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Blood of Heroes: Sidekick 

WORD FROM THE AUTHOR 
Welcome to the Blood of Heroes (BoH) Rules 

Sidekick. This supplement to BoH contains new rules and rule 
clarifications that weren't included in the core rulebook. 
Everything here supercedes previous rules, but all of it is 
optional and not necessary for you to run a successful BoH 
game. It just answers a lot of questions, five years worth of 
questions in fact. 

As most of you know, the BoH system (called 
"Mayfair's Exponential Gaming System" or MEGS) was once 
used long ago for another super-hero role-playing game 
(whose title we cannot mention for legal reasons). After that 
system was discontinued (and unknown at the time to Pulsar 
Games Inc.) a large contingent of fans on the Internet formed 
a mailing list to discuss the game system. Quite a few rules 
were clarified (such as Invulnerability, Superspeed, and 
Recall) and new rules, powers, advantages, drawbacks, 
maneuvers, etc. were created. Since quite a few of these rules 
were my own, I took it upon myself to collect them all. I sat 
down and rewrote each and every rule so that it would work 
with every other new rule, as well as with the system, getting 
rid of anything that didn't fit. And as I keyed the booklet up 
for distribution across the internet, I discovered that Pulsar 
Games Inc. had licensed the MEGS system from Mayfair 
Games. 

So, instead of sending this out on the internet, with per
mission from the contributors, I submitted the book to Pulsar 
Games. With a few adjustments, you now hold that book in 
your hands along with a great campaign setting of my own 
called "The Guardians". The Guardians are a variety of 
Characters for use as NPCs or even as PCs. These Characters 
are made up precisely of specific amounts of points, and can 
easily be used as PCs for pick-up games when no one wants 
or has time to make Characters. In fact, I made sure there 
were enough Hero Points leftover to customize most of these 
Characters. 

The main purpose of this book is to get a variety of 
house rules that are tooled up to work with the previously pub
lished game. Not many people take unpublished supplements 
seriously, and Pulsar Games realized this. We're not in this for 
the profit. We're in it for the fun of gaming, the fans of the 
system, and of course, the babes. Who wouldn't be? 

Si"]kA~end, 

Joshua D. Marquart 

HOW TO USE THESE RULES 
These rules are not meant to change existing rules but 

are all fully optional and supplement Blood of Heroes. A big 
fan of the system, Charlie Luce, once explained the use of 
supplements. 

"I always figured that whatever the game company 
published on the subject was official, at least if it wasn't too 

vague to figure out or was contradictory. Close behind were 

INTRODUCTION 
any verifiable statements from the game authors/editors/com
pany big shots. On the other hand, GMs putting their own 
spin on the 'official rules' is an old and hallowed RPG tradi
tion. My players know that if they want to check a rule, look 
in the campaign house rules first, the system house rules sec
ond, and the 'official' rules last; and it doesn't hurt to ask me, 
the GM, just in case." 

"I have changed a goodly number of rules in my time 
but always because I thought I had a better one (at least at the 
time). I can see why a GM might have to alter a scenario to 
keep things from going terribly wrong and maybe even, out of 
dire necessity, alter an NPC writeup for the same purpose. 
One of the marks of a skilled GM is that they can do that sort 
of thing without the players ever suspecting anything. On the 
other hand, I would never, ever, change a rule just to help a 
scenario work out. Until someone manages to come up with 
the perfect gaming environment, the mechanics of a game is 
all the players have to tell them what an action on the part of 
their (and any other) character means. To me as a GM, chang
ing a rule without notifying the players in advance is a viola
tion of an implied contract to run a fair game and no better 
than a player who cheats." 

So, if you do decide to use this manual, or just one rule 
from this manual, make sure you inform your players so that 
they know. 

THE ULTIMATE RULE 
"I wrote the 'official' <Second Edition> MEGS rules, 

so I'll go ahead and make your opinion official. Anything the 
GM says goes - it's just that simple. The GM takes prece
dence over the adventure, the rules, everything." 

- Ray Winninger 

CONVERTING CHARACTERS 
These new rules create quite a few changes in 

Character structure. If the ruling on an Ability (which means 
a Power/Skill/ Attribute/ Advantage/Drawback) has changed, 
just go ahead and use the new ruling. If the cost of the Ability 
has changed, don't bother adjusting the old Character, as this 
boils down to a lot of nitpicking and might cause arguments 
between you and your fellow gamers. If a Skill or Power has 
a new subset (a Subskill or Bonus) that increases the initial 
cost of the Ability, play the Character as though he did not 
purchase the subset. If something can be added to the 
Character without changing him entirely (such as adding the 
free Familiarities), this should be done with no problem. 

All Characters created from here on out (including in 
future Blood of Heroes supplements) will use the rules 
changes from this book. If it really comes down to it, recre
ate your Characters. Need an explanation as to how the 
Character acquired the new abilities? This is a super-hero 
game. Some reality-altering super-villain (or super-hero) has 
altered the cosmic balance, causing a reality shift in this and 
all other dimensions. The reality shift is the reason that every
one has to rewrite his or her abilities. And if you're a sick 
enough GM, you've already realized that this could actual-
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JNTR,ODUCTION 
ly branch off into an adventure to stop the super-villain (or 
hero) and return the universe to the "old rules", but I' ll leave 
that up to you. 

BLOOD OF HEROES PRINTIG ERRORS 
Everybody makes mistakes, and no one is perfect. 

Here is a list of corrections for the original Blood of Heroes 
rulebook, also available at our website: 
http://www.pulsargamesinc.com 
Page 40: AP Purchase Chart: Wealth is FC 2. Other Attributes 
are FC 6. Action Attributes are FC 7. AP 15 at Factor Cost 2 
costs 80 Hero Points, not 60. AP 44 at FC 1, costs 800 Hero 
Points, not 900. 

LIST OF REVISIONS 
There are many changes from the original rulebook, 

which includes a variety of revised powers, skills, advantages, 
drawbacks, bonuses, and limitations. The revisions that have 
occurred are listed here for ease of location. These lists leave 
out all the new Abilities introduced in this manual. If a power 
occurs in both the original Blood of Heroes book and the 
Sidekick Sourcebook, you should probably use the the inter
pretation and costs given in the Sidekick Sourcebook (unless 
you disagree with the rule. Every rule is optional). 

Replaced Advantages 
Buddy is replaced by Confidant. 
Free Access and Security Clearance are replaced by Credentials. 

Revised Advantages 
Area Knowledge 
Attractive 
Connoisseur 
Connections 
Life Sense 
Pet 
Sharp Eye 
Popularity 
Scholar 

Replaced Drawbacks 
Arch Enemy has been determined to be a Subplot and is no longer 
considered a Drawback. 
Married is replaced by both Dependant and Debt. 

Revised Drawbacks 
Alter Ego 
Irrational Attraction/Hatred/Fear 
Secret Identity 
Creepy Appearance 
Traumatic Flashbacks 
Vulnerability 

Revised Bonuses 
Area Effect 
Range 

Revised Limitations 
Diminishing 
Fatiguing 
Lethal 
Power Always On 
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Replaced Powers 
Dispersal 
Mind Over Matter 
Recall 
Superspeed 
Two Dimensional 
Time Control 

Revised Powers 
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Analytical Smell and Taste I Tracking Scent 
Animate Image 
Attraction/Repulsion 
Cell Rot 
Damage Transference 
Danger Sense 
Darkness 
Density Increase 
Detect 
Disintegration 
Energy Absorption 
Extra Limb 
Flame Being 
Flight 
Force Field 
Force Manipulation 
Force Shield 
Glue 
Growth 
Ice Production 
Invulnerability 
Jumping 
Mental Freeze 
Mind Drain 
Molecular Chameleon 
Mutation 
Mystic Freeze 
Neutralize 
Omni Power 
Paralysis 
Regeneration 
Sealed Systems 
Self-Link 
Self Manipulation 
Snare 
Speak With Animals 
Split 
Spiritual Drain 
Stretching 
Super Ventri loquism 
Suspension 
Systemic Antidote 
Vibe 

Replaced Skills 
Martial Artist 

Revised Skills 
Acrobatics 
Artist 
Detective 
Medicine 
Military Science 
Occultist 
Scientist 
Weaponry 



Chapter II: 

ADVANTAGES 
ht. N,QTE ABOUT CRE.ATJ.:N'G 

MOU- OR LESS· 
POWER:Fl'JL C.RARA.CTERS. 

Cbanrcters pnr-0basing Advantages and 
Dnwba~ks shoUJ.ll lmittiply the oost of Advantages and 
~wbae.ks ®quired during Charatter Creation hy, their 
Chamc~ Creation Multiplier. The Multiplier for 4'60i 
~.int ~ters is 1, :w~ 000 ~.int Ch.ara:efers bav.e 
a MUlb'plier of Z, an'd ~ on. l'ltis Multiplier g0eS fur 
all kd:vantages except f0r filadgetsb\rtifaots, Rituals, 
Sidekieks, and Pets. This Js beeause, unlike other 
Advan~ies-i Ctadgets/krtif-aets, Si~kicks, an~ Pets can 
ceasily be loot in a oom9~ situation. Rituals ~uire that 
tf\e C~ter purohases ithe Ocoultist (Ritual Magic:) 
8Wl in order (O \f&e them, .otherwise the Ritual e$ter 
will ieeei:ve a ~ruilty to the Ritual's-effecJs. The oonu:s 
~5 HP acquired f-0r writing a GJtamGter's Desoriptioll, 
Pei:sanali~ . an'd Backgrountl History ~ n,ot affee~ 
b)' the Cbaracten Cro_tion Multiplier. 

Advantages are bennies, perks, possessions, and other 
capabilities that are not measured in APs. A Character either 
has the Advantage, or he does not. 

Listed next to each Advantage is its Cost in Hero Points. 
These Costs are all subject to the Character Creation 
Multiplier. For example, if you are playing a campaign with 
a Multiplier of x2, an Advantage with a listed cost of 50 Hero 
Points costs 100 Hero Points. Remember that the Gadget, 
Artifact, Ritual, Sidekick, and Pet Advantages are not 
multiplied by the Character Creation Multiplier. 

An asterisk (*) following an Advantage's Cost indicates 
that under normal circumstances, the Advantage can only be 
purchased during initial character creation. The Advantage 
cannot be added via Character Growth. A dagger (!) 
following an Advantage's Cost indicates that the Advantage 
may be added via Character Growth only if the Character 
fulfills a special listed requirement during game play. 
Advantages added through Character Growth must be paid 

for, unless an Advantage is assigned to the Character as an 
arbitrary Game Master award. 

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

Area Knowledge 
Hero POin't ~: 'tS OJ.' 20 ! 

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

The exact area in question must be specified at the time 
the Advantage is purchased. Area Knowledge may be 
purchased more than once by Characters familiar with more 
than one area. Normally, the area selected must be roughly 
the size of a city. New York, Cincinnati, the Louisiana bayous, 
and the Grand Canyon are all appropriate areas. By selecting 
an area the size of a single neighborhood within a larger city 
(Greenwich Village, New York), the hero can reduce the Cost 
of Area Knowledge to 15 HP (the normal Cost is 20). 

A Character with Area Knowledge can automatically 
locate any major landmark within his area of expertise (i.e. 
"Where is the Statue of Liberty?", "Where can I find Union 
Terminal?", "Which way to police headquarters?", etc ... ). 

Area Knowledge Landmark Identification Cb.a'rt 

Landmark 
M.0tewottby landmark :or 1ooale 
Ne.&(eSt ht>spjtal, ohureh, restaurant, ere. 
A ~.ilie (but not pai:tic.lil'.atly famou~) restaurant, hi:iSpital ete. 
Ao o,mcur.e teStautailt, ere. 
A oelebrity'iS (a Cliara-erer with Public lden:tity Draw~ck) private tesideMe 

DJftleulty 
Ea:sy 
Easy 
Challe«ging 
J}jfficult 
Extreme 

l\Nt.lt'V 
Automatic 
~un>matle 
~2 
4/4 
818 
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Less significant landmarks can be located with a successful 
Perception Check against an appropriate OV /RV. 

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

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

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

C Attractive ) 
Hero Point Cost: 15 * -----------As the name implies, Characters with this Advantage are 

unusually physically attractive. In general, they can count on 
turning heads and attracting a great deal of attention wherever 
they go. Attractive Characters receive a+ 1 Column Shift (CS) 
bonus to their AVs and EVs when using Persuasion against a 
person who might be sexually attracted to the Character (see 
Chapter 6: Character Interaction in the Blood of Heroes Rules 
book). 

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

Example: Both Taniera and Sage have the Attractive 
Advantage. 

ADVANTAGES 

Confidant/ Silent Assistant 
Hero }>"o1nts Cost : 25 or greater ! 

- . 

The Confidant Advantage has replaced the Buddy 
Advantage. Characters with the Confidant Advantage are 
assumed to have a close personal friend who acts as an advisor 
and ally. Although a Confidant will not normally place 
himself in mortal danger to aid the hero, he will offer any 
other reasonable assistance including: help protecting the 
hero's secret identity, research assistance, the use of a Skill or 
Subskill for the hero's benefit, etc. For Character Interaction 
purposes, assume that the Confidant is Enamored with the 
hero. A Confidant does not need to know the hero's Secret 
Identity if he has this Drawback. An example of this would be 
the Police Commissioner who does not know the identity of 
the local hero. 

Just after purchasing this Advantage, the Player is 
responsible for building his Character's Confidant's statistics 
and designing a brief Character Background (always subject 
to GM approval). For a Cost of 25, the Player builds the 
Confidant on 150 Hero Points (HP). 25 HP is the minimum 
amount that a Confidant will cost. Each extra (l) Hero Point 
the Player's Character contributes to the cost of a Confidant 
allows 5 additional HPs to be spent on the Confidant's 
creation. For example, a 200 HP Confidant that costs the 
Player 30 HP. A more capable Confidant made of 300 HP 

The differeB£e between 
Confidant and Dependent 

Lill.:.e many Advantages, a Confidant can 
sometimes se,l'Ve to a hero's disadvantage (for instance, 
the Confidant might be captured by one of the hero's 
enemies and used as a hostage). Similarly,, a Dependent 
(see Drawbacks) can sometimes aid or assist a hero. 
For these reasons, it is sometimes difficult to decide 
when an NPC is best labeled a Confidant and when he 
is best labeled a Dependent. 

The essep.___tial difference is that Confidants are 
primarily h.elpful te the hero, while Dependents are 
primarily distracting. Let's assume that you'd like your 
be,ro ro have a kindly old grandfather who is a bruliant 
scientist If you take the grandfather as a Dependent, 
you are signaling to the GM that yo11 expect to spend a 
l'~t of time and e.ne.rgy rescuing the grandfather, dealing 
willi bis eccentricities, and so forth. And you can bet 
that your GM will make sure that you do so! On the 
other hand, if you purchase the grandfather as a 
Cont;.dant, you shew f"o the GM that you see the 
gr-andfatber•s role as chiefly bene.ficial. Grandpa is 
rarely captured and almost never presents a burden. In 
either ease, y;ou can probably expect the grandfather to 
oecasionally use bis Scientist Skill for your benefit. 
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would cost the Player 50 HP. With GM pennission, the Player 
may select an appropriate Pre-Generated NPC. Under no 
circumstances is a Player allowed to select another Player 
Character as a Confidant. 

If the Player wish~s it to be so, his Character may not 
know who the Confidant is. Due to the secrecy, the Cost of 
this "Silent Assistant" is halved. A "Silent Assistant" will 
perform all of the abilities of a normal Confidant for the 
Character without the Character's knowledge of such 
assistance. The GM builds a Silent Assistant on 150 Hero 
Points. If the identity of the Silent Assistant is discovered by 
the Character (which should be done through a Subplot and 
Player consent), he must pay a 50 HP penalty (times the 
Character creation multiplier), but the Silent Assistant will 
now become a full Confidant. If the Character does not pay 
the penalty, he will lose the Silent Assistant through a Subplot. 
This Loss Subplot will be something to the extent of the 
Assistant getting fed up with the Character, the Assistant's 
death, or possibly even betrayal by becoming an enemy. 

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

Example: Joe Kim, Brick's agent, is also his Confidant. 

( Connection ) 
Hero.Point Cost: 10 • 45 ! ----A Connection is an NPC or organization that is known 

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

A Low Level Connection has an acquaintance with an 
individual or a low-level contact within an organization. A 
Character with a Low Level Connection to Mindhammer, for 
instance, might have briefly cooperated with the Diluvian 
Detective on a c-0uple of cases and earned a certain measure 
of his trust. A Character who has a Low Level Connection 
with the New York Police Department, on the other hand, 
might have a good friend who is a NYPD officer or detective. 
Low Level Connections have a minimum Cost of l 0 Hero 
Points. 

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

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

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

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

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

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

Note that any hero with this Connection (whether High or 
Low Level) can be detected by the Magic Sense Power. Why? 
In the world of magic, there is no such thing as coincidence. 
Whether the Character realizes it or not, a Connection with 
Earth's Mystical Community almost always means that there 
is something "different" (read "inherently magical") about the 





ADVANTAGES 
individual. A Low Level Connection costs 15 Hero Points, a 
High Level Connection costs 20 Points. 

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

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

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

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

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

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

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

The difference between 
Confidant and a Connection 
While Confidants will often directly involve 

themselves in the Character's adventures (so long as 
they don' t place themselves in danger), Connections 
usually confine their assistance to providing 
information or indirect aid. For example, a Confidant 
-0n the police force might be willing to sneak a peek 
into another officer's files, while a Connection on the 
police force would provide only that information he 
could obtain legitimately. 

In addition, Connections tend to work on an 
' 'unofficial quid-pro-quo basis". Anytime a Character 
asks a Connection for a favor that requires the 
Connection to consume considerable time or resources, 
you can assume that the Connection will eventually ask 
the Character for a similar favor. GMs are encouraged 
to keep Connections in check by enforcing this rule. 

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

C Connoisseur ) 
Hero Point Cost: 5 ? .....___ __ ___.... 

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

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

Also, any time a Connoisseur makes a Persuasion attempt 
while suitably wining and dining the Persuasion target, he or 
she receives a special -1 CS bonus to the OV and RV of the 
attempt. Note that the use of this ability requires a successful 
Wealth Action Check (to pay for the meal) prior to the 
attempt. A successful Area Knowledge check (to find that 
delightful but little known restaurant in the village) can add a 
-1 CS bonus to the Wealth Check. The OV /RV of this Action 
Check must be no less than the target subject's WILL (thus it's 
very difficult, not to mention impractical, to impress someone 
like The Husk or Runestone using this Advantage). 

Credentials 
Hero Point Cost: 5 • 50 ! 

Credentials replace the Free Access and Security 
Clearance Advantages. Characters with this Advantage either 
have a press pass, police identification, government papers, 

ADVANTAGES 
Military rank, FBI badges, or other Credentials that would 
allow them to gain entry into areas and items that have been 
deemed restricted by authorities. Normally, restricted areas 
include crime scenes, areas where VIPs are present, 
operational facilities within police headquarters, military 
compounds, Government facilities, etc. There are five major 
types of Credentials: Media, Police, Military, Government, 
and Special. 

Some types of Credentials have more than one level of 
potency. These levels are covered in the individual type 
descriptions. All higher level Credentials usually provide the 
benefits of their lower level counterparts, although some 
situations may limit their use. A Character with a police ID 
may be allowed onto a crime scene that a Character with a 
college ID cannot enter but will cause some semblance of 
suspicion when asked to be let into a dormitory. A backwoods 
sheriff might not recognize a Special Services ID badge and 
might deny a Service Agent onto a crime scene. A Disland 
Corporation ID may let a Character onto a crime scene if he 
can convince the police that he was called in to research the 
situation. 

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

Police Credentials (or Local Militia ID) are not unlike 
Media in that they allow a Character to get very close to crime 
scenes and areas where security is high. Police Credentials 
come in two forms, Low and High. A Character with Low 
Police Credentials is an officer, detective, chemist, secretary, 
or some other sort of low authority Police representative 
(deputy in a small town). A High Police Credential means 
that the Character has a high standing in the Police structure, 
being a Sheriff, Captain, Chief, or even Commissioner, though 
Player Characters should generally have low-profile careers. 
Having a Police Credential will also allow a Character into 
Police Stations, access to crime files and criminal records, and 
even to lab equipment. High Credentials allow access to even 
more secret areas of the Police stations including access to 
information on stakeouts, inter-Police organizations, 
undercover operations, and other information that is not 
normally available to the other members of the Police. Being 
a member of a Police organization is a lot of responsibility, 
and the Character may be constantly called on duty. Chiefs 
and Commissioners rarely have any free time and High Police 
Credential should be reserved for NPCs only. Using Police 
Credentials to gain access to areas that are normally restricted 
to specific people could also raise suspicions about a 
Character. Police procedures may force a Character to require 
a search warrant before entering certain areas, as well as 
acquire a tendency not to break the law. Some people have 
varying reactions toward authority, and it is up to the GM to 
adjust Character Interaction bonuses for or against a Character 
using Police Credentials due to NPC personality quirks. Low 
Police Credentials cost IO HP, and High Police Credentials 
cost 15 HP. 

A Character with Military Ranking is either an active or 
inactive member of a Military organization such as an Anny, 
Navy, Air Force, Marines, or any other Government Military 
organization. The Character may be asked to perform duties 
for his specific branch of government. Because of this 
Drawback, the Character receives a free Low Level 
Connection to their Military Branch, if the Character chooses 
to have a Military Rank. The Character may also be placed in 
"Call of Duty" Subplots, where the Character will have to 
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perform training for the Military or attend certain ceremonies. 
An inactive member of a Military organization may not be 
granted as much access as he previously had. The benefit to 
this is that he will not be placed on as many "Call of Duty" 
subplots. Military Ranking allows passage through 
Government Security Systems based upon the appropriate 
organization that the Credential represents. 

All Rank examples are in Army/Navy format. Low 
Military Credentials rank the Character as anything from 
Private/Seaman, to Corporal/Petty Officer, to Sergeant/Chief 
Petty Officer. The higher Rank means the Character has more 
responsibility and offsets the bonus of having a Higher Rank. 
The Player may choose which Rank he wants. This Character 
has access to "secret" and documents and is generally allowed 
free entry and exit from any military compound, although 
certain areas will be off-limits. This Rank may also allow a 
Character onto crime scenes (GM discretion) .. A Low Military 
Rank allows the bearer to pass through Government Security 
Systems ranked at 12 APs or less (subject to GM discretion, 
of course). Low Military Rank costs 15 Hero Points. 

· O earing up Credentials 
Credentials and Connections: Credentials for 

each type allow a Chanlcter to purchase a related 
Connection to that type with a bonus of-5 Hero Points. 
A Ouu:acter with Media Credentials may purchase 
Connection (Media. High) at 10 Hero Points instead of 
the usual ts Hero Points. A Char:acter without 
Co.ftneQtiom in their type is basically an unknown to 
-Olbem in bis particular Credential group. 

Credentials and Authority Figure: Authority 
F.agure is normally used for C~ who are the 
mlm of a.COUOtty or have a group of followers. He is 
in chuge of a society. Charaeters with High Military or 
Government Credenlials are also in eharge of a large 
group of people or organization, and they hold very 
important positions. 1besc Characters are allowed to 
take the Authority Figure Drawback if they choose to. 
If not, they are assli.med to have a high rank with not as 
much responsibility. 

Credentials a11d Character Interaction: As 
explained in each ~ d~pending upon the personality 
of tile target Charader, a Character with Credentials 
may either be granted a bonus or penali7.ed for showing 
their Credentials for the purposes of Character 
Interaction. Certain people loathe speaking with 
authority, while others may qpen right up. A 
bon~oalty of 1 a to both OV and RV when using 
the Charisma Skill during certain Character 
Interactions is appropriate for Low or Medium (or low 
cost) Credentials. Hi!fl Credentials may grant a 2 CS 
bonus or penalty. This is up to the GM as he 
determines the final state of an NPC personality. 
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Medium Military Credentials grant the Character a Rank 
from Lieutenant/Ensign to Captain/Lieutenant to 
Major/Commander. This allows deeper access into 
Government facilities and files, including those considered 
"top secret." The bearer can pass through a Security System 
ranked at 15 APs or less. Medium Military Rank costs 25 
Hero Points. 

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

Government Credentials include non-Military 
organizations within the government, including the FBI, CIA, 
Secret Service, KGB, MI-5, or other clandestine Government 
organization. Government Credentials are not as restrictive as 
Military Credentials and grant a Character a free Low Level 
Connection with their chosen Government Organization. 
Characters with Government Credentials are subject to the 
orders of their superiors and may be asked to perform certain 
duties as Subplots. This does not happen as often as Military 
Credentials. Low, Medium, and High Government Credentials 
grant the same access as Military Credentials, except they 
involve Government facilities. Low Government Credentials 
cost 20 Hero Points; Medium costs 30 Hero Points, and High 
costs 40 Hero Points. 

Special Credentials are Credentials that are specific to a 
certain organization that is not covered by anything above. 
This can include Ambassador Identification, a college student 
ID, a Library Card, Employee ID Card, Disland Labs ID, or 
anything else that would seem appropriate to the campaign. 
These allow certain bonuses and restrictions that other 
Credentials would not. Both Characters with a college student 
IDs and ones with Police Credentials may be allowed into a 
dormitory, but the student ID would not raise the suspicion a 
Police Credential would. On the other hand, a college student 
ID is not likely to allow a Character into a crime scene. 
Special Credentials can range from 5 to 50 Hero Points 
depending upon the access they grant the Character. Special 
Credentials should have restrictions, not unlike the other 
Credentials. 

Character Growth: A Character may earn Credentials 
by having them assigned to him through the Police or 
Government Agents, Media, or other appropriate 
organization. There has to be a plausible reason as to why the 
Character earns the Credentials. The Military Government 
that the Character works for bestows a Higher Rank upon a 
Character. Military Rank cannot be purchased upward 

A,DVANTAGES 

without a subplot reason. A Player who wishes to purchase 
Credentials for his Character must include in his Background 
how he obtained the Credentials, and a GM is perfectly 
entitled to deny this Advantage or just a part of it, if he deems 
it inappropriate for his campaign. 

Credentials Cost Chart 

Cn!dentlelS 
Media 
Pe.fiee (U>w~ 
l>.eliee (Jtigfl~ 
iMillury (IJGw) 
'Military {Med} 
Nlil1t311 (HJ;glt) 
~vemme,nt ~w) 
Q(jvemment (Med) 
Goventm.ent (High~ 
Special 

HP Cost 
!'6 
1-0 
1'5 
15 
25: 
35 
26 
3@ 
4(), 

~-Sa 

Example: Most Government Agents have a Security 
Clearance of a given level. 

Language 
Rero Point Cost: i, S,, or :r-o 1 

Language is a specialized version of Scholar. A Character 
with the Language Advantage knows how to either speak (S) 
or read and write (R&W) a foreign tongue or a group of 
related languages. A Character with Intelligence of 2 or 
greater automatically knows how to read, write, and speak his 
native language. A Character with an Intelligence of 1 only 
knows how to R& W or S the native language. If using the 
Free Familiarity rules (see Scholar), this does not affect the 
amount of Familiarities granted. 

Languages are separated into Language Groups. 
Language Groups are languages that are "related" due to 
similarities in their structure. A Character may learn to R& W 
or S the rest of the languages from his native language's 
Group at a cost of 2 HP. To R& W and S all of the languages 
from his language's own group costs 5 HP. A Character may 
learn to R&W or S a single language from another group at a 
cost of 2 HP. To learn to R&W and S a single language from 
another group costs 5 HP. Characters may learn to R& W or 
S all languages from an entire group at a cost of 5 HP. 
Learning to R& W and S all the languages from another group 
costs 10 HP. 

Please note that the Language Groups are listed primarily 
by language family but also by the areas where they are 
spoken. The GM has final say on what (if any) Languages are 
used in his campaign and is free to expand upon, revise, or 
otherwise change the Language Groups to his liking. 
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The Language Groups 
African: 
Native languages of continental Africa, except 
Egyptian. These languages include: Efik, Ewe, Fulani, 
Ibo, Luganda, Nupe, Shona, Swahili, Twi·Fantec, 
Yoruba, and Zulu. 
Amerindian: 
Languages of the Native American tribes of the 
Americas, including: Arapaho, Blackfoot, Cbeynne, 
Cree, Menomini, Ojibwa, Apache, Chipewyan, 
Navajo, Sarsi, Cherokee, Mohawk, Maya, Quechua, 
Hopi, Nahuatl, Pima·Papago, and Mohave. 
Asiatic 1: 
Languages of China, Japan, Korea, and Southeast 
Asia. These languages include all Chinese di~ects. 
Japanese, Mongolian, Korean, Cambodian, 
lodonesian, Burmese, Tjbetan, Laotian, Thai, 
Vjetnamese, Khmer, Lao, Malay, Tagalog, and Thai. 
Asiatic 2: 
The languages of India, Pakistan, and Afghanistan. 
This language grouping also includes: Bengali, Hindi, 
Marathi, Persian, Punjabi, and Urdu. 
Polynesian: 
The languages of the Pacific islands, including: 
Fijian, Hawaiian, Javanese. Tahitian, Batak, 
Chamorro, and Samoan. Also included Maori, and 
Malagasy. 
Celtic: 
The "Celtic" Languages including: Welsh, Scots 
Gaelic, Irish, and Breton. 
European 1: 
The Germanic Languages, including English, German, 
Danish, Dutch, Icelandic, Norwegian, Finnish, 
Hungarian, Lapp, Flemish, Frisian, Yiddish, and 
Swedish. 
European 2! 
The Romance Languagues, including Catalan, French, 
Spanish, Romanian, Italian, and Portuguese. 
European 3: 
The Slavic Languages. This language group includes 
Bulgarian, Macedonian, SeJ:bo..Croatian, Czech, 
Polish, Russian, Slovak. and Ukrainian. In addition, 
Latvian, Lithuanian, Annenian, Albanian, Estonian, 
Avar, and Georgian also fall under this catagory. 
Middle Eastern: 
Hebrew, Arabic, Farsi (Persian)1 and Turkish. This 
group also includes Greek and Egyptian. 
Ancient/Alien/Dead/Exotic/Lost: 
Each separate Exotic, Ancient, Lost or Dead language, 
or Alien tongue, costs 5 HP and counts as its own 
group. Other languages that may be in those gr-0ups 
are subject to GM discretion. Examples include 
Latin, Cuneiform. Atlantian, Pan-Galactic Standard, 
and other inter·planetary languages. 
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Languages vs. Scholar 
Knowing a Language is not as in·depth as 

knowing a Scholar (Language Name). A Scholar is 
used to represent knowledge such as the history of a 
language and the intricacies of the language but does 
not necessarily assume the Character knows how to 
speak, read, or write the language. Paying the full cost 
of Scholar for one single language, just for the ability 
to speak it. is too expensive for too little, especially if 
the Language might never be used in the campaign. 

Life Support 
Hero Point Cost: Varies * 

The Cost of Do Not Need to Eat and Do Not Need To 
Drink have been reduced to 25 points each. 

C Omni-Scholar ) 
Hero Point Cost: 25 * --------A Character who is an Omni·Scholar seems to know 

virtually anything about everything. He/she can spend 10 HP 
to temporarily obtain a Scholar on any appropriate subject 
(GM's Judgement). The Scholar can then be used either for 
the rest of the adventure (up to the point where any reward 
HPs are assigned) or up until the point where an Action Check 
using the Scholar (with the standard -2 CS to OV/RV) is 
made. This Character can also obtain Expertise and 
Familiarities (see Scholar), costing 5 HP and 2 HP 
respectively, with the same restrictions on use. 

C Pet ) 
Hero Point Cost: Variable ! ...__ _ _..:,::~ 

Clarification: A Character's Pet may use the Character's 
Hero Points without any other Advantage being required. Pets 
who are sentient/intelligent (GM discretion) must be 
purchased as Sidelcicks (and thus require no extra Actions to 
control). 

Physical Advantages 
The following 5 Advantages are Physical 

Advantages. These Advantages are natural, physical 
abilities of the Chru:acter that can give a eharacter an 
advantage in certain situations but are difficult to rep. 
resent with Powers. 

Ambidextrous 
Hero Point Cost: 15 

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

Double Jointed 
Bero Point Cost: 10 * 

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

Prehensile FRt 
Hero Point Cost: 5 * 

The Character may use his feet as hands to grasp items, 
but these are not the full extra limbs that the Extra Limb power 
bestows. The Character may subtract 1 CS from the OV and 
RV of any Climbing Action Checks. The Extra Limb Power is 
for prehensile tails. 

No Vital Areas 
Hero Point Cost: 50 * 

A Character with No Vital Areas does not have a visible 
area of weakness, or his vital areas have moved to "un
locatable/un-targetable" regions. Because of this, he is 
tougher to damage when using certain Combat Maneuvers. 
Critical and Devastating Attacks are now less effective against 
the Character, as all Column Shifts from these attacks are 
reduced to APs instead. Critical Blows on the Character with 
No Vital Areas are +2 APs to OV and -3 APs to RV, and 
Devastating Attacks are +4 APs to OV and -6 APs to RV. 
Critical and Devastating Attacks from a Character with this 
Advantage are resolved normally as No Vital Areas is only 
effective against incoming attacks. 

Stabi&mtiolt 
Hero Point Cost: 40 * 

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

ADVANTAGES 
The Character is still allowed Desperation Recovery. In 

addition, Resting Recovery checks are allowed after one hour 
(10 APs) against Killing Combat instead of the standard 
twenty-four hours (15 APs) that Killing Combat normally 
needs. 

Local Hero 
Ilero Point Cost: 10 ! 

Local Hero is a more specialized form of Popularity. A 
Local Hero receives extraordinary respect within a specific 
geographical location (a particular neighborhood), or within 
an organization (the Mafia, FBI, professional doctors, etc), or 
a select focus group/following (a fan club). Local Hero is a 
limited form of the Popularity Advantage because only an 
NPC who is associated with the focus group will be affected 
by a Local Hero. An NPC in the select group will start with 
an initial Attitude of Friendly toward the Character possessing 
the Local Hero Advantage. 

Additionally, Multi-attack penalties on Persuasion 
attempts against non-essential, focus group NPCs are reduced 
by 1 Column Shift when made by a Character with Local 
Hero. Note that a Local Hero is allowed to have the Mistrust 
Drawback. The Local Hero should choose his focus group at 
the time this Advantage is purchased. 

Example: Morganna, Mistress of the Night, is a Local 
Hero to her fan club. 

Ritual 
Hero Point Cost: V.ariable 

A Character with this Advantage begins his career with 
the knowledge of an arcane Ritual. The Player must design the 
Ritual using the Ritual design guidelines from the Occultist 
Skill (See Skills) and must pay the Ritual's Hero Point cost. 
Rituals learned in this manner are automatically successfully 
learned. Learning checks are unnecessary, and initial supplies 
for research need not be purchased. A Character with this 
Advantage does not need to know the Occultist Skill as he 
could have been taught the ritual from an acquaintance or 
picked it up during his travels. 

To perform a Ritual, the Character does not have to have 
Occultist (Ritual Magic). If he does not have Occultist (Ritual 
Magic), the AV/EV equals the Character's Intl/Aura, and the 
OV/RV equals the Ritual's listed APs of Effect with a +2 CS 
penalty to both OV and RV. Otherwise, the Ritual is 
performed as a standard Ritual. 

This Advantage may never be purchased after a 
Character's creation;· it is only an option for beginning 
Characters. Obtaining a new Ritual requires learning through 
the Occultist skill or being taught by an Occultist. Teaching 
Rituals is described under the revised Occultist Skill. This 
Advantage may be purchased more than once for a Character 
who debuts with more than one Ritual. 

15 





8Jeod of Heroes: Sidekick 

Seholar 
Hero Point Cost: 2/5/10 

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

Expertise and Familiarities 
There are now tw0, lesser fo,nns of the Scholar 

Ad:vantage: Expertise [<.\::ost: 5] which allows a -1 CS 
to OV/AV, and Familiarity [Cost: 2] which allows an 
1Ull'llodified check. '.Each Character may receive one 
Pree Familiarity for every two APs of Int. 

Using one of :the Character's Free Fammarlties 
when purchasing 1!a_ Ritual Discipline reduces the cost 
by 5 Hero Points. 

Scholar (Ritual Discipline) is useful for Characters with 
the Occultist (Ritual Magic) Subskill. Ritual Disciplines 
increase a Ritual's effectiveness whenever the occultist 
performs Rituals that mimic the specified Powers. A 
Character purchasing a Scholar field in one of the nine Ritual 
Disciplines (see below) receives a - 2 CS OV /RV bonus to the 
Occultist Action Check necessary to perform any Ritual 
mimicking the effects of one or more of the Discipline's listed 
Approved Powers. Furthermore, Characters who have 
purchased a Ritual Discipline Scholar field will receive the 
OV/RV bonus when using the Occultist (Occult Knowledge) 
Subskill to gain knowledge pertaining to their area of 
expertise. 

Example: A Character with Scholar (Voodoo) receives 
the OV /RV bonus whenever he performs a Ritual mimicking 
the Voodoo or Animate Dead Powers. He also will receive the 
bonus when inquiring about Haitian religious practices or 
when attempting to identify a voodoo doll. 

Unlike standard Scholar fields, Ritual Disciplines cost 
25 Hero Points; Expertise costs 15 Hero Points, and 
Familiarities cost 10 Hero Points, unless otherwise noted. The 
ten available Ritual Disciplines are Alchemy, Darkness, 
Demonology, Theology, Elementalism, Immortality, 
Necromancy, Soothsaying, Technowizardry and Voodoo. 
Each Discipline covers all of the Powers that agree with the 
important issues relating to the specific craft. 

Alchemy: This Discipline covers all arts of 
transforming one material into another, including the 
universal solvent, the Philosopher's Stone, and all sorts of 
mystical chemicals. Noted alchemists include Merlin of 
Camelot. Powers: Acid, Knockout Gas, Chemical Attack, 
Matter Manipulation, and Transmutation. 

Darkness: The representation the hidden knowledge 
of the human mind and all hidden magic potential. 

ADVANTAGES 
Practitioners of Darkness magic are able to tap into the 
endless power of the Dimension of Darkness. Dark Magic is 
countered by the magic of light without which it can't exist. 
Darkness mages draw strength from their inversions like fear, 
ignorance, despair, and nihilism. Powers: Aura of Fear, 
Darkness, Energy Absorption, Fog, and Animate Shadows. 

Demonology: Demonologists call upon the denizens of 
the Demon Dimension for knowledge and power. Many 
notorious mages throughout history have bartered for 
diabolical assistance. The Demons who answer these calls 
will always have a price for their services. These prices are 
often steep and generally involve giving the Demon and his 
brethren free reign of the Earthly Realms. Demons often try 
to twist their bargains and swindle those who dare to deal with 
their kind. Dimension Travel (Summoning and Banishment), 
Enchantment, Exorcism, Flame Animation, Personality 
Tran:;fer. 

Theology: Also known as Divine magic, Theology is 
the antithesis of Demonology. Its disciples draw upon the 
powers of the nearly omnipotent, mysterious entities in the 
upper realms. These beings often interact with mortals 
through a Husk. A Husk is the hollow shell inhabited by a 
bound soul. In order to have additional time on the earthly 
realm after death, a soul can be placed in a Husk shell. The 
price for this limited re-incarnation is that the soul inhabiting 
the Husk shell must perform a task for its mysterious and 
omnipotent master. The powerful beings and Husks contacted 
by a Theology scholar will never reveal their true goals or 
motives. Theology Powers: Broadcast Empathy, Damage 
Transference, Exorcism, Awareness, and Truesight. 

Elementalism [Hero Point Cost: 40): The four 
elements are earth, air, fire, and water. These were understood 
by the Atlanteans and are building blocks of reality itself as 
solid, gas, plasma, and liquid respectively. Like Alchemists, 
Elementalists share strong bonds with science. Powers: Air 
Animation, Air Control, Earth Animation, Earth Control, 
Flame Animation, Flame Control, Plant Control, Plant 
Growth, Speak with Plants, Water Animation, Water Control, 
Weather Control. 

Immortality: Throughout history, so many mages 
have sought to cheat death that their efforts have spawned an 
entire Ritual Discipline dedicated to the goal. Hitler had a 
group of magicians studying Immortality Magic before he 
was killed. There are many races, like the Atlantians and the 
Aquaticans, who hold the key to immortality. They are not 
eager to share their knowledge. Powers: Regeneration, 
Invulnerability, Spirit Drain (with aging bonus), Systemic 
Antidote, and Suspension. 

Necromancy: The art of death and the antithesis of 
Immortality magic. Among the triumphs of Necromancers are 
the reanimation of dead tissue and the disintegration of matter 
to entropy, as they are skilled in the manipulation of the very 
essence of life. Before his apparent death, Vlad Tepes was a 
great Necromancer. A Necromancer can often contact 
vampires, ghosts, and demon servants. Contacting these 
entities is often dangerous, as the often abhor living creatures. 
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ADVANTAGES 
Powers: Animate Dead, Cell Rot (with Aging Bonus), Spirit 
Drain, Suspension, and Vampirism. 

Soothsaying: Truth and Possibility are what the 
Disciples of Soothsaying worship. Soothsaying is one of the 
oldest and most widely practiced Ritual Disciplines. 
Soothsayers generally make use of essential focuses while 
working their magic, and each special focus has its own camp 
of followers: cartomancers prefer Tarot cards, astrologers use 
star charts, numerologists juggle numbers, and palmists 
examine lines on the human hand. Powers: Awareness, 
Empathy, Mind Probe, Precognition, and Postcognition 

Technomagic: Scholars of Technomagic are able to 
combine aspects of science and technology to develop 
amazing devices almost beyond comprehension. 
Technomagic is very rare on the Earthly plane due to the 
heavy reliance on science and the rarity of magic there. 
Technomagic is most powerful in the dimension of the 
technowizards. These few technomage warlords maintain 
their own feudal kingdoms in their extra-dimensional realm. 
Techowizardry relies on the both magic and science and will 
not function without both elements. Powers: Animate 
Objects, lnterface, Enchantment, Metal and Matter 
Manipulation. 

Voodoo: Also known as sympathetic, tribal, or natural 
magic. This is the focus of traditional magic used by 
Aborigines, Native American Shamen, and African priests. 
Their beliefs are focused in nature and the use of fetishes such 
as voodoo dolls, pendants, and Tiki totems. White Eagle is a 
practitioner of Tribal magic. Powers: Animate Dead, Eye of 
the Cat, Personality Transfer, Spirit Drain, and Voodoo. 

GM Created Discipline: The Disciplines above are only 
examples. A GM may create a Ritual Discipline for his 
campaign. Ritual Disciplines have at least three Powers listed 
in them. The Powers must be related in some way with the 
history and the magic of the specific Discipline. Disciplines 
with three Powers cost 20 Hero Points. Four to five Powers 
cost 25 Hero Points. Higher Disciplines cost from 40 Hero 
Points upward. 

Scholar Cost Chart 
Familiarity 

Bxpettise 
Scholar 

1 free for every 2 APs of Int 
2 HP each, afterward 
SHP 
101IP 

Ritual Discipline Cost Ch'art 
Familiarity 10 HP 
Expertise 15 HP 
Scholar 25 HP 
Elementalism 40 HP 
Custom 20 - 40 HP 

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

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

The Sidekick Advantage allows a hero to begin play with 
a lesser-powered (and usually younger) hero as his Sidekick 
or assistant. This is different from a Confidant in that a 
Confidant will not go adventuring with the Character, but a 
Sidekick will. The Sidekick's abilities and methods usually 
roughly mirror those of the adult hero. Except in rare 
circumstances, a Sidekick will always have the Thrill of 
Adventure Motivation. Traditional Sidekicks go to school or 
work day jobs. Some Sidekicks work as chauffeurs for their 
super-heroic counterparts, especially during the Golden Era. 

This Advantage has a variable cost that is dependent on 
the capabilities of the sidekick. A player who wishes to 
purchase this Advantage must first create the proposed 
sidekick as a complete character. The cost of the Sidekick 
Advantage is equal to one-third of the total number of Hero 
Points, rounding all fractions up. 

As opposed to the Luck Advantage, Ultra Luck grants an 
amazing amount of luck. Once per adventure, the Character 
can re-roll any one dice action. The second roll must be 
accepted no matter what is rolled, including double 1 's. The 
Character cannot re-roll double 1 's, nor can he re-roll any 
bonus rolls granted due to rolling doubles. The Character can 
re-roll the dice rolls of others as long as he is involved in 
either the AV/EV or the OV/RV. 

Example: Whacky attempts to jump over a wall and 
surprise Mr. Magnanimous. The Player rolls a two and a one, 
failing the roll. The GM decides that Whacky will end up 
making enough noise in his failure that he will alert Mr . 
Magnanimous's lackeys to his approach. The Player chooses 
to re-roll the dice instead of accepting the total of three. 



Chapter III: 

DRAWBACKS 
Drawbacks are problems, slaps, hindrances, instabilities, 

irrationalities, and other disadvantages that cannot be 
measured in APs. A Character either has the Drawback, or he 
does not. Listed next to each Drawback is its Bonus (in Hero 
Points). These Bonuses are all subject to the campaign's 
Character Creation Multiplier. For example, if you are 
playing a campaign with a Multiplier of x2, a Drawback with 
a listed cost of 50 Hero Points gives a bonus of 100 Hero 
Points. An asterisk (*) following a Drawback's Bonus 
indicates that under normal circumstances, the Drawback can 
only be acquired during initial character creation. The 
Drawback cannot be added due to mishaps. A dagger (!) 
following a Drawback's Bonus indicates that the Game 
Master may assign the Drawback if it is acquired during play. 
Characters do not receive the Hero Point Bonus from gaining 
Drawbacks during an Adventure. 

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

Clarification: Note that the two Alter Egos need not 
have the same Motivation, Wealth rating, or Personality. In 
fact, one form's Alter-Ego might not even remember what 
happens to him while in his other form. This should be 
worked into the Character's Background and Subplots and can 
provide many interesting role-playing opportunities. If the 
powered form is created by the combination of two normal 
forms, such as two humans who become one big super-hero 
(the technical term for this is a "gestalt"), this Drawback must 
be purchased for each separate normal form. The Bonus 
points are given to both the normal fonn and the powered 
form. 

During character creation, the normal form may be 
given extra Hero Points from the powered form. To find out 
how many points one HP from the powered form gives a 
normal form, divide the Character's base HP by 225 (the 
normal form) and round down. 1 HP from a 450 point 
Character gives a nonnal form 2 HP. After Character 
Creation, HP may be given to the normal form on a 1 for I 
basis. 

Arch Enemy has been determined to be a Subplot and is 
no longer considered a Drawback. 

Cannot Heal 
Hero Point Bonus: 25 or 50 • 

A Character that Cannot Heal is not allowed any Resting 
Recovery Checks against both Bashing and Killing Combat 
damage. He is still allowed to use Desperation Recovery and 
Last Ditch Defense to heal. The Regeneration Power is 
useless for this Character. The Character can still be healed 
normally through the use of Powers and either Medical 
Treatment or by being Repaired like a Gadget or Artifact 
(Player's choice when Drawback is chosen). This allows the 
simulation of undead and robotic Characters without having 
to build them like Gadgets. If a Character can only be healed 
through the use of Powers, the Bonus for this Drawback is 
increased to 50 Hero Points. 

C Debt ) 
Hero Point Bonus: 10 or 20 - ---A Character with the Debt Drawback has a drain on his 

finances. He must repay the Debt until it is fully paid off. In 
order to account for the Debt, during all Wealth Upkeep 
Checks, the Character receives a CS penalty to the OV and RV 
of the roll. This lasts until the Debt is "paid off'' by buying off 
the Debt Drawback with Hero Points. A +1 CS penalty is a 10 
HP Bonus, and a +2 CS penalty is a 20 HP Bonus. 

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

Dependent 
Hero Point Bonus: 25 or greater ! 

Dependent replaces the Married Drawback. A Character 
with this Drawback has a friend or relative for whom he is 
responsible. This responsibility is defined by the Character 
when purchased. The Dependent may be a relative such as a 
son or daughter, spouse, parent, grandparent. or other relative. 
The Dependent may be unrelated, such as a lover, a ward, or 
even an ex-spouse. A Dependent may never be another 
Player's Character. Dependents are made from 115 Hero 
Points, reducing the Bonus by I point for every 5 HP extra 
added to the 115. If the Dependent will begin with any 
Powers, the Bonus for the Dependent begins at 10 Hero Points 
instead of 25. 
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A Dependent will encounter the Character in at least one 
Subplot per adventure. Dependents can help the Character 
with their Skills, but they are mostly "enemy bait". Enemies 
of the Character who discover a Dependent's relation to the ' 
Character will almost always attempt to use the Dependent 
against him. Dependents will constantly, even unknowingly, 
put themselves in danger. Dependents have the uncanny 
ability to enter hostage situations, walk into heavy traffic, get 
kidnapped, become activists against the Character's actions 
(with or without knowledge of the powered identity of the 
Character), or otherwise hinder the Character. A Dependent 
may even cause a financial drain during a Subplot due to 
needing an allowance, borrowing money, or accidentally 
breaking things (like knocking over the valuable vase in a 
china shop). Unless a Character role-plays a discussion with 
the Dependent, the Dependent may even accidentally destroy 
a Character's Secret Identity Drawback or Popularity 
Advantage. Losing a Secret Identity forces the Character to 
immediately pay 5 times the Bonus value for this 
Drawbacksin Hero Points. 

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

DRAWBACKS 

Irrational Attraetion, 
Fear,, or Hatred 
Hero Point Bonus: Varies 

The Bonus for the three "Irrational" Drawbacks is 
modified by a factor taking into account how often it will 
affect the Character. A Common condition must be taken into 
consideration nearly every game and gets a bonus of one and 
a halftimes (l.5x) the listed Bonus. An Uncommon condition 
is encountered fairly often and gets the standard, listed Bonus. 
A Rare condition is only seen occasionally and gives one half 
the listed Bonus. 

Intensity 
Miner 
Se.rlous 
Carastrophig 

CoJDmon 
8 
18 
1/5 

Uncommon 
§ 

25 
50 

Rare 
3 

13 
2$ 

Examples of Common conditions include household pets, 
males, automobiles, outdoors, bright lights, and crowds. 
Uncommon condition includes heights, an ex-wife, and the 
internet. Rare includes outer space, tentacles, and the number 
13 (triskadekaphobia). Rarity is campaign specific, and the 
GM has final say on what is considered rare and common in 
his campaign. An interstellar campaign would have outer 
space as common. 
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Limelight 
Hero Point Bonus: 20 

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

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

Why would a super-hero be in the Limelight? The 
sheer magnitude of Black Bird's power, the many heroes that 
confirm the existence of Atlantis, the country that Colonel 
Justice and Sentinel of Liberty stand for, all of these make 
these people targets of the media in ways that others aren't. 
Such Characters are victims of their own fame and popularity 
(what would happen to Black Bird if he was quoted saying " 
Dammit!" or ' 'To Hell with this!")? You can bet the media 
would be on him like a dog on cheese. Of course, the 
Limelight can also be the fate of Characters who are being 

[ Y BVDDY. •. ~tT 
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DRAWBACKS 
exploited by higher powers for one reason or another. 

Example: Brick and the gang were in the limelight when 
their team first formed and took the mantle of the Guardians. 
Everyone wanted to find out the group's agenda. 

. Oblivious 
Hero Po1nt Bonus: ts * 

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

Secret Identity 
Hero Point Bonus: 10 ! 

Clarification: A Character adopting this Drawback 
cannot adopt the Public Identity Drawback. A Character with 
the Dependant Drawback and the Secret Identity Drawback 
only receives only 5 Hero Points for Secret Identity 
Drawback. 
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Socially Inept 
Hero P.Oint Bonus: 15 • 

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

Strange, Creepy and 
Distinct Appearance 

Hero Point Bonus: S/10/15/MJ • 

Strange Appearance is for those Characters who are 
extremely scary and horrifying and cannot hide their features 
easily or at all. Creepy and Distinct Appearance are lesser 
forms of this Drawback. 

A Character with a Creepy Appearance has a strange 
feature that is very distinguishing, and frightening but easy to 
hide. The feature, be it strange eyes, small horns, scaled 
hands, pointy teeth, a facial scar, or even a tattoo, causes 
others to be nervous around the Character when viewed. To 
hide a Creepy Appearance, the Character must constantly 
wear darkened glasses, colored contacts, an eye patch, a large 
hat, some makeup, special gloves, or some other, unusual 
covering. Having a Creepy Appearance is a 5 HP Bonus. 

A Character with a Distinct Appearance does not look 
like the average human or whatever consists of "normal" in 
the campaign. This Distinct Character is obviously non
human in appearance but does not promote the fearful reaction 
that Creepy and Strange Appearances elicits. Distinct 
Appearance covers abnormal skin colors and textures, 
additional appendages which cannot be easily hidden, 
particularly large or diminutive size, animalistic features, and 
anything else that causes the Character to instantly stand out 
in a crowd. To determine if a Character should have the 
Distinct Appearance Drawback, consider the reaction of 
someone meeting the Character who doesn't live in a city 
crammed with superheroes. A Distinct Appearance may only 
be concealed with radical effort, such as full-body clothing or 
the Chameleon Power, which will probably still cause the 
Character to stand out in the crowd. Having a Secret ID 
Drawback is almost impossible with the Distinct Appearance 
Drawback unless the Character has the Chameleon Power or a 
similar manner of radical disguise. A Distinct Appearance is 
normally worth a Bonus of 15 Hero Points, but if the 
Character also has the Public ID Drawback, it is only worth 10 
Hero Points. 

Basic human nature is to be fearful of those who are 
different. Therefore, characters with either Creepy or Distinct 
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Appearance receive a + 1 CS Penalty to OV when trying to use 
Persuasion and conversely a -1 CS Bonus to OV when trying 
to Intimidate. If the Creepy/Distinct Appearance is hidden, 
there are no Bonuses or Penalties, but the Character must 
inconvenience himself to hide the features. 

Ap~ 
Creepy 
)})1stinef 
Dist w/Ptib. ID 
Sttange 

Bonus 
s 
15 
to 
lO 

Examples: Creepy Appearance: Any Runestone (the 
stone itself is creepy). Distinct Appearance: The Brick. 
Strange Appearance: Dragon Saint 

Traumatic Flashbacks 
Hero Point Bonus: 15/30l60 ! 

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

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

Attack Vulnerability 
Hero Point Bonus: 'S • 65 ! 

You can now use the Common/Rare scale used for Fatal 
Vulnerabilities for Attack Vulnerabilities. If an Attack 
Vulnerability situation is Rare, subtract 15 Hero Points from 
the Bonus (A - 1 CS Rare Attack Vulnerability is worth 5 Hero 
Points). 

Attack Vulner.abililJ Rarity Chart 

~s 
-1 
-2 
.3 
-4 

Rare 
5 
10 
30 
50 



'· ·:,-...\\'. .· 
:· ... \ 
;\ .... ' .. . .... .. 

: .... \ \ 
'\ ._. 

•.\ '\ ' ,, 
~ ... 

.. \'' ' :· . 
.. \ ·= ... > :.· 

· .. 
.. . . 

·, 

\ 
\ 

.. . 

·. ; •. 

25 



"DRAWBAC·KS 

Partial Attack 
Vulnerability 

Hero Point Bonus: S - 30 ! 

A Character with Partial Attack Vulnerability takes a 
penalty to either OV or RV instead of both OV /RV like a 
standard Attack Vulnerability. OV or RV must be determined 
when this Drawback is purchased. The Bonus for taking a 
Column Shift penalty to either OV or RV is based on the 
following chart: 

cs 
-1 
-2 
-3 
-4 

Partial Attack 
Vulnerability Chart 

Common 
5 
10 
20 
30 

Gradual Loss 
Vulnerability 

Hel'O Point Bo.nus: Varies ! 

Rare 
2 
5 
10 
15 

A Character with Gradual Loss Vulnerability loses 
Powers and Attributes just like a Character with Fatal 
Vulnerability loses Body against a specified 
substance/condition. 
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Gradual Loss Vulnerability Chart 

Gradual Loss Vulnerability Target Bona~ 
Physical, Mental 0r 
Mystieal Attributes 
All Attributes 
All Powers 

15 per group 
65 
50 

All Powers (if more Powers than Skills) 
All Powers (if more Skills than Powers) 
All Skills (if more Skills th~ Powers) 
All Skills (if more Powers than Skills) 
All Powers and Skills 
Ml Attribl1tes and Powers 
AU Attributes and Skills 
All Attributes, Powers, and Skills 

5li) 
2-5 
50 
25 
75 
100 
iOO 
150 
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A Character with Gradual Loss Vulnerability who is 
exposed to a specified substance or condition loses 1 AP from 
the chosen Power/Attribute during every one minute (4 APs) 
of exposure. All chosen Powers/ Attributes will be reduced to 
a value of 0. If the Attribute (not Power or Skill) is rated at 5 
or greater, its value gradually drops to a minimum of 2 APs in 
the presence of the specified substance or condition. A Rare 
substance/condition is worth half (round up) of the 
determined cost of the Vulnerability. 

A Rare substance/condition is worth half (round up) of 
the determined cost of the Vulnerability. The following chart 
is used if the Vulnerability is not intrinsic: 

Gradual Loss Vulnerability 
Range Chart 

Range of Vulnerability 
5APs 
4APs 
3APs 
2APs 
1 All's 
OAPs 

Bonus 
+20 
+10 

0 
-J,;0 
-30 
-50 

Loss Vulnerability 
Hero Point BonllS: Varies ! 

You can use the Common/Rare scale used for Fatal 
Vulnerabilities for Loss Vulnerabilities. If a Loss 
Vulnerability situation is Rare, it only gives half of the Bonus. 

Loss VUinerability Chart 

Loss Vulnerability Tar-get 
Phy.sical, Mental or 
Mystical Attribute& 
All Attribures 
One Power 

All Po:wera (if mo,re Power<S t1ian Skills) 
All Powers (if more Skills than PoweES) 
All Skills (if more Skills- than Powe.rsl 
All Skills (if mere Powers than Skills) 
AH Powers-and Skills 
All Attrlbutes and :Powers 
All Attributes and S,k-Ols 
AU Attributes, Powers, and Skills 

Bonus 

35 per group 
125 
t/l Base Cost 
of f>.ower~ 0r 
50 PointS Max 
100 
50 
100 
50 
150 
115 
175 
250 
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C;tiapter VI~ 

LINKING 
LINKING 

When purchasing a Power or Skill (an Ability), a Player 
has the option of linking the Ability to its Link Attribute (as 
denoted in the Power/Skill description). Linked Abilities 
derive their effectiveness directly from a Character's 
Attributes. Normally, when a Player chooses to link an 
Ability, he must purchase a number of APs of the Ability 
equal to the number of APs possessed in its Link Attribute. 
An Ability may now be Half Linked or Double Linked 
instead. When Half Linking an Ability, the APs of the Ability 
must equal one half (rounded up) of the APs possessed in its 
Link Attribute. When Double Linking an Ability, the APs of 
the Ability must equal exactly twice the APs possessed in its 
Link Attribute 

The advantage of linking Powers and Skills is that Hero 
Point Costs are much less expensive because their Factor 
Costs are reduced. A Player is allowed to subtract two (2) 
from the Factor Cost of any normally Linked Ability. A 
Player is allowed to subtract one (1) from the Factor Cost of 
any Half or Double Linked Ability. 

Linking, because it limits Character advancement and 
because it reduces Factor Cost, is inherently a Limitation. 
Once an Ability is linked, it is forever tied to its Link 
Attribute. If the Attribute should ever decrease for any reason, 
so wiU all Abilities that are linked to that Attribute. For 
example, if a Character has 8 APs of Body and 8 APs of 
Energy Blast linked to his Body, and later loses 3 APs of Body 
due to an opponent's use of the Power Drain Power, his 
Energy Blast is reduced to 5 APs. Note that damage does not 
lower a Character's Attribute, just his Current Condition. If 
the same Character had taken 3 RAPs of Physical Damage, he 
would have a Current Body Condition of 5 but would still 
have 8 APs of Body and Skin Armor. The Neutralize Power, 
and any Powers that reduce Dexterity to 0, will affect Linked 
Abilities as well. If a Linked Ability is reduced, it does not 
reduce the Attribute to which it is Linked. 

If an Attribute that has linked Abilities is increased for 
any reason, the APs of the Ability are not increased and must 
be increased separately. This is because linking is a 
Limitation. To allow a Linked Ability to automatically be 
increased is a +I FC penalty to linking. Linked Abilities that 
may be increased are purchased at -1 FC instead of -2 FC, 
and Half and Double Linked Abilities do not receive any FC 
adjustment at all. 

Another disadvantage to linking Abilities is that they 
are much harder to improve through Character Growth. A 
Player cannot spend Hero Points to increase a linked Ability 
alone. He must increase the Ability's Link Attribute, as well 
as all other Powers and Skills that are linked to that Attribute 
(if any) at the same time, which will generally cost more Hero 
Points. Half and Double Linked Abilities must keep their 

appropriate AP proportions to their linked Attributes. 
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Linking Example: The Blank has Dex: 8, Mimic: 8 
(Linked), Weaponry: 8 (Linked), and Invisibility: 8 (Not 
Linked). He is attacked by a Glue attack that reduces his APs 
of Dex to 3. Mimic and Weaponry are also now at 3 APs. 
Invisibility (not linked) is still at 8 APs. 

Removing Links 
To unlink a linked Ability is very costly. Unlinking a 

standard linked Ability costs the Character an amount of Hero 
Points equal to five times the current AP value of the Ability 
at a Factor Cost of 6. Unlinking a Half or Double Linked 
Ability costs the Character an amount of Hero Points equal to 
five times the current AP value of the Ability at a Factor Cost 
of 5. When removing links, use the AP Purchase Chart, not the 
Increasing Attributes Chart, when determining cost. 

Elemental Linking 
If a Player chooses three or more Powers that are similar 

in nature during Character Creation (or if the Player can 
explain any similarities), he may utilize a special -1 Factor 
Cost Limitation for each of the Powers (to a minimum Factor 
Cost of 1). This is called Elemental Linking. Elementally 
Linked Powers are now linked together with the following 
restrictions: 

All of the Powers must be purchased at the same AP level. 
If increasing an Elemental Linked Power through Character 
Experience, all the other Elemental Linked Powers must be 
increased as well. If the APs of one Power are reduced (due 
to Power Drain, Neutralize, etc ... ), APs of all linked powers 
are reduced as well. If one Power's APs are temporarily 
increased the other Powers are not automatically increased 
and need not be increased. 

If any Elementally Linked Power is also linked to an 
Attribute, and the Attribute is reduced, and the Power (and all 
related Elementally Linked Powers) is reduced as well, just 
like a standard linking situation. Any other Attributes linked 
to the reduced Powers are not affected, but if these Attributes 
are reduced, the Powers will be reduced as well. In the 
situation of a Character with two groups of Elementally 
Linked Powers, a Power in one group of Elementally Linked 
Powers cannot be in another group of Elementally Linked 
Powers. 

The Game Master has the final say on what Power may 
or may not be Elementally Linked. 



ChapterV: 

BONUSES 
Area Effect 

Factor oost Modifier: + 1 or greater 

Normally, an Area Effect Power always affects the 
maximum possible area (a 3 AP radius). For an additional+ 1 
to the Factor Cost, the Character can use the Power to affect 
any sized area he chooses (up to its maximum), includingjust 
a single target. 

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

C Facror~~odi6er:+l ) 
-...._.. ___ _ 

A Power that normally has APs of Power equal to an 
Acting Attribute of the Character (such as most offensive 
Powers with a Range of Touch) now uses APs of Power as 
the AV. 

Charge Ohject 
Factor cost Modifier: +3 

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

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

If the Power that the object is charged with had a Range, 
the effect is treated as explosive (see page 145 of Blood of 
Heroes). If there is no Range, the Power just affects 
whatever came in contact with the object. The Range of the 
explosive blast is equal to the Body of the obje~t. . . An 
explosive effect will affect the Character who m1tially 
charged the object. 

Charges decay. A charged object loses l AP of effect for 
each phase that passes after the Character with the Charge 
Object Power released it. An object may be charged so that 

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

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

Concealed 
Factor cost Modifier: +1 

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

Explosive Radius 
Factor oost Modifier: + 1 

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

Indirect 
Factor cost Modifier: +2 or +3 

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

Example: Black has Lightning with Indirect +3 FC, 
defined as caJling lightning from the sky. He uses it when 
Vatic traps him behind a mystical Force Field. Black calls a 
lightning bolt from the sky, zaps Vatic into unconsciousness, 

and proceeds to pound the stuffing out of him. Another 
example are laser guided missiles that can fly around 
obstacles on their way to their target (+2 FC). 

Range 
Factor cost Modifier: + 1 or greater 

This bonus allows a Power to increase its Range. A 
Power that normally has a Range of Touch or Self will 
possess an effectively Normal Range. A Power with a Range 
of Normal or +3 is increased by +4 for each + 1 Factor Cost. 

BONUSES 

Trans-dimensional 
Factor cost Modifier: +3 

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

If a Trans-Dimensional Power would not normally 
affect the Dispersed target (because its APs are less than the 
APs of Dispersal) it is treated as though it's APs were above 
the AP level of Dispersal (Dispersal adds to RV). If the APs 

of the Trans-Dimensional Power are above the APs of 
Dispersal, the target is treated as though it does not have 
Di$persal at all. A Trans-Dimensional Power affects a Two
Dimensional target as though it does not have Two
Dimensional at all. 
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Remo'Ving Limitations. 
To remove a Limitatien, reference the Haetor@a.st 

of the ·Power without llie Limitatien 011 the In~reasing 
Mtributes Chart at the Power's eurrent :AP level. The 
Character must pa)! Hero P0.ints equal r& twice that 
wn._ount. Takfilg new Limit,atio,11s on '91d Powe~ does 
not give Her-0 Points te the C)laracter. For example, 
•wmeman lias p:urcbased Lightning (FC: ~) with the 

· "Ne AV" Limitation ~-.1 FC) at 18 AP&. fuater on in his 
super-hero career, he wants · to ,get the AV birek. 
'U'ctricman references FC: 3 QD the ebart md looks at 
1!8: APs. The value is 66. '.Leetricman must pay twiee 
this {12-0 HP} fQ fqse'tfre Llmitati:en. · 

Dama1e Redirection 
Facto~ cOst Modifi~~: -2 

Damage Redirection is a Limitation for "restrictive" 
Powers only. Restrictive Powers stop, reduce, or otherwise 
affect the Movement of a target until enough RAPs are 
achieved, usually through Strength Checks by the target or 
others, and the target is freed. A Power with Damage 
Redirection causes any RAPs used to free the target to be 
applied as damage against the attacker's appropriate 
Resistance Attribute (based upon the type of Power, Physical, 
Mental or Mystical). The AV/EV is equal to RAPs/RAPs vs. 
OV /RV equal to Power APs used/Resistance Attribute. 

Example Powers: Glue, Ice Production, Paralysis, Snare, 
Mental Freeze, Mystic Freeze, and Telekinesis (AV/EV = 
Target's Movement Power/Movement Power). 

( DiminiShing ) 
~· --------Fa_cto __ r_®St __ M_._odifi __ H_:_-_i _______ ~ 

Clarification: This Limitation may only be purchased 
for Powers with Range. 

Nun-Lethal 
Fader tost ModJfter: ·1 

Use of an offensive Power normally considered Killing 
Combat with this Bonus is reduced to Bashing Damage, and 
only Bashing Damage may be caused by a Power with this 
Limitation. The Character may only use the Power in a non
lethal method. To 'enforce' this, all opponents receive a + 1 
CS Bonus to their RV against a Non-Lethal Power. 

Power ~aJs On 
Factor cost Modifier: -1 

Clarification: A Power with the Power Always On 
Limitation which does not actually hinder the Character, or 
may even be a Bonus, does not grant any Factor Cost 
Modifiers. 

Non-Variable· 
iFactor oost Modlfis~ -1 

A Non-Variable Power must always be used at 
maximum APs of Power. If Sorcery, Omni-Power, 
Continuum Control, Time Control, or other powers with 
multi-effects are purchased as Non-Variable, then all of the 
APs of that Power have to be devoted to a single effect at a 
time. Powers that are eligible to be Non-Variable must have 
more than 8 APs. The GM has the final word on whether or 
not a Power may be taken as Non-Variable. 

A Power that Cannot Enhance may not be Pushed, nor 
may Hero Points be spent during combat or be used to 
increase its values. It is up to the GM if this Limitation may 
be allowed for a specific Power, since quite a few Powers are 
never pushed or never have HPs added to them. 

Aff~ts. Non-Living ODly 
Factor oost M<rdifler. -1: 

This Limitation can only be given to Powers that use 
Dice Actions normally able to affect living targets. Plants 
and animals count as living. The Power now may only affect 
the non-living. 

( Time .Limit 
Jfa'Ctor cost Modifls: -1: 

A Power which normally lasts indefinitely, such as 
Invisibility or Water Freedom, may be given the Time Limit 
Limitation so that it now lasts no longer than a set number of 
APs of time, after which the Power fails and must be 
recovered normally, just like Power Burnout. The Time 
Limit must be equal to 1/2 the APs of Power or less to use 
this Limitation. 
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LIMITATIONS 

Lack of Control 
Factor cost Modifier: -1 or greater 

A Character with a Lack of Control Power does not have 
full control of the Power, be it due to inexperience or having 
a Power simply beyond the capacity to direct. This 
Limitation is represented by a Bonus to the opposing OV 
against any Dice Action taken with the Power, be it an attack 
or a non-combat action. If the Power is an Automatic Power, 
such as a movement Power, the penalty is instead applied as 
a negative to the users own OV. For each -1 Factor Cost, the 
Power is penalized by I Column Shift, up to a maximum of 
3. 

C No AV ) 
Factor cost Modifier: -1 """----______, 

A Power that normally has APs of Power substitute for 
AV now uses the Character's appropriate Action Attribute. 
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Physical Powers use Dex, Mental Powers use Int, and 
Mystical Powers use Intl. Mental and Mystical Powers that 
cause Physical results may use Dex instead, and this choice 
is decided at time of purchase. Using an Action Attribute is 
a +I CS penalty to the OV of any use, unless the Character 
has the Accuracy Skill (see Skills section). 

C No Range ) 
Factor cost MO"difier: -1 

~--_____. 
This version replaces the No Range Limitation in the 

Blood of Heroes rulebook. A Power that normally has a 
Range equal to APs of Power now has a Range of 0 APs 
(approximately 10 feet). The AV of the Power is still equal 
to what it was before purchasing this Limitation. If AV was 
equal to APs of Power, the APs now represent a "radiance" 
that the Character uses to attack nearby targets. To reduce 
the range of a Power with AV to "Touch", the Character 
needs to purchase the "No AV" Limitation as well. 
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Chapter VII: 

POWERS 
Adrenaline Surge 

Unk:WilI 
Range: Self 

\. Base Cost: 50 

Mental Power 
Type: Diee (Special) 
Factor Cost: 6 ~ 

Adrenaline Surge allows a Character to Push a pre
selected Power or Attribute, which can then be immediately 
used to resolve a Dice Action. When Pushing with Adrenaline 
Surge, instead of using the APs of the Power/Attribute as 
AV /EV, use the APs of Adrenaline Surge instead. The OV /RV 
is still equal to the APs of the Pushed Power/ Attribute. RAPs 
are added to the APs of the Pushed Power/Attribute, just like 
a standard Push. 

Using Adrenaline Surge allows a Character to violate 
several of the standard Push rules. The Push attempt 
associated with the Adrenaline Surge does not count as the 
Character's one allowable Dice Action for the phase, and 
therefore Adrenaline Surge may be used to push a Dice 
Action. Unlike a standard Push, a failed Adrenaline Surge 
does not Burn Out the Pushed Attribute/Power. Note that if a 
Power with both an AV and an EV is Pushed, the RAPs may 
only add to the EV. 

At the time Adrenaline Surge is purchased, the Player 
must define the Attribute or Power it affects. Additional 
Attributes and Powers may be defined at the cost of + 1 FC per 
additional Ability. Adrenaline Surge may not be used to Push 
Rituals. 

Link~ Iiifluence 
Range:+5 
Base C.ost: 1S 

Alert 
Mystical PoweF 
'{lpe: Auto 
Facto.r Cost: 2 

Alert sends a signal to a specified Character (who is 
designated when the Power is used) if/when a specified 
condition (also determined when Power is used) is met. No 
message is conveyed with the Alert, other than that the 
specified condition has been met. The Base Cost of 15 HP 
allows one condition to be set at any one time by Alert. For 
each 5 Hero Points added to the Base Cost, one additional 
condition may be set. Each condition will have a unique Alert 
indication and need not be related in any way to previous 
Alerts. 

Paying the Factor Cost of Alert allows up to three 
Characters to be notified if/when a condition is met. For each 
+ 1 Factor Cost, an additional three Characters may be notified 
by the Alert. The range of the Alert is determined by its APs 
plus 5. An Alert may also reach through dimensions. The 
range through dimensions is equivalent to 1/3 the APs of Alert 

(rounded down) in Dimensional Travel Value. The APs of 
time that the Alert will exist is 10 + APs of Power. 

Examples of conditions include a door opening, someone 
picking up or touching an item, a car starting, someone dying, 
or any other change in state. The user of this power need not 
witness the specified event to activate the alert. 

r Analyti.cal Smell and 
Taste I Tracking Scent 

Link: Int 
Range: Self 
Base Cost: 15 

Mental Power 
Type: Dice 
Factor Cost: 4 

This Power is unchanged from Analytical Smell/Tracking 
Scent, except for the addition of Analytical Taste and a 
revision of cost. Analytical Taste allows a Character to 
identify an object by taste alone, following a successful 
Action Check using the APs of Power as AV /EV. The OV /RVs 
of particular tastes vary: common tastes have OV/RV of 0, 
uncommon tastes have OV /RV from 2 to 4, rare or masked 
tastes have OV /RV from 6 to 8, and unique, faint, or alien 
tastes have OV/RV of up to 15. Use the OV/RV side of the 
Universal Modifiers Table if necessary. 

Analytical Taste functions similarly to a Perception Roll 
in granting the Character information regarding the subject 
tasted. A result of N grants no insight aside from the obvious 
,"It's coffee." A result of 1 RAP grants basic information, 
"It's coffee with some cream and sugar." If resultant RAPS 
equal 1/2 of the RV of the Action Check, a good deal of 
information is granted, "It's coffee with about two sugar 
cubes, some three day old cream, and a fresh lemon". A result 
of RAPs, equal to the RV of the Action Check, grants full 
knowledge of the taste, "It's coffee with two sugars and some 
cream." A result of RAPs greater that the RV of the Action 
Check grants additional knowledge not normally available, 
"This particular blend comes from a specific region of 
southwestern Columbia." The original version of this power, 
called "Analytical Smell/ Tracking Scent" may be found on 
page 58 of the Blood of Heroes rulebook. 

This Power may be purchased with the following 
Limitation: Cannot Use Analytical Taste (-5 BC). 

\.. 
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POWERS 

Anatomical Division 
Link: Body 
Range: Special 
Base Cost: 35 

Physical Power 
Type: Auto 
Factor Cost: 5 

This Power allows a Character to separate parts of his 
body and animate them independently of the rest of his body. 
The Character may throw a disconnected fist, detach an ann 
to crawl into a hole, or leave his head at home. His physical 
body may be split into as many parts as the Character has APs 
of Body. The Character can divide his Str and Dex attributes 
up among each individual body part, reducing those original 
scores by the amount assigned. Each separate part must have 
at least one point of Body, minimum. Dex and Str need not be 
evenly distributed between body parts. 

A body part may move, as long as it has Dex, and moves 
as many APs as it has APs of Dex, up to 4 APs. It requires a 
Character one Automatic Action to move all of the 
independent body parts in a round. A body part may use a 
Dice Action instead of an Automatic Action, but this uses up 
the Character's Dice Action for that phase. If there are any 
other body parts in use, they still require a collective 
Automatic Action to move them. 

The APs of the Anatomical Division represent the 
maximum time that a part may be animated while 
disconnected from the main body. If a body part is removed 
beyond the time limit, it becomes inert until re-attached. If a 
body part moves beyond the Range from the Character, it 
becomes temporarily inert until the Character moves back 
within Range of the body part. An inert body part may no 
longer be controlled by the Character and is effectively 
paralyzed. 

This Power may be purchased with the following 
Bonuses: Number of separate parts Dependent on APs of 
Power ( + 1 FC). APs of Powers may be assigned to parts ( + 3 
FC). Detached body parts are capable of flying through the 
air, though they may never fly higher than 0 APs above the 
ground, and never faster than the Character's normal 
movement rate, typically 4 APs ( +2 FC). Anatomical Division 
may have the following Limitation: Only one Body Part may 
be Separated (-1 FC). 

Animate Image 
Link: Aura 
Range: Normal 
Base Cost: 35 

Mystical Power 
Type: Auto 
Factor Cost: 7 

Clarification: An animated image is allowed to have 0 
APs as the value of an Attribute. At least one AP must be 
allocated to the Body attribute to give the image a physical 
form. The original version of this power may be found on 
page 59 of the Blood of Heroes rulebook. 
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Animate Shadows 
Link: Aura 
Range: Normal 
Base Cost: 30 

Mystical Power 
Ty,pe: Auto 
Factor Cost: 6 

This Power allows a Character to turn an existing two
dimensional shadow into a living creature which will follow 
the Character's instructions for a length of time equal to the 
Character's APs of Animate Shadows. There must be existing 
shadows around to use this Power, and the APs of Animate 
Shadows equal the maximum volume of shadows that can be 
animated. A Character using Animate Shadow divides the 
APs of Power into two numbers as desired. 

The first number serves as the creature's Dex and Str, 
while the second number serves as the creature's Influence, 
Aura, and Spirit against Mystical Attacks. The Body of a 
Shadow Creature is equal to its original volume in APs. The 
creature's Body may not exceed the APs of the Animate 
Shadow's Power. Shadow creatures do not possess Mental 
Attributes and, as such, are immune to all Mental Attacks. 

A shadow creature has APs of Two-Dimensional equal to 
its APs of Str, occupies a volume equal to its original size in 
APs, and moves at a Speed equal to its Dex. In addition, an 
animated shadow creature suffers a -2 Column Shift modifier 
to its RV against light-based attacks. The creature is destroyed 
when its Body is reduced to zero. 

This Power may be purchased with the following 
Limitation: Light Sensitive (-1 FC). Light Sensitive animated 
shadows suffer a -4 Column Shift modifier to RV against 
light-based attacks. 

Attraction/Repulsion 
Link: Mind 
Range: Nonnal 
Base Cost: 15 

Mental Power 
Type: Dice 
Factor Cost: 4 

This Power may be purchased with the following 
Limitation: Only "Certain Materials" Affected (-1 FC). The 
material must be specified upon purchase of 
Attraction/Repulsion. Examples of certain materials include 
metal, water, glass, lint, etc... The full description of this 
power may be found on page 59 of the Blood of Heroes 
rulebook. 

Link: Will 
Range: Touch 
Base Cost: 20 

Cell Rot 
Mental Power 
Type: Dlce 
Factor Cost: 3 

This Power may be purchased with the following Bonus: 
Can Accelerate Aging (+2 FC). The percentage of Body lost 
in RAPS is also the percentage of the victim's life span that 



39 



POWER'S 
he ages. If Accelerating Aging causes RAPS greater than or 
equal to the victim's Body, the victim must make an "Aging 
Check" with original Body/Body as both AV/EV and OV/RV 
(roll over an 11). IfRAPS are greater than current Body (after 
applying Last Ditch Defense), the victim acquires the Age 
(Old) Drawback. A victim with Age (Young) will lose the 
Age Drawback and will be forced to spend (the Cost of Age * 
10) Hero Points at the next possible opportunity, if Aging is 
Permanent (see Below). A victim with Age (Old) will lose 1 
AP of Str per RAP. The aging will last for as many rounds as 
APs of Cell Rot. 

Accelerating Aging Cell Rot may be purchased with the 
following Bonus: Accelerated Aging is Pennanent (Increases 
Base Cost to 40, and+2 FC). 

The full description of this power may be found on page 
61 of the Blood of Heroes rulebook. 

Chemical Attack 
Link: Str 
Range~ Normal 
BaseCQst: W 

Physk:Jtl Power 
~iDiee 
Factor~:4 

This Power allows a Character to spray a highly irritating 
chemical which can continually blind and choke a target 
without actually damaging him. This choking and blinding 
causes the target to lose orientation, becoming easier to hit, 
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and makes it tougher for the target to effectively perform any 
Actions. The initial attack is determined as a Physical Attack 
vs. the target's Dex/Body, with RV being increased by any 
APs of Sealed Systems. RAPs achieved are added as APs to 
the OV of all subsequent Action Checks attempted by the 
target. In addition, the RAPS are also subtracted, as APs, 
from the target's OV against Physical Attacks due to 
disorientation from the continual pain. The effect lasts for an 
amount of phases equal to RAPs achieved. The effects of 
subsequent Chemical Attacks are not cumulative. 

Link: Int 
Range: N'o1Tllla1 
Base Cost: is 

Color 
Mental P-0wer 
'fh>e: Aute1E>iee 
Facto,r Cost·: 3 

Color gives the user the ability to change the color of an 
object either temporarily or permanently. This Power can be 
used to alter all or part of an object's color. The tinier the area, 
the easier the task is, the greater the area the harder the task is. 
In addition, the smaller the area, the less the Character needs 
to concentrate. The AV/EV of the attack is equal to the APs 
of Color Power while OV/RV's equal the target's Body. (If 
the color change is to be temporary, then any RAPs gained are 
the APs of time the color remains changed.) If the change is 
to be pennanent, double the OV and RV, but any positive 
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RAPs mean success. 
Color does not change the physical makeup of the object. 

A safe that weighs two tons still weighs two tons if it is clear 
or dark. A glass of orange juice would still taste like orange 
juice even if it is colored red, brown, or orange. This Power 
cannot be used on living objects, with the exception of plants. 

An object can originally be any color or color(s), but the 
changed color determines the difficulty of the check. If a 
Character was to change any colored surface to two different 
and distinct colors (a pattern such as camouflage or tartan) the 
attempt requires a+ 1 Column Shift penalty to the OV per each 
extra color added. To remove all color and tum the object 
transparent requires a +2 Column Shift penalty to the OV. 
This allows an object to be seen through like glass. 

Examples: The way we interpret society is often by what 
we see. A Character could sneak into an NPC's office while 
he's not there, change the color of his desk to transparent, 
copy his super-secret document, change the color back, and 
scram. A thief could temporarily change the color of a famous 
painting to one solid color, knowing it would change back, 
and sneak the painting, worth millions, out of the art center. 
An evil mastermind could change the color of a poisonous 
liquid to that of orange juice and have a victim drink it. 

Damage Transference 
Link: Will 
Range: Touch 
Base Cost: 15 

Menta:J Power 
Type: .Auto 
Factor Cost: S 

This Power may be purchased with the following 
Bonuses to simulate the ability to heal others: User Does Not 
Suffer any Risk oflnjury (+3 FC) and No Time Limitation (+2 
FC). The full description of this power may be found on page 
63 of the Blood of Heroes rulebook. 

Danger Sense 
Link: Int 
Range: Normal 
Base Cost: 25 

Mental Power 
Type: Dice 
Factor Cost: 3 

This Power may be purchased with the following Bonus: 
RAPs gained may be added to the Character's next Initiative 
Check ( + 1 FC). The full description of this power may be 
found on page 63 of the Blood of Heroes rulebook. 

Darkness 
Link: Str 
Range: Normal 
Base Cost: 5 

Physical Power 
Type: Auto 
Factor Cost: 7 

Clarification: Thermal Vision is no longer automatically 
blocked but is affected the same way as Ultra Vision since the 
Darkness does not affect heat signatures. This Power may be 

purchased with the following Bonus: Intense ( + 1 FC). Intense 
Darkness automatically blocks Thermal and Ultra Vision and 
becomes OV /RV against Radar Sense and X-Ray Vision. The 
original version of this power may be found on page 63 of the 
Blood of Heroes rulebook. 

Defensive ~dq;ptation 
Urik: Bady 
Rang~: S~lf 
Base. Cost: 1sa 

Phy$lcal Pow:er 
~:-Auto 
Facto.r .Cost! 7 

Defensive Adaptation allows a Character to defend 
against any assault by adapting to each threat. The Character 
does not have conscious control over Defensive Adaptation. 
To use Defensive Adaptation, the Character must first be 
attacked. The RAPs achieved against the character during this 
attack equal the APs Defensive Adaptation that will be added 
to the Character's RV against the same attack style in the 
following phases. If he continues to be attacked in the same 
manner, the APs of Defensive Adaptation will continue to be 
added to the RV until all the APs are used. If the Character is 
attacked in a different style, APs will shift to be used in 
defense against the second attack. These APs will come from 
the oldest attack style used against the Character. Defensive 
Adaptation lasts in each style indefinitely or until he is 
attacked enough in a different style that the Defense re-adapts. 
Defensive Adaptation may be purchased with the following 
Bonuses: Adds to Mental RV ( + 1 FC), and Adds to Mystical 
RV (+1 FC). 

Example: Ragnarok has 20 APs of Defensive Adaptation 
with the Bonus Adds to Mental RV. He takes 8 RAPs of 
damage from a Freezing attack. 8 APs of Defensive 
Adaptation go to his RV against subsequent Cold-based 
attacks. Ragnarok is hit again for 5 RAPs of Freezing damage. 
5 more APs of Defensive Adaptation go to his RV against 
Cold to equal 13. Ragnarok is damaged by a Flame attack, 
which does 7 RAPs. Defensive Adaptation shunts to give him 
7 to his RV against Heat. Right now, Ragnarok has +13 APs 
to his RV vs. Cold and + 7 APs to his RV against Heat. 
Ragnarok is hit by a punch to the jaw for 6 RAPs (Ragnarok 
has a Body far above 6 Aps, so he can take all this damage). 
6 APs of Defensive Adaptation move from his RV vs. Cold to 
his RV vs. Physical Impact. Ragnarok is Psychically Blasted 
for 8 RAPs of Mind damage. Defensive Adaptation moves 7 
APs from RV vs. Cold (reducing it to nothing) and 1 AP from 
his RV vs. Heat to give him +8 APs to his RV vs. Mind 
Attacks. Ragnarok is hit by a 3 RAP Spiritual Drain. 
Defensive Adaptation does nothing. Ragnarok now has +6 
APs vs. Heat, +6 APs vs. Impact, and +8 APs vs. Mind, 
totaling 20 APs of Defensive Adaptation. 
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Density Increase 
'Link: Will 
Range,_ Self 
lase t!osJ: It> 

Mental Power 
Type; Auto 
li'acto..r Cost: S 

This Power may be purchased with the following Bonus: 
APs of Density Increase do not subtract from Dex (+2 FC). 
The Bonus is not +3 FC because every 2 APs of Density 
Increase reduces Dex. The full description of this power may 
be found on page 63 of the Blood of Heroes rulebook. 

Link: flit 
Range: N'onna1 
Base Cost: 10 

Detect 
Mental Pow:er 
Type: Auto/Dice 
Factor Cost: 3 

This Power may be purchased with the following Bonus: 
Discerning (+I FC). A Discerning Detect will give an 
indication of the IPQ's intensity and some indication of the 
IPQ's nature at the GMs discretion. The full description of 
this power may be found on page 64 of the Blood of Heroes 
rulebook. 

Link: Ste 
Range: Tench 
Base Cost:~ 

Digging 
Physieal Power 
Type: Auto 
Factor Cost: 2 

Digging enables a Character to tunnel through an 
assortment of substances. The AV!EVs for a Digging attempt 
are equal to the Character's APs of Power; OV/RV are 
determined according to the following table. The RAPs of the 
Digging Action Check equal the volume of the substance 
removed. 

Diggiqg Substance Table 
SutJstante -OV~ of Dig 
$and 2 
DJ.tt 4 
ROO]cy Soil 6 
Soft Re.ck (Limesrone) 8 
Hard Roe1<: (61'antte) 10 
·Steel 12 
Diam0ml 15 
Yillfarium 20 

Diminution 
Link: Spirit 
Range: Touch 
Base Cost: 30 

MystiCQI Power 
Type: Dice 
Factor Cost: 8 

A Character with Diminution may shrink a target 
Character as though the target were using the Shrinking 
Power. A willing target may be shrunk to as many APs as 
Diminution. To attack an unwilling target is a quasi-Mystical 
attack with AV !EV equal to Dex/ APs of Power against an 
OV/RV equal to the target's Dex/Spirit. If the target does not 
have a Spirit, such as a Gadget, use the target's Body as RV. 
Any RAPs achieved are applied as though the target were 
using that many APs of Shrinking. Diminution lasts for 
phases equal to the RAPs achieved. (A Character with 
Dimi'nution may not shrink himself but must purchase the 
Shrinking Power to do so.) 
A Diminutive target may attempt to change back to normal 
through an Action Check with AV/EV equal to his Aura/Aura 
against OV /RVs equal to the original APs of Diminution used. 
If cumulative RAPs from this Action Check equal or exceed 
the APs of the original Diminution attack, the opponent is 
back to normal. Diminution may be purchased with the 
following Bonus: Target's Strength and Weight are reduced by 
the APs of Diminution he is affected by ( +3 FC). 

Disintegration 
Link: Str 
Range: Toueh 
Bas-e CoSt: 100 

Physical Power 
Type: Diee 
Factt>r Cost: 4 

Clarification: The use of Disintegration is a Physical 
Attack with the attacker's Dex/APs of Power as the initial 
AV/EV and the target's Dex/Body as initial OV/RV. The full 
description of this power may be found on page 66 of the 
Blood of Heroes rulebook. 

Dismember 
Link: Infl 
Range: Touch 
B~Cost: 70 

Mystical Power 
'fype: Diee 
Factor CQSt: '7 

This Power allows a Character to remove various body 
parts from an opponent and animate them. In order to do this, 
a Dice Action must be made with AV/EV equal to APs of 
Dismember, and OV/RV equal to the target's Body/Body. 
RAPs equal the maximum number of body parts (of any size) 
which may be removed from the target. RAPs scored are 
subtracted from the target's Physical Attributes (Dex, Str, and 
Body). The APs taken from the Physical Attributes are 
divided up among the removed appendages. 

Each separate part must have at least one point of Body, 
minimum. Dex and Str need not be evenly distributed 
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between body parts. As long as a controlled limb has APs of 
Dex it may move a distance (in APs) equal to its Dex each 
round, up to 4 APs. The target's Body Attribute may never be 
reduced lower than l AP through a Dismember attack. 

Dismember is a magical attack as targets who drop their 
appendages do not bleed, their wounds magically seal up, and 
the attack is considered Bashing damage. Limbs remain 
separated from the target's body for a period of time (in APs) 
equal to the RAPs scored in the attack. After this time has 
elapsed, the limbs magically reappear on the dismembered 
Character. 

To control dismembered limbs, the Power user must 
possess the Control power. Each dismembered limb counts 
as a full Character for the purpose of this attack, and multi
attack penalties may be incurred if the Power user wishes to 
Control more than one limb. The OV /RV of using Control on 
a dismembered limb equals 0/0, and Control may be 
purchased at -2 FC. Its sole purpose is to simply control 
dismembered appendages. 

A target who has lost appendages may attempt to control 
his removed appendages by making an Action Check with 
AV/EV equal to his lnfl/Aura and OR/RV equal to the highest 
AP rating of the appendage. Multi-attack penalties apply. A 
target who successfully controls one of his missing limbs may 
choose to re-attach it at will if he can maneuver into physical 
contact with it, adding any APs the limb may have had back 
to his total. 

Dismember may be purchased with the following 
Bonuses: Number of separable parts Depends on APs of 
Power ( + 1 FC). Limbs controlled by the opponent may not be 
re-attached until the APs of time equal to the RAPs scored on 
the attack pass ( +2 FC). APs of target's Physical Powers may 
be assigned to parts (+3 FC). Dismember may have the 
following Limitation: Only one Body Part may be Separated 
(-1 FC). 

Link: Will 
Range; Self 
Base Cost: 10 

Dispersal 
Mental Powel' 
1'Pe: Auto 
Eactor Cost: 6 

This version replaces the Dispersal found on page 66 of 
the Blood of Heroes Rulebook. This Power allows a 
Character to disperse his atoms, becoming able to pass 
through solid objects. Each AP of Dispersal engaged by the 
user has the following negative effects to represent his 
inability to contact the Physical plane: 

•One AP is subtracted from the Character's Strength (to 
a minimum of 0 APs) and weight. 

• One AP is subtracted from the EV of each of the 
Character's non-energy-based Physical Powers (such as 
Claws or Flame Project) 

In compensation, the Character may freely move through 
any object with APs of Body less than or equal to his APs of 
Dispersal, meeting no resistance whatsoever. Direct Physical 
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attacks originating from objects or Characters with APs of 
Body less than or equal to the APs of Dispersal will not 
contact the Dispersed Character, even if the EV of the attack 
is greater than the APs of Dispersal. If a Physical attack does 
not have a Body, use the EV of the attack. Force Fields and 
Shields have Body values equal to their AP values. APs of 
activated Density Increase are added to an object's Body 
Attribute in order to determine whether a Dispersed Character 
may contact it or not. If a Physical attack is dense enough 
to contact or is energy-based, the APs of Dispersal are added 
to the Character's RV. 

Dispersal makes a Character harder to find with Radar 
Sense and Sonar. Any Perception Checks made with these 
Powers against a Dispersed Character have their OV /RV equal 
to APs of Dispersal activated. 

A Character with Dispersal may use it as a Physical 
Attack by putting his hand or other extremity inside a target 
and then partially solidifying. This attack is dangerous to both 
attacker and defender; each suffering attacks with AV /EV 
equal to the attacker's Dex/APs of Dispersal. OV/RV for the 
attacker is his Body/Body, while the defender is his 
Dex/Body. Activated Density Increase and Dispersal will aid 
either Character against this attack by adding their APs to both 
the OV and RV. 

If two Dispersed Characters attack one another, only the 
Character with the higher APs of Dispersal receives any 
modifier to his Strength and Physical Powers. This modifier 
equals his APs of Dispersal minus the other Character's APs 
of Dispersal. If both combatants have the same APs of 
Dispersal activated, they treat one another, as though neither 
had any Dispersal. 

This Power may be purchased with a special Bonus: 
Partial Dispersal Allowed ( + l FC). This allows the Character 
to solidify parts of his body while keeping the rest Dispersed. 
While partially dispersed, the character does not lose any 
points from Strength or offensive Powers. However, he may 
not move entirely through objects, and solid parts of his body 
may be targeted with a Trick Shot by attacks which would not 
normally contact him. Dispersal is still added to RV against 
these attacks as normal. The Column Shifts for the Trick Shot 
vary depending on how much of the Character's body is solid 
(GM's Discretion). It requires an Automatic Action to 
become Partially Dispersed. 

This Power may be purchased with the following 
Bonus: Physical Energy Attacks treated like standard Physical 
Attacks ( + l FC). 

Drain Resistance 
L1nk: Spirit 
.Range: -Self 
Ba;se·Cost,: '.30 

Mystical Power 
Ty.pe: AutQ 
&ctol' Cost: 5 

The APs of Drain Resistance are added to the RV against 
offensive Powers that increase, attempt to reduce or otherwise 
alter the Attributes, Powers, and Skills of a Character. This 
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includes attacks from powers such as Mutation, Neutralize, 
Power Drain, Mind Drain, and Vampirism. 

Drain Resistance does not work against Powers that 
lower Resistance Attributes through damage, such as 
Lightning or Magic Blast. Nor does Drain Resistance work 
against restrictive powers that cause Dex to equal 0. 

Drain Resistance may be purchased with either of the 
following Limitations: Cannot Protect Against Mental 
Powers (-1 FC) or Cannot Protect Against Physical Powers 
(-1 FC). 

Electrical Control 
Link: Int 
Range: Normal 
Base Cost: 15 

Mental Power 
Type: Aute/Dice 
Factor Cost: 8 

This Power allows a Character to control the flow of 
electricity. Electrical Control does not grant a Character the 
ability to generate energy (as Lightning does) but only the 
ability to manipulate existing electricity. Electrical Control 
may be used each phase toward a variety of effects. Using 
more than one effect in a phase requires a distribution of APs. 

The Character may increase or decrease the intensity of 
a source of electricity (including thunderclouds). Electrical 
intensities are measured in terms of their AV /EV. Household 
Current has an AV /EV of 6, Industrial Current has an AV /EV 
of 8, while the output of a power plant might have an AV/EV 
as high as 12. The Character makes an Action Check using 
the APs of Electricity Control as the AV/RV against OV/RV 
equal to the source's AV/EV. Add or subtract (as desired) the 
RAPs earned to/from the AV and EV of the source. This can 
be used to discharge or recharge batteries, as well as 

1 
overheat, shut down, or even explode (GM discretion) 
electrical devices. 

The Character may attempt to disable or damage 
electrical systems, including the power and control systems 
of devices and the nervous systems of creatures. This is 
treated as a Physical Attack with AV/EV equal to APs of 
Electrical Control and OV /RV equal to the target's 
Body/Body. OV is not Dex (unless the Range is reduced to 
Touch) because the electricity is already existent in the 
target. 

A Character with Electrical Control may cause existing 
electricity of intensity up to the Power's APs to arc between 
points. This is normally treated as a Physical Attack on the 
target, which gains a +2 CS defensive Bonus to the RV, since 
the path being taken is not normally conductive. 

Electrical Control may be used to deflect attacks based 
on electricity, magnetic, or metallic objects (this includes 
charged particle beams). In this case, the APs of Power are 
added to the Character's OV against these attacks. 

This Power may also be used as the AV/EV of any 
attempt to jam Radio Communication by causing massive 
feedback. The OV /RV of the attempt is the APs of Radio 
Communication. If RAPs achieved are greater than 112 the 
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APs of Radio Frequency (round up), the signal is effectively 
jammed and no information can be sent through. 

Energy Absorption 
Link: Body 
Range: Self 
Base Cost: 25 

Physical Power 
Type: Auto 
Factor Cost: 5 

Clarification: Energy Absorption with the Range bonus 
enables a Character to absorb energy released at a distance 
equal to the Range (not just energy that contacts the 
Character). This allows the Character to add his APs of 
Energy Absorption to any other Character's RV against 
energy attacks provided the recipient is within Range. The 
Power may still only be used once per phase. The original 
version of this power may be found on page 68 of the Blood 
of Heroes rulebook. 

Link: Spirit 
Range: Touch 
Base Cost: 30 

Enlarge 
Mystical Power 
Type: Dice 
Factor Cost: 8 

A Character with Enlarge may increase the size of a 
target Character as though the target were using the Growth 
Power with the Limitation that Growth Does Not Cause 
Strength Increase. A willing target may be grown to as many 
APs as Enlarge. To attack an unwilling target is a quasi
Mystical attack with AV/EV equal to Dex/APs of Power 
against an OV/RV equal to the target's Dex/Spirit. If the 
target does not have a Spirit, such as a Gadget, use the 
target's Body as RV. Any RAPs achieved are applied as 
though the target was using that many APs of Growth. 
Enlarge lasts for phases equal to the RAPs achieved. (A 
Character with Enlarge may not increase his own size but 
must purchase the Growth Power to do so.) 

An Enlarged target may attempt to change back to 
normal through an Action Check with AV/EV equal to his 
Aura/Aura against OV/RVs equal to the original APs of 
Enlarge used. If cumulative RAPs from this Action Check 
equal or exceed the APs of the original Enlarge attack, the 
opponent is back to normal. Enlarge may be purchased with 
the following Bonus: Target's Strength is increased by the 
APs of Enlarge he is affected by ( + 3 FC). 

Extra Limb 
Link: Str 
Range: Self 
Base Cost: 5 

Physical Power 
Type: Auto 
Factor Cost: 4 

A Character who purchases Extra Limb may also 
purchase a Grappling Bonus ( + 1 FC) which allows the 
Character to perform more effectively when Grappling an 
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opponent. The Grappling Bonus must be purchased 
separately for each individual Extra Limb purchased. The 
following changes are made after a successful Grappling 
Attack: 

The Character now uses a "Limb Rating" AP amount, 
which may replace any use of Strength during a Grappling 
Attack. This Limb Rating includes substituting for the initial 
EV of the attack as well as the AV, OV and EV used against a 
grappled opponent and RV against breaking a grapple. In 
addition, Limb Rating can work against a grappled opponent's 
movement instead of Strength. 

To calculate Limb Rating, determine which Extra Limbs 
the Character is using as well as if he is using his own arms 
(represented by the Strength Attribute) in the attack. Limb 
Rating starts with APs of Extra Limb or Strength, whichever 
is higher. Next, use the following chart for leftover Extra 
Limbs used in the attack, not counting an Extra Limb if it 
were the highest value, Strength counting as two Extra Limbs 
if it were not the highest value: 

Leftover Limbs Used 
l-2 
3-4 
5-8 
9+ 

Add APs to Limb Rating 
+1 
+2 
+3 
+4 

Example: Arm Man has Strength: 6, and six Extra 
Limbs of the following AP values: 12, 11, 8, 6, 4, and 4. He 
performs a Grappling Attack using all of his limbs, so Arm 
Man must determine his Limb Rating. The highest AP value 
is his Extra Limb: 12, he has five leftover Extra Limbs and his 
Strength. Since Strength counts as two leftover Limbs, 
totaling seven Leftover Limbs and a final Limb Rating of 15 
APs. 

Characters who have Extra Limbs with the Grappling 
Bonus may perform a Body Grapple maneuver. The Limb 
Rating is used for the initial EV of the Grapple, but any 
resulting RAPs cause no damage; the Body Grapple being 
used solely for his opponent's immobilization. As opposed to 
normal Grapples, any Extra Limbs (or Strength) not counted 
in the Limb Rating may be used to Physically attack others. 

The full description of this power may be found on page 
69 of the Blood of Heroes rulebook. 

Fabricate 
Link: Aura 
Range: Normal 
Base Cost: 50 

Mystical Power 
Type: Auto/Dice 
Factor Cost: 7 

Fabricate allows a Character to generate Doodads and 
magical Artifacts from nothing. 

A Doodad [Body: l, R#: 0] is an item of absolutely no 
use and may be created as an Automatic Action. Typical 
Doodads include rubber duckies, streams of paper, balloon 
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animals, pixie dust, fake quarters, corks, and other things a 
stage magician might create. Doodads have no actual use and 
are for role-playing purposes only. A Doodad is a take-away 
(non-capitalized) item. 

An Artifact may be created using a Dice Action with 
both AV /EV and OV /RV equal to the APs of Fabricate used. 
Hero Points may be used to increase the AV/EV of this roll. 
Any RAPs gained in this roll may be distributed among the 
Attributes, Powers, and Skills (Abilities) of the Fabricated 
Artifact as APs, but at least l RAP has to go into the Body 
Attribute. Abilities added to a Fabricated Artifact may not 
have a Base Cost greater than 50, nor may the Ability have a 
Factor Cost greater than 7. To allow such Abilities, increase 
the Base Cost and Factor Cost of Fabricate to those levels 
when Fabricate is purchased. An Artifact that is Fabricated 
may not change its Abilities or re-assign its APs once it is 
created. 

Fabricated Artifacts have Reliability Numbers of 7. 
RAPs may be used to lower the R# on a 1 for I basis. All 
Fabricated DooDads and Artifacts are able to be taken away. 
1 RAP may be spent to cause a Fabricated Artifact to become 
a non-take away (capitalized) item. Attributes may not be 
Italicized. A Fabricated Artifact with at least 1 RAP in both 
the Mind and Spirit Attributes may be treated as a Pet. 

Fabricated DooDads exist for APs of time equal to APs of 
Fabricate Power. Fabricated Artifacts exist for an amount of 
time in APs equal to the RAPs achieved. RAPs may be spent 
to increase this time on a 1 for l basis. The maximum number 
of Doodads and Artifacts a Character may have Fabricated at 
one time is equal to his APs of Fabricate. The design of these 
items is limited to the Fabricator's imagination, but creating a 
specific item, such as the appropriate key for a door, will not 
work without knowing the lock design. 

This Power may be purchased with the following 
Bonus, Allows Italicized Attributes (+2 FC). 

Flame Being 
Link: Str 
Range: Self 
Base Cost: I 0 

Physical Power 
Type: Auto 
Factor Cost: 6 

Clarification: Flame Being will automatically Physically 
Attack objects, as well as characters, which are touched or are 
touching the user while the power is active. This attack has an 
AV/EV equal to the APs of Flame Being. This attack is 
automatic and does not account as an Action for the Flame 
Being Character. The original version of this power may be 
found on page 69 of che Blood of Heroes rulebook. 
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Link: Dex 
Range: Self 
Base C~t: IO 

Flight 
PhysicaJ Fower 
Type: Auto 
Facto.r C~t: 3 

Clarification: Most forms of Flight also allow travel 
u~derwater at the usual -2 AP speed penalty. If purchasing 
Flight for faster than light (FfL) speeds only (requiring 30 
APs of Flight), use the following Limitation, Only Useable In 
Space (-1 FC). This may be combined with another 
Limitation, Cannot Substitute for OV (-1 FC). Being able to 
travel at FfL does not give a Character the ability to know 
where he is going. This requires Scholar (Space 
Navigation/Astronavigation) or a similar Advantage. Flight 
may be purchased with the following Limitation: Winged (-1 
FC). Winged Flight cannot be used in enclosed spaces or ifthe 
wings are disabled. The original version of this power may be 
found on page 70 of the Blood of Heroes rulebook. 

Fluid Form 
Link: Body 
Range: Self 
BaseC~t: 75 

Pbystcal Power 
Type: Auto/Dice 
Factor. c~t: s 

This Power allows a Character to transform his entire 
physical form into a liquid. It takes a Character an Automatic 
Action to transform into and out of Fluid Form, and he cannot 
transform both into and out of Fluid Form in the same phase. 
Being in Fluid Form allows the Character to take less damage 
from all Physical attacks since they will essentially pass 
through him, or he may simply flow around them. The APs of 
Fluid Form are added to the Character's OV and RV against 
~ese Physical Attacks. As a liquid, he is not as strong due to 
his lack of cohesion, and his Strength is reduced by I AP per 
AP of Fluid Form activated down to a minimum of O. 

By flowing as a wave or just pouring himself, a Character 
with Fluid Form may travel at a speed equal to the APs of 
Fluid Form (maximum movement is 8 APs per phase, 
regardless of the Character's APs of Power). A Character in 
Fluid Form that is split into two parts cannot reform until he 
is back together, unless he has the Split Power. 

A Character in Fluid Form may attempt to smother an 
opponent. After a Successful combination Trick Shot 
Grappling attack (+2 CS to the opponent's OV) against the 
opponent's breathing orifices, the opponent will act as though 
he is drowning, until the Grapple is broken. The attacking 
Character may replace all instances of Strength in the Grapple 
with APs of Fluid Form as we are assuming the Character with 
Fluid Form is flowing into the breathing orifices of his 
opponent. Any drowning damage taken by the opponent is 
considered Killing Combat. 

A liquid Character is not necessarily a watery liquid and 
may even be gelatinous or made of small granules like a 

creature made of sand. In Fluid Form, a Character may 
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move through cracks and holes in walls and other physical 
structures, at a speed equal to APs of Fluid Form minus the 
APs of Shrinking that would be required to pass through one 
of the holes, to a maximum of 8 APs of Speed. Water 
Freedom and Swimming must be purchased separately for this 
Power if so desired. 

This Power may be purchased with a special Bonus: 
Partial Solidification Allowed ( + 1 FC). This Bonus allows the 
Character to solidify parts of his body while keeping the rest 
liq~id. While partially solid, the Character does not lose any 
pomts from Strength, but APs only add to RV instead of both 
OV and RV. The Character may still flow as normal, but he 
might not be able to move entirely through cracks and holes. 
In addition, the solid parts of his body may be targeted with a 
Trick Shot, the number of Column Shifts varying depending 
upon how much of his body is solid (GM's Discretion). 

Force Field 
Link'. Str 
!Range: Self 
Base C<m: 31i> 

Physical Power 
1),pe: Auto 
Factor Cost: o 

Clarification: Force Field with Range Bonus enables a 
Character to create a Force Field at a distance equal to the 
Range (not just around himself), and makes Force Field an 
Auto/Dice Power. This allows the Character to protect or 
entrap another Character with a "force bubble" projected at 
Range. Trapping an unwilling target is a Dice Action with AV 
equal to the Character's Dex (unless he purchases the AV 
Bonus) and OV equal to the target's Dex. Any RAPs means 
success. OV /RVs of an attempt to break free of such a force 
bubble would equal the Force Field projecting Character's 
APs of Power. While using a force bubble, the Character may 
not use Force Field for defensive purposes unless the power is 
purchased twice. The creator of a Force Field with the Can 
Attack Through Field Bonus may decide which side of the 
field may be attacked. This is helpful when using Force Field 
at Range to trap targets. The original version of this power 
may be found on page 7 1 of the Blood of Heroes rulebook. 

Force Manipulation 
Link: Will 
Range: Normal 
~Cost: 7S 

Menta1 Power 
Type: .A:uto 
Fac1or Cost: 10 

Clarification: An object created by Force Manipulation 
is allowed to have a Body of 0, but if the object is touched, or 
after it contacts something else (after delivering any damage 
to the target, if necessary) the object will disappear and must 
be recreated. It costs an Automatic Action to create (or 
recreate) a Force Manipulation object, and it costs a Dice 
Action to use a Force Manipulation object for a Dice Action. 
The original version of this power may be found on page 71 
of the Blood of Heroes rulebook. 
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Force Shield 
Link: Sn: 
Range: No.tmal 

\.. Base Cost: 1 O 

Physical Power 
'JYpe: Auta 
Factor Cost: 5 

Clarification: Even if a Force Shield is up, the Character 
may attack around the sides of the shield to targets in front of 
him. The original version of this power may be found on page 
71 of the Blood of Heroes rulebook. 

I i 
11 
11 

Friction Control 
Lfuk: Int 
Range~ Self 

\.., Base Cost: 25 

Mental Power 
Type: AutoIDic-e 
Factor Cost: 7 

This Power can increase or decrease the coefficient of 
friction of anything the Character chooses to affect within the 
Power's Range and RAPs of volume. The Power consists of 
three sections: Increase Friction, Decrease Friction, and 
Combined Effects. 
Increasing Friction: 

Increasing the friction ~etween inanimate objects is an 
~utomatic Action. The Friction between two objects can be 
increased up to the APs of Friction Control. If anyone 
attempts to move the object, the APs of friction are added to 
the object's weight. The object does not become heavier it is 
just tougher to move. If the APs of Friction Control being 
used on an object exceed its weight, the object may be "stuck" 
to a wall or ceiling, defying gravity. (Note: Levels of friction 
can be found on page 182 in the Blood of Heroes book). 

Increasing Friction allows the APs of Friction Control 
to be subtracted from any movement powers being used by a 
targeted object or character. By increasing the Friction of the 
ground the APs of Friction Control may be added to the OV 
of any Vehicles (Land) skill roll to simulate an easier time 
turning, accelerating and decelerating. Too much increased 
friction can even stop a vehicle. 

Friction can be increased on a target to slow or 
immobilize a Character who is touching the ground. The 
AV /EV equals APs of Friction Control, and OV /RV equal the 
target's Dex/Str. A target's APs of Running or Superspeed 
may be substituted for both OV and RV. Characters who 
cannot move on the ground have their Movement and Dex 
reduced by the RAPs achieved. 

By performing a Trick Shot (+2 CS) against the air 
around a target, the above technique can be applied against 
atmospheric movement such as Flying, Jumping, Levitation, 
and Air Walking. The OV /RV equals the APs of the target's 
movement power. If RAPs are equal to or greater than the 
target's APs of Movement, the target is considered to be 
Grappled with a Str equal to the RAPs received. An 
Automatic Action must be spent each round to maintain 
Friction Increase on a target. 

'- APs of Friction Control may be added to the AV of 
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Climbing and Grappling attempts as well as to the EV of a 
Snare or Glue Power attempt. 

Friction Control may be purchased with the Fine 
~ Control Bonus ( + l FC). Fine Control allows the Power user 

to attack the insides of a target, increasing friction to the level 
where the heart cannot beat, blood cannot flow, or oxygen in 
the target's lungs ceases to move. RAPs resulting from use of 
Fine Control are applied as Killing Combat damage. In 
addition to this, Fine Control allows the manipulation of air 
molecules without a Trick Shot. 
Decreasing Friction: 

The APs of Friction Control may substitute as 
movement (maximum 8 APs) as long as the Character is in 
contact with a solid surface to skate upon. APs of Friction 
Contro_l are subtracted from the AV of Climbing and 
Grappling attempts made against a Frictionless surface or 
Character. In addition, the APs of Friction Control may also 
be subtracted from the EV of a Snare or Glue Power attack. 

By decreasing Friction of the ground, APs of Power are 
added to the OV of any Vehicles (Land) skill roll to simulate 
a . to~gh~r time turning, accelerating, and decelerating. If 
fnct1on is decreased on an inanimate object or the surface it 
rests on, the effective weight of the object is decreased by the 
APs of Friction Decrease. If the APs of Friction Decrease 
exceed the weight of the object (in APs), the object becomes 
~~ectively frictionless and slides in the direction of any slope 
it is on or remains in motion in a straight line if moving on a 
level surface. Any Character attempting to pick up (or 
otherwise grip) an object affected by Friction Decrease that 
has no gripping surfaces, such as a handle, can do so as an 
Automatic Action if their Dex exceeds the APs of Friction 
Decrease. Otherwise, it requires an Action Check with 
AV /EV equal to Dex/Dex and OV /RV equal to the APs of 
Friction Control used. 

Friction can be decreased on a target Character, where 
APs of Friction Control are AV /EV against the target's OV /RV 
of Dex/Dex or the APs of targets ground movement (Running 
or Superspeed if in use). APs of Joined or Cling that the target 
has may be used to increase the RV. RAPS received reduce 
Dex . and Movement, and the target may fall down. If the 
affected target is standing on a slope, he will slide 
uncontrollably downhill. The Power User must spend an 
Automatic Action each round to maintain Friction Decrease 
on a. targ~t. Standing in an area of reduced Friction may 
reqmre usmg an Automatic Action (GM ruling). 

Characters who are moving on (walking, running, 
Running Power, Superspeed) a surface with Decreased 
Friction will automatically be attacked in the fashion 
detailed above. If the RAPs scored exceed the targets Dex 
or APs of Movement Power, he will continue moving in the 
same direction and at the same speed as before the attack, 
unable to alter his course or speed. As a result, he may end 
up performing an unnecessary Charging Combat Maneuver 
into a wall or other object. This effect lasts until the targeted 
Character moves out of range. 

... 
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Effects of Both: 
Either effect of this power may be used as the AV/EV 

of a Physical Attack against mechanical gadgets with any 
modifiers by the GM to represent belts slipping, gears seizing, 
etc. 

A Character entering an area of altered Friction 
unaware is Physically attacked with AV equal to RAPs of 
Friction Control and EV equal to Movement Speed (normally 
4) with OV/RV equaling the target's Dex/Weight, to simulate 
tripping (increased friction) or slipping (decreased friction). 

Friction Control may be purchased with the following 
Limitations: Friction Increase Only (-1 FC) and Friction 
Decrease Only (-2 FC). 

Frostbite 
Link: StT 
Range: Self/Special 
Base Cost: 10 

Physical Power 
Type: Auto 
Factor Cost: 6 

A Character with Frostbite can cause his body to 
become so cold that he can damage others simply by touching 
them. Any person or object touched by, or touching a 
Character with Frostbite incurs a Physical attack with AV/EVs 
equal to APs of Frostbite. This form of attack does not take 
away any actions from the Character with Frostbite. Frostbite 
causes the air around the Character to chill. For every 3 APs 
of Frostbite, add l AP of distance from which others can feel 
the coldness generated by the Character. A Character with 10 

POWERS 
APs of Frostbite for instance, chills the air so much that 
characters 3 APs away can feel the air cool off.APs of Power 
may substitute as EV for a hand-to-hand attack. 

Any cold-based attack against a Character with 
Frostbite is made with the Character's APs of the Power added 
to his RV. Conversely, the Character's RV receives a -2 CS 
penalty against fire or heat-based attacks. Characters who 
have both Frostbite and Icing do not suffer from a -4 CS 
penalty vs. heat-based attacks, only a -2 CS penalty. 

Link: Str 
Range: Normal 
Base Cost: 20 

Glue 
Physical Power 
Type: Dice 
Factor Cost: 4 

The Base Cost and Factor Cost of the Glue Power have 
been changed. The original version of this power may be 
found on page 72 of the Blood of Heroes rulebook. 

Link: Str 
Range: Self 
Base Cost: 35 

Growth 
Physical Power 
Type: Auto 
Factor Cost: 10 

Clarification: For every 5 APs of Growth activated, the 
Character adds one AP to Swimming speed. A Character with 
at least 5 APs of Growth may make Sweep hand-to-hand 
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attacks, and one with at least 10 APs may make 1 AP Area 
hand-to-hand attacks. As a Character becomes larger, he is 
also easier to see (and hit with attacks). As a result, for every 
two APs of Growth engaged, a Character's OV against 
Physical Attacks and Perception Checks decreases by one AP 
( 1 AP of Growth engaged has no effect on OV, while 2 to 3 
APs engaged decreases the Character's OV by 1 AP, and 4 to 
5 APs engaged decreases OV by 2 APs, etc.). The original 
version of this power may be found on page 72 of the Blood 
of Heroes rulebook. 

R)tpmtism 
Mental Powel' 
'fYpe:. 'Dice 
Facfor Cost: 6 

This Power allows a Character to mesmerize a victim. 
The use of Hypnotism is an Action Check with the AV/EVs 
equal to the APs of Power and OV/RVs equal to the 
opponent's Int/Mind. The Character may then implant 
suggestions as he wishes, up to the number of RAPs received 
on the Check. 

The Character must divide the RAPs earned between 
each of the implanted suggestions as desired. The completion 
of each suggestion is then treated as a separate Action Check 
with the AV/EVs equal to the opponent's Int/Mind. If an 
Action Check succeeds, the suggestion is carried out by the 
victim. 

A Hypnotism victim will not do anything completely 
against his motivations or beliefs, but a clever Character can 
often get around this restriction. If someone attempted to 
Hypnotize Striker into injuring the President, for example, the 
attempt would fail, but the person could possibly Hypnotize 
Striker into believing that the President was actually a villain, 
probably creating the same result. 

Example: A character with I 0 APs of Hypnotism tries 
to Hypnotize another Character who has an Int/Mind of 3/2. 
First, the Power user makes an Action Check and receives 10 
RAPs. The user then tries to implant three suggestions, 
allocating 3 RAPs to each of the first two, and 4 RAPs to the 
third. 

The first suggestion is that the victim will a carry a bomb 
(made by the Power user) into the victim's office; the second 
suggestion is that the victim will activate the bomb and leave 
the office; and the third suggestion is that the victim will 
forget everything which occurred. Each of these suggestions 
must be resolved as a separate Action Check. 

The Power user first rolls to see if the victim will take 
the bomb into the office (AV/EVs of3/3, OV/RVs of the 3/2, 
I RAP necessary for success); the user then rolls to see if the 
victim will activate the bomb and leave the room (Similar 
AV/EVs and OV/RVs); and finally, the user rolls to see if the 
victim will forget everything which occurred (AV/EVs of 4/4, 
OV /RV of 3/2). If the implantation of any of these 
suggestions fail, the victim will break the Hypnosis and all 
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the ensuing suggestions will be obliterated. 

Link~Str 
Range:. ~lf 
Base·Cosl: s 

leing · 
Phy~@)'. Power 
'.QtRe: Auto 
Factor Cost: S 

Icing allows a Character to cover himself with a sheet of 
ice and not incur any damage. The character's APs of icing 
may be added to his RV against physical attacks. The APs.of 
Icing may also be added to the Character's RV against ice or 
cold based attacks. 

Against fire or heat based attacks, such a Character 
suffers a -2 Column shift modifier to his RV. APs of Icing 
may also be substituted for the Character's EV when making 
hand-to-hand attacks. 

Ice Animation 
Link: Aura 
'R.ange: N'orm:al 
Base .Cost: 25 

M1stkal Power 
Type: Auto 
F:actor Cost: 8 

This Power allows a Character to summon into 
existence an actual creature of living ice who will follow the 
Character's instructions for a length of time equal to the 
Character's APs of Ice Animation. At the end of this time, the 
creature will disperse into ice and water. 

A Character using Ice Animation divides the APs of 
Power into two numbers as desired. The first number serves 
as the creatures Dex, Str, and Body while the second number 
servers as the creature's Infl, Aura and Spirit against Mystical 
Attacks. Ice creatures do not possess Mental Attributes and 
are therefore immune to all Mental Attacks. 

The ice creature occupies a volume equal to its APs of Str 
and moves at a Speed equal to its Dex. In Addition, an 
animated ice creature suffers a -2 Column Shift modifier to its 
RV against heat-based attacks. 

Ice Control 
Link! Int 
.Range: Normal 
Base Cost: 5 

Mental Power 
Type~ Dice 
Factor Cost: g 

This Power allows a Character to move and control 
volumes of ice. Ice Control does not, however, give the 
Character the ability to generate ice (as does Ice Production), 
only the ability to control and manipulate pre-existing ice 
formations. 

• The ability to hurl ice at a target to cause damage. This 
is treated as a Physical Attack with AV/EVs equal to APs of 
Power and OV/RVs equal to the target's DEX/BODY. 

• The ability to surround oneself with ice formations 
which will provide defense against Physical Attacks (APs of 



Ice Control being added to the Character's RV). 
•The ability to move volumes of ice. AV/EVs are equal 

to the APs of Power while OV /RVs are equal to the APs of the 
volume of ice to be moved. RAPs equal the distance (in APs) 
which the ice is displaced. 

Clarification: Trapping a target in a block of ice may be 
considered Killing Combat under certain Genres. A target 
may be trapped under a shell or small outer layer of ice instead 
of a literal block of ice, as the Character creating the ice 
determines the final shape of the ice. Note: The Character 
trapped inside the ice bubble can still suffocate (GMs should 
assume that the trapped target has 7 APs (eight minutes) worth 
of air assuming the dome is air tight. 

Interface enables the user to link mentally to all but the 
simplest gadgets and mechanisms, controlling them at ~e 
lowest level. Rather than just turning the wheel and pressmg 
the pedals of a car, part of the Character's mind is one with the 
vehicle, and he can move it with his will, but the device cannot 
do anything it is not normally capable of doing. 

The APs of Interface act as APs of whichever Skill is 
appropriate to use the object/gadget at a -1 CS to the OV and 
RV of the action. If the Character has the Skill already, there 
is no penalty, and he can use the APs of the Skill instead, if 
they are greater than the APs of Interface. For example, when 
controlling a car, the user gains the Vehicles (Land) Skill, or 
for a rifle, the Weaponry (Firearms) Skill. Interfacing with 
security systems grants the Thief (Locks and Safes) or Thief 
(Security Systems) Skills. Interfacing with an unknown or 
general device grants the Character Gadgetry (Identify) or the 
Scientist (Analysis) Skill as appropriate. In any case, any 
knowledge gained is that relating to the workings of the 
particular object. The Skill gained may only be used to work 
the object touched, and as soon as the Character lets go of the 
object, he loses access to any Skills. Controlling more than 
one device at a time is a multi-attack. 

If the object the Character is connected to takes damage, 
the Character may receive dangerous feedback. The RAPs of 
damage the object receives acts as an AV/EV against an 
OV/RV of the Character's Int/Mind. This is Killing Combat 
damage. For example, if a car takes 3 APs of Body Damage, 
a roll is made with AV /EV of 3/3 agains~ the Character. 

Linke B~, 
Range: B'eff 
~e~s 

Clarification: A Character with this Power is very diffi
cult to kill although it does not make him any harder to injure. 
•For this effect use the Skin Armor Power). Invulnerability 
checks are made at any negative value to which Current Body 
is lowered. This requires an Action Check. If the Character 
bas already used his Dice Action this turn, he falls uncon
scious until the next round where an Invulnerability roll can 
be made. If the Character's Current Body is lowered to or 
below Negative Absolute Body and the Character does not 
have an Action Check for that round, the Character dies, oth
erwise the Action Check defaults to Invulnerability. If Current 
Body is lowered below Negative Absolute Body but the 
Invulnerability Check brings the Current Body above 
Negative Absolute Body in that same round, the Character is 
still alive. Invulnerability Action Checks can be made for 
every combat round the Character's Current Body is at a neg
ative value, as long as the Body does not reduce to or below 
Negative Absolute Body. . 

A side effect of this Power is its ability to extend the bfe 
of a Character. It allows a check even if the Character dies of 
disease or of natural causes. The actual impact of this Power 
on the life span of the Player's Character is up to GM discre
tion. 

Invulnerability also extends the life span of the Character 
and can be used to check against death by aging. The APs of 
Invulnerability may be added to the Character's OV against all 
Aging attacks, such as an Accelerated Aging Cell Rot and a 
Reduce Age Spiritual Drain. This Power may be purchased 
with the following Limitation: Invulnerability is used solely to 
counter the affects of Aging (-5 FC). 

Lint: ·str 
Range: Seit 
8-Cost~' 

The original version of this power may be found on 
page 74 of the Blood of Heroes rulebook. 

The Base Cost of the Jumping Power has been changed to 
5 HP. The original version of this power may be found on 
page 75 of the Blood of Heroes rulebook. 
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Knockout Gas 
Link~ Body 
Range; Special 
Base Cost: 20 

Physical Power 
Type: Dice 
Factor Cost: 4 

This Power allows the Character to exude a terribly 
unpleasant gas attack that the victims can only avoid by seal
ing his nose or fleeing the Area Effect. The gas does not van
ish until an amount of time equal to APs of Knockout Gas 
passes (no pun intended). A roll is made with AV/EV equal 
to the APs of Power and OV/RV equal to Str/Body of the 
opponent. Successful RAPs are sustained from the target's 
Body but always as Bashing Damage. All attacks with 
Knockout Gas are considered to have Area Effect of up to 3 
APs. 

Skin Armor is useless as defense against this attack, but 
any APs of Force Field, an appropriately placed Force 

Shield, and Sealed Systems can keep the aroma from a tar
get's nose. Targets with Analytical Smelltrracking Scent 
(not Taste only) add their APs of Power to the EV. If the 
Analytical Smelltrracking Scent Power was active at the 
time, add a -1 CS penalty to the target's OV as well. 
Knockout Gas: 7 against a Tracking Scent: 4, has an EV of 
11. 

Knockout Gas requires an atmosphere to transmit. A 
wind or volume of air moving faster than the APs of 
Knockout Gas will instantly dissipate the Gas. This Power 
may be purchased with the following Bonus: Can Enter 
Killing Combat ( + 1 FC). 

Mental Freeze 
Link: Will 
Range: Narmal 
Base Cost: 15 

Mental Power 
Type: Dice 
Factor Cost: 5 

The Base Cost and Factor Cost of Mental Freeze have 
been changed. The original version of this power may be 
found on page 77 of the Blood of Heroes rulebook. 

This Power may be purchased with the following Bonus: 
Partial Paralysis ( + 1 FC). Power can be used on specific 
parts of the target's body (brain, heart, left arm, etc). If this 
is done to a vital organ or system, RAPs resulting from use 

of Power are applied as Killing Combat damage. 
Mental Freeze may be purchased with the Coma Bonus 

(+3 FC) which also quadruples the Base Cost (to 60). The 

Coma Bonus allows the attacker to place a target in a coma. 
The target's APs of Iron Will, if possessed, add to the RV of 
a Coma attempt. If RAPs scored are equal to or greater than 
the target's APs of Mind, the target is placed in a coma. He 

is effectively unconscious, with both Int and Dex at 0. 
A coma produced by the Coma Bonus is defined as elec

trical activity in the brain dwindling to nearly nothing, the 
mind 'hiding' in the darkest recesses of the brain. This means 

most attempts to reach or affect the mind, including all 

POWERS 

Mental Powers (except Personality Transfer) used on the 
Coma target, have their OV /RVs increased by the RAPs 
earned in the initial Coma attack. 

Use of Personality Transfer against a Coma victim has 

OV = 0 since there is no resistance to the transfer, but RAPs 
of Personality Transfer still have to exceed the target's Mind. 

A Character in a Coma cannot subconsciously combat each 
phase, as he normally could with Mental Freeze. If Detect is 
used to detect brain activity, it becomes a Dice Action with 
AV/EVs of Detect against OV/RVs equal to the Coma RAPs. 
The Coma RAPs are added to the OV /RV of any Mental 
Recovery Check. 

Metal Manipulation 
Link: Will 
Range: Normal 
Base Cost: 50 

Mental Power 
Type: Dice 
Factor Cost: 7 

This Power grants the Character the ability to reshape 
metal and form it into any shape desired. The Character 
could, for example, tum iron ingots into an iron cage. 
However, the Character must have material resources to work 
with and could not, for example, create an iron cage out of 
thin air, nor can he change the type of metal used. Gold 
ingots cannot be manipulated into a steel cage. 

To use Metal Manipulation, the Character must make an 
Action Check with AV/EV equal to the APs of Power and 

OV /RV equal to the Body of the object to be manipulated. If 
this Action Check succeeds (any positive RAPs), the 
Character can create a new object made of the same metal, 
assigning the APs of Metal Manipulation as desired to the 
object's Physical Attributes and Physical Powers. The base 
Body of the new object is equal to the Body of the original 
target metal. The Body may be reduced at no cost. By 
adding APs of Metal Manipulation, the Body may be 

increased as described above. Manipulated metal does not 
automatically return to its original form, instead retaining its 
shape for time equal to the APs of Metal Manipulation. 

Metal Manipulation may be purchased with the follow
ing Bonus: Manipulated metal remains in its new form per
manently. (+2 FC). 

Variants of this Power include "Substance" 
Manipulation, such as Rock Manipulation, Ice Manipulation, 
or Crystal Manipulation. 

Mind Drain 
Link: Will 
Range: Normal 
Base Cost: 20 

Mental Power 
Type: Dice 
Factor Cost: 8 

Clarification: Mind Drain has a Factor Cost of 8, not 3. 
The Factor Cost has been changed to match the cost of the 
other "Drain" Powers. The original version of this power 
may be found on page 78 of the Blood of Heroes rulebook. 
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Mind Over Ma:tter 
l:.ink: Will 
Ranie: Self 
Base C:os't: l5 

Mental Power 
Type: Dice 
Factoreost: 4 

Once a character with Mind Over Matter hits a Current 
Body, Mind, or Spirit condition of zero or less, he makes an 
Action Check using APs of power as the AV /EV against an 
OV /RV equal to the total damage he has sustained (This does 
count as the character's one Dice Action per phase). If the 
Action Check succeeds, he does not fall unconscious until 
the next time he takes damage. At that point, he can make 
another Action Check with an OV /RV equal to the new dam
age total to avoid unconsciousness, and so on. 

Example: Katana Three (Body of 6, Mind Over Matter 
13) takes 7 points of Bashing Damage. He can now make an 
Action Check (AV/EV of 13/13; OV/RV of 717) to stay con
scious -- he can perform no other Dice Action during the 
phase (or during the next phase, if he has already acted in the 
current phase). Two phases later, he takes another 2 points of 
Bashing Damage. This time his action check to stay con
scious has an AV /EV of 13/13 and an OV /RV of 919 (9 points 
total damage). If he takes another two points of damage in 
the next round, the OV /RV of the Mind Over Matter Action 
Check is 11/11, etc. 

Note: Mind Over Matter only helps the character stay 
conscious, it doesn't prevent him from dying. The 
Invulnerability Power is needed to prevent a character from 
dying. Thus, if Katana Three takes 7 points of Killing 
Damage (Current Body Condition of -1) he can remain con
scious with a successful Mind Over Matter Action Check vs. 
7 /7. He's still dying as per the normal Killing Combat rules, 
but at least he's conscious. 

Mnleootar Chameleon 
Link! Wfil 
~:' Stlf 
BBse'~t: 1S 

Mental Po.wer 
'llype: Auto' 
Factor Cost: 1:0 

Clarification: If Molecular Chameleon is purchased 
with the Range bonus, it enables a Character to assume the 
form of any substance within Range (not just those sub
stances touched). The original version of this power may be 
found on page 79 of the Blood of Heroes rulebook. 

The Base Cost and Factor Cost of Mystical Freeze have 
been Changed. The original version of this power may be 

Mystic Freeze 
L~Aura 
Ra~e: iNonmd 
.Sase ~cJ8t: W 

Mystical Pc9wer 
Type; Dice . 
Facto:r Cost: 5 

found on page 80 of the Blood of Heroes rulebook. 

This Power may be purchased with the following Bonus: 
Partial Paralysis ( + 1 PC). Power can be used on specific 
parts of target's body (brain, heart, left arm, etc). If this is 
done to a vital organ or system, RAPs resulting from use of 
Power are applied as Killing Combat damage. 

Mystic Freeze may be purchased with the Sleep 
Limitation (-1 FC). Mystic Freeze does not hold the target 
fast, but instead induces a deep sleep-like condition. The tar
get may still attempt to break the Mystic Freeze as normal, 
but now he may also be awakened ifhe takes 1 or more RAPs 
of damage. The APs of Mystic Freeze are the maximum 
amount of phases that the deep sleep lasts, after which the 
Character will awaken and the Mystic Freeze ends. 

:Neutralize 
• Lblk~ Will 

Ra,'nge': NQrmal 
Base C:ost: 25 

Clarification: An attack to negate a target's Power 
requires an Action Check with an AV/EV equal to APs of 
Neutralize and an OV /RV equal to the target's APs of the 
Power to be negated. The original version of this power may 
be found on page 80 of the Blood of Heroes rulebook. 

Obscure 
Linkt Will 
Ra~: SelflToudh 
Base Co.st; 5 

This Power protects a target Character or Gadget from 
specific forms of detection. The kinds of powers Obscure 
affords is protection from Detect, Life Sense, Precognition, 
Magic Sense, Remote Sensing, and Object Awareness. Each 
AP of Obscure adds to the OV /RV of the attempt to Sense or 
Precognition on/about the target. To use this Power for more 
than one target at a time, it must be purchased with the Area 
Effect Bonus. Anything within this Obscured Area of Effect 
gains the benefits of the Power so long as they remain with
in its area of effect. 

OmDiPower 
Li.Dk: Spefial 
Range: Varies 
Base Cost: 500 

Speclal Power 
~Au~ 
.FaeJor Ois1: 1<1 

Omni-Power may be purchased with a Skills Only 
Limitation. This reduces Base Cost to 150. The original ver
sion of this power may be found on page 81 of the Blood of 
Heroes rulebook. 
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Paralysis 
~:'Str 
~Normal 
llase ~ost: 1$ 

· Physical Po:w:er 
TJpec D1ee 
Factor Cost: 5 

Clarification: The Base Cost and Factor Cost of 
Paralysis have been changed. The original version of this 
power may be found on page 81 of the Blood of Heroes rule
book. 

This Power may be purchased with the following Bonus: 
Partial Paralysis ( + 1 PC). Power can be used on specific 
parts of target's body (brain, heart, left arm, etc). If this is 
done to a vital organ or system, RAPs resulting from use of 
Power are applied as Killing Combat damage. 

Petrification 
Link: lnfl 
Range;, Tou~b 
Base Cost: 30 

~stieal P~wer 
Ty:pe: Dice 
Factor Cost: 8 

A Character with Petrification has the ability to turn 
the flesh of a target into stone. The AV /EV of the attack is 
the Dex/ APs of Petrification, while the OV /RV of the target 
is equal to his Dex/Body. If he chooses to do so, the target 
may use his Body APs as OV against a Petrification attack. 

If a target is hit, he becomes a stone-like statue. The 
target's Dex is reduced to 0, and his Initiative is reduced 
accordingly. The target may not move as well. In addition 
to these effects, the target's APs of Body is changed to 9, the 
Body of stone. His OV/RV against Physical attacks is now 
9/9 for all intents and purposes until Petrification wears off. 

A petrified target is a statue for an amount of time 
equal to RAPs achieved on the Petrification roll. A petrified 
target may attempt to change back to normal through an 
Action Check with AV/EV equal to his Aura/Aura, 
Spirit/Spirit, or Body/Body (target's choice) against OV/RVs 
equal to the RAPs of Petrification used. If cumulative RAPs 
from the Action Check( s) equal or exceed the RAPs achieved 
against the target, the target turns back to normal. 
Cumulative Petrification attacks against a petrified target 
have no effect. 

This Power may be purchased with the following 
Bonuses: Partial Petrification ( + 1 PC). Petrification can be 
used on specific parts of the opponent's body (brain, heart, 
left ann, etc). If this is done to a vital organ or system, RAPs 
resulting from use of Petrification are applied as Killing 
Combat damage. 

Petrification may also be purchased with the following 
Bonus: Variable Material ( +2 PC). Instead of 9 APs, the user 
may choose the APs of Body of the stone into which the tar
get is transformed. The Body must not exceed the RAPs 
received on the attack plus the target's Body, or drop below 
l AP. 

Petrification may be purchased with the Cumulative 
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Petrification Bonus ( + l PC). Additional attacks against a 
petrified target extend the maximum time as a statue by 
RAPs achieved, and these RAPs add to the total RAPs 
against the target. 

Link: Mind 
'RaQge: Self 
BaseCost: 5 

Recall . 
Mental Power 
1'ype: Autot.Dice 
Factor Cost: 1 

This version of Recall replaces the version of Recall on 
page 84 in the Blood of Heroes Rulebook. Recall allows a 
Character to mentally retain vast amounts of information 
(i.e., he has a photographic memory). The amount of infor
mation that can be retrieved is effectively limitless; the APs 
of Power represent how good the Character is at utilizing this 
storehouse of memory. 

In order to remember a specific fact, an Action Check 
must be made using the APs of Recall as the AV /EV against 
an OV/RV equal to the obscurity of the information (using 
the Automatic Action column of the Universal Modifier 
Table). Positive RAPs are treated like the results of a 
Detective/Clue Analysis Skill Check in terms of what is 
remembered, though for a simple fact (a man's name, for 
example), positive RAPs indicate a success. 

As a guideline, remembering the name of someone you 
were introduced to would be Easy (Automatic). 
Remembering that person's birthday (assuming you were 
told it) would be Challenging (OV /RV of 2). Remembering 
the UPC code of a bag of potato chips you saw out of the cor
ner of your eye when you were drunk would be Herculean 
(OV/RV of 12). Note that, although a Player can never use 
this Power to "remember" something which his Character 
did not know in the first place, it can be used in some 
instances to come up with trivia that the Character could have 
picked up in passing (GM's discretion). This trivia includes 
items such as license plate numbers, headlines, etc. 

Regeneration 
Link~ Will 
Range: Self 
Base Cost~ 2.5 

Mental Power 
'IYPe: .A'UtO 
Factor Cos't: 8 

Regeneration normally incorporates Body, Mind, and 
Spirit. This Power may be purchased with a special - 1 FC 
Limitation for each Attribute that Cannot be Regenerated. 

The full description of this power may be found on 
page 85 of the Blood of Heroes rulebook. 
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Sealed Systems 
Link: Body 
Range: Self 
Baseeost: 5 

Physical Power 
Type: Auto 
Factor Cost: 4 

Clarification: The duration of this Power is now equal 
to the AP rating plus 4. The full description of this power 
may be found on page 85 of the Blood of Heroes rulebook. 

Link: Will 
Range: Touch 
B,ase Cost: 50 

Scramble 
Mental Power 
Ty,pe: Dice 
F~ctor Cost: 5 

This Power randomizes the effects of a target's Power. 
It may also be used on a target's Strength and the Powers 
possessed by a Gadget/ Artifact. The user must make an 
Action Check with AV/EV equal to Dex/APs of Power and 
OV /RV equal to the target's Dex/ APs of target Power. If the 
Check is successful, the target Power is Scrambled. The GM 
must immediately roll 2dl0 and consult the Effect Chart 
below to see what happens to the Power. Unless the effects 
are instant, do not divulge what happens to the Power until it 
is used, and do not re-roll for subsequent uses. A Power that 
does not get affected by the rolled Scramble Effect is con
sidered affected as though by the Neutralize Power (RAPs 
subtracted from the APs of the targeted power). However, 
unlike Neutralize powers which must be recovered, scramble 
powers automatically return to normal a length of time (in 
APs) equal the RAPs scored on the attack. Gamemasters are 
encouraged to adjust the table to their own liking, though it 
is currently statistically balanced. 

A target's Power will remain scrambled for a length of 
time (in APs) equal the RAPs scored on the attack. A target
ed Character can attempt to control his Scrambled Power by 
making an Action Check with AV /EV both equal to either the 
Link Attribute of the Power or the original APs of the 
Attribute in question, and OV /RV equal to the current APs of 
the Power. If the roll is successful, the RAPs indicate the 
number of phases the Character can normally use his 
Scrambled Power. 

Cumulative attempts to Scramble the same Power 
have no further effect. The user of Scramble may cancel the 
Scramble at any time. If the Scramble Effect Chart requires 
a re-roll and the same effect is rolled more than once the 
effect is applied once and duplicate rolls are added toge,ther, 
if possible, or ignored if they cannot be. 

Scramble can be purchased with the Overload Bonus 
(+2 FC). RAPs scored on an Overloaded Scramble attack 
may be added to APs of the targeted power for the duration 
of the Scramble to "enhance the effect". 

Scramble can be purchased with the Choice Bonus 
(+2 FC) which doubles Base Cost as well. The Scramble 

user may select the effect of his Scramble from the chart. 
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Scramble Effect Chart 

Roll Effect on Target Power 
2 -2 CS ti> RV of 0.ffensi\le Power er 

+2 CS to RV of Defensive Power or 
-2 CS to OV of Offensive Power or 
+ 2 CS to OV of Defensive Power or 
+ 2 CS Strength 

3 Works normally (No Effect), 
4 RAPs added to APs of Power 
5 Aequires Fatiguing Limitatio,n, if it has 

Fatiguing, it loses the Limitation 
6 Ranged P-ower n.ow bas Range of 

Touch or Self, Touch or Seif Powers 
now are Ranged, SN 

7 Acquires Always On Limitation. 
Offensive Powers with AV fire in 
random directions (GM Disc.retion), 
SN 

8 Offensive FoweFS acquire the 
Explosive Radius Bonus 

9 Acquires Tune Limit Limitatlon with 
limit= 1d10 APs 

IO +2 OV: to AV of Offensive Power 
(even if using Accuracy or De'XJ, -2 CS 
to QV of Defensive Po:we.r, -2 CS 
Strength 

11 RAPs subtracted frotn APs of Pow.er 
12 +2 CS to RV of Offensive Power or 

-2 CS to RV of Defensive Power or 
-2 CS Strength 

13 OTfensive Power affects user. 
Defensive Power affects neares,t 
Character, SN 

14 Functions at Half Al's (R<mnd Down) 
15 Acquires Always Qn Limitation as per 

effect #7 o.r SN. Rell again ignoring 
rolls of 15. 

16 Ranged Power receives Djroinisbing 
Limitation, Touch or Self Powers 
become Useable o..n Others but n_ot on 
Self, SN 

17 Acquires Area Effect Bonus, if it has 
Area Effect, it loses this Bonus, SN 

18 Power does not work at all, Str = 0. 
19 Roll twice on this chart, ignoring rolls 

of 19 and 20 
20 GameMaster's Discretion or Roll three 

times ignoring rdlls of 19 and 20. 

SN = If Str.ength 'is the target of the Scramble 
po:we; it is affected as though by Neutralize Power 
{RAPs subtracted from APs of Scrambled Power) 
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Cumulative attempts to Scramble the same Power have 

no further effect. The user of Scramble may cancel the 
Scramble at any time. 

Self-Link 
Link: None 
Range: Self 
Base Cost: +SO 

Special Power 
Type: Auto 
Factor C-OSt: NI A 

Clarification: Unless the Self-Linked Power is pur
chased with the Power Always On Limitation, the Character 
may freely switch from normal form to Self-Linked form by 
using one Automatic Action. 

Self M~pulation 
Link: Dex 
Range: Self 
Base Cost: 75 

Physical Power 
Type: Auto 
Factor Cost: 10 

Clarification: A Character may use his own Dex and 
Str in a Self Manipulated form, but if he derives those 
Attributes from the Power, the APs of Self Manipulation sub
stitute, not add. The idea behind this Power is that the 
Character becomes relatively simple objects or gadgets; a 
Player whose Character has this Power should be able to 
describe the object being· turned into. 

Link: Aura 
Range: Special 
Base C-OSt: 20 

Shouting 
Mystical Power 
Type: Dice 
Factor Cost: 3 

Shouting gives its user (the Shouter) the ability to sud
denly launch into a dramatic monologue of such a hypnotic 
quality that everyone who hears it is forced to stop and listen 
to it. Everyone within range of the user's voice can hear the 
Shouting; however, the range of this power is restricted to a 
2 APs. If the user possesses the Super Ventriloquism Power, 
the APs of that Power may substitute for APs of Range in a 
Shouting Attack .. 

To Shout, the Shouter makes an Action Check against 
the target's Infl/Spirit (using the standard Multi-Attack 
penalty if there is more than one target). If this Action Check 
earns one or more RAPs, the target must pause and allow the 
Shouter a chance to finish his monologue before he takes any 
actions at all, regardless of Initiative scores. This hypnotic 
effect lasts for a length of time (in APs) equal to the R.APs 
scored on the Shouting attack. 

A successfully targeted Character who is enthralled 
with the Power user may attempt to break out of his trance by 
making an Action Check. The AV !EV of this check is equal 
to the target's Aura/Spirit, while OV /RV equals the RAPs 
scored in the initial attack. If cumulative RAPs from this 
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Action Check equal or exceed the RAPs from the Shouting 
Attack, the target is free to act. 

Shouting can be combined with the Charisma Skill 
where the APs of Charisma equal the EV of the Action 
Check. Targets will respond appropriately depending upon 
the result of this Interaction Maneuver. The difference 
between the Shouting Power and normal speech is that the 
Shouting Power forces a target to listen. 

Link: Str 
Range: Normal 
Base Cost: 20 

Snare 
Physical Power 
Type~ Dice 
Factor Cost: 3 

By making a Trick Shot at +2 CS, the user of this power 
may strangle the target by wrapping the snare around the vic
tim's neck. The APs of Snare are cross-referenced with the 
target's body on the Result Table to determine damage. This 
attack is considered kilHng combat. Characters who are 
immune to strangulation (i.e. don' t breath, Life Support 
Advantage, No Vital Areas Advantage, Sealed Systems 
Power) are not effected by this attack. 

This Power may be purchased with the following Bonus, 
Sticky Snare ( +2 FC). Sticky Snares affect the original tar
get as usual, but any other Character touching the Snare, 
either by trying to help the first target or by being thrown into 
it, will also be affected by the RAPs of the attack. Any 
Characters so entangled receive a -1 CS to OV bonus to any 
Action Checks used to free themselves. 

Snare may also be purchased with one of the following 
Bonuses: Tightening ( + l FC). All RAPs applied to the 
Tightening Snare are also caused to the Character trying to 
escape. 

Sound Nullify 
Link~ Str 
Range: Nonna! 
BaseCost: 5 

Physical Power 
Type: Auto 
Factor Cost: 6 

Sound Nullify allows a Character to generate a field 
through which no sound can pass. Nonnal hearing is com
pletely blocked. The APs of Sound Nullify become the 
OV/RV of any attempts to penetrate the field through the use 
of Powers such as Directional Hearing or Sonar. Sound 
Nullify also reduces the effect of Sonic Beam and other 
sound based attacks. Whenever a sonic attack is made from 
within a null-sound field, the APs of the attacking Power are 
reduced by the APs of Sound Nullify. If any APs of the 
attacking power remain, they are applied normally. 

The null-sound field generated has a volume equal to the 
AP's of the Power. This field remains in effect for as long as 
the Character wishes (through the expenditure of an 
Automatic Action each successive phase) or until the 
Character falls unconscious. 



I am Narash-Tared, The Dark 
One, The Dark Lord, The Thinker, 

The Tormentor, The Planner, 
The Destroyer, 

The Demon Of Woe! 
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Speak With Animals 
Link: Int 
Range: 1 AP 
Base Cost: 5 

Mental Power 
Type: Auto 
Factor Cost: 2 

Clarification: An animal that is talked to does not nec
essarily have any important information and in fact may not 
have any. An animal may have vital information but may not 
share due to being fickle, hating the speaker, or even just 
being playful. The APs of Power may equal the AV and EV 
of any Interrogation-style Attempts, but the Int/Mind of the 
Animal is the OV/RV, as opposed to Infl/Spirit. The less 
intelligent an animal is, the more easily it may be threatened. 
Of course, the less intelligent an animal is, the less informa
tion it may know. The APs of Power equal the APs of time 
during which an animal may be questioned before it becomes 
bored with the Character or forgets what information it is dis
cussing. 

Responses from animals could include, "Food," 
"Hungry," "Eat," "I sure would like some sunflower seeds," 
an~ "Why did you just step in Smellbad's marked territory?" 
Animals are more concerned with their own Jives, and 
though Speak With Animals allows communication, it does 
not relate animal cultural customs. "It's near winter, so you 
must share your food with me before I will tell you what you 
want," and "You're ugly! What happened to your for?,'' are 
probably not the responses that Characters are looking for. 

Llok: Dex 
Range: Self 
Base Cost: 50 

Split 
Physical Power 
Type: Auto 
Factor Cost! 10 

This Power allows a Character to separate himself into 
two or more complete beings. A Character can Split into a 
tot~l number of beings equal to the APs of Power. Each Split 
?emg possesses the same Attributes, Powers (excluding Split 
itself), and Skills as the original Character at the Character's 
AP-level, minus one (l) for each Split. 

Example: A Character with all his Attributes at 6 APs 
Split of 2 APs, and an Energy Blast of 8 APs could Spli~ 
twice, resulting in three separate beings, each of whom 
would possess all Attributes at 4 APs and 6 APs of Energy 
Blast. Duplicates created through the Split Power do not 
possess the Split Power themselves. 

Rejoining of duplicates is instantaneous at the original 
Character's will, at which point the Character sustains the 
greatest amount of damage taken by any one of the dupli
cates. Dead duplicates cannot rejoin with the original 
Character; additionally, for every duplicate which dies, the 
original Character automatically and permanently loses one 
AP from each of his Attributes, Powers, and Skills. 

Split may be purchased with the following Bonuses: 
AP Loss per Split follows Split AP Loss Table ( + l FC). No 
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AP I,.oss per Split doubles the Base Cost (100) and increases 
the Factor Cost (+3 FC). No Reduction of Attributes upon 
Split Death also doubles the Base Cost ( 100, 200 if No AP 
Loss Bonus is taken) and increases the Factor Cost (+3 FC). 

Split may be purchased with a special Limitation, No 
Control over Duplicate (-2 FC). The Game Master has com
plete control over duplicate beings. This Limitation should 
be consulted with the Game Master before it is purchased. 

Split may also be purchased with the following Bonus: 
AP Loss per Split follows the following Chart (+l FC): 

Split AP Loss Table 

SpHt APs 
1 
2-3 
4-7 
8-14 
15-29 

AP lASS 
-1 
-2 
-3 
-4 
~ 

Spiritual Drain 
Link: Aura 
RaQge: Touch 
Base Cost: 20 

Mystical Power 
l'ype: Dlc:;e 
Factor Cost: 8 

Clarification : Spiritual Drain may be used to recover 
Spirit lost due to using the Sorcery Power. 

This Power may be purchased with the following Bonus: 
Can Reduce Age (+2 FC). The percentage of Spirit lost in 
RAPS is also the percentage of the victim's life span that he 
de-ages. If this Power with the Bonus causes RAPS equal to 
the victim's Spirit, the victim must make an "Aging Check" 
with original Spirit/Spirit as both AV/EV and OV/RV (roll 
over an 11). IfRAPS are greater than the current Spirit (after 
applying Last Ditch Defense), the victim acquires the Age 
(Young) Drawback. If the victim already has the Age (Old) 
Drawback, he will be forced to spend (Cost of Age * 10) 
Hero Points at the next possible opportunity to pay off the 
Age Drawback (if Lowering Age is Permanent). If the vic
tim already has Age (Young), he will gain Shrinking: 2 
(Always On, Strand Weight are reduced) that is, if the young 
of the victim's species reduce in size. 

The aging will last for as many rounds as APs of 
Spiritual Drain. This Power may be purchased with the fol
lowing Bonus: Aging is Permanent (Increases Base Cost to 
40, and +2 FC) 
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Stretching 
Link: Dex. 
Range~ Self 
Base C-ost: IO 

Physical Power 
Type: Aute 
Facto.r Cost: 6 

A Character with Stretching can normally make long 
distance Grappling attacks. A Stretcher can perform a spe
cial Crushing Squeeze maneuver, where he wraps around an 
opponent and then unstretches, returning to normal size 
(~magine if a 114 mile long piece of rubber wrapping itself 
tightly around you. Then imagine it shrank to only 6 feet 
long. Ouch.) This is treated exactly the same way as a 
Charging Attack, except that there is no Knockback. 

A Charact~r who purchases Stretching may also pur
chase a Grappling Bonus ( + 1 FC). This allows the Stretcher 
to perform more effectively when Grappling an opponent. 
The following changes are made after a successful Grappling 
Attack: 

The Stretcher may use Stretching as his AV and OV 
while engaging in hand-to-hand combat with the opponent. 
Unless a Grappled Character has APs of movement that are 
greater than both the APs of Str and Stretching of the 
Character with whom he is grappled, he cannot move. If the 
APs _of movement are greater, he can move a distance equal 
to ~1s mov~m~nt APs minus either the Str of Stretching 
(whichever is higher) of his opponent. Attempts to break the 
Grapple may now use the breaker's Str/Str AV/EV against the 
Opponent's APs of Stretching as OV/RV. If the Stretcher is 
breaking free, he must use Str/Str, as Stretching will not help 
him break away. 

. The Stretcher may perform a Body Grapple by wrapping 
his actual body around the opponent instead of his arms. As 
the initial Physical Attack for Grappling, instead of Str, the 
Stretcher uses APs of Stretching for EV. Unlike normal grap
pling attacks, the resultant RAPs cause no damage as the 
Body Grapple is just used for immobilization. As opposed to 
normal Grapples, the Stretcher is allowed to Physically 
Attack others instead of just the opponent with whom he is 
Grappled. 

Superspeed 
Link: De:x 
R ange: Self 
,Base Cost: 25 

Physical Power 
Type: Aut0'/Dice 
Factor Cost: 8· 

This version of Superspeed replaces the Superspeed in 
the Blood of Heroes Rulebook found on page 91. 

The APs of Superspeed can do the following: 
• Substitute for Movement 
• Substitute for Dex and/or EV 
• Add to Initiative 
• Subtract from task performance time 
• Substitute for Perception AV/EV 

POWERS 
A Character with Superspeed has the ability to move and 

react very quickly. APs of Superspeed may be substituted 
each phase for the Character's movement speed. Superspeed 
does not add to the Character's movement speed but rather 
replaces the Character's original movement speed. For 
example: A Character with 20 APs of Superspeed added to 4 
APs of standard movement speed moves at 20 APs of 
Superspeed added to 4 APs of Standard movement speed 
moves at 20 APs instead of 24 or 21 APs (using AP addition). 
This is the equivilent of have the Running Power. 

To simulate quick reflexes, the APs of Superspeed may 
be substituted each phase for the Character's Dex attribute 
the Character's hand-to-hand EV in combat, or the APs ma; 
be split (not neccessisarily evenly) for both Dex and EV in a 
phase. Splitting the APs of Superspeed among Dex and EV 
should only be done if the split values are greater than the 
current values. For clarification, substitution means that the 
Superspeed APs replace (they are not added) the 
Character's Dexterity and/or EV values, the original values 
having no affect on their new ratings. When substituting for 
Dex, the APs of Superspeed are used for all of Dex's abili
ties. This means that Superspeed replaces AV and OV for 
that phase, but the change in Dex does not affect Initiative 
because the decision to add APs to Dex comes after Initiative 
is. rolled. If Martial Arts are being used to replace EV, use the 
higher AP rating of Martial Arts or Superspeed. 

Always add all of the APs of Superspeed to the total 
when calculating Initiative, unless using Multiple Dice 
Actions (as defined below). Remember that substituting 
Superspeed for Dex does not add to the Character's 
Initiative, unless the optional Ability 1, Enhanced initiative is 
used. The Character's initiative is always determined by the 
Character's Original Dexterity score, plus Intelligence, 
Influence, and the APs of superspeed (plus any Martial Arts 
and Lightning Reflex bonuses). 

Subtract the APs of Superspeed from the time (in APs) 
necessary to perform any task. If it takes 13 APs in time to 
perform a task, a Character with 8 APs of Superspeed does 
this in 5 APs of time (13 - 8 = 5). With Gadgetry, subtract 
~s ~f Superspe~ from the time it takes to create a gadget, 
JUSt like performmg any other task. Hero Points for building 
the Gadget(s) can be spent by anyone who is going to end up 
as the Gadget's owner. It is up to the GM as to whether 
Superspeed affects the Occultist Subskill, Create Artifact, 
because magic may require actual time to work with parts. 

Because a speedster can observe more within a short 
amount of time, the APs of Superspeed can become the AV 
or EV for Perception Checks. 

Superspeed Tricks: Vibrating through solid objects is 
not an aspect of Superspeed and requires the Dispersal 
Power. Superspeed healing requires the Regeneration Power. 
Creating a tornado or whirlwind cannot be created through 
the use of a movement power, be it Flight or Superspeed, and 
requires the Air Control Power. For each individual aspect of 
the Air Control Power that the Speedster (or any Character 
for that matter) does not desire, it is a -1 FC Limitation. 
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Going fast enough to break the time barrier requires the Time 
Travel Power with the following Limitation : The Speedster 
must have 25 APs or more of Superspeed to travel through 
time. This reduces the Base Cost of Time Travel to 250 Hero 
Points. Invisibility, afterimages, sonic booms, running on 
water and on walls are covered in the Combat Situations sec
tion. 

Note: Superspeed does not affect a Multi-Attack 
Combat Maneuver. Superspeed does not reduce any of the 
penalties that performing a Multi-Attack imparts. This is 
because Superspeed can substitute for Dex (AV/OV) or EV. 
That fact, in itself, is how Superspeed will affect performing 
a Multi-Attack. 

Optional Superspeed Ability 1, Enhanced Initiative: 
Another optional ability of Superspeed is Initiative substitu
tion. If absolutely no other Superspeed aspects are to be used 
in this phase (Character decides not to move fast, nor does he 
substitute APs for Dex and/or EV, or for Perception) then the 
character can add his APs of Superspeed multiplied by 2 to 
initiative, instead of just the standard APs added to Initiative. 
This simulates allowing the speedster to focus on his mental 
and mystical powers and attributes. GMs may easily allow 
or disallow this second aspect at no adjustment to the Cost of 
Superspeed. 

Optional Superspeed Ability 2, Multiple Actions: A 
Character with Superspeed can perform more than one Dice 
Action (or gain an additional Automatic Action) per phase. 
This must be declared before any rolling Initiative, and the 
Character may not add his Superspeed to his Initiative this 
phase. All extra actions take place on the characters tum. 

To determine how many Automatic Actions the 
Character can perform, the Player declares he is using 
Superspeed and makes an Action Check, with the AV/EV and 
OV /RV equal to the APs of his Supers peed (He has to roll an 
11 or higher.) Any positive RAPs are the total number of 
Automatic Actions that can be performed in that phase, with 
a minimum of the standard two Automatic Actions. Hero 
Points may be spent to increase the Character's AV/EV for 
this roll. If there are no positive RAPs, then something has 
happened to preclude the Character from performing multi
ple actions. The Character may still make the usual single 
Dice Action and two Automatic Actions for that phase, even 
if the Result Table yielded an ' N', and they may use other 
aspects of Superspeed in this phase (except Initiative 
adding). 

Two of the earned Automatic Actions can be substituted 
for one Dice Action, but at least two Automatic Actions must 
stay as Automatic Actions (the two basic Automatic Actions 
given to each Character each phase). Absolutely none of the 
other aspects of Superspeed (Initiative adding, substituting 
Dex and/or EV, substituting movement) can be used in any 
additional Dice Actions if more than one Dice Action is 
achieved Superspeed. This is because having multiple Dice 
Actions actually represents Superspeed being used. 
Allowing Multiple Actions increases Superspeed's Base Cost 
by +25 Points to 50 Hero Points and increases Superspeed's 
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Factor Cost by +2 to 10. 
Example of Superspeed Substitution: Fastman has 

Dex: 9, Str: 7, Body: 6, and Superspeed: 18. Without using 
Superspeed, Fastman's generic AV/EV is 9/7 and OV/RV is 
916. Fastman substitutes all of his Superspeed for his 
Dexterity. For this phase, his AV/EV is 18/7 and his OV/RV 
is 18/6. Fastman has a very good chance at hitting someone 
and getting Column Shifts, as well as having a good chance 
at not getting hit. 

The next phase, Fastman substitutes all of his 
Superspeed for bis EV. His AV/EV is 9/18 and his OV/RV is 
916. If he lands a punch, he'll do a lot of damage. His third 
phase, Fastman splits his Superspeed between his Dex and 
EV. He gives 10 to his Dex and 8 to his EV. His AV /EV is 
10/8 and OV /RV is l 0/6. On his fourth combat phase, 
Fastman splits his Superspeed again but decides to give 11 to 
his Dex. Since he has 7 APs of Superspeed left over and 
already has a 7 for Str, he intelligently uses this extra 7 in his 
Dex, giving him AV/EV 18/7, OV/RV 18/6. 

Link: Will 
Range: Self 
Base Cost: 5 

Suspension 
Mental Power 
Type: Auto 
Faetor Cost: 1 

Clarification: Suspension allows aging at a slower rate, 
but is not normally a defense against an aging attack. This 
Power may be purchased with the following Bonus: Aging 
Defense ( +4 FC). APs of Suspension can be added to the 
Character's RV against Aging attacks to slow down the 
effects. 

Systemic Antidote 
Link: Body 
Range: Self 
Base Cost: 5 

Physical Power 
Type: Auto 
Factor Cost: 4 

This Power may be purchased with the following Bonus: 
Old Age Defense ( + 1 FC). APs of Systemic Antidote are 
added to the Character's RV against death from natural caus
es (Old Age). See Chapter 10: Game Situations for more 
information about Aging. 



67 



POWERS 

Time Codtrol 
Link: Will 
~: No.i;,mal 
Base Cost: ii& 

M.~tal Pb.we~ 
1J1>e: Auto.m'icc 
Eacto'r O>St.: l~ 

This Time Control replaces the Time Control found on 
page 93 in the Blood of Heroes main rulebook. Time Control 
allows the Character to control the effects of time itself on 
his local environment. To that end, Time Control may be 
used to mimic the effects of each of the following time-relat
ed Powers with various Bonuses and Limitations noted after
wards: Cell Rot, Invulnerability, Superspeed, Spiritual Drain, 
Suspension, and Time Stop. 

Cell Rot may only Accelerate Aging. Invulnerability is 
against Aging Attacks Only. Superspeed does not always 
automatically add to the Hero's Initiative (see below). 
Spiritual Drain may only be used to Reduce Age. 
Suspension has the Aging Defense Bonus. 

The APs of Time Control function as the APs of any 
Power that Time Control can mimic. A user wishing to 
mimic more than one Power at a time must divide the APs of 
Time Control between the Powers as desired. All uses of 
Powers mimicked with Time Control during a phase are 
treated as a single Dice Action when determining the number 
of actions in that phase (thus, regardless of the number of 
Powers mimicked via Time Control, the collective attacks 
serve only as the Character's sole Dice Action use for that 
phase). Time Control is only used to control the flows of 
time, not to travel through it, an effect simulated by the Time 
Travel Power. 

Playing with time itself is a dangerous hobby as the rig
ors of the time stream take their toll on the users of Time 
Control. Every time the Character uses any APs of Time 
Control in a phase, he suffers a Mental Attack and must 
immediately cross-reference the total number of APs of Time 
Control he is using (as an EV) against his Mind (as an RV). 
The resulting RAPs (if any) are immediately inflicted upon 
the user as Mental Bashing Damage and subtracted from his 
Current Mind Condition. Damage earned in this fashion may 
not be eliminated through the use of Last Ditch Defense (see 
page 135, Blood of Heroes main book), nor may Hero Points 
be spent to raise the user's RV against such damage. Damage 
is applied immediately after Time Control use, during the 
user's phase. This adverse effect is why the APs of 
Superspeed should not always be added to the Hero's 
Initiative, as the user may suffer damage. It is up to the Time 
Control user to decide when APs of Time Control are added 
to his Initiative, and if they are, those APs of Time Control 
must be used to simulate Superspeed during that phase. 
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LJnk: Will 
Rang¢~ Nonnal 
Base Cost: 25 

Mental Power 
Type: Dic'e 
Factor C-OSt: 8 

This Power slows down the passage of time in a partic
ular area. The range of the Time Stop is treated as an explo
sion, radiating out from the Character. It strikes as a 
Mentally-based attack against everyone and everything with
in Range, except the user, with no penalty for multi-attack
ing. 

AV/EV equal to APs of the Power, and OV/RVs equal 
each Target Dex/Will. For every AP of distance between the 
target and the initial point of explosion, the AV and EV of 
this attack are reduced by 2 APs. Positive RAPs indicate that 
the target cannot move and has his Dex (and Initiative), all 
Physical AV s, and APs of any Movement Powers reduced by 
the RAPs of the Time Stop. This effect continues until he 
either breaks free, moves out of range of the stopped time, or 
the time limit of APs of Time Stop runs out. Characters with 
Superspeed, Time Travel, Time Control, or Continuum 
Control may substitute that Power's APs instead of Dex. 

In order to break free, a target must make an Action 
Check using Will as both AV and EV against an OV /RV 
equal to the RAPs of the successful Time Stop. If cumula
tive RAPs from this Action Check equal or exceed RAPS 
from the Time Stop attack, the target may move as normal. 

This Power may be purchased with the following Bonus: 
AV and EV Do Not Diminish with Range (+2 FC). This 
Power may also be purchased with the following Limitation: 
May Only Attack a Single Target (-3 FC). 

Transform 
Link:: Aura 
Range: Tou€h 
Base. Cost: 45 

Mystleal Power 
~p.e: Dice 
Factoii Cost: In 

Transform allows the user to transform a target 
Character into an animal of the user's choice. Transform 
works as though the target is using the Shape Change Power. 
AV /EV of the Dice Action equals APs of Transform, and 
OV/RV equals the target's Infl/Spirit. The transformation is 
automatic if the target is voluntary. Any successful RAPs 
cause the target to transform for APs of time equal to RAPs 
achieved. Adding cumulative RAPs for a longer 
Transformation does not work. This Power will not work on 
the user himself, who requires Shape Change to transform. 

A Transformed target may attempt to change back to 
normal through an Action Check with AV /EV equal to his 
Aura/Aura against OV/RVs equal to the original APs of 
Transform used. If cumulative RAPs from this Action Check 
equal or exceed the APs of the original Transform attack, the 
opponent is back to normal. 

This Power may be purchased with the following 
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Bonus: Target does not have use of Powers while 
Transformed (+3 PC). This Power may be purchased with 
any of the Limitations that Shape Change has, at the same PC 
adjustments. 

Two Dimensional 
Link: Dex 
Range: 'Self 
Base Cost: T~ 

M~ntal Po:wer 
'.ll!Pe: Attto 
Fado:r Cost: 6 

This version of Two Dimensional replaces the Two 
Dimensional in the Blood of Heroes Rulebook on page 94. 
Two Dimensional allows the Character to become a two
dimensional figure. He may move along surfaces as though 
he were a shadow at normal (or enhanced through another 
Power) movement rates. Two Dimensional makes a 
Character immune to all Physical attacks that can cause 
Knockback (forceful results) which are rated at an AP value 
lower than the Character's APs of Two Dimensional. If the 
attacker has and is using Two Dimensional as well, the 
attacker's APs of Two Dimensional are subtracted from the 
target's APs of Two Dimensional to determine if the attack
er's Physical attack goes through. 

Two Dimensional does not protect against Mental or 
Mystical (including Mystically-Linked) attacks, nor Physical 
attacks of gas or radiation (such as Fog or Flash). When 
viewed from the side, the Character is treated as though he 
has the Invisibility Power (Sight Only) rated at APs of Two 
Dimensional. Characters using Two Dimensional look like 
flat pictures. Two Dimensional Characters can still 
attack/affect Three Dimensional (3D) Targets. 

Two Dimensional may be purchased with the following 
Limitation: Cannot Attack 3D Targets (-1 PC). 

Llnlv. Sti: 
Range; Nennal 
Base C0st; 20 

Vibe 
Physical Rower 
tYPe: Dice 
Factol' €ost: 4 

Claification: The users of the Vibe power may attempt 
to bypass the Skin Armor power of a target. The user of the 
Vibe Power must successfully perform a successful Trick 
Shot ( +2 OV) against the opponent with Skin Armor. If the 
check is successful, the APs of Skin Armor are reduced by 
half (round up) when added to the opponents RV for deter
mining damage. GMs who want to disallow this power 
should reduce the cost of the power to Base Cost: 15, Factor 
Cost: 3. 
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Chapter VIII: 

SKILLS 
Powering Skills 

If a Player wishes te purchase a Skill and 
consider it as a Power lfor his Character, this is _:5 
Here Pofot LimitatioJl to the Base Cost of the 
Skill.., to a minimum of 0. The Skill is now no 
longe,i: conside.red a Skill; -and (Ol' all intents and 
purposes, it is now a Pawer and may be aff~ted 
by anything that affocts a: Powe,i;, such as Pewer 
Drain, Neutralize, and Adaptation. The .Powered 
Skill is in the same Power cate,gary as .its Link 
Attribute. 

E,Xample: Purchasing the Cllarisma Skill as a 
Power changes its llase Co,St from 20 to 15 HP, 
and it is now conside(ed a Mystical Power. 

Link: Dex 
Range: Self 
Base Cost! 5 

Accuracy 
Skill 
Type: Diec 
Factdt C<Jst: 7 

The Accuracy Skill has four Subskills: Physical, Mental, 
Mystical, and Perception. Accuracy is used to replace the AV 
of Ranged Offensive Powers only. It is not used to replace 
Dexterity for hand to hand attacks, like Martial Artist. Any 
Offensive Power, such as Energy Blast, may be purchased 
without AV as a-1 FC Limitation (see Limitations). A Power 
with the No AV limit uses the Character's appropriate Action 
Attribute as the AV for attacks with that Power at a +I CS 
penalty to OV (Dex for Physical, Int for Mental, Infl for 
Mystical). However, having the Accuracy Skill allows 
Characters to substitute their APs of Accuracy for their AV or 
their appropriate Action Attribute at no penalty. 

The APs of each Category Subskill (Physical, Mental and 
Mystical) may be used as the AV for the corresponding 
Category of Attack. Energy Blast uses the Physical Subskill, 
while Mystic Freeze requires the Mystical Subskill. Certain 
Powers (GM judgement), such as Bomb, are exempt from this 
skill since the AV is dependent upon intensity of the blast. 
Each Accuracy Subskill (Physical, Mental, and Mystical) is 
useable for all Powers under that category. 

The Perception Subskill utilizes Accuracy to substitute 
as either the AV or the EV for any Perception Check. This 
represents the ability to focus on distant or moving targets 
without using Telescopic Vision or a similar Power. This is 
good for clearly reading license plates of moving vehicles or 
noticing specific people in a crowded area. This works well 
with the Sharp Eye Advantage and can also represent a 
Character who has honed his senses to be extra sensitive and 
alert. 

Unskilled use of Accuracy defaults to the standard Int/Wil 
for Perception Checks, while Powers that do not have AV s of 
their own use the appropriate Action Attribute with a + 1 CS 
penalty to the OV of the Action Check. There is no penalty to 
using a Power if the Power has an AV value. If the GM 
chooses to not include this Skill in his campaign, he should 
use the appropriate Action Attributes as AV without the+ 1 OV 
penalty. 

Not taking the Perception Subskill is a -1 FC Limitation. 
Not taking a Category Subskill (Physical, Mental or Mystical) 
is a -2 FC Limitation. Taking a Category Subskill solely for 
one specific Power (such as Lightning) is a -1 FC Limitation 
to that Category Subskill (Physical). Such a purchase does 
not require the other two Category Subskills (Mental and 
Mystical) and the Perception Subskill, effectively reducing the 
FC of Accuracy to I. 

Example: Captain Man purchases Energy Blast at 6 APs, 
with the -1 FC limitation of "No AV". The Captain purchases 
Accuracy (Energy Blast): 9. Accuracy was only taken to aim 
his Energy Blast, so removing the Mental, Mystical, and 
Perception Subskills brings the FC of Accuracy to 2. 
Removing 1 more FC to make Accuracy "Energy Blast 
Specific" reduces Accuracy to a final Factor Cost of 1. 

Captain now has an AV of9 when firing his Energy Blast. 
Had he not purchased Accuracy, he would have had an AV of 
8 APs (his Dex) and suffered a + 1 CS penalty to OV for being 
unskilled. If Captain had not taken the "No AV" 
limitation,and had not bought Accuracy, he would use APs of 
Power as AV, giving him an AV of 6. 

Link!: De-~ 
Range: Self 
Base Cost: 5 

Acrobatics 
~ 
'fi:~: Diee 
Factor CQBt; 7 

The Climbing Subskill has a new factor, Breakfall. If 
a falling Character has the Climbing Subskill, his APs of 
Acrobatics may be used as his OV against damage from 
falling. 

The Gymnastics Subskill also has a new ability, 
Leaping. A Character with Gymnastics can now jump fairly 
far, a little farther than a standard Character, but not so far as 
to rival the Jumping Power. Leaping is Movement and can 
normally be resolved without an Action Check. If the 
Character is making an extraordinary leap (such as over a 
large chasm, 2 or 3 APs in length), AVfEV equals APs of 
Gymnastics, OV /RV equals APs of Distance * 2. Leaping 
Unskilled is AVfEV equal to Dex/Dex, OV/RV equal to 
Distance * 2, plus a +2 Column Shift penalty on both OV and 
RV. A GM should be cautious and judgmental in the distances 
that a Character with Gymnastics should be allowed to leap. 
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A major problem with this idea is that just achieving I RAP 
on a Push would send an Olympic athlete several yards 
beyond the world record when, in reality, getting a couple of 
extra inches is considered an awesome performance. 

Example: Leaping over a 3 AP Chasm is OV /RV equal 
to 616. 

Link; lnl1 
Range: Self 
Base€ost: 5 

Artist 
Skill 
Type: Dice 
FactOr Cost: 9 

The Artist Skill has a new Subskill, Graphic Designer. 
A Graphics Designer is familiar with the use of computers for 
the design of digital art. He is familiar with software 
programs for use in computer drawing and art and has 
knowledge of both two-dimensional and three-dimensional 
graphical textures, as well as having knowledge of the use of 
hardware including scanners, light pens, and various other 
related devices. The Graphic Designer does not have an in
depth grasp on programming, but due to the internet research 
requirements of a Graphic Designer, his familiarity with 
Computers grants him a -1 AP Bonus to the OV of any 
attempts of Research (see Scientist) through the use of 
Computers and the Internet. Graphics Design is a + 1 FC 
Subskill of Artist. Purchasing Artist with Graphics Design 
increases the Factor Cost of Artist to 9. Graphics Design may 
not be attempted Unskilled without Scholar (Computers). 

Link: Int 
Range: Self 
.Base Cost: 10 

Dete£tive 
Skill 
Type: Diee 
'Fedor- Cost: 'J, 

Detective has a new Subskill, Legwork. A Character 
with the Legwork Subskill is trained in locating and 
questioning witnesses about suspects and situations. ' The 
Detective knows the appropriate phrases for talking to people 
and gathering information. APs of Detective may be used as 
the AV /EV of any Character Interaction between the Detective 
and a witness, as long as the Detective is attempting to glean 
information. A Legwork attempt is similar to an Interrogation 
attempt (see Charisma), except that the witness should hold no 
animosity toward the Detective afterwards. There is no 
"roughing up" involved. A successful Legwork attempt could 
gain information such as a suspect description, a license plate 
(or at least part of one), a statement that may have been 
overheard, or even a strange odor that the witness smelled. If 
the witness was not harmed by the suspect/situation, he may 
be Suspicious or Neutral toward the Detective. Witnesses 
who were harmed by the suspect/situation may be very 
Friendly and forthcoming, or they may be too scared and 
Opposed to speaking. Notice the use of Attitude keywords in 
the previous sentences. Attitude adjustments should affect a 
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witness, depending upon the situation and the witness' 
personality. 

A Detective with Legwork also knows where to look to 
find witnesses, from a lowly bum to an office worker who may 
have seen something out of his 8th-story window. Legwork 
may serve as the AV/EV of any attempts to actually find or 
locate a witness, should the GM deem a roll necessary. 
Legwork is a + 1 FC Subskill of Detective. Purchasing 
Detective with Legwork increases the maximum Factor Cost 
of Detective to 8. Legwork may be attempted Unskilled at the 
usual penalty. 

Martial' Artist 
Link: Dex 
Range: Self 
Base Cost: 25 

Skill 
Type: Dice 
Eacto'r Cost: 6 

This version of Martial Artist replaces the Martial Artist 
in the Blood of Heroes Rulebook. A Character with Martial 
Artist is extremely proficient in hand-to-hand combat. He 
need not be trained through formal training (though to get the 
Focus of Will below, formal training is required), but may 
merely excel in hand-to-hand combat or possess a unique 
fighting prowess. Hand-to-hand combat includes attacks 
made with melee weapons (knives, swords, staves), unarmed 
combat, and Grappling attacks. Martial Artist consists of 4 
Subskills, AV, EV, OV, and RV. Unless otherwise stated, 
only one of these Subskills may be used each phase. Martial 
Artist may not be attempted Unskilled. 

The AV Subskill allows APs of Martial Artist to 
substitute for AV of any hand-to-hand combat attacks. If 
using a melee weapon, the APs of Martial Artist may 
substitute for AV, but if the Character does not have the Melee 
Weapons Subskill of Weaponry, his target receives a +I CS 
Bonus to his OV. If he does have the Melee Weapons 
Subskill, AV may be substituted without penalty. Having the 
AV Subskill allows the Character to add a permanent + l to his 
Initiative. 

When using the EV Subskill, the Character may add 1 
Column Shift to his EV in hand-to-hand combat, as long as 
the APs of Martial Artist are equal to or above his APs of Str 
(or the EV of the Melee Weapon he is using). If the APs of 
Martial Artist are less than his APs of Str (or the EV of the 
Melee Weapon he is using), the Martial Artist adds only+ 1 AP 
to his EV. For hand-to-hand attacks against non-living 
material, the APs of Martial Artist may be substituted for EV. 
This same procedure of substituting APs of Martial Artist for 
EV may be used against other Characters, but an attack of this 
sort will constitute Killing Combat. 

The OV Subskill may be used as the OV against hand-to
hand combat attacks. The Dodge Subskill of Acrobatics is 
used for avoiding all other attacks (including hand-to-hand). 
Having the OV Subskill allows the Character to add a 
permanent +l to his Initiative (cumulative with the +1 
Initiative from the AV Subskill). 
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The RV Subskill allows the Character to substitute his 

APs of Martial Artist for his RV against hand-to-hand combat 
attacks. Substituting for RV represents a physical (or maybe 
even spiritual) toughness that the Character has accumulated 
through training and/or experience. 

Martial Artist may be purchased with a Techniques 
Bonus (+I FC). The Techniques Bonus allows access to all of 
the various Combat Maneuvers that are only available to a 
Martial Artist. These techniques include Concentrated Attack, 
Counterstrike, Laying Back, Throwing and Submission Hold. 

Concentrated Attack: To perform a Concentrated 
Attack, the Character may forfeit his Dice Action, taking the 
round to study an opponent for weaknesses. For each 
consecutive phase that he does this (he may still use his OV 
Subskill, RV Subskill, and/or Laying Back, but Dodging is a 
Dice Action), he receives +l AP (cumulative) to his AV on his 
next hand-to-hand attack against the opponent. Another 
Subskill of Martial Artist (AV or EV) may be used in the 
hand-to-hand attack against the opponent. The maximum 
amount of +I APs that can be accumulated is equal to the 
Character's APs of Martial Artist. 

Counterstrike: A Counterstrike is used to tum the 
strength of the attacker against him. When attacked in hand
to-hand combat, the Martial Artist may elect to wait for his 
opponent to act before he does (effectively holding his 
Initiative if his was higher than his opponent's, otherwise he 
must wait until his own action). He may not use Martial Artist 
for his OV or RV, but he may be Laying Back (see below). 
After his opponent attacks, the Character can immediately 
(even if it is not his action, he shifts his Dice Action forward) 
counter-attack, and he receives a bonus of +l to his AV for 
every negative OV Column Shift his opponent scored against 
him. 

Laying Back: If a Martial Artist wins Initiative in a 
phase, and he elects to use the Laying Back maneuver, he 
gains the standard Laying Back bonus of + 1 CS to his own 
OV. The Laying Back Martial Artist does not suffer the usual 
penalty of adding + 1 CS to the OV of anyone he hand-to-hand 
attacks that phase. When Laying Back, the Martial Artist may 
still use a different Subskill (including Techniques) of Martial 
Artist that phase. 

Throwing: A Throw may either be an offensive or 
defensive tactic, the goal of which is to move an opponent, 
usually toward the ground. Throwing is a hand-to-hand attack 
with AV equal to the attacker's Martial Artist or Dex. EV 
equals APs of Martial Artist or APs of Str with a +I CS 
penalty to RV. 

Offensive Throwing has an OV equal to the opponent's 
Dex and an RV equal to his Str or Body, whichever higher. 
OV and RV can equal the opponent's APs of Martial Artist if 
substituting that phase for both Offensive and Defensive 
Throws. 

Defensive Throwing has the same restrictions as 
Counterstrike, but neither technique can be used in the same 
phase. After his opponent attacks, do not apply the RAPs yet, 
as the Martial Artist may attempt to Throw his opponent. Add 
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the RAPs achieved plus any Column Shifts rolled (one CS 
equalling one AP) and use this as the OV/RV against the 
Martial Artist. If the roll is not successful, the defending 
Martial Artist takes the RAPs of damage as normal. If the 
opponent missed his attack, resolve the attack as an Offensive 
Throw. 

If a Throwing Action Check succeeds, the RAPs are 
applied as Knockback to the opponent, the Martial Artist 
determining the direction of the Throw (including directly into 
the ground). 

Submission Hold: Submission Holds enable a Martial 
Artist to immobilize a target through either pain compliance 
or leverage. AV /EV and OV /RV are determined as though 
attempting an Offensive Throw. On a successful Action 
Check, RAPs achieved are subtracted from the opponent's 
Dex (and movement) until he breaks the hold. 

A hold is broken by the opponent in one of two ways. 
One way is to physically break the hold by twisting or 
muscling out of it. In order to physically break a hold, the 
opponent must make a successful Dice Action with AV equal 
to his Dex, and EV equalling either Str or Body, whichever is 
higher. APs of Martial Artist may be substituted for both AV 
and EV. The second way to break a hold is to ignore the pain 
and struggle free. To break a hold in this fashion, AV is the 
same as physically breaking the hold, but EV may equal Will 
or any APs of Mind Over Matter. The OV/RV for either of 
these checks is equal to the original RAPs achieved. 

The attacker can release the hold at any time, needing 
to only spend an Automatic Action each tum (and the use of 
an appendage) to maintain the hold. In addition, the attacker 
may violently disengage the hold by applying the pain to the 
target, often breaking the target's held appendage. To 
violently disengage, simply apply the RAPs as Killing 
Combat damage to the opponent's Body (the Check was 
already made). If the attacker wishes to violently disengage 
from the hold more than one phase after the initial attack, a 
separate Dice Action is required with AV/EV equalling his 
APs of Martial Artist, and OV /RV equalling the OV /RV used 
to acquire the hold in the first place. 

Opponents in a Submission Hold may be forced to 
move where the attacker desires and follow verbal orders 
(within reason) out of pain-induced compliance. Opponents 
with the Mind over Matter Power or No Vital Areas 
Advantage will feel no such compulsion. Any Character may 
resist this coercion, but risks the attacker's retaliation (a 
possible violent disengage). 

Martial Artist may be purchased with a special Focus of 
Will Bonus. If a Character has learned his Martial Artist Skill 
through formal training, then the Skill is eligible to become a 
focus of the Character's inner strength. This training must be 
elaborated upon in the Character's Background. The Focus of 
Will Bonus changes the Link Attribute of Martial Artist to 
Will but doubles the Base Cost of Martial Artist (to 50). 
Martial Artist may now be Linked (or' Half Linked or Double 
Linked) to the Character's Will. This may be done because 
Linking Martial Artist to Dexterity is not efficient, since both 
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represent AV and OV in hand-to-hand combat, and when 
Linked, they are at the same value. Martial Artist that is a 
Focus of Will now becomes a Mental Skill. 

Military Science 
Link: Int 
Range: Self 
Base Cost: 10 

Skill 
Type: Dice 
Factor Cost: 9 

Cryptography is a new Subskill for Military Science, 
which allows a Character (Cryptographer) to encode and 
decode data with relative ease. A Cryptographer is also 
familiar with encoding and decoding techniques, which 
include coding algorithms, the use of Morse code, knowledge 
of useful hardware, and the use of various 
encryption/decryption computer programs. Knowing how to 
use these computer programs does not necessarily grant the 
user the ability to perform other actions on a computer (like 
the Graphic Artist Subskill of Artist allows). Cryptography 
may also aid in solving puzzles which include anagrams, 
riddles, and wordplay, the sort possibly left behind by 
demented criminals. Data that can be encoded includes 
messages, drawings, radio and video transmissions, computer 
programs (if using a computer), satellite feeds, and other 
items that the Game Master finds viable. 

Essentially, the AV/EV of an encoding attempt is the APs 
of Cryptography subskill, and the OV /RV is the APs of 
information to encode. RAPs gained equal the RV of any 
attempts to decode the message without a decoder. A 
Cryptographer may automatically decrypt his own encryption. 
To decode a message, the AV/EV is again the APs of Military 
Science, but the OV is the APs of Cryptography subskill of the 
original Cryptographer and the RV is the RAPs on the original 
encoding attempt, as stated previously. Achieving a single 
RAP on a decode results in a partial decryption, and what is 
revealed is up to the GM. Achieving RAPS equal to full RV 
will fully decrypt the entire message. Cryptography is a+ I FC 
Subskill of Military Science. Purchasing Military Science 
with the Cryptography Subskill increases the Factor Cost to 9. 
Cryptography may be attempted Unskilled at the usual 
Unskilled penalties. 

Link: Infl 
Range: Self 
Base Cost: 20 

Occultist 
Skill 
Type: Dice 
Factor Cost: 10 

Clarification: Note that though the Scientist Skill cannot 
be simulated through the Effect portion of a Ritual, Scientist 
(Research) may be simulated. 

Learning Rituals through books or tomes takes a lot of 
reading time and requires the Ritual Magic Skill. The amount 
of time is up to the GM, but readers generally need a lot of 
concentration to uncover, study, and comprehend such 
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subjects. If studying a tome, the amount of time may be equal 
to the APs of the Ritual plus the Factor Cost of Power (with 
Bonuses/Limitations) of the Ritual plus 15, subtracting the 
Character's APs of Int and Spirit to represent comprehension 
and determination. This number assumes that the reader can 
comprehend the language in which the book is written. 
Superspeed may be used to reduce reading time without 
penalty. 

Occultist has a new Subskill, Mentor. Simply knowing 
how to perform a Ritual through Ritual Magic does not mean 
that a Character has the patience and expertise to explain the 
unique techniques utilized in performing the Ritual to others. 
Mentors have the knowledge and experience to teach Rituals 
to other Characters (Students), who may then use the Rituals 
as their own. A Mentor must know how to perform the Ritual 
he will teach to his Student, but the Student does not need the 
Occultist Skill to learn or cast a Ritual he has learned from a 
Mentor. 

The time it takes to teach a Ritual is equal to the APs of 
the Ritual plus the Factor Cost of that Power (with 
Bonuses/Limitations) plus 15, subtracting APs of Mentor and 
APs of the Student's Int (or Ritual Magic, whichever higher). 
After this amount of time, make two rolls, a Teaching Roll and 
a Learning Roll. To see if the Mentor has successfully taught 
his Student, roll an AV/EV equal to the Mentor's Infl/APs of 
Mentor against an OV /RV both equal to the APs of the Ritual. 
If any RAPs are achieved, the Mentor successfully taught the 
Ritual. Passing or failing a Teaching Roll costs no Hero 
Points, but the Student still has to comprehend what he has 
learned with a Learning Roll. 

The Learning Roll has AV/EV equal to the Student's 
Ritual Magic/RAPs on the Teaching Roll against OV /RV both 
equal to the AV/EV of the Ritual. Students who do not have 
Ritual Magic may substitute lnfl for Ritual Magic with a +2 
CS penalty to the OV. If any RAPs are achieved, the Student 
has learned the entire Ritual. The Student must now pay the 
Hero Point Cost of the Ritual to finalize the learning process. 
If the Learning Roll is failed, the Mentor and Student may try 
again, the Student having to pay a 5 HP failure penalty, but the 
Mentor gains a -1 CS Bonus to the OV/RV of the Teaching 
Roll (cumulative). 

Students who do not have Ritual Magic earn APs of the 
Ritual equal to the RAPs achieved on the Learning Roll, not 
exceeding the APs of the original Ritual being taught. When 
casting the Ritual, Unskilled Students use AV/EV equal to 
Infl/Aura, and OV/RV equal to the Ritual's listed APs of 
Effect with a +2 CS penalty to both OV and RV. 

Mentor is a + 1 Factor Cost Subskill of Occultist. 
Purchasing Occultist with the Mentor Subskill increases the 
Factor Cost to IO. Mentor may not be attempted Unskilled. 
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SKULLS 

Link: Int 
Range: Self 

~- Base Cost: 10 

Scientist 
Skill 
'fYpe: Dice 
Factor Cost: 7 

Scientist has two new Subskills, Research and 
Observation. Research simulates the ability to locate 
information on a topic if given access to appropriate 
resources. Researchers can filter through vast amounts of 
material, extracting any relevant information, considering said 
information is locatable. Places to research include libraries 
(public, private, and colleges) and the Internet, among other 
places (file cabinets, offices, archives, etc). Connections and 
Credentials may be necessary to allow access to normally 
restricted archives. APs of Research equal AV /EV of the 
attempt while OV/RV equals the APs of information the 
Researcher looks through in "Information" APs (see 
Benchmark APs) minus APs of that "Information" which is 
relevant to the topic at hand. Research takes time in APs equal 
to APs of information searched through, minus APs of 
Research, minimum 6 APs. With success, knowledge on the 
topic is gained in a structure similar to Detective (Clue 
Analysis). The Researcher must specify the topic(s) he is 
researching, as Researchers may not just randomly research. 
The GM decides what information is available on the topic. 
College students know that Research is truly an acquired art. 

The Observation Subskill allows a Scientist (Observer) to 
use his vast scientific know-how to draw conclusions and save 
the day, not with a Gadget or brute force, but with "good ol' 
fashioned knowledge." Observation represents the postulation 
of scientific theories about the origins of a target's Powers or 
gadgets, thus enabling deduction of any scientifically based 
~eak~esses. Observers have the ability to see an enemy or 
situation and deduce any exploitable weaknesses, such as a 
Power Limitation, a Drawback. or even unrevealed Powers. 
Observation can be used to realize that an alien has a Loss 
Vulnerability to Argon, something the Player will probably 
not figure out on his own. Noticing that a villain's Powers 
require uranium, "Hmm, he only shoots fire when uranium is 
nearby," without actually seeing him consume uranium, falls 
under Observation. 

Before making an Observation roll, the Observer must 
spend an entire phase (using one Automatic Action) observina 
the target in action before making a roll the subsequent phas~ 
(using a Dice Action). "In action" means the target must be 
using its abilities in order for the Observer to gauge 
weaknesses. During the phase he uses an Automatic Action, 

Skills Possessed 

the Observer may still use a Dice Action. AV /EV of the 
Observation Roll equals APs of Observation. OV /RV equals 
the target's ability to hide his weaknesses, represented by the 
target's Int/Will or APs of Obscure Power. If the target does 
not have these Abilities, use Body/Body. Having the No Vital 
Areas Advantage adds a +2 CS Bonus to the OV and RV. 

One weakness (Drawback, Limitation or Unrevealed 
Power) will be revealed to the Observer per RAP achieved, 
and all weaknesses are revealed upon achieving full RV. The 
GM determines the order in which weaknesses and unrevealed 
Powers are discovered. It's possible that the target doesn't 
have any weaknesses or unrevealed Powers, therefore 
Observation will not reveal any. An extraordinarily bad roll (a 
3 or 2) could reveal (GM discretion) a faux weakness that the 
Observer should insist on exploiting. 

. ~bservation formulates deductive conclusions using 
sc1ent1fic methods and cannot be used Unskilled. Characters 
may come to a weakness conclusion through role-playing 
(without Observation), and this method is encouraged. The 
Observation SubskHI simply outright reveals weaknesses. It's 
a "hokey" Subskill but comes in useful when simulating 
"Silver Age Comic Book" scientific heroes. 

Both Research and Observation are separate + 1 FC 
Subskills of Scientist. Purchasing Scientist with both 
Subskills increases the total Factor Cost of Scientist to 7. 
Research may be attempted Unskilled at the usual penalty, but 
Observa~on may not be attempted Unskilled except through 
role-playing. Characters with Detective may attempt the 
Research Subskill Unskilled with only a +l CS penalty. 

Link: Dex 
Range: Self 

\.. Base Cost: 5 

Weaponry 
Skill 
Type: Dice 
Factor Cost: 6 

Using a weapon Unskilled is now only a +2 CS Penalty 
to the opponent's OV, having no effect on RV Using Martial 
Artist for hand-to-hand weapons is expanded upon (see 
Martial Artist). Skilled Characters choosing to use APs of 
Dex instead of Weaponry receive a +I CS Penalty to OV. If a 
weapon has an AV, a Skilled Character may use the AV at no 
penalty to OV If the Character's APs of Weaponry and a 
weapon's AV are within 3 Columns of each other on the 
Action Table, use the higher AV value + 1 AP as AV. 

Additional rules for using weapons can be found in the 
Gadgetry Chapter. These new rules are summarized in the 
chart below and are optional to the original +2 CS penalty to 
the OV and RV found in the Blood of Heroes Main Book. 

Weaponry Skill Martial Artist OV Penalty when using Dexterity as AV 
No No +2CS 
No Yes +2 CS or APs of Martial Artist +l CS 
Yes No + 1 CS or APs of Weaponry 
Yes Yes + l CS or APs of Weaponry or APs or Martial Artist 
Note: Unskilled Characters c_an use a Weapon with its own AV at a +1 CS penalty. 
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Chapter IX: 

KULES 
~ -Game Physi~s ) 
\._~------

Game Physics represents the determination of 
mathematical equations of the Blood of Heroes world in 
Attribute Points. 

Swing line Speed 
APs of Speed= (2 x (Altitude Difference in APs)) -1 

Surface Area and Volumes of Spheres 
A Power such as Force Field will enclose a volume 

equal to its APs. Assuming a Perfect Sphere, APs of Surface 
Area = (volume in APs) / 1.5 

AP Corrections 
Standard swimming speed is Dex-1 APs (maximum 3). 

Earth's escape velocity is just within 14 APs. 

c _ Combat Clarifi~ations. ) 

Actions 
An Automatic Action, which becomes a Dice Action 

due to unusual resistance (such as Perception Checks, or 
movement in difficult terrain), takes up a Character's single 
Dice Action in a combat phase, unless that Dice Action has 
already been used. If there is no Dice Action available, 
specify that this task would take more time and will require a 
Dice Action next phase. 

Activating Automatic Powers 
Activating each Automatic Power requires a separate 

Automatic Action. Note that Automatic Powers that actually 
used to do something (such as movement or Perception 
Checks) are activated and used in the same action, and 
deactivating such a Power takes no time. 

Knockback Rule 
In certain genres Knockback damage should not 

automatically be deemed Killing Combat damage. Being 
slammed against a wall shouldn't be considered Killing 
damage when being hit by an oil tanker wielded by a 
superhero isn't. Knockback will now only become Killing 
damage if the target is hurled into something capable of 
impaling or cutting, such as a glass window (and then the 
target might fall down a few "killing damage" stories). 

\.._ Knocking a hero into a wall is not Killing, unless there is a 

large, jagged piece of metal protruding from (or right behind 
in case he gets knocked through) it. As always the GM makes 
the final decision on a ruling. 

c_: __ C_o_m_h_a_t_M_ a_n_e_u_ve_T_s _ ___,) 

Attacking Grapplers 
When using a ranged attack to hit a target who is 

currently grappled by another Character, if the roll to hit the 
first Character fails but is within 2 points of the target number, 
the second Character is hit by the ranged attack. If the OV of 
the second Character is less than the OV of the originally 
targeted Character, the number of points is 3 instead of 2. RV 
depends upon the target that was hit. 

Example: Nebulon (OV vs. ranged attacks: 12) is 
grappling Knight (OV vs. ranged attacks: 15). Death shoots 
at Nebulon with his 10 AP Energy Blast. He needs a 13 or 
higher to hit. If he rolls an 11 or 12, he hits Knight instead. If 
Death shot at Knight, he would need an 18 to hit. If he rolls 
a 15, 16, or 17, he hits Nebulon. 

Bracing 
As an Automatic Action that takes up a Character's 

Movement, a Character may state that he is bracing. When 
doing so, his APs of Str are subtracted from the APs of each 
successful Knockback caused by any Physical Attacks he can 
see coming. 

Disarm 
This maneuver is similar to a Take Away, but it only 

attempts to knock the item out of the target's possession rather 
than get possession of it oneself. This maneuver may be done 
with any attack which can do Knockback; the AV/EV is 
determined as a normal Physical Attack, while the OV /RV is 
determined by Dex/Str unless an appropriate Power or Skill is 
substituted (such as Superspeed or Weaponry), with +2 CS to 
the OV. Any RAPs achieved indicate that the item was 
knocked away. The item ends up a distance from the target in 
APs equal to the number of Column Shifts rolled (0 APs ( l O 
feet) minimum). 

Dupe 
A Character (the Duper) may attempt to trick an 

opponent into making a mistake when attacking the Duper. 
The mistake can be anything from the opponent hitting a 
comrade or other target instead of the Duper, to the target 
missing the Duper and falling off the forgotten cliff behind 
him. To Dupe a target, the Duper must first have the higher 
initiative. Second, he must perform a Dodge maneuver with 

~ 
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a -1 CS penalty to the OV for the maneuver. Third, he must 
Dupe the opponent. This is a Dice Action with an AV /EV 
equal to the Duper's Int/Will and an OV/RV equal to the 
opponent's Int/Mind. "Duping" consists of leaving a fake 
opening, jumping in front of the right area, talking the 
opponent into misfiring, etc... The Duper may substitute 
appropriate Skills such as Charisma (GM's discretion), 
depending upon what the desired result is going to be. The 
GM may use the Universal Modifier table to adjust the Dupe 
roll depending upon how feasible the desired result seems. 

If any RAPs are achieved, the Dupe is successful and 
will occur if the opponent misses the Duper during the 
opponent's action (while the Duper is Dodging). If the 
opponent misses and was Duped into hitting a different target, 
this different target is attacked as though he were the Duper 
(the original target) but with the blindsided penalty. Use the 
number rolled against the dodging Duper as the roll against 
the new target. 

Parry 
A Character can parry an incoming Physical Attack 

with a Physical Attack of his own, even if the attack is against 
another person. Use the APs of the attacking Power instead of 
Dex for OV. Parrying is an Automatic Action, but a Character 
may not make a Dice Action during any phase in which he 
parries. This represents deflecting an attack with a well-

RULES 

placed Energy Blast, shooting to deflect an assault with 
Claws, or using Acid to melt away and block an attack. A 
parry can represent the classic "My Energy Blast hits your 
Energy Blast" maneuver. 

Poly-Attack 
A Poly-Attack consists of the use of more than one 

offensive Power at a time in a phase against the same or 
different targets. To determine AV /EV, use the lowest AV and 
lowest EV and the shortest Range of the Powers used. The 
attacker gains a -1 OV CS bonus to hit per Power used. When 
attacking multiple targets, the Multi-Attack rules are used. 

Example: Captain Man uses his Heat Vision: 6 and 
Vibe: 9 on Discharger, OV /RV = 5/12. Vibe has No Range so 
the AV is Captain Man's Dex, 3. Captain Man has an AV/EV 
= 316 and the OV/RV is "3-4"/12. 

Ramming 
Falling or smashing into an opponent can be used to 

damage the target. Ramming is the exact equivalent of 
Charging in every way, except that AV/EV is Dex/Weight as 
opposed to Dex/Movement. A Character performing a 
Ramming attack does not get or need a "running start," simply 
using his weight as EV. Adjust weight (typically 2 APs) for 
active APs of Density Increase, Growth, and Shrinking 
accordingly. 
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Ricochet 
Throwing a gadget to bounce it or wrap it around like a 

boomerang, or cause it to ricochet, is an element of the 
attacker's Weaponry Skill. This causes the gadget to create a 
surprise bonus, or blindside, by going around a comer. A 
ricochet will allow the attacker to "periscope" shots if needed, 
for example to hit a target hiding behind an object. To make 
a ricochet attack, use Weaponry Skill (or Dex with appropriate 
AV penalties) to make a Trick Shot/Multi-Attack. The GM 
will probably give a surprise bonus, unless this is something 
the target has come to expect from the attacker. 

For each object off which the attack will ricochet, the 
object is added to the Multi-Attack. If the attacker attempts to 
ricochet off other Characters, they add to the Multi-Attack 
penalties. Ricocheting off an inanimate object is fine as long 
as the Body attribute of the object is no less than one column 
shift below the EV of the attack, otherwise the attack will be 
absorbed by the object (the knife will get stuck in the wall). 
(All inanimate objects and Characters used to ricochet off are 
attacked by the thrown gadget.) It is up to the GM's discretion 
as to what items can ricochet. Obviously a ball, a round 
shield, or a bullet can ricochet, but a bullet or knife probably 
won' t be able to bounce after it hits its first victim. 

RULES 

Trying to get Hit 
When a Character is attempting to get hit by an attack 

meant for another, this is resolved using the Block Maneuver. 
However in this case the blocker is using his body as a 
shield.and must therefore interpose his body between the 
attacker and target. A normal sized human receives a -2 CS to 
both his OV and RV. Larger or smaller characters will receive 
a different CS penalty bonus or penalty respectively. If the 
Character attempting to get hit fails to use the Block 
Maneuver, the original target is hit. 

Wrestling 
Wrestling is an attempt to Grapple an opponent without 

initially causing harm. Wrestling is essentially Grappling, the 
only difference being in the initial maneuver. The attacker 
still uses Dex/Str as AV/EV, but the opponent will defend with 
Dex/Str as OV /RV instead of the Dex/Bod of Grappling. If 
the attack earns one or more RAPs, the attacker and defender 
are considered Grappled for all intents and purposes, but the 
defender will take no damage from this initial attack. In 
subsequent phases, the two Characters are considered 
Grappled. 
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C Combat Situations ) '----------Conductive Mediums 
Some Energy-based attacks are capable of being 

conducted through an appropriate medium. The most notable 
of these is electricity or Lightning through metal or water. 
Another example might include Heat Vision or Flame Project 
through metal or water. If an attack is made by an Energy
based power through a medium capable of conducting that 
Energy (GM discretion), any Characters in direct contact to 
that medium are attacked separately by APs of Power as AV 
and EV (even if it has no AV) with no Group Attack penalty. 
All Characters in direct contact will receive a + 1 CS bonus to 
OV and a +2 CS bonus to RV. Only the original target will be 
attacked by the original blast at no defensive bonus. 

If the medium is very large or the attacking AV s are 
very small, the attack will travel a distance equal to the 
power's AP value minus the APs of any distance traveled to 
get to the medium, in the case of a ranged attack. In the case 
of a No-Range (Touch) Power, this distance and the AV of the 
attack are equal to the APs of the power, and the Character 
using the Power will be attacked as well with the + 1 CS bonus 
to OV and the +2 CS bonus to RV (unless the Character is 
immune to his own attack). 

A conductive attack may destroy the medium through 
which it must travel. A copper cable can only take so much 
electricity. If the roll of a conducted attack generates any 
Column Shifts, these are applied as RAPS of damage against 
the RV of the conductive medium. If the non-cumulative 
Column Shifts are greater than the RV of the medium, the 
medium is effectively destroyed. If attacking just the 
conductive medium, as opposed to a specific target, then the 
medium is attacked separately as well as hurting anyone in 
contact with the medium as above. 

Example: Katana II (Lightning: 10) shoots Lightning 
at a long, metal pole (Body: 5) that is held onto by Phaser 
(Dex: 7, Body: 5). AV/EV = 10/10, OV/RV = "9-10"/5. 
Katana rolls a 13, gaining 1 +EV CS and causing 5 RAPs of 
damage to Captain Man. The pole takes no damage and 
Captain Man spends 3 HP on Last Ditch Defense taking only 
2 RAPs. The next tum, Discharger attacks with intent to 
destroy the pole. The attacks are rolled separately, resulting in 
6 RAPS of damage against the pole (OV /RV = 515) but only 1 
RAP of damage against Captain Man. 

Crushing Damage 
What happens when a building or other heavy object 

falls upon a Character? The Character is initially attacked by 
an AV/EV equal to Bod/Bod of the object vs. an OV/RV equal 
to the Dex/Str of the Character. If there are any successful 
RAPs, the Character is trapped. For every phase afterwards 
until he can free himself, the Character will be constantly 
crushed by the weight of the object suffering a new attack 
each tum. Treat this similar to a Grapple Break: Str/Str of 

RtJLES 
Character being crushed vs. the Weight/Weight (Bod/Bod) of 
building's rubble. Any positive RAPs means the Character 
has been successful in getting out of the rubble. 

Invisibility and Afterimages at High 
Speeds 

To become effectively invisible, a Character must be 
moving at a speed greater than 8 APs and must have enough 
Dispersal so as to not create a Sonic Boom (though the effects 
would be the same without Dispersal or Air Control, a Sonic 
Boom would give away the Character). The APs of 
Movement are the OV /RV for any Perception checks made 
against the Character. This allows them to be effectively 
invisible (or at least really hard to see) by mundane standards, 
something commonly shown in the comics when speedsters or 
othei:s fly past citizens at high speeds. This is useful for 
superspeed, running, flight, and other movement powers 
where distance moved is based upon APs of the Power. 

Afterimages are used to simulate a speedster staying in 
one place for a microsecond and then moving entirely 
elsewhere to cause an opponent to believe that the speedster is 
still in the place he was. An image of the speedster is left 
behind. Afterimages as described can be created by taking a 
step back while running. This forward and back motion will 
create images in front of and behind the speedster. This trick 
is used a lot by comic book speedsters. Creating Afterimages 
takes up two Automatic Actions. 

To create afterimages, whenever a speedster or another 
Character moving fast enough tries the stunt, anyone watching 
has to make a Perception Check with OV /RV equal to APs of 
Superspeed to figure out which image is actually the 
Character and which is an afterimages. Various sensory 
powers could be substituted for Int and Will, of course, as with 
turning Invisible. If the Perception Check fails, the 
opponent(s) have no idea which image is real and the 
speedster should get a Blindside bonus or equivalent 
(depending on the situation) in the next phase. The number of 
afterimages that can be created are equal to APs of 
Superspeed (or movement) divided by 4 rounded down. For 
the rest of the combat round, the speedster must drop total 
Superspeed by 1 AP per afterimage. 

Sonic Booms 
As stated under "High Speed Movement" (page 144 of 

the Blood of Heroes Rulebook), a Sonic Boom is created 
when using any movement power at 9 APs or more within an 
atmosphere. A Sonic Boom is equivalent to Sonic Beam 
power in a cylindrical area around the Character's movement 
path. The APs of Sonic Beam and the radius of the attack are 
equal to the APs of movement the Character is using, minus 8. 
If 16 or more APs of movement are used in an atmosphere, 
severe damage to the moving Character and the environment 
may result. Each phase 16 or more APs are used, the moving 
Character and any carried Objects or Characters are attacked 
by AV/EV = APs of movement vs. OV/RV =Body/Body. 
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Resultant effects on the environment are up to the GM but 
should include tidal waves and disturbances in air and weather 
patterns. 

Remember that using Dispersal or Air Control allows a 
Character to subtract APs of Dispersal from any of the effects 
above. Using 3 APs of Dispersal and Superspeed of 14 causes 
a 3 AP Sonic Boom, not a 6 AP Sonic Boom. 

Escape Velocity 
Escape velocity is 14 APs. Any speedster exceeding 

this velocity is also affected by damage as under High Speed 
Movement. Dispersal negates this damage as stated 
previously. Let us try to reason why the Speedster does not 
fly off the Earth. Dispersal redistributes a speedster's mass so 
this accounts for the fact that comic book speedsters do not hit 
escape velocity and fly off the edge of the world. Also, the 
fact that they are moving perpendicular to the gravity well of 
Earth as opposed to away from it has some significance. Of 
course, not having a force parallel to the gravity plane can also 
help. These are simple comic book physics not designed to 
work in the real world. 

RULES 

Running on Water and Walls 
The required speed for running or moving while using 

water or another liquid as a floor is 12 APs. Any Character 
with Superspeed or Running of 12 or higher can run on water. 
A Speedster with 14 or more APs of speed can vertically 
traverse walls at a speed equal to APs of Supers peed (or 
Running) minus the mass of the Speedster (typically 2). 
Characters with negative APs of mass (for example, from 
shrinking) would not get to move faster than their Superspeed 
rank. The distance that a Speedster can traverse is equal to 
Superspeed - APs of weight. Characters who want to run 
along ceilings may want to buy Cling with the - 1 Factor Cost 
Limitation "only when moving at Superspeed". 

Unless pulling a "Loop-de-loop" in a hallway or some 
other such stunt, a Speedster must use 15 or higher APs of 
Superspeed (or Running) to run upside-down across ceilings. 
Slower Speedsters must purchase and use Cling. 

Performing Two Actions at Once 
Anyone can simulate performing multiple Dice Actions 

in one phase by employing the Multi-Attack penalties. 

Environmental Conditions: 

Acid: +2 CS (to the right) on target's RV. 
Air Animation: Inoperative underwater. 
Air Control: Inoperative underwater. 
Air Walking: Operative only on the surface. 

Underwater 

Analytical Srnellfl'racking Scent: Only usable if the Character breathes water. 
Analytical Taste: Has a range equal to 112 APs. 
Anatomical Division: Body parts may float upward at the GM's Discretion. 
Animate Shadows: Power works as normal. 
Bomb: + 1 AP to EV, + 1 AP to Range. 
Chemical Attack: + 1 CS to OV and RV. 
Dismember: See Anatomical Division 
Earth Animation: Inoperative unless within range of the floor; RAPs are at -2. 
Earth Control: Inoperative unless within range of the floor; + 1 CS to OV /RV. 
Flame Animation: Inoperative. 
Flame Being: Usually inoperative underwater (magnesium burns underwater). 
Flame Project: Usually Inoperative. GMs call based on type of flame (plasma, etc.). May be fired from the su1face into the air. 
Flash: Range is affected by the underwater range of vision rule. 
Flight: If usable underwater, Reduced 2 APs. 
Fluid Form: If the user is the same type of fluid as the fluid he is immersed in, he may move at a speed up to the APs of power. 
Fog: Inoperative underwater but may be used on the surface. 
Force Field: If sealed, will provide 7 APs (eight minutes) of air. 
Friction Control: Immobilization requires no Trick Shot. 
Frostbite: Add 2 to AV and EV. Range is increased by 1 AP. May cause self-entrapment in ice (GM Discretion). 

Gliding: Inoperative underwater. 

Ice Animation: Ice floats. Creatures made of ice rise to the surface at 2 APs/phase. 

87 





Bloatl of Heroes: Sidekic·k RULES 

Ice Control: Ice floats, rising to the surface at 2 APs per phase. 
Ice Production: Add 1 AP to volume created; Ice floats, rising to the surface at 2 APs per phase. 
Icing: Add 2 APs to EV, Automatic Range of 1 AP. Begins rising to the surface at 2 APs per phase. 
Invisibility: -1 CS penalty to RV when someone attempts to perceive them. 
Joined: Operative only on the floor. 
Jumping: Reduced 2 APs (must have something to push off from). 
Knockout Gas: Inoperative underwater. May be used on the surface. 
Lightning: -2 CS on target's RV. 
Petrification: Petrified targets will sink. 
Poison Touch: + 1 CS to target's RV. 
Pyrotechnics: +2 CS (to the right) on target's Resistance Value. 
Running: Reduced 2 APs (must have a surface to run against). 
Shouting: Requires the ability to breathe underwater 
Sonic Beam: + 1 AP to EV, + 1 AP to Range. 
Speak with Animals: Requires ability to breathe underwater. 
Super Breath: Inoperative underwater, unless the Character does not breathe, allowing him to exhale water. 
Super Ventriloquism: Range reduced 1 AP. 
Superspeed: See Running. 
Suspension: Character does not have to make "breathing" checks but duration is reduced 2 APs. 
Teleportation: Range reduced underwater to Normal instead of+ 7. Area Effect version will teleport Area of water as well. 
Thermal Vision: -1 CS to sensitivity and range. 
Ultra Vision: Character can see normally with no darkness penalty. 
Warp: People and objects can pass, but water will pass as well. 
Water Animation: Creatures are considered to have 4 APs of Invisibility. 
Weather Control: The character can change the flow and temperature of the water, but the OV /RV is doubled. 
Vibe: Has area effect advantage. 

Environmental Conditions~ 
Spaee 

to space (or another environnient whei;e the~ is tro fitetion) al ijt()~ment fWW.eJ'S 'glijn +I AP :JMo.v.ement' 
per 4 A.Ps ~time auFing which the movement p0wer is ® ntinuousl¥ used. ~W'Sebolar ~.S~ EmiirobllleDt) 
will give the same gene11al benefit -as Vehicle-s (Space Craft}. 

The rules on Vllcuum at'e changed': it S'octs 1 M tff Killing, Body~ .pe1i ehl:se.~ Wluch g:an b:e detayed 1 
phase with a suGCessfu1 S.pace Environment eheek vs. O.Vrlf{'Ji ~f @lit. wt Diteh DefebSe ~~be ~,against 
this, but Invu:lnerabilit~ er Desperation Recovei:y is allowed. S'Wle P&.wer.s w_oi;kditterentl~bt ~. 'lYf.lw rosults 
are 'hel0:w {ex_otie s~ial effects may affect tbiS~. 

Air Animation: Inoperative due to lack of raw material and rapid dispersal. 
Air Control: Inoperative due to lack of raw material and rapid dispersal. 
Analytical Smell/Tracking Scent: Inoperative. 
Analytical Taste: Inoperative. 
Anatomical Division: Unless immune, Body parts are damaged by vacuum of space. Parts may only move if they have a way to 
propel themselves through space. 
Animal Powers: Generally not useful, though there can be exceptions. 
Animate Shadows: Can use own shadow. 
Bomb: Concussion effects are not effective. 
Cling: Suction-based varieties do not work. 
Dismember: See Anatomical Division. 
Dispersal: Add +l CS to RV, but Character must make a roll using Will as AV/EV vs. OV/RV of 4/4 or take Bashing damage 
using APs of Dispersal as EV and BODY as RV. A Space Environment Scholar check as detailed above may substitute for this 
roll. 
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Earth Animation: Inoperative without a source of raw material available. 
Earth Control: Inoperative without a source of raw material. 
Flame Animation: Inoperative. 
Flame Control: Inoperative. 
Flame Powers: Usually Inoperative. GMs Call. 
Flight: Depending on the method used, may or may not work. 
Fluid Form: Unable to control movement. 
Fog: Inoperative due to lack of raw material and rapid dispersal. 
Force Field: A sealed Force Field will hold 7 APs (eight minutes) of air providing oxygen-consuming Powers (like Flame Being) 
are not used. 
Friction Control: Immobilization is a +8 CS Trick Shot. 
Gliding: Inoperative. 
Gravity Control: Unfettered by local conditions. 
Hearing Powers: Inoperative. 
Ice Animation: Inoperative unless some form of raw material is available and, in any case, is reduced by 2 APs. 
Ice Powers: Inoperative unless some form of raw material is available and, in any case, is reduced by 2 APs. 
Joined: Only on asteroids/meteors or other very large objects. 
Jumping: Requires something from which to launch, then you keep going ... 
Knockout Gas: Inoperative. 
Lightning: EV and Range reduced 2 APs. 
Plant Powers: Generally not useful, though there can be exceptions. 
Poison Touch: Very special effects dependent. 
Running: Inoperative. 
Shouting: Inoperative. 
Solar Sustenance: Only requires 15 minutes (8 APs) to charge up at Earth's equivalent illumination, adjusted for circumstances. 
Sonar: Inoperative. 
Sonic Beam: Inoperative without some sort of transmission medium. 
Sound Nullify: Inoperative. 
Speak with Animals: Inoperative. 
Spiritual Drain: Touching someone on their skin is likely to be rather difficult. 
Super Breath : Inoperative due to lack of raw material and rapid dispersal. May be used once if the character holds his breath. 
Super Ventriloquism: Inoperative. 
Superspeed: The Running part is inoperative. 
Suspension: Duration is reduced 4 APs. 
Swimming: Inoperative. 
Water Animation: Inoperative. 
Water Control: Inoperative. 
Water Fr eedom: Inoperative. 
Weather Control: Usually inoperative but may be useful in a solar system depending on the special effects. 
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Chapter X: 
' 

I GAME SITUATIONS 
Aging 

Characters in Blood of Heroes, just like normal people, 
age as they live. Unless the setting is futuristic, this is a rare 
occurrence in the comics. Many comic books continually 
compress Silver Age history, and only the very youthful and 
very old Characters age. In Blood of Heroes, it is a rare 
condition for a Character to encounter dying of natural causes. 
This is normally resolved as a subplot, but it can be resolved 
in game terms as well. 

Age is a linear number, but in Blood of Heroes, age is 
an approximation due to the AP scale. Dying of Old Age is 
resolved similarly to a Killing Combat Disintegration attack 
of an AP value of I (at GMs discretion). All doubles should 
be re-rolled, and if the Old Age attack fails, Old Age attacks 
again on the next phase. This never takes a Character's Dice 
Action. lf the Old Age attack reduces the victim to a level 
equal to negative his original Body (Absolute Negative Body), 
the Character will die. All RAPs are considered Killing 
Combat damage. Invulnerability Checks are allowed at every 
negative value the Character reaches just like normal. A 
Character with a high enough Invulnerability could then be 
considered Immortal. 

Lost in Time 
The Innocent and Uncertainty Drawbacks are useful to 

represent a Character who is thrust into another society, such 
as a Character Jost in time, and may be purchased off when the 
Character acclimates to his environment. 

Personality Disorders 
Personality disorders are problems that cause the 

Character to lack the ability to interact effectively. Most, if 
not all Personality Disorders, can be represented by Iintional 
Attractions (IA), Hatreds (IH), and Fears (IF). 

Pathological/Habitual liars are represented by 
Irrational Attractions to "Lying". Lechers have an IA to the 
Opposite Sex, a miser or cheapskate has an IA to "Money", 
and cowards have an IF to whatever they fear. Impulsive 
Characters have an IA to "Act without Thinking", and 
overconfident Characters have an IA to "Rush into All 
Situations Whether or Not He Can Win". Pacifists have an IA 
to "Not Getting Involved" or even an IH of ''Violence". 
Jealous Characters have an IA to whatever causes them to be 
jealous. Fanatics not only have an IA to discuss their 
fanaticism but also might have the Rage Drawback. The 
Socially Inept Drawback works well for exceedingly 
annoying or shy personalities. 

A Character who has an extreme enough personality to 
warrant an Irrationality, such as those explained above, might 
even consider the Socially Inept Drawback to hinder him 

\.. during Character Interaction, if he doesn't already have it. 

Rolling Infinite Doubles 
It should be pointed out that theoretically one can roll 

infinite doubles, but this is a very unlikely occurrence. The 
highest reported score for rolling doubles in MEGS was 105. 
That's a lot of Column Shifts. 

MEGS was made with the reasoning that everyone has 
the potential to do anything. That is why one can continually 
roll doubles. Then again, there is always the chance of rolling 
double l's and fumbling. A boy can potentially kill (or knock 
out if using Bashing Damage) Dehumanizer by throwing a 
rock at him. 

Billy (Str: 3) throws a rock at Dehumanizer and rolls a 
lot of doubles in his attack. WHAM! Dehumanizer (who has 
21 Body) takes 40 RAPS of damage. By a rock? Sure. Of 
course, the rock is pulverized by the damage (unless it had a 
Body over 40), but how does the GM explain the damage? 
Well, first lets get the technical parts out of the way. Most 
likely, Dehumanizer will spend 21 Hero Points (his Body) on 
Last Ditch Defense. But then the damage has to be explained. 
In game terms, the Players know the rock took out 
Dehumanizer because of a high roll, but something like this is 
not likely to happen, and probably won't happen again. So, 
possibly, something extraordinary happened. Maybe 
Dehumanizer hit himself accidentally. Maybe an unnoticed 
nuclear explosion happened nearby generating an 
Electromagnetic Pulse (Dehumanizer's weakness). Maybe 
the rock was the "Rock of The Ancients" with the ability to 
vanquish any foe, but neither Dehumanizer nor Billy knew 
this, and now it's destroyed. Whatever the reason, the GM 
should be prepared to explain this sort of occurrence in game 
terms. Or maybe the GM doesn't have to, explain leaving 
Dehumanizer astounded and Billy looking for more rocks to 
throw. But as stated above, the chances of that happening 
again are slim to none. 
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GADGETRY 
Advantages and Drawbacks purchased for a Gadget or 

Artifact are not affected by the Character Multiplier. This is 
done to keep the cost of all Gadgets and Artifacts consistent. 
In addition to the Advantages and Drawbacks available to the 
Characters, the following Advantages and Drawbacks may be 
purchased for Gadgets and Artifacts. ( = Gadget Advantages ) 

Dart Bonus 
The Dart Bonus is given to Gadgets that are supposed 

to be thrown. It grants the ability to throw more than one of a 
specific Gadget in the same round. The Character can hurl up 
to four of this Gadget in the same round. The thrower adds 
one to his final to-hit dice roll (after re-rolling all doubles) for 
each additional Gadget thrown past the first one. The cost of 
the Dart Bonus is a +I FC to the EV of each Gadget. The Dart 
Bonus should be mentioned in the write-up of the Gadget. 
This simulates items such as darts, shuriken, and bladed 
throwing cards. 

Miniaturization 
If a Character desires to have a small Gadget that has a 

tougher chance of being Taken Away or targeted by an attack 
or is easier to carry around due to a lessened weight, he should 
purchase APs of Miniaturization for the Gadget. 
Miniaturization is simply the Shrinking Power with the 
Limitations of Always On (-1 FC), Gadget's Weight is 
Reduced by APs of Shrinking (-1 FC), and Shrinking Can 
Only be used by Gadget: (-I FC) at a Reliability Number of 0 
(+3 FC). This means that Miniaturization costs the same as 
purchasing Shrinking for the Gadget. Since the Reliability of 
being miniature is automatic, do not factor in any Reliability 
Numbers for Miniaturization, especially since it is already 
factored in (see above). 

When Miniaturizing a Gadget, assume the Gadget to be 
the size of an adult human (2 APs), it must be reduced to the 
appropriate size with the Shrinking Power. The Gadget gains 
the requisite OV modifiers due to its size whenever a 
Character attempts to attack it or use a Take Away or Disann. 
Miniaturization is not required for every Gadget. This is 
because Miniaturization only allows objects to have less of a 
chance of being hit and is only used to protect a Gadget that 
has this ability. 

Self-Repairing Gadgets 
Gadgets (and Artifacts), unlike Characters, Pets and 

Sidekicks, are not allowed Recovery Checks and may only be 
repaired through Gadgetry (or Occultist). On the other hand, 

\.. Pets are much like Gadgets except that they require an extra 

Automatic Action to control each turn, but they get Recovery 
Checks, and for that matter, Hero Points. 

A Character may wish to simulate Armor that repairs 
itself or nanites (tiny, self-reproductive creation machines). 
Just purchasing Regeneration for a Gadget has no effect since 
Regeneration only decreases the time between Recovery 
Checks. Gadgets don't have Recovery Checks, therefore 
Regeneration is useless to them. 

To remedy this, a Gadget may be purchased as "Self
Repairing". A Self-Repairing Gadget is purchased with a 
smaller Gadget Bonus. The Gadget Bonus for Self-Repairing 
Gadgets that can be Taken Away equals 1/2 the total Hero 
Point Cost (instead of the standard l/4). The Gadget Bonus 
for Self-Repairing Gadgets that cannot be Taken Away 
(capitalized GADGETS) is 3/4 the total Hero Point Cost 
(instead of the standard 112). Gadgets that are Self-Repairing 
may recover Body, Mind, and Spirit through Recovery 
Checks, just like a Character. Like all Gadgets, Mind, and 
Spirit do not necessarily need values. 

Security Systems 
Security Systems are proof against thief and hacker 

attempts on a Gadget. The APs Security Systems serve as the 
OR/RV on attempts to "break into" a Gadget using the Thief 
Skill. Security Systems are Base Cost: 5, Factor Cost: 1, and 
Reliability affects them. 

Security Systems are purchased for Gadgets in the 
same fashion as Attributes, AV, EV, and Range are purchased 
for Gadgets. Any APs of Thief (Subskill: Security Systems) 
may be substituted for APs of Gadgetry when installing a 
Security System. Having the Thief Subskill, Security Systems 
gives a -1 CS Bonus to the OV of the installation if using the 
APS of Gadgetry as the OV. 

User Linking 
A Gadget's Ability (Attribute/Power/Skill) APs may be 

set to be dependent upon the User's Ability. A Gadget's 
Ability can be Linked (or Half or Double Linked) to the 
User's appropriate Link Attribute. When an Ability is User 
Linked, its APs become equal to the AP value of the 
appropriate Link Attribute of the User. For example, if a 
Gadget's Dispersal Power was User Linked, the AP value of 
the Dispersal is equal to the Will (Link Attribute) of the User 
currently using the Gadget. 

To determine the Cost of User Linking, use the 
following steps. First, calculate the Factor Cost for the 
Attribute or Power including all Bonuses (including Hardened 
Defenses), all Limitations, and any adjustments from . the 
Reliability Number. This calculated Factor Cost, for User 
Linking purposes only, may be reduced to 0 or less. 

The second step is to add (or subtract if negative) the 
calculated Factor Cost to the User Linking multiplier. The ~ 
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User Linking multiplier is equal to 20 for standard User 
Linking, 40 for User Double Linking, and 10 for User Half 
Linking. The User Linking multiplier may not be reduced 
below 1. 

The final step is to take the User Linking multiplier and 
multiply the Base Cost of the Power or Skill by this number. 
If the Base Cost is equal to 0 (Running's Base Cost), 
substitute 1 for the Base Cost. For Attributes, use 5 as the 
Base Cost. Note that when User Linking, in most if not all 

' situations, it would be pointless to have an Attribute Italicized 
(unless User Double Linking) since the user could also 
substitute his or her own Attribute AP value. 

The resulting number is the total cost of User Linking 
the Ability. This cost will be reduced by whatever the 
Gadgetry Bonus for the gadget is. A Character who installs a 
User Link usually must have the Genius Advantage. To install 
a User Link on a Gadget, the Gadgetry Check will be a roll 
against the installing Character's APs of Gadgetry (therefore 
the target number is 11). The User Link is successfully 
installed if any RAPs are achieved, just like a standard 
installation. 

( ___ G_ad_g_e_t_D_r_a_w_h_ac_k_· s _ ___,,) 

Ammo Restriction 
Ammo Restriction is used for certain Gadgets such as 

guns. Though Reloading is an Automatic Action, it also takes 
up a Character's Dice Action due to time requirements. A 
Gadget with Ammo may always be reloaded. If the Gadget 
cannot be reloaded, double the Hero Point Bonus (see 
Grenades and Bombs section below for more information on 
these). The Ammo Table is as follows: 

Ammo Rating Chart 

Ammo Rating 
1 
z 
3 
4 
5 
6~7 

8-9 
IQ-11 
ri+ 

Hero Point .Bonus 
w 
15 
I~ 
rn 
8 
6 
5 
4 
3 

Ammo Restriction Clarification 
If the Ammo Restriction is taken, the Ammo 

Restriction Multiple Attack Bonus may also be purchased. 
The Hero Point Bonus for Ammo Restriction is divided in half 
(rounded down) if the Ammo Restriction Multiple Attack 
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Bonus is taken. This Bonus cannot be taken by a weapon with 
an Ammo Rating of less than 1. 

The Ammo Restriction Multiple Attack Bonus 
allows the user of a weapon to increase his chances of success 
by expending more ammunition. If extra ammo is used in an 
attack, the Opponent receives a - I CS penalty to his OV. This 
simulates bursts or fully automatic fire and cannot be taken by 
an Ammo Rating of 1. Using all of the ammo at once 
(emptying the clip on full auto) gives a -2 CS penalty to the 
Opponent's OV. However, this requires that no ammo has 
been previously spent (a fresh clip). This second tactic cannot 
be used for weapons with an Ammo Rating of 2 or less. 

(~ ____ c_~_ea_l_ia_,n __ S_il_u_a_u_o_n_s __ __,,) 

Improving Existing Gadgets 
To improve an Ability (Attribute, Power, Skill, etc.) of 

an existing Gadget, the gadgeteer must completely re-install 
the Ability he is increasing at its full cost. Note that only the 
specified Ability must be re-installed. To increase a CAR's 
Running from 7 to 8, simply install 8 APs of Running, do not 
bother with rebuilding the Body and all the other aspects of 
the CAR as well. This simulates such ideas as installing a new 
engine or a higher-powered laser. 

Superspeed 
Superspeed affects the time it takes to create a Gadget. 

Subtract the APs of the Superspeed power from the time to 
create a gadget, just like performing any other task. Hero 
Points for building the gadget(s) can be spent by anyone who 
is going to end up as the Gadget's owner, not just the creator. 
It is up to the GM as to whether Superspeed affects the 
Occultist Subskill Create Artifact because magic sometimes 
requires actual time to work with parts. 

( Weapons \ 
~========-) 

trnsldlletJ Use 
for adtled realism. replace the standard 

Utiskilled Use ~naltieSI (i-2 es to OV and RV) as 
f<>llows. 

If A Character does not have tb:e Weapo011y, Skill 
tOF a weapon, the Character must use the we~n 
unskilled. Unskilled use (!)f a w.eapon means that the 
Charaiter USt'S Dex as A'V/, and the op,ponent receives a 
-f-2 cg Bbnus to 0-V. l:f the w-eapon h~ an AV of its 
own. then the unskill~ Character:canuse that, but a+ 1 
es Honus lQ OV ~apply,. Thrown WeaPlJ~ use~ 
as AV but on:lf ititur a +£ CS B@.nus ta OV. Using a 
weapon uuskitl&l does: not affect the EV of tb:e attack, 
and EV should still be detel'Jllined as belaw. 



97 



Determining AV 
The AV of any weapon is the APs of Weaponry Skill of 

the Character using it or the AV of the weapon (provided the 
weapon has an AV), whichever is higher. If the skilled 
Character uses his Dex instead of the AV, +1 Column Shift 
Bonus to the opponent's OV will apply. The AV of a Weapon 
is only used for its EV and not the AV of any other Powers the 
weapon might have. Weaponry Skill can replace the AV of 
any of the Powers of the weapon, provided they are Physical 
in nature. If a Gadget has a Dex, the Gadget's Dex may be 
used as the AV for any Powers the weapon might have that use 
Dex as the AV. 

Otherwise, AV is determined as appropriate for the 
Power being used. The AV of Vehicular Weaponry is the APs 
of Vehicle Skill the Character has. 

Determining EV 
For Ranged weapons, the EV is the EV of the weapon. 

For Thrown weapons, the EV is the Str of the Character, even 
if the weapon has its own EV. If the weight (Body) of a 
thrown object is greater than or equal to the Str of the 
Character throwing it, add + 1 AP to the EV of the attack. This 
is to simulate heavy objects such as a shot-put. For Hand to 
Hand (Melee) weaponry, the EV is the EV of the weapon or 
the Str of the Character, whichever is higher. If the Str of the 
Character is greater than or equal to the EV of the Melee 
weapon, and the two values are within three columns of each 
other on the Action Chart, (Str cannot be more than 2 columns 
higher) EV equals the Character's Str + 1 AP. If the Str is 
higher than that, EV is simply Str. 

If an object is wielded as a melee weapon and it has no 
EV of its own, use the Str of the Character. If the object's 
Body is greater than the Str of the Character wielding it, add 
+ 1 AP to the EV of the attack. This is to simulate brass 
knuckles, a chair, and other objects. After the attack hits, keep 
the same roll, but look on the chart using the object's Body as 
RV. Any RAPS achieved should be applied to the obj~ct's 
Body to simulate wear. 

Determining OV 
When a Gadget is attacked, the OV of the Gadget must 

be determined. Gadgets with Dex use their APs of Dex as OV. 
If the Gadget is carried or worn, it uses its owner's Dex as OV. 
Aiming at a worn or carried Gadget is a Trick Shot, unless the 
Gadget has Hardened Defenses which means the object is 
full-body Armor (See Armor, below). A Gadget's 
Miniaturization (see above) should also be worked in to the 
OV. The OV for Vehicles is equal to the driver's Vehicle Skill 
rating. Motionless vehicles and all other Gadgets have an OV 
of zero. 

Throwing Weapons 
Lifting (hefting) an item is an Automatic Action using 

the Str Attribute. The Range of the throw is equal to the Str 
of the Character minus the APs of the weight of the 
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weapon, plus any APs of Gliding that the weapon might have. 
Str - Weight + Gliding = Throwing Distance. Because the 
weight of all objects is, more or less, the Body, the GM may 
either "fudge for realism" or institute the Miniaturization rules 
(above). 

Grenades and Bombs 
Grenades are considered Thrown Weapons when used 

to attack, until they explode, whereupon their explosion power 
has its own AV/EV. Like rocks, inactive Grenades can be used 
to bean people on the head. Bombs, Grenades, and similar 
Gadgets can only be used once during an adventure. These 
gadgets have the Ammo Drawback at a rating of one and 
cannot be reloaded during an adventure. They can be replaced 
at no Hero Point Cost between adventures. The Hero Point 
Bonus (from the Ammo Chart) for any Gadget that can only 
be used a set number of times during an adventure without 
being reloaded is double. A grenade gives a HP Bonus of 40, 
while a 2 shot, no reload gun gives a HP Bonus of 30 as per 
the Ammo Chart in the Gadgetry section. 

C Armor ) ......_ ___ _. 

Personal Body Armor 
Personal Body Armor is Italicized Body Armor. 

Italicizing Body is +2 FC to Body. If a Character is wearing 
Armor with an Italicized Body, the RV of the Character is 
equal to the Italicized Body. Any RAPS of damage taken are 
attributed to the Character's Body, not the Body of the Armor. 
Any APs of Skin Armor possessed by a suit of Personal Body 
Armor are factored into a Character's own Body RV and are 
not added to the RV of the Armor. Attacking a Character with 
intent to damage the Personal Body Armor rather than the 
Character is a Trick Shot. Hero Points can be used to increase 
the RV of the Armor, but last ditch defense can only be used 
for the Character's own Body and not the Armor's Body (or 
any gadget's Body for that matter). If the Italicized Body of 

, Personal Body Armor is lower than the Body of the Character 
wearing the Armor, then the Character uses his own Body for 
RV. 

Example: Kevlar Jackets and Chainmail are Personal 
Body Armor. 

Full Coverage Armor 
Full Coverage Armor covers the entire body of the 

wearer (hence the name), and requires the Hardened 
Defenses Bonus. Generally, Full Coverage Armor is a piloted 
robot or vehicle of some type. Hardened Defenses increases 
the Factor Cost of Body of this armor by 2 (+2 FC to Body). 
The RV of a Character wearing Full Coverage Armor is equal 
to . the Body of the Armor. Since the Armor has Hardened 
Defenses, all damage is applied to the Body of the Armor, as 
this is Armor that has no openings through which the 
Character can be damaged. Full Coverage Armor must be 
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fully destroyed before the Character inside can be attacked 
physically. Hero Points cannot be used to increase the RV for 
Full Coverage Armor, nor can Hero Points be used for the 
Armor's Last Ditch Defense. If the Body of Full Coverage 
Armor is lower than the Body of the Character wearing the 
Armor, the RV is still equal to the Body of the Armor, unless 
he takes the Armor off. 

Example: Large, robotic Battle Suits that Characters 
can sit in like vehicles are Full Coverage (Hardened Defenses) 
Armor. 

Armored Suits 
Armored Suits, like Full Coverage armor, are also 

Hardened Defense Armor. However, Armored Suits also 
possess an Italicized Body Attribute. Since this armor has 
both Italicized Body and Hardened Defenses the Factor Cost 
of the Body Attribute is increased by four ( +4 FC to Body). 
Armored Suits entirely coat the wearer. Annored Suits are the 
equivalent of Full Body Armor with the addition that Hero 
Points can be used to increase the RV of the Armor. Against 
Physical Attacks, the Body of an Armored Suit substitutes for 
the RV of the Character inside. The Character may spend up 
to the Armor's Body in Last Ditch Defense for the Armor. 

At the Game Master's discretion, an Optional Rule can 
be instituted to allow damage to be distributed between an 
Armored Suit and the Character's Body, where RAPS are 
distributed evenly, and any extra RAPs are added to the 
Armor. 

Example: Full-body, mechanized personal armor is 
Italicized Hardened Defense Armor. 

Partial Coverage Armor 
To represent smaller pieces of armor, such as 

breastplates and bullet-proof vests (but not shields), purchase 
Body with Partial Coverage. A Trick Shot can bypass Partial 
Armor to hit the Character. The smaller the armor, the easier 
the Trick Shot, the higher the Factor Cost Bonus. 

l'tickl Shot OV 
ColUIWl Shifts 

+1 
+2 
+3 

Blocking 

Factor Cost 
Modifier 
-3 
-2 
-1 

Example 
Vest 
Jacket 
Long Coat 

If a Gadget is not Armor, it can be used for Blocking 
purposes only, as per the Blocking Combat Maneuver. 

Example: A shield and bracers can both be considered 
Blocking Gadgets. 
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C. Damaging Gadgets ) 
Weaponry with no Reliability Number 

Weapons should be tough enough to deal out the 
damage, and this provides a reason for giving a high Body to 
a weapon. If the RAPS of damage caused by a Melee or 
Thrown weapon exceed the Body of the weapon, cross
reference the Result Table using either the RV of the target 
(without CS modifiers) or Str of the attacker (whichever 
lower) as EV, and Body of the weapon as RV. If the RAPs 
listed are greater than the Body of the weapon, the weapon 
"breaks", and it must be Repaired as a Gadget before it can be 
reused (as per the Sweep Attacks rule on Page 139 of Blood 
of Heroes). The reasoning behind this is that a weapon can be 
broken if hit against a tough enough target or used with great 
enough strength or both. 

Weapons with Reliability 
Reliability Numbers are not usually associated with 

weapons. If a weapon breaks due to reliability, a successful 
field repair made through Weaponry or Gadgetry can get it to 
work again at the GM's discretion (e.g.: a sword blade 
breaking, or a gun jamming). Typically, the AV and EV of a 
ranged weapon will require repairing. 

Losing a Gadget 
To recreate an existing device, simply pay its Hero 

Point Cost and buy the parts. No Gadgetry Rolls are necessary 
and the entire device can be rebuilt in half the time it took to 
build the original. Only the original creator of the device can 
rebuild Gadgets in this way. If a Character other than the 
original Gadgeteer(s) who built the device try to recreate the 
Gadget, they must make a Gadgetry Skill check in addition to 
paying the Hero Points and parts costs. Remember that if 
plans for the Gadget (Scientist Subskill: Draw Plans) are 
available, they will reduce the OV of the attempt by 2 Column 
Shifts. The Character who actually builds the gadget need not 
be the Character who pays the Hero Point Cost for the Gadget 
or purchases the parts. 

c Computers ) 
Computers are special Gadgets used to store and 

retrieve information. The main Abilities of Computers 
include the Body and Intelligence Attributes and the Recall 
Power. Int represents the computer processor for 
computational power, and Recall is the hard drive, used for 
information storage and retrieval. An Artificial Intelligence 
Computer has Will and Mind Attributes as well as 
Intelligence. "Self-Aware" Computers have Mystical 
Attributes. Computers used for multi-tasking (performing 
more than one task at a time) are purchased with the Split 
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Power with a "Computer-Specific" Limitation: Split Used for 
Computational Purposes Only (-1 FC). Split Computers do 
not physically become two Computers but divide Mental 
Attributes to simulate the ability of multi-tasking. 

Characters with Familiarity, Expertise, or Scholar in 
Computers include their Scholar Bonus when using Abilities 
of a Computer or their own Skills, such as Cryptography or 
Research, through Computers. If a Character doesn't at least 
have a Familiarity with Computers, he receives a + 1 CS 
Penalty to the OV /RV of any Ability used through a 
Computer. Depending on the Genre, Characters with the 
Innocent Drawback are considered unfamiliar with 
Computers due to their inexperience with society and may 
incur a penalty when using them (GM Discretion). Characters 
with Gadgetry Skill can "program", which is the ability to give 
new abilities to a Computer. This is a standard aspect of 
Gadgetry, not a Bonus or Limitation. If Gadgetry was 
purchased with a "Useable on Computers Only" Limitation, a 
Computer could still be turned into a robot, added into a CAR, 
or modified in a variety of ways, hence there's no adjustment 
to Gadgetry's Cost. 

When using a Computer to search for information on a 
topic, use the Character's APs of Scientist (Research) or the 
Computer's APs of Recall, whichever is higher. OV/RV are 
based on the obscurity of the information, but information not 
normally available that a Computer would not have access to, 
cannot be found no matter how many APs of Recall a 
Computer might have. RAPs represent Knowledge Points 
where l RAP gives one or two simple facts RV represents 
limited information on the subject, and Full RV reveals all 
information known on the subject in question. One (1) or 
more RAPs represents success if a search is being made for 
only a single fact. 

Most Computers have high Recall APs but low Int, thus 
Recall represents a Computer's ability to recall facts but leaves 
a very limited ability to understand and reach conclusions. If 
an Artificial Intelligence or Self-Aware Computer is used to 
solve problems, make deductions, and/or reach conclusions, 
roll a Perception Check using the Computer's Int/Int as the 
AV/EV, with OV/RV relative to the problem's complexity. 
Assuming all relevant facts have been input into the 
Computer, a successful Check indicates a solution or 
conclusion has been reached. 

Other Computer Powers and Skills include Remote 
Sensing (Sight Only) for "face-to-face" communication and 
video cameras, Scientist for automated research and analysis, 
Military Science (Cryptography) for encryption/decryption 
programs, and Gadgetry for creating new software programs. 
A Computer with Gadgetry and Physical Attributes, such as a 
robot, may be used to build other Gadgets. 

The Internet is a massive network of Computers and 
systems connected to each other through Internet Service 
Providers, (ISPs). Anyone can use the Internet for research as 
long as their Computer is hooked up to an ISP, allowing 
communication with other Computers. Computers with 
modems or Internet connections should have APs of Radio 

102 

Communication Power to represent the speed of the 
connection. This speed is the Speed of information travelling 
over the Distance from which it is retrieved and is used to 
determine the Time it takes to retrieve information from the 
Internet. Researching on the Internet allows access to a 
database with a Recall of up to 50 APs. The Character decides 
how many APs of Recall (up to 50) he uses to check, then 
subtracts his APs of Radio Communication from that number, 
revealing the amount of Time it will take (minimum 1 phase) 
to retrieve the information. Remember that information, 
which does not exist on the Internet, cannot be found. 

Example: A Character uses a Computer to find the 
year the Empire State Building was constructed, a task having 
an OVIRV of3/3. Attempting to discover more obscure facts, 
such as which company installed the building's elevator, may 
have OV /RV of 919. Learn what the first elevator operator had 
for breakfast on his first day on the job would be information 
that is unavailable on a Computer. Actually, there are some 
really obscure items out on the Internet, so this might be 
found, but it is possible that available information is falsified 
(GM Discretion). 

The guidelines above apply when a Character is using 
a Computer to which he has free access. In cases where a 
Character wishes to gain information from or control a 
Computer that he does not have authorization to use, he must 
first bypass that Computer's Security Systems. This 
procedure is known as "hacking" a Computer system. In order 
to "hack" a target Computer, the Character (Hacker) must first 
have access to the target, either by being at the target's 
location or by having both the Computer the Hacker is using 
and the target access the Internet simultaneously. Or, the 
target can allow incoming "calls" to its system (GM's 
Discretion) from another Computer. 

Hackers must possess both Gadgetry (Identify Gadget) 
and Thief (Security Systems). Hackers with only Gadgetry 
(Identify Gadget) may make hacking attempts only if the APs 
of Gadgetry (Identify Gadget) exceed the target's APs of 
Security System. Hacking is an Action Check, AV/EV equal 
the Hacker's Skill rating in either Gadgetry (Identify Gadget) 
or Thief (Security Systems), whichever higher. Hackers 
without Thief (Security Systems) using APs of Gadgetry 
(Identify Gadget) as AV/EV suffer a +1 CS penalty to the 
OV /RV. OV /RV is either the AP rating of the target's Security 
System or the Int/Will of a Self Aware Computer. Typical 
business Computers have OV/RV of 5/5, while a complex 
Government/Military systems can be as high as 15/15. 
Hackers with Scholar, Expertise, or Familiarity (Computer) 
are allowed to use their Advantage benefit for this check. A 
Successful Check indicates that the Hacker successfully 
bypassed the Security System is given free access to the 
Computer's Abilities. Hacking a Computer requires at least 4 
APs (I minute) of time for each attempt, and multiple 
attempts might not be allowed (GM Discretion). Military 
Science (Cryptography) must be used for decoding any 
encrypted information. 



Genre Specific Rules are not common rules. They aren't 
necessary for every campaign and may not fit into aJl 
variations of the campaigns being played. For example, 
Magical Background would only be helpful if those with a 
magical legacy in your campaign were restricted to using 
Sorcery. Criminal Syndicate Rank would only be helpful if 
you had Criminal Syndicates in your game. These genre 
specific rules may be used for guidelines for new rules but are 
not recommended for all games. 

Understandably, some of the standard rules, for 
example Medicine Skill, are only feasible in the 20th Century 
or later. Medicine did not exist in prehistoric times and so the 
Skill would be inappropriate, and yet this is not included 
under Genre Specific Rules. Only the most specific rules have 
been listed under this category. 

This is a pennutation of the Credentials Advantage for 
handling the status of members in a criminal organization. It 
mainly handles the members of the traditional Japanese 
Yakuza or Mafia, but by small changes it should be applicable 
to all crime syndicates around the world. This is only an 
optional Advantage for use in campaigns including crime 
syndicates. 

The Syndicate Rank Advantage is a measure of the 
Character's status within the organized crime syndicates. It 
determines how much power and influence a Character has 
within the organization and how many members he 
commands. There is also a limitation on the number of 
connections a member can have. The Syndicate Rank 
Advantage determines the maximum number of allowed 
Connections. The higher the Rank, the more influential and 
connected he can be. Also, the higher the Rank, the more 
members he may command. There arc some generally useful 
connections for a Character to choose from and are divided 
into two types: the Syndicate Connections and the 
political/business connections. All other Connections not of 
this type are handled as usual. A Character of a lesser Rank 
will usually follow the orders of one with a higher Syndicate 
Rank. Political/business connections include: Business 
Community, The Governrnent, National Police, State Bank, 
Street and Criminal Underworld. Crime Syndicates include 
various Mafia and Yakuza agencies and are dependent upon 
the campaign world being run. 

Henchman (5 HP) 
l low-level syndicate, no political 

A Henchman is just the ordinary thug-like member 
with little power. These are the troops that make all the dirty 
work of the syndicates. Most members are of this rank. 

Gang Boss (10 HP) 
1 High-level syndicate, l political (any level) 

A Gang boss is a leader of up to 100 henchmen of a 
local faction of the actual syndicate. These are somewhat 
more connected and have the potential of rising to higher 
positions. 

Head (15 HP) 
3 syndicates (any level), 2 political (any level) 

A Head is the leader of the entire City section of a 
syndicate with control of up to 1000 henchmen and IO Gang 
Bosses. Many Heads are known in public to be syndicate 
leaders. 

Don (25 HP) 
5 syndicates (any level), 3 political (any level) 

A Don is the Big Boss of the actual Syndicate with total 
control of all its members in the country and can have up to 20 
Heads under him, controlling a total of up to 20,000 
henchmen. All Dons are known in public to be the leaders of 
their faction. A Don and all ranks above also get a special -1 
CS OV/RV on all their character interaction attempts through 
the sheer force of intimidation and influence held by the Don. 
It applies only if the target knows that the Don is a Syndicate 
leader, of course. The GM might also rule that it is cheaper for 
all of Don Rank to buy a Media Credentials advantage due to 
the large influence one then possesses. 

Grand Don (50 HP) 
7 syndicates (any level), 4 political (any level) 

A Grand Don is a Don who has advanced through 
large-scale alliances with other syndicates and who has the 
most say of all these syndicates. A Grand Don can potentially 
control up to 50,000 henchmen throughout all the allied 
syndicates. 

Patriarch (100 HP) 
No limits of connections of any kind. 

The Patriarch is the founder and leader of the entire 
Underworld. He has total control over every Syndicate and all 
lesser Ranks bow down to his orders. No one ever goes against 
the wishes of the patriarch who controls approximately 90,000 
henchmen in the world. 
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- GENRE RULES 

Highly Advanced 
Hero Point Cost: 10 * 

Highly Advanced is a lesser form of Genius. A Highly 
Advanced gadgeteer may create devices which are a technical 
generation ahead of their time. For example, a Highly 
Advanced gadgeteer in a campaign set in the mid- l 930s 
would be able to build anything that was available by the late 
1940s (such as jet aircraft equipped with radar). It is up to the 
GM to determine what would be covered under Highly 
Advanced and under Genius in his campaign. 

( Genre Drawbacks ) 
Magical Background 

Hero Point Cost: 10 * 
Magical background allows a Character to claim a 

magical, campaign-specific legacy. This is for campaigns 
where no true human Character may purchase the Sorcery 
Power for himself without first purchasing this Advantage. 
All Characters with the Magical Background Advantage are 
inherently magical in nature and may be detected using the 
Magic Sense Power. This is also a useful example for other, 
legacy-related, restrictive Drawbacks. 

Killing Vulnerability 
Hero Point Cost: 20 * 

When a Character is attacked by any Physical Killing 
Combat, his RV from innate Body is divided by three (round 
down). RV derived from Powers, Skills, or Gadgets is still full 
value. 

(~ ______ G_e_n_r_e_P_o_w_e_r_s ________ ) 

Synchronicity Sense 
Link: Aura 
Range: No,nnal 
Ba"Se Cost: 5 

Magical Power 
Type: Auto 
Fador Cost: 1 

This mystic power allows the Character to sense wells 
and flows of magic energy or "synchronicity" around the 
world and universe. By sensing these waves of synchronicity, 
a character with this power essentially knows how to be in the 
right place at the right time. Being at the right place at the 
right time allows the character to reduce travel time. Increases 
in synchronicity are caused in times of mystical crisis or 
uprising. Waves of synchronicity tend to flow toward these 
wells, and the Character with this Power may use these flows 
to his advantage, reducing travel time to the well by APs/3 

(rounded up) of Power (increasing to full APs of Power in 
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times of major mystical crisis). 
The Character is not actually moving any faster, but 

rather this represents finding taxi cabs immediately, 
unrealistically sparse traffic, hitting all "green lights," being 
able to sneak on and off trains and planes without waiting in 
line or even paying, and other related incidents. 

Optionally, for +2 Factor Cost, the character can subtly 
manipulate the flow of synchronicity, herself, "spoofing" a 
true mystical crisis. The Character requires a mystical energy 
source of at least 12 APs of power and may simulate the 
welling of synchronicity, which tends to occur. This will 
undoubtedly cause confusion among other characters with 
Synchronicity Sense. The APs of Synchronicity Sense equal 
the distance from the newly created synchronicity well to the 
Character's current position. 

Note that the character cannot "ride the synchronicity 
waves" when he is at the source of mystical disturbance, 
regardless of whether or not it was his crisis. 

Example: Mr. Magician always made it in time for 
every crisis, even though he had a job in another country and 
wasn't into flying back in the 1940's. He picked the right 
cabs. 

c Genre Combat Rules ) 
Excessive Force Rule 

Sometimes considering the power levels involved in 
fights , it becomes fairly ludicrous to consider all damage, 
even blunt impact, as Bashing. Because of this we have the 
Excessive Force bylaw. Attacks with an EV of greater than 
twice a target's RV are automatically considered Killing 
Combat. This represents hits that are powerful enough to 
break bone and capable of internal damage rather than just 
leaving bruises. Excessive Force should make bricks and 
blasters a bit more hesitant to nail a normal human with 
anything near full force. 

Overkill Rule 
It is now possible to accidentally kill people in Bashing 

Combat. If a Character takes Bashing Damage that would 
bring him to a value of 0 or below, do not stop subtracting 
from Body (or Mind or Spirit). A Character who does not 
gauge his blow to compensate for Overkill receives an 
Overkill Penalty, losing one-quarter of the Standard Award 
when Hero Points are given out. If a Character causes 
Overkill through the use of "excessive force" in a situation, he 
also suffers from an Overkill Penalty. Excessive force is a 
situational idea. If a target gives off the idea that he cannot 
receive a certain amount of damage, and the Character attacks 
with full blast anyway (unless he knows the man is a rock
hard alien in disguise), that is excessive force. 



105 



Chapter XIII: 
h ,, OPTIONlAL KIJLES 

Starting Hero Points 
There really is a difference between the Hero Points 

that a Character has when he is first created and the Hero 
Points he begins with. Creation Hero Points are much more 
valuable. To alleviate this dilemma, multiply any left over, 
unspent Creation Hero Points by 5 to become the Character's 
starting Hero Points. 

Hero Point Bidding 
Some Game Masters and Players find it very taxing to 

compute how many Hero Points they are allowed to spend 
during a combat round, which ends up becoming a bidding 
trial. Even though Characters are only allowed to double their 
AP amounts using Hero Points, it gets to be tedious. Here are 
a few solutions to this problem: 

1) Set a limit. Some GMs prefer to set a limit of 3 or 4 
Hero Points (or less) to be added to any AP amount. This 
allows the game to pick up speed, but it does not allow for the 
extraordinary feats that doubling an AP value would cause. 

2) Do not allow initiative bidding, or set a limit of 
approximately 10. This will speed up the initiative rolling. 

3) Use Hero Points for purchasing environmental 
advantages and experience g~owth only. This has the side 
effect of causing characters to develop quicker than they 
would because they have no other place to spend their Hero 
Points. 

4) Do not give out so many Hero Points. Cut Standard 
Awards in half, or do not give out the Participation Standard 
Award. Fewer Hero Points means less frivolous spending. 

Minimizing Hero Points 
Keep in mind the Genre Rule that, as a GM, you can 

increase the amount of Hero Points it costs to rais~ an 
AV /EV /OV /RV in combat by one point. This rule can be used 
for Last Ditch Defense as well. It will help to curb Hero Point 
spending, but the Players will tend to advance faster since they 
'are more likely to save Hero Points. To slow down advance
ment as a Game Master you can double the cost of advance
ment or divide all Standard Awards by 5. 

Impossible Feats 
There are obviously things in the real world (and in the 

superhero comics simulated by the Blood of Heroes RPG) 
which are effectively impossible. To wit: 

An average person cannot punch through a brick wall. 
Not even an athletic person can punch through a steel wall 
(without super martial arts). A pro-wrestler cannot throw a 
quarter pound burger one mile. 

These are physical examples, but certain mental/charis
ma rolls should likewise be impossible. In Blood of Heroes, 

\... 
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anything is possible, especially with repeated attempts. To 
alleviate this, many die rolls should be made into "one time 
only" attempts, usually things like breaking down walls and 
even reading minds. 

However, there are situations when limiting the amount 
of rolls is obviously inappropriate. If the Beserker's Player 
rolls double 1 's when attempting to tear a sheet of paper, he 
should be able to try again. No sheet of ordinary paper should 
be able to stand up to the Beserker's strength for long. 

The GM may declare certain unlikely die rolls to be 
one-time only attempts. In these situations a GM may allow a 
Player one chance to make a die roll which, if failed, may not 
be tried again. In situations where the feat is obviously 
impossible, the GM may declare it impossible without allow
ing a die roll at all. The hard part is deciding which die rolls 
should be considered impossible. As a GM, tend to reserve 
this second case for NPCs so ordinary thugs don't try to break 
free from their handcuffs, etc. 

A good choice is to declare any non-combat die roll 
requiring a 21 or higher as impossible. This corresponds to 
the opponent being two columns higher in OV. This is a nice 
numerical choice, being the first number that cannot be rolled 
without first rolling doubles. Note that impossible feats do 
not apply during combat situations; they only apply to non
combat situations where comic book characters try once and 
either succeed or say that they can't accomplish this feat. 

New Scenario: 
GM: "Okay, you have all been captured and put in a cell with 
steel walls." 
Player 1: "I try to bust out." 
GM: "Sorry, but the walls are too tough to break through. 
Player 1: "What do you mean? I haven't rolled yet." 
GM: "Sorry, but your strength is only a 2. This falls under the 
category of impossible feats." 

Obviously, this helps the GM have a bit more control 
over what PCs can and can't do. 

(, _____ co_JD_.b_a_t_l\fl __ a_n_en_~_e_rs _____ ) 

Critical Blow/Devastating Attacks 
Because of the enormous damage that a Critical Blow 

or Devastating attack can cause, the attacker may be penalized 
further at the GMs Discretion. For any Critical Blow or 
Devastating attack, the attacker may be penalized by suffer
ing a negative Column Shift to his OV equal to the positive 
Column Shift penalty to hit the defender. 
For Example: If Jay Bolt attempts a Critical Blow on 
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Dehumanizer, he receives a +2 CS to OV Bonus to hit Bolt but 
also leaves himself open in the process. Anyone attacking Jay 
receives a -2 CS to OV Bonus to hit him. 

Distance Penalties 
It becomes tougher to hit a target the farther away a tar

get is. The "penalty-free" distance is 4 APs (150 feet). 
Distances of 5 or 6 APs give + 1 OV, distances of 7 or 8 APs 
give +2 OV, the penalty increasing by + 1 CS per column. 
Telescopic Vision increases the "penalty-free" range. When 
using Telescopic Vision, a Character may attack targets a dis
tance equal to his APs of Telescopic Vision without penalty 
(assuming the power will hit a target that far away). A Power 
that is unaffected by Range Limitations costs + 1 FC. 

Power Tricks 
Performing a Power Trick is a maneuver through which 

a Character gains temporary use of a Power that the Character 
does not actually have but is related in some way to an exist
ing Power that the Character does have. This temporary 
Power is referred to as, coincidentally, a Trick. A Trick of 
Flame Control might be Flame Project, and a Trick of Sonic 
Beam could be Extended Hearing. The Player must rational
ize how his Character might have use of a Trick. 

Use of a Power Trick costs the Player 5 HP multiplied 
against the Factor Cost of the Trick, plus 1 HP (or the Genre 
HP cost for Pushing a Power by 1 AP) for each AP of the 
Trick. The Trick cannot have a Base Cost greater than the 
Base Cost of the existing Power. 

The GM has the final say on what Tricks are available 
for each Power. If a player continually uses the same Power 
Trick, the GM should make the Player spend Hero Points to 
buy the appropriate power. If the GM agrees to the Trick, the 
Player must make a Trick Roll. A Trick Roll has AV /EV equal 
to APs of the original Power, and OV /RV equal to 2 * the 
Factor Cost (with Bonus and Limitation Modifiers) of the 
Trick. A Trick Roll does not take up the Character's Dice 
Action, but a Player may only make one Trick Roll a phase. 
RAPs achieved equal the maximum (in APs) at which the 
Trick can be used, up to the original Power's APs as maxi
mum. A Trick Roll can be pushed. If the Trick Roll fails, the 
Character does not have to pay the HP cost for the Trick. 

Examples: Pilfer, with his Superspeed of 10, finds 
himself pushed out of an airplane, probably by his sadistic 
brother. Rather than falling to his doom, he chooses to per
fonn the Trick of Gliding through Superspeed (flapping his 
anns rapidly to slow his descent). The GM rules that this is 
okay and declares that the AV /EV = 10/10, OV /RV = 2/2 
(Factor Cost of Gliding). The Player rolls a 6, makes it, and 
may use up to 8 APs of Gliding. Pilfer decides that he only 
needs 4 APs of Gliding to reach the ground safely. He spends 
14 Hero Points: 10 for the Factor Cost charge (FC 2 multiplied 
by 5 HP = 10 HPs) plus another four (one for AP of Gliding) 
to pay for the APs of gliding. Pilfer can now flap his way safe
ly to the ground. 

OPTIONAL RULES 

Dominion has Telekinesis rated at 10 APs. In order to 
protect herself from a hail of bullets, (Yes, she is Immortal but 
who really wants to get shot repeatedly) Dominion decides to 
use her Telekinesis to perform a Trick of creating an 8 AP 
Force Shield to stop the bullets. The GM rules that this Trick 
is performable. The GM requires Dominion to roll 12112 (The 
Factor Cost of Telekinesis server as the AV/EV) vs. 10/10. 
Dominion rolls well and gains two Column Shifts. She pays 
32 Hero Points (FC 5 * 5 HP + 7 HP) to create a 7 AP Force 
Shield between herself and her attacks, fortunately more than 
enough to stop their smail anns fire. 

Weapon Unfamiliarity 
Characters who purchase a Weaponry are considered 

equally skilled with all weapons under their Subskill, even 
ones he has never used before. If a Character wields a weapon 
that he has never used before (GM and Player consensus) but 
is covered by his Weaponry, he receives no usage penalty. As 
an optional rule (GM decision), the Character could receive a 
+ l Column Shift penalty to their OV for the first three Dice 
Actions of the weapon, to simulate the Character's unfamil
iarity with the weapon. 

c Q,riginal R:ule Modifications ) 

Martial Artist Skill 
Linking the original Martial Artist is a -4 Factor Cost 

(FC) Limitation instead of a -2 FC Limitation. This is 
because AV and OV are the same as Dexterity, so the original 
Martial Artist is actually purchased without the ability to sub
stitute AV and OV (a -2 FC Limitation). This same substitu
tion may be used for the new Martial Artist, but the Character 
will lose +2 to his Initiative (+1 from AV and +1 from OV). 

Mind Over Matter Power 
If you choose to use the Mind Over Matter Power in the 

original rules, use the following clarification: Mind Over 
Matter is used to represent berserk rages or intense self-disci
pline that allow a Character to disregard the effects of damage 
which would normally knock him out. Normally, when a 
Character is brought to 0 Body or below, the Character will 
fall unconscious. However, if the Character has Mind Over 
Matter, he will not fall unconscious until an amount of phases 
pass equal to the APs of Mind Over Matter that he has. Any 
damage he takes during this time, be it from Bashing or 
Killing Combat, should be kept track of. If the Character 
takes enough damage to bring him to or past Negative 
Absolute Body, he dies. If the character's Body is raised 
above Negative Absolute Body (though invulnerability) and 
the time limit on Mind over Matter has not Elapsed, the char
acter regains consciousness. 
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Att0011le Adjustments 

Many Players and Game Masters desire the ability to refine their Attributes. Roughly, Acting/Opposing Attributes (Dex, 
Int, Infl) represent offense (AV), defense (OV), Initiative and Movement (to a point). Effect Attributes (Str, Wil, Aura) represent 
literal power. Resistance Attributes (Bod, Mind, Spirit) represent toughness (RV) and damage capacity. Because 
Acting/Opposing Attributes actually have two factors, it is obvious to split them into two values, Acting and Opposing. To be fair, 
they may be split even further into Acting, Opposing, and Initiative. Effect Attributes are simplistic enough that they should stay 
the same. Resistance Attributes could be split into two values as well, as the following chart depicts: 

Version I: 

~ 
'Pbysi~t 
Mental 
M~stt~ 

ActingtAV (3) 
De:x:teri t:y 
Intelli~nee 
JtUluence 
Initiative (3} 

A.Dtibutes Fully Bmbn Down 
(Factor Costs in parenfhes~ 

Opposing £0V) ~3' 
Agility: 
Thought 
Charm 

Errect~V}((Q R~"~ 
Strength Bmy 
Wrll Mind 
.-\tl(a Spi:Jlit 

. CB~CIQ'(~ft) 
Jilea,llh, 
~., 

~1* 

In Version I, a Player may purchase Initiative individually as well as determine how much damage he can accept for each 
Characteristic Area (Physical, Mental, and Mystical). Since Version I seems a bit too detailed and complex, a "Recommended 
Method," Version II table has been created. It combines the Capacity Attributes into one value known as Health which is reduced 
when any RAPs of damage, be it Physical, Mental or Mystical, are received. Resistance (RV) is still individual through Body, 
Mind, and Spirit as RV, but all damage is taken from Health. Initiative is also determined in the traditional manner by adding the 
Acting Attributes together. 

Version II: 

hea 
Phy.s[cal 
M~atlll 
Mysttdil 

Acting/AV t4) 
Dex:rerity 
Intelligen-ee 
lnfluenee 
Initiative 

Opposing (OV~ (3l 
Agilify 
Thought 
Cbann 

Elfeet .(EV) {6} 
Stfel\gth 
Will 
i\ult) 

The entire concept of Attribute Adjustments is that if a Character were purchased nonnally, he could easily be broken down 
without a change in cost. A Version II Character with Dex: 3 and Agility: 3, costs the same as a Traditional Character with a Dex 
of 6. A Version I Character with Dex: 3, Agility: 3, and Initiative: 3 also costs the same as the Traditional Character. Some Powers 
such as Regeneration and Mind Over Matter may need to be adjusted by the Game Master if an Advanced Attribute system is 
used. 
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Power Creation 
G'uidelillfi 

One of the greatest challenges facing a Game Master is 
the creation of his own, customized, set of rules. This system 
is very easily customizable, if you know how to manipulate 
the Power/Factor Cost system, that is. There is a general 
guideline that was followed when creating each new Power in 
this manual, and we explain it below. 

Core Powers 
When creating a new Power, first think about exactly 

what you want the Power to do. Then detennine if a new 
Power is really necessary, or if its effects can be simulated by 
other, existing Powers. Often the Power you are attempting to 
create can be created with a minimum of tweeking (adding 
Bonuses and Limitations) to existing powers. For example, a 
Player who wants to create a "Crystal Production" Power, 
essentially Ice Production with crystal replacing ice should 
purchase Ice Production. The effect can be treated as crystal 
instead of ice (and hence it doesn't melt with heat), but unless 
the Power's effects were changed, the crystal formed would 
melt after an amount of time passes (just like Ice Production). 

This is actually fair since creation Powers such as Ice 
Production, Fabrication, and Matter Manipulation do not 
create permanent changes. Speaking of which, the Character 
could have purchased Matter Manipulation instead, but this is 
a more costly solution since the Power would have to be 
limited to only creating crystal out of thin air. Ice Production 
is the easier solution. 

Another example is the Player who wants his Character 
to have a defensive Power against electricity. Cold Immunity 
and Flame Immunity are "elemental" defenses, and both fire 
and electricity are energy forms. Taking Flame Immunity and 
replacing all instances of "Flame" with "Electricity" creates 
Electricity Immunity. Using the same idea, a Character who 
wants to be covered in an electric sheath can purchase Flame 
Being and call it "Electric Being". The RV penalty can stay 
as water/ice and may even include non-conductive material, 
such as rubber. 

Ice Production and Flame Immunity are known as Core 
Powers. Core Powers are the bare essentials of a Power and 
are perfect templates for building new Powers. Other 
examples of Core Powers include Energy Blast, Cold 
Immunity, Extended Hearing, Paralysis, Telescopic Vision, 
Running, Flame Control (or any "Element" Control Power), 
and Animate Objects (or Dead, Image, Air, Shadows, etc ... ). 

Factoring and Basing Costs 
If a new Power is still necessary, and there is no 

appropriate Core Power, decide exactly what it needs to do. Is 
it a Dice Action, Automatic Action, or Both? To figure out 
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Factor Cost and Base Cost, start at 0 each. For each of the 
following for which the Power substitutes, add + 1 Factor Cost 
and +5 Base Cost: AV, EV, OV, and Range. If the Power 
substitutes for Movement, add +2 Factor Cost. If the Power 
adds APs to RV against a certain attack, this is +4 Factor Cost. 
For each individual Special Ability (such as the Flash ability 
of creating a bright glowing light) add + l Factor Cost to the 
Power and sometimes (if it looks necessary) +5 to the Base 
Cost as well. Use Core Powers as a guide for detennining 
Base Costs. 

Cost of Power Com ponents 

Abilicy 
Cost 
AV 
EV 
av 
Range 
M~vement 

Adds to RV 
Misc. 

Base Cost 
Increase 
+5 pts. 
+5: p,ts. 
+5 pts. 
+5 pts. 
0 . 

0 

Factor 
Increase 
+1 
+l 
+l 
+1 
+2 
+4 

+5 pts. (optional) +1 

To determine a Power's Action Type, consider the 
theme of the Power. Most movement Powers, such as 
Digging, Running, or Swimming are obviously Physical 
Powers. Dimension Travel is a fairly magical technique and 
hence is a Mystical Power. If a Power could fit into more than 
one Action Type, choose Physical if that is a choice, then 
Mental, and finally Mystical if it fits nowhere else. Air 
Walking is both Mental and Mystical in theme, so it is a 
Mental Power. We can always use Mystic Link to make a 
Mental or Physical Power have a Mystical theme. 

Detennining a Link Attribute is easier once an Action 
Type is chosen. To detennine the Link Attribute, look at what 
the Power does. If the Power requires precise action, or agile 
movement, use Acting. A Power that seems to require an 
inner (or outer) Strength uses Effect. Powers that are 
defensive or are channeled from the soul of the Character use 
Resistance. 

Mystically Linking 
Action Types are in a sort of heirarchy. Physical 

Attributes are used constantly, and Characters tend to have 
large values in these Attributes. Physical Attributes are the 
most common Action Types, followed by Mental, and the 
finally Mystical. Most Characters are weakest in the Mystical 
Attributes. It is because of this reason that Mystical Powers 
cost more than Mental and Physical Powers. Most Physical 
Powers do not affect Mental or Mystical Attributes. Some 
Mental Powers affect both Physical and Mental Attributes but 
typically not Mystical Attributes. Most if not all Mystical 
Powers do not have a problem affecting Mental and Physical 
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Attributes as well as Mystical. To determine a Power's Action 
Type, decide the Attributes the Power affects. A good trio of 
Powers to look at as an example is the Paralysis/Mental 
Freeze/Mystic Freeze combination. 

The other way to determine a new Power's Action Type 
is through the Power's theme. A good example is Vampirism. 
Vampirism is the Physical equivalent of both Mind Drain and 
Spiritual Drain, but thematically, it does not work as a 
Physical Power. Since it does not work as Physical, 
Vampirism can be either Mental or Mystical. Vampirism itself 
has a mystical theme, and therefore, Vampirism is a Mystical 
Power. 

Changing the nature of a Power to a different Action 
Type is a good way of making new Powers. This is different 
from Mystically Linking a Power, which causes a Power to 
become mystical in nature and changes the Link Attribute to 
Aura. Mystic Linking is good against opponents who have a 
weakness to magic or even just for theme. It can aid a 
beginning Character with a high Aura and many Aura-linked 
Powers, but Mystic Linking is not what changing the Action 
Type is about. Changing the Action Type of a Power is 
different in that instead of just changing the Link Attribute to 
the appropriate equivalent, you change all aspects. 
References to Dex become Int or Infl, Str becomes Wil or 
Aura, and Bod becomes Mind or Spirit. For example, what if 
you wanted to make a mystical version of Personality Control 
and call it Possess? 

The new Power, Possess, will be in all ways identical to 
Personality Transfer, including Bonuses and Limitations, 
except for the following two changes. First, instead of using 
the opponent's Int, Wil, and Mind for defense/opposition, 
replace them with their respective mystical equivalents lnfl, 
Aura, and Spirit. Second, unlike Personality Transfer, the 
Possessing Character may use the Mental Attributes and 
Mental Powers of the opponent if he so desires. This is a 
Bonus of making the Power Mystical since Mystical Powers 
can affect all nine Attributes. Allowing access to Mental 
Attributes is +5 BC, + 1 FC. Allowing access to Mental 
Powers is +5 BC, + l FC as well. The Link Attribute of Will 
becomes Aura (its Mystical equivalent), and Possess becomes 
a Mystical 40 BC, 10 FC Power. 

Sensing Powers 
Replacing or enhancing a sense such as Hearing or 

Sight is easy. Most of the vision and hearing Powers (which 
ironically end in "Vision" or "Hearing") have a Base Cost of 
5 and a Factor Cost of 1. This includes Directional Hearing, 
Extended Hearing, Super Hearing, Full Vision, Microscopic 
Vision, Telescopic Vision, Thermal Vision, Radar Sense, and 
Ultra Vision. These Powers enhance n01mal senses, and each 
typically has only one form of use or one specific instance 
where it becomes necessary. X-Ray Vision, which costs more, 
does them one better by allowing sight to pass through other 
obstacles. These are great and cheap Core Powers from which 
to base other Powers, such as Remote Sensing. 

On the mystical side are Awareness and Magic Sense 
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which allow the detection of certain rare instances. Object 
Awareness is a lesser and more limited form of Detect. 
Recall, Postcognition, and Hypersensitive Touch are all clue 
revelation Powers. 

Taking Flight 
Creating a new Movement Power is easy. For a Core 

Power, we will choose Running. Running (BC: 0, FC: 2) is 
the most basic of Powers and enhances horizontal movement, 
an inherent ability of every Character but normally limited to 
4 APs. If the Power is to grant limited vertical movement as 
well, add 5 to the Base Cost. The Power (BC: 5, FC: 2) can 
now become Air Walking, Digging, Gliding, Jumping, or 
Swimming depending upon interpretation. Allowing 720 
Degree full vertical movement in a limited environment as 
well as aid in defense, add + 1 Factor Cost and create Water 
Freedom (BC: 5, FC: 3). Reduce the limitations by expanding 
the travelling environment and adding 5 to the Base Cost and 
achieve Flight (BC: 10, FC: 3). 

We are gong to create a new Power that allows vertical 
movement only, useable only in an atmosphere, Levitation. 
This Power will represent speed (BC: 0, FC: 2) and will also 
represent maximum height that can be achieved (+5 BC); it 
will not be affected by the environment (+5 BC) such as winds 
level of ground, etc ... We now have Levitation (BC: 10, FC: 
2). The APs of Levitation represent the speed of movement, 
and the APs +I is the maximum height or distance that can be 
achieved. Levitation, being a vertical Air Walking, is both sort 
of Mental and Mystical, and thematically is a Mystical Power. 
Levitation is an Automatic Action of Movement, but it is more 
of a show of inner Strength; therefore it will Link to Aura. 

Blasting Away 
Need a new offensive Power? Energy Blast is the best 

Core Power. It is essentially the same as Acid, Bomb, Cell 
Rot, Flame Project, Lightning, Poison Touch, Mental Blast, 
and Vibe, but the Base and Factor Costs of these Powers are 
varied due to slight differences. Acid has a better chance of 
doing damage to metal targets. Cell Rot causes continuous 
damage. Lightning uses Strength as its Link Attribute. To 
customize an offensive Power, take the more expensive Base 
Cost of these Core Powers as a template and add onto it using 
components of other Powers and judgement. 

We'll make a new Power here, the ability to fire a 
sticky, flaming goo, and we'll call it Napalm. Napalm is a 
flame attack not unlike Flame Project, except that it sprays the 
target with a flaming and sticky goo which continues to bum 
(and damage) until put out. The sticky goo will also hinder 
the opponent's Dex/Initiative. This is a combination of three 
Core Powers: Flame Project (BC: 15, FC: 3), Poison Touch 
(BC: 30, FC: 3), and Glue (BC: 20, FC: 4). For our main Core 
Power we will use Poison Touch. Napalm (BC: 30, FC: 3) 
now needs a Range and an AV (+10 BC, +2 FC). Breaking 
down Glue, we have AV, EV, Range (+15 BC, +3 FC) and 
Dex/Initiative/Movement reduction (+5 BC, +1 FC). Since 
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Napalm (BC: 40, FC: 5) won't restrict movement, we wilJ use 
Glue's weaker cousin, Snare (BC: 20, FC: 3) instead. 
Breaking down Snare we find that Dex/Initiative reduction is 
a (+5 BC). Since Napalm's EV currently reduces Body, we 
add this as a Special Ability (+5 BC, +l FC) to Napalm (BC: 
45, FC: 6), and we're done. Napalm is obviously Physical and 
a Dice Action, and since it is actually some sort of created 
substance, we'll use Body as its Link Attribute. 

Napalm (BC: 45, FC: 6) is a Ranged, Physical, Dice 
Action Attack with AV/EV equal to APs of Napalm and 
OV /RV initially equal to Dex/Bod of the opponent. When an 
opponent is hit, the RAPS achieved damage his Body. In 
addition, the RAPs are the strength of the flaming goo's 
restrictive properties and reduce the target's Dex and Initiative 
by the RAPs of the attack. In order to break free, a Napalmed 
Character must make a successful Action Check using Str as 
both AV and EV against OV/RV equal to the initial RAPs 
achieved. In subsequent phases after the initial attack, the 
opponent is further attacked by the burning quality of the 
sticky Napalm, and this is represented in the same way that 
Poison Touch continually damages an opponent. 

Building an Igloo 
For a good example of a combination Power, take Ice 

Production. Ice Production has an AV, EV, OV, RV, a Range, 
a limited Movement (ice sled), plus a variety of other abilities. 
Let's break Ice Production down into its "true" parts. First, 
"ice trapping" is Glue (BC: 20, FC: 4). Second, Ice 
Production makes a random bonus of simple structures ( + 1 
FC). Third, there is an ice slide, or limited Running ( + l FC). 
Fourth is RV addition to Physical Attacks ( +4 FC), with a 
penalty against Heat-based attacks (- 1 FC). Fifth and finally, 
we may emulate Energy Blast instead of Glue (+I FC). Ice 
Production may be going a bit overboard with the Powers, but 
the ice slide is limited enough, especially at higher levels 
where it becomes stunted, and the Energy Blast style abilities 
already overlap most of the Glue style abilities. The only 
section of this Power truly in question is the RV addition, but 
the user is limited in that he may not enter Physical Combat 
while within the barrier. Hence, the various power-specific 
limitations help to keep the cost (BC: 20, FC: 10) down to a 
"manageable" level. 

Determining Published Character Hero 
Point Levels 

The Characters who were included in the Blood of 
Heroes Rulebook (and those from Mayfair's old system) do 
not have their Base Hero Point values calculated. This doesn't 
help very much when you wish to "improve" on the Character. 
The values can be figured out, but it's a tough procedure since 
the value of the Advantages and Drawbacks that a Character 
has hinges on the amount of Hero Points with which the 
character was built. The following method is useful for 
figuring out the Hero Point Cost of previously published 

Characters. 

112 

BloOd of Heroes: Sidekick 

1. Calculate everything except Advantages and 
Drawbacks, but do not count any Hero Points in the "Hero 
Points" Attribute. Consider that value to be 0, and only use it 
as an aid in guessing later on to help "fudge" the value. 

2. Do not consider the 45 bonus points for 
Background/History/Personality either, unless that would help 
"fudge" the points as well. 

3. Make educated guesses on undocumented 
Limitations and Bonuses for Powers. 

4. Take the closest number that is a factor of 450, either 
above or below the number you have reached. Don' t worry if 
it's too high; Drawbacks can even that out, and Advantages 
can even the number out if it seems too low. 

5. Multiply all of the values of the Advantages and 
Drawbacks by that factor. Make sure you multiply each 
Advantage and Drawback separately as though you were 
creating the Character from scratch, and round each value up. 

6. Subtract this value from the factor of 450 (if you 
have 850 points, you would have picked 900 as the factor (450 
* 2) and multiply all Advantages/Drawbacks by 2). 

7. If the result is more than 100 Hero Points, you might 
want to try again with a higher factor. If you have negative 
Hero Points below 100, try again with a lower factor. If the 
result HP is around 60 or so (plus or minus) you probably 
found the correct multiplier for the Character, and these 
leftover HPs (or 0 for a negative number) are placed in the HP 
value of the Character. 

8. Use the new versions provided in this sourcebook to 
calculate prices for any revised Powers, Skills, Advantages 
and Drawbacks (like Mind Over Matter). Always assume that 
if a Power or Skill does not have any Bonuses or Limitations 
mentioned, it is the most basic version of the Power or the 
Skill covers all Subskills. 
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Using a random Character as a basis, we open up our 
Blood of Heroes Rulebook and flip to page ... 255 where we 
find Chameleon. 

Chameleon 
Physical Attributes Total: 160 
Mental Attributes Total: l 05 
Mystical Attributes Total: 66 
Powers Total: 674 
Skills Total: 412 
Wealth Totals: 1 
Total Cost: 1418 

Advantages Total: 45 
Drawbacks Total: 180 

Determine Multiplier : 
First Guess: Her Total Cost of 1418 looks almost like a x3 
Multiplier (making a Character of 1350 points) so we'll try 
that first. 

x3? 450 * 3 = 1350 
Advantages at x3: 135 
Drawbacks at x3: 540 
Cost: 1418 + 135 - 540 = 1013 

Second Guess: 1013 leaves 337 HP left to spend on a 1350 
point Character. She's not a x3 Character or else she'd be 
much more powerful. So now we'll lower the Multiplier by 
one. 

x2? 450 * 2 = 900 
Advantages at x2: 90 
Drawbacks at x2: 360 
Cost: 1418 + 90 - 360 = 1148 

Third Guess: 1148 leaves 248 HP that need to be accounted 
for. Subtracting 145 from this (the "fudge factor" made from 
her Hero Points (100) plus her Background Bonus (45)) still 
leaves a large 103 point discrepancy. Maybe she's a little 
more expensive a Character. Try x2.5 as a Multiplier. Didn't 
know you could use a .5 in the calculation? You can. And as 
with calculating Gadgets, always round up. 

x2.5? 450 * 2.5 = 1125 
Advantages at x2.5: 113 
Drawbacks at x2.5: 450 
Cost: 1418 + 113 -450 = 1081 
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Conclusion: 
Looks like we have a winner. 1081 is only 44 less than 

1125, and those 44 could have been put in her Hero Points 
section. Add her 45 earned from Background and you have 89 
in her Hero Points section. This leaves an 11 point 
discrepancy, but that's not a big deal. Realize that many of the 
Characters advance through experience and this changes their 
Base Hero Points when you attempt to calculate them. 
Chameleon could have easily started as a 900 point Character 
and then advanced through the expenditure of Hero Points she 
earned while adventuring. As she is now, Chameleon is a 2.5 
Base HP Character. 
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Chapter XV: 

GUARDIANS 
CHARACTERS 

Each Character's statistics describe how they were at the 
start of their careers. The Characters are made of specified 
Hero Point values and can easily be adapted to any cam
paign. 45 Bonus Hero Points for Background, History, and 
Personality are also included in the Hero Point amounts spent 
on each Character, and approximately 45 Hero Points have 
been left in each Character's Hero Point section. As a 
Character Creation note, you do not multiply those Bonus 45 
Hero Points by the Character multiplier (but as a GM you can 
decide to if you wish). Every Character's history can be used 
in almost any campaign with minor, if any, historical adjust
ments. 

When reading the abilities of a Character, L means a 
Power or Skill is Linked. D and H stand for Double and Half 
Linking respectively. 

EQUIPMENT 
Guardians "G" Communicator 

The Guardians Logo is a stylized G shaped into a 
hexagon, flat on the top and bottom, pointy on the sides. The 
horizontal part of the G stretches somewhat across the mid
dle. Every member of the Guardians has to wear or at least 
carry a G; it is not only the team communicator and location 
device, but also the Guardians are a close-knit group, and it 
symbolizes them as their own sort of fraternal order. Why is 
it in the shape of a G? As the Sentinel of Liberty first said, 
"Why not G? It makes a damn good belt-buckle. See how 
that horizontal bar fits right into the notch in the leather? 
Works for me." All incarnations of the Guardians have had 
G's for each member. Since each Hero that follows is writ
ten at the very start of his or her career, none carry a G. 

"G" Communicator [Body: 2, Scrambled Radio 
Communication: 8, R#: 5, Cost: 14) 

HISTORY OF THE GUARDIANS 
Golden Era 

The Guardians are a legacy of heroes whose origins are 
steeped in the Second World War. It begins with a man of 
knowledge and invention, a young scientist working for the 
American Government who discovered the means to harness 
energy, producing effects of pure force. A surprise Nazi 
attack on his laboratory forced the young man to inject him
self with a serum. This allowed him to mentally control the 
force to a small extent: an extent that was powerful enough 
to disarm and repel his attackers. He became one of 
America's overseas operatives, code-named Captain Justice. 
Pleased with his success, the U.S. Government deliberately 
attempted to develop other "powered" soldiers through a 
variety of experiments. Project Liberty produced some of 

the Government's best results including the front-line hero 
known as Sentinel of Liberty and his sidekick, the ever
enthusiastic Liberty Lad. 

Not all heroes were based in America. This was con
finned when the young stage magician, Waldorph Henderson 
a.k.a. "The Amazing Waldo", rescued his Guest of Honor, 
Winston Churchill, from some assassins as Mr. Magician. 
The Earth, aflame with the spirits of the murdered and the 
horrors of war, selected its own champion as well, bequeath
ing a simple man the gift of its runestone. This man took the 
Runestone namesake and became a powerful force for good. 

Alone, these five Allied heroes were only effective in 
their own, specialized environments. When Liberty Lad was 
held captive by the enemy, Sentinel of Liberty called upon 
his long-time friend Captain Justice for help. This American 
Duo joined with Mr. Magician in Europe and finally with 
Runestone himself, and together they rescued the Sentinel's 
sidekick. At Liberty Lad's suggestion, the heroes stayed 
together to defend justice as The Guardians. 

The Guardians fought many foes during their time 
together, a time that ended too soon and began with the anni
hilation of Runestone. The Guardians uncovered a plot with
in the U.S. Government itself; a radical faction was planning 
to eliminate half of Europe with an experimental bomb. Mr. 
Magician predicted the destruction and sent Captain Justice 
and Sentinel of Liberty undercover to research. The 
American Duo found the plans for a test site too late and sent 
word to Runestone who rushed to stop a test launch in 
Nevada. Unbeknownst to the radicals, the bomb they were 
about to activate was powerful enough to create a localized 
black hole which would destroy the planet. Runestone 
placed himself at ground zero in an attempt to contain the 
blast and succeeded by sacrificing himself to save the Earth. 

The death of their most powerful member disillusioned 
the Guardians. This tragedy was tripled when both Sentinel 
of Liberty and Liberty Lad were killed during a second 
attempt to stop the radicals, this time in Egypt. After the war 
ended, Captain Justice slowed his research projects to 
become a victim of fame, and the ever-enigmatic Mr. 
Magician stayed for a short while in Spain, eventually wan
dering overseas to America to settle into the obscurity of 
family life. 

Today 
A failure at heroism in his own eyes, the magician 

named Vatic began to prophesize about a coming doom. He 
foresaw an invasion of mass proportions, the enslavement of 
humankind by an unknown force, and yet his visions also 
told him the invasion had already occurred. Unsure what to 
do, the mage attempted to contact the beyond for advice. His 
prayers heard, a voice told Vatic he should prepare for the 
assault by gathering those who've already entered the 
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realm of Earth. The prophet did not respond well to this. 

"Why do they have to be so damn vague?" he yelled. 
Frustrated, Vatic kicked his Ouiji board across the room, 
grabbed his wallet, and headed out to the local Save-Mart to 
shop, and get his mind off the responsibility of saving the 
world. That day, the store was extra crowded because some 
moron super-hero named Brick was showing off his new 
action figure line. "Why today of all days?" thought Vatic, 
thirty feet deep in a line, "I just wanted to pick up a few 
things." He idly stood by and took note of the people in line. 
A lot of them were wearing very dirty clothes. Looking 
around, he noticed unkempt and ragged people everywhere, 
and almost as though they realized he knew they were here, 
the poor overwhelmed the room. 

Grubby hands were everywhere, grabbing for money, 
valuables, and groceries. It took all of Vatic's will to keep 
hold of the Sorcerer's Stone on his chest. Grasping it, Vatic 
wished for luck and magicaJly paralyzed the bums next to 
him. From the back of the store, the magician could hear 
what sounded like an epic battle. Turning to look, he saw a 
young woman with a sword and an athletic man in a Save
Matt uniform kicking major hobo butt. The man wielded a 
golf club in each hand with finesse. A loud yell from the 
right brought his attention to Brick; the stone and media cov
ered hero was fighting off a horde of thieves making off with 
his oh-so-precious collector's toys. Vatic winced as he 
watched a man in a woolen cap and tattered green coat fly 
past him overhead. Man was not meant to fly. 

Imagining a fluffy pillow, Vatic twisted his gemstone 
and turned his thoughts into reality, stopping the poor thief in 
mid-air with a glowing cushion and dropping him to the 
floor. Out of the comer of his eye, the mage noticed a group 
of bandits who had been near the registers. They were run
ning for the door but quickly backed away as a gout of flame 
blew the entrance doors inward. A man-sized dragon stepped 
through the entrance and roared in defiance at the thieves. 
Even from his distance, Vatic could smell the urine staining 
their pants. He realized at that moment, without any search
ing, that he had found some heroes who might be willing to 
try and save the universe with him. 

After rounding up the rest of the rabble, Vatic, Saint, 
Callisto, Brick, and Dragon Knight introduced themselves, 
and at the behest of both Vatic and Brick's agent, Joseph 
Kim, they formed the Guardians. It turned out that Dragon 
Knight had been on the trail of a gang of bums who had been 
stealing for their community. Saint and Brick had just hap
pened to be working in the same place, Brick only for pro
motional reasons. But maybe it was fate that guided Callisto 
and Vatic to the Save-Mart that day. The Guardians ended up 
capturing Mr. Magnanimous and his vile cohort, Repulse, the 
leaders of a crime syndicate made of the unwashed masses. 
Instead of allowing Magnanimous to continue his "Robin 
Hood" crusade, Vatic and Brick donated quite a chunk of 
money to charity, a move approved by Brick's agent who 
realized it was tax deductible. Vatic opened his headquarters 
for the group, and Joseph Kim got everyone's signature for 
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creative licenses. 
Not long after their first case, the group followed a trail 

of crime to a Sage Enterprises facility where they were 
teamed with one of the corporation's house heroes, The 
Roach, an overly super-heroic guardswoman. After they 
stopped some corrupt and rogue Sage scientists from accel
erating the Greenhouse Effect, the mysterious Roach quit her 
job and joined the Guardians full time. 

During the investigation of a temporal flux that was 
releasing dinosaurs into the downtown community, the 
Guardians made friends with a Disland Corporation employ
ee: a quantum-physics researcher named Simon James who 
would help them on many other cases. Inside the flux, the 
team discovered the trapped bodies of The Sentinel of 
Liberty and Liberty Lad, two of the original, Golden Era 
Guardians who had been thought lost years ago. After res
cuing the duo, they joined the team, and soon afterward a 
short legal battle ensued between Sentinel and Joseph Kim 
over the legal rights to the Guardians' name. 

While the legal conflict continued, the team was plagued 
with pranks and everyone placed the blame on the least 
mature member, Liberty Lad. Fortunately for him, a recent
ly "hot footed" Callisto was stopped from pulverizing the boy 
by a strange new hero, a living cartoon who introduced him
self as Whacky. Claiming to be a legacy from the original 
Guardians, Sentinel of Liberty recognized his hat as belong
ing to his old comrade, Mr. Magician. The rest of the team 
agreed to allow Whacky on the team as long as he stopped 
playing his pranks on them. Whacky agreed and even helped 
pick the last bits of a creme pie out of Saint's hair. 

Zip, a speedster from the near future, blazed a trail onto 
the scene during a battle with the vile Black, the sworn 
enemy of Saint. After aiding the team, Zip was added to their 
roster, especially after he predicted a corning doom that he 
needed their help to stop. He also had odd claims of being a 
descendant of the Dragon Knight. And finally, Runestone, 
another member from the original Guardians who believed 
himself to be lost in time, was added to the roster. This was 
during the search to locate a shadowy thief who had been 
stealing from all the local banks without opening any doors. 
With yet another mystery to solve in hand, the Guardians 
wait and prepare diligently for Vatic's prophesized future, an 
invasion of mass proportions that Zip, their teammate from 
the future, has confirmed. 
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DRAGON KNIGHT 
DeX: 6 .Str: 6 
lnt: 4 Wib4 
Intl: 4 Aura: ~ 
Inftla'tiv.e:· 14 
'.PQlat: B'aR: 4$0 HP 

Powers: 

Bod~~6 
Mlnd::4 
Spkft:4 . 
Be.ro Points: ~ 

Flame Project: 6, Skin Armor: 5, Flight: 6, Claws: 8, 
Extra Limb (Tail): 6, Flame Immunity: 5, Thermal 
Vision: 7, Adrenaline Surge: 9 

Bonuses: 
Adrenaline Surge is useful for Strength, Body, Flame 
Project, and Flight 

Limitations: 
Power Restriction: Adrenaline Surge cannot be used 
while in physical contact with any jade. Flame Project 
has Serious Power Burnout. Flight is Fatiguing. 

Advantages: 
Prehensile Feet, Sharp Eye, Leadership, Language 
(Chinese) 

Familiarities: 
Spoken English, Spoken Japanese 

'Da: 3 Str:· 2 
Int: 2 Wil: 2 
Jnft: i A'1f'll;.. 2 
·Inttlati\'•;. 9 
:Ar~rE'go · 

Drawbacks: 

.Bod;)l: 2 
~:2' 
Splt.lt:-2' 

· · :n.e-ro I.lot• o, 

Unluck, Alter Ego (Uncontrollable), Strange Appearance, 
Secret ID, Attack Vulnerability (Jade, Rare, -3 CS), SIH 
(Technology) 

Skills: 
Charisma: 4, Detective: 5, Thief: 3, Martial Artist: 5, 
Weaponry (Firearms): 3 

Advantages: 
Languages (Asiatic 1, English), Credentials (Police, Low), 
Connection (Police, Low) 

Drawbacks: 
Serious Irrational Attraction (Smoking, Common) 

GUARDIANS 

Background: 
Alter Ego: Nicholas Chen 
Wealth: 5 
Motivation: Responsibility of Power 
Occupation: Super-Heroic Detective, Guardians Leader 
Marital Status: Single 
Known Relatives: "Nicholas" (Father, deceased), Lucille 
(sister), Chang-Lin and Jeffrey (brothers) 
Group Affiliation: Guardians 
Base of Operations: Cincinnati, OH 
Height: 5'6"/7'2" 
Weight: 150lbs./ 300 lbs. 
Age: 28 
Eyes: Green 
Hair: Black 

Powers and Abilities: 
A detective by day, Nick transforms into the Dragon 

Knight when stressed, becoming a mystical man-sized drag
on with fiery breath and the ability to control how powerful 
he becomes. 
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History: 
Nicholas Chen was born the son of a United States 

serviceman and a Chinese woman during the Vietnam War. 
Unfortunately the man, whom Nicholas was named after, 
was killed in action and his body was never recovered. Nick 
grew up fatherless and learned to take care of his family the 
hard way. He was very bright, quickly learning the ins and 
outs of society, and his sense of great responsibility to his 
family as the oldest son drew him to work as a private inves
tigator. While working a case in Shanghai, Nick ran afoul of 
a Japanese Yakuza clan, supposedly trafficking drugs and 
stolen artifacts. He was taken captive and tied up in their 
warehouse. As the thieves were plotting about what to do 
with his body, Nick managed to cut himself free and grab
bing the nearest "suitably heavy" blunt object, a jade dragon 
statuette, and approached the clan members as stealthily as 
possible. They instantly spotted him, and to Nick's surprise, 
they ran. The man looked down at himself and discovered 
that he had become a green, if not jade, half-dragon, half
man. He dropped the jade statuette which had become 
painful to touch. Using his mighty wings, the draconian 
detective chased down the clan members and turned them in 
publicly since he had no way to control his transformation. 

Through meditation, Nick learned that adrenaline acti
vates his transformation and makes him stronger, but when 
he is at rest he can change back. In his dreams, a great spir
it, that of the Dragon itself, spoke to him and explained to the 
young man that he has been imbued with the soul of the 
Dragon Spirit who had been encased in the statuette by a 
great sorcerer of ancient times. Why he was chosen, the 
Dragon Spirit did not or could not divulge. Dubbing himself 
the Dragon of the Night and later Dragon Knight, Nick 
fought crime in China and eventually migrated to the United 
States where, with the Dragon Spirit's guidance, he joined up 
with Vatic, Saint, Brick, and Callisto. They formed the 
Guardians, and Nick was elected their leader. 

Description: 
Due to his unexpected transformations, Nick tends to 

wear inexpensive, loose-fitting clothing. He goes through a 
lot of them. That's why he has stashed extra clothing 
throughout the city. He does attempt to look good for any 
possible clients, but as a Guardian, Vatic has footed Nick's 
bill many times. He has even put Nick on a payroll since the 
detective has a good nose for tracking down needed occult 
ingredients. When they have to appear publicly, Nick wears 
a dragon-like cowl over his face to hide his features. As the 
Dragon Knight, he stands 12 feet tall, weighs a heck of a lot, 
and is very frightening to look at, made worse when he 
attempts to smile. Green and scaly, with a large snout and 
lizard-like eyes, Knight has a large wingspan and clawed feet 
and hands. He's not the sort of beast you'd want to meet in 
an alleyway. 
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Personality: 
Nick is a great guy to get along with and is always 

very calm and sincere in order to keep the Knight at bay. 
He's easy-going but knows he has a great responsibility as a 
leader, a responsibility he knows he can handle. He had to 
handle two younger brothers and an older sister, and he can 
handle the Guardians. When the Dragon Spirit takes control, 
Dragon Knight takes a more serious tone. Nick does his best 
not to scare the innocent, but it's tough going, made worse 
because the Dragon Spirit is cursed with incredible misfor
tune. The Dragon Spirit, with its longing for the past, dis
trusts technology to the point of disrupting Nick's mind 
whenever he thinks back to his learned skills. 

Though his looks make him dangerous, the Dragon 
Knight is noble and will never kill, even if necessary. Knight 
is very powerful and has many powers which are considered 
dangerous in combat. However, he has learned to use his 
abilities to capture rather than harm. Dragon Knight would 
rather breathe fire to block a villain's escape than attack the 
enemy directly, unless he knew the villain could handle it. 
His greatest thrill is flying. 

r 
SAINT 
Dex: 6 Str: 5 
Int: 4 Wil: 5 
Intl: 5 Aura: 3 
Initiative: 19 
Point Base: 450 HP 

\.. 

Powers: 
Invulnerability: 5L, Jumping: 3 

Skills: 

" 
Body: 5 
Mind: 4 
Spirit: 4 
Hero Points: 44 

~ 

Martial Artist: 8, Acrobatics (Dodging, Gymnastics): 6L 

Advantages: 
Insta-Change, Attractive, Lightning Reflexes, Language 
(Tanieran) 

Familiarities: 
Tanieran History, Spoken English 

Drawbacks: 
Dark Secret, Traumatic Flashbacks, SIA (Reptiles), 
Serious Rage, Secret Identity, Voluntary Exile 

Equipment: 
DRAGON ARMOR [Body: 10, Energy Blast: IOL, 
Invisibility: 6, Self-Repairing, R#: 2, HP Cost: 191) 

The Armor can only be used for 8 hours out of every 
24 hours [50 Hero Points]. 

For roleplaying purposes, Saint's armor is typically 
at full Body at the beginning of each adventure due to its 
Self-Repairing advantage. 

~ 

~ 
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Background: 
Alter Ego: Ker Draco, Kurt Draco 
Wealth: 4 
Motivation: Seeking Justice 
Occupation: Martial Arts Trainer, Former Tanieran 
Warrior, Save-Mart Clerk 
Marital Status: Single 
Known Relatives: None 
Group Affiliation: Guardians 
Base of Operations: Cincinnati 
Height: 5' 11" 
Weight: 180 lbs 
Eyes: Emerald Green 
Hair: Black 
Age: 25 

Powers and Abilities: 
Ever since Ker was resurrected, he has aged very slowly 

and is quite resistant to damage. He summons the Dragon 
Annor only when he is in serious trouble. 

GUARDIANS 
History: 

Ker Draco is the reincarnation of an Ancient Tanieran 
warrior who was killed in battle. His spirit was strong 
enough that his death brought notice to the Tanieran goddess, 
Jadarra. She captured his spirit and held onto it until she felt 
it would be needed. When the Dark Saints began to invade 
this realm, she recreated him as one of a group of Saints 
based around various mythical creatures, the Myth Saints. 
Ker was to be the Dragon Saint. 

He and his 9 reincarnated brothers, known as the Myth 
Saints, along with the women from Taniera's world, would 
help to bolster the Tanieran religion. The Saint Sanctuary is 
located in the bowels of the Floating Citadel of Taniera. 
Their main purpose, beyond spreading religion, is to defend 
against the attacks of the Dark Saints, who are sent by an 
u~own rebel God, long suspected to be Karlaith. The goal 
of the Dark Saints is to halt the spread of Tanieran worship 
which would diminish the power of certain Tanieran deities. 

On a mission to America, Ker and 4 of his brothers had 
to make due with a rented warehouse in Cincinnati for their 
headquarters. It was at this time that they were ambushed by 
one of the Dark Saints, a spirit known as Black. Black pos
sessed Ker's body, using him to slaughter his brothers. The 
spent body of Ker was left for dead, but the man survived. 
Due to his guilt, he has never contacted his five remaining 
brothers about the incident, and they do not know his where
abouts or even if he is still alive. Ker has traumatic flash
backs of this event whenever he enters a warehouse. 

Ker voluntarily exiled himself from the Sanctuary until 
he could avenge his brethren. Vengeance is not a trait of the 
Myth Saints, but if he should ever encounter Black again, 
only one would survive the meeting. Currently, Ker is living 
in Cincinnati as a Save-Mart clerk and joined the Guardians 
as a founding member. Ker shortened his heroic name to 
"Saint" in order to avoid confusion with team leader Dragon 
Knight and to disguise himself in case someone comes look
ing for him. 

Description: 
As Saint, Ker wears his mystical DRAGON ARMOR, 

consisting mainly of green-hued partial plate mail. This 
includes a chest plate, arm bands, armored boots, and a green 
mask with dragon wings at the top which can slide up much 
like a knight's helm. The armor has a reptilian look to it 
because it was imbued with the spirit of a true dragon. In his 
normal clothes, Ker, also called Kurt, is a very handsome and 
attractive man. His long, raven-black hair and piercing, ice
green eyes can set even a cold woman's heart aflame and 
burning with desire. Ker has a very serious expression on his 
face at all times. His clothing usually consists of jeans and a 
t-shirt or his Save-Mart uniform when at work. He also tends 
to stretch into the exotic with a variety of oriental-based fash
ions. As the consistent second-in-command of the 
Guardians, he wears his G as a badge on his left breast and 
has a fire breathing dragon on his belt-buckle. 
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Personality: 
Saint is a very strong willed, very serious person who 

does not crack easily under pressure. He often states his 
opinions as facts. When he talks to people, Ker looks into 
their eyes as if he is engaged in a staring contest. Ker is ded
icated to whatever job comes his way, always trying to be 
considerate of others and does not judge people until he 
knows them better. Ker feels some amount of guilt over what 
Black forced his body to do but realizes that he was not in 
control of himself. He has vowed never to return to the 
monastery until Black is brought to justice. 

Skills: 
Occultist (Create Artifact, Identify Artifact, Occult 
Knowledge, Ritual Magic, Premonition): 7L, Art 
(Writing, Sculpting): 7L 

Advantages: 
Scholar (Ancient Tomes), Language (European 1, 
European 2), Expansive Headquarters 

Familiarities: 
Antiques History, Investment Techniques 

Drawbacks: 
Dark Secret, Voluntary Exile (Europe), Traumatic 
Flashbacks (Airports), CIF (Heights), Serious 
Psychological Instability (Dual Personalities), MIA 
(Collecting Possessions) 

Equipment: 
Sorcerer's Stone [Body: 8, Sorcery: 8, Power 
Restriction: Sorcery cannot be used when Stone is cov
ered or hidden, Cost: 240] 
10 AP Laboratory 

Background: 
Alter Ego: Ricardo Diego, Rick, Vatic, Razzle 
Wealth: 9 
Motivation: Responsibility of Power 
Occupation: Used bookstore owner and entrepreneur 
Marital Status: Single 
Known Relatives: None 
Group Affiliation: Guardians 
Base of Operations: Cincinnati 
Height: 5' 4" 
Weight: 150lbs 
Eyes: Hazel 
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Hair: Sandy Blonde 
Age: 30 

~·- .... ··-······ 

Powers and Abilities: 
Vatic uses the Sorcerer's Stone to shape his imagina

tion into reality. He is quite grim, and there is a dark theme 
to his magic. He constantly researches for Ritual magic. 

History: 
Ricardo was raised in an orphanage in the colony of 

Gibraltar until the day a cloaked man wearing a large, black 
fedora came to adopt him. When they had reached the man's 
home, a small shanty near the edge of town, he revealed to 
Ricardo a strange, softly glowing, blue-green stone. Waldo, 
as he called himself, explained to the young boy that he had 
left Europe years earlier for his homeland of America. His 
prized possession, the Sorcerer's Stone, had lain unused 
since Waldo had given up his heroic life long ago to raise a 
family. It selected Ricardo as its new master. Waldo was to 
teach the lad the ways of the magician so that another gener
ation may have a hero in whom they could believe. Ricardo 
would live as his ward until the time was right. 

So, young Rick worked in a local bookstore that Waldo 
owned and trained with him for quite a few years. On occa
sion Waldo, with a wave of his fedora, would return to 
America to see his family, but he always came back to 
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train Ricardo. On his eighteenth birthday, Waldo declared 
Rick an accomplished magician, bequeathed the magical 
Sorcerer's Stone to him, and moved back to the United States 
permanently. Rick became the new owner of the bookstore. 

Over the next few years Rick increased his knowledge of 
arcane lore and acquired a taste for antiques and collectibles. 
With the Sorcerer's Stone and the teachings of Waldo, he 
knew he could make the world a better place. He soon 
debuted as Gibraltar's first (and only) super-hero, Razzle. 
Razzle was a glamorous super-hero, using lots of glitter and 
special effects to fight crime all over Southern Europe, until 
one fateful day. 

At 23, Razzle attempted to stop a hostage situation 
onboard an outbound airplane. He teleported inside the 
plane in an attempt to defeat the criminals in flight. During 
the struggle both Razzle and a terrorist fell out of the plane 
which exploded soon after. The hero and the terrorist strug
gled for a thousand feet, but neither had parachutes. In a pan
icked moment of self-preservation, a shaken Razzle teleport
ed to the ground. He wasn't ready for the terrorist to hit the 
pavement at terminal velocity right next to him. Razzle's 
actions had led to the deaths of an entire plane load of peo
ple and some terrorists. The media did not know this and 
thought it was only the terrorist's bomb going off accidental
ly, but from then on, Razzle was no more. 

Rick took the name of Vatic and moved to the U.S. 
where he started a new bookstore. He used his prophetic 
occult powers to make investments on the side and amass 
wealth. He went as far as purchasing an entire city block in 
Cincinnati, where his shop is located, along with a couple of 
other large buildings. Below the ground is his expansive 
headquarters where his workshop is located. Unsure if fate 
had a hand in his life, Vatic brought the key heroes of the 
Guardians together. 

Description: 
When he paraded around Europe as Razzle, Rick used to 

wear fairly bright and garish clothes that made him stand out 
as an easy target. His wardrobe included a large, fancy, flop
py hat and a mass of hanging clothes and scarves and robes. 
Since his great depression later in his career, Vatic turned 
toward the shadows and much darker colors to compliment 
his black moustache and goatee. Vatic wears a leather vest, 
black trenchcoat, black shades, and a darkened, floppy hat 
with many buttons on it. The buttons, none of them bright, 
have various strange phrases such as "Death Lemmings of 
Doom" and "Life, the Eternal Salad" that have meaning to 
Vatic alone. But no matter what clothes he was wearing, 
Rick always hung the Sorcerer's Stone around his neck. It is 
attached to a heavy chain and exposed to the elements as it 
must be to work. Since he rarely does anything else, Rick's 
heroic clothes double as his normal clothes as well. Vatic 
wears his G pinned to his hat with the rest of his buttons. 

Personality: 
Vatic is a very somber person. He doesn't smile a lot and 

has lost his sense of humor. Even though he has failed once, 
Vatic is still trying to fight crime but with a bit more of an 
edge. Razzle was quite the happy-go-lucky person, always 
embarrassing his foes rather than harming them physically. 
Ever since his failure, both personalities fear heights and air
ports, reminders of the incident, and will never bestow pow
ers of flight or levitation on themselves or anyone else. In 
times of trauma, Rick tends to flip-flop between his two per
sonalities. 

( "CALLISTO 
Ii Dex: 6 Sk~ 4 
II In'k4 WO; 6 
II IDfl: 3 AQlia;. 3 
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Skills: 

Body:4 
Mlnd;4 
Spirit: 4 
Hero Points: 3G 

Martial Artist: 6L, Weaponry (Melee): IO, Acrobatics: 6L 

Bonuses: 
Martial Artist is a Focus of Will and has the Techniques 
Bonus. 

Advantages: 
Lightning Reflexes 

Familiarities: 
Wilderness Survival, , Languages (Tanieran and Spoken 
English) 

Drawbacks: 
Age (Young), Forced Exile, Public Identity, Catastrophic 
Rage, Socially Inept (Easily Frustrated) 

Equipment: 
"Erinyes," The Furious Sword [Body: IO, Int: S, Wil: S, 
Mind: S, EV: 10, Magic Blast: 10, Mystic Freeze: IO, 
Telekinesis: SL, Telepathy: SL, Control: SL, Limitations: 
Control and Telepathy are at No Range. Magic Blast is at 
No Range and has no AV, HP Cost: 180] 

The Sword is a bastard sword made of true cold 
iron. As a weapon of war, it is made not only for offen
sive but defensive capabilities as well. The Sword is as 
sharp as paper, and when wielded, magically causes the 
skin of the wielder to become as tough as the Sword 
itself. Along with these abilities, the Sword can also pro
ject an aura that will magically paralyze an enemy or its 
wielder. 

Background: 
Alter Ego: Callisto 
Wealth: 4 
Motivation: Seeking Justice 
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Occupation: Adventurer 
Marital Status: Single 
Known Relatives: Tanierans 
Group Affiliation: Guardians 
Base of Operations: Cincinnati 
Height: 6'3" 
Weight: I 90lbs 
Eyes: Green 
Hair: Dark Brown 
Age: 16 

Powers and Abilities: 
Callisto is naturally skilled and agile as are most of 

women from Taniera's Dimension. She is trained in the art 
of war and is a master of melee weaponry. As though own
ing the speed of Hermes, she can dodge most attacks as well 
as flip and tumble with the best of the Tanierans and is adept 
at unarmed combat. 

History: 
Growing up on the Floating Citadel, Callisto has studied 

martial arts and melee since she could hold a stick. Learning 
the battle skills came naturally to her. Taking pride in her 
abilities, she worked as a guardswoman, hoping to one day 

122 

Blood of Heroes: Sidekic• 

become the Floating Cities Champion. Combat was always 
taken seriously, but Callisto still found a great enjoyment in 
it, as it seemed a game to her. The young woman's life took 
a fateful tum one night. While standing guard at one of the 
cities many temples, Callisto caught a glimpse of light in the 
distant shadows. Investigating, she discovered that the light 
was the reflection of moonlight off the blade of a bastard 
sword which was stuck into the ground. Upon examination, 
the youth noticed that the sword was made of cold iron, and 
its balance seemed made for her. She examined the area for 
any indication of where the sword came from, but finding 
nothing, she kept it. She returned to her post, and as though 
coaxed to do so, told no one about the weapon. 

Practicing with the sword, Callisto had flashes of insight 
and realized the weapon had capabilities far beyond a mere 
weapon. She learned to use it to fire bolts of magical ener
gy, lift and move objects, hold a person in place, and even 
toughen her own flesh. With each discovery came a sense of 
satisfaction from the Sword, as if it were proud of its pupil. 
Callisto began to experience flashes of rage while fighting, 
developing a berserker fury that demanded a violent end to 
each person she faced. 

Everything came to a head during the Trial of Position 
when Callisto was fighting to advance rank in the guard. An 
inner fury overwhelmed her after a grazing blow connected 
with her right shoulder, and Callisto went into an attack 
which left her opponent lying face down on the ground. As 
the stunned crowd watched on, Callisto, oblivious to the 
pleas of surrender, brought her staff down over her oppo
nent's head, shattering the woman's skull and killing her. 

Having murdered another during a contest is a most vile 
transgression, so Callisto was banished from the Floating 
City. Callisto pledged to discover a way back to her sisters 
and found her way to America. Unconsciously, she arrived 
at the initial confrontation with the Guardians and became a 
founding member. She joined in order to redeem her failure 
by helping protect the general populace. During battle and 
when in her heroic persona, Callisto takes the identity of 
Fury, which not coincidentally, happens to be the true name 
of the Sword. The Sword has yet to reveal its true nature to 
her. 

Description: 
While slight of build for one of Taniera's race from 

whence she comes, Callisto stands tall for most humans, and 
because of her years of martial training, she is fit and slim. 
Her traditional armor, quickly abandoned once she learned 
the defensive capabilities of the Sword, has been replaced by 
a black jumpsuit with many straps, holding it tight to her 
skin. In downtimes, she wears loose blouses, flowing cloth
ing, and prefers light colors. Callisto wears the G around her 
neck on a chain. 

Personality: 
Callisto experiences drastic mood changes since obtain-
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ing Erinyes, as it attempts to exert influence over her. 
Whereas before she was young, exuberant, and proud, she 
now has a hidden rage in her, a wildness that tries to take her 
over while fighting. What scares her the most about these 
changes is the feeling of exultation in the bloodshed and fury 
of the rages. This has caused moodiness which is alien to her 
as she tries to puzzle out whether the rage comes from with
in or as a result of the sword. Her youthful pride in her mar
tial achievements has been tempered over the last few 
months by the cold reality that at the heart of any martial 
practice lies violence and death. When speaking to others, 
Callisto is very grim, blunt, and does not understand most 
jokes or attempts at humor. 

THERO'ACH 
Dex: 3 Str: 10 
Int: 1 Wil: 1 
'.lnfl: 7 A.ura: 4 
Inftiative: 15 
P<>bit Base: 456 HP 

Powers: 
Jumping: 3, Sealed Systems: SL, Skin Armor: lOD, 
Invulnerability: lOD, Mind Over Matter: 3 

Skills: 
Martial Arts (AV, RV, OV): 6 

Advantages: 
Iron Nerves, Lightning Reflexes, Luck, Credentials (Sage 
Enterprises, Low), Connection (Sage Enterprises, Low) 

Drawbacks: 
Innocent, Serious Psychological Instability (Short Tenn 
Memory), Socially Inept (Babbles about strange and dis
turbing topics at inappropriate times), Dark Secret, 
Traumatic Flashbacks (Around Medical Terminology), 
Distinct Appearance, Uncertainty, SIA (Wearing 
Costume), SIA (Fighting Crime) 

Personal Data 
Alter Ego: None she can remember. 
Wealth: 0 
Motivation: Thrill of Adventure 
Occupation: Super-Hero 
Marital Status: Single 
Known Relatives: None 
Group AtlUiation: Sage Enterprises, Guardians 
Base of Operations: Cincinnati 
Height: 6'4 
Weight: 320lbs 
Eyes: Brown 
Hair: Black 
Age: 26 

Powers and Abilities: 
She has the proportional strength, abilities, and intelli

gence (what little there is) of a giant roach. 

History: 
The Roach gained the resilience of her namesake 

through a very strange experiment, possibly even perfonned 
at Sage Enterprises, but she doesn't remember much of it. 
She does remember being ordered to the Guardians as a 
super-hero, but she doesn't exactly know why. In fact, she 
doesn't exactly know much about anything, other than that 
killers are bad and justice is good. The Roach wants to be 
good. She aims to be the best member of a super-hero team 
that she can be. Roach remembers almost nothing of her 
past, but she gains insights through certain flashbacks that 
occur whenever any medical terms are mentioned in her pres
ence. She believes she may have been a ... scientist? A ... 
doctor? 

Possibly the experience that granted her power was too 
much for her, and she snapped. All she really knows is that 
she is supposed to perform some sort of mission for Sage 
Enterprises by utilizing the Guardians. What that mission is, 
well, she's just not too sure. 

123 



Description: 
The Roach is the only super-heroine that looks good in 

a dark brown costume with pluming, feathery antennae. 
Even though she has shiny and hard shellac on her back, 
Roach is resilient all over her body without looking any 
tougher. Of course, especially with all her strength, she is 
extremely built. Her face is almost entirely covered by a 
mask. She refuses to take it off, preferring to be a super-hero 
all the time, but her exposed chin and teeth are well formed. 
The Roach is a big woman and stands out in the crowd. This 
is not only because she is well-endowed, a fact she rarely 
notices, but also because she never takes her costume off. 
The Roach once pinned her G to her forehead, but it vibrat
ed too much, so now she keeps it in a pocket. 

Personality: 
The Roach has not only lost her background, she's lost 

her personality. Actually she has a personality, but she has a 
bit too much. The Roach is a bit fanatical about being a 
super-hero, to the point of launching into long tirades about 
pointless topics that she finds very important. She does this 
often enough that it bothers some people, and at times, her 
teammates have to try and shut her up. During battle, Roach 
is a bit uncertain of herself. She's not sure she's on the right 
side, or if she has some greater purpose. This is a big hin
drance for her. Also, she spurns any and all romantic 
advances toward her, ignoring even the most attractive of 
suitors because heroism is more important than love. Right? 

Powers: 
Growth: 9 

Skills: 
Weaponry (Firearms, Heavy): 3, Martial Artist (AV, OV): 
80, Vehicles (Air, Land): 3, Military Science: 4L, 
Acrobatics: 4L 

Advantages: 
Sidekick (Liberty Lad, Cost: 74), Connection (Military, 
High), Credentials (Military, Low) 
Languages (European 1, European 2) 

Familiarities: 
Military Ethics, Ham Radio Operation 

Drawbacks: 
Catastrophic Rage, Secret Identity, Limelight, Unluck, 
Minor Psychological Instability (Random Fits of Anger), 

Rare Loss Vulnerability (Growth, "Cold Iron"), 3APs 
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Equipment: 
BODY ARMOR [Body: 5, Partial Coverage (+2 OV), 
Cost: 18) 

Background 
Alter Ego: Scott Jones 
Wealth: 3 
Motivation: Upholding the Good 
Occupation: Super-Hero 
Marital Status: Single 
Known Relatives: None 
Group Affiliation: Guardians 
Base of Operations: 1940's Overseas, 
Currently Cincinnati 
Height: 6'0" 
Weight: 185lbs 
Eyes: Blue 
Hair: Black 
Age: 28 



LIBERTI!' LAD 
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Powers: 
Growth: 8 

Skills: 
Vehicles (Land): 4, Martial Artist (AV, EV): 4D, Thief: 
4D 

Advantages: 
Connection (Military, Low), Credentials (Military, Low), 
Luck 

Familiarities: 
History of Baseball 

Drawbacks: 
Age (Young), Socially Inept, Dark Secret, Serious 
Psychological Instability (Disturbingly Cheerful), Serious 
Irrational Fear (Claustrophobia), Rare Loss Vulnerability 
(Growth, "Cold Iron" (magic-imbued metal), 3APs) 

Equipment: 
BODY ARMOR [Body: 5, Partial Coverage (+2 OV), 
Cost: 18) 

Background: 
Alter Ego: Jimmy Larsen 
Wealth: 2 
Motivation: Thrill of Adventure 
Occupation: Professional Sidekick 
Marital Status: Single 
Known Relatives: None 
Group Affiliation: Guardians 
Base of Operations: 1940's Overseas, Currently 
Cincinnati 
Height: 5'2" 
Weight: 90lbs 
Eyes: Green 
Hair: Blonde 
Age: 16 

Powers and Abilities: 
Scott is a trained military man, and Jimmy is an ex

thief. Both can grow to enormous heights, but their person
alities have been flipped and enhanced. Due to the unknown 
nature of their powers, the duo does not realize they have a 
weakness to "cold iron", eldritch metal. 

GUABDl~NS 

History: 
After the success of Captain Justice, Private Scott 

Jones was selected out of the rest of his unit to participate in 
Project: Liberty, an experiment to grant test subjects super 
powers. Scott went through a variety of tests consisting of 
radioactive rays being blasted at him, exposure to glowing 
rocks, strange ceremonies of the occult, injections and inges
tion of all sorts of chemicals, when finally something 
worked ... The 16-year-old janitor who cleaned up after the 
experiments got taller. Poor, orphaned, ex-criminal Jimmy 
Larsen grew as tall as the Statue of Liberty before he stopped 
growing. The sight of this put Scott into a furious anger 
since he was to be the recipient of powers, but this anger 
actually activated his own growing talents. The mess they 
made of the military installation took weeks to clean up. 

Code-named "Sentinel of Liberty", Scott was sent into 
battle against the Axis powers. Jimmy, already working for 
the government, was drafted into the military to become 
Scott's unwilling sidekick, code-named "Liberty Lad". 
Through their adventures, the duo learned to work together 
and became true friends, like brothers, if not father and son. 
They even started the original Guardians of the 1940's. 

Sentinel and Liberty participated in quite a few battles, 
but never achieved much in the way of recognition. Soon 
after their ally, the Runestone, lost his life in an atomic blast, 
Sentinel and Liberty Lad were sent to Egypt to follow a lead 
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on the radical group that destroyed Runestone. They invad
ed an underground citadel and discovered that the leader of 
the radicals was none other than Captain Yvel, Captain 
Justice's nemesis. Fearing prison, Yvel set off a bomb, send
ing the entire area into a quasi-dimensional temporal flux. 
Caught by the blast, both heroes and the surrounding area 
were vaporized. Late in the 1990's the duo was freed from 
this prison of time by the Guardians of today. Eager to get 
back to lives of heroism, Sentinel of Liberty and Liberty Lad 
joined the team, ready to explore a new and less innocent life. 

Description: 
The "Patriotic Pair" always find that the colors of the 

American flag, red, white, and blue, are in fashion. They 
wear almost identical outfits consisting of vertical blue and 
white stripes and a red horizontal stripe over the shoulders 
and down the arms. The stripes form a white star on their 
chests, and in each star is the symbol of the liberty torch. 
Below their red and white star-studded belt, held together by 
a G belt-buckle, the duo wears blue and white-striped pants. 
Red gloves and boots with a white star on each, and blue 
domino masks complete the outfits. No matter what the size 
of either of them grow to, their mysterious powers affect the 
clothing they wear as well. The mustachioed Sentinel of 
Liberty is much more muscular and developed than Liberty 
Lad, who looks like your typical 16-year-old kid, zits, lanky
ness, and squeaky voice included. 

Personality: 
Scott has a short temper which flares up with regular

ity. He is very violent, going off at a moment's notice. This 
flaring personality is theoretically due to his powers of 
growth since it was never present before. Originally, his psy
chological evaluation had him pegged as a calm, collected 
soul. The exact opposite reaction happened in Jimmy. 
Placed as a janitor for societal rehabilitation (he was quite the 
introverted criminal, his dark secret), as he is now quite 
excited to the point of ending his phrases with "Jeepers ! "~and 
"Golly-gee whilikers!" Jimmy is frighteningly cheerful at all 
times during all circumstances, including torture. Originally 
at odds, both personalities cancelled each other out over 
time. The duo stays away from Callisto during battle since 
they discovered her sword diminishes the effectiveness of 
their powers. 
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r 
ZIP 
Dex: 8 Str: 4 Body;: 4 
Int:4 WU:.S Mincl: 4 
lnll:4 A11ra: 4 Spirit: 5 
Inittatiye: 181 26 He:ro Points: 5.2 
Point B~: 450 HP 

\..__ 

Powers: 
Superspeed: 8L, Vibe: 10, Air Walking: 3, Running: 8, 
Regeneration: 2, Dispersal: 5L 

Skills: 
Accuracy (Vibe): 2 

Bonuses: 
Dispersal allows for Partial Dispersal. 

Limitations: 
Regeneration does not work for Mind or Spirit. 
Vibe has No AV. Superspeed does not allow Multiple 
Actions. 

Advantages: 
Lightning Reflexes 

Familiarities: 
4th Dimensional Physics, History of Popular Media 

Drawbacks: 

~ 

,: 

,.) 

Age (Young), Forced Exile, SIH (Killing Combat), SIA 

(Attractive Females) 

Equipment: 
STRESS SUIT [Body: 8, Miscellaneous Advantage: 
Invisibility Enhancement (15 HP), HP Cost: 48] 

The STRESS SUIT is a futuristic, spandex-like mate
rial built to withstand high-speed and time travel. It also 
doubles as a protective undergarment and costume. 

Background: 
Alter Ego: Jeffrey Chen 
Wealth: I 
Motivation: Upholding the Good 
Occupation: Time Traveler 
Marital Status: Single 
Known Relatives: Nicholas Chen (Ancestor) 
Group Affiliation: Guardians 
Base of Operations: Cincinnati 
Height: 5' 10" 
Weight: 148lbs 
Eyes: Brown 
Hair: Brown 
Age: 14 
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Powers and Abilities: 
Zip is so swift that he can walk on the air itself and 

even vibrate his molecules so he can pass through walls. He 
can project his speed at a distance to cause destruction as 
well as accelerate his body to enhance his healing factor. 

History: 
Jeffrey Chen claims to be the descendant of Nicholas 

Chen, the Dragon Knight. Jeffrey is from a possible future, 
and as long as he exists, his future timeline might come true. 
When he was 12, Jeffrey had his first display of super pow
ers which happened during a heated argument with his moth
er. The boy struck a wall, and in that moment of anger com
bined with an entire lack of ability to control his unknown 
powers, the wall was damaged and collapsed upon his moth
er, killing her. Because of this incident, Jeffrey abhors see
ing harm done to others. 

Jeffrey's father, overcome with grief and frustrated 
with his son, turned the boy over to "Uncle Curtis", a retired 
hero who worked with Jeffrey's great-grandfather, the 
famous Dragon Knight. The non-powered, but naturally tal
ented Curtis, taught Jeffrey control and what it means to be a 
hero. Almost a year after the accident with his mother, the 
dimension of Earth was invaded by a coalition called "The 
Ruins". They destroyed the majority of humanity with reck-

less abandon, enslaving any survivors. After tracking 

GUARD1ANS 
down a certain key incident in the past which could have pre
vented the invasion, Curtis prepared a time machine to pro
pel himself to the 20th Century and remedy the situation. 
Unfortunately, a squadron of Ruins attacked him before 
Curtis could finish his plans for transportation. During the 
attack Jeffrey, now Curtis' protege, was sent into the past in 
place of his mentor. Adopting the super-heroic name of Zip, 
primarily based on the design of the Stress Suit, Jeffrey 
adopted the mission to locate the key incident and prevent it. 
Unfortunately, he doesn't exactly know what that incident is. 

Zip's knowledge of the 20th Century and its heroes is 
very limited. This is mostly due to the fact that he's only a 
14 year-old and didn' t spend his youth researching history 
but rather playing with his powers and speed reading comic
books. Jeffrey has led a very relaxed life but realizes that he 
has a mission ahead of him and must complete it. Jeffrey 
beli~ves that the instant his mission to change the future is 
complete, he will cease to exist and his future life will run out 
its course naturally. At least that is the theory. 

Description: 
In the guise of Zip, Jeffrey wears the Stress Suit, a span

dex-like jumpsuit he grabbed right before the time jump. 
The suit does not have a symbol, but the upper half is gray, 
while the lower half is dark blue, the colors separated by a 
lightning-like "Z" pattern. There are various metal and plas
tic zippers on this suit. If he wishes to protect his identity, 
Jeffrey can pull on a cowl which will cover the top-half of his 
face to the extent of disguising his eyes behind white cloth. 
Entirely by chance (or was it fate?), the coloring of the suit 
combined with his own Superspeed allows Zip to blend more 
effectively into the background. (This is simulated by the 
STRESS SUIT Advantage of Invisibility Enhancement. The 
Invisibility at High Speeds combat stunt is performed with a 
+ 1 CS Bonus to the OV on Perception Checks). Jeffrey's 
everyday appearance is much like that of a typical teenager. 
He dresses in jeans and wears a denim jacket over his cos
tume. He blends into the crowd fairly well. Zip wears the G 
as his belt-buckle. 

Personality: 
Zip prefers to take time (not very much for him) to 

think things through and come up with the 'right' procedure 
for a situation. While Zip generally feels he knows the best 
way to accomplish a task (because his mind works so quick
ly, he spends a lot of time thinking situations over), he won't 
always give his opinion since he feels he'll be ignored any
way. Zip isn't an impetuous kid and can't stand to be treat
ed as one. 

At times he is very depressed about living in "the 
past". Jeffrey misses his friends but hopes if he accomplish
es Curtis' mission his own sacrifice means that he'll end up 
growing up in a world of peace. Somewhere along ~s ~e, 
Jeffrey believes his parents are still alive somewhere m time, 
and he can eventually get back to them. This and his per-
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sonal promise to make them proud are the only things keep
ing him going at times. 

Jeffrey is usually bored, a result of living in a slow 
world, and constantly looks to pass the time, even by count
ing the number of bumps in a plaster wall. He has an almost 
unhealthy interest the female form, enhanced by his high
speed puberty, although he doesn't age any faster than he 
should. The boy is slightly anti-social, not having learned to 
adjust to the 20th Century, and as such he hasn't attempted to 
make many friends. His only friends are the Guardians. 

WHACKY 
Dex: 2 Str: 2 
Int: 4 . Wd: 3 
Jntl: 4 Aura: 3 
Initiative: 10/16 
Point Base: 450 HP 

Powers: 
Invulnerability: 7 

Limitations: 

Body:2 
Mind:4 
Spmt: 5 
Hero Points-~ 32 

Invulnerability has Serious Burnout (R#: 3). 

Skills: 
Acrobatics: 5, Charisma: 5, Thief (Escape Artist, 
Forgery, Locks and Safes, Pickpocketing, Stealth): 5, 
Weaponry (Exotic Weapons): 5 

Advantages: 
Insta-Change, Luck, Ultra Luck, Gift of Gab, Lightning 
Reflexes, Language (English) 

Familiarities: 
Comedians, Comic Books 

Drawbacks: 
Age (Young), Unluck, Distinct Appearance (when 
Whacky), Secret Identity, MPI (Uncontrollable 
Prankster), Serious Irrational Fear (darkness) 

Equipment: 
THE FUNKY FEDORA [Dex: 8, Body: 4, 
Miniaturization: 6, Fabricate: 8, Stretching: 4H, 
Chameleon: 2 Limit: Chameleon is clothes only (-1 FC), 
R#: 3, HP Cost: 166] 
The Mallet [Body: 5, EV: 5, Range: 2, R#: 5, HP Cost: 
13] 

The Mallet's Range is due to a curled fist attached by 
a large spring which launches from Mallet and recoils 
after attacking. The Mallet is also used to whack an 
opponent. When not in use, it can be hidden in the 
FUNKY FEDORA or behind Whacky's back, where it 
cannot be found [5 Hero Point Advantage] 
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Background: 
Alter Ego: Timothy "Timmy" Henderson 
Wealth: 3 
Motivation: Thrill of Adventure 
Occupation: Jr. High School Student 
Marital Status: Single 
Known Relatives: Lance (Older Brother), Harold 
(Father), Sharon (Mother), Waldorph (Grandfather, 
Missing) 
Group Affiliation: Guardians 
Base of Operations: Cincinnati 
Height: 4' 5" 
Weight: 100 lbs 
Eyes: Brown 
Hair: Rusty 

Age: 12 

Powers and Abilities: 
As a living cartoon, Whacky can take all sorts of damage 

and continue unscathed. When on the offensive, he can whip 
his Mallet or other objects (such as creme pies, squirting 
flowers, whoopee cushions, etc .. . ) out of nowhere. He is 
malleable enough to stretch his body and arms around others. 
The FUNKY FEDORA is his source of extra-magical power, 
and it's stuck on his head very well (represented by 
Miniaturization). 
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History: 
Once upon a time, there lived a boy named Timmy who 

liked to play baseball. One day, Timmy hit a baseball so hard 
that it broke the attic window on his grandfather's house. 
Timmy's mother became very upset, so she reprimanded her 
son and sent him up to the attic with a dustpan and broom to 
clean up not only the broken glass but the rest of the attic as 
well. Young Timmy was angrier than a castrated bull living 
among three cows in heat, but he made his way upstairs and 
began to clean. He already learned from previous experience 
the morale of "you can' t fight the system". 

While sweeping, Timmy discovered an ornate silver 
key. Picking up the key, he looked around and noticed a 
large, padlocked chest. Being the curious sort as all young 
boys are wont to be, Timmy unlocked and opened the chest. 
Inside he was initially disappointed to find only a few 
raggedy coats, but when he picked up the last coat, out float
ed a very fancy and wide-brimmed hat. Picking it up, Timmy 
felt a sensation of happiness. Even more curious, when he 
turned the hat over to place it on his head, a leather-bound 
book fell out of it. Timmy put the hat down and picked up 
the book knowing full well the moral of "Reading the 
instructions first will ensure that you're not left with spare 
parts later on." 

The author of the journal called himself "Mr. 
Magician". Long ago, Mr. Magician helped fight a war 
against the evil Nazis, a group of really mean people who 
hated anyone who wasn' t a Nazi. Mr. Magician fought in 
"Double-you, Double-you, Eye, Eye" with a group called the 
Guardians. During these battles, Mr. Magician played many 
tricks on the Nazis, from causing their clothes to disappear, 
to summoning a plague of rabbits from his magic hat, and 
even some gruesome stuff we won't get into. The journal 
explained that his sleight of hand, finesse, and mystical 
prowess was focused through a magic hat, the very same hat 
Timmy found in the chest. But even though the hat bestowed 
great powers, it lowered a person's feelings of responsibility, 
and when he got older, responsibility was something Mr. 
Magician wanted. 

After the war, Mr. Magician gave up his heroic career 
and settled into a normal life, marrying and raising a family 
but not before training an apprentice in a far-off land. He still 
performed tricks for his family like, "There's a quarter 
behind your ear" and "Pull my finger to hear the elephant" 
but nothing more. Timmy realized those were two of his 
missing grandpa's favorite games. In a final entry, the jour
nal stated that whomever finds the hat should use it responsi
bly, uphold good, and never abuse the power it grants. This 
wish was a moral all its own to Timmy, so he donned the hat. 

Timmy became unable to be hurt and found he could 
bend however he wanted, just like a cartoon character. His 
pockets filled with endless streams of marbles, creme pies, 
streamers, toy animals, and all sorts of gags like joy buzzers 
and whoopee cushions. The best find was a large mallet. 
Hidden inside the mallet is a boxing glove that could launch 

out. But to be a hero, Timmy needed a name and as luck 

would have it he ran into his older brother Lance on the way 
downstairs. "What're you doing with that funky fedora, 
whack job?" he asked. "Not much, Lance, Lance, pees his 
pants," came the brotherly reply. Though he knew not what 
the words meant, it was during the resulting wedgie attack 
that Timmy decided what to call himself. Late that night, 
Whacky upheld justice and for the next month Lance went 
without eyebrows. Timmy learned a moral that day, 
"Revenge is sweet." 

Desiring a place on the same team his grandfather was 
on, Whacky plagued today's Guardians until they inducted 
him as a member. They don't know he's 12, believing him to 
just be a living cartoon. If he's found out, Dragon Knight 
might kick him off the team. 

Description: 
Timmy is a typical, freckle-faced, happy-go-lucky, 12-

year old kid. He typically wears jeans and t-shirts, usually 
depicting a cartoon character. He looks like the sort of kid 
that hangs out with the "geeky" crowd. Whacky, on the other 
hand, is quite mysterious looking. No matter what he's wear
ing, Whacky will always stand out in any crowd due to the 
fact that he looks like a cartoon character come to life. Even 
though Whacky's outfits may change to anything from a 
bright green zoot suit to short red pants and suspenders to a 
clown suit with big, white gloves, or anything else of imagi
nation, there are always two consistencies. First, Whacky 
will always be wearing (or carrying around visibly on his 
person) the FUNKY FEDORA which may change color to 
coordinate with his outfit. Second, Whacky is shaped to look 
like a short cartoon kid never any sort of animal. His G is 
usually placed conveniently and appropriately for what he's 
wearing, sometimes pinned to the FEDORA, other times 
pinned to his suspenders, and sometimes as a belt-buckle. 

Personality: 
Timmy is both a charmer and a jinx. He loves per

forming magic tricks and small pranks; his favorite holiday 
is Halloween because he can go out and throw rotten eggs 
and soap up windows. Timmy loves comedians, having 
watched all the Marx Brothers movies and Three Stooges 
episodes. As Whacky, the pranks get a bit out of hand with 
pies, tying shoelaces, water- or confetti-filled buckets above 
doors, etc .. . He doesn't perform pranks to anger others, but 
the FEDORA itself makes him get a bit out of hand but not 
enough to really anger anyone, yet. Whacky isn' t beyond the 
occasional atomic wedgie either. 
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BRICK 
DQ:S SQ: 8 
Int; S Wih 8 
lnft: 6 Aura: 6 
lnltlatJve: ~1 
Poblt Bue: 9UO HP 

Powers: 
Density Increase: 8L, Skin Armor: 8L, Mind Blast: 8L, 
Mind Field: 8L, Neutralize: 8L 

Bonuses: 
Density Increase Adds to Strength 
Density Increase Doesn't Subtract from Dexterity 

Skills: 
Charisma: 8, Detective: 6 

Advantages: 
Popularity, Gift of Gab, Insta-Change, Lightning 
Reflexes, Confidant (Grant Kim, 47 Hero Points) 

Familiarities: 
Sports History, American History 

Drawbacks: 
Public ID, SIA (Money), SIA (Women), Limelight 

Background: 
Alter Ego: Brian Eric Thomason 
Wealth: 7 
Motivation: Thrill of Adventure 
Occupation: Professional Super-Heroic Celebrity 
Marital Status: Single 
Known Relatives: Parents (William Robert & Mary 
Alice Henderson Thomason), 2 Brothers 
(James & William Jr.), Sister (Alicia Marie) 
Group Affiliation: Guardians 
Base of Operations: Cincinnati 
Height: 7'0" I 6'3" 
Weight: 3.5t I 220 
Eyes: Blue 
Hair: None I Blonde 
Age: 26 

Powers and Abilities: 
Brick's skin is a coat of stone-like substance. He is 

also incredibly strong but slow. His will is incredibly strong, 
and he tends to dampen the powers of those around him so 
that he can be the center of attention. Brick can also cause 
pain in the minds of others by concentrating. 

History: 
Born and raised in Little Rock, Arkansas, Brian had a 

comfortable, upper middle-class upbringing. Though he was 
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athletically inclined and bright, he lacked the self-discipline 
to be either a serious athlete or student. Brian maintained a 
position on his high-school track team and attained a GPA 
sufficient enough to attend his father's alma mater, the 
University of Arkansas. The young man studied criminal 
justice with an eye for getting involved with a law enforce
ment system, but when his grades were not improving, he 
decided to change his interest toward women. 

While Brian and his roommate, Joe, were on senior year 
spring break, an alien of unknown origin abducted them. 
Brian awoke and discovered he had the ability to transform 
his skin into a hard substance. Next to him, Joe was 
unharmed. In addition to the hard substance he could coat 
himself with, Brian's mental fortitude increased, and he 
learned to dampen the powers of those near him. It was Joe's 
idea to turn Brian into a marketing gimmick and make 
money on him. Seeing easy big bucks, Brian heartily agreed. 

Brick quickly became a big super-heroic celebrity. 
While he was merchandising, Brick helped stop the robbery 
that brought all the Guardians together, becoming a founding 
member. Brick is easily the most powerful member of the 
Guardians. He usually stays by the sidelines since he is so 
busy with promotion and ends up sending the rest of the 
group on the road for interviews or shows, usually as a sur
prise to the rest of the Guardians. 



Blood of Heroes: Sidekick 

Description: 
Brian always wears the preppiest clothes that he can 

afford when he goes out in public, and with the merchandis
ing of the Guardians that he and Joe Kim have done, those 
are pretty expensive clothes. Brian is the big, blonde football 
player type, with bright, blue eyes to boot, and he doesn't 
have a problem charming women with a smile, and as Brick, 
that smile is tenfold. When Brian activates his powers, a con
crete-like substance exudes from his pores, coating his entire 
body; his eyes enlarge and rock over, and his mouth becomes 
a deep, smiling cavern. The substance is fluid for his own 
movement but is typically harder than stone. When he relax
es in this form, Brick wears very loud shirts. 

Personality: 
Brian lives an easy going and fun loving life. He loves 

money for what it can get him and definitely enjoys the finer 
things in life. He isn't comfortable with the jet-set snobs. 
Despite his "underachiever" image, Brian has a strong sense 
of justice and a low tolerance level for those who would 
abuse others, especially women and children. In a sense, he 
embodies the Southern male image of chivalry, though he 
isn't above flirting with women. 

De»' 2 St.r; I Body: :2 
Int: 4 WU: 2 Mind: 3 
~ 4 .Aura: 2 Spirit;, 3 
tmtiative.: iZ IJero Points: 4 
PoiniBase: eonti.4ant{U>0 HP) 

Powers: 
Awareness: 1 

. Skills: 
Martial Artist: 6, Charisma: 8D 

Bonus: 
Martial Artist has the Techniques Bonus. 

Advantages: 
Omni-Connection, Connoisseur, Language (English) 

Familiarities: 
Investing, Ancient History 

Drawbacks: 
SIA (Profit), Public ID 

Equipment: 
Cellular Phone [Body: 1, Radio Communication: 7, R#: 
5, Cost: 9] 

Background: 
Alter Ego: Joseph Kim 
Wealth: 7 

GUARDIANS 

Motivation: Thrill of Adventure 
Occupation: Professional Super-Hero's Agent 
Marital Status: Single 
Known Relatives: Jonathan (Father), Susan (Mother) 
Group Affiliation: Guardians Agent 
Base of Operations: Cincinnati 
Height: 5'7" 
Weight: 160lbs 
Eyes: Brown 
Hair: Black 
Age: 25 

Powers and Abilities: 
It is not sure what the aliens did when they abducted 

Joseph, but he has a sort of sixth sense. 

History: 
Joseph Kim was born in San Diego, California, and lived 

with his Korean-American parents until he went off to col
lege. He majored in marketing at the University of Arkansas 
where he met Brian Thomason. It was Grant's idea, and his 
love of money, to market Brick. Up until now, Brick only has 
a small following, but he has since appeared on a variety of 
talk shows. Grant owns the marketing and creative licenses 
for the Guardians 

Description: 
A young, Asian man, Joe typically dresses very conser

vatively, usually in a business suit. He is always sharp, clean, 
efficient, and never seen without his cellular phone. 

Personality: 
Joseph is a quick thinker. He is always looking for an 

angle or any way to squeeze an extra buck out of a deal. He 
cultivates business contacts constantly and carefully . 
Business-oriented Joe is much more serious than Brian; the 
hero usually has to help lighten his buddy up with a couple 
of beers. 

RUNESTONE 
Dex: s Str: 4 
Int:'6 . . WU: 5 . 
InD: 5 Aura: 5 
Initiative: 16 
Poittt Hase: 450 HP 

Skills: 

Body:5 
Mind:5 
Spirit: 6 
Hero Points: 38 

Detective (Clue Analysis, Police Procedure): 6, Accuracy 
(Magic Blast, Perception): 7 

Advantages: 
Iron Nerves, Leadership, Language (English) 

Drawbacks: 
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Serious Irrational Attraction (Discovering his lost past), 
Traumatic Flashbacks (during combat, Common) 

Familiarities: 
l940's History, Dancing, Horror Literature 

Equipment: 
RUNESTONE [Body: 8, Molecular Chameleon: 8, 
Magic Blast: 8, Flight: 6, Limitation: Molecular 
Chameleon, Magic Blast, and Flight may not be used 
when RUNESTONE is covered/hidden, Magic Blast has 
No AV, Cost: 193] 

Background: 
Alter Ego: Marcus (Mark) Mason 
Wealth: 4 
Motivation: Responsibility of Power 
Occupation: Private Detective I Professional Super-Hero 
Marital Status: Single 
Known Relatives: Janice, Gregory (Parents, Deceased) 
Group Affiliation: Ex-Rune, Guardians 
Base of Operations: Cincinnati 
Height: 6'3" 
Weight: 2201bs 
Eyes: Brown 
Hair: Black 
Age: 29 

Powers and Abilities: 
Runestone can change his texture into whatever he 

touches. He also flies and fires blasts of pure magic from the 
RUNESTONE on his forearm. 

History: 
Nothing. Mark can't remember much about his past. 

He knows that he used to be a member of the Golden Era 
Guardians, their leader in fact. He also knows that he was 
one of the most powerful members of a group known as the 
Runes. The essence of every planet would select its own 
Rune, its protector, and Mark was selected protector of Earth. 
But one day he just found himself here in the l990's, living 
as a street bum with a bump on his head. The trash bin where 
he had been foraging closed down and jarred his memory. 
Seeking his past, Mark couldn't find any evidence of Runes 
from other planets, but his search was hindered because the 
Runestone embedded in his forearm was a lot weaker than it 
had been in the past. 

Runestone sought out the Guardians of today in order 
to find out about the Guardians of yesterday. He was wel
comed with open arms until they rescued Sentinel of Liberty 
and Liberty Lad from limbo. The Patriotic Pair claimed that 
Captain Justice led the older Guardians and doesn't remem
ber an interstellar group called the Runes. The duo explained 
that though this seems to be the same man, Runestone had 
been killed during an atomic blast in the l 940's. 
Theoretically, the blast could have sent Mark to the future 
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with a fractured memory, except that Mark remembered sur
viving the blast Maybe finding his old teammates, Mr. 
Magician and Captain Justice, would help, but both faded 
into obscurity after the war. Mark tends to have flashbacks 
of his past during combat situations, but they don't do any
thing but distract him. He has noticed that Vatic's Sorcerer's 
Stone is much like a Runestone without an owner. 

Description: 
"In circus tights and muscles, he must be an aerialist. 

Isn't he cold?" That's the first thing people think about when 
they look at Runestone. Blame it on the runestone itself, the 
second thing people notice about the hero, is a pulsing blue
green gem embedded in his left forearm. Mark has a great 
physique, but he doesn't wear anything to emphasize it and 
isn't overly muscled. He wears standard black boots, short 
shorts, and aerialist-style tights. A comet streaks across the 
tight shirt on his chest. 

Personality: 
Mark is honorable, loyal, patriotic, and kind. He's fight

ing for what be believes is right and protects the innocent. 
He is very respectful of women and his elders, your basic 
"boy next door" type. At times though, Mark can be very 
headstrong and adamant about his position. Mark is unsure 
about his past and constantly seeks the truth. 



Chapter XVI: 

VILLAINS 
c GameMaster Section ) 

IMPORTANT: Hey Players! Yeah, you with the 
dice. If your Gamemaster didn't give you permission to 
read this section, then don't do it. There's a lot of stuff in 
here about the Guardians that you probably shouldn't 
know. Well, actually you should know it, but you're bet
ter off finding out about it while gaming, not by reading 
back here. Let your GM tell you what he wants you to 
know; don't find it by sneaking behind his back and read
ing. Spend your free time hitting on his sister or some
thing else unproductive while he's busy preparing your 
adventure. 

Hello, Gamemaster. What we have here for you are a 
few villains for use in your campaigns, and they work well 
against the Guardians. These guys can even be turned into 
heroes if you ignore their backgrounds. Each villain (like the 
Guardians) is created from specific point amounts. In addi
tion, we've included information and campaign ideas for 
each Character in this book, expanding on the backgrounds 
provided. Also, the Runes are explained here, and we've 
included an adventure, "The Game in the Game", toward the 
end of the section. Like the Characters, it's adaptable for any 
campaign and is a great starting adventure. 

C Villains ) - - ---
MR. MAGNANIMOUS 

Dex: 4 Str: 2 
Int: 8 Wil: 5 
Infl: 6 Aura: 7 
Inittadve: 16 
Point Base: 900 HP 

Powers: 

Body: 4 
Mind~ 6 
Spirit: 1 
Hero Points: 7 

Shouting: 12, Control: 15, Mind Field: 6 
Bonuses: 
Control is Area Effect (3 AP Radius) ( + 1 FC) 
Power Restriction: Control can only be used on a suc
cessful Shouting victim (-1 FC). 

Skills: 
Charisma (Persuasion): 8, Thief (Stealth): 5 

Advantages: 
Sidekick (Repulse, 150 Hero Points), Gift of Gab, 
Connoisseur, Language (English), Connections (The 
Street, High) 
Familiarities: 

Thesaurus Words, Dictionary Definitions, Wilderness 
Survival, and Combat Strategy 
Drawbacks: 
Age (Old), Minor Psychological Instability (Constantly 
uses "big" words), Oblivious, Traumatic Flashbacks 
(Forested Areas), Authority Figure (to the poor) 

Background 
Alter Ego: Unknown 
Wealth: 0 
Motivation: Thrill Seeker 
Occupation: Hobo 
Marital Status: Single 
Known Relatives: None 
Group Affiliation: Mr. Magnanimous and Repulse 
Base of Operations: The Streets 
Height: 5 ' 11" 
Weight: l 70lbs 
Eyes: Hazel 
Hair: long, dirty Blonde 
Age: 58 
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Dex: 5 $~ 3; BOdy-: 4 
lfti: 2 wn: 4 Mlncl: ~ 
lnfl: 4 Amta: "2 Spirit; il 
InUiatlv.e: 11 Hen Points: 2 
Point B~: Sidekick ("450 HP~ 

Powers: 
Metal Manipulation: 6, Magnetic Control: 6, Repulsion: 
8, Aura of Fear: 5 
Skills: 
Thief (Escape Artist, Locks and Safes, Pickpocketing, 
Stealth): 6, Weaponry (Melee): 7 
Advantages: 
Iron Will, Language (English) 
Familiarities: 
Iron Weaponry 
Drawbacks: 
Strange Appearance, Socially Inept, Minor Physical 
Restriction (Slurred Speech) 

Background: 
Alter Ego: Grover (No last name) 
Wealth: 0 
Motivation: Psychopathic 
Occupation: Urchin 
Marital Status: Single 
Known Relatives: None 
Group Affiliation: Mr. Magnanimous and Repulse 
Base of Operations: The Streets 
Height: 5' 
Weight: 140lbs 
Eyes: Dark Brown 
Hair: Greasy Black 
Age: 13 

Powers and Abilities: 
Mr. Magnanimous is famous for his ability to charm 

others with his speech and then place them under his control. 
Repulse is a master of magnetism and metal manipulation 
and is able to create his own weapons from the metal he 
shapes. 

History: 
Mr. Magnanimous lost his job years ago and ended up 

on the streets. Not much is known of him, but it is possible 
he was once an English teacher. Magnanimous developed a 
tone of speech that forced others to hear him out and even put 
them under his control. Many times he has used other bums 
and hobos to perform his crimes and bring money and jewel
ry back to him. He then passes the booty around the crowd, 

a modem Robin Hood. Soon after he began the crime 

134 

Blood of Heroes: Sidekte'k 

sprees, a young urchin named Grover offered his services. 
The boy was excessively ugly and repulsive, but he had some 
strange powers of magnetism. When asked why Grover 
wanted to join him, the little louse explained, "Wit' a magne
timuth name, you needa magnet patna', right?" Laughing at 
the boys stupidity, the benevolent man kept the child at his 
side. 

Description: 
Usually dressed in a dirty tuxedo, Mr. Magnanimous 

wears a broken stovepipe hat covering wavy gray hair, and he 
has grown a long, gray beard. Repulse is a disgusting, fat, 
and loathsome child, living up to his name in more ways than 
one. 

Personality: 
Mr. Magnanimous is quite eloquent and uses extreme

ly "big" words in his sentences and speeches. The other 
bums look up to him as a leader, and Mr. Magnanimous 
keeps them happy and treats "his people" well. Repulse 
doesn't tend to say much and keeps to himself. The others 
like it that way. 



Blood of HeroBS: SideJtic:k 

Dex:$ 
Int: 5 
lnfl: 5 

Str: 3 
Wih3 
Ama:S 

Initiative: J.'.9 
Point Base: 45.<:> HP 

Powers: 

Bo«fy: 4 
Mind: 4 
Spirit: 4 
HeroPoinfs: 6 

Teleportation: 7, Animate Shadows: 7, Remote Sensing: 
6, 1\vo-Dimensional: 6 
Limitations: 
Teleportation does not have + 7 Range (-1 FC). 
Remote Sensing is Sight and Sound only (-1 FC). 
Power Restrictions: 1\vo-Dimensional, Teleportation and 
Remote Sensing work within shadows only (-1 FC each). 
Skills: 
Martial Artist: 6, Weaponry (Firearms): 6, Scientist: 2, 
Gadgetry: SL 
Advantages: 
Insta-Change, Connoisseur, Scholar (Physics), 
Credentials (Disland Corporation ID), Connection 
(Disland Corporation, Low), Connection (The Guardians, 
Low), Lightning Reflexes 
Familiarities: 
Computers, Finance, Mathematics, Astronomy 
Drawbacks: 
Secret ID, Attack Vulnerability (-3 CS vs. Light Attacks), 
Serious Psychological Instability (Schizophrenia), Loss 
Vulnerability (All Powers, in complete lack of shadows; 
i.e.: pure darkness or pure light), Dependent(Sylvia, 115) 
Equipment: 
Pump Action Shotgun [Body: 4, AV: 5, EV: 5, Range: 3, 
Limitation: EV is Diminishing, R#: 3, Cost: 12] 

Background: 
Alter Ego: Simon James 
Wealth: 5 
Motivation: Psychopath 
Occupation: Scientist 
Marital Status: Married 
Known Relatives: Sylvia James (Wife) 
Group Affiliation: None 
Base of Operations: Cincinnati 
Height: 6'1" 
Weight: 190lbs 
Eyes: Gray 
Hair: Blonde as Simon I Jet Black as Shadowman 
Age: 34 

Powers and Abilities: 
Shadowman can control the shadows around him, see 
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and hear through them, and even move through them, 
becoming a shadow himself. His only weakness is an entire 
lack of shadows such as a pitch-black darkness or an area of 
pure light. He carries a shotgun for confrontations. 

History: 
Simon is a scientist working for Disland Corporation, 

Cincinnati. His experiments focus on extra-dimensional 
physics, and he was instrumental in helping the Guardians 
rescue Sentinel of Liberty and Liberty Lad from their prison 
in time. During one of his experiments, Simon was bom
barded with energy from the darkness dimension, granting 
him incredible power, and twisting his mind. Whenever he 
enters the shadows, the evil influences him, and Simon James 
is transformed into Shadowman. Simon is unconscious of 
his abilities and the destruction he causes. Ironically, he is 
currently researching the case of Shadowman at the request 
of the Guardians themselves. 

Description: 
Simon James wears a bow tie, glasses, and a sharply 

pressed suit to work every day. Shadowman is quite dark and 
tough to see, wearing a flowing black leather trenchcoat 
which covers his shotgun. Shadowman wears a large, black 
hat, covers his face in a black cloth mask, and has black, 
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leather gloves and boots. All of these he has stolen. 

Personality: 
Mr. James is a prim, proper, and tidy man. He is a good 

husband, almost a pushover. The Guardians and his col
leagues respect him for his work. On the other hand, 
Shadowman is pure evil. A grim figure, he speaks quickly 
and to the point. Shadowman angers easily if he does not get 
his way and will not hesitate to kill. 

Skills: 
Artist (Dancer, Painter, Writer): 4 
Advantages: 
Attractive, Language (English) 
Familiarities: 
Cooking 

Background 
Alter Ego: Sylvia James 
Wealth: 5 
Occupation: Housewife 
Marital Status: Married 
Known Relatives: Simon James (Husband) 
Group Affiliation: None 
Base of Operations: Cincinnati 
Height: 5'5" 
Weight: 115 lbs 
Eyes: Green 
Hair: Red 
Age: 32 

History: 
Sylvia married Simon out of college and settled down 

into a housewife routine of shopping, cleaning, and getting 
her nails done. 

Description: 
She typically wears an apron when in the house clean

ing, but Sylvia can look like one hot babe when out on the 
town at night. She even owns some 'naughty' clothes for 
nights when here hubby had a hard day at work, but only he 
has seen these. 

Personality: 
Very light and bubbly, Sylvia is quite content and 
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happy and relaxed with her life. She does wish Simon had 
more time for her. Some nights he disappears from bed and 
shows up at work the next morning. She's curious about 
these forays. Sylvia hopes Simon solves his current assign
ment as she's scared of "that awful Shadowman." 

BLACK 
Dex: 11 Str: 6 
Int: 7 Wll: 5 
lnft: 7 Aura: 8 
lnldatlve: 27 
Point Base: 1350 

Powers: 

Body: 10 
Mind: 8 
Spirit: 8 
Hero Points: 1 

Mind Over Matter: 11, Electrical Control: 11 , Lightning: 
11, Invulnerability: lOL, Personality Transfer: 11, 
Teleportation: 11, Split: 3 
Skills: 
Martial Artist (EV, RV): 11 L 
Bonuses: 
Martial Artist has the Techniques Bonus 



.Blood ef Herees: S·id.ekick 

Advantages: 
Lightning Reflexes, Iron Nerves, Languages (Speak 
English, Tanieran), Stabilization 
Drawbacks: 
Catastrophic Rage, Strange Appearance, Minor Irrational 
Hatred (Water) 

Background: 
Alter Ego: The Black, Black Dragon 
Wealth: 0 
Motivation: Psychopath 
Occupation: Dark Saint 
Marital Status: None 
Known Relatives: Red, Orange, Yellow, Green, Blue, 
Indigo, Violet, White, and Clear (9 Brothers) 
Group Affiliation: The Dark Saints 
Base of Operations: Variable 
Height: 6'3" 
Weight: 240lbs 
Eyes: Red 
Hair: Black 
Age: Indeterminate 

Powers and Abilities: 
Black can control and generate electricity from sheer 

force of will. He is a skilled Martial Artist and is very long
lived. Black has the ability to become more than one person 
and is able to possess other bodies, using them to fight with. 

History: 
The Dark Saints are the antithesis of the Myth Saints. 

Each embodies a sense of evil, Black being the Dark Saints 
of death. Clear, the Dark Saint of Emptiness, is the leader of 
the Dark Saints, and the others do his bidding. Through a 
surprise assault when their membership was divided, Black 
overcame the Dragon Saint (see Saint), weakest of the Myth 
Saints, using him to kill four of his brothers. Since then, 
Black has attacked the Guardians, but each of his bodies was 
banished to a different dimension through use of the 
Sorcerer's Stone. 

Description: 
Black appears as a humanoid almost entirely encased 

in black armor. The armor is just a manifestation of his body 
and provides no protection. Electricity crackles constantly 
around his form and piercing red eyes glow beneath his hel
met. His favorite form is a black version of Saint, choosing 
it with glee. 

Personality: 
Black is the assassin of the Dark Saints. His main tac

tic is to transfer his personality into a hero and use him 
against his allies. When he splits his form, Black can 

manifest as well as possess. He is as evil as they come, pre
ferring to bait his opponents and make them paranoid rather 
than outright destroy them. Black has had a vengeance 
against the Guardians ever since they banished his forms to 
separate dimensions. 

DR:8 
lot; 14 

Powers: 
Invulnerability: l 6D 
Skills: 
Detective: 8, Accuracy (Perception): 15, Martial Artist: 
13, Artist (Actor): 10 
Advantages: 
Iron Nerves, Leadership, Lightning Reflexes, Language 
(English), Ultra Luck 
Familiarities: 
1940's History, Dancing, Horror Literature 
Drawbacks: 
Age (Old), Authority Figure, Serious Psychological 
Instability (Insane Maniac), Catastrophic Rage, Forced 
Exile (Blood of Heroes Dimension) 

Equipment: 
RUNESTONE [Body: 16, Chameleon: 15, Molecular 
Chameleon: 15, Magic Blast: 15, Flight: 15, Self 
Manipulation: 15, Stretching: 15, Bonuses: Molecular 
Chameleon Needs No Material to Copy, Stretching has 
the Grappling Bonus, Limitations: Chameleon Does Not 
Transform Clothing, Power Restriction: All Powers can
not be used when RUNESTONE is covered/hidden, Cost: 
1300] 

Background: 
Alter Ego: Marcus (Mark) Mason 
Wealth: 17 
Motivation: Power Lust 
Occupation: Ex-Private Detective, Ex-Professional 
Super-Hero, Universe Conqueror 
Marital Status: Single 
Known Relatives: Janice, Gregory (Parents, Deceased) 
Group Affiliation: Former Golden Era Guardian, 
Base of Operations: The Rune Dimension 
Height: 6' 
Weight: 200lbs 
Eyes: Brown 
Hair: Black 
Age: 83 
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Powers and Abilities: 
Through the use of his Runestone, The Master Rune can 

become anything he can imagine. 

History: 
Marcus Mason was the most powerful member of-the 

Golden Era Guardians. Only he could move fast enough to 
stop the bomb test that only the Guardians knew about. He 
knew the risks, having been chosen from birth by the Earth 
to save the Earth, but what happened to him was entirely 
unexpected. Unknown to the radicals or the Guardians, the 
bomb was powerful enough to create a localized black hole. 
This would have destroyed the planet had it not been for 
Runestone. When the bomb exploded, Runestone was able 
to contain the blast and vanished. 

He awoke crazed and floating alone in space, alone. 
Marcus hunted for Earth but couldn't find it. He ended up 
touring the galaxy and realized that he was much more pow
erful than he had been before. His powers and abilities had 
increased exponentially. The realization pushed the hero, 
who had already been questioning why he was not using 
power for his own gains, over the edge. He landed on a civ
ilized alien world and attempted to conquer it. It was there 
that Marcus discovered another bearer of a Runestone. The 
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alien greeted Marcus by name, called him a fellow Rune, and 
asked why he was so far from Earth. Unsure of what the 
alien was talking about, Marcus feigned memory loss. The 
alien explained they were both Runes, creatures selected 
from birth to guard their home planet in times of need and 
given Runestones. All Runes knew one another and met 
together every few earth years to discuss happenings. 
Marcus was supposed to know this as he had a seat on the 
council for the past few years and was one of the most pow
erful Runes due to the high population of his planet. The 
overpowered and now psychopathic Marcus realized an 
opportunity when he saw one and asked when the next meet
ing was to be held. Coincidentally, it was in a week. Marcus 
told the Rune they would meet again then and pretended to 
leave the planet. Instead, Marcus bided his time, observing 
the alien, and discovered he was incredibly more powerful. 
He followed the Rune to the meeting which took place in a 
large ship floating in space. The ship was made of Runes 
themselves. In disguise, Marcus entered the meeting and 
saw himself sitting behind the council desk. Overcome with 
shock and doubled by his increased power, Marcus went 
mad. 

Runestone revealed himself and declared he would 
destroy all imposters. Unleashing the power of the bomb that 
had been stored inside him, Marcus eradicated more than 
half the Runes in one instant but missed his double. The 
Runes fled for their home planets, but the enraged Runestone 
caught up with them and exterminated or banished most of 
the survivors. Over the next few years, the Marcus of this 
parallel "Rune Dimension" led his fellow Runes into battle 
against the so-called Master Rune, but they were eliminated 
in one fell swoop of the Master Rune's hand. 

Over the years, Master Rune took over the "Rune 
Dimension", destroying any Runes he came across. He real
ized he was in the wrong dimensions and longed to get home 
and take revenge upon the Guardians for not searching for 
him. He had the Guardians of the Rune Dimension executed 
and has lived there since, his overflowing power granting 
him near immortality. 

If his plans go through to fruition, he will create a new 
race of Runes, called Ruins. The Ruins will be sent to the 
Blood of Heroes Dimension (during Zip's timeline) and will 
enslave the population. 

Description: 
Master Rune can look like anything he wants. His 

human form is exactly that of the Runestone currently with 
the Guardians. 

Personality: 
Marcus has become an insane megalomaniac. The 

extreme power influx corrupted his mind and overcame his 
will. There is no nobility left, just a taste for revenge against 
the original Golden Era Guardians, and a lust to become the 
master of the universe. 



The Rune Dimension 
Rune. The name instantly strikes terror in thousands of 

villains across the galaxy. Those who would cause strife, 
who would endanger the planetary and universal balances, 
who dare to threaten peace, hear the vengeance of the Runes. 
Intergalactic protectors, every populated planet is home to a 
Rune. Each Rune is unique, the defender of his, her, or its 
home territory, and the possessor of one of thousands of pow
erful treasures known as a runestone. 

Each of these guardians, each Rune, is chosen from birth 
by what is thought to be the soul of his home planet. The 
defender hears a constant calling, a coaxing, guiding him to 
a runestone hidden somewhere on his planet or even owned 
by the current Rune. When the called one finds his treasure, 
the two become one, the Runestone embedding itself, bury
ing itself in the flesh of its bearer, and granting him unimag
inable powers. A Rune can do almost anything by becoming 
anything he wishes. All runestones grant similar powers, the 
ability to change one's shape, one's texture, and what one 
looks like. The runestones are coveted as the most powerful 
treasures in the galaxy and are well known on every planet. 

The Runes are led by "The Alliance of Runes," approx
imately fifty humanoids who have agreed to aid one another 
whenever called upon. This collection meets annually in a 
secluded spot in space and updates each other on current 
events. None of this occurs in the Blood of Heroes 
Dimension. 

The Rune Dimension is a parallel dimension of the 
Blood of Heroes (BoH) Dimension, existing 15 APs away 
with no stop between. The dimensions are almost identical 
except for one main difference, which is the existence of 
Runes other than the one from Earth. The Rune on Earth in 
the BoH dimension became Runestone in the 1940's. During 
the Guardian's last major adventure, he was blasted to the 
Rune Dimension where his Runestone became flooded with 
power. The power corrupted him, and he turned into the 
Master Rune. The Master Rune subsequently destroyed the 
Rune Dimension's Alliance of Runes. Well, to his knowl
edge he did. The Master Rune doesn't realize it, but he actu
ally banished the Runes to fifty years in the future of the 
Earth in the BoH dimension without their memories. So now 
there are about 50 amnesiac aliens walking the Earth with 
Runestones embedded in their bodies. 

There is one other notable difference; the source that 
powers the Runestones exists in the Rune Dimension not in 
the BoH Dimension. This means that each Rune in the BoH 
Dimension is much weaker in comparison to how they were 
in the Rune Dimension and explains why the Runestone from 
the BoH Dimension became so powerful. 

Runes are easily created as characters. Each has a 
Runestone somewhere on their body, and each is not neces
sarily human. The only true human is the current Runestone 
of the Guardians, the double of our 1940's Runestone, the 
Master Rune. He doesn't know about the other 49 or so 
Runes walking the Earth. 

Runestones have the following Powers: Chameleon, 

Molecular Chameleon, Magic Blast, Flight, Self 
Manipulation, and Stretching at various degrees. All 
Runestones have a Reliability of 0. No Rune has any mem
ory of the past, but each has created his or her own life for 
himself on Earth. Each Runestone must be exposed to the 
elements (open air, uncovered) to work. This is a -1 Factor 
Cost Power Restriction to each Power. Hiding a Runestone 
causes the Powers to cease. All Runes existing in the BoH 
Dimension are made from 450 to 900 Hero Points. A Rune 
in the Rune Dimension becomes a 900 to 2250 Hero Point 
Character. 

Mr. Magician of the 1940's Guardians saw the future 
and knew that Master Rune would enslave the earth a hun
dred years hence. Unable to stop his Runestone from going 
to the other dimension, he instead summoned a piece of the 
Runestone source to our dimension and named it the 
Sorcerer's Stone. Any Rune in the BoH Dimension will have 
his APs double in value if he enters the Rune Dimension. 
The Sorcerer's Stone's Sorcery will quadruple, becoming 24 
APs. The wielder of the Sorcerer's Stone must make a check 
of 24/24 as AV /EV vs. his Will/Will as OV /RV upon entering 
the Rune Dimension. If the RAPs exceed his Mind, the 
wielder will be overcome with power and turn into a villain, 
not unlike The Master Rune himself. 
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Here is an example Rune who just can't seem to under
stand human family culture: 

Skills: 
Charisma (Intimidation): 6, Military Science 
(Demolition): 4, Vehicles (Land): 7 
Advantages: 
Iron Nerves, Language (English) 
Familiarities: 
Drilling Techniques, Motorcycle Mechanics 
Drawbacks: 
Minor Rage, Unluck, Debt (-2 CS), Creepy Appearance 
(Curved Ears and Large Canines) 
Equipment: 
RUNESTONE [Body: 8, Self Manipulation: 9, 
Limitation: Self Manipulation may not be used when 
RUNESTONE is covered/hidden, Cost: 155] 
MOTORCYCLE [Str: 5, Body: 5, Running: 6, R#: 3, 
HP: 37] 

Background: 
Alter Ego: Algo Thon 
Wealth: 3 
Motivation: Upholding the Good 
Occupation: Deep Core Driller 
Marital Status: Divorced 
Known Relatives: Henrietta (ex-wife), Barthul (son) 
Group Affiliation: None 
Base of Operations: London, England 
Height: 6'4" 
Weight: 180lbs 
Eyes: Bright Green 
Hair: Gray 
Age: 34 

Powers and Abilities: 
Through the use of his Runestone, Mimic can become 

various items. 

History: 
Algo has always known deep core drilling. He loves 

to dig and could spend all day doing it. Recently, Algo dis
covered he had the power to become things, not many things, 
but things nonetheless. His ex-wife Henrietta, still a little 
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angry at the strange name Algo gave their child Barthul, 
divorced him when he started turning into household items. 
Algo has to pay alimony and child support to his ex-wife. 

Description: 
Others don' t find Algo's strange ears and big teeth too 

appealing, but Algo believes he's quite handsome for some 
strange reason. 

Personality: 
Algo is a normal man, or so he believes. He doesn't 

have many friends because they believe him to be a little 
eccentric. He doesn't act strangely but is still trying to dis
cover a reason for the household blender. 



c GameMaster Notes ) 
Here are some ideas that you can use with each individ

ual Character. Each of the Guardians and Villains is given 
his or her own subplots as well. You are welcome to make 
up your own. 

(~ ____ H_e_ro_S_u_h_pl_oh _____ ) 

Dragon Knight 
Nick gets his powers from the Dragon Spirit, but what 

is the Spirit's true motive? It obviously abhors technology 
and wishes for the past instead of the present. lt was trapped 
in a jade statuette, but who trapped it and for what true pur
pose? (Secret Past Subplot) Is it possible that it was a pow
erful sorcerer who may still be alive and hunting the Dragon 
Spirit now that it has re-emerged? (Enemies Subplot) Or is 
the Dragon Spirit another deity such as The Saint's Pallas 
Athena? It should be made clear that Dragon Knight should 
be placed in combat situations where he does not have to 
resort to hurting anyone. (Power Complication Subplot) 
Remember that Nick normally parades around as a man in a 
cowl. (Secret ID Subplot) Nick also has some family back 
home that might want to come visit him while he has to go 
out on a mission. (Family Subplot) 

Saint 
The Saint makes a great team leader or second in com

mand. He is the typical "Japanese Manga" style hero. He 
worships the Tanieran gods and goddesses, but it is up to you 
if they truly exist, are figments of his imagination, entities of 
pure spiritual belief, or even cosmic evils. Jadarra and the 
other gods may even be other versions of a different 
Character's deity(s). On occasion, Jadarra will contact Ker 
with the intention of giving him an assignment. Though he 
does not have contact with the temple, Ker is still an agent of 
hers, and she will use him when necessary. Ker cannot 
directly ask her for favors though without first purchasing a 
Connection Advantage. (Power Complication Subplot) 
Saint and Callisto both have Tanieran origins and may easily 
relate. (Romance Subplot) 

Black with listed with the enemies and works well as 
a villain in most settings. Other Dark Saints can be entirely 
different in power to Black. (Enemies Subplot) Ker's other 
4 brothers may be looking for him. They are almost identi
cal in statistics to the "Dragon" Saint but embody other 
mythical creatures. It is up to the GM as to their motives and 

true origins. Who knows if they (or just one of them) sent 

their 15 brothers to America to be ambushed in the first 
place? (Death Guilt Subplot) 

Vatic/ Razzle 
Rick is the apprentice of Mr. Magician, the original 

mage of the Golden Era Guardians. The Sorcerer's Stone is 
very reminiscent of a Runestone because it is a Runestone 
without an owner and was summoned from the Rune 
Dimension by Mr. Magician right before his first debut. If 
Vatic goes to the Rune Dimension, the Stone's APs of 
Sorcery will quadruple to 24. And yes, Whacky is the grand
child of Mr. Magician with the Hero's legendary FUNKY 
FEDORA. Vatic will recognize the fedora as the one Waldo 
used if he ever sees Whacky out of costume. (Secret Past 
Subplot) 

Vatic is typically the team's artificer and "mechanic", 
and is able to repair the DRAGON ARMOR, FUNKY 
FEDORA, any RUNESTONES, and even Callisto's sword. 
(Job Subplot) Realize that though he has Sorcery, he cannot 
do anything that would make any target leave the ground due 
to his catastrophic fear of heights. Make an attempt to keep 
Vatic very busy or out of combat during battles, and don't let 
him overshadow the other players. (Death Guilt Subplot) 
Keep in mind that Vatic has a lot of monetary resources. 
(Wealth Subplot) 

Callisto 
Callisto with her sword is very powerful, so the best bet 

is to relieve her of the Sword during battle. The Sword of 
Fury is intelligent and evil; its true name being Erinyes or 
"Furies" in ancient Tanieran. It uses its Telepathy to com
municate with both its user and victims. The Sword con
stantly attempts to talk the user into attacking innocent vic
tims, going so far as to use its Control to do so. Erinyes is a 
direct conduit to a God of war and should be used as such. 
However this "god" may not even be a God but rather an 
extra-dimensional cosmic being of pure horror and evil (Like 
Athena and the Dragon Spirit). Erinyes wants to control 
Callisto and will bide its time until she is in a position to 
cause a great amount of destruction. The Sword may even 
reveal its true intelligence to Callisto if it feels that it can trust 
her. (Power Complication and Death Guilt Subplots) 

The Floating City rests in a pocket dimension, existing 
in the same space as Earth, but unable to be viewed or phys
ically interacted with on this plane of existence. It can only 
be reached through certain portals hidden throughout the 
world in remote locations. (Public Reputation Subplot) 
Callisto works well with Saint. (Romance Subplot) She is 
also a little young and may need to get a formal education. 
(School Subplot) 
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SUBPLOTS 

The Roach 
The Roach's background leaves her ripe for any GM 

opportunity, but there is one possible background for her. 
Simon Marek was a scientist at Sage Enterprises along with 
his absolute lackey of a sister, Erika. Simon, a Cal Tech 
magna cum laude graduate, was the true 98lb weakling and 
desired nothing more than to gain strength in proportion to 
his great intellect. Erika supported her brother in all deci
sions, including the decision to end up as a human guinea 
pig. When Erika was injected with the serum, she lost her 
mind. (Family Subplot) 

Months later, Simon presented a new independent field 
agent to Sage Enterprises, "The Roach". Simon used some 
hypnotic techniques to force his sister to believe that she was 
a comic book super-hero. (Job Subplot) In fact, Simon 
found a few comics from the early 1960's of a hero named 
"The Cockroach" from which he based The Roach persona. 
"The Cockroach" lasted 4 absolutely terrible issues and was 
a good example for the creation of the "Comic Book Code of 
Ethics". Anyone finding these comics may discover a clue to 
The Roach's past. (Secret Past Subplot) 

The Roach was added to the Guardians as the first of a 
"spy ring" of fabricated heroes. She was given hypnotic sug
gestions to report any strange activities of the Guardians to 
Simon. In addition, poor Erika has a self-destruct command 
that could send her into a flying rage. Simon cares not one 
whit for his sister but hopes that he can find some way to 
increase his own strength without losing his mind, and Erika 
the Roach is a tool to these means. Sooner or later Erika may 
come to her senses and rebel against her hypnotic program
ming, or someone may accidentally speak a hypnotic code 
word in her presence forcing her to do something strange. 
She may even somehow gain accelerated intelligence, 
becoming a genius and surpassing her earlier brain capacity. 
This change may ultimately turn her evil, and she will defi
nitely exact revenge upon her brother and against the 
Guardians for not figuring her out sooner. The Roach could 
easily be turned into a criminal mastermind. (Power 
Complications Subplot) 

Sentinel of Liberty and Liberty Lad 
These two are a lot of fun. Throw them into a "Golden 

Era" adventure. Add them to any team by having dinosaurs 
and futuristic spaceships show up due to a resurgence of the 
temporal flux in which they were trapped. Fixing this glitch 
in time frees the duo. (Public reputation Subplot) Kill off 
the Sentinel of Liberty, leaving the hokey Liberty Lad to fend 
for himself and grow up as the group's mascot. (Death Guilt 
Subplot) Sentinel is easily angered, and it takes a lot of work 
from Liberty Lad to calm him down. (Friends Subplot) 
Remember that they don' t know how they received their 
powers nor of their magical origin. This is a fact that can be 
used to an advantage. "Cold Iron" represents basically any 
magical metal including mithril and possibly adamantite, and 
Callisto's sword makes them jittery. Also having once been 

military personnel, Scott and Jimmy may be required to fin-
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ish their terms of duty or at least sew up a few dangling mil
itary threads. (Job Subplot). Jimmy may even have to get an 
education. (School Subplot) 

Zip 
Jeffrey is from the future, possibly the true future, but 

maybe just an alternate future. It's up to you to decide what 
happens when he changes the timeline, or if he changes the 
timeline. (Job Subplot) His grandfather could very well be 
Dragon Knight and his mother another hero, possibly 
Callisto. (Family Subplot) "Uncle Curtis" can be deter
mined through a careful review of backgrounds. (Friends 
Subplot) Zip might just know some history of the heroes' 
adventures, especially if they're involved in a historic battle. 
He doesn't have to know the outcome, and his memory of his 
future's past can blur and change with the ripples in time, as 
well as his powers, at your whim. (Power Complication 
Subplot) 

The Ruins are actually a new group of evil Runes who 
are under control of the Master Rune from the Rune 
Dimension. Zip's involvement in a campaign can accelerate 
a conflict with the Rune dimension years earlier than it 
should happen. Also, keep in mind that Zip is quite young 
and though he is from the future, who will believe that? He 
may have to go to school. (School Subplot) 

Whacky 
Yup, grandpa was Mr. Magician, but where is he now? 

And speaking of family, what about Timmy's parents? Who 
are they exactly? Did Dad know of his father's activities? 
Why wasn't the hat passed to Dad or even Razzle? (Family 
Subplot) Razzle may recognize the FEDORA as belonging 
to Waldo (Waldorph Henderson, Mr. Magician to be precise). 
The parents don't know of Timmy's heroic escapades and 
neither does his snooping older brother, Lance. And what 
does Lance do with his free time? Is he just a normal teenag
er with dating problems (this can bring up some fun subplots 
with Timmy hiding in the backseat of Lance's car while he 
goes on a date), or is Timmy's older brother a drug 
addict/dealer or even a sexual deviant. (Family Subplot) 

Timmy is quite the prankster and this could get him in 
trouble, angering his teammates, or shaming a villain to vin
dictiveness. (Enemies Subplot) Timmy is young and should
n't be subjected to the extreme hardships such as the loss of 
life due to his own actions, as this tends to darken or even kill 
a hero as light as Whacky. At times, accidental, forced, or 
especially faked or believed death can make a great subplot. 
(Death Guilt Subplot) Timmy needs to learn to be responsi
ble for his actions. An adventure to search for Timmy's 
grandfather (Runestone has possibly trapped him in the Rune 
Dimension) is a good possibility. Also, Timmy has yet to tell 
his true age to the Guardians, and this is a definite call for 
tension between the members once it is revealed. (Job 
Subplot) Timmy goes to school. (School Subplot) 
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Brick and Joseph 
These guys are much more like NPCs, and since Brick is 

very powerful compared to the others, he might need to be 
called in only for the toughest battles. He and Joe are use
able on their own for a variety of show-style settings. Brick 
can appear in Vegas, Atlantic City, on talk shows, at conven
tions, or even toy stores (promoting action figures). (Job 
and/or Wealth Subplot) At the moment, Brick is more talk 
and show than action. Joe may actually hire some villains to 
fight Brick and make him look good, something of which 
Brian wouldn't approve. (Public Reputation Subplot) Also, 
what did happen to Joe on that alien ship? Are the aliens 
coming back? Was it actually a government plot? Are there 
more humans out there like Brick? (Secret Past Subplot) 

Runestone 
Read Master Rune's description first. Marcus could 

run into an old comrade and have a flashback to his past, bat
tling interstellar demons and aliens. (Secret Past Subplot) 
Then again, the two could leave as enemies. (Enemies 
Subplot) The main goal of Runestone is to slowly discover 
his past and gather an army to defeat the Master Rune before 
he and the Ruins invade the Blood of Heroes dimension, lib
erating his home. Then he will have to make a choice to stay 
here where he has made a new life or go back to where he 
belongs, fifty years later. (Family and/or Friends Subplot) 

c Villain Subplots ) 
Remember to adjust their Hero Point totals against each 

different group. 

Mr. Magnanimous and Repulse 
These two could start a string of robberies committed 

by hobos that eventually leads the Heroes to discover their 
plan of making the poor the masters of the land. Mr. 
Magnanimous loves to use big words so have a thesaurus 
ready for him when he speaks. He'll sometimes use words 
in the wrong context. "The effervescent way in which you 
continentally brandish your sword entreats me to partake of 
your eloquent prowess". Of course, he's not that dumb; 
Repulse is the moron of the team, a nasty, dirty little thief. 

Shadowman 
Simon should be introduced as the helpful and bum

bling scientist he is. (Friends Subplot) Then spring 
Shadowman on the players, committing crimes always as 
soon as the bank vault opens because it's pitch black in there, 
as there aren't any shadows. The players could go to Simon 
for help, and soon he'll be frantic because Shadowman has 
kidnapped his wife to stop him from researching. (Family 
Subplot) Play the split personality to its fullest. Shadowman 
may also be used as a Player. 

Black 
Black is pure evil and can easily overpower a weak 

group. He is a great nemesis for any hero, but he especially 
has ties to Saint and possibly Callisto. This would need to be 
worked out in game. 

Master Rune 
The ultimate enemy, he should be fought with his 

Ruins in a mass battle against an assembled gathering of 
Runes in either the Rune Dimension or a possible future. 
Bringing Vatic and the rest of the Guardians along for the 
epic battle will make it memorable. He may also have the 
original Mr. Magician of the Blood of Heroes Dimension, 
Whacky's grandfather and Vatic's mentor, held in a prison, 
demanding the release of the Sorcerer's Stone to him. 
Because of its innate power, the Sorcerer's Stone is key in 
Master Rune's conquest of the multi-dimensional universe 
and his defeat. 

Algo the Example Rune 
Algo is a bit eccentric and isn't all that heroic. He 

does make a good NPC or Player Character, if necessary, 
who shows up to aid Runestone (Secret Past Subplot). 

I Statistics gathered from 1000 Game Master.; in a random search study courtesy or Dr. Equivocator, January 1999. 
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Chapter XVIII: SCENARIO 

''The Game in the Game'' 
READ THIS FIRST: If you're planning on being a 

player for the adventure "The Game in the Game", or you 
think your GM might want to run it for you, don't read any 
further. I know these are just words, and they can't restrict 
you from doing what you want to do, but really. It's a fun 
adventure and you'lljust spoil it by reading it. I'm sure your 
GM will let you look here AFTER he runs the adventure. 
Until then, just finish up your Character and pass the rest of 
the time waiting for your GM by reading the nudie maga
zines he keeps under his mattress. 

r Scenario: 
"The Game in the Game" 

\... ~ 

Attention Gamemasters: From experience, do not 
read this adventure while drinking milk or soda, as it might 
possibly be forced out of your nose. 

BRIEF SYNOPSIS 
Welcome to ConCON XII, one of the largest sci-fi/fan

tasy gaming conventions in the world. "Who sets a. super
hero adventure in a gaming convention, and hasn't this been 
done already," you ask? I wanted to set it in a convention, 
and this adventure is different from many others. "How?" 
Glad you asked, but I was planning on telling you anyway. It 
turns out that 98% of super-hero Game Masters have spent 
99% of pre-game play preparing for their Players' first 
adventure by deciding how and why the Heroes all got 
together. l The other 1 % were writing this, an adventure that 
allows you to draw any sort of Hero into the game and give 
a group of them a common goal, a reason to team up, and 
some fun alongside.2 All of this is done just by making every 
one of them come to a gaming convention. 

REQUIREMENTS 
"The Game in the Game" is for two or more 450 point 

Characters (heretofore known as the Heroes). It is not nec
essary for the Heroes to be in a team or even be Heroes (they 
could be Anti-Heroes or even Villains) as this could be their 
beginning adventure. The only real requirement is that the 
Heroes need to live or be around the same area where 
ConCON XII is being held. GameMasters may have to 
adjust the scenario when more or less Characters are used. 

Note that the adventure is very detailed toward the 
beginning but becomes more "freestyle" toward the end to 
allow leniency due to the unpredictability of Player deci
sions. This adventure is not recommended for beginning 
Game Masters as it calls for a lot of "winging it" on part of 

entire adventure before attempting to play it. There is so 
much that goes on here that I don' t believe (and I wrote it) 
that you can read the adventure for the first time while you're 
running it and get all the effects in. You can certainly try, but 
I just don't recommend it. 

Also a bit of a warning, there will be a couple of large 
battles in the game. 

r GameMaster 
Background Information 

Vampires. Originally in the Blood of Heroes universe, it 
was believed that Krystal of "The Supernaturals" was the last 
active Vampire; all the rest having been slain by Krystal and 
her comrade-in-arms the Neon Knight. 3 Unfortunately this 
is not true. Krystal's Verratu clan was slain by the Vorogan 
clan which was subsequently eradicated by both Krystal and 
the Neon Knight. During the three hundred year Vampire 
war, at least one clan hid in fear. A loathsome and cowardly 
lot, known as the Vulvs, ran away with their Gothic beliefs 
into the bowels of Spain. While there, the clan shied away 
from all contact with outsiders and silently plotted to infil
trate and destroy the populace. Unfortunately, the Vulvs 
were chronic over-thinkers, natural procrastinators, and took 
until the early 1900's to re-appear with a real plan. 

Not the quickest of wits, the Vulv elders devised a series 
of complex tactics centered upon assaulting the population of 
a small town during an eclipse of the sun. There was one 
active protester to this procedure: a youthful upstart Vulv 
named Nolan. Nolan was a better strategist than most, enter
taining himself by spending his time playing a variety of 
games4 throughout his undead existence. He explained, in 
depth, the foolishness of going out during an eclipse and 
instead suggested that the attack begin during the night. But 
the elder vampires had planned that the attack would only 
take minutes and insisted that the people would be prepared 
for a vampire assault during the night. A paranoid lot, they 
wouldn't listen when Nolan tried to explain that the humans 
didn't know or even care that the Vulvs existed, so the elders 
continued with their original "eclipse" strategy. 
Unfortunately, all didn't go as planned. 

Because they hadn't had a good meal in such a long 
time, the thirsty Vulvs became frenzied, relishing and feast
ing upon the spilled blood. Too listless with full bellies to 
run, the greedy clan perished when the sun unexpectedly 
came back out from behind the moon. With every Vulv dead, 
Nolan assumed leadership of his empty clan and was subse
quently banished from the land by a local magicians, for the 
populace now feared another vampiric uprising. Nolan fled 

\... the GM. I recommended that all GMs read through the 
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waste of a good chance to Oush out a bit of history is lost, unless you're doing one of those strange "time travel fon:ed us together with amnesia" son of deals. 
3 See Blood of Heroes main rulebook. page 284-289 
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to America where he became inundated with its beatnik soci
ety. Wearing dark clothing and writing bland and depressing 
poetry came naturally to Nolan, and he never replenished his 
flock. 

During the seventies, Nolan discovered role-playing 
games. He became infatuated with them to the point of rap
ture. They were his escape, and he could become a swords
man wandering lost worlds or even a fairy princess living in 
a candy land. It wasn't until fifteen years later that he found 
his niche in a very popular tabletop game, "Bloodsuckers: 
The Thirsting", by Revolting Games. In the game, players 
assume the guises of undead creatures and sit around in 
underground bistros complaining to each other about how 
crappy the undead life is. Eventually they do something 
about it which inevitably ends their undead existence, forc
ing the player to restart with a new character. 

"Bloodsuckers: The Thirsting" was an instant hit, filling 
a void in the gaming industry and actually creating the new 
genre of "Gothic Undead Gaming". His love of the game 
gave Nolan an idea. What more perfect way could there be 
to replenish his clan than by recruiting people who actually 
wanted to be vampires? Heck, if it were done well enough, 
he could take over the world! The vampire headed out to 
Punxsutawney, Pennsylvania, headquarters of Revolting 
Games, to "propose" his idea. The staff of Revolting Games 
was not prepared to deal with a real vampire, but they were 
quickly subverted. No one really took notice of the 
changes,since the group had always acted like vampires any
way. Making their company his new residence, Nolan sat 
down with the staff to figure out how to make every 
Bloodsucker player a real vampire. 

It turned out that Revolting Games had been working on 
a live action version of the game called "Bloodsuckers 
Live!", and a hackneyed version of the game was already a 
big hit with the gaming underground. This excited Nolan. 
His ultimate goal of spreading Vulv vampires across the 
world was going to come true! The staff, now eager to do 
anything Nolan wanted, plotted out a strategy, as gamers nor
mally will. They plan to have vampires infiltrate each gam
ing and sci-ti convention under the guise of "Bloodsucker 
Live!" Undead Role Players (BLURPers) and feed upon the 
other players, turning them into vampires as well. 

After the first convention and a successful attack, Nolan 
discovered that super-powered humans who became vam
pires kept their super-powers. Having super-powered vam
pires under his sway would make his power as a leader 
increase exponentially. In addition, he felt that having con
trol of media personalities would also aid his conquest of the 
world, so he targeted a few media personalities at the con
ventions. Because of their public nature, it has been tough to 
do this. In the only partially successful attempt, one particu
larly tasty morsel, got away (see below). 

His first lieutenant, Jennifer, has used her hypnotism to 
force Bob Winters, the manager of ConCON, to invite any 
and all super-powered humans to the convention in the hopes 
that they can be turned into vampires during the next 

SCEN!ARIQ 
"Bloodsuckers Live!" game. In addition, Morganna, Goth 
TV Mistress of the Night, will be hosting the BLURP. 
Twelve people (see "Researching the Missing Teens" below) 
have already been "recruited" from other, smaller, conven
tions. ConCON will be the fourth and largest gaming con
vention to be hit. 

Revolting Games 
Revolting Games is located on Cherry St. in 

Punxsutawney, Pennsylvania. Obviously this location can be 
changed, and if you live in a small town yourself, stick it 
there since it's always a lot of fun for the Heroes to meet peo
ple familiar to the Players. Publicly, Larry Jackstein, the 
writer of "Bloodsuckers: The Thirsting", owns Revolting 
Games. His partners are the husband and wife team of 
Michael and Jennifer Sococo, two software designers and 
part-time fiction writers originally from Seattle. They 
designed a "live action" version of "Bloodsuckers" appro
priately called "Bloodsuckers Live!" which has become a 
runaway hit with the role-playing game community. 

Due to the eccentricities of gamers, Larry Jackstein is 
actually just a pen name, and he doesn't really exist, the 
game having been written by Michael and Jennifer together. 
Bloodsuckers is the couple's second endeavor, their first 
being a Civil War board game and hence the "revolt" part of 
Revolting Games. The Sococo's are also Nolan's first lieu
tenants and are almost as powerful as Nolan himself. Most 
of the new Vulv clan, made of staff members, resides in the 
basement, living their dream of a lethargic life of grim and 
dreary vampirism. 

ConCONXII 
ConCON XII is the twelfth ConCON in history; hence 

the two I's following the X. During ConCON, game manu
facturers from Sorcerers of the Shore to Pulsar Games, sci
ence fiction stars of "Avignon 9" and "Space Voyagers: The 
New Wave", comic-book and fiction writers and artists, and 
about 1000 fans will show up for a three days to drink beer 
and have hotel room parties. These people will spend their 
time selling products, philosophizing over the latest plot of 
"The X-Friends" and how hot its lead actors are, playing new 
and old games, watching movies and Japanimation (anime), 
and attending seminars where actors, artists, and writers will 
speak about their creations. Fans will show up dressed as 
their favorite super-heroes, actors, or fantasy creations, and 
that doesn't rule out all leather outfits on all shapes of peo
ple, including a few who should be outlawed. Role-playing, 
card, miniatures, and board games will be scheduled 
throughout the weekend. Comic book artists will sign their 
works and draw art for fans, while actors will reminisce 
about their roles and answer trivial questions about insignif
icant television episodes in crowded seminar rooms. And 
there will be an enormous dealer's room, where games, toys, 
comics, weaponry (no guns though), memorabilia, and even 
computer services are bought, sold, and play-tested, and 

4 Nolan was known for his ability to play with Chess, Othello, Draughts (Chcekers), Chinese Checkers, Shogi, Dominoes, Backgammon, Go, Hoyle techniques, 
and Kama Sutra. 145 5 A sorcerer who cou.Jd very well have been Mr. Magician of the 1940's Guardians. 
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every gaming company has at least a booth to show their 
presence. You're more than welcome to use any descriptions 
or ideas from this paragraph in the adventure. 

The exact location for ConCON is up to the Game 
Master and should be based on the campaign setting. It is 
easiest to set ConCON in the largest local convention center 
(or hotel) that is central to all the Heroes or possibly on the 
grounds of a local college or university. For example, if each 
Hero were located in or about New York City, it would be 
ludicrous to have ConCON in Nicaragua. Also, keep in mind 
that gaming conventions don' t just happen in the US so it 
isn't necessary to limit the location. If it really comes down 

to it, create a fictional city6. This rule goes for all locations 
presented in this (or any) adventure. As a GM, you never 
have to stick to the rules. In fact, if images of dancing kick
Jines and a certain song that sounds like "ConCON" keeps 
playing in your head, you can rename ConCON XII to some
thing more appropriate like VampCON, BloodCON or even 
"Don't-Expect-To-Survive-This-Ad ventureCon", but that 
would be too much foreshadowing, don't you think? 

ConCON and a few other smaller conventions are run 
by Gamers Incorporated. Gamers Inc. is a legitimate com
pany owned and operated by Robert Winters, a miniatures 
wargamer and professional armchair Napoleon. Bob has 
owned the company for ten years and has run ConCON for 
longer. He and his staff of fifteen people and 50 volunteers 
(all of whom get into ConCON for free as payment) are 
doing their best to entertain and keep the rest of the gamers 
happy. 

Oh my god, they killed Jimmy! 
Oh, and if a case of depressed, lethargic gamer vam

pires doesn't irk your players off enough, there's a murderer 
in the midst. Last month, Captain Jim Pike of the star cruis
er Forever, the lead character of the popular and long-lived 
"Space Voyagers: The New Wave", was killed. Well not actu
ally Jim, but the actor who played him, Jean Claude Jones, 
was murdered in his hotel room during a convention in 
Schenectady, NY. Somebody at the convention killed the 
starship captain, in the bathroom, with a knife. That some
one has not been caught yet, but after a few days, when an 
anonymous tipper called the police with, "Jean was just the 
first," it wasn't tough to surmise that other star cruiser cap
tains might be in danger. 

Security at ConCON XII has been increased around 
Kirk Mansfield, a.k.a. Captain Gerard Tolos, star of 
"Avignon 9". An eye is being kept on the grim Whackem 
Games, whose last year's runaway hit game; "Space Cap'n 
Jimmy" (a murder-mystery game based on ejecting a star 
<;ruiser captain into an airless void) has turned into an unex
pected reality. Heroes with knowledge of science fiction will 
know that Jean Claude Jones was murdered, but see 
"Researching Jean Claude Jones" in the Researching section 
for more information before you reveal any information to 
the players. If you want to know what actually happened to 

SCENARIO 

Captain Jim and how to deal with those investigating his 
murder, read the write-up of Hunter found at the end of the 
scenario. 

Morganna, Mistress of the Night 
Morganna is a large bosomed, teenage boy dream 

goddess, and a late night cable movie hostess to boot. She 
holds sway over the gods of Saturday night movies as their 
witch of choice. She is also a "Special Guest" of ConCON 
and will be hosting the "Bloodsuckers Live!" game. Nolan 
wished this to be, as he is getting a bit big for his britches and 
not only wants to acquire super-heroes for his clan but also 
celebrities as well. And what better choice than the late night 
hostess of Gothic horror, herself? Morganna has teenagers 
under her sexual sway across the globe, and she's the pe1fect 
representative. Of course, the people at Devilish would 
rather have her represent their "Song of the Bodysnatchers" 
game mostly because of her "B horror" movie hosting abili
ties and knowledge. Oh, her influence among teenagers 
would be handy too. See her Character description for how 
Morganna will react to the BLURP. 

Other Gaming Companies 
and Red Herrings 

As with many things, you can use real world names sub
stituted for our "thesaurus-generated" names for any gaming 
company, game, show, or personality. For some good red 
herrings of suspicion for no reason, Sorcerers of the Shore is 
a nice start. Their main product is an addictive, fairytale
based card game named "Glamour", and they are a good 
company to use to mislead players, especially when you con
sider the possibilities. Who says that the cards don' t have 
mind controlling resins on their packs to make gamers buy 
more of them? Does Devilish's "Song of the Bodysnatchers" 
force gamers to watch any movie that will eventually be 
shown on a cable channel at 3:00 AM? Does "Space Cap' n 
Jimmy!" encourage the murder of anyone dressed like a star 
cruiser captain? Well ... skip that last one. 

Throw as many red herrings into this adventure as you 
would like. During play testing, Runestone was searching 
for his past and did so by looking for a comic book he knew 
he was supposed to be in. Unfortunately, Marcus only found 
a "Golden Era" comic depicting a super-hero team fighting 
evil rock beings from another dimension named 
"Runestones." The utter scream of denial was worth it. 

Another time, we placed a group of gothic Italian teens 
into the convention. They wandered around the hallways and 
acted very suspiciously, wearing their dark clothes and 
skulking in shadows, and keeping together as a group mum
bling in Italian to each other. They quickly attracted the 
attention of the Heroes. These teens knew nothing about the 
BLURP but were very interested in knowing more. The 
Heroes later ran into them during the BLURP and wrongly 
believed these teens to be real vampires invading an innocent 
BLURP. Lo and behold, the BLURPers attacked the groups 

6 For the purposes of play testing, we held ConCON XII in the mountain village of Cootersville, West lowabama. in the People's Island Republic of Guatescotia. but you 
don't have to go to such lengths. 147 



as vampires and the Italian teens were revealed to be nonnal, 
'new to gaming' humans, and victims to boot. 

This adventure involves vampires. Vampirism is a 
tricky thing, and it's tough to cover its acquisition in a role
playing game without seriously re-writing a Character. In 
other universes it can be a disease, a possession, a legacy, or 
even stay unexplained. In the Blood of Heroes universe, at 
least for now, it is role played as a magical affliction. Anyone 
who is reduced to negative absolute body is killed. Anyone 
who is reduced to negative absolute body due to the use of 
the Vampirism Power of a vampire (someone with the special 
Vampire Advantage (see below)), will die and "rise from the 
grave" as a vampire. 

A Character killed in this manner will acquire Vampire 
Drawbacks and will have to purchase the Vampire Powers 
and Advantages (see below) starting with APs of 
Invulnerability Power Linked to APs of Body. Now, starting 
at whatever negative AP value the Character was reduced to, 
the Character must make Invulnerability rolls to rise from the 
grave. If the first Invulnerability roll fails, the Character 
(who could have spent Hero Points on the roll if he had any 
left) is pennanently dead. Otherwise, he may continue to 
make Invulnerability rolls until he is conscious and able to 
move, becoming a vampire. The Vampire Advantage, the 
ability to make more vampires through the use of vampirism, 
costs 75 Hero Points and is only available to vampire 
Characters. You're more than welcome to make up your own 
rules for vampirism. 

Creating a Vampire 
Drawbacks and Powers preceded by an * are required 

to be purchased by a vampire Character. A vampire must at 
least have the same Drawbacks as the vampire who created 
him. Attack Vulnerabilities give a Bonus based on the CS 
penalty taken. Creepy Appearance may be due to elongated 
teeth and possible glowing of eyes. Vampire Powers and 
Advantages are purchased by spending Hero Points gained 
from taking Vampire Drawbacks. If the Hero cannot pay for 
the required Vampire Powers, he must either take more 
Vampire Drawbacks, use saved Hero Points, or take nonnal 
Drawbacks (such as Guilt) to compensate. A Character who 
already has the required Powers now has the ability to 
enhance them (by making Invulnerability more powerful, 
etc ... ). Hero Points gained from Vampirism may only be 
spent on the Vampire Powers, Skills, and Advantages. 
Unspent Hero Points are discarded or spent on increasing 
Attributes using the Increasing Attributes chart. Hero Point 
Bonuses listed below are based on a standard 450 Point 
Character 
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Saving Vampires 
So Captain Man has been turned into a vampire. How 

do we save him? This adventure has two ways to save vam-
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pires, the easy way and the hard way, both of which are up to 
the Gamemaster. The easy way is leaving Captain Man alone 
or killing him off, either procedure being no big deal. The 
hard way is that every vampire is linked to the head vampire. 
If you restrain all the vampires and kill off the leader vampire 
(Nolan in this adventure), all of his servant vampires will be 
restored to nonnal. Yes, this beats a lot of myths with blunt 
objects, but don' t you want a happy ending? Personally I 
prefer the hard way if only because it means you have to 
track Nolan down, dragging out the adventure to yet another 
brawling fight. 

.) 
This section deals with running the adventure, as if you 

couldn't tell. Anything that is in italics may be read to your 
Players. 

Inviting the Heroes 
"Why, on God's green Earth would my vigilante hero, 

The Deathslayer, go to a gaming convention? He's no geek." 
Oh yeah, let's face it. You are, and so am I. Otherwise, you 
wouldn't be playing a role-playing game, and I wouldn't be 
writing one. Let's take that as our first example of how to get 
a Hero to ConCon 

• Any Hero who is based on the Player or Game Master 
would naturally go to a local gaming convention. 

And to take that a step further, should the Hero be a fan 
of the sci-fi genre himself. 

• Any Hero whose personality would make him go to a 
gaming convention, will go. 

That should take care of quite a few campaigns. Now 
what about all the uninterested Heroes with Dependents? 
They could be dragged along and forced to watch after any 
sci-fi loving relatives or friends, especially Dependents. 
"Grandpa loved 'The Outer Zone' TV shows." A convention 
is a great place to feed the Dependent subplot, and you can 
rest assured that there will be many dangerous situations the 
Dependent will get into. As a Game Master, you should see 
to that. 

• Dependents of Heroes could require the Hero (proba
bly in secret identity) as an escort. 

If a Hero has the Popular, Local Hero Advantages, 
Public ID or even the Mistrust Drawbacks, he' ll receive a 
personal invitation to appear at ConCON months or weeks 
before the convention, or even the day of ConCON. This 
gives the Hero time to research ConCON. The request can 
either be delivered personally (Public ID), sent through a fan 

club (Local Hero), or placed in the newspaper and pointed 

out to the Hero (Mistrust). Though the theoretical goal of 
inviting the Hero would only be to have him appear (and 
hence attract more customers), most Heroes may have some 
suspicion. That's OK, let them suspect something fishy is 
going on. It's a role-playing game adventure; something 
fishy is always going on somewhere. 

• Public ID, Popular, or Mistrusted Heroes could poten
tially get personal invites. 

What if the Hero has been trying to market himself? 
Take Brick, for example. What better place to sell products 
of one's heroic self than at a sci-fi convention? Also remind 
Heroes who were invited and still don't want to go that it 
might be bad publicity not to go. 

• A Hero who wants more (or better) publicity can get 
himself invited to a convention for that very purpose. 

What about the day job? Is a Hero's alter ego a reporter, 
photographer, security guard, hotel manager, role-playing 
game designer, game/comic-shop/bookstore owner, profes
sional game player, aspiring writer or artist? Gaming con
ventions draw these people out of the woodwork (a security 
guard's interest could be piqued, possibly). 

• A Hero can be forced to go to the gaming convention 
due to his alter ego's occupation. 

Any Heroes who are detectives, police investigators, FBI 
agents, or something similar may have been previously con
tacted by the estranged parents of one of the missing teens 
from a previous con. The teen did join the Bloodsuckers 
group, but he did not successfully hypnotize his parents or 
other concerned relatives. Since he enjoyed gaming conven
tions, he may be at ConCON. Maybe the Hero is hired to 
research the murder of actor Jean Claude Jones (see "Oh my 
god" above) and realizes that a lead may be at the conven
tion. 

•An investigator Hero may have been contacted by a rel
ative/associate of an abducted gamer or is personally investi
gating the Jean Claude Jones case. 

Taking the other direction, the Hero could have heard 
about the $1000 cash prize for best role-player in the BLURP 
(see explanation later). 

•Poor Heroes may need the $1000 cash prize. 

If a Hero is a true undead (Game masters should deter
mine this on their own), he could be attracted to the conven
tion due to the stink of other undead. 

• Undead Heroes (yuck) are attracted instinctively to the 
site. 

7 Pulsar Games Inc. does not condone violence in any way and will not take responsibility for any physical hann resulting from a violent player beating the crap out his Game 
Master for smacking him just because a rulebook told him to do so. No matter how much we knew he deserved it. 149 



And finally ... 

•If a Hero doesn't fit in, smack his Player around a bit 
for making things tough on your life 7, and then figure away 
in for him yourself, you lazy good-for-nothing. 

Make sure your Players role-play these initial encoun
ters/reasons out. This is a good time to run off some 
Subplots. 

Research 
Researching ConCON beforehand through computers, 

by asking at the local gaming shops or even by approaching 
gamers at the con will allow Heroes to research topics. 
Characters searching "gaming-related" news stories should 
roll against each individual researching chart. ConCON is 
mentioned as a popular gaming convention in all the news
papers lately. 

Researching the Missing Teens 
Pictures can be acquired of the missing teens through 

library research on the specific topics (OV /RV is 4/4, 1 RAP 
will gain 1 photo, 112 RV will gain 6 photos, Full RV will get 

Researching ConCON, Gamers 
Incorporated o.r Robert Winters • 

OV/RV of 4/4. 

l _RAP - ConCON is run by Gamers Incorporated. 
It is in the same location for tile past fourteen years, and 
this is the fifteenth and biggest running of the conven
tion yet. 

1/2 RV - Robert Winters owns Gamers" 
Incorporated. Robert is respected in the gaming com
munity, and GameJ'S ln.00,q>orated is a goad company. 
Many new games will debut at ConCon. Gamers from 
around the world will be there. Su~rheroes wh'o can 
prove they have powers get in free. 

Full RV - Robert Wmters is in his late 30's and is 
a historical miniatures gaming fan. This is also not the 
only Convention io the world; there are many ethers. 
Everyone is really excjted oveF some of the new gllllles 
that will be there including: "Space Cap'n.Jiouny"f'' by 
Whackem Games, "Song of the BodJsnatchers" by 
Devilish, "Bloodsuckers Live!" by Revolting Games, 
"Glamour Card Game To'Unlament" by Sorcerers of the 
Shere, and "Blood of Heroes" by Pulsar Games 
Incorporated. 

Double RV - Robert Winters has a small crime 
record for being caught with some narcotics (marijua
na) during college. 

all photos). A Connection with the Police or FBI or appro
priate Credentials will also allow the photos to be acquired 
with no roll. None of the missing teens will be seen through
out the scenario until the "Bloodsuckers Live!" game. No 
one is too concerned about the missing gamers since most 
researchers have been hypnotized into not caring about find
ing them. 

Researching the Murder of Jean Claude Jones 
Without giving away who did it, just reiterate any per

tinent infonnation that the "Oh my god, they killed Jimmy!" 

Researching "Space Cap'n Jimmy0
, 

Board or space Games, or News Stories -
OV/RV of 414. 

Qnly reveal info to "News Stories" researchers 
after attaining 112 RV or higher. 

1 RAP - "Space C~'n Jimmy" is a murder-my,s
tecy game in outer space played on a board and puh
lished by Whack.em Games. The premise is to eject the 
star cruiser captain into an airless void in hopes th.at he 
will die. 

112 RV - Actor Jean Claude Jones, who played the 
star cruiser captain of "Spac.e Voyager-s: The New 
Wave", was murdered in his hotel room last month after 
a fan conference in &:henectady, NY. 

Full RV - Captain Jim Pike's (actor Jean Claude 
Janes,) murderer is still at large. 

OV.el' RV - The security detail is increased on 
actor Kirk Mansfield, Captain Gerard Tolos of 
"A\>:ignon 9", and he will be at ConCON. 

Reseal'Ching "Song of the 
Bodysnatcbers''", Horror Games, or News 

Stories - OV/lt.V of 414. 

f>nly, reveal info to "News Stories" researchers 
after attaining Full RV er higher. 

1 RAP - "Song of the Bodysnatchers" is a "B hor
ror" movie-based rote-playing game published by 
Devilish Games. 

W RV - Bodysnatchers bas caused a lot of gaming 
groups to play games at movie theatres, and there is a 
news article on this phenomenon. 

Full RV - Some Bodysnatcher players were kicked 
out of a movie theatre for playing during a film. 

Over RV - The high school was not local and 
believed ''Glamour'' was taking attention from the 
classes. There was nothing unusual about the 
11BJoodsuck_ers l;i~e!" players, but ,the ~st was made 
at night. The Bodysnatcher fihn was "Moller 3", a l'(>p

ular B movie. 

150 
8 To help you out here, Blood of Heroes (this role-playing game) is a role-playing game. If Blood of Heroes came in a card deck and !his sourcebook consisted of a bunch 
of "booster packs" !hat you had to purchase the whole set to own, it would be a collectible card game. If Blood of Heroes required a tabletop-sized map and miniature metal 
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section divulges. The death of Jean Claude Jones hit a lot of 
fans right in the heart and has renewed a sense of love for the 
"Space Voyager" series of shows. It is publicly known that 

Researching Gaming in general or 
Breaking Sci-Fi/Gaming News Stories -

OV/RV of 4/4. 

1 RAP - Reveals brief, "publicly unde.l'Standable". 
explanation of what role-playing games, oollectible 
card games, live i:-0le-playing games, and miniatures 
games are8. 

1IZ RV - There ~ parents who di~pprove of 
some gaming habits wmle same teache.l'S at schools 
promote it for educational purposes, 

FUii RV - Some groups out there believe that gam
ing is related to devil wor-sbip bot have no solid evi
dence to back up claims. The:y also believe certain of 
the more colleetible games to be addictive and rep~ 
sentative of childhOOd gambling, Lately, there have 
been people missing after three other U.S. gaming con
ventions. but supposedly concerned relatives never fol
lowed through with reports. No one knows wllere the 
young adults have gone. 

Over RV - The 12 missing teens were last spc:>tted 
at the conventions. One convention was in 
Schenectady, NY, where the murder 0f Jean Claude 
Jo.nes took place. 

Researching "Bloodsuckers", Live 
RPGs, or News Stories -OVf.RV of 414. 

. Only reveal info to "News Stories" researchers 
after attaining 1/2 RV or liigher. 

l '&AP·- "Bloodsucker:s Live!" is a live role-play
ing game based on the popular '"gothic undead" game. 
"Bloodsuckers: The Thirsting" published by Rev~lting 
Games. 

112 RV - Bloodsuckers is the hottest role-playing 
game out there right now. and "BloOO.suekei:s Live!" is 
debuting at many differem conventions across the 
world through BLURPS, which stands fbr 
"Bloodsucker Live Undead Role-Playing, 5$lions". 
The players are known as "BLURPers~·. . 

Full RV - "Bloodsucke~" is very popular with the 
go.tbic communities and college kids; some 
"BlOOdsuckers Live!" player-s were wrested 011 a cam
pus for causing a noise disturbance. Another campus 
had some Bloodsuckers' players tr~ped in a steam tun
nel which was subsequently closed o'ff. 

O:ver RV - There w.as nothing unusual about the 
"Bloodsuckers Live!" players, but both arrests. were 
made at night. If asking about Schenectady: There was 
a BLURP at the Schenectady, NY. convention. 

there will be a memorial held on the first night of ConCON 
XII, and all fans are encouraged to attend. The anonymous 
phone call was not divulged to the public and should only be 
available to those with appropriate Connections/Credentials. 

It is known (and obvious on sight) that Kirk Mansfield 
of Avignon 9 has a lot of security. 

Researching "Glamour", Card 
Games, or News Stories - OV /RV of 4/4. 

Only reveal info to "News Stories" researchers 
after attaining 112 RV or higher. 

1 RAP - "Glamour" is a collectible card game of 
fairyland fantasy published by Sorcerers of the Shore. 

112 RV - "Glamour" iS extremely popular with the 
younger crowd and highly addictive. There are some 
big prizes at ConCON for "Glamour". 

Full RV - Pllrents are concerned about the amount 
of money spent on. the "Glamour" card game; it is as 
though -cruldren are add:iQted to it. A high school 
banned "Glamour"; Advocates insist "the game encour
ages creative thinking". 

Over RV - The rugh school was not Jocal and 
believed "Gbunour" was taking attention from the 
.classes. 

Researching "Blood of Heroes", Super
hero Gamers, or News Stories -

OV/RVof 4/4. 

t- RAP - "Blood of Heroes" is a super-hero based 
oole-playing game published by Pulsar Games. 

1J2 RV - Supposedly there is a long-awaited 
"Sideki(tk Snurcebook" coming out "any time now". A 
Golden Age SourcebOOk and a GM scxeen are in the 
works as well. 

FuU RV - Believing he · could fly, Bill Robert 
Willimlll1h of North Plains, Michigan tied a towel 
around his neck and jumped eff his trailer, breaking his 
back on a porcelain lawn <,lwarf. On the way to the hos
pital. he was quoted as saying, ''I just wanted to activate 
my mutant powers." Though be owned a "Blood of 
Herees" book, i t's stated that his escapades have been 
attributed to the rise in super-heroes existent in real life. 

Renting a Hotel Room 
All Heroes should arrive the first day. Anyone travel

ling a far distance should acquire a hotel room. If ~e had not 
booked in advance, the Hero will get a cramped smgle, and 
anyone else who came with him will have to get a co~ for the 
room. Unfortunately, cots in single rooms are considered 
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fire hazards so the Hero will have to verbally Persuade or 
Intimidate a bellhop for one (OV /RV of 2/2, 1 RAP needed) 
or just grease some palms (tip the bellhop well for a cot). 
Paying for a hotel room is a 3/3 (OV /RV) Wealth Check. 
Any Hero who has paid for a Hotel Room can obtain admis
sion without a Wealth Check. 

Throughout the Convention 
There are a few things that should be done throughout 

the convention. At the beginning, due to the fact that the first 
day will consist of mainly science fiction style people; there 
will be a lot of aliens and people dressed as star cruiser per
sonnel. As the con progresses, there will tend to be less and 
less of this sort of people and more and more gothic-dressed 
people, especially at the start of the second day. This is 
because Nolan's vampires are taking people over,and they all 
have the desire to dress like gothic vampires. How do they 
do this? It's a simple process of Hypnotism and mugging in 
hotel rooms. Any Hero making a Perception Check or 
Detective Roll against the crowds on the second day (OV/RV 
of 4/4) will learn from the following chart: 

1 RAP - You notice there are less space cos
tumed people walking around today. 

112 RV -That's possibly due to the fact that those 
sci-fl speeches were yesterday instead of today. 

Full RV - There are a lot more gothic-dressed 
people here, probably because of the BLURP later. 

Over RV - You see someone dressed in fall black 
leather today, but you're almost sure you saw her 
dressed yesterday as a star cruiser captain. 

The person that is spotted may or may not recognize 
the Hero if approached (GM decision). She will deny having 
been a star cruiser captain the day before or will mention that 
she changed costumes for today. Roleplay this however you 
will, it's mainly used to raise suspicion. She really is a vam
pire so use the vampire gamer statistics for her. Try not to let 
her get caught, but mind-reading attempts will alert the play
ers to the large gathering that night at the BLURP. 
Sometimes, the staff of Revolting Games will look like mem
bers of the 12 missing teens. That's because they are. It 
takes a Perception Check of 515 to recognize them. 1 RAP 
will establish that the person is familiar, but the Hero can't 
place the face. Full RV means that the Hero recognizes the 
staff member. This only applies to Heroes who are looking 
for the missing teens. Don't let these teens get caught; they 
are just here to raise suspicion against Revolting Games. 

The Convention Rooms 
What follows are a variety of physical descriptions of 

the various areas that can be entered during ConCON. The 
doors leading to the Dealer's Room will be locked after 
10:00 PM when the Dealer's Room closes. Any fire door/ 
emergency exit door that is opened will set off a loud local 
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room alarm as long as they are open. There are no windows 
anywhere in this convention hall (a request made to Bob 
Winters so there is no sunlight), unless a fire door is opened 
during the day. If this is done, sunlight will be able to enter 
a room if it is after 8:00 AM and before 6:00 PM. This also 
goes for the front door near registration. Vampires will avoid 
sunny areas at all costs. 

Registration 
Read the italicized to any player who enters the admis

sions area (required to enter ConCON). 

You enter a room filled with people in line. They are all 
carrying backpacks or briefcases crammed with books and 
dice and games. Up ahead are a few booths where registra
tion personnel are taking money and handing out badges. 
On the wall to the left is a variety of signs and stand-up card
board figures. Included in the menagerie are a life-sized 
Morganna, "Mistress of the Night", the entire crews of 
"Avignon 9", and "Space Voyager: The New Wave", as well 
as quite a few super-heroes. A sign next to the registration 
says "Cost: $30. Display a super power and get in for free." 
Quite a few people here are wearing costumes including 
super-heroes, aliens, medieval personas, and a lot of pale 
people dressed in black leather. Throughout the hallway on 
the right, gamers are sitting at tables talking, taking fliers, 
playing cards, having lunch, or even sleeping. The hallway 
is lined with doors, tables, and at the end you can see a large 
room. Between you and the entrance to the hallway are a 
couple of guards. 

Any Heroes in costume (this goes for the rest of the 
adventure as well) may receive questions from various 
onlookers, including "Are you the real Captain Good?" and 
"My blind brother can sew better than you." or "Are you run
ning the Blood of Heroes game at 2AM in room 47Q?" 

The guards will not admit anyone without a badge. A 
one-time admission fee pays for the badge which will allow 
access to all parts of the convention, including the game 
room, the speeches and seminars, dealer's room, the gamer 
bar, and the theatre. The admission fee is a 2/2 (OV /RV) 
Wealth Check to purchase a badge. Badges aren't scanned 
but must be prominently displayed as there are convention 
volunteers watching entrances of each room to make sure 
that people without badges are not admitted. 

Forging a badge has an OV/RV of 212 (due to scroung
ing materials required). Forged badges will not draw atten
tion to a Hero walking around, but if he attempts to partici
pate in any event, roll to expose the forgery. Heroes with 
exposed forged badges will be escorted off the premises. 
Badges can also be stolen (or bullied) off unsuspecting atten
dees if the Hero is a jerk. 

All Heroes who display a superpower at the entrance can 
get in for free, as the sign says so. All the convention 
employees know is that the policy was instituted by Bob 
Winters himself (unknowingly due to Jennifer's hypnotic 



influence). Anyone who displays a superpower to a person 
at registration, or tells registration they were invited, is point
ed out to a young pale woman dressed in black leather. This 
is Jennifer Sococo, and she introduces herself. If an inquiry 
is made about Bob Winters, the Hero will be told he is busy 
running the Glamour Tournament. 

Jennifer will have to be shown the power as well, where
upon she leads the Hero to a back room filled with fliers and 
chairs. If the Hero displayed no obvious Mental Powers on 
the way to the room, Jennifer will attempt to hypnotize the 
Hero. She will do this by asking a few questions including 
"Do you have any other powers," "How did you get your 
powers," "Did that costume take a long time to sew," "Do you 
like gaming or science fiction," "Can you please fill out this 
release form," to distract him. All she intends to do is get a 
quick visual gauge of the Hero's powers and hypnotize him 
in order to get him to go to the "Bloodsuckers Live!" game. 
She will then leave the hero in the back room, hand him a 
form and a pen, and ask him to wait there. Jennifer will do 
this separately for each Hero, hypnotizing them on the way 
to the back room. She will hang out in this area for the entire 
first day of the convention. The second day, she will be wan
dering around, unless she was warned that a Hero might be 
looking for her, whereupon she'll be hiding until the Larry 
Jackstein Event. 

The gist of the contract is that it keeps Gamers Inc. from 
being responsible for any actions on the part of the Hero, and 
it also asks that the Hero perform periodic feats of "super
heroism" at various intervals during the convention, usually 
when asked by a convention participant. The Hero must 
wear a bright orange "I'm a real Super-Hero" button (includ
ed with forms) so that people can approach him to ask him to 
perform a feat. It is requested that the Hero attends and par
ticipates in all "major" functions (the Events). As compen
sation, the Hero gets in free to ConCON and receives a free 

3-year subscription to "Gamers Inc. Quarterly" magazine 9. 
Yay. Any positive RAPs on a Law (Detective) check versus 
an OV /RV of 515 explains that the Hero isn't legally bound to 
do anything, but it does release ConCON from responsibility 
for his actions. When signing the forms, the Hero need not 
reveal his Secret Identity should he have one. 

Make sure to keep all Heroes who are filling out forms 
stuck in this little room signing their papers until every Hero 
has had a chance to display (or not display) his powers at the 
reception area and be led into the back room. Any Heroes 
ending up in the back room are introduced to each other, and 
that might (or might not) form a small sense of comradeship. 
Don't worry ifthe heroes don't band together right away; this 
isn't the big "let's team up" scene anyway. 

If anyone is looking at the Hallway from Registration, 
you can give them a description taken from the Hallway sec
tion below, and even allow the Perception Check to note the 
Bloodsucker players. Make sure you give each player a copy 
of the "event schedule" found in the event section. 

The Hallways 
The hallway is filled with gamers playing games at var

ious tables, hawkers dressed as aliens selling goods and 
keeping other aliens in large cages, scantily clad men and 
women parading around no matter their attractiveness, 
grown men dressed as cartoon girls, super-heroes of all 
sorts, cartoonists signing art and comics, and lots of people 
rushing around and looking at their schedules. It 's pure 
chaos out here. 

If anyone is looking for anything strange in the Hallway, 
have him make a Perception Check vs. 3/3. Read the fol
lowing paragraph if the Perception Check is successful. Off 
in a corner is a group of not very conspicuous teens with pale 
skin who are wearing dark clothing. Most of them have their 
thumbs in their ears and are standing around listening to two 
other teens chatting pompously with one another about who 
has a nicer application of eye shadow. Each teen then 
declares he is better than the other teen, and they grasp hands 
and begin to thumb wrestle. 

Anyone knowledgeable about gaming can tell the Hero 
that the group is a bunch of "BLURPers". Yes, they are 
"Bloodsuckers Live!" players. A Bloodsuckers Live! Sample 
Kit is included at the end of the adventure for use in the 
"Bloodsuckers Live!" game later on and explains their 
strange habits. There are two fire hoses behind breakable 
glass protection plates here. These can be used in the 
BLURP battle. 

The Dealer's Room 
This enormous room is lined with booths. In fact, there 

are endless rows of booths filled with all sorts of science fic
tion paraphernalia. Booths filled with swords and amulets, 
games and game companies, comic books and writers, tele
visions and movies, computers and video games permeate 
the giant chamber. People are everywhere buying games, 
playing cards at the various tables at each booth, trying new 
and old games, shmoozing with comrades, and generally 
having a good time. 

This is a good time to approach any heroes with fans 
requesting displays of power. Actually, anytime is, but you 
can get big crowds now. The Heroes may purchase whatev
er gaming or science fiction theme items they would like, as 
almost anything is available here. Let your imagination soar, 
but don't go overboard. There are no guns or ammunition for 
sale here, the most violent item being a "Mu 'kluk", a replica 
bladed melee weapon used by the Letgos of Space Voyagers. 
Statistics for typical gamers are in the NPC section. 

Two stores here sell leather items including costumes, 
and by the second day they have few wares left, having been 
bought out by vampires. There are a lot of comic book com
panies and stores that sell varieties of products from minia
tures to used gaming supplies. Devilish, Whackem, Pulsar, 
and any other company previously mentioned is running a 
booth. Mike Sococo and three gamer vampires run the 

9 Also known as GIQ (pronounced "Geek"). 
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Revolting Games booth. It is decorated with various dark 
cloths, and there is a standup of Morganna here with a car
toon speech balloon and the words, "I love Revolting Games. 
Be a Bloodsucker Today!" written inside it. The staff of 
Devilish games can be found seething at this display from 
directly across the aisle. Any interaction with people in the 
Dealer's Room will consist of bargaining and attempts to sell 
products. Mike Sococo is a salesman first and a vampire sec
ond. See the Events section for particular encounters with 
Whackem and Devilish, both of which can be adjusted for 
interactions in the Dealer's Room. 

The Gaming Room 
There are many tables here filled with people. On 

each table, dice, papers, maps, and little metal and plastic 
figurines are spread out. Some people have even put up their 
books sideways to protect papers from spying eyes. You hear 
calls of "Roll for Initiative," "Its tentacles reach out and grab 
your legs, make a nutty check", and "/cast Aura of Lah Dee 
Dah". There are a few men in camouflage playing with var
ious toy tanks and robots on a large floor mat. No one is pay
ing much attention to you. 

Add whatever you wish to this room. Inquisitive 
Heroes may join a game of ldlO typical gamers (including 
game master). Another game need not be actually role
played. To see if the Hero did well in the game, take the 
higher of his Int/Infl as AV and the higher of his Wil/ Aura as 
EV and roll against an OV/RV equal to the amount of gamers 
at the table. If any RAPs are achieved, the Hero had a good 
time and the other gamers that played acquire an Attitude of 
Friendly toward the Hero. If Full RV is achieved, the gamers 
have the Enamored Attitude toward the Hero. If a Hero 
begins to annoy a game, the gamers will become angry and 
ask the Hero to either leave or be quiet. If he does not settle 
down, one of the gamers will summon a security guard to 
escort the Hero out. The camouflage gamers are Armchair 
Napoleons, the toughest of all the gamers. They play minia
tures and board games and are the ultimate strategists. 

The Movie Room 
Outside the movie room is a large sign with a sched

ule of movies including "Immortals" (but none of the 
sequels), "X-Friends: the Movie," and "Extra Best Super Tai 
Chi SchoolGirl 113, Episode 27". Now playing is a movie 
called "Italian Mekka Robo 12". At the bottom, the sign 
states, "Movies Provided by Devilish Games - Sing the Song 
of the Bodysnatchers Today!" The room is quite dark and a 
movie can be heard playing inside. The door is closed. 

The first time a Hero enters the room, read the following: 

The room is very dark, illuminated only by the movie 
screen where two teams of giant, transformable robots beat 
each other up on a mechanical planet. The door closes 
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behind you to keep the noise in the hallway from spilling into 
this room. There are 3 other people here. They are spread 
about the room in various chairs, and one looks like he's 
sleeping. The others are two leather-clad teens who are mak
ing out. 

Add 1 person for each Hero who enters. If the Hero is 
alone, or it is two weaker Heroes, and he decides to settle 
down and watch the movie on the incredibly uncomfortable 
and hard metal chairs, have the Player roll a Surprise 
Perception Check. The people in the room are playing their 
own "Bloodsucker Live!" game. None of them are real vam
pires. 

The three (or more) gamers will team attack in an 
attempt to give the Hero an Atomic Soul Suck (see 
Bloodsucker Live below). If the Hero is angered, they will 
perform a Match (see Bloodsuckers Live Rules below) 
against him. The Hero will obviously have no idea what's 
going on and will probably assault them just as the gamers 
attempt thumb wrestling with him. The gamers will fight 
back if attacked but will do their best to escape if they are 
going to be beaten. Because the room is supposed to have 
loud exploding sounds coming from it, no one from outside 
will notice the sounds of a battle. 

If they are running away, the trio will dodge through the 
crowds and attempt to blend in with other gamers. A cap
tured gamer in public will rally the attention of all nearby 
Bloodsuckers players as they are constantly running through 
the hallways flicking each other's noses. Hey, if you got a 
problem with the movie, go see Devilish Games, man. 
Vampires and humans alike will try to convince the Hero that 
the gamer thought the Hero was in their BLURP ... a common 
mistake. 

Interrogating a captured BLURPer 
will reveal: 

1 RAP- Yeah, I'm a vampire gamer; lemme go, I 
gotta feed somehow. I thought you were playing. Look, 
I know it was an honest mistake, man. Blame Devilish 
Games for having such a dark room, man. 

1/2 RV - You looked like you were playing in the 
BLURP, man. Sorry. I'll give you my underwear if it'll 
make up for it. 

Full RV - Yes, I'm pretending to be a real vampire. 
No, really, I am. I'm a Bloodsuckers Live Undead Role 
Player. I'll even teach you. Bloodsuckers, man. I love 
the game. Revolting Games rules. Go to the BLURP 
on Saturday, that's where the rest of us vampires will 
be. Heck, Morganna's gonna be there tool She's a hot
tie. 

The second time a Hero goes into the movie room, if 
he is left alone, he will be attacked by two real gamer vam
pires in an attempt to turn him into a vampire. Use the chart 
provided for "The Room Party" (see below) for interrogating 
these vampires. The duo will run if overpowered, attempt-
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ing to blend into the crowd. and will use the same excuses as 
the previous BLURPers. Again, everyone will attempt to 
convince the Hero that the vampires are just BLURPers, but 
this time around they really aren't. 

ROOM200 
As shown in the Events listings below, a Glamour 

tournament is run here almost constantly. 

Outside of room 200 is a sign that says "Glamour 
Tournament in Progress, First Prize: Special Edition 'The 
Mighty Spork' worth $800 and Official Title of 'Fairy 
Queen', Second Prize: 'The Fairy Spoon of Doom' worth 
$500, Third Prize: Special Edition 'Magical Fiery Fork' 
worth $300. 

If it is during game time, anyone listening at the door 
can hear a constant murmur of sound, otherwise, he hears 
snoring. If anyone enters, read the following: 

Room 200 is filled with tables in rows. Each table is full 
of people sitting in a row and playing a game of cards 
against someone sitting across from them. Next to each play
er is a cardboard box filled with cards. On the far wall is an 
overhead display that shows what looks to be a process of 
elimination. There is a constant noise from the players who 
state, "Your card is dusted, so tum it, " and "I play my Ace of 
Oberon." Everyone ignores you, engrossed in the game, and 
people with Glamour t-shits walk through the aisles, check
ing for cheating. At the far right is a podium, where a man 
with a microphone and a 'Glamour' t-shirt is standing by. 
There is a Large 'Sorcerers of the Shore' banner across the 
back wall. 

The man is Bob Winters. The people walking through 
the aisles are Sorcerers of the Shore employees. Bob is not 
only in charge of ConCON but the Glamour Tournament as 
well. If it is before 8:00 AM on the first day, the Hero may 
join the Tournament if he knows how to play Glamour with 
the deck with which they are provided. It costs $25 to play 
in the tournament. Learning Glamour is a 10/10 OV/RV to 
the Hero's AV/EV of lnt/Wil. Anyone who doesn't get any 
RAPs is frustrated and doesn' t understand the game. Don't 
ask how the gamers figured it out; most of them are "wing
ing it". If it is later than 8:00, Bob or another employee will 
ask the Heroes to leave, since this is a closed tournament. He 
will resort to calling a security guard for rowdy Heroes. 

Next to Bob is a locked glass case containing three cards 
and a crown. (Two cards if it's day two). 

These cards are the prizes, and the crown is for the Fairy 
Queen when he gets crowned. On the second day, the 
"Magical Fiery Fork" is missing as it's now owned by Rand 
Valley, a Glamour gamer who can be found playing Glamour 

somewhere in the room (if the Heroes want to use that third 
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card to help banish B'Looga - more info later). He has typi
cal gamer statistics and will be unwilling to relinquish the 
card, copping an Attitude of Hostile toward those who want 
it. 

He will state the following, 

"No, you can't have it, it's mine, I won it square and fair! 
No, no, no, no, no, no, no!" 

And no, he didn't cheat to get it A possible reason for 
acquiring the cards will become apparent after reading the 
BLURP section and the Devilish Player description (see 
below). 

At night time, many of the less fortunate Glamour 
players bed down here on the benches in sleeping bags, 
hence the sound of snoring. Vampires fear this chamber, as 
Glamour is unnaturally addictive. 

ROOMS 201 and 202 
Unlike all the other rooms, this large chamber has no 

tables, but it does have a podium at one end. In the middle 
of the room are many chairs lined up for the speeches. This 
room is huge, taking at least two stories, with rafters over
head and walls that could be closed to section the room off 
for smaller meeting chambers. 

Read the appropriate event section if it is time for an 
event in this room. Room 201 is where the BLURP will be 
run. 

The Bathrooms 
It is my personal policy to include bathrooms in every 

adventure. They allow a good source of "toilet humor", if 
you can forgive the pun (not like there aren't enough here 
already). Bathrooms are also a good place to interrogate 
vampires, as even the undead hate getting "swirlies". There 
are both male and female facilities, the feminine facilities 
being the larger of the two with a waiting bench instead of 
urinals (for those of you who haven't entered both types of 
bathrooms). For more fun, you can have a Hero who is 
"busy" get mugged by one or two gamer vampires. 

( _____ E_ven_ts __ _____,) 
As with most conventions, Heroes may sign up to par

ticipate in events, speeches and games. Each Hero attending 
the convention will receive a pamphlet listing all of the major 
events. It directs those who wish to participate in standard 
role-playing games to pick up a game list sheet. The GM is 
welcome to create a game list for role-playing games that 
will be run at the convention. It is easiest to do this by tak
ing your favorite role-playing, card, and board games and 
making a time list. Each of these games is an "event". It's 



not necessary to role-play these events (except for any spe
cial ones). Make sure to have bogus events including "Space 
Cap'n Jimmy" by Whackem Games, "Song of the 
Bodysnatchers" by Devilish, "Bloodsuckers Live!" by 
Revolting Games, and "Blood of Heroes" by Pulsar Games 
Incorporated (OK, so they aren't all bogus.). 

You're also welcome to embellish on the main events. 
Adding items such as a "Midnight Song of the 
Bodysnatchers Movie Marathon" are good ideas, possibly 
leading into an introduction to the Devilish Games staff 
members. 

( __ ............... ~_______....:; 
All days: 
9:00 AM to 10:00 PM - Dealers Room Open 
24 hours a Day - Gaming in Gaming Room 

24 hours a Day - Various Movies in Movie Room -
Sponsored by Devilish Games 

Friday: 
8:00 AM to 11 :00 PM - Glamour Sealed Tournament 
ROOM200 
Prize: "Magical Fiery Fork" Card (Worth $300) 

4:00 PM - "Star cruisers are my Life, The 'Avignon 9' 
Q&A" 
ROOM201 
Celebrity Guest: "Captain Gerard Tolos" (Kirk Mansfield) 

7:00 PM - Memorial for Jean Claude Jones 
ROOM202 
Celebrity Guests: "Isaac" (Samuel Eros) and "~ of 1t " 
(Lonnie Ways) 

Saturday: 
8:00 AM to 11 :00 PM - Glamour Sealed Elimination 
ROOM200 
Prize: "The Fairy Spoon of Doom" (Worth: $500) 
Special Edition Card 

2:00 PM - "Breaking into the Gaming Industry" 
ROOM201 
Surprise Special Guest: Larry Jackstein of Revolting Games 

7:00 PM - "B Movies and You" 
ROOM202 
Celebrity Guest: "Morganna, Mistress of the Night" 
(Morganna) 

9:00 PM - "Bloodsuckers Live! " Undead Role Playing 
ROOM 201 

SCENARIO 

Celebrity BLURPer: "Morganna, Mistress of the Night" 
(Morganna) 
Prize: $1000 to Best Role-player 

Sunday: 
8:00 AM to 11:00 PM - Glamour Sealed Final Rounds 
ROOM200 
Prize: "The Mighty Spork" Special Edition Card (Worth: 
$800) and Official Title of "Fairy Queen" 

1:00 PM - "Sarcasm in 'The X-Friends'" 
ROOM201 
Special Guests: "Chandler Man" (Erik Davies) and "Ross 
Mulder" (Ed Hasben) 

3:00 PM - "Tales of 'The Outer Zone' 
ROOM202 

( ______ D_ay __ on_e_E_v_e_o_m __ ____,) 
Star cruisers are my Life 
Special Guest: Kirk Mansfield 
4:00 PM, ROOM 201. 

Upon entering this room, you are overwhelmed by the 
strange headpieces. Everyone here smells like the raw eggs 
used to keep their hair extremely high, in strange shapes, and 
at odd angles. It sort of feels like a combination science fic
tion-punk rock concert. Straining to see over the various 
heads, you can make out the podium at the far end of the 
room where Kirk Mansfield is sitting on a chair. Four men 
wearing shades surround Kirk 

These men are Kirk's guards. One can't be too careful 
with star cruiser captains getting knocked off. 

Kirk is a handsome, clean-shaven man wearing an 
"Avignon 9 Cast Member" t-shirt and a pair of jeans. After 
a few minutes, he stands up and says, "Hey everyone. Thanks 
for coming." The crowd cheers. "I'd like to tell you a little 
bit about the upcoming series. It seems that we've got quite 
a ... " Blah blah blah. Kirk continues to talk about the upcom
ing television movie and a new alien race. 

This lasts for about twenty minutes. Then he pauses and 
asks, 'itre there any questions?" Tons of hands raise, most 
obscured by the various headdresses. "Ah, yes, you ... " A 
woman speaks, "Yes, ah, I heard rumor that they will kill off 
your character in the next season, is this true?" Kirk's fore
head crinkles "I don't think so, seeing as how I have two 
more years left on my contract." Then the conversation with 
the crowd breaks down into obscure comments such as 
"What did you think about episode 12, Gerard?" and 
"Captain Tolos, how do you like eating the blue sawdust they 
feed the Byrelians?" It gets quite boring and tedious. It feels 
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like this will go on forever. 

And yes, it does. You are welcome to embellish and 
allow the Players to ask Kirk questions. Make secret 
Preception Checks with an OV/RV of7/7. Anyone who suc
cessfully makes their Perception Check will notice Hunter in 
his cloak doing his best to look inconspicuous. 

"You notice a man that is doing his best to look unno
ticed." 

This will get the Heroes nice and bored. Make secret 
Perception Checks against a 717. Anyone making it will 
notice Hunter in his cloak doing his best to look inconspicu
ous. 

He will make a run for it if spotted, ducking into the 
Bathroom or vanishing into the Dealer's Room. Allow the 
Players a chance to ask Kirk questions as well. When every
thing is said and done, end the event with the following: 

"Do you think you 're going to be killed like Captain 
Jimmy?" asks a hairy alien. A hush falls over the crowd. 
Kirk looks down at his notes, his hands trembling, "No, I, 
that is, no. No, I don't believe that I'm going to be killed at 
all. I think what happened was terrible; Jean was a fellow 
actor whom I'm sorry I never got to know very well. I, uh, I 
don't, really know what to say, I'm sorry he's gone. I give 
him my most sincere condolences. Um, that's all. Thank you 
for coming." 

"What a crock, " proclaims one of the teens nearby. 
"He's still got half an hour left to talk to us." The selfish teen 
walks with the rest of the departing crowd, except for the few 
following Kirk, looking for autographs, but the shaded men 
hurriedly rush the actor toward the doors. 

The heroes can possibly catch up to Kirk. Kirk is a red 
herring. He's supposed to look as though he's covering up 
something, but he is simply nervous since his paranoia has 
set in. Kirk believes a lot of people blame him for Jean's 
murder since their shows were in competition. He does not 
wish to speak of the subject and grows withdrawn. He also 
fears for his own life even though theoretically, no one is 
after him. Keep Kirk as paranoid as possible in any encoun
ters with the Heroes. He can be found wandering the con
vention, placed whenever appropriate, constantly surrounded 
by his entourage of guards and fans. 

And yes, it's possible to have Kirk become a vampire 
later on, but right now may not be the time. This adventure 
requires a little bit of improvisation on your part if you wish 
to tum Kirk into a vampire. Though Nolan would want him 
as a replacement for the failed capture of Jean Claude, 
acquiring super-heroes, Morganna, and yet another media 
personality in one shot seems a bit of a big task to him, but it 
could be fun. The statistics for Kirk's security are the same 
as those for the Security Guards. Kirk has all 2's and an 
Artist (Actor): 7. 
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Memorial for Jean Claude Jones 
7 :00 PM, Room 202 

The room is filled with fans of all sorts. Many people 
here are wearing pointed strap-on noses, while others have 
fake nipples on their cheeks with fake chest hair "growing" 
up their necks and onto their chins. Some of the people from 
the previous speech are here, as they probably enjoy both sci
.ft series. Two men are on stage, one is Korean and the other 
is a bald Caucasian. Behind them is a large bouquet of flow
ers with some balloon spaceships attached to long sticks 
stuck into the arrangement. Overhead against the wall is a 
banner that proclaims, "Bon Voyage Captain Jimmy". The 
Korean man approaches the mike, and everyone settles down 
and gets into their seats. Someone nearby asks, "Who's 
that?" His friend responds, "That's Isaac." "Oh, I didn't 
recognize him without the bright orange makeup. " The man 
begins to speak, "Hello. As most of you know, my name is 
Samuel Eros, and I play Isaac on Space Voyagers: the New 
Wave." 

The bald man leans his head forward to his microphone 
and proclaims, "And I'm Lonnie Ways, better known to you 
all as Delta of Pi. We're here today because of a man who 
was our friend. He was near and dear to us. He was a cap
tain. My captain. " 

"He was our captain, Lonnie. Captain Jim Pike, Jean 
Claude Jones, Captain Jimmy. " There is a low hiss through
out the crowd at this last name. Samuel's eyes grow bigger. 
You notice some people raise signs that read, 'Whackem Go 
Packem '. "Now people, calm down," Samuel continues. "We 
are here to honor a fallen comrade, not point fingers. " The 
signs are lowered. "I thank everyone for coming here today. 
Jean would have been happy to see you all here. As some of 
you know, we are ready to go on with our next season, even 
after such a terrible and unexpected loss. Cover your ears if 
you don't want to know what's coming up." Some of the 
crowd places their hands on their ears. 

"We had a promotion," Lonnie blurts out. "It looks like 
Isaac's military ranking has been reinstated, so our former 
bartender is now the new Captain of the Star cruiser Forever. 
Congratulations, Captain Isaac." The crowd cheers. 

A nearby fan uncovers his ears, "What'd he say?" 
Someone tells him and gets smacked on the back of the head; 
"I didn't want to know that!" 

"Thank you all," Samuel beams. "Now please, let us 
have a moment of silence for our lost friend, Jean Claude 
Jones." The room grows silent. 

For your own infonnation, the nipple-faced people are 
known as 'Letgos', aliens whose chest portion of the body 
ascended to the face, while the people with pointed noses are 
dressed as 'Hephaestos' aliens, both from the Space Voyagers 
series (though the 'Letgos' from the original series looked 
like Canadians). During the quiet scene, you may make 
secret Perception Checks against a 717 (or a 10/10 if he was 
found last time). Anyone making it will notice Hunter in his 



cloak doing his best to look inconspicuous (again). You can 
pull the same chase scene if he runs. Make sure he isn't 
caught. 

Lonnie breaks the silence, "Now, before the questions, 
we have a surprise guest." A dark-haired man wearing a 
checkered shirt gets up on stage and walks over to the micro
phone. "Hello. My name is Bart Haste. I was and will 
always be a very big fan of the Space Voyagers series. And I 
loved the show, especially the character of Captain Jim. And 
I'd like to say, publicly, that we didn 't ... " 

A man from the crowd interrupts Bart, "Hey! He 
designed, 'Space Cap'n Jimmy, ' get him!" Someone else 
chimes in with, "Yeah, avenge Jean Claude's death! Get 
him" "String him up!" yells another. Looks like the crowd is 
getting very unruly, and inf act, they seem to be rushing the 
stage! 

Action time. Roll for Initiative. There are about 25 
Typical Gamers here and 25 Armchair Napoleons. Barring 
any serious consequences, the Heroes can act first. The only 
thought in the fan's heads is to beat up (knock out) Bart 
Haste (also a Typical Gamer). The Heroes should try and 
stop this conflict with little blood loss. Any show of power 
should awe, confuse, and frighten the group but play this to 
the hilt. Keep in mind that these are just normal people who 
are angered that their favorite celebrity is dead and don't 
know how to take their anger out or whom to blame. 

If no one goes to rescue Bart, Hunter will rush him from 
the side of the stage with a Jump, grab the designer, and then 
leave the room with him, leaping on top of the crowd and 
stepping on a few heads on the way out. Security Guards 
will enter in time to help with crowd control. 

A rescued Bart will be very grateful, and if approached 
by Heroes after the incident (he can be found at the 
Whackem Games booth in the Dealer's Room, harassed by 
the occasional picketer if Hunter had to rescue him), he will 
request their aid, 

"Look, I didn't do anything. I didn't kill Jean, and I did
n't instigate his death. Please, you look like a real hero. 
Could you help me out? I'm getting desperate. I don't have 
a lot of money, but my name has been dragged through the 
mud, and I've just been relying on good will. I want people 
to know what really happened that night in Schenectady. I 
want the truth found, and my good name restored. 

Yes, that really is what he wants, as well as the nightly 
paper bag of flaming dog poop to stop arriving at his door. 
Now at least one of the Heroes has a quest, to find out what 
happened to Jean Jones and publicly show that Whackem 
Games is innocent. To do that he has to question a bunch of 
people until Hunter finds out about him. 

The Room Party 
During the day, anyone who is not suspicious about 

the BLURP yet or has not been hypnotized to go to it (such 
as a very wealthy Hero who chose not to display powers or 
someone who paid and did not investigate The Movie Room) 
will be invited to a room party. At some appropriate time 
during the day, the Hero will be approached by a nondescript 
gamer. Her name is Sandy. She either knows the Hero from 
a previous encounter through the Hero's history, or she met 
the Hero at a game in the Gaming Room and became friend
ly with him, or she was at one of the Events. Establish this 
relationship before introducing her to reduce suspicion. 
Sandy isn't a vampire; she's just really friendly and having a 
room party. Try to have her invite more than one of the 
Heroes. She will say the following: 

Hey, I'm having a party tonight at my room in the hotel. 
It's going to be big. I think a lot of people are going to be 
there, and it should be a lot of fun. You 're more than wel
come to come and bring afew people if you want. I'd really 
like that. 

You're welcome to embellish and mention any sort of 
party supplies that might be provided (including food, drink, 
and toys) or even certain people that were invited. Now as 
mentioned previously, throughout the convention quite a few 
gamers have already been turned into vampires. The number 
turned really depends on how many Heroes there are or how 
tough you see the combat being. Tonight, a few of those 
vampires are at the party. Describe the following when arriv
ing at the hotel room. The door is open. 

The hotel room is quite cramped, and there are a lot of 
people here dressed in various costumes, leather notwith
standing. It's quite wild and some moron even has the lamp
shade on his head. The theme from "Space Voyagers" per
meates the room, and many people are dancing to it. 

Introduce whomever to the party at this point, having 
various NPCs from earlier encounters show up. Cindy is 
here too. Any Hero who consumes alcohol will lose - 1 to -
3CS to every AV attempt depending on how much alcohol is 
consumed. This depends on GM and Player agreement on 
what the Hero would have because some Heroes have to be 
upstanding citizens. If someone tries to "ruin" the party, he 
gets branded a jerk for the rest of the convention. Underage 
drinkers aren't tolerated, but no one is asking age here. 
There are about 13 Armchair Napoleons and 13 typical 
gamers in this room. 

During the festivities, one of the Heroes is approached 
by two gamer vampires of the opposite sex (or whatever he 
or she is attracted to if previously announced). 

'.lWo youths dressed in black leather approach you. They 
look like a couple of those BLURPersfrom earlier in the con
vention. One of them asks, "Hey, wanna go to a real party?" 
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At this point, secretly roll a team attack by two 
Hypnotism checks against the Hero, with a penalty to his OV 
depending on how much alcohol is consumed. If failed, using 
"probably due to the alcohol" as your excuse, the Hero fol
lows the duo to another room in the hotel. They will go to a 
room in the quieter part of the hotel, one holding the arm of 
the Hero, the other opening the door. When they bring him 
into the room, the seduction begins. You can be as elaborate 
as you want or not go into it at all. We'll let the imagination 
go, but if the hero resists at all, the two vampires attack him. 
They're going to attack him nonetheless but roll for a 
Surprise Perception Check if he succumbs to their wiles. Try 
not to make too much of a commotion and keep in mind that 
each hotel room consists of a bedroom with a bed, lamp, and 
drawers (and a bible in the night stand) with a non-opening 
window to outside and a bathroom. It is not registered to 
anyone, as the vampires broke in here, to use it as a place to 
mug others. 

It is a good idea to let one vampire get captured and 
have the other escape or get killed somehow. Until he knows 
what to do with the vampire, the Hero can tie her up or even 
present her to the authorities. Making a scene or exposing 
the vampire will only warn the other vampires of the Hero. 
He should be ambushed on Day 1\vo sometime before the 
BLURP unless he has disguised himself. Use the Gamer 
Vampire attributes for these two vampires as well as for inter
rogation. 

Interrogating a. Gamer 
Vampire reveals: 

1 RAP - Hiss. You weren't supposed to stop us 
from feeding on you. You'd have liked it: We have to 
feed, particularly on you. And yeah, I'm dressed like a 
Blurper,· it's more than you th(nk though. Don't try and 
tell the authorities; it won't work. -Th-ere are too many 
of us, and we control them anyway. 

Full RV - We're not just feeding on your kind, we 
need to feed here at the convention. To get more peo
ple in the underground vampire society so we can s(rike 
back on humanity who. h:as treated us like din. Your 
abilities would aid our cause. Yo_u should have suc
cumbed to it. We are out to get people like yourself, and 
we know who you are; you cannot hide. 

Over RV - Yeah, I'm· also a Blurper, not just 
dressed like one. A lot of us are Blutpers, but you'll 
~er find out who. We're g-0nna take Morganna 
tomorrow, but now our pkms may change since you 
know. Word ~ill get out, and you'll never be able to 
stop us. 

Double RV -Revolting Games. They're behind it 
all. At least, one of their people is ... the girl. She's a 
vampire like me. She's my sire. We were sent to get 
more vampires into the fold for the gathering tomorrow 
evening. 
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Devilish Morning 
The staff of Devilish Games is very annoyed at 

Revolting Games. They don' t want to lose Morganna to 
"those jerks". But here they are, sitting across from the 
Revolting Games booth with a cardboard Morganna staring 
mockingly back at them. Their best selling game, "Song of 
the Bodysnatchers" is based on B Movies, a theme that is 
much more appropriate to Morganna than some gothic blood 
sucking game. But the Devilish Staff has a card up their 
sleeves; they just need reason to use it. It turns out that some 
of the songs in their game book are real and if studied long 
enough, pat.terns can be found that can lead into occult 
knowledge and the ability to cast rituals of great power. The 
Devilish staff knows this and is distributing the information 
disguised as a role-playing game to help prepare the world 
for the time when "the night is light". In addition, the rituals 
let them do some really cool stuff like summon interstellar 
demons, but we're getting sidetracked ... 

Devilish Games is most likely going to be approached 
by a Hero after he visits the movie room. The Hero will prob
ably mention that he was attacked by vampires in the movie 
room, and Devilish should do something about it. Or if this 
doesn't happen, a Devilish staff member will witness an 
incident at the movie room and approach the Hero himself. 
He'll notice the incident and approach the Hero at an appro
priate time to ask if·he is OK. Expressing any sort of con
cern about vampires to the Devilish staff will start the fol
lowing tirade: 

"Vampires. Yeah. They don't exist, but they have 
ticked us off nonetheless. See Revolting Games over there? 
They stole our star. We wanted Morganna to host our game, 
but she signed up to promote them. It's wrong, and you can 
just tell that she doesn't want to do it. We 're ticked off at 'em, 
and we know they're manipulating the situation somehow. 
We're doing the best we can by telling people our situation ... 
and it seems to work, a lot of people have stopped wanting to 
go to the BLURP that'll be run later tonight. Are you 
going?" 

Wait for an answer. Those last few sentences are some
what false. The staff believes people are listening, but the 
truth is that people will go nonetheless. If he answers "yes", 
respond with, "Well, whichever way you want to do it. Look, 
if anything happens, or you start to get into trouble, the 
group of us will be in the Gaming Room all night playing 
Bodysnatchers. We've got our own pkms for dealing with 
things, and (he starts to whisper) we here at Devilish are 
pretty much on the up and up with the supernatural crowd, if 
you know what I mean, wink, wink, nudge, nudge ... so if you 
need any help, we 're here for ya. " 

lfhe answered "no" ask, "Well why not?" Make some 
sort of attempt to get the Hero to go, if only to tell Devilish 
what went on at the BLURP. Mention that Devilish is in the 
Gaming Room that evening and ready to help out in any way. 



(....._ __ n_~w ....... · Two __ . E'Vi_e_nt_s __ ) 
Breaking into the Gaming Industry 
12:00 PM, Room 201 
Surprise Special Guest: Larry Jackstein 
of Revolting Games 

Larry is mythological. This is not known to the general 
public but has been a running gag at a variety of conventions. 
The deal is as follows; the Staff of Revolting Games shows 
up and hypes the crowd to the corning appearance of Larry. 
Larry doesn't show up. He's late. Then Larry calls on a cell 
phone or has a telegram show up with some bogus excuse as 
to why he can't make it. The current theory is that Larry is a 
chronic pathologically lying agoraphobe. 

Now here is a change of pace. It looks like an S&M 
convention in this room, what with everyone wearing black 
leather. There is a table to one side of the room holding a 
generous bowl of potato chips and some soda cans. The floor 
is littered with potato chip crumbs, and the occasional 
passerby has a nice, greasy stain on his clothes. 

The greasy chips are 'Garlic and Onion' and are here 
to help mark some of the humans left. 

People are carrying whips and strange little torture 
devices while others are dressed in flowing black robes. 
Everyone is holding a copy of the 'Bloodsuckers Rules', 
though a few tougher looking people in the back wearing 
camouflage are carrying boxed sets of a game called 
"Revolt!" 

They all want Larry's signature. 

A young woman gets on stage; she's wearing one of 
those phone headsets. 

If a hero got into the convention for free, he recognizes 
her from the beginning of the convention as the woman at the 
registration booth. 

"Hi everyone. I'm sorry to say, Larry is a little late." 
The crowd begins to murmur among themselves. "He said to 
tell you he's on his way, though. His plane was re-routed at 
La Guardia, so he should be here in an hour. Sorry for the 
delay, but let me entertain you a bit here. We're going to 
have some really cool products coming out this year for 
Revolting Games, and that includes both Wolvie and Ghoulie 
Sourcebooks for the Bloodsuckers series." 

The leather-clad people all begin to cheer. "Finally!" 
"Yeah, they took long enough. " "Yeesh, thought we always 
had to play vampires." "Hey, vampires aren't all that bad." 
"Didn't you see the rules? They always mention Wolvies and 

Ghoulies." "I can't wait to sink my teeth into those kanga-

SCENARIO 
roo battle tactics." 

The woman now hands the microphone to a handsome 
man in black leather who launches into a speech about the 
Revolting Games ' product line. Everyone seems enthralled. 

"Oh, oh!" the woman yells from the side of the stage. 
"We just heard, Larry's plane went down over the pacific!" 
She puts her hand to the side of the phone, "Oh, no wait. 
That's wrong. Sorry everyone, false alarm, just crossed 
wires with a television show." The room is flooded with sighs 
of relief "Mike over there will start taking questions from the 
floor. Anyone?" 

"Yeah," someone nearby is curious, "I wanted to know 
if you perform an Atomic Soul Suck in the game, where does 
the soul actually go to?" 

Mike speaks into the, well, the mike, and responds. 
"The nether/and. Yes, you." He points at someone else. 

"I've been going to many conventions." 
"Yes." 
"Including the last few, like the one at Schenectady." 
"Yes." 
"And Larry hasn't shown up for an ... " 
"Oh!" screams the woman, "I think we got him!" The 

crowd starts cheering. "Larry is off the plane and into the 
private escort limo. He's on his way, gang!" 

Keep this running gag of baiting the crowd up. Larry 
will never arrive. Avoid answering all the questions about 
the staff being real vampires as preposterous. When you get 
tired of the running gag, say, 

"Oh look," Mike looks at his watch, "Our hour and a 
half is up. Sorry gang. Larry can't make it. " Disappointed 
sounds permeate the crowd. "Hope to see you all at the 
BLURP tonight!" 

B Movies and You - 7:00 PM, Room 202 
"Morganna, Mistress of the Night" 

Morganna, "Mistress of the Night", is a very popular 
television personality, and as mentioned numerous times, 
Revolting Games has her supporting their product. Jennifer's 
motive behind having her agent sign the contract (under a 
hypnotic trance of course) was that television star Morganna 
has a very influential gothic fan following. It is a group that 
can easily be swayed to the true ways of the vampire. 

Morganna can be found throughout the convention, wan
dering the halls and rooms out of costume, running into the 
occasional fan that recognizes her, or she'll be in her hotel 
room. 

The crowd in this room is the same crowd that was at the 
Larry Jackstein event, except that there is an additional new 
group of young teens wearing non-leather apparel who 
you 've never seen previously at the convention. 
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These kids are taking a break from the Glamour tourna
ment to see the sexiest hostess around. Wouldn't you? 

A deep, dark, and mysterious sounding theme music 
starts up behind the stage, and everyone begins clapping, 
hooting, yelling, and screaming! Then it begins. From the 
side entrance, two large men enter into the room and stand 
at either side of the door. A short, fat, weasel of a man enters 
the room and steps to one side as she appears. In a word, 
"WOW." The buxom blonde woman is draped in transparent 
black cloths barely hiding the skin-tight leather shorts. Her 
shiny, black leather, bodice overemphasizes the natural 
endowments she carries. Her flesh is a pale, almost milky 
sheen, somewhat entrancing and extremely voluptuous. All 
of the teenage boys drool as they watch her stride across the 
floor toward the center of the stage, the heels of her tall, 
black boots clicking against the hard floor. One man in the 
audience hands her a red rose which she accepts with a smile 
and a quiet, yet sincere, "Thank you." Morganna is a woman 
who has recognized her sexuality and is playing it to the 
fullest. The catcalls and hoots and clapping grow ever loud
er as she stands on stage, her bright smile lighting the room. 
It is quite obvious that she loves the attention. 

She reaches forward to grasp the microphone, her fin
gers wrapping around the short rod, clenching it tightly. As 
her long, black polished nails click against the silver staff, 
she brings it up to her pouting red lips. Morganna 's mouth 
parts, like a crevice opening in the sea of love, and she takes 
a shon breath. Everyone quiets down to hear her breathe 
over the speakers. Unblinking, bright green eyes glimmer 
from behind long, black eyelashes as she calls out to the 
crowd, "Good Evening <insert town/city name here>!" 

The fans go wild with applause, howling like wolves, 
and a young boy nearby faints. His friends help him up as 
the room.finally settles down. "It's so good to see all of you 
here." Someone hands a bouquet of black roses up to her, 
and Morganna opens her mouth in surprise. "For me? Oh, 
you sweetie, you shouldn't have." She places them at the 
back of the stage, bending over and everyone begins to 
applaud again. You take note that there actually are quite a 
few women here in addition to almost the entire male popu
lation of the convention. Morganna raises the mike to her 
mouth again and continues, "Well, tonight we 're going to talk 
about our favorite movies. Sounds like fun? It should be." 

The educated among you note that the rap session she 
initiates with the crowd turns into a sort of psychological 
analysis. Morganna is solving people's problems through 
whatever movies they love, making her correct judgments on 
the lives of others based on their favorite flick. In fact, quite 
a few problems concerning infidelity, jealousy, and of course, 
sexuality, are solved with just a few words. She simply invites 
the fan on stage, asks a few questions, and wham, cured fan. 
You're outright amazed; this woman should have a psycho
logical chat show. 

SCENARIO 
At this point, you're more than welcome to invite the 

Heroes to talk about their favorite flicks and play "Dr Freud" 
if you'd like. It could help solve a couple of subplots if noth
ing else. It also acts as a good introduction to Morganna. 

Time flies by as she solves one head case after another, 
but she runs out too soon. The short, fat man looks up at the 
dark goddess a11d quickly draws his hand across his neck. 
Morgarma hastily finishes up with the fan; "It's because your 
sister loves you. You have to explain to her that she has to 
find someo11e who isn't related. Just outright tell her instead 
of giving i11, a11d you'll be sure to never be labeled 'Uncle 
Dad'. Thank you, Teny. Well kids, I have to wrap up." The 
crowd moans. "Sorry friends, but be sure to watch 
'Morga111ui, Night of the Dead' this week; it's a new episode 
all about an evil processed meat food product that takes over 
a small mountain town." She begins to walk toward the edge 
of the stage, but the weasel glares at her, "Oh yeah. And I'm 
hosting the Bloodsuckers Live BURP tonight, so see some of 
you there! Good night, sweet dreams, and have a safe tomor
row." After her trademark ending, Morganna waltzes toward 
the door, stopping occasionally to sign a promotional poster 
or an autograph book along the way. 

The Heroes can do whatever they want until the BLURP 
begins in IO minutes since it's now 8:50 PM. And yes, 
BLURP was misspelled on purpose because Morganna could 
care less about it. The weasel is her agent Bernie who has 2 
for all Attributes, Charisma: 3, Omni Connection, Debt (-2 
CS) and 15 Hero Points. If you couldn't tell, he's a real jerk, 
but Mags respects his judgment; she hired him. 

''Bloodsuckers Live!'' Event 
9:00 PM, Room 201 

Anyone attempting to enter this room before 8:45 or 
so will be denied entrance. A member of the Revolting staff 
will stick his face out the doorway and state, "We have to set 
up, please come back later." Anyone sneaking inside will be 
ejected. They are only moving tables around and cleaning up 
and setting up black cloth banners. Innocent stuff. When 
later comes around, read the following: 

This room has changed significantly since you were 
last in it. The walls are covered in black cloth and black ban
ners dangle from the rafters high above. The lights are 
dimmed, and the furniture has been re-arranged, leaving 
three rou11d tables with a few chairs around them on one side 
of the room. Tile re is a long table by the doorway with a line 
of gamers behind it. Eve1yone here is wearing either leather 
apparel, black lipstick, long black nails, chains, vampire 
teeth, or all of the above. Some people are even sitting down 
at a table, pulling what looks to be red contact lenses in their 
eyes. 

On the table are stacks of photocopied papers and a 
sign that read.~ "Take One". People are sitting down with the 
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papers and reading them, rolling dice, and writing with lead 
pens on the back of the sheets. There are a few people here 
with badges that state "BLURP JUDGE"; one of them is 
handing out part of the stack to random people. Another 
judge announces, "lfyou need help, go see a judge, please." 
There are about fifty people in the room. 

Hand each player a copy of the Bloodsuckers Live! 
Sample Kit (found in the back of this manual. It may only be 
reproduced for use in this or future Blood of Heroes adven
tures). Give them about a minute to look it over, and then ask 
anyone if he goes to look for someone to help them make a 
Character. If they do and it's not a judge, the gamer will 
state, 

"Well, you should ask a judge, but I've learned that it's 
basically a popularity test to get assigned Depression 
Points." 

If the Hero approaches a judge for help, he will look at 
the Hero carefully, analyzing him, "judging" him. Add the 
Hero's APs of Aura and Influence together. Local Hero or 
Connoisseur each adds 1; Popularity or Attractive each adds 
2. Creepy Appearance subtracts 1. Strange Appearance and 
Socially Inept each subtract 2. The judge will roll two dice, 
visibly ignore the result, and tell the Hero the number you 
just calculated, plus 5 (20 max). If the Hero is attractive, the 
judge will hit on him or her. Oh, the sham that it is! After 
everyone is basically ready, begin with the following. 

One of the judges stands out prominently; it's Mike from 
the Larry Jackstein event. A rapier in a scabbard hangs at 
his side. He announces, "OK, tonight the Judges are every
one that has a "Blurp Judge" tag on their badge. Don't 
attempt any powers on them. Now, let our one and only spe
cial guest set the premise. Hands together for, Morganna, 
Mistress of the Night!" 

Morganna enters the room, and boy oh boy, is she sexi
er than she was. Clasped around her neck is a long, flowing, 
black cape, and when she smiles, the cute little vampire 
incisors glisten against her luscious red lips. She's wearing 
a black spider-webbing spandex dress with leather attach
ments. She carries a cat of nine tails in her hands, stroking 
the straps that dangle off the end. "Tonight," she says, "We 
the bloodsuckers of the world will take over! We are going to 
destroy humanity, but first we must rid ourselves of the 
depression that the Bile One, Lawyer, has placed us under." 
She strides over to Michael. "And to do this, we must," she 
reaches behind Michael, "Strike back!" Her arm lifts, and 
with a strength unrealized, she pulls Michael's underwear 
over the back of his head. "Let the game begin." 

"Holy crap!" calls out one of the gamers, "An Atomic 
Soul Suck in front of everyone! We all just lost two DP!" 
Soon, the game begins in earnest, familiar people breaking 
down into separate groups to play pranks on one another. 
Morganna is guarded on all sides by some of the staff from 
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Revolting Games who are playing as Bloodsuckers tonight 
instead of judging. Go to it. 

Using Blood of Heroes Rules to run a 
"Bloodsuckers Live!" Game: 

During the BLURP, there are a few rolls that you will 
need to do to perfonn a couple of tasks. None of the RAPs 
resulting in these rolls will cause any damage (except psy
chologically). 

Thumb Wrestling: This is a standard combat situation 
and Initiative must be rolled. The two Characters grasp 
hands, each leaving a thumb pointing skyward. The 
Character with the higher Initiative goes first. This attacker's 
AV/EV equals his Dex/Str, while the OV/RV equals the 
defender's Dex/Str. Each Sneak Attack is a +I or -1 CS to 
OV, depending on whether the attacker or defender is using a 
Sneak Attack. If no RAPs are achieved, the defender and 
attacker switch places and the former defender rolls. Combat 
continues until at least I RAP is achieved, that attacker being 
the winner. The RAP is not applied against the defender's 
Body. No Combat Maneuvers may be used except for the 
Laying Back maneuver. For Bloodsuckers 2 out of 3 thumb 
wrestling wins will win a Match. 

Goof of Life: AV/EV equals the attacker's Dex/Int, and 
the OV/RV equals the defender's Dex/Int. At least 1 RAP 
means the Goof was successful, causing the defender to 
laugh. 

Mind Grind: Successful Grappling attack required 
against victim, and Grappling must be sustained for at least 
1 phase for a successful Mind Grind. 

Finger of Death: AV /EV and OV /RV all equal the 
attackers and defenders Dex Attribute. 1 RAP means that the 
defender's nose was touched. 

Soul Suck: AV/EV is the attacker's Dex/Str, OV/RV is 
the defender's Dex/Bod. 1 RAP means that the attacker has 
successfully achieved a Soul Suck. 

Atomic Soul Suck: This is a Grappling Attack. If 
cumulative RAPs exceed the defender's Body, the Atomic 
Soul Suck worked. 

Make a few 'decoy vampires' having regular humans 
act more like vampires than any of the vampires themselves. 
This really throws off the Heroes, who may even establish 
fun relationships with some of the real vampires. It's a good 
thing. During the BLURP, the vampires will attempt to lock 
the doors from the inside, but they cannot, so instead, two 
guards are posted at each door. The security guards outside 
are hypnotized into stupidity at this time. Let the players 
have some fun until it gets old. This will get old quick, so hit 
the fast forward when necessary, and then at an opportune 
point read the following: 

Soon, the BLURP gets tiring, and even Morganna looks 
bored. One of the Revolting Games people nudges her, and 
she calls out, "The time for festivities has ended, my friends. 
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Now is the time to take humanity by the reins and pull, my fel
low bloodsuckers!" A loud hissing permeates the room, and 
you turn to notice that over half of the room is acting really 
weird, including most of the judges and the staff of Revolting 
Games. Uh oh. Morganna looks a little surprised and 
begins to back away. 

"Time to feed, " yells Michael. 

So, of the 50 people in the room, I 0 are Typical Gamers, 
and 10 are Armchair Napoleons. Morganna is an NPC hero, 
so that leaves 29 vampires, two of whom are Michael and 
Jennifer who are armed with a sword and whip respectively. 
Add more vampires if necessary to prolong combat. 
Intelligent Heroes will run or try and save Morganna or the 
innocent bystanders. Hopefully, someone established a con
nection with Devilish Games. All the vampires will initiate 
Killing Combat in an attempt to vampirize the gamers and 
Heroes. Any Heroes who respond with Killjng Combat will 
receive only 1/2 their Hero Points bonus since it's much eas
ier to knock the vampires out with Bashing Damage than to 
kill them (they have Invulnerability). Any Hero not in the 
BLURP will be attracted by the noise and probably arrives on 
phase three. 

At the start of the third phase, read the following to those 
who are still inside the room. 

A set of doors is kicked inward. A man wearing a long 
cloak enters the room, and everyone turns to look. He pulls 
out one of those strange weapons that the Letgo aliens use, 
except this one looks silver. He proclaims, "You will take no 
more of us, vampires! Hunter has arrived." He takes the 
'Mu'kluk' and stabs it into a nearby vampire. It looks sur
prised and falls over. 

Scratch one vampire; he's unconscious. Anyone with 
any science fiction background or who is researching him 
will recognize the man as Jean Claude Jones, a.k.a. Captain 
Jimmy. He will help out in the battle, and if he survives, will 
explain his death to the heroes and how he doesn't want any
one to know he is alive. He wants to be turned back to nor
mal though. 

Getting Devilish Games to help is the most enjoyable 
thing that can happen. They will fully understand that 
Morganna is in trouble (a good thing to mention to them) and 
will begin the ritual to summon an Astral Calf of B'Looga. 

Seven of the Devilish Staff Members run into the BLURP 
room, quickly assess the situation, and stand in a circle while 
holding hands. They begin a chant about fans, beluga 
whales, and some strange, incomprehensible words with odd 
angles. 

They need two combat phases to summon B'Looga, and 
at least 5 chanters have to still be chanting at the end of the 
second round. At the end of the second combat phase after 
the summoning begins, read the following: 
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One of the Devilish Staff members runs into the room 
carrying a stack of books. A gamer vampire proclaims, 
"Holy crap, those are four mint condition first edition of 
Bodysnatchers worth $400 each!" The Devilish staff whips 
out a lighter and sets the books on fire as the chanting 
becomes louder and smoke appears in the middle of their cir
cle. Another staff member pulls out a small ball-peen ham
mer and smashes a gemstone against the floor. 

A low echoing can be heard throughout the room; it rises 
in pitch when suddenly the smoke takes form. 

Standing in the circle is a large, squat, bluish, over
weight humanoid with short and stumpy arms and legs. 
Instead of a head, there is what looks to be a whale whose 
mouth is filled with sharp and pointy teeth. The body of the 

: whale is merged with the torso,· its enormous tail is protrud
ing out the back to form wings. If he weren't so real, one 
would believe it to be a man in a large rubber suit. The staff 
proclaims, "Great Astral Calf of B'Looga banish the 
undead!" 

As long as that Binding spell works (check the 
Devilish Staff members to see how it works) and three staff 
members are able to move, B'Looga should just attach vam
pires. Remember that there are fire hoses in the hallway to 
aid his water attacks. You can place a water fountain in this 
room if need be. After the vampires are all unconscious, 
B 'Looga will tum on everyone else, hence the penalty for 
messing with the Dimension of Ultimate Evil. Devilish will 
explain to the Heroes that at least $1500 worth of items that 
are only worth money due to popularity must be sacrificed to 
banish B'Looga to whence he came. 

Quick thinking Heroes who hear this will break into the 
Glamour Room demanding the three prize cards (worth 
$1600 total), or enough stuff can be stolen from the Dealer's 
Room to compensate. 

Heroes who decide to get the cards have to convince 
Rand Valley that Glamour isn't worth the destruction of the 
immediate area by an Astral Calf retrieve the third card. 
However, they can just beat him up and take it. If the Hero 
takes the card, a lot of Glamour gamers follow him to see 
what the ruckus is. They arrive wherever the Banishment rit
ual is going to take place. There will be much crying when 
the prize cards are tom up as the Wealth sacrifice for banish
ment. 

The vampires can be tied up or handcuffed and inter
rogated, but only Jennifer and Michael know who is really 
behind it all. Threatening harm to Jennifer or Michael will 
give a -1 CS Bonus to RV against the other in an 
Interrogation. Hunter will volunteer to help beat the crap out 
of them till they talk. 

The vampires will divulge their own weaknesses to 
silver, stakes, light, and sunlight. 
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Interrogating 
Michael or Jennifer 

1 RAP - So you stopped us. You know our goal? 
We wanted to get famous and powerful people under 
the vampiric sway. Then we could use them as our 
pawns. It would have worked too if it hadn't been for 
you and those Devilish gamers. 

1/2 RV - The BLURP was a ploy to attract more 
people under the vampiric influence. Morganna would 
have bolstered our fan base, and we would have had 
tons of vampire slaves. No, I don't know how to stop 
the vampirism; we 're all dead. We need blood every 
few days to sustain us. This life sucks, but I love the 
power that comes with it. 

Full RV - We were at Schnectady, and we sent 
those women to see you, Jean. We wanted you as one 
of ours, Hunter, and obviously you are, but you're 
somehow independent, not like the rest of us. And you 
heroes, we purposefully made Bob Winters invite you 
here just to get you into this room We thought we could 
take you, but you were more resourceful than we 
thought you would be. And yes, there's a leader. He's 
at the Revolting headquarters with the rest of the staff, 
all ten of them. 

Over RV - I've heard that if you slay the head 
vampire, you can turn us all back. It's Nolan. He was 
a fan who came to visit us, but we didn't know he was 
a vampire. Took us all down. No, we don't regret it. Jn 
fact, I love being a vampire. I don't recommend you 
go; you'll only get killed. Nolan is very powerful 

( _____ D_a_y_T __ h_re_e_E_v_e_n_ts_- _,_...-.I') 
The third day of the Convention has been cancelled due 

to the huge battle that took place in Room 201. All the fans 
of 'The X-Friends' and 'The Outer Zone' are disappointed. 
The Heroes are free. They can do whatever they want. If 
they believe the situation is resolved, let them. Continue the 
campaign against humanity in other conventions, finally 
resulting in a future vampiric assault on the Heroes. Or, 
maybe the Heroes are going to stop the vampires at the 
source. If this is true, continue with Revolting Assault. 
Allies that may be brought along include Morganna, Hunter, 
and the Devilish Staff, if they survived and were friendly. 
Hunter will go alone if no one else goes, and he will not ask 
anyone else to come along. He will fail alone. Hunter does 
not have a problem going with a group to Revolting Games. 

SC'ENARIO 

( lte~olting Assault ) 
.......... ---~ 

So the Heroes figured out that Revolting Games is 
· behind all this vampire hooey. The next logical step would 

be to fight them at the source. Well, Nolan wasn't prepared 
for this unless one of the lieutenant vampires got away to call 
him. There are 9 gamer vampires here and one more lieu
tenant vampire, as well as Nolan. It's up to you to design this 
battle. 

P Foll:o'Wnp Adven:tu~es ) \....._ ___ ___, 
If you wish to make this a series of adventures, you 're 

welcome to have a string of gaming conventions and 
BLURPS across the nation with real vampires involved. The 
Heroes have to infiltrate these games and rid them of the real 
vampires, but since everyone is acting like a vampire, how do 

Standard Awards 

Level of Opposition: 
Equal 20 

Critical Points: 
1 - Discovered rise in Bloodsucker Conununity 
Easy 1 
2 - Got at least Hunter, Morganna, or Devilish on the 
side of Players 
Seldom Fails 2 
3 - Banished Astral Calf of B'Looga if summoned 
Even Odds 3 
4 - Cleared the name of Whackem Games 
Seldom Fails 2 
5 - Decided to go to Revolting Games and 
Successfully Stopped the Vampires there 
Even Odds 3 
6- Destroyed Nolan, breaking the vampire curse 
Seldom Fails 2 

Area of Consequence: 
Large Portion of Country 4 

Severity: 
Pennanent Nonfatal 10 

Total Standard Award 47 

Note: If Morganna and/or Hunter are run by 
Players, reduce Critical Point 2 to Easy, and the 
Standard Award becomes worth 46 points. 
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you find the real vampires? After the original playtest of 
"The Game in the Game", the Players and GM invaded a real 
Live Action Role-Playing Game (a LARP) of a popular 
undead RPG. Taking the roles of the Characters played dur
ing the adventure, we signed up as undead and proceeded to 
determine who was a real vampire and who was just a gamer. 
The GM set the goal, being to simply enter a specific room 
that was kept off limits during the LARP. As Players, it was 
easier to feign our belief of being super-heroes (who were 
undercover as players in a BLURP) by taking the roles of a 
race of vampires believed to be "insane". Once the group 
made it to the back room, based on the role-playing involved, 
the GM doled out Hero Points. Our group publicly declared, 
"The game is over!", and we left. A fun time was had by all. 

( __ N_on_-_Pl_ay_e_r_C_h_ara_d_en __ ) 
Please note that many of the following NPCs have no 

Hero Points and most have no Hero Point Bases (because 
they are meant to be NPCs). This adventure assumes that 
since the Players are using beginning Characters, they do not 
have many Hero Points stored up. We recommend you use 
the "Balancing Combat" section found in the Blood of 
Heroes Rulebook, page 187, to assign Hero Points to the 
NPCs before your adventure begins. DO NOT wait until the 
last minute to do this as it will take at least an hour of prepa
ration and dice rolling. Note that Morganna and Hunter do 
have Hero Point bases and are made of exactly 495 points 
( 450 plus the Bonus 45). They can make perfect PCs in a 
pinch, but give away Morganna first. Morganna and 
Hunter's Hero Points amounts are left over Hero Points from 
their Character Creations, just like with the Guardians 
Characters. 

ical ''Gamer" 
Dex: 2 Str: 2 
Int: 5 WU: 2 
Inft: 2 Aura: 2 
Initiative: 9 

Skills (Choose ldlO): 

Body: 2 
Mind:2 
Spirit: 3 
Hero Poflds: 5 

Martial Artist (Techniques Bonus): 4D, Military Science: 
SD, Scientist: 5L, Weaponry: 4D, Charisma (Persuasion): 
4D, Thief: 4D, Artist (Writer): 4D, Artist (Musician): 4D, 
Artist (Graphics Designer): 4D 
Advantages (Choose ldlO): 
Gift of Gab, Local Hero (Gaming Community), 
Connoisseur, Connection (Mafia), Attractive, Language 
(Celtic and English), Ambidextrous, Sharp Eye, Double 
Jointed, Ultra Luck 
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Familiarities: 
Gaming, Computers 
Drawbacks (Choose ldlO): 
Socially Inept. MIA (Gaming), MIH (the second 
"Immortals" movie), MIF (Losing his Dice), Psychological 
Instability (Paranoia), Creepy Appearance, Strange 
Appearance, Unluck, Debt (-2 CS), Dark Secret 

Equipment: 
Felt Bag of Dice [Body: l , Friction Control: 1, Friction 
Control is Decrease Only, Friction Control has Area Effect, 
Friction Decrease may not be used for Movement nor on 
Inanimate Objects, Ammo: I, R#: 11, Cost: 2) 

Background: 
Alter Ego: King Soloquinn, Henry the Barbarian, 
Princess Elfie Fancyfeather, Julie 
Wealth: 0 to 15 
Motivation: Thrill of Adventure 
Occupation: Deep Fry Technician to Computer Industry 
CEO 

Powers and Abilities: 
Other than spilling a dice bag to make the floor slip

pery, a gamer doesn't have powers unless someone spends 
450 Hero Points to activate his previously unknown mutant 
power (GM Discretion). 

Roleplaying: 
The gamer loves to play games. They also buy lots of 

stuff from game dealers, scrounging to the bottoms of their 
pockets in order to pay for a new game that will only end up 
in the back of the closet. It will be read once and discarded. 
Gamers are strange people. During a battle, some will run 
and cower while others will stand around and watch. Some 
will even attempt to prove themselves, to the extent of pre
tending to be the person whose costume they are wearing. 
Some are inquisitive while others are introverts. Roleplay 
them appropriately for the situation. Starting Attitudes 
toward Heroes are anywhere from Suspicious to Enamored. 

A gamer typically wears a rock and roll or gaming 
industry t-shi.rt possibly promoting ConCON XII or an earli
er convention, or even a costume reminiscent of a super-hero, 
media personality, or alien. He always carries a dice bag and 
various books. 



Blood of Hero.es: Sidekick 

ical "Armcliair Na i'Oleon" 
Dex: 2 
Int: 4 
Intl: 1 
Initiative: 7 

Skills: 

Str: 2 
Wil: 1 
Aura: 1 

Body: 4 
Mind:2 
Spirit: 5 
Ht!ro Points: S 

Martial Arts: 4D, Weaponry: 4D, Military Science: 6, 
Charisma (Intimidation): 3 
Advantages: 
Scholar (War Trivia), Expertise (World War I) 
Familiarities: 
The Civil War, World War II 
Drawbacks: 
Socially Inept 
Equipment: 
.44 Magnum Revolver [Body: 4, EV: 5, Range: 5, 
Ammo: 6, R#: 3, Cost: 11) 
Bowie Knife [Body: S, EV: 3, Cost: 13] 

Background: 
Alter Ego: Barry, Larry, or Jerry Smith 
Wealth: 4 
Motivation: Thrill of Adventure 
Occupation: Various 
Marital Status: Various 
Group Affiliation: Association of Armchair Napoleons 
(AAN) 
Base of Operations: Various 
Height: 5'9" 
Weight: 2151bs 
Eyes: Green 
Hair: Black 
Age: 42 

Roleplaying: 
The "Armchair Napoleon" is the "old war-horse" of 

gaming society dedicated to the traditional board games and 
miniature battles of yore. They remember the times when 
role-playing games were few, and giant robot battles were 
many. These men generally (but not always) know more triv
ia than anyone else should about the Civil War and the 
"Avignon 9" television show. Some of the Armchair 
Napoleons shun society, having become paranoid in their old 
age. Many relish weaponry in all its forms and are constant
ly (and usually illegally) anned. They will bring up some 
obscure law no one has ever heard of to justify their ability to 

carry a concealed weapon 10. 
Napoleons are very adamant in their beliefs and con

stantly attempt (unsuccessfully) to push these beliefs on oth
ers. They abhor change and shun anything "new" unless it 
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has to do with technology. Others tend to be quiet. Starting 
Attitudes toward Heroes are anywhere from Hostile to 
Friendly. 

Usually larger than the average person, Armchair 
Napoleons can be found in all sorts of clothes but favor com
bat fatigues and carry black gun cases which hold their table
top miniatures, snacks, and, you guessed it, guns. 

~cal ''Securi Guard" 
Dex: 3 Str: 2 
Int: 2 Wil: 2 
Intl: 2 Aura: 2 
Initiative: 9 

Skills: 

Body: 3 
Mind: 2 
Spirit: 2 
Hero Points: 5 

Weaponry (Firearms, Melee Weapons): 4, Charisma 
(Interrogation): 4, Detective: 3, Martial Artist (OV, RV): 
3L 
Advantages: 
Area Knowledge (Local Neighborhood), Connection 
(Police, Low), Credentials (Security Police), Language 
(English) 
Drawbacks: 
Uncertainty, Minor Rage 
Equipment: 
.38 Revolver [Body: 4, EV: 3, Range: 4, Ammo: 6, R#: 
3, Cost: 9) 
Nightstick [Body: 3, EV: 3, R#: 3, Cost: 6] 

Background: 
Alter Ego: Tim, Jim, Moe, or Bob Jones 
Wealth: 4 
Motivation: Upholding the Good 
Height: 6' 
Weight: 240lbs 
Eyes: Brown 
Hair: Slicked Brown 
Age: 53 

Roleplaying: 
This guy is a pain in the butt and enjoys seeing others 

more aggrivated than he normally is. He loves to bust chops. 
His starting Attitude toward Heroes is Suspicious. 
Somewhat dumpy, the security guard is dressed in a bluish 
uniform with a small badge of "official-ness" pinned to his 
chest. Having already been hypnotized, he will dismiss any 
claims of vampires in the convention. 

10 Editors Note: The au1.hor is currently on a leave of absence from all convcmion auendance due 10 1hrea1s from the AAN, (Association of Anne.hair Napoleons.) If you 
see him, do not approach him with any visible bulges on your person. 169 



Str: 2 
WiJ:4 

Id; ! Aun:3 
liilllative: ~ 

Skills: 
Occultist: 6 
Advantages: 

BodJ::!li 
fflind;: 3 
~~~ 
'fem.Pol$: S 

Scholar (B'Looga Magic), Languages (English, Latin) 
Familiarities: 
Gaming, Computers 
Rituals: 
Summon/Banish Astral Calf of B'Looga [Dimension 
Travel: 9, Time: lAPs (8 sec.),$: 9APs ($1600), 
Restricts: Requires 5 or more spell casters, Only works 
on an Astral Calf of B'Looga, Only works to and from 
Earth and the Dimension of Ultimate Evil (-400 BC), 
Cost: 38] 
Bind Astral Calf of B'Looga [Control: 12, Time: OAPs 
(4 sec.),$: 4APs ($400), Restricts: Requires 3 or more 
Controllers, Only works on an Astral Calf of B 'Looga, 
Control uses up Dice Action and 1 Automatic Action (-1 
FC), Cost: 56] 

Background: 
Alter Ego: Ed, Ned, Fred, Jed, Josie, Posie, Weezie, and 
Bob 
Wealth: 2 
Motivation: Power Lust 
Occupation: Role Playing Game Salesperson and Part 
Time Occultist 
Marital Status: Variable 
Known Relatives: Variable 
Group Affiliation: Devilish Staff 
Base of Operations: Albuquerque, New Mexico 
Age: 22-48 

Powers and Abilities: 
Scholar in B'Looga Magic gives a Devilish Staff 

Member the Ritual Magic Scholar Bonus when using 
Summon/Banish Astral Calf of B'Looga and Bind Astral 
Calf of B 'Looga. Summoning takes 2 Combat Rounds, 
requires 5 active spell casters, and the sacrifice of one or 
more items of value garnered through fame. Binding takes 1 
Combat Round, requires 3 active spell casters, and the pow
dering of an onyx. The Devilish staff is prepared for any 
eventuality and already has the funds allocated to pay for the 
Summon and Bind Wealth Checks. They are willing to sac
rifice four mint condition first edition "Bodysnatchers" for 
the Summoning Wealth Check ($400 each) and smash an 
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onyx for the Binding Wealth Check. If an Astral Calf is 
Summoned, it must be Banished. Unfortunately, Devilish 
already sold the books that were supposed to be used for this. 
Quick thinking Heroes who hear that the sacrifice requires 
$1600 will break into the Glamour Room demanding the 
three prize cards. The cards must be torn up as the Wealth 
sacrifice. 

History: 
Devilish Games produces one of the best games on the 

market, "Song of the Bodysnatchers", a horror-based role
playing game. Players portray characters living in the world 
of "B" (meaning "not as good as first rate") movies, fighting 
undead horrors and movie monsters. It turns out that the 
Devilish staff also knows a little bit about real magic, and 
their premiere adventure, "The Blight of B'Looga", is actu
ally about their own experience of banishing a whale-like 
entity to the Dimension of Ultimate Evil. Through this situ
ation, the group learned how to summon, control, and banish 
a child of B'Looga. This is provided enough of the staff 
members are around at one time. 

Roleplaying: 
The staff members of Devilish are pretty easy to get 

along with, but they have an ultimate goal at ConCON. They 
will stop at nothing to have Morganna promote their product, 
protecting her at all costs and especially during the BLURP. 
They will defend her to the lengths of summoning and con
trolling an Astral Calf of B'Looga for her. A member's start
ing Attitude toward Heroes is Neutral. The 8 staff members 
at ConCON are of various shapes, sexes, and sizes. They 
wear various t-shirts promoting their product whose slogans 
include "Bodysnatcher High School" and the popular 
"B'Looga Kahlua". 

Stc:9 
WJk 13-

llifJ: 13 ~ta 
-Inftblfive1 as 

Powers: 
Aura of Fear: 5, Water Control: 10, Water Animation: 10, 
Weather Control: 8, Invulnerability: 20D, Growth: 3, 
Claws: 13, Flight: 1 
Bonuses: 
Growth is Always On, but Strength (above) does not 
reflect this. 
Advantages: 
Connection (B'Looga, High), Connoisseur, Lightning 
Reflexes, Scholar (B'Looga Magic), Sharp Eye 



Blood of Kemes: .Sidekick 

Drawbacks: 
Socially Inept, Strange Appearance, CIA (Grazing the 
Great Green Grass of Grabalaba) 

Background: 
Alter Ego: L'nqwwvn3ewe, (Z"4+7n)/0, Bill 
Wealth: 0 
Motivation: Power Lust 
Occupation: Evil Beastie 
Marital Status: None 
Known Relatives: B 'Looga and his Thousand Calf 
Brethren 
Group Affiliation: The Astral Calves of B'Looga 
Base of Operations: The Dimension of Ultimate Evil 
Height: Tall 
Weight: Tons 
Eyes: Black 
Hair: None 
Age: 500,000ish 

Powers and Abilities: 
An Astral Calf of B 'Looga is not as educated as its 

sire, B'Looga. 

History: 
The Undying Herd of Astral Calves grazes in the 

Dimension of Ultimate Evil, a subdimension of the Demon 
Dimension that lies 5 APs from the Earthly Plane (and 1 AP 
from the Demon Dimension). Astral Calves are not B'Looga 
itself but a spawn or child of the great beast. Their history is 
immense and would take a tome larger than this one to relate, 
so for the sake of space, we won't divulge it. B'Looga itself 
is trapped inside a comet, banished there by ancient 
Atlanteans. 

Description: 
An Astral Calf of B'Looga looks just like B'Looga, a 

large, squat, bluish, overweight humanoid with short and 
stumpy arms and legs. Instead of a head, there is what looks 
to be a beluga whale whose mouth is filled with sharp and 
pointy teeth. The body of the whale is merged with the torso; 
its enormous tail protrudes out the back to form wings, and 
if he weren't so real, one would believe it to be a man in a 
large rubber suit. B'Looga and every member of its Undying 
Herd look identical, except that B 'Looga is much bigger. His 
starting Attitude toward Heroes is Personal Vendetta. 

Roleplaying: 
The Astral Calf of B' Looga does not enjoy leaving its 

home dimension and the sanctity of the Pastures of 
Grabalaba. It will go on a rampage unless controlled or until 
it finds some Grass of Grabalaba to graze upon. The Calf 
will attack whoever is closest until its needs are satisfied, or 
he is controlled, restrained, or banished. Calves of B 'Looga 

are uneducated and fairly stupid in comparison to the mighty 
B'Looga itself. 

BOBWINTEB 
Des:: 2 Str. 2 
Int: 4- 'Wll: 2 
lnfl:3 Aun:3 
-Initiative: 9 

Skills: 

Body: 2: 
Mind·: 2 
spjdt: 2 
Bero Points: s 

Military Science (Field Command): 5, Detective (Police 
Procedures): 5 
Advantages: 
Leadership, Scholar (Glamour Card Game, Convention 
Coordination), Connoisseur 
Familiarities: 
Hotels, Gaming 

Background: 
Alter Ego: Robert, Lord Fannypants 
Wealth: 6 
Motivation: Thrill of Adventure 
Occupation: Game Convention Coordinator 
Marital Status: Single 
Known Relatives: Parents (Edith and Archie) 
Group Affiliation: Gamers Inc. 
Base of Operations: Indiana 
Height: 5' 11" 
Weight: 234 lbs 
Eyes: Green 
Hair: None 
Age: 37 

Roleplaying: 
Throughout the adventure, Bob is under the hypnotic 

spell of Jennifer Sococo to just "blow off' any strange hap
penings. He will not want the convention ruined by any 
mishaps, so he will dismiss them. Bob is basically taking 
this convention "off' allowing his employees to run the con
vention. Instead, Bob will run the Glamour tournament. 
Anyone who knows Bob will mention that this is not typical 
of him. He is a nice guy but will be standoffish for no rea
son. He dismisses claims of vampires in the convention as 
overactive imaginations. There sure are a lot of overactive 
imaginations at sci-ti conventions. 
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Stn3 
Wll;2 

Inn: 3 Aura: 3 
Inlda'th:e: U 

Powers: 

8®1:2 
~(}:2 
Sphiw 3 
Hero Points: S 

Vampirism: 4, Invulnerability: 4D, Hypnotism: 3, 
Jumping: 2, Invisibility: 8 

Limitations: 
Vampirism has No AV, No Range, and is Lethal. 
Invisibility is for Sight and only works against Machines 
and Mirrors (-1 FC). 

Skills: 
Martial Artist: 4, Acrobatics: 6D, Artist (Acting): 4 

Advantages: 
Lightning Reflexes, Vampire Advantage 

Familiarities: 
Gaming, Computers 
Drawbacks: 
Fatal Vulnerability (Sunlight (Common), OAPs), Fatal 
Vulnerability (Holy Water (Rare), OAPs), Gradual Loss 
Vulnerability (Physical and Mental Attributes after every 
16 APs of time (2 days) without using Vampirism), 
Attack Vulnerability (Light, -3 CS), Attack Vulnerability 
(Silver, -3 CS), Attack Vulnerability (Wooden Stake 
through Heart (+2 CS Trick Shot), -4 CS), SIF (A 
Strongly Presented Holy Symbol), SIH (Garlic), Creepy 
Appearance, Cannot Heal (Powers Only) 

Background 
Alter Ego: Variable 
Wealth: 3 
Motivation: Thrill Seeker 

Powers and Abilities: 
Not every one of the gamer vampires has Martial 

Artist; as a GM, you decide who does and who doesn't and 
adjust Initiative accordingly. A "Strongly Presented Holy 
Symbol" means that the bearer of the symbol truly believes 
in what it symbolizes. This is a GM judgment call. 
Invisibility simulates the ability to not be detected in a mir
ror or mirror-using device. Such a device can pick up the 
actions of a vampire (such as lifting an item). 

As established in the adventure, slaying Nolan the head 
vampire will tum all lesser vampires back to normal. Don't 
ask why Nolan isn't normal because his predecessor is obvi
ously dead. Just nod your head, smile, and agree. This is 
what is known as a "Plot Device". It's something used to 
"fudge" an effect that need not be put down in game terms. 
I'm sure it could be put down if you tried really hard, but 
actually spending time thinking it out only proves that you 
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stood df ffer-oes: Sidekick 

have too much time on your hands. I know, I wrote this 
adventure. 

Roleplaying: 
Hiss. Snarl. Growl. Roll dice. That's what these 

guys and gals do. They'll talk, they know all the rules to 
Bloodsuckers, and they're really good at pretending to be 
pretending to be vampires. Their starting Attitude toward 
Heroes is Friendly if the Hero's request enhances the 
Bloodsucker plan in any way. Otherwise, the vampires will 
be Suspicious, knowing that the Hero will soon be turned. 
He wears "goth" styles and has real, sharp, pointy teeth. He 
may even wear a t-shirt with a rock group, comic character, 
or game company logo on it. These vampire gamers have 
traded their dice in for live role-playing. Most of these vam
pires know that the Revolting Games people are in charge of 
the vampires at the convention. 

~ 7 S.tr:S: 
Int: 6 Wif:· ti 
lrill: ~ Aura: j 
lnitfati'Yet 41 

99: 7 Sir:S 
1nt:6 wm i 
lll8: 6 .Allra: c6 
lnitfatke ~ 

Powers: 

804Y~:(!) 
Mind:,6 
Spint:6 
Bero Points: ~ 

BQ!l)\': ei 
Mtiid:,6 
Sflrit: 6: 
'Hero Potnts-: 21 

Claws: 6, Vampirism: 10, Jumping: 2, Hypnotism: 12, 
Invisibility: 8, Invulnerability: 6L, Tracking Scent: 6L, 
Shape Change: 6 

Bonuses: 
Hypnotism does not alert victim of a failed Hypnotism 
attempt (+1 FC). 

Limitations: 
Vampirism has No Range, No AV, and is Lethal. 
Invisibility is vs. Sight and only works against machines 

and mirrors (-1 FC). Shape Change is into Vampire Bat 
form only. 

Skills: 
Charisma (Persuasion): 8, Thief (Stealth): 6, Martial 
Artist (AV, EV, OV, RV, Techniques): 6, Acrobatics: 7, 
Military Science: 6 

Advantages: 
Lightning Reflexes, Scholar (Gaming), Scholar 
(Computers), Leadership, Attractive, Vampire 



Advantage 

Familiarities: Vampire Lore, Gothic Lore, Wiccan 

Society 
Drawbacks: 
Fatal Vulnerability (Sunlight (Common), OAPs), Fatal 
Vulnerability (Holy Water (Rare), OAPs), Gradual Loss 
Vulnerability (Physical and Mental Attributes after every 
16 APs of time (2 days) without using Vampirism), 
Attack Vulnerability (Light, -2 CS), Attack Vulnerability 
(Silver, -2 CS), Attack Vulnerability (Wooden Stake 
through Heart ( +2 CS Trick Shot), -4 CS), MIF (A 
Strongly Presented Holy Symbol), SIH (Garlic), Creepy 
Appearance, Cannot Heal (Powers Only) 
Equipment: 
Silver Rapier [Body: 6, EV: 4, Cost: 18] 
Whip [Body: 4, Str: 4, EV: 4, Stretching: 2, Cost: 23] 

Background 
Alter Ego: Mike and Jen 
Wealth: 6 
Motivation: Thrill Seekers 
Occupation: Game Designers and Lackeys 
Marital Status: Married 
Known Relatives: None 
Group AftUiation: Vulv Vampires 
Base of Operations: Punxsutawney, Pennsylvania 
Height: 6'3" I 5'7" 
Weight: 230lbs I l 25lbs 
Eyes: Red 
Hair: Brown I Blonde 
Age: 32 I 31 

Powers and Abilities: 
As vampires, this duo is more powerful than the rest 

of the gamer vampires but not as powerful as Nolan himself. 
They can even tum into Vampire Bats. Vampire Bat statistics 
included below, but remember to add the APs of Shape 
Change to the Attributes. 

History: 
Michael and Jennifer met in college as writers and had 

the same software design classes. They were married a few 
years later and founded Revolting Games. Their first game, 
"Revolt!" was a small success, and since neither wanted to 
have top billing, it was written under the pen name of Larry 
Jackstein. Jennifer originally came up with the idea for 
"Bloodsuckers" after reading a few Andy Noodles vampire 
novels. Michael developed the gaming system, and they put 
it together as a best seller. Soon after, they began work on a 
live version, but Nolan attacked Revolting Games about then, 
and the rest is Jost to history. These two know that killing 
Nolan will restore them, but they can't bring themselves to 
do it. 

Description: 
Michael is a big, brawny man skilled in fighting and 

tactics. He has a short beard and long brown hair tied in a 
single ponytail. Jennifer is lithe with shorter blonde hair. 
The duo are unnaturally attractive, a side effect of the vam
pirism. The two of them are clad in black leather and have 
various appendages pierced. Michael carries a silver rapier, 
and Jennifer holds a long, leather whip; and they know how 
to use them. 

Personality: 
These two are overconfident but will protect one 

another at all costs, even if it means forsaking Nolan and the 
rest of the Vulv clan. Neither will let anyone kill the other. 
Their natural skills and attributes have been enhanced by the 
vampirism, and they aren't loath to use them. Michael is 
more likely to attempt a frontal assault leading a group of 
vampires, while Jennifer is stealthier, attempting to tum her 
enemies against one another using hypnosis and hiding as a 
vampire bat. 

i.reBat 
~:x:: 3 Stt~O 
lnl:: r W'il: 1 
Inll: 1 Aura: 0 
lnitiativ.e: Si 

Powers: 

~}~ 
Min'd: .1 
Spirit: l 
HerQ Points: 9 

Claws: I, Vampirism: l, Thermal Vision: 2, Flight: 3, 
Shrinking: 7, Sonar: 3 

Skills: 
Accuracy (Vampirism): 3 
Limitations: 
Vampirism has No Range, No AV, and is Lethal. 
Shrinking is Always On. 

Description: 
A brownish bat, normally located in Central and South 

America, the Vampire Bat has a body length less than three 
inches, a wingspan of about eight inches, and weighs approx
imately one ounce. They require about two tablespoons of 
blood a day. They typically gain blood by using their teeth 
to attack their prey, generally cows and horses. 
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De~: 8 SQ!:'(! 
Int: 8 WU: 7 
1Dfl:8 Aora~7 
lolfta'tlve: 2':6 

Powers: 

Body;: ltl 
Mind:7 
SRliilt: 7 
Hero Eolnts: 35 

Claws: 8, Varnpirism: 14, Jumping: 4, Hypnotism: 16, 
Invisibility: 10, Invulnerability: 1 OL, Tracking Scent: 8L, 
Shape Change: 10 
Bonuses: 
Hypnotism does not alert victim of a failed Hypnotism 
attempt (+1 FC). 

Limitations: 
Vampirism has No Range, No AV, and is Lethal. 
Invisibility is vs. Sight and only works against machines 
and mirrors (-1 FC). Shape Change is into Vampire Bat 
fonn only. 
Skills: 
Acrobatics: 7, Charisma: 7, Thief: 7, Artist (Writer): 7, 
Occultist: 3 
Advantages: 
Iron Nerves, Lightning Reflexes, Sharp Eye, Languages 
(All), Scholar (Games), Scholar (Vampire Lore), 
Leadership, Vampire Advantage 
Familiarities: 
History, Civil War, 
Drawbacks: 
Fatal Vulnerability (Sunlight (Common), OAPs), Fatal 
Vulnerability (Holy Water (Rare), OAPs), Gradual Loss 
Vulnerability (Physical and Mental Attributes after every 
16 APs of time (2 days) without using Vampirism), 
Attack Vulnerability (Light, -1 CS), Attack Vulnerability 
(Silver, -2 CS), Attack Vulnerability (Wooden Stake 
through Heart ( +2 CS Trick Shot), -4 CS), MIF (A 
Strongly Presented Holy Symbol), MIH (Garlic), Creepy 
Appearance, Cannot Heal (Powers Only) 

Background 
Alter Ego: Nolan 
Wealth: 8 
Motivation: Power Lust 
Occupation: Vampire 
Marital Status: None 
Known Relatives: None 
Group Affiliation: Vulv Vampires 
Base of Operations: Punxsutawney, Pennsylvania 
Height: 5' 11" 
Weight: l 76lbs 
Eyes: Red 
Hair: Black 
Age: 225 
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Bto'Od of Heroes: Sidekick 

Powers and Abilities: 
Nolan is very powerful and can even turn into a Vampire 

Bat. Remember to add the APs of Shape Change to the 
Vampire Bat Attributes as appropriate. 

History: 
Nolan was born near the beginning of the American 

Revolution. He became obsessed with games, a passion that 
led him to Europe and the dark alleyways where danger 
lurked. The young man was only twenty-three when a group 
of hungry Vulv vampires captured him and turned him into 
one of the flock. The rest of his history is listed in the intro
duction. 

Description: 
Pale and dressed in black shiny leather, Nolan has 

many body piercings. He is very well groomed for a living 
dead; his black hair slicked back and his gleaming white 
teeth polished. Nolan wears the darkest of shades and has 
bright red eyes when he wants to. 

Personality: 
The acquisition of vampires under his sway and his 

mental aging has adversely affected Nolan. He no longer 
wants to sit on the sidelines and is developing a mentality 
more like the Vulv elders who so foolishly led the flock to its 
doom. He is a leader for the moment but is quickly losing 
competence. Nolan is fiercely overconfident but will always 
rely on his troops to do the dirty work. Like unto the most 
evil of conquerors, Nolan will gloat and explain his plans of 
conquest to anyone who will listen, especially a tied-up 
Hero. 

Dex: 7 Str:S 
Int:6 Wit 6 
lnft~ 5 Anni! ~ 
In16ativ.e': 2-0 
Poiil'f B'aw. 45G HP 

Powers: 

Bndy:.5 
Mlnd:,5 
Spirit: 4 
Hero POOits~ 3~ 

Vampirism: 10, Jumping: 2, Hypnotism: 8, Invisibility: 6, 
Invulnerability: SL, Tracking Scent: 6L 

Bonuses: 
Hypnotism does not alert victim of a failed Hypnotism 
attempt ( + 1 FC). 
Limitations: 
Vampirism has No Range, No AV, and is Lethal. 
Invisibility is vs. Sight and only works against machines 
and mirrors (-1 FC). 
Skills: 
Accuracy (Vampirism, Perception): 8, Acrobatics: 7L, 



Artist (Actor): 6, Thief (Stealth): 7L, Weaponry (Melee, 
Fireanns): 7L 
Advantages: 
Iron Nerves, Lightning Reflexes, Local Hero (Fan Club), 
Sharp Eye, Language (English) 
Familiarities: 
Space Voyagers Lore, Vampire History, Disguises 
Drawbacks: 
Fatal Vulnerability (Sunlight (Common), OAPs), Fatal 
Vulnerability (Holy Water (Rare), OAPs), Gradual Loss 
Vulnerability (Physical and Mental Attributes after every 
17 APs of time (5 days) without using Vampirism), 
Attack Vulnerability (Light, -2 CS), Attack Vulnerability 
(Silver, -3 CS), Attack Vulnerability (Wooden Stake 
through Heart (+2 CS Trick Shot), -4 CS), Secret ID, 
Limelight, SIH (Vampires), MIF (A Strongly Presented 
Holy Symbol), SilI (Garlic), Creepy Appearance, Cannot 
Heal (Powers Only) 
Equipment: 
.45 Automatic [Body: 4, EV: 4, Range: 5, Ammo: 7, R#: 
3, Cost: 10] 
Silver-tipped .45 Ammo [Body: 2, Cost: 3] 
"The Mu'kluk" -A Silvered Letgo Ceremonial Blade 
[Body: 6, EV: 6, Cost: 21] 
3 Rosewood Stakes [Body: 3, EV: 3, R#: 5, Cost: 5 
each] 

Background: 
Alter Ego: Jean Claude Jones, Captain Jim Pike of the 
Star Cruiser Forever 
Wealth: 9 
Motivation: Seeking Justice 
Occupation: Ex-Television Star, Vampire Hunter 
Marital Status: Single 
Known Relatives: Pierre and Louise (Parents) 
Group Afllliation: None 
Height: 6' 1" 
Weight: 204 lbs 
Eyes: Red 
Hair: Brown 
Age: 34 

Powers and Abilities: 
It turns out Hunter has a mutant power, which is a nat

ural affinity to the vampire affliction. This strange, unprece
dented power allows him to act as a solo agent, leaving the 
possibility open that others can acclimate naturally to the 
vampire life as well. 

History: 
Jean Claude was discovered in a little Chicago bistro 

performing in a small production of "The King and I" as "Sir 
Edward Ramsay" . He'd been a long time fan of the classic 
Space Voyagers series, sometimes even dressing as a classic 

"Letgo" and following their fictional ways. An accomplished 
actor with extensive knowledge of the show, Jean was a shoe
in for lead actor of "Space Voyagers: The New Wave." His 
role was as Captain Jim Pike of the Starship Forever and he 
become an overnight celebrity, a five-year media sensation, 
which unfortunately ended with his death. 

After delivering a gripping speech at a sci-fi convention 
in Schnectady, NY, Jean Claude arrived in his hotel room to 
discover a couple of delectable young gothic women waiting 
for him. Having had this happen before, the unattached Jean 
easily gave in to their wiles, but this time was different. The 
women were Vulv vampires who were sent by Nolan. They 
seduced Jean and drank his blood, the act triggering Jones's 
previously unknown mutant power. He fought back and 
destroyed one vampire, but the other got away and reported 
back to Nolan. Delirious from blood loss, Jean Claude fell 
unconscious and "died". A few nights later, the former star
ship captain clawed his way from the grave, craving 
vengeance. 

With the world believing him dead, Jean Claude adopt
ed the name of "Hunter" and researched his prey. ConCON 
is where he correctly believed the vampires would strike 
next, so Hunter hid himself, ready to appear when the time 
was right. 

During the Convention, if anyone asks around about 
Jean Claude's murder, there is a chance Hunter will hear of 
this. Under his cloaked disguise, he will pay a young girl a 
few dollars to approach and tell the Hero that he "should go 
to the BLURP if he wants some answers on Jones". The teen 
will have no idea what this means and will have no other 
information. She will readily mention that the man who 
approached her handed her five dollars, told her what to say, 
and then walked away with a strange bladed weapon 
strapped to his back. She can point the weapon out as a 
Letgo Ceremonial Blade, if one is shown to her. Hunter will 
be nowhere to be found. 

Description: 
Jean has taken to wearing a hooded black cloak and 

constantly disguises his noticeable features (using his Acting 
Skill). He has grown a moustache and thickened his eye
brows. Hunter constantly carries a silvered Letgo 
Ceremonial Blade, useful for fighting vampires and a replica 
of the blades used by the alien "Letgos" in the Space 
Voyagers series. Jean learned the Letgo fighting techniques 
during his run on the series, becoming quite an expert, a fact 
almost every fan knows. 

Personality: 
Hunter is a Vampire with a good heart, and due to his 

mutant power, he is unaffected by the lust and control of the 
Vampires. He hates them with a passion for ruining his life. 
Unless he knows they are after the Bloodsuckers, Hunter's 
Attitude toward the Heroes is Hostile. 
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' SCENARIO 
..... 

, 
I MORGANNA 

Dex: 5 
Int: 5 
Intl: 8 

Str: 3 
Wil: 5 
Aura: 6 

Initiative: 19 
Point Base: 450 HP 

Skills: 

Body: 4 
Mind: 5 
Spirit: 7 
Hero Points: 15 

Occultist (Create Artifact, Occult Knowledge, Ritual 
Magic): 8L, Charisma (Persuasion): 6L, Martial Arts (EV, 
RV, Techniques): SL 
Advantages: 
Language (English), Attractive, Expertise (Darkness 
Magic), Insta-Change, Local Hero (Fan Club), Scholar 
(Psychoanalysis) 

Familiarities: 
"B" Movies, Voodoo History 
Drawbacks: 
Debt (-1 CS), Secret ID, SIF (Using Magic during Dark 

of Moon), SIA (Goth Lifestyle), Limelight, SIA 
(Showing Off) 
Equipment: 
Pendant of Protection [Body: 2, Reflection/Deflection: 
6, Limitation: Reflection/Deflection vs. Mystical Based 
Attacks only (+0 FC). Cost: 16] 
Rituals: 
Black Attack [Darkness: 8, Time: OAPs (4 sec.),$: OAPs 
($25), Restrict: Can only be cast after the sun has set and 
before it rises, Cost: 22] 
Creature Feature [Shape Change: 8, Time: 4APs (1 
min.), $: 6APs ($1500), Restricts: Must be holding a 
token (piece) of the target creature, Only Creatures of the 
Night (Bat, Wolf, Owl, Cat, etc ... ) (-2 FC), Cost: 24] 
Fright Night [Aura of Fear: 6, Time: 2APs (16 sec.), $: 
6APs ($1500), Restrict: Must be wearing leather clothing, 
Cost: 13] 

Background: 
Alter Ego: Margaret McCoy or Mags, never Maggie 
Wealth: 8 
Motivation: Thrill of Adventure 
Occupation: Late Night Hostess 
Marital Status: Divorced 
Known Relatives: Kimberly (Younger Sister), Eric 
Leflue (Ex-Husband), Granny (deceased) 
Group Affiliation: Actor's Guild 
Base of Operations: Hollywood, California 
Height: 5' IO" 
Weight: l 851bs 
Eyes: Bright Green 
Hair: Short Red or Long Blonde Wig 

Age: 29 

Bleed of Heroes.: Sidekick 

Powers and Abilities: 
Morganna is not publicly known for casting spells, but 

Mags has a pendant against magical attacks. She has a few 
tricks up her sleeve that she typically uses when she turns the 
lights down. 

History: 
Born and raised in the hills and hollows of Kentucky, 

Mags' (she hates Maggie) had a youthful fascination with 
dark and scary things. This worried her parents, both trained 
psychologists, but delighted her mystical Cajun granny, who 
taught Mags the ways of darkness. Before completing her 
training, poor granny died under mysterious circumstances. 
Mags' parents placed her into college to get a formal educa
tion with a major in psychology, but she wasn't interested. 
Mags left Kentucky to seek her fortune, her "natural endow
ments" and oral talents allowing her to become a Late Night 
Gothic Hostess of B-Movies 11. Lurking under the guise of 
"Morganna, Mistress of the Night," she helps bring dark and 
horrifying entertainment to millions worldwide. Her ex-hus
band Eric, is a real creep, but the courts settled in his favor so 
she owes him alimony. 

Description: 
Morganna drapes herself in black clothing and tight 

leather, emphasizing her already over-endowed chest and 
naturally pale skin. She's rarely seen out of this "gothic hor
ror" look that she loves so well. A long blonde, "Swedish" 
wig covers her short, red hair. She typically carries a whip 
but just for show, much to the chagrin of her fans. In her day 
to day guise, Mags wears flannel shirts and jeans but con
stantly dreams about the leather she wears as Morganna. 
She's incredibly attractive in both of her alter egos. 

Personality: 
In her show persona, Morganna is the fantasy of every 

drooling young boy. She is extremely sweet and flirtatious 
on television but is quite intelligent and knows her show per
sonality is an act. Morganna rarely gets carried away with a 
situation she cannot handle. Personally, Morganna could 
care less about the Bloodsuckers game, though she tolerates 
it only because her agent, Bernie, says it will be good pub
licity. If she had a choice, Mags would much rather work for 
Devilish as a spokesperson, since she is genuinely interested 
in their Song of the Bodysnatchers game. Morganna acts 
bored all throughout the BLURP, reciting her memorized fed 
gothic lines and performing her assigned "Finger of Death" 
and "Aura of Lah Dee Dah" tactics with little amusement 
(see Bloodsuckers Live! Sample Kit). If she is in battle, 
Morganna will definitely not shy away from anyone who 
helps her, but she will attempt to mask her own abilities to 
hide her true knowledge of the occult. Mags' Attitude toward 
her fans and the Bloodsuckers is Friendly, but unless they are 
fans of any sort or are attempting to save her, she is under-
standably Suspicious of Heroes. ~ 

11 Please note Mags' APs of Persuasion. That is what we mean by '"oral talents"'. Think anything else and Morganna's gonna cast a Diminution Ritual on 
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Bloodsuckers Live!™ 
Sample Kit 

Author: Larry Jackstein 12 

Technical Advisors: Michael and Jennifer Sococo Publisher: Revolting Games 
Special Thanks to: David Anderson, Ricardo Miller, Bud Hart, Pierre Koonie 

'Ifie premise of '.BfoodSudps LivefTM is tlie same as tlie stantiara '.Bfootfsud:.ers gamei it is an attempt to l(eep one)s '.Bfootfsuc~r entertainetf in. tlie afterlife. '11iat's it. 'Ifie aftedife) as aescri6etf in tlie '.Bfoo~rs™ Main fl(u!e6oo~ is a worU of aepression) a arearg fi.fe wliere evergone) for some get ~fainetf reason, must en.jog (jotft. .9ls alwags, L"]er tlie 'rlife OneT~ Lora of tlie '.Bfootfsuckps, fias tfec.reetf tftat no '.BfootfsucK:.er sliaf£ liave ang entertainment. 'Well; we s/ia[( see, won)twe? 

Character Creation 
.9ls witli a(( games, gour '.Bfootfsuckp is representetf 6g fier statistics. '.Base gour '.BfootfsucK:.er on goursefj, ~cept tliat gour statistics wi(l now 6e on pape1i antf gou liave a '.Bfootfsuc/(er-esque tlieme to your Cife. So may6e it's not gou, 6ut gou 6ougfit tliis '.BfootfsucKµs LivefTM Sampfe 'l(jt, so it just migfit. Start 6y picf\Jng a !!{ace to tfetermine lf)epression Points, tfien purchase attri6utes. 

Races 
Just (ik:g. in tlie stantfara '.Bfoorfsuc~rs™ game, '.Bfootfs~rs Live/TM cliaracters aren)t just vamps. 1'ou can. 6e ang num6er of tfepressing entities u~ wolVies) gfiou(ies) gliosties, 6oogums, or even pfain oU tfepressing fiumans. If someone attempts to aiscover wfio !JOU are 6g using tlie Figure power in game antf gou tfon)t wisfi to 6e aiscover~ tli.eg must ma~ a Match against gou. If slie wins, gou must give tlie sign of your appropriate race pfacetf against your forefzeai. If you win tlie Match) gou may pie/( any race you wisfi anti give tftat sign or none at af£. 'lftere reaf£g is no aifference 6etween tlie races. 9{g, we mean. it. OX some can 6ecome aifferent tfiings using tlie Transferm powe9 antf tftose clianges are listea in tlie '.BfootfsucK:.ers™ Main. fl(u!e6ooR:, 13 

Bloodsucker Society 
'Use tfie same societies outBnetf in tlie '.BfootfsucK:.ers Main. fl(u!e6ook.: 14 

Depression Points 
.91.fso /qwwn as DPs, Depression Points represent a '.Bfoo~r's state of mini. f4f[ '.Bfoo~rs start out witli 2a10 Depression Points plus tlieir Racial Modifier to purchase attributes for Matches. 'l1i£ more DPs a cliaracter fias, tfie more aepressea fier life is. Jler goal is to ri.tf herself of aepression. 6g throwing fiersefj into a life of aepression.. !figfit fire wit/i fire, 6ut ma~ sure you tfon1t go over 20 DPs auring tlie game or else gour cliaracter succumbs to compfete anti utter aepression, anti sfie cannot 6e pfayetf untiC tlie Ttel(J: game. 

Race Mod 
Vamp 
Wolvie 
Ghoulie 
Boogum 
Ghostie 
Human 

Hand 
+10'.IYP 
+8 'lY.P 
+6 'lY.P 
+4 '1YP 
+2 'lY.P 
+O'lY.P 

Sign (to be placed against forehead) 
Ma~ a fist. 'eyntf tli.um6 antf intfocftnger to form a ·~· sliape. Ma~ 'Vamp sign on eadi liantf antf toucli tlium6 tips to form a 'WW'. Curve 'Vamp sign into a ''C'' sfiape. 
Af~ qfioulie sign witli eacfi lia~ antf pface against eadi otlier to form '0" sfiape. Ma~ (jfioulie sign witli eacfi lia~ anti cross tliem over eacfi otlier. Ma~ 'Vamp sign on eadi lia~ tlien ti[t aruf toucli tfwmfi tips to form a giant '91!'. 

recommend that the Bloodsuckers Live!™ rules actually 
i n involved in playing Bloodsuckers Live!"''· Pulsar G'.1mes d~ not . • e books out there on the market that you 

- 12 Due to the creepy physical contact and self dcgradat o c' re sure there are other •non-fic11onal Live Gothic-theme gam ··-" d of the Bloodsuckers 
L. ,,.... ame lf it does become necessary, w . al ·ritual damages incw•~ ue to use 

be used for a real Bloodsuckers 1ve. g ·. . G In tal<es no responsibility for any physical, ment • or sp1 
. t d of Bloodsuckers Livc!T"' Pulsar runes c. 

can purchase to use 1ns ca 



Attributes 
J7l.ttri6utes come in tliree types, 'Botfy, !:Mitul antf Personal is 'Boay costs 1 'lY.Pi !:Mina costs 2 'lY.P; Personal costs 3 

'1:1.P. rz1re 11Wre you liave tfze 6etter c.lianc.es tfie c.liaracter lias of surviving. 'You am only pick._ eacfi J7l.ttri6ute once. 'I:acli 

J7l.ttri6ute fias a short tfescription for tfie. uneaucatei. J7l.tftf your own J7l.ttri6utes if !JOU wi.sft to. Tfrey are usetf for !:Matches 

(tfescri6ea fater). 

Body Attributes - Used for description and power; 

Cost: 1DP 

Mind Attributes - Used for strategy and tactics; 

Cost:2DP 

Come[y- 'We(( groometf 

1>iseasea - :Jlas open sores 

'Emaciatetf - Inconceiva6Ey tfzi.n 

'Eminent - 'b(freme[y ta([ in stature 

'.fat - OVerweiglit 
'.f/£;d6fe - 'Bentfa6fe 

'.fragrant - Overpowering{y smel[y 

:Jlai'!f - '.fuzzy 
:Jleroin-Cliic - 'Iliin witli tiretf eyes 

:Jlantfsome - (jootf fookjng 

:Jlaray - Strong 
Luscious - OVerEy liantfsome to Se:>\!f 

~;ijous - Otforous 

S/(anf::}j - Luscious to point of tfisgusting 

Slovenly - ~t groometf 

'llerticaffg C/iaffengetf - Short 

'lloluptuous - OVer-etufowetf 

'Wimpy - 'Weal( 

'Brain-aeatf - 'U.nconscious wfien conscious 

'Buggeretf - 'Despica.6fe in tft.ouglit 

Certijia6fe - Cunicaf{y 
Cftipper - :Jlapp!J to point of annoyance 

(jay - :Happier tlian Cfiipper 

(jotli - (jerman Who overran !l{oman 'Empire 

<;;rim - 'Deatli 6ringing 

:Jlomy-S~lfg frustratetf 

!:Mootfg - 'Darf.:... witli c.lianging personauties 

Serentfipituous - 'Easily ~dtetf 
Sporty - Instinctive 

Super <jotli - <jotli enougfi. to tfepress otfzers 

Super-tfe-'Duper <jotli - Inconceiva6Ey tfepressing 

Personal Attributes- Used for speech and oral interaction; Cost: 3 DP 

Cool - Slick._ in act 

'De6onair - Smootli taf{\f.r 

'Despica.6fe - 'Dastartfly 

'.fruity- J7l.6fe to pick._ out curtains 

Jrompg - Out of aate 
.Loquacious - Talkative 

Ostentatious - Pretentious 

Pliat - 'l(f,wfer tlian coo{ 

Poutica{(y Incorrect - Offensive witft wortfs 

Popufar - 'Desira6fe to 6e arountf 

Posfi - '.fasfiWna6fe 

Pretentious - Ostentatious 

Scantfa!ous - !Morally offensive 

Sensitive - 'Wliiny 

13 So "wing it", Gamemasrer. 
14 Yes we' · 
. · re copping out on Socierics. You want to make · · ~ • 

nifty Gorhic names like • Allrrekkians; "Slobberntu" and •v!:~:~a;~:1i!~'!~~:~::~u~~~ecl in the world of another RPG? Go ahead !lnd have fun with it. Make clans using 

; 

: 



Matches 
!Matclies are contests of wiffs. 'Ifieg can 6e Body, Mind or Personal 6ased. Matches are comparisons of Attributes. 'Ifie attacker 6egins 6y cfwosi.ng an Attribute atuf stating, "I'm more !A'lTJU'13'll.TE tfian you are." 'Ifie tfe:jetufer then cfwoses one or more opposi.ng attri6utes atuf respotufs witfi., 'WelL; I'm more !A'lTJU'13'll.TE, so there." If tfze attacker wisfzes, sfze can ''one up" fzer opponent witli. yet another statement of attri6ute, anti tliis e;#zange continues until tlie combatants stop. !Kµp trac{ of tlie '1Y.P costs of tlie !Jlttri6utts use/j Body costs 1, Mind costs 2, an/Personal costs 3. Compare tlie DPs spent 6y eacli pfayer. 

'Ifie secotuf part of tlie !Matcli is a tfium6 wrestung diaffe.nge. 'Wlioever spent more DPs may use tlie tiifference in DPs as ''sneafc. attacK/' tfuring tlie tfr.um6 wrestung, a 2 out of 3 conttst of tfwm6 power witli only tlie snea{ attac~ tfictatetf 6y attri6ute et(J'ense. 
7or el(ample: Sue 'Ellen tlie 'Woifi.e. instigatts a Match against '13if£ tlie (jfwufie 6y stating, "I'm more ostentatious than you are." '13if£ Ii.as no Personal !Jlttri6utts left, so fze uses four 'Botfy !Jlttri6utts instead. ''On yeali? 'We£L; l 'm more 'Emadatetf, SK!infqf 1 :Heroin-Cli.ic atuf 9{_,ajous tfian. you, so there." Sue tfecitfes not to one up '13if£. '13if£ spent 4 DP atuf Sue spent 3, so '13if£ gets 1 snea{ attack in tlie tliumfi wrestfing tfiat ensues. 'Wfwever wins tlie tliumfi wrestung will win tfze Match. 

1 Non-Bloodsucker Communication 

I 

Sometimes some information. must 6e given to others tfiat is ''out of diaracter." 'I1iis can 6e anytliing from 'you left your car Bgfits on, 11 to "I fiave go to tlie can." In ortfer to communicate tliis effectively to others, so tliey RJtow you are speaf(J.ng as yourself atuf not a '13wotfsucK...er, spreatf out ycnir rigli.t fiatuf an.ti pface your tliumfi against your forefzeaa wfien you speaK: '11iis is fqwwn as ''non-suc.Kg.r motfe." People in ''non-sucker motft' may not 6e attac{etf 6y Powers atuf are not consitkretf ''in game." 'I1iis is not to 6e usetf as an escape tactic atuf sfioufa only 6e usetf wfien necessary. Jl5 fong as you are in ''non-s~ er motfe," you must {eep your tliumD against your forefzeatf. Indutfing at tlie can. 

Bloodsucker Powers 
Jl5 if tlie '13foo~ is not tfepressetf enougfi Witli lier urufeatf ufe, to ma~ it worse tlie '//ife One gave lier some magica{ powers for no reason. 'Ifie more tkpressetf a '13foo~r is, tlie fewer powers sfze can purdiase Witli Depression Points. Jl5 tlie goal is to get na efDepression Points, '13wotfsw;k!rs !Ji.Ve" tliem to eacli otlier tlirougli tfze use of powers. !A '13foo~r may use any power as fong as sfze can affortf it. 7or eacli power uset£ tlie '13footfsucf\g,r 6ecomes more or fess tie.pressed. 

Figure Cost: + 1 DP 
Jl5 in "I figure you're a '13.£.A9.£1C Figure is. usetf to fin.ti <nit wfiat type of '13foo~r another pfa.yer is. 'Using Figure is a Conttst to tktermine wfw someone is, as et(J1fa.in.etf untfer fllaces. 'To perform a :F1!JUre, gra6 tlie otlier pfa.yer's fian.tf atuf ru6 tlie veins on tlie utufersUfe of lier wrist witli your fingertips in a very tfistur6ing atuf creepy manner. 
Goof of Life Cost: -1 DP 
~ any otlier '13foo/sucker Ii.as lier fiantfs in tlie air an.ti if a pfayer succ.essful1y tic{fes fzer utuferanns to cause a fa.ugli., giggle, or titter, tlie player retfuas fzer Depression Points 6y 1. 'I1iis may 6e tfone tfuring a Hand Sign or wfienever another player's anns are raiset£ el(_cept tfuring Nubiferication (see Nubiferousness ). Nubiferied Pfagers may not liave DPs stolen from them, el(cept from anotlier Nubiferied Pfayer, wfw must first Win a Match, atuf tlien tlie Goofing player becomes tfe-Nubiferied. 

Mind Grind Cost: -1 DP 
'Ifie Mind Grind is tlie feast tfamaging of tlie offensive powers 6ut wif£ tfamage an opponent nonetliefess, giving lier 1 DP. 'To perform a Mind Grind, tlie pfa.yer must gra6 tlie victim's fzeai an.ti pu{[ it tfown utufer lier armpit. 'Ifzen sfze must scream afoutf, '"JifsJogie!" anti grituf lier ~fes firmly against tlie sK;µf{ of lier victim. 'Eacli liafj-min.ute tlie Mind Grind continues costs an adiiitional 1 DP atuf gives+ 1 DP to tlie victim. l h ff Of 

the Blood of Heroes Attributes of Physical, Mental and Mystical/Social. How's that for "proven systems"? 
I JS Yes, we based t em o 



Ward.oflwooshun Cost: +1 DP 

'Ifze Ward oflwooshun is usea to aisplay oneself wliere one actually is not, tfie a6ility to project an image of one's 

own 6oay across tfie room to aistract otfiers. It's a cfteap iefensive tactic ani can also 6e usei to tfefi.ver messages to peo

pk wfzen you're not up to tfie task_ of waf{Q.ng. In orier to represent using tfie 'Ward; tfie player must 6ring lier liatufs up 

to lier sfwuUfers, 6eniing at tfie effiows, point lier palms to either silk, ani flap tfiem up ani tftnvn. 'Ifzen sfze sfwultf stani 

over tfie area wfiere lier image is supposei to 6e. Sfze cannot 6e attack_ei wfi.ik an image, 6ut sfze cannot interact pftysical

f:g wiJn anyone eitlier. 

Nubiferousness Cost: +2 DP 

']{gt unfiRg, 6eing invisi6k, tfie '.BfaotlsucKp cannot 6e seen or fi.eara 6y otfier '.Bfoo~rs, 6ut sfi.e can walk arouni ani 

fisten to conversations wi.tli enfzancetf senses. 'Io represent using tliis a6ili.ty in gmne, taK.f. your lianis ana spreaa tliem out. 

'Ifzen stick_ a tlium6 in eacfi. of your ears. '1liis represents tfie wUkr range of Ii.earing. If someone attempts to talk. to you, 

you must tef£ lier, •ryou can't see me, I'm Nubiferied." Of course, if you speak:t you give away your Nubifieried position. 

Finger of Death Cost: -2 DP 

'llsei for seff-gratification, tfie performer of tfie Finger of Death must point lier inrk;cfinger at tfie cfrest ef Ii.er vic

tim. 'Ifzen sfi.e must gai.n tfie attention of tfie victim, prefera6f:g 6y stating ·~, wliat's tliat?" J4s tfie victim faoK§ tfown

wara toward' tfie pointd finger of ieatli, tfie performer~ lier mitftf{e, ana ~nger, ~ng tliem up in an attempt 

to toucfi tfie victim on lier nose 6efore sfze 6acK§ away. If sfze 6acK§ away or tliere are argwnents on wfzetfier lier nose was 

touclied; a Match must ensue. On a successfalFinger, tfie victim gains 2 DP, ani tfie performer fases 2 DP. 

Aura ofLah-Dee-Dah Cost: +3 DP 

.91.nyone wfi.o Ii.as an Aura of Lah-Dee-Dah activatd can ~ all peopk get out of lier way 6y yeffi.ng ''.9lura ef 

.£.ali..IJJee-'Dafi., aura of .lafi-'Dee..IJJafi." ani sticf(!ng Ii.er tlium6 to tfie tip of lier nose. :For five feet, tfiere may fie no one wfw 

can stani in front of Ii.er, ani everyone must get 6eftimf lier, as sfi.e is given free passage as fang as lier tlium6 is against lier 

nose . .91.nyone wfw tfoesn'twant to move must 6egin a Match. 'IfzeAura tfoes not~ 6eftimf lier, kaving lier open for 

Goof of Life atta&:!. 

Soul Suck Cost:-3 DP 

One ef tfie more aevastating powers in tfie arsenal. Jt Soul Suck consists of snea{Q.ng up 6efti.na anotfier player, 

grasping lier uniergamients from lier pants or katfier tfi.ong, ani puffing them upwari>. 'Ifze victim of tfie Soul Suck gains 

2 DP ,6ut all onfook_ers t)(duiing tfze Soul Sucker fase 1 DP. Jt !Matdi is necessary if tfie victim is not wearing unier

garments. 

Transfenn Cost: +4 DP 

'1liis simulates a '.Bfaotfsucf(r;r's a6ility to assume tlie form ef a fiat, wofj, or K_angaroo, iepeniing on tfze '.BfaotfsucK..er's 

racel.6. '.BfaotlsucKps wfw are 6ats must run arouni yelling 'Pa, 'Ea" ani flap their anns wfi.en moving. 'Wolf '.Bfaoi>ucf(ers 

must move arouna on a{[ fours ani mark_ their territory if necessary. Xflngaroo '.BfaotfsucK..ers must Ii.op arouni witli a 'r:Boing, 

fioing" sound. Jt 'l(angaroo '.BfaotfsucK..er wfw wears large pants may carry anotlier '.BfaotlsucKp player if sfze can fit into tfie 

Xflngaroo '.Bfaoi>ucf(er's pants. 'To Transferm to normal no DPs neei to fie spent. Transfenned '.Bfoo~s tfo not 

gain or fase DP as fang as tfzey areTransfermed. 

Atomic Soul Suck Cost: -5 DP 

Jt most em6arrassing power, tfie Atomic Soul Suck is similar to tlie Soul Suck e;ccept tlie victim is either fijtei 

off tfie ffaor for fanger tlian 1 seconi or tfze victim's uniergamient is stretclietf enougfi. to fie pfawf over lier fi.eai. 'Ifie vic

tim gains 4 DP, 6ut all onfook_ers fase 2 DP t)(cept tlie Souf Sucker wfw fases tfie Cost of 5. 

16 You're the GM. You pair them up. 



·--------------------~ I THE OFFICIAL CON CON I 

: SCHEDULE OF EVENTS : 
I I 
I ALL DAYS: I 

9:00 AM TO 10:00 PM- DEALERS ROOM OPEN I 24 HOURS A DAY- GAMING IN GAMING ROOM I 
I 24 HOURS A DAY-VARIOUS MOVIES IN MOVIE ROOM-SPONSORED BY DEVILISH GAMES I 
I FRIDAY: I 

8:00AM TO 11:00 PM - GLAMOUR SEALED TOURNAMENT ROOM 200 I PRIZE: MAGICAL Fl ERY FORK CARD (WORTH: $300) I 
I 4:00 PM- STAR CRUISERS ARE MY LIFE, THE 'AVIGNON 9' Q&A ROOM 201 I 

CELEBRITY GUEST: CAPTAIN GERARD TOLOS (KIRK MANSFIELD) 

I 7:00 PM - MEMORIAL FOR JEAN CLAUDE JONES ROOM 202 I I CELEBRITY GUESTS: ISAAC (SAMUEL EROS) AND .1 OF 7t (LONNIE WAYS) I 
I SATURDAY: I 
I 8:00AMTO11:00 PM - GLAMOUR SEALED ELIMINATION ROOM 200 I 

PRIZE: THE FAIRY SPOON OF DOOM (WORTH: $500) I SPECIAL EDITION CARD I 

I l:OO PM- BREAKING INTO THE GAMING INDUSTRY ROOM 201 I 
SURPRISE SPECIAL GUEST: LARRY JACKSTEIN OF REVOLTING GAMES 

I 7:00 PM - B MOVIES AND YOU ROOM 202 I I CELEBRITY GUEST: MORGAN NA, MISTRESS OF THE NiGHT (MORGANNA) I 

I 9:00 PM - BLOODSUCKERS LIVE! UN DEAD ROLE PLAYING ROOM 201 
CELEBRITY BLURPER: MORGANNA, MISTRESS OF THE NIGHT (MORGANNA) I I PRIZE: $1000 TO BEST ROLE-PLAYER I 

I SUNDAY: I 
8:00AM TO 11:00 PM- GLAMOUR SEALED FINAL ROUNDS ROOM 200 

I PRIZE: THE MIGHTY SPORK SPECIAL EDITION CARD (WORTH: $800) I 
AND OFFICIAL TITLE OF FAIRY QUEEN 

I 1:00 PM- SARCASM IN 'THE X-FRIENDS' ROOM 201 I I SPECIAL GUESTS: CHANDLER MAN (ER IK DAVIES) AND ROSS MULDER CED HASBEN) I 
I ):00 PM -TALES OF 'THE OUTER ZONE' ROOM 202 I 

I I 
I I 
I I 
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Sound Benchmark Chart 

Description 
The smallest sound discernable by humans 

A quiet desk fan 
A light whisper 
A quiet conversation 
A normal conversation 
Light traffic 
Loud conversation 
Shouting 
Heavy Traffic or the loudest the Author can get, yelling. 
Loud noise, subways, rock concerts 
Thunder 
Jet plane take-off 
Pre-pubescent fans at a concert 

Extremely Loud, painful 
Deafening 
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ADVANTAGES, DRAWBACKS, BONUSES, & LIMITATIONS 

( _ _____ A_d_~_an_ta_g_e_s_L_is_t ____ ) 
Name 
Area Knowledge 
Attractive 
ConfidanVSilent Assistant 
Connection 
Connoisseur 
Credentials 
Language 

Cost 
15,20,65 
15 
25 or greater 
10 - 45 
5 

Oblivious 
Secret Identity 
Socially Inept 
Creepy Appearance 
Distinct Appearance 
Strange Appearance 
Traumatic Flashbacks 
Attack Vulnerability 
Partial Attack Vulnerability 
Gradual Loss Vulnerability 
Loss Vulnerability 

15 
10 
15 
5 
10, 15 
30 
15,30,60 
5 - 65 
2 - 30 
7-150 
Varies 

Life Support 
Omni-Scholar 
Pet 
Physical Advantages 

Ambidextrous 
Double Jointed 
Prehensile Feet 
No Vital Areas 
Stabilization 

5- 50 
2,5, 10 
Varies 
25 
Varies 

15 
( _______ B_o_n_u_s_e_s_L_i_st ________ ) 

10 
5 
50 
40 

Area Effect 
AV 
Charge Object 
Con.cealed 
Explosive Radius 
Indirect 
Trans-dimensional 
Range 

+ 1 or greater 
+1 
+3 
+1 
+1 
+2 or +3 
+3 
+ 1 or greater 

Local Hero 
Ritual 
Scholar 
Sharp Eye 
Sidekick 
Ultra Luck 

10 
Varies 
2,5, 10 
15 
Varies 
50 

( ______ D_r_a_w_b_a_ck_s_L __ is_t _____ ) 
( Limitations List ) 

Alter Ego 
Arch Enemy 
Cannot Heal 
Debt 
Dependent 
Irrational Attraction 
Irrational Fear 
Irrational Hatred 
Limelight 

... : . 

SKILLS 

Accuracy 

Acrobatics 

Artist 

Detective 

Martial Artist* 

Military Science 

Occultist* 

Scientist 

Weaponry 

Link 
Attribute 
Dex 

Dex 

In fl 

Int 

Dex 

Int 

Infl 

Int 

Dex 

Base 
Cost 
5 

15 

5 

10 

25/50 

10 

20 

10 

5 

25, 75 
0 
25,50 
10,20 
25 
Varies 
Varies 
Varies 
20 

Damage Redirection 
Diminishing 
Non-Lethal 
Power Always On 
Non-Variable 
Cannot Enhance 
Affects Non-Living Only 
Time Limit 
Lack of Control 
No AV 
No Range 

SKILLS LISTING 
Factor 
Cost 
7 

7 

9 

8 

6 

9 

10 

7 

6 

Number of 
Subskills Subskills 
4 Physical, Mental, Mystical, Perception 

3 

8 Graphic Designer* 

6 Legwork 

5 AV, EV, OV, RV - Techniques (Bonus)t 

7 Cryptography 

6 Mentor 

4 Observation*, Research 

5 

\. *Cannot be attempted through Unskilled Use t Techniques is a bonus and not a subskill. 

-2 
-2 
-1 
-1 
-1 
-1 
-1 
-1 
-1 or greater 
-1 
-1 

Page# 
S~Page 73 

SKP~e73 
BoH Page 97 

SK Paoe 74 
BoH Page 98 

SK Paae 74 
BoH Page 99 

SK Page 74 
BoH P-age l 00 

SK Page 77 
BoH Page JOI 

SK P~e77 
BoH P-age 103 

SK P~ge79 
BoH P-age L 05 

SK Paoe 79 
BoH Page 107 

~ 
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""""' POWERS LISTING 

~ . ~ 

POWER Link Base Factor Range AV ov RV ov Book, Page Number 
Attribute Cost Cost 

Adrenaline Surge Will 50 6 Self Power Power * * SK Page 35 
Alert Infl 15 2 +5 --- --- --- Automatic Action --- ~-- --- SK Page 35 
Analytical Smell and Taste/ 

Tracking Scent Int 10 4 Normal Power Power Varies Varies SK Page 35, BoH Page 58 
Anatomical Division Body 35 5 Special --- --- --- Automatic Action --- --- --- SK Page 38 
Animate Shadows Aura 30 6 Normal --- --- --- Automatic Action --- --- --- SK Page 38 
Chemical Attack Str 20 4' Normal Power Power Dex Body SK Page40 
Color Int 25 3 Normal Power Power Body Body SKPa&e40 
Defensive Adaptation Body 150 7 Self --- --- --- Automatic Action --- --- --- SK Page41 
Digging Str 5 2 Touch Power Power See Table SK Page41 
Diminution Spirit 30 8 Touch Dex Power Dex Spirit SK Page43 
Dismember Inf! 70 7 Touch Dex Power Body Body SK Page43 
Dispersal Will 10 6 Self --- --- --- Automatic Action --- --- --- SK Page 45, BoH Page 66 
Drain Resistance Spirit 30 5 Self --- --- --- Automatic Action --- --- --- SK Page45 
Electrical Control Int 15 8 Normal Power Power Body** Body** SKPage46 
Enlarge Spirit 30 8 Touch Dex Power Dex Spirit SK Page46 
Fabricate Aura 50 7 Normal Power Power Power Power SK Page47 
Fluid Form Body 75 8 Self --- --- --- Automatic Action --- --- --- SK Page49 
Friction Control Int 25 7 Normal Power Power Dex Str SK Page 50 
Frostbite Str 10 6 Special --- --- --- Automatic Action --- --- --- SK Page 51 .. 
Glue Str 20 4 Normal Power Power · Dex Str SK Page 51, BoH Page 72 
Hypnotism Will 50 6 Normal Power Power Int Mind SK Page 52 
Icing Str 5 5 Self --- --- --- Automatic Action --- --- --- SK Page 53 
Ice Animation Aura 25 8 Normal --- --- --- Automatic Action --- --- --- SK Page 52 
Ice Control Int 5 8 Normal Power Power Dext Bodyt SK Page 52 
Interface Int 35 6 Touch --- --- --- Automatic Action --- --- --- SK Page 53 
Knockout Gas Body 20 4 Special Power Power Str Body SK Page 55 
Mental Freeze Will 15 5 Normal . Power Power Int Mind SK Page 55, BoH Page 77 
Metal Manipulation Will 50 7 Normal Power Power Body Body SK Page 55 
Mind Drain Will 20 8 Normal Power Power Int Mind SK Page 55, BoH Page 78 
Mind Over Matter Mind 15 4 Self Power Power Damage Damage SK Page 57 
Mystic Freeze Aura 20 5 Normal Power Power lnfl Spirit SK Page 57, BoH Page 80 
Obscure Will 5 4 Self --- ---, --- Automatic Action --- --- --- SK Page 57 
Paralysis Str 15 5 Normal Power Power Dex Body ·. SK Page 81, BoH Page 81 
Petrification Infl 30 8 Touch Dex Power Dex Body SK Page 59 
Recall Mind 5 Self Power Power See Power SK Page59 
Scramble Will 50 5 Touch Dex Power Dex . tt SK Page 61 
Shou.ting Aura 20 3 Special Power Power Infl Spirit SK Page 63 
Snare Str 20 3 Normal Power Power Dex Str SK Page 63, BoH Page 88 ' 
Sound Nullify Str 5 6 Normal --- --- --- Automatic Action --- --- --- SK Page 65 

·, 
. . 

Split Dex 50 10 Self --- --- ---·Automatic Action --- --- --- SK Page 65' 
Superspeed Dex 25 8 Self --- --- --- Automatic Action --- --- --- SK Page 67, BoH Page 91 
Time Control Will 250 10 Normal --- --- --- Automatic Action --- --- --- SKPage70 
Time Stop Wil 25 8 Normal Power Power De{< Wil SK Page 70 
Transform Aura 45 10 Touch Dex Power Intl . Spirit SK Page 71 .: 
Two Dimensional Dex 75 6 Sekf --- --- --- Automatic Action --- --- --- SK Page 71, BoH Page 94 

* OV /RV are equal to the APs of the Power or Attribute being Pushed. 
** Value may equal APs of Electricity or APs of Radio Communication Power. 
t Value may equal volume of ice being moved. 
tt RV equal APs of Power being Scrambled. 

' 
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