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WELCOME]

Welcome to the superpowered world of CHAMPIONS.
Here Superheroes and Supervillains are real and
battle for the destiny of the human race. CHAMPIONS
allows 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 pulp adventure novels,
CHAMPIONS is not a game for the weak at heart., It
takes guts, intelligence, and imagination to survive.
It will be worth it.

ROLEPLAYING

A role playing game is fundamentally different from
the usual game that people play, like chess or poker.
When playing chess or poker the object is to win, to
beat your opponent. The object of a role playing game
is to have fun and be creative while interacting with
your friends.

A good analogue of a role playing game is a play. A
play has a director who helps set up the background
of the play for the actors and has some control over
how the actors will react in the play.

When playing a role playing game, one character
will assume the part of the director. This person,
called a Game Master (GM), will decide the story line
of this particular adventure. The Game Master will
describe to the players the settings they find
themselves in. The players will assume the role of
the characters that they have created. The players
will make up dialogue on the spot, trying to talk and
act as their characters would. The Game Master will
act out the roles of all of the people the players
will encounter. Obviously, the Game Master will have
to be quick and creative.

The storyline or plot of the game should be very
flexible and responsive to the decisions of the
players. No two adventures will be the same, because
of the different directions that the characters can
take. The Game Master should be willing to integrate
the player's ideas and responses into the game.
Ideally, a role playing game involves continuous
feedback between the players and the Game Master.

Do not let the apparent complexity of these rules
discourage you. The rules are designed to reflect
real life (as seen in comic books) and they should
enhance the interaction between the players and the
Games Master. 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 seem second nature and everyone will
be able to concentrate on role playing.

PLAYING MATERIALS

To play CHAMPIONS, the following materials are
necessary:

A copy of CHAMPIONS 3

Paper and pencil for each player
At least 3D6 (3 dice)

A ruler or tape measure

The following materials are very useful, but not
absolutely necessary:

At least 3D6 (3 dice) per player

Copies of the character sheets

A sheet of 25 mm (1") hex paper

25 mm lead miniatures f{or counters) to
represent characters

GLOSSARY OF TERMS

Active Points: Refers to a power bought with a
limitation. The Active points are the amount of
points of effect a power has. See Real Points, Power
Points.

Agent: A member of an organization in the game. An
agent has more training than a normal person, but is
not as powerful as a superhero.

Attack Roll: The roll a character must make to hit
an opponent in combat. The character must roll his
Attack Roll or less on 3D6 to hit his opponent.

Brick: A character in the game whose main attribute
is a high Strength.,

Character: A person in the game, the entity which
the players or Game Master constructs. A character
has a name, a set of characteristics, skills, powers,
and a personality defined by the person controlling
the character.

Characteristic: A single defining feature of a
character, represented by a number. Example: Strength
is a Characteristic.

Cost: The amount of Power Points necessary to
purchase a power, skill, or characteristic.

D6: A six sided die, the kind used to play craps.
To refer to the sum of more than one six sided die at
a time the following notation will be used: 1D6=1
die, 2D6=2 dice, 3D6=3 dice, etc.

DCV: Defensive Combat Value. A number representing
how hard an object is to hit in combat.

Disadvantages: A problem that a character is built
with in order to gain additional Power Points used in
buying powers, skills, and characteristics.

ECV: Ego Combat Value. A wvalue used when
determining an Attack Roll for mental combat.

Energy Projector: A character whose major attribute
is a ranged attack.

Figured Characteristics: A characteristic that is
based in part on another characteristic. The

following are figured characteristics:

Physical Defense Recovery
Energy Defense Endurance Pips
Stun Pips

Game Master: The person who directs the game and
interprets the rules when playing.

GM: Abbreviation for Game Master
Half Move: A portion of a character's action for a

phase. A character may move 1/2 his total inches and
still attack.



.

Hex: Standard area in the game, a six sided area 1
game inch and 2 real meters across.

Human Mass: For all purposes in the game, a person
is considered to weigh 100 kilograms.

Inch: The standard unit of length in the game. 1
inch in the game is equal to 2 meters in real life.

Rilling Dice: Dice that are rolled to represent the
damage done by a killing attack. The total rolled is
the number of BODY done to the character. The number
of STUN done by a killing attack is equal to 1D6-1
times the BODY done. Normal defenses do not apply
against killing attacks, only resistant defenses.

Limitation: A restriction on a power. Limitations
are taken on a power when a character is built.
Taking a limitation on a power reduces the cost of a

power,

Martial Artist: A character whose major ability is
hand to hand cambat without a massive Strength.

Normal Dice: The most common way to determine
damage in CHAMPIONS. The total of the dice is the
amount of STUN done to the target. Each 1 counts for
0 BODY, each 2-5 counts for 1 BODY, and each 6 counts
for 2 BODY. Normal defenses count against Normal
attacks.

NPC: Non-Player Character. A character whose
actions are controlled by the Game Master.

QCV: Offensive Combat Value. A number that
represents how easily an attacker can hit an object
in combat.

Pips: Refers to the value of a characteristic. A
character with an END of 40 has 40 Endurance Pips.

Player: A person playing CHAMPIONS, assuming the
role of a character and reacting to situations
presented by the Game Master.

Power: One of the abilities that a character may
possess. Powers may not normally be learned by a
character who does not already possess a similar

power.

Power Points: The points used to purchase
characteristics, skills, and powers. A character
starts with 100 points and may acquire more by taking
disadvantages.

Range Modifier: A number that represents how much
an Attack Roll degrades at range. A range modifier
is expressed in inches.

Scenario: A particular situation invented by the
Game Master for the characters to act within. A
scenario might include several NPCs breaking into a
bank. The characters would have to react to this
situation.

Segment: The smallest unit of time in the game.
Each segment is approximately 1 second long.

Skill: An ability a character may buy with Power
Points. Skills may be learned later by a character.

Slot: Referring to a power called Multipower. A
Slot is one of the powers within a Multipower, one of
the places where the character may allocate his power
reserve.

Superhero: A character with skills, powers, and
characteristics beyond the bounds of ordinary men,
who uses his abilities to fight injustice and help
mankind.

Supervillain: A character with skills, powers, and
characteristics beyond the bounds of ordinary men,
who uses his abilities for personal profit and
destruction.

Turn: A unit of time in the game. 1 Turn is
composed of 12 segments and is 12 seconds long in
real time.

Value: The number defining a characteristic,

BUILDING A CHARACTER

CHAMPIONS is designed so that you can build the
character that you want to play. Each character is
given 100 Power Points to start with. The character
may take certain disadvantages to increase thig
total. All powers, skills, and characteristics are
given a Power Point cost. The character simply spends
his Power Points on the powers, skills, and
characteristics he wants to have.

Building a character consists of three major steps:

1) Determine what sort of character you wish to
play. This conception of your character may change
slightly as you build him, but should be the basis
for all further decisions about what the character is
like.




2) Choose the powers, skills, characteristics,
disadvantages, and limitations that will represent
the character in game terms. Make a general note of
how much you wish to spend on each power, skill, and
characteristic, along with how many points you expect
to gain from disadvantages and hw much you expect to
save from limitations.

3) Balance the point costs and the total points
available. Often a character will have to be built at
slightly below a player's initial conception.
Characters such as these can grow into the player's
conception as the character gains Experience Points.

CHARACTER CONCEPTION

Building a character requires that you have some
idea what you would like before you start. There are
three easy starting points for a character
conception:

1) Abilities: The player may have some ideas what
kinds of powers, skills, and characteristics he wants
the character to have (such as being very strong,
throwing energy bolts, flying, etc.).

2) Name: The player might have a special name in
mind for a character. Often a name will suggest
certain abilities and skills (Ogre: Strength,
Starburst: Energy Blast, etc.).

3) Costume: Using the character outlines, a player
might come up with a costume that suggests something
about the character (such as a character's shield,
ability to fly, gun, etc.)

No matter where a character conception comes from
it should lead to a well rounded character. The best
conceptions are those whose powers, skills,
characteristics, disadvantages, limitations, name,
costume and personality all fit together logically.

When putting a conception together there are
certain questions the player should ask about how the
character is turning out. These questions center
around the character's capabilities in an average
adventure. The following is a 1list of general
categories of abilities. A well-rounded character
should have some ability in most of the categories:

Mobility: Ask how your character gets around during
an adventure. Does the character fly, glide, run
fast, teleport, have a fast car, etc. Often a
character can hitch a ride with another hero, but
they are not always willing or able to help the
character. It can be very embarassing to have to hail
a cab to chase a villain.

Offense: If the wvillain does not simply surrender
when the character shows up there may be an
altercation. During such an altercation, a character
might find it very helpful to have a way of fending
off, or even disabling his opponent. A character
should not be all offense, but may feel very impotent
without some kind of damaging attack.

Defense: Once a battle is joined it may be
disturbing for a character to fly in from a great
distance, wow the crowd with his mega-blast, and then
be cut down by a small child with a thrown rock. A
character defense can be as simple as a high DCV so
as not to get hit often, a high defense, a Force
Field, or a high enough Speed to put down your
opponents before they can fire.

Flavor: Every character should have something that
sets him apart from all other super characters. A
character may have a small power only used in
emergencies, or a power advantage that sets his
Energy Blast apart from everyone elses'. Sometimes
all a character needs is a classy special effect that
has no direct effect on the game, but adds flavor and
realism.

Part of a character's conception that can help
define many of a character's disadvantages is the
character's origin. The character may have gained
his powers at the expense of a villain (thus giving
the character a good reason to be Hunted) or during
an accident where something terrible happened (giving
a rationale for a Psychological Limitation). A proper
origin can be the springboard for many adventures and
the player should carefully select his character's
origin. The following is a list of some possible
origins that a character might have:

Character is an alien from another world.

Character was exposed to radiation in nearly any
form.

Character is a product of intensive training (a part
of many origins).

Character built his powers himself (character may be
a scientist or engineer).

Character found ,or was given, a super serum.
Character was exposed to magic (has a magic focus,
magic powers, or had a magic accident)

Character was accidentally exposed to chemicals,
gasses, or strange alien devices

Etc.

A large part of a character's conception can be
centered around the character's Secret Identity (or
lack of Secret Identity). If a character does not
have a Secret Identity, the player must figure out
what the character does between adventures. If the
character does have a Secret Identity, then that
identity should be consistent with the character's
origin and history. Remember that often superheroes
assume their superhero identity to get away from the
problems in their Secret Identity.

THE BASIC CHARACTER

The basic character is defined by eight primary
characteristcs, and six figured characteristics. Each
characteristic has a base wvalue, and a cost for
increasing that base value by one point. A normal
person is considered to have the base value for each
characteristic, on the average. A CHAMPIONS character
starts out with those base characteristics, plus 100
Power Points to spend, plus any additional points he
may obtain through taking Character Disadvantages.
The basic character is shown below.

Base Value Characteristic Cost
10..50essesaStrength, . voveneaaxl
10..ccesaesDexterityeeeeeee X3
10...4044...Constitution......x2
10c4eeeass.-Body PipS.cusess. X2
10.+0ee... . Intelligence......x1
1057 ccana s DO snasnsaeiamos sk
10eeeesness s PEESENCE. sonsnssaeXl
10.v0evses..Comeliness........x1/2

The following characteristics are figured from the

primary characteristics.
2.v4400....Physical Defense..xl
2.eseseses.Energy Defense....xl
 RPTRPRRIIN ~ o - [ SNt & )
devreeeese s RECOVEIY.uruananaX2
20.44040..+..Endurance Pips....x1/2
20.44000e.0.5tun PipS..eeea.xl



The Cost is the amount of Power Points necessary to
increase the characteristic by 1 pt. Thus, 1 pt. of
Dexterity would cost 3 Power Pts.

* The cost of Speed is dependent on the Deterity of

the character. See Explanation of Characteristics :
ed.

OSrE:ge the character has determined the final Values of

his primary characteristics, he uses the following

formulas to determine the base Value of his figured

characteristics.

Physical Defense = (Strength/5)

Energy Defense = (Constitution/5)

Speed = 1 + (Dexterity/10)

Recovery = (Strength/5) + (Constitution/5)
Endurance Pips = 2 x (Constitution)

Stun Pips = Body Pips+(Strength/2)+(Constitution/2)

Once the base values for the figured

characteristics are determined, the character may
increase those values from there, using the listed
point cost.
A character may also reduce his characteristics below
the base value given, thus gaining points according
to the costlisted. Thus, a character who reduces his
Body Pips to 9 will gain 2 pts. A character may
reduce any or all of his primary characteristics, but
only ONE figured characteristic may be reduced.

Explanation of Characteristics

: This characteristic represents the
character's raw physical power. Strength determines
the damage a character does in hand-to-hand combat,
how much the character can 1lift, carry, throw, etc.
Strength also adds to the base value of Physical
Defense, Recovery, and Stun Pips. A character is
considered 2x as strong for every +5 pts. of STR. 1
pt. of STR costs 1 Power Point.

: This characteristic represents the
character's coordination and agility. A character's
Combat Value is based on his Dexterity. Certain
Skills are partially based on DEX, and a character's
base Speed is calulated from his DEX. 1 pt. of DEX
costs 3 Power Points.

: This characteristic represents
how tough and healthy a character is. Constitution
keeps a character from being stunned too easily in
combat, and adds to the base value of Energy Defense,
Recovery, Endurance Pips, and Stun Pips. 1 pt. of CON
costs 2 Power Points.

Body Pips (BODY): This characteristic represents how
much dqmage a character can take before being killed.
B(_)dy Pips add to the base value of a character's Stun
Pips. 1 Body Pip costs 2 Power Points.

Intelligence (INT): This characteristic represents
the ability to assimilate and process data.
Intelligence increases the character's Perception
Rolls and certain Skills. 1 pt of INT costs 1 Power
Point.

Ego (BGO) : This  characteristic  represents a
character's mental power and strength of will. Ego
determines a character's base Ego Combat Value, for
use in mental attacks. Ego also helps a character in
tests of willpower. 1 pt. of EGO costs 2Power Points.

Presence (PRE): This characteristic shows how
forceful and charismatic a character is. Presence
allows the character to impress or overawe people,
and allows him to resist the effects of another
person's high Presence. 1 pt. of PRE costs 1 Power
Point.

Comeliness (QOM): This characteristic represents how
beautiful or handsome a character is. 1 pt. of COM
costs 1/2 Power Point.

istics

Physical Defense (PD): This characteristic represents

how tough a character is against physical attacks. 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 pt. for 1 Power Point.

Energy Defense (ED): This characteristic represents
how tough a character is against energy attacks. A
character'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 pt. for 1 Power Point.

Speed (SPD): This characteristic represents how many
actions a character may perform in a turn. Speed has
a base value of 1 + (DEX/10). Each additional Speed
point costs 10 pts. Speed is the only value in the
game that does not round off in favor of the
character.

Example: A character with a DEX of 1B has a
base speed of 1 + (18/10) = 2 8/10 which rounds
to 2. If a character wishes to increase his
Speed he must buy the r emaining fraction of a
Speed point. Each 1/10 of a Speed point costs

1 pt.

Example: The character above must buy 2/10 of
a speed point to have a speed of 3. The
character pays 2 pts. and has a speed of 3.
Each additional Speed point costs 10 pts.

Example: The character with the DEX 18 wishes
to be Speed 4. His base speed is 2 8/10. He
pays 2 pts. to go to speed 3 and 10 pts. to go
to speed 4. The character spends 2 + 10 = 12

pts.

Recovery (REC): This characteristic represents how
fast a character comes back from being exhausted or
knocked out. Recovery has a base value of (STR/5) +
(OON/5) . Each additional pt. of REC costs 2 Power
Points.

Endurance Pips (END): This characteristic represents
how long a character can expend energy. Anytime a
character uses a power, moves, or uses his STR,
hexpends some of his END. END has a base value of 2 x
(OON) . Each additional Endurance Pip costs 1/2 Power

Point.

Stun Pips (STUN): This characteristic represents how
much damage a character can take before being knocked
out., STUN has a base value of BODY + (STR/2) +
(CON/2). Each additional Stun Pip costs 1 Power
Point.



Strength Chart

Strength Lift

-20
=15
-10
=5
0
5
10
15
20
25
30
35
40
45
50
55
60
65
70
75
80
85
90
95
100

Damage KDamage Jump Example
l.6kg —— ——  =— Football
3.2kg —— _— -
6.4kg —-— ————= == Shotput
12.5kg ————- — —
25kg 0D6 +0 0" Large TV set
50kg 1D6 +1 1"
100kg 2D6 +1/2D6 2" Normal man
200kg  3D6 +1/2D6 <
400kg 4D6 +1D6 4" Big motorcycle
800kg 5D6  +ID6 5"
1l.6ton 6D6 +1 1/2D6 6" Small car
3.2ton 7D6 +1 1/2D6 7" Truck
6.4ton 8D6 +2D6 8"
12.5ton 9D6 +2D6 9" Jet Fighter
25ton 10D6 +2 1/2D6 10"
50ton 11D6 +2 1/2D6 11" Patrol Boat
100ton 12D6 +3D6 16
200ton 13D6 +3D6 13" Passenger jet
400ton 14D6 +3 1/2D6 14"
800ton 15D6 +3 1/2D6 15" Fishing Trawler
1.6kton 16D6  +4D6 16"
3.2kton 17D6  +4D6 1"
6.4kton 18D6 +4 1/2D6 18" Navy Destroyer
12.5kton 19D6 +4 1/2D6 19"
25kton 20D6 +5D6 20" Battle Cruiser

kg = Kilogram ton =
Jump = running broad jump distance

KDamage

= added damage

Attack (hand-to-hand) .

1,000 kg kton = 1,000 tonnes.

if character has Killing

DA cHELE 8)

This chart was simplified somewhat for ease of
presentation. Some of the examples are
approximations. The Strength Chart follows a pattern
that can be extended for even greater Strengths. For
those of you who like exact numbers, the specific
formulas are:

(STR/5)
Lift = 25 kg x 2
Damage = 1D6 per 5 pts. of STR
Jump = 1" per 5 pts. of STR
KDamage = +1D6 per 20 pts. of STR

Throwing Distance

The distance that a character may throw an object
is determined by the weight of the object, the
character's STR, and whether or not the object is
balanced. The GM decides the weight of the object,
and the minimum STR needed to 1lift that object is
found on the Strength Chart. The character subtracts
that STR from his STR, and the number left is the
ampount of STR used to throw the object. The
character then looks up the amount of STR used to
throw the object on the Throwing Distance Chart. The
chart will show how far the character can throw the
object if it is balanced or unbalanced.

Balanced objects are such things as girders, balls,
manhole covers, roughly spherical rocks, cooperating
characters, etc. Unbalanced objects are such things
as cars, motorcycles, noncooperating characters, etc.

Throwing Distance

Extra Strength Balanced Object Unbalanced Object

0 0" 0“
5 10" 2%
10 20" 4"
15 30" 6"
20 40" 8"
25 50" 10"
30 60" 12
35 70" 14"
40 80" 16"
45 90" 18"
50 100" 20"
etc.

If the object is thrown straight up, the distance is
halved (x1/2).

ROUND OFFS

Often when wusing the formulas for generating
figured characteristics the numbers do not come out
evenly. In the case of a number with a fractional
remainder always round the number to the nearest
whole number. When the fractional remainder is 1/2,
the number should be rounded in the character's
favor, either up or down.

Example: Energy Defence is figured from the
formula ED = CON/5.

If a character has a CON of 20 his ED=20/5=4

If a character has a CON of 22 his ED=22/5=4.4
which rounds to 4.

If a character has a CON of 23 his ED=23/5=4.6
which rounds to 5.

USING THE CHARACTER SHEET

. Included as the center 8 pages of the rules are 8

Character Sheets. These sheets should be separated
from the rules and cut apart down the center. The
players have permission to photocopy the Character
Sheets for their own use.



When building a character, the players can use the

character sheet to help keep track of the
characteristics, powers, and skills of a new
character. There are spaces on the Character Sheet

for all of a character's characteristics, powers,
skills, and disadvantages.

Once the character has been built, the player may
fill in the remaining spaces on the Character Sheet.
The formulas for all of the different spaces on the
Character Sheet are listed on the sheet. The
character should fill in his CV, ECV, DEX roll, INT
roll, and EGO roll. There are also 12 numbers
representing the 12 segments of a turn. The character
should mark those segments where he gets to perform
an action.

The Character sheet should include all of the
information necessary to play the character under
normal conditions. All of a character's combat
information (such as damage, levels, defenses, etc.
should be noted on the sheet. The player should note
the effects of all of the character's powers, and all
of the Skill Rolls for the character's Skills. If all
the characters have complete Character Sheets the
adventure will move along faster. The object of all
of this preparation is to be able to run an adventure
without using the rules, only the Character Sheets.

The Character Sheet includes an outline which
allows the player to draw his character. The player
can draw his character's costume in pencil around the
outline. Any parts of the outline that interferes
with the costume can be removed with a sharp knife.
Simply scrape along the line you wish to remove with
the knife. Once the costume is correct in pencil the
costme may be inked in with Fineline Felt tip
markers. The drawing may be left blank or colored in.
A good costume helps define a character and can add a
lot of flavor to an adventure.

Skills are abilities that characters can learn.
Skills are defined as having a chance to be performed
successfully. The character normally must make a
Skill Roll to perform a skill successfully. The
character should roll 3D6. If the total of the dice
is less than or equal to the Skill Roll, than the
skill has been performed successfully. Any listed
modifiers to a Skill Roll are modifiers to the Skill
Roll number, not to the dice (Stealth on an 11 or
less with a +2 to the roll is Stealth on a 13 or
less). Unless specified by the GM, Skills should not
be made part of a Multipower or Elemental Control.
Each skill is listed below with its effects and cost.

: This skill gives the character the
ability to perform rolls, tumbles, flips, etc. like a
circus acrobat. A character may perform Acrobatics on
a roll of 9+(DEX/5) or less for 10 pts. The character
gets +1 to his Acrobatics Roll for every +2 pts. A
successful Acrobatics Roll will allow a character to
land on his feet after being Knocked Back so that the
character does not take any damage from impacting
against the floor. Acrobatics takes a 1/2 move to
perform. A successful Acrobatics Roll adds +2 to a
character's DCV. A character may not add the +2 DCV
from Acrobatics to the DCV bonus from doing a Dodge
Maneuver.

Cost: 10 pts., Base Roll 9+(DEX/5), +1 per 2 pts.

CLIMBING: This skill gives the character the ability
to climb walls, trees, buildings, etc. as long as
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there are handholds. A character may Climb
successfully on a roll of 9+(STR/5) or less for 5
pts. The character gets +1 to his Climbing Roll for
every +2 pts. Base Climbing speed is 2" per phase.
The character gets +1" per phase for every +2 pts.

Cost: 5 pts., Base Roll 9+(STR/5), +1 per 2 pts.
Base speed 2" per phase, +1" per 2 pts.

COMPUTER PROGRAMMING: This skill gives the player the
ability to extract information from unfamiliar
computer systems., The character may get information
out of an unfamiliar computer on a roll of 9+(INT/5)
or less for 5 pts. The character gets +1 to his
Computer Programming Roll for every +2 pts. 2an
unfamiliar computer may be reprogrammed by rolling
1/2 or less of the normal Computer Programming Roll.

Cost: 5 pts., Base Roll 9+(INT/5), +1 per 2 pts.

DETECTIVE WORK: This skill gives the character the
ability to find clues and track people or things. The
character may find special clues or follow a trail on
a roll of 9+(INT/5) or less for 5 pts. The character
gets a +1 for every +2 pts. The character will get
specific clues as to the position or persons involved
in a situation by rolling 1/2 or less of the normal
Detective Work Roll.

Cost:5 pts. Base Roll 9+(INT/5), +1 per 2 pts.

DISGUISE: This skill gives the character the ability
to disguise himself to look like somecne else. The
character may successfully Disguise himself on a roll
of 9 + (INT/5) or less for 5 pts. The disguise is so
good that even suspicious characters must make
Perception Rolls at -5 to spot the disguise by
rolling 9+(INT/5) or less. The character gets a +1
that may either be used to add to his own Disguise
Roll or subtract from other character's Perception
Rolls for every +42 pts. Only characters who are
actively suspicious may attempt to spot disquises.
Disguise includes not only the ability to change
one's appearance, but the ability to change one's
voice and mannerisms.

Cost: 5 pts. Base Roll 9+(INT/5), +1 per 2 pts.

FIND WEARNESS: This skill gives the character the
ability to find a weakness in the defenses of a
target. The character may reduce his target's
appropriate defense by half on a roll of 11 or less
for a base 10 pts. The character gets a +1 on the
Find Weakness Roll for +5 pts. If the Find Weakness
is made at range, it takes a range modifier of -1 per
3", Attempting to Find Weakness takes a half move. A
character may attempt to Find Weakness on a target as
often as time allows. Each additional effect is
cumulative (second time defense is x1/4, third time
defense is x1/8, 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 cumulative
-2 chance to Find Weakness (second try -2, third try
-4, etc.). Find Weakness only works for one of a
character's type of attacks (Punch, Energy Blast,
etc.) and only works for the character who has the
Find Weakness. The target defends against all attacks
from other characters normally. The Weakness may
change from combat to combat, so each time the
character gets into combat, he must Find Weakness all
over again. Weakness may be found in all types of
targets, including Force Fields, Walls, etc.

Cost 10 pts. Base Roll 11 or less, +1 per 5 pts.
-1 per 3", one attack only.



Lack Of Weakness: This skill represents a character's
ability to toughen himself so that it is harder for
an opponent to Find Weakness. Whenever an opponent
attempts to use the skill "Find Weakness", he must
. subtract the character's Lack of Weakness value from
his Find Weakness Roll. The character gets a Lack of
Weakness value of 5 for 5 pts. The character gets a
4+l to his Lack of Weakness value for +l pt.

Cost 5 pts. -1 to Find Weakness roll per 1 pt.

LUCK: This skill represents that quality which helps
events turn out in the character's favor. The GM may
have a character make a Luck Roll when the character
is totaly overwhelmed in combat, when an opponent is
escaping, when a character has no idea of how to find
what he 1is looking for, or any other time that
outrageous fortune could come to the player's aid. To
perform a Luck Roll, a character rolls 1D6 for every
5 pts. of Luck the character has. Each 6 that is
rolled counts as 1 level of Luck. The GM should then
decide what (if anything) lucky happens to a
character. The more levels of Luck that the character
rolled, the luckier the character should be. The
following is a chart giving some general guidelines
to follow when determining the effects of Luck:
LEVELS OF LUCK POSSIBLE EFFECTS

1 The Character might find a clue, or
gain information, the character's opponent could be
momentarily distracted, or impeded, giving the
character a momentary advantage.

2 The character could accidntally happen
upon someone important or stumble across someone he
was looking for. The character's opponent could be
actively inconvenienced by a weapon's malfunction or

a stalled getaway vehicle.
’ 3 The character might be saved by the
most miraculous of coincidences. The character 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. Incredible
coincidence is possible.

The GM should never let Luck rule a situation and
has full control over when, how often, and how much
Luck will help a character.

Cost 5 pts. per 1D6. Maximum 15 pts.

MARTTAL ARTS: Martial Arts includes any form of
advanced hand-to-hand fighting technique, from Boxing
to Kung Fu. Martial Arts allows a character to use
the more efficient Martial Attacks on the Combat
Maneuvers Table (See Combat Maneuvers). Martial Arts
cost a character as many power points as the
character has STR. The character may increase the
damage multiple of all of his Martial Attacks by
+x1/2 at a cost of 1/2 STR in points.

Cost: STR in pts.
Minimum Cost: 10 pts.

MISSILE DEFLECTION: This skill represents the ability
to parry incoming ranged attacks. A character may
deflect a ranged attack by rolling 9+(DEX/5) or less
for a base 10 pts. The character gets a +1 to his
Missile Deflection Roll for +3 pts. Any type of
ranged attack may be deflected except Ego Attacks,
attacks with no normal defense,and attacks that are
not perceived by the deflector. Missile Deflection
takes a 1/2 move to execute. A character may not
deflect a projectile that weighs more than 1/2 what
the character could lift with his STR. If a character

+x1/2 damage for +1/2 STR.
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is fired at, and it is not his phase to act, he may
abort his next action and attempt to Missile Deflect.
If a character aborts his next action, his turn is
simply skipped when his next phase comes up, and the
character is considered to be Missile Deflecting
during that phase. Once a character is Missile
Deflecting, he may attempt to parry all ranged
attacks fired at him. Each Missile Deflection Roll
after the first attack is made at a cumulative -2
penalty (second deflection -2, third deflection -4,
etc). Missile Deflection normally requires an
implement of some kind (a shield, wrist band, billy
club, etc). The character does not get the "Focus"
limitation on Missile Deflection because of this
implement.

Cost: 10 pts. Base Roll 9+(DEX/5), +1 per 3 pts.

SECURITY SYSTEMS: This skill represents the
character's ability to detect and defeat Security
Systems such as alarms, locks, and scanners. The
character may defeat a system on a roll of 9+(INT/5)
or less for a base 5 pts. The character gets a +1 to
his Security Systems roll for +2 pts. Security
Systems is a broad category, including electronic and
mechanical locks, traps, and alarms.

Cost 5 pts. roll 9+(INT/5), +1 per 2 pts.

DAL cHELE B/

SKILL LEVELS: These represent the character's ability
to perform better with his powers and skills. Each
Level represents a +1 bonus when using a power or
skill, The cost of a Level is dependent upon how many
different ways that skill can be used. The chart
below describes the three categories of skills:

COST TYPE OF LEVEL UTILITY OF LEVEL

3 pts. Specific Level +1 with one power,
skill, or attack.
5 pts. General Level +1 with a class of

powers, skills, or attacks.
10 pts. Overall Level +1 with any skill,
power, attack, or action.



The +1 bonus for a level may only be applied to one
aspect of a power or skill at a time. The character
should declare what aspect a Skill Level is applied
to every phase when in combat.

Example of Skill categories:

Specific Level: Energy Projection, Punch,
Shield, Flight, Defense in Melee, etc.
General Level: Martial Arts, Guns, Movement,

Defense, Ego Powers, etc.
Overall Level: Any action the character wishes
to perform.

Example of the use of Skill Levels in combat:
A character has a 3 pt. level with his punch.
This gives the character a +1 bonus when
punching. The character may increase his OCV by
1 when punching, his DCV by 1 when punching, or
his DCV vs. an opponent's "Block" maneuver when
punching. The character may only have his bonus
in 1 aspect at a time. If the character had
several Skill Levels with his punch, then he
could apportion the bonusses between OCV, DCV,
and DCV vs. Block as he wishes so long as the
total bonusses do not exceed the number of
levels that the character has.

Example: A character has a 3 pt. Skill Level
with Energy Blast. He may increa se his OCV by
1 when firing or increase his Range Modifier by
1 (from -1 per 3" to -1 per 4").-

STEALTH: This skill represents a character's ability
to hide himself in shadows, move silently, and
generally avoid detection. The character may attempt
to avoid detection on a roll of 9+(DEX/5) or less for
5 pts. The character gets a +1 to his Stealth Roll
for +2 pts. If a character successfully makes a
Stealth Roll, then any character attempting to find
him does so should make a Perception Roll at -5.
Stealth does not affect Radar, Sonar, and IR or UV
vision. Conditions around a character may make it
easier or harder to make a Stealth Roll or change the
Perception roll modifier.

Cost: 5 pts. Base Roll 9+(DEX/5), +1 per 2 pts.

Swinging: This skill represents the ability to swing
great distances from a line at great speed. A
character may swing 1" for every 1 pt. the character
has in Swinging. In order to swing, the character
must have some place to attach a swing line. The
maximum distance a character may Swing is equal to
the maximum height that the character can attach a
swing line. When a character Swings he declares an
attachment point for his swing line and his swing
path. The swing path may not be longer than the
character's Swing distance nor 1longer than the
attachment point is high. To Swing, a character must
have an implement (a swing line). The implement does
not count for the "Focus" Power Limitation (see
Limitations).

Cost: 5 pts. Swing 1" per 1lpt.

POWERS
Powers are special abilities that characters have.
Powers are not normally learned, but are acquired by
design or accident. The powers are listed below with
their effects and their cost.
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ARMOR: This power allows a character to buy fully
resistant points of defense. Each 1 pt. of fully
resistant defense (either PD or ED) costs 2 pts,
Armor defense points act versus the BODY and STUN
from normmal or killing attacks. The Armor must be
determined as PD or ED when the power is bought.
Power costs no END to use.

Cost = 1 pt. of resistant defense for 2 pts.
CHARACTERISTIC DEFENSE: This power allows a character

to resist the effects of Characteristic Drain or
Characteristic Transfer. The character gets 1 pt. of
Characteristic Defense for every 1 pt. spent. When
Characteristic Drain or Characteristic Transfer is
used against the character he subtracts his
Characteristic Defense from the enemy attack. Any
remaining points of Drain or Transfer are applied
normally according to the particular power.

Example: A villain attempts to drain 13 pts. of
Strength from a hero. The hero has 10 pts. of
Characteristic Defense. The hero subtracts his
Characteristic Defense from the attack: 13 - 10
= 3. The villain has drained 3 pts. of Strength
from the hero.

Cost = 1 pt. of Characteristic Defense for 1 pt.
Minimum Cost 5 pts. Power costs no END to use.

CHARACTERISTIC DRAIN:This power allows a character to
temporarily subtract from the value of an opponent's
characteristic. The character may drain 1D6 of an
opponent 's characteristic for 10 pts. times the cost
multiple of the characteristic.

Example: To drain 1D6 of STR costs 10 x 1 = 10
pts. To drain 1D6 of REC would cost 10 pts. x 2
= 20 pts.

The characteristic to be drained must be chosen when
the power is purchased. This power only affects the
drained characteristic, not any characteristics
figured from the drained characteristic. Normally,
the drain only lasts for one of the drainer's phases;
for every +5 pts. spent on the power, the drain lasts
one additional phase. The effects of multiple drains
on one character are cumulative.

Cost = 1D6 for 10 pts. times cost multiple of
characteristic to be drained. Minimum cost = 10 pts.
Power has no range.

CHARACTERISTIC TRANSFER: This power allows the
character to temporarily subtract points from an
opponent's characteristic and add those points to his
own characteristic. The character may transfer 1D6
points of an opponent's characteristic to his own
characteristic for 15 pts. times the cost multiple of
the characteristic.

Example: The character wishes to transfer 1D6
of an opponent's DEX to his DEX. This costs 15
pts. times 3 = 45 pts.

The characteristic that the points are taken from is
determined when the power is purchased. The points
always transfer to the same characteristic that the
points were taken from. The transfer normally lasts
for one of the transferrer's phases. For every +5
pts. the transfer effect lasts for one extra phase.
Any characteristics figured on transferred
characteristics are not altered (i.e., Stun Pips
don't change when Strength is transferred).



Cost = 1D6 for 15 pts.
transferred characteristic.
Power has no range.

times cost multiple of
Minimum cost = 15 pts.

CLINGING: This power allows a character to cling to
walls and sheer surfaces, and to move upon them as if
they were level. While clinging, the character may
exert a 10 STR for every 5 pts. in this power.
Characters use 1" of ground movement to move 1"
across a surface, and 2" of ground movement to move
1" up a wall. A character who uses more than the STR
allowed by his pts. in Clinging will fall off the
surface. A character may always use his full STR to
do damage while Clinging, regardless of his points in
Clinging.

Cost = 10 pts. for ability to exert up to 20 STR,
+10 STR for 5 pts. Minimum Cost = 10 pts.

DAMAGE RESISTANCE: This power allows the character to
use his PD and/or ED versus killing attacks. The
character uses half of his PD or ED versus Kkilling
attacks according to the following table:

1/2 Defense versus Cost

Hand-to hand killing attacks 5 pts.
Hand-to hand and ranged killing attacks 10 pts.
Energy killing attacks 10 pts.
All killing attacks 15 pts.

Hand-to hand killing attacks include such things as
knives and claws. Ranged killing attacks includes
such things as bullets and shell fragments. Energy
killing attacks would be lasers, etc.

The character with Damage Resistance uses 1/2 his
defense versus the BODY done by a killing attack, and
he is allowed his full defense versus the STUN done
by a killing attack.

Example: A character with a PD of 15 has Damage
Resistance versus hand-to-hand and ranged
killing attacks. An agent with an autocarbine
shoots the hero, doing 7 BODY and 21 STUN. The
hero subtracts 1/2 his PD of 15 from the BODY
done by the attack: 7 - 8 = -1, so no BODY
damage was done to the hero. The hero subtracts
his full PD from the STUN done by the attack:
21 - 15 = 6. The hero takes 6 STUN.

Damage Resistance may be purchased twice, thus
allowing the character to use his full defense versus
killing attacks.

Cost = 5 pts. for hand-to-hand killing attack
resistance, 10 pts. for hand-to-hand and ranged
killing attack resistance, 10 pts. for energy killing
attack resistance, and 15 pts. for all killing attack
resistance. Power costs no END to use.

DANGER SENSE: This power gives a character a sixth
sense about danger, alerting him to surprise attacks,
traps, and things that could be harmful to him. The
character gets a base 11 or less chance on 3D6 to
sense danger for 10 pts. The Danger Sense chance is
+]1 for every 3 pts. spent. Normally, Danger Sense
just gives the character the "feeling" of being in
danger. If the character reacts he is allowed his
full Defensive Combat Value versus an attack. If a
character rolls less than or equal to 1/2 his Danger
Sense Roll the true position and type of danger are
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known well enough for the character to launch an
attack at full Offensive Combat Value.

Cost = 10 pts. for base 11 or less roll, +1 to roll
for every 3 pts. Power costs no END to use.

DARKNESS: This power allows the character to create
an obscuring darkness in an area around the
character. An area 2" in radius can be made equal to
full darkness for 10 pts. Darkness acts as night,
with a base sighting modifier of -3 and a range
modifier of -1 per 1" range. The Darkness may be made
impervious to normal sighting for +5 pts. The
Darkness may be made impervious to Ultraviolet and
Infrared Vision for +5 pts. The Darkness may be made
impervious to Radar for +5 pts. and impervious to
X-ray Vision for another +5 pts. The radius of the
Darkness may be expanded by +1" for every +5 pts.

Cost = 10 pts. for 2" radius Darkness. Impervious
to normal sight, +5 pts. Impervious to Ultraviolet
and Infrared vision, +5 pts. Impervious to Radar, +5
pts. Impervious to X-ray vision, +5 pts. +1" radius
for +5 pts.

DENSITY INCREASE: This power allows a character to
become stronger and physically tougher by increasing
his density. Density Increase adds to the character's
STR, CON, PD, ED, and BODY without changing the
character's appearance. The character gains the
following qualities for every 10 pts. in Density
Increase:



+5 STR

+5 QON

+3 fully resistant FD
+3 fully resistant ED
+1 BODY

-1" of knockback

2x nommal mass

A character's added STR, CON, and BODY do not
affect his figured characteristics. The STR added by
Density Increase does not add to the distance a
character may leap.

Cost = 10 pts. for +5 STR, +5 CON, +3 fully
resistant PD and ED, +1 BODY, and -1" knockback, and
2x mass. Minimum cost 10 pts.

DESOLIDIFICATION: This power allows a character to
became insubstantial, to walk through walls and

ignore attacks. When this power is used the character
is immune to all normal physical, energy, and mental
attacks. The character is also immune to such things
as Characteristic Drain. The character may move
through walls and other solid objects at the rate of
1 Body Pip of wall per 5 pts. in power per phase.

Example: A person with 40 pts. in
Desolidification would move through 8 Body Pips
of wall per phase.

When a character is Desolidified, he may not affect
the physical world in any way, and he may launch no
attacks. Two characters that are both Desolidified
affect each other normally.

Cost = 40 pts. Move through 8 Body Pips of wall, +1
Body Pip of wall for +5 pts. Minimum Cost = 40 pts.

EGO ATTACK: This power allows a character to attack
directly into another character's mind, bypassing
normal defenses. After making an Attack Roll based on
Ego Combat Value, the attacker rolls 1D6 of damage
for every 10 pts. in Ego Attack. The target subtracts
his Ego Defense (if any) and takes any remaining
damage. Ego attacks are STUN only , have no effect on
inanimate objects and do no knockback. Ego attacks
require that the attacker has a clear line of sight
to the target, and the attack has no range modifier.

Cost = 1D6 damage for every 10 pts. Minimum cost =
10 pts. No range modifier, requires line of sight.

EGO DEFENSE: This power allows the character to
resist some of the effects from Ego Attack, Mind
Control, Mental Illusions, Mind Scan and Telepathy.
The character gets his INT/5 + the number of pts.
spent as an Ego Defense. Example: a character with an
15 INT buys 5 pts. of Ego Defense. His Ego Defense is
therefore 15/5 = 3, 3 + 5 = 8. When the character is
attacked by one of the powers listed he subtracts his
Ego Defense from the points of damage done by the
attack, or from the points of effect from the attack.

Example: A character with Ego Defense is
attacked by Mind Control. The Mind Control is
rolled, and has 35 pts. of effect. The
character's Ego Defense is 8. The points of
effect of the Mind Control would be 35 - 8 =
27.

Cost = 1 pt. for +1 Ego Defense, base Ego Defense
INT/5. Minimum Cost = 5 pts. Power costs no END to
use,
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ELEMENTAL CONTROL: This power allows a character to
buy several related powers at a reduced cost. The
character creates a power reserve and defines three
powers to operate under this reserve, each at 1/2 the
number of points in the reserve. Thus, a character
would define a 60 pt. reserve with three powers that
worked out of the reserve. Each power would operate
at 30 pts. If a character wants more than three
powers to operate out of the point reserve, the cost
is (pts.in power reserve)/5 per each extra power.

Example: A villain puts 60 pts. of power in a
reserve. His three powers are grouped under the
title control of air and winds. His powers are
Flight (wind riding), Energy Blast
(concentrated air blasts, a physical attack),
and Force Wall (defined as a wall of wind, all
the defense points are in PD.). The powers all
operate at 30 pts. of power, and the villain
can use all of them at the same time at that
power level if he wishes to expend the END
necessary. The villain then decides to add
another power to his Elemental Control,
Telekinesis (defined as focussed winds). Adding
this power to the Elemental Control costs 60
pts./5 = 12 pts. The total cost of the
Elemental Control is now 60 ps. + 12 pts, = 72
pts.

Each power under an Elemental Control is considered
separately in terms of power limitations and power
advantages. The active total of the powers under the
Elemental Control does not have to be the same. A
character may also increase the points in one of the
powers of the Elemental Control separately, the extra
points are added to the power's base number of pts.

Example: The willain decides to increase his
points in Energy Blast by 10 pts. For 72 pts. +
10 pts. = 82 pts. the villain now has 30 pts.
in Flight, 40 pts. in Energy Blast, 30 pts. in
Force Wall, and 30 pts. in Telekinesis.,

The Reduced Endurance Cost power advantage may be
purchased based on the point reserve in the Elemental
Control. The Endurance Cost Reduction then affects
all of the powers in the Elemental Control.

Examples of Possible Elemental Controls:

Ego Powers:

Ego Attack
Mental Illusions
Mind Control

Telekinetic Powers:

Telekinesis

Telekinetic Shield ( bought as Force Field)
Telekinetic Fist ( bought as Energy Blast,
physical attack)

Weather Powers:
Fog (bought as Darkness)
Whirlwinds

(bought as Energy Blast, area
effect)
Wind Riding (bought as Flight)
Ice Powers:
Ice Ram (bought as Energy Blast, physical

attack)

Ice Armor (bought as Armor)

Ice Slide (bought as Running, special effect:
slides along ground)

Cost = 2x point base. 3 powers at point base.

+total cost/5 for +1 power.



ENERGY BLAST: This power allows the character to
attack at range with bolts of energy. The character
states his target and makes an Attack Roll. The
character then rolls 1D6 for every 5 pts. in Energy
Blast as a normal attack versus the character (see
sections on Determining Damage and Taking Damage).
Energy Blast should be defined when the power is
bought as to what type of energy it is (see section
on Special Effects). Energy Blast may be defined as a
STUN only attack. The Energy Blast must be defined
when it is purchased as to whether the attack does
knockback or not. The maximum range for Energy Blast
is 5 x pts. in inches.

Cost = 1D6 for every 5 pts. in Energy Blast.
Minimum Cost = 10 pts. Maximum Range = 5 X pts. in
inches. Range Modifier is -1 for every 3".

ENHANCED SENSES: These powers all give the character
to sense things beyond the range of normal human
senses. We feel that the senses are related in some
ways, so the cost is reduced if the character buys
several Enhanced Senses. The two most expensive
Enhanced Senses are bought at the listed cost. The
next two most expensive Enhanced Senses are bought at
1/2 times (x1/2) the listed cost. BAny further
Enhanced Senses are bought at 1/4 times (x1/4) the
listed cost. Enhanced Senses do not cost END to use.
Multiple buys of the same Enhanced Sense do not count
toward the reduced cost sequence.

Enhanced Vision: +1 to sight Perception Roll,
+1" to Range modifier for sight Perception
Roll. Cost = 3 pts.

Infrared Vision: Character sees heat patterns
and traces. Allows normal sighting at night,
but the character cannot make out details, only
outlines. Cost = 5 pts.

Ultraviolet Vision: Character sees at night as
well as he does during the day, no night
modifiers are taken. Cost = 10 pts.

Telescopic Vision: Allows the character to
define a point at a distance, and sight to that
point as if it were 1/10 the distance away.
Cost = 15 pts.

Microscopic Vision: Allows the character to
view things at close range at 10x
magnification. Cost = 10 pts.

X-ray Vision: Allows the character to make
normal spotting rolls through walls and light
substances, will not penetrate 1lead, high
energy fields, or dense substances. Cost = 20
pts.

N-ray Vision: Allows the character to make
normal spotting rolls through any material not
specifically prohibited by the GM. Cost = 30
pts.

Enhanced Hearing: +1 to hearing Perception
Roll, +1 to range modifier on Hearing
Perception Roll. Cost = 3 pts.

Ultrasonic Hearing: Allows the character to
hear very high and very low frequency sound.
Enables the character to spot Active Sonar.
Cost = 10 pts.

Parabolic Hearing: Allows a character to define
a point at a distance and hear as if the point
were 1/5 the distace away. Cost = 15 pts.
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Active Sonar: Allows the character to £find
objects with a successful Hearing Perception
Roll. The character knows where the objects are
as well as if he could see them. The character
also emits ultrasonic sounds. Cost = 20 pts.

Passive Sonar: Acts as Active Sonar except the
character does not emit any sound. Cost = 25

pts.
Discriminatory Smell: Allows a character to
make a Smell Perception Roll to identify
smells. Cost = 5 pts.

Tracking: Allows the character to track by
scent with a successful smell Perception Roll.
Cost = 15 pts.

Radio Hearing: Allows a character to hear
normal AM, FM, and Police band signals. Cost =
3 pts.

i di ing: Allows a character to
hear up and down all the radio communications
bands. The character may search for a specific
frequency on a roll of 9 + (INT/5) or less.
Enables the character to spot Radar. Cost = 10

pts.

360 Degree Vision: Allows a character_to make a
sight Perception Roll against any point around
the character. Cost = 20 pts.

Radar Sense: Allows a character to spot with a
base Perception Roll, with a range modifier _of
-1 per 10". A Radar sighting does not give
details, merely general outline. A character
with Radar Sense is a Radar Emitter. The range
modifier for Radar Sense doubles (2x) for every
+5 pts. Cost = 20 pts. 2x range modifier for
every +5 pts.



ENTANGLE: This power allows a character to immobilize
an opporent or create a barrier. The character must
make a normal ranged Attack Roll versus the target.
The character then rolls 1D6 for every 5 pts. in
Entangle. The dice are read as normal dice looking
for the BODY total (see Determining Damage). The
total number of BODY equals the strength of the
Entangle. To break an Entanglement the character must
equal or exceed the amount of BODY the Entangle has,
either through STR, Energy Blast, or other method of
doing damage. A character who is Entangled cannot
move and generally has his arms and legs pinned.
Entanglement may also be used to create a "wall" in
one hex (to create an Entangle over an area, use the
Area Effect Power Advantage), depending on the nature
of the Entanglement. An Entanglement could be such
things as webbing, ice bonds, turning the ground to
mud, an energy field, etc. Entanglement has a range
of pts. x 5 in inches.

1D6 of Entangle for every 5 pts. Minimum
5 x pts. in inches. Range

Cost =
Cost = 10 pts. Range =
modifier = -1 per 3".

EXTRA LIMB: This power allows the character to
possess a usable extra limb (example: a prehensile
tail or an extra arm). The limb acts as any other
limb in combat with the character's normal STR and
DEX. This power does not allow the character extra
attacks in a phase.

Cost = 10 pts. for each Extra Limb. Minimum Cost =
10 pts, Extra Limb costs no END, but using STR with
the Extra Limb incurs the normal END cost.

FASTER THAN LIGHT TRAVEL: This power allows a
character who flies to travel faster than light when
in space. The character may fly faster than light in
space for a cost of 10 pts. A character may only
travel faster than 1light in space, never in
atmosphere. To compute how fast a character may
travel faster than light, determine how many inches
the character may fly in a full turn and use exactly
his Recovery in Endurance Pips. This is the
character's maximum sustained Flight speed. The
character may travel as many light years in a day as
he has inches in sustained Flight. The character's
speed in light years per day doubles (2x) for every
+5 pts.

Cost = FTL travel for 10 pts., 2x FTL speed for +5
pts.

FLASH: This power allows a character to produce a
blinding flash. The character makes an Attack Roll,
and then rolls 1D6 for every 10 pts. in Flash. The
character totals the amount of BODY done by the dice,
and every character within a 1" radius for every 10
pts. is blinded 1 phase for every "Body pip" done.
The attack does no STUN or BODY damage, but merely
blinds. The character gets +1D6 of Flash in a +1"
radius for every 10 pts. Blinded characters act at a
Combat Value of 0 unless they have some form of
compensatory Enhanced Sense (such as Sonar).
Characters who are prepared for a Flash attack (cover
their eyes, turn their head, etc.) are not Flashed.
Flash does not work in a Darkness field. Flash has a
range of 5 x pts. in Flash.

Cost = 1D6 of Flash in a 1" radius for 10 pts.
Minimum Cost = 20 pts. Maximum Range = 5 x pts. Range
modifier = -1 per 3".
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FLASH DEFENSE: This power lessens the effect of Flash
upon a character. The character subtracts 1 phase
from the number of phases he would be blinded by the
Flash for every 1 pt. invested in Flash Defense.

Cost = -1 phase Flashed for every 1 pt. Minimum
Cost = 5 pts. Power costs no END to use,

FLIGHT: This power allows the character to fly. The
character may fly at 5" per phase for every 10 pts.
in Flight. The character gains +1" of Flight for

. every +2 pts. spent. Climbing, diving, turning and

noncombat Flight speed are covered under Movement.

Cost = 2 pts. for evry 1" of Flight. Minimum Cost =
10 pts. END cost is 1 END for every 5" of Flight.




FORCE FIELD: This power allows the character to
create around himself a field of energy that absorbs
damage. This Force Field protects the character with
10 pts. of fully resistant defense for every 10 pts.
of the power. The character gains +1 resistant
defense point for every +1 pt. invested. The
character must decide when buying the power what
portion of his Force Field will act versus physical
attacks and what portion will act versus energy
attacks.

Example: Our hero puts 20 pts.in Force Field.
He decides that at full power, the Force Field
will acts as +B resistant PD and +12 resistant
ED. The character subtracts 8 BODY from any
physical killing attack or normal attack, and
subtracts 12 BODY from any killing or normal
energy attack. The character adds his PD to the
+8 PD for the Force Field when subtracting STUN
from all physical attacks. Likewise, the
character adds +12 to his ED wversus the STUN
from all energy attacks.

The ratio of points in PD and ED decided when the
character buys Force Field remains constant at all
times.

Example: Our hero with 20 pts. of Force Field
decides it will act as +8 PD and +12 ED at full
power. If the hero decides to run his Force
Field at half power, the Force Field would add
+4 PD and +6 ED.

resistant defense for every +1 pt.
= 10 pts.

Cost = +1
Minimum Cost

: This power acts as a Force Field except
that a Force Wall covers a circle of hexes at range.
This field protects with 5 pts. of fully resistant
defense for every 10 pts. invested. This field
protects a circle with a radius of up to (pts. in
Force Wall/1l0"). Like Force Field, the proportion of
the Force Wall that adds to PD and ED must be
specified when the power is bought. The range from
the caster to the center of the Force Wall may be up
to (pts. in Force Wall) in inches.

Cost = +1 pt. resistant defense for every 2 pts.
Minimum Cost = 10 pts. Radius = (pts. in Force
Wall/10"). Range = pts. in Force Wall in inches.

GLIDING: This power allows the character to glide
through the air. The character may glide 8" per phase
for every 10 pts. The character may glide +4" for
every +5 pts. To achieve gliding speed the character
must drop 1" in altitude for every 1" of gliding
speed. From a standing start the character is
considered to start with a velocity and altitude
equal to his upward leap in inches. Gaining altitude
is under the GM's control. Gaining altitude slowly is
easy under nomal circumstances.

Cost = +4" of Gliding for every 5 pts. Minimum Cost
= 10 pts. Gliding costs no END

GROWTH: This power allows a character to increase in
size, thus increasing his STR and other
characteristics. Growth increases a character's STR,

BODY, PRE, PD, ED, ground movement, and climbing
speed. Growth decreases a character's DCV and
knockback. The character has the following changes

for every 10 pts. in Growth:
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Character is 1 meter (3 feet) taller
+5 STR

+2 BODY

+5 PRE

+1 FD

+1 ED

+2" of ground movement

+1" climbing movement

+1 OCV in hand-to-hand combat
-1 DCV

-1" when knocked back

2x normal mass

The characteristics gained from Growth do not count
towards the figured characteristics.

Minimum Cost = 10 pts.

INSTANT CHANGE: This power allows a character to
instantly change from secret identity to superhero
form. The character may also change back instantly.
The character may change back into the clothes he was
wearing for 5 pts. The character may change back into
any set of clothes he wishes for 10 pts. Power costs
no END to use.

INVISIBILITY: This power allows a character to become
invisible. A character becomes invisible to normal
sight for 20 pts. Characters that are invisible
cannot be found with normal sight Perception rolls,
but may be found by hearing Perception rolls if the
invisible character makes noise. Characters who are
invisible leave a fringe around them at short range
where the light bends around the character. An
invisible character may be spotted with a normal
sight Perception roll at a range of 1" or less.Also,
normally invisible characters can be seen with
Infrared, Ultraviolet, X-ray or N-ray Vision, or with
Radar. A character's Invisibility may be improved to
cover these parts of the spectra. The character is
invisble to Infrared Vision and Ultraviolet Vision
for +5 pts. The character is invisble to X-ray Vision
for +5 pts., and N-ray Vision for and additiocnal +5
pts. The character is invisible to Radar for another
+5 pts. Finally, for an additional + x1/2 cost the
character does not have a fringe effect. So, to have
a character that is completely invisible would cost
20+ 5+ 5+ 5+ 5 = 40 pts., and without the fringe
effect that would cost 40 + (40/2) = 60 pts. total.

Cost = 20 pts. for Invisibility, +5 pts. for
invisibility to Infrared and Ultraviolet Vision, +5
pts. Invisible to X-ray Vision, +5 pts. Invisible to
N-ray Vision, +5 pts. Invisible to Radar, + x1/2 cost
no fringe effect.
Minimum Cost = 20 pts.

KILLING ATTACK (hand-to-hand): This power allows a
character to attack in hand-to-hand combat with a
killing attack like a knife or laser sword. The
character rolls 1D6 killing attack for every 15 pts.
invested. The character may add 1/2D6 for every 10
pts. of STR he uses with his killing attack. The
character may define his attack as physical or energy
damage. Killing Attack costs no END, but the STR used
with Killing Attack costs normal END.

Cost = 1D6 Killing Attack for every 15 pts. Minimum
Cost = 15 pts. No Range.



KILLING ATTACK (Ranged): This power allows the
character to project a Killing Attack at range that
acts like a bullet or laser. The character rolls 1D6
Killing Attack for every 15 pts. invested. The attack
may be thrown up to a range equal to 5 x pts. in
Killing Attack. The character must define whether the
killing Attack is physical or energy damage. Killing
Attacks ignore normal defense and are only stopped by
Damage Resistance and Force Fields.

Cost = 1D6 Killing Attack for every 15 pts. Range =
5 x pts. Minimum Cost = 15 pts.

LIFE SUPPORT: This power allows a character to
operate in unfriendly or deadly environments without
harm. The following table shows the point cost for
various types of Life Support. Each category of Life
Support includes all those above it on the chart
(i.e., 30 pts. of Life Support includes survival in
all enviromnments listed). Power costs no END,
Cost
5 pts...Character may breathe underwater
10 pts...Character does not have to breathe,
immune to inhaled gas
15 pts...Character is immune to gasses absorbed
throught the skin
20 pts...Character may survive in space or
under high pressure
25 pts...Character need not eat or excrete
30 pts...Character may survive under conditions
of extreme heat, cold, radiation, etc.
although he still takes damage from
attacks of these natures due to shock

MENTAL ILIUSIONS: This power allows a character to
project illusions directly into an opponent's mind.
After making an Attack Roll based on Ego Combat
Value, the character defines what illusion he wants
the target to see. The character then rolls 1D6 for
every 5 pts. in Mental Illusions, subtracts the
target's Ego Defense (if any), and the remainder is
campared to the target's INT according to the
following chart.

Mental Illusion total is greater than:

1 x target INT........Target sees illusion

2 x target INT,.......Target perceives illusion
with all of his senses

3 x target INT........Target
from illusory attacks

4 x target INT........Target may take both STUN
and BODY from illusory attacks

takes STUN

The particular illusion can have an effect upon how
real the target considers it. A well conceived
illusion that fits well into the surroundings and
events of the scenario is worth +1 level of effect
(move down the chart one line). A poorly worded or
absurd illusion is worth 1 or even 2 levels less
(move up the chart one or two lines). The maximum
amount of dice that a target may take from an
illusory attack is equal to the points in Mental
Illusion divided by five.

Cost = 1D6 of Mental Illusions effect for 5 pts.
Minimum Cost = 10 pts. Range is line of sight, no
range modifier.

MIND CONTROL: This power allows a character to
control the actions of another character. After
making an Attack Roll based on Ego Combat Value, the
attacking character rolls 1D6 for every 5 pts. in
Mind Control. The target's Ego Defense (if any) is
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subtracted from the total of the dice and the
remainder is compared to the defending character's
BGO according to the following chart.

Mind Control roll is greater than:

1 x target EGO........Target will perform
actions he is inclined to do
anyway.

EGO........Target will perform
actions he wouldn't mind
doing.

EGO........Target will perform
actions he is nommally
against performing.

EGO........Target will perform
actions he is wviolently
opposed to doing.

2 x target

3 x target

4 x target

The action that
perform must be
rolled.

the attacker wishes the target to
specified before the attack is

So long as the attacker keeps spending END the
target will continue to react to the first command
given to him, Each time a new command is given to the
target, or the target comes into a situation which
triggers one of the target's Psychological
Limitations, the attacker must reroll his Attack Roll
and his Mind Control Roll.

Cost = 1D6 for every 5 pts. Minimum cost = 10 pts.
Range is line of sight, no range modifier.




MIND SCANNING: This power allows a character to
search an area with his mind in order to find a
single mind. The character first defines how big an
area he wishes to search. This area may be of any
size. Then an Attack Roll based on Ego Combat Value
is rolled, modified by the number of people in the
area being scanned. The Attack Roll is modified
according to the following chart.

Number of people being scanned Modifier
P |
B P
P e A s ey g e
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64 (theater) .. ssncenesancrasnssssnsvensas=H
A Ll )
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SO0 o nvsvwmensammenssmeoesiss e ssgsses e
1000 (large building) seveessesscssessesaa—10
20005 v naariaasiviasll
4000 ' [smaL] EoWn) o vewesveensenssons s sesTle
T TP e P T py 3 i
16000 (medium tOWN) cueesscsscssessenseesa—14
D200, o 6w acw smmemaarerneiveise e wsiaa disnsne LD
64000 (large tOWN) eeveesscsscssssssssssss—lf
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250,000 (=mall city)esessesvsvsrssonsoessl8
500, 000w el
1 million (medium City).susssesssssnssessa=20
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If the total modified Attack Roll is less than 3,
than the area to be searched is too big and must be
reduced until the Attack Roll is a minimum of 3. The
character may buy +1 to Attack Roll only fof the
purpose of the scan for 3 pts.

Once the Attack Roll is made, the character then
rolls 1D6 for every 5 pts. in Mind Scan. The target's
Ego Defense (if any) is subtracted from the total and
the remainder is compared to the target's EGO
according to the following chart:

Mind Scan total is greater than:

1 x target BEGO.......General position of
target is known

2 x target EGO.......Target's exact position
in area is known

3 x target EGO.......Character may use any
other mental powers (Ego Attack, Mind Control,
Mental Illusions, or Telepathy) on the target
with a normal Attack Roll.

The character need only expend END to maintain l}is
knowledge of the target's position from then on. Mind
Scan does not work on inanimate objects.

Cost = 1D6 Mind Scan for 5 pts. M.inimu;n Cost = 10
pts. +1 to Attack Roll for every +3 pt. Line gf sight
is not necessary, and there is no range modifier.
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MULTIPOWER: This power allows the character to have
several different powers that draw from a common
point reserve. The character first sets aside a point
reserve, then chooses which powers will draw off of
this point reserve.

Example: Our hero decides to set up a
Multipower. He sets aside a point reserve of 50
pts. He then decides that he wishes to have
Flight, Energy Blast and Force Field in his
Multipower. Our hero now decides from phase to
phase how the 50 pt. reserve is divided among
those three powers. He may place all 50 pts. in
Flight, and therefore there are no pts. in
Energy Blast or Force Field. He may put 10 pts.
in Flight, 10 pts. in Force Field and 30 pts.
in Energy Blast. The point reserve may be
divided any way the character chooses each
phase as long as the pts. do not add up to more
than the point reserve.

The character pays for each power (hereafter called
a "slot") in his Multipower. The cost for each slot
is equal to the number of active points that may be
put into the slot divided by 5. Cost of slot =
(maximum active pts. in slot/5)

The cost of a slot in the Multipower example above
would be 10 pts. If the character wished to have a
lower limit on the amount of points in one of the
slots, he would pay less. If the character wished to
restrict his Flight slot to a maximum of 30 pts.
instead of the full 50 pts., the cost would only be
30/5 = 6 pts. A character may also define one or more
of his Multipower slots as "fixed". The amount of
points that may be put into a fixed slot (also called
an ultra) is decided when the power is bought. The
cost of a fixed slot is equal to the number of pts in
the slot divided by 10. Cost of a fixed slot = (pts.
in slot/10)

The hero of the example might decide to make his
Force Field an ultra, fixed at 30 pts. Thus whenever
the hero decides to use his Force Field, he must put
30 pts. of his reserve into Force Field, no more, no
less. The ‘slot only costs him 3 pts. instead of 6

Power limitations may be applied to Multipowers. If
the 1limitation applies to a slot within the
Multipower, then the limitation serves to increase

the amount of active points in that slot (and
therefore increases the cost of that slot). If the
limitation is applied to the whole Multipower, then
the limitation reduces the cost of the point reserve
and the slots.

Example: Our hero has a suit of powered armor
with several powers built into it.The hero puts
Flight, 'Force Field, and Energy Blast in a
Multipower. The point reserve is 30 pts. The
hero wants his Energy Blast to be flexible, so
he has a standard slot with a maximum of 30
pts. in the slot, which costs 30 pts./5 = 6
pts. for his Energy Blast slot. The hero
decides that his Flight slot is variable to 30
pts., so that slot costs him 30/5 = 6 pts. He
decides that he only needs the Force Field 3
times a day, so he buys that slot with the
Charges limitation. That limitation gives him a
+1 bonus (see Limitations), so there are (1+1)
x 30 pts. = 60 active pts. in that slot. The
hero figures that he won't need to vary the
points in his Force Field slot, so he makes
that slot fixed at 60 pts. The cost is then 60
pts./10 = 6 pts. The total cost of the



Multipower is 30 pts. for the point reserve
plus 6 pts. for the Energy Blast slot, 6 pts.
for the Flight slot, and 3 pts. for the Force
Field slot. The total cost of the Multipower is
30 + 6 + 6 + 3 = 45 pts. The entire Multipower
is bought with the Focus limitation (see
Limitations), giving a +1/2 bonus in this case.
So the entire Multipower only costs 45/(1 +
1/2) = 30 pts.

Characteristics and skills may not be placed in
Multipowers without special permission from the GM.
The character should have an excellent justification
for the GM to allow a characteristic or skill to be
put into a Multipower.

Cost = 1 pt. for every 1 pt. in the power reserve,
active pts. in slot/5 = cost of slot, active pts. in
slot/10 = cost of fixed slot. Minimum power reserve =
10 pts.
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REGENERATION: This power allows a character to
recover BODY faster than the normal rate of 1/10 REC

in BODY per day. The character with Regeneration will
regain one Body Pip each time he recovers for every
10 pts.

Cost = recover 1 BODY each recovery for 10 pts.
Minimum Cost = 20 pts. No END cost.

RUNNING: This power allows a character to run faster
than the 6" per phase nommally allowed. The character
gains +1" of ground movement for every +2 pts. spent.

Cost = +1" of ground movement for every +2 pts.

SHRINKING: This power allows a character to decrease
in size, becoming more difficult to see and to hit.
The character may shrink to 1/2 size for every +5
pts., adding +2 to his DCV and -2 to all other
character's sight Perception Rolls. The character
also has -2" ground movement and +3" to any knockback
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that occurs to the character, and 1/8 normal mass.

Cost = +2 DCV, -2 sight Perception Rolls by others,
-2" of ground movement, +3" of knockback, 1/2 size,
and 1/8 mass for every +5 pts.

STRETCHING: This power allows the character to
stretch parts of his body, attack at range and reach
for things at long distances. The character may
Stretch 1" in combat for every 5 pts. invested. The
character's Stretching distance is doubled out of
cambat. Attacks made at range have a range modifier
of -1 for 3", first 3" at -0.

Cost = +1" of stretching for every 5 pts.(2"
noncombat stretch). Minimum Cost = 10 pts.

SUPERLEAP: This power allows the character to leap
great distances. A character may normally leap 1"
forward for every 5 pts. of STR, and 1" upward for
every 10 pts. in STR. (see Movement). A character may
leap 2x his normal distance for every 10 pts. in
Superleap. A character must always leap in a straight
line.

Cost = 2x distance for every 10 pts. Minimum Cost =
10 pts.

SWIMMING: This power allows a character to swim
faster than the 2" normally allowed. The character
gains +1" of Swimming for every +2 pts. spent.

Cost = +1" 