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Whot

Game?

A role-playing game lets you play a
role, like an actor does on a stage. But
unlike an actor,a role-player does not
have a script. Everything a person
doesaffectsthe outcome ofthe game,
making every time you play different
and more exciting.

In the DC Heroes Role-Playing
Game, each person may play the role
of one hero. You, the Player, can play
anyone in the DC Universe, including
Batman, Superman, Green Arrow, or
even a Character you make up.

Each hero has definite Powers
and/or Skills, each has a Motivation
for acting as a hero, and some have
special Advantages, Drawbacks,
Vulnerabilities, and Limitations.

The hero you choose to play, called
the Character, is involved in creating
an interesting story with the other
Players of the game. This creation is
not hard. In fact, it’s lots of fun.
Everyone can learn role-playing
games. They are straightforward,
logical,anddealwith understandable
ideas.

Most people learn role-playing
through experience. Start slowly.
Take as much time as youneed,then
stop when it becomes confusing. The
more you play the DC Heroes RPG,
the more you will understand why

Role-Playing

certain rules exist, and how to use
them.

The rules in the DC Heroes RPG
allow you to make up your own
stories about your favorite heroes.
Instead of just reading a comic book
featuring Justice League Interna-
tional, you will play the role of one of
the heroes. You decide which actions
the hero will take, act as the
Character would when meeting other
Characters, and behave as if you were
the hero. Your hero will then par-
ticipate in an adventure which is
coordinated by another person,
called the Gamemaster (GM).

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

For example, in the solo adventure,
Welceme to Gothem City, on page 12,
the GM would play the thief, or
anyone else that Batman might meet
in the story.

The Gamemaster writes down the
basic frameworkofthe story, drawing

out plans for the various locations,
assigning Powers and Skills to the
villains, and creating the special plot
twists for each story.

The Gamemaster must have a good
grasp of the rules of the game, since
s/he is the one who conducts play
and acts as a referee. Much of the
material in the DC Heroes RPG is
devoted to the Gamemaster, and
gives helpfulhints on how to play.

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

The Gamemaster will then present
the beginning of the story to the
assembled group, but not as a dry
summary of the facts. S/he will try to
encourage you to imagine yourself in
the DC world, by describing the
general setting, people, and other
important information about the
situation the heroes find themselves
in. Like the beginning of a comic book,
a role-playing game can start with a
bang or build slowly toward an
exciting climax.

As a Player, you must identify with
your chosen heroic Character, and
place him/her in that setting. Ask
yourself questions about the environ-
ment and the Character. How would
Wonder Woman act in this place?
What would she say or try to do? It is
all right to ask the Gamemaster
questions to help you understand
what is going on.

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

1. The immediate environment
includes those things that are closest
to your Character: his/her costume,
the chairs/heissitting in, the gadgets
and equipment included with his/her
costume, etc.

2. The general environment is the
area in which the chair is placed: a
room in the Character's headquar-
ters, or a shack with all of its features
(doors,windows, etc.) detailedbythe
Gamemaster.

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

4. The world environment is
usually the world of D C Heroes, but it
could be a planet trillions of miles
from Earth, the heart of a supernova,
acave one hundred milesbeneath the
surface of a planet, or anywhere the



Gamemaster takes your Character.

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

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

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

When you act,the Gamemaster will
ask for information about your
Characters. On the back of each
Character card in the DC Heroes
RPG you will find numbers that are
used to rate that Character’s Abilities
and Attributes.

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

After the first problem, you and the
other Players take control of the
game. Your Characters might have to
follow up on clues or fight the bad
guysto find more ctues with which to
keep the story moving.

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

The rules presented here and in the
other books give you a framework on
which to build the world of the DC
Heroes RPG. They allow you to create
and experience new adventures, and
to fmd out just how fast, strong, or
powerful your favorite Character is.

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

Infroductio

The rules of the DC Heroes Role-
Playing Game are like a language. It
is not necessary to read and mem-
orize every word of the rules before
playing the game. That would be like
learning to read by memorizing a
dictionary.

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

Like a language, the rules of the DC
Heroes RPG will teach everyone
common words and phrases that
meanvery specific things in the game.
These terms will give each Player a
good idea what his/her hero can do,
as well as the abilities of the other
Players’ heroes. Using the game terms
will make it easy to understand how
tough the villain is and what it takes
to “leap over a tall building in a single
bound.”

There are eight different ideas that
you need to understand in the DC
Heroes RPG. Some of these ideas are
easy; some are a little harder. Take
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your time. Everything here is ex-
plained in many different ways so
that if you don't understand it here,
you might get a better feel foritin the
solo adventure at the end of this
book, or in the Justice L.eague Inter-
national adventure, Exposed! Each
idea will be reviewed in the Rules
Manual.

Right now, just concentrate on the
following:

Attribute Points

Attributes

How to Use the Dice

The Action Table

The Result Table

Powers, Skills, Advantages, Drawbacks
Hero Points

Automatic Actions

Once you have read through these
sections, you will be ready to play the
solo adventure, Welcome to Gothem
City. After you have mastered that,
you should be able to play the DC
Heroes RPG with someone who
understands all of the rules. After
you've played a few times, read the
Character Handbook and Rules
Manual to add variety to the game.



ONE

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

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

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

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

These amounts of damage, speed,
information, or volume are related to
real world units like pounds, feet, and
seconds. There is a base value for
each type of measurement called
Effect Units. These are as follows:;

Measurement Effect Units
Weight 50 pounds
Distance 10 feet
Time 4 seconds
Volume Y 0] RS 14
Money $25

These Effect Units are each equal
to 0 APs. In the DC Heroes RPG, 0
has a measurable value.

Zero APs of time, or 4 seconds, is
referred to as a phase. This term is
often used during combat.

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

The Gamemaster (GM) has a table
on his/her screen that explains how
to quickly convert APs into their real

world equivalents and real world
measures into APs. This, however, is
not important for the Players. It is
enough to know howmany APs some-
thing has, because all measurements
are in APs, not pounds, inches, or
cubic feet.

Weight, for instance, goes like this:

APs Real World Weight
0 50 Ibs.
1 100 lbs.
2 200 Ibs.
) 400 lbs.
4 800 lbs.
5 1,500 Ibs.
6 3,000 Ibs.

Distance also works on this scale
so that:

APs Real World Distance
0 10 feet
1 20 feet
2 40 feet
3 80 feet
4 160 feet
5 320 feet
6 640 feet

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

A Character with 6 APs of Gliding
can glide 6 APs of distance, which is
twice as far as 5 APs in the same
amount of time.

This brings up an important point:
APs increase very quickly. An
average adult weighs 2 APs, 1 0APs of
weight is 15 tons, and 20 APsis 15,000
tons. Therefore, you have a slim
chance of defeating someone in an
arm wrestling contest if s/he has 4
APs more of Strength than you do.

The.difference between a Strength
of 2 (Jimmy Olsen) and a Strength of
25 (Superman) is much larger than it
might seem at first. This leads us to
our next idea: Attributes.

Attributes are natural abilities
thateveryCharacter in the DC world
possesses. If you look at the back ofa
Character card, you will notice a

series of abbreviations and numbers.
This section will explain what those
words and numbers mean and how
they are used in the DC Heroes RPG.
Most of the termsin thissection are
familiar. Nine of these terms refer to
Abilities of your Character. These are
his/her Attributes. The other seven
terms refer to the two ways the nine
Attributes are grouped. This may
seemlike alot of terms, but to makeit
easier, we will use the Batman
Character card asan example ofhow
these terms are interrelated.
Attributes are measured in APs, so
they are related to the Attribute
Points fromIdea One. Attributes are
grouped into three different areas of
human characteristics: physical,
mental, and mystical. These Attrib-
utes are:
Physical Attributes: Dexterity
Strength
Body
Intelligence
Will
Mind
Influence
Aura
Spirit
Each Attribute hasa specific mean-
ing that is discussed following. Ab-
breviations for each Attribute are in
parentheses following the Attribute.

Mental Attributes:

Mystical Attributes:

BATMAN

[Dex: 10 Sm: 5 Boby: 6 |
INT: 12 WiL: 12 Mmo: 12
INFL: 10 Aura: 8 SpIRIT: 10_
Physical Attributes

Dexterity (DEX) is your Charac-
ter’s skill in using his/her hands and
body, the degree of control s/he has
over his/her physical self, or his/her
ability to deflect a Physical Attack.
Batman's Dexterity of 10 is incredible.
Heis many many times more accurate
and agile than the average person,
whose Dexterity is 2. In combat, this
Dexterity is used to determine if
Batman lands a punch or dodges a
blow, depending on whether he is
attacking someone or defending
himself.

Strength (STR) is your Character’s
physical power, the amount of
physical force s/he can bring to bear
on an object. Batman’s Strength of 5
isverygood, but within human limits;



he is stronger than the best weight-
lifters. Batman's Strength is used to
find out how much damage he gives
when he lands a punch.

Body (BODY) is more than just
your Character’s physical self. It is
his/her resistance to physical damage.
When s/he sustains damage from a
Physical Attack (like a punch), the
number representing his/her APs of
Body is lowered. This lowered
number, however, is only your Char-
acter’'s Current Boby Condition;
his/her Body statistic always remains
constant when defending against an
opponent.

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

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

BATMAN
Dex: 10 Sm: 5 Bopy: 6

[INT: 12 Wi 12 Movo: 12
InF: 10 Aura: 8  SemriT: 10

Menteal Attributes:

Intelligence (INT) is a measure of
how easily your Character grasps
ideas, the degree of control s/he has
over mental energy, and his/her
ability to manipulate information.
Batman’s Intelligence of 12 is supe-
rior. He is a thousand times more
perceptive than the average human
(whose Intelligence is 2).

Will (WILL) is your Character's
mental power, the amount of mental
energy and strength s/he has nat-
urally. Batman's Will of 12 APs is a
measure of how well he can organize
facts and draw conclusions. This
strength is derived from his rigid self-
discipline and proven resolve to fight
crime. Batman’s Will is his mental
“muscle”.

Mind (MIND) is your Character’s
resistance to mental damage in the
form of Mental Attacks like Mind
Probe. When a Character sustains
mental damage, his/her Current




MIND Condition is lowered. If there is
enough damage to lower his/her
CurrentMIND Condition to 0, s/he will
become unconscious. If a Character's
Current MIND Condition is ever
lowered to a negative value below
his/her original MIND APs, s/he is
dead.

Even if some villain were able to
strike at Batman's mind, his Mind of
12 APs would make it very hard to
destroy his ability to think. Only a
powerful or sustained Mental Attack
would knock him unconscious (by
reducing his Current MIND Condition
to 0), and killing him (by reducing his
Current MIND Condition to -13 or
lower) would be almost impossible. It
would be much easier to kill him
physically.

BATMAN
Dex. 10 S 5 Boby: 6
Shanes SEZERWIEL: S162

Minp: 1
IneL:_ 10 Aura: 8 Seimim: 10 |

Mystical Ataributes

Influence (INFL) is the force of a
Character’'s personality, his/her
ability to affect the emotions and
responses of others, and his/her
mystical potential. Batman's Influ-
ence of 10 allows him to scare the wits
out of most of his opponents.

Aura (AURA) is the effectiveness of
your Character’s personality, his/her
ease at controlling a group, and
his/her mystical strength. Batman's
Aura is what makes him able to lead
the rest of the Justice League Inter-
national so well. His contact with
supernatural foes and allies has
driven him to increase his Aura
beyond the level of a normai human.

Spirit (SPIRIT) is your Character's
ability to resist fear, his/her control
of emotions, and his/her resistance
to mystical damage. If a Character's
Current SPIRIT Condition is ever
lowered to a negative value below
his/her original SPIRIT APs, s/he is
dead. Batman's Spirit of 10 makes it
very hard for an opponent to damage
him with a Mystical Attack. More
than 20 APs of mystical damage
would be needed to kill Batman.

There is another way to group the
nine Attributes. Like the first set of
categories, which grouped the Attrib-
utes into Physical, Mental, and
Mystical Attributes, this second set of
categories groups them into Acting,

Opposing, Effect, and Resistance
Attributes.

These are the last four terms you
need tolearnto understand Attributes.
Each of the Attributes is grouped
under one of these categories:

Acting/Opposing
Attributes: Dexterity
Intelligence
Influence
Effect Attributes: Strength
will
Aura
Resistance Attributes: Body
Mind
Spirit
BATMAN
Dex: 10 | Sir: 5 Boov: 6
I 12 | Wi 12 Mminp: 12
InF: 10 | Aura: 8 SpmriT: 10

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

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

For instance, if the Batman were
going to punch a crook, his DEX
(Acting Attribute) would be compared
to the DEX (Opposing Attribute) of
the crook he wants to hit. The two
Attributes are compared on the
Action Table, which is explained on
pages 6 through 8.

Usually, a Character’s Acting/Op-
posing Attributes are his Dexterity,
(for physical actions), Intelligence
(for mental actions) and Influence
(for mystical actions). There may be
other abilities that can be used
instead of these Acting/Opposing
Attributes. When a Character uses
one of his/her Powers or Skills, s/he
can use different Acting and Op-
posing values, For instance, Batman

can use the APs of his Detective Skill
in place of his Intelligence to
determine if he can analyze a clue or
not.

BATMAN

Dex: 10 | St=: 5 |Booy: 6
INT: 12 | Wi: 12 | Mmp: 12
Invi: 10 | AURA: 8 | SpriT: 10

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

As with Acting and Opposing
Attributes, an Attribute of the at-
tacker is compared to an Attribute of
the defender. Once it has been
determined that an action is suc-
cessful, this comparison takes place
on the Result Table. The attacker's
Effect Attribute is compared to the
defender's Resistance Attribute (see
the following description) to find a
number called the Result APs
(RAPs).

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

BATMAN

Dex: 10 Sm 5 |Bopy: 6
INT: 12 Ww.: 12 |Minp: 12
INF: 10 Aura: 8 |Spirir: 10

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

The Resistance Attribute is com-
pared on the Result Table to the
Effect Attribute of the attacker. The
number found temporarily reduces
the total APs of the Current Con-
dition. Remember, no matter how
seriously a Character is hurt, s/he
always defends at the original value



of his/her Resistance Attribute. The
Character’s Current Bopny, MIND, or
SPIRIT Condition is used to determine
only two things: if the hero has been
rendered unconscious, or if s/he has
died in battle.

For instance, Batman’s Resistance
Attribute for Physical Attacks is his
Body. Even if he lost 3 APs from his
Current BoDny Condition, he would
still defend at 6 APs. If a Resistance
Attribute (Body, Mind, or Spirit) is
temporarily reduced to 0 or below,
the Character falls unconscious.

If a Character’s Current Condition
is ever lowered to a negative value
below his/her original BoDy, MIND, or
SPIRIT Condition, s/he is dead. For
Batman to be killed with a Physical
Attack, for instance, his Body must be
reduced to -7 APs.

THREE

Rolling the dice is a very trivial yet
important part of every role-playing
game. Included in the DC Heroes
RPG you will find two ten-sided dice.
Aten-sided dieisreferredto asaD10.
If you are asked toroll a D10, roli one
die. The number showing on top is
your roll; O is referred to as ten, not
Zero.

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

To determine your Initiative, roll
1D10 and add the result to your
Character’sInitiativerating found on
the back of each Character card.
Whoever has the lowest Initiative
declares his/her action first. Then,
when combat begins, whoever has the
highest Initiative performs his/her
action first. Youll get to practice
rolling Initiative in the solo adven-
ture, Welcome to Gotham City.

When you are asked to roll 2D10,
roll both dice and add the results
together. If you roll doubles (the
same number on each die), you may
add the total then roll again. Add the
new dice roll to your first roll to get
your total. For instance, if you rolled a
4 and a4,thenaland a9, your total

roll would be 18.

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

EXCEPTION: If at any time yeou
roll a 2 (double 1’s), you autemati-
cally fail at the action you were
attempting. You do not get to keep
rolling. Furthermore, even if double
I's is rolled on the second or greater
roll, the roll fails. For instance, if you
roll double 8’s, then double 7’s, then
double 1's, your action fails.

FOUR

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

There are eight new terms asso-
ciated with the Tables, but don’t
worry; some are familiar terms used
in aslightlynewway.Thesetermsare:

Action Check, Acting Value, Op-
posing Value, Success Number,
Column Shift, Column Shift Thresh-
old, Effect Value, and Resistance
Value.

The following example pits Boester
Gold of Justice League International
against Major Disaster of the Injus-
tice League. It unll help you gain a
better understanding of how the
terms mentioned above apply during
play.

In order to follow along, you will
need the following: the Action and
Result Tables, the Booster Gold
Character card, and these statistics
for Major Disaster:

MA.JOR DISASTER

Dex: 6 Srr: 8 "Benk 5
InT: 5 Wi 4 Mmp: 3

InNFe: 4 Atra: 4 SPri: 4
InmaTiVE: 15 Hero Points: 50

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

Booster Gold is attempting to
punch Major Disaster.

FIRST: Find The Acting Value
column. The Acting Values are
located intheleft-hand columnofthe
Action Table. The Acting Value is
most often a measurement of a
Character's Action Attribute (DEX,
INT, or INFL). Depending on which
type of action is being performed, a
certain Acting/Opposing Attribute is
used.

Action Type Acting/Opposing

Attributes
Physical Dexterity
Mental Intelligence
Mystical Influence

Sometimes, other Attributes can
replace the normal Acting/Opposing
Attributes (DEX, INT, of INFL). Powers
or Skills, for instance, use their own
ratings as the Acting Value (see p. 9).

Because Booster Gold is attempting
to perform an action, it is time to
begin our Action Check. Punching
someone is a Physical Attack, so use
Booster’s DEx of 6 as the Acting

Value. The third Row down is the 5-6
Acting Value Row.

If Booster had a Mental Power thet
he wanted to use, lilce Heat Vision or
Hypnotism, he would use the APs of
that Fower as the Acting Value, not
his DEX.

SECOND: Find the Opposing
Value row. The Opposing Values are
located in the topmost row of the
Action Table. Like the Acting Value,
the Opposing Value is commonly the
Acting/Opposing Attribute (DEX, INT,
or INFL) of the defending Character.
But the Opposing Value can come
from other Attributes. If the Char-
acter is using a Power or Skill to
defend him/herselffrom attack, then
the APs of the Power or Skill become
the Opposing Value.

Major Disaster will try to dodge
Booster’s blow with his own Deater-
1ty. Disaster has a Bexterity of 6. Go
acress the Opposing Value row until
you find the 5 to 6 Opposing Value
Column.

If Booster were using a Mental
Attack, Disaster would defend with
his Acting Attribute for Mental
Attacks, his Intelligence. If Booster
had the power to use a Mystical
Attack, Disaster would defend with

C: Cancel - One +5 Row cancels one +5 Column.

his Action Attribute for Mystical
Attacks, Influence. But Booster has
noway of making Mental or Mystical
Attacks and must use brute force;
instead he tries to punch Magjor
Disaster.

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

By looking at the Action Table
where the 5-6 Acting Value Row and
the 5 to 6 Opposing Value Column
meet, you see you need to roll an 11
for Booster Gold to hit Major
Disaster.

FOURTH: Roll the two ten-sided
dice. If you rollyour Success Number
or better, the action is successful.

Yeurolla2and?2, a 4. Itis doubles,
so you roll again. Now say youroll an
8anda 7,a 15. Thetotalis 19 (2+2+
8+ 7= 19). Booster has definitely hit
Magjor Disaster.

FIFTH: Determine if the roll is
within the Column Shift Threshold.



When a Character does something
well, s/he might earn a bonus to add
to his/her result. This bonus is called
a Column Shift. But before thisbonus
can be earned, two conditions must
be met:

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

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

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

Booster needed an 11 or better to hit
Major Disaster. If you compare
Booster’s Success Number of 11 with
hisrollof 19, youseethatheiswell to
the right of thered 11's. This not only
means that Booster was successful in
his action, but it also makes him
eligible for a Colummn Shift
Bonus.

If Booster had rolled an 11, his
action would have been successful,
but it would mot have been good
enough to earn him a Column Shift
Bonus. In this case you would
immediately go to the Result Table.

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

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

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

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

Place your finger on Booster's
Success Number of 11. This ts located
at the intersection of the 5-6 Acting
Value Row and the 5 to 6 Opposing
Value Column. Move one Column to

the right to the 13, counting “one.” So
Jar, you have gained one Column
Shift.

Move again, this time to the 15,
counting “two.’’ And again to the 18.
You now heve three Column Shifis,

Move one more time, but this time
the number is 21. Your roll was 19
(less than 21), so you do not receive
another Column Shift.

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

Keep in mind that Booster Gold has
3 Column Shifts against Major
Disaster.

FIVE

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

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

Below is a step by step guide to the
Result Table. The previous example is
continued. So far, Booster has hit
Major Disaster and has gotten 3
Column Shifts.

FIRST: Find The Effect Value
column. Thisislocated on the far left-
hand side of the Result Table. The
Effect Value usually equals your
Character’s Effect Attribute.

Depending on which type of attack
is being made, certain Effect Attrib-
utes apply:

Effect Type Effect Attributes
Physical Strength
Mental Will
Mystical Aura

The Effect Value may also come
from other Attributes. For instance,

when a Power or Skill is used to
perform an action, the APs of the
Power or Skill are used as the Effect
Value.

Booster Gold is attacking physi-
cally, so his Effect Attribute is his
Strength. Respectively, Booster has a
Strength of 4, so his Effect Valueis 4.
Move your finger down the Effect
Value column te the 3-4 Row.

If Booster had a Power like Heat
Vision or Hypnotism, his Effect
Value would equal the APs of this
Power instead of his Strength.

SECOND: Find The Resistance
Value row. This isfound along the top
of the Result Table. The defender’s
Resistance Value is usually one of
his/her Resistance Attributes:

Resistance Type Resistance

Attribute
Physical Body
Mental Mind
Mystical Spirit

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

Since Booster is using a Physical
Attack, Major Disaster resists with
his physical Resistance Attribute: his
Body.

Magjor Disaster’s Body is 5. Meve
your finger across the Resisting
Value row to the 5 to 6 Column.

If Booster Gold had attacked
Disaster with a Mental Power like
Hypnotism, Disaster would use his
Resistance Attribute for Mental
Attacks: his Mind.

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

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

Unless you are playing with Char-
acters who are as tough or tougher
than Superman, you will not need the
+5 row. The Rules Manual has this
explanation.

Booster Gold has an Effect Value of
4, and Major Disaster has a Rests-
tance Value of 5. By following the 3-4
Effect Value Row to where it inter-
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Resistance Value Columns

1 3 5 7 9 11 13 16 19 22 25 28 31 36 41 46 51 56
to to to to to o to to to to to to to to to to to to
X 0 2 4 6 8 10 12 15 18 21 24 27 30 35 40 45 50 55 +5
1-2 +1 A 1 N N N N N N N N N N N N N N N N N +5
3-4 +1 A 2 1 N N N N N N N N N N N N N N N N *
(56 f+1 A 3 2 1 N N N N N N N N N N N N N N N *
3[78 J+«1 A 5 4 3 2 N N N N N N N N N N N N N N *
O|910 f+1 A 8 6 4 3 2 N N N N N N N N N N N N N *
Cj1112+1 A 10 9 7 6 4 3 N N N N N N N N N N N N *
0 1315 +1 A 12 11 9 8 7 5 3 N N N N N N N N N N N *
3/16-18 1 +1 A 14 13 11 10 9 8 6 4 N N N N N N N N N N *
=|19-21  +1 A 18 17 16 14 12 10 8 6 4 N N N N N N N N N *
812224+1 A 21 20 19 17 15 13 11 9 7 5 N N N N N N N N *
> 2527 +1 A 24 23 22 20 18 16 14 12 10 8 6 N N N N N N N *
=(28-30 0 +1 A 27 26 25 23 21 19 17 15 13 1t 9 7 N N N N N N *
g 3135 +«1 A 30 29 28 26 24 22 20 18 16 14 12 10 8 N N N N N *
(36400 +1 A 35 34 33 31 29 27 25 23 21 19 17 14 12 9 N N N N *
m 4145 +1 A 40 38 36 34 32 30 28 26 24 22 20 18 16 13 10 N N N *
46-50 | +1 A 45 43 41 40 38 36 34 31 28 26 24 22 20 17 14 11 N N *
51-55 | +1 A 50 48 46 44 42 40 38 36 34 32 30 27 24 2t 18 15 12 N *
5660 | +«1 A 55 53 51 49 47 45 43 41 39 36 33 30 27 24 21 18 15 13 *
‘5 r A . - . LE - - - - - - - ‘ - . v . . L] - - c
« For every 5 APs of Elfa.cl Value over 60, increase the RAPs by 5. A Ai. The Result APa are equal to the Effect Value.
* Shitt the Effect Value up one row tor each +5 column and use C Cancel. One +5 Row cancels one +5 Column.

the 60 Resistance Valve.

sects the 5 to 6 Resistance Value
Column, we see an N. This would
mean that Booster did negligible or
no damage toMajor Disaster, but. . .
we haven't yet applied the Column
Shifts Booster received on the Action
Table.

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

Booster had 3 Column Shifts. This
shifts Major Disaster'’s Resistance
Column three to the left, fram an N to
an A. This means that Booster
received a number of Result APs
equal to his Effect Value of 4. Booster
did 4 RAPs of damage to Major
Disaster’s Current Body Condition.

{f Booster had only rolled an 11 on
the Action Table, you wouldstillgoto
the Result Table to determine how
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N No Effect.The actlon has no effect on the target.

much damage he did to Major
Disaster. In this case, Booster would
not have earned any Column Shifts,
and his Effect Value of 4 versus
Disaster’s Resistance Value of 5
would have resulted in an N — no
demage.

This is as far as this example goes.
Feel free to run through it again, this
time giving Major Disaster a chance
to strike at Booster Gold.

Powers and Skills are what make
heroes (and villains) better than the
averagehuman.But whilethe average
human may have certain Skills in
which s/he is proficient, Powers are
something that only “superb” Char-
acters possess.

There is only one AP value for a
Power or Skill. This value is used for
its Acting and Effect Values or its
Opposing and Resistance Value,

depending on whether the Character
is Attacking someone or defending
him/herself.

For instance, Captain Atom has an
Energy Blast Power of 16 APs. When
using his Energy Blast, his Acting At-
tributeis hisEnergyBlast Power of 16.
Therefore his Acting Value is 16. If he
hitsavillain, his Effect Attributeishis
Energy Blast Power of 16, therefore
his Effect Value is 16. Since this is a
Physical Attack, Captain Atom's
opponent would have an Opposing
Value equal to his/her Dexterity and
a Resistance Value equal to his/her
Body.

Powers and Skills of the DC
Heroes RPG are listed in the Char-
acter Handbook, and are categorized
as Physical, Mental, or Mystical.

Some DC Characters have special
Bonuses or Limitations that vary the
specific effects of their Powers or
Skills. Darkseid, for example, can use
his Energy Blast Power to disinte-
grate an opponent. Later, he may
resurrect that Character, if he so
chooses.

Advantages and Drawbacks are
two more things that make DC
Characters unique. We all know that
Superman is vulnerable to kxyptonite.
This is an example of a Drawback.



But Superman also knows the city of
Metropolis like the back of his hand.
This is an example of an Advantage.

Advantages, Drawbacks, Bonuses,
and Limitations are not measured in
Attribute Points, but this doesn’t
mean they are not important. The
Charecter Handbook covers these
categories in more detail

Hero Points are used in many dif-
ferent ways in the DC Heroes RPG.
Theyareearned through adventuring
and spent like money to obtain items,
Powers, SkKills, or temporaryincreases
in your Acting, Opposing, Effect, or
Resistance Values. All uses of Hero
Points are covered in full detail in the
Rules Manual, so for now let’s con-
centrate on temporarily increasing a
Character’s Values during play. The
following example will help explain
how this is done.

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

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

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

Bef ore Mike or the Gamemaster roll
the dice for an action, Mike must
declare that he is adding the Hero
Points, and where: to the Acting
and/or Effect Value (if his hero is
doing the action ), or to the @pposing
and/or Resistance Value (if his hero
1S the target of the action). In this
case, Mike’s hero is doing the at-
tacking, so he would opt to increase
his Acting and/or Effect Values.

Look at the Action Table and find
the Acting Value column. Say Mike’s
hero has a Dexterity of 8 (Acting

Value) and the villain has a Dex-
terity of 6 (@pposing Value).

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

With Hero Points, Mike can in-
crease his hero’s chance to hit by
temperarily increasing his Action
Value. He decides to spend 3 Hero
Points and declares this to the Game-
master before he rolls the dice.

The 3 Hero Points are added to the
hero's Acting Value of 8for a total of
11. Looking doun the Acting Value
Celumn go to the 11-12 Row. Find
where the 11-12 Row (new Acting
Value) and the 5 to 6 Column
(@®@pposing Value) meet: 5.

Now Mike only needs to roll a 5 or
better for his hero to hit the villain.

The following are specific guide-
lines for the use of Hero Points. We
will continue with our example to
better explain what is meant.

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

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

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

Mike still must roll on the Action
Table to seeif his hero hits thevillain
on his Acting Value Row of 7-8. He
needs a 9 and rolls a 10. He has hit!

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

This new Effeat Value is compared
to the villain’s Reststance Value for
Physical Attacks, his Body. The
villain has a Body of 4. Find where
the 7-8 Effect Value Row and the3to 4
Resistance Value Column meet: 4.

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

of damage!

2. Hero Points can be spent to
increase boththe Acting and Effect
Values or the Opposing and Resis-
tance Values in a single phase of
combat.

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

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

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

4. The maximum number of Hero
Pointsspenttoincrease anyvalue is
equal tothe APs of the Attribute on
which that Value is based.

Mike's hero has a Dexterity of 8. He
may spend mo more than 8 Hero
Points to increase his Acting Value
JSor Physical Attacks to 16.

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

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

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

The villain in this example also
has a set number of Hero Points. The
G Mcan spend these Points to counter-
act the Hero Points spent by Mike's
hero. The process is called bidding,
and it is explained following.

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

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

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

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

Let’s saythat Mike's herostillhas 5
Hero Points. The villain he is facing
has 3 Hero Points. Mike spends 3
Hero Points to tncrease his hero’s
Acting Value for Physical Attacks
(based on his Dexterity ) from8Sto 11.
Mike declares this before he rolls the
dice.

The Gamemaster also declares his
intentions before the dice roll. He
bids 1 Hero Point for the villain,
raising the villain’'s Opposing Value
Sor Physical Attacks (based on his
Dezxterity) from 6 to 7. This move
increases the Opposing Value enough
to move it one column to the right (7
to 8).
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Mike's hero now has 2 Hero Points
left and so does the villain. Mike
decides to increase the bid, and add
hts last two Hero Points to his hero’s
Acting Value for a total of 13.

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

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

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

This example is just one of many
ways to use Hero Points. Consult the
Rules Manual for other uses of Hero
Points.

EIGHT

Automatic Actions are those
actions that are so simple to perform
they do not require a die roll. Lifting,

throwing, jumping, even using some
Powers and Skills, are considered
Automatic Actions.

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

Automatic Actions can be accom-
plished without rolling on the Action
Table. To fmd the Result APs (RAPs)
of an action, simply find the ap-
propriate Power, Skill, or Attribute.
The Result APs will be equal to the
APs of the Power, Skill, or Attribute.
The Player may choose to have fewer
RAPSs, if s/he wishes.

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

Living Dangerously . . .

Or Not Living At All

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

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

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

Where do I go from here?

Now that you've read the Intro-
duction, continue with the solo
adventure, Welcome to Gotham City.
This will help give you an even better
understanding of what the DC
Heroes RPG is all about.



So faryou've read quite abit about
the DC Heroes Role-Playing Game
and how it works, but there’s just no
substitute for experience. We're now
going to ask you to put on the
Batman'’s cape and cowl and step out
into the cold Gotham night to learn
what being a hero is all about.

Welcome to Gotham City is a short
adventure that you can play on your
own, without a Gamemaster. By the
tume you're finished playing through
the adventure, you should have a
pretty good idea of exactly what the
game s all about. Yeu can then move
on to the Rules Manual and the full-
blown JLI adventure ‘“Exposed!’
Before long you will find yourself
creating fantastic adventures of your
own, featuring the entire line of DC
superstars.

How to Play

During this adventure you will be
playing the role of Batman. Find the
Batman Character card and place it
in front of you, along with a pad of
scratch paper and a pencil. You
should record your starting Current
Boby, MIND, and SPIRIT Conditions on
your scratch paper. For Batman,
these would be 6, 12, and 10,
respectively.

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

Gotham City, 12:17 AM. The
night wind cuts across your
Sface as you dance over the urban
Jungleto the rhythm of the crisp clear
evening. At night, the city has a bfe
all its own. Its bife is your lfe
Gotham is all yours.

You swing over the Bowery and its
hundreds of hungry mouths, flutter
across the Sommerset rooftops, bathe
in the light of the Caventry street
lamps. It's quiet tonight.

Turning, you pounce upon the
harbor then toss over the rock of
Lyntown. Nothing scurries out. You
glide over the furnace of Charon,
heart racing. Yes, it's quiet tonight.

wank God for silence.

But then comes Manchester. Always
Manchester.

As you weave your way in and out
of the factories and tenements, a tiny
hint of inconsistency catches your
eye: a window, and a freshly broken
window at that. Shattered glass is
rudely scattered across the pavement
in front of the Fernandez Brothers
Warehouse.

Time to punch the clock. This is
what you are here for.

The warehouse itself is a three
story pre:fab. There are windows
circling the building at waist-level,
and a series of large loading doors,
one of which is slightly ajar. A huge
skylight runs the length of the room.

So much for silence.

If you would like to approach the
window and look inside the ware-
house, read Paragraph #5. If you
would like to stop outside the window
and scout around for clues, read

Paragraph #7.

You stretch out and briefly
grasp hold of the ledge, but
your fingers give way one by one,
dropping you to the ground with a
sick thud.

Of course thereis a chance thatyou
will take a little damage from the fall
You have just fallen 30 feet. The
Acting and Effect Values of the
“attack” you suffer when you strike
the ground are equal to 4/4. In this
case, your APs of BODY serve as both
the Opposing and Resistance Values.
Make a standard Action Check and
apply the RAPs as damage to your
Current Body Condition. Remember
that you can spend Hero Points to
increase your Opposing and Resis-
tance Values against the falling
damage, but you must decide how
many points you are going to spend
before you roll the dice.

You quickly get wp and try to clear
the cobwebs out of your head. Falling
means noise; noise means trouble.

Sure enough, a lone thief armed
with a baseball bat comes bolting out
of the warehouse, reéady to attack.

If your Current Body Condition
was reduced down to zero or belowby
the falling damage, read Paragraph
#17. If you would like to try to hide
from the thief for the time being and
choose your own moment to strike,
read Paragraph #4. If you would like
to battle the thief as he comes out of
the warehouse, read Paragraph #19.

The Batarang twines itself

around a chimney, and you
quickly make your way up to the roof
and skylight.

Looking doun through the dirty
glass, you see a lone thief rooting
around in the boxes stackedupon the
warehouse floor. He's armed, but it
doesn ’t look too bad — Fust a baseball
bat. Definitely an amateur.

If you would like to strike an
imposing silhouette against the moon
and come crashing down through the
skylight in the hopes of scaring the
thief, read Paragraph #6. If you
would simply like to crash down
through the skylight and attack the
thief, read Paragraph #11.

EYO@; quickly leap behind a
nearby dumpster, trying to
elude the gaze of the thief.

Now it's time for Batman to use his
Thief Skill, In this case, the thief is the
one that must make an Action Check.
The thiefs Acting and Effect values
are both equal to 3, his INT and WILL.
The Opposing and Resistance Values
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of the Action Check are equal to the
Batman’s APs of Thief Skill. If the
thief fails to get any positive RAPs,
read Paragraph #20. If the thief
succeeds with one or more RAP, read
Paragraph #19.

ou cautiously approach the
shattered window and look
inside. As you expected, you find a
lone thief within, rooting areund in
the boxes stacked upon the warehouse
floor.

If you would like to use your
Batarang to climb up to the skylight,
read Paragraph #10. If you would
like to simply enter the warehouse
through the open loading door, read
Paragraph #8.

The brittle glass shatters

beneath your knees as you drop
to the fleer with an unholy shriek. As
you fall, your cape billows up about
you, casting the shadow of a bat over
the thief below.

Scaring someone like this is called
Intimidation. In order to Intimidate
someone, you use the Charisma Skill.
Make an Action Check using your APs
of the Skill as the Acting and Effect
Values. The Opposing and Resistance
Values are both equal to 3, the thief’s
INFL and SPIRIT. If your Action Check
receives 3 or more RAPs, read
Paragraph #15, otherwise read
Paragraph #11.

EYO% approach the window and
begin searching for clues.

Here is where Batman uses his De-
tective Skill. Make an Action Check
using your APs of Skill as the Acting
and Effect Values, against Opposing
and Resistance Values of 7 and 7. If
you receive 7 or more RAPs, read
Paragraph #18, otherwise read
Paragraph #13.

You jerk openr the loading doer
with a creak, casting a long
shadow across the warehouse floor.
The thief hears the creaking moise
and stops what he is doing. Whirling
around, he spots your silkouette in
the doorway.
Read Paragraph #11.

ou step around your young
opponent and make your way
hrough the warehouse. Cautiously,
you begin searching behind the piled
up crates — rats usually come in
packs.
Behind a half-ruined desk you
Sinally find him — the eccomplice.
He’s big, but scared, Kid’s got a knife.
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He's making a move.

Play out this battle just like the last
one. (If you didn't battle the first
thief, read the first two non-italicized
paragraphs of #11.) The thief’s
statistics are:

opponent and are subtracted from
his Current BoDY Condition. Once a
Character’s Current BoDY Condition
drops down to zero or less, s/he is
unconscious.

The thief has these statistics:

THIEF THIEF

DEx: 3 St 3 Bopy: 3 DEx: 3 Srr: 3 Boby: 3
INT: 3 Wi 3 Mmwp: 3 InT: 3 Wi 3 Mmme 3
INFL: 3 Aura: 3 SpmrE: 3 INFL: 3 Auras 3 Spri: 3
INITIATIVE: 9 HEero Points: 0 IniTIATIVEE 9 HERrO PoOINTS: 0

® Equipment:

Knife [BoDY: 2, EV: 4]

This thief is armed with a knife,
meaning that his Effect Value is 4
when he attacks Batman.

If your Current Bopny Condition is
reduced to zero or below at any point
during the battle, read Paragraph
#17, otherwise read Paragraph #21.

E YouunhitchtheBatarangfrom

your utility belt and cast it up
into the night.

In order to climb up the building,
Batman must use his Acrobatics Skill.
Make an Action Check using your APs
of this Skill as the Acting and Effect
Values against ®pposing and Ress
tance Values of6/6. If you receive one
or more RAPs, read Paragraph #3. If
you fail to gain any RAPs, read
Paragraph #12,

H‘ltthough the thief is surprised
and more than a little scared,
he’s mot going down without a fight.
Brandishing his baseball bat, he
rushes ahead,

Now you've got to battle the thief.
In the DC Heroes RPG, combat is
fought in phases. The first thing you
do each phase is roll for Initiative,
Roll 1D10 and add the resuit to your
Initiative score, then do the same
thing for the thief. Whoever has the
hghest Initiative total gets to make
the first attack during this phase.
After the Initiative winner makes an
attack, the Initiative loser gets to
make a counter-attack, assuming he
is still conscious. After both parties
have made an attack, begin a new
phase with a new Initiative roll. Keep
fighting until someone drops uncon-
scious.

Making a combat attack is a Dice
Action, using your BEX as the Acting
Value and your STR as the Effect
Value. The Opposing Value is equal to
your opponent’s BEX, and the
Resistance Value is equal to your
opponent’s Boby. Any RAPs you
receive in combat indicate the
amount of damage taken by your

® Equipment:
Baseball Bat [BoDY: 1, EV: 4]

The thief is also armed with a
baseballbat, meaning that he can use
an Effect Value of 4 when he strikes
Batman, instead of the usual 3
dictated by his STR.

If you are knocked unconscious by
the thief, read Paragraph #17. If you
knock the thief unconscious, you can
either search the thief’s unconscious
body for clues (read Paragraph #14)
or look around the warehouse (read
Paragraph #9).

Batarang seems to strike

its mark, and you begin scaling

up the wall. Just as you near the top,

however, you hear a horrifying

sound. Your line snaps! Instantly,

you are plummeting te the ground
thirty fed below.

As you fall, you catch sight of a
window ledge just below you. If you
arch yeur descent just right, you can
grab the ledge and catch yourself.

In order to grab the ledge, Batman
must make an Action Check using his
DEX as both the Acting and Effect
Values, against Opposing and Resis-
tance Values of 8. If you receive one or
more RAPs, read Paragraph #16,
otherwise read Paragraph #2.

ou scour for clues but find
nothing.

You can now either use your
Batarang to climb up to the skylight
(Paragraph #10), enter the ware-
house through the open loading door
(Paragraph #8), or look in the
broken window (Paragraph #5).

You slowly approach the thief,
hoping to find a clue to his
identity.

You are only a foot away from the
young punk when you hear light
breathing behind you. There were
two of them! You should have been
mere cardful.

Whirling, you find yourselfface to
JSace with another thief. This one is
armed with a knife.



First, you've got to check and see if
the thief caught Batman by surprise.
To do so, have Batman make an
Action Check using his INT and WILL
as the Acting and Effect Values
against Opposing and Resistance
Values of 5/5. If this check succeeds
with one or more RAPs, you noticed
the thiefin time,otherwiseBatmanis
surprised and cannot act during the
first phase of combat.

Playthis battle just like the last one.
The thief’s statistics are:

THIEF

DEx 3 Sw: 3 Booy:: 3
INT: 3 Wi 3 Mmp: 3
INFL: 3 Auvra: 3 Spri: 3
INITiaTive: 9 HEro Points: 0

® Equipment:
Knife [BoDy: 2 EV: 4]

This thief is armed with a knife,
meaning that his Effect Value is 4
when he attacks Batman.

If your Current BoDY Condition is
reduced to zero or less during the
battle, read Paragraph #17, other-
wise read Paragraph #21.

r'f"V You ve maneged to scare the
,JJ thief completely out of his wits.
Hedrops his baseball bat and shields
his eyes in horror. Dropping into the
shadews, you reach down to your
utility belt and toss the thief a pairof
Batcuffs.

“Put them on, "’ you growl, “NOW!”

Quivering, the thief quickly slaps
the cuffs across his wrists.

You can now either search the thief
for clues (Paragraph #14), or look
around the warehouse (Paragraph
#9),

Arching your body as you fall,
you barelymanage to gresp the
ledge on the way down and pull
yourself up. In no time, you've
already recovered the Batarang, tied
the line off, and made your way up to
the skylight.
Read Paragraph #3.

@As You slump into unconscious-
ness, you see the thief grin and
start toward you. This lecks like the
end. Certainly not an konorable way
to go.

But expecting the worst, you get the
best. Just as the thiefis hevering over
you, you hear someone shout,
“Preeze!”” Charging up behind the

Jrightened thief are Commissioner
Gordon and four of his men. The
young punk drops his weapon.

Lucky, old man. Lucky.

Gotham is a dangerous place, and
nobody ever said being a kerois easy.

Why don’t you go back to Para-
graph #1 and try again?

afildd| Whoever smashed the window
L.‘J accidentally kicked over a
bucket of sawdust, scattering its
contents across the pavement. In the
dust you notice two sets of footprints
— there must be two thicves!

Now you can either look in through
the broken window (Paragraph #5),
climb up to the skylight (Paragraph
#10), or enter through the loading
door (Paragraph #8).

You see the thief epproach and
prepare yourself for his attack.
Read Paragraph #11.

From behind the dumpster,

you see the thief stop and look
around. After waiting a few seconds,
he nervously st s back inside. He
must not have seen you.

You can now look in through the
broken window (Paragraph #5), or
enter through the open loading door
(Paragraph #8).

HYou ve subdued and cuffed
both thieves. A search of their
Jjacket pockets reveals that neither is
carrying any identification. A quick
call to Commissioner Gordon and
you can be en your way.

Another job well done. Welcome to
Gotham City.
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Now that you have read the Read This First booklet and
played through the Welcome to Getkam Cety solo adventure, you
should have a pretty good idea of what the DC HEROES Role-
Playing Game is all about.

This book contains all of the rules you will need for play.
Everything found in this book is built upon the basic concepts
that were introduced in Read This First. If you are still a little
fuzzy on some of the basics, don't worry. a quick review of
everything you have learned so far follows.

The Gamemaster and the Players

Each ofthe participants in the DC HEROES RPG has a vital
role to play.One of the participants is always the “Gamemaster”
(GM for short), while the others are “Players.”

Each of the Players takes on the role of one of the heroes from
DC Comics. In effect, the Players teraporarily becorme the heroes.
They decide what the heroes will do in a series of situations.
Should Batman swing down on his Batrope to knock the thug
unconscious or should he just throw down a Batarangto do the
job? Is it better for Superman to go and confront Lex Luthor
now, before anymore people areinjured,or should he wait until
he has more hard evidence of Lexcorp's involvement in the
epidemic that is sweeping the eastern seaboard? These are the
kind of questions that the Players playing Batman and
Superman must answer. In the Welcome to Gotham City solo
adventure, you were playing the role of Batman.

The Gamemaster does not take on the role of an individual
hero. Instead, s/he setsthe stage for the adventure in which the
Players’ heroes will participate. S/he functions like the writers
who script DC Comics: the GM decides which villain(s) the
heroes will encounter during the adventure, what the villains
are after, and how they hope to accomplish their goals. The GM
also playsthe roles of the villains and the minor charactersthat
the heroes encounter along the way. Suppose, for example, that
you areplaying Batman and you decide to go ask Commmissioner
Gordon for help on a case, The GM would then assume the role of
Gordon and decide whether or not the commissioner can be of
any help to you.

One of the Gamemaster’s other responsibilities is to serve asa
sort of referee. S/he must make sure that all the Players are
following the ruies of the game, and be prepared to make snap
decisions asto what the Players’Characters can and cannot do.
The Gamemaster also ultimately decides the outcome of the
heroes’ actions.

Introduction

In short, the Gamemaster functions as a sort of storyteller.
S/he keeps play flowing smoothly, interprets the rules, and
designs the challenges that the heroes must tackle. If you are
unsure of exactly what the GM does during play, refer back to
the What is a role-playing game? section of Read This First,

Playing the Game

The rules are a framework that help the GM decide what will
happen in certain situations. Let'ssayfor example, that you and
a friend are piaying Batman and Robin. After an exhaustive
search you finally manage to find the Joker’s hideout. As you
enter the hideout, however, the Joker sends ten thugs out to kill
you. What happens now? Well, instead of just making some
arbitrary decision like, “it’s a hard battle, but you win,” the GM
uses the Combatrules in Chapter Threetoactuallyplayout the
situation and see who wins.

Suppose that Batman and Robin win the battle against the
thugs, but by the time the battle is over, the GM decides that the
Joker has left the hideout and escaped. Batman will probably
want to interrogate one of the thugs and see if the thug can tell
him where the Joker may have gone. Batman is a pretty scary
guy; but is he scary enough to make the thug tell him what he
wants to know? Instead of just pulling an answer out of thin air,
the GM can use the Character Interaction rules in Chapter Four
to figure out how much information the Batman gets out of the
thug.

There are rules for all of the activities that the heroes
commonly perform in the DC Comics, in order to help the GM
decide what happens whenever the heroes (or villains) try to
perform those activities. If a Player wants his/her Character to
take an action that is not covered in the rules, itis up tothe GM
to decide what happens next; but the rules cover such a broad
range of possible actions that this rarely happens.

You should also note that the GM can choose to supersede or
change any of the rules. If you do not like something, go ahead
and change it. If you think that the way the Players are rolling
the dice is spoiling the adventure, feel free to step in everyonce
in a while and supersede the rules. But take extra care in
situations like this. You should probably only change a rule or
overrule a dice roll when you have a very goodreason to do so.
The GM's key responsbilityis aiways to make sure that everyone
(including him or herself) is having fun!

You will find a lot more advice on how to be a successful
Gamemaster in Chapter Seven towards the end of this book.

3
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There are eight simple ideas behind the rules for the DC
HEROESRole-Playing Game. In orderto play the game, Players
must be completely familiar with these eight ideas. These are the
same concepts that were covered in the Read This Firstbooklet.

Idea One: Attribute Points

Just about everythinginthe DCHEROES RPG is measured in
Attribute Points, or APs for short. It is the AP system which
allows the rules of the game to function cleanly. Examples of
quantities that are measured in APs include: time, weight,
distance, information, volume, and money.

APs are entirely interchangeable. A Character who has 6 APs
of Strength, for example, can lift an object that weights 6 APs
(about 3000 1bs); whilea Character who has 6 APs of Flight can
travel 6 APs of distance (600 feet) every 0 APs of time (4 seconds
or a single phase of action). Note that zero is always used as a
unit of measurement, and for all quantities, zero represents the
base value around which the individual measurement system is
designed:

APs Measure Amount
0 Weight 50 1bs.
0 Distance 10 feet
0 Information 1 paragraph
0 Time 4 seconds
0 Money $25

Each additional one AP of a quantity doubles the amount
measured by the previous AP. For instance, 0 APs of weight is
equalto 50 lbs, 1 AP is 100 Ibs, 2 APs is 200 1bs, 3 APs is 400 Ibs,
and so on. With his Strength of 25, Superman can lift 25 APs of
weight, or approximately 972,800,000 lbs (about 81,000 tons).

Example:
APs Measure Amount
5 Weight 1,600 lbs.
5  Distance 320 feet (about 100 yards)
5 Information 32 paragraphs (a term paper)
5 Time 4 minutes, 16 seconds
5  Money $800

Each AP actually represents a range of values rather than an
absolute figure. As we said earlier, 0 APs of weight is equal to 50
pounds, and 1 AP of weight is 100 pounds. A Player might
wonder, then, how many APs of weightis something that weighs
75 pounds? The answer is 1 AP, because 1 AP of weight actually
represents the entire range of values from 51-100 lbs; 2 APs of
weight represents the range of values from 101-200 lbs, and so
on. Similarly, 0 APs of distance is 0-10 feet, while 1 AP is 11-20
feet, and 2 APs is 21-40, etcetera.

The BenchmarkAPs Table on the inside of the Gamemaster's
Screen lists values for the first 20 APs of each of the most
commonly used quantities in the game (time, distance, weight,
volume, information, and money). In the case of the last four
quantities, examples are provided right on the table. For
example, the entry for 10 APs of weght reads: “DC-9 Airplane
(25 tons).”Thismeans that 10 APs ofweightis approximately 25
tons, whichis the approximate weight of a DC-9 airplane. These

examples prove very helpful during play. Suppose, for example,
that Superman wants to lift a large house. The GM probably has
no idea exactly how much a house weighs, but could guessthat it
would welgh more than a battle tank (11 APs) and less than a
blue whale (12 APs) meaning that the house probably weighs
about 12 APs, Since Superman has a Strength of 25 APs, he can
easily lift the house.

[tis important that GMs and Playerslearnhowto convert real
world quantities into APs, and APs back into real world
measurements. Here are some more examples:

How long is a football field (100 yards)? (5 APs)

How long is 3 days? (17 APs, butremember that 17 APs represents
the entire range of values frem 2 to 4 days)

How much does a car weigh? (6 APs)

If a Character has a Strength of 8, how much weight can s/he lift?
(about 6.25 tons)

If Wonder Woman's lasso has a length of 4 APs, how long is it?
(about 150 feet)

One last important caution about APs: APs are not added
together in the same way as real worid measurements. This
meansthat3 APs plus 3 APsisnot 6 APs! Look at the real world
measurements. 3 APs of weight is 400 lbs, and 6 APs of weight is
3000 pounds; 400 Ibs plus 400 Ibs is zot 3000 1bs. 3 APs pius 3 APs
is actually 4 APs (800 lbs). In order to add together two
quantities measured in APs,take thelarger ofthe two APvalues
and add onetogetthe proper resuit: 7 APs plus 3 APsis 8 APs; 9
APs plus 9 APs is 10 APs; 1 APplus 14 APs is 15 APs; and so on.

Idea Two: Attributes

Every Character in the DC HEROES RPG has nine natural
abilities called Attributes. These are: Dexterity (DEX), Strength
(STR), Body (BODY), Intelligence (INT), Will (WILL), Mind (MIND),
Influence (INFL), Aura (AURA), and Spirit (SPIRIT). The Attri-
butes for each DC Character are listed on his/her Character
card or in the Background,/Roster Book.

Each Attribute measures a different aspect of a Character,

Dearterity is a measure of a Character’s quickness and agility.
Batman is very good here.

Strength reflects a Character's physical power and is a
measure of the amount of weight that s/he can lift or move.
Strength is one of Superman’s best Attributes.

Body is a measure of a Character’s toughness and represents
his/her resistance to physical injury. This is an Attribute where
Captain Marvel excels.

Intelligence shows how smart a Character is. Hawkman is an
example of a very intelligent hero.

Will gives an indication of the strength of a Character’s
willpower, and his/her ability to draw conclusions from facts.
Hal Jordan of the Green Lantern Corps has one of the strongest
forces of willpower in the whole universe!

Minddetermines how mentally tough a Character is and how
likely s/he is to resist mental damage. Aquaman has a very
powerful Mind.

Influence measures the strength of a Character’s personality.
A Character with a high Influence is Guy Gardner of the Green
Lantern Corps.

Aura indicates how easily a Character can attect the emottons
of others, and how effectively s/he could take command of a
group. Wonder Woman has an exceptionally high Aura.

Spiritis the strength of a Character’s spirit and a measure of
how likely s/he is able to resist fear and mystical or magical
damage. The Spectre has one of the highest Spirit ratings
around.

Attributes are measured in APs. This means that a Character
with an INT of 5 is about twice as smart as a Character with an
INT0f4, and so on (remember, each AP of measurement doubles
the quantity being measured). Normal humans, like innocent
bystanders and minor Characters that frequently crop up
duringthecourse of an adventure, haveratings of2 APs in every
Attribute. By looking at Batman's Attributes, it becomes obvious



thatBatman ismuchstronger than anormalman (he hasaSTr
of 5 APs), much faster than a normal man (his Dex is 10),and
much smarter than anormalman (Batman’s INTis 12). In fact,
Batman is a lot better at everything than a normal man! In fact,
very few heroes have ratings of 2 APs or lower in any of their
Attributes. This is because heroes in DC Comics are almost
universally faster, smarter, tougher; and in general,better than
a normal man could ever hope to be.

Each Character’s Attributes are arrayed in a special three by
three pattern:

BATMAN

Dex. 10 Srr: 5 Bopy. 6]
INT; 12 wi: 12 Minp: 12
INeL; 10 Aura: 8 SpmriT: 10

The toprow of the Attribute box (DeX, STR,and BoDY) ismade
up of a Character’s Physical Attributes. Physical Attributes are
used when a Character is facing (or making) a Physical Attack
such as a punch in the mouth, or a bolt of lightning, or whenever
aCharacter is performing physical activities like jumpingovera
fence or swinging on a flagpole.

BATMAN

DeEx: 10 Srtr: 5 Bopy. 6
IIn: 12 Wi 12 Minp: 12

IneL: 10 Auras 8 SpriT: 10

The middle row ofthe Attribute box (INT, WiLL, and MIND) is
made up of a Character’s Mental Attributes. Mental Attributes
are used when a Character is facing Mental Attacks such asa
psionic blast, or mind control; or whenever a Character is
performing mental activities like solving a riddle or trying to
remember a fact.

BATMAN

DEx: 10 Srtr: 5 Bopoy: 6
InT: 12 Wi: 12 Mmp: 12
CInFL: 10 AuRA: 8 Srrim: 10

The bottom rowofthe Attribute box (INFL, AURA, and SPIRIT)
consists of a Character’'s Mystical Attributes. Mystical Attri-
butes are used when a Character is facing Mystical (or magical)
Attacks such as Magic Blasts or enchantments, and whenever a
Character is performing activities that depend upon the force
and quality of his/her personality, like dealing with other
people.

Each of the Attributes is also grouped a second way, in
columns.

BATMAN
i Dex: 10 | Smr 5 Bopy: 6
INT: 12  WwL: 12 Mwvp: 12
I INFL: 10 | Aura: 8 Sreir: 10

The left column of the Attribute box (DEX, INT, and INFL) is
made up of a Character’s Acting and Oppesing Attributes. DEX,
INT, and INFL are called Acting/Opposing Attributes because
they are most frequently used asCharacters’ Acting or Opposing
Values on the Action Table. DEX is used as the Acting Value if a
Characteristrying to carryout a Physical Action, like striking an
adversary; while DEX is also used as the Opposing Value if a
Character is trying to oppose a Physical Action, like the
adversary striking back. Similarly, INT is used as the Acting or
Opposing Valuesif a Characteristryingto carryout or thwart a
Mental Action,andINFLis used as Acting or Opposing Valuesif a
Character is trying to carry out or halt a Mystical Action. The
Acting Value indicates how likely a Character is to succeed at a
given action, and the Opposing Value indicates how likely
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his/her opponentistofailinthe attempttooppose the action. If
Manhunter was trying to punch someone, for example, his DEX
would be his Acting Value and would tell the Player how likely
Manhunter is to strike his target. His opponent’s DEx would be
the Opposing Value and would tell the Player how likely the
adversary is to avoid Manhunter's blow.

BATMAN

Dex: 10 | STR: 5 | Bepv: 6
INT: 12 | Wi, 12 | Mmiap: 12
INFL: 10 | Aura: 8 | SeriT: 10

The middle column ofthe Attribute box (STR, WILL, and AURA)
ismade up of a Character's Effect Attributes. STR, WILL, and AURA
are called Effect Attributes because they are most frequently
used as a Character’s Effect Value on the Result Table, STr is
used for Physical Actions, WILL for Mental Actions, and AURA for
Mystical Actions. The Effect Value is a measure of how well a
Character will perform an action that is successful. In the
previous example, Manhunter's STR would be his Effect Value,
and would determine how hard he would hit his target if the
punch connects.

BATMAN

Dex: 10 Str: 5 |Benv: 6
INT: 12 Wie: 12 | Mmnp: 12 |
INFL: 10 Aura: 8 | Spmwit: 10

Finally, the third column o fthe Attribute box (Bopy, MinND, and
SpPIRIT) is made up of a Character's Resistance Attributes.
Resistance Attributes are most frequently used asa Character’s
Resistance Value on the Result Table when s/he is opposing an
action. Resistance Values are compared with Effect Values in
order to determine how great an effect any action has. Also,
Resistance Attributes represent how much damage a Character
can sustain before losing consciousness. BoDY represents

Physical damage from punches and energy bolts; MIND stands
for Mental damage from psionic blasts, and mental strain; and
SPIRIT shows Mystical damage from magical bolts or enchant-
ments. In the example, Manhunter'sopponent's Boby would give
the Player an indication of whether the villain will be kayoed,
merely stunned, or not affected at all by the punch.

Putting the Two Groups Together
A chart that shows how the two classifications of Attributes
are related is as follows:

Second Group

First Acting/

Group Opposing  Effect Resistance
Physical Dexterity Strength Body
Mental [ Intelligence Will Mind
Mystical | Influence Aura Spirit

One final note: all of the previous paragraphs said that a
Character's Acting/Opposing Attributes are usually used as
his/her Acting/Opposing Values, and that a Character’s Effect
Attributes are usually used as his/her Effect Value, and so on.
This is because certain special cases might require a Player to
use a Character’s Acting/Opposing Attribute as his/her Char-
acter's Acting and Effect Values, for example; or s/he might be
asked to use the Character’s Resistance Attribute as his/her
Opposing and Resistance Values, and so on. All of these special
cases are detailed later in this rulebook and in the Character
Handbook.

Idea Three: Rolling The Dice

There are two typesof actions that Characters can perform in
the DC HEROES RPG: Automatic Actions and Dice Actions.
Automatic Actions are actions that are automatically success-
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ful. Batman can always walk across a room, for example, or call
Commissioner Gordon on the Batphone. Dice Actions are
actions that have some chance offailure, no matter how small.
Punching an adversary, interrogating a thug, and trying to
convince Commissioner Gordon toloan Robin apolicecarareall
Dice Actions.In order to decide whether a Dice Action succeeds
or not, a Player consults the Action and Result Tables and rolls
dice. If a specific Action is not spelled out herein the rules, the
GM must decide whether it is an Automatic Action or a Dice
Action.

Each of the dice that came in the box has ten sides and is
referred to as a D10. When the rules instruct a Player to roll
2D10, s/he rolls both dice and adds the numbers together. The
sidewith the( on it is considered a ten, not a zero,when it comes
up on a roll. Therefore, a roll of double 0s would be read as a
twenty, a 0 and a 4 would be fourteen, and so forth.

If doubles are rolled on the dice, the Player has the option of
rolling the dice again, and adding the result to the original roll.
S/he can keep re-rolling and adding aslong as s/he keeps rolling
doubles.

The only exception to this doubles rule is a roll of double ones.
Whenever double ones are rolled, whatever action the Char-
acter was attempting automatically fails. The Player may not
follow the doubles rule and roli again. Even if a roll of double
ones follows one or more earlier doubles rolls, the action still
fails. Ifa Player rolls double sixes, then double fours, then double
ones, for example, that action fails.

Whenever someonerolls the dice and consults the Action and
Result Tables, it is called an Action Check.

Idea Four: The Action Table

The Action Tableis used to determine whether or not a Dice
Action will succeed. The Action Table is almost always used in
conjunction with the Result Table (Idea Five). Both the Action
and Result Tables can be found on pages 5 and 6 of this book, as
well as on the back of the Gamemaster’s Screen.

Every time a Character attempts a Dice Action, the Player
must make what is called an “Action Check.” Every Action Check
involves four factors: the Acting Value (AV), the Effect Value
(EV), the Opposing Value (OV), and the Resistance Value (RV).
The rules describe what is used as the Acting, Effect, Opposing,
and Resistance Values for most of the Action Checks that will
come up during play. If a Character is trying to perform a Dice
Action that is not covered by the rules, the Gamemaster must
decidewhatto use asthe AV, EV,0V,and RVofthe Action Check.
Remember that the leftmost column of a Character’s Attribute
box contains the Attributes that are most frequently used as
Acting or Opposing Values, the middle column contains the
Attributes that are most frequentlty used as Effect Values,and
the right hand column contains the Attributes that are most
frequently used as Resistance Values.

The Action Tableis made up of numbers organized in Columns
(up and down), and Rows (side to side). The Acting Values are
located in the leftmost Column, and the Opposing Values are
located in the top Row. The other numbers represent “success
numbers” for Dice Actions.

In order to explain the Action Table, let’s take an example.
Suppose that Frank is playing Batman and wants to punch the
Joker. This is a Physical Action that uses Batman’s DEX as the
Acting Value and the Joker’s DEX as the Oppos ing Value. In order
to see if Batman’s Action succeeds, Frank follows the step-by-
step procedure below:

STEP

Locate the correct Acting Value Row, using the
guide numbers on the left side of the Table.
Attempting to strike someone in simple hand-
to-hand combat is a Physical Action, so
Batman’s Action Attribute is his DEX of 10.
Frank locates the 9-10 Row on the Table.

Locate the correct Opposing Value Column. The
Joker will try to physically dodge Batman’s
blow, so the Joker’s Opposing Attribute is his
DEX also, which is 4. Frank finds the 3 to 4
Column on the Table.

STEP

Locate the Success Number by finding where
the 9-10 Row intersects the 3 to 4 Column. The
numbertheyintersectat, 5,is Batman’s Success
Number. Frank must roll 5 or above on 2D10
(both dice) for Batman to strike the Joker.

STEP

Roll the dice. Let us suppose that Frank rolls
double 2’s. He can roll again. Now he rolls a 3
and a 7. Add the numbers from both rolls
together:2+2+3+7=14.Since the totalof 14 is
greater than the 5 needed to hit, the Action is
considered successful.

STE P - Check for a Column Shift. Anytime a Character

rolls greater than his/her Success Number ane
therollis 11 or over,s/heis eligible for a Column
Shift. Frank rolled over 11, and above his
Success Number, so he may be eligible for an
Effect bonus, called a Column Shift. In the example above, Frank
rolled a 14 when the Success Number was 5.

STEP

STEP

Determine the number of Column Shifts. Since
the diceroll wasatleast 11 and higherthan the
roll needed for success, Frank can begin to
count his Column Shifts. He puts his finger on
the spot where the Acting Value Row intersects
the Opposing Value Column at the number 5.

If he moves his finger one Column to the right, the new
number Frank is pointing to (7) is still lower than the number he
rolled. He can continue moving to the right until he reaches 11,
the point where Column Shifts begin. Frank has made one
Column Shift. 11 ismarked in red on the table to remind the GM
and the Players where Column Shift bonuses start.

Frank can now move one more Column further to the right,
since the dice roll of 14 is greater than the number (13) in that
Column, too. He now made two Column Shifts. The number in
the next Column to the right is 15. Since 15 is greater than the
dice roll, he does not earn a third Column Shift.

The Column Shifts earned will increase Batman’s results in
the next step, The Result Table.

Important Rules on Column Shifts

1. Column Shifts Start at 11

Start counting Column Shifts at 11. For example: ifthe Success
Numberis3and a12is rolled, the Player only recetves 1 Column
Shift, even though s/he moves over many Columns.

2. Turning the Corner or
Going @ff the Edge of the Action Table

Sometimes, the dice roll for an Action Checkis so high that
when counting Column Shifts, a Player goes all the way to the
right edge of the Action Table.

Look at the Action Table and find the 46-50 Row of the Acting
Values. Ifa Player has a Character with a Strength of 50 APs and
s/he rolls above 15, s/he will go off the chart.

In this case, s/he “turns the corner” and counts upwards along
the right hand edge as if it were the continuation of the Row.
S/he keeps going until the dice roll number is smaller than the
next entry.

For example: the Character with 50 APs of Strength first rolls
double 6s, then rolls double 5's, then rolls 7 for atotal of 12 + 10 +
7 or 29. Suppose his/her Success Number is a nine. For the
correct Column Shifts, s/he counts one to eleven, two to 13,
three to 15, then s/he “turns the corner” and counts four to 18,
five to 21, six to 24, seven to 28 and stops. S/he must stop
because the next number is 32 which is larger than the dice roll
of 29.
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Idea Five: The Result Table

The Result Tableis ailways usedin conjunction with the Action
Table. Once the Action Table has determined whether or not a
Dice Action succeeded, the Player then looks tothe Result Table
in order to figure out how well the Action was performed. If the
Action Tableindicated that the Action failed, thereis no need to
look at the Result Table at all. In the example from Idea Four,
Batman succesfully hit the Joker; but what happens now? Did
Batman knock the Clown Prince of Cr'une out cold, or just scuff
him up a bit? This is where the Result Table comes into play.

The Result Table works like the Action Table, except that the
Player compares Effect and Resistance Values, instead of Acting
and Opposing Values. If Batman were attempting to punch the
Joker, his Effect Value would be his STR and the Resistance Value
would be the Joker’s BoDY. Let’s continue with the example.

STE P Locate the Effect Value ratings on the left side

of the Result Table. Since punching the Joker is
a Physical Action, Batman’s STr is the Effect
Value in this case. Batman’s STRr is 5, so Frank
should look to the 5-6 Row of the table.

Locate the Resistance Value ratings along the
top ofthetable. Inthis case, the RVis the Joker’s
BobDy. The Joker’s Bepy is 4, so Frank should look
to the 3 to 4 Column of the table.

STEP

Now the Player must take into account any
Column Shifts that were earned on the Action
Table. Do this by adjusting the Column that is
being used forthe Resistance Valuea number of
Columns to the Zeft equal to the number of
Column Shifts earned on the Action Table.Since Batman earned
two Column Shifts against the Joker, Frank would count two
Columns over to the left from the 3 to 4 Column (Joker’s original
RV), leaving him on the 0 Column.

Notice that the leftmost Column is labelled “x,” and that each
entry in the “x” Column reads “+1.” If the Column Shifts are
carried further to the left than the “x” Column, pretend that
there are aninfinite number of Columns to the left of the “x,”and
that allof the entries in the firstimaginary Columnread “+2,” all
of the entries in the second imaginary Column read “+3,” and so
on. Therefore, if the RV of an Action Check was 1 and the Action
received six Column Shifts, the Result would bein the imaginary
Column that reads “+5.”

STE P Find the number of Result APs (or RAPs) by

cross-indexing the Effect Value with the final
Resistance Column.Unlikethe Action Table, the
Player does not roll any more dice to use the
Result Table. If the Resultis “A,” (which stands
for “All™) the number of RAPs earned is equal to the full Effect
Value of the Action Check. If the resultis a +1 (or +2, +3, etc. in
one of the “imaginary” Columns), the number of RAPs earned is
equal to the full Effect Value of the Action Check plus one (or
twoor three, etc.). If theresultis an “N," the Resistance Value of
the Action was just too high, and the Action fails. In the
example, Batman wouldhave earned 5 RAPs against the Joker
(remember that the Joker’s RV was shifted down two Columns
which yields an “A” result; since Batman's EV is 5, he earns 5
RAPs).

Result APs,or RAPs, are a measure of how wellan Action was
performed. RAPs are measured like normal APs, meaning that
an Action that earns 3 RAPs was performed twice aswell as an
Action that earned 2 RAPs and four times as well as an Action
that earned a single RAP.

RAPs are used for all sorts of things, depending upon the type
of Action Check being performed. In combat (like Batman
punching the Joker), for example, the RAPs that Batman earns
indicates the amount of “damage” he does to the Joker. The
Joker can only take a certain amount of damage before he
becomes unconscious and unable to fight back. The rules in this

STEP

book and in the Character Handbeok detail what the RAPs
mean for most of the Actions that are likely to be performed. If
an Action is not covered in the rules, it is up to the Gamemaster
to decide what the RAPs mean, if anything.

Sometimes, the RAPs earned in an Action Check will be
unimportant; the rules or the GM will simply state that one or
more RAPsindicates success. For example, suppose Blue Beetle
istrying tojump over atall fence. This is a Dice Action because it
is possible that he will fail. It does not really matter if Beetle
clears the fence by one foot or ten feet. He will either make it, or
he will not. This is an example of an Action in which the GM will
tell a Player that s/he must earn one or more RAPs for success; if
Beetle receives one RAP, twenty RAPs, or any RAPs, he success-
fully jumps over the fence, otherwise he faiis.

+5/Column/Row

At the very end of both the Action and Result Tables is a +5
Celumn. This number is used when a Character is completely off
the chart either in number of Column Shifts, comparison of
Attributes, or just plain dice rolling.

On the Action Table, the Opposing Values, Acting Values, and
the Success Number increase in five point increments. The same
is true for the Result Table's Effect and Resistance Values.

For example: Characters with a DEX of 61-65 as an Opposing
Value are off the chart. Just add +5 to the Opposing Value for
every 5 APs. Therefore, a Character with an Act'ing Value of 1-2
would have to roll an 85 to hit a Character with an Opposing
Value of 61-65, a 90 to his a 66-70, and so on.

Cstands for Cancel. Anytime two Characters are off the table,
they cancel each other’s advantage. A 70 Effect Value against a
70 Resistance Value is resolved as a 6@ against 60. A 75 Acting
Value against a 70 Opposing Value isresolved as a 65 against 60,
and so on.

Since it is so important to learn how to use the Action and
Result Tables quickly and easily, here are some more examples.
How many RAPs would be earned in each of the following
situations?

The Acting Value (AV)is 5, the Opposing Value (OV)is 9, the Effect
Value (EV) is 8, the Resistance Value (RV) is 6 and the dice roll is 24
(somebody must have rolled some doubles)?

There are three Column Shifts, so the Action earns 8 RAPs.

The AVis 22,theOVis9,theEVis1l,theRVis 20, the dicerollis 11?

There is one Column Shift (remember that Column Shifts de not
start until the 11 Column), but the Resuit Table reads “N’’ so no
RAPs are loarned and the Action feils.

The AVis 6, the ®Vis 6, the EVis 3,the RVis 1,and the diceroll is 18?

There are three Column Shifts, so the Action earns 5 RAPs (all of
theAPs of the Eff ect Velue, plus two from the ‘“imaginary Columns”
off the left hand of the Result Table).

The AVis 6, the OVis 6, the EVis 3, the RV is 1, and the dice rell is 92

The Action f wils because the Success Number was an 11 andthedie
roll was only & 9.

The AVis 6,the OVis 6, the EVis 7, the RVis 5,and the dice rollis 11?

There are no Column Shifts, sothe Action éarns 3 RAPs.

Idea Six: Powers, Skills, Advantages,
and Drawbacks

Takesomeof the Character cards and flip them over. On the
back, there are listings of Powers, Skills, Advantages, and
Drawbacks. Characters have these elements because many of
the heroes in DC Comics can do things that their Attributes
alone cannot explain. Superman’s STR of 25 allows him to bend
steel with hisbarehands and change the course of mightyrivers,
but what is it that gives him the ability to fiy, or to use X-Ray
Vision? The answer, of course, is his Powers.

Rewers are Abilities that are never possessed by ordinary
people. Examples of Powers include Superman’s Flight and X-
Ray Vision, Green Lantern’s Force Manipulation, and Black



Canary’s Sonic Beam: an ordinary joe on the street will never
have these abilities. No matter how hard he tried, Jimmy Olsen
could neverlearnto use X-Ray Vision like Superman, Powersare
rmeasured in APs just like Attributes. Some heroes, like Batman,
don't have any Powers at all.

Skills, on the other hand, are special heroic Abilities that can
be learned by ordinary, everyday people. It is conceivable that
Jimmy Olsen could learn to be as good a detective as Batman if
he were to put in the years and years of rigorous study and
training. Examples of Skills include: Dr. Fate’s Occultist Skill,
Black Canary’s Martial Artist abilities, and Blue Beetle's
Charisma. Skills are also measured in APs.

Advantages are special capabilities that are not measured in
APs. Some Advantages may be found in ordinary people, while
others are not. Examples of Advantages include Starfire’s
Attractive Appearance, Batman’s Connection with the Gotham
City Police Department, and even Captain Marvel's ability to
instantly change into his heroic identity.

Drawbacks are special situations that are unique to an
individual Character. Unlike Powers, Skills, and Advantages,
however, Drawbacks (as their name implies) are harmful to the
Character. Examples of Drawbacksinclude Superman’s Vulner-
ability to Kryptonite, Aquaman’s inability to remain out of the
water longer than one hour, and Batman's single-minded
pursuit of justice.

Rules governing all of the individual Powers, Skills, Advan-
tages, and Drawbacks can be found in the Character Handbook.
Usually, Powers and Skills will function as a Character’'s AV,EV,
OV, or RV while making certarn Action Checks. Advantages tend
to modify Action Checks, or permit a Character to make certain
Action Checks s/he could not make otherwise. Some even allow
a Character to perform certain Automatic Actions s/he could
not make without them. Specific details regarding the effects of
Powers, Skills, Advantages and Drawbacks are covered in the
Character Handbook. Take some time now to look up a couple of
examples of Powers, Skills, Advantages, and Drawbacks in the
Character Handbook and read their descriptions before going
on to Idea Seven.

Idea Seven: Hero Points

So far, we have shown that whether or not a Dice Action
succeeds is dependent upon a combination of the Characters’
Abilities and the Players’ luck. But in the comics, the heroes
always seem to have tuck on their side whenever they need it
most, Superman has no problem stretching his Abilities past
their limits in a dire situation, and Batman never seems to miss
an important clue. The DC HEROES RPG accounts for this
phenomenon by giving Players some control over their Action
Checks through the use of Hero Points.

Hero Points function like money: once a Player or the GM
decides to use them, they are gone, although there are ways of
getting more Hero Points during play. Hero Points allow a Player
to temporarily increase his/her Character’s Acting and Effect
Values whenever s/he is attempting a Dice Action, thus giving
him/her a greater chance of success. Hero Points may also
temporarily increase a Character’'s Opposing and Resistance
Values whenever s/he is resisting a Dice Action, causing his/her
opponent to have a lesser chance for success.

In the example of Batman punching the Joker, Frank would
have the option of spending Hero Points on his Acting Vaiue to
increase the likelihood that he will hit the Joker, or spending
Hero Points on his Effect Value to increase the amount of
damage he will do if he does hit the Joker, or he could opt to
spend Hero Points on both the ActingandEffect Values. At the
same time, the Joker could spend Hero Points on his Opposing
Value to decrease the chance that Batman will hit him (villains
have Hero Points too), or he could spend Hero Points on his
Resistance Value to decrease the damage that Batman will do if
he hits, or the Joker could opt to spend Hero Points on both the
Opposing and Resistance Values.

Each Hero Point that is spent increases the Acting, Effect,
Opposing, or Resistance Value by one AP for that Action Check
only. The Players decide when to have their heroes spend Hero
Points, and the GM decides when the villains and minor
Characters will spend Hero Points; although many minor
Characters will not have any Hero Points to spend. The number
of Hero Points that each Character begins with is listed on
his/her Character card or in the Background/Rester Book.

The following rules pertain to the expenditure of Hero Points:

First of all, the Players and/or the GM must
RULE decide whether or not they are going to spend
Hero Points before rolling the dice for the
Action. Neither the Players nor the GM are
allowed to wait and see how well they do
without spending Hero Points and then decide to spend
afterwards. Once the dice have been rolled, it is too late to spend
Hero Points.

Similarly, once someone has decided that s/he is spending
Hero Points, s/he must spend the pounts. Even if the dice roll
would have achieved the desiredresult without the Hero Points,
they are still gone, and may not be taken back.

RULE

Whenever Hero Points are used, the Player
must clearly announce to all of the other
participants exactly how many Hero Points
s/he is going to spend, and which Values (AV,
EV, OV, or RV) are going to be increased with
them: “I am spending 2 Hero Points on the Acting Value, and 3 on
the Effect Value,” for example.

Spending Hero Points, therefore, is like bidding at an auction.
Once a Player or the GM announces that s/he is spending Hero
Points on the Acting and/or Effect Values, his/her opponent can
decide to spend Hero Points on the Opposing and/or Resistance
Values. Once a Player hears that his/her opponent is spending
Hero Points, s/he can then decide to spend more Hero Points to
overcome the opponent’s expenditure, and so on. The “bidding”
goes back and forthlike this untilboth sides decide that they do
not want to spend any more Hero Points. Once both sides are
content with the number of Hero Points they are spending, the
dice are rolled and the Action is resolved.

RULE

There is a limit to the number of Hero Points
that may be spent on any one Action. A Player
may never increase any of his/her Character’s
Values (AV, EV, OV, or RV) to more than double
its beginning value through the use of Hero
Points. For example, Batman can never spend more than 10
Hero Points on his Acting Value in combat with his beginning
DEX of 10; nor can he spend more than 6 Hero Points on his
Resistance Value due to his beginning Bopy of 6.

A more detailed example will demonstrate everything we
have explained about Hero Points so far. Batman is going to
punch the Joker again. Batman’s beginning AV and EV are 10
and 5 respectively (his DEX and STR) and the Joker's OVandRV
are 4 and 4 (his DEx and Bopy). Since Frank wantstomake sure
that he will take the Joker out right here and now, he decides to
spend 3 Hero Points on his Acting Value and 2 on his Effect
Value. The GM now has a chance to spend his own Hero Points;
and since the Joker likes being conscious, the GM decides to
spend 1 Hero Point on his Opposing Value and 3 on his
Resistance Value. Now Frank has a chance to revise his own
expenditures. Since he really wants to finish off the Joker, he
decides to go for the gusto and up his commitment to 10 Hero
Points on his Acting Value and 5 on his Effect Value. Since his
original AVand EV were 10 and 5, Batman has reached his limit
for this Action, and can spend no more Hero Points. Since
Batman is going for the maximum Hero Point expenditure
possible, the GM decidesto do the same for the Joker,spending 4
on his Opposing Value and 4 on hisResistance Value. This brings
the Joker up to his own limit. Since neither side can spend any
more Hero Points, the Action isnow resolved with afinal AV/EV
of 20/10 and a final OV/RV of 8/8.
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Idea Eight: Automatic Actions

There are two typesofactionsin theDCHEROES RPG. Ideas
Four, Five, and Seven gave details on how to resolve Dice
Actions. The other kind of action is called Automatic Actiens.

Automatic Actions are automatically successful. If the Flash
wants to run at the speed of sound or Superman wants to fly,
they automatically succeed. The Action and Result Tables are
not used for Automatic Actions. The only possibie problem is
determining exactly which actions are Automatic Actions and
which are Dice Actions. Here are some simple guidelines:

IfaCharacteris using aPower,Advantage, or
Skill to perform an Action, the appropriate
description in the Character Handbook will
indicate if the Action is a Dice Action or an
Automatic Action.

Any Action that involves Characters’ Attri-
butes is automatically a Dice Action. If the GM
decides that Nightwing can use his INT to try to
solve one of the Riddler’sriddies, for example, it
is a Dice Action. In this case, using Nightwing's
INT/WILL as the AV/EV because it is a Mental Action, against
whatever OV/RV the GM decides is appropriate, with one or
more RAPs necessary for success.

There is one important exception to this rule. Using the STR
Attribute to lift an object is always an Automatic Action. If a

RULE

RULE

Character has a STr of 7 APs, s/he can automatically lift any
object that weighs 7 APs or less.

If neither of the first two guidelines are
applicable, the GM should aiways fall back on
the old rule that any Action in which thereisa
chance thatyouwill fail, no matter how smalj, is

RULE

automatically a Dice Action. Speaking, for

examplie, is an Automatic Action because there is no chance of
failure; Characters can almost always talk. Trying to convince
Commissioner Gordon to lend someone a police car, however,is
a Dice Action because thereis a chance that the commissioner
will not grant the request.

it is always up to the GM to determine whether or not any
Action is a Dice Action or an Automatic Action.

Pushing Automatic Actions

Sometimes, a hero needs to fly faster, jump farther, or lift
more weight than s/he is normally able to do. In these situations,
the hero must “Push” his/her Abilities, straining his/her capa-
bilities to their limit. A Player may only Push when s/he is
attempting to perform an Automatic Action that is based on a
Power or Attribute. To “strain Abilities” while attempting a Dice
Action, a Player spends Hero Points to increase the AV, EV, OV,
or RV, as discussed in Idea Seven.

Inorder to Push, the Player must make an Action Check using
the APs of the Ability that s/he wants to Push as the AV/EV. An
Action Check is made because Pushing itself is a Dice Action
since there is a chance of failure. Since the Character is



essentially fighting against his/her own limits, the APs of the
ability the Player is Pushing aiso serve as the OV/RV.The RAPs
from the Pushing Action are temporarily added to the ability
being Pushed. Hero Points may be spent toincrease the Acting or
Effect Values of the Pushing Action Check. RAPs that are added
to an Ability only last for 0 APs of time (about 4 seconds, or one
phase of combat). At the end of that time, the Ability returns to
its original level; although the Player may immediately try to
Push the Ability again, if desired.

In addition to any Hero Points spent on the Pushing Action
Check, the Pushing Player must pay a special “Push Fee” equalto
three Hero Points forevery AP temporarily added to the Ability.
The Player can choose to add fewer APs to his/her Character’s
Ability than s/he is entitled to, in order to save Hero Points on
the fee.

If a Player fails in an attempt to Push an Ability, the Ability
instantly “burns out” and is reduced to zero APs (the Character
is exhausted from the effort). Burned out Abilities must be
regained through the use of Recovery, which is explained later.

Here is an example of Pushing an ability: Marv is playing
Cyborg when an Army tank is dropped on top of him in the
middle of a fight. According to the Berchmark APs Table,
Cyborg would need a STR of 9 to be able to lift the tank off of
himself. Cyborg’s STRis only 7, but if he were to stra'in his Abilities
tothe utmost, he just might be able tolift the tank anyway.Since
lifting the tank would normally be an Automatic Action, Marv
can Push Cyborg’s STR to try and get it off his back. Marv must
make anAction Check with an AV/EV of 7/7 (Cyborg’s STR) and
an OV/RV of 7/7 (again, Cyborg’s STR). Just to add a little
insurance, he decides to spend 2 Hero Points on his Acting Value,
raising it to a 9. If Marv rolls an 11, he will receive one Column
Shift and 2 RAPs. He may then add these two RAPs to Cyborg’s
STrfor 0 APs of time (4 seconds), temporarily raising his STRto 9.
Marvmust pay a “Push Fee” of 6 Hero Points (3 Hero Points x 2
RAPs =PushFeeof6). If Marv rolls a 7, however, he will fail his
Push attempt, and Cyborg’s STR will be instantly reduced to 0
APs until it can be Recovered.

Automatic Actions Versus Dice Actions

The differences between Automatic and Dice Actions have
already been explained at great length. However, there are
several situations where the distinction between the two
becomes unclear. Guidelines for distinguishing between Auto-
matic and Dice Actions are as follows:

Most Automatic Actions assume that a Character is trying to
perform the action under optimal conditions. Sometimes,
however, Players will be forced to attempt Automatic Actions
under unusual circumstances. The Flash can always use his
Superspeed Power to run at incredible speeds, for example, but
what if he is trying to run across aslippery oil slick or through a
patch of rubbery glue? Similarly, Superman can always lift an
object that weighs 25 APs, but what if he has been poisoned by a
special drug that causes his Power to keep fading in and out?

Insituationslike these, the Automatic Action becomes a Dice
Action instead. Remember that any Action in which thereisany
chance that a Character will fail is a Dice Action, and in the
previous examples, there is certainly a chance that both
Superman and Flash will fail. In this case, use the APs of the
Ability in question (Flash’s Superspeed or Superman’s STR) as
both the AV and the EV of the Action Check. The OV/RV of the
Action Checkis derived from the Universal Medificrs Chart. In
ordertouse the Universal Modifiers Chart, the GM must decide
how difficult the Action is that the Character is trying to
perform, using the terms listed as a guideline. The terms
describe the Action from the perspective of a normal man.
Running across an oil slick, for example, might be a “Strenuous”
action with an OV/RV of 6/6. If the drug plaguing Superman was
quite potent, the GM might rule that lifting a heavy object is
“Herculean,” and thushas an OV/RV of 12/12. For all Automatic
Actions that are turned into Dice Actions by special situations,
the RAPs of the Action Check then temporarily function as the
APs of the appropriate Automatic Ability. If Flash gets 5 RAPs

on his Action Check, he runs across the oil at a speed of 5 APs
(the RAPs temporarily substitute for his APs of Superspeed). If
Superman gets 10 RAPs on his roll, he can lift a 10 AP object.

As soon as an Automatic Action is turned into a Dice Action,
the Ability upon which the Action is based may no longer be
Pushed. Instead, the Player may now spend Hero Points on
his/her AV and EV if s/he wants to increase the chance for
success.

The Universal Modifier Table

There are often special circumstances that will influence Dice
Actions in a similar fashion. Whenever Green Arrow shoots his
bow, it is a normal Dice Action; but what if Green Arrow wants to
shoot the bow while he is dangling from a trapeze? In cases like
this, look to the Universal Modifier Table’s Dice Action coiumn
in order to find a Column Shift modifier that is applied to the
Action’s Opposing Value. Shooting an arrow while dangling from
a trapeze might be an “Extreme” Action with Column Shift
modifier of +4. This means that the Opposing Value of theshot is
automatically increased by four Columns.

The Universal Medifier Table is only invoked when the GM
feelsitis appropriate, and it is always up to the GM to rule upon
the difficulty of the Action in question.

Universal Modifier Table

! Standard Automatic
Description Action Action
o Madifier OV & RV
Eas _ Il N/A

Going for Broke

There will be times when Players will want to be especially
precise or careful with their Actions. Suppose,forexample, that
Captain Atom wants to hit a main support pillar with his Energy
Blast in order to knock the whole building down. In situations
like this, Characters are Going Fer Broke.

Any time a Character makes a Dice Action outside of combat,
s/he has the option of Going For Broke. When a Player decides to
Go For Broke, s/he increases the difficulty of the Action in order
to reap greater rewards for success. First, s/he declares the
number of Column Shifts s/he is willing to increase the Action’s
Opposing Value. A Player may only declare an even number of
Column Shifts (2, 4, 6, or 8). If s/he then rolls the new Success
Number, s/he gets tolower the Resistance Value of the Action by
a number of Column Shifts as summarized on the following
table,

Going For Broke

Opposing Value
Columns Declared

Resistance Value
Bonus Column Modifiers

+ -3
= = Emp— - — g
(33 T b e
+6 e STl =
= e 4 5 = = .

S — AN, (S WL

Hero Points may always be spent in conjunction with an
attempt to Go For Broke. Going For Broke is never used in
Combat (there are special types of attacks that cover this same
ground).
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Justabout everything in the world of the DC HEROES Role-
Playing Game is measured in Attribute Points, or APs for short.
In order to become proficient in the DC HEROES RPG, the GM
and the Players should become proficient with the AP system.
Some guidelines for using APs are as follows:

General Rules

RULE When working with APs, it is important to

remember two things. First,each additional one
AP actuallydoubles the amount of the quantity
measured by the previous AP value. For
example, Zero APs of distance is equal to 10
feet, 1 APofdistanceis20 feet, 2 APsofdistanceis40 feet,and so
on. Likewise, a Character with an INT of 4 is twice as smart asa
Character with an INT of 3, who in turn is twice as smart as a
Character withan INT of 2. Remember that in addition to weight,
distance, volume, time, and money, Attributes, Powers, and
Skills are all measured in APs,

RULE

It is impossible to add or subtract AP
measurements as if they were real world
measurements. if Superman wants to lift two
elephants, each with a weight of 7 APs, their
combined weight is not 14 APs. Seven APs of
weight is approximately 3 tons, so both elephants together
would weight 6 tons, which is equal to 8 APs of weight. Whenever
aPlayerwantsto addtwo quantities together that are measured
in APs, s/he takesthe larger of the two quantities and adds 1 AP
to getthe final result: for example,8 APs + 2 APs =9 APs, 11 APs
+12 APs =13 APs, 99 APs + 99 APs = 100 APs, and so on.

Similarly, subtraction works differently with APs also. When-
ever quantities are subtracted that are measured in APs, take
the larger of the two quantities involved and subtract one,
unless the two quantities are equal, in which case the result is
zero (not0 APs, just zero, zip, nothing). Therefore, 6 APs-4 APs=
5APs,91 APs-2APs=90APs,44 APs-44 APs=zero,andsoon.

RULE When converting real world measurements

into APs using the Benchmark APs Table,
remember that each AP actually stands for an
entire range of values rather than an absolute
figure. One AP of distance, therefore, represents
anyreal world distance between 11 and 20feet, 2 APsrepresents
any distance between 21 and 40 feet, 3 APs represents any
distance between 41 and 80 feet, and so on. The listings on the
BenchmarkAPs Tableare always the upper limit of the APvalue
in question. This means that two and a half hours (150 min) is
the greatest quantity that can be considered 12 APs of time, five
tons is the largest amount measured by 8 APs of weight, and 3
cubic feet is the most that is equal to 2 APs of volume.

Movement

There are many occasions where the GM and the Players will
need to know how quickly someone can run a certain distance,
or how far someone can travel in a given amount of time. APs
make calculations like this a breeze.

RULE

Speed is also measured in APs. The speed at
which a Character can move is equal to his/her
DEX score, or the APs of any movement Powers
(Flight, Running, Swimmng, etc.). The ground
speed of all Characters without a movement
Power is limited to 4 APs, regardless of the Character’s DEx
(even Batman, with his DEX of 10, can still only run at a speed of
4 APs). If a Character is swimming instead of running, his/her
Speedislimited to 3 APsregardless of DEX,unless the Character
has the Swimming Power. A Character can move a distance
equal to his/her Speed every 0 APs of time (4 seconds, or one
phase of combat). Moving is an Automatic Action, but unless a
Character has a movement Power, no one may ever Push
movement.

RULE

Since speed is measured in APs, it allows the
GM or the Players to calculate things like how
far or how quickly their Characters can move,
by using simple formulas. To determine how far
aCharacter can move ina given amount of time,
for instance, simply add the Speed in APs to the Time in APs to




gettheDistance traveled in APs.(Speed + Time = Distance) This
meansthat if Batman were to run at aspeed of4 APsfor 3 APs of
time (32 seconds), he would cover 7 APs of distance, or about
five hundred yards (Batman is fast).

Now, let’s suppose that Manhunter finds a bomb thatisabout
to explode. The blast radius of the bomb is fifty yards (4 APs of
distance), and the bomb is set to explode in 6 seconds (1 AP of
time). Can Manhunter run away from the bomb before it
explodes? Manhunter’s speed is 4 APs and he has 1 AP of time in
which to run. This means he can cover a distance of 5 APs (100
yards), since Speed (in APs) + Time (in APs) =Distance (in APs).
5 APs is out of the bomb’sblast radius of4 APs,so Manhunteris
long gone by the time the bomb explodes!

RULE

APs can also be used to determine how
quickly a Character or object can move a
certain distance. This is caluculated by taking
the Distance in APs and subtracting the Speed
in APs which results in the Time in APs.
(Distance - Speed = Time) For example, to figure out how fast
Batman can run a mile (10 APs), subtract Batman’s Speed (4
APs), which ieave 6 APs of time, or about 4 minutes! Batman
couid easily compete for the goid medal at the Ojympic Games.

Here is another example: the Milky Way Galaxy is 69 APs long,
and Green Lantern has 40 APs of Flight. How long would it take
him to fly from one end of the Galaxy to the other and back? In
order to flythewhole distance he must make two trips of 69 AP,
for a total of 70 APstotal. Seventy APs of distance minus Green
Lantern’s Flight speed of 40 APs is 30 APs of Time, or about 138
years. Hopefully, he knows a short cut.

RULE

Finally, APs can be used to determine an
object’s Speed if the distance it will travel in a
certain time is known. The equation for this
transformation is Distance in APs minus Time
in APs is Equal to the Speed in APs. (Distance -
Time = Speed) For example, suppose that Lex Luthorhasfired a
nuclear rocket toward Metropolis. It will take the rocket fifteen
seconds (2 APs of time) to cover four hundred and ninety miles
(19 APs of distance) between Luthor's secret lab and the city.
How fast is the rocket travelling? Well, 19- 2 =17 APs of Speed.
Green Lantern or Superman could easily catch this rocket, but
Starfire or Rocket Red probably could not catch it without
Pushing their Flight Powers.

All three of these equations are very useful during play. For
convenience they have been reprinted on the inside of the
Gamemaster's Screen:

Distance = Speed + Time
Time = Distance - Speed
Speed = Distance - Time

Throwing Things

DC Comic book Characters, especially bg, strong ones like
Superman, throw heavyobjects around all the time. Liftingisan
Automatic Action using the STR Attribute, but calculating how
far something can be thrown once it has been lifted may not
seemso simple. However, APs again make this easy to figure out,

RULE

Tofind out how far a Character can toss an
object, simply subtract its weight in APs from
the Character’s STR. The result is the distancein
APs that s/he can throw the object. (STr -
Weight = Throwing Distance) Throwing an
objectisan Automatic Action, but trying to hitsomething with a
thrown object is a Dice Action.

For example, Superman with his STR of 25 can throw a 50 Ib.
sack of grain (0 APs of weight) 25 APs of distance, or about
32000 miles. Superman can throw a battle tank (weight of 9
APs) 16 APs of distance, or roughly 64 miles.

A Character may move at full speed aslongas
s/he is carrying a weight that does not exceed
his/her Str Attribute. If a Character is Pushing
his STR in order to lift a very heavy object, it
would obviousiy reduce his/her speed. In order
to find out how much, simply subtract the STrR from the weight
s/he is carrying and reduce his/her speed by the result. (Weight
-STr = Speed Reduction) In the example where Cyborg Pushed
his STrto lift the tank, his Running speed would drop from5 APs
down to 3 APs while carrying the tank (9 - 7 = 2), and his
Jumping speed would drop from 7 APs down to 5 APs.

RULE

RULE

Thefollowing formula is used to figure out the
speed that an object travels when thrown: take
the throwing Character’s StR, and subtract the
Weight in APs of the object being thrown. The
result is the object’s speed. (STR - Weight =
Throwing Speed) Superman can throw a car
(weight of6 APs) at aspeed of 19 APs (about 480,000 MPH). The
Earth’s escape velocity (the speed necessary to break free of a
planet's gravity) is 15 APs, meaningthat anytime a Character
can throw an object with a speed of 15 APs or greater, s/he can
throw the object out of the atmosphere and into outer space!

Note: Other planets may have different escape velocities,
depending on their density, composition, and atmospheric
content. It isthe GM’s call on determining the escape velocity of
alien worlds.

Breaking Things

In addition to throwing trucks and buildings around, DC
Comic book characters also smash down brick walls and bend
steel in their bare hands.

RULE

Like Characters, every inanimate object has
certain Attributes measured in APs. All
inanimate objects suchashouses, trees, chains,
lampposts, mailboxes, or what have you havea

= BobpYthat functionsjustlike a Character’s BoDY.
An ob ject’'s BoDy is an indication of how much damage the obj ject
can take before it breaks. A list of BoDY Benchmarks for inani-
mate objects can be found on the inside of the Gamemaoster’s
Screen.

Breaking an inanimate object is a Dice Action, using a
Character’s STR/STR or APs of an appropriate Power as the
AV/EV. (This is one of the special situations that we mentioned
in Chapter One, in which an Effect Attribute is also used as an
Acting Value.) The object’s BopY/BoDYis used asthe OV/RV.Ifat
least one RAP is earned on this Action Check, the object is
damaged orbent; and ifthe object isbig enough, like a fence or a
house,oneormore RAPs putsa holeinitthatislarge enoughto
walkorclimbthrough. Ifanumberof RAPs are received on this
Action Check that are greater than orequal totwice the object’s
BoDy, the object is completely destroyed. The RAPs from these
Action Checks are cumulative. Suppose Starman is trying to
destroyan object with a 10 BoDY, but he only receives 3RAPson
his Action Check. This means Starman will have to keep
pounding away at the object until the total RAPs from all of his
Action Checks are greater thanorequalto 20, at which point the
object will be totally destroyed.

Let’s take a look at another example. Suppose Superman was
tryingtosmash through a steel wall (BoDy of 12). He would then
make an Action Check using 25/25 (his STR/STR) asthe AV/EV
againstan OV/RVof 12/12 (the wall’'sBoDY/BODY). If he receives
one or more RAPs, he smashes a hole in the wall large enough to
walk through. If he receives 24 RAPs, he brings the whole wall
down.

For one more example, let’s say that Captain Marvel is trying
to bend alead pipe (BoDY of 7). He would then make an Action
Check using 20/20 asthe AV/EV (his STR/STR) against an OV/RV
of 7/7. If he receives one or more RAPs, he bends the pipe. If he
receives 14 or more RAPs, he can completely destroy the pipe.
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THREE

C H A PTE R

Sometimes Characters will be faced with no other alternative
than to joinin battle. Very few villains will give up without a fight,
and vicious assassins who come gunning for heroes are an all-
too-frequent occurrence. Using the rules in this chapter, just
about any combat situation can be played out in detail.

Most of the time, while ptayingthe DC HEROES Role-Playing
Game, time, movement, and specific actions are not really a
problem. Usually, everybody simply keeps telling the GM what
they want to do, and the GM tells them what happens as aresult,
using the rules as a guideline. Once combat begins, however,
everything must slow down so the GM can determine the exact
sequence ofevents.Suppose, for example, that Batman wants to
throw a Batarang at the Riddler, while the GM decides that the
Riddler wants to shoot a gun at Batman. Who gets to go first?
Instead of arbitrarily making a decision, the GM invokes the
combat rules.

Combat is played out in a series of turns called ®heses. Each
phase of combat lasts 0 APs of time, or about 4 seconds. The
rules in this chapter will explain exactly what each Character
can do once it is his/her turn in combat. During combat, the GM
will also keep track of the positions of everyone involved in the
battle, constantly updating the positions as the Characters
move and stumble.

The GM has the option of invoking the combat rules whenever
s/hefeelsit is appropriate. There are times when the GM might
want to invoke them even when there is not really any combat
happening, in order to establish everyone’s exact position and
play out a sequence of events in which timing might be critical.
Suppose, for example, that a little girl falls off the roof of an
apartment building. Can Firestorm save her? In this case, the
GM should probably invoke the combat rules in order to
establish the exact positions of Firestorm and the girl, and to
figure out whether or not Firestorm will be able to actbefore the
gir! hits the ground.

Before we outline the generalcombat rules, it isimportant to
emphasize a few points.

l. Time

Combat is always played outinsequential “phases.” ®ne phase
of combat lasts approximately 4 seconds, or 0 APs of time.
During each phase of combat, each Character will get a turn to
do something. The following rules will explain how to decide
who gets the first turn, and who gets the second turn, etc.

Il. Actions

When itis a Character’s turnin combat,s/hecan perform up
to three Actions; but only one of these Actions canbe a Dice
Action. A Character could, for example, move (Automatic
Action), pick up an object (Automatic Action), and then throw
the object at something (Dice Action); or move (Automatic
Action), punch the villain (Dice Action), and summon the police
via radio (Automatic Action). The three Actions may be per-
formed in any order, the Dice Action does not have to come first
or last, and a Character does not have to perform all three
Actions if the Player so desires.

The one-line quips that so often punctuate comic book
combat are free and do not take up any of a Character's three
allowed actions, but stopping to plan strategy or to carry on a
lengthy conversation with a friend does count asan Automatic
Action. In fact, during any phase in which a Character discusses
strategy or carries on a lengthy conversation, s/he cannot
perform a Dice Action. Ifitismuch longerthan “Let'sget him!”it
should be ruled a lengthy conversation.

There is only one other rule concerning Actions during
combat: a Character may never perform more than one move-
ment Action in a single phase. Cyborg, for example, cannot run
his full speed of 4 APs, and then Jump 7 APs all in one phase.
Similarly, Superman could not run along the ground using his
Superspeed and then fly away using flight in the same phase.

Ill. Keeping Track of Position

It is always up tothe GM to keep track ofthe position of the
various combatants during a battie. The easiest way todothisis
to draw out a quick map of the terrain and pencil in the first
initial of each Character involved in the appropriate locations at
the instant the battle begins (the GM decides where everyone
begins, based on the situation). Once the battle gets started, the
GM can erase each Character’s initial and reposition it as
necessary. When drawing up a map of this sort, make sure to
include ascalesothat each Player can see how fareveryone may
move, etc.

Another option for keeping track of positions istoset up small
dioramas and use miniature figuresfor each of the combatants.
Grenadier Models has figure sets available for the Justice
League, the Legion of Superheroes, the Outsiders, the New Teen
Titans and the Watchmen for anyone who is interested. Setting
up dioramas and using miniatures costs money and takes up
time, but it adds a breathtaking new dimension to play.

Akey rule toremember when plotting Characters’ positionsis
to keep things moving. Do not spend a lot of time drawing out
elaborate maps and diagrams once play begins. Rough sketches
drawn in a minute or less will suffice. In fact, once everyone in
the group has a lot of experience with the game, it is often
unnecessary to keep written track of the combatants positions
at all.

IV. Combat Sequence

Each combat phase consists of five separate steps. Each of
these steps is outlined below:

1. Activate Automatic Powers
2. Roll for Initiative

3. Declare Actions

4. Perform Actions

5. Make Recovery Checks

! Activate Automatic Powers

STE P ' Every Character has an opportunity to
| immediately activate any of his/her protective
| Automatic Powers at the beginning of each

~—- phase of combat (i.e. turn the Power on). Any
Power activated in this fashion goes into effect before anyone
can perform an Action during that phase, other than activating
their own Automatic Powers. Thus, even if Green Lantern
manages to win the first turn in a combat phase, Sinestro could
always put up a Force Field before the Emerald Warrior can
strike.

Activating an Automatic Power always counts as an Auto-
matic Action in combat. If a Character activates one of his/her
Automatic Powers before Initiativeisrolled (asexplainedinthe
nextstep),itstillcostsone of thethree allotted Actions onceitis
his/her turn to act.

Deactivating a Power never counts as an Action; but a
Character may not activate and deactivate the same Power in
one phase.Brainiac 5 could not turn of fhis Force Shieid, punch
Starfinger, and then turn his Force Shield back on, for instance.




Theonly Powers that maybe activated are protective Powers
like Force Field, Icing, Invisibility, Two-Dimensional, Bispersal,
Force Shield, Mental Shield, Joined, and Magic Shield. The
effects of each of these Powers are explained in detail in the
Character Handbook. All other Automatic Powers, likeFlightor
Telescopic Vision, may not be used until it is that Character’s
turn in the phase. Each use of an Automatic Power counts as an
Automatic Action everytime one is used, and Dice Powers count
as Dice Actions whenever they are used. Once a protection
Power has been activated, it does not count as another Action to
use it, For instance, it does not cost Booster Gold a separate
Action every time someone tries to punch him and he uses his
Force Field to defend himself, as long as he has already spent
one Action to activateit. The sameis true even if the Force Field
was activated during a previous phase. A protection Power will
always stay activated until the user voluntarily deactivates it or
is rendered unconscious.

The Insta-Change Advantage mayalso be activated during the
protection Power step, also at a cost of one Action.

Note: Some Powers like Skin Armor, Iron Will, or Awareness
are always considered on and never need to be activated to take
effect. See the Power descriptions in the Chareacter Handbeck
for details.

Roll For Initiative

This is the step where the order in which
everyone will act during the current phase is
decided.

Each hero has a listed Initiative rating in
his/her Attribute box. A Character’s Initiative rating is equal to
the sum of his/her Action Attributes (DEX, INT, and INFL),
though there are Powers, Skills, and Advantages that can
temporarily or permanently affect a Characters Initiative
rating. These are described later.

At the beginning of every phase of combat, each of the
participants rolls a

STEP

roll their Initiative totals until the tie is broken.

Hero Points

Before rolling Initiative for a phase of combat, each Player
may choose to spend Hero Points to increase his/her Char-
acter’s Initiative total. S/he may spend as many Hero Points as
desired on a single Initiative roll (there is no limit), and each
Hero Point spent will increase the Initiative totalbyoneforthat
phase only.

Hero Points to be spent on Initiative must be declared aloud
before anydice arerolled, allowing the GM and the other Players
present a chance to spend their own Hero Points to counter
such a move. All of the participating Players then contimue to
bid, as described in Chapter One, until everyone is happy with
the number of Hero Points they are spending. Once a Player has
declared that s/he is spending Hero Points on the Initiative roll,
s/he must spend these Hero Points regardless of how many Hero
Points the other Players decide to spend, or how the final totals
would have come out without any expenditures.,

The GM -may opt to have any of the Characters s/he is
controllingspend Hero Points toincrease their Initiative scores,
as well. These should be declared out loud at the same time the
Players are bidding, and before any Initiative rolls are made.

No one mayever “Push” one of their Acting Attributesin order
to temporarily increase their Initiative rating.

Powers, Skills, and Advantages

Severalof the Powers, Skilts, and Advantages described m the
Character Handbook can modify a Character’s Initiative rating.
For the sake of convenience, all of them are recapped here:

Martial Artist. Characters with the Martial Artist Skill always
automatically add two to their Initiative ratings, even when they
are not performing a Martial Arts attack. Characters with the
Martial Artist Skill have an Initiative listed which already takes
the Martial Artist bonus into account. Robin’s Base Initiative
would be 18 (the sum of his DEX, INT, INFL), but is listed as 20
because he always adds 2 to his Initiative due to his Martial
Artist Skill.

D10, adds the resuilt
to his/her Initiative
rating, and records
the final total on a
piece of scrap paper.
The GM rolls for the
villains and minor
Characters, while the
Players roll for their
heroes. The Charac-
ter with the highest
recorded total wins
the first turn, and
getsto actfirstduring
the phase, while the
Character with the
second highest total
gets to act second,
etc.

If two Characters’
Initiative totals are
tied, a hero always
takes precedence
over avillainorminor
Character. If two
heroes {or villains or
minor Characters)
are tied, the Char-
acterwith the higher
INT is considered to
have won the Initia-
tive struggle. If the
Characters. are still
tied, have them re-




Superspeed: Characters with this Power add their APs of the
Power to the total of their Acting Attributes when calculating
their Initiative ratings. For example, the Flash has a 6 DEX, a 4
INT, a 3 INFL, and 10 APs of Superspeed; therefore, his Initiative
rating is 25. A Superspeed Character receives this increased
Initiative rating, even when s/heis not using Superspeed during
the phase (unless his/her Superspeed Power has Burned Out,
see Recovery).

Water Preedom: Characters with this Power may substitute
their APs of Power for their DEX while calculating their Initiative
rating in situations where they are submerged in water. A
Character’s submerged Initiative rating is always listed in
brackets after his/her true Initiative rating. For example,
Aquaman’s Initiative would be listed as 22 {27].

Lightning Reflexes: Characters with this Advantage also add
2 to their Inititive ratings in all situations. This bonus has
already been figured into the Initiative ratings found in all of the
Attribute boxes of the Characters who have this advantage.

Example:

The New Titans are engaged in corbat against the Penguin,
the Riddler, and a pair of thugs. Present in the battle are
Nightwing (Base Initiative of 28), Changeling (Initiative of 17),
Cyborg (Initiative of 19), Jericho (Initiative of 21), the Penguin
(Initiative of 20), the Riddler (Initiative of 25), Rocco (Initiative
of 9), and Lefty (Initiative of 9).

First, the GM announces that the Penguin and the Riddler are
each spending ten Hero Points to increase their Initiative totals
for this phase. The Titans' Players now have an opportunity to
spend Hero Points of their own, and Nightwing and Cyborg’s
Players each decide to spend ten Hero Points to match the two
villains. Since the GM feels that the Riddler and the Penguin
really want to go first, however, s/he declares that the villains
are upping their commitment to 20 Hero Points apiece. All of the
heroes now have an opportunity to raise their own Hero Point
expenditures (and then the villains would receive another
chance to spend more Hero Points, and so on until everyone is
satisfied), but the Players all decline to spend more Hero Points
at this time.

Next, everyone rolls a D10 and
addstheresult to his/her Initiative
Rating, plus any Hero Points s/he
spent toincrease Initiative for this
phase. Nightwing’s Playerrolls a 6,
so his Initiative total is 44 for this
phase (28 + 10 Hero Points + 6 =
44); Changeling’s Player rolls a 0
(10) for an Initiative total of 27
(17 + 10 = 27), Cyborg’s Player
rolls a 4 for a total of 33 (19 + 10
Hero Points + 4 = 33); and the
Jericho Player rolls a 9 for a total
Initiative of 30 (21 + 9 = 30). The
GM rolls a4 for the Riddler, giving
him a total Initiative of 49 (25 + 20
Hero Points + 4 = 49); a 1 for the
Penguin, resulting in an Initiative
total of 41 (20 + 20 Hero Points + 1
=41); a 7 for Rocco, leaving him
withan Initiativetotal of 16 (9+7
=16); and an 8 for Lefty for a total
Initiative of 17 (9 + 8 =17).

During this phase, therefore, the
cornbatants willactin the following
order: the Riddler (49), Nightwing
(44), the Penguin (41), Cyborg
(33), Jericho (30), Changeling
(27), Lefty (17), and Rocco (16).

Note: After this phase of combat
is complete, the process starts all
over again,and everyone mustroll
new Initiative totals, and spend

more Hero Points if desired. Spending Hero Points only increases
Initiative for one phase; if the GM wishes to keep the Riddler’s
Initiative of 45 (25 + 20 Hero Points), s/he must spend 20 more
Hero Points on the next phase.

Declare Actions

The next step is for all of the combatants to
declare what their Characters are going to do
during the current phase.

Beginning with the Character that has the
lowest total Initiative score after rolling, the GM and each of the
Players involved announces out loud their Actions for the phase
in the order of Initiative scores, lowest to highest. The GM
announces the Actions of any villains or minor Characters that
s/he is controlling.

Notice that it is the individual with the lowest total Initiative
score that must declare his/her Actions first. This is in order to
give those Characters with a higher Initiative (who will be
performing first in the phase) a chance to find out what
everyone else is going to do before they must decide what to do
themselves.

When a Player declares his/her Actions, s/he must indicate
what his/her Character’s three Actions will be, and the order in
which they will be performed. Conditions may be placed upon
Actions. For example, Starman could declare that he is going to
fly into a building (Automatic Action), look around (Automatic
Action), and use his Flame Project if he spots someone that
looks hostile (Dice Action with a condition); or he could declare
that he is going tofly high into the air (Automatic Action), and if
anyone shoots at him, he will blast them back (Dice Action with
a condition). Conditions do not have to be placed on any Dice
Action if the Player does not wish it. For instance, Animal Man
could declare that he is going to bash the thug whojustshot the
puppy, no matter what else happens during that phase (an
unconditional Dice Action).

A Note on Fair Play: Good GMs and Players will always
separate what they know from what the Characters they are
playing know. If the Piayers’ heroes are trying to sneak up on a
villain from out of a manhole cover, for example, a good GM
would never have the villain declare that s/he is going to rip off
the sewer cap and blast away before the heroes attack, because
there is no way that the villain could possible know what the
heroes are planning, even though the GM does.

STEP

Resolve Actions

Each of the combatants resolves his/her
declared Actions in order of Initiative scores,
from highest to lowest. Note that this is the
opposite of the order that Actions were
declared in Step Three.

Resolving Automatic Actions should be easy enough, just use
the appropriate rules. Rules governing all of the Powers and
Skills can be found in the Character Handbook. Sorne of the
common Automatic Actions that Characters will perform in
combat, such as movement, lifting and throwing objects, were
described in the previous chapter. A Character who is trying to
Push an Automatic Action would resolve the Push attempt at
this time.

Resolving Dice Actions is a little trickier since it involves
consulting the Action and Result Tables. Remember that any
Hero Points that are going to be spent on Acting, Effect,
Opposing, or Resistance Values must be announced before the
dice are rolled (see Chapter One). Always apply the results of a
Dice Action (such as damage to persons or property) immedi-
ately after the Action has been resolved. If a Character is
knocked unconscious before it is his/her turn during the phase,
s/he loses the chance to act.

STEP




Make Recovery Rolls

After everyone has resolved their Actions,
each of the combatants has the option of
making a “Desperation Recovery Check" The
order in which the Characters make their
Recovery rolls is unimportant,

Desperation Recovery Checks allow a Character to “heal”
damage. They are fully explained later on in this chapter.

STEP

V. The Nuts and Bolts of Combat

Bashing someone, whether theCharacter is using a fist, a foot,
or a fancy Power, is always a Dice Action. This means that every
attempt to damage someone in combat has an AV, EV, OV, and
RV.

The AV/EV of a combat Action depends upon the sort of
attack being made. If a hero is simply attacking his/her
opponent in hand-to-hand combat (punching, kicking, etc.) the
AV/EV of the attack is equal to the hero’s DEX/STR (DEX is the
Physical Acting Attribute, and STR is the Physical Effect Attri-
bute). Characters with the Martial Artist Skill can often use APs
of the Skill to enhance their Acting and/or Effect Values in
hand-to-hand combat. Since this Skill is so common, all Players
should be familiar with the Martial Artist entry in the Character
Handbook.

If aCharacter is attacking his/her opponent with a Power, its
description in the Character Handbook will describe what to use
as the AV and EV of the attack. Usually the APs of the Power
serve as the AV and the EV of such an effort.

Figuring out the OV/RV of a combat blow is a little more
difficult, since the OV/RV always depends upon the type of
attack being made. Basically, there are three types of combat
attacks in the DC HEROES RPG: Physical Attacks, Mental
Attacks, and Mystical Attacks, which correspond to the three
types of Attributes.

Physical Attacks attempt to damage the target's physical self.
Physical Attacks include all hand-to-hand blows, gun shots,
bomb blasts, and Powers such as Energy Blast, Lightning, or
Sonic Beam. Physical Attacksarefar morecommonthanMental
or Mystical Attacks because anybody can make a Physical
Attack, just by throwing a punch or a kick. A Character’s OV/RV
against Physical Attacks is usually equal to his/her Physical
Opposing and Resistance Attributes (DEX/BoDY).

Mental Attacks attempt to do damage to the target’s mental
well-being. A Character may only make a Mental Attack if s/he
has an appropriate Power, such as Mind Blast or Mind Control.
ACharacter’'sOV/RV against Mental Attacks tends tobeequal to
his/her Mental Opposing and Resistance Attributes (INT/MIND).
Characters like Brainwave from Infmity, Inc. make Mental
Attacks.

Mystical (or magical) Attucks attempt to damage the target’s
life force. Again, a Character mayonlymake a Mystical Attack if
s/he has an appropriate Power, like Magic Biast or Spirit Drain.
A Character’'s OV/RV against Mystical Attacks is normallyequal
to his/her Mystical Opposing and Resistance Attributes (INFL/
SPIRIT). Characters like Doctor Fate make Mystical Attacks all
the time.

When using a Power to attack, the Character Handbook will
describe whether the attack is Physical, Mental, or Mystical
Note that a Power that is classified as a Mental or Mystical Power
does not necessarily cause a Mental or Mysticai Attack. Many
Mental Powers, for example, cause Physical Attacks. A Power
only causes a Mental or Mystical Attack if its description
specifically says so.

If a Character is attacking without using a Power to attack,
s/he is automatically making a Physical Attack.

Certain Powers and Skills might alter a Character’s OV or RV
against any of the previously-described attack forms. These
include, but are not limited to Skin Armor, Force Field, Mental
Shield, Iron Will, Force Shield, Acrobatics, Magic Shield, and
Martial Artist.

Combat blows are resolved as normal Dice Actions. In most
instances, the RAPs earned by an attack equal the amount of
damage sustained by the target. When using certain Powers or
attack manuevers, however, the RAPs might have a different
use. If so, the Power description found in the Charecter
Handboek will describe these effects in detail.

VI. Damage

The maximum amount of damage that any Character can
sustain beforefalling unconsciousis equal to his/her Resistance
Attribute (Note: Resistance Attribute, NOT Resistance Value)
againsta given type of attack. Batman,for instance, could take 6
RAPs of damage from Physicai Attacks (his Bobyis 6), 12 RAPs
of damage from Mental Attacks (he has a 12 MIND), or 10 RAPs of
damage from Mystical Attacks (he has a 10 SPIRIT) before he
would fall unconscious.

Alldamageiscumulative. Thismeans that if Batman receives
2 RAPs of Mystical damage this phase, and then 2 more RAPs the
next, he will have taken a total of 4 RAPs of Mysticai damage. In
other words, once a Character takes damage s/he keeps it until
it can be Recovered (described later in this chapter).

Players should keep a running total of the amount of each
type of damage their Characters have sustained on a sheet of
scrap paper. The GM keeps track of the damage sustained by the
villains and minor Characters. Mark down the Character’s
Resistance Attribute against each attack form, and tick off
damage as it occurs. If Fred were playing Batman, for instance,
he would record a 6 for Batman’s beginning Physical state
(Batman has a 6 Boby). If Batman then takes 2 RAPs of Physical
damage, Fred would scratch out the 6 and record a 4, to show
that the Caped Crusader can take 4 more RAPs before Batman
lies unconscious. Thelatest numbers that have been recorded in
each category (Physical, Mental, and Mystical) are called the
Current Conditions. Every Character should have a Current
Bo»y Condition,a Current MIND Condition,and a Current SPIRIT
Condition. If Fred was playing a Character witha MINDof7and a
Boby of 4, for instance, and the Character took five RAPs of
Mental damage and one RAP of Physical damage, Fred would
record a new Current MIND Condition of 2 (7 - 5 = 2) and a
Current Bepy Condition of 3 (4 - 1 = 3).

The instant that any one of the three Current Conditions
reaches zero, the Character instantly drops unconscious. Once
unconscious, a Character may take no Actions, obviously.
Characters remain unconscious until their Current Conditions
are all restored to levels above zero. Regaining Current Con-
ditions is described under Recovery. Unconscious Characters
automatically have an OV of O against any further attacks of any
type that are made against them.

The damage that is sustained is never subtracted from any of
a Character’s Attributes in any way. If Batman took 2 RAPs of
Physical damage, he would still have a BoDy of 6, and would still
use 6 as his RV against Physical Attacks.

Bashing Combat and Killing Combat

All combat in the DC HEROES RPG is classified as either
Bashing Combat or Killing Combat. Characters that are
engaging in Bashing Combat are not trying to kill one another,
just drive each other out of the fight. Characters engaged in
Killing Combat are deliberately trying to end their opponent's
life.

There are no separate Killing or Bashing Attacks. Every
Attackcan be either a Killing or a Bashing Attack at the whim of
the attacker. This includes guns, knives, rockets, fists, Energy
Blasts, Mental Blasts, and every other form of attack. Unless the
attacker specifically states that s/he is entering Killing Combat
before an attackisresolved, the attack is automatically assumed
to be Bashing Combat.

Bashing Combat can never reduce any of a Character's
Current Conditions below zero. If the Joker’s Current BoDy
Condition has been reduced to 2, for exampie, and Batman
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punched him for 3 RAPs of damage, the Joker’s Current BoDy
Condition would only drop to zero and the Clown Prince of
Crime would fall unconscious.

Killing Combat, on the other hand, can reduce a Character’s
Current Conditions to negative values. Once a Current Con-
dition reaches a negative value that is greater than his/her
original Resistance Attribute for that category, s/he is dead
forever. When Robin’s Current Bepy Condition was reduced
down to -5, for example, it was the end of the Boy Wonder.

Any time any of a Character’s Current Conditions have been
reduced below zero, s/he is badly wounded and slowly dying.
The Current Condition in question willlose an additional 1 AP
for every 8 APs of time (15 minutes) that elapses in game time
until the Condition has been raised back up to 0 or better by
Desperation Recovery, or through use of the Medicine Skill.

Ninety-nine percent of all combat in the DC HEROES RPG is
Bashing Combat. Most heroes simply do not kill, and very few
villains are willing to escalate a battle into a killing situation.
Chapter Seven will explain how Hero Points are given to each
participating hero at the end of any adventure as a reward.
Heroes that willingly engage in Killing Combat during the
adventure automatically forfeit this reward and receive no Hero
Points at all, which can be a prettysteep penalty. A hero that
responds with Killing Combat only after being attacked in Killing
Combat, however, loses one-half of the Hero Points s/he would
have earnedforparticipatingin the adventure (round fractions
down).

There is one other important rule concerning Killing Combat.
Many forms of damage caused by the environment are auto-
maticaily considered Killing Combat. These include: Knockback
Damage (being knocked into walls and such), damage from
falling great heights, damage from natural fires (not a Char-
acter’s fire-based Powers) and damage from remaining under-
water for too long. The rules for each individual situation will
always specify when an attack automatically does Killing
damage.

Last Ditch Defense

Whenever a Character takes damage, whether Killingdamage
or Bashing damage, the Player may immediately spend Hero
Points to reduce the amount of damage sustained. Each Hero
Point spent takes away one RAP of damage; but a Player may
never spend more Hero Points on Last Ditch Defense than the
basic value of the Resistance Attribute against the type of
damage just sustained. For example, Batman can spend up to 6
Hero Points for Last Ditch Defense against Physical damage, up
to 12 Hero Points for Last Ditch Defense against Mental damage,
and up to 10 Hero Points for Last Ditch Defense against Mystical
damage.

The decision of whether or not to use Last Ditch Defense must
be made at the instant the damage is taken, and only damage
that was just sustained can be spent away. If Wonder Woman
takes 5 RAPs of Physical damage, for example, she could
immediately spend 5 Hero Points to negate the damage, but she
cannot spend more than 5 Hero Points in order to spend away
damage that she might have taken earlier. This also means that
unless she chooses to spend the 5 Hero Points at the instant she
takes the damage, she cannot go backand remove it later with
Last Ditch Defense; it must be Recovered.

Here is a detailed example of damage and how it works. Green
Arrow has a Bopy of 5, so George begins a battle by recording a
Current Bopy Condition of 5. First, Green Arrowis hitfor 3 RAPs
of Physical damage, but George spends 3 Hero Points on last
Ditch Defense, so the Emerald Archer takes no damage, and his
Current Boby Condition does not change. Next phase, he is hit
again for 8 RAPs of damage, and George decides to use Last
Ditch Defense again; but Green Arrow is only able to spend 5
Hero Points on Physical damage, since his Bo»y is only 5, so
Green Arrow keeps 3 RAPs of damage despite the Last Ditch
Defense. His Current Boby Condition is now 2 (5 - 3 = 2). In the
next phase, the Arrow is struck for 12 RAPs of damage; and
since George cannot spend enough Hero Points on Last Ditch
Defense to avoid being driven unconscious, he decides to forget
about Last Ditch Defense aitogether. Green Arrow's Current
Bepy Condition is now zero and he is unconscious. Since his
attacker did not announce that s/he was entering Killing
Combat, the last attack could not drive Green Arrow’s Current
Condition belowzero. Since s/he is a ruthless fiend, the attacker
deciedes to attack Green Arrow again, even though the archeris
unconscious, and this times/he announces that he is entering
Killing Combat, striking for 7RAPs of damage. George uses Last
Ditch Defense to remove 5 of these RAPs, leaving Green Arrow’s
Current Boby Condition at -2. He is now slowly dying and his
Current Bopy Condition will fallanother 1 AP every 15 minutes
(8 APs of time) until it reaches -6 (one more than his Bopy
Attribute), at which point the Arrow will be pushing up the
daisies. Hopefully, someone will come to his aid in time.

Note that Green Arrow cannot avoid taking further damage
from his wound by using Last Ditch Defense after combat is over.
The “slow death” damage from Killing Combat wounds is
automatic. Notice, too, that Green Arrow did not have to be
conscious for George to use Last Ditch Defense against further
attacks.

VII. Recovery

Healing damage from attacks is called Recevery. There are two
types of Recovery: Resting Recovery and Desperation Recovery.



Resting Recovery

A Character automatically receives a Resting Recevery Check
after a certain amount of time passes since the last time s/he
wasdamaged. Ifthe Character’s Current Condition was reduced
by a Bashing Combat attack, s/he receives a Resting Recovery
Check one hour (10 APs of time) after the last time s/he took
damage.If the Character's Current Condition was reduced by a
Killing Combat attack (even if the Current Condition was not
reduced below zero), s/he receives a Resting Recovery Check
twenty-four hours (15 APs of time) after the last time s/he took
damage.

Characters Recover each one of their Current Conditions
separately.Suppose, for example,thatthe Atom’s Current Bo»y
Condition is 1, his Current MIN® Condition is , and his Current
SriRIT Condition is -1. His Current Bo»y and MiNnD Conditions
were attacked in Bashing Combat, while his Current SpirIiT
Condition was reduced by Killing Combat (that must have been
arough battie). One hour after he last took Physical and Mental
Bashing damage, he gets to make Resting Recovery Checks to
boost up his Current Bo»y and MIn® Conditions. Twenty-four
hours after he lasttook Mystical Killing damage, he may make a
Resting Recovery Checktoimprove his Current SPIRIT Condition.

Resting Recovery is always performed after the appropriate
amount of time has passed since the last time damage was
sustained. If Nightwing takes 3 RAPs of Physical damage, and
then receives another RAP of damage to his Bopy 65 minutes
later, he must now wait another full hour before he maymakea
Resting Recovery Checktoincrease hisCurrent Be»y Condition.

If, after making a Recovery Check, a Character is not fully
“healed,” s/he must wait the appropriate amount of time (one
hour or twenty four hours, depending upon the type of damage
sustained) all over again before s/he may make another Resting
Recovery Check.

Incidentally, a Character may only Recover if s/he has
actually taken some sort of damage. A Character can never
increase his/her Current Conditions above their starting value.

Desperation Recovery

In the comics, it seems that heroes are always able to regain
consciousness in the nick of time when their lives are on the line.
How many times has an unconscious Batman been thrown out
of an airplane, onlytowake upjustin time to save himself with a
device from his utility belt?

This is called Pesperation Recovery. At the end of any phase of
combat, each of the heroes has the option of making a
Desperation Recovery Check. Villains ncver use Desperation
Recovery, although heroes may spend Hero Points to allow
villains to Recover, as described later.

In order to make a Desperation Recovery Check, the hero
must pay afee of 15 Hero Points. These Hero Points may be paid
for by the Character who wants to Recover, or they may be paid
by another Character as long as the Character who is paying is
touching the Character who wants to Recover, the Character
who is paying knows that the Character whowants to Recoveris
in trouble, and the Player whose Character is paying wants to
spendthe Hero Points. Getting a hero to payfor the Desperation
Recovey Check in this manner is the only way a villain could ever
use Desperation Recovery.

If a Character’'s Current Condition is less than zero, a
Desperation Recovery Check only costs him/her, or whoever is
paying, 1 Hero Point; but Desperation Recovery Rolls under
these circumstances may only increase the Current Condition to
0, and the Character may not make any further Desperation
Recovery Checks until s/he has made at least one Resting
Recovery Check; that is, until after one hour has passed. Once a
Character’'s Current Condition is raised above zero, s/he no
longer continues to lose Current Condition APs due to a Killing
attack.

If a Character is entitled to Desperation Recovery, the Player
may make a Recovery Check as described in the following
section. Any RAPs from this roll are immediately added to the
Character’s Current Condition. Each Desperation Recovery
Check must be paid for separately: if Bob wants to Recover both
his Character’s Current BonyCondition and MiN® Condition, for
example, it would cost Bob 30 Hero Points.

Medical Treatment

Another way that damage can be Recovered is through the
application of medical treatment. This is covered under the
Medicine Skill entry in the Character Handbaok. Using the
Medicine Skill is often the only way to save the life of someone
who is dying because one of his/her Current Conditions have
been reduced to below 0. Using the Medicine Skill can restore
Bopy, MIND, and SririT damage.

How To Roll Recovery Checks

RecoveryisaDiceAction. Tomakea Recovery Check, a Player
makes an Action Check using the appropriate Resistance
Attribute (BeDyY for Physical damage, MIND for Mental damage,
and SrIRIT for Mystical damage) as both the AV and EV. If the
Current Condition is zero or above, the OVand RV of the Action
Checkis zero. If the Current Condition is below zero, the OV and
RVofthe Action Check is equal to the amount that the Current
Condition is below zero. If the Question’s Current Bo»y Con-
dition was at -2, for example, the OV/RV of his Recovery Check
would be 2/2.

As an example, let us say that Batman’s Current Bo»y
Condition is 0. One hour after he last took Physical damage, he
gets to make a Resting Recovery Roll. The AV/EV of this roli is
6/6 (Batman’s Bomy); the OV/RV is 0/0. The Player rolls an 11,
and Batman receives 7 RAPs, thus restoring his Current Bo»y
Condition to 6. He cannot restore ali 7 RAPs, since he can never
heal any of his Current Conditions up beyond their starting
points,

Damage To Powers and Attributes

Ifa Player attempts to Push a Power or Attribute andfails, the
Power or Attribute “burnsout”andisinstantlyreducedto 0 APs.
Powers and Attributes that have been reduced in this way are
Recovered just like Current Conditions. One hour after the
Power or Attribute burns out, the Player may make a Resting
Recovery Check, using the APs of the Power as the AV/EV
against an OV/RV of0/0. Any positive RAPs are restored to the
AP level of the Power or Attribute being Recovered.

Similarly, certain rules and Powers call for “damage” to
Powers and/or Attributes. If the Martian Manhunter's Flight
Power takes 5 RAPs of damage, for example, it is temporarily
reduced by 5 APs (toa minimum ofzero). Powers and Attributes
that have been damaged like this are Recovered as though they
were Current Conditions. Note, however, that in the case of
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Powers and Attributes, any damage that is sustained is actually
subtracted from the APs of the Power or the appropriate
Attribute until Recovered. In other words, if Starfire’'s Energy
Blast Power of 12 APs takes 3 RAPs of damage, she will only have
a9 AP Energy Blast until she Recovers the damage.

Using Desperation Recovery on Powers or Attributes costs 25
Hero Points instead of the usual 15. Under no circumstances can
APs of a Power or Attribute ever be reduced to less than zero.

VIII. Knockback

Powerful blows thrown by the participants in comic book
combat tend tosend their targets reelig backward—awayfrom
the attacker. This phenomenon is called Knockback.

Every attack that does Physical damage has the potential to
knock its target backwards. The distance (in APs) that the
target is Knocked Back by an attack is equal to the number of
Column Shifts that the attacker rolled on the Action Table while
resolving the attack. If Amanda Waller needed a 9 to strike
Captain Boomerang, for example,and she rolled a 13, she would
receive 2 Column Shifts, so “Boomerbutt” would be Knocked
Back 1 APofdistance (about 20feet). Mrs. Waller is not one to be
trifled with.

The maximum distance that atarget may be Knocked Back by
an attack is equal to the Effect Value of the attack minus the
target's weight in APs. Most human Characters weigh 2 APs. This
means, for example, that the Flash could never Knock a thug
Back more than 2 APs of distance in hand-to-hand combat (the
Flash’sSTR of 4 - the thug’s weight of 2=2 APs of distance), while
Superman could never Knock a thug Back more than 23 APs of
distance (Superman’s STRof 25- the thug’s weight of2=23 APs of
distance). Anyone who rolls a number of Column Shifts that
would give him/her greater than the maximum amount of
Knockbackfor that target, gives the maximum amount instead.
IftheFlashrolled up 6 Column Shifts against the thug, he would
still only Knock the creep Back 3 APs.

Knockback Damage

When a target is Knocked Back, it travels the appropriate
distancein a straight line awayfrom the attacker. If the target's
path sends it reeling into an obstacle or another Character, both
the target and the obstacle (or Character) immediately receive a
Physical Attack with an AV/EV equal to the distance that the
target was Knocked Back. Any Character or obstacle attacked in
this fashion, including the original target, defends with an
OV/RV equal to its Boby/Bopy. Hero Points may be spent to
increase the OV/RV if a Character is involved, but the AV/EV of
the Knockback cannot be increased with Hero Points, nor may
Hero Points be used to add to the OV/RV of an inanimate ob ject.
Characters take normal Physical damage from such attacks,
while obstacles may break, as described in the last chapter. If the
target does not strike an obstacle, s/he takes no additional
damage from being Knocked Back, unless the Knockback
pushes the Character off a cliff or into a volcano or something.

Knockback damage is automatically considered Killing
Combat. How heroes can “pull their punch”to avoid accidentally
killing their opponents with Knockback is described later in this
chapter,

Example: Suppose Superman hits a villain with a Bopny of 6,
and Knocks the brute Back 7 APs (about 400 yards) into a brick
wall with a Boby of 7. Both the villain and the wall instantly
undergo Physical Attacks with an AV/EV of 7/7 (the distance
the target was Knocked Back). The villain defends against the
Knockback damage with an OV/RV of 6/6 (his BopY/BODY). Any
RAPs from this Action Check are Physical Killing damage. The
wall defends with an OV/RVof7/7 (its Boby/Bopy). Ifthe attack
receives one or more RAPs on the wall, the wall sustains that
much damage, and the villain flies through the wall and
continues along his path. If the attack on the wall receives 7 or

more RAPs, the villain completely destroys the wall as he comes
through. If the attack on the wall receives no positive RAPs, the
target simply slams into the wall and comes to a stop.

IX. Combat Maneuvers

So far, all of the combat rules have assumed that the attacker
was making a simple, straightforward attack. In the comics,
however, heroes and villains tend to employ a number of
unusual or extraordinary combat maneuvers.

Everytime aCharactermakes any kind ofattack, s/he hasthe
option of employing any one of the following combat maneuvers.
Some maneuvers are limited to certain types of attacks, as
explained in their descriptions. The Player must declare which
combat maneuvers his/her Character isusing, ifany, at the time
s/he declares actions for the phase.

A. Critical Blow

A Critical Blowis an attempt to direct an attack at a weak
point in the target's defenses. Critical Blows are harder to
connect with; but when they do connect, they do a lot more
damage.

In hand-to-hand combat, a Critical Blow can also be used to
represent kicks, elbows, haymakers, or any other attack that has
a relatively small chance for success but a high damage
potential.

Whenever a Player declares that his/her Character is
attempting a Critical Blow, his/her adversary receives +2
Column Shifts to the Opposing Value. For example, a Character
with a 7 DeEx defends against Critical Blows in the 11 to 12
Column. If the attack succeeds, however, the defender receives
-3 Column Shifts to his/her Resistance Value. For instance, a
Character with a Bony of 8 defends against Critical Blowsin the
1 to 2 Column. These Column Shifts to the defender’s RV are in
addition to any received on the Action Table, but are not
counted when figuring the Knockback caused by the attack.

Critical Blows can be used in conjunction with any sort of
attack.

B. Devastating Attack

A Devestating Attack is an all-out attempt to overwhelm the
target’s defenses. Essentially, the Devastating Attack is a more
powerful version of the Critical Blow.

Devastating Attacks increase the target's OV by +4 Column
Shifts; but decrease his/her RV by -6 Column Shifts, in addition
to any earned on the Action Table. The Column Shifts to the
opponent’s RV donot affect the amount of Knockbackcaused by
the attack.

Devastating Attacks can be used in conjunction with any sort
of attack.

Note: Critical Blows and Devastating Attacks are essentially
the same thing as “Going For Broke,” which was described in
Chapter One. The normal Going For Broke rules cannot be
employed in combat; an attacker must choose to make a Critical
Blow or Devastating Attack instead. This means that the more
powerful +6/-9 and +8/-12 versions of Going For Broke may
never be used in combat.

C. Flailing Attacks

A Flailing Attack isthe opposite of a Critical Blow. It is a slow,
deliberate attack that places a higher premium on striking the
target than upon inflicting damage.

The defender’s OV against a Flailing Attack is decreased by
two Column Shifts, while his/her RV is increased by three
Column Shifts. In hand to hand combat, a Flailing Attack might
represent a feint or a flurry of quick, less powerful blows.

The Flailing Attack may be used with any sort of attack, and
can be employed in conjunction with Grappling Attacks, Mutti-
Attacks, and Team Attacks.



D. Grappling Attack

A Grappling Attack is an attempt to grab another Character
and restrict his/her movements. Slow, strong Characters often
prefer Grappling Attacks because they can be used to keep a
quicker but weaker opponent in one place, where s/he can be
pounded into jelly. Grappling Attacks can only be made in close
hand-to-hand combat. It is impossible grab someone with a gun
oran Energy Blast, but if theattacker hasan appropriate Power,
like Stretching for instance, s/he may make long distance
Grappling Attacks.

An attempt to Grapple another Character is resolved as a
normal Physical Attack (DEX/STR as AV/EV, DEX/BoODY as
OV/RV). If this attack earns one or more RAPs, the target and
the attacker become Grappled, and the defender takes damage
as usual. The effects of a successful Grapple are as follows:

1. Until the Grapple isbroken, both the attacker and defender
can Physically attack only each other. Mental and Mystical
Attacks may still be made upon any target in range, including
the Character with whom the attacker is Grappled.

If a target that becomes Grappled has not yet acted during a
phase and has earlier declared that s/he would be performing
an action which is now illegal, s/he does not get to act in the
phase at all.

2. Neither the attacker nor the defender can use any Power
that does Physical damage to attack his/her opponent, unless
the Power has a range of Touch.

3. Grappled Characters use their STr as their AV and OV, as
well as for their EV, while engaging in hand-to-hand combat.

4. Unless a Grappled Character has APsof movementthat are
greater than the STR of the Character with whom s/he is
Grappled, s/he cannot move. If the APs of movement are
greater, s/he can move a distance equal to his/her movement
APs minus the STR of his/her opponent. A Character with 8 APs
of Flight that is Grappled by an opponent with a STr of 7, for
instance, could only fly 1 AP of distance per phase.

Anyone that moves while Grappled takes his/her opponent
with him/her, and the two Characters remain Grappled.

5. A Character that attacks a target with whom s/he is
Grappled never causes any Knockback, despite any Column
Shifts received.

All of these effects are suffered by both the Grappled
Character and the Character who made the Grappling Attack
until the Grapple is broken.

Breaking a Grapple

Attempting to break a Grapple is a Dice Action; and the
intention to do so must be declared by either of the Grappled
combatants during Step 3 of the combat phase. An attempt to
break a Grapple uses the breaker’s STR/STR as the AV/EV and
his/her opponent’s STR/STR as the OV/RV. If the Action Check
earns one or more RAPs, the Grapple is broken and both
Characters may begin to move and fight normally. An attemptto
break a Grapple never causes any damage to the opponent.

A Grapple is also broken at the end of any phase when all of
the involved parties agree to stop Grappling, or if either of the
Grapplers falls unconscious.

E. Multi-Attack

A Multi-Attack is an attempt to attack more than one targetin
the same phase. Multi-Attacks are obviously more difficult to
perform than attacks upon a single target.

A Multi-Attack is resolved with one Dice Action. The OV ofthe
attack is the highest OV of any of the defenders, while the RV of
the attack is the highest RV of any of the defenders. In addition,
the OV and RV are each increased by a number of Columns, as
summarized on the following table:

# of Charscters Opposing Value Resistance Value
Attacked

Column Stifts  Column Shifts

Any RAPs earned by a Multi-Attack are suffered by all of the
targets.

In hand-to-hand combat, a Character may only Multi-Attack
a number of opponents equal to his/her APs of movement, and
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only ifthe attacker has enough movement to move into striking
distance of each of the targets. The only restriction upon using
Multi-Attacks with Powers is that all of the targets must be
within the user’s Range.

Multi-Attacks can be used with any type of attack. Multi-
Attacks can also be combined with other forms of special
attacks such as Grappling Attacks, Devastating Attacks, Team
Attacks or Critical Blows, in which case all Column Shift bonuses
and penalties are cumulative.

Example: Mento wants to use his Control Power on a group of
8 thugs, each with an INT/MIND of2/3. The OV of the attempt is 2
(thehighestOVofanyofthethugs), andtheRVis3 (the highest
RV of any of the thugs). The OV and RV are then each increased
three Columns because Mento is attacking 8 targets. If just one
single thug with a higher INTor MIND was present,the OVand RV
would both use the single thug’s higher values.

F. Sweep Attacks

Sweéep Attacks are basically a form of Multi-Attack employing
physical objects. The object is swung or rolled in an attempt to
strike as many Characters as possible, Using an object negates
some of the penalties of a regular Multi-Attack.

While Sweep Attacks suffer all of the penalties of a regular
Multi-Attack, it moves the defenders’ Opposing Value one
Column Shift to the left. Ifthe attackeris wielding somethinglike
a boulder which is larger than the area the defenders are
standing in, the defenders’ Resistance Value receives a Column
Shift to the left as well.

An object used in a Sweep Attack must be at least 1 AP long.
Defenders mustbe within thelength ofthe object tobestruck. If
the RAPs of damage are greater than the BopY of the object used
in the attack, the object is destroyed.

Character’s can throw or roll objects in a straight line through
the defender’s area. Each area must be smaller than the length
APs of the object for a Sweep Attack to be made.

Example: Cyborg attempts aSweep Attack against a group of
5thugsin MetropolisStadium. Thethugsare runningacrossthe
football field, so Cyborgripsup a 1 AP long goal post and throws
it at them, lengthwise. Unfortunately, only 4 of the thugsarein a
straight line so only 4 thugs can be attacked.

The goal post weighs 4 APs. With his Strength of8, Cyborgcan
only throw it 4 APs of distance. The GM determines that only
three of the four thugs are within this range, soonlythree can be
attacked.

Cyborg’s Player rolls the attack as a normal Multi-Attack.
Because it is a Multi-Attack against three opponents, Cyborg
suffers a +2 Column Shift to the OV, but because of the Sweep
Attack, he may reduce this to only a +1 Cotumn Shift.

G. Team Attack

A Team Attackisan attempttogang upon asingle defenderin
order to overwhelm his/her defenses. Team Attacks are
especially useful for a team of weaker heroes that is going up
against a tougher opponent.

Since the defender has more than one adversary ganging up
on him/her, his/her Opposing Value receives Column Shifts to
the left on the Action Table, as follows:

Number Of Opposing Value
Team Members Column Shifts
2 -1
3-4 -2
4-8 -3
9+ -4

Eachteammemberin aTeam Attackrollshis/her own Action
Check, and applies the Column Shifts separately.

If desired, each Player may spend his/her own Hero Points
separately.

A single opponent may be Team Grappled (see previous
paragraph on Grappling Attacks).

The team member who has the lowest total Initiative Score
declares the Team Attack during Step 3 of the phase, and the
attack begins on his/her turn, as if all the team members’
Initiative Scores had been reduced to this level

Example: Guy Gardner, Fire, and the Flash are attempting a
Team Attack against Doctor Polaris. First, check their Initiative
ratings, which are 18, 19, 25 and 28, respectively. If no
Character is using Hero Points to increase his/her Initiative, and
therollsare (inthesame order)8,3,9,and 7, the Initiative totals
for the four Characters would come out 22. 26, 34, and 27.

Guy Garder, whose Initiative total is lowest (22) would
declare his action first,and he declaresthe Team Attack. Doctor
Polaris’ Initiative total (27) is lower than the Flash's (34).
However, when attacks are made during this phase, Doctor
Polaris would go first,as the Flash must wait until Guy Gardner’s
turn to participate in the Team Attack When the heroes attack,
Doctor Polaris will suffer a -2 Column Shift penalty to his OV
against all three of the heroes’ attacks.

H. Pulling A Punch

Pulling A Punch is used by a Character who does not want to
accidentalily slam his/her opponent into a wall or off a cliff or
into another hero due to Knockback (see Knockback, p. 20).

The Player must declare that s/he is Pulling his/her Punch
during the action declarations of Step 3 of the combat phase.

The defender’s RV is increased +1 Column Shift to the right
when a Character Pulls A Punch. The Action Check is then
resolved normally.

Ifthe Action Check receives any Column Shifts on the attack
when a Character is Pulling A Punch, the attacker may decide
how many APs the defender is Knocked Back, .up to the
maximum number of Knockback distance APs possible in that
attack. The attacker may even opt not to have the defender be
Knocked Back at all. The Column Shifts transferred from the
Action Table to the Result Table for the purpose of determining
RAPs are not changed.

“Pulling A Punch” may be used with any sort of attack; even
those in which no actual “punch” is thrown, such as an Energy
Blast or a machine gun.

I. Planned Knockback Attack

Instead of aiming a blow or attack at an opponent with the
intent to do harm, a Character can focus the blow upon
Knocking Back the target. This is called a Planned Knockback
Attack.

Planned Knockback Attacks are resolved like normal Dice
Actions, except that the RAPs earned equal the amount of
distance that the target is Knocked Back instead of the amount
of damage the target sustains. The target takesnodamage from
a Planned Knockback Attack unless s/he is Knocked Backintoa
wall or obstacle as described previouslyunder Knockback. The
total distance that an attack may Knock Back a target is still
limited to the Effect Value of the attack minus the target’s
weight.

A Planned Knockback Attack may be made in conjunction
with any sort of Physical Attack.

J. Charging Attack

A Charging Attack is an attempt to run, fly, or leap into an
opponent in order to use the velocity of the move to cause
additional damage.

In order to make a Charging Attack, the attacking Character
must move at least 1 AP and end his/her movement with a
hand-to-hand attack up