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INTRODUCTION TO
CHAMPIONS

|

Welcome to the superpowered world of Champions!
Here’s where the four-color fantasies of comic books be-
come real; here superheroes and supervillains do battle for
the destiny of the human race. Championsallows anyone to
become a superhero and fight for justice. With these rules
and your pencils, paper, and imagination, you can recreate
the fanciful world of the comic books and adventure novels.
But beware! Champions is not a game for the weak at heart.
It takes guts, intelligence, and imagination to succeed. Can
you meet the challenge?

Champions has all the rules to show you how to create
your own unique character. Any power or ability you've seen
in the comics can be duplicated with the Champions rules;
this is your chance to create the character that you want.
Once you've created your hero, you'll join other heroes in the
fight against evil.

So get out there and BE A HERO!

(' WHATSINSIDE )

You've started in the right spot. First, here’s alist of what's
in the book, so you'll know what you have:

HERO System Rulesbook: The first section of the book,
this section has the rules necessary to play Champions.
The Rulesbook includes introductory material, in case
you've never played before. This section also has all the
rules necessary to roleplay any type of game, from
fantasy to science fiction. It is identical to the HERO
System Rulesbook sold separately (so you don’t have to
buy it).

Champions Sourcebook: This section explains how you
can use the rules in the Rulesbook to create your own
comic-book game. There are also extensive guidelines
on how to maintain a Champions campaign.

Champions Campaign Book: This includes ready-to-use
material for your Championsgame. There is a superhero
team called The Champions which you can play. There
are over a dozen villains to lock horns with. And there’s
a ready-to-go scenario that will propel you right into the
world of comic-book adventuring.

Before you start, you’ll also probably also want:

* Pencils and Paper

« Copies of the Character Sheets

» Miniatures or markers to represent characters.
+ At least 3 six-sided dice for each player

* Lots of imagination

( HOW TO USE THIS BOOK )

If you've never played a roleplaying game before, start at
the beginning of the HERO System Rulebook. There you'll
get an introduction to roleplaying and a review of how the
HERO System works. Then you can get a couple of friends
together and turn to the introductory adventure in the Cham-
pions Campaign Book and begin playing. Once you've
played the game, then go back at your leisure and read
through the rest of the Rulebook.

If you're an experienced roleplayer but unfamiliar with the
HERO System, you should also read the beginning of the
HERO System Rulebook. But you might also want to read
through Character Creation and Combat to get a better idea
of how the game works. Then play the introductory adven-
ture and move on to the Mob Rule adventure.

If you're already a HERO player, then you don’t need to
play the adventure. Read all the way through to catch all the
rule changes and additions.

All players and GMs should read the rules all the way
through when you have time.

~

~
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Welcome to the HERO System. What you hold in your
hands is a powerful entertainment medium — the first truly
universal roleplaying game. The HERO System is designed
to let you experience the excitement of interactive fiction —
where you make the decision. More than that, the HERO
System lets you create any background, from fantasy to
detectives; from science fiction to comic book superheroes.

This volume gives you the rules for creating a roleplaying
game set anywhere in space and time. Many of you are
already familiar with the HERO System; after all, the game
was first created over ten years ago as Champions. This 4th
edition of the rules revises, simplifies, and expands the
scope of the original rules. The resultis more fun and more
flexible than ever.

HOW TO USE THIS GAME

You probably want to get started playing Champions right
away. If you've played other HERO System games before,
you already know how to play. Read the section titled /f
You've Played HERO Before. Then skim through the
Combat section, then read through Character Creation
closely. Or, if you want, you can skip Character Creation for
now, and start playing right away by using the heroes
provided in the Sourcebook. The Mob Rule adventure in the
Campaign Book is ready to use.

Those of you unfamiliar with roleplaying games (or unfa-
miliar with the HERO System) should read through this
whole Introduction section. If you and your friends want to
start playing without learning all the rules, one of you should
volunteer to be the Game Master (GM). The GM should read
through the first Introductory Scenario. When you're ready
to start, give each player one of the heroes from the back of
the Campaign Book. Everything you need to know about
combat is in the Rulebook; when you have questions, just
look in the appropriate section of the book.

Of course, eventually everyone should read all the way
through these rules (if only to catch all the jokes). The section
on Campaigning Champions is particularly important: it will
help you get the feel for comic-book roleplaying. When
you're more familiar with how the game works, Character
Creation will show you how to create any kind of character.
You can even recreate your favorite characters from comic
books or stories.
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IF YOU'VE NEVER

PLAYED BEFORE

( WHAT IS ROLEPLAYING? )

Aroleplaying game is very different from traditional games
like chess or poker. When playing chess or poker, the object
is towin—to beat your opponent. The object of aroleplaying
game is to have fun and be creative with your friends.

Aroleplaying gameis like a play. Aplay has a director who
helps set the scene for the actors. The director has some
control over how the actors will react. A play also has an
authorwho sets up the situation (the plot), decides what each
character is like, and then writes lines to reflect the person-
alities of the characters. The characters react to the plot in
ways consistent with their personalities.

When playing a roleplaying game, one player takes the
parts of the director and author. This person, called a Game
Master (GM for short), decides the basic plot of the adven-
ture. The GM describes the setting to the players. Each
player creates his character including powers, abilities, and
personality. The player makes up dialogue on the spot,
trying to talk and act as his characters would in the situation
the GM has created. The GM acts out the roles of all of the
people the players encounter in the course of their adven-
tures.

Once combat occurs, the GM takes over as a referee,
deciding what rules apply. The rules tell the GM how to use
dice rolls to determine the outcome of fights. The GM also
plays the part of the opponents, deciding what actions they
will take. The players respond as their characters would. If
aplayertells the GM he wants to hit an opponent, the GM will
tell the player what dice he needs to roll, and what number
he must roll on the dice to hit. Of course, once the players
are all familiar with the game “mechanics”, play will proceed
much faster.

The storyline or plot of the game is responsive to the
players’ decisions. No two adventures will be the same
because of the different directions that the players take. The
GM integrates the players’ ideas and responses into the
game. lIdeally, a roleplaying game involves constant feed-
back between the players and the GM. It's like stepping into
a great adventure novel or movie.

Don't let the apparent complexity of these rules discour-
age you. Therules are designed to reflect “real” life (as seen
in movies, paperbacks, and comic books). The rules are
simply a tool so that everyone can understand the actions of
the characters. After playing the game a few times, the
mechanics will be very familiar, and everyone will be able to
concentrate on roleplaying.

HOW TO PLAY
THE HERO SYSTEM

The HERO System looks complex, but don’t worry, there
are only a few concepts that you need to get started. This
section introduces the basics of the HERO System, enough
to get you started playing. Don'tworry if you can’t remember
all of the details just now; as you play the game you'll
remember, or can look things up. Later on, you canread the
rules more thoroughly to learn all the ins and outs. For now,
look at the character sheet. All you need to play the game is
listed there.

CHARACTERISTICS

Characters all have 8 Primary Characteristics (Strength
through Comeliness) that represent physical and mental
capabilities. The other 6 Figured Characteristics (Physical
Defense through Stun) are used in combat. Generally, the
Primary Characteristics mean what they sound like;
Strength represents how much the character can lift, Intelli-
gence is how well the character can figure things out, etc.
The average human has basic Characteristics of around 8-
10.

Primary Characteristics have Characteristic Rolls equal to
9 + (Characteristic/5). For example a character with a
Dexterity of 20 would have a Dexterity Roll of 9+(20/5)=13.
Roll 3d6. If the dice total is less than or equal to the
Characteristic Roll, then the character successfully uses the
Characteristic (like making an Intelligence Roll to figure out
a clue or a Dexterity Roll to walk on a balance beam.) If the
dice total is greater than the Characteristic roll then the
character doesn’t use the Characteristic successfully (like
missing the clue or falling off the balance beam.)

SKILLS

Characters have Skills that represent specialized knowl-
edge or training. The character can try to get information, or
other benefits from a Skill by attempting a Skill Roll. Each
Skill will have a Skill Roll between 3 and 18. The higher the
Skill Roll, the better the character is at the ability. A character
who wants to use the Skill should roll 3d6. If the dice total is
less than or equal the Skill Roll, then the character gets the
benefitof the Skill. Ifthe dice totalis greater than the Skill Roll
then the character doesn’t get the benefit of the Skill.
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COMBAT

Once combat starts there are several things to keep in
mind:

The sequence that characters act is based on the charac-
ters’ Speed and Dexterity. A character’'s chance to hit or
avoid being hit is based on his Combat Value. A character’s
ability to do damage is rated in dice of damage.

A character’s ability to absorb damage (thereby prevent-
ing it from affecting him) is divided into his Physical Defense
and his Energy Defense. The amount of damage a character
can take before going unconscious is defined by his Stun.
The amount of damage a character can take before starting
to die is defined by his Body.

The amount of Stun damage a character gets back every
turn is defined by his Recovery

A character’s Speed is the number of times the character
canactina 12 Segment (or second) turn. The Segments are
called off one at a time and any character who can act gets
to “do his thing”. On a given Segment characters actin order
of their Dexterity.

5

Every time a character acts he can do two things (but only
one attack); normally characters move half their full move-
ment and attack (a character could also use his entire action
moving.)

To hit with an attack, the character should roll 3 dice. The
attack hits if the total is less than or equal to 11, plus the
attacker's Combat Value, minus the defender's Combat
Value. So if a character with a combat value of 6 attacks a
character with a Combat Value of 4, he hastoroll 11+6-4=13
or less to hit.

A character’'s normal attack is rated in dice of damage. A
character can do 1d6 punch damage for every 5 points of
Strength. Weapons do the amount of damage listed on the
Weapon Tables and Powers do a number of dice based on
how much they cost. After a successful Attack Roll, the
attacker rolls damage dice. For normal attacks (usually a
punch orperhaps a Power), the total of the dice is the amount
of Stun damage. The number of dice, +1 for each 6 rolled,
-1foreach 1rolled, is the amount of Body damage. Ifthe dice
of a6d6 attack rolled 1, 1, 4, 4, 5, and 6 the attack would do
21 Stun and 5 Body. For killing attacks

Name: . . . Base OCVioex 3, Base DCVioexs) (which include most weapons), roll the
Player: - o o o hawamen s S damage dice listed to determine the
Val Char Base Cost Max Pts. Levels: ' amount of Body damage done. Then
o oo roll 1d6-1 (with a minimum of 1) and
con. 10w p— — _ Combat Maneuvers multiply it by the Body damage to find
T BRI Pts. Talent Perk  Power Roll | mone e O o e e ot the amount of Stun damage done to the
EGO .. 10 x2 T T o o >7777777777 Brace -2 +2 vs RMod target
Coom e R S The target of the attack has two de-
PO y - e R, fense values, a Physical Defense and
SPD 1.0k 10 x10 R et A an Energy Defense. These defenses
RECwms consr 2 ) ) s e T apply against normal attacks. Subtract
STUN 0. — - e e STermessentee the appropriate defense from the Stun
MMCéﬁractenst;cost; - R —— and Body of the attack. If a target with
7Yy B e a Physical Defense Qf 10 was hit with a
(stRRon | Swm@)y — - - 6d6 punch attack doing 21 Stun and 5
DEXRoN: | MumP R - - I Body the target would take 11 Stun but
:ENGTOF';:;I_ rrrrrrr B - o n.o.Body damage. |If the af(tack is a
PER Roll ponrsy: - . z;':j 08 0% 90 12 304 008 killing attack, then only resistant de-
Disadvantages  Base(___)ePts. | — - v s . fenses (such as armor or a Force Field)
e " |prases 12345678910 11 12 would subtract from the Stun and Body
- - o - ~|PorPD ED/ED damage done.
. . | E STuN 8opy A target that has taken all of its Stun
- is unconscious. Atargetthat has taken
S - all of its Body is down and near death.
. - N A character who is conscious at the
- - - end of a turn, may add his Recovery to
- o - his current Stun (up to a maximum of
B I his starting Stun). Thus, if a character
can last until the end of his turn he can
o get back some Stun and keep fighting.
N N - GETTING STARTED
And that's all you need to get started.
o - With these notes and the characters
B provided, you can start playing the
gamerightaway. Readtherulesasyou
have questions, or want to know more
about a particular concept. If there's a
term or abbreviation that doesn't make
sense, look it up in the glossary.
Experience | Disadvantages Total ____ :Skills Cost
Experience Spent + ____ +Char Cost
Total Cost = _____=Total Cost
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IF YOU HAVE PLAYED

HERO GAMES BEFORE

Here it is: The long-awaited HERO revision. It's been
months in the writing and years in the playtesting. The new
HERO system pulls together rules from Champions, Justice
- Incorporated, Danger International, Fantasy Hero, Robot
Warriors, Star Hero, Super Agents, and the Adventurers
Club. We think the revised HERO System is cleaner, more
consistent, and more comprehensive than any HERO pres-
entation inthe past. We like the revised HERO rules, and we
think you will too.

WHY THE REVISION

The question whether or not to revise the HERO system
was not taken lightly. First, HERO was already the best
roleplaying game available. As the saying goes, “if it ain’t
broke, don'tfix it.” Second, people like you have been playing
various parts of the HERO system since 1980. The lastthing
we wanted to do was change everything on you. And, of
course, doing a revision of a game as established as the
HERO System is a gargantuan effort.

But after carefully considering all this, we decided that a
Revision would still be a good idea. There are two main
reasons we went through with it: consistency and quality.

CONSISTENCY

It has always been our intention to create a single, unified
set of rules for allgame genres. Butin the past, we had made
an effort to publish games aimed at a certain genre. More-
over, because of the need to publish games, we never had
a chance to sit down and decide — once and for all — how
we wanted to handle certain Powers, effects, and game
mechanics. As a result, each of the HERO System games
handled things somewhat differently: Fantasy Hero spells
weren't quite the same as Champions Powers or Justice
Incorporated Talents. Every game was similar to the rest,
but not quite the same.

This had several effects. Because not all the rules were in
one place, players who wanted them had to buy all the
books. For example, Lip Reading Skill was only in Justice
Incorporated, while Speed Reading was only in Danger
International. Players wanting the Disadvantage “Rivalry”
had to buy Robot Warriors, while the Power “Damage
Reduction” was only in Champions Ill. We didn’t want to
force our customers to keep buying every rulesbook we've
ever published, just to get every Skill or Power.

Moreover, the minor variations among the games made it
harder to play HERO. A player who learned to play Cham-
pionsknew basically how to play Fantasy Hero, but not quite.
There were just enough little things to trip him up. Addition-
ally, itwasn’t possible to simply transfer a character from one
HERO campaign to another, because the rules were differ-
ent.

Finally, the lack of a single set of rules made it difficult for
us to publish supplements and support games. Because
there was no HERO System rulesbook, we had to put the
rules in every book that we published. This made it harder
to publish games like Star Hero, and made it more expensive
for you, our customers.

By revising the HERO system, we hope to fix all these
problems. There is now a single set of rules, so there are no
inconsistencies. Moreover, all the rules are in one place —
there will be no more leafing through 4 or 5 rulesbooks to find
an obscure detail. This should make it easier for us, and
cheaper for you. Not a bad bargain.

QUALITY

The other big reason for the revision was playtesting and
quality control. It has been 10 years since the first HERO
game was published. In that time we have received hun-
dreds upon hundreds of letters from players like yourself.
We've learned a lot. Moreover, we have had some of the
finest minds in the gaming industry play the game. All of
these people have given us feedback on what needed work,
which rules work better than others, and so forth. We wanted
to take advantage of this feedback to improve the game.

Doing arevision also allowed us to improve the production
quality of the game. The original HERO games were
published over a 9 year period. During that time the produc-
tion quality of roleplaying games improved tremendously.
Revising the system let us use better art, better writing, and
better graphics to ensure that HERO Games looks sharp as
it heads into its second decade.
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WHAT'S NEW

The first step in the revision was to pull together all the
rules that have been published before. The Revised HERO
System thus has a comprehensive Skills list and Powers list.
We've also added new Powers and Skills.

We have also changed a few rules. These changes are a
result of your feedback, and reflect places where you felt the
game didn’t work as well as it could. Additionally, it wasn'’t
possible to make all the HERO System rules consistent
without changing some of what has gone before.

With the rules changes, we had one real goal: To make this
the most comprehensive and elegant system ever designed.
Wherever possible we cleaned up and unified mechanics,
and tried to take out arbitrary differences between abilities.
We also worked to broaden Powers and their effects. Many
changes don't affect the point cost, but do affect the way the
ability is used. What follows are some of the more substan-
tial changes in the system. Almost everything has been
cleaned up atleast a little, so it would probably be worthwhile
to read through the entire rulesbook.

Skills: All of the Skills are listed alphabetically. New Skills
like Acting, Oratory, and Range Skill Levels are included.
New Martial Arts rules allow superheroes and normal
heroes to use the same system. Talents and Perks are
broken out into their own sections.

Powers: The Powers now include all the Powers from
Champions (including Champions Il and Ill), along with
the spells from Fantasy Hero. Areal efforthas been made
to unify the various Powers so that they work in a consis-
tent and balanced fashion. For example, we altered the
Movement Powers so that the costs and noncombat
velocity work identically, regardless of the Power. We
made a similar effort with Mental Powers and the Adjust-
ment Powers (Absorption, Aid, Drain, Transfer). The
costs for some Powers are changed slightly, to reflect
playtesting comments. :

Frameworks/Advantages/Limitations: As for Powers,
these now include all the Modifiers from previous HERO
products. There are numerous new Advantages and
Limitations to help players simulate the abilities of any
character from fact or fiction.

Disadvantages: This is where there was the largest dis-
crepancy between Champions and the normal-scale
games. Moreover, the Disadvantage section had been
the subject of extensive feedback. The new HERO
system for Disadvantages is streamlined and consistent.
It also incorporates the Disadvantages from all previous
HERO games.

Combat: The combat rules have been reworked to make
combat easier, but without losing any of the intricacies it
had previously. In addition, there are optional rules to let
you make combat as complicated or simple as you like.

HOW TO USE THIS BOOK

Unlike someone who is just starting HERO, you've played
the game in the past. You might even have an existing
campaign. So how do you use a book like this?

The most obvious method is to convert all the characters
over to the new system. Let each player redesign his
character using the new rules. If you want, he can carry over
experience, thus allowing the character to be built on the new
rules. Many characters that were difficult to build under the
old rules will be easy to do now. Moreover, the vast expanse
of New Skills and Powers will let players expand their
characters in directions they only dreamed of.

If this doesn’t appeal to you, it is possible to convert the
characters over one by one, while preserving their original
abilities. Some Powers might cost more and some might
costless, but this doesn’'t matter —the goal is to recreate the
exact same character using the new rules. This means that
each character has a “grandfather clause” — any Power he
used to have he still has. It also means that the GM will have
to be flexible with the point totals. If a character needs more
points to recreate a certain effect, he should be given them.
Using the revised rules in this way will enable the GM to enjoy
the advantages of the new rules, without changing the
campaign overmuch.

Finally, if the GM doesn’t want to use the revised rules,
then this book can serve as a supplement to the old rules.
The expanded list of Powers, Talents, Skills, etc. make this
book an acceptable Champions IV, or Fantasy Hero Com-
panion. lfthisis whatyou wantto do, simply pick and choose
from among the new rules until you find the ones you like.

In short, when using these rules: Do what you want. They
are the best we could devise, but they might not work in a
particular situation. If not, don’t hesitate to change them, or
use them in any way you desire.
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This section shows you how to create a character ready to
adventure in any campaign. Using the HERO system,
players are able to create precisely the types of characters
they wish to play. This involves choosing the abilities,
personality, and other qualities for the character, based on
the nature of the campaign.

Examples are given in each category, and the appropriate
Skills, Powers, etc. are listed alphabetically. To design a
character, you should read through each section carefully.
You must also know what type of campaign background the
Gamemaster (GM) will be running, and what restrictions are
placed on the characters. (Ask the GM to tell you this.) For
quick reference we have included an alphabetical list at the
beginning of each section.

Every player receives a certain number of Character
Points to build his character. The player uses his Character
Points to “buy” higher Characteristics or Skills. If he wishes
to have more than the normal allotment of Character Points
to begin with, he may take certain Disadvantages which limit
some of his effectiveness.

Creating a character from scratch takes a fair amount of
time, especially the first few times you do it. Don’'t worry, it
becomes much faster as you familiarize yourself with the
rules. To get started quickly, use the sample characters
provided.

N
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For game purposes, a character is defined by numerous
attributes:

Characteristics: These are the character’s natural physical
and mental abilities. Examples of Characteristics are
Strength, Dexterity, and Intelligence.

Skills: Skills are the abilities that an individual can learn from
study. Anyone canlearn Skills; there is nothing especially
mysterious or unusual about them. Examples of Skills
include Computer Programing, Oratory, and Martial Arts.

Perks: These are useful items, privileges and contacts that
a character has access to in the campaign. Perks are not
innate to the character and can be lost, gained, or altered
over time. Examples of Perks include wealth, Diplomatic
Immunity, or followers.

IN SOME CAMPAIGNS,
CHARACTERS CAN ALSO HAVE

Talents: Talents are the weird and unusual abilities that
some people possess. Unlike Skills, it is impossible to
simply learn a Talent — the character must have some
innate ability in that direction. Talents are a half-way step
between Powers and Skills — they may exist in the real
world, but are extremely rare and/or inexplicable. Ex-
amples of Talents include Eidetic Memory, Luck, and
Ambidexterity.

Powers: Powers are the unbelievable and unnatural abili-
ties possessed by characters in comic books, fantasy and
science fiction. Examples of Powers include Invisibility
and Flight.
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HEROIC VS. SUPERHEROIC

One of the most important distinctions the GM must make
regards the type of campaign he will run. All games that use
the HERO system fall into two categories: heroic and super-
heroic. Put simply, in a heroic campaign, the characters are
extremely skilled individuals, but “normal” humans nonethe-
less. Conversely, characters in a superheroic campaign
can, if they want, buy Powers. These Powers allow the
characterstofly, fire bolts of energy from their hands, survive
the impact of tank shells, etc..

A heroic campaign is best for most non-comic-book
campaigns. Sword and sorcery fantasy campaigns, modern
espionage adventuring, swashbuckling, post-holocaust
exploring— all of these should be heroic campaigns. Itis not
impossible for characters in a heroic campaign to possess
Powers: a wizard would have spells or an alien could have
Sonar, forexample. However, in a heroic campaign, Powers
are never the focus — most adventurers rely on their skills.
Powers are something wondrous, unusual, and (often) unre-
liable.

A player in a heroic campaign should design his character
by spending Character Points on Characteristics and Skills.
The characters can also spend points on Powers or Talents
if the GM allows it. However, the character doesn’t have to
spend Character Points for equipment— he can buy this with
money. The amount of money that a character has to spend
for equipment will be determined by the GM, and may be
affected by certain Perks.

A superheroic campaign is best for campaigns based
around comic-book superheroes. Superheroic campaigns
can also be used for high-powered fantasy games, or any
campaign where the majority of the characters will rely on
natural Powers.

__‘(Xj’.__
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Characters in a superheroic campaign must pay Charac-
ter Points for everything. This includes Skills, Talents,
Powers, and equipment. This does not mean that a charac-
ter can’'t grab a supervillain’s blaster in combat and fire it —
there is no mystical force preventing him from acquiring
equipment. But if the character wants to continue using the
equipment, then he will have to pay points for it.

Why is this? Why can't a superhero go to a store and buy
atransistorradiooragun? Thereasons are twofold. The first
involves fairness to all characters. A character who can
naturally hear radio will have to spend his precious Charac-
ter Points for the ability. Itis unfair to this character for other
characters to be able to simply go out and buy a transistor
radio with money, and thereby acquire the same ability. The
same holds true for guns, body armor, and life support
devices. By forcing characters to pay Character Points for all
equipment and abilities, game balance is enforced.

Second, making characters pay Character Points helps
GMs enforce the superheroic genre. In comic books, heroes
and villains don’t usually go out and buy transistor radios,
even when doing so might make sense. Similarly, many a
superhero would be better off if he had a gun — even if he
never used it on a living opponent. So why doesn’t he?
Because he’s asuperhero. Similarly, superheroes in super-
heroic campaigns won’t simply go out and stock up on
merchandise — they’ll have to pay points first.

There are other minor differences between superheroic
campaigns and heroic campaigns, but these are mentioned
in the text. Because superheroic campaigns are often much
more high-powered than heroic ones, there are also recom-
mendations about how the GM should use optional rules with
each category of campaign. As with all other parts of the
HERO system, the GM should pick and choose from among
these rules as he sees fit. For example, if a GM wants to run
a heroic campaign featuring comic-book characters, he can;
it'll just feel a little different from the standard comic-book
fare.
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CHARACTER

CONCEPTION
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In order to create a character, you need a Character
Conception. This is your initial idea of what the character
does, how he reacts to different situations, what his back-
ground is, and so forth. You may wish to play a steely-eyed
space smuggler, an immensely strong superhero, a confi-
dent femme fatale, a mysterious wizard, or any of a vast
number of characters appropriate to the particular cam-
paign. But the sharper your mental picture, the easier it will
be for you to structure the character.

Character conception is also the most important idea to
remember when actually playing the character. The all-
important basis of roleplaying games is that players role-
play. In other words, players put together their characters
according to their character conceptions, and in all subse-
guent adventures react to situations as their characters
would.

This means that if you have put together a character who
is a reckless, overconfident hero of heroes, the character
should act fearless, even if you would rather flee. On the
other hand, you may wish to portray a nearsighted coward
who would respond to most threats by running away. Both
of these are acceptable character conceptions that offer rich
opportunities for roleplaying.

In short, you should try to develop a character conception
that you will enjoy roleplaying. Ideally, this character will also
promote the enjoyment of the other players. In order to
design a better character, you should: '

(1) Talktothe GM and try to understand the nature and scope
of the campaign. Make an effort to create a character that
will fit comfortably. Itis also important to find out whether
the characters should be built for a heroic or superheroic
campaign, and any other limitations the GM may have on
characters or the rules.

(2) Become familiar with the genre. It is not necessary to
read reams of fantasy literature or every comic book that
has ever been published, but you should at least under-
stand what the campaign is trying to simulate. This will
help you create a character appropriate to the stories you
play in.

(3) Lastly, get inside the character’'s head. How does he
respond to danger? To prolonged stress? Is he bitter or
romantic? Curious or indifferent? Outgoing or intro-
verted? Absentminded or fiercely intent? Comprehending
the character will enable you to design him to fill out this
conception.

( TYPES OF CHARACTERS )

Three types of people populate a HERO campaign world,
and these can be broken down into numerous subcatego-
ries. These are “normals”, which are the everyday inhabi-
tants of the world, “heroes”, which are the best that a typical
society can produce, and "superheroes”, which are im-
mensely powerful individuals that don’t exist in the real
world. Player Characters can be any of these, although
characters in heroic campaigns are usually members of the
Hero category. Similarly, characters in superheroic cam-
paigns usually belong to one of the Superhero categories.

The GM determines what category the Player Characters
(PCs) will belong to. This will determine the number of
Character Points the PCs begin with, and the maximum
number of Disadvantages each one can have. The following
values are only intended as advice; the GM can alterthem as
he sees fit.

(1) The Incompetent Normal. This individual starts with -20
(that is, negative twenty) Character Points. It is possible
for him to start with even fewer points. An Incompetent
Normal is so inept that he must begin with his basic
Characteristics lowered to reflect his general incompe-
tence. Incompetent Normals can have a maximum of 25
points of Disadvantages (but must total 0 points or less;
they can only take 25 points of Disadvantages if they have
a base of -25). Incompetent Normals are almost always
Non-Player Characters (run by the Gamemaster). Ex-
amples of Incompetent Normals include feeble informers,
small children, old or infirm people, and so forth.
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Character Base Max pts. from (Max pts. from one
Type pts. Disadvantages category of Disadvantage) Total
Normal
Incompetent Normal -20 (or lower) 25 25 0 (or less)
Normal 0 25 25 25
Skilled Normal 25 25 25 50
Competent Normal 50 50 25 100
Hero 75 75 25 150
Superhero
Standard 100 150 50 250
High Powered 150+ 225+ 75+ 375+

(2) The Normal. The normalis just an average person with
average Characteristics. Normals have no extra Charac-
ter Points. A Normal may have a maximum of 25 points
of Disadvantages. Normals are usually Non-Player
Characters (NPCs). A Normal can often have a Disad-
vantage to add color and to buy some job or hobby skills.

(3) The Skilled Normal. The Skilled Normal is a normal
person, but one who is very good at what he does. A
Skilled Normal is much better than his fellows, and is
usually only shown up by Competent Normals or Heroes.
Skilled Normals start with a 25 point base, and can have
a maximum of 25 points of Disadvantages.

(4) The Competent (Talented) Normal. A Competent
Normal (also called a Talented Normal) is given 50
Character Points to buy skills and boost Characteristics.
He can also have a maximum of 50 points of Disadvan-
tages. The Competent Normal is capable of performing
physical, mental, and talent-related feats impressive to
the average person. This character can out-think, out-
maneuver, out-fight, and otherwise out-perform lesser
opponents. The Talented Normal makes a great villain or
special thug for the player-characters to fight. Examples
include an Olympic athlete or a Nobel prize winner.

(5) The Hero. The Hero begins with 75 Character Points,
and a maximum of 75 points of Disadvantages. The Hero
is generally capable of feats which will in turn impress the
Competent Normal. The Hero gets involved in the most
rigorous and dangerous of all modern escapades. The
Hero has the competence level of characters on TV
shows, movies, and in books. This will often be the
highest level of character in a heroic campaign.

(6) Superhero. The Superhero is the most powerful of
characters, and represents the amazing paranormals of
comic books and myth. Superheroes begin with 100
Character Points and a maximum of 150 points of Disad-
vantages. High Powered superheroes can have even
more points. Superheroes, and their counterparts, super-
villains, are much more powerful than the other members
of the campaign universe. The point base and maximum
number of Disadvantages will vary according to the actual
power level the GM would like to promote in the campaign.

A character has a base number of Character Points, listed
on the table above. These points are “free”; the character
can spend them on Characteristics, Skills, and Powers (if
appropriate). The character can also take Disadvantages up
to the maximum point value listed. These Disadvantages
give the character extra Character Points and add to the
character conception. The character does not have to take
the maximum number of Disadvantage Points; he could, for
example, take none at all.

Characters accumulate Experience Points through ad-
venturing. Experience Points are identical to Character
points. They can be used to purchase Skills, boost Charac-
teristics, and diminish or even eliminate Disadvantages (see
Experience Points).
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CHECKLIST FOR
CHARACTER CREATION:

Now you know how many points you have to work with, so

what do you do with them? The following list will walk you
through the steps to spending the Character Points to create
your character.

1.
2.

Character Conception: see above.

Package Deals: Some large organizations, like the mili-
tary, have basic requirements for employees. Characters
in such organizations may wish to start by buying a
Package Deal. This may require the character to buy
some Disadvantages, and always includes skills. Not all
characters will have Package Deals. (See Package
Deals).

. Characteristics: Buy Characteristics to match the char-

acter conception. Ifthe characterisimmensely strong, he
should buy up his STR; an agile acrobat would want a high
DEX. Check the skills; if the character has a lot of skills
based on the same Characteristic, he should consider
buying more of that Characteristic. If the character is
particularly poor at something, he should sell back some
Characteristics below the starting values.

. Abilities: Choose the most important abilities for the

character. In heroic campaigns, this will include Skills,
Perks, and perhaps Talents and Powers. For superheroic
campaigns, the character can usually buy all of these.
The character should also choose a few Professional or
Knowledge Skills that make the character unique, such as
Wine Connoisseur, Old Earth Weapons, or Singing.
These skills make the character more fun to play, and
could be even useful someday.
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5. Disadvantages: What things are not perfect about the

character? Does he have an old enemy, a police record,
or chronic bad luck? Such Disadvantages help define the
character and give him more points to buy Skills or
Characteristics. The character can buy Disadvantages
up to the maximum allowed by the campaign.

. Balancing: The cost of the character may be more than

the Base points + Disadvantage points. Look at the
character’'s Characteristics; some of these may be sold
back. Downgrade less important skills to Familiarities.
Remember that the character will be earning Experience
Points to improve Skills and Characteristics.

Alternately, a character may have points left over. In
this case, he can buy additional Skills or improve his
Primary Characteristics. He should reconsider the Disad-
vantages, and eliminate any that are inappropriate. He
can even save the points, and then spend them when he
thinks of something that is appropriate for the character.
Such saved points should be treated identically to Expe-
rience Points.

7. Equipment: Determine what devices and equipment the

character owns. This is especially important in heroic
campaigns; characters in superheroic campaigns have to
spend Character Points for their equipment.

8. GM Approval: Make sure the GM sees and approves of

your character. Since the HERO System rules are so
flexible, it's possible to build characters that can unbal-
ance the game — making the game less enjoyable for
other players. The GM should disallow such characters
and request that the player build a well-rounded character
that will make the game fun for everyone.
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CHARACTERISTICS

All characters are described by a set of Characteristics.
These Characteristics represent the natural attributes that a
person has, such as strength, intelligence, or comeliness.
Each Characteristic has a numerical value. This shows how
a character compares to other people in that Characteristic
— whether a character is better or worse in that regard.
Characteristics are something that every person has. Achild
may have a Strength of 5, while a superhero has a Strength
of 60, but they both have a Strength Characteristic.

PRIMARY CHARACTERISTICS

Every player character starts with a score of 10 in each
Primary Characteristic. These are often “bought up” with
Character Points. The following table lists the Primary
Characteristics, how many Character Points it costs to raise
each value by 1, and the maximum value a Characteristic
normally reaches. This maximum value is only appropriate
in heroic campaigns; characters in superheroic campaigns
do not have any Characteristic Maxima.

Base  Primary Cost Maximum
Value  Characteristic per pt. Value

10 Strength (STR) 1 20

10 Dexterity (DEX) 3 20

10 Constitution (CON) 2 20

10 Body (BODY) 2 20

10 Intelligence (INT) 1 20

10 Ego (EGO) 2 20

10 Presence (PRE) 1 20

10 Comeliness (COM) 2 20

FIGURED CHARACTERISTICS

A character is further defined by a series of Figured
Characteristics. The base values of these Characteristics
are calculated from the character’s Primary Characteristics,
but they may be raised or lowered independently of the
Primary Characteristics, to reflect a character who is atypi-
cally endowed.

Base Figured Cost Maximum
Value Characteristic per pt. Value
(2) Physical Defense (PD) 1 8
(2) Energy Defense (ED) 1 8
(2) Speed (SPD) 10 4
(4) Recovery (REC) 2 10
(20) Endurance (END) 2 50
(20) Stun (STUN) 1 50

CHARACTERISTIC FORMULAS
The formulas for Figured Characteristics appear here;
they’re also listed on the Character Sheet for convenience.

Physical Defense =  (STR/5)

Energy Defense = (CON/5)

Speed = 1+ (DEX/10)

Recovery = (STR/5) + (CON/5)
Endurance = 2x(CON)

Stun = BODY + (STR/2) + (CON/2)

Example: A character with a Strength of 20 will have a
base Physical Defense of 4 (20 divided by 5 = 4). If his
Constitution is 15, then his base Energy Defense would
be 3 (15 divided by 5 = 3). Witha STR of 20 and a CON
of 15, he would have a base Recovery of 7 ((20 divided
by 5) + (15 divided by 5) =4 + 3 = 7).

Example: Andarra has a BODY of 9, a Strength of 15,
and a Constitution of 13. Her Stun willbe 9 + 15/2 + 13/
2=9+8+7=24.

MOVEMENT

Each character can run at a certain velocity. This is
measured in “inches”. Each inch equals 2 meters (see
Combat and Adventuring). All characters can run 6" (12 m)
in a Phase; this can be increased by +1" (2 m) for 2 Character
Points. Most characters also begin with 2" of Swimming; this
can be increased by +1" for 1 Character Point.

Base Movement Cost Maximum
Value Mode per +1" Value
6" Running 2 10"
2" Swimming 1 5"
ROUND-OFFS

When using the formulas for Characteristics, the numbers
rarely come out evenly. In the case of a number with a
fractional remainder, always round to the nearest whole
number. When the fractional remainder is '/2, the number
should be rounded in the character’s favor, either up or
down. This rule applies to all cases in the game where
there’s a fractional remainder, except Speed (SPD).

Example: Energy Defense (ED) is figured from the
formula ED = CON/5. If a character has a 10 CON, his
ED = (10/5) = 2. If the character has a 12 CON, his ED
=(12/5) = 2.4, whichrounds to 2. Ifhe has a 13 CON, his
ED = (13/5) = 2.6, which rounds to 3.

Now for something trickier. STUN is figured from the
formula STR/2 + CON/2 + BODY. Ifacharacterhasa 10
for STR, CON, and BODY, he has a 10/2 + 10/2 + 10 =
5+5+10=20STUN. If he has a 15 for STR, CON and
BODY, he has 15/2+ 15/2+ 15=8+8+ 15=31 STUN.
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EXPLANATION OF
CHARACTERISTICS

Each Characteristic is listed with its standard abbreviation
in parentheses. The description gives an idea of the use of
the Characteristic in the game. For more details, see
Characteristic Rolls.

PRIMARY CHARACTERISTICS
STRENGTH (STR)

This Characteristic represents the character’s raw physi-
cal power. Strength determines the damage a character
does in hand-to-hand combat, and how much he can lift,
carry, or throw. Strength also adds to the base value of
Physical Defense, Recovery, and Stun. A character can lift
twice as much for every +5 points of STR. One point of STR
costs 1 Character Point.

HERO System Rulesbook

DEXTERITY (DEX)

This Characteristic represents the character’s agility and
reactiontime. Acharacter's Combat Value isbased on DEX.
Certain Skills are based on DEX, and a character’s base
Speed is calculated from DEX. One point of DEX costs 3
Character Points.

CONSTITUTION (CON)

This Characteristic represents how hardy and healthy a
character is. Constitution keeps a character from being
stunned easily in combat and adds to the base value of En-
ergy Defense, Recovery, Endurance, and Stun. One point
of CON costs 2 Character Points.

BODY (BODY)

This Characteristic represents how much damage a char-
acter can take before being killed. Body adds to the base
value of a character’s Stun. One BODY costs 2 Character
Points.

INTELLIGENCE (INT)
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This Characteristic represents the ability to
take in and process data quickly. INT does not
necessarily reflect knowledge. A character
could have a high INT and be very ignorant.
Conversely, a brilliant scientist who thought
slowly might have a low INT. Intelligence in-
creases the character’'s Perception Rolls and
certain Skills. One point of INT costs 1 Charac-
ter Point.

EGO (EGO)

This Characteristic represents a character's
mental power and strength of will. Ego helps a
character in tests of willpower, when he is
wounded, resisting interrogation, or trying to
overcome his psychological flaws. One point of
EGO costs 2 Character Points.

PRESENCE (PRE)

This Characteristic shows the forcefulness
and charisma of a character. Presence allows
the character to impress or awe others and
resist the effects of another person’s high Pres-
ence. One point of PRE costs 1 Character
Point.

COMELINESS (COM)

This Characteristic represents how beautiful
or handsome a character is; this may some-
times affect certain Skills or Presence Attacks.
One point of COM costs half a Character Point.

FIGURED CHARACTERISTICS

PHYSICAL DEFENSE (PD)

This Characteristic represents how tough a
character is against physical attacks (like
punches). A character’s PD is subtracted from
the STUN and BODY damage done by a normal
physical attack. Physical Defense has a base
value of (STR/5), and may be increased 1 point
for 1 Character Point.
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ENERGY DEFENSE (ED)

This Characteristic represents how tough a character is
against energy attacks (like electricity or heat). Acharacter’s
ED is subtracted from the amount of STUN and BODY
damage done by normal energy attacks. Energy Defense
has a base value of (CON/5), and may be increased 1 point
for 1 Character Point.

"
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SPEED (SPD)

This Characteristic represents how many actions a char-
acter may performin a turn. Speed has a base value of 1 +
(DEX/10). Each additional Speed pt costs 10 Character Pts.

Speed is the only Characteristic that does not round off in
favor of the character. To increase Speed, characters must
buy the remaining fraction of a Speed point. Each 1/10 of a
SPD point costs 1 Character Point.

Example: A characterwitha DEX of 18 has a base speed
of 1 + (18/10) = 2.8, which rounds down to 2, so the
characteris SPD 2. Ifthe character wanted to be SPD 3,
it would cost 2 Character Points. If the character wanted
to be SPD 4, it would cost 12 Character Points.

RECOVERY (REC)

This Characteristic represents how fast a character recov-
ers from being exhausted or knocked out. It also allows the
character to heal more quickly. Recovery has a base value
of (STR/5) + (CON/5). Each point of REC allows the
character to regain one point of lost STUN and one point of
lost END each post-Segment 12 Recovery Phase and each
Phase the character does nothing else. Each additional
point of REC costs 2 Character Points.

ENDURANCE (END)

This Characteristic represents how long a character can
expend energy. A character who uses a Power, moves, or
uses STR expends END. END has abase value of 2 x CON.
Each additional END costs '/= Character Point (to buy 2 END
only costs 1 Character Point).

STUN (STUN)

This Characteristic represents how much damage a char-
acter can take before being knocked out. STUN has a base
value of BODY + (STR/2) + (CON/2). Each additional STUN
costs 1 Character Point.

MOVEMENT

A character’s movement determines how quickly he can
run or swim. These values vary widely; in some campaigns
the characters will not even know how to swim. And in some
superheroic campaigns, the characters will have other
modes of movement, like Flight or Tunneling.

MAXIMUM CHARACTERISTICS

The Maximum Value listed for the Characteristics means
that characters in heroic campaigns don’t normally have a
Characteristic over that number. Characters in superheroic
campaigns can ignore this restriction altogether. It's not
impossible for characters in heroic campaigns to exceed the
maximum listed score in a Characteristic, but it is expensive.
The cost of Characteristics over the Maximum Value is twice
the normal cost listed.

Example: Paul wants his character, a rocket scientist, to
have an INT of 23 (to be exceptionally bright and to help
outwith some of his Intelligence-based Skills). The score
of 23 exceeds the listed maximum of 20 by 3. Paul uses
10 of his Character Points to buy his INT up to 20. After
that, the cost per point doubles, so that the three addi-
tional Intelligence points cost six more Character Points.
Paul has spent a total of 16 Character Points and his
character now has an Intelligence of 23.

LOWERING CHARACTERISTICS

Not only can Characteristics be raised above the listed
maxima, they may also be reduced below beginning values.
The bonus is the same as the price for raising the Character-
istic.

Example: Melissa wants her character to be less healthy

than normal, and wants her to start with a Constitution of

7 instead of 10. If she decides to do this, she gains the

Character Points appropriate to the loss. Since her

character lost 3 CON Points, and CON Points are worth

2 Character points each, the character gains 6 Character

Points to buy other Characteristics or Skills. However,

the loss of CON affects her ED, REC, END, and STUN.

Moreover, she’s also rather frail.

A character may reduce each and every Primary Charac-
teristic below the listed value, but only one Figured Charac-
teristic. No Primary Characteristic may be reduced below 5,
except with the GM’s permission. In any case, the minimum
value of a Characteristic is always 1.
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SKILLS
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Skills are abilities that characters possess, usually abili-
ties that characters were born with or were trained to per-
form. Examples of Skills include lockpicking, combat pilot-
ing, and martial arts. This section describes the different
Skills available in the HERO System, their point cost, and
how Skills affect the game.

The GM should tell the players which Skills are unavail-
able in his campaign; genre books in the HERO System
series provide this information. The GM can also alter the
Skill names as necessary to match the campaign. For
instance, in a fantasy campaign Paramedic Skill could be
called Healing Skill, and High Society could be called Court-
ier Skill.

Characters are assumed to have a basic knowledge of the
world around them: they can speak their native language, do
basic arithmetic, and so forth. These basic abilities vary
according to the campaign: in a medieval setting most
people are illiterate, while in a high-tech environment, every-
one might be proficient in several languages and know how
to operate a simple computer.

Skills that are important to the characters in agame sense,
such as the ability to pick a lock or fire a gun, are not
possessed by everyone. Such Skills are purchased with
Character Points — the same Character Points used to buy
Characteristics.

A character may obtain a Skill by paying the Character
Point cost listed. Once a character has bought a Skill, that
Skill may be used over and over without paying any more
Character Points.

Example: Andarra pays 3 Character Points for Bribery
Skill. She may use Bribery Skill whenever she wants
without paying more Character Points.

Skills are grouped into six categories, primarily for ease of
creating characters. The categories are: Background Skills,
Combat Skills, DEX-based Skills, General Skills, INT-based
Skills and PRE-based Skills. Characters may have Skills
from any or all categories. Skill Enhancers (listed sepa-
rately) lower the cost of certain Skills.

Each Skill is given a number. The higher the number, the
betterthe characteris atthe Skill. Ingeneral, acharacter with
an 11- is fairly good at he Skill, while any Skill over 14- is
remarkable. “Skill Rolls” are made whenever the character
attempts to use the Skill in a difficult or dangerous situation.
When a character tries to use a certain Skill, he must roll
equal to or under the Skill Roll on 3 six-sided dice (3d6). If
the total is greater than the character’s Skill Roll, then the
character has failed. An 18 (three sixes) always indicates
failure.

A failed Skill Roll means the character won't be able to
perform the chosen action (such as picking a particular lock)
or will receive no benefit from the Skill until the situation
changes to the benefit of the character; i.e., until the charac-
ter somehow gets at least a +1 to the Skill Roll. Obtaining a
+1 to a Skill Roll can be as simple as spending more time at
the Skill (see Skill Modifiers).

Even a character who fails his Skill Roll is assumed to be
more proficient at a given Skill than a character without the
Skill; GMs shouldn’t assume that failing a Skill is worse than
not having it at all. (However, with certain Skills — like
Demolitions — the character would be better off not trying to
use the Skill unless he is reasonably proficient.)

The GM may want to make some Skill Rolls himself, just
to keep the characters guessing. In this case, he can tell
them “You think the bomb is rigged properly” or “You're not
sure that they believed your disguise”, according to the roll.
If the roll is missed spectacularly, the GM can tell the player
that it seemed successful, even though it wasn't (leading to
complications).

The base Skill Roll for the INT, DEX, or PRE-based Skills
(also called “stat-based” Skills) is calculated by the formula
below. There are some other stat-based Skills (listed under
Special Skills and Background Skills); they also use the
following formula:

Base Skill Roll = 9 + (Characteristic/5) or less

Thus, the base Skill Roll for an INT-based Skill would be
9 + (INT/5) or less. The base Skill Roll for a DEX-based Skill
would be 9 + (DEX/5) or less, and so on. If the Skill Roll
comes to a half, round in favor of the character.

Example: Andarra, who has a 13 INT, pays 3 Character
Points for Concealment Skill. Andarra’s Base Conceal-
ment Skill Roll is 9 + (13/5) = 12 or less.

Most General Skills and Knowledge Skills have a base 11
or less roll. The cost of a +1 to a Skill Roll (i.e. to improve
that Skillby +1) for any INT-based, DEX-based, PRE-based,
or General Skillis 2 Character Points. Background, Combat,
and Special Skills have different costs, explained in their
individual sections.

Skills may be improved above their base rolls by purchas-
ing Skill Levels, which add a +1 to the base roll for every Skill
Level. The cost of these Skill Levels depends on the type of
Skill, and the number of different Skills to which the Skill
Level applies.
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Sometimes characters use their Skills in opposition, such
as when one character tries to conceal something while
another character tries to find it. In such cases, the following
rules may be used.

If the first character fails the Skill Roll, the opposing
character doesn’t have to make a Skill Roll to undo the first
character’s efforts. If the first character makes his Skill Roll,
then the opposing character must have the appropriate Skill,
and must make the Skill Roll. For every 1 point that the first
character makes his Skill Roll, the opposing character must
make his Skill Roll at -1 to succeed. In other words, the 2nd
character must succeed by a wider margin than the first.

Example: Andarra has Computer Programing on 12 or
less, and knows that a hacker will be trying to steal
valuable information. Andarra decides to set up defen-
sive programs on her computer, and rolls a 14 (failing her
roll by 2). Andarra has failed to set up a valid program.
She tries again, taking more time in this attempt, so the
GM gives her a +1 modifier to her Skill Roll. Andarra now
needs to roll a 13 or less. She rolls a 9; thus, the data is
protected from casual access. Anyone trying to getto the
data must make a Computer Programing roll at a -4

penalty.
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In any Skill versus Skill situation, the character taking
action will make his roll first, and the character who is
reacting will take the negative modifier. Thus, the person
setting a bomb will make a Demolition Skill Roll. The person
trying to defuse the bomb will take the modifier on his
Demolition Skill Roll.

17

The GM should resist the temptation to overuse the Skill
versus Skill system. If the situation is obvious, there's no
need to make Skill Rolls. For instance, if Defender says he
is concealing an object in a particular drawer, and a villain
comes along and searches that very drawer, he’s going to
find the object. Roleplaying these situations reduces the
need to make die rolls.

Most Skills work directly against the same Skill. Some
Skills, however, work against a Perception Roll, such as
Stealth. Thus, a character makes a Stealth Roll, and other
characters attempting to spot the character would make a
Perception Roll (see Perception Rolls).

COMPLEMENTARY SKILLS

In some situations, a character may have two (or more)
Skills that are applicable to the problem at hand. In such a
case, the GM should determine the primary Skill involved.
The GM may decide that another Skill (or several Skills) is
considered complementary to the problem at hand. The
character then attempts a Skill Roll for the complementary
Skill(s).

A character adds +1 to his chance to perform a primary
Skill for each 2 points the Complementary Skill Roll is made
by. Thus, if a character makes a complementary Skill Roll by
0, 1, or 2, he gets a +1 to the primary Skill Roll; if he makes
the roll by 3 or 4, he gets +2 to the primary Skill Roll, and so
forth. This rule also applies if someone is helping the
character perform the Skill. GMs who want to improve the
characters’ chances of success should allow many comple-
mentary Skills; GMs who want to make things difficult should
permit only one.

Example: Randall Irons is attempting to get some infor-
mation from a young woman; he believes she knows the
whereabouts of the Aztec artifact that was stolen from his
hotel room. Randall has both Conversation Skill (ona 12
or less) and Seduction Skill (on a 13 or less). Since
Randall is trying to gain information, the GM rules that
Randall’s Conversation Skill is primary in this case, and
his Seduction Skill is complementary. Randall first tries
to make his Seduction Roll, and rolls a 10, making his roll
by 3. Thus, charming Randall gets a +2 to his Conver-
sation Roll for this conversation, which may improve his
chance to find the stolen item.

SKILL MODIFIERS

The GM should apply modifiers to the Skill Roll depending
on the circumstances. All such modifiers change the number
the character needs to roll, not the dice roll itself. This also
applies to the character’s Skill Levels, and any complemen-
tary Skills.

Example: Andarra attempts to conceal an illegal mind
control helmet in her spaceship. The GM rules that since
Andarra has a small spaceship, this attempt will take a -
2 modifier to Andarra’s Concealment Skill Roll. Andarra
has a base Concealment Skill Roll of 12 or less. With the
-2 modifier, Andarra needs to roll a 10 or less to success-
fully hide the device.

The GM should provide modifiers to deal with each situ-
ation that comes up in the course of the game. Skills are very
general in order to cover a variety of situations: Circum-
stances can tremendously modify the chance to perform a
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Skill. Modifiers help describe the situation to the players in
avery concrete fashion, which makes the game more visual
and exciting. Moreover, positive modifiers act as an incen-
tive for players to be clever and creative, and that's when
they’re having the most fun.

The following table provides a general list of modifiers that
apply to most of the Skills. The GM should use this list as a
guideline when determining the modifiers; remember,
circumstances alter cases. Also, certain Skills may not use
some of these modifiers.

SKILL MODIFIERS
Modifier Circumstance

+3t0+5 Routine
+1t0+3 Easy
-1t0-3  Difficult
-3to-5  Extremely Difficult
-5 ormore Sheer Folly
see above Preparing for extra time

+1to +3  Character has extensive knowledge of the
object of his Skill Roll

+1to+3 Character roleplays the Skill use well

+1to+3  Using good equipment in connection with
the Skill Roll

+11t0 +3 Excellent conditions for performing the
Skill

-1t0-5  Poor conditions for performing the Skill

-1t0o-5  Extremely strange or weird object to per-
form the Skill on

-1t0-5  Lack of proper equipment (if appropriate)
-1t0-83  Combat conditions, for Skills not normally
used in combat

When determining the bonus for characters who take
extra time to perform a Skill, the GM should determine the
minimum amount of time it will take to complete the task. If
the character takes additional time, he should receive a +1
for each level down on the time chart:

TIME CHART

1 Segment

1 Phase

1 Turn (Post-Segment 12)
1 minute

5 minutes

1 hour

5 hours

1 day

1 week

1 month

1 season (3 months)
1 year

Example: Chiron is trying to pick a lock; the GM deter-
mines this would normally take 1 Turn (12 seconds).
Chiron is in no hurry, so he takes 1 hour picking the lock.
This moves down the Time Chart by 3 levels, so Chiron
receives a +3.

DETERMINING EVERYMAN SKILLS

When setting up the campaign, the GM decides
what Everyman Skills the characters have. This
decision should be based on what environment the
characters grew up in; the Everyman Skills reflect the
basic abilities that the individuals gain simply while
growing up. Hence, if all the characters came from a
high-tech information-based society, they might all
know how to operate computers. Conversely, char-
acters that come from a Phoenician trading society
all know how to sail, or at least swim. Even charac-
ters in the same campaign may have different Every-
man Skills, if they come from radically different back-
grounds.

SAMPLE EVERYMAN SKILL LISTS

VIKING FANTASY

Climbing

Concealment

Conversation

Deduction

Shadowing

Stealth

Transport Familiarity (Longship)

4 pts. with Norse Language (No literacy)
AK (Area Knowledge): Home Country
1 pt. with Professional Skill (8-)

MODERN

Climbing

Concealment

Conversation

Deduction

Paramedic

Shadowing

Stealth

Transport Familiarity (automobiles)
4 pts. with Local Language

AK (Area Knowledge): Home

1 pt. with Professional Skill (8-)

SCIENCE FICTION

Climbing

Computer Programing

Concealment

Conversation

Deduction

Paramedic

Shadowing

Stealth

Transport Familiarity (personal hovercraft)
4 pts. with Language

AK (Area Knowledge): Home Country
1 pt. with Professional Skill (8-)
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EVERYMAN SKILLS

All characters start with some ability in a few Skills, which
reflects the fact that everybody knows how to do these things
to some extent. The actual “Everyman” Skills vary according
to the campaign environment. In modern campaigns, the
Everyman Skills include Climbing, Concealment, Conversa-
tion, Deduction, Paramedic, Shadowing, Stealth, and Trans-
port Familiarity. All characters have Familiarity (an 8- roll)
with these Skills. (If the character comes from an extremely
unusual culture, he might have different Everyman Skills.)
These Skills may be purchased and improved just like any
other Skills. In this case the full cost must be paid — the
Everyman familiarity does not reduce the cost.

All characters begin with 4 Character Points in their native
language; they will be literate if the most members of the
society are. Characters also have 1 Character Point (that is,
Familiarity) in Home Area Knowledge, and 1 Character Point
in an appropriate Professional Skill. These should be noted
on the Character Sheet, since they can be improved like
normal Skills. These Skills are given free, so the cost
shouldn’t be added in to the character’s cost total.

EXTRAORDINARY SKILLS

As an optional rule, a character can attempt to perform
incredible feats with a Skill if he has a Skill Roll of 18- or
better. Any incredible feat takes a -10 penalty or more to
begin with, and the GM can assign other modifiers as he
sees fit. For example, a character using this rule could use
Breakfall to land on his feet after a fall from an airplane and
take no damage. Similarly, a character with Persuasion
could convince a target of a patent untruth (“Are you going to
believe me or your own eyes?”).

This optional rule allows a GM to run a more fantastic
campaign with amazing feats not possible in the real world
or even most adventure fiction.

SKILLS AS POWERS

Normally, characters cannot buy Skills as part of a device
or a weapon. The GM may, as an optional rule, allow
characters to buy certain Skills with equipment or combined
with Powers, Power Limitations, etc. For instance, a GM
might allow a character to purchase Combat Skill Levels with
a rifle, subject to certain Limitations such as the Focus
Limitation. Or some magical spells may include Skills as part
of their effects. The GM should only allow this in limited
circumstances.

( THE SKILL LIST )

The Skills are listed here alphabetically, with the Type of
Skill, the Base Roll on 3d6, the Base Cost in Character
Points, and the cost of a +1 to the Skill Roll. This is not an
exhaustive list. Feel free to take Skills notonthe list. General
categories such as “Professional Skills” and “Knowledge
Skills” cover Skills not listed.

* These Background skills can be based on a Characteris-
tic, usually INT. In this case the cost of such skills is 3/1
and the Base Roll is 9+(CHARY/5).

Base Base /
Skill Type Roll +1 cost
Acrobatics DEX 9+(DEX/5)  3/2
Acting PRE 9+(PRE/5)  3/2
Animal Handler General 11 3/2
Breakfall DEX 9+(DEX/5) 3/2
Bribery PRE 9+(PRE/5)  3/2
Bugging INT 9+(INT/5) 3/2
Bureaucratics PRE 9+(PRE/5) 3/2
Climbing DEX 9+(STR/5)  3/2
Combat Driving DEX 9+(DEX/5) 3/2
Combat Skill Levels  Combat _— varies
Combat Piloting DEX 9+(DEX/5)  3/2
Computer Programing INT 9+(INT/5) 3/2
Concealment INT 9+(INT/5) 3/2
Contortionist DEX 9+(DEX/5) 3/2
Conversation PRE 9+(PRE/5) 3/2
Criminology INT 9+(INT/5) 3/2
Cryptography INT 9+(INT/5) 3/2
Deduction INT 9+(INT/5) 3/2
Demolitions General 11 3/2
Disguise General 11 3/2
Electronics General 11 3/2
Familiarity Background — 1/-
Forensic Medicine INT 11 3/2
Forgery General 11 3/2
Gambling General 11 32
High Society PRE 9+(PRE/5) 372
Interrogation PRE 9+(PRE/5) 3/2
Inventor INT 9+(INT/5) 3/2
Knowledge Background 11* 2/1*
Languages Background — 1
Lipreading General 11 3/2
Lockpicking DEX 9+(DEX/5)  3/2
Martial Arts Combat varies varies
Mechanics General 11 372
Mimicry General 11 32
Navigation General 11 3/2
Oratory PRE 9+(PRE/5) 3/2
Paramedic INT 9+(INT/5) 3/2
Persuasion PRE 9+(PRE/5) 3/2
Professional Skills Background 11* 2/1*
Range Skill Levels Combat — varies
Riding DEX 9+(DEX/5) 3/2
Science Background 11* 2/1*
Security Systems INT 9+(INT/5) 3/2
Seduction PRE 9+(PRE/5) 3/2
Shadowing General 11 3/2
Skill Levels — — -/varies
Sleight of Hand DEX 9+(DEX/5)  3/2
Stealth DEX 9+(DEX/5) 3/2
Streetwise PRE 9+(PRE/5)  3/2
Survival General 11 3/2
Systems Operation INT 9+(INT/5) 3/2
Tactics INT 9+(INT/5) 3/2
Tracking INT 9+(INT/5) 3/2
Trading PRE 9+(PRE/5S) 3/2
Transport Familiarity  Background — varies
Ventriloquism General 11 3/2
Weapon Familiarity =~ Combat — varies
Weaponsmith General 11 3/varies
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SKILL TYPES

The Skills are grouped into six categories, primarily for
ease of creating characters. The categories are: Back-
ground Skills, Combat Skills, DEX-based Skills, General
Skills, INT-based Skills, and PRE-based Skills. The only
Skill that doesn'’t fall into one of those categories is Skill
Levels, which lets you improve your Skill Roll with several
Skills. Characters may have Skills from any or all categories.

BACKGROUND SKILLS

Background Skills are Skills that the character has ac-
quired in growing up in a certain society or studying under a
teacher. Although not normally as important in combat as
other Skills, Background Skills help flesh out a character and
can prove crucial in non-combat settings. The cost for
Background Skills varies according to type. Background
Skill Levels include:

Knowledge Skills
Professional Skills
Languages
Sciences

COMBAT SKILLS

Combat Skills help the character perform effectively in
combat. These Skills include:

Combat Skill Levels
Martial Arts

Range Skill Levels
Weapon Familiarity

GENERAL SKILLS

General Skills cost 3 Character Points forabase 11 orless
roll. A +1to any General Skill costs 2 Character Points. The
General Skills include:

Animal handler
Demolitions
Disguise
Electronics
Forgery
Gambling

Lip Reading
Mechanics
Mimicry
Navigation
Shadowing
Survival
Ventriloquist
Weaponsmith
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INT-BASED SKILLS
Intelligence based Skills cost 3 Character Points for a

base (9 + INT/5) or less roll; a +1 to the roll of any INT-based
Skill costs 2 Character Points. INT-based Skills include:

Bugging

Computer programing

Concealment

Criminology

Cryptography

Deduction

Forensic Medicine

Inventor

Paramedic

Security Systems

Systems Operation

Tactics

Tracking

DEX-BASED SKILLS

Dexterity based Skills cost 3 Character Points for a base
(9 + DEX/5) or less roll; a +1 to any DEX-based Skill costs 2
Character Points. DEX-based Skills include:

Acrobatics
Breakfall
Climbing
Contortionist
Combat Driving
Combat Pilot
Lockpicking
Riding

Sleight of Hand
Stealth

PRE-BASED SKILLS

Presence based Skills cost 3 Character Points for a base
(9 + PRE/S) or less roll. A +1 to any PRE-based Skill costs
2 Character Points. PRE-based Skills include:

Acting
Bribery
Conversation
High Society
Interrogation
Oratory
Persuasion

Seduction
Trading
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(' SKILL DESCRIPTIONS )

Each Skill is described in the following section, along with
examples of how the Skill is used during the game. The cost
of the Skillis given on the Skill List. The Skills are organized
alphabetically to make finding the desired Skill easier.

ACROBATICS

This DEX-based Skill allows a character to perform flips,
jumps, and rolls like a circus acrobat. Acrobatics allows the
character to jump and flip over an obstacle, landing on his
feet and ready to fight. Acrobatics can enable the character
to jump off moving vehicles, swing from flagpoles, bounce off
awnings, and execute other tricky moves.

Acrobatics not only impresses any bystanders, but can be
a useful trick in combat. An acrobat can often gain from +1
to +3 to his OCV by surprising his opponent (this bonus is
determined by the GM; see the Surprise rules in the Fighting
section).

Acrobatics also enables the characterto retain his balance
in tricky conditions, like slippery floors, ice, or even on a
tightrope. The GM should assign modifiers according to the
difficulty of the situation. The character can also perform
easy feats of balance (like walking on a balance beam) with
no chance of falling.

ACTING

Acting enables a character to alter his physical manner-
isms and speech patterns in order to seem like someone
else. A character with this skill can also fake moods and
emotions. This PRE-based Skill can be used to hide the
character's true identity or to impersonate another individ-
val. To detect a character who is acting, use Acting versus
an INT Roll as Skill vs. Skill. Itis more difficult toimpersonate
someone specific (-1 to -3), as is maintaining an impersona-
tion over a long time (-1 to -3). The character can receive
bonuses (+1 to +3) if he has had a chance to study the
individual or if the individual is not well known to the viewers.

Acting does not impart any skill with disguises; if the
character wants to impersonate someone specific, he will
have to either have Disguise Skill or go to someone who
does. Area Knowledge, Mimicry, and Disguise can all be
complementary to an Acting Roll, depending on the circum-
stances. Failing an Acting Roll means that the Acting was
not convincing, and that the viewers saw through the imper-
sonation.

ANIMAL HANDLER

This General Skill lets characters train animals to do their
bidding. The handler is adept at managing all animals that
he is knowledgeable about. The chance to successfully train
an animal is based on the handler’s Skill Roll. This chance
should be modified by the length of time that the handler has
to work with the beast, the animal’s intelligence, and the
handler’s familiarity with the species. Moreover, the tem-
perament of the animal makes a difference — it is much
easier to train a beagle than a camel or griffon. Training
usually takes weeks, but a skillful Animal Handler can do it
much more quickly.

Characters should make a Animal Handler Roll whenever
they want the animal to do something unusual or out of the
ordinary. For example, a trained attack dog could attack an
enemy in combat without a roll. However, if the handler
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wants the dog to attack one man out of a crowd, a Handling
Roll is required (with a penalty if the crowd is big and
confusing). A failed roll means that the dog is too confused
to attack at all, or attacks the wrong person.

Itis not necessary to use this Skill with animals bought with
Character Points (as followers); such creatures are as-
sumed to be automatically friendly to the character. The cost
of obtaining such animals is covered in the Perks section.

BREAKFALL

This DEX-based Skill allows a character to roll out from a
falland stand up without wasting a half Phase (see the Action
Phase Table). The character may take half damage from the
fall with a successful roll. Each +2" of height is a -1 to the
Breakfall Roll. If the Breakfall Roll is made by one-half (after
applying the height modifier), the character takes no damage
at all. The damage done from falls can be found in the
section on Falling.

Breakfall also enables a character to land on his feet after
being Knocked Back or Knocked Down. If acharacter makes
a successful roll, he does not take any damage and does not
need to spend a half Phase standing up. Each +2" of
Knockback is a -1 to the Breakfall Roll. Characters who are
Knocked Back into something (like a wall or the ground) may
not use Breakfall to lessen the effects of Knockback.

Modifiers of -1 to -3 to the Breakfall Roll should be
assigned if the character is wounded, carrying something or
someone, or landing on an uneven, slippery surface. Land-
ing on a soft surface would make the roll easier (+1 to +3).

BRIBERY

A character with this PRE-based Skill knows when to bribe
someone, how to approach him, and how much to offer. The
proper bribe can vary greatly from place to place; usually it’s
money, but sometimes such things as nylons or cigarettes
are best. The bribery attempt should be roleplayed as much
as possible, with the GM allowing a character to make
Bribery Rolls at crucial points in the bargaining to help
determine how much to offer, how subtle to be, and so on.

If the Bribery attempt is failed badly, or if the character
attempts to bribe someone he shouldn’t have bribed, the
target of the bribery may call his superior, the police, or even
pull a gun. Also, just because someone has been success-
fully bribed doesn’'t mean he’ll stay that way. Complemen-
tary Skills can include Persuasion, Seduction, and Area
Knowledge. The right language also helps immensely.

BUGGING

This INT-based Skill is the ability to properly implant and
operate listening, visual, or other sensing devices (“bugs”).
With a successful roll, the character has properly placed
microphones or cameras and will get a good sound or video
reception fromthe area. (This doesn’'t necessarily mean that
the bug is well-hidden — this would require a Concealment
Roll). Characters with Bugging Skill may also “sweep” for
bugs, searching physically or with detectors.

Character’s with Bugging know how to listen or watch from
a distance with parabolic mikes, telescopes, laser micro-
phones, and other such devices. They can follow a properly
bugged vehicle with a successful Bugging Roll and a track-
ing device. Unsuccessful Bugging Rolls can mean the
wrong bug was used for the job, the equipment was broken,
bad sound, false noises, etc.
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BUREAUCRATICS

The character knows how to deal with bureaucrats, cut
through red tape, who to talk to, how to reach them, and how
to extract information from bureaucracies. This PRE-based
Skillcomes in handy when the characters need travel papers
while in a foreign country, are going through Customs,
arranging for appointments, or similar activities.

These procedures usually take time, from
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The following list details the different uses of Combat Skill

Levels.

1) One Combat Skill Level can be used as +1 OCV with any
attack that the Combat Skill Level applies to. This is the
only way a character can use a 2 point Combat Level.

2) One Combat Skill Level can be used as a +1 DCV.

several hours to several days. The character
can get quicker action with a better Bureau-
cratics Roll. Some of the complementary
Skills to Bureaucratics are Knowledge of the
locale or culture, Seduction, Bribery, or Per-
suasion. If the character is dealing with a
technical request of some sort, then the rele-
vant Science would be complementary.
Unsuccessful Bureaucratics Rolls can result
inthe character’'s request being turned down,
or worse, stalled forever in red tape.

CLIMBING

This DEX-based Skill allows the character
to climb unusually difficult walls, trees, and
buildings, as long as there are handholds.
Most characters can climb ordinary things
(like ladders) without making aroll. Acharac-
ter with Climbing may successfully climb a
difficult surface with a successful Skill Roll.
The GM may allow the character to make a
STR Roll as a complementary Skill Roll. The
climbing speed varies according to the struc-
ture being climbed, but the base speed is 1"
(2 meters) per Phase.

A climbing character's OCV and DCV are
reduced by half, and may be 0 if the character
is in a really difficult position. An unsuccess-
ful Climbing Roll usually means that the char-.
acter cannot climb that area, but it can some-
times means afall if the rollwas spectacularly
bad.

COMBAT SKILL LEVELS

Once a character knows how to use an
attack, his ability can be improved by buying
Combat Skill Levels. The Combat Skill Level
has a number of potential uses, though the
Skill Level may only be used for one of these
things at a time. A player can change the
assignment of Skill Levels at the beginning of
the his action Phase, but they stay there until
the beginning of the character’s next action
Phase. An Overall Level can be used as a
Combat Level, but cannot be used for any-
thing else that Phase (see Skill Levels).

~N

3) Two Combat Skill Levels can be used to
increase the Damage Class of a hand-to-
hand attack by one step (see the Damage
Class). For instance, a 1d6+1 weapon
would then do 1 '/2d6. Four Combat Skill
Levels would raise the attack’s Damage
Classbytwo, and soon, uptoamaximum
of twice the original Damage Class. This
rule is usually only used in heroic cam-
paigns.

4) Two Combat Skill Levels can be used to
add +1 BODY to the damage done by a
hand-to-hand killing attack. However,
the damage the character does cannot
exceed the normal maximum for the
weapon.

Example: /f a character has a 1d6
weapon and uses two Combat Skill
Levels to add +1 BODY to the damage,
the possible damages rolled on the d6
wouldbe 2, 3,4, 5, 6, 6 (that's 1d6+1 with
a maximum of 6 BODY).

There are several types of Combat Skill
Levels shown onthe Combat Skill Level Cost
table. The 2-point Combat Level appliesto a
single weapon or attack. A character could
buy this to help him with his broadsword or
Energy Blast. A 2-point Combat Skill Level
can only be used to increase the attacker’s
OCV.

The 3 point Combat Skill Level applies to
any group of 3 related maneuvers or attacks.
In hand-to-hand this could apply to any three
maneuvers. With GM’s permission a 3-point
Combat Skill Level could also apply to a tight
group of weapons, like all pistols, or all
swords.

The 5-point Combat Skill Level can be
bought as +1 with all hand-to-hand combat,
+1 with all ranged combat, or +1 with a
related group of attacks (like U.S. Infantry
weapons). The 5-point Combat Skill Level
can serve as a +1 DCV against all attacks, if
bought as such. Finally, the 5-point Combat
Skill Level is the smallest Combat Skill Level
that can be bought with Limitations.
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Thus if a character would like to build a weapon that was
more accurate than normal (and would like to have a bonus
to his OCV), he would have to buy 5-point Combat Skill
Levels. Combat Skill Levels bought with Limitations can only
be used to increase the user's OCV, except with special
permission from the GM.

Example: Marksman would like to create a gun that will
have gyroscopic balancers and a laser-spotting scope.
(This gun will enable Marksman to hit almost anything at
any range.) He buys the attack normally, the gun is an
Obvious Accessible Focus, so the attack Power receives
a -1 Limitation (see Power Limitations). Marksman then
adds +4 OCVtothe gun. Since the smallest Combat Skill
Level that can be used with a Limitation is the 5 point
Level, this costs Marksman 20 points. The OAF Limita-
tion reduces this cost to 10 Character Points. Whenever
Marksman uses the gun, he receives a +4 to his OCV.

The 8-point Combat Skill Level applies to any type of
combat whatever.

When buying these Combat Skill Levels, think of the kind
of weapon specialties the character should have. The more
Combat Skill Levels the character buys, the more choices he
has during combat.

Example: Randall Irons has a 3 point level with pistols,
a 3 point level with knives, and an 8 point level with
combat. Irons, armed with his trusty revolver, is fighting
aNazideath-ray robot. Randall puts his 3 point level with
pistols into +1 OCV and his 8 point level into +1 OCV. He
now has a bonus of +2 OCV. His level with knives does
not count since he is currently fighting with a pistol.

COMBAT SKILL LEVEL
Cost Application

2 +1 OCV with any single attack

3 +1 with any three maneuvers or tight
group (+1 with pistols, +1 with Karate,
etc.)

5 Either +1 with hand-to-hand combat, +1

with ranged combat, or +1 with a related
group of attacks

8 +1 with all combat

As an optional rule, the GM can make a distinction be-
tween a character’s DCV against hand-to-hand attacks and
his DCV against ranged attacks. In this case, a character
cannot apply his DCV bonus gained from Combat Skill
Levels against ranged attacks, unlessitis an 8 point Combat
Skill Level or a 5 point Combat Skill Level bought as +1 DCV
with all attacks. Moreover, a character with a Combat Skill
Level that applies to a ranged attack cannot ever use the
Level to improve his DCV. This optional rule is intended to
reflect that it is very difficult to dodge a bullet or arrow, no
matter how expert you are. It should be used whenever
Combat Skill Levels are bought with Power Limitations (an
accurate gun doesn’t make its user harder to hit, for in-
stance).
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COMBAT DRIVING

This DEX-based Skill enables a character to drive and
control a ground or water vehicle in difficult situations. To
use Combat Driving, the character must be familiar with the
vehicle (see Transport Familiarity). A Combat Driving Skill
Roll is used for driving during combat. The character does
not need to make a Combat Driving roll while driving normally
on the road, unless something unusual has happened, like
the vehicle is being shot at.

In combat, this Skill allows the character to drive the
vehicle up to its full DCV, making it much harder to hit (see
Vehicles.)

Characters with this Skill are automatically familiar with
one class of non-flying vehicles. Characters who want to be
familiar with more than one class of vehicle should purchase
Transport Familiarity.

COMBAT PILOTING

This DEX-based Skill enables a character to pilot and
control a flying vehicle in difficult situations. This skill applies
to all flying vehicles, from primitive biplanes to interstellar
dreadnaughts. However, the character must know how to fly
the vehicle (he must have the appropriate Transport Famili-
arity). A Combat Piloting Skill Roll is used for landing, taking
off, and piloting during combat. The character does not need
to make a Combat Piloting roll while taking off or landing nor-
mally (at an airport) unless something unusual has hap-
pened like the ship is being shot at.

In combat this Skill allows a pilot to fly the vehicle at its full
DCV making it much harder to hit.

Characters with this Skill know how to read a map, but
would have difficulty determining their location in unfamiliar
territory, or after becoming lost (Navigation is helpful in this
situation).

Characters with this Skill are automatically familiar with
one class of flying vehicles. Characters wishingto be familiar
with more than one class of vehicle should purchase Trans-
port Familiarity. (See Transport Familiarity.)

COMPUTER PROGRAMING

This INT-based Skill gives the character the ability to
program and operate computers. The character may also
attempt to discover access codes, gain information, change
programing, and conceal tampering. Some of the common
uses for Computer Programing include extracting informa-
tion from data banks, defeating computer assisted Security
Systems, falsifying records or other data, and so on. Sepa-
rate Computer Programing Rolls may be necessary to per-
form each task.

Computer Programing usually takes a fairamount of time,
from several minutes to many hours (for the most compli-
cated tasks). The computer may have sophisticated protec-
tion, resulting in a -1 to -5 modifier. Unsuccessful Computer
Programing Rolls can set off alarms or cause a system
crash, but usually you just fail to get what you want.
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CONCEALMENT

This INT-based Skill is the ability to hide things and to find
things that other people have hidden — like important
papers, weapons, jewels, artifacts, drugs, and so forth. This
Skill can be a lot more fun if the GM actually describes the

"situation, and the character then describes exactly where he
hides the object.

Some common hiding places include behind an instru-
ment panel, inside a heel, or under false floorboards. Con-
cealment can be used by characters to hide and find traps.

The character may hide himself from a search using
Concealment (“Andarra wedges herself behind a console”).
Stealth Skill should be used for any active concealment, as
when the character is trying to move silently; only use
‘Concealment Skill for nonmoving objects. The Skill is used
against the searcher's Concealment Skill as a Skill versus
Skill Roll. Areas that are very crowded with junk are much
easier to hide things in (+1 to +3); conversely, areas that are
very bare are very difficult to hide things in (-1 to -3).

Any Skill directly connected with the object being hidden
(like Demolitions when hiding a bomb) is a complementary
Skill. Failing a Concealment Roll may mean that the object
isn't really hidden properly, or it's in a location that is easily
checked. Just because an object is in an open, obvious
place doesn’t mean someone will find it; remember Poe’s
story The Purloined Letter.

CONTORTIONIST

This DEX-based Skill gives the character the ability to
manipulate his body so as to get out of ropes and similar
bonds. The character may also contort his body so that he
could work on normally inaccessible locks. The character
must have Lockpicking Skill if he wishes to unlock the lock.

The character may be able to contort his way out of more
difficult bindings than rope. Wires would be -2 or -3, while
handcuffs would be -3 or -4. Contortionist Skill does not
allow any mystical means of escaping bonds — there must
be some reasonable way that the character could escape.

Contortionist can also help a character break free from
constraints in a combat setting. Any Phase after a character
with this Skill has been Grabbed (see Fighting), he can use
Contortionist Skill to help him break out. When a character
with this Skill tries to break free, he should make a Contor-
tionist Skill Roll. If successful, the character can add 1d6 to
the STR dice for every 1 the Roll was made by (minimum
1d6). Thus a character who made his Skill Roll by 4 would
get to add 4d6 to his STR dice, only for the purpose of
escaping the Grab. Using this Skill in this way takes a
minimum of one-half Phase, although the character may
take more time to improve his chances.

Contortionist can also be used to wriggle free from En-
tangles, depending on the Entangle’s Special Effects. (A net
would be a normal Escape Roll, a sticky web would require
a big penalty, and a block of ice would be impossible.)

Example: The Superhero Rubberman is grabbed by
Ogre during a battle. Knowing that his puny 5 STR will
never overcome Ogre’s might, Rubberman elects to use
his Contortionist Skill, so he makes a Skill Roll. Rubber-
man rolls a 9, making his Contortionist Skill Roll by 6. He
cannow roll 1d6 (for STR) + 6d6 (for Contortionist) = 7d6.
Ogre, with a 60 STR, rolls 12d6. The dice are thrown;
Rubberman gets 8 BODY and Ogre gets 11. Pity.
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CONVERSATION

This PRE-based Skill allows the character to extract
information from people with careful conversation. Use of
this Skill takes time, and if the roll is blown, the subject
realizes he is being pumped and usually stops talking.
However, if the Skill is properly performed, the victim won't
be aware he has divulged anything. Sometimes the target of
Conversation Skill may be subtly using his own Conversa-
tion Skill to get information.

This Skill should never substitute for roleplaying. If the
character makes clever or stupid statements, the GM should
apply modifiers to the roll. Most conversations should be
roleplayed without using Conversation Skill Rolls.

To properly use the Skill, the character must know the
language being spoken. If the character doesn’t know the
language well, the GM should apply a -1 to -3 modifier. Ifthe
desired information is closely linked with another Skill, then
that Skill is complementary — it helps to know what to ask.
Seduction, High Society, and Persuasion Skills can also be
complementary to Conversation.

s
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CRIMINOLOGY

A character with this INT-based Skill knows how to look for
clues, dust for fingerprints, examine evidence, do ballistics
tests, examine records, search through files, and so on.
These tests can tell the character what gun fired the bullet
that killed a victim, where dirt on the shoes came from, and
where a victim washed his clothes. Many other details of a
person’s identity, origin, habits, and recent whereabouts can
be discerned.

Criminology tests can require a great deal of time, but
much can be told from a quick examination of the scene of
the crime. Extensive use of Criminology requires some
equipment, access to information files, and perhaps some
Bureaucratics. Microscopes, a chemistry lab, fingerprinting
materials, and other tools are necessary for certain tests.

Area or City Knowledge and certain Sciences (like Phar-
macology) could be complementary for certain facts. Failing
a Criminology Roll can result in improper conclusions or
results, but generally means “no conclusive result”.

CRYPTOGRAPHY

This INT-based Skill lets the character solve simple ci-
phers and encrypt or encode messages. Ciphers can
become very complicated by using nulls (meaningless char-
acters), or doing multiple substitutions. Codes are very
difficult to break unless there have been many messages, or
if the codebook has been discovered. Both encrypting and
encoding can take some time, even with a codebook, unless
the characters have a device to help them. Decoding and
deciphering can take a long time unless the character has
some clues to the nature of the code or cipher.

A failed Skill Roll may result in failure to decode the
message, or an incorrect translation of the message. A
character with Cryptography may also use invisible inks and
other techniques for hiding messages. Secret messages
may be imprinted on paper in ultraviolet, grown into crystal
structures, or hidden until looked at through certain optic
fibers.

Sciences (like Mathematics) and Computer Programing
can greatly aid Cryptography.

DEDUCTION

This INT-based Skill is the art of taking several facts and
leaping to an inobvious conclusion. This is the classic
detective’s skill. Deduction should be used sparingly; it's
useful when the player is stumped, the GM wants to move
the scenario along, and the character should be able to figure
outwhat’s going on. The GM should try to help the character
out, but notreveal everything. Complementary Skills include
any Skill directly connected with the problem the character is
trying to solve (e.g., Bureaucratics for a paperwork mystery).
A failed Deduction Roll usually means that the character
can't think of an answer, or it can mean an incorrect deduc-
tion.

25
DEMOLITIONS

Demolitions is the ability to properly use explosives. A
characterwith this General Skillknows how to handle and set
off explosives, where to plant explosives for maximum effect,
and how to estimate the amount necessary to destroy
structures. The character may defuse explosive devices,
determine the fusing mechanism, and discover any booby
traps in an explosive device with the same roll.

Mechanics or Chemistry may be complementary to
Demolitions Skill, depending on what the character is trying
to do. KS (Knowledge Skill): Explosives can help in most
situations; Security Systems would be complementary to
blowing up security devices. It's a good idea to have extra
levels with this Skill, because if the character blows the roll
badly enough...

DISGUISE

This General Skill is the ability to change a character’s
appearance through makeup, costumes, body language,
and facial expression. The character can, with a successful
roll, alter his appearance to make himself unrecognizable;
he can also disguise himself to look like a specific person. A
character with this Skill can also disguise other characters.

Disguises can be spur-of-the-moment things, like putting
on afake mustache, orthey can require hours of preparation.
It is more difficult to maintain a disguise over a long time (-1
to-3), and there should also be penalties if the character tries
to disguise himself as someone from a race that looks
radically different from his own. Makeup and proper props
add +1 to +3 to the Disguise Roll.

To spot someone wearing a disguise, an onlooker must
make a PER Roll as a Skill vs. Skill Roll against Disguise.

Just because a character has Disguise doesn’t mean that
he has the ability to effectively impersonate his subject —
this requires Acting Skill. Disguise Skill enables a character
to look like someone specific, while Acting lets him act like
someone specific. Area Knowledge, Acting, and Mimicry
can all be complementary to Disguise. Failing a Disguise
Roll means that the disguise will be obviously false if closely
inspected.

ELECTRONICS

This General Skill enables the character to identify, under-
stand, repair, and rewire electronic devices. Note that
electronic devices cover a wide range of technology, from a
simple radio to an interplanetary teleporter. The character
needs tools to perform these operations, and usually time is
required for any intricate operation. The character may also
build electronic devices from plans. This Skill is useful for
determining the purpose of electronic devices the characters
may discover and for disabling such devices.

Skills such as Bugging and some Sciences may be com-
plementary Skills, depending on the exact function of the
particular device. Unsuccessful Electronics Rolls indicate
failure or possibly even a malfunctioning device.
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FAMILIARITY
A character may buy Familiarity with any Characteristic-
based, General, Knowledge, Science, or Professional Skill.
Familiarity with a Skill costs 1 Character Point, gives the
, character a basic knowledge of the ability described, and the
chance to perform it on an 8 or less. The Skill Roll is an 8 or
less for any Skill, whether or not the Skill is based on a
Characteristic.

The one point spent for
the Familiarity counts to-
ward the cost of the Skill if
the character later buys
the full 3 point Skill. Thus,
if Andarra buys Familiarity
‘with Persuasion Skill for
one point and later decides
to buy Persuasion SkKill,
which costs 3 points, she
need only spend 2 addi-
tional Character Points.

Skill Levels of any kind —
do not add to the 8 or less )
chance to perform a Famil- ~ 7
iar Skill, since the charac- "":""3’:
ter doesn't understand the N W
Skill well enough to use his NS
expertise. However, the
GM may assign Skill Modi-
fiers to make performing a A
Familiar Skill easier; for P ‘-\

instance, taking several
turns should make being
stealthy an easier task.

FORENSIC
MEDICINE

This INT-based Skill lets
the character make infer-
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character with Forgery can spot fakes (use a Skill vs. Skill
Roll). Making an unsuccessful Forgery Roll does not neces-
sarily mean that the papers will be obvious fakes; the
examiner must make a successful INT Roll (with his own
Forgery as a complementary Skill). A character who fails a
Forgery Roll will not always be aware of it, even after
examining the forged item.

e . GAMBLING
M This General Skill is the
: ability to win gambling
games that require some
skill, such as blackjack,
poker, and more exotic
games. The more a char-
acter makes a Gambling
Roll by, the more the char-
acter wins. A character
may also use the Gam-
bling Skill to cheat, unless
the cheating involves
sleight-of-hand.

Games with a large
“house advantage” or
games the character has

\ never played before apply
\ , N\ — ] 2 negative modifier to the
< Gambling Roll.  Unsuc-

cessful cheating may be
spotted by anyone with a
Perception Roll, but only
someone else with Gam-
bling Skill can spot a suc-
cessful cheat. A success-
ful Perception Roll may be
a complementary Skill to
= spotting a cheater.

A character can use

ences from a corpse about

Gambling to help him bet

the cause of death, how
long the individual has
been dead, and so forth.
Forensic Medicine Skill
can also tell the character
whether the corpse was \_

more wisely in random
games (craps, roulette,
etc.), thus taking longer to

lose his money. If he is
J willing to cheat, he can ac-

tually win at such games.

moved after death, how far
the killer was standing from the victim if a gun was used at
short range, and so on. The ability to do an autopsy is
included with this Skill. A character may be able to spot
obvious data about the corpse by just a cursory glance, but
a full autopsy can take several hours.

Complementary Skills may include Criminology, KS:
Medicine, or the Sciences Biology and Anatomy. An unsuc-
cessful Forensic Medicine Roll usually means failure to gain
information, but can also mean incorrect information.

FORGERY

This General Skill represents the ability to duplicate official
documents, signatures, seals, magnetic codes and so forth.
This requires time and specialized equipment in most cases,
especially for highly technical forgeries. The more a charac-
ter makes the Forgery Roll by, the more time it will take to
discover that the papers are fakes. However, another

The GM usually should
not let Gambling Skill give the player very large wins or
losses unless that helps advance the storyline of the game.

HIGH SOCIETY

This PRE-based Skill gives the character knowledge of
upper-class culture: what clothes to wear, what are consid-
ered sophisticated drinks, and how to mingle with royalty and
other VIPs. High Society Skill is very useful for the character
that wants to get into those special parties (and get invited
back). This Skill varies from society to society, so Area and
Culture Knowledge are very important complementary
Skills. Some cultures, especially alien ones, may be so
strange as to give minuses (-1 to -3) to High Society rolls.
(Andarra can’t even eat Denebian Grub flambé, much less
do it elegantly.) High Society can make some Disguises very
effective. A badly failed High Society Roll can result in a
terrible mistake at a social function.
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INTERROGATION

Interrogation is the ability to forcibly extract information
from people. A character with this PRE-based Skill knows
how to avoid leaving marks, can judge how close a victim is
to death or breaking, and is an expert at manipulating
subjects into revealing the desired information. Depending
on his background, a character with this Skill may also have
technical knowledge of mind control drugs, mind control
devices, or hypnosis. This Skill is not very heroic, and is
found most often among villains. Sciences or other technical
Skills can be complementary to Interrogation.

Interrogation Skill works against an EGO Roll as Skill vs.
Skill. Resistance Skill can help a victim resist Interrogation.

INVENTOR

This INT-based Skill enables the character to design and
constructnew devices. To use Inventor, the character needs
the complementary Skills in the field he is working in (for
instance, Weaponsmith, Electronics, Physics, Biochemis-
try, Computer Programing, and so on). The inventor may
design gadgets that require several Skills or Knowledges, so
long as he has each of those patrticular Skills.

Designing gadgets requires considerable time in the labo-
ratory; the GM should decide on a reasonable time (usually
one week or more). The GM may allow characters with
Inventor Skill to modify equipment or gadgets in combat.
Such modifications should usually be fairly minor, and well
justified by the character. The length of time required will
vary with the complexity of the equipment and the modifica-
tion.

Anunsuccessful Inventor Roll can meanthat the character
doesn’t know how to make the device, or it could mean a
laboratory accident (though that should be rare). The GM
should not allow characters to revolutionize society with an
incredible invention (like gunpowder in a fantasy game),
unless that’s exactly the kind of game the GM wants.

KNOWLEDGE

This Background Skill is a very general and flexible Skill.
It includes knowledge of certain groups, places, people and
things.

Two points gives the character an 11 or less roll to know
a fact about the subject. Alternatively, characters can base
the knowledge upon INT for 3 Character Points, giving a
base (9 + INT/5) roll. In either case, each +1 to the Skill Roll
costs 1 Character Point.

Players define how specific their Knowledge Skills are.
The more general the Knowledge title, the less the character
will know about specifics. For example, the Knowledge SkKill
of African Cultures (KS: African Cultures) would give a wide
overview of African cultures. The character could give a
rough description of a certain African cultures, but not
details. If the player had chosen Knowledge Skill of one
particular African culture (KS: Zulu Culture), then the charac-
ter would know many details about that single culture, but not
much about other African cultures. KS: African Culture
would tell the character general information about Zulu
culture, but not much more unless the character made an
incredible Skill Roll; even then he would get less information
than he would with KS: Zulu Culture. Of course, certain facts
would be obscure, so the GM should apply appropriate
modifiers for difficulty.
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Knowledge can be broken down into four general catego-
ries: Groups, People, Places, and Things. These categories
can help determine what Knowledges a character should
buy.

Knowledge Skill — Groups: These would be different
organizations or cultures, like Knowledge of the Confedera-
tion of Planets, or Knowledge of Boston Police Department.
This gives the character thorough knowledge of a culture or
organization, including such things as the appropriate ges-
tures, customs, taboos, requirements, and protocols.

Knowledge Skill — People: This would be Knowledge of a
type of person, or even a single person. For instance, a
character could have a Knowledge Skill for Magic, or Magic-
Users, or Necromancers, or Karna Doom. Such Knowledge
would tell the character about individuals or (more generally)
how such people would react to different situations (like
being asked questions or offered money).

Knowledge Skill — Area (Area Knowledge): This gives
the character thorough knowledge of an area, ranging from
an individual street in a city to an entire continent or planet.
For large areas, this Knowledge Skill gives a character
knowledge of the geography, major cities, politics, economy,
etc., of that country orarea. Amap orreference book, should
he happen to have one, can add +1 to +3 to the Roll,
depending on what knowledge the character seeks. Of
course, the book or map may not help if the character is
looking for the kind of information that isn’t in books. An
unsuccessful Knowledge Roll usually means that the char-
acter doesn’t know the answer to the particular question. Of
course, if the GM wants to be nasty, failing a Knowledge Roll
can mean incorrect answers, which could be dangerous.

Applying this Skill to a city gives the character thorough
knowledge of a city’s layout, streets, spaceports, meeting
places, fine restaurants, shortcuts, criminal areas, and
important residents. Where Area Knowledge will give only
generalinformation about a city (where itis, howbigitis), City
Knowledge gives very specific information. This Skill can
help during chases and can cut down travel time within the
city.

Area Knowledge can also be applied to various terrain
types, which is very useful for Skills like Survival or Tracking.
Some terrain types might be Plains, Forest, Jungle, Desert,
Tundra, Arctic, Oceans, Swamps, or Caves. This could also
include strange alien environments, such as planets with an
atmosphere of chlorine gas, molten rock, or extremely high
gravity. Of course, the Skill could be very specific (Luray
Caverns Knowledge) or very general (Underground Knowl-
edge).

Knowledge Skill — Things: This category of Knowledge
would be anything that doesn’t fall into the other categories.
This category does not include sciences, as they are cov-
ered separately. Examples include Alien Statues, Trees,
History, Video Games, Philosophy, Religion, Skateboards,
Horses, Thoroughbred Horses, Politics, Secret Societies,
Tax Evasion. The possibilities are infinite; talk to the GM
about exactly what Knowledge would be most appropriate
for character’s Skill.

When buying any Knowledge Skill, try to think of your
character’s background. Usually, the character may have
Knowledge Skills that help explain how he learned other
Skills.
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LANGUAGES

Each player should choose a native language for his
character. This language the character knows for free. The
character is considered to know his native language well, to
the 4 point level as described in the following table. Learning
‘other languages costs Character Points. The table below
describes the fluency the character gets for each point cost.

FLUENCY COST

Fluency Character Points

Basic conversation

Fluent Conversation
Completely fluent w/accent
Idiomatic, native accent
Imitate dialects

AN =

Literacy (if not standard for society) +1 point

A character without complete command of a language
may sometimes have to make an INT Roll to understand
some very rapid or slurred phrases in a foreign language.
The GM should also be aware that there are usually a
number of dialects for each language, and sometimes these
dialects are very hard to understand, except for someone
with an idiomatic command of the language. In campaigns
where literacy is unusual (like most fantasy settings), GMs
should require PCs to spend one extra point to gain literacy
with a given language.

For additional realism, GMs can use the optional Lan-
guage Table. Using this table, the cost of learning a new
language depends on how closely it is related to languages
thatthe character already knows. The languages connected
by a thin box with rounded corners have 4 points of similarity.
This means that these languages are so similar that they
overlap. A character with points in one of the languages in
a 4-point similarity group has half those points in all other
languages in that group, up to a maximum of 3 points (halves
round down). For instance, a character with 4 points of
German has, effectively, 2 points of Yiddish.
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The languages enclosed by a thick box with rounded
corners have 3 points of similarity; characters with 2 points
in any language in that group may make an INT roll to
understand phrases in other languages in that group. Also,
other languages in that group are -1 Character Point to learn
(the minimum 1-point investment gets the character 2 points
of effectiveness in the language).

Languages enclosed by a thin box with square corners
have 2 points of similarity; characters may learn such lan-
guages at -1 Character Point cost. Languages enclosed by
a thick box with square corners have 1-point of similarity;
there is no cost benefit or penalty for learning these lan-
guages. For languages outside this area, it costs +1 point
(one additional point) to gain fluency with the language; that
is, Basic Conversation costs 2 Character Points, Fluent
Conversation costs 3 Character Points, and so on.

Example: Fast Eddie knows English as his native lan-
guage; he has it at the 4-point level. He can make an INT
Roll to try to understand people speaking in German,
Yiddish, Dutch, or Afrikaans. This INT Roll would be
modified by the length of the speech, how well he heard
the speaker, and other factors. Eddie may learn German
without too much trouble: for a 3 Character Point cost he
could have 4 points of German. This would also give
Eddie the ability to speak Yiddish at the 2-point level.
Eddie wants to learn to speak Swedish as well (so he
can try to talk to Swedish women). Since Swedish is in
the 2-point similarity group with English, he could learn
Swedish at the 3-pointlevel for a 2-point expense. Eddie,
growing proud of his linguistic efforts, spends 1 character
Point to learn Polish. Since Polish has only 1-point of
similarity to the languages he already knows, Eddie’s 1-
point investment earns him only 1-point of language
efficiency. Finally, Eddie tries to learn Mandarin Chi-
nese. This language has no similarity to any other that
Eddie has learned, so it costs him 3 points to earn 2
points of language efficiency. Now, however, Eddie can
learn Cantonese for -1 Character Point cost, since he
knows another language in that group (Mandarin Chi-
nese) at 2 points.

A\ AN
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LANGUAGE CHART
Latvian Danish Gaelic Byelorussian
Lithuanian Norwegian Welsh Russian
Swedish Ukranian
4 ltalian ) Ve N\ Hundustani
Sardinian German Nepalese Czechoslovakian
\_ Rumanian C Yiddish ) Punjabi C Polish )
Romany
f/ Catalan ) Sinhalese a Bulgarian )
Portugese Afrikaans Bengali Macedonian
\__Spanish Dutch Serbo-Croation
Armenian Slovenian
[ Frech ) English | \. J/
—/ Albanian
Latin Greek (" Persian )
( Estonian > Mandarin C Indonesian ) Arabic
Finnish Malay
Cantonese Hebrew
Hungarian Fukienese Javanese
Hakka Sundanese Berber
Turkish Wu Hausa
Mongol Tagalog
Burmese
Basque Thai Telugu Cambodian
Georgian Vietnamese
Japanese Ancient Mayan Malayalam
Korean Native Languages Tamil
Swabhili
LIP READING MARTIAL ARTS

This General Skill enables the character to read some-
one’slipsin order to tellwhat he is saying. A Perception Roll
is necessary to properly see someone’s lips. If the character
knows other languages, he can read lips speaking in those
languages.

Failing a Lip Reading roll usually means that the conver-
sation was not understood, possibly because the person
turned or hid his mouth. A large beard, mustache, or other
facial obscurement can mean a -1 to -3 modifier to the roll,
or even make Lip Reading impossible.

LOCKPICKING

This DEX-based Skill allows the character to open key,
combination, electronic, and magnetic locks. The character
must have lockpicks or other equipment in order to use the
Skill. Itis possible to use objects such as hairpins or credit
cards as lockpicks, but the GM should assign minuses to the
roll. Some locks may be particularly tricky, and have an
electronic alarm system of some type connected to the lock
or the door. Disabling an alarm requires Security Systems
Skill. Difficult locks can be a -1 to a -5 modifier to the Lock-
picking Skill Roll. Mechanic Skill is a complementary Skill for
picking key and combination locks; Electronics is a comple-
mentary Skill for picking electronic and magnetic locks.

An unsuccessful Lockpicking Roll can mean a jammed
lock, an alarm going off, or even a broken lockpick, though
usually it just means that the lock was too tough. An expert
can pick a lock in an amazingly short time — just as fast as
using a key.

Martial Arts are any form of hand-to-hand combat that
requires training and expertise. Martial Arts includes the fine
dancing and dodging of aikido, the hammer and tongs of
boxing, and rough and tumble dirty infighting. The Martial
Arts rules can also be used for advanced weapon-fighting
techniques like Fencing.

Characters can buy individual maneuvers as listed on the
Martial Maneuvers Table. Or a group of maneuvers can be
purchased to represent an entire Martial Art.

The Martial Arts are broken down into separate maneu-
vers. This is because there are many, many different Martial
Arts and Martial maneuvers; however, for game purposes
these distinctions are relatively unimportant — a karate kick
and a boxing hook both use the attacker’s Strength to do
damage. Thus most Martial Arts can be defined by a limited
number of maneuvers.

Thisis notto say that these maneuvers are identical —just
that they function similarly in a game sense. Thus a boxing
hook and a karate kick might both be an “Offensive Strike”
using these rules. But they are very different in real terms.
A GM might even give small modifiers for circumstances
based on the special effects of the maneuver. (A boxer
couldn’tuse a hook while his arms were tied; a karate master
couldn’t kick while on a slippery floor.) For more details, see
Special Effects.
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To buy Martial Arts, a character should decide what style
he would like to use. This does not have to be one of those
listed; the GM is encouraged to design new ones to repre-
sent the particular cultures in his campaign. Even if the
character is learning one of the listed styles, he can still pick
‘and choose from the whole list of maneuvers; the maneuvers
listed under each fighting style are only suggestions.

The only restriction is that the character must choose a
minimum of 10 Character Points of maneuvers; these can
come from as few as two 5-point maneuvers. There is no
maximum on the number of points a character can spend on
maneuvers.

Weapon Groups

When buying his martial arts, the character must decide
what weapons (if any) the fighting style is associated with.
The Package Deals have appropriate weapons listed. The
categories of weapons are listed on the weapon familiarity
table; the relevant portions of the table have been reprinted
below for your convenience. Most martial arts are bought for
use with the “unarmed combat” group, but others could be
bought specifically for use with a weapon (like fencing
bought for use with swords). To buy martial arts with a
different Weapon Group costs +1 Character Point for a
different weapon; unlike Weapon Familiarity, the character
cannot buy martial arts with the larger categories. Martial
Arts can never be bought for use with ranged weapons. The
GM should feel free to restrict the types of weapons available
to a given martial art.

§ “41?
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WEAPON GROUPS

Common Melee Weapons:

Unarmed Combat

Club

Axes, Maces and Picks
Pole Arms

Swords

Two-handed Weapons

Uncommon Melee Weapons

Flails
Lances
Quarterstaff
Whip

Example: Sipristi, a ninja assassin, has just bought
several maneuvers to represent her hand-to-hand
ninjitsu. Her base “Weapon Group” is unarmed combat;
Sipristi can perform the maneuvers only with her bare
hands. For +1 Character Point, she can perform the
maneuvers with swords, for +1 additional point, she can
perform the maneuvers with Pole Arms. She can now
perform her Offensive Strike with her bare hand, her
katana, or a naginata.

Special Maneuvers

Sometimes a maneuver has special effects that cannot be
simulated by any of the maneuvers on the table. Inthis case
the character should try to simulate the maneuver with
Powers and Power Modifiers. Such “maneuvers” do not
count toward the 10 Character Point minimum, and must be
expressly permitted by the GM.

Example: Flying Lotus is designing his own Martial Arts
Style and has decided that one of the maneuvers should
be a double strike to both his opponent’s ears. This
sounds like a Flash, so the character buys 2d6 Flash
against the Hearing Sense Group, with the Power Limi-
tation “No Range”. This attack would allow the character
to box his opponent’s ears, temporarily deafening him.
Since this fits into the Martial Arts style, the GM ap-
proves.

Package Deals

Characters do not normally receive a Package Bonus for
Martial Arts. However, if a character creates a package
where there are several noncombat Skills in addition to the
listed maneuvers, then the GM may give him a Package Deal
Bonus (see Package Deal) for the non-combat skills.

Example: Dmitri Ironjaw wants to be the greatest boxer
in the Motherland. He purchases a Defensive Strike
(Jab), an Offensive Strike (Hook), and Martial Block
(Block). This costs 14 Points. Dmitri also buys Profes-
sional Skill: Prizefighter, Knowledge Skill: Boxing Lore,
Knowledge Skill: Boxing Styles, Perk: Passport, and
Paramedic. This package totals 10 points, and earns
Dmitri a Package Deal, saving him 2 Character Points.

GMs should encourage players to describe the Martial
Arts in detail and to describe the special effects of their
maneuvers. Not only does this result in a better simulation,
it makes combat more exciting and fun.
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MARTIAL MANEUVERS TABLE

Maneuver Phase Cost ocv DCV Damage/Effect

Defensive Strike 2 5 +1 +3 STR Strike

Martial Strike f2 4 0 +2 STR+2d6, Strike

Offensive Strike 2 5 -2 +1 STR +4d6, Strike

Martial Block /2 4 +2 +2 Block, Abort

Martial Dodge 2 4 — +5 Dodge, Affects all attacks, Abort
Martial Throw V2 3 +0 +1 STR + v/5;0pponent falls

Nerve Strike /2 4 -1 +1 2d6 NND'

Choke Hold 2 5 -2 0 Grab, 2d6 NND?

Killing Strike 2 4 -2 0 '/2d6 HKA

Sacrifice Throw 2 3 +2 +1 STR; you fall and opponent falls
Martial Disarm /2 4 -1 +1 Disarm, +10 STR to Roll

Martial Escape var 4 0 0 +15 STR vs. Grabs

Martial Grab 2 3 -1 -1 Grab, +10 to STR for hold only (not damage)
+1 DC for all normal M-arts attacks 4

Extra Weapons (see Weapon Familiarity) 1+

SHORT EXPLANATION OF TERMS (for more explanation, see Fighting)

STR: The STR listed under the DMG (damage) column No Normal Defense: The target gets no PD or ED versus

means thatthe maneuver does the character’s Strength
damage in normal dice (STR/5 in dice). If a number is
listed, like “+2d6”, then that is the number of d6 added
to the damage done by the maneuver. If the martial art

the STUN of this attack. The attack does only STUN,
not BODY. The defense for NND' is wearing solid
armor, or having Lack of Weakness. The defense for
NND? is having solid armor on the neck, or not having

to breathe.

Opponent Falls: The opponent automatically falls down
after a successful attack.

You Fall: The attacker falls down after making this attack,
regardless of whether the attack was successful.

+1 DC (Damage Class): This option is limited to charac-
ters in superheroic campaigns; characters in heroic
campaigns can only buy this with special permission
from the GM. This allows the character to increase the
damage and/or efficiency of his martial arts. Each
additional +1DC will add +1d6 of damage to a martial
attack that does normal damage or +'/2d6 for a martial
attack that does NND damage. Each +2 DC will add 1
Damage Class to a martial attack that does killing
damage. Each +1 DC will also add +5 to the calculated
STR for Martial Grabs, Disarms, and Escapes. The
additional DCs have no effect on purely defensive
maneuvers like Martial Block and Martial Dodge.

Example: Flying Lotus has a 20 STR and has bought
bought a Martial Strike, A Martial Escape, and a Martial
Dodge, for 12 Character Points. He also bought +3
DCs, for 12 Character Points. His Martial Strike now
does STR + 2d6 + 3d6, for a total of 9d6. His Martial
Killing: Attack does killing damage. The character may Escape gives him a STR (to get out of Grabs) of STR

add his STR to the damage as per a normal HKA. To +15+15=50. His Martial Dodge is unaffected by the

increased the DC of a Killing Strike is twice as expen- DCs.

sive (+1 DC for every 2 DCs that the other maneuvers

are increased).

Example: Kato buys a Killing Strike as his karate chop.
This costs him 5 points, and earns him a 1/2d6 HKA
(1d6+1 with STR). To raise the attack by one DC to a
1d6 HKA, he would have to spend 8 Character Points.

involves the use of a weapon, this d6 is applied as half
the equivalent of DCs.

Example: The Marquis of Avignon has purchased
Fencing for use with his rapier. He performs a Lunge
(Martial Strike). This gives him +0 OCV and +2 DCV.
In addition, he receives +2d6; this translates to +1 DC
with his rapier.

Block: This prevents the opponent’s attack from hitting the
target, and sets up the defender to strike first on the next
Phase. A Block requires the character blocking to com-
pare his OCV to the opponent’'s OCV, rather than DCV.
Once a character has decided to Block, he can block
multiple attacks in a single Phase (see Block).

Abort: The character can abort his next Phase to perform
this maneuver on a segment not normally his Phase
(see Combat and Adventuring).

Disarm: Attempts to knock any one-handed weapon or
Accessible Focus from opponent’s grasp.

Dodge: The dodging character may not attack, but gets a
DCV bonus.

Grab: The grabbed character may be thrown around or
dashed to the floor.
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MARTIAL ARTS STYLES

These Packages represent many of the classic Martial
Arts. Characters do not have to purchase all of the items
listed to call themselves an expert in that Martial Art. If you
buy at least 10 points of maneuvers in that art, and buy a
Knowledge Skill for the art, than you can consider yourself
a “black belt” or the equivalent. True mastery of the art
requires buying all of the Skills and Maneuvers listed, and
probably several Combat Skill Levels with that style.

CLASSIC COMIC BOOK

This is the generic martial art practiced by many “martial
artists” in comic books; it can be used to simulate a wide
variety of special effects. GMs who want to keep martial
arts simple can use this for all martial artists.

Recommended Maneuvers

Punch ..o, (Martial Strike — 4 Points)

KicK oo (Offensive Strike — 5 Points)

Block ......coooeeiiiiii (Martial Block — 4 Points)

Throw.....ccccooeiviieie, (Martial Throw — 3 Points)

Dodge .....ooooveiiiene (Martial Dodge — 4 Points)
Special Skills

Breakfall

FAM w/Common Melee Weapons

AIKIDO

This is a generally defensive art that uses the oppo-
nent’'s energy against him. Aikido contains many circular
motions that the character uses to direct an attacker to a
position of disadvantage.

Recommended Maneuvers
Throw ..o, (Martial Throw — 3 Points)
Hold ..o (Martial Grab — 4 Points)
Strike oo (Defensive Strike — 5 Points)
Dodge ....ocovcvvviiieeane (Martial Dodge — 4 Points)
Escape......ccooooieennnn. (Martial Escape — 4 Points)

Special Skills
Breakfall
FAM w/Common Melee Weapons
KS: Aikido

BOXING

Boxing is normally used in a sporting arena and is a
straight-forward Martial Art. A boxer can be very
effective so long as the battle consists of upright
punches and blocks. A boxer may find himself at a
disadvantage against a well rounded martial artist
because of his lack of throws, holds, and other special
maneuvers.

Recommended Maneuvers
Jab o (Defensive Strike — 5 Points)
HOOK ....ooiiiiiiiie (Offensive Strike — 5 Points)
BlocK......ccooovvirii, (Martial Block — 4 Points)
Clinch ..o (Martial Grab — 4 Points)
Special Skills
KS: Boxing
Paramedic

COMMANDO TRAINING

Commando Training is a mixture of different maneuvers
from many martial arts. Itis notatrue martial art, but does
give its user a variety of options.

Recommended Maneuvers
Boxing Cross .............. (Martial Strike — 4 Points)
Aikido Throw............... (Martial Throw — 3 Points)
Karate Chop ............... (Killing Strike — 4 Points)
Choke ...oooviiiiiiii, (Choke Hold — 5 Points)
Judo Disarm ............... (Martial Disarm — 4 Points)
Kung Fu Block ............ (Martial Block — 4 Points)
Special Skills
Breakfall

DIRTY INFIGHTING
Dirty Infighting isn’t a classic martial art; rather, it is a
Skill for fighting in less than ideal circumstances.

Recommended Maneuvers
Punch ... (Martial Strike — 4 Points)
Roundhouse ............... (Offensive Strike — 5 Points)
Low Blow ......ccccee (Nerve Strike — 4 Points)
Disarm ......cocevviinennn. (Martial Disarm — 4 Points)
Kidney Blow ................ (Killing Strike — 4 Points)
Special Skills
Streetwise
FAM w/ Common Melee Weapons

JIU-JITSU

Jiu-jitsu, or its limited form Judo, is a defensive form
consisting mainly of throws and holds. The character
slams his opponent to the ground or applies a choke hold
in combat.

Recommended Maneuvers
Slam .o (Martial Throw — 3 Points)
Choke Hold................. (Choke Hold — 5 Points)
Sacrifice Throw ........... (Sacrifice Throw — 3 Points)
Disarm ......cccccooevevennen. (Martial Disarm — 4 Points)
Escape.....cccccccveenn (Martial Escape — 4 Points)

Special Skills
Breakfall

KARATE

Karate is a straight-forward martial art, designed to put
an opponent down as quickly as possible.

Recommended Maneuvers
Punch ... (Martial Strike — 4 Points)
KicK oo, (Offensive Strike — 5 Points)
BlocK ....ooveiiiiiiiiie, (Martial Block — 4 Points)
Chop .o (Killing Strike — 4 Points)
Disarm ......ccccooeoiiennn. (Martial Disarm — 4 Points)
Dodge .....cooovviiiiene (Martial Dodge — 4 Points)
Special Skills
KS: Karate
FAM w/ Common Melee Weapons
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MARTIAL ARTS STYLES

KUNG FU

Kung Fu is a broader Martial Art than Karate, concen-
trating less on strikes and more on flexibility. There are
hundreds of styles of Kung Fu.

WRESTLING

Wrestling, one of the oldest Martial Arts, concentrates
on bringing an opponent to the ground and holding him
there. Wrestling can be a serious Martial Art — or as

melodramatic as the popularized wrestling seen on TV.
Recommended Maneuvers
Punch ..o, (Martial Strike — 4 Points) Recommended Maneuvers
BlocK ...oooeeiiiiiiiii (Martial Block — 4 Points) Slam .o (Martial Throw — 3 Points)
Throw ..o (Martial Throw — 3 Points) Take Down ................. (Sacrifice Throw — 3 Points)
Disarm ......ccccooviinnn. (Martial Disarm — 4 Points) Escape.....cccccoeeiiinnne. (Martial Escape — 4 Points)
Dodge .....oevvvvvieeiin, (Martial Dodge — 4 Points) Hold ......ccooviiiiiii, (Martial Grab — 4 Points)
. . Choke .....ccoevvvvveeenen Choke Hold — 5 Paints)
Special Skills Reversal .................. gMartiaI Block — 4 Points)
KS: Kung Fu . .
FAM w/ Common Melee Weapons Special Skills
Breakfall Breakfall
NINJITSU FENCING

Ninjitsu is the martial art practiced by the Japanese
Ninja. It concentrates using stealth to achieve surprise,
and then taking out the opponent as quickly as possible.

Recommended Maneuvers
Strike oo (Martial Strike — 4 Points)
Back kick ............c....... (Defensive Strike — 5 Points)
Nerve Pinch ............... (Nerve Strike — 4 points)
Escape.......cccooenennn (Martial Escape — 4 Points)
Chop ooiieiec (Killing strike — 4 Points)

Special Skills
KS: Ninjitsu
FAM w/ Common Melee Weapons
Stealth
Climbing

SAVATE

Savate (boxe Francais savate) is the French martial art
which concentrates on kicks with a few hand-strikes.

Recommended Maneuvers
Back kick ................... (Defensive Strike — 5 Points)
Jab/Cross ... (Defensive Strike — 5 Points)
Coup de pied bas,
low Kick ......cooveenee (Martial Strike — 4 Points)
Coup de pied chasse,
side KicK ................. (Offensive Strike — 5 Points)
Block.....cooooiiereeine (Martial Block — 4 Points)
Disarm ......ccocccoennnn. (Martial Disarm — 4 Points)
Special Skills
KS: Savate

Fencing is the art of swordfighting. A character cannot
use any of the maneuvers without a weapon, although a
GM might let a character perform some of the defensive
maneuvers (parry) with weapon otherthan asword. Allthe
maneuvers listed add to the damage the character does
with his sword; each +2d6 adds +1 DC. Fencing should be
used as an example of how a character can design a
weapon-based martial art (like Kendo).

Recommended Maneuvers
Thrust ..o (Defensive Strike — 5 Points)
Lunge..cccoooeiiiiiiis (Martial Strike — 4 Points)
Slash.......ccccooeeiiiinn. (Offensive Strike — 5 Points)
Parry ..o, (Martial Block — 4 Points)
Disarm .......ccccoveeeennnn. (Martial Disarm — 4 Points)
Special Skills
KS: Fencing
FAM w/ Fencing Weapons
KS: Fencers

ORIGINAL MARTIAL ARTS

This is a design-your-own category. The GM should
make an effort to create a unifying special effect that all the
maneuvers follow, and then choose the appropriate ma-
neuvers from the overall list. Players may design a Martial
Art for their character, but all such original Martial Arts
Styles must be approved by the GM.

Example: Nexus 7, a native of the planet Bandar,
wants to create a unique Bandarian Martial Art, Ban-
darian Kick Boxing. The character decides that the
goal of a Bandarian kick-boxer is to knock his opponent
out — fast. The martial art, therefore, does not have
many defenses, and concentrates on various attacks.
Nexus 7 buys a Long Kick (Martial Strike — 4 Points),
a Roundhouse Kick (Offensive Strike — 5 Points), a
Extended Toe Nerve Kick (Nerve Strike — 4 Points),
and the dreaded Iron-leg Knee Kick (Killing Strike — 4
Points). Nexus 7 has a Martial Art that is entirely
offensive; a battle between two Bandarian kick-boxers
would be brutal, bloody, and short.
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MECHANICS

The character is skilled with mechanical devices and
knows how to repair, replace, and build them. This General
Skill also allows a character to modify a mechanical device;
. forexample, a character could modify an automobile engine
to power a boat. Tools of some sort are almost always
necessary to perform Mechanics Skill.

Of course, Knowledge Skill of the particular mechanism
would be a complementary Skill. An unsuccessful Mechan-
ics Roll usually means inability to perform the task, but can
sometimes mean that the device fails later under stress.

MIMICRY

Mimicry is the ability to perfectly imitate someone else’s
voice. This General Skill can be quite helpful to a successful
disguise; it may be used as a complementary Skill to Dis-
guise. This Skill is especially useful to fool someone over the
radio or the telephone, since the poorer quality of the sound
reproduction can add +1 or +2 to the Skill Roll. Imitating the
opposite sex or a radically different voice is -1 to -3 (or more)
to the Mimicry Roll. The chance to detect Mimicry is a
hearing Perception Roll vs. the Mimicry Roll, like Skill vs
Skill.

The longer the speech, the greater the chance of making
a mistake (-1 to -3). Using Mimicry while speaking a foreign
language is -1 to -3, unless the character has 4 points or
more fluency. Noisy surroundings, short speeches, or
whispers can help the Mimicry Roll (+1 to +3). Failing a
Mimicry Roll means that the deception is immediately obvi-
ous, if the voice is known to the observers.
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NAVIGATION

Navigation enables a character to determine his location.
This General Skill also lets the character plot efficient
courses between two points. This can be done by a variety
of methods, ranging from astronomical triangulation to dead
reckoning. Alternatively, the character could use the loca-
tion of planets, stars, nebulae and other astronomical ob-
jects. Asuccessful roll will enable the character to determine
precisely where heis. The character would receive a penalty
for bad conditions like a cloudy night, lack of landmarks,
unfamiliar stars, etc. Appropriate Knowledge Skills and Area
Knowledges are complementary to the Navigation Roll.
Navigation is extremely useful for characters charting un-
known regions or who want to find their way home when lost.

ORATORY

This PRE-based Skill represents the ability to speak to a
audience and to deliver a convincing presentation. A good
orator knows how to modulate his voice, use body language,
and how to speak to his audience. He also knows if he is
losing his audience, and can ad-lib before a crowd. Modifiers
are important for this Skill. If the crowd is attentive, or if they
wantto hear the speaker, allow a positive modifier (+1to +3).
Conversely, if the crowd is skeptical or hostile, or if the
speaker is heckled, the GM should apply as negative modi-
fier (-110-3). A successful rollindicates that the speaker has
held the attention of the audience and convinced them to
think about what he was saying. If the roll is exceptional, the
orator has swayed the crowd behind his line of reasoning. A
skilled speaker can be very convincing.
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Oratory helps characters make effective Presence At-
tacks on large groups. If the character makes an Oratory
Skill Roll, add +1d6 to the Presence attack. If the character
rolls under half, add +2d6.

Oratory does not help characters argue — it is only useful
when the audience is not talking back. Characters who want
to be able to lie convincingly or argue effectively should buy
Persuasion.

Other circumstances may modify the Persuasion Roll.
Use the modifiers listed under Presence Attacks as a modi-
fier to the Persuasion Roll (i.e., a +2d6 modifier would equal
a +2 Skill Roll modifier).

PROFESSIONAL SKILLS

This Background Skill gives the character the ability to
perform a certain profession.

PARAMEDIC

This INT-based Skill en-
ables the character to stop
bleeding, repair damage, and
generally keep someone
alive. A character at zero
BODY is dying (see Bleeding).
A character with Paramedic
may keep an injured person
alive with a Paramedic Roll.
(GMs who desire additional
realism may require the para-
medic to make this roll at -1 for
every 2 BODY the injured indi-
vidual is below zero BODY).
Successful performance of
this Skill takes at least a full
Phase, and the character may
wish to take more time in order
to get a bonus to the roll (see
Skill Modifiers).

To be a licensed doctor, the
character must also buy
Knowledge Skill: Medicine
(which costs 2 Character
Points; see Background
Skills); and the Perk: Licensed
MD. The difference between
being aparamedic andbeinga
doctor is that a paramedic pro-
vides immediate, emergency

care, while a doctor provides
long-term cures. Unsuccessful Paramedic Rolls may mean
that stopping the bleeding is beyond the capacity of the char-
acter.

When using Paramedic on unfamiliar races, there may be
penalties of -1 to -3, depending on how different the race is.
For example, if Chiron (a thief in a fantasy campaign) tried to
save a Dwarf from dying, the GM might give him a -1 on his
roll.

PERSUASION

This PRE-based Skill is the ability to convince, persuade,
or influence individuals. This ability is normally only used on
NPCs. Players are usually allowed more latitude with their
decisions. However, a successful Persuasion roll should
make the player character much more inclined to believe the
speaker. This also includes the ability to tell a believable lie.
Modifiers are very important to this Skill. If the victim wants
to believe, the GM should give the character at least +3 to the
Persuasionroll. Some alien races may be incapable of lying,
and, believing others to be the same, may be very gullible. Of
course, the more outrageous and unbelievable the lie is, the
more negative modifiers the GM should attach to the roll.

Whereas Knowledge Skills
give the character knowledge
of how or why something
works, a Professional Skill
gives the character the ability
to doit. For example, a char-
acter with KS: Plumbing
knows generally how plumb-
ing works, what the history of
plumbing is like, how much
plumbers earn on a yearly
basis, and so forth. A charac-
ter with PS: Plumbing might
not understand the intricacies
of water pressure and water
flow friction, but he could fix a
broken pipe. A character
could even have a Knowl-
edge Skill and a Professional
Skill of the same subject, to
reflect both a theoretical and
practical knowledge. Knowl-
edge of certain things implies
an ability to use that thing (for
example, PS: Oil Drilling lets
you operate an oil rig.)

Two points gives the char-
acter an 11 or less roll to be
able to performthe given Skill.
Alternately, characters can
base the knowledge upon a
characteristic for 3 Character
Points, giving a base (9 +
CHARY/5) roll. In either case, each +1 to the Skill Roll costs
1 Character Point.

The list of Professional Skills is limitless. Examples
include Accountant, Actor, Armorer, Artist, Beekeeper,
Blacksmith, Brain Surgeon, Butcher, Campaign Manager,
Carpenter, Cobbler, Construction Worker, Cook, Dentist,
Dogcatcher, Electrician, Fisherman, Game Editor, Gold-
smith, Hockey Player, Innkeeper, Jester, Jeweler, Knight,
Laborer, Mason, Messenger, Musician, Newscaster, Opera-
tor, Park Ranger, Photographer, Plumber, Policeman,
Priest, Queen, Reporter, Secretary, Student, Taxi Driver,
Undertaker, Valet, Waiter, X-ray Technician, Yeoman,
Zookeeper.
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RANGE SKILL LEVELS
A character can buy Skill Levels that only reduce the range
penalties of ranged attacks. Range Skill Levels function as
a bonus to the character’'s OCV that can only be used to
offset range penalties. They have no value at point-blank
‘range, and cannot be used for any of the options for normal
Combat Skill Levels. To determine the cost of a Range Skill
Level, simply move up one category on the table. Thus, to
buy a +1 Range Skill Level with all ranged combat costs 3
Character Points, to buy a +1 Range Skill Level with a tight
group costs 2 Character Points. If a character would like to
buy a +1 Range Skill Level with a single attack (normally a
2 point Combat Skill Level), then the cost is 1 /= Character
Points, or 3 Character Points for +2 Range Skill Level.

RANGE SKILL LEVEL
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RIDING

This DEX-based Skill enables a character to ride a living
creature under difficult circumstances. The character can
ride his mount under rough conditions; he can fight mounted.
The character can ride under normal conditions with no roll.
The Riding Skill Roll should be made whenever the charac-
ter is attempting maneuvers such as jumps, trick moves,
leaping onto the beast, or similarly difficult tasks. Failure to
make this roll means that the maneuver did not succeed, with
possible bad consequences for the rider, like falling off and
getting hurt.

A character with Riding is already familiar with one group
of riding beasts; if he would like to be able to ride other types
of creatures, he should buy Familiarity with those creatures
(see Transport Familiarity). A character with Riding can take
care of all riding animals he is familiar with.

Cost Application

-

172 +1 to offset range with any
single attack
2 +1 to offset range with any
three maneuvers or tight
group (+1 with pistols)
3 +1 to offset range penalties
with all ranged attacks

Example: Randall Irons would like to be
exceptionally good at shooting distant
targets with pistols (to reflect his steady
hand). He decides to buy some Range
Skill Levels. The cost fora +1 Range Skill
Level with pistols is 2 points (since a
Combat Skill Level with pistols is 3
points). Randall spends 6 Character
Points, and receives a +3 to his OCV
when using pistols — only to offset range
penalties. '

Later, Randall is in a gunfight at a range
of 9". This would normally be a -2 to his
OCV, but because he has the Range Skill
Levels, Randall suffers no penalty.
However, he receives no direct bonus to
his OCV, regardless of how close his
opponent gets.

The smallest Range Skill Level that can
have a Limitation is a 3 point level. This
Corresponds to the 5 point Combat Skill
Level. Thus a character wanted to create a
gun that was accurate to a great range, he
would have to pay 3 Character Points for a
+1 that could only be used to offset range
penalties. (This cost could be reduced by
Power Limitations, of course.)
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SCIENCE SKILLS

These Background Skills give a character a solid grasp
and working knowledge of a certain type of science. A
Science Skill thus functions as a combination of both a
Professional Skill and a Knowledge Skill. Characters with a
Science Skill are assumed to have a working knowledge of
the equipment of their trade. If characters attemptto perform
a Science without adequate equipment or time, the GM may
apply modifiers of -1 to -5 to the character’s roll. The GM may
give positive modifiers for excellent equipment. Usually,
characters may carry a “field bag” with some basic equip-
ment (enough to perform simple experiments without a
penalty).

Science Skills cost 2 points for a base roll of 11-. Alter-
nately, characters can base the Science Skill upon INT for 3
Character Points, giving a base (9 + INT/5) roll. In either
case, each +1 to the Skill Roll costs 1 Character Point.
Characters may not take a Science that exactly duplicates
another Skill presently in the game (like Computer Program-
ing), although Skills often partly overlap. Characters need
not buy a general category of science before buying a
specific science (a character doesn’t have to buy Chemistry
before buying Biochemistry).

A character with a specific science has a vague knowl-
edge of the general science, and vice versa. For example,
a player with Microbiology knows a lot about microscopic
organisms, and general facts about Biology.

Sciences include: Archaeology, Astronomy, Bacteriology,
Biochemistry, Biology, Biophysics, Botany, Chemistry,
Ecology, Exobiology, Genetics, Geology, Hydrology, Inor-
ganic Chemistry, Marine Biology, Mathematics, Medicine,
Metallurgy, Microbiology, Molecular Biology, Nuclear Phys-
ics, Organic Chemistry, Paleontology, Pharmacology, Phys-
ics, Psychology, Robotics, Sociology, Subatomic Physics,
Veterinary Medicine, Zoology.

SECURITY SYSTEMS

This INT-based Skill gives the character the ability to
recognize and evade various types of alarms and traps. The
character also knows how to set up alarms and traps, given
the proper time and equipment. These alarms include such
things as electric eyes, sonar, retina print sensors, voiceprint
analyzers, tripwires, or pressure plates. The character may
need equipment for dealing with certain Security Systems.

Complementary Skills could include Electronics, Mechan-
ics, or Computer Programing, according to the type of alarm.
A Concealment Roll might be necessary to find alarms and
traps that are carefully hidden. Alarms can be very compli-
cated, with several backup alarms, so a-1to -5 modifier is not
unreasonable. An unsuccessful roll may mean merely a
failure, but if the character fails the roll badly, the alarm
should go off.

SEDUCTION

This PRE-based Skill is the ability to gain others’ trust by
offering companionship or favors. Circumstances have a
great effect on this roll. A Comeliness Roll may be consid-
ered complementary to this Skill, although Comeliness may
be race or culture specific. Also, Seduction is not based just
on looks, but also on manner and personality. A successful
Seduction usually makes it easier to learn information or gain
favors from the victim.
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This Skill is normally for use on NPCs; a player should be
given more control over his character’s actions. The GM
may rule that Seduction can be used on a player character
whenitfits his Disadvantages or personality. Anunsuccess-
ful Seduction Roll usually means that the attempt was
unsuccessful, although an exceptionally bad roll could indi-
cate that the victim of such an attempt finds the character
vulgar or distasteful and becomes completely uninterested
in him.
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SHADOWING

This General Skill is the ability to subtly follow someone.
Different circumstances can modify the roll tremendously.
For example, following someone in a desert without being

_seen is very difficult, and would give negative modifiers (-1
to -5). Conversely, following someone in a busy airport
would be easy (+1 to +3). The person doing the Shadowing
should make a new roll when the subject does something to
lose the tail — like changing taxicabs or entering a store and
running out the back door. Failing a Shadowing roll means
that the follower lost the subject, or must do something
obvious to keep tailing. Shadowing can be done on foot or
from a vehicle.

Shadowing also gives a character the ability to spot and
‘lose atail. Ifthe tail failed the Shadowing roll, the subject only
needs a successful Perception or Shadowing roll (whichever
is higher) to spot the tail. If the tail made the Shadowing roll,
the GM should perform a Skill vs. Skill check, with both
characters using their Shadowing Skill.

City Knowledge and Area Knowledge may be comple-
mentary Skills to Shadowing.

SKILL LEVELS

Skill Levels give pluses to related Skills. An extra +1 with
related Skills may be purchased as explained on the table
below. A Skill Level can only be applied to one task at atime.
A character can change the application of his Skill Levels as
a 0 Phase action.

SKILL LEVELS
Type of Level

Character Pts.

3 pts. +1 with any three related Skills
(e.g., +1 with Culture, High Society,
and Seduction; +1 with Mechanic,
Security Systems, Lockpicking, etc.)

5 pts. +1 with a group of similar Skills

(e.g., +1 with all DEX- based Skills;

+1 with all INT-based Skills, etc.)

+1 overall level

(i.e., +1 with any Skill Roll). An

Overall Level can also be used as a

Combat Skill Level.

Note that these Skill Levels do not apply to Combat Skills,
exceptforOverall Levels. Also, Skills may be related without
being in the same category. The GM is the final judge of
whether or not Skills are related.

SLEIGHT OF HAND

Thisis the ability to palmitems, fool the eye, perform magic
tricks, etc. This DEX-based Skill is useful for getting a
weapon into a character’'s hand without being seen, or for
subtly transferring objects to someone else. Large objects
(anything bigger than a small pistol) are, of course, more
difficult to palm (-1 to -5).

Sleight of Hand can also be used to pick pockets. When
picking pockets, use Sleight of Hand versus a Perception
Roll as a Skill vs. Skill comparison. An unsuccessful Sleight
of Hand Roll doesn’t necessarily mean that the character’s
action was spotted; other characters must make a PER Roll
to spot the motion.

10 pts.
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STEALTH

Stealth is the ability to hide in shadows, move silently or
avoid detection in combat conditions. Use a Stealth roll
versus the Perception Rolls of those attempting to find the
character in a Skill vs. Skill comparison (see Perception
Rolls). If the character wants to hide, he should use his
Concealment Skill.

A character who is carrying a heavy burden will find it
harder to be Stealthy (-1 to -3). Good conditions for Stealth
would be loud background noise and dark, crowded areas.
A failed Stealth Roll doesn’t necessarily mean that the
character was seen; use the system outlined under Percep-
tion Rolls. Stealth is usually an Everyman Skill, so most
characters have a chance to be Stealthy on an 8 or less.

STREETWISE

This PRE-based Skill gives the character knowledge of
the seamy side of civilization: he knows how to find the black
market, talk to thugs, gain information, and so on. Not
knowing the language makes this much more difficult, of
course. Area, City, or Culture Knowledge are complemen-
tary Skills, depending on the type of information the charac-
ter is trying to find. Failing a Streetwise Roll can be quite
dangerous, since very tough people often don't like people
asking questions.

Encourage players to roleplay this Skill as much as pos-
sible; it's a lot of fun.

SURVIVAL

This General Skill enables the character tolive offthe land,
find food and water, identify dangerous plants and animals,
andsoon. This Skillis very popularamong intrepid explorers
and adventurers. The GM should have the character make
this Skill Roll only when the character is underequipped for
a particular area (usually when a character is marooned).
The Survival Skill Roll should be made on a daily basis to see
if the character has found food, shelter, and other necessi-
ties. The Skill Roll might be required more often in a
particularly harsh or dangerous environment (in the arctic
during a blizzard, for instance).

Lack of available resources like tools, food, water, and
clothing, would be a -1 to -5 modifier on the Skill Roll. Very
benign conditions (good equipment, many animals, lots of
water) could mean a +1 to +3 modifier. Of course, Knowl-
edge of the creatures and plants in the area is complemen-
tary to Survival Skill. In particularly hazardous environs,
appropriate Knowledge Skills might be necessary to use
Survival Skill (itdoesn’t matter how many fish you catch if you
don’t know which ones are poisonous). An unsuccessful
Survival Skill Roll could be damaging to the character, and
failing the roll several days in a row could be fatal.



HERO System Rulesbook

SYSTEMS OPERATION

Characters with this INT-based Skill understand how to
properly operate sensing and communication devices. This
varies tremendously according to the genre. In a modern
campaign, this Skill would enable characters to operate
radar screens and monitor radio transmissions. In a sci-
ence-fiction campaign, this Skill would let characters use
high-tech sensors to sweep for ships, planets, and stars.
Characters could examine a planet for cities, radioactivity,
life forms, or metals. The character could also operate ECM,
if any.

This Skill also covers all aspects of communications, such
as sending coded messages and locating weak transmis-
sions. Modifiers of -1 to -5 may be put on the Systems
Operations roll if the radio frequencies are being jammed or
the equipment is damaged.
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TACTICS

Tactics is the ability to fight effectively and efficiently. A
character with this INT-based Skill is an expert at combat and
will usually know what must be done to win a battle. He also
knows when a battle or tactical situation is hopeless. A
character with Tactics can also direct the tactics of small
groups.

Tactics Skill should be used sparingly; it's useful if the
character should be able to figure out how to deal with a
combat situation, but the player cannot. Inthis case, the GM
should require a Skill Roll. If successful, the GM should give
the player hints about what his opponent intends to do next,
and ways the character might counteract this. A failed
Tactics Roll usually means that the character can't think of a
way to beat the enemy, or it can mean an incorrect tactic.

TRACKING

f\ \ \ \\ i\:{gﬁilﬁm RSN

The character with this INT-
based Skill has the ability to fol-
low a trail by observing tracks,
marks, broken twigs and so forth.
A great deal of information can
be derived from tracks, such as
the weight of the travelers, their
number, how long ago they

passed by, what they were
doing, and so forth. The GM
should require the character to
make a Tracking Roll whenever
the individual being tracked does
something unusual to throw off
the pursuit, or passes over diffi-
cult terrain (like bare stone).
Terrain Knowledge and Area
Knowledge are complementary
to Tracking Skill. Unsuccessful
Tracking Rolls may lead the
character in the wrong direction.

TRADING

This PRE-based Skill is the
ability to strike a good bargain
with a merchant or customer.
Prices often aren'’t fixed, espe-
cially in noncontemporary gen-
res.

A successful Skill vs.  Skill
result means the character gets
a bargain price — the better the
roll the better the bargain. If he
fails the roll badly, he’ll cheerfully
pay too much under the impres-
sion he’s getting a bargain. It
helps if the GM makes some of
these rolls instead of the player,
so the player can't see the re-
sults.
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TRANSPORT FAMILIARITY

This Skill is for characters who are able to drive or pilot
vehicles under routine conditions. It also includes the ability
to ride a living animal. This Skill does not include combat
maneuvering; for this, characters should purchase Combat
Driving, Combat Piloting, or Riding.

For 1 point, the character knows how to operate the
vehicle. The character has an 8 or less roll for performing
dangerous maneuvers with the vehicle (jumps, screeching
turns, etc.). During normal driving, the character does not
have to make his roll.

After buying the first Transport Familiarity, each additional
Transport Familiarity costs 1 point, or 2 points for an entire
category.

" Example: Fast Eddie pays 1 point for small ground
vehicles, 1 point for large ground vehicles, and 2 points
for Water Vehicles. Eddie now has an 8 or less roll with
all of the above mentioned Vehicle types, and has paid
a total of 4 points.

THE CATEGORIES

Riding Animals
Horses, Donkeys, Mules, etc.
Camels
Huge Beasts (Elephants, etc.)
Flying Beasts
Ground Vehicles
Small ground vehicles: cars, jeeps, motorcycles
Large ground vehicles: semi-trucks, construction
equipment
Tracked Vehicles: tanks, APCs, construction
vehicles
Ground Effects Vehicles: hovercraft
Air Vehicles
Planes: Propeller, Jet
Helicopters: gyrocopters, anti-grav vehicles
Other air vehicles: balloons, gliders, airships

Water Vehicles
Boats: any vehicles which go on top of water
Submarines: any vehicles which go beneath the
water’s surface
Recreational Vehicles
(Cannot be purchased as a category)
Scuba: artificial gills
Skiing
Parachuting
Space Vehicles (includes hyperspace, if any)
Small Spaceships: fighters, small exploration
ship
Large Spaceships: freighters, large military
starships
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VENTRILOQUIST

A character with this General Skill can make his voice
sound as if it's coming from somewhere other than himself.
The Ventriloquism Roll takes a -1 for every 1" of distance
between the ventriloquist and the point where the voice will
“speak”. This Skill also allows the character to speak without
apparently moving his lips. Ventriloquism is detected with a
Perception Roll (as Skill vs. Skill).

Ventriloquism is particularly useful for deception; the old-
est trick in the book is for a character to cast his voice behind
a gunman, saying “Freeze!” This can distract the gunman
enough so the character can try to escape. An unsuccessful
Ventriloquism Roll means that other people realize that the
sound is coming from the ventriloquist.

WEAPON FAMILIARITY

Characters have to buy Weapon Familiarity in order to
know how to use weapons. This rule should only be used in
heroic campaigns. (A character should never have to buy
Familiarity with a weapon that he paid points for.) Without
this Skill, the character fights at -3 OCV penalty for using an
unfamiliar weapon. For example, Andarra, whose gun was
knocked out of her hand, grabs a laser sword off the wall.
Since she didn’t pay for Weapon Familiarity with swords, she
takes a-3 OCV penalty. Weapon Familiarity is bought by the
Group (such as “pistols”). The costis 1 Character Point per
group. Familiarity may also be bought in larger categories,
such as Common Melee Weapons, Common Missile
Weapon, or Small Arms, at 2 Character Points per category.
A character must buy Weapon Familiarity separately for
each weapon group in the Uncommon Weapons Groups. All
characters have Familiarity with Club (from the Melee
Weapons Group) and with Unarmed Combat for free.

WEAPONSMITH

This General Skill is useful for building, maintaining and
repairing weapons of various types. A character with this
Skill can identify the origin and effects of any weapon he is
familiar with.

The cost for buying Weaponsmith with one category of
weapons is 3 points for an 11-roll. Each additional category
costs 1 point. Regardless of how many categories the
character is familiar with, the roll may be increased by paying
2 points for each +1 to the Skill Roll.

Muscle-powered weapons: Includes swords, crossbows,
maces, axes, and polearms. A character with this Skill
may be able to identify the origin of a weapon, and how
long it has been used. The character can also identify
armor.

Slugthrowers: Slugthrowers include 20th-century guns
such as revolvers, automatic pistols, machine guns, and
rifles.They are virtually any type of gun which fires a
projectile, even blunderbusses and muskets. They also
include chemical guns.

This Skill enables a character to recognize the type of
gun by sight or sound, and may be able to identify the
origin of the gun.

Characters with this Skill may be able to build a
slugthrower given adequate equipment and time. How-
ever, creating a new type of gun may take the Skill
Inventor and/or appropriate Sciences.
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WEAPON FAMILIARITY GROUPS

Common Melee Weapons
Unarmed Combat
Clubs
Axes, Maces, and Picks
Pole Arms
Swords
Two-handed Weapons
Uncommon Melee Weapons
Flails
Lances
Quarterstaff
Whip
Common Missile Weapons
Bows
Crossbows
Javelins
Thrown knives/axes
Uncommon Missile Weapons
Sling
Staff Sling
Small Arms Groups
Early Firearms (Arquebus, Blunderbuss)
Pistols
Submachine guns
Rifles
Autofire weapons
Shoulder Arms (shotguns)

Uncommon Weapon Groups
Flamethrowers
Grenade Launchers
Heavy Machine Guns
Rocket Launchers
Man-guided Missiles
Heavy Weapons
Vehicle Weapons
Emplaced Weapons
Ship to ship

Energy Weapons: Includes the full range of energy weap-
ons, including lasers, and magnetic or electric guns. A
character may recognize guns by sight or maybe even
sound. Electronics may be used as a complementary
Skill.

A character with this Skill may be able to build an
energy weapon, given the right materials and enough
time. To create a new type of gun would take Inventor and
possibly Sciences or other Skills (like Electronics or
Mechanics).

Other Weapon Categories: As appropriate to the cam-
paign.

(' SKILLENHANCERS )

Skill Enhancers change the number of points the charac-
ter pays for certain Skills or Perks (see Perks in the next
section). Each Skill Enhancer costs 3 Character Points and
cannot be increased beyond the basic level.

Skill Enhancer Affects Skill Cost
Jack of All Trades Professional Skills 3/-
Linguist Languages 3/-
Scholar Knowledge Skills 3/-
Scientist Sciences 3/-
Traveler Area Knowledges 3/-
Well-Connected Contacts, Favors 3/-
JACK OF ALL TRADES

The character picks up trades extremely easily; he learns
new Professional Skills at-1 Character Pointto the cost. The
minimum cost of a Professional Skill is still 1 Character Point,
but for that 1 point the character is able to make an 11 or less
roll. Jack of All Trades may only be purchased once.

LINGUIST

This Skill allows the character to learn new Languages
more easily. Linguist decreases the cost of each Language
Skill a character buys by 1 point. The minimum cost of a
Language is still 1 point, but for 1 point the character speaks
fluent conversation (which usually costs 2 points). Linguist
may only be purchased once.

SCIENTIST

The character is a quick study and learns Sciences easily,
at -1 Character Point to the cost. The minimum cost of a
Science is still 1 Character Point, but for that 1 point the
character is able to make an 11 or less roll. Scientist may
only be purchased once.

SCHOLAR

A character with Scholarlearns Knowledge Skills easily, at
-1 Character Point to the cost. The minimum cost of a
Knowledge Skill is still 1 Character Point, but for that 1 point
the character is able to make an 11 orless roll. Scholar does
not help the character learn Area Knowledges or City Knowl-
edges (See Traveler). Scholar may only be purchased once.

TRAVELER

A character with Traveler is adept at learning about new
locations and cultures. The character learns new Area
Knowledges and City Knowledges easily, at -1 Character
Point. The character can also learn Culture Knowledges at
a -1 to the Character Point cost, as long as the knowledge
was acquired through hands-on experience (i.e., character
visited location). The minimum cost of a Knowledge is still 1
Character Point, but for that 1 ptthe character is able to make
an 11 or less roll. Traveler may only be purchased once.

WELL CONNECTED

This Skill Enhancer affects the cost of certain Perks, rather
than Skills. The character is extremely skilled at making
friends and earning favors. He makes contacts easily, at -1
Character Point to the cost. The minimum cost of a Contact
is still 1 Character Point, but for that 1 point the character is
able to make an 11 or less roll. Characters with Well
Connected may also purchase two Favors for only 1 point
(thereby halving the cost).
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Perks (or Perquisites) are useful items, privileges, and
contacts that a character has special access to in the
campaign. Perks are not innate abilities, but rather special
benefits that the character enjoys. Unlike Skills, Perks are
inherently transitory in nature. A character can gain Perks
during the course of the campaign and later lose them just as
easily.

GMs do not have to use the rules for Perks at all; most of
the situations described can be handled by roleplaying.
However, the Perk costs help provide a rough estimate of the
value each Perk has for characters. Perks can help flesh out
acharacter conception or give a GM another way to manipu-
late a character during an adventure. GMs should use this
list of Perks as an example of what Perks can cost, and then
decide what Perks are available and appropriate for the
campaign. Players should always ask the GM for approval
before buying a Perk.

( THE PERKLIST )

Perk Cost

Contact 2/1

Favors 1

Followers 1 per 5 Follower Points
Fringe Benefits varies

Money varies

Vehicles and Bases 1 per 5 Vehicle or Base Points
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(' PERK DESCRIPTIONS )
CONTACT

This represents the fact that a character might know
someone who can occasionally help him out. This Perk can
be purchased many times; in each case, it represents a
single person that the character knows. The Contact usually
holds a job or position that can be useful to the character.
Contacts must be determined when the character buys the
Perk, Contacts must be approved by the GM. Examples
include a police sergeant, a ClA clerk, a Senator, a helicopter
pilot, an underworld informant, or a makeup artist.

Each Contactis bought like a Professional Skill; that is, the
character gets a Contact that will help on an 8 or less for 1
point, an 11 or less for 2 points, and +1 to the Contact Roll
for every +1 point thereafter. The GM may rule that excep-
tionally useful Contacts (like the President, a KGB colonel, a
billionaire) would cost more; charge an extra 1, 2 or 3
Character Points for the base 8 or less Contact Roll.

When the character needs some special help during an
adventure, he cantry to getin touch with his contact. The GM
should require the character to make a Contact Roll. Of
course, modifiers are appropriate (camping out on the
Contact’s doorstep might add a +2 bonus). If the player
reaches the Contact, then he has to convince the Contact to
help him. The base chance is the Contact Roll. This is
modified extensively by the exact nature of the help the
character needs. If it's troublesome, dangerous, or expen-
sive, this can be a -1 to a -5 (or worse) penalty to the roll.
Persuasion is a complementary Skill. Offering money or a
future favor in exchange will increase the chance (the GM
should add a bonus to the roll).

Contacts should only be used to do things that the charac-
ter can’t do, or would have great difficulty doing. Contacts
should never hand the solution for an adventure to the
characters. Contacts are there to help move the adventure
along when the players are stumped about how to proceed,
or need a little help to get through a difficult spot. Contacts
are often used to help find out information (their most
common use); they can also smuggle equipment, help with
money, or broker deals.

A Contact can be almost anyone, from a janitor all the way
to the President. The GM should keep in mind that the
people with the highest offices and influence are the most
watched, and therefore will refuse to help in many ways. If
a character had the President as a Contact (a childhood
friend, perhaps), the President couldn’t get a murder charge
dismissed —he’d be impeached. However, he could proba-
bly get the character an invitation to a diplomatic party, or an
appointment with almost anyone. A clerk in the records
department of the police station could almost certainly get
information much easier than a police captain, whose con-
ductis watched more carefully. The GM should always keep
control over Contacts and their use.

Often characters do not begin with Contacts. The GM may
award a Contact to a character when it's appropriate in the
course of an adventure, as a way giving out Experience
Points (though the character should get Experience Points
the way they normally would in addition to the Contact). For
instance, if the characters make friends with a wizard in the
course of an adventure, the GM might give each player an 8
or less Contact with that wizard.
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FAVORS

This Perk means that someone, or some organization,
owes the character a favor. It functions as a Contact with a
14-roll. However, once the character has usedthe Favor, it’s
gone — a Favor can only be used once. Really large tasks
may require the character to use up several Favors. The GM
may well award PCs Favors as part of the Experience Points
for an adventure. Forinstance, if the characters save the life
of a wizard during an adventure, the GM might award each
one a Favor.

A Favor costs 1 point. The GM should give more powerful
Favors a higher cost; if the person who owes the Favor is
extremely powerful, the Favor is worth much more. Favors
should almost always be awarded by the GM as part of an
adventure, rather than being bought by the player. The GM
should always approve every Favor to make sure that the
Favor does not unbalance the campaign.

FOLLOWERS

This Perk means that the character has a follower of some
kind — an individual who is loyal to the character and willing
to do what he asks. This follower can be a human agent, an
animal, an intelligent computer, or even a robot.

To buy a follower, the character should build him (or it)
using Character Points. Humans are built normally; the rules
for creating animals or robots are in the Combat and Adven-
turing section.

To pay for a Follower, the character should pay 1 Charac-
ter Points for each 5 Base Points possessed by the Follower.
The Follower can have Disadvantages that will give him
more points. However, this cost is only applicable so long as
the follower’s total points (Base Points + Disadvantages) are
less than or equal to the character points of the original
character. After this the character must pay 1 Character
Point for each Character Point possessed by the Follower.
For the purposes of determining how much the character
should pay for a follower, the follower’s Disadvantages are
applied first, with the character paying for any remaining
points. A follower can never have more total points than the
character building it, unless the builder pays 1 Character
Point per additional pointin the follower. (A character cannot
pile on Disadvantages to push the total points higher than his
own.) Though it is possible to have a Follower who is more
powerful than the character, this will be very expensive. The
minimum cost for a Follower is 5 points. A character can
have 2x as many Followers for +5 points. Followers cannot
themselves have followers, except with special permission
from the GM.

Followers should normally be written up by the GM, just
like DNPCs. They are loyal to the character, although the
GM should determine whether the Follower will perform
suicidal tasks.

Example: Captain Australia, fearless hero from down
under, wants to buy a sidekick, Jacko. Captain Australia
is built on 200 points, while Jacko is built on 75 base
points, with 50 points of Disadvantages. Jacko costs
Captain Australia 75 /5 = 15 Character Points. If Jacko
had been built with more total points than 200, then
Captain Australia would have had to pay 1 Character
Point for every 1 Character Point Jacko had over 200.
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FRINGE BENEFITS

These are Perks that the character acquires from his job
or background. These are “perks” in the classic sense.

Cost Notes

1 point Right to Marry: Can perform the marriage
ceremony

1 point Weapon Permit: Where Appropriate
2 points  Concealed Weapon Permit: Again, where

appropriate
1 point Press Pass
1 point International Driver’s License

1 point Starship License

1 point Passport

1 point License to practice a profession (Lawyer,
Engineer, Physician)

2 points Local Police Powers

2 points Private Investigator License

2 points  Member of the Lower Nobility

3 points  LowJustice: Character hastherightto mete
out justice in a fantasy setting

3 points Federal/National Police Powers

3 points  Galactic Computernet Access Card

5 points Member of the Aristocracy

5 points International Police Powers

5 points Diplomatic Immunity

10 points  License to Kill

10 points  Head of State (with GM’s permission)

MONEY

Money may not make the world go round, but it can help
motivate the characters, Characters will receive money as
payment for services, loot from treasure hoards, bribes, etc.
They will use the money to buy equipment, homes, bribing
guards, traveling, and more.

Money should, of course, be based on whatever currency
is appropriate for the genre. In a fantasy setting it might be
gold pieces or bushels of wheat, while in a science fiction
campaign, it might be computer-recorded megacredits. For
the purposes of simplicity, all the following units are in
dollars($). The GM should determine the appropriate cur-
rency for his campaign.

How Much Money Does A Character Have?

The GM has several choices when determining how much
money aplayer has. The firstoptionis to start all the PCs with
roughly the same amount. Thus at the start of a modern
campaign the GM could assume that each character has a
home, a job, a vehicle, and about $5,000. In a fantasy
setting, each character could start with basic equipment, a
horse, and enough trade metal to eat for a month or two. Or
the characters could all start out penniless, giving them a
powerful motivation right from the start.

The second option is for the GM to assign amounts of
money depending on each character’'s background. For
example, Mr. Fortune owns stock in a major corporation and
therefore has $100,000 in the bank, while Randall Irons
decided he was an out-of-work private investigator and has
only $5 to his name.
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OPTIONAL MONEY SYSTEM

The optional money system works by having the char-
acters pay for theirincome level with Character Points, or
if they are poor, they get Character Points back like a
Disadvantage.

Of course, a rich player could lose all his money, while
apoor player could strike it rich. The GM can assume that
these are the starting income levels of the characters —
thisis theirincome atthe beginning of the campaign. Thus
if PCs strike it rich, they would have to buy off the poverty
Disadvantage or exchange it for new Disadvantages.
Perhaps the alien princess will start hunting them for
stealing her gems, or perhaps the PCs’ reputation will
grow. (Or maybe they’ll acquire a new DNPC “friend”.)

Alternately, these rates can reflect a character’s ex-
penses orincome, notjust his current wealth. Thus a poor
character not only lacks money, but is probably also an
inveterate gambler or has a large family with associated
expenses. Evenifsuchanindividual falls into a great deal
of money, he will soon again be poor, unless he buys off
the Disadvantage. Conversely, a wealthy character who
suffered a financial reverse would likely eventually regain
his wealthy status through family connections, good
credit, or an old (and rich) friend.

In either case, the GM should remember that money,
even tremendous amounts, should only help the charac-
ter — it should never solve all his problems. Wealth is not
a substitute for other Skills, and the GM should make sure
that the character doesn't use it as such.

INCOME LEVELS

Destitute — Income of less than $3,000 per year. The
character is so poor that he cannot be sure of eating
day to day, cannot pay for bus fare, has no fixed
address, etc. Thisis a 10-pt Character Disadvantage.

Poor — Income of less than $10,000 per year. Character
is unemployed, in debt, and unable to make any large
purchases. He might be hounded by creditors, or have
a number of outstanding financial obligations (like a
large family). He is forced to take jobs where he an get
them. This is a 5-pt Character Disadvantage.

“Middle” Class — Income of less than $75,000 per year.
This will be the standard income level for most PCs; it
ranges from just above the poverty level to reasonably
well off. Characters who are middle-class can make
occasional large purchases, are financially secure
enough to withstand sudden reverses of fortune, can
pay for their son’s braces, etc.

Well Off — Income of less than $500,000 per year. This
character has more than enough money to support
himself; he can take lengthy leaves from work and not
feel the financial pinch. He can make major purchases
with some regularity, and probably owns numerous
vehicles, homes, etc. This Perk costs 5 points.

Wealthy — Income of less than $5,000,000 per year. The
character is a typical millionaire, and has the capacity
to do, or buy, pretty much whatever he/she pleases in
the financial realm. This Perk costs 10 points.

Filthy Rich — Unlimited income. Character is a typical
multi-billionaire, and has more money than he can
spend. He might head a megacorporation, or lead a
small country. This Perk costs 15 points.
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) Money matters less in a classic super-
hero campaign that it does in other types of
campaigns. Superheroes with great wealth
are not all that uncommon. On the other
hand, apersonwith great wealth in a medie-
val setting is uncommon, and would wield
great power. The GM should probably not
allow characters to be wealthy (exceptin a
superhero campaign) unless he’s ready to
deal with the consequences on the other
characters and the game play.

VEHICLES AND BASES

Characters can own vehicles and bases.
In heroic campaigns, the characters should
pay for these with money. In a superheroic
campaign the character must pay Charac-
ter Points, just like all other equipment. The
rules for constructing vehicles and bases
are inthe Combat and Adventuring section.

To pay for a vehicle or base, the charac-
ter should pay 1 Character Point for each 5
points used to build it. The base or vehicle
can have Disadvantages that will give it
more points. However, this cost is only
applicable so long as the base or vehicle’s
total points (Points + Disadvantages) are
less than or equal to the Character Points of
the original character. After thisthe charac-
ter must pay 1 Character Point for each
Character Point possessed by the base or
vehicle.

For the purposes of determining how
much the builder should pay for a base or
vehicle, the Disadvantages are applied
first, with the character paying any remain-
ing points. A base or vehicle can never
have more total points than the character
building it, unless the builder pays 1 Char-
acter Point per point in the base or vehicle.
/(A builder cannot pile on Disadvantages to

A third choice is to use the optional money system.

In any event, the GM should carefully control the amount
of money possessed by the characters, since that directly
influences the game play. If all of the characters are rich,
then the offer of a reward may not motivate them to go on an
adventure. If they’re all poor, they may not be able to afford
an adventure. The amount of money characters have should
fluctuate as a campaign proceeds. Perhaps the players
discover a revolutionary device and sell it for $1,000,000. Or
perhaps their property will be seized by the local Baron, and
they’ll be left with nothing. Changes like that are much more
interesting than a steady, reliable income.

_.__‘CX)’——-—

push the total points higher than his own.) It
is possible to have a vehicle or base built on many more
points than the character, but this will be expensive. More
than one character can contribute towards a base or vehicle;
in this case the cheaper rate will apply up to the highest
number of Character Points possessed by any of the char-
acters.

Example: The Guardians are thinking about building a
newbase. The team consists of 4 characters builton 225
Character Points, and one character built on 250. A base
can be built with up to 250 points; this will cost only
250 / 5 =50 Character Points. The team members can
divide this cost up in whatever way they see fit.
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TALENTS
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Talents are unusual abilities that some characters pos-
sess. They include weird or unique attributes, bizarre skills,
and a variety of effects that are not normal. Talents can be
seen as a halfway step between Skills and Powers: they are

“extremely uncommon in the real world, but they may exist.

The GM should examine the Talent list carefully. Not all
Talents will fit into every campaign, and in some super-
realistic campaigns Talents will not be allowed at all.

A GM running a heroic campaign might decide to allow the
characters to purchase Talents but not Powers. In this case,
he should examine the list of Powers and decide if any of
them should — with certain Limitations — be categorized as
“Talents” (and therefore available to characters who want to
purchase them). This will allow characters to possess the full
array of human abilities without allowing them to fly or fire
Energy Blasts from their hands.

Example: Andy is setting up a heroic campaign for
1930s pulp adventurers. Since these figures were often
larger than life, Andy allows them to purchase Talents,
but not Powers (he doesn’t want any superheroes flying
around.) He also says that characters can buy Mind
Control as the Talent “hypnosis” — it must have a focus,
alengthy start-up time, and a willing subject. If it does not
have these Limitations, then the character cannot pur-
chase the Power.

Characters cannot learn Talents as easily as they can
learn skills. First, of course, the GM must say that the Talent
is allowed in the campaign. Second, the character must
possess some natural aptitude for the ability. Itis impossible
to learn to be lucky, and no one just acquires an eidetic
memory. The GM might decide that characters cannot learn
Talents after the campaign has begun. As an optional rule,
the GM may allow a character to have a “latent” Talent, for
the cost of one Character Point. A latent Talent gives the
character no benefit, but allows him to buy the Talent later.
Alternatively, the GM can say that a character must take
some special quest to gain a talent after the campaign has
begun. For example, a martial artist might have to travel to
a lonely monastery in Tibet before he could learn to perform
a Defense Maneuver.

Talents must usually be bought as they are; a character
cannot purchase a Talent with any Power Limitation, except
with special GM permission. Similarly, a character cannot
purchase a Talent as part of a Power Framework. Talents do
not cost END to use.

UNBALANCED TALENTS

Every effort has been made to make the Talents balanced
to each other. However, there are some Talents that can be
more powerful than they initially appear. These Talents have
been marked with a: e

A second group of Talents have the ability to completely
alter a GM'’s plot or scenario. These Talents have been
marked with a: )

For more information, see Unbalanced Powers

(' THETALENTLIST )

Talents Cost
Absolute Time Sense 3
Ambidexterity 3
Bump of Direction 3
Combat Sense 3/2
Cramming 5
Danger Sense ) 10+
Defense Maneuver 5
Double Jointed 3
Eidetic Memory 10
Fast Draw 3/2
Find Weakness .~ 10/20/30
Immunity 1/2/3
Lightning Calculator 3
Lightsleep 3
Luck 5+
Perfect Pitch 3
Resistance 3+
Simulate Death 3
Speed Reading 3
Universal Translator 20/2
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(" TALENT DESCRIPTIONS )

ABSOLUTE TIME SENSE

The character can accurately gauge the passage of time
without using a watch, viewing the sun, or other external
means. This Talent can be useful when timing explosives,
coordinating assaults and infiltrations, estimating distance
traveled, and so forth. No roll is necessary to perform this
Talent; it is always successful.

« Absolute Time Sense Cost: 3 Character Points.

AMBIDEXTERITY

This represents the ability to use either hand to perform
tasks, with no penalty. Normally, acharacter using aweapon
with his off hand (the left hand for right-handers, and vice-
versa) takes a -3 OCV penalty. Certain skills that involve the
hands (like Lockpicking) would also take a -3 penalty if
performed with the off hand. Ambidexterity removes this
penalty, but does not allow the character to attack twice in
one combat Phase. (To attack more oftenin aturn, buy more
SPD.) Ambidexterity is particularly useful when the charac-
ter’'s good hand is injured.

- Ambidexterity Cost: 3 Character Points.
BUMP OF DIRECTION

The character has an innate sense of direction. He can tell
direction without reference to visual clues, and can also tell
if he is above or below the local ground level. This Talent will
not enable a character to automatically find his way out of a
maze, but he will know which way he’s facing at all times.
- Bump of Direction Cost: 3 Character Points, no roll

necessary.

COMBAT SENSE

The character has an innate “feel” for combat situations,
and can fight even while in darkness or blinded. Combat
Sense costs 3 Character Points for the base 9 + (INT/5) or
lessroll, +1 for 2 Character Pts. A successful Combat Sense
Roll allows the character who is attacked hand-to-hand to
counterattack on his next Phase with no penalty, even if
blinded. A character who makes a successful roll also has
his full DCV against all hand-to-hand attacks. The character
should roll each Phase to keep track of his opponents.
Should the roll fail, the character takes normal penalties.
+ Combat Sense Cost: 3 Character Points for a base 9 +

(INT/5) roll; +1 to roll for 2 points.

CRAMMING

This Talent allows the character to quickly acquire a basic
understanding of a non-combat Skill. The character needs
several hours to study the Skill, and must have access to
learning resources, like ateacherorlibrary. Ifthisisthe case,
the character can acquire a Familiarity (an 8- roll) with the
Skill, which will be applicable for the duration of the adven-
ture. A character could also acquire basic conversation (1
point) with a language. This roll cannot be increased in any
way, and the character forgets what he has learned once the
adventure is over. Of course, characters who wish to spend
experience can acquire the Skill permanently. Cramming
can be purchased multiple times, allowing the character to
cram for more than one Skill per adventure.
- Cramming Cost: 5 Character Points for an 8- roll with skill.
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DANGER SENSE

This Talent gives a character a sixth sense about danger.
At its most basic level, Danger Sense will prevent the
character from being surprised in combat, while at more
powerful levels, Danger Sense can alert the character to any
threat to his person, or even his world.

The character gets a base 11 or less chance on 3d6 to
sense danger for 10 Character Points; this roll can be
increased by +1 for every 2 points. For this base, a
successful roll will prevent the character from being sur-
prised incombat. For +5 additional points, the character who
makes his roll will not be surprised while out of combat; he will
notice surprise attacks before they occur if they could be
noticed, given the character's senses. For example, a
normal human with this type of Danger Sense could see a
sniper that was about to shoot at him from the top of a
building, but could not sense that he was going to walk into
a cloud of odorless, colorless gas. For +5 more points, the
Danger Sense becomes mystical, and the character will be
forewarned of any danger to his person, regardless of the
source.

Regardless of how he actually senses the danger, the
character can buy the Talent to sense danger beyond his
immediate person. For +5 points, a character who made a
successful roll could be forewarned of danger to anyone or
anything in his immediate vicinity (the room he was standing
in). For +5 more points, he could detect any danger in his
general area (city). And for +5 more points, he could detect
any danger over any area. Thisis subjectto GM’s discretion;
danger at the planetary level is usually a reasonable bound.
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Normally, Danger Sense just gives the hero the “feeling”
of being in danger. If the hero reacts, he’s allowed his full
DCV against an attack; he could also dive clear of atrap, etc.
Ifaherorolls less than or equal to half his Danger Sense Roll,
the true position and type of danger are known well enough

“for the hero to launch an attack at full OCV.

Example: Sipristi, a ninja assassin, has purchased 15
points of Danger Sense because she is exceptionally
observant and is almost never surprised. Because she
is preoccupied with her meditation, she fails to notice
when three Samurai enter her garden. However, as they
approach her, Sipristimakes a successful Danger Sense
roll. Sensing danger, she spins, pulling a knife from her
boot scabbard.

- Danger Sense Cost: 10 Character Points for base 11 or
less roll, +1 to the Danger Sense Roll for every 2 Charac-
ter Points. Base Roll keeps the character from being
surprised in combat. +5 points keeps the character from
being surprised while out of combat, but only against
attacks he could normally sense. +5 additional points
keeps the character from being surprised by any attack.

Danger Sense can be used to sense danger inthe char-
acter’'s immediate vicinity for +5 points. It will sense
danger in the character’'s general area for +5 additional
pts. It will detect danger over any area for +5 more pts.

DEFENSE MANEUVER

The character is an expert at moving while in combat, and
never allows an attacker a clear shot at his back. Use of this
Talent requires a non-attack Combat Maneuver that takes a
half-Phase action to perform; the character can also make a
half-move or attack, for instance. When performed, a
Defense Maneuver means that no attacker will be consid-
ered to attack “from behind”, regardless of his position.
Defense Maneuver also eliminates any Multiple Attacker
Bonus, unless the defender cannot perceive the attacks (the
attacker is invisible), in which case the bonus is applied
normally.
- Defense Maneuver Cost: 5 Character Points.

DOUBLE JOINTED

The character has unusually flexible joints. This Talent
costs 3 Character Points. Double Jointed gives a bonus of
+1to +3to Contortionist and Breakfall rolls, depending on the
circumstances. A character with this skill can also fit into
hiding spaces (such as suitcases) not normally available to
less limber characters.
- Double Jointed Cost: 3 Character Points.

EIDETIC MEMORY

This Talent enables the character to remember images
that he has studied (including written pages) with near
photographic exactness. This does not mean that the
character remembers everything that happens perfectly; nor
does it mean that he does not forget facts over time. What
itdoes mean is that any subject that the character takes time
to memorize will be remembered exactly, down to the
smallest detail. Functionally, it allows the character to
smuggle information very safely (it is stored in his head); he
can also memorize phone books, code books, etc. Eidetic
Memory doesn’t teach the character any Skills, but the
character can recall facts from books that he has read.

- Eidetic Memory Cost: 10 Character Points.
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FAST DRAW

This Talent represents the ability to quickly ready and fire
an attack. A character with this Talent can draw a weapon
without wasting a half Phase action (see Fighting). Addition-
ally, if two characters simultaneously use a held action, a
character with Fast Draw can make a Fast Draw Roll (instead
of a DEX Roll) to determine who acts first. Fast Draw has no
effect if both characters are not using a held action — it does
not allow a character to act before his DEX.

Example: Randall Irons is facing a mobster enforcer,
and both men have a held action. The enforcer decides
to fire his gun at the same time as Randall. Randall has
a DEX of 18 and has spent 5 points on Fast Draw, so he
has a Fast Draw Roll of 14-. He uses his Fast Draw Roll
instead of his DEX Roll to determine if he fires before the
enforcer. Randall rolls a 10, and makes his Fast Draw
Roll by 4. The Enforcer only made his DEX Roll by 3, so
Randall goes first.

» Fast Draw Cost: 3 Character Points for a base
9 + (DEX/5) roll; +1 to roll for 2 points.

FIND WEAKNESS <~

This Skill represents an uncanny ability to find a weakness
in the defenses of a target. For 10 Character Points, a
character with this skill may reduce his target’s appropriate
defense by half on aroll of 11 or less. At its basic level, this
Talentappliesto only one of the character’s attack forms; this
attack must be determined when this Talent is purchased.
For example, if the character with this Talent had a bow and
a sword, he would have to decide whether Find Weakness
would apply for the bow or the sword; it would give no benefit
for the other weapon. For +10 points, the character could
use Find Weakness with a group of related attacks (all
martial arts attacks, all flame spells). For +10 more points,
the character can use Find Weakness for all of his attacks.
The character gets a +1 on the Find Weakness Roll for 5
Character Points.

Ifthe Find Weakness is made at adistance, it takes normal
penalties for range. Attempting to Find Weakness takes a
half Phase action.

A character can try to Find Weakness on a target as often
as time allows. Each successful roll is cumulative (second
time defense is x'/4, third time defense is x'/s, etc.). If the
character ever fails to Find Weakness on a target, he may
make no further Find Weakness attempts on that target.
Each subsequent attempt to Find Weakness has a cumula-
tive -2 chance to Find Weakness (second try -2, third try -4,
and so on).

Find Weakness only works for the character who has the
Find Weakness. The target defends against all attacks from
other heroes normally. Weakness may be found in all types
of defenses, including Force Fields or Force Walls.

Any Weakness found only applies for that particular battle,
and the next time the character sees the target he’ll have to
make his Find Weakness Roll all over again. Conversely, if
a character fails to Find Weakness on his target, he may try
again when they meet in another encounter.
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FIND WEAKNESS MODIFIERS
Modifier = Circumstance
+1 Preparing a Phase
-110-3 Unusual or alien physique, totally un-
known structure
-2 Second try on same target
-4 Third try on same target

- Find Weakness Cost: 10 Character Points; base roll 11 or
less, +1 per 5 Character Points, one type of attack only.
Any group of attacks, +10 points. All attacks, +10 more
points.

IMMUNITY

The character has a natural or acquired immunity to single
toxic substances or diseases. Immunity to a very rare
substances and diseases (examples: coral snake, rabies)
costs 1 Character Point; fairly common substances and
diseases (black widow venom, malaria) costs 2 Character
Points, and very common diseases or venoms (rattlesnake
venom, alcohol, tetanus) costs 3 Character Points. Each
Immunity is purchased separately, and only protects against
the specific poison or disease it was purchased for. Charac-
ters in superheroic campaigns who want a more comprehen-
sive immunity should purchase the Life Support Power.

« Immunity Cost: 1, 2 or 3 Character Points for immunity to

a particular disease or venom, depending on the com-

monness of the disease or venom.

LIGHTNING CALCULATOR

The character has the innate ability to mentally perform
mathematical operations with startling speed. To perform a
basic multiplication of four-digit numbers would take one
Phase; to work out the vector of an approach orbit with
regards to relative speeds, gravities and rotation speeds
would take a full turn, with medium calculations taking
mediumtimes. This a handy Talentto have forthose galaxy-
spanning heroes of science fiction. But remember: Garbage
In, Garbage Out. A character’s calculations are only as good
as the information they are based on.

- Lightning Calculator Cost: 3 Character Points.
LIGHTSLEEP

This Talent is for characters who sleep lightly, and are
therefore rarely surprised while asleep. A character with this
Talent will automatically wake up when someone enters the
room, leans over his bed, etc. If the other individual makes
a Stealth Roll, the character with Lightsleep can make a PER
Rollto hear and wake up (use a Skill vs. Skill Roll). This Skill
allows the character to conceal the fact that he has awak-
ened with a successful EGO roll.

- Lightsleep Cost: 3 Character Points.
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LUCK

Luck is that quality which helps events turn out in the
character’s favor. The GM may have the character make a
Luck Roll when he is totally overwhelmed in combat, when
he has no idea of how to find what he’s looking for, when an
opponent is escaping, or any other time that outrageous
fortune could save him when he doesn’t expect it.

The GM should never let Luck rule a situation; he has full
control over when, how often, and how much Luck will help
acharacter. Ifitis necessary for a character to be captured,
then he should be, regardless of Luck. Similarly, if a
character does something really stupid, the GM should not
feel compelled to have the character saved through good
fortune. In any case, Luck shouldn’t come into play very
often. Luck should always be a pleasant surprise to the
player, not something he can depend on.

When the GM asks for a Luck Roll, the player rolls 1d6 for
every 5 Character Points of Luck his character has. Each 6
that's rolled counts as 1 point of Luck. The GM should then
decide what (if any) lucky event happens to a character. The
more points of Luck that the character rolled, the luckier he
shouldbe. The Luck Table gives some general guidelines to
follow when determining the effects of Luck.

As an optional rule, the GM can allow Luck to help
characters who have Gambling Skill. In this case, every 6
rolled for the Luck should work as a +2 to the Gambling Roll.
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LUCK TABLE

Points
of Luck

1 The character might find a clue or gain infor-
mation; the character’s opponent could be
momentarily distracted or stopped, giving the
character a momentary advantage.

2 The character could accidentally happen
upon someone important or stumble across
someone he was looking for. The character’s
opponent could be troubled by a screwed up
weapon or a stalled getaway car.

3 The character might be saved by the most
miraculous of coincidences. He may
stumble upon Mister Big accidentally, or
have a terminal fall broken by a huge pile of
rubber pads that just happen to be in the right
place. The enemy’s henchman could turn
out to be a childhood friend. Incredible luck
is possible.

4 ormore Treat as 3 sixes, but with the possibility that
some of the lucky events will “rub off” and
help the Lucky individual’s friends.

Possible Effects

« Luck Cost: 5 Character Points per 1d6 of Luck.
PERFECT PITCH

The character can tell the exact pitch of a musical tone by
listening; no roll is necessary. Perfect Pitch also adds a +1
to any music-related Skill Roll.

» Perfect Pitch Cost: 3 Character Points, no roll necessary.

RESISTANCE

Resistance is the ability to resist interrogation and ques-
tioning through self-hypnosis, meditation, or.just pure stub-
bornness. The cost is 1 Character Point for a +1 to the
character’s EGO Roll for the purpose of resistance. Thus,
with 3 Character Points of Resistance the character adds +3
to his EGO Roll when interrogated or questioned. Resis-
tance has no effect on Mental Powers or Pushing.

» Resistance Cost: 1 Character Point per +1 to EGO Roll,
minimum cost 3 points.

SIMULATE DEATH

The character can slow his metabolism down to the point
where he appears completely dead (although a thorough
medical investigation would reveal signs of life). For a cost
of 3 Character Points, the character can simulate death. The
character should determine either the length of time he
wishes to remain in his deathlike state or what set of
circumstances will wake him up before he makes his Skill
Roll.
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Once he enters the trancelike state, he cannot be awak-
ened except by the passing of the proper amount of time or
by the stated circumstances. Preparation for entering the
trance takes 5 minutes; if the character wishes to take a
shorter amount of time, he must make make an EGO Roll at
-1 for every level on the time chart (thus, at -4 to enter the
trance on the same Phase). If the character fails his EGO
Roll, he fails to go into a trance. However, if he fails it badly,
or rolls a 18, he slips into the trance anyway. The character
must then attempt a CON Roll. If he fails, the character has
slipped into an unregulated trance, and will truly die if he
does notreceive immediate medical attention.) If the charac-
ter makes the CON Roll, he simply remains in his trance 1d6
hours longer than anticipated.

It takes a Paramedic Roll at -5 to detect this simulated
condition. A character with Forensic Medicine can detect it
with anormalroll. Acharacter simulating death breathes and
otherwise functions at /10 his normal metabolic rate.

« Simulate Death Cost: 3 Character Points.
SPEED READING

This ability allows the character to read books and docu-
ments up to ten times faster than normal. An average book
that takes three hours to read can be read in twenty minutes
with Speed Reading. When combined with Eidetic Memory,
Speed Reading allows a character to memorize documents
as fast as he can turn the pages.

» Speed Reading Cost: 3 Character Points.
UNIVERSAL TRANSLATOR (%

This Talent represents the ability to understand any form
of communication — from verbal speech to obscure body
language. The character must make a successful INT Roll;
if successful he can comprehend whatis being said. The rol
should have negative modifiers (-1 to -3) for increased
distance from known communication forms. Conversely,
languages similar to those already encountered would get a
bonus (+1 to +3). This roll could be improved with increased
time of study, just like a normal Skill Roll.

This power only enables its user to understand the current
communication; it does not automatically enable him to
communicate back unless he has the proper physical attrib-
utes. For example, if the Butterfly People of Altair “talk” by
reflecting sunlight off their wings, a human translator could
understand them but he could not talk back. In addition,
Universal Translator only enables the character to translate;
he does not know the language. He will always have to make
his Universal Translator roll, and it will always be obvious that
the character has an accent.

+ Universal Translator Cost: 20 Character Points for INT

Roll, +1 to roll for 2 Character Points.
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POWERS

Powers are abilities far beyond those of mortal men — for
example, flying or firing energy bolts. The Powers listed here
can be used to simulate the powers of a superhero, the spells
of a sorcerer, or the abilities of an alien.

The complete definition of a character’s ability can consist
of a Power, modified by Power Advantages and Power
Disadvantages, and mixed with other Powers in a Power
Framework. However, most abilities can be purchased by
simply buying the appropriate Power.

Powers define the basic structure of an ability. For
example, an Energy Attack defines the amount of damage
the attack does, how the attack roll is performed, and the
maximum range of the Power.

Power Advantages increase the cost of a Power and
extend the Power’s capabilities. For example, a Power
Advantage can make an Energy Attack affect all targetsinan
area or act against only half the target’s defenses.

Power Limitations decrease the cost of a Power and
restrict the Power’s capabilities. For example, a Limitation
can restrict the Energy Blast to 1 hex range, or increase the
END cost.

Power Frameworks modify the cost of purchasing several
related powers. For example, a character can buy several
related Powers in a Multipower, but the character would only
be able to use one of these Powers at atime. The character
would pay fewer Character Points for the Powers in the
Multipower then he would if he bought the Powers sepa-
rately.

Virtually any ability can be created using a combination of
Powers, Power Advantages, Power Limitations, and Power
Frameworks.

WHO CAN BUY POWERS

Not all characters will have Powers. A modern spy or a
fantasy swordsman can be built by buying only Characteris-
tics, Skills, and Talents. On the other hand, a superhero or
a fantasy magic-user can have many different Powers.

The GM should define which Powers are available to
characters in his campaign. The GM may also require
certain Limitations or Advantages on all Powers that charac-
ters purchase. For example, many modern heroic cam-
paigns have strict limits on which Powers a character can
purchase. Conversely, a campaign based around mental-
ists might allow the characters to purchase Mental Powers,
but only with the Concentrate Limitation. Superheroic
campaigns, like those based on comic-book superheroes,
allow characters to purchase Powers with few restrictions.
The GM has the final say whether or not a Power is allowed
in a campaign.

BUYING POWERS

A character purchases a Power by paying the Character
Point cost listed under each Power. These are the same
Character Points used to buy Characteristics or Skills.

The amount of points paid for the Power often determines
whatthe character can dowithit. Forinstance, ifa superhero
has 50 Character Points in Energy Blast, he may do up to
10d6 of damage with the blast.

Most Powers have a minimum cost but no maximum cost;
the more Character Points spent on the Power, the better the
Powerbecomes. There are some Powers thatdon’timprove
with more Character Points after a certain level. For in-
stance, once a character has purchased 5 Character Points
of Extra Limbs, he has the best there is; spending more on
Extra Limbs would only waste points.

Once a character has completed buying all of his Powers,
he can't shift points from one Power to another. Because of
the tremendous number of different Powers, the first charac-
ters a player builds might not have exactly the Powers the
player wants. The GM may allow the player to rebuild his
characters, once the player is more familiar with the rules.

No character will ever be all-powerful when he is built, but
the character will be able to improve as time goes on. After
each game, the GM may award the character Experience
Points. The character can spend Experience Points just like
Character Points, to add to the Powers he already pos-
sesses (see Experience Points). With sufficient reason, the
GM may even allow the character to add totally new Powers.

BALANCING POWERS

The Powers have all been assigned point costs to balance
them against each other. However, there are some circum-
stances where a Power is more efficient then it may initially
appear. Powers that may be extremely efficient, depending
on the circumstances, are marked with a:

For example, a character with a Variable Power Pool or
Absorption may, in certain circumstances, have capabilities
that outstrip their point totals. The GM should carefully
examine characters with such Powers before permitting
them in his campaign.

A second group of Powers have the ability to substantially
alter a GM'’s storyline. For example, characters with Time
Travel or N-Ray vision, may easily solve a mystery that
would stump characters without these powers. Powers that
can radically alter a scenario have been marked with a:

The GM should carefully consider the impact of these
Powers before permitting them in a scenario.
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(' GENERALRULES )

Every Phase a Power is turned on, it costs the character
1 END for every 10 Character Points of Power used (see
‘Endurance). Powers with the description “cost no END”
never cost the character any END to use.

Powers that normally cost END to use have visible special
effects (see Special Effects). It's up to the player to decide
exactly howthe Power appears, but it must be obvious where
the Power comes from. Powers that “cost no END” (not
including Powers bought to 0 END Cost) do not require
special effects.

A character does not have to use a Power to its maximum
potential. A character can use any amount of his Power,
from zero to the number of Character Points he has in the
Power. Forinstance, a superhero with 50 Character Points
in Energy Blast can do up to 10d6 damage ata costof 5 END.
He could choose to do only 8d6 and spend only 4 END.

However, a character must use all of a Power’s Advan-
tages and Limitations each time he uses the Power. For
example, if the superhero buys his 10d6 Energy Blast with
the Power Advantage Armor Piercing, then the Energy Blast
will always be Armor Piercing, even if reduced to 8d6.

Powers that cost no END to use are always functioning at
full Power, even if the character is Stunned or unconscious.
Powers that normally cost END turn off when the hero is
Stunned or unconscious (unless the power is bought with the
Power Advantage Persistent).

When a character is Stunned or knocked unconscious his
END-using Powers turn off at the end of his Phase (after
Knockback, knockdown, or whatever). For example, the
Phase after a character is Knocked Out, his Force Field has
turned off, but his Armor still works.

Each Power is fully described; examples are included with
some Powers. For easy reference, the end of each Power’s
description includes: the Power’s cost, minimum cost, range
(if applicable) and any other special facts.

INSTANT, CONSTANT,
AND PERSISTENT

All Powers can be classified as Instant, Constant, or
Persistent. An Instant Power lasts just long enough for the
character using the power to make an Attack Roll. Instant
Powers include Powers like Energy Blast and Flash. How-
ever, the effect of an Instant Power may linger; the damage
from an Energy Blast could last for minutes, or even days.

A Constant Power can be maintained over time. Once a
character has turned a Constant Power on, he need only
expend END each Phase to keep the Power activated.
Constant Powers include Powers like Force Fields, Flight,
and Invisibility.

If a Constant Power works against atarget, thenitrequires
an Attack Roll on the Phase the Power is activated. There-
after, the character must maintain a line of sight to the
location of the Power and pay the END for the Power.
However, the character does not have to make a new Attack
Roll or use a half-Phase action to maintain the Power; once
such a Constant Power is set up, the character can do
whatever he wants. If the character loses line of sight to the
location of the Power, oris Stunned or knocked out, then any
Constant Powers turn off at the end of the Segment.
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A Persistent Power stays on unless the character actively
turns the Power off. Persistent Powers include Powers like
Mental Defense, Armor, and Enhanced Senses. A character
does not have to turn on a Persistent Power, the Power is
assumed to be on at all times, even when the character is
unconscious. A character can turn off a Persistent Power if
he chooses; the Power will remain off until the character
turns it back on.

These category are not fixed; an Instant Power can be
made into a Constant Power with a Power Advantage.
Constant Powers can also be turned into Persistent Powers
with a Power Advantage. For more information, see Power
Modifiers.

SPECIAL EFFECTS

The Powers in the HERO System are explained in game
terms — a certain number of Character Points buys so many
dice of damage, a 20 point Force Field will always have 20
points of Defense, etc. What the Power descriptions don’t
explain is what the Powers look like — their special effects.
The special effects of the Powers have been left undefined
on purpose; it’s up to the player to decide exactly what his
character’'s Powers are like.

The special effects of a Power define exactly how the
Power works, what the Power looks like, and any other
incidental effects associated with the Power’s use. Some-
times minor advantages and disadvantages are attached to
the Power because of its special effects. These minor
modifiers don’t change the cost of the Power, but any major
Advantages or Limitations should change the cost (see
Power Advantages and Power Limitations).

Almost all Powers that cost END to use must have a visible
special effect (exceptions are noted in the text). If a player
wants an invisible Force Field or Energy Blast, he has to buy
the Power Advantage Invisible Power Effects.

A visible Power can be sensed by 3 different Sense
Groups (see Senses). These normally include the Sight
Sense Group and the Hearing Sense Group — onlookers
should be able to see and hear any Power that is being used.
The third Sense Group should be based on the Power’s
special effects. If the Power is based on energy, then
perhaps it can be sensed by the Radio Sense Group. If the
Power is based on burning chemicals, perhaps it can be
sensed by the Smell and Taste Sense Group.

Under special circumstances, a GM can say that a Power
is not sensed by hearing or sight. However, this should not
be used as a cheap way to get the equivalent of the Invisible
Power Effects Advantage.

The special effects of a Power can take any form, as long
as it’s clear that the Power comes from the character. For
instance, when a character buys an Energy Blast, the attack
might come from the character’s fingertips, eyes, or fore-
head. The energy may be lightning, fire, cold, sonics,
radiation, rubber bullets, or whatever. Rather than trying to
list each type of Energy Blast we could think of, we let the
player choose what type of energy to project.

When choosing Powers in the HERO System, always start
with the effect and work back to the cause. For instance, a
player wants his character to be able to throw lightning bolts.
The player won't find “lightning bolt” on the Powers list.
Instead, the player asks himself “What do lightning bolts do?”
Their primary affectis to cause damage atrange. The player
looks to see if any Powers sound suitable; “Energy Blast”,
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“Killing Attack (Ranged)” and “Flash” all sound likely. Read-
ing through the descriptions of each Power, the player
decides that Energy Blast is most appropriate for the kind of
lightning bolts his hero would throw. He buys Energy Blast
and calls the resulting attack a “Lightning Bolt”.

The special effects of a Power can contain minor advan-
tages and limitations otherwise too small to reflect with
Power Advantages or Power Limitations. The GM should
feel free to play up both the minor advantages and the minor
limitations that he feels a special effect provides. Of course,
once the Advantages or Limitations of the Power become
significant, they can (and should) be reflected in the cost of
the Power.

Example: Howler has bought Energy Blast, and defined
itas a sonic attack. Since her attack is sound, it wouldn’t
work in a vacuum, and would probably work better
underwater (perhaps adding one or two d6, or becoming
a small Explosion). The GM might allow her to shatter
glass in a room without rolling an attack. However, if
Howler was playing in an outer space campaign, she
could take a Power Limitation on her Energy Blast
(doesn’t work in a vacuum), since a vacuum would be a
very common occurrence.

Another example of a special effect is a superhero with
Flight that leaves a glowing energy trail. The trail can be
useful by alerting heroes and officials to the hero’s presence
and position. It can also be annoying, by alerting villains to
the hero’s presence and position. These effects balance out,
sothatthe character gets no modifier on the cost of his Flight.
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The GM should play with the PCs’ special effects, letting
them affect the game on occasion. Sometimes the only way
that a character can overcome a death trap or save the world
is by a creative use of his Powers and their special effects.

Often, a specific set of special effects will lead to a design
foraPCorNPC. Acharacter who Glides with a parawing can
be different from a character who glides by making himself
lighter than air. Extra running bought through a skateboard
has some inherent limitations and advantages that simple
sprinting wouldn’t have to deal with (a skateboard doesn’t
work well cross country, but can get velocity bonuses going
downhill.) The better a player knows his character’s special
effects, the more fun the character will be to roleplay.

CREATIVE USE OF POWERS

Occasionally, a player will come up with a conception that
doesn't fit directly into the rules. Perhaps he wants his
characterto have a Power or Skill that's notlisted. The player
and the GM should get together and see if any combination
of Powers, Power Limitations, and Power Advantages can
build the Power or Skill needed. (Powers that are often
helpful when attempting to fit strange effects into the game
are Change Environment, Telekinesis, and Transform.)

Example: Sniper wants to be able to have an attack that
can permanently blind an opponent (by targeting his
eyes with an acid mist). This sounds something like a
Flash, but a Flash (even a big one) will only blind an
opponent for a short period of time. Getting back to the
effect, an attack that blinds an opponent changes him in
a substantial way. This sounds like a Transformation.
Sniper buys the attack as a Transformation that “trans-
forms” his opponent into a blind individual; this can only
be healed back at the normal rate.

(CATEGORIES OF POWERS )

Powers are divided into several categories: Adjustment
Powers, Mental Powers, Movement Powers, Size Powers,
Special Powers, and Standard Powers. Each category of
Powers has certain special rules that apply to all Powers in
that category.

ADJUSTMENT POWERS

These Powers can adjust the Powers and Characteristics
of a character or his target. The Powers work by adding to,
or subtracting from, the number of Character Points in a
Power or in a Characteristic.

Adjustment Powers can drain points from a target, add
points to the character or a target, or a combination of the
two. These Powers can be used to drain a target of his
abilities, restore lost points (like healing BODY or recharging
an END Reserve), or to raise a character’s abilities above
their starting values.

The Character Points gained or lost via an Adjustment
Power return to their previous value at the rate of 5 Character
Points per Turn. The returning points are normally recorded
at the end of Segment 12 when normal Recoveries are
recorded.
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Adjustment Powers used to “heal” or restore lost Charac-
teristics are an exception to the “5 points per Turn” rule. Any
points regained, up to the characters starting values, are not
lost. This is how Adjustment Powers are used to heal lost
BODY, STUN, or drained abilities.

Example: Seeker is hit by a Strength Drain which lowers
his Strength of 25 by 10, down to Strength 15. The Medic
uses a 4d6 Strength Aid to give Seeker 18 points of
Strength, which raises his Strength from 15 to 33. At the
next post Segment 12, Seeker loses 5 pts of Strength,
down to Strength 28. On the next post Segment 12,
Seekerlooses 3 more pts of STR, down to his base of 25.

The return rate of 5 Character Points per Turn can be
stretched out. For a +'/4« Advantage the return rate is moved
‘one level down the time chart. For example, a Drain which
returns 5 Character Points every hour is 3 levels down the
time chart, and thus is bought with a +%+ Advantage.

The Character Points returned can be apportioned over
time, if the GM or player wants to go through the additional
bookkeeping. This can be especially important when the
return rate has been lengthened. For example, if the
Character Points from a Drain were bought to return at the
rate of 5 Character Points per 5 hours, the GM could have
them return at the rate of 1 point per hour. Similarly, at
smallertime intervals, the GM could allow the points to return
12 Segments after the initial effect (rather than at the end of
Segment 12). These variations increase the flexibility of the
Adjustment Powers, at the expense of extra effort and
bookkeeping. They are not recommended for new GMs or
whenever many characters are using Adjustment Powers.

To balance the usefulness of defenses in the HERO
System, the effect of any Adjustment Powers that affect a
defense (decrease it or increase it), are halved. Defenses
include: PD, ED, Force Field, Armor, Damage Resistance,
Mental Defense, Flash Defense, Power Defense, Lack of
Weakness, and Knockback Resistance.

Example: Leech buys 6d6 of Drain. This would normally
drain 6d6 of Character Points of a certain Power or
Characteristic. However, if he bought it to apply against
a defense (PD, ED, Force Field, etc.), he would roll 6d6
and then halve the effect to determine how many Char-
acter Points of the defense were Drained.

The effect of an Adjustment Power is usually defined when
the Power is purchased. For example, a character’s Drain
could be defined as draining STR or his Absorption defined
as adding to his END Reserve.

It costs more points to be able to vary the ability effected
by an Adjustment Power. To apply an Adjustment Power
against any Characteristic or Power within a related group of
special effects, one Power at a time, is a +'/+ Power
Advantage. Thus, acharacter can have a Drain which works
against any one fire-based Power. When attacking a target
with more than one fire-based Power, the character decides
which fire-based Power he will drain. Similarly, a character
with Absorption can use the points absorbed to augment any
one of his Powers with a related special effect.

A variable Adjustment Power may only add to one type of
Characteristic or Power at atime. For example, if a variable
Aid is used to add to a character’s Strength, and then the
variable Aid is switched to add to the character’s Endurance,
the Aided Strength fades immediately. The only exception,
is that any points regained, up to the character’s starting
values, are not lost.
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It costs even more points to be able to apply an Adjustment
Power against many different abilities with a single action.
To apply an Adjustment Power against all Characteristics
and Powers with a related group of special effects is a +2
Advantage. This is an extremely powerful Advantage, as it
allows the character to increase or decrease the Power level
of a number of different Powers with a single action.

Example: Gigawatt buys Absorption that will feed the
absorbed points into his Energy Blast (and only his
Energy Blast). This is the base Absorption, and is bought
with no Power Advantage.

Having earned some experience, Gigawatt buys the
Absorption with the +'/+ Advantage. Now he can use the
Absorbed points to increase his Energy Blast, Force
Field, Flight, or even his Absorption, all of which are
based on Gigawatt’s control of electricity. Each time he
is attacked, he must decide which Power will be assigned
the points.

Much later, Gigawatt earns enough experience points
to purchase the +2 Advantage. Now, whenever he is
attacked by an appropriate attack, the Absorbed points
increase all of the related Powers.

The Character Points from Adjustment Powers are ap-
plied to the Active Points of a Characteristic or Power. To
determine the effect of an Adjustment Power on a Character-
istic, divide the points adjusted by the Characteristic’s cost
per point. In any case, Adjustment Powers that affect a
Primary Characteristics have no effect on figured Character-
istics.

Example: The Necromancer has a 3d6 Transfer that

transfers 3d6 of Character Points from an opponent’s

DEX into his IAF amulet Energy Blast. The Necromancer

hits Chiron and rolls 15 points of effect. Chiron loses

15/3 = 5 points of DEX, but loses no SPD. The Necro-

mancer gains 15 Character Points (3d6) of Energy Blast.

Adjustment Powers that can only restore lost Characteris-
tics and Powers (but not raise them above starting values)
are bought with a -'/2 Limitation. Adjustment Powers used to
heal are often bought with this limitation.

The Adjustment Powers are:

Absorption
Aid

Drain
Transfer

MENTAL POWERS

These Powers are all based on a character’s mental,
rather than physical, abilities. They directly affect the tar-
get’s mind, ignoring conventional defenses. Mental Powers
are targeted with the mind; This requires an ECV Attack Roll:

ECV Attack Roll =11 + Attackers ECV- Defender’s ECV

Willing defenders can voluntarily lower their ECV to 0,
making it easier for a friendly mentalist to “lock on.” A willing
defender can also lower his Mental Defense to 0.

Once the mentalist has made a successful ECV Attack
Roll, he rolls for effect. Mental Powers are rated in a number
of dice of effect. Total the dice roll and subtract the targets
Mental Defense (if any.)
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For Ego Attacks, the total rolled minus the target’s Mental
Defense equals the Stun damage inflicted on the target.

For other Mental Powers — Mind Control, Mental lllu-
sions, Mind Scan, and Telepathy — declare the effect the
attacker wants to cause to the target. Then, compare the
total rolled vs. the targets EGO on the “Effects Chart” for
each Power. If the total rolled is greater than or equal to the
target’'s EGO plus a modifier based on the desired affect, the
attack is successful. The target can attempt to resist a
successful attack with an EGO Roll, modified by how much
the total rolled exceeded the total necessary on the “Effects
Chart.”

END costs are paid when a Mental Power is used, regard-
less of whether it is effective. Once a continuing Mental
Power has been successfully used, the attacker need not
pay END to maintain the affect; the target will continue to
follow the order, see the illusion, or communicate atthe same
level until he resists the affect with a successful EGO Roll.

To give a new order, change the illusion, or communicate
on a different level, the attacker must again attack with his
Mental Power. The attacker makes a new ECV Attack Roll,
rerolls the dice total of his Mental Power, compares the total
to the target's EGO on the Effects Chart, and pays the END
cost.

All Mental Powers are invisible to characters who don't
themselves have a Mental Power or Mental Awareness (see
Senses). However, the target of a mental attack can sense
the source of the attack and the identity of the attacker. This
identification occurs immediately for Ego Attack or Mind
Scan; for Telepathy, Mind Control, or Mental lllusions it
occurs after the Power is no longer affecting the character.
Of course, a mentalist can buy a Mental Power with the
Power Advantage Invisible Power Effects (vs. mental
senses); in this case, the target would not be able to sense
the source of the attack.

Mental Powers can be used to attack any character within
the mentalist’s line of sight. The Powers are not stopped by
any conventional barriers; for example, a mentalist with N-
Ray Vision could use his Ego Blast to attack a target through
a wall, so long as the mentalist could detect the target.
Mental Powers have no range modifiers.

Itis possible for a mentalist to help another character who
is being affected by one of the continuous mental attacks
(Mental lllusions, Mind Control, Mind Scan, Telepathy).
Once one of these Powers has been established on a
character, another mentalist can attempt to break the char-
acter free by using a Mental Power. After making a success-
ful ECV Attack Roll (the target cannot lower his EGO volun-
tarily), the mentalist rolls his dice of effect. If the total
exceeds the total of the initial effect, then the victim is freed.

Example: Mind Slayer used her 12d6 Mind Control to
force Jaguar to attack his comrades. The total of her
Mind Control was 45. One of Jaguar’s fellow heroes,
Solitaire, tries to help him break free. After making a
successful ECV Attack Roll, Solitaire rolls her 10d6 of
Telepathy. The total is 47 (a great roll), which is just
enough to break the Mind Control. Free at last, Jaguar
bounds off towards Mind Slayer, intent on teaching her a
lesson.
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The Mental Powers are:

Ego Attack
Mental lllusions
Mind Control
Mind Scan
Telepathy

MOVEMENT POWERS

Movement Powers are those Powers which help the
character get from place to place. They can be extensions
of existing abilities, like Running and Swimming, or they can
be completely new modes of movement, like Flight or Tele-
portation.

Characters begin with 6" Running, 2" Swimming, and a
running leap of 1" per 5 STR. In a heroic campaign the
maxima for these are 10" Running and 5" Swimming; the
cost of additional Running and Swimming doubles after
these maxima. There is no maxima on a character’'s move-
ment in a superheroic campaign.

Movement is divided into two categories: combat move-
ment and noncombat movement. Combat movement in-
volves ducking and watching out for enemy attacks — the
character is moving as fast as he can while still presenting a
difficult target for attackers. A character using combat
movement retains his full DCV, and can move at his normal
movement rate.

In noncombat movement, the character is concentrating
on moving swiftly, not on avoiding attacks. Accordingly, the
character’s movement rate is doubled, but he has only '/2.his
DCV. The character's noncombat DCV can also be deter-
mined by using a formula based on his velocity; this is more
realistic, but takes more effort to determine (see Combat and
Adventuring). A character can double his maximum non-
combat movement, in one movement mode, for +5 points.

Example: Fleetfoot wants to be able to run at incredible
velocity. He purchases +14" Running for 28 Character
Points, giving him a total of 20" Running and a 40"
noncombat velocity. He then spends 20 Character
Points to give him a x32 noncombat multiple. His
maximum noncombat velocity is 640"/Phase. If he has
a 5 SPD, this is equal to 1,200 MPH.

The rules for noncombat Superleap are special (see
Superleap).

A character can accelerate or decelerate up to his full
combat velocity each Phase. Within a Phase, the character
can add 5" velocity per hex he moves, up to his combat
velocity.

Example: Defender is 2 hexes away from Howler, and

wants to perform a Move Through maneuver. Because

he travels 2 hexes, he can accelerate 10", and will hit

Howler with a velocity of 10"

The END costs for Movement Powers is 1 END per 5"
moved; Gliding costs no END. When traveling at noncombat
velocities, the END cost is equal to the END cost for traveling
at combat velocity
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Example: Bluegjay purchases 15" of Flight. In combat
she can fly up to 15" with her full DCV. Alternately, she
can fly up to 30", but this drops her DCV to half its normal
value. In either case, the END cost is 3 END per Phase.
Within a Phase, Bluejay can accelerate up to 15" and it
lakes her 3 hexes to reach this velocity. To reach her
maximum non-combat velocity takes her two Phases.
She can also decelerate up to 15" per Phase. If she were
flying at full velocity (30" per Phase), it would take her 2
Phases to come to a complete stop.

The Movement Powers are:

Flight

Gliding
Running
Superleap
Swimming
Swinging
Teleportation
Tunneling

SIZE POWERS

The Size Powers — Shrinking and Growth — enable the
character to change his size. Growth allows a character to
be larger than normal, while Shrinking allows a character to
be smaller than normal.

Atarget's size effects the ability of attackers to spot and hit
the target. Smaller targets are harder to spot and hit; for
every x'/2 as big as a normal human, atargetis -2 on all PER
Rolls made against it and gets +2 DCV against all attacks.
Larger targets are easier to spot and hit; for every x2 as big
as a normal human, a target is +2 on all PER Rolls made
against it and gets -2 DCV against all attacks.

Example: Hornet, who is 1/4 human size, receives a +4
DCV against all attacks; he is much harder to hit. Con-
versely, a giant who is x16 human size has a -8 DCV
against all attacks.

As an optional rule, the GM can ignore the DCV modifier
in hand-to-hand combat. This rule adds additional complica-
tion, but allows two characters to melee normally, no matter
if they are very small or very large.

The Size Powers are:

Growth
Shrinking

SPECIAL POWERS

Special Powers can be bought with all standard Power
Limitations and Advantages, but may not be placed in Power
Frameworks except with express permission of the GM.
They cannot, therefore, be placed in an Elemental Control,
Multipower, or Variable Power Pool.

Special Powers do not cost Endurance to use, and they
are assumed to be functioning unless the character ex-
pressly chooses to turn them “off”. They function normally
when the character has been knocked unconscious. This
means that it is often not immediately apparent that the
character has the Special Power (although certain Powers
like Duplication or Multiform will be readily obvious once the
character turns it on).
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The Special Powers are:

Duplication
Enhanced Senses
END Reserve
Extra Limbs

Flash Defense
Instant Change
Knockback Resistance
Lack of Weakness
Mental Defense
Multiform

Mind Link

Power Defense
Regeneration
Skills

STANDARD POWERS

Standard Powers are the catch-all for all the Powers that
don't fit into one of the specific categories. Any special rules
concerning a Standard Power are mentioned in that Power’s
description.

The Standard Powers are:

Armor

Characteristics
Clairsentience

Clinging

Change Environment
Damage Resistance

Damage Reduction

Darkness

Density Increase
Desolidification

Dispel

Energy Blast

Entangle

Extra-Dimensional Movement
Faster than Light (FTL) Travel
Flash

Force Field

Force Wall

Hand-to-Hand Attack

Images

Invisibility

Killing Attack — Hand-to-Hand (HKA)
Killing Attack — Ranged (RKA)
Life Support

Missile Deflection & Missile Reflection
Shape Shift

Stretching

Summon

Suppress

Telekinesis

Transform

(  THEPOWERLIST )

The powers are listed on the opposite page alphabetically,
with Power Type, Duration, Target, and Range.
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Absorption /‘O Adjustment Persistent Self-only
Aid Adjustment Instant Target's DCV No

Armor Standard Persistent Self-only —

tandard Constant Hex  Yes
Standard Persistent Self-only —
dar Persi Self-only

Clairsentience @

Clinging
Damage Reduction —+<—

Density Increase Sténdéfd ‘Constant Self-only ( —
Desolidification € Standard Constant Self-only —
Dispel Standard Instant Target's DCV Yes

EGO Attack Mental Instant Target's ECV Yes
END Reserve Special Persistent Self-only —
Energy Blast Standard Instant Target's DCV Yes

Extra-Dimensional Movement @ Standard Persistent ééﬁ-only —
Extra Limbs Special Persistent Self-only —
i Persistent Self-only

F lghi ovement Persistent Se ?bnly ‘ —
Force Field Standard Constant Self-only —
Force Wall ard

Hand-to-Hand Attack ) Standard Instant Target's DCV "No
Images Standard Constant Hex Yes
Instant Change Special Persistent Self-only —
. o = w ‘.

Killing Attack (RKA) Standard Instant Target's DCV Yes
Knockback Resistance . Special Persistent Self-only —
Lack of Weakne ~ Special o Persistent Self-only

Mental lllusions " M“évrfltél o ‘ Instan Ta)rgét;s ECV © Yes
Mind Control Mental Instant Target's ECV Yes

Mind Link Special - Persistent Targets SN Mo

Multiform Special Persistent Self only —
Power Defense Special Persistent Self-only —
Regeneration Special Persistent Self only —

C Shrinking Size“ o Constant Self-only —

Skills Special Constant Self-only —
Stretching Standard. ____ Constant Seffonly ___ —
Suppress - ' 4 ~ Standard  Constant Target's DCV - Yes o
Swimming Movement Persistent Self-only —
Swinging Movement Persistent ~ Self- only - —

_ Telekinesis - _ Standar . it - 13 - Yes |

 Tolepathy ental = istant - - Yes
Teleportation Movement Persistent Self-only —
Transfer o

Adjustment Instant Target s DCV ~ No
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(' POWER DESCRIPTIONS )

ABSORPTION <~

. With this Adjustment Power the character may absorb the
BODY damage of an attack and add that energy, as Charac-
ter Points, to a specific Power or Characteristic. Each BODY
absorbed becomes 1 Character Point. The character pays
5 points for 1d6 of Absorption.

The total rolled on the Absorption dice is the amount of
BODY that the character can absorb from incoming attacks
in a single Phase. The maximum number of points that can
be added to any Power or Characteristic is the maximum
amount that can be rolled on the dice (2d6 Absorption could

" Absorb a maximum of 12 Character Points). This maximum
can be increased by 2 for every 1 Character Point spent.

When the character purchases Absorption, he specifies
whether it works versus energy or physical attacks and
where the absorbed Character Points go. The points can go
either to a specific Characteristic or a specific Power. The
character may choose to set up a ratio of Character Points
between different Characteristics or Powers (half the pts go
to END, halfto STR, etc.). Absorption costs no END to use.

The points gained from Absorption fade at the rate of 5
Character Points per Turn. This fade rate can be down onthe
time chart for a +'/4+ Advantage.

Absorption offers no defense against an attack; the attack
is applied normally against the character’s defenses after he
has calculated his Absorption. |If a character wants to
simulate Absorption as a defense, he should buy defenses
(as PD, ED, Force Field, Armor, etc.), and then apply a -'/2
Limitation “Only up to amount rolled by Absorption.”

Example: Gigawatt buys 5d6 of Absorption, which costs
him 25 points Because there are 5d6, the maximum
amount he can absorb is 30 Character Points (the
maximum that can be rolled on 5d6). Gigawatt spends
20 Character Points to increase this maximum; he can
now absorb a maximum of 30 + (2 x 20) = 70 Character
Points. He specifies that his Energy Absorption works
versus energy attacks, and that the points gained go to
his Energy Blast. Not wanting to lose 5 Character Pts
every Turn, Gigawatt moves the rate down two levels on
the time chart, for a +'/2Power Advantage. The total cost
is50x (1 + /2 = 75 Character Pts, and the Absorbed pts
will fade at the rate of 5 Character Pts per 5 minutes.

The very next day, Oculon hits Gigawatt with an
energy attack that does 30 STUN and 10 BODY. Giga-
watt rolls his 5d6 and gets 22. Thus he absorbs 10
Character Points from the attack, and could absorb 12
more if he is hit by another attack before his next Phase.
The 10 Character Points become 10 Energy Blast
Points, which add 2d6 to Gigawatt’s Energy Blast. The
attack is then applied against Gigawatt's defenses.
Gigawatt will lose 5 points of Energy Blast every 5
minutes until he returns to normal.

» Absorption Cost: 5 Character Points for 1d6 of Absorp-
tion; 5 Absorbed Character Points lost per Turn. Fade rate
can be moved down the Time Chart at a +1/4 Advantage
per level. The maximum amount that can be Absorbed is
the maximum amount that can be rolled on the dice. This
maximum can be increased by +2 per +1 Character Pt.
Minimum Costis 15 pts. Absorption costs no END to use.
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AID

With this Adjustment Power, a character may increase
one of his or someone else’s Characteristics or Powers. The
cost is 5 Character Points for 1d6 of Aid. The Character
Points of Aid apply directly to the Active Points of the Power
being Aided. If the Aid raises the Characteristic or Power
above its starting value, the points gained by Aid fade at the
rate of 5 Active Points per Turn. This fade rate can be moved
down on the time chart for a +'/s Advantage per level.
Character Points returned by Aid which restore Characteris-
tics or Powers to their starting values do not fade.

The maximum number of Character Points that can be
added to a specific Power or Characteristic is equal to the
highest number that could be rolled on the Aid dice. This
maximum can be increased by 2 Points for every 1 Character
Point spent. Aid which can only be used to restore lost
Characteristics or Powers can be bought with a -'/> Power
Limitation. Aid has no range.

Even if two different characters use separate Aid Powers,
the maximum number of points that can be healed or added
to a target is equal to the largest maximum that can be rolled
on either Power. So, one character with a 2d6 Aid can add
12 points to a target, two characters, each W|th 1d6 Aid, can
only add 6 points to a target.

Example: The Medic wants to be able to help restore his
friends to health. He buys 6d6 of Aid for 30 points. He
then defines a group of related Characteristics: “Any
Characteristic which is below starting value.” To affect all
of these Characteristics at once is a +2 Advantage (see
Adjustment Powers, above). The Limitation for only
being able to raise the Characteristics to their starting
values is a -'/> The total cost is 30x(1+2)/(1+'/2 = 60
Character Points. With a single Aid, the Medic can
restore 6d6 of Character Points to all of a comrade’s
Characteristics which are below their starting values.
The maximum that he can restore is 36 Character Points
to each (the maximum that can be rolled on the dice).
Thus he could “heal” a maximum of 18 BODY, 36 STUN,
and 72 END to any one character — although doing so
might require a few rolls.

As an optional rule, the GM can simplify the structure for
standard healing by making the cost for 1d6 of healing cost
5 Character Points. Each die of healing restores 1d6 STUN
and each BODY rolled on the dice is counted as 1 BODY
healed. (The healing dice are in effect counted as the
reverse of normal damage.) Such healing can only be used
to restore BODY and STUN up to starting values, and the
maximum that can be healed is still the maximum that could
be rolled on the dice.

« Aid Cost: 5 points for 1d6 of Aid; 5 Character Points lost per
Turn. Fade rate can be moved down the Time chart at a
+'/a Advantage per level. The maximum amount that can
be Aided is the maximum amount that can be rolled on the
dice. This maximum can be increased by 2 per +1
Character Point. Aid which can only raise Characteristics
or Powers to starting values is bought with a -'/2Limitation.
Minimum Cost is 10 points.
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ARMOR

With this Standard Power a character buys fully resistant
points of defense; that is, PD or ED that acts against both
normal and killing attacks. Each 2 points of fully resistant
defense (either PD or ED) costs 3 Character Points. Armor
defense points actagainstthe BODY and STUN from normal
and killing attacks.

The type of Armor defense (PD or ED) must be specified
when the Armor is bought; for instance, if a character spent
21 Character Points he could have 14 PD, 0 ED Armor, or 7
PD, 7 ED Armor, or any other combination that totalled 14
points of PD and ED. This combination cannot be changed,
although a character can spend Experience Points to add to
the existing Armor. Armor costs no END to use.

« Armor Cost: 2 points of resistant defense for 3 Character

Points, minimum cost 9 Character Points. Armor costs no

END to use.

CHANGE ENVIRONMENT

A character with this Standard Power can cause minor
changes in the environment. The character could, for
example, create light in a certain area, change the tempera-
ture, or set up anintense (but non-damaging) magnetic field.
The character can change the environment in one hex for 5
Character Points; this radius can be doubled for +5 points.
To use Change Environment counts as a Constant attack,
and the Power can be used at range.
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Change Environment cannot be used to duplicate existing
effects (like Darkness); moreover, it does not have any direct
effect on combat. However, Change Environment can be
used to affect Power Limitations or character Disadvantages
like Susceptibilities. At the GM’s option, Change Environ-
ment can have a slight effect on combat (small minuses to
PER Rolls, OCVs, etc.), according to the special effect and
the exact circumstances.

A character must specify the effects of Change Environ-
ment when purchasing the Power. To be able to vary the
effects of Change Environment is a +1 Power Advantage.
These varied effects must still fit into a tight group of special
effects — the character cannot use the Power to create any
environment.

Example: Fahrenheit purchases the base Change
Environment for 10 points. He defines this as the ability
to raise the temperature in the area of effect, which in his
caseis a2"radius circle. This costs 1 END per Phase to
maintain, and allows him to increase the temperature to
120 degrees (Fahrenheit, naturally). Later, Fahrenheit
spends 30 points of experience: 10 to increase the radius
and 20 for the +1 Power Advantage. He can now raise
or lower the temperature in an 8" radius area.

- Change Environment Cost: 5 Character Points to change
the environment in a single hex, minimum cost 10 points.
x2 Radius for +5 points. A character can vary the environ-
ment for a +1 advantage. Maximum Range is points x 5
inches. Change Environment is a Constant Power.
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CHARACTERISTICS _ <~

Characteristics can be purchased with Power Limitations,
Power Advantages, and Power Frameworks, just like Pow-
ers. Forthese purposes a Characteristic should be treated
as a Standard Power. The cost is computed as if the
' Characteristic were a Power.

If a Primary Characteristic is purchased with an Advan-
tage, then the Primary Characteristic affects Figured Char-
acteristics normally. If a Primary Characteristic is bought
with a Limitation, it also affects the Figured Characteristics
normally. However, any Figured Characteristics gained
from a Limited Primary Characteristic automatically have the
same Limitation(s). Moreover, if the Limitation does not limit
the secondary Characteristics, then the Limited Primary

- Characteristic does not add to the Figured Characteristic.

Example: The Necromancer has +35 STR with the
Limitation, IIF Magic Ring. The Necromancer only gets
the +7 PD, +7 REC, and +18 STUN figured from the STR
when he has his ring on. When he loses the ring, he
loses the 35 STR and the PD, REC, and STUN.

Characteristics bought with the Multipower Power Frame-
work never add to Figured Characteristics. Characteristics
can only be bought within other Power Frameworks with
special permission from the GM.

Characters cannot normally buy back the Figured Charac-
teristics gained from Primary Characteristics bought with
Power Limitations. If the GM wants to allow this, he should
proportion the points bought back, according to the Limita-
tion. For example, if the character’s DEX was purchased
with a -1 Limitation, then any points gained by buying back
the character's SPD would have to be put through the same
Limitation. (Buying back SPD by one would yield 10/(1+1) =
5 points.) In any case, only one Figured Characteristic may
be bought back.

Primary Characteristics that don’t affect Figured Charac-
teristics can be purchased with a -'/z Limitation. Obviously,
this Limitation cannot be taken on Primary Characteristics
that cannot affect Secondary Characteristics — like those in
a Multipower.

Example: Mecha buys an increased Strength to reflect
the servo-motors in his suit of powered armor. These
points of Strength will have no effect on Mecha’s PD,
REC, or STUN, so he buys the Strength with a -'/zPower
Limitation. However, Norse Storm-Hammer-God buys
his STR with the -'/s Limitation “Only in Hero ID” (he’s
usually a wimpy normal). Since this is a mystical trans-
formation, it affects his secondary stats. In normal guise
his PD, REC, and STUN are also lowered. Finally, Lifter
wants to buy STR with almost no upper limit, so he
purchases 100 STR with the Limitation “x10 END”. Since
none of the secondary Characteristics uses END, this
would not limit them in any way, and Lifter gets no
bonuses to his Figured Characteristics.
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CLAIRSENTIENCE (o)

With this Standard Power, one of a character’s senses
(usually normal sight) works at a distance. It is as if the
character were standing some distance away from his cur-
rent position. Objects in the way won't stop Clairsentience,
but they may make it more difficult for a character to get his
perception point in the desired spot.

A character with Clairsentience should think of the percep-
tion point as a spot he can put anywhere within the range of
his Clairsentience; he can then see (or hear, smell, etc.)
anything near the perception point just as if he were standing
there himself. To have Clairsentience with one sense costs
20 Character Points. +1 additional sense is +5 points, +1
Sense Group is +10 points. The maximum range for
Clairsentience is Total Points x 5"; this range can be doubled
for +5 points.

Clairsentience can also be used to look through time or
into other dimensions. A character can look either into either
the past or the future for +20 points. A charactercanlookinto
both the past and the future for +40 points. A character can
look into a related group of dimensions for +20 points.

These last options, if permitted by the GM, can have a
powerful impact on the campaign. They should never be
completely reliable or something the characters can count
on. However, properly managed, such Clairsentience can
provide interesting plot devices. What follows is advice on
how the GM can referee these Powers in a campaign.

Precognition

With this Power, the character receives visions of the
future. If the GM lets this Power into play, he has to decide
whether visions seen are permanent and immutable (that is,
what the character sees will occur, and the GM has to
contrive the adventure so that the scene happens), or
whether the visions are of events which need not occur
(which has the effect of making such visions considerably
less dramatic).

If the GM chooses the first route, he may occasionally
have to contrive scenes which are not as their viewers
interpret them. For this reason, it is best if the visions are
imprecise or “fuzzy”. For example, a character could see an
individual who looked like his best friend floating still and
lifeless in a river. In “reality”, his friend could actually be
killed, could simply be knocked unconscious into the river, or
could be merely playing around. Perhaps the person seen
was actually dead but only wearing a disguise of the charac-
ter’s friend. In any case, the vision really occurs — but does
not necessarily spell doom for the friend.

Retrocognition

With this Power, the character sees events which have
already happened. A classic use of this is to “watch” the
ancient Egyptians hide the tomb or to “watch” a crime take
place to identify the culprit. Once again, the GM must be
careful to use Retrocognition to help the game, not hurt it.
Showing a detective the exact events of the murder will not
make for a good mystery.

- Clairsentience Cost: 20 Character Points for the base
PER Roll with one sense. +5 points per additional sense,
+10 points per additional Sense Group. Ability to see
future +20 points; Ability to see through past +20 points.
Ability to see in other dimensions +20 points. Maximum
Range = Points x 5"; Max range can be doubled for +5
points.
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CLINGING

With this Standard Power a character may cling to walls
and sheer surfaces, and move on them as if they were level.
The cost for Clinging is 10 points. While Clinging, the
character can use his full STR to “stick” to the wall. This total
can be increased (above the character's STR); 3 points of
Clinging STR costs 1 Character Point.

If an opponent wants to pull a clinging character from a
surface, he must exceed the character’s total Clinging STR
ina STRvs. STR check; otherwise the character cannot be
pulled free (although the surface might break). A character
with Clinging also subtracts 1d6 from all Knockback Rolls, so
long as he is in contact with a solid surface.

Movement across a surface (like running along a wall) is
the same as normal ground movement, but moving up a wall
uses 2" of ground movement to move 1" up. Clinging costs
no END to use, but the character must pay END for normal
movement.

« Clinging Cost: 10 Character Points for ability to exert
character's normal STR; +3 Clinging STR for 1 point.
Minimum cost 10 Character Points. Clinging costsno END
to use.

DAMAGE REDUCTION _ <~

Characters with this Standard Power are tougher than
normal characters; only part of any damage that gets
through their defenses is applied against their STUN or
BODY. Damage Reduction is purchased separately for
each type of attack (Physical, Energy, or Mental), is listed as
a percentage (25%, 50%, 75%), and must be defined as
being nonresistant or resistant.

Every time a character is hit by an attack he applies his
defenses normally. If the Damage Reduction applies to the
attack, the character then takes the remaining damage and
applies his Damage Reduction. A character with 25%
Damage Reduction takes '/ less damage from every attack.
A character with 50% Damage Reduction takes '/2 less
damage from every attack. And a character with 75%
Damage Reduction takes %4 less damage from every attack.

Normal Damage Reduction acts against normal, AVLD,
and NND attacks. Resistant Damage Reduction affects
normal, AVLD, NND, and Killing Attacks.

DAMAGE REDUCTION TABLE
Normal Resistant
Damage Reduction Cost Cost
25% Damage Reduction 10 points 15 points
50% Damage Reduction 20 points 30 points
75% Damage Reduction 40 points 60 points

Example: Blobbo the Rubber Man has a PD of 10 and
spent 20 points on 50% Physical Damage Reduction to
represent his rubbery body. If Blobbo gets hit with an
attack that does 20 STUN, 10 points of STUN will
penetrate his defenses. Blobbo’s Damage Reduction is
applied, so Blobbo takes 50% of 10 =5 STUN. If Blobbo
gets hit with 50 STUN he’ll take 50-10=40, 50% of 40 =
20 STUN. If he gets hit by a 1d6 Killing Attack he’ll take
the damage normally, because his Damage Reduction is
not resistant.

Damage Reduction is a good tool for the GM who wants to
build Master Villains and Giant Monsters. A properly con-
structed character with medium defenses and Damage
Reduction can be damaged by almost anyone, but will still be
able to take quite a pounding.

Damage Reduction can also be used to simulate charac-
ters who are especially resistant to a specific type of attack.
A fire user could buy Energy Reduction at a -1 Limitation
(usable only against fire) and be especially resistant to fire
attacks. A werewolf could buy 75% Damage Reduction that
doesn’t work vs. silver at -'/2 Limitation (silver isn’t that
common, but everyone knows silver hurts werewolves).

The GM should be careful not to let a character have both
high defenses and Damage Reduction, as the character will
be very difficult to bring down. Remember that a character
with 50% resistant Physical Damage Reduction has spent
an extra 30 points on his physical defense. Also realize that
fights against characters with lots of DamageéReduction can
take a very long time.

- Damage Reduction Cost: Based on type of Reduction
desired, minimum cost 10 points. Damage Reduction
costs no END to use.

DAMAGE RESISTANCE

With this Standard Power, the character may use some or
all of his normal PD or ED against Killing Attacks. Damage
Resistance doesn’t add to the character’s defenses, it just
enables him to use his existing defenses against Killing
Attacks. The costis 1 Character Point. per 2 points of normal
defenses. This damage resistance must be bought with all
the advantages on the nonresistant defenses.

Example: Ogre, who has a 28 PD, wants to have some
Resistant Physical Defense. He spends 10 points, and
now has a resistant PD of 20 to apply against the BODY
ofphysical Killing Attacks. If his PD had been bought with
the Power Advantage “Hardened” (+'/4), the Damage
Resistance would also have to have been purchased
with the Advantage, and would have cost 10 x (1 +'/s) =
12 Character Points.

- Damage Resistance Cost: 1 Character Point for 2 points
of resistant defense, minimum cost 5 points. Damage
Resistance must be bought with all the Power Advantages
of the defense it is bought for. Damage Resistance costs
no END to use.
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DARKNESS , DENSITY INCREASE TABLE
With this Standard Power, the character may create a field -
that is impervious to one sense (usually normal sight). The Points Mass (KG) STR KB PD ED
Darkness fills one hex; +1" of radius costs +10 points. A 0 100 +0 -0 +0 +0
Darkness can be made impervious to additional senses: +1 5 200 +5 P 1 +1
' sense costs +5 points, +1 Sense Group costs +10 points. 4 h 5
Darkness is a Constant Power — it will remain as long as the 10 00 +10 i +2 +2
character continues to pay the END for it. 15 800 +15 -3 +3 +3
A character in a darkness field, who cannot perceive his 20 1,600 +20 -4 +4 +4
opponelrfngs) ,ris /2 DCV, /2 OkCV in H-to-H, andPO OCV at 25 3,200 +25 5 +5 +5
range. Ifthe character can make a non-targeting Perception 6.400 30 6
Roll, then he is only -1 DCV, /> OCV in H-to-H, and /> OCV 22 (500 .35 f "(75
atrange. (See Perception for more details). ’ *+ + +
A Darkness field is usually targeted on a hex, and is thus 40 25,000 +40 -8 +8 +8
“immobile. A character can create a Darkness field upon 45 50,000 +45 -9 +9 +9
himself; the Darkness will then move with the character. To 50 100,000 +50 -10 +10 +10
?trr?ateba Darkn?ss rtpa’rfwill mc;;{e witr;) another tChhalracte; 55 200,000 +55  -11 +11 +11
ereby preventing him from getting out) requires the use o )
the Power Advantage Usable Against Others. 62 408’000 +60 12 12 +12
The character who casts a Darkness field cannot auto- 6 800,000 +65 -13 +13 +13
matically see through the field. To do so, he should buy the 70 1,600,000 +70  -14  +14 +14
appropriate Enhanced Senses or the Power Advantage 75 3,200,000 +75 -15 +15 +15

Personal Immunity.

Example: Arkelos the Mage wants to create a silence
field. He purchases Darkness which functions against
normal hearing; for 10 points he has a 1" radius field
where no normal sounds can be heard. If he had wanted
toinclude Sonar, it would cost +5 points, and if he wanted
to include all forms of hearing (all the senses in the
Hearing Sense Group), it would cost +10 points.

- Darkness Cost: 10 Character Points for 1" radius Dark-
ness, minimum cost 10 points. This is impervious to one
sense. Impervious to each additional sense, +5 points;
impervious to each additional Sense Group, +10 points.
+1" radius for 10 Character Points. Range = 5x Character
Points in inches.

DENSITY INCREASE

With this Standard Power, a character may become
stronger and physically tougher by increasing his density.
Density Increase adds to the character's STR, PD, and ED
without changing the character’s appearance; however, the
character must pay END every Phase.

Every 5 points of Density Increase provides:

X2 mass
+5 STR
-1" Knockback
+1 PD (nonresistant)
+1 ED (nonresistant)

The character does not get any Figured Characteris-
tics for the STR. The minuses for Knockback function
exactly like Knockback Resistance.

- Density Increase Cost: 5 Character Points for +5 STR, +1
PD and +1 ED, -1" Knockback, and 2x mass. Minimum
cost is 10 Character Points.

DESOLIDIFICATION

A character using this Standard Power can become insub-
stantial — allowing him to walk through walls and ignore
attacks. To buy base Desolidification costs 40 Character
Points. When this Power is used, the character is immune
to all physical and energy attacks; the character is also
immune to such things as Power Drain, Flash, or NND
attacks. However, the character must define the special
effects of a reasonably common group of attacks that will
affect him while he is desolid.
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Example: Dr. Mist, who can transform himself into a
cloud of vapor, is still affected by any attacks that have
wind, heat, or cold as their special effects. Arkelos the
Mage, who uses magic to ride the streams of essence,
still takes damage from any attack with a magical special
effect.

Desolid characters can also be affected by Mental Powers
(those that use an ECV To-hit Roll). For a desolid character
to be immune to Mental Powers costs +20 Character Points.
All desolid characters can be affected by Presence Attacks
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or attacks bought with the Power Advantage Affects Desol-
idified. Desolid characters cannot automatically affect each
other, unless their Powers have similar special effects (two
desolid wizards could hit each other normally).

In general, desolid characters have no impact on the
physical world. When using Desolidification, a character will
not register on Sonar or Radar, and he emits no scent. The
character can also move through walls and other solid
objects at his normal movement rate, unless the walls were
bought with the Affects Desolidified Objects Power Advan-
tage. A desolidified character is still visible, but he looks
somewhat hazy (people can tell he’s using Desolidification).

Of course, there are some problems with being desolid.
Although a desolid character can walk through the ground,
he won'’t be able to breathe unless he has appropriate Life
Support. Desolidification doesn’t automatically allow the
character to walk on air; to do that, he has to buy Flight.

When a character is desolidified, he can't affect the
physical world in any way; he may launch no attacks of any
kind. If a character wants to attack, he’ll have to become
solid (and therefore vulnerable).

A character who wants to use a Power to affect the
physical world while the character stays desolid must buy
that Power (not Desolidification) with a Power Advantage
Affects Physical World— which is a +2 Advantage. A Power
bought with this Advantage can be used both when the
character is solid and when he is desolid. Characters who
can become desolid and still affect the physical world can be
very powerful, and the GM should carefully review charac-
ters with such Powers before letting them into a campaign.

Desolidification that does not allow the character to walk
through solid objects should be bought with a -'/>= Power
Limitation.

Example: Dr. Mist purchases 40 Points of Desolidifica-
tion, because he can Turninto a cloud of vapor. Because
he cannot travel through physical barriers, the Desolidi-
fication is purchased with a -'/> Power Limitation, and
thus costs 40 x 1/(1+/2 )= 27 Character Points. If Dr. Mist
wanted to be able to attack while desolid, any attack
Powers would have to be bought with a +2 Power
Advantage. Thus a 4d6 Energy Blast — to simulate
lightning — would cost 20 x (1+2) = 60 Character Points.

Desolidification can also be used to simulate characters
who can create an astral form. With this special effect, the
character leaves a physical body behind when he turns
desolid, and either form can take damage. If the character
is knocked out, the “soul” will return to the physical body.
This type of Desolidification should be purchased with a -1
Power Limitation.

- Desolidification Cost: 40 Character Points to ignore
physical attacks and move through physical objects at
normal movement rate. Desolidified characters must be
vulnerable to a reasonably common group of Powers; they
are also affected by Presence Attacks, Mental Powers,
and attacks that are bought with the Power Advantage
Affects Desolidified. Desolid characters can be immune to
Mental Powers for +20 points. Characters that cannot
move through solid objects should purchase Desolidifica-
tion with a -'/2 Limitation; characters that leave a physical
body behind them while desolid should buy Desolidifica-
tion with a -1 Limitation. Any Power that can affect the
physical world while the character is desolid must be
bought with a +2 Power Advantage.
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DISPEL

With this Standard Power a character can turn off the
Power of another character. Dispel is all-or-nothing; that is,
it either completely turns off a Power or it has no effect. The
caster gets 1d6 of Dispel for every 3 Character Points spent.
The caster must specify what specific Power that he wants
to Dispel when he purchases Dispel. Dispel has a range
equal to total points x 5 inches.

To use Dispel, the character must successfully hit his
target. If successful, the attacker rolls and totals the Dispel
dice and subtracts the target's Power Defense (if any). If the
remaining total exceeds the Active Point total of the target
Power, the target Power is Dispelled; that s, it stops working.
If the victim of the Dispel wants to restart the Power, he can,
but he must start from scratch — any preparations must be
performed again. Obviously, Dispelis more effective against
Powers that are difficult to turn on or take a long time to
activate (like many fantasy spells).

If the target of the Dispel is an Independent Power in an
object or item, the total of the Dispel must exceed the total
Active Points of all the Powers within the item. If the Dispel
does exceed the total Active Points of all Powers in the item,
the item is broken and cannot be fixed.

Dispel can be used to protect the character from incoming
Powers, but the character must have a saved action to do
this. Assuming that the Dispel applies to the attack, the
character aborts his action to use the Dispel and rolls the
Dispel dice (without having to make an Attack Roll.) The
attack is Dispelled if the total of the Dispel dice exceeds that
Active Points in the attack.

Dispel normally applies to only a single Power, like Tele-
portation or Energy Blast. To buy a Dispel that affects any
Power of a given special effect (like fantasy magic), one ata
time, is a +'/4« Power Advantage. For example, this could
simulate a Dispel that can affects individual magic spells or
mutant powers.

A Dispel which affects all the Powers of a given special
effect must be bought with a +2 Advantage. Dispel can be
used to dispel any Power, even Dispel (don’t think about it
too much — you’ll hurt your brain).

Example: Arkelos the Mage purchases 12d6 of Dispel
that will work against any single Power with a magical
special effect. This costs 36 x (1 +'/s) = 45 points. Later
Arkelos is attacked by a necromancer. Knowing he’s
faster than his opponent, Arkelos saves his action and
waits for the necromancer to make his move. The
necromancer casts an Energy Blast spell. Arkelos uses
his saved action to cast his Dispel, to try to stop the
incoming Energy Blast spell. Arkelos rolls his 12d6,
achieving a total of 42 Points of Dispel. Since the Energy
Blast was only 8d6 (40 Active Points), the Dispel is
successful, and the Energy Blast disappears.

Dispel Cost: 1d6 of Dispel costs 3 Character Points,
minimum cost 9 points. Affects any single Power of a
certain special effect is a +'/s Power Advantage; Affects all
Powers of a certain special effect is a +2 Advantage. Max
Range = points x 5 inches.
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DRAIN

A character with this Adjustment Power can temporarily
lower the value of an opponent’s Characteristic or Power.
1d6 of Drain costs 10 Character Points.

To use a Drain, the character must make a successful

- Attack Roll. If successful, total the Drain dice and subtract
the target’'s Power Defense (if any). The total remaining is
the number of Active Points lost from the affected Power or
Characteristic.

Drained Character Points return at the rate of 5 Active
Points per Turn. This return rate can be moved down on the
time chart for a +'/s Advantage per level. By moving the
return rate fardown the Time chart, itis possible to effectively
“destroy” an opponent’s Characteristic or Power. Thereisno

limit to the amount of Character Points that a character can
Drain from his victim.

Example: Sapper purchases 30 points that will Drain an
opponent’s Energy Blast. This lets her Drain 3d6 Active
Points of EB. The points drained will return to the victim
at the rate of 5 Active Points per Turn. Not satisfied with
this, Sapper moves the recovery rate down 6 levels on
the Time chart, for a +1 /> Advantage. The Drain is still
3d6, but now costs 30 x (1 + 1 '/2 )= 75 points and the
Drained EB will return at the rate of 5 Active Points per
month.

« Drain Cost: 10 Character Points for 1d6 of Drain; drained
points return 5 Active Points per Turn. Return rate can be
moved down the Time chart at a +'/4 Advantage per level.
Minimum Cost is 10 points
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DUPLICATION

A character with this Special Power can create duplicates
of himself. Each duplicate is as free-willed as the original
character, and the player can run each Duplicate simultane-
ously.

The player must make up a different full character for each
different form the character can take. The character must
choose one of the forms to be the base form; this will be the
one built on the most total points. To gain another form, the
base character must pay 2 Character Pointfor every 5 Points
in his second form. The minimum cost for a second form is
20 Character Points. For his third and succeeding forms, the
base character should pay 1 Character Point for every 5 total
points in the new form(s). The minimum cost for the thirdand
succeeding forms is 10 points per form.

The maximum total points the second and succeeding
forms can each have is equal to the total points in the base
form, minus the Duplication cost.

Each new form should be built on the same guidelines as
the base character. For example, ifthe base character starts
with 100 points and a maximum of 150 points of Disadvan-
tages, the new form should be built within these same
constraints.

Example: Multo would like to have two forms simultane-
ously. The most expensive form is a human form built on
250 total points; Multo’s other form has a total of 100
points. The Duplication costs 100/ 2.5 = 40 Character
Points (which must be paid by the base character, which
in this case is the human form). If Multo would also like
to be able to have two more identical forms. Each one will
cost him 100/5 = 20 Character Points. The total cost for
allthe multiforms is 20 + 20 + 40 = 80. Therefore, no form
other than the base character can have total points
exceeding 250 (base character’s total points) - 80
(Duplication cost) = 170 points.

Duplication costs no END. It takes a half Phase to create
a Duplicate, and a full Phase to recombine, no matter how
many Duplicates are created or recombined. Both Dupli-
cates must be /> DCV and touching each other to recombine.
Duplicates have no special Psychic Link; they must commu-
nicate by talking.

When two Duplicates recombine, their BODY, STUN,
END, Charges, and END Reserves are averaged between
them. If one Duplicate was Stunned, then the combined
character will be Stunned. If the maximum loss of STUN is
greater than the combined character’'s CON, then the com-
bined characteris Stunned. If one Duplicate is killed, he can’t
be revived by combining; he stays dead. The character has
lost a part of himself.

« Duplication Cost: Base character must pay 2 Character
Points for every 5 total points possessed by second form,
minimum cost 20 Character Points. Each additional form
costs 1 Character Point for every 5 total points, minimum
cost 10 points. No form can have more total points than the
total points of the base character minus the costs for
Duplication. Duplication costs no END to use.
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EGO ATTACK
A character with this Mental Power can directly attack
another character’s mind. After making an Attack Roll based
on Ego Combat Value (see Ego Combat), the attacker rolls
1d6 of damage for every 10 Character Points in Ego Attack.
The target subtracts his Mental Defense (if any) and takes
any remaining damage as STUN. Ego Attacks are STUN
only, have no effect on inanimate objects, and do no Knock-
back.
« Ego Attack Cost: 10 Character Points for every 1d6
damage, minimum cost 10 Character Points. Ego Attack
has no range modifier, and requires line of sight.

END RESERVE

A character with this Special Power can set up an inde-
pendent reserve of Endurance that will provide END to run
powers. This END Reserve can simulate the generator and
batteries of a suit of Power armor, the reserves of a magical
wand, or any other effect where the energy does not come
from a character's own END.

To set up an END Reserve, a character purchases the
END and REC forthe Reserve. The END inan END Reserve
costs 1 Character Point for 10 END; the REC costs 1
Character Point for 1 REC. The END can be thought of as
the storage capacity for the Reserve, while the REC is the
recharge rate.

The END Reserve normally recovers its REC in END each
Turn. This return rate can be moved down one level on the
time chart for a -'/> Limitation on the REC; END Reserves
cannot recover more frequently than once per Turn.

The REC in an END Reserve is independent of the
character: it continues to recharge even if the character is
unconscious or preoccupied. Moreover, unlike personal
END, the END in an END Reserve is not lost if the character
is knocked out.

A character with an END Reserve must decide which
Powers draw energy from the Reserve, and which draw
energy from his personal END. A Power can normally only
draw energy from one or the other — it can’t switch from one
energy source to another. A Power that can draw END from
either the character’s personal END or the END Reserve is
bought with a +1/4 Power Advantage.

The END Reserve can be bought with Power Limitations;
if the END Reserve does not function for any reason, then no
END can be drawn from it. In this case, any Power which
draws Energy from the END Reserve cannot be used. A
character can have “back-up” END Reserves by purchasing
this Power more than once.

A character can use Aid, Absorption, or Transfer to feed
END into an END Reserve; in this case the END is treated
like normal END that costs 2 END for 1 Character Point. For
example, if a character Absorbed 11 Character Points of
END, this would only be 22 END, not 110.
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By putting Limitations on the END Reserve’s REC, a
character can simulate a wide variety of special effects. For
example, if a Reserve could only recover when plugged into
an electrical socket, the, REC should be bought with a +2
Limitation.

Example: Defender wants to build an expanded power-
armor suit that will be self-powered. He decides that all
of the suit's Powers — Energy Blast, Force Field, Flight,
etc. — will be powered through an END Reserve.
Defender purchases a 100 END, 20 REC Reserve that
will serve as the suit’'s main batteries. These are OAF
Power Packs on the side of the suit (they can be
grabbed). The total cost is (10 + 20) / (1 + 1) = 15
Character Points.

Next Defender decides to purchase an emergency
battery that he can use if the other batteries are depleted
ortaken away. This Reserveis 50 END, 7 REC. Itis part
of the suit, so itis OIF. In addition, the backup REC does
not always work; itis bought with a 14+ Activation. Since
the END and REC have different Limitations, the costs
are computed separately. The END costis 5 (base) /(1
+ /2 = 3 Character Points. The REC has the 14-
Activation Roll, so the costis 7/(1 +./2 +'/2) = 3 Character
Points. The cost for the back-up battery is 6 Character
Points, so the total cost for both batteries is 15 + 6 = 21.

« END Reserve Cost: 10 END for 1 Character Point, 1 REC
for 1 Character Point. Minimum cost, 5 points. END
Reserve costs no END to use.

ENERGY BLAST

A character with this Standard Power can attack at range.
To use an Energy Blast, the character states his target and
makes an Attack Roll. If the roll is successful, the attacker
rolls 1d6 for every 5 Character Points in Energy Blast as a
normal attack against the target.

The exact nature of the energy in the blast is left up to the
character. The energy should be specified when the Power
is purchased; it can be lightning, blasters, lasers, sonics, icy
cold, cosmic energy, magic, or whatever else fits the charac-
ter (see Special Effects). Energy Blasts can even be applied
against Physical Defense instead of Energy Defense (for
example, force beams or chunks of rock).

Energy Blast may be defined as a STUN only attack
against PD or ED; this is useful if a character wants to knock
out opponents without causing serious injury. Energy Blast
can also be spread to get a bonus on OCV, or to cover a
slightly larger area (see Spreading Energy Blast). The
maximum range for Energy Blast is 5 x Character Points in
inches.
 Energy Blast Cost: 5 Character Points for 1d6 of Energy

Blast, minimum cost 10 Character Points. "Maximum

range 5 x Character Points in inches.
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ENHANCED SENSES

These Special Powers give a character the ability to sense
things beyond the range of normal human senses. A
character can buy several Enhanced Senses to reflect a

wide array of senses.

" For ease of organization, all the senses have been
grouped into “Sense Groups.” These Sense Groups also
have important effects on the ways certain Powers (like
Darkness or Invisibility) work.

SENSE GROUPS

Sight: Normal Sight, IR, UV
Hearing: Normal Hearing, Ultrasonic Hearing, Sonar

Radio: Radio Listen, Radio Listen and Transmit, High
Range Radio, Radar

Smell/Taste: Normal Smell, Discriminatory Smell,
Tracking Scent, Normal Taste, Discriminatory
Taste

Unusual Senses: Spatial Awareness* , Unusual De-
tects* , N-Ray Vision

Mental: Mind Scan, Mental Awareness

* Note that many Detects (and Spatial Awareness)
will usually be grouped according to the sense’s
special effect. For example, if a character had
purchased “Detect Water” with the special effect
that he could smell water, then this Detect would
be grouped in the Smell/Taste Sense Group.

SENSES AND SENSE MODIFIERS

Active Sonar: With this sense, the character emits high-
frequency sound that bounces off nearby objects and
returns to him. This allows the character to sense nearby
objects and can compensate for normal blindness.
However, the character cannot “see” fine detail, like print
on paper or colors. Moreover, the high-frequency “pings”
can be heard by anyone with Ultrasonic Hearing. Sonar
is directional; it does not allow sensing in 360 degrees.
Sonar is a Targeting Sense. Cost: 15 points.

Discriminatory Sense: The character can make a PER Roll
to absolutely identify and analyze an object with a certain
sense. Discriminatory Sense can be bought several
times to cover several senses. All normal humans have
this skill automatically for sight and hearing, but not for
other senses. Cost: 5 points.

Example: Proboscis buys Discriminatory Sense for his
normal sense of smell. He can now make a Perception
Roll to identify an object or person by smell only.
However, he gets no bonus to his other senses.

Enhanced Perception: Cost: +1 to Perception Roll for all
senses, for 3 points. +1 to Perception Roll with one sense
for 2 points.
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High Range Radio Hearing: The character can hear and
transmit up and down the radio and television communi-
cations bands. He can also sense radar emissions. The
character may search for a specific frequency on a roll of
9 + (INT/5) or less. Cost: 10 Character Points.

Infrared Vision: The character can see heat patterns and
traces. The character has normal PER Rolls at night, but
can only perceive outlines of people and objects. Cold
objects will be very dark, while hot things may be
blindingly bright. Cost: 5 points.

Mental Awareness: The character can sense the use of
Mental Powers. A character with Mental Awareness can
“see” both the user and the target of Mental Attacks that
are used in the character’s line of sight. Cost: 3 points.

Microscopic Vision: The character can view nearby ob-
jects at 10x magnification. This allows the character to
notice features that are too fine or too small for the naked
eye. Microscopic Vision may be bought more than once;
the second time allows the character to view things at
100x magnification, the third time 1000x magnification,
etc. Cost: 3 points.

N-ray Vision : The character can make normal sight
Perception Rolls through most materials. The character
must define a reasonably common substance that his N-
ray vision cannot see through. For example, a character
could define the vision as X-ray vision, which couldn’t see
through lead, gold, or Force Fields. Cost: 20 points.

Radar Sense: With this sense, the character emits radio
waves that bounce off objects and return to him. This
allows him to sense nearby objects and can compensate
for normal blindness. However, the character cannot
sense fine details, and his radio emissions can be noticed
by anyone with High Range Radio Hearing. Radar is
directional; it does not allow sensing in 360 degrees.
Radar is a targeting sense. Cost: 15 points.

Radio Hearing: The character can hear local AM, FM, and
Police band signals. Cost: 3 Character Points.

Radio Listen and Transmit: The character can hear and
transmit on local AM, FM, and Police band signals. Cost:
5 Character Points.

Range: This allows a character to use a nonranged sense at
range. For example, a character who bought this for his
sense of taste would be able to taste objects at a range.
The character can also make a PER Roll with the sense,
with normal penalties for range. Cost: 5 Character Points
for one sense, and 10 Character Points for all the senses
in a Sense Group.

Spatial Awareness: The character can sense his surround-
ings without having any contact with them. A character
with this sense can operate normally in total darkness or
while blinded, but cannot sense fine details.

Spatial Awareness can simulate a wide variety of
special effects, from a mystical “awareness” to a passive
sonar or molecular analysis. Spatial Awareness is direc-
tional; it does not allow sensing in 360 degrees. Spatial
Awareness is a targeting sense. Cost: 25 points.



HERO System Rulesbook

Targeting Sense: The character can use a nontargeting
sense as a targeting sense to locate targets in combat.
Targeting Sense can be bought with any normal or special
sense. For normal humans, sight is the only sense that
can be used for targeting purposes.

Note that although a sense may be targeting, it does
not completely compensate for sight. A character with
Targeting hearing, for example, would be unable to read
printed material or discern colors. Cost: 20 points.

Example: Proboscis wants his sense of smell to be a
targeting sense. He pays 20 points, and now he can use
his sense of smell to locate targets in combat, darkness,
etc. He may also function “normally” while blinded,
since his super-acute sense of smell will enable him to
avoid walking into objects. However, because he oper-
ates by sense of smell only, he cannot tell textures or
colors. Moreover, Proboscis might be confused by high
winds or strong scents — anything that would impede
his sense of smell. He isn’t affected by mirages,
however.

J

Telescopic Sense: The character can define a point at a
distance, and sense at that point clearly. For every 3
Character points spent, the character receives a +2 to
PER Rolls which can only be used to cancel range
penalties. Telescopic Sense only aids the character with
a single Sense Group. A character could purchase
Telescopic Sense more than once for more than one
Sense Group. Telescopic Sense does not help the
character sense or identify an object, it just brings it
“closer.” As such, it has no effect on senses that have no
range (normal touch, normal taste, etc.) Cost: 3 points
for +2 to offset Range penalties on one Sense Group only.
Telescopic Sense may be purchased more than once.

Example: A spy satellite with + 16 Telescopic Sense for
the Sight Sense Group (24 points) can read a newspa-
per held by a commuter in Newark. However, it would
not automatically be able to find a specific commuter —
first it would have to scan the faces of each commuter,
one by one.
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Tracking Scent: The character can track someone or
something by scent with a successful smell Perception
Roll. Modifiers for time and circumstance will alter this roll
tremendously. Cost: 10 Character Points.

Ultrasonic Hearing: The character can hear very high and
very low frequency sounds. Ultrasonic Hearing enables
the character to hear dog whistles and to spot Active
Sonar. Cost: 3 points.

Ultraviolet Vision: The character sees at night as well as he
does during the day (no night penalties are taken). This
assumes there is some UV light is coming from stars
(which will happen even if it's overcast). If there’s no UV
light, (forinstance, inside a cave) then the character gains
no advantage. Cost: 5 points.

360 Degree Sensing: The character can make a Perception
Roll against any point around him; this makes it much
more difficult to surprise the character. The character can
have his full DCV against perceived threats. Cost: 10
points if bought for all the character’s sensesin one Sense
Group, and 25 Character Points if bought for all the
character’s senses.

DETECT

This is an Enhanced Sense that the character can define.
At base value, Detect costs 3 points, requires a half Phase
to use, has no range, and uses normal PER Rolls. The PER
Rollcanbeincreased +1 per 2 points. Detect will indicate the
presence of a subject with a PER Roll.

A Detect can be turned into a Sense for +2 points. The
character can use a Sense without a half-Phase action. The
sense may be set off by contact atany time. Detects can also
be bought with Targeting, Parabolic, Range, Discriminatory,
or 360 Degrees (see above).

Example: Arkelos the Mage wants a spell that will detect
gold. Using the Detect rules, he purchases the basic
detect with Sense, for 5 points. This will allow Arkelos to
Detect gold, but will require him to touch it and will give
no information about the amount of gold. Later, having
earned some experience, Arkelos adds Range and
Discriminatory to the Detect. Now he can Detect Gold at
adistance, and the Detect informs him about the quantity
or quality of the hoard.

ENTANGLE

A character with this Standard Power can restrain an
opponent or create a barrier. An Entanglement could be
such things as webbing, ice bonds, or just turning the ground
to mud. Each 1d6 of Entangle costs 10 Character Points. To
use an Entangle, make a normal ranged Attack Roll against
the target. If the rollis successful, roll the Entangle dice, and
read them like normal dice looking for the BODY total (see
Determining Damage). The total number of BODY is the
BODY of the Entangle. The Defense (both PD and ED) of an
Entangle is equal to /10 the amount of active Character
Points in Entangle (or 1 DEF per 1d6 of Entangle). This DEF
is resistant.

Example: Icicle has 50 Character Points in Entangle; her
special effect is that she creates ice around her target.
When Icicle successfully Entangles someone, the ice
bonds are DEF 5 (in other words, PD 5, ED 5), and she
rolls 5d6 to determine how many BODY the ice bonds
have.
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To escape, the entangled character must do sufficient
BODY damage to exceed the Entangle’s Defenses and
destroy the Entangle’s BODY. Once the BODY in the
Entangle has been destroyed, the character is free.

If an attack against an Entangle does twice the remaining
" BODY of the Entangle or more, then the attacker may take

his full action (i.e. it takes no time at all to break out of the
Entangle). If an attack against an Entangle does the remain-
ing BODY of the Entangle or more, then the attacker may
take a half action. If an attack against an Entangle does less
than the the remaining BODY of the Entangle then the
attacker may take no more actions this Phase.

Acharacter who is Entangled can't move; he generally has
his arms and legs pinned, giving hima DCV of 0. Characters

- with Energy Blast could still use their Energy Blast to break
out. Characters who have their attacks through Accessible
Fociwill probably be unable to use those attacks to help them
out of the Entangle, depending on the special effects of the
Focus.

When the Entangled character is attacked, The Entangle
absorbs STUN and BODY equal to the total of its DEF +
BODY, then the Entangled character takes the remaining
damage normally.

The END for an Entangle is only paid once, on the Phase
that the Entangle is thrown. The Entangle remains until
broken. When more than one Entangle is thrown on a
character, take the largest DEF of all the Entangles. Take
the largest BODY of all the Entangles with the largest DEF.
Add +1 BODY for each additional Entangle with the largest
DEF.

An Entangle may also be usedto create a “wall”inone hex,
depending on the special effects of the Entangle. To create
an Entangle over an area, use the Area Effect Power
Advantage.

The range for Entangles is Character Points x 5ininches.

ENTANGLE OPTIONS

Entangle Stops a Given Sense: Entangles can be pur-
chased so that are impervious to certain senses — the
Entangled character cannot use the sense until he is free
from the Entangle. To be impervious to one sense costs
+5 points to the Entangle; to be impervious to one Sense
Group costs +10 points.

Entangle Takes No Damage From Attack: This +'/> Ad-
vantage represents an Entangle that is transparent to
attacks: it allows attackers to attack the Entangled char-
acter without damaging the Entangle itself. The En-
tangled character takes the damage normally. If the
Entangle is specifically targeted, the damage affects the
Entangle and then the entangled character, as for a
normal Entangle.

Entangle and Character Both Take Damage: This +'/4
Advantage represents an Entangle that does not protect
the Entangled character. When an Entangled character
is hit by an outside attack, both the character and the
Entangle take damage; the Entangle doesn'’t shield the
character in any way. If the Entangle is specifically
targeted, the damage affects the Entangle and the en-
tangled character.

Entangle with Backlash: This +'/2 Advantage represents
an Entangle that will reflect back any internal attacks. If
the Entangle is destroyed by an attack, the attack will not
reflect.
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Example: Blobbo puts Obsidian in a DEF 7, BODY 5
rubber ball Entangle with Backlash. Obsidian exerts his
60 STR and punches the rubber ball for 40 STUN and
10 BODY. The ball now has DEF 7, BODY 2, but is still
around. Obsidian takes 40 STUN and 10 BODY as a
physical attack in Backlash from his blow. If Obsidian’s
next attack can do 9 BODY or more he’ll break out and
won't take any Backlash.

Entangle with No Defense: This +1 '/2 Limitation represents
an Entangle that may be bought with no DEF, only BODY.
This Limitation can be used to simulate an Entangle that
anyone can get out of, given time.

Entangle with 1 BODY: This +'/2Limitation means that the
Entangle is brittle; it has a normal DEF, but only 1 BODY.
If the attacker exceeds the DEF by 1, the Entangle goes
down; if he exceeds its DEF by 2, the Entangle goes down
and the attacker has a full Phase remaining.

- Entangle Cost: 10 Character Points for 1d6, 1 DEF of
Entangle; minimum cost 10 Character Points. Impervious
to one sense, +5 points; Impervious to one Sense Group,
+10 points. Entangle Takes No Damage is +'/= Advan-
tage. Entangle and Character Both Take Damage is +'/4
Advantage. Entangle with Backlash is +'/> Advantage.
Entangle with No DEF is a -1 '/> Limitation. Entangle with
1 BODY is -'/2 Limitation. The range is 5 x Active Points in
inches.

EXTRA-DIMENSIONAL MOVEMENT

This Standard Power is the ability to travel from one
dimension to another. For 20 points the character may
transport himself to a single other location in another dimen-
sion; this location must be chosen when the Power is
purchased. For +10 points the character may transport
himself to a related group of dimensions (the 9 Hells,
alternate earths, etc.). For +10 additional points the charac-
ter may transport himself to any location in any dimension.
For +20 additional points the character may transport him-
self through time.

Example: Timemaster has the ability to transport himself
to March 22, 1014. This costs 20 (base) + 20 (through
time) = 40 Character Points. If he wanted to transport
himself to a set group of dates, the cost would be 50
points. And if he wanted to travel to any date in history
or the future, the cost would be 60 points.

Normally, a character with Extra-Dimensional Movement
can only move himself and his clothing. For each +5
Character Points, the character can transport 2x normal
human mass (100 kilograms).

If a character wishes to use this Power on others, without
using it on himself, he must use the Power Advantages
Usable By Others or Usable Against Others.

Extra-Dimensional Movement does not give the character
any enhanced movement in our world; a character in New
York cannot transport himself to Valhalla and then back to
Tokyo. The GM should either say that characters return to
earth in the same location that they left it, or that they have
only travelled as far as they travelled in the alternate dimen-
sion.

This Power is extremely tricky, and can be difficult to use
in a campaign setting. The GM must regulate Extra-Dimen-
sional Movement in some fashion; otherwise it will be used
every time that the characters get into trouble. At the very
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least, this Power should be unreliable — if the character

misses a Skill or Activation Roll, he will be transported off

course to another dimension (or time). This Power is best
used by the GM when it fits into his plans; otherwise it should
be strictly regulated or disallowed altogether.

+ Extra-Dimensional Movement Cost: 20 Character Points
to transport character to a single other dimension. +10
Character Points for related group of dimensions; +20 for
any dimension. Travel through time for +20 points. 2x
mass for +5 points.

4 )

EXTRA LIMBS

A character with this Special Power has one or more
usable extra limbs, like a prehensile tail or extra arms. For
5 Character Points, the character can have as many Extra
Limbs as he wants, be it 1 or 100.

Extra Limbs have no direct effect on combat, but the extra
limb(s) can be used to perform maneuvers not possible to
bipedal humans (like holding someone and then punching
him, or hanging from the ceiling from a tail). Characters that
use Extra Limb(s) creatively can receive a bonus for surprise
maneuvers.

Having an Extra Limb does not allow the character extra
attacks in a Phase, and all limbs but the primary limb are
considered to be the “off hand”. (If the characteris ambidex-
trous, then all the limbs are considered to be the “good
hand”). ExtraLimb costs no END, butthe character mustpay
the normal END cost when using Strength with the limb.

- Extra Limbs Cost: 5 Character Points having any number
of Extra Limbs. Extra Limb costs no END, but using STR
with the Extra Limb has the normal END cost.

FASTER-THAN-LIGHT (FTL) TRAVEL &

This Standard Power is the ability to travel faster than light
when in space, for a base cost of 10 Character Points. A
character may only travel faster than light in space, never in
atmosphere. The GM can assume that it takes some time to
get up to full FTL speeds.

For the base of 10 points, a character can travel at a max
speed equal to precisely the speed of light, that is one light
year per year. 2x velocity costs 2 points.

FTL TABLE

Points  Velocity

10 1 Light Year/year

12 2 Light Years/year
14 4 Light Years/year
16 8 Light Years/year

Approximation

1 LY/season

18 16 Light Years/year 1 LY/month
20 32 Light Years/year

22 64 Light Years/year 1 LY/week
24 128 Light Years/year

26 250 Light Years/year

28 500 Light Years/year 1 LY/day
30 1,000 Light Years/year

32 2,000 Light Years/year

34 4,000 Light Years/year

36 8,000 Light Years/year 1 LY/hour

etc.
FTL costs no END to use.

- Faster Than Light Travel Cost: 10 Character Points for
FTL Travel, 2x FTL velocity for 2 Character Points; mini-
mum cost 10 Character Points. FTL Travel costs no END.
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FLASH

A character with this Standard Power can “flash” an
opponent’s senses (usually normal sight). A flashed sense
is temporarily disabled. Each 1d6 of Flash costs 10 points,

- regardless of how many senses the flash will affect. Flash
normally affects asingle sense. +1 additional sense costs +5
points; +1 Sense Group costs +10 Points. Flash has arange
of 5 x Active Points.

To use a Flash, make a normal ranged Attack Roll against
the target. If the roll is successful, roll the Flash dice, and
read them like normal dice looking for the BODY total (see
Determining Damage). The total number of BODY, minus
the target's Flash Defense (if any), is the number of Phases

_that the target’s sense is disabled. These Phases are the
target's Phases; a high SPD character will recover more
quickly from Flash than a low SPD one.

Although the target of a Flash takes no STUN or BODY he
isblinded, ordeafened, etc. A Flashed character who cannot
perceive his opponent(s) with a targeting sense, is '/2 DCV,
'/20CV in H-to-H, and 0 OCV at range. If he can make a non-
targeting Perception Roll, then heis only -1 DCV, '/20CV in
H-to-H, and /= OCV at range. (See Perception for more
details). Most characters are only blinded by flashes that
affect normal sight; although a character who depends on
Sonar can find himself “blinded” by a Flash that affected that

sense.
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The GM may wish to allow characters who are prepared
for a Flash attack to take defensive actions (cover their eyes
with their hands, etc.) that can reduce the effects of the
Flash. Obviously, whether such actions are successful will
be based onthe special effect of the Flash—a characterwho
covers his ears will not be protected from a blinding Flash!

Example: Howler buys 3d6 of Flash that affect an
opponent’s hearing for 30 points. For +10 points the
Flash affects all the senses in the target’s Hearing Sense
Group. The total cost is 30 + 10 = 40 Character Points.
When Howler attacks an opponent with her Flash, she
rolls 3d6 of Flash. Every “BODY” on the dice indicates a
Phase in which the target will be deaf.

« Flash Cost: 10 Character Points for 1d6 of Flash; minimum
cost 20 Character Points. +1 sense for +5 points, +1
Sense Group for +10 points. The maximum range is 5 x
Active Points.

FLASH DEFENSE

This Special Power lessens the effect of Flash attacks on
the character. For every 1 Character Point, the character
can purchase 1 point of Flash Defense that protects a certain
Sense Group against Flash. A character can buy more than
one Flash defense to protect more than one Sense Group.
The character subtracts one Phase from the number of
Phases he would be flashed for every 1 point of appropriate
Flash Defense.

Example: Ladybug is designing a helmet to protect
herself in battle. She purchases 5 points of Flash
Defense to protect her Sight Sense Group, and 7 points
of Flash Defense to protect her Hearing Sense Group. In
alater battle, she is attacked by a 6d6 Sight Sense Group
Flash which rolls 6 BODY. This would normally blind her
for 6 Phases, but because she has 5 points of Flash
Defense for her Sight Sense Group, she is only blinded
for 1 Phase.

- Flash Defense Cost: 1 Character Point for every 1 point of
Flash Defense to protect a single Sense Group. Minimum
cost 5 points. Flash Defense costs no END to use.

FLIGHT

A character with this Movement Power can fly through the
air. At base level, the character can fly at 5" per Phase for
10 Character Points. With Flight, the character can hoverin
place, gain altitude, etc. The character can increase his
combat velocity by 1" of Flight for every 2 Character Points
spent. The character can double his noncombat Flight
velocity for +5 points.

There are many different special effects for Flight:
jetpacks, wings, antigravity, magnetic repulsion, energy
trails, and sheer force of will. Some of these special effects
involve a Focus Limitation; wings, for instance, can be
bought as several different kinds of Focus. Exactly how
Flight works (climbing, diving, turning, and noncombat
Flight) is covered under Movement.

« Flight Cost: 2 Character Points for every 1" of Flight,
minimum cost 10 Character Points. x2 maximum noncom-
bat velocity for +5 points. The END costis 1 END for every
5" of Flight.
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FORCE FIELD

A character with this Standard Power can create a field
around himself that absorbs damage. The character gets 1
point of resistant defense (either PD or ED) for each 1
Character Point invested. The type of Force Field defense
(PD or ED) must be chosen when the Force Field is bought.
The ratio of points in PD and ED stays the same, even when
the Force Field is used at lower power.

Example: Howler puts 20 Character Points in Force
Field and decides that at full Power, the Force Field acts
as 8resistant PD and 12 resistant ED. Howler subtracts
8 BODY and STUN from any physical Killing Attack or
normal attack, and subtracts 12 BODY and STUN from
any energy Killing Attack or normal attack. Howler adds
her PD to the 8 PD for the Force Field when subtracting
damage from normal physical attacks; likewise, Howler
adds 12 to her ED versus the damage from normal
energy attacks. If Howler decides to run her Force Field
at half power, the Force Field would add 4 PD and 6 ED.

A Force Field only protects the character with the Power.
It doesn’t protect anything or anyone the character is carry-
ing — the Force Field functions identically to a protective
costume. Force Fields don’t hinder any of the character’s
attacks.
- Force Field Cost: 1 Character Point for every 1 point of
resistant defense, minimum cost 10 points.

FORCE WALL

A character with this Standard Power can set up a wall.
This wall protects with 2 points of fully resistant defense
(either PD or ED) for every 5 Character Points invested. The
Force Wall protects 1" (three hex sides) for every 5 Character
Points (see illustration). This can be <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>