indicate the distance the volume of
water may be moved

This Power allows a Character to move through water
and other liquids as easily as the average human moves through
air. A Character with Water Freedom does not suffer any under-

water combat penalties (see page 155).

While submerged, a Character with this Power can
breathe freely and may substitute his APs of Water Freedom for
Dex (recalculate Initiative score). The Swimming Power is neces-
sary to enhance the Character's underwater movement Speed
beyond normal movement.

This Power allows a Character to manipulate and control
patterns of local weather. Use of Weather Control requires an
Action Check with AV/EVs equal to the APs of Power against
base OV/RVs of 0/0. Final OV/RVs to a Weather Control attempt
are modified according to the table below.

Calculate the present weather conditions by adding the
"Weather Levels" of precipitation, temperature, and wind for cur-
rent weather. Next, calculate the Weather Levels for conditions
the Character wishes to create using the Power. The difference
between these two numbers is used as the number of Column
Shifts added to the OV/RYV of the attempt, from the base OV/RV
of 0/0.

Example: Chicago is currently experiencing Dry, Cool
weather with a Slight Breeze off the lake (total Weather Level of 2
+ 2 + 2 = 6).A Character wants to change these conditions to '
Monsoons with Record Heat and Tornadoes (Weather Level of 5
+ 5 + 6 = 16). In this case, the OV/RV would receive +10 Column
Shifts (16 - 6 = 10) from the base 0/0, moving it to the 22 to 24
Column.

RAPs from a Weather Control attempt indicate the
length of time (in APs) the modified weather will persist, although
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the controlling Character has the option of automatically returning
conditions to normal at any time.

Additionally, a Character using Weather Control to cre-'
ate hurricane force winds can attack opponents within Range as
if he possessed APs of Air Control equal to his APs of Weather
Control. Similarly, a Character who summons monsoons can
attack opponents in Range with APs of Weather Control (such
attacks are at +2 Column Shifts to the target's OV against uncon-
trolled lightning bolts).

Weather Condition Weather Level

3
TEMPERATURE Record Cold 1
Cool/Freezing 2
Mild 3
Hot 4
“ Record Heat 5
2

4

5

Type: Dice ._
; actor Cost' 3

A Character wrth this Power can see through virtually
any material. OV/RVs of an X-Ray Vision attempt equal the Body
of the object the Character is attempting to see through.When
purchasing this Power, a Character must select a common sub-
stance through which the X-Ray Vision will never function.

Skills

Like Powers, Skills are special abilities measured in
APs. The difference between Powers and Skills is that in general
only super-humans possess Powers, whereas nearly any normal
human can possess a Skill. A locksmith might have a few APs of
the Locks and Safes Subskill of Thief, while a doctor would pos-
sess the Medicine Skill.

PR

Skills are presented using the same format as Powers.
Each Skill is given a Link Attribute, a Base Cost, and a Factor
Cost.The Range of all Skills is "Self* and a Skill's "Type" is
always a Dice roll unless otherwise indicated. Following the Base
and Factor Costs is a list of the Subskills of the Skill, sectioned
into Skilled Use and Unskilled Use (described following).

_ Unskilled Use

A Character can often attempt to use a Skill or Subskill,
even if he has not actually purchased that Skill/Subskill. This is
known as Unskilled Use. Subskills thatmay be attempted
Unskilled are listed under the Skill's description (listed as
Unskilled Use), as are the Subskills that may not be attempted

Unskilled (listed as Skilled Use). Unless the Skill description
states otherwise, a Character attempting Unskilled Use must sub-
stitute his APs of the Skill's Link Attribute for the APs of the
appropriate Skill and adds a +2 Column Shift penalty to the OV
and RV of the action.

Particular Subskills which may not be attempted in
Unskilled Use are listed in a Skilled Use section following the
Skill's listing (one example would be the Forensics Subskill of the
Medicine Skill).

Example: A Character who does not possess the
Gadgetry Skill is attempting to identify a Gadget, an Action that
the GM decides has an OV/RV of 5/5.In this case, the Character
would use his Int as the AV/EV of the Action Check. He receives
a +2 Column Shift penalty to the OV/RYV, resulting in an effective
OV/RV of 9/9.The Character may still opt to spend Hero Points to
increase his AV/EV when making an attempt at Unskilled Use.

. Subskills

Each Skill listed consists of two or more Subskills, inde-
pendent abilities that are related to their particular Skill. A
Character with a certain number of APs in a Skill automatically
has that many APs in all of the Subskills.

A Character can exclusively purchase one or more
Subskills without purchasing the entire Skill to which the Subskills
relate. For example, a Character could purchase the Analysis
Subskill of Scientist by itself, meaning the Character could not
use his scientific abilities to Draw Plans, Observe, or Research.
The advantage to this option is that purchasing individual
Subskills is cheaper than purchasing an entire Skill.

When purchasing individual Subskills, subtract one from
the Skill's Factor Cost for each Subskill the Character is unable to
use. Detective (Law) by itself, for example, would have a Factor
Cost of 3 (normal Factor Cost of 8 minus 5 Subskills) while
Weaponry (Firearms, Melee Weapons) would have a Factor Cost
of 3 (normal Factor Cost of 6 minus 3 Subskills).

Skilled Use Physrcal Mental Mystlcal Perceptron (see below)

The Accuracy Skill represents talent with aiming Powers
and enhanced observation. It consists of four Subskills: Physical,
Mental, Mystical, and Perception.

The APs of the Accuracy Skill may be used to replace
the AV of any Offensive Power. Any Offensive Power whose APs
already substitute for AV (such as Lightning) may be purchased
without an AV as a -1 Factor Cost Limitation (see Limitations,
page 56). Normally, a Power with no innate AV uses the
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Character's appropriate Action Attribute as the AV for Attacks (the
Physical Power of Lightning with no AV would use Dex as AV).
With the appropriate Accuracy Subskill, APs of this Skill may be
substituted for AV. Linking the Accuracy Skill is counter-produc-
tive, therefore Accuracy cannot be Linked and has no Link
Attribute.

Each of the three Category Subskills, Physical, Mental,
and Mystical, replaces the AV forits corresponding Category of
Attack. Each Category Subskill is useable for all Powers under
thatCategory. For example, the Physical Subskill covers
Physical Powers like Energy Blast and Cell Rot, Mental Subskill
covers Powers like Mind Blast and Mental Freeze, and Mystical
covers Mystical Powers like Magic Blast and Mystic Blast (as well
as any Mystic Linked Power). Certain Powers (based on GM
judgement), such as Bomb are exempt from Accuracy since the
AV depends upon intensity of the blast.

The Perception Subskill of Accuracy represents
Characters who have honed their senses to be extra sensitive
and alert. When using the Perception Subskill, the APs of
Accuracy may be substituted as either the AV or the EV for any
Perception Check (see page 156). This Subskill combines well
with the Sharp Eye Advantage and could be used to clearly read
license plates of moving vehicles or notice specific people in a
crowded area.

The Accuracy Skill may not be used Unskilled, but there
is no OV/RV Column Shift penalty for performing a normal
Perception Check or Power use. Perception Checks default to.
Int/Will as AV/EV, and the AV for a Power is either the APs of
Power or the Power's appropriate Acting Attribute as stated the
Power's description.

Removing the Perception Subskill is a normal -1 to the
Factor Cost of Accuracy. Unlike other Skills, removing each
Category Subskill (Physical, Mental, or Mystical) takes -2 from
the Factor Cost of Accuracy. Instead of covering such a broad
range of Powers, a Category Subskill may be taken solely for one
specific Power (such as taking Physical only for use with the
Lightning Power). Taking a Category Subskill for only one Power,
remove -1 from the Factor Cost of Accuracy instead of -2.

Example: Captain Guy purchases Energy Blast with
No AV at 6 APs. The Captain purchases Accuracy Skill but only
wants to use it for Energy Blast. He removes the Perception,
Mental, and Mystical Subskills, reducing the Factor Cost of
Accuracy to 2 with only the Physical Subskill. Because Physical
Subskill will only be used for Energy Blast, the Captain removes
one more Factor Cost, making it Energy Blast Specific, and the
final Factor Cost of Accuracy is reduced to 1.

Captain Guy has purchased 9 APs of Accuracy
(Physical - Energy Blast Only). When firing his Energy Blast, he
uses an AV of 9. If Captain Guy had not taken the No AV
Limitation and had not bought Accuracy, he would use APs of
Power as AV, giving him an AV of 6.

If Captain Guy later acquires Lightning Power, he may
not use the Accuracy Skill to aim it unless he re-purchases the
Accuracy Skill to account for the Power. If Captain Guy had not
made his Physical Subskill Energy Blast specific, he could use
the APs of Accuracy as his AV of the new Lightning Power.

Unskilled Use: Climbing
Skilled Use: Dodging (see below), Gymnastics

Acrobatics is composed of three separate Subskills;
these are Climbing, Dodging, and Gymnastics.

Climbing enables a Character to climb walls, trees,
buildings, etc. Guidelines for determining the OV/RV of Climbing
attempts can be found on the following chart:

Object Climbed

A Climbing Action Check must be made prior to the
Climbing attempt. If this Action Check fails, the Character will fall
when he reaches the halfway point of the surface (1 AP below
the surface's total height).The APs of Climbing equal the dis-
tance (in APs) a Character can travel in one phase (with a maxi-
mum of 3 APs unless the Character has the Superspeed Power;
in which case, the climbing speed equals the APs of Acrobatics
or Superspeed, whichever is lower).

The Climbing Subskill also allows a Character to per-
form a technique called a Breakfall, which helps to reduce dam-
age from falls. If a falling Character has the Climbing Subskill,
his APs of Acrobatics may be used as his OV against damage
from falling.

Dodging enables a Character to avoid a blow or other
Physical Attack. In order to use this Subskill, the Player must
choose the Dodge maneuver in combat (see page 150). Instead
of receiving the standard +1 Column Shift bonus to his OV for a
Dodge, a Character with the Dodging Subskill may add the APs
of Acrobatics to his OV.

Gymnastics enables a Character to perform rolls, tum-
bles, flips, leap great distances (see below), and also allows a
Character to juggle. This latter ability gives no benefit in combat
but will readily impress a crowd. An Olympic gymnast would pos-
sess 6 or 7 APs of this Subskill.

A normal tumbling routine has OV/RVs of 2/2 while an
Olympic-caliber routine has OV/RVs of 6/6. When a Character is
attempting to juggle, each item beyond the third adds +1 Column
Shift to the OV/RV of the attempt.The base OV/RV is 2/2. An
attempt to juggle five items would have an OV/RV in the 5 to 6
Column. The OV/RV should be increased by +2 Column Shifts if
the items are of different balances and weights, such as juggling
toothbrushes and bowling balls. Positive RAPs indicate the
Character may successfully juggle the items for a length of time
(in APs) equal to the RAPs of the Action Check.

If a Character who is performing for an interested or
neutral crowd receives 1-2 RAPs, the audience was pleased; 3-4
RAPs means they loved the performance; and 5 or more RAPs
indicates that the audience burst into frenzied applause. Eight or
more RAPs gained indicate a truly electrifying performance that
will be remembered for years.

The Gymnastics Subskill also allows a Character to leap
great distances. He can jump fairly far, a little farther than a stan-
dard Character, but not so far as to rival the Jumping Power.
Leaping is Movement and can normally be resolved without an
Action Check. If the Character is making an extraordinary leap
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(such as over a large chasm, 2 or 3 APs in length), AV/EV equals
APs of Gymnastics while OV/RV equal twice the APs of Distance
(leaping over a 3 AP Chasm has OV/RV equal to 6/6). Leaping
Unskilled has AV/EV equal to Dex/Dex and incurs a +2 Column
Shift penalty to the OV and RV. A GM should be cautious and
judgmental in the distances a Character with Gymnastics should
be allowed to leap. Just achieving 1 RAP on a Push could send
an Olympic athlete several yards beyond the world record when,
in reality, getting a couple of extra inches is considered an awe-
some performance.

If a Character has both the Climbing and Gymnastics
Subskills, he may take advantage of the Traversement Ability.
Traversement allows a Character to swing effortlessly between
urban buildings, trees, and skyscrapers on a swing-line. Swing-
line speed in APs equals the Weight of the Character multiplied
by the altitude difference he is swinging from-to in APs, minus
one. A Character cannot move more than 7 APs per phase via
swing-lines.

Unskilled Use: Riding
Skilled Use: Animal Training

The Animal Handling Skill has two Subskills: Animal
Training and Riding.The Animal Training Subskill of Animal
Handling cannot be used Unskilled.

Animal Training enables a Character to train animals
with which he has had daily contact. OV/RVs for an Animal
Training attempt equal the animal's Infl/Spirit. RAPs reflect the
number of simple commands the animal may be trained to per-
form (such as "attack," "fetch," "scout ahead," and "find home").

A command must be simple enough for an animal to act
upon it with its native ability. A command such as "program the
navigational computer with attack coordinates” given to a pet
monkey, for example, would result in random monkey motions at
the console of the navigational computer.

Following a successful Animal Training roll, an animal
must be trained for one full week (18 APs). Only one animal may
be trained at any given time and only one training attempt may
be made per week. If so desired, a Character with this Subskill
may train an animal to carry him, provided the animal is of suffi-
cient size and strength.

Riding enables a Character to ride any sort of animal
that has been trained for that purpose. This type of riding is
Automatic. If the animal is untrained, the OV/RV of the Riding
attempt equals the Dex/Str of the animal.

A Character who has made a successful Riding Action
Check will not lose control of the mount unless an attack upon
the animal is made which either knocks the beast unconscious or
receives RAPs which exceed the Character's APs of Riding.

Skilled Use: Actor, Dancer, Graphic Designer, Musician, Painter,
Photographer, Sculptor, Writer

The Artist Skill has eight Subskills: Actor, Graphic
Designer, Dancer, Musician, Painter, Photographer, Sculptor, and
Writer, each of which has the potential to please an audience. A
Hostile group does not constitute an audience; these Subskills

will only impress willing and interested viewers.

When a Character uses Artist to perform or produce a
work, OV/RVs are at 4/4 unless performed or produced for a spe-
cific person; in which case, that person's Infl/Spirit acts as
OV/RVs. If the person possesses the Artist Skill, the APs of Artist
will act as OV/RV to the attempt. Multi-Attack penalties for Artist
attempts are not applicable. RAPs on an Artist attempt indicate
the following effects:

Result

ova erformat
e artist gives an immortal performance or
creates a masterpiece which the audience will
never forget.

An audience that liked a Character's performance or
work will be friendly toward the Artist. Utilizing Artist in this fash-
ion during combat will be ineffective.

A Character should remember that great works of art
are not produced hourly. While no fixed time exists for the fruition
of genius, a standard guideline is two months (21 APs) per major
work. Saleable art works may be produced in the minimum times
listed in the following Subskills:

Actor gives the Character the ability to act in dramas
and become adept at portraying many different personae. This
Subskill may be used to disguise a Character, in which case the
APs of Actor serve as the OV/RV against a Perception Check to
detect the impersonation. RAPs indicate the degree to which the
opponent is able to see through the disguise if at all. See
Perception Checks (page 156) for more information.

A Character who uses Actor to impersonate a well-
known figure receives a +2 Column Shift modifier to the OV. The
impersonation of a generic individual, such as a guard at a mili-
tary installation, receives no OV modifier. Use of the Actor
Subskill does not provide a Character with any information known
by an impersonated Character, such as passwords or hide out
locations.

The Actor Subskill may also be used to penetrate a dis-
guise or to resist being fooled by another Character using the
Actor Subskill. In such cases, the APs of the Actor serve as
AV/EVs and OV/RVs, respectively.

Dancer allows a Character to perform intricate dance
routines in a number of styles, including ballroom, jazz, ballet,
etc. Dancing may be used to emulate any observed fighting
style, meaning any use of a Martial Artist Subskill in the
Character's presence. Such an attempt requires an Action Check
with AV/EV equal to the Character's APs of Dancing, and OV/RV
equal to the APs of the Martial Artist Subskill observed.

RAPs achieved equal both the APs of the particular
Martial Artist Subskill the Character may use, and the number of
phases the tactic may be used for. Fighting ability takes practice
and though it may be easily emulated, it still requires true skill to
be effective. The maximum APs the Character may use equals
his APs of Dancing or the APs of the Martial Artist Subskill he is
emulating, whichever is lower.

Graphic Designer is familiar with the use of computers
for the design of digital art. He is familiar with software programs
for use in computer drawing and art and has knowledge of both
two-dimensional and three-dimensional graphical textures, and
the use of associated hardware including scanners, light pens,
digital cameras and various other related devices. The Graphic
Designer does not have an in-depth grasp on programming, but
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due to the internet research requirements of a Graphic Designer,
his familiarity with Computers grants him a bonus of -1 AP to the
OV of any attempts of Research (see Scientist) through the use
of Computers and the Internet. Each particular work takes at
least two days (16 APs) to complete.

Musician enables a Character to sing and play musical
instruments. APs of this Subskill may be used as the AV of any
Shouting or Sonic Blast Attack.

Painter includes any of the graphic arts; comic book
illustrators would fit into this category. Each particular work
attempted by a Character is a separate action and takes at least
one week (18 APs) to complete.

Photographer is the art of creating photographic works.
Fashion photographers and film directors would fit into this cate-
gory. Photograph Interpretation is an innate ability of Characters
who have the Artist (Photographer) Subskill. This ability allows
the Photographer to identify the components of and interpret the
meaning of photographs, including, but not limited to, satellite
photos and aerial photographs. Photograph Interpretation
requires an Automatic Action. If there is information to be gained
from the photo, then the APs of Photographer are both the AV/EV
and OV/RV to gain clues. RAPs achieved are the Knowledge
Points gained. APs of Microscopic Vision may be substituted for
AV/EV. In the instance of a Camouflaged, Stealth-using, or
Invisible objects in the photo, use the appropriate APs as the
OV/RV against being noticed.

Example: Achieving 1 RAP might allow one to notice
the missiles hidden in the forest, 3 RAPs may allow notice of a
country insignia on the missiles and 6 RAPs might reveal that
every other missile is a fake.

Sculptor includes the creation of any three-dimensional
form of art. Each particular work attempted by a Character is a
separate Action and takes at least one week (18 APs) to com-
plete.

Writer enables a Character to produce novels, screen-
plays, comic books, prose, poetry, or any other creation involving
the written word. Each particular work attempted by a Character
is a separate Action and takes at least one week (18 APs) to
complete. His familiarity with written works grants the Writer a
bonus of -1 AP to the OV of any attempts of Research (see
Scientist) through the use of a library.

Skilled Use: Interrogation, Intimidation, Persuasion (see below)

Charisma has three Subskills:Interrogation, Intimidation,
and Persuasion.The use of Charisma is often a struggle of
Mental or Mystical strength made between Characters.

A Character with Charisma can use his APs of the Skill
as both the AV and EV for all Character Interaction attempts in
place of the usual Infl/Aura. To use Charisma in this manner, a
Character must possess the appropriate Charismatic Subskill
which corresponds to the type of Character Interaction that is
being attempted (see page 162).

Unskilled Use: Clue Analysis
Skilled Use: Counterfeit Recognition, Identification Systems,
Law, Legwork, Police Procedure

The Detective Skill possesses six separate Subskills;
Clue Analysis, Counterfeit Recognition, Identification Systems,
Law, Legwork, and Police Procedure.

Clue Analysis is the ability to glean information from
physical clues left by a crime or criminal. RAPs equal the
Knowledge Points gained, and some pieces of information may
require more than a single Knowledge Point to uncover.

There is a three-tiered clue structure to the revelation of
any clue. Each step contains a piece of information and has a
Knowledge Point total necessary to reach it. Once a step is
reached, all information available in preceding steps is automati-
cally awarded as well.

Revelation of information from a Clue Analysis is
dependent upon how many RAPSs the Analysis gained: 1 RAP (lit-
tle information), 1/2 the RV in RAPs (a good deal of information),
or Full RV RAPs (everything there is to know about the clue).
AV/EV to a Clue Analysis equal a Character's APs of Detective
while OV/RVs vary depending on the situation; normally these
are either the Int/Mind of the criminal leaving the clue or the crim-
inal's APs of Thief Skill. The Gamemaster should set the OV/RVs
beforehand.

Example: A police detective with Detective of 3 APs
finds a rubber glove that has the following clue structure:

Knowledge Points

OV/RVs to the rubber glove clue are at 3/3.The detec-
tive rolls an 11, succeeding but with no Column Shifts. The detec-
tive receives 1 RAP, sufficient information to discover A, the first
clue, but 1 AP short of clue B. The detective discovers that the
rubber glove was manufactured by Wilkinson Industries.

M.A.X., whose computer memory provides him with 10
APs of Detective Skill, finds the same rubber glove. M.A.X. rolls a
13, succeeding with two Column Shifts, and receives 10 RAPs,
more than enough to unravel the entire clue.

Counterfeit Recognition enables a Character to identi-
fy phony money, fake art, forged signatures, or anything that is a
fraudulent copy. The AV/EV of a Counterfeit Recognition attempt
is equal to the Character's APs of Detective while the OV/RV is
equal to the RAPs of the Thief (Forgery) Check that made the
object being identified. If this Check gains positive RAPs, the
object is uncovered as a fake; otherwise, the Character believes
the atticle to be genuine.

Identification Systems enables a Character to verify
the identity of another Character from fingerprints, retinal or voice
patterns, etc. if he has access to the proper equipment. If the tar-
get Character is unknown by any authority, there exists no
chance to identify him through Identification Systems.
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The AV/EV equals the Character's APs of Detective
while OV/RVs equal the Thief Skill of the target Character.
Positive RAPs reveal the identity of the Character sought.

~ Law enables a Character to exercise jurisprudence to
free himself and/or friends from legal constraints. The AV/EV of
such attempts equals the Character's APs of Detective, while the
OV/RV equals the APs of Law of the opposing lawyer. Positive
RAPs on any Law attempt indicate successful defense or prose-
cution.

OV Column Shift modifiers apply to Law attempts as fol-
lows: +6 Columns when the defendant is blatantly guilty; +3 to +5
if the defendant has been framed (if the framing Character is
exposed, the OV modifier becomes a -2 Column Shift for Law
use). An innocent defendant who has not been framed receives a
-1 Column Shift modifier.

Legwork represents training in locating and questioning
witnesses about suspects and situations. He knows where to
look to find witnesses, from a lowly bum to an office worker who
may have seen something out of his 8th-story window. Legwork
replaces the AV/EV of any Perception Check (see page 156) to
locate a witness, should the GM deem a roll necessary.

Legwork also provides knowledge of appropriate phras-
es for talking to people and gathering information. APs of
Legwork may be used as the AV/EV of any Character Interaction
between the user and a witness, as long as the user is attempt-
ing to glean information. A Legwork attempt is similar to an
Interrogation attempt (see page 162), except that the witness
should hold no animosity toward the Detective afterwards
("roughing up" a witness through Legwork is unnecessary). A
successful Legwork attempt could gain information such as a
suspect description, a license plate (or at least part of one), a
statement that may have been overheard, or even a strange odor
the witness smelled.

If the witness was not harmed by the suspect/situation,
he may be Suspicious or Neutral toward the Detective.
Witnesses harmed by the suspect/situation may be very Friendly
and forthcoming, or possibly too scared and Opposed to speak-
ing. Note the use of Attitude keywords (see page 163) in the pre-
vious sentences. Attitude adjustments should affect a witness,
depending upon the situation and the witness’ personality.

Police Procedure enables a Character to avoid both
police conflict and security. For example, such a Character could
apprehend felons and gain access to a crime scene without
being arrested for interfering with an investigation.

A Character with Police Procedure will be on Friendly or
Neutral terms with the police unless the Character has the
Mistrust Drawback.This Subskill may be substituted for the
AV/EV of Persuasion when dealing with law enforcement person-
nel.

Unskilled Use: Identify Gadget
Skilled Use: Build Gadget

Gadgetry is the ability to build, identify, and use techno-
logical devices. The Gadgetry Skill consists of two separate
Subskills: Build Gadget and Identify Gadget.

Build Gadget enables a Character to design and build
new Gadgets. For further information on the Gadgetry rules and
how to build Gadgets, see page172.

Identify Gadget allows a Character to identify the func-
tions of an unknown or unfamiliar Gadget.ldentifying a Gadget is
a normal Action Check, using the Character's APs of Gadgetry

as the AV/EV and the Gadget's single highest AP value as the
OV/RV.

Attempts by a Character to identify a Gadget that is the
product of an isolated or alien technology should be modified by
the Universal Modifier Table. An attempt to identify a device built
by aliens who are remarkably similar to humans might be
Difficult, an attempt to identify a device constructed by aliens so
different from humans that their thought patterns are completely
incomprehensible to the human mind might be Beyond the Limit.

If a Character attempting such identification receives 1
RAP, he possesses a rudimentary understanding of the device
and can operate it with a +3 Column Shift modifier to all of its
functions. If the Character receives RAPs equal to one half (1/2)
the RV of the Identify Gadget attempt, he understands the device
and can control all of its functions without penalty.

If the Character receives RAPs equal to or greater than
the RV of the Identify Gadget attempt, he completely understands
the device, can control its functions without penalty, and can even
modify or repair the item, if necessary.

Skilled Use: Assault, Battery, Blocking, Defense, Techniques

A Character with Martial Artist is extremely proficient in
hand-to-hand combat. He need not be trained through formal
training (though for the Focus of Will Bonus (below), formal train-
ing is required) but may merely excel in hand-to-hand combat or
possess a unique fighting prowess. Hand-to-hand combat
includes attacks made with melee weapons (knives, swords, and
staves), unarmed combat, and Grappling attacks. Unless other-
wise stated, only one of the following Martial Artist Subskills;
Assault, Battery, Blocking, and Defense, may be used each
phase. Martial Artist may not be attempted Unskilled.

The Assault Subskill allows APs of Martial Artist to sub-
stitute for AV of any hand-to-hand combat attacks. If using a
melee weapon and he has the Melee Weapons Subskill of
Weaponry, the APs of Martial Artist may substitute for the
weapon's AV. If the Character does not have the Melee Weapons
Subskill of Weaponry, he may still substitute Assault for AV but
receives a +1 Column Shift penalty to the OV. Having the Assault
Subskill adds a permanent +1 to the Character's Initiative.

The Battery Subskill represents knowledge on how to
cause damage in hand-to-hand combat. When using the Battery
Subskill, as long as APs of Martial Artist are equal to or greater
than the Character's Strength Attribute, he may add +1 Column
Shift to his EV in hand-to-hand combat (or the EV of the Melee
Weapon he is using). If APs of Battery are less than his APs of
Str, Battery only adds +1 AP to his EV.

The APs of Battery may be substituted for EV in hand-
to-hand (and melee weapon) combat, but this act chances the
death of the target and constitutes Killing Combat. Substituting
Battery for EV against non-living material (such as a wall or a
robot) is not considered Killing Combat.

The Blocking Subskill represents the ability to avoid
being damaged during combat. With this Subskill, the APs of
Martial Artist may be used as the OV against hand-to-hand com-
bat attacks. Having the Blocking Subskill adds a permanent +1
to the Character's Initiative (cumulative with the +1 Initiative from
the Assault Subskill). The Dodge Subskill of Acrobatics (see
page 150) is used to avoid ranged and other attacks (including
hand-to-hand).
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The Defense Subskill represents a physical (or maybe
even spiritual) toughness the Character has accumulated through
training and/or experience. Defense allows the Character to sub-
stitute his APs of Martial Artist for his RV against hand-to-hand
combat attacks.

The Techniques Subskill allows access to certain
Combat Maneuvers only available to a Character with this
Subskill. These five techniques include Concentrated Attack,
Counterstrike, Laying Back, Throwing, and Submission Hold and
are detailed in the Combat Maneuvers section (see page 144).

Martial Artist may be purchased with a special Focus of
Will Bonus. If a Character learned his Martial Artist Skill through
formal training, then the Skill is eligible to become a focus of the
Character’s inner strength. This training must be elaborated upon
in the Character’s Background. The Focus of Will Bonus changes
the Link Attribute of Martial Artist to Will and doubles the Base
Cost of Martial Artist (to 50). Martial Artist may now be Linked to
the Character’s Will. Linking Martial Artist to Dexterity is ineffi-
cient, since both represent AV and OV in hand-to-hand combat
and when Linked, are at the same value. Focus of Will Martial
Artist is a Mental Skill.

Unskilled Use: First Aid
Skilled Use: Brainwashing, Forensics, Medical Treatment,
Surgery

The Medicine Skill is composed of five Subskills;
Brainwashing, First Aid, Forensics, Medical Treatment, and
Surgery. First Aid and Surgery are only useful toward healing
damage done to the Body of a Character. Medical Treatment
may be used to heal Body, Mind, or Spirit. First Aid is the only
Subskill of Medicine that may be attempted through Unskilled
Use.

Brainwashing allows the user access to the inner arts
of Psychology, a.k.a. "mind control", whether it be a medical form
of interrogation, hypnosis, or actual brainwashing. Brainwashing
enables a Character to use intensive pressure tactics on a target
to change his basic motivations or beliefs. Once a target has
been chosen and immobilized (whether by choice or through
physical restraints), the Character makes a Brainwashing Roll
with APs of Brainwashing as AV/EV. OV/RV equals the target's
Wili/Mind, taking into account Iron Nerves, Iron Will, Mind Blank,
Mind Over Matter, and Mind Field/Shield Powers. Any RAPs
gained are subtracted from the APs of the target's Mind. This
procedure must until the target’s Mind is reduced to O or less.
The procedure will not kill the target.

Only one Brainwashing Roll may be made per day (15
APs) on a single target. For each AP less of time taken to
Brainwash, add these APs to the OV and RV of the Brainwash

Rol. If the victim is reduced to 0 Mind or less, a new motivation, -

belief, or suggestion may be programmed into the Character.
After this procedure, add the APs of Brainwashing directly to the
target’s Mind in order to "build up and repair" his Mind (to a maxi-
mum of its original level).

A Character may not use Recovery to regain Mind APs
lost through Brainwashing. In order to reinstate the target’s origi-
nal ideas and beliefs, the Mind APs of a Brainwashed Character
must be re-converted through deprogramming by a Character
with either Brainwashing or Medical Treatment Subskills.

Deprogramming uses AV/EV equal to APs of Subskifl
vs. OV/RV equal to the APs (not RAPs) of the original
Brainwashing attempt. When total cumulative RAPs equal the

Brainwashing APs, the targetis deprogrammed.

First Aid enables a Character to treat wounds inflicted
in Killing Combat by reducing or delaying the resulting damage
(bleeding may be stopped and the infection of wounds can be
prevented). The AV/EV of a First Aid attempt is the APs of
Medicine, while the OV/RV equals the total amount of damage to
the Current Body Condition of the Character being treated.

A successful First Aid attempt will halt the loss of
Current Body Condition APs sustained by a Character reduced to
a negative Current Body Condition by Killing Combat.The RAPs
earned equal the length of time in APs that the bleeding has
been stopped. At the end of this time, wounds will reopen and
the injured Character will again sustain damage every 8 APs of
time.

Forensics enables a Character to ascertain information
regarding the manner of death by examining a body. Such analy-
sis using this Subskill must be conducted in a laboratory in all but
the most obvious of cases. In a laboratory, the exact cause and
approximate time of death may be determined.

The time of death determined through a Forensics
Check is accurate to within 5 APs of the length of time (in APs)
the victim has been deceased. For example, if a body had been
dead one week (18 APs), the time of death can be accurately
determined to within 8 hours (13 APs).

If Knowledge Points may be gained from examination of
a corpse, Forensics may be used to gather this information.The
AV/EV of such an attempt equals the Character's APs of
Medicine Skill, while the OV/RV equals 4/4 for a body dead one
week to six months, and 10/10 for a body dead more-than six
months. Positive RAPs reveal Knowledge Point information nor-
mally.

Medical Treatment enables a Character to aid others in
combating the effects of disease. Medical Treatment may only be
attempted once per day on any one Character. RAPs are added
directly to the patient's Recovery RAPs (see page 142) to deter-
mine how rapidly the Character heals. If Recovery is unsuccess-
ful for any reason, Medical Treatment has no effect.

AV/EVs to Medical Treatment equal the Character's APs
of Medicine while OV/RVs equal the absolute value of damage (in
APs) sustained by the Character treated (if a Character's Body is
reduced to -6, OV/RVs to Medical Treatment are at 6/6).

Optionally, OV/RVs may equal the APs of the disease or
poison that affected the Character. Positive RAPs from Medical
Treatment indicate the patient Character stops losing points of
Body for a length of time (in APs) equal to the RAPs of the
Medical Treatment.

If any Medical Treatment is administered to a Character
who has sustained Mind or Spirit damage, the patient may only
be treated once per week, regardless of whether or not the treat-
ment was successful (received positive RAPs). This simulates
psychological repairing of the Character's sanity.

Physical Medical Treatment requires proper equipment
and medicines, such as those available in hospitals and mental
health facilities. If these are not available, Medical Treatment may
not be administered and only First Aid may be given. A Character
specializing in Medical Treatment must also possess the First Aid
Subskill.

If a Character fails a Medical Treatment attempt and his
APs of Medicine are less than the absolute value of the damage
sustained by the patient (in APs), the Medical Treatment has
made the condition worse, and the patient loses his next Resting
Recovery Roll. If a Character's APs of Medicine are greater than
or equal to the absolute value of damage sustained, no additional
damage is done to the patient; the Treatment was simply unsuc-
cessful.
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If damage sustained by a Character is to a specific
organ or portion of the body and the Character's Body has been
reduced below 0, Medical Treatment is of no use; Surgery is
required.

: Surgery enables a Character to repair extensive
Physical damage sustained by another Character. It also allows
the surgeon Character to perform normal surgery up to and
including transplant operations and implantation of artificial
organs.

The AV/EV of a Surgery Attempt equals the Character's
APs of Medicine, and the OV/RV equals the total value of the
damage sustained by the patient. For example, if a Character
with a Body of 5 APs were reduced to a Current Body Condition
of -4, the OV/RV of Surgery would be 9/9.The OV/RV receives a
+1 Column Shift modifier if vital organs such as the heart, lungs,
or brain are subject to Surgery. A Character may undergo
Surgery a maximum of once per day, although a Character may
receive Surgery and other forms of Medicine, such as First Aid or
Medical Treatment, on the same day.

Specific organs or limbs that have been damaged may
be repaired through Surgery. RAPs on the Surgery attempt are
added directly to the patient Character's Body APs to repair dam-
age sustained.

If a Character fails a Surgery attempt and his APs of
Medicine are less than the total value of the damage sustained
by the patient (in APs), the surgery has made the condition
worse. The patient Character then sustains one (1) additional AP
of damage from the failed surgery and loses his next Resting
Recovery Roll.

If a Character's APs of Surgery are greater than or
equal to the total value of the damage sustained by the patient
(in APs), no additional damage was done to the patient; the sur-
gery was simply unsuccessful.

A Character with the Surgery Subskill must also pos-
sess both the Medical Treatment and First Aid Subskills.

Unskilled Use: Camouflage, Cartography, Tracking
Skilled Use: Cryptography, Danger Recognition, Demolition,
Field Command

Military Science possesses seven basic Subskills:
Camouflage, Cartography, Cryptography, Danger Recognition,
Demolition, Field Command, and Tracking. Camouflage,
Cartography, and Tracking are the only Subskills of Military
Science that may be attempted through Unskilled Use.

Camouflage enables a Character to alter the appear-
ance of objects and equipment in an effort to conceal them from
view. This does not include concealing items on one's person,
which requires the Concealment Subskill of Thief. Perception
Checks made in an attempt to spot Camouflaged items have OVs
increased by the Camouflaging Character's APs of Skill.

Cartography enables a Character to draw and interpret
complex maps and charts. An interpretive Cartography attempt is
an Automatic Action provided the maps legend is in a language
known by the Character. If the map is in an unknown but recog-
nizable language, the attempt is a Dice Action with OV/RVs of
4/4. If the nature of the map is completely alien to the reader,
OV/RVs are at 10/10.

RAPs from a Dice Action Cartography attempt are treat-
ed as Knowledge Points. 1 RAP indicates a vague understanding
of the map; 1/2 RV RAPs indicate a general knowledge of the
map's purpose; and Full RV RAPs indicate a correct interpreta-
tion of every symbol and relationship depicted on the map.

In any case, the amount of knowledge gained by a
Character through a Cartography attempt is limited by the map's
detail and accuracy; very little information could be learned about
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an individual city, for example, from a map of the entire United
States.

Making a map is an Automatic Action for a Character
with the Cartography Subskill. The time required to do so is equal
to 5 APs plus the APs of information contained in the map. A
map containing only 1 AP of information is a very rough sketch,
while an 8-AP map is a highly accurate topographic map featur-
ing buildings (represented in exact scale and providing informa-
tion regarding the building's construction), the local soil types,
and the native vegetation.

Cryptography allows a Character (Cryptographer) to
encode and decode data with relative ease. A Cryptographer is
also familiar with encoding and decoding techniques, including
coding algorithms, the use of Morse code, knowledge of useful
hardware, and the use of various encryption/decryption computer
programs. Knowing how to use these computer programs does
not necessarily grant the user the ability to perform other actions
on a computer (like the Graphic Artist Subskill of Artist allows).
Cryptography may also aid in solving puzzles that include ana-
grams, riddles, and wordplay: the sort left behind by demented
criminals. Data that can be encoded includes messages, draw-
ings, radio and video transmissions, computer programs, sateliite
feeds, etc.

The AV/EV of an encoding attempt is the APs of
Cryptography, and the OV/RV is the information to encode in
information APs. If the Action Check succeeds, the APs of
Cryptography used to encode equals the OV/RV of any attempts
to decode the message. The minimum amount of time to code
information is equal to four (4) plus the APs of information to
encode.

A Cryptographer may automatically decrypt his own
encryption. To decode a message, the AV/EV is the APs of
Cryptography with OV/RV the APs of the original cryptographer.
Achieving a single RAP on a decode results in a partial decryp-
tion, and what is revealed is up to the Gamemaster. RAPs equal
to full RV will fully decrypt the entire message.

Danger Recognition allows a Character to avoid an
ambush by identifying and recognizing subtle peculiarities in the
battlefield environment.The APs of the Danger Recognition
Subskill act as a Character's AV/EV when rolling to avoid the
effects of Surprise (see page 155).

In addition, Danger Recognition functions exactly like
the Danger Sense Power (see page 66) whenever the Skilled
Character is operating on a military battlefield. In other words, a
soldier can use his Danger Recognition Subskill to realize that
there are land mines on the road up ahead of him, but a super-
hero would need the actual Danger Sense Power to detect the
presence of a super-villain in the area.

Demolition enables a Character to work safely with
explosives and to achieve desired effects from a charge, provided
that the charge is sufficiently powerful. In a Demolition attempt,
the AV equals the user's APs of Skill and the EV is equal to the
explosive's APs of the Bomb Power.

A Character using the Demotition Subskill must work
with the explosive charge for roughly four minutes (6 APs) in
order to achieve the desired result. A Character spending less
time subtracts a number of APs from his AV equal to the manda-
tory time that was not spent (spending only two minutes, for
example, subtracts 5 from the AV).

Field Command enables a Character to lead troops in
battle. Characters with the Field Command Subskill can spend a
number of Hero Points equal to their APs of Military Science to
affect a unit's dice rolls. For information on field combat units,
see page 151.

Tracking gives a Character the ability to follow the trail
of another Character. The AV/EV of a Tracking attempt is equal to

the tracker's APs of Skill. The OV/RV equals the quarry's
Dex/Dex.

The OV of a Tracking attempt receives a +1 Column
Shift modifier if the quarry is a Character without the Tracking
Subskill who is consciously attempting to conceal his path. If
more than one Character is being tracked simultaneously, the
OV/RV of the attempt equals the lowest Dex/Dex of all the
Characters being tracked.

A Character with Military Science who tries to obscure
his own trail or the trails of others uses his Tracking APs as both
QOV/RV to any attempt to track the Characters. A Character need
not obscure such a trail at full Tracking APs; he may choose to
disguise the path at an AP value less than the APs of Tracking to
"lead on" tracking Characters (in this case, a Character may
assign OV/RVs to the tracking attempt up to his APs of the
Tracking Subskill).

A quarry with the Tracking Subskill may make a special
effort to conceal his own trail and that of his companions, substi-
tuting his APs of Tracking for Dex/Dex when computing the
OV/RV of the attempt. Characters operating in this fashion do not
have to obscure their trails at their full AP value in order to mis-
lead a tracker and obscure their own Skill level. '

Positive RAPs on any Tracking attempt indicate the dis -
tance over which the tracker may follow the quarry's trail. At the
end of this distance, the tracker must make another Tracking
Check to pick up the trail again.

The OV of a Tracking attempt is modified by environ-
mental circumstances according to the Universal Modifier Table.
Tracking a quarry through fresh mud or snow is an Easy action,
while following a Character at night over concrete during a blind-
ing rainstorm is Beyond the Limit.

Skilled Use: Create Artifact, Identify Artifact, Occult Knowledge,
Mentor, Premonition, Ritual Magic

Characters with the Occultist Skill are intimately familiar
with the world of the supernatural and all its paraphernalia.
Skilled Occultists can identify and create mystical objects, per-
form magic rituals, and sense mystic energy. Occultist consists
of six separate Subskills: Create Artifact, Identify Artifact, Occult
Knowledge, Mentor, Ritual Magic, and Premonition, none of
which may be attempted with Unskilled Use.

Create Artifact enables the user to create mystical
devices. In order to differentiate them from Gadgets, such occuilt
devices are known as Artifacts. Artifacts are generated in the
same fashion as Gadgets (see page 172) with various exceptions
detailed in Artifact section of the Magic Chapter (page 193).

Identify Artifact enables a Character to identify the
specific function of unknown or unfamiliar occult Artifacts. An
Identify Artifact attempt is a Dice Action using the Occultist's APs
as the AV/EV against an OV/RV equal to the Artifact's single
highest AP value. The number of RAPs earned determines how
much information about the Artifact the Occultist is able to dis-
cern, according to the following chart:
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Artifact Identification Table

RAPs Information Gained

‘ A near total understandmg of the
Artifact and the ability to control all of
its functions without penalty.

“Point at the target, read the incanta
tion on the wand and blast away. !

12RV

Any attempt to Identify a particularly complex or obscure
Artifact should be modified according to the Universal Modifier
Table. Identifying an Artifact created during another age, such as
an Atlantean occult Artifact, would be a Difficult task. For exam-
ple, Identifying an Artifact created by a Sorcerer from another
dimension would be Extreme.

A successful Identification only indicates that the
Occultist has discerned the Artifact's function and can activate its
abilities. It does not indicate that the Occultist recognizes the
Artifact or knows its name and history. Only a successful use of
the Occult Knowledge Subskill will provide this sort of informa-
tion.

Mentor grants an Occultist the ability to teach another
Character a Ritual. Mentoring is explained in detail in the Magic
Chapter (page 188).

Occult Knowledge provides a Character with informa-
tion and useful lore pertaining to occult history, occult personali-
ties, and locations with an occult significance. The use of this
Subskill is a Dice Action with an AV/EV equal to the Occultist's
APs of Skill and an OV/RV relative to the obscurity of the infor-
mation in question (Gamemaster's discretion). When appropri-
ate, the RAPs earned on an Occult Knowledge Action Check are
treated as Knowledge Points. Ritual Discipline and Scholar
Advantages may aid in an Occult Knowledge roll.

Premonition is the ability to sense omens and subtle
portents. Premonition can be used to predict the future, deter-
mine the stance of good or evil in a subject, and sense magical
energy. Details regarding these abilities are listed in the
Premonition section of the Magic Chapter (page 192).

Ritual Magic enables a Character to wield magical
energy by performing mystical Rituals. To perform a Ritual, the
Occultist must have learned the Ritual at some point in his career
and must pay certain Hero Point Costs. New rituals are learned
by studying rare tomes and inscriptions, receiving instruction from
Mentors, or conducting Occult Experiments. Creating, memoriz-
ing, and casting Ritual Magic is described in detail under Rituals
in the Magic Chapter (see page 184). Note that both purchasing
the Ritual Advantage (page 46) by and Mentoring of Characters
who do not have the Ritual Magic Subskill allows a limited
amount of Unskilled Use when casting the learned Ritual but with
a +3 Column Shift penalty to the OV/RV of each attempt.

Unskilled Use: Analysis, Research
Skilled Use: Drawing Plans, Observation

The Scientist Skill possesses four distinct Subskills:
Analysis, Drawing Plans, Observation, and Research.

Analysis enables a Character to identify the structure of
any physical object (not Character), ranging from an electronic
computer console to an alien genetic code. A Character with this

~Subskill can discover how such objects are designed and can
recognize even minor structural flaws.

The AV/EV of Analysis attempts is the Character's APs
of Scientist, while the OV/RV equals either the Scientist or
Gadgetry Skill of the Character who designed the object. RAPs
are interpreted in Knowledge Points as described below:

Knowledge Points Analysis

p
edge of the object and can use it with a +1
Column Shift modifier to the OV of such an
attempt. Further, the Character is knowledge
able of any hidden weaknesses inherent to the
object, allowing the Character to discover a
Physical or Mental Attack form to which the
object is vulnerable and the location most likely
to cause the greatest damage. The object's
OV is reduced by the APs of Scientist Skill (to
a mlnlmum of 1) for one attack only.

Drawing Plans allows a Character to devise blueprints
for objects. Use of this Subskill is an Automatic Action. Plans
drawn using this Subskill provide the potential for objects to be
more effective upon their construction, by giving a -2 Column
Shift modifier to the OV of a Character using such plans to build
an object. Alternately, a Character's APs of Scientist could be
substituted for the EV in another Character's Build Gadget
attempt, in which case the -2 Column Shift modifier is not used.

A Character possessing Scientist may Draw Plans for
any device of a Physical or Mental nature. The Character must
specify the object's properties according to Gadgetry categories
(see page 178), such as a normal device or an Omni-Gadget.
Each plan takes one week (18 APs) to design and costs 2 Hero
Points to develop.

Observation allows a Scientist (Observer) to use his
vast scientific know-how to draw conclusions and save the day,
not with a Gadget or brute force, but with "good ol' fashioned
knowledge." Observation represents the postulation of scientific
theories about the origins of a target Character's Powers or gadg-
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ets, thus enabling deduction of any scientifically based weak-
nesses.

Unlike Analysis, Observation allows the user to see an
enemy or situation and deduce any exploitable weaknesses, such
as a Power Limitation, a Drawback, or even unrevealed Powers.
Observation can be used to realize that an alien has a Loss
Vulnerability to Argon, something the Player will probably not fig-
ure out on his own. Noticing that a villain's Powers require urani-
um, "Hmm, he only shoots fire when uranium is nearby," without
actually seeing him consume uranium, falls under Observation.

Before making an Observation roll, the Scientist must
spend an entire phase (using one Automatic Action) observing
the target in action before making a roll the subsequent phase
(using a Dice Action). "In action" means the target must be using
its abilities in order for the Scientist to gauge weaknesses.
During the phase he uses his Automatic Action, the Scientist may
still use his Dice Action as normal. AV/EV of the Observation
Check equals APs of Scientist. OV/RV equals the target's ability
to hide his weaknesses, represented by its Int/Will or APs of
Obscure Power. If the target does not have these Abilities, use
Body/Body. The No Vital Areas Advantage adds a +2 Column
Shift penalty to the OV and RV, and Altered Anatomy adds an
additional +1 Column Shift penalty to the OV.

One weakness (Drawback, Limitation or Unrevealed
Power) will be revealed to the Observer per RAP achieved, and
all weaknesses are revealed upon achieving full RV. The GM
determines the order in which weaknesses and unrevealed
Powers are discovered. Once the Scientist points out his
Observation, the target's OV is reduced by the RAPs of the
Observation Check (to a minimum of 1) for one attack only.
Subsequent Observation attempts will again allow access to this
weakness. ‘

It's possible that the target doesn't have any weakness-
es or unrevealed Powers, therefore Observation will not reveal
any. An extraordinarily bad roll (a 3 or 2) could reveal (GM dis-
cretion) a faux weakness that the Observer should insist on
exploiting.

Observation formulates deductive conclusions using sci-
entific methods and cannot be used Unskilled except through
role-playing. Characters may come to a weakness conclusion
through role-playing (without Observation), and this method is
encouraged. The Observation Subskill simply outright reveals
weaknesses. It's a "hokey" Subskill but comes in useful when
simulating "Silver Age comic book" scientific heroes.

Research is the ability to locate information on a topic if
given access to appropriate resources. Researchers can filter
through vast amounts of material, extracting any relevant informa-
tion, considering said information is locatable. Places to research
include libraries (public, private, and colleges) and the Internet,
among other places (file cabinets, offices, archives, etc).
Connections and Credentials may be necessary to allow access
to normally restricted archives.

APs of Research equal AV/EV of the Research Check
while OV/RV equals the APs of information the Researcher looks
through in "Information" APs (see Benchmark APs) minus APs of
that "Information" which is relevant to the topic at hand. The GM
decides what information is available on the topic.

Research takes time in APs equal to APs of information
searched through, minus APs of Research, minimum 6 APs.
With success, knowledge on the topic is gained in a structure
similar to Detective (Clue Analysis). The Researcher must speci-
fy the topic(s) he is researching, as Researchers may not just
randomly research. College students know that Research is truly
an acquired art. Characters with Detective may attempt to
Research Unskilled with only a +1 Column Shift penalty to
OV/RV.

Unskilled Use: Concealment, Escape Artist, Locks and Safes,
Pickpocketing, Stealth
Skilled Use: Forgery, Security Systems

The Thief Skill possesses seven specific Subskills,
which are Concealment, Escape Attist, Forgery, Locks and Safes,
Pickpocketing, Security Systems, and Stealth.

Concealment allows a Character to hide items on his
person, including disguising objects effectively and moving with-
out revealing the extra weight or bulge. The Gamemaster must
judge what items may be reasonably hidden; a short man cannot
hide a missile launcher in his pocket, but a large and heavy per-
son could strap it behind his back. Perception Checks made.in
an attempt to spot Concealed items have OVs increased by the
Concealing Character's APs of Skill, minus the APs of Volume of
the object. APs of Concealment may be used as the OV/RV
against any Pickpocketing attempts.

Escape Artist enables a Character to escape from
close restraints: ropes, chains, handcuffs, etc.The AV/EV of such
attempts equals the Character's APs of the Skill. The OV/RV for
typical restraints can be found on the table below. Positive RAPs
indicate a successful escape.

OV/RVs

Restraint Type

Tightly Bound
ndeuffs

15/15

Locked in Safe

Forgery enables a Character to create excellent copies
of signatures or works of art.The AV/EV of Forgery equals the
forger's APs of Thief. The OV/RV for signature duplication is 4/4;
the OV/RV for copying a work of art equals the original creator's
APs of Artist; and the OV/RV for monetary counterfeiting is 8/8.
The RAPs from a successful Forgery Check act as the OV/RV
against Detective (Counterfeit Recognition) and/or Perception
Checks made to expose the Forgery.

Locks and Safes enables a Character to open locks,
with an AV/EV equal to the Character's APs of Thief and an
OV/RV equal to the Gadgetry APs of the locksmith who designed
the lock or safe. Positive RAPs on a Locks and Safes attempt
indicate success. It takes at least one phase (4 seconds/0 APs)
to open a lock and at least a minute (4 APs) to open a safe.

Simple locks, such as those found in normal houses
have OV/RVs of 2/2. Complicated locks (time locks, for example)
may possess OV/RVs of 10/10 or higher, providing for the lock-
smith's Gadgetry AP level. A simple safe has OV/RVs of 4/4
while extremely complicated and secure safes would have
OV/RVs of 15/15 or higher, providing for the creator's Gadgetry
AP level.

Pickpocketing enables a Character to take valuables
from another Character without that person's knowledge. The
AV/EV is equal to the APs of Thief; the OV/RV is equal to the tar-
get's Dex/Int and could be increased by as much as +3 Column
Shifts if the valuable sought is in an inaccessible location, such
as the inside jacket pocket of a man wearing an overcoat (GM's
discretion).

Security Systems allows a Character to override elec-
tronic security alarms. The AV/EV equals the Character's APs of
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Thief against an OV/RV equal to the creator's Gadgetry or Thief
(Security Systems) Skill, whichever is higher. Positive RAPs indi-
cate success in overriding the system.

A standard security system has OV/RVs of 5/5 while
complex systems have OV/RVs of 15/15 or higher, providing for
the creator's Gadgetry AP level. It takes at least one minute (4
APs) to override a device through Security Systems.

Stealth is a Character's ability to move silently and with-
out being seen by other Characters. The APs of Thief are used
as the OV/RV against Perception Checks made to discover the
stealthy Character.

Positive RAPs indicate success in locating the stealthy
Character. Use of Stealth is most common at night or under other
visually-obscuring conditions. Following are cumulative OV/RV
column modifiers to detection of Stealth attempts pertaining to
environmental conditions.

OV/RV Modifier

Circumstance

Unskilled Use: Air, Land, Water
Skilled Use: Space

Vehicles has four Subskills: Air, Land, Water, and Space.
Each Subskill functions in an identical manner with the exception
of the type of craft controllable through use of the Subskill.

Each Vehicle Subskill enables a Character to safely
operate the respective vehicle under normal conditions. Use of
on-board weaponry while operating a vehicle has an AV equal to
the operating Character's Vehicles Skill.If firing at another vehi-
cle, the OV equals the Vehicles Skill of the opposing operator.

A Character who attempts a trick maneuver, such as
leaping a canyon or avoiding a collision in an asteroid field,
receives a Column Shift modifier to the OV for the Vehicles
attempt based on the Universal Modifier Table. A +1 Column
Shift would modify a simple motorcycle jump over a car, while a
+7 Column Shift would modify a flight on the event horizon of a
black hole.

Air vehicles includes use of fixed wing (airplanes),
rotary wing (helicopters), lighter-than-air craft (dirigibles), hang-
gliders, etc.

Land vehicles includes use of cars, trains, trucks, tanks,
hovercraft, and so forth.

Space craft includes use of transport intended to func-

tion in deep space or to convey objects or persons from any plan-

etary surface into space.
Water vehicles includes use of sailboats, aircraft carri-
ers, submarines, tugboats, and so on.

Unskilled Use: Firearms, Melee, Missile, Heavy -
Skilled Use: Exotic .

The Weaponry Skill represents the Character’s ability to
use a certain form of weapon, and consists of five Subskills:

Firearms, Melee, Missile, Heavy, and Exotic.

Assuming a Character has the appropriate Weaponry
Subskill for the weapon he is using, he may use his APs of
Weaponry Skill as the AV for that weapon. If the Character's
Dexterity or a weapon’s own AV is higher than the APs of
Weaponry, it may be used as AV instead. If the weapon's AV or
the Character’s Dexterity is within 3 Column Shifts of the
Character’'s APs of Weaponry on the Action Table, use the high-
est AP value +1 AP as AV. Treat a Character substituting his APs
of Martial Artist for the AV of his Melee- weapon in the same man-
ner. .
All Subskills of Weaponry may be used Unskilled by
applying a +2 Column Shift Penalty to the target’s OV, except for
thrown weapons which incur a +1 Column Shift Penalty. While
pulling the trigger on a laser gun may be simple, some complex
weapons, such as a crossbow or a rocket launcher, require a
specific knowledge for usage, and a Gamemaster may rule that
certain weapons may not be used Unskilled at all,

Exotic weapons includes the use of specially-designed
and commercially unavailable weaponry, most notably weapons
designed expressly for a particular hero or villain. Use of an
exotic weapon by a Character for whom the weapon was not
designed requires an Action Check with AV/EVs equal to the
Character's APs of Weaponry. OV/RVs to this attempt equal the
weapon's highest Attribute or Power as rated in APs.

Firearms includes use of all weapons that fire chemical-
ly powered projectiles or beam weapons: guns, basically.

Examples include handguns, shotguns, rifles, and sub-
machine guns.

Heavy weapons includes use of all violently explosive
projectile weapons from grenade launchers to tank gun artillery
to rockets.

Melee weapons includes use of knives, clubs, swords,
staffs, or any other manner of weapon employable in hand-to-
hand combat. Melee weapons do not normally include projectile
weapons, but a Character swinging a rifle with the intent of club-
bing an opponent would utilize the Melee Weapons Subskill
rather than the Firearms Subskill to resolve the attack.

Missile weapons includes use of all manually-propelled
objects from thrown rocks and grenades to long bows. Examples
include bow and arrow, crossbows, thrown objects, bolos, and
slingshots.
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This chapter reiterates and expands upon the “eight
ideas” found in the Introduction to Blood of Heroes (page 6).
Much of the information here will be familiar, but some of it is
new, including several optional rules for advanced Players. If you
are already comfortable with the Blood of Heroes rules, feel free
to skip this section and go on to Chapter Four (page 130).
However, when questions arise regarding the rules of the game,
refer to this section rather than the Introduction.

Each of the participants in the Blood of Heroes RPG
has a vital role to play. One of the participants is always the
“Gamemaster” (GM for short), while the others are “Players.”

Each of the Players takes on the role of one of the
heroes or villains from the world of Blood of Heroes. In effect,
the Player temporarily becomes the hero or villain. They decide
what that hero or villain does in a series of situations. Should
Anarchy Man zap that bank robber or let Mindhammer scramble
his brains? Husk has foreseen a terrible disaster in the future.
Should he send Shadow Force to try and stop it and risk chang-
ing history, or should he wait and send them to do clean up?
These are the kinds of questions that the Players playing
Anarchy Man or The Husk must answer. In the Anarchy Man’s
Night on the Town solo adventure, you were playing the role of
Anarchy Man.

The Gamemaster does not take on the role of an indi-
vidual hero or villain. Instead, he sets the stage for the adventure
in which the Players’ characters will participate. He functions like
the writers who script the comics: the GM decides which villain(s)
the heroes will encounter during the adventure, what the villains
are after, and how they hope to accomplish their goals. The GM
also plays the roles of the villains and the minor characters that
the heroes encounter along the way. Suppose, for example, that
you are playing Striker and you decide to ask the Pentagon for
support on your next mission. The GM would then assume the
role of Striker's boss and decide whether or not the government
can be of any help to you.

One of the Gamemaster’s other responsibilities is to
serve as a sort of referee. He must make sure that all the
Players are following the rules of the game and be prepared to
make snap decisions as to what the Players’Characters can and
cannot do. The Gamemaster also ultimately decides the outcome
of the heroes’ actions.

In short, the Gamemaster functions as a sort of story-
teller. He keeps play flowing smoothly, interprets the rules, and
designs the challenges that the heroes must tackle. If you are
unsure of exactly what the GM does during play, refer to the
“What is a role-playing game?” section of the Introduction (page
3).

Playing the Game

The rules are a framework that helps the GM decide
what will happen in certain situations. Let’s say for example, that
you and a friend are playing Neon Knight and Krystal, searching
for their kidnapped friend Darkling. After an exhaustive search
you finally manage to find where Sage is keeping Darkling. As
you enter the hideout, however, Sage sends ten thugs out to kill
you.What happens now? Well, instead of just making some arbi-
trary decision like, “It's a hard battle, but you win,” the GM uses
the Combat rules in Chapter Five to actually play out the situa-
tion and see who wins.

Suppose that Neon Knight and Krystal win the battle
against the thugs, but by the time the battle is over, the GM
decides that Sage has left the hideout and escaped.Neon Knight
will probably want to interrogate one of the thugs and see if the
thug can tell him where Sage may have gone. Neon Knight is a

terrifying sight, but is he scary enough to make the thug tell him
what he wants to know? Instead of just pulling an answer out of
thin air, the GM can use the Character Interaction rules in
Chapter Six to figure out how much information Neon Knight
gets out of the thug (after taking him on a tour through Hell).

There are rules for all of the activities that heroes com-
monly perform in the comics, in order to help the GM decide what
happens whenever the heroes or villains try to perform those
activities. If a Player wants his Character to take an action that is
not covered in the rules, it is up to the GM to decide what hap-
pens next, but the rules cover such a broad range of possible
actions that this rarely happens.

You should also note that the GM can choose to super-
sede or change any of the rules. If you do not like something, go
ahead and change it. If you think that the way the Players are
rolling the dice is spoiling the adventure, feel free to step in every
once in a while and supersede the rules. Take extra care in situa-
tions like this. You should probably only change a rule or overrule
a dice roll when you have a very good reason to do so. The GM’s
key responsibility is always to make sure that everyone (including
himself) is having fun!

You will find a lot more advice on how to be a successful
Gamemaster in Chapter 10 toward the end of this book.

The Eight Ideas

There are eight simple ideas behind the rules for the
Blood of Heroes Role-Playing Game. In order to play the game,
Players must be completely familiar with these eight ideas. These
are the same concepts that were covered in the Introduction to
Blood of Heroes.

. |deaOne: Attribute Points

Just about everything in the Blood of Heroes RPG is
measured in Attribute Points or APs for short. It is the AP system
which allows the rules of the game to function cleanly. Examples
of quantities that are measured in APs include: time, weight, dis-
tance, information, volume, and money.

APs are entirely interchangeable. A Character who has
6 APs of Strength, for example, can lift an object that weighs 6
APs (about 3000 Ibs.); while a Character who has 6 APs of Flight
can travel 6 APs of distance (600 feet) every 0 APs of time (4
seconds or a single phase of action). Note that zero is always
used as a unit of measurement, and for all quantities, zero repre-
sents the base value around which the individual measurement
system is designed.

Amount
501bs..
10ft.
1 paragraph
4 seconds
$o5

Measure
. Weight
Distance
Informatio

Sooork

Each additional one AP of a quantity doubles the
amount measured by the previous AP. For instance, 0 APs of
weight is equal to 50 Ibs., 1 AP is 100 Ibs., 2 APs is 200 Ibs., 3
APs is 400 Ibs., and so on.With his Strength of 20, The
Berserker could lift 20 APs of weight, or approximately
50,000,000 Ibs. (about 25,000 tons).
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Measure
Weight 1,600 Ibs.
Distance

320 ft. (about 100 yards)
32 paragraphs (a term paper)
i 16

_ Information
i ,4 minut ds

Example: Each AP actually represents a range of val-
ues rather than an absolute figure. As we said earlier, 0 APs of
weight is equal to 50 pounds, and 1 AP of weight is 100 pounds.
A Player might wonder, then, how many APs of weight is some-
thing that weighs 75 pounds? The answer is 1 AP, because 1 AP
of weight actually represents the entire range of values from 51-
100 Ibs.; 2 APs of weight represents the range of values from
101-200 Ibs., and so on.Similarly, 0 APs of distance is 0-10 feet,
while 1 AP is 11-20 feet, and 2 APs is 21-40, etc.

The Benchmark APs Table in the next chapter lists val-
ues for the first 20 APs of each of the most commonly used
quantities in the game (time, distance, weight, volume, informa-
tion, and money). In the case of the last four quantities, examples
are provided right on the table. For example, the entry of 10 APs
of weight reads:*DC-9 Airplane (25 tons).” This means that 10
APs of weight is approximately 25 tons, which is the approximate
weight of a DC-9 airplane. These examples prove very helpful
during play. Suppose, for example, that the Berserker wanted to
lift a large house. The GM probably has no idea exactly how
much a house weighs but could guess that it would weigh more
than a battle tank (11 APs) and less than a blue whale (12 APs)
meaning that the house probably weighs about 12 APs. Since the
Berserker has a Strength of 20 APs, he could easily lift the
house. However, in all reality the Berserker would be more likely
to crush the house and eat the tank!

It is important that GMs and Players learn how to con-
vert real world quantities into APs and APs back into real world
measurements. Here are some more examples:

» How long is a football field (100 yards)? (5 APs)

« How long is 3 days? (17 APs, but remember that 17 APs
represents the entire range of values from 2 to 4 days)
+ How much does a car weigh? (6 APs)

+ If a Character has a Strength of 8, how much weight can
he lift? (about 6.25 tons)

One last important caution about APs: APs are not
added together in the same way as real world measurements.
This means that 3 APs plus 3 APs is not 6 APs! Look at the real
world measurements, 3 APs of weight is 400 Ibs., and 6 APs of
weight is 3000 pounds; 400 Ibs. plus 400 Ibs. is not 3000 Ibs. 3
APs plus 3 APs is actually 4 APs (800 Ibs.).In order to add
together two quantities measured in APs, take the larger of the
two AP values and add one to get the proper result: 7 APs plus 3
APs is 8 APs; 9 APs plus 9 APs is 10 APs; 14 AP plus 14 APs is
15 APs; and so on.

_Idea Two : Attributes

Every Character in the Blood of Heroes RPG has nine
natural abilities called Attributes. These are: Dexterity (Dex),
Strength (Str), Body (Body), Intelligence (Int), Will (Will), Mind
(Mind), Influence (Infl), Aura (Aura), and Spirit (Spirit).The
Attributes for many Blood of Heroes Characters are listed in
Chapter 17..
Each Attribute measures a different aspect of a Character:
Dexterity is a measure of a Character’s quickness and
agility. Frenzyis very good here.

Strength reflects a Character’s physical power and is a
measure of the amount of weight that he can lift or move.
Strength is one of The Berserker’s best Attributes.

Body is a measure of a Character’s toughness and rep-
resents his resistance to physical injury. This is an Attribute
where R.A.V.A.G.E. excels.

Intelligence shows how smart a Character is. Doc is an
example of a very intelligent hero.

Will gives an indication of the strength of a Character’s
willpower and his ability to draw conclusions from facts. The
Husk has a very strong Will.

Mind determines how mentally tough a Character is and
how likely he is to resist mental damage. Of course, Mindhammer
has a very powerful Mind.

Influence measures the strength of a Character’s per-
sonality. Striker has a high influence.

Aura indicates how easily a Character can affect the
emotions of others and how effectively he could take command of
a group. Krystal has a high Aura.

Spirit is the strength of a Character’s spirit and a meas-
ure of how likely he is able to resist fear and mystical or magical
damage. Lord Bane has a very high Spirit.

Attributes are measured in APs. This means that a
Character with an Int of 5 is about twice as smart as a Character
with an Int of 4, and so on (remember, each AP of measurement
doubles the quantity being measured).Normal humans, like inno-
cent bystanders and minor Characters that frequently crop up
during the course of an adventure, have ratings of 2 APs in every
Attribute. By looking at Anarchy Man’s Attributes, it becomes
obvious that Anarchy Man is much stronger than a normal man
(he has a Str of 4 APs), much faster than a normal man (his Dex
is 10), and much smarter than a normal man (Anarchy Man’s Int
is 7). In fact, Anarchy Man is a lot better at everything than a nor-
mal man! Very few humans have ratings of 2 APs or higher in
any of their Attributes. This is because heroes in the comics are
almost universally faster, smarter, tougher, and in general, better
than a normal man could ever hope to be.

Each Character’s Attributes are arrayed in a special
three by three pattern:

: Body: 6
Int: 7 Will: 7 Mind: 7
Infl: 7 Aura: 7 Spirit: 9
Initiative: 26 Hero Points: 156

The top row of the Attribute box (Dex, Str, and Body) is
made up of a Character’s Physical Attributes. Physical Attributes
are used when a Character is facing (or making) a Physical
Attack such as a punch in the mouth or a bolt of lightning or
whenever a Character is performing physical activities like jump-
ing over a fence or swinging on a flagpole.

Body: 6

Int: 7 : Mind: 7
Infl: 7 Aura: 7 Spirit: 9
Initiative: 26 Hero Points: 156

The middle row of the Attribute box (Int,Will, and Mind)
is made up of a Character’s Mental Attributes. Mental Attributes
are used when a Character is facing Mental Attacks such as a
psionic blast, mind control, or whenever a Character is perform-
ing mental activities like solving a riddle or trying to remember a
fact.
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Dex: 10 Str: 4 Body: 6

Int: 7 Will: 7 Mind: 7

Infl: 7 Aura:7 Spirit: 9
LInitiative: 26 Hero Points:156

The bottom row of the Attribute box (Infl, Aura, and
Spirit) consists of a Character's Mystical Attributes. Mystical
Attributes are used when a Character is facing Mystical (or magi-
cal) Attacks such as Magic Blasts or enchantments and whenev-
er a Character is performing activities that depend upon the force
and quality of his personality, like dealing with other people.

Each of the Attributes is also grouped a second way, in
columns:

Dex: 10 Str: 4 Body: 6
Int: 7 Wwill: 7 Mind: 7
Infl: 7 Aura: 7 Spirit: 9
Initiative: 26 Hero Points: 156

The left column of the Attribute box (Dex, Int, and Infl)
is made up of a Character’s Acting and Opposing Attributes.
Dex, Int, and Infl are called Acting/Opposing Attributes because
they are most frequently used as Characters’ Acting or Opposing
Values on the Action Table. Dex is used as the Acting Value if a
Character is trying to carry out a Physical Action, like striking an
adversary; while Dex is also used as the Opposing Value if a
Character is trying to oppose a Physical Action, like the adver-
sary striking back.

Similarly, Int is used as the Acting or Opposing Values if
a Character is trying to carry out or thwart a Mental Action, and
Infl is used as Acting or Opposing Values if a Character is trying
to carry out or halt a Mystical Action.The Acting Value indicates
how likely a Character is to succeed at a given action, and the
Opposing Value indicates how likely his opponent is to fail in the
attempt to oppose the action. If Anarchy Man were trying to
punch someone, for example, his Dex would be his Acting Value
and would tell the Player how likely Anarchy Man is to strike his
target. His opponent’s Dex would be the Opposing Value and
would tell the Player how likely the adversary is to avoid Anarchy
Man’s blow.

Dex: 10 Str: 4 Body: 6
Int: 7 will: 7 Mind: 7
Infl: 7 Aura:7 Spirit: 9
Initiative: 26 Hero Points: 156

The middle column of the Attribute box (Str, Will, and
Aura) is made up of a Character’s Effect Attributes. Str, Will, and
Aura are called Effect Attributes because they are most frequent-
ly used as a Character’s Effect Value on the Result Table. Stris
used for Physical Actions, Will for Mental Actions, and Aura for
Mystical Actions. The Effect Value is a measure of how well a
Character will perform an action that is successful. In the previ-
ous example, Anarchy Man'’s Str would be his Effect Value and
would determine how hard he would hit his target if the punch
connects. ‘

Dex: 10 Str: 4 Body: 6
Int: 7 Will: 7 Mind: 7
Infl: 7 Aura: 7 Spirit: 9
Initiative: 26 Hero Points: 156

Finally, the third column of the Attribute box (Body,
Mind, and Spirit) is made up of a Character’s Resistance
Attributes. Resistance Attributes are most frequently used as a
Character's Resistance Value on the Result Table when he is
opposing an action. Resistance Values are compared with Effect
Values in order to determine how great an effect any action has.
Also, Resistance Attributes represent how much damage a
Character can sustain before losing consciousness. Body repre-
sents Physical damage from punches and energy bolts; Mind
stands for Mental damage from psionic blasts and mental strain,
and Spirit shows Mystical damage from magical bolts or enchant-
ments. In the example, Anarchy Man’s opponent’s Body would
give the Player an indication of whether the villain will be kayoed,
merely stunned, or not affected at all by the punch.

Putting the Two Groups Together
A chart that shows how the two classifications of
Attributes are related is as follows:

One final note: all of the previous paragraphs said that
a Character’s Acting/Opposing Attributes are usually used as his
Acting/Opposing Values, and that a Character’s Effect Attributes
are usually used as his Effect Value, and so on.This is because
certain special cases might require a Player to use a Character’'s
Acting/Opposing Attribute as his Character’s Acting and Effect
Values, for example, or he might be asked to use the Character’s
Resistance Attribute as his Opposing and Resistance Values, and
so on. All of these special cases are detailed later in this rule-
book.

There are two types of actions that Characters can per-
form in the Blood of Heroes RPG: Automatic Actions and Dice
Actions. Automatic Actions are actions that are automatically suc-
cessful. Shadow Master can always walk across a room, for
example, or order pizza on the telephone. Dice Actions are
actions that have some chance of failure, no matter how small.
Punching an adversary, interrogating a thug, and trying to con-
vince The Husk to intervene in a unstable political situation are all
Dice Actions. In order to decide whether a Dice Action succeeds
or not, a Player consults the Action and Result Tables and rolls
dice. If a specific Action is not spelled out here in the rules, the
GM must decide whether it is an Automatic Action or a Dice
Action.

Each of the dice has ten sides and is referred to as a
D10.When the rules instruct a Player to roll 2D10, he rolls both
dice and adds the numbers together. The side with the O on it is
considered a ten, not a zero, when it comes up on a roll.
Therefore, a roll of double Os would be read as a twenty, a 0 and
a 4 would be fourteen, and so forth.

If doubles are rolled on the dice, the Player has the
option of rolling the dice again and adding the result to the origi-
nal roll. He can keep rerolling and adding as long as he keeps
rolling doubles. -

The only exception to this doubles rule is a roll of double
ones. Whenever double ones are rolled, whatever action the

1122



Character was attempting automatically fails. The player may
not follow the doubles rule and roll again.Even if a roll of double
ones follows one or more earlier doubles rolis, the action still
fails. If a Player rolls double sixes, then double fours, then double
ones, for example, that action fails.

Whenever someone rolls the dice and consults the
Action and Result Tables, it is called an Action Check.

The Action Table is used to determine whether or not a
Dice Action will succeed.The Action Table is almost always used
in conjunction with the Result Table (Idea Five). Both the Action
and Result Tables can be found on pages 123 and 125 as well as
on the reference sheet in the back of the book.

Every time a Character attempts a Dice Action, the
Player must make what is called an “Action Check.” Every Action
Check involves four factors: the Acting Value (AV), the Effect
Value (EV), the Opposing Value (OV), and the Resistance
Value (RV). The rules describe what is used as the Acting, Effect,
Opposing, and Resistance Vatues for most of the Action Checks
that will come up during play. If a Character is trying to perform a
Dice Action that is not covered by the rules, the Gamemaster
must decide what to use as the AV, EV, OV, and RV of the Action
Check. Remember that the leftmost column of a Character’s
Attribute box contains the Attributes that are most frequently used
as Acting or Opposing Values, the middle column contains the
Attributes that are most frequently used as Effect Values, and the

right hand column contains the Attributes that are most frequently
used as Resistance Values.

The Action Table is made up of numbers organized in
Columns (up and down), and Rows (side to side).The Acting
Values are located inthe leftmost Column, and the Opposing
Values are located in the top Row. The other numbers represent
the “success number” for Dice Actions.

In order to explain the Action Table, let's use an exam-
ple. Suppose that John is playing Holy Avenger and wants to
punch Scream.This is a Physical Action that uses Holy Avenger’s
Dex as the Acting Value and the Scream’s Dex as the Opposing
Value. In order to see if Holy Avenger’s Action succeeds, John
follows the step-by-step procedure below:

Step 1
Locate the correct Acting Value Row, using the guide
numbers on the left side of the Table. Attempting to strike some-
one in simple hand-to-hand combat is a Physical Action, so Holy
Avenger’s Action Attribute is his Dex of 13. John locates the 13-
15 Row on the Table.

Step 2
Locate the correct Opposing- Value Column. Scream will
try to physically dodge the Holy Avenger’s blow, so Scream’s
Opposing Attribute is his Dex also, which is'7. John finds the 7 to
8 Column on the Table. ‘

Action Table

11 13 15 18 21 24 28 32 36 40

.24 28

2 36 40 4

11 13 15 18 21 24

9 11 13 15

18 21
1
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Step 3
Locate the Success Number by finding where the 13-15
Row intersects the 7-8 Column.The number where they intersect
is 5, Holy Avenger's Success Number. John must roll 5 or above
on 2D10 (both dice added together) for Holy Avenger to strike
Scream.
Step 4
Roll the dice. Let us suppose that John rolls double 2’s.
He can roll again. Now he rolls a 8 and a 7. Add the numbers
from both rolls together: 2+2+8+7=19. Since the total of 19 is
greater than the 5 needed to hit, the Action is considered suc-
cessful.

e Action

Step 5
Check for a Column Shift. Anytime a Character rolls
greater than his Success Number and the roll is 11 or over, he is
eligible for a Column Shift. John rolled over 11 and above his
Success Number, so he may be eligible for an Effect bonus,
called a Column Shiftln the example above, John rolled a 19
when the Success Number was 5.

Step 6

Determine the number of Column Shifts. Since the dice
roll was at least 11 and higher than the roll needed for success,
John can begin to count his Column Shifts. He puts his finger on
the spot where the Acting Value Row intersects the Opposing
Value Column at the number 5. ;

If he moves his finger one Column to the right, the new
number John is pointing to (7) is still lower than the number he
rolled. He continues moving to the right until he reaches 11, the
point where Column Shifts begin. John has made one Column
Shift. 11 is highlighted on the table to remind the GM and the
Players where Column Shift bonuses start.

John can now move one more Column further to the
right, since the dice roll of 19 is greater than the number (13) in
that Column, too. The next two numbers are 15 and 18, both of
which are less than 19, giving two more Column Shifts for a total
of four. The number in the next Column to the right is 21. Since
21 is greater than the dice roll, he does not earn a fifth Column
Shift.

The Column Shifts earned will increase Holy Avenger's
results in the next step, The Result Table.

Important Rules on Column Shifts
1. Column Shifts Start at 11
Start counting Column Shifts at 11. For example: if the
Success Number is 3 and a 12 is rolled, the Player only receives
1 Column Shift, even though he moves over many Columns.

2. Turning the Corner or Going Off the Edge of the
Action Table

Sometimes, the dice roll for an Action Check is so high
that when counting Column Shifts, a Player goes all the way to
the right edge of the Action Table.

Look at the Action Table and find the 46-50 Row of the
Acting Values. If a Player has a Character with a Strength of 50
APs and he rolls above 15, he will go off the chart.

In this case, he “turns the corner” and counts upward
along the right hand edge as if it were the continuation of the
Row. He keeps going until the dice roll number is smaller than
the next entry.

For example: the Character with 50 APs of Strength first
rolls double 6’s, then rolls double 5’s, then rolls 7 for a total of
12+10+7 or 29. Suppose his Success Number is a nine. For the
correct number of Column Shifts, he counts one to 11, two to 13,
three to 15, then he “turns the corner” and counts four to 18, five
to 21, six to 24, seven to 28 and stops. He must stop because
the next number is 32 which is larger than the dice roll of 29.

The Result Table is almost always used in conjunction
with the Action Table. Once the Action Table has determined
whether or not a Dice Action succeeded, the Player then looks to
the Result Table in order to figure out how well the Action was
performed. If the Action Table indicated that the Action failed,
there is no need to look at the Result Table at all. In the example
from Idea Four, Holy Avenger successfully hit Scream, but what
happens now? Did Holy Avenger knock the villain out cold or just
scuff him up a bit? This is where the Result Table comes into
play.

The Result Table works like the Action Table, except that
the Player compares Effect and Resistance Values instead of
Acting and Opposing Values. If Holy Avenger were attempting to
punch Scream, his Effect Value would be his Str and the
Resistance Value would be Scream’s Body. Let’s continue with
the example.

Step 1
Locate the Effect Value ratings on the left side of the
Result Table. Since punching Scream is a Physical Action, Holy
Avenger's Str is the Effect Value in this case. Holy Avenger's Str
is 3, so John should look to the 3-4 Row of the table.

Step 2
Locate the Resistance Value ratings along the top of the
table. In this case, the RV is Scream’s Body, which is 9, so John
should look to the 9 to 10 Column of the table.

Step 3

Now the Player must take into account any Column
Shifts that were earned on the Action Table. Do this by adjusting
the Column that is being used for the Resistance Value a number
of Columns to the left equal to the number of Column Shifts
earned on the Action Table. Since Holy Avenger earned four
Column Shifts against Scream, John would count four Columns
over to the left from the 9 to 10 Column (Scream’s original RV),
leaving him on the 1 to 2 Column.

Notice that the leftmost Column is labeled “X;” and that
each entry in the “X” Column reads “+1.” If the Column Shifts are
carried further to the left than the “X” Column, pretend that there
are an infinite number of Columns to the left of the “X” and that
all of the entries in the first imaginary Column read “+2, all of the
entries in the second imaginary Column read “+3,” and so on.
Therefore, if the RV of an Action Check were 1 and the Action
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Result Table

would be

Column ythat reads “+8.

Step 4

Find the number of Result APs (or RAPs) by cross-
indexing the Effect Value with the final Resistance Column.Unlike
the Action Table, the Player does not roll any more dice to use
the Result Table. If the Result is “A,” (which stands for “All”) the
number of RAPs earned is equal to the full Effect Value of the
Action Check. If the result is a +1 (or +2, +3, etc. in one of the
“‘imaginary” Columns), the number of RAPs earned is equal to
the full Effect Value of the Action Check plus one (or two or three,
etc.). If the result is an “N,” the Resistance Value of the Action
was just too high, and the Action fails. In the example, Holy
Avenger would have earned 2 RAPs against Scream. If Holy
Avenger had received five Column Shifts, he would have received
an “A” result, and since Holy Avenger's EV is 3, he would have
earned 3 RAPs.

Result APs or RAPs are a measure of how well an
Action was performed. RAPs are used for all sorts of things,
depending upon the type of Action Check being performed. In
combat (like Holy Avenger punching Scream), for example, the
RAPs that Holy Avenger earns indicates the amount of “damage”
he does to Scream. Scream can only take a certain amount of
damage before he becomes unconscious and unable to fight
back.The rules in later chapters detail what the RAPs mean for
most of the Actions that are likely to be performed. If the Action is

n  the rule

18 15 12 N
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what the RAPs mean, if anything.

Sometimes, the RAPs earned in an Action Check will be
unimportant; the rules or the GM will simply state that one or
more RAPs indicates success. For example, suppose Jay Bolt is
trying to jump over a tall fence. This is a Dice Action becauseit is
possible that he will fail. It does not really matter if Jay clears the
fence by one foot or ten feet. He will either make it, or he will not.
This is an example of an Action in which the GM will tell a Player
that he must earn one or more RAPs for success. If Jay receives
one RAP, twenty RAPs, or any RAPs, he successfully jumps over
the fence; otherwise he fails.




+8 Column/Row

At the very end of both the Action and Result Tables is a
+8 Column (or a +10 Column if using the larger table in the back
of the book).This number is used when a Character is complete-
ly off the chart either in number of Column Shifts, comparison of
Attributes, or just plain dice rolling.

On the Action Table, the Opposing Values, Acting
Values, and the Success Number increase in eight (or ten) point
increments. The same is true for the Result Table’s Effect and
Resistance Values.

Example: Characters with a Dex of 61-68 as an
Opposing Value are off the chart. Just add +8 to the Success
Number for every 8 APs. Therefore, a Character with an Acting
Value of 1-2 would have to roll an 88 to hit a Character with an
Opposing Value of 61-68, a 90 to hit 69-77, and so on.The incre-
ment eventually becomes +10 (see large chart at the end of this
book).

C stands for Cancel. Anytime two Characters are off the
table, they cancel each other’s advantage. A 70 Effect Value
against a 70 Resistance Value is resolved as a 60 against 60. A
75 Acting Value against a 70 Opposing Value is resolved as a 65
against 60, and so on.

Since it is so important to learn how to use the Action
and Result Tables quickly and easily, here are some more exam-
ples. How many RAPs would be eamned in each of the following
situations?

*The Acting Value (AV) is 5, the Opposing Value (OV) is 9, the
Effect Value (EV) is 8, the Resistance Value (RV) is 6 and the
dice roll is 24 (somebody must have rolled some doubles).
There are three Column Shifts, so the Action earns 8
RAPs.

*The AV is 22, the OV is 9, the EV is 11, the RV is 20, the dice
rollis 11. There is one Column Shift (remember that
Column Shifts do not start until the 11 Column), but the
Result Table reads “N’so no RAPs are earned and the
Action fails.

*The AV is 6, the OV is 6, the EV is 3, the RV is 1, and the dice
roll is 18. There are three Column Shifts, so the Action
earns 5 RAPs (all of the APs of the Effect Value, plus two
from the “imaginary Columns” off the left hand of the
Result Table).

*The AV is 6, the OV is 6, the EV is 3, the RV is 1, and the dice
rollis 9. The Action fails because the Success Number
was an 11 and the die roll was only a 9.

*The AV is 6, the OV is 6, the EV is 7, the RV is 5, and the dice
rollis 11. There are no Column Shifts, so the Action earns
3 RAPs.

Take a look at some of the Characters on page 231. In
addition to their Attributes, there are listings of Powers, Skills,
Advantages, and Drawbacks. Characters have these elements
because many of the heroes in the comics can do things that
their Attributes alone cannot explain.The Berserker’s Str of 20
allows him to crush battle tanks and destroy entire skyscrapers,
but what was it that gives him the ability to fly or control the
weather? The answer, of course, is his Powers.

Powers are Abilities that are never possessed by ordi-
nary people. Examples of Powers include Berserker's Super
Breath and Weather Control, Frenzy’s Regeneration, and
Scream’s powerful Sonic Beam; an ordinary man on the street
will never have these abilities. No matter how hard he tried, Ray
(one of the authors) could never learn to fly like Scream (though
he might have tried when he was a kid). Powers are measured in

APs just like Attributes. Some heroes, like Anarchy Man, don’t
have any Powers at all.

Skills, on the other hand, are special heroic Abilities
that can be learned by ordinary, everyday people. It is conceiv-
able that Ray could learn to be as good a fighter as Anarchy Man
if he were to put in the years and years of rigorous study and
training. Examples of Skills include:Eternity’s Occultist Skill,
Anarchy Man’s Martial Artist abilities, and Striker’s Charisma.
Skills are also measured in APs.

Advantages are special capabilities that are not meas-
ured in APs. Some Advantages may be found in ordinary people,
while others are not. Examples of Advantages include
Mindhammer's Sharp Eye (it better be sharp, he’s only got one),
Fury’s Scholar Advantage which familiarizes her with almost any
piece of military equipment, and even Shadow Master’s ability to
instantly change into his heroic identity.

Drawbacks are special situations that are unique to an
individual Character. Unlike Powers, Skills, and Advantages, how-
ever, Drawbacks (as their name implies) are harmful to the
Character. Examples of Drawbacks include White Eagle’s
Vulnerability to Cold, Fortune’s inability to knowingly perform an
evil deed, and Hard-ware’s Strange Appearance.

Rules governing all of the individual Powers, Skills,
Advantages, and Drawbacks can be found in Chapter Two:
Character Design. Usually, Powers and Skills will function as a
Character’s AV, EV, OV, or RV while making certain Action
Checks. Advantages tend to modify Action Checks or permit a
Character to make certain Action Checks he could not make oth-
erwise. Some even allow a Character to perform certain
Automatic Actions he could not make without them. Specific
details regarding the effects of Powers, Skills, Advantages, and
Drawbacks are covered in Chapter Two. Take some time now to
look up a couple of examples of Powers, Skills, Advantages, and
Drawbacks in that chapter and read their descriptions before
going on to Idea Seven.

So far, we have shown that whether or not a Dice Action
succeeds is dependent upon a combination of the Characters’
Abilities and the Players’ luck. But in the comics, the heroes
always seem to have luck on their side whenever they need it
most.The Husk has no problem stretching his Abilities past their
limits in a dire situation, and Shadow Master never seems to
miss an impossible target.The Blood of Heroes RPG accounts
for this phenomenon by giving Players some control over their
Action Checks through the use of Hero Points.

Hero Points function like money; once a Player or the
GM decides to use them, they are gone, although there are ways
of getting more Hero Points during play. Hero Points allow a
Player to temporarily increase his Character’s Acting and Effect
Values whenever he is attempting a Dice Action, thus giving him
a greater chance of success. Hero Points may also temporarily
increase a Character’s Opposing and Resistance Values whenev-
er he is resisting a Dice Action causing his opponent to have a
lesser chance for success.

In the example of Holy Avenger punching Scream, John
would have the option of spending Hero Points on his Acting
Value to increase the likelihood that he will hit Scream or spend-
ing Hero Points on his Effect Value to increase the amount of
damage he will do if he does hit Scream, or he could also opt to
spend Hero Points on both the Acting and Effect Values. At the
same time, Scream could spend Hero Points on his Opposing
Value to decrease the chance that Holy Avenger will hit him (vil-
lains have Hero Points too), or he could spend Hero Points on his
Resistance Value to decrease the damage that Holy Avenger will
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do if he hits. Scream could also opt to spend Hero Points on
both the Opposing and Resistance Values.

Each Hero Point that is spent increases the Acting,
Effect, Opposing, or Resistance Value by one AP for that Action
Check only. The Players decide when to have their heroes spend
Hero Points, and the GM decides when the villains and minor
Characters will spend Hero Points; although many minor
Characters will not have any Hero Points to spend.The number
of Hero Points that each Character starts with is listed beginning
on page 231. :

The following rules pertain to the expenditure of Hero
Points:

Rule 1

First of all, the Players and/or the GM must decide
whether or not they are going to spend Hero Points before rolling
the dice for the Action. Neither the Players nor the GM are
allowed to wait and see how well they do without spending Hero
Points and then decide to spend afterwards. Once the dice have
been rolled, it is too late to spend Hero Points.

Similarly, once someone has decided that he is spend-
ing Hero Points, he must spend the points. Even if the dice roll
would have achieved the desired result without the Hero Points;
they are stilt gone and may not be taken back.

Rule 2

Whenever Hero Points are used, the Player must clearly
announce to all of the other participants exactly how many Hero
Points he is going to spend, and which Values (AV, EV, OV, or
RV) are going to be increased with them:“l am spending 2 Hero
Points on the Acting Value and 3 on the Effect Value,” for exam-
ple.

Spending Hero Points, therefore, is like bidding at an
auction. Once a Player or the GM announces that he is spending
Hero Points on the Acting and/or Effect Values, his opponent can
decide to spend Hero Points on the Opposing and/or Resistance
Values. Once a Player hears that his opponent is spending Hero
Points, he can then decide to spend more Hero Points to over-
come the opponent’s expenditure, and so on.The “bidding” goes
back and forth like this until both sides decide that they do not
want to spend any more Hero Points. Once both sides are con-
tent with the number of Hero Points they are spending, the dice
are rolled and the Action is resolved.

A Character may not spend Hero Points on both his
AV/EV and his OV/RV in the same phase. Gamemasters may
opt to disregard this restriction.

Rule 3

There is a limit to the number of Hero Points that may
be spent on any one Action. A Player may never increase any of
his Character’s Values (AV, EV, OV, or RV) to more than double
its beginning value through the use of Hero Points. For example,
Anarchy Man can never spend more than 10 Hero Points on his
Acting Value in combat with his beginning Dex of 10 norcan he
spend more than 6 Hero Points on his Resistance Value due to
his beginning Body of 6. :

A more detailed example will demonstrate everything we
have explained about Hero Points so far. Holy Avenger is going to
punch Scream again. Holy Avenger’s beginning AV and EV are .
13 and 3 respectively (his Dex and Str) and Scream’s OV and RV
are 7 and 9 (his Dex and Body). Since John wants to make sure
that he will take Scream out right here and now, he decides to
spend 3 Hero Points on his Acting Value and 2 on his Effect
Value. The GM now has a chance to spend his own Hero Points,
and since Scream likes being conscious, the GM decides to

- spend 1 Hero Point on his Opposing Value and 2 on his .

Resistance Value. Now John has a chance to revise his own
expenditures. Since he really wants to finish off Scream, he
decides to go for the gusto and ups his commitment to 13 Hero
Points on his Acting Value and 3 on his Effect Value. Since his
original AV and EV were 13 and 3, Holy Avenger has reached his
limit for this Action and can spend no more Hero Points. Since
Holy Avenger is going for the maximum Hero Point expenditure
possible, the GM decides to do the same for Scream, spending 7
on his Opposing Value and 9 on his Resistance Value. This
brings Scream up to his own limit. Since neither side can spend
any more Hero Points, the Action is now resolved with a final
AV/EV of 26/6 and a final OV/RV of 14/18.

There are two types of actions in the Blood of Heroes
RPG. Ideas Four, Five, and Seven gave details on how to resolve
Dice Actions. The other kind of action is called Automatic Actions.

Automatic Actions are automatically successful. If
Frenzy wants to run at a super-human speed or Power wants to
fly, they automatically succeed.The Action and Result Tables are
not used for Automatic Actions. The only possible problem is
determining exactly which actions are Automatic Actions and
which are Dice Actions. ‘
Here are some simple guidelines:

Rule 1
If a Character is using a Power, Advantage, or Skill to
perform an Action, the appropriate description in Chapter Two will
indicate if the Action is a Dice Action or an Automatic Action.

Rule 2

Any Action that involves Characters’Attributes is auto-
matically a Dice Action. For example, a GM may decide that
Shadow Master can use his Int to try to solve a mystic puzzle
which will free his friends from a dimensional prison. In this case
it would be a Dice Action, using Shadow Master’s Int/Will as the
AV/EV because it is a Mental Action, against whatever OV/RV the -
GM decides is appropriate, with one or more RAPs necessary for
success.

There is one important exception to this rule. Using the
Strength Attribute to lift an object is always an Automatic Action.
If a Character has a Strof 7 APs, he can automatically lift any
object that weighs 7 APs or less.
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Rule 3

If neither of the first two guidelines are applicable, the
GM should always fall back on the old rule that any Action in
which there is a chance that you will fail, no matter how small, is
‘automatically a Dice Action. Speaking, for example, is an
Automatic Action because there is no chance of failure;
Characters can almost always talk. Trying to convince The Husk
tointervene in a tense political situation, however, is a Dice
Action because there is a chance that the undead oracle will not
grant the request.

It is always up to the GM to determine whether or not
any Action is a Dice Action or an Automatic Action.

Pushing Automatic Actions

Sometimes, a hero needs to fly faster, jump farther, or
lift more weight than he is normally able to do. In these situa-
tions, the hero must “Push” his Abilities, straining his capabilities
to their limit. A Player may only Push when he is attempting to
perform an Automatic Action that is based on a Power or
Attribute. To “strain Abilities” while attempting a Dice Action, a
Player spends Hero Points to increase the AV, EV, OV, or RV, as
discussed in Idea Seven.

In order to Push, the Player must make an Action Check
using the APs of the Ability that he wants to Push as the AV/EV.
An Action Check is made because Pushing itself is a Dice Action
since there is a chance of failure. Since the Character is essen-
tially fighting against his own limits, the APs of the ability the
Player is Pushing also serve as the OV/RV. The RAPs from the
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