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HEROES UNITE!
A framework for running super teams with 
BASH.

By Ben Norman
(aka MrJupiter on the BASH Forum)

In the late 50s and early 60s, not long after 
super heroes began to appear in comic 
books, publishers moved to increase sales by 
giving their buyers more of what they wanted: 
additional super heroes.  Released under 
titles like the Legion of Super-Heroes, The 
Fantastic Four, and The Avengers, the appeal 
the super-hero team was established by 
becoming some of the most popular comic 
lines produced; not to mention a necessary 
convention in today’s super hero landscape. 
This attraction carries over from comic books 
to superhero gaming very well.

The super team is a great framework to 
organize BASH adventures.  It provides a 
great structure to unify the players, and their 
characters, at the gaming table.  Putting 
characters into a super team gets the 
adventure rolling fast, and provides a sense of 
comradery amongst the players.  For a one-
shot, pick up game, not a lot of detail about 
the team is really necessary; just give them a 

cool name, like the “League of Justifiers” and 
get on with the adventure.  But for ongoing 
campaign play, more thought and planning is 
needed; preferably with a healthy dose of 
player input.

First, the team motif must be considered.  The 
easiest route is just to assume that all heroes 
have come from varied backgrounds and 
united to take advantage of having strength in 
numbers.  There are other interesting themes 
to that could be explored.

Shared Background: The heroes could have 
been sole survivors of some devastating 
natural, supernatural, or entirely man-made 
calamity: bestowed with amazing powers. 
Perhaps all the heroes were chosen for 
greatness by some greater power or agency 
and invested with incredible abilities to protect 
mankind from a growing evil.  Maybe the 
players have decided that all their heroes 
share a similar power source like psychic 
abilities, highly advanced technology, or 
spawned by the taint of dark magic.

A creative group might do something 
unexpected and decide to play a number of 
creatures, races and heroes from a young 
boy’s fantasy story and now, stranded on 
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modern Earth, fight our evils and protect the 
amazing child that brought them true 
existence – as the Gauntlet Fellowship!

Shared Themes: Now, as the players begin 
to craft their characters they can begin to 
discuss with the Narrator the types of foes 
and adventure themes they’d like to see recur 
throughout the ongoing series.  It is important 
that both players and the Narrator are happy 
with the suggestions and work to include 
these aspects into the character’s back 
stories, power selections, and advantages 
(particularly Arch-Enemy and Rogue’s 
Gallery).  Other things that might be 
considered are the team logo, signature 
costuming and rallying battle cry (“Justifiers 
Unite!”).

All this will go a long way to creating the feel 
of a worthy super team.  Now this article will 
provide some rules to help integrate and 
support the super team within the BASH 

game structure.  To begin with, each player 
must provide their character with the Team 
Affiliation advantage.  This will give their hero 
access to all the awesome benefits that the 
super team has to offer: but also ties them to 
any baggage it may have as well.

New Character Advantage: Team Affiliation

This advantage puts your hero onto the roster 
of a super hero team.  The character can now 
capitalize on a pool of Hero Points (known as 
the Team Reserve – not to be confused with 
the points granted by the Leadership 
advantage: though similar, they are not the 
same), as well as benefit from the group’s 
various advantages.  In addition, you do not 
have to “pay” for this Advantage by taking a 
Disadvantage.  Instead, any of the team’s 
Disadvantages will affect your hero as well.

How the Team Reserve Works:

The Team Reserve is equal to one Hero Point 
per player character in the group. 
Additionally, if the designated team leader 
qualifies, the reserve can be increased by one 
point for each of the following:  the Leadership 
advantage; skill in Military: Tactics; and, skill 
in Military: Strategy.

As mentioned earlier, a super group offers 
more than just a reserve of Hero Points.  It is 
built in a manner similar to a Headquarters or 
Super Vehicle, and has a series of 
Advantages and Disadvantages to help tailor 
a unique feel to each team.  What follows is a 
list of suitable Advantages and Disadvantages 
to build your team with.  Some are new, while 
some are modified or pulled straight from the 
BASH:UE rulebook.  Remember that each 
Advantage is bought by taking a 
Disadvantage.  
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New and Modified Team Advantages:

• Team Headquarters   – similar to the 
Headquarters advantage in the core 
rules, the team headquarters is equally 
shared by all its members and is built 
as per those rules except it has 
additional Character Points equal to 2 
per player controlled team member. 
The base amount of Character Points 
is half the “cap” of  the campaign scale, 
rather than based on any individual 
Hero.  Any Character Points above this 
level become Setbacks that the 
Narrator can use against the team.

o Example: A new team 
determined to clean up the  
mean streets of Steel Town has 
set up its base at the roof of a  
building overlooking the city,  
called “The Rampart”.  As this  
campaign has a 30 pt “cap” the  
Rampart begins with 15 
Character Points, and because 
there are three players, it gets  
+6 more points, for a total of 21  
Pts.  By pooling their resources  
together, the Heroes were able  
to build a better base than any  
of them could all alone.  

• Team Vehicle   – this team conveyance 
might be a bus or a sub-orbital, 
hovering jet transport.  It is built with a 
pool of points equal to the “cap” of the 
campaign scale -5 Character Points. 
In addition, it has +2 Character Points 
per player controlled team member.  As 
above, any Character Points over this 
level become Setbacks for the Narrator 
to use against the team.  It is a good 
idea that whatever Super Vehicle is 
built, one or two of the characters 
should have the appropriate skills to 
operate it. 

o Example: The Global Guardians 
have a team vehicle called the  
Gyro Jet.  Since they are  

playing in a World Class 40pt  
campaign, the Gyro Jet is built  
with a base of 35pts.  Since 
there are five players, the Gyro  
Jet gets +10 Character Points,  
making it 45 Pts.   

• Rally Cry   – once per issue a member 
may spend a Hero Die and shout the 
team’s battle cry.  This allows that 
player to roll at x1, and divide the total 
amongst all other teammates as evenly 
as possible as Hero Points. Any 
remainder is allotted to the Team 
Reserve.  

• Reservist   – is an on-call auxiliary 
member of the team and is built similar 
to a Sidekick; with 3/4ths the Character 
Points of the allotted Campaign Scale. 
Again, if the Reservist’s Character 
Points exceed the cap, these become 
Setbacks to use against the Team. 
This advantage may be taken multiple 
times to really flesh out the team’s 
membership.  Possible uses for a 
Reservist include: 

o If the heroes are all captured, a 
Reservist can come in to save 
the day: but only by a player 
spending a Hero Die.  

o If one player’s character is taken 
out, and exhausted all their Hero 
Dice, they may switch to playing 
as the Reservist.  

o When the Heroes need 
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reinforcements, with the 
approval of the Narrator, the 
reservist character can be 
played as an extra character 
controlled by a player (but this 
earns a whole Villain Die to be 
used against the player’s 
character or the reservist being 
controlled).  

o A player may opt to play an 
issue with a Reservist character 
instead of his regular character. 
Not only would this serve as a 
refreshing change for an 
evening, but it reinforces the 
part-time membership of the 
reserve member (not to mention 
all the additional Hero Points 
that the player will get to spend; 
as the Reservist is 3/4ths will be 
further below the cap). 

Additional Suitable BASH Advantages for 
Super Teams (no changes necessary):

• Contacts
• Police Powers
• Resources
• Security Clearance

New Team Disadvantages:

• Nemesis Organization   – a large 
organization with evil aims is often 
found to be at the heart of many 
capers.  With an army of minions for 
cannon fodder this organization may 
also use judicious amounts of high-
technology or supernatural forces 
against the hero team. 

• Sterling Reputation   – any action that 
does not reflect well upon the team and 
would normally earn the player a 
Setback earns two instead.  If you’re 
using the Fame rules, the team gains 
double Infamy when it behaves badly

• Duty   – this super team is obliged to 
perform the occasional mission or 
other service for some individual, group 

or organization which may sometimes 
interrupt current missions and personal 
plans.  [Note: this disadvantage was 
first presented on the BASH forums by 
Aslan C of Zenith Comics, and has 
been adapted to suit a team of supers.] 

• Karmatic Handicap   – in the universal 
balance of things, it seems that the 
team as a whole is burdened with more 
Yang than Yin.  Once per issue, the 
Narrator can force any member of the 
team to re-roll any roll and take the 
worse result.  In addition, the team 
often seems to attract trouble.  

• Silent Backer   – the team is the 
beneficiaries of a philanthropist 
supporting their crime fighting 
endeavors.  The relationship with this 
donor, a mere normal, must be kept 
protected from public attention so as 
not to become targeted by the 
enemies.  Once the Silent Backer is 
disclosed, this advantage is lost.

Suitable BASH Disadvantages for Super 
Teams:

• Arch-Enemy
• On the Run
• Rogues Gallery (might be a recurring 

super villain team).
• Social Stigma
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Team Powers and Equipment: 
It is also not unusual for some super teams to 
have a shared set of powers that all team 
members possess.  This could be because 
they all were involved in the same cosmic 
accident that granted them super powers, or it 
could be the fact that they share an array of 
gadgets and gizmos with one another.  The 
Narrator can allow, within reason, for the team 
to share some powers for free.  So members 
might all be equipped with Flight Belts or 
maybe they all have a telepathic link to one-
another.   At the very least, they would all 
have communicator devices to keep in 
contact with one-another.  

So there you have it.  Team rules!  Use them 
as is, modify them to suit your own game 
table, or become inspired to write a better set 
of mechanics for a future BAM issue.

Just remember, evil is afoot so rally your 
super team…
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Creating New Powers

While the list of effects covered by the powers 
in BASH! Ultimate Edition, and the list of 
specific powers covered in this book may be 
able to cover just about anything you could 
think of, there is certainly many things we 
didn't think of already.  For this, you may want 
to design your own powers.  Doing so is as 
simple as answering a few questions.  

Is is similar to any powers that already 
exist?  
What Power is most similar to what you want 
to make?  Does the power you want do less, 
or do more than existing power?

If it does less than an existing power, 
could you simply build this by adding a 
limitation?
For example, if you wanted a Levitation 

power, you might notice that Flight is already 
similar, but less limited than the power you 
want.  You could simply make it be Flight 2 
<Situational: Only Vertical Movement>.

If it does more, can it be accomplished by 
simply adding an Enhancement to an 
existing power?
For instance, if you have some sort of rotating 
buzz-saw like shield, you might take Deflect  
[Extra Effect: can “reflect” damage on Hand-
to-Hand attacks as well as ranged].

Can it be accomplished by combining two 
existing powers?  
For this, you can simply use the Linked 
enhancement.  For instance, if you want an 
attack that stuns an opponent while it injures 
them, you can Link Daze with Special Attack.

Is it vaguely similar to another power, but 
about equal in strength or usefulness?
If it doesn’t do more or less; but is about 
equally as powerful and is just different, 
maybe you just change some of the wording 
for the power.  For instance, the Impossible 
Balance power was created by taking a 
similar power – Water Walking – and applying 
it to enable you to walk on solid surfaces that 
were very skinny, even if they cannot support 
your weight.

Is it stronger in some ways, but weaker in 
others than an existing power?
If not directly able to just limit or enhance an 
existing power, maybe you can increase or 
add one aspect to the power while reducing or 
eliminating another aspect.

Is the power completely unique?
If the power is in no way similar to any 
existing power, you now have the task of 
coming up with an entirely new power. 
However, this would also involve a 
comparison between the new power and 
existing powers.  If it is about equal in power 
to another power, its cost should be the same. 
If it is more powerful it should be +1pt more 
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expensive, and if it is very much more 
powerful, it should be +2pts more expensive. 
Likewise, if it is weaker, it should be -1pt less 
expensive, and very much weaker, it should 
be -2pts less expensive.  As always, the 
Narrator will determine the parameters. 

What’s New in Awesome Powers?
What follows is a brief preview of material 
you’ll find in Awesome Powers.  Included are 
a few examples of what you’ll see.  

New Powers

Absorption
Level: 4
Choose something normally harmful (such as 
electricity, fire, etc).  You are able to absorb it 
and make it healthful to yourself.  Whenever 
you would be damaged by a source that you 
can absorb, not only do you take no damage, 
you heal x2 damage, using the dice roll that 
was rolled for damage. Intentional use of this 
power to heal oneself uses an entire page 
(even if you have multiple panels), only 

allowing you to move Agility x2 squares in a 
page in which you heal in this way.
Example: Electron is has Absorption against  
electrical damage. He is hit by a lightning bolt  
that does x5 damage, and the roll was 11 (55  
damage total).  Electron is then healed 22  
damage – the original roll (11) x2. 

New Enhancements
Unless otherwise marked, assume each of 
these Enhancements is worth 1 point.

Esoteric Training: This power is normally 
considered beyond mortal abilities, but 
through some sort of specialized training, you 
have mastered it.  Essentially, this 
enhancement can be used to turn any existing 
power into an "Intense Training" power, which 
means that someone with the "Normal" 
Disadvantage can have it.  For example a 
character who is a master of hypnotism might 
have Suggestion, while a martial arts master 
might know a nerve-strike that acts as 
Immobilization.  It is up to the player to come 
up with a reason why their character can 
perform these seemingly superhuman feats, 
and for the Narrator to decide to allow it or 
not.  For instance, a Narrator may choose to 
not allow Teleportation as Esoteric Training.  

Regenerative: This is an enhancement to the 
Healing power.  If this is a personal power, it 
works all the time.  If it is bought with [Usable 
on Others] it takes effect once Healing has 
been used on the target.  Each page, at the 
beginning of your first panel, everyone 
benefiting from your Healing power also heals 
1 Hit of damage per level in Healing.  So if 
you have Healing 3 each page at the start of 
your panel, you would heal 3 Hits of damage. 
Needless to say, this really increases the rate 
of healing when outside of combat, so that 
between scenes, one would expect to be fully 
healed.  This enhancement will not continue 
to work on a character with 0 Hits or less, 
however.  Likewise, the effect ends at the end 
of the scene if placed on an ally using [Usable 
on Others]. 
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New Limitations
Gadget (Frailty):  Certain type of attack does 
x3 damage to your Gadget.  For example a 
Force Field Belt might have a Frailty to  
Electricity, which causes it to take triple  
damage from any electrical attack that hits it.  

Partial Effect:  It only partially affects the 
opponent.  This would include such things as 
a bolo that wraps around only the arms or 
legs, but does not immobilize the whole body. 
Each time the power is used, you describe 
how the partial effect works.  

Power Suites
Many of the powers in this book are 
presented as parts of Power Suites.  These 
are groups of powers that fit a specific theme. 
You can always buy powers from the same 
suite as part of a multi-power with each other 
as if they were in the same category.  So a 
person with the Magnetism Suite could take 
Telekinesis 4, then add Force Field 4, and 
Flight 4 each for 1pt (a total of 6pts) even 
though they aren't in the same categories.  
 
Note: choices like Flight may want to buy separately  
from a multi-power- so you can fly and use your force  
field simultaneously, etc.

Each Suite has powers divided into three categories: 
Offensive, Defensive, and Utility.  In this way, it is 
easier to see the options for making a character more 
well-rounded. 

Power Suite Example: Electricity Suite
Below is some of what you’ll see in Awesome 
Powers for the Power Suites.  Here we have 
the Electricity Suite, as well as some of the 
Offensive Powers for the suite. 

Electricity
This suite allows you to perform a variety of  
things from controlling electronic devices or  
produce lightning.

Related Suites: Magnetism, Air
Name Ideas: Electric, Shock, Lightning, Jolt, 

Bolt, Surge, Static
Common Weaknesses
Short Circuit: You have a Negating 
Weakness to being submerged in water. (-2 
Pts)
Grounded: You have a Negating Weakness. 
Your powers won't work unless you or your 
target is on the ground, or touching something 
that is. (-2 Pts)
Electricity Offensive Powers

Lightning
Cost: Level (1-5)+3
Based On: Special Attack
Pure electricity crackles from you into your  
target.
Mechanics: This power functions like Special  
Attack, doing Mind +1DM per level damage. 
It comes in the following forms:

Lightning Bolt: (Long Line)
Arc Lightning: (Short Range, 
Medium Arc OR Long Arc)
Ball Lightning: (Short Range, 
Medium Burst)

Donald Keebaugh (order #8890909)



Recommended Enhancements: Variable 
would allow you to choose any form with each 
use.

Electro-Weapon
Cost: Level (1-5)
Based On: Special Attack
A rippling stream of lightning comes from your  
hand, allowing you to use it as a close-
quarters weapon.
Mechanics: This power functions as Special  
Attack, and is used for hand-to-hand attacks 
only.  Examples include a whip or sword of 
electrical energy that flows from the hand, or 
simply an electrified fist.  It does +1 DM OR 
gives +1 Multiplier to hit for each level (up to 
the player).  The damage can be based on 
Brawn or Mind, depending on the Player's 
choice, as this is both an energy weapon and 
a hand-to-hand attack.

Recommended Enhancements: Reach (for 
a whip); Variable (would not allow Range or 
Area, but can be used to swap multipliers in 
Hit and Damage).
Electrocution
Cost: Level (1-5) + Range, Area
Based On: Continual Damage
Your target is wracked with a continuing flow 
of electricity.
Mechanics: This power functions like 
Continual Damage, doing 1DM of electrical 
damage to the target per level.  It may be 
bought with range and area, but otherwise will 
work with a range of Touch.

Electrify
Cost: Level (1-5)+1 + Range, Area
Notes: Area Mandatory
Based On: Damage Field
You charge the very air and ground of an  
area. Anyone entering that zone suffers  
electrical jolts.
Mechanics: This power works just like the 
Damage Field variant of Damage Aura, and 
ismade of pure electricity.  It must be bought 
with an Area (usually Burst or Arc) and may 
be bought with Range.

Disrupting Jolt
Cost: Level (2) +1 +  Range or Area
Based On: Daze [Affects Electronics]
You can cause nerves to misfire and  
electronics to fizzle.
Mechanics: This power functions exactly like 
Daze and has the ability to affect electronic 
machinery, including androids, computers, 
etc. Unless it is bought with Range or Area 
enhancements, it is limited to targets you can 
touch.  Non-sentient machinery is 
automatically affected by it (no Mind roll 
needed).

Recommended Enhancements: Linked to 
Lightning Bolt, Electrocution, or Electro-
Weapon
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