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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 uponthe opponent, thus expending both
an Automatic Action, and a Dice Action. The AV of a Charging
Attack is equal to the attacker's DEX; the EV is equal to the
attacker's APs of movement or movement Power. The OV/RV is
the defender’s DEX/BoDY, as usual.

The problem with Charging Attacksis thatthey can be just as
dangerous to the attacker as they are to the defender, since the
attacker is using his/her own body as a weapon. An attacker



making a Charging Attack has a chance of taking damage along
with the defender. After resolving the Charging Attack upon the
defender, look directly to the Result Table, using the EV of the
Charge as an EV, and the attacker’s BoDy as an RV to find the
amount of damage sustained by the attacker. The attacker may
spend Hero Points to increase his/her RV against the Charging
damage or to remove damage through Last Ditch Defense. The
attacker’s RV against a Charging Attack never suffers any
Cotumn Shifts due to Critical Blows, Devastating Attacks, or
good dice rolling. The attacker only takes damage from a
Charging Attack if the attack actually hit its target (i.e. the
attacker rolled his/her Success Number on the Action Table),
although the attack need not have actually damaged the target
to damage the attacker.

Example: Suppose that while flying through New York,
Starfire spots an escaping villain and decides to make a
Charging Attack. During her turnin the phase, Starfire dives out
of the air and flies straight into the fleeing villain. First, the
Player would resolve the Charging Attack against the villain.
Starfire’s AV is her DEX and her EV is her APs of Flight. The
villain’s OV is his/her DEX and the RV is his/her Bowy. Suppose
that Starfire rolled high enough to receive two additional
Column Shifts tothevillain’sRV, and the attack inflicted enough
damage to knock the villain unconscious, The Player would now
checkto see ifStarfire herselftook damage, by lookingdirectlyto
the Result Table. The EV is equal to the EV of the Charging
Attack (Starfire’s APs of Flight), and the RV is Starfire’s Booy.
Starfire's RV does not suffer the additional +2 Column Shifts for
her good dice roll. The RAPs found on the Result Table equal the
amount of damage Starfiretakes from her own Charging Attack.

Charging Attacks can also be used to damage inanimate
objects. Charging Attacks may never be made in conjunction
with a Multi-Attack.

K. Take Away

A Take Away is an attempt to grab an object or item away
from another Character in combat. Take Aways are most
frequently used to deprive an opponent of his/her weapons or
Gadgets.

A Take Away is a normal Dice Actyon using the attacker’s
Dex/STR as the AV/EV, and the defender’s DEX/Si® as the
OV/RV, though the defender automatically receives a special +2
Column Shift bonus to his/her OV, and a +1 Column Shift bonus
to his/her RV. Ifthe Take Away attempt earnsone or more RAPs,
the attacker automatically gains possession of any one item
formerly in the possession of the defender. The attacker must
specify which item s/he is tryingto Take Awaybeforerolling the
dice, ifthere is more than one possibility. Whether an item can or
cannot be Taken Away depends on whether or not it is listed in
upper and lower caseletters,or in all capitals (see Chapter Five:
Gadgets). Manga Khan could not Take Away Booster Gold’s
battlesuit in the middle of combat, for example, but he might be
able to Take Away Blue Beetle’s BB Gun.

In order to attempt a Take Away, a Character must obviously
be in close hand-to-hand combat position, unless s/he has an
appropriate Power, like Stretching. Take Aways never inflict any
damage upon the defender.

L. Trick Shot

A TrickShotisan attempt to hit a specific part of a target for a
particular result. Batman using his Batarang to capture the
Riddler is a Trick Shot,as are most of Green Arrow’s stupendous
arrow shots.

This type of attack gives the defender +2 Column Shifts to the
right for his/her Opposing Value. RAPs are applied as damage to
adefender only if the Trick Shot is an offensive action. Otherwise
the action is considered successful if the RAPs are 1 AP or
greater.

If Batman did not wantto hurt the Riddler with his Trick Shot,
for example, he could just entangle the villain in his Batarang
line by earning one or more RAPs on his Trick Shot.

The +2 Column Shift rule may be modified by the GM to reflect
the particular circumstances and difficulty of a shot, by using
the Universal Modifiers Chart found on the Gamemaster's
Screen.

X. Defensive Combat Maneuvers

Defensive Combat Maneuvers are employed hke regular
offensive maneuvers: a Player must declare which maneuver
s/he is using during Step 3 of the combat phase. Defensive
Maneuvers, however, go into effect immediately after they are
declared. Even if a Character has a lower total Initiative Score
than his/her attacker, the Character employing a Defensive
Maneuver still gets to use the maneuver to fend off the attack.

Defenstve Maneuvers only affect Physical Attacks.

A. Block

A Blockis an attempt by the defender to interpose some object
between an incoming blow and his/her person. If the Block
maneuver succeeds, the object takes the damage instead of the

defender. - Goear 2

A Blockis a Dice Action, and
in order to make a Block, the
Character must have some
object in his/her hands or on
his/her person that can be
used to Block. The AVand EVof
a Block attempt are both equal
to the defender’s DEX. The OV
and RV are both equal to the
Acting Value of the incoming
attack. If the Block Action
Checkearns one or more RAPs,
the Block succeeds, and the
attack is then resolved nor-
mally, using the defender’s DEX
as the OV and the BoDy of the
object used to Block as the RV.

AnyRAPscaused bythe attack
are inflicted upon the object's
Current Bopy Condition instead
of the defender’s. If an object is
damaged during a Block
atterpt (ittakesatleast 1 RAP
of damage), it can no longer be
used to Block. However, GMs
maywish tosuspend this rule if
the object being used to Block
has been specifically designed
for blocking, such as a broad-
sword or a shield. If an object is
destroyed during a Block
attempt (it takes RAPs of
damage greater than or equal
to its BoDY), the object can no
longer beusedtoBlockandthe
attack carries through and
damages the defender anyway.
In this case, look to the Result
Table, usingthe EVofthe attack
as the EV and the defender’s
BobDy as the RV, applying all of

ha
the Column Shifts earned by A/ Al A T

the attack in order to determine the RAPs of damage sustained
to the Character’s Current BoDy Condition.

If the original Block Action Check fails, the attack is resolved
normally and the defender automatically suffers a -2 Column
Shift penalty to his/her OV against it.

A defender may Block more than one attack per phase, but
the OV/RV of each subsequent Block attempt is increased by+1
Column Shift. Thisis one of the few exceptions to the “one Dice
Action per phase” rule. Only Physical Attacks may be Blocked.
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TheOVandRVofa Block attempt are also modified according
to the size of the object used to Block, as summarized in the
following table:

Approximate Size OV and RV
Of Objec Column Shifts
- _HumanHand  +1
Small Shield, 0

large Dictionar,

UE L 1.1 IS Iy S
~ Automobite = -4
| SemiTruck 5
House -6

Example: A thug is shooting at Wonder Woman, and she
decides to use her bracelets to Block the incoming bullets. The
AV/EV of the Block attempt is equal to Diana’s DEX/DEX
(13/13), and the OVand RV are both equal to the thug’s Acting
Value (in this case, his Weaponry Skill: 4/4). Since the bracelets
are roughly the size of a human hand, the Biock attempt receives
a +1 Column Shift penalty. The Success Number for the Block
attempt is 4. Diana rolls an 8 and receives 11 RAPs: she has
Blocked successfully. The thug’s attackis now resolved normally,
using the thug's Weaponry Skill as the AV, the gun’s Effect Value
as the EV, Diana’s DEX as the OV, but the BoDy of the bracelets
(30) is used as the RV instead of Diana’s Bo»y.

B. Dodge

A Player who declares a Dedge has his/her Character’s OV
against all Physical Attacks increased by +1 Column Shift for
that phase. Characters with the Acrobatics/Dodging Subskill
may add their APs of Skill to their OV instead of the one Column
bonus.

Dodging is an Automatic Action, but a Character may never
perform a Dice Action of any sort during a phase in which s/he
Dodges.

0 0 °

XI. Initiative Maneuvers

Finally, there are two special Initiative Maneuvers available
to the one Character that has the highest final Initiative Score
during each phase of combat. The Initiative winner may choose
touse one of these two maneuvers, or neither of them, but never
both. Both of the maneuvers are Automatic Actions and can be
used in conjunction with all of the previously-described combat
maneuvers.

A. Pressing The Attack

If the Initiative winner chooses to Press The Attack, any
targets that s/he attacks during the phase have their Opposing
Values decreased by -1 Column Shift, but the Initiative winner
also has his/her OV decreased by -1 Column Shift against any
attacks that are directed at him/her.

Pressing The Attack can be used in conjunction with any sort
of Attack (Physical, Mental, or Mystical), or any special attack
maneuver.

B. Laying Back

Laying Back is the opposite of Pressing The Attack. The
Initiative winner has his/her OV increased by +1 Column Shift
against all attacks made against him/her during the phase, but
any targets that s/he attacks have their OVs increased by +1
Column Shift as well.

Laying Back can also be used in conjunction with any sort of
attack or defensive combat maneuver.
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XII. Special Combat Situations

A. Weapons

Weapons are not usually used by heroic Characters. Only a few
heroes who do not have offensive Powers, like Batman, Night-
wing, and Hawkman, use weapons with any frequency. Even
then, their weapons are used to stun, entangle, or for some Trick
Shot effect, rather than to irjure or kill an opponent.

Non-Player Characters, on the other hand, use weapons all
the time. You willfind a complete listing of normal weapons and
their effects in Chapter Five: Gadgetry.

In general, weapons which are thrown by a Character have no
STR or DEX APs. Batman'’s Batarang or Nightwing’s Combat Disc
aretwoexamples. Instead, they use the STR and DEX APs of their
thrower as the Acting and Effect Value.

Guns and missiles are different. They can have EV APs which
must be substituted for the STR of the firer. Some guns even have
AV APs which may be substituted for a Character’s DEX.

[
B. Surprise

Surprisecan occur when a Character is not aware of his/her
attackers. Surprise happens before combat begins. Characters
who are already engaged in combat may not be Surprised.

Before a Surprise is sprung, the GM must give his/her Players
aspecial Perception Check (see p. 26) that allows them to detect
the Surprise, be it ahidden bomb, an ambush in a warehouse, or
asuddenattack on their headquarters. The GM does not need to
tell his/ her Players whytheyare making the roll, or even what
the Opposing Values are; the Players can try to figure out the
Success Number for themselves.

For this special Perception Check, the INT/WILL of the
defender isthe AV/EV, and the INT/WILL of the attacker who set
theambush ortrapisthe OV/RV. Any positive RAPs means that
the ambush, trap, or Surprise has been detected one phase
before it occurs.

The Military Science Skill maybe substituted for either the AV
or OV. Also, the potentially Surprised Characters might have
Powers that make the Surprise easier or more difficult to detect.
In either case, the APs of these Powers may be used instead of
INT/WILL as the AV/EV.

The effects of Surprise are as follows: 1) Surprised Characters
may not make any Dice or Automatic Action during the first
phase of combat (they have no Initiative), and 2) Surprised
Characters have their Opposing Value moved -2 Column Shifts
to the left on the Action Table.

C. Blindside

Blindsides are a type of Surprise that can happen during
combat when a Character is struck from behind or from a
vantage point which s/he cannot see. The defender must not be
aware of the precise location of the attack or attacker for a
Blindside tobecalled. It is up to the GM to rule whether or not an
attack is a Blindside.

Sensory Powers such as Full Vision, or perhaps a lucky glance
in the right direction at the right time could make a Character
aware of an attacker’s position, but if the attack comes from out
of sight or beyond the range of the Sensory Power, then the
Character is Bhidsided.

When a Character is Blindsided, his/her Opposing Value is
shifted -1 Column Shift to the left on the Action Table for all
attacks from that attacker until s/he can locate the source of
the attacks (see Perception Checks, page 26).

D. Darkness

When a Physical Attack occurs in natural darkness, the
attacker must be able to see the defender in order to hit him. In
the dark, normal sight can recognize shapes up to 100 yards
away (5 APs distance). A full moon will doubie this range to 6
APs.

Even if seen, the defender receives +2 Opposing Value Column
Shifts to the right in natural darkness.



This rule covers only naturally occurring darkness. The
darkness that results from the use of the Darkness Power is
discussed in the Character Handbook.

An attacker can compensate for the natural darkness penal-
ties by using an appropriate Power, such as Ultra Vision,
Thermal Vision, or Flash.

E. Underwater

When Characters are taking part in an underwater adven-
ture, the following rules should be applied. However, the Water
Freedom Power negates all underwater penalties except for
thrown items.

® Add +1 Column Shift to the right on any Dice Action's
Resistance Value involving movement. This also applies to
Knockback.

® Subtract 2 from all movement rates except Swimming.

® Submerging to a great depth will harm Characters. Each AP
of depth over 5 causes the descending Character to suffer a
Physical Attack with the APs of depth as the AV/EV and the
Character's STR/BopY as the OV/RV. This is automatically a
Killing Combat attack. A new attack is made every time the
Character descends an additional one AP of depth.

® Subtract 5 from the Initiative score of each Character that
is underwater.

® A Character may hold his/her breath for 5 APsof time (two
minutes). For each additional AP of time that s/he remains
underwater, the Character must make an Action Check using
his/her STR/STR as the AV/EV and his/her Boby/BoDY as the
OV/RV. Hero Points may be spent on both the AV and the EV.
Any positive RAPs, up to a maximum of 5, are the APs of time
that the Character may remain underwater before having to
make another Action Check. If the Character does not receive
any RAPs, s/he has 5 APs of time (2 minutes) to either resurface
or find a source of oxygen. If the Character does not do this,s/he
will lose consciousness and drown in 2 more APs of time if not
rescued, for a total of eight minutes since the Action Check
failed. Regardless of die rolls, a Character cannot stay under-
water for more than twice the APs of his/her BoDy.

® Water is not always clear. Normal vision underwateris 5 APs
(300feet).Forevery2 APsofdepth, 1 APissubtracted fromthe
normal range of vision due to darkness. At the GM's dscretion,
vision may also be impaired by mud or dirt suspended
in the water.

¢ Items which are not continually propelled, such as thrown
rocks or arrows, have arange that is 2 APs shorter than normal
when fired through water. Thus, a Character with a STR of 11
who could normally hurl a stone weighing 4 APs 7 APs of
distance (11 - 4 = 7) may only throw the same stone 5 APs of
distance underwater (11 -4 - 2 =5).

® All attacks made using Powers or Skillsunderwatersuffer a
+2 Column Shift penalty to the OV. The GM may rule that some
Powers are inoperative underwater, or s/he may use the
Universal Modifiers Chart to determine any further penalties
when performing Actions underwater.

® If a Character has Running or Superspeed of 12 APs or
greater, s/he may run across the surface of water as if it were
solid.

F. Falling

Whenever a Character falls a distance greater than 10 feet (0
APs), s/he runs the risk of injury. Make an Action Check using
the APs of distance that the Character falls multiplied by 2 as
the AV/EV. and the Character’s BobY/Bopy as the OV/RV.

If the distance that the Character is falling is greater than 7
APs, treat it as 7 APs: 14/14 isthe highest possible AV/EV of a
fall, Falling damage is automatically considered Killing Combat,

G. Explosives

Explosives are area effect attacks; they do full damage to
everyonein the target area (a circular area with a diameter of 10
feet, or 0 APs) and less damage in the area around the blast.
Explosions are always considered Killing Combat.
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Each target Character is attacked equally and separately.
Each Character can receive RAPs from a successful attack,
although the RAPs are still determined by using the Acting and
Result Tables,

The effect of an explosion diminishes rapidlyas distance from
the blast increases. Each AP of distance from the target area
reduces the blast’s AV/EV by 2 APs. Thus, if a Character is
standing 3 APs from the target area of a 10 AP howitzer blast,
the AV/EV is reduced by 6 APs to 4/4. A Character who is
standing 4 APs away from the same blast would be attacked
with an AV/EV of 2/2. If double ones are rolled for the attack, the
explosive was a dud.

Explosive attacks are not considered Multi-Attacks, and there
are no Column Shift penaltiesifthe explosion affectsmore than
one target. Each individual in the radius of an explosion is
attacked separately.

H. Throwing Things

Strong Characters like to pick up heavy objects and heave
them at their opponents in combat. In such a case, the AV of the
attackis equal to the thrower’s DEX, and the EV of the attackis
equal tothethrower's STR. See the previous chapter for the rules
regarding whether or not a Character can pick up an object, and
how far s/he can throw that object.

XIll. Perception Checks

One of the things that separates heroes from normal humans
is their uncanny ability to perceive something happening in the
world around them and deduce how to use that information to
their advantage. Frequently, heroes willdetect clues that would
otherwise go unnoticed, spot hidden assassins tryingto escape
in a crowd, or make accurate deductions based on their gut
instincts.

In game terms, this phenomenon is simulated with the use of
Perception Checks.

A Perception Check is a Dice Action that is rolled by the
Gamemaster to see if a Character is aware of something in the
world around him,

The Character’s Acting Value is his/her INT and the Effect
Valueis his/her WILL. If what the hero may perceive is an item or
a Physical Action thatis hidden bya person, the Opposing Value
and Resistance Values are the target’s INT/MiND. If the perceived
is a mood or emotional state, the OV/RV is the target’s
INFL/AURA. If it is an event, clue or something which does not fit
into the above categories, the OV and RV are taken by the GM
from the Universal Modifiers Table.

This is an Action Check that should be made by the GM in
secret, and the information should only be given to the Player if
the roll yields positive RAPs.

A Player may initiate a Perception Check by saying that s/heis
on the alert, but this only happens during a situation where the
Character would normally be alert, such as in a stakeout
sequence.

Hero Points may be added to increase the Character’s
INT/WILL up to twice the regular value. If there is nothing to be
perceived in that phase, the Hero Points are lost.

Depending on the RAPs received on the Action Check, the
Character may perceive more or less information, according to
the following chart. If the Action Check receives only one RAP,
the Character only learns a brief tidbit about the object
perceived. If the RAPs earned are equal to one-half of the Action
Check’s RV, the Character gains more information, and so on.

RAPs

N Nothing perceived.
1 RAP | A quick glance; a shadow moving.
%RV |A recognizable shape or movement, with
direction and at a certain distance from the
perceiving Character.
Full RV | A definite object or event.
OverRV|Details about the object or event.

Inforination Perceived

These are guidelines to help the GM. If the perceived event is
not a motion or shape, but a sound or something felt, tasted, or
something sensed with Mental Powers, the information given
out is left to the GM’s discretion,

XIV. Example of Combat

Angela is playing Wonder Woman, who hears a scream and
uses her Directional Hearing Power to pinpoint the scream'’s
source in a nearby forest. Rushing to investigate, she finds her
nemesis the Cheetahstanding over the mauled corpseofa forest
ranger. At this point, the GM decides to invoke the combat rules.

PHASE ONE

Both Angela and the GM decline to spend Hero Points to
increase their Initiative. Angela rolls a 5 and adds it to Wonder
Woman's Initiative of 36 for a total of 41, while the GM rolls a 9
and adds it to the Cheetah'’s Initiative of 33 for a total of 42.
During this phase, Angela must declare Wonder Woman’s
Actions first, but the Cheetah will take the first turn.

Angela declares that Wonder Woman will unfurl her lasso
(Automatic Action), and use her Acrobatics Skill to Dodge
(Automatic Action) in case the Cheetah attacks. Since Wonder
Woman is only performing two Actions, she could try something
else if she wanted, but Angela declines.

The GM then declares that the Cheetah will use her Jumping
Power to spring upon Wonder Woman (Automatic Action), and
attack using her Claws (Dice Action). The GM also determines
that the Cheetah will opt to Press The Attack (she is only
ailowed to select this maneuver because she is the Initiative
winner) while slashing out with her Claws.

Since the Cheetah won the Initiative, she resolves her Action
first. The GM notes that she has jumped up to Wonder Woman,
and resolves theattack. TheCheetah’s ActingValueis her DEX of
13 and her Effect Value is her Claws Power of 9. Wonder
Woman’s Opposing Value is her DEX of 13 plus her Acrobatics
Skill of 11 (because she Dodged) for a total of 24, and her
Resistance Value is her BoDy of 13 (because striking with Claws
is a Physical Attack). In addition, Wonder Woman suffers a -1
Column Shift penaltyto her OV because the Cheetah Pressed the
Attack. Looking at the Action Table, the GM finds that the
Cheetah’s Success Number is 18. The GM rolls a 14 for the
Cheetah’s Action, so she fails.

Wonder Woman then resolves her own Action and unfurls her
lasso. Nodiceroll isneeded because thisisan Automatic Action.
This ends the first phase.



PHASE TWO

The GM decides to spend 5 Hero Points to increase the
Cheetah’s Initiative, and Angela follows suit, spending 5 of her
own Hero Points on Wonder Woman’s Initiative. Both of the
participants roll a 7, so the Cheetah’s Initiative total is 45 and
Wonder Woman's Initiative total is 48.

The GM announces that the Cheetah will try to escape if
Wonder Woman lassos her (Dice Action with a condition), and
that in any case, she will run off into the forest (Automatic
Action).

Angela decides that Wonder Woman will lasso the Cheetah
(Dice Action) and move out of the range of her opponent’s Claws
(Automatic Action).

Since shewon Initiative, Wonder Woman takes the first turn.
First, Angelaresolves the attempt tolasso the Cheetah. The AVis
Wonder Woman’s DEX of 13 and her EV is the lasso’s Str of 15.
TheCheetah'sOVisher DEx of 13 and her RVis her Bopy of 10.
The GM determines that Wonder Woman needs one or more
RAPs for success, but Angela rolls a 9, which fails. The GM then
notes that Wonder Woman has put some distance between
herself and the Cheetah.

The Cheetah has no need to resolve her escape attempt (the
condition was not met), so the GM simply notes that she runs
into the woods and out of sight, ending phase two.

PHASE THREE

The GM decides to spend 5 Hero Points to increase the
Cheetah’s Initiative; Angela does notspend any. The GM rolls a7
for an Initiative total of 45; Angela rolls a4 for an Initiative total
of40.

Angela declares that Wonder Woman will chase after the
Cheetah in the forest and look around to see if she can spot the
villainess’ hiding place.

The GM declares that the Cheetah will hide behind a tree and
try to ambush Wonder Woman as she runs by. Note that the
Cheetah wants to delay her second Action until after Wonder
Woman takes her Actions. Unless the GM objects, this is
perfectly reasonable.

The Cheetah goes first, and the GM notes that she is now
hiding behind a tree.

Next, Wonder Woman runs into the forest, and the Cheetah
springs out to attack. Before the attack, however, Wonder
Woman gets her chance to spot the Cheetah. Since thils is a
Perception Check, Wonder Woman's AV is her INT of 9 and her
EV is her WiLL of 12. The Cheetah's OV and RV are both 13, her

APs of the Thief Skill. Angela rolls an 18 and gains 3 RAPs.
Wonder Woman manages to catch a glimpse of the Cheetah out
of the corner of her eye as the villainess attacks. The Cheetah
can still attack, but since Wonder Woman made her Perception
Check, she will not catch her victim unawares and receive a
Blindside bonus.

The Cheetah’'s AV/EV is 13/9 (her DEx/Claws). Wonder
Woman's OV/RV is 13/13 (her DEx/BobpY). The GM rolls an 18
and earns 3 RAPs. Angela decides to spend 3 Hero Pointson Last
Ditch Defense rather than take the 3 RAPs of damage to her
Current Booy Condition. This ends the third phase,

PHASE FOUR

Angela decides that she had better end this fightin a hurry, so
she spends 15 Hero Points on Wonder Woman's Initiative. The
GMdoes not spend any Hero Points for the Cheetah. Angela rolls
a 2 for an Initiative total of 63; the GM rolls a 6 for an Initiative
total of 39,

The GM declares that the Cheetah will continue to slash at
Wonder Woman using her Claws.

Angela declares that Wonder Woman will punch the Cheetah.

Since she won Initiative, Wonder Woman takes the first turn.
Because she is intent on ending the battle, Angela decides to
spend 6 Hero Points on her AV and 15 Hero Points on her EV.
Wonder Woman's AV is now 19 (her DEX of 13 + 6 Hero Points),
and her EVis 31 (her STR of 16 + 15 Hero Points). Since the GM
spent all of her Hero Points earlier in the adventure, the Cheetah
has run out of Hero Points and the GM cannot spend any on
defense. The Cheetah’s OV/RV s 13/10 (her DEX/BODY). Angela
rolls an 18, netting her 30 RAPs. Even if the Cheetah had Hero
Points to sperd on Last Ditch Defense, she would still be
unconscious (with a Bopy of 10, she can only spend 10 Hero
Points at a time on Last Ditch Defense).

Another victory for the good guys!

XV. Putting It All Together

The combat rules are long, and seem rather complicated at
first, but once the Players get used to them, combat is really not
that complex. Before going any further, get some Players
together and play out a couple of sample combats. When
everyone feels familiar enough with the combat rules, continue
on to Character Interaction.
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FOUR

Characler

Inferaclion

In addition to bashing heads, heroes spend a lot of time
talking. They threaten villains, they pump witnesses for infor-
mation, they talk to other heroes, some even talk to themselves.

In the DC HEROES Role-Playing Game, talking is simple. If a
Player wants his/her Character to say something, s/he should
just go ahead and say it. The GM talks for all of the villains and
minor Characters. If Stan wants to tell Commissioner Gordon
that he thinks Gordon has a nice haircut, Stan just says, “Hey
Commissioner Gordon, you have a nice haircut!”

The tricky bit comes in when the GM is forced to figure out
how avillain or minor Character will react to what the Players
say. In the previous example, it's pretty obvious that
Commissioner Gordon would probably answer something like,
“Oh, thank you;” but what happens if Batman is interrogating
one of the Penguin’'s thugs: “Where is the Penguin’s hideout? Tell
me now, you diseased scum!” The thug obviously does not want
to talk, but Batman has methods of convincing these types to
cooperate, so who wins?

Itis pretty obvious that rules are needed to help the GM figure
out what happens in situations like these, so here they are.
Welcome to Character interectien.

I. Types of Character Interaction

Character Interaction is usually a Dice Action. There are three
different types of Character Interaction: Interrogation, Per-
suasion, and Intimidation.

Interrogation is used whenever someone wants to gain
information from somebody else. A successful Interrogation is a
combination of asking the right questions, correctly interpreting
the answers, and applying whatever pressure is necessary toget
results. It is only necessary to resort to the Interrogation rules
when the subject is unwilling or unable toreveal information. A
police officer investigating the scene of a crime, for instance,
would have to use Interrogation to gain information from a
hysterical victim because the victim is unable to think clearly
and answer the officer's questions. Similarly, Batman would
have to use Interrogation on the Penguin's thug in the prior
example, because the thug does not want to reveal the location
of Penguin'’s hideout.

Persuasion is used whenever one Character is trying to
convince another to believe something or to perform some
service. It is only necessary to resort to the Persuasion rules if
the service or belief is not in the subject's own best interests.
Batman usually does not have to Persuade Commissioner
Gordon to arrest a criminal, for instance, since Gordon wantsto
capture criminals himself. However, Batman might have to
Persuade Gordon to lend him men or equipment that could be
employed elsewhere. Likewise, after Commissioner Gordon's
men have surrounded a street criminal and trained their
weapons upon him, the Commissioner usually does not need to
use Persuasion to talk the street criminal into dropping his
weapon and surrendering.

Intimidation is used when one Character is trying to scare or
panic another. Batman is great at Intimidation.

Intimidation is the only one of the three types of Character
Interaction that is used with any frequency in combat.

Il. Resolving Character Interaction

The AV/EV of an attempt to use Character Interaction is
equal to the INFL/AURA of the Character that is using Inter-
action, while the OV/RV is equal to the target’s INFL/SPIRIT. The
RAPs earned by a Character Interaction Action Check function
differently depending upon the type of Character Interaction
being used.

Interrogation: Before beginning play, the GM should make a
list of all the important information known by each of the
villains and minor Characters that the heroes are likely to
encounter. Such a list for the Penguin’s thug in the previous
examples, for instance, might look something like this:

1. The Penguin hired me away from a local syndicate boss.

2. The Penguin usually doesn’t hire guyslike me, I wonder
why he didn't find somebody more “professional.”

3. I'm not sure what the Penguin is planning, but whatever
it is, it's happening tomorrow night.

4. The Penguin’s hideout is a jewelry shop in East Man-
chester, but I'm sure he's gone by now.

Compare the RAPs earned in an Interrogation effort to the
target’s SPIRIT. If the Interrogation effort only receives one RAP,
the target will reveal his/her first point of knowledge to the
Interrogator. If the Interrogation effort receives RAPs equal to
at least one half the target’s SPIRIT (round fractions up), the
target will reveal the first half of his/her information (round
fractions down if the target has an odd number of information
pieces). If the Interrogation effort receives RAPs that equal or
exceed the target's SPIRIT, the target will reveal all of his/her
information. If the thug in the example has a SPIRIT of 3, for
instance, Batman would learn the first point of information (the
bit about how the thug was hired) if the Caped Crusader earned
at least one RAP during the Interrogation, the first two points of
informationif he earned at least two RAPs (halfthe thug's SPIRIT
rounded up), and all four points of information if Batman
earned three or more RAPs.

Oftentimes, it is far too much trouble to make up an
information list for every single Non-Player Character in an
adventure. In these cases, the GM can often make snap decisions
during actual play. If the GM had not made up an information
list for the thugin the previous example, forinstance,s/he might
sumply decide just before the Batman Player rolls the dice that
the thug will reveal thelocation of the Penguin’s secret hideout if
Batman’s Interrogation effort receives 3 or more RAPs. In any
case, a Character obviously cannot reveal anything to an
Interrogator that the GM decides s/he does not know.

Persuasion: All of the Non-Player Characters in an adventure
start off with a basic attitude toward the Players’ heroes which
influences how difficult it is for the heroes to Persuade the NPC
in question. It isup to the GM to figure out the attitude of each of
the NPCs before the adventure begins. Each of the attitudes is
discussed below:

Attitude Adjustment Table

OV & RV

Attitude Column Shifts

‘Personal Vendetta

Awestruck/Enamored Characters are witling to help the
Player's hero in any way they possibly can. They will take
considerable risks for the hero. Best friends and lovers will fit in
the Awestruck/Enamored category.



Friendly Characters are willing to help the heroes by giving
them any assistance or information they can, as long as
revealing the information is not suicidal, and will be willing to
run errands or get help for the Persuading Character. They will
not voluntarily risk their lives for the heroes,

Neutral Characters are willing to give some informationto the
hero,such asdirections or the name of his/her employer, aslong
as the information is not vital to their own safety. A Neutral
Character will not go into detail, and if s/he is pressed, s/he will
become Suspicious. A Neutral Character will not interfere with
the actions of Player Characters, as long as the actions do not
endanger him/her, but they will not help a Player Character.

SuspiciousCharacters wiligive a Player’s hero the time of day,
but not much else, They will not let the Persuading Character try
anything which looks as though it could cause trouble. Sus-
picious Charactersare prone to calling the authorities or some
other help.

Hostile Characters, including those Characters Opposed to
the motivation of a Player Character, will not normally co-
operate in any way with the Persuading Character.

This does not mean that they will be mulish and silent . . . they
may be talkative and deceitful. They will try to further their own
interests at the expense of the Persuading Character. Villains, as
well as their allies and thugs, always begin at least Hostile to
Player Characters.

Personal Vendetta indicates that the Character in question
has a personal reason for wishing the Persuading Character
dead, injured, orotherwise mutilated. S/he will go out of his/her
way to lead the Player's hero into death traps, ambushes, and
other deceptions.

These attitude descriptions also serve as a guideline for
figuring out when a Persuasion attempt is or is not necessary.
According to the description above, for example, it is unneces-
sary to use Persuasion to convince Friendly Characters to give a
hero information, since theywilldoso automaticaily. Awestruck
Characters rarely need to be Persuaded to do anything for the
hero.

Whenever a hero tries to Persuade a Character, the OVand RV
of the attempt both receive Column Shift modifiers as indicated
ontheAttitude Adjustment Table. A Persuasion attempt against
a Suspicious Char-
acter, for example,
has its OV and RV
both increased by +1
Column. If the RAPs
earned in a Persua-
sion attempt equal
the target's SPIRIT,
the target will agree
tothe hero'srequest,
or will believe what
the hero is saying. If
RAPs earned in the
Persuasion attempt
exceed the target’s
SPIRIT, the target's
attitude is perma-
nently changed one step in the Persuader’s favor (from
Suspicious to Neutral, or from Neutral to Friendly, etc.).
Characters that begin with an attitude that is Hostile or worse
can never have their attitudes increased higher than Neutralin
this fashion, and all such Characters will automatically return
to their original attitudes after an amount of time equal to the
RAPs earned by the original Persuasion roll has elapsed.

Again, the GM may fmd it too troublesome, or even impossible,
to assign attitudes to each and everyone of his/her NPCs before
playbegins. In these cases, it should be no problem to make snap
decisions during actual play for most of the minor Characters
that the heroes encounter. If Superman stops and asks an
innocent bystander on the streets of Metropolis for directions to
the nearest bookstore, for example, the GM may assumethat the
bystander is probably Friendly, since most of Metropolis’

residents revere Superman.

Also, the GM should feel free to rule that a Character has a
separate attitude toward each one of the Players’ heroes. The
Penguin, for instance, is probably Opposed to everyone in
Justice League International, exceptfor Batman, against whom
he has a Personal Vendetta.

Finally, the GM should keep strict control over exactly what
the heroes are and are not allowed to accomplish through the
use of Persuasion, taking the comics as a model. Under normal
circumstances, Superman cannot Persuade Lex Luthor to build
a giant machine that will destroy ali of the Kryptonite on Earth,
just as Batman cannot Persuade theJoker to suddenlybecome a
good guy. However, Superman might be ableto Persuade Luthor
to help him track down one of Lexcorp's inventions that has
gone awry before it kills off ha!f of Metropolis, and a captured
Batman might be able to Persuade the Joker to delay his
execution for a while, giving the Caped Crusader time to devise a
daring escape.

Intimidation: A target is Intimidated if the RAPs earned by
the Intimidation Action Check equal or exceed his/her SPIRIT.
An Intimidated target remains Intimidated for an amount of
time equal to the RAPs earned by the Intimidation Action Check,
minus his/her SPIR!(T.

During a combat phase, any Intimidated Characters always
take their turn after all non-Intimidated Characters, regardless
of Initiative totals. The Intimidated Character with the highest
Initiative total moves first among the Intimidated Characters,
and so on. Also, an Intimidated Character maybe automatically
prevented from taking hostile actions or moving by his/her
Intimidator, although the Intimidator cannot perform any Dice
Actions in a phase that s/he exerts control over an Intimidated
target. The Intimidator’s control over the target is limited to
preventing him/her from taking hostile actions or moving: the
Intimidator can never compel the target to act in any other way
or dictate actions to the target.

For example;: Batman comes across a thug robbing a jewelry
store. The Caped Crusader spreads his cape out to form a
silhouette against the moonlight and leaps down upon the thug
with avicious howl (a classic Intimidation attempt). The AV/EV
oftheattemptis equal to Batman’s INFL/AURA, and the OV/RV is

equal to the thug's INFL/SPIRIT. First, Batman must earn RAPs
that equal or exceed the thug’'s SPiRIT for the Intimidation to
have any effect. The thug has a 3 SPIRIT, and Batman receives 5
RAPs. The thug would thenremain Intimidated for 2 APsoftime
(5 - 3 =2) or about 16 seconds (4 combat phases). During any
combat phase during which the thug is still Intimidated,
Batman automatically moves first, since non-Intimidated Char-
acters always movebefore Intimidated Characters. In addition,
Batman can prevent the Intimidated thug from attacking or
moving during any combat phase (“Don't you dare move, you
squirming maggot!”), as long as the Caped Crusader is willing to
forego his Dice Action during that phase.



30

l1l. Time

It takes one combat phase (4 seconds or 0 APs of time) to
make an Intimidation attempt. Interrogation and Persuasion
attempts, however, normally take about fifteen minutes (8 APs
of time). Attempting to Interrogate or Persuade someone in less
time increases the OVand RVofthe effort. There are no bonuses
for taking more time than is necessary. Add one to both the OV
and RV of an Interrogation or Persuasion effort for each 1 AP of
time less than 8 spent making the attempt (attempting to
Interrogate or Persuade someonein a single combat phase, or 0
APsof time, therefore,adds 8 tothe OV and RVofthe attempt).

IV. The Charisma Skill

Characters with the Charisma Skill have certain advantages
in Character Interaction. The Skill is socommon that all Players
should be familiar with the Charisma Skill entry in the Char-
acter Handbeek. Basically, the APs of Charisma may substitute
for the AV and EV while making a Character Interaction Action
Check.

The Charisma Skill has three Subskills, one for each of the
three types of Character Interaction. This means that a Char-
acter whois limited to the Charisma/Interrogation Subskill, for
instance, may only use his/her Charisma Skill for Interrogation
efforts. For Persuasion and Intimidation, s/he would use his/
her INFL./AURA as usual.

V. Interaction Maneuvers

As in combat, there are certain special Character Interaction
Maneuvers that can be employed while involved in Character
Interaction. Unless otherwise stated, each of these maneuvers
can be employed in Persuasion, Interrogation, and Intimidation
attempts.

All of these maneuvers are optional. A Player may always
choose to make a straight Interaction roll without using any of
the maneuvers, if s/he so desires.

Note: In order for Character Interaction Maneuvers to be
truly effective during play, the GM should keep the Attributes of
all the villains and minor Characters hidden from the Players
until someone actually tries to use one of these special maneu-
vers on a target.

A. Bluff

A Bluffisan attempt to fool or trick someone. If Lois Lane is
holding a pistol that she knows is unloaded on a mugger, she
might try to Bluff her assailant into believing that the pistol is
loaded (an Intimidation attempt).

A Bluffattempt must be announced before the Dice are rolled.
A Bluff may be performed in conjunction with Interrogation,
Persuasion, or Int'imidation.

When a Character attempts a Bluff, compare his/her INTscore
to the INT of the target. If the Bluffer's INT is higher, the target
receives -1 Column Shift to his/her OV and RV against the
Persuasion, Interrogation, or Intimidation attempt. If the
Bluffer’s INT is lower, however, the target receives +2 Column
Shifts to his/her OV and RV against the attempt. If both the
Bluffer and the target have equal INTSs, there are no Column
Shifts to the OV or RV, and the Interaction Action Check is
resolved normally.

B. Wear Down

A Wear Down is an attempt to outlast the target and break
his/her will through repeated requests or intense questioning.

Wear Downs work exactly like Bluffs except the WILLs of the
involved Characters are compared instead of their INTs. Wear
Downs may only be used in conjunction with Interrogation or
Persuasion.

The base time consumed by an Interrogation or Persuasion
effortin which a Wear Down is being employed isincreased to 10
APs (one hour),

C. Force

A Ferceis an attempt to physically Force thetarget todo what
the Character wants or to answer his/her questions. Forces
work like Bluffs and Wear Downs, except the SIrs of the
Characters are compared.

A Character automatically has his/her attitude lowered one
step towards anyone who tries to Force him/her. Forces maybe
used in conjunction with all three types of Character
Interaction.

D. Charm

Charm is an attempt to dazzle the target with the hero’s
personality. Charms work like the other three manuevers
already described, except that the AURAs of the involved
Characters are compared.

Charm may onlybe used in conjunction with Interrogation or
Persuasion attempts.

E. Multi-Attack

It is possible to Intimidate more than one target at a time.
Treat this as a Multi-Attack as described in the Combat rules. It
is not possible to Persuade or Interrogate more than one
Character at a time.

VII. Character Interaction Against
the Players’ Heroes

Many villains have the Charisma Skill in addition to the
heroes. What happens if a villayn or minor Character tries to use
Character Interaction against one of the Players’ heroes?

Resolve such attempts as usual and determine the results. A
Player, however, need not be bound bythe result of a Character
Interaction roll. S/he always has the option of spending a
number of Hero Points equal to the RAPs earned by the
Character Interaction Action Check in order to compietely
ignore its effects.

Suppose, for example, that the Penguin receives 15 RAPs in an
attempt to convince Robin to reveal Batman's secret identity (an
Interrogation effort). Normally, Robin would reveal Batman’s
secret because 15 RAPs exceeds the Boy Wonder's SPIRIT,
meaning that Robin must reveal all he knows (see Interro-
gation). If Robin is a Player Character, however, the Player may
spend 15 Hero Points in order to avoid revealing anything.

There is no limit to the number of Hero Points that can be
spent by Players in order to avoid the effects of Character
Interaction. Spending Hero Points allows a hero to ignore the
effects of all three types of Character Interaction (Interro-
gation, Persuasion, and Intimidation).

VIIL. Role-Playing

When using the Character Interaction rules, it is not reaily
necessary for Players to speak for their Characters word for
word. Many Players will simply say something like, “I'm going to
Interrogate the thug and use a Bluff.” This is certainly accept-
able; but this will not help a Player earn additional Hero Point
awards for good role-playing at the end of the adventure (see
Standard Awards, page 51).

Players should be encouraged to avoid sentences liketheone
above, and replacethem with something like, “You'd better start
talking, creep. We already know who all of your accomplices are,
and some of them are turning state’s evidence. Unless you
cooperate and do likewise, you're in for a long trip up the
river . . .” Players who role play well before rolling the dice are
bound to be rewarded by the GM later.

Similarly, Players that keep to the spirit of their Characters
and react tosituations as their Characters would react will also
probably receive additional rewards as well. For instance,
Superman alwaysrespects the law, Batman relentlessiy pursues
crime, Wonder Woman wants to spread her message of peace to
as much of the world as possible, and so on.
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FIVE

Weapons and gadgets, both fantastic and mundane, have long
been a staple of comic books. What would Batman be without
the Batmobile, the Batarang, or the Batcomputer? What could
Green Lantern do without his Power Ring, or Green Arrow
without his Bow?

This chapter explains how to incorporate gadgets, weapons,
and vehicles into the world of the DC HEROES Role-Playing
Game.

l. Basic Concepts
A. Abilities

Like Characters, Gadgets can have Attributes, Powers, and
Skills. A car, for example, hasthe Running Powerbecauseitcan
move fast, and a STR because it can carry weight. All Gadgets
have a BopY, which def' mes how much Physical damage they can
take before they cease to function.

When using a Gadget, a Character can usually use all of its
Powers and Skills as though they were his/her own. If Change-
ling is drving a car, for example, he could travel at the speed
indicated by the car’s Running Power. A Gadget’s Attributes, on
the other hand, are usually only applicable in certain special
situations. If the car has a STR of 5, for instance, Changeling
could use it to haul 5 APs of we'ight stored in the back seat and
trunk of the car, but he obviously could not use the car’s STR to
throw a punch, or to bench press 1000 lbs.

Whenever a Gadget has an Attribute that is italicized in its
description, the user has the option of substituting that Attri-
bute score for his/her own matching Attribute score in all
situations. If a Gadget has an Attribute thatisnotitalicized, the
Attribute can only be applied under certain special circum-
stances. A bulletproofvest might have a Boby of 4, for example,
meaning that the user of the vest can substitute its BoDy of 4 for
his/her own Bopy when defending against Physical Attacks, or
in just about any other situation in which the Bopy Attribute is
relevant. A gun, however, might have a Bonyof 4 (notin italics),
meaning that the Bopy ofthe gun onlyapplies to efforts aimed at
damaging the gun itself, not its user. Similarly, Rocket Red’s
Battlesuit has an italicized STk, because Red can substitute the
S7r of the battlesuit for his own STr in all situations, whetherit is
iifting things, throwing things, or as his EV in hand-to-hand
combat. On the other hand, a crane would have a non-italicized
STR, because a Character could only use the crane’s STR under
certain circumstances, like liftinglarge objects at a construction
site. Exactly when Powers, Skills, and Attributes that are not
italicized may be applied is up to the GM, using the function for
which the Gadget was designed as a guide.

Note that the previous paragraph speaks of a Gadget's
Attributes substituting for its user’s Attributes. A Gadget's
Abilities always substitute for those of its user; they never add to

those abilities. A Character with a Bopy of 3 who puts on an
armored suit with a BoDy of 4, now has a Bopy of 4, not 7.
Similarly, a Character with the Flame Project Power rated at 5
APs who picks up a napalm gun with the Flame Project Power
rated at 8 APs, now has 8 APs of Flame Project, not 13.

B. Reliability Numbers

Many of the Gadgets described in these pages have a new
Ability listed in their descriptions: “R #.” “R #” stands for
Reliability Number. A Gadget's Reliability Number is a measure
of how frequently the Gadget jams, breaks down, or just plain
fouls up. The lower the Gadget’s Reliability number is, the more
reliable the Gadget is. Some Gadgets are so reliable that they do
not have a Reliability Number at all: these Gadgets never break
down. An example of a Gadget that never breaks down would be
Green Lantern’s Power Ring;, Green Arrow's old nuclear
warhead arrow was a Gadget that broke down frequently.

Reliability and Dice Actions

Anytime a Gadget is used to perform a Dice Action, and the
Playerrollsless than or equal to the Gadget's Reliability Number
on the first dice roll made to resolve that Action (that is, before
rerolling due to doubles), the Gadget’s Ability breaks down and
the Action is immediately cancelled.

If Joe's stun gun had a Reliability number of 4, for example,
and he rolled double 2's on his first roll while resolving a Dice
Action, the gun would immediately break down since Joe rolled
less than or equal to 4. Joe does not get to re-roll the doubles
since his Action is immediately cancelled. If Joe had rolled
double 3's on hisfirst roll and 4 on the second roll, however, the
Gadget would not break down, since the roll of4 or less did not
come on the first roll made to resolve the Action.

Reliability and Automatic Actions

The first time that a Character uses each one of a Gadget’s
Abilities to perform an Automatic Action on each day (15 APs of
time), the Player must roll two dice just prior to resolving that
Action, although the Action itself is still Automatic. If this dice
roll is less than or equal to the Gadget's Reliability Number, the
Gadget's Ability breaks down and the Automatic Action is
cancelled. Each of a Gadget’s Abilities that are used to perform
Automatic Actions need only be checked for Reliability once per
day. Thereafter, the Character mmay continue to use that Ability
to make Automatic Actions for the rest of the day without
checkingagainst Reliability. Making an Automatic Action with a
different Ability that has not yet been checked for Reliability
that day, however, necessitates a new roll.

When Black Canary starts her car in the morning, for
example, and begins to drive (an Automatic Action), she must
check against the car’s Reliability Number. Thereafter, she can
drive the car for the rest of the day without checking against
Reliability again. The first time D1inah turns on the radio, which
is another Automatic Action using a different ability, she must
make another check against Reliability to see if the radio
functions properly. From that point on, she can continue to use
the radio for the rest of the day without making any further
Reliability checks.

Reliability Failure and Gadget Breakdown

If a Gadget breaks down due to Reliability failure, the APs of
any Ability or Abilities it was using to resolve the Action that
caused its breakdown are instantly reduced to 0 APs. In this
case, the Gadget must be Repaired before the broken down
Ability may be used again.

A car that fails its Reliability roll when started up, for
example, would have its Running Power reduced to 0 APs. A
submachinegun which fails its Reliability roll while resolving an
attack would have its AV and EV both reduced to 0 APs, since
both Abilities were involved in the Action which caused the gun
to break down.

C. Gadgets vs. GADGETS

Some Gadgets have their names printed in upper and lower
case letters in their Gadget descri'ption, like the Batarang and
theSubmachinegun,whileothers have their names printed in all
capitals: BATMOBILE and POWER RING, for instance.

This convention hasbeen adopted to quickly identify Gadgets
that can and cannot be stripped away from their user by
employing a Trick Shot or the Take Away maneuver in combat
(see page 23). Gadgets that have their names printed in upper



and fower case letters can be Taken Away in combat, while those
printed in all capitals cannot. Whether or not a Gadget can be
Taken Away during combat is defined at the time the Gadget is
built.

D. Gadgets and Damage

Gadgets take damage just like people. Players should keep
track of their Gadget’s Current BonY Condition as they would for
their Characters. Unlike Characters, however, a Gadget can
have its Current Boby Condition reduced to less than zero in
normal Bashing Combat.

Gadgets are also treated like inanimate objects (see page 13).
A Gadget that has taken one RAP of Physical damage will still
function, but has aholein it that islarge enough towalk or climb
through, assuming that the Gadgetis large enough to sport such
ahole. AGadget that has its Current Bopy Condition reduced to
zero or below will no longer function, and must be Repaired in
order to resume functioning. A Gadget that hasits Current BoDYy
Condition reduced down to a number of points below zero equal
to its starting BoDY is permanently destroyed and cannot be
Repaired.

Gadgets never Recover damage like Characters. They mustbe
Repaired.

Only Gadgets that have a MIND or SpIRiT are vulnerable to
Mental or Mystical damage. All Gadgets have a BoDy and are
vulnerable to Physical damage.

E. Hero Points and Gadgets

The user of a Gadget may spend Hero Points to increase the
Acting, Effect, Opposing, and Resistance Values of any Dice
Action involving the Gadget, as though all of its Abilities were
his/her own.

In addition, a Gadget’s Automatic Powers and Attributes can
be Pushed as described on page 10. A failed attempt to Push a
Gadget’s Ability instantly reduces the Ability being pushed to 0
APs.Such a Gadget must then be Repaired before it will function
again.

Il. Building Gadgets

Characters with the Gadgetry Skill can actually create new
Gadgetsin their laboratories during play. Creating aGadgetis a
five step process:

L. Design the Gadget and decide whether or not the Gadget
can be Taken Away

2. Allow the GM to approve the Gadget

3. Calculate and pay the Gadget’s Hero Point Cost

4. Buy parts

5. Add Powers and Attributes to the Gadget

Design the Gadget
STE P When a Player designs a Gadget,s/he decides

exactly what Powers, Skills and Attributes the
Gadget will have and assigns each Power, Skill,
and Attribute a value in APs. A Gadget may
never have Advantages.,

Here are a couple of examples. Suppose Chuck wants his
Characterto build a car. The car must have a BoDy, andit should
probably have the Running Power, so it can move fast,and a STR,
so it can carry Chuck’s Character and his friends. In addition,
Chuck decides to supe the car up a bit, give it radar {the Radar
Sense Power), and install a pair oflaserweapons mounted in the
headlights (the Heat Vision Power). Now Chuck has to assign AP
values to all of the car’s Powers and Attributes. Since the car
cannot be Taken Away in combat, its description is in all
capitals. His fmal design for the car looks like this:

CAR [STr: 4, BoDY: 5, Running: 7, Radar Sense: 5, Heat Vision: 7]

As another example, let us suppose that Nightwing wants to
build gas masks for all the members of the Titans, because he
suspectsthattheywill be facinggaswielding foeslateronin the
current adventure. A gas mask must have a Bopny, and should

probably have the Sealed Systems Power. Nightwing must then
decide how many APs of each to assign to the mask. Since the
maskscome on and off pretty easily, they can probablybe Taken
Away in combat. Finally, he comes up with:

Gas Mask {BoDY: 2, Sealed Systems: 9]

All of the mundane weapons (guns, knives, andso forth) listed
in the Gadget descriptions have been assigned EVs and some-
times AVs, rather than specific Powers and SkKills. If they desire,
Playersmay assign their own Gadgets AVs and EVs. A design for
a revolver might look Iike this: Revotver [BoDy: 4, EV: 4].

In addition to Powers, Skills, and Attributes, gadgeteers may
also assign Gadgets Miscellaneous Drawbacks. Ultimately, any
Drawbacks that are assigned to a Gadget will make it cheaper to
produce. If a villain were producing the revolver in the example
above, for instance, s/he would probably want to assign it a
Miscellaneous Drawback such as: “Revolver is limited to firing
six shots before it must be reloaded; reloading is an Automatic
Action, but the user may not fire the revolver in the same phase
s/he reloads.” If Chuck were designing the car described before,
the Miscellaneous Drawback: “Must stop to refuel every 18 APs
of distance travelled” might be in order. Since the GM must
approve the Gadget's design, make sure that all Drawbacks
selected are logical and appropriate. For example, the revolver
described previously should never have a Drawback like “It may
only be fired by persons born en a Tuesday.”

A Gadget's Powers and Attributes may also be assigned in
conjunction with any appropriate Bonuses and Limitations.
Bonuses will make the Gadget more expensive to produce, while
Limitations will make the Gadget cheaper. Assigning an itali-
cized Attribute to a Gadget is automatically a +2 Factor Cost
Bonus to the Attribute in question.

During this step, the gadgeteer also decides whether or not
the Gadget can be Taken Away in combat. Common sense
should provide all of the clues needed to make this decision.
Obviously, a car or a battlesuit cannot be Taken Away and it
would be awfully hard for someone to slip a Power Ring off of
Guy Gardner's finger in the middle of a fight; but guns, knives,
swords, and control boxes are another story. Gadgets that can
be Taken Away are generally cheaper to produce.

STEP Allow the GM to Approve the Gadget

The next step is up to the Gamemaster. S/he
must take a good look at the Gadget and judge
whether or not its design is feasible.

The GM should feel free to overrule any
Gadget that s/he is not comfortable with, including those that
seem too powerful or unlimited in scope. The GM should also
overrule any Gadget that is just plain silly or impossible, like a
carwithan italicized STR and WiLL Pay particular attention to
any Miscellaneous Drawbacks that have been assigned to the
Gadget, making sure that they actually limit the performance of
the device in some way.

Gadgets that are rejected might be redesigned, or simply
outlawed.

It is up to the GM to determme whether or not a Character
must have the Genius Advantage to build the Gadget. The rule
for figuring out whether or not the Genius Advantage is
necessary to build a Gadget is simple: if the device cannot be
built right now, in the late 20th century, in the real world, the
Character must have the Genius Advantage to build it in the
game;otherwise Genius is unnecessary. This means that Chuck’s
Character does not need the Genius Advantage to build acar, or
even a car with a radar, because we can build radars right now.
However, he would need the Genius Advantage to build force
field belts, teleportation machines, invisibility helmets, laser
pistols, and so on. The GM has final say on whether or not a
Gadget fits current technology, although Players may try to
convince him/her that a Gadget is feasible, by producing
scientific journals, newspaper articles, or other sources of
information that may support their design.
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Calculate Hero Point Cost

Gadgeteers must spend Hero Points in order
to build Gadgets. Calculate the Hero Point Cost
of a Gadget as if it were a Character, using the
rules found in the Character Handbook. Add up
the costs of all of the Abilities that are being purchased for the
Gadget bylookingto the AP Purchase Chart and cross-indexing
the Factor Cost of each Ability wi'th the number of APs of that
Abitity that is being purchased. Remember to take into account
the Factor Cost modifiers of any Bonuses or Limitations being
built in conjunction with the Gadget’s Abilities, and add in the
Base Cost of any of the Gadget's Powers and Skills. Attributes
have a Base Cost of 0. A few other considerations which can
modify the fmal cost are as follows:

Reliability Number

Before building the Gadget, the gadgeteer must choose its
Reliability Number from the.following table, Al of the Abilities
purchased for that Gadget have their Factor Costs modified as
indicated.

STEP

Reliability Table
Reliability Factor Cost
Number Modifier
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Italicized Attributes
Assigning an italicized Attribute to a Gadget adds +2 to the
Factor Cost of that Attribute.

AY and EV
AVhas aFactor Cost of2 and aBase Cost of 5. EVhas a Factor
Cost of 1 and a Base Cost of 5.

Miscellaneous Drawbacks

After adding up the Hero Point Costs of all of the Gadget's
Abilities, subtract ten Hero Points from the Gadget's cost for
each of its Miscellaneous Drawbacks. A Gadget may never have
its cost reduced by Drawbacks to lower than one-half (fractions
rounded up) of its cost without those Drawbacks. A 33 Hero
Point Gadget with two Miscellaneous Drawbacks, therefore,
would have a fimal cost of 17 Hero Points, not 13 Hero Points; as
would a 33 Hero Point Gadget with five Miscellaneous Draw-
bacls, or ten or twenty or a thousand Drawbacks.

Gadget Bonus

Because Gadgets by their very nature have certain inherent
shortcomings, Players may divide the Hero Point Cest of any
items they build as a Gadget Benus. Divide the Hero Point Cost of
a Gadget that can be Taken Awayin combat by a factor offour,
rounding fractions up. Divide the Hero Point Cost of a Gadget
that cannot be Taken Away in combatby a Factor of 2, rounding
fractions up.

The division is always the last step a Player performs when
calculating a Gadget’s Hero Point Cost.

Example One: Alex needs to calculate the Hero Point Cost of
the following Gadget: Machinegun [BoDY: 6, AV:5,EV: 5, R #: 2],
Miscellaneous Drawback: Machinegun may only be fired ten
times before it must be reloaded.

AV has a Factor Cost of 2, but +2 must be added to the Factor
Cost because of the gun’s Reliability Number of 2, leaving Alex
with a final Factor Cost of 4. Five APs at a Factor Cost of 4 cost 16
Hero Points. EV has a Factor Cost of 1, but again +2 must be
added to the Factor Cost because of the gun's Reliability
Number, resulting in a final Factor Cost of 3. Five APs at a Factor
Cost of 3 cost 12 Hero Points. Alex’s totalso faris 28. Bopy hasa
Factor Cost of 6, which must be raised to 8 because of the

Gadget's Reliability. Six APs at a Factor Cost of 8 cost 48 Hero
Points, bringing the total up to 76. The Base Costs of AV and EV
must also be added in (5 each), bringing the total Hero Point
Cost of the Gadget up to 86 Hero Points. BoDY has no Base Cost.
Alex next subtracts 10 Hero Points from his totalbecause of the
Miscellaneous Drawback, dropping the total to 76. Finally, Alex
divides this total by 4, since the Machinegun can be Taken Away
in combat, leaving him with a Final Hero Point Cost of 19 (76
divided by 4 equals 19).

Example Two: The Hero Point cost of Batman’s Batarang is
calculted as follows: Batarang [BoDy: 7, Gliding: 2]. BoDY has a
Factor Cost of 6, but 3 must be added to the Factor Cost of all of
the Batarang's Abilities, because of its Reliability Number of 0
(notethatnoR #islisted), raising the Factor Cost of the Boby to
9. Seven APs at a Factor Cost of 9 costs 72 Hero Points. Gliding
has a Factor Cost of 1, raised to 4 due to Reliability. TwoAPsat a
Factor Cost of 4 costs 4 Hero Points, bringing the total Hero
Point Cost sofarup to 76 Hero Points. Next, add in the Base Cost
of Gliding, 18 Hero Points, bringing the total cost up to 86 Hero
Points. Finally, divide this totalby 4 since the Batarang can be
Taken Away in combat,leaving a final Hero Point Cost of22 (86
divided by 4 equals 22).

APlayer building a Gadget must pay the final Hero Point Cost
before s/he can proceed any further with construction.

STEP |BuParts

The next step is to buy all of the parts and
equipment needed to build the Gadget. Thisis a
normal Wealth Check, as described on page 44.
The dollar cost of the parts necessary to build
the Gadget, and the OV/RV of the Wealth Check necessary to
purchase the parts,isequaltothe highest AP rating of any ofthe
Gadget’s Abilities plus one for each additional Ability assigned to
the Gadget. The dollar cost of the Machinegun in the former
example, therefore, is 8 APs (BoDY of 6 plus 1 for AV plus 1 for EV
equals 8), while the dollar cost of the Batarang in the latter
example is also 8 APs (BoDy of 7 plus 1 for the Gliding Ability
equals 8).

If the Wealth Check does not garn any positive RAPs, the
Character obviously cannot begin to construct the Gadget. In
this case, the Player must wait until his/her Character is entitled
to another Wealth Check as described in Chapter Six. The
Player may spend Hero Points or take additional time to
improve his/her Wealth AV and EV as explained on page 44.

Assoon asthePlayer successfully makes the necessary Wealth
Check, s/he may begin actual construction.

Constructing the Gadget

All that remains is to actually construct the
Gadget. Each one of the Gadget’s Abilities must
be installed separately. The BoDY of the Gadget
must be installed first, and then the rest of its
Abilities may be installed in any order the building Player
chooses. Installing an Ability is a Dice Action using the
gadgeteer’s APs of Gadgetry Skill as the AV/EV and the APs of
the Ability being installed as the OV/RV. One or more RAPs are
necessary for success.

If a Gadgetry Check fails, the Ability in question is not
successfully installed, and the gadgeteer must attempt to instail
that ability all over again. In order to make another attempt to
install an Ability after having failed an earlier attempt, the
gadgeteer must pay a special failure feée of 10 Hero Points.
Time

The base time that it takes to make a Gadgetry Skill Check is
one week (18 APs of time). Each one AP of time the Player adds
to this base time before s/he rolls the dice allows him/hertoadd
one to the AVand EV of the Gadgetry Check. Each AP of time the
Player decides to subtract from this base time before s/he rolls
the dice subtracts one from the AV and EV of the Gadgetry
Check.

STEP




To compute the actual time it will take to
install the Ability, subtract the RAPs earned
by the Gadgetry Check from the base time.
Theresultisthe amount oftimein APs that it
takes the Character to install the Ability. If
the Gadgetry Check does not receive any
RAPs (ie. the Ability is not successfully
installed),the entire base time, plus any time
that the Gadget builder deliberately added
to the Gadgetry Check, is automatically
consumed.

Suppose for example, that Batmanearned
4 RAPs while installing a 7 AP smokescreen
(the Fog Power) into the Batmobile. In this
case, it would take him 14 APs of time to
install the screen (18 - 4 = 14), or about
sixteen hours.Batman cannot begin to install
any other Abilities in the Batmobile until this
time has passed. If Batman had failed the
Gadgetry Check needed to install the smoke-
screen, he would have had to wait 18 APs of
time and pay the 10 Hero Point failure fee
before he could try again.

During the time a Character spends working on a Gadget, s/he
cannot perform anyother activities, except eating, sleeping, and
other natural functions. Once s/he has spent the necessary time
to install the Gadget’s first Ability, s/he may then move on to the
second Ability, and then the third, and so on. Once all of its
Abilities have been installed, the Gadget is ready for use. A
Gadget may not be used until alt of the Abilities in its original
design have been successfully installed.

Laboratories [

Laboratories made Gadget production more efficient. .A
laboratory’s AP rating is the maxmum APs of a Gadget Ability
that may be built there. If a Character builds a Gadggt inabAP
laboratory, the maximum Attribute, Power, or Skill for_' that
Gadget is 5 APs. The Reliability Number of a Gadget is not
affected by the AP value of the laboratory where it was built.

Unless a Character making a Gadgetry Check to install an
Abilityhas accessto a Laboratory which hasaratingin APsthat
equals or exceeds the number of APs of the Ability s/he is trying
to install, the OV and RV of the effort each receive a bonus of +2
Column Shifts to the right.

When a Character is planning to build a laboratory, its AP
value must be decided before it is buitt. The minimum building
time for a laboratory is two weeks. The maximum time is up to
the Character(s) building the laboratory, but the cost of building
must be completely paid before Gadgets may be built there.

The following table lists the maximum APs for laboratoryes
and their cost in Hero Points.

‘Laboratory Costs

Aps of Cost In
boratory Hero Points

-

Laboratories have a Reliability Number of 0, but must be
maintained. To maintain a taboratory, the Character(s) who
own the lab must make a Wealth Check once per game year. The

\1\W\
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OV/RV ofthis Check is equal to the APs of the lab. Positive RAPs
indicate success, If the maintenance cost is not paid, the
laboratory falls into disrepair and cannot be used to construct
Gadgets.

MultiFle Gadgeteers

If multiple Characters with the Gadgetry Skill are all working
on a Gadget at the same time, they have several options. Either
one gadgeteer can work on installing one Ability while the other
gadgeteers work on the other Abilities; or two or more
gadgeteers can team up to install the same Ability.

If the gadgeteers are working on separate Abilities, resolve
each installation attempt separately as normal. However, the
two or more Characters may make their attempts in the same
time span, allowing the Gadget to be completed in less time.

If two or more Characters with the Gadgetry Skill are
combining their abilities to work on installing the same Ability,
the highest Skill level present is used as the AV and EV of the
attempt; but the OV of the effort receives negative Column Shifts
as though the Characters were performing a Team Attack in
combat. That is, 2 Characters get -1 Column Shift to the OV, 3-4
Characters get -2 Column Shifts, and so on.

Multiple gadgeteers working on the same item may split its
final Hero Point Cost between themselves as they see fit; and all
gadgeteers may attempt to purchase the parts necessary to
build the device.

Example of Building a Gadget

Lex Luthor decides to build a giant robot to destroy
Superman (when will he ever learn?). He enlists the aid of
Lexcorp scientist Brian Lally to assist him in this nefarious
endeavor. Luthor has a Gadgetry Skill rating of 15 APs, while
Lally’s is 8.

First, Luthor must design the robot. He decides that it will look
something like this:
GIANT ROBOT
[DEX: 10, Str: 20, Bopy: 15, INT: 5, WILL: 5, MIND: 5,
Bomb: 20, Skin Armor: 5, R#: 5]
Limitation: the robot is susceptible to the explosion ofits
own Bomb Power.
Miscellaneous Drawback: the robot must be recharged
every 24 hours.

Next, Luthor must paythe robot's Hero Point cost. Luthor will
not have to add to the Factor Costs of the robot’s Abilities, since
the Reliability Number is 5. 10 APs of DEX costs 112 HeroPoints,
20 APs of STR costs 390 Hero Points, 15 APs of Bowy costs 240
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Hero Points,5 APs of INT costs 28 Hero Points, 5 APs of WILL costs
24 Hero Points, 5 APs of MIND costs 24 Hero Points, and 5 APs of
Skin Armor costs 70 Hero Points (Base Cost of 50 plus 5 APs at
Factor Cost 5). The robot’s Bomb Power has a Limitation (the
robot itself is susceptible to the blast), which the GM decides is
worth a -2 bonus to its Factor Cost. This means that the Bomb
Power will cost 85 Hero Points (Base Cost of 20 plus 20 APs at
Factor Cost 1). Altogether, the robot’s Abilities will cost 973 Hero
Points (112 + 390 + 240 + 28 + 24 + 24 + 70 + 85 = 973). Finally,
Lex is allowed to divide the cost of the Gadget by 2 due to the
“Gadget Bonus” for a Gadget which cannot be Taken Away in
combat. This brings the cost down to 482 Hero Points (973
divided by 2 rounded up equals 482). Having saved up some
Hero Points for a while, Luthor pays the Hero Point cost.

Buying parts is Lex’s next step. The cost of all the parts is 27
APs (maximum Ability AP of 20 plus 7 other Abilities), so the
OV/RV of Luthor's Wealth Check is 27/27. Lex uses hisWealth of
25/25 as the AV/EV and rolls a 13. He successfully buys the
parts.

Now Lex and his buddy can get down to building the robot.
They must install the robot’s BoDy first. The AV/EV is equal to
15/16 (Luthor’s Gadgetry Skill), and the OV/RV is equal to
156/15. Luthor receives a -1 Column Shift bonus to the OV since
he and Lally are “Team Attacking” the Gadget. Lex rolls an 18
and receives 8 RAPs. It takes Luthor and Lally one hour to install
the BoDY (Base Time of 18 APs- 8 RAPs = 10 APs building time =
one hour).

Since it will probably be the most difficult, Luthor decides to
installtheSTR next.The OV/RVis equalto 20/20,but Luthor still
receives the -1 Column Shift bonus for the Team Attack. In
addition, he decides to spend 4 Hero Points apiece on his AV and
EV, raising them to 19/19. Lex rolls a 12 and receives 4 RAPs. It
takes him 14 APs, or sixteen hours to install the STr.

DEx isinstalled next. The OV/RVis 10/ 10, but Luthor does not
receive the Team Attack bonus, because Brian Lally will be
installing the robot’s INT simultaneously. Luthor rolls an eleven,
yielding 8 RAPs. It takes him an hour to install the Dex.

Meanwhile, Brian Lallyworks on installing therobot’s INT. The
AV/EV is Lally’s Gadgetry Skill (8/8), while the OV/RV is the
robot's intended INT (5/5). Lally rolls a 15 and gets 8 RAPs. He
finishes the robot’s INT at the same time Luthor finishes the DEX.

Luthor next installs the robot’s WiLL and MIND while Lally
works on the Skin Armor Power. Neither of them experiences
any problems. They fmish these in roughly forty-five minutes.

Last but not least, they once again Team Attack the robot in
order to install the self-destruct mechanism (20 APs of Bomb
Power). The OV/RV is once again 20/20, and Luthor again
receives the -1 Column Shift bonus. He opts to spend 7 Hero
Points each on his AVand EV, raisingthem to 22. Herollsa 9,and
gets 7 RAPs. It takes the pair about 2 hours to install the Power.

The robot is now ready to be unleashed against the Man of
Steel. The whole process of building it took about twenty-one
hours to complete.

lll. Modifying Existing Gadgets

Heroes with the Gadgetry Skill may attempt to add another
Ability to an already existing and functioning Gadget at a later
time. Resolve such an attempt as though it were a new Gadget:
calculate and pay the Hero Points, buy the parts, and roll the
dice. An attempt to modify an existing Gadget automatically has
its OV and RV shifted +2 Columns to the right, because the
Character is adding an Ability to the Gadget for which it wasnot
initially designed.

Suppose, for example, that Tom wanted to add 8 APs of
Running to Booster Gold’s battlesuit. Running has a Factor Cost
of 1. Since the Reliability Number of Booster’s suit is 2, however,
there is a +2 Factor Cost modifier, raising the total to 3. Eight
APs at a Factor Cost of 3 cost 30 Hero Points. Tom adds in the
Base Cost of running (5 points) toraise the total to 35 and then
divides the total in half, since Booster’s suit cannot be Taken

Away, leaving a final Hero Point Cost of 17. Tom must then spend
17 Hero Points and make a Wealth Check to buy the necessary
parts to install Running. The OV/RV of the Wealth roll is 8/8,
since heis installing8 APsof Running. Tom decides that Booster
will use the laboratory at the JLI Embassy, which israted at 15
APs, which means he will not have to pay any additional Hero
Points to install the Ability, since 8 APs of Running is less than
the labs’s 15 APs. The OV/RV of the Gadgetry attempt is 8/8,
each shifted +2 Columns to the right because Booster is
modifying an already functioning Gadget, for a final OV/RV of
11/11. If Tom gets positive RAPs on his Gadgetry Check, the
Running Ability will be successfully installed.

IV. Repairing Gadgets

Damaged Gadgets must be Repaired. ByRepairing a Gadget, a
Character canrestoreanyAPs that it haslost from its Current
Bobpy Condition (or Current MiN» or SPIRIT Conditions, if the
Gadget has a MIND or SPIRIT) or any APs of a Power, Attribute, or
Skill lost to Reliability break down. Each of a Gadget’s Abilities
must be repaired separately.

Repairing a Gadget is a Dice Action. The AV and EV of the
attempt are both equal to the Gadgetry Skill of the Character
conducting repairs, while the OV and RV are both equat to the
starting AP value of the Ability under repair. If Lex Luthor were
trying to Repair an armored suit with a Bopyof6 that had taken
damage to its Current BoDY Condition, for example, the OV/RV
of the attempt would be 6/6.

If the Ability under Repair has been reduced to a negative
value, the Character conducting repairs must buy parts to
Repair that Ability. The OV/RV of the Wealth Check necessary to
buy the parts is equal to the Ability’s starting AP value. Repairs
cannot begin until any necessary parts have been purchased.

Repair Kits

Characters may purchase a repair kit, which acts as a
laboratory when Repairing damaged equipment in the field. If
the Gadget has been totally destroyed, new equipment may not
be created through the use of a repair kit. Gadgets may not be
repaired beyond the APs of the repair kit. Partial repairs are not
possible; for instance, a Character may not Repair a Gadget with
a Bopy of 15 APs using a repair kit of 7 APs.

Repair kits cost 10% as much as a laboratory of the same APs,
with a minimum cost of 1 Hero Point for each repair kit. Repair
kits have a Reliability Number of 5, which is checked when a
Repair attempt is made using the kit. If the repair kit breaks
down, the Repair attempt automaticallyfails. It is not possible to
Repair a repair kit if it breaks down. A new repair kit must be
purchased.

Unless the Character conducting Repairs has access to a
Laboratory (see Laboratories) or repair kit that hasa rating in
APs that equals or exceeds the starting AP value of the Ability
under Repair, both the OV and RV of the attempt receive +2
Column Shifts to the right. If the Repair roll is less than or equal
to the Reliability Number of the repair kit, the Check auto-
matically fails, and the repair kit breaks down and must be
replaced. This does not do further damage to the Ability being
repaired.

It takes just aslongto Repair an Ability as it does to install an
Ability in a new Gadget (see Time). The AV and EV of the Repair
attempt can be increased or decreased if the Character con-
ducting Repairs is willing to spend more or less time on the
effort. The RAPs earned in a Repair attempt equal the number of
APs restored to the Ability under Repair.

Repairing an Ability does not cost any Hero Points; although
the gadgeteer may spend Hero Points to increase his/her AVor
EV for the attempt as usual.

V. Replacing Destroyed Gadgets
Gadgets that have had their Current Boby Conditions (or

Current MIND or SPIRIT Conditions, if the Gadget has a MIND or

SpIRIT) reduced to a negative value which exceeds their Boby are



permanently destroyed and cannot be Repaired. Since plans
and notes for creating these devicesalready exist, however,they
can be rebuilt or duplicated with much less effort than it would
take to completely recreate the Gadget from scratch.

To recreate an already existing device, symply pay its Hero
Point Cost and buy the parts- No Gadgetry Rolls are necessary;
and the entire device can be rebuilt in two days time (16 APs).
Onlya Character with at least as many APs of the Gadgetry Skilt
as the Gadget's original creator can rebuild Gadgets in this way.
The Character that actually builds the device need not neces-
sarily be the Character that pays the Hero Points for the device
or buys the parts. If the Gadget is a major element in one or more
Characters’ Subplots, the GM may rule whether the device may
be replaced in this manner, or whether it must be completely
redesigned and rebuilt.

VI. Omni-Gadgets

Omni-Gadgens are devices whose exact Powers and Attributes
are unknown. They are only defined when the Gadget is taken
outand used. Thesame Omni-Gadget might be transformed into
a gas grenade, a suction cup for the hands and feet, or a flame-
arrow that will melt Killer-Frost’s ice-walL

In other words, Omni-Gadgets simulate a comic book char-
acter’s ability to have exactly what s/he needs to get out of a
situation when s/he hasonly a finite number of Gadgets with
him/her.

The only limitation of Omni-Gadgets is the range of devices
they can turn into. The Ranges are:

A Physical Attributes

B Mental Attributes

C Mimicked Power

D Italicized Attributes

Nomatter what an Omni-Gadget has been transformed into, it
always has a BoDY equal to its AP rating. An Omni-Gadget may
be used for one battle, or for a duration of time equal to its AP
rating, whichever is shorter. Omni-Gadgets may never possess
Skills or Advantages.

Omni-Gadgets can be built just Iike regular Gadgets. The
major difference is that all Omni-Gadgets have but one single
Ability: their APrating. The Factor Cost of this Abilitybegins at 5,
though each Range of Abilities that the Omni-Gadget can mimic
adds to the Factor Cost:

An Omni-Gadget’s AP Rating has a Base Cost of 10 Hero
Points; and an Omni-Gadget has a Gadget Bonus divisor of 5.
Whether or not an Omni-Gadget may be Taken Awayin combat
is always up to the GM, depending upon what it has been
transformedinto.Omni-Gadgets can be replaced after they have
been used or destroyed just like any other Gadget, although it is
not necessary to “buy parts” to replace an Omni-Gadget.

It is even possible to build Omni-Gadgets and then connect
them to another Gadget.

VIl. Mystical Gadgets

Magical or Mystical Gadgets function as normal Gadgets,
us1ng all of the prior rules. When constructing or Repairing a
Mystical Gadget, however, the builder uses his/her Occultist
Skill in place of the Gadgetry Skill. Also, Mystical Gadgets are not
constructed in laboratories. Rather, theyarebuiltin workshops,
which aretreated as though they were laboratories.

The Genius Advantage isnever needed to construct a Mystical
object, and it is possible to create an “Omni-Ob ject.”

VIIl. Gadgets in Combat

Gadgets can be targeted in combat just like Characters. A
Gadget’s Resistance Value against Physical Attacksis equaltoits
Bopy. A Gadget's Opposing Value against Physical Attacks
depends upon the type of Gadget:

1. Gadgets with a DEX always use their own DEX as their OV.

2. Gadgets that are being carried or worn by a Character use
their owner’s DEX as their OV. Aiming at a Gadget that is being
carried or worn is always a Trick Shot.

3. Vehicles have an OV equal to their driver’s Vehicle Skill
rating; motionless vehicles have an OV of zero.

4. Gadgets that do not fit any of the other categories have an
OVofzero.

Remernber that Gadgets without a MIND or SPIRIT are immune
to Mental or Mystical Attacks.

Armor and Armored Suits

Characters wearing armor (i.e. a Gadget with an italicized
Bopy), may substitute the Bobyof the armor for their own BoDy
when computing their RV against Physical Attacks. They may
also spend Hero Points equal to the BODY of the armor to
increase their RV in Physical Combat. Such Characters have a
starting Current Bopy Condition equal to their own Boby,
however, not the Bopy of the armor, and can only spend Hero
Points to negate damage equal to their own BoDY through the
use of Last Ditch Defense.

Attacking an armored Character with the intent to damage
the armor rather than the Character is a Trick Shot.

IX. Real World Gadgets

If anyone builds a Gadget modeled after a real piece of
equipment, there are some guideiines that shouid be followed.
First, find the Power or Skill which best mimaics the abilities of
the Gadget. A car’s land movement works in the same way as the
Running Power; a camera’s ability is similar to Recall, with the
Drawback thatthe information is only stored in visual form; and
so on. This process has its limits: Gadgetry is meant to simulate
the wonderful sorts of widgets a hero usually creates, not the
technological works of a modern industrial society.

If thereis no Attribute, Power or Skil! which seems logical for
the device, list the abilities of the device in terms of effect and if
possible, assign a rough AP Value to the effect.

A. Standard Equipment

Standard Equipment falls into one of five categories: build-
ings, electronic equipment, vehicles, weapons, and special
equipment. Standard Equipment is equipment available from
any large department or specialty store. Standard equipment is
purchased with the money generated by a Characters Wealth
Action Check according to each Character’s Wealth AP rating
(see Chapter Six: Wealth). The cost of Standard Equipment is
outlined below. Any standard item not on the list can be
obtained, using real prices as a guide.

Buildings

Most hero groups are going to eventually want some kind of
headquarters building. This section outlines the purchase costs
of a basic building. These costs do not include any special devices
the Players may wish to install in the building. This isstrictly for
the cost of the building, including the cost of the land.

Some buildings have more than one living area, office, or
divided area within the structure that are known as units. For
example, a high-rise apartment building has 250 units, or 250
apartments in it. The number in parentheses on the Building
Costs and Heights Table is the number of units in that type of
building.The Purchase Priceshown is for the wholebuilding;the
Rent Per Month listing is for one unit in the building.
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Building BODYs, Weights, Costs and Heights

WEIGHT
(in APs)

Boby

Walls .

Walls are assumedtobe ten feet by ten feet (8 APsx 0 APs). If
they are larger than this, find the total Bony or Weight APsofthe
wall by adding the APs of height and length to the Bopy or
Weight APs in the table below. For example, a solid steel wall
which is 2 APs long by 3 APs wide would have a BoDy of 17 and a
Weight of 18. However, it is usually easier to assume that any
Character who is breaking down a wall is simply trying to break
down one ten foot by ten foot section of it.

The Cost Modifier listed on the table is the number of APs by
which a Player must increase the construction or purchasing
cost of a building if all of its walls are built of the material.

Wall BODYs, Weights and Cost Table

WEIGHT Cost
(i s) Moiﬁer

Materal Boby |

Entrances and Openings

Sometimes in battle, combatants charge through, fly through,
or are thrown through windows, doors, and other openingsin a
building, The next table lists the Bopy and Weight of such
openings, as well as the cost of replacing them should they
happen to be smashed or otherwise damaged in a fight. Note:
Bulletproof glass is expensive and heavy: outfitting a window
with builetproof glass increasesboth the cost and the weight of
the window by 1 AP each over a window with regular glass.

Entrances and Openings Table

WEIGHT Cost
(in APs) (in APs)

Entrance/
Opening

Boby

Furnishings

Furniture has been known to suffer in bouts between heroes
and villains. A short list of the Bony and weight APs of the sorts
of furniture and appliances that are most frequently used in
combat follows:

HEIGHT
(in APs)

HEIGHT
(in Feet)

Rent
Per Mounth

Purchase
Price :

Furnishings and Appliances Table

Furnishing/ WEIGHT Cost
Abplinace SO __ Ui aFs) (i APs)

Landscaping

Whenever Characters begin uprooting the flora or get
Knocked Back into a redwood, the following table should help
decide just who or what breaks.

Landscaping Table
WEIGHT Cost |
e of Plant BODY(in APs) (i APs)

Electronic Equipment

The following tabie lists a number of electronic gizmos that
Characters may wish to buy to aid them in their crimefighting
endeavors. A detailed description of each item also follows.

A bug is a miniaturized microphone which can secretly pick
up conversations and transmit them to a waiting radio receiver
which is a mile (10 APs) or less away. A Character with either
the Detective or the ECM Subskill of Military Science may
attermpt to detect a bug. Characters without these Skills must
make an Unskilled Perception Check to detect the device.

A bug has an OV/RV of 5/6 against being detected. If the
Perception Check yields positive RAPs, the bug is discovered.

An electric eye is a sensor consisting of a beam of light and a
photosensitive receptor. Any object interrupting the beam of
light will trigger the alarm that is connected tothe electric eye.



Electronic Equipment Table
Type of Item __ Cost (in APs)

Characters must make a Perception Check and gain positive
RAPs against an OV/RV of 5/5 to detect the beam or the receptor
before tripping it.

An infrared sensor picks up heat from an object. An alarm is
usually attached which isactivated when the temperature of an
objectinrangeisequalor greater than aspecified temperature,
usually humanbodytemperature. An infrared sensorcan detect
any person within 100 yards (5 APs). To detect an infrared
sensor, Characters must make a Perception Check against an
OV/RV of 6/6 and gain positive RAPs.

A directional micrephone is used to pick up conversations
which are out of range of normal hearing. It works as the
Extended Hearing Power of 6 APs. Detecting a surveillance
microphone requires a Perception Check against an OV/RV
equal to the distance in APs that the microphone is from the
subject.

A nightsight is a low-powered telescopic sight which also
amplifies the available light at night. Starlight on a cloudy night
has enough light for a nightsight to work. A nightsight has an
overload switch which shuts it down when the light in the area
has reached a point of high brightness. It is treated as though it
has Telescopic Vision and Thermal Vision rated at 5 APs apiece,

The listed radio represents a portable receiver-transmitter
with a range of 5 miles. It is treated as though it has Super
Ventriloquism of 13.

A televiston camerais a mini-cam which is mobile, like those
used for local newscasts.

A televisien monitoring system is a security system with
cameras at all entry points to a building and many cameras at
other spots in a building. In one central location there is abank
of monitors where the television signals are sent. Security
cameras can be detected on a successful Perception Check
against an OV/RV of 3/3.

Atraceris asmalltransmitter which sends a steadysignalto a
radio receiver. The range of a tracer isb miles (13 APs). A tracer
may be detected by a Detective, or the ECM Subskill of Military
Science. Characters who do not have such Skills must make an
Unskilled Perception Check against an OV/RV of 5/5 to detect
the device.

Computers are essentially Mental Gadgets, possessing APs of
INT, WILL and MinD, Artificially inteliigent computers may
possess APs of INFL., AURA, and SPIRIT as well.

Automated systems may have a limited ability to mimic
various Skills, such as Detective or Scholar. Unless a computer is

in control of some physical system (such as a robot), it will be
unable to perform Skills which require any physical manipula-
tions of an object. For example, a computer could not build a
Gadget by itself simply by having the Gadgetry Skill.

A computer mayuse a Skill atitsown APs of the Skill, or it may
be used to enhance the Skill use of a Character who also has the
Skill. In this case, reduce the Opposing and Resistance Values of
the Action by the computer’s number of APs of the Skill, to a
minimum of zero APs.

Example: Alfred is in the Batcave. He uses the Batcomputer
(an advanced research computer with INT of 6 APs, and the
Detective Skill of 6 APs) to analyze a clue he found earlier. The
clue has Opposing and Resistance Values of 10/10. Alfred does
not have the Detective Skili, so the computer works at 6 APs.
Alfred learns nothing from the computer.

Later, Batman, with 12 APs of the Detective Skill, uses the
computer to analyze the same clue. The OV/RVagainst Batman’s
Detective Action is 10/10. However, using the computer reduces
the Opposing and Resistance Values by its APs of Skill. There-
fore, the OV/RV of the Clue falls from 10/10to 4/4. Batman rolls
a 6. He succeeds, but he would havefailed if he had not used the
Batcomputer, Batman has an Effect Value of 12 versus a
Resistance Value of 4. Batman receives 9 RAPs of knowledge.

Artificial Intelligence gives a computer self-awareness. This
cormputer then becomes an NPC played by the GM. The GM
should be aware of the programming included in the computer;
ifthe computeris programmed toobeyitsoperator {which most
are),onlyanextreme provocation could induce the computerto
oppose the operator. A computer with Artificial Intelligence
may not enhance its own Skill use.

Home Computer
[INT: 1, BoDY: 1, Recall: 9, R#: 3]

This kome computer is the most advanced home computer
system available. It comes with all of the peripherals, such as
disk drives, terminal, and printer.

MINI-COMPUTER
[INT: 2, BoDY: 2, Recall: 12, Split: 1, R#: 3]

A mini-cemputer, despite its name, is larger than a home
computer. It comes with terminal, disk drives, printer, and
plotters. A mini-computer has an ability which works as the
Split Power (see the Ckaracter Handbook) at 1 AP, making
duplicates of its "mind.” Each "mind” may run separate
prograrms.

BUSINESS MAINFRAME
[INT: 3, BoDY: 2, Recall: 15, Split: 2, R#: 3]

A business mainframe comes with several terminals, print-
ers, and disk drives. A business mainframe has an ability which
works as the Split Power at 2 APs, making duplicates of its
“mind.” Each “mind” may run separate programs.

RESEARCH MAINFRAME
[INT: 4, BoDY: 2, Recall: 15, Split: 2, R#: 3]

A research mainframe comes with terminals, extended
memory, printer, and plotter. It has an ability which works as
the Split Power at 3 APs, making duplicates of its “mind.” Each
“mind” may run separate prograrms.

ADVANCED RESEARCH MAINFRAME
[INT: 6, WILL: 2, BODY: 2, Recall: 18, Split: 5, R#: 2]

ARTIFICIALLY INTELLIGENT VERSION
(INT: 6, WILL: 2, MIND: 1, INFL: 1, BODY: 2, Recall: 18, Split: 5,
R#:2]

An advanced research meainframe computer comes with the
standard mix of termirals, extended memory, printer, and
plotter. Aresearch mainframe has an ability which works as the
Split Power at 5 APs, making duplicates of its “mind.” Each
“mind” may run separate programs.

S.T.A.R. KILOTRAX
(INT: 8, WILL: 6, MIND: 6, BODY: 3, Recall: 20, Split: 7, R#: 2]
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ARTIFICIALLY INTELLIGENT VERSION:
[INT:8, WILL: 6, MIND: 6, INFL: 5, AURA: 5, BODY: 3, Recall: 20,
Split: 7, R#: 2]

The 8.T.A.R. Kilotraxis an experimental design that will only
be sold to Characters who have a High-level Connection with
ST.AR. Labs (see Advantages in the Charecter Handbook). It
comes equipped with all of the familiar peripherals; external
information hyper-storage unit (a technological double-leap up
from a disk drive), terminals, printers and plotters. A Kilotrax
has an ability which works as the Split Power at 7 APs, making
duplicates of its “mind,” each of which may run separate
programs.

Ultra-C Processor

[INT: 18, BoDY: 1, R#: 4]

Miscellaneous Drawback: burns out after 2 minutes
time, reducing its INT to O,

The Kilotrax has the Ultra-C Processor Booster, which is a
Gadget which substitutes INT for the INT ofthe Kilotrax while it
lasts. The Gadget has an INT of 18 APs, so the INT of the Kilotrax
may be increased to 18 for 2 minutes (5 APs) before the device
burns out. ST.AR. Labs is still working to perfect the Booster.

ROBOTS

The following robots are the commercial models available
from S.T.A R. Labs. They include an internal computer which
can be programmed by the owner of the robot. A robot may be
considered an automatic system which can be run by another
computer.

CLYDE

[DEX: 1, INT: 1, BoDY: 2 Life Sense: 2]

Miscellaneous Drawback: must be recharged every 24
hours.

A Clyde is a light-duty work robot operated by the built-in
equivalent of a home computer. It may operate one limited
automatic system at a time; it comes equipped with enough
limited automatic systems to make it amediocre housekeeper. It
has an infrared sensor with a limited range (40 feet, 2 APs)
which allows it to detect intruders. Clyde comes with a voice
synthesizer with a vocabulary of a twelve year old and the
speaking ability of a six-year-old.

UTILITY ROBOT

[DEX: 2, STR: 4, BODY: 6]

Miscellaneous Drawback: must be recharged every 24
hours.

S.T.AR’s utility robot is a sturdy, general purpose industrial
robot that is usually programmed to maintain and monitor
non-mobile robot workers. It comes equipped with a built-in
mini computer. Some models have voice synthesizers, but most
do not communicate or understand human speech.
SECURITY ROBOT
[DEX: 4, STR: 6, BODY: 5, AV: 7, EV: 8]

A security robot has the equivalent of a business mainframe
computer compacted into its armored interior. A security robot
carries three or more weapon systems, and has the Weaponry
Skill as an automated system at 7 APs. A security robot has
Military Science as an automated system at 5 APs, and a variety
of electronic sensors at 5 APs which can be used to detect
Characters who are within 100 yards.

B. Vehicles

Any Gadget which can transport one or more Characters
from one location to another under its own power is considered
a Vehicle.

Air Vebhicles

Atirvehicles arevehicles that allow one or more Characters to
fly or glide through the air. This includes all gliders, airplanes,
blimps, and most 20th Century spacecraft.

Jet Pack

[STR: 3, BoDY: 2, Flight: 6, R#: 2]

GLIDER

[STR: 4, BoDY: 6, Gliding: 7]

SINGLE PROPELLOR AIRPLANE

[STR: 5, BODY: 8, Flight: 8, R#: 2]

FLYING BOAT

[STR: 7, BoDY: 10, Flight: 8 Swimming: 2, R#: 2]
BOEING 747

[STR: 11, BODY: 12, Flight: 10, Radar Sense: 18, R#:2]
F-15 EAGLE

[STR: 8 BoDY: 10, AV: 6, EV: 8, Flight: 11, Radar Sense: 20,
Hardened Defenses, R#: 3]

Carries four air-to-air missles.

SPACE SHUTTLE

[STR: 12, BopY: 11, Flight: 15, Flame Immunity: 5, Radar
Sense: 20, Hardened Defenses, R#: 3]

ZEPPELIN

[STR: 11, BODY: 9, Flight: 6, R#: 5]

HELICOPTER

[STR: 7, BoDY: 7, Flight: 7, R#: 2]



Land Vehicles

Land vehicles range from a simple two-wheeled pedal-driven
bicycle to the most complex tanks and armored transport
trucks used by the army. For the most part, they are completely
unable to fly, swim, or burrow.

Motorcycle

[STR: 3, BoDY: 5, Running: 7, R#: 2]
COMPACT CAR

[STR: 4, BoDY: 6, Running: 7, R#: 2]
SPORTS CAR

[STR: 4, BO®Y: 6, Running: 8, R#: 2]
ROLLS ROYCE

[STR: 4, BoDY: 7, Running: 7, R#: 2]
SMALL TRUCK

(STR: 9, BoDY: 11, Running: 6, R#: 2]
EIGHTEEN WHEELER

[STR: 10, BoDY: 13, Running: 7, R#: 2]
M-1 ABRAMS TANK
[STR: 9, BoDY: 15, Running: 6, Hardened Defenses, R#: 2]
JEEP
[STR: 4, BoDY: 6, Running: 7, R#: 2]
Water Vehicles

To travel on or underneath a body of water, Characters must
make use of awater vehicle. These can be assimple as a canoe or
a rowboat, or as complex as an aircraft carrier or a nuclear
submarine.

MOTORBOAT

[STR: 4, BODY: 4, Swimming: 4, R#: 2]

SPEEDBOAT

[STR: 3, BODY: 4, Swimming: 6, R#: 3]

HOUSE BOAT

[STR: 6, BODY: 7, Swimiming: 3, R#: 2]

YACHT

[STr: 11, BoDY: 13, Swimming: 5, R#: 2]

OCEAN LINER

[STR: 20, BoDY: 18, Swimming: 5, R#: 2]

DESTROYER

[STR: 15, BoDY: 18, AV: 11, EV: 15, Swimming: 6, Radar
Sense: 17, Hardened Defenses, R#: 3]

BATTLESHIP

[STR: 18, BoDY: 24, AV: 15, EV: 20, Swimming: 6, Radar
Sense: 17, Sonar: 12, Hardened Defenses, R#: 3]
NUCLEAR SUBMARINE

[STr: 19, BODY: 24, AV: 10, EV: 13, Swimming: 5, Water
Freedom: 6, Sonar: 12, R#: 5]

C. Weapons

All firearms (pistols, rifles, machineguns, etc.) are made with
the following Miscellaneous Drawback: the gun may only be
fired a number of times equal to its Ammo rating before it must
be reloaded; reloading is an Automatic Action, but a Character
may not perform a Dice Action during a phase in which s/he
reloads.

Bow and Arrow

[STR: 6, BoDY: 3, EV: 3, R#: 5]

STR of Bow is its Range.

.38 Pistol

{BoDY: 4, EV: 3, Ammo: 6, R#: 3]

.45 Automatic

[BoDY: 4, EV:4 Ammo: 7, R#: 3]

Laser Pistol

[BoDY: 4, AV: 3, EV: 4, Ammo: 10, R#: 2]
Laser Rifle

(BoDY: 4, AV: 4, EV: 4, Ammo: 10, R#: 2]

44 Magnum

[BoDY: 4, EV: 5 Ammo: 6, R#: 3]
Sawed-Off Shotgun

[BoDY: 4, AV: 5, EV: 5, Ammo: 2, R#: 3]
Submachinegun

[BoDY: 4, AV: 5, EV: 5, Ammae: 4, R#: 3]
Automatic Rifle

{BoDY: 4, AV: 4, EV: 6, Ammo: 8, R# 2]
Machinegun

(BoDY: 4, AV: 5, EV: 8, Ammo: 6, R#: 3]
Flame Thrower

[BopY: 4, Flame Project: 6, R#: 4]
Bazooka

[BoDY: 5, EV: 8 R#: 2]

105mm Howitzer

[BoDY: 6,AV: 5, EV: 9]

AIR TO AIR MISSILE

[BoDy: 2, AV: 6, EV: 13, Radar Sense: 19]

Knife

[BopY: 8, EV: 3]
Sword

(BoDY: 8, EV: 4]

Club

[Bopy: 3, EV: 3, R#: 5]
Mace

(BopY: 8,EV: 4]

Sights

The Telescopic Vision of a sight acts the same as the
Automatic Power Telescopic Vision and negates some range
modifications. For example: a rifle with a 4 AP sight would treat
a target 9 APs away as if it were only 5 APs away. Sights do not
increase the actual range of a weapon.

Tube Sight

(Bowy: 1, Telescopic Vision: 1}

Telescopic Sight

[Bopy: 2, Telescopic Vision: 4]

Nightsight

[BoDY: 2, Telescopic Vision: 4, Ultra Vision: 12, R#: 2]
Laser Sight

[BoDY: 3, Telescopic Vision: 6, R#: 3]

X. Special Gadgets

This section details the equipment ofsome ofthe most famous
DC heroes: Batman, Nightwing, and the New Titans. If Players
wish to use special Gadgets such as these, their Characters must
either build such devices themselves with the Gadgetry Skill, or
purchase similar Gadgets from S.T.A.R. Labs. This purchase is
paid for by making a normal Wealth Check (see Chapter Six).
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A. The Batman

Despite his keen intellect and amazing
physical prowess, Batman would probably
not have survived long enough to become
the world's greatest crimefighter if it were
not for his amazing arsenal of bat-
equipment. The following is merely a small
selection of the devices that the Caped
Crusader has employed over the years. In
additron to thePowers listed, allofBatman’s
vehicles are assumed to have normalradios
and various standard equipment such as
flares, repair kits, and navigationat aids.

Batarang
[Booy: 7, Gliding: 2]

The Batarangfits into a compartment inside Batman’s utility
belt. It is a curved piece of metal wi'th a scalloped wing design
that makes it look somewhat like a bat. A well-balanced
throwing weapon, it is used to trip criminals up, knock weapons
from their hands, deflect projectiles, and when attached to the
Batline (STr: 12, Bopy: 1), to wrap the line around building
projections so that Batman can swing through the air. The
Batarang is most often used for distance combat. When making
aPhysicat Attack withthe Batarang,the thrower's DEx is used as
the AV, and the thrower's STR is used as the EV. The Gliding
Power allows the Batarang a greater range than normal: add the
APs of Gliding to the thrower’s STR to get the maximum range it
can be thrown,

Iafrared Flashlight & Bat-Goggles
[Bopy: I Thermal Vision: 12]

The Imfrared Flashlight and Bat-Geegles have 12 APs of
Thermal (IR) Vision. Aslong as the flashlight is illuminating the
area, the Character can see as if it were daylight, as per the
Thermal Vision Power.

Bat-Torch
[BoDY: 2, Heat Vision: 9, R#: 5]
Misc. Drawback: Range of torch is only a few inches.
The Bat-Torch generates heat as per a Heat Vision Power of 9
APs. The torch can cut through walls, bars, or windows. Its
attack is Physical. When one RAP of damage has been done to
the Bopy of the target object, a hole is cut through it large
enough to walk through. The BeDy of various materials is {isted
on the Gamemaster's Screen. If this device is used against
another Character, the attacker is considered to have entered
Killing Combat.

Micro-Cassette Bat-Recorder
(BoDY: 1, Recall: 12, R#: 2]
Misc. Drawback: Only works on audio information.

The Micro-Cassette Bat-Recorder can Recallany sound within
the normal hearing of the operator for 12 APs of time. The
cassette tape is considered the re-load pack for this item.

Miniature Bat-Camera
[Bopy: 1, Recall: 12, R#: 2]
Misc. Drawback: Only works on visual information.

The Miniature Bat-Camera can Recall any visual image (it
takes a picture) of anything that the photographer sees. A clear
picture can be taken at a distance of up to 12 APs from the
photographer.

Plastic Bat-Explosives
[Bopy: 1, Bomb: 7]

Plastic Bat-Explosives have an Explosive Effect of 7 APs.
Handle an attack with Plastic Bat-Explosives in the same
manner as an Explosive Attack in Combat, except that the user
may be injured if s/he is caught in the blast radius.

Bat-Rebreather
(BoDY: 1, Sealed Systems: 12, R#: 2]

The Bat-Rebreather is a small device that functions in the
same manner as a gas mask, and has a Sealed Systems Power of
12 APs.TheBat-Rebreather adds 12 APstothe Resistance Value
of the Character who is wearing it. It is effective only against
airborne poison gases, including tear gas.

Bat-Shuriken
[Bopy: 6, EV: 2]

Batman can throw up to four Bat-Skuriken at one time. He
adds one to the die roll for each additional shuriken he throws
past the first. Batman tends to use these only for Trick Shots
against wimpy opponents.

Batcall

[BoDY: 4, Animal Summoning: 12, R#: 3]

Misc. Drawback: Animal Summoning only works on bats.
Batman can use this device to summon a huge flock of bats

that will converge on the location of the Batcall. It works best at

night, but can be used at dusk or dawn.

BATCOMPUTER

{INT: 6, BODY: 6, Detective: 6, Gadgetry: 6, Medicine
(Forensics): 6, Military Science: 6, Scientist: 6, Recall: 13,
Split: 5 R#: 2]

The Batcomputer is located in the Batcave, and has micro-
wave links to both the Batwing and the Batmobile. Over the
years, Batman has used it to compile one of the most compre-
hensive informationstorage and retrieval systems in the world.



The Batcomputer has access to files on criminals and wrong-
doers from law enforcement agencies throughout the world,
making it one of the Caped Crusader’s most powerful tools in his
war on crime.

BATMOBILE
[STR: 7, BODY: 9, Running: 8, Fog: 7, Heat Vision: 7, R#: 2]

In appreciation for saving his life, stunt driver Jack Edison
constructed the Batmobile for the Caped Crusader. The Bat-
mobile is unparalleled by any other four-wheeled vehicle on the
road today. It has a maximum speed of 225 miles per hour andis
capable of off-road movement.

The body of the automobile is made of a special ceramic that
makes it impervious to all small arms fire. A microwave linked
terminal allows Batman access to the Batcomputer. A Smoke
Screen can be released from the rear of the Batmobile, and the
Laser Headlights can quickly blast open a wall or a door of a
villain’'s hideout. Smoke Screen use is handled in the exact
manner as FogPower, with the limitation that the SmokeScreen
cannot move with the car. The Laser Headlights mimic the
Power of Heat Vision in all respects. See the Character Hand-
book for an explanation of these Powers.

BATGLIDER
[STR: 3, BoDY: 5, Flight: 2, Gliding: 8]

The Batglider is a heavily-modified hang glider, capable of
takeoffs and landings from vertical surfaces, using a pair of jets
attached to its wing pylons. In addition to its pilot, the Batglider
can carry up to 200 pounds on its wing pylons, but doing so
requires removing the jets. The Batglider is collapsibie, and can
be reduced to the size of a backpack for transport.

B. Nightwing

Like his mentor, Batman, Nightwing uses many different types
of special equipment in his fight against crime. A small sampling
of some of the Gadgets he carries with him is as follows:

Combat Disk
[Bopy: 7, Gliding; 3]

Nightwing’s Combat Disk is a derivative of Batman’s Batarang,
and is thrown only at opponents to make Physical Attacks, with
the DEX of the thrower being the Acting Value and his/her STR
being the Effect Value. Add the APs of Gliding to the thrower’s
S1R to calculate the maximum range of the weapon.

Gas Mask
{BODY: 2, Sealed Systems: 8, R#: 2]

The Gas Mask is effective only against airborne poison gases,
including tear gas. The APs of Sealed Systems are added to the
Character’s Resistance Value against any and ali poison gas
attacks.

Stun Bomb
[Bopy: 1, Bomb: 5]

The Stun Bemb is thrown during a Physical Attack to render
thetarget unconscious. Handlethe attack as an explosive attack
(see Combat), using the thrower’s DEX as the Acting Value, and
the APs of the Stun Bomb's Explosive as the Effect Value. No
target’s current Bony APs will be reduced below 0; the Stun
Bomb can onlybe used for Bashing Combat.

Wrist Rockets
[STR: 5, BoDY: 5]

The Wrist Rocket functions ina mannersimilar to a grappling
hook. However, the Wrist Rocket fires a steel arrowhead which
tows a long, thin line behind it. The arrowhead then imbedsitself
into the target object, allowing Nightwing to climb the line,
which is 5 APs long.

To use the Wrist Rocket, the Acting Value is the Exotic
Weaponry Skill of the user,and the DEX of the target (normaily0
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for a stationary object) is the Opposing Value.

The Effect Value is the STR of the Wrist Rocket. Since the
arrowhead is to be imbedded in the mater‘al and is not intended
to cause any damage, subtract 6 from the material's BoDY to
determine the Resistance Value, One or more RAPs means that
the arrowhead has been successfully imbedded into the
material.

C. The New Titans

Thefollowing aresome of the vehiclesusedbythe New Titans.
Like Batman’s vehicles, all of these are assumed to have radios
and other standard equipment.

Skycycle
[STR: 4, BoDY: 6, Flight: 8 R#: 2]

The Skycycle is an antigravity sled that provides limited flight
capability to the Titans’ non-flying members. Open to the
elements and having only minimum equipment, the Skycycle is
an inexpensive means of gaining mobility.

T-BARGE (For Personnel)

[STR: 5, BODY: 5, Swimming: 3, R#: 2]
T-BARGE (For Cargo)

[STR: 15, BODY: 6, Swimming: 3, R#: 2]

The T-Barges are used by the Titans to carry personnel and
cargo across the East River to Titans’ Tower. Access to the
barges is restricted to individuals who have specially coded 1.D.
cards.

T-HELICOPTER
[STR: 9, BoDY: 8, Flight: 7, R#: 2]

The T-Helicopter is capable of carrying all of the Titans. It is

usually used for short trips.

TJET

[STR: 12, BoDY: 9, Flight: 11, Radar Sense: 16, Hardened
Defenses, R#: 2]

The T-Jet is used by the Titans for long distance travel. In
addition to its 10 passengers and crew, the T-Jet is capable of
carrying up to48 tons (11 APs) of cargo. With itsvertical takeoff
and landing capabilities, the T-Jet is able to operate from the
landing pad which islocated on the roof of Titans’ Tower or even
in an open field halfway around the globe.

T-SUBMARINE
[STR: 8, BODY: 8, Sealed Systems: 19, Swimming 5, Radar
Sense: 15, Sonar: 15, Hardened Defenses, R#: 2]

The T-Sub is used by the Titans for exploration of the ocean’s
depths. It is also used to allow the Titans to slip ashore near
villains’ hideouts when arrival by air is inadvisable.
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WAYNE FOUNDATION

One of Batman’s most effective weapons in the war against
crime is Bruce Wayne's vast personal fortune. Wayne’s millions
have allowed him to design and build his incredible crime-
fighting Gadgets, to set up charities, and to finance phil-
anthropic foundations aimed at reforming criminals all over
Gotham City.

Each and every Character in the DC HEROES Role-Playing
Game has a Wealth rating that indicates how much money the
Character has at his/her disposal. Like Attributes, Powers, and
Skills, Wealth is measured in APs. Zero APs of Wealth is equal to
$25. A Character’s listed Wealth rating measures his/her weekly
salary. A Character with a Wealth rating of zero, for example,
makes $25 a weekor less, while a Character with aWealthrating
of 8 makes between $3,200 and $6,400 a week.

Wealth is the only AP value that cannot be increased by
spending Hero Points gained during adventures (see Chapter
Two of the Character Hardbook). Rules involving the increase
or loss of Wealth are found in Appendix A: Advanced Rules,
later in this book. Those rules should only be used hwn Players
are completely familiar with the following Wealth rules.

Buying Items

Wealth is used to purchase goods and services. Purchasing a
good or service is a Dice Action using the purchaser’s APs of
Wealth asthe AV/EV and the dollar cost of thegood or service
(measured in APs) as the OV/RV. Hero Points may be spent as
usual to increase the AV/EV of a Wealth Action. Check.1faPlayer
earns one or more RAPs on the Wealth Action Check, the
Character succeeds and the item is bought. If the Action Check
fails, the Character simply could not scrape up the cash for the
purchase.

Normally, a Character is only allowed one Wealth roll per
game week, whether successful or not. If the Player wishes,
his/her Character may purchase more than one item at a time
with this roll. The OV/RV of an attempt to purchase multiple
items is equal to the total cost (in APs) of all the items being
purchased with the roll.

If aCharacter has already used his/her one Wealth roll and it
becomes necessary to make another Wealth roll later in the
week, the Player may purchase the right to make additional
Wealth Checks by spending Hero Points. The second Wealth roll
in a one week period costs a number of Hero Points equal to
twice the Character’'s Wealth rating, thethird Wealthroll costs a
number of Hero Points equal to three times the Wealth rating,
and so on. The only limit to the number of additional rolls
Players are allowed to make in this fashion is the number of Hero
Points they are willing to spend.

The only goods and services that Characters need to purchase
through the use of Wealth are those that will have a direct
bearing upon adventures. Green Arrow would need to use his
Wealth to purchase a new bow, or the scuba gear that he will
need for an undersea investigation; but he does not need to
make a Wealth roll every time he buys a hot dog or a newspaper.

Charity

A Character who does not make any Wealth rolls during aone
week period can donate part of his/her weekly earnings to
charity. Making a charitable contribution in this fashion nets the
Character 5 Hero Points which can be saved and spent as s/he
sees fit.

Purchasing Parts For Gadgetry Attempts

As seen in Chapter Five, a gadgeteer must purchase parts
using his/her Wealth score before attempting to design and
construct a Gadget. The doltar cost of the parts necessary to
install each of the Gadget's Abilities is equal to the Ability’s
rating in APs. The gadgeteer has the option of buying all of the
parts necessary tobuild the device atonce, using a single Wealth
roll as discussed above, or buying the parts of each of the
Abilities with separate Wealth rolls. Naturally, an Ability cannot
be installed until the parts necessary toinstall that Ability have
been purchased.
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Role-playing is storytelling. The rules of good storytelling
apply to role-playing, but role-playing also has its own special
rules as well. This chapter gives you those basic rules that make
a good Gamemaster and a good story. Experienced role-players
probably know these basics already, but it is best if they skim
over these pages, especially the sections on creating adventures
and Standard Award guidelines. Chapter Eight: Subplots will
also provide a good review for experienced Players who are new
to the DC HEROES Role-Playing Game.

l. Principles of Being a GM

The Gamemaster, or GM, has the most important jobin a
role-playing game. S/he is like the director of a play, and the
Players' Characters are like the charactersin that play. Both the
GM and the Players are also the audience and, as the par-
ticipants and the audience, they can play against each other’s
actions and enjoy the unfolding story they create at the same
time.

Unlike the director of a play, the GM works from only a slim
framework. S/he cannot predict how the story will end, for the
real story is the interaction between the GM and the Players.
And unlike characters in a play, the Players have much more
freedom to influence the story; they may even bypass whole
sections or add new events that the GM did not expect.

The Gamemaster oversees the story, making sure it is on the
right track and that the Players are having fun. S/he alone
knows the sequence of events and their possible outcome. S/he
also knows the atmosphere that s/he wants to convey to the
Players. Whats/he does not know is exactly how the Players will
react to each situation that s/he creates, but if s/he sets the
scene successfully, the Players will respond in the spirit of the
game that the GM has created.

The GM must do all of the bookkeeping for the Non-Player
Characters, or NPCs, keeping track of their Hero Points, loca-
tions, damage, and Gadgets. S/he must also keep track of the
time spent by the Player Characters and make all the necessary
dice rolls for his/her NPCs. This can be a very demanding task,
especially for a new GM, but the job will soon become easier as
everyone involved learns the game mechanics.

A Gamemaster is a storyteller, a director, a playwrite, an
actor, a bookkeeper, and in the end, a chemist, S/he mixes
different story lines, plot elements, and characters with the
Playerstosee wheretheir combined imagination will lead them.

Work Together

TheDCHEROESRPG s an interactivegamein whichthe GM
and the Players work together. As the GM, you should not
attempt to have complete control of the game’s flow. If the
Players do not react according toyour plans, so much the better.
A story is not as much fun if you know exactly how it will end
before it starts.

Try to let the Players think on their own. Let them solve a
problem their way, instead of trying to pressure them into
solving it your way. The Players will often approach a situation
in completely different ways from any that you might imagine.

The GM has the final word on all the actions of the game. Once
you have made a decision, your Players must yield. However, be
fair and honest and use your authority very sparingly. GMs who
exercise too much power oftem find themselves without any
Players.

Role Play, and Encourage Others to Role Play

The Players should be encouraged to role play their Char-
acters’ Motivations. A Player whose Character is Batman should
impress upon the otherPlayers that Batman is hardnosed, fair,
and more than a little neurotic about seeking justice.

The GM is responsible for creating events that allow the
Players to act out their Characters’ personalities. If a Character's
Motivation is Upholding the Good, give that Character the
opportunity to do good deeds. You could also put him/her in
situations that test his/her mettle, like choosing between two
evils.
make sure that they are true to their Motivations and Draw-
backs.

Most Players’ Characters’ Mot'vations arebased on repect for
the law. Heroes do not break the law casually. If your Players’
Characters start to indiscriminately wreak havoc, the long arm
of the law will bring them to justice. If the Players start to act like
villains, they should receive no Hero Points for that adventure.
Period.

Do Not Kill the Characters

A good playwright does not kill off major characters in the
middle of the first scene. Likewise, a good GM realizes that the
current adventure isonly one part of a larger campaign. Major
Characters should seldom be killed. If a Player is extremely
foolish or careless, his/her Character may die, but that will
happen without any real effort on the GM's part.

The sole object of the villain's plot should rarely be to kill the
heroes. Instead, the villain will usually want the heroes out of the
way so that s/he can commit his/her crimes unhindered. S/he
may want to play with the heroes or annoy them, like Mr.
Mxyzptlk does to Superman.

If a villain decides to kill a Player Character, s/he usually
wants his/her victim conscious, so that s/he can gloat over the
“inescapable”trap that s/he hasdevised. A villain usually leaves
the hero in the “inescapable” trap and goes off to complete
his/her dastardly deed. Resourceful heroes can usually escape
from “inescapable” traps. Player Characters should be allowed
the opportunity to escape and continue the campaign to its
conclusion.

Plan Ahead

The GM should spend atleast an hour and a half before the
game starts, preferably before the Players arrive, reviewing
notes forthe upcoming adventure. Make sure any handouts and
visual aids areprepared,including maps and diagrams, and that
you haveworked out the Attributes, Powers, Skills, and informa-
tion for all of the major villains and minor Characters. Keep the
Gamemaster's Screen and lots of ten-sided dice handy.Themore
you plan, the more smoothly the game will proceed.

Plan for the Future

If you look at each week's game as a single issue of a comic
book, you can see that if you stay only one week ahead of the
game, the result will be a choppy campasgn. The Players will
become more involved in the game if they have a long term
objective. When Justice League [nternational went into outer
space to rescue Mister Miracle, the quest continued for many
issues before the team finally confronted Manga Khan and
Darkseid on Apokolips. Occasionally, you can take a break to
play one of the Character’s Subplots, or a side adventure that
takes place in the course of the overal} scenario (like the JLI's
fight with Lobo during the Mr. Miracle chase).

Challenge the Players’ Minds

The DC Universe isvery rich in possibilities for adventure. The
game is not a series of slugfests. Challenge the minds and
imaginations of the Players with clues and veiled information.

45



46

Do not make the adventure too easy. Part of the fun of role-
playing is the tension in the game. Will evil triumph? Can a
Character escape from a particularly nasty trap? Itis important
for the GM to inject this excitement into the game.
Create a Stable Environment

Theworld of your heroes will expand asthe game goeson, but
thebasic outlines should not change. If the bank building was on
the corner of Fourth and Elm yesterday, it should stillbe there
today. A stable environment helps create an imaginary world
with which the Player's Characters can deal. It also creates a
place that can handle many types of adventures.

Gamemastering is the most demanding role in the game. It
canalsobe the most fun. If your Players are having fun too, you
have what it takes to run a great campargn.

Il. Running the Adventure

Before you learn how adventures are created in the DC
HEROES RPG, you should know what it is like to be the
Gamemaster for one. Many of the principles already described
are explained in greater detail here, as well as new ideas to try
on your Players.

Play in a Comfortable Setting

Be sure to have enough chairs and tables for everyone. Make
sure thelightingis good and the room is not stuftfy or noisy. Have
your Gamernaster’sScreen and other props nearby and ready to
use, The better the setting, the less distractions you will have
from the game.

You Are the Players’ Senses

The Players will depend onyouto give complete and accurate
descriptions of what their Characters see and hear. Helping
these descriptions to come alive is one of the GM’'s most
enjoyable jobs. When describing the scene, remember to describe
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the colors, sounds, even the smells and textures of the Char-
acters’ surroundings.

Even more important, try to explain to the Players what the
place feelslike. Their gut reactions to ascene are asimportantas
what they see and hear.

For instance, say the uestion walksinto aroom where people
have just stopped arguing; no words are spoken by the Char-
acters, but the GM might descibe the scene like this:

“You see two men, seated across from each other atan ancient
oak table. The parior is filied to capacity ith dark, heavy
Jurniture, and the drapes are closed against a inter gale. In
the dark room, your eyes are immediately dra n te thepeople’s
feces.

“One man, dressed in a dark business suit, is glaring at the
other and fiercely gripping the edge of the table ith his long-
fingered hands. His knuckles arewhite from theeffort. Theother
man, dressed in a smoking jacket, sits sideways in his chair,
fecing away from theman in the business suit. The second man
s fiddling nervously ith a pipe.

“A handsome woman in a pale blue evening gown stands
nearby. Her faceisashen, hereyesare ide ith horrer. Youget
the impressien that she is suppressing a scream.

“They do not speak, but the feeling of tension in the room is
almost s strong as the smell of dust all around you.”

Details like this make the scene come to life, and give the
Players lots of information without being boring. On the other
hand, too much description will slow play. Always strive for
balance.

Role Play the NPCs

Be creative and get into the role-playing spirit with all of the
NPCs, even the most insignificant. Sometimes you will be
required to play many roles at once or play one right after
another. this is when a GM needs to be an actor. Have fun with
this, act outrageous, use funny voices, or pretend to be blind or
deaf, whatever suits the occasion.

When you are speaking te the Players, do not say, ‘“The gas
station attendant telis you the villain passed by a second ago.”’
Say instead, ‘Yeah, a big ugly guy in a eird costume ith
numbers printed all ever it, he ran down thet alley just a
minute ago, kicked some lady’s dog teo . . . say . . . aren’t you
guys P1.ST?2"

All NPCs are important, because they convey a lot of the
information that Player Characters need in the game. They are
the way the GM affects the unfolding events. A helpful NPC can
speed up the game, or an untrustworthy NPC can set the group
up forbetrayal and ambush.

Playing your NPCs is one of the best ways to encourage your
Players to role play. Keep the Players interacting with you on
this level,but do notlet them spend a tot of time talking to an
NPC who has little or nothing to do with the adventure. If this
happens, cut the discussion short.

Try Using Props

Props can be a big help when you are describing a scene.
Role-playing NPCs and describing the scene gives the Players
something to listen to, Try giving them something to look at as
well. A prop can be anything visual: a map, a notein secret code,
a jigsaw puzzle they must put together, or something else that
the GM can invent.

The GM could simply describe the scene, and then hand the
Playersa propthat will lead them to a clue,or mayevenbea clue
in itself. Props representing the Characters themselves, such as
lead miniatures or cardboard figures, can be used to keep track
of the heroes and villains in combat (see Chapter Three). Such
props will quickly show the Players where their Characters are
in relation to the villains and innocent bystanders.

Keep the Group Together

Running two or more different groupsis hard to do and boring
for the Players who are out of the action. Furthermore, if the
main villain catches one of the groups of Characters, there may
not be enough of them to defend themselves.



Keep Them on Track

At any given time, Players usually have many options from
which to choose. They may be tempted to wander away from the
main adventure. Your devious clue might be so devious that it
becomes obscure and leads the Playersin the opposite direction
that you intended. It can be very frustrating for you and the
Players to spend a lot of time running around in circles.

Once in a while, it might be a good idea to “nudge” the Players
in the right direction. NPCs are good for this. In the DC Universe,
the Phantom Stranger spends most of his time “nudging” other
heroes. NPCs can spot the box of matches containing the vital
clue, or identify the blood starn on the carpet, or whatever it
takes for the story to continue. You may also want to try news
flashes, kidnapping a Character, even taunts by the villains
(especially those with Irrational Attractions or Psychological
Instabilities).

Your help does not have to be free. The Players might lose Hero
Points for missing clues or straying from the story. See the
Standard Award Guidelines later in this chapter for more
information.

Now They See It, Now They Don’t

Keep the game fun by keeping the Players guessing. A clever
GM once created a villain called the Deceiver who fooled the
heroes into thinking he was the Joker. The Deceiver even carried
out his crimes dressed as the Clown Prince of Crime. When the
heroes moved in to capture him, they were totally unprepared
for his Illusion Powers.

Look at your old adventures. If you notice a pattern in them, it
may be time to shake your Players up. Throw in a helpful NPC or
a seemingly helpful NPC who creates more problems for the
heroes than s/he solves. Lead the Characters on a wild goose
chase while the villains trash their headquarters. Have a villain
assume the identity of one of the heroes or even the city police
commissioner.

Players quickly recognize patterns in your adventures. If you
always give long descriptions for only dangerous scenes, they
will soon recognize the dangerous situations before the villains
can spring their attack If the adventure always begins with a
phone call or a body flying through the headquarters window,
the Players will soon grow tired of these cliches. Even dicerolling
can be spotted and noted. Nothing is quite as enticing as a few
false dice rolls, especially if you smile at the “results” and say
nothing.

Surprising Developments

The GM is not always in control. Sometimes, the Characters
overcome your best-laid plans and capture the villains in the
first encounter. Your whole story is in shreds and you still have
an entire afternoon to fill. Now what do you do?

Don't be annoyed by the new developments, even if they make
more work for you. Call a break in the action and give yourself
some time to think. Does the villain have friends or henchmen
who will attempt to free him/her from the heroes’ clutches?
Perhaps you might decide to suspend the Recovery Rules just
this once and allow him/her a Desperation Recovery Check. Will
his plans go on without him? Perhaps the villain was really
working for some other, more powerful villain who now has to
step in and take over personally. In any case, be sure to award
the Players their Standard Award for the first adventure, even
though it did not work out the way you envisioned it.

IIl. Don’t Panic

Gamemastering the Unknown

After you have been a Gamemaster for awhile, you will run
into situations which are not covered in the rules. This may
throw you into a temporary panic. Try to stay calm, since panic
is no fun. This section will give you some general guidelines to
follow when weird situations occur.

The Fundamental Rule

Have faith in yourself. Make a decision and get on with the
game. Do not spend time arguing with Players about the
decision; get the adventure moving again. You can spend time
after the adventure discussing your decision with the Players,

Thimk of it this way: Batman is embedded in a huge block of ice
that was created by an evil villain. Does the thought balloon read
“Gee, my chances of escaping should be better than this! "with a
pouting Batman pictured beneath? It certainly does not. It
probably reads: “7hevegotto getoutof this . . . right . . . now!”
with Batman struggling to break free. The latter is more in
keeping with the DC tradition of heroes. Try to keep the
adventure moving the same way.

Skills vs. Powers

There will be timeswhen a Skill will comeinto conflict with the
effect of a Power. Skills can negate the RAPs of certain Powers,
Only Powers that mimic natural Opposing factors can be
affected.

When Will a Skill Negate the RAPs of a Power?

1. When aherousesthe Escape Artist Subskill of Thief to free
himseilf from a block of ice created by another Character’s
Power. The APsofIce Production mimics the Opposing Value for
normal restraints.

2. When a hero uses Persuasion to try to neutralize the effect
of Phobia or Control placed on another Character. Again, the
APs of the Power substitutes for the natural Opposing Value of
being Persuaded.

3. When a hero uses his/her Tracking Subskill to find an
Invisible villain hiding in a room. The APs of Invisibility are used
as the Opposing Value of the condition of the trail.

When Won'’t a Skill Negate the RAPs of a Power?

1. A hero cannot use Charisma to oppose a Phobia or
EmpathyPower attack on himself. The Phobia Power is used as
the Acting Value and therefore cannot be affected.

2. A hero cannot use the Detective Skill to analyze and find a
weak point in an opponent’s Skin Armor Power. Detective does
not give the Character the ability to analyze for weak points,just
for clues (see the Character Handbook).

Skill versus Power effect is resolved onthe Action and Result
Tables. The APs of the Skill are the Acting and Effect Value, and
the RAPs of the Power are the Opposing and Resistance Values.
Any successful Action Check negates all the effects of the Power
on the Character using the Skill.

For example: Changeling of the New Titans has been
successfully attacked by Phobia of the New Brotherhood of Evil,
using (logically enough) the Phobia Power. He now believes that
the Titans are his most fearsome enemies in the universe.

Nightwing tries to Persuade him by using his Charisma. If
Nightwing gets a successful result (that is, he gains positive
RAPs) using his APs of Charisma as the Acting and Effect Values
and the RAPs of the Phobia Power as the Opposing and
Resistance Values, then Changeling will no longer believe that
Nightwing is a horrible monster. Changeling will still, however,
believe that the other Titans are enemies to be feared.

Powers vs. Powers

When two similar Powers come into conflict, compare the
RAPs of each Power to determine the outcome.

For example: Mudman is using his Power of Earth Control to
patch a break in a dam, He gets a total of 11 RAPs. The villan,
Destructo, tries to use his Telekinesis Power on the earth that
Mudman is Controlling and move it away from the dam.
Subtract Destructo’s RAPs from Mudman’s RAPs. The result is
the number of RAPs that are usable by the Character with the
greater RAPs. If Destructo’s RAPs came to 5 APs, Mudman
would subtract 5 from his original 11, which would leave him
with 6 RAPs of Earth Control.
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Skills vs. Skills

Like Powers vs. Powers, when two Skills are being used against
each other, subtract the smailer number of RAPs from the larger
number of RAPs; the remaining RAPs are the RAPs of the action.

Combining Actions

When Characters want to combine Actions, you should
remember that the APs of Attributes, Skills or Powers are not
additive. AStrengthof7 and a Strength of 7is not thesame asa
Strength of 14. See Chapter Two for more information on how
APs are combined.

{f Players want to combine the efforts of their Characters for a
Dice Action, usethe Team Attack Chart to reduce the Opposing
and Resistance Valuefor the action (see Combat Maneuvers in
Chapter Three).

If the action is Automatic, like lifting a weight, the action
becomes a Dice Action, with Team Attack bonuses. The highest
Effect Value of the group is used for both the Acting and Effect
Values. The Opposing and Resistance Values are the APs of the
action. Any positive RAPs means they are successful.

For example: Three Characters, all with 6 APs of STR, are
trying to lift a rock that weighs 8 APs. The OV/RV is 8/8 (the
rock’s weight). The Team Attack bonus gives them +1 Column
Shift. Even with the bonus, the Characters need to roll a 13 or
better to lift the rock.

A Character must have the appropriate Attribute, Power, or
Skill with APs within three Columns of the APs of the most
powerful Character in the combination, or else his/her efforts
make no contribution. For example, a Character with a STr of 6
APs could not contribute to a combined lifting action with a
Character with a STr of 14, because 6 and 14 are four Columns
apart on the Action Table. The amount of contribution which a
St 6 Character would make when combining a lifting action
with a STR 14 Character is negligible.

Using the Universal Maodifiers Chart

The Universal Modifiers Chartis explained in Chapter One.
Here are some examples of how it works during actual play:
Situations of Increased Opposing Value

In some situations, if a Character is attempting to lift or hold
an object, the Opposing Value may be increased because the
object is slippery and, therefore harder to grab.

Modifier Example Chart One

Slipperiness OV Modifier
Melting Ice Cube 4 (Difficult)
Greased Pig +2 (Difficult)
NASA Teflon

(.004 friction coefficient) 8 (Extreme)

Notice thatthe description of the modifier for theice cube and
the greased pig is the same, but the modifiers are different. This
is done because picking up an ice cube is an Automatic Action,
while the pig can Oppose the attempt to pick it up.

Situations of Increased Resistance Value

Sometimes an object may be particularly resistant to certain
forms of attack. The GM has the option of increasing the
Resistance Value of the object. Remember the object has the
same BODY even though the Resistance Value has been in-
creased. A laser beam is less effective when fired at a reflective
surface. The surface is no harder to hit, so the Opposing Valueis
not increased.

Moaodifier Example Chart Two

Situation RVModifier

Laser fired at highly-
polished steel

Laser fired at a mirror

Laser fired at a new
STAR Labs polished laser
resistant metal

+2 (Difficult)
+4 (Extreme)

+7 (Beyond the Limit)

IV. Creating An Adventure

You are reading a DC comic book when suddenly an idea hits
you: what if our role-playing group had to face Darkseid? You
can almost see parts of the story falling into place, but the
picture is not complete. More than just a good idea is needed to
tell a story. But what?

This section is concerned with creating good adventures that
have a plot, Characters, and a sense of fun. While the Players and
GM work together to create this adventure, the GM provides the
Sramewerkthatholdsittogether. A framework operates ontwo
levels: the framework for an adventure (see Running An
Adventure), and creating a framework for the campaign in
which the Characters will live.

An adverture is a series of connected Encounters involving
one plot by a villain or villains, like the plot in Exposed! Your
group of Players may be able to fmish an adventure in a few
hours, or it may take several get-togethers to complete. A
campaign, on the other hand, is a series of loosely connected
adventures that lead to a specific goal, like rescuing Mister
Miracle. Once you have gone through a number of campaigns
and adventures, you and your group will have created an entire
world in which to play your Characters.

A. The Elements of an Adventure

An adventure consists of eight elements: Background, Non-
Player Characters, Encounters, the Timeline, linking, balancing,
Troubleshooting, and Subplots. Subplots are discussed at length
in Chapter Eight: Subplots.

1. Background

The background is the main story line; in fact, the background
is the adventure. It could be the villain’s scheme, a natural
disaster, or a crime. All the events that lead up to the beginning
of the adventure should be detailed here, as should the ultimate
aims of the villains, Basically,background is the storybefore it is
put into game terms.

The hardest part of creating the background for your adven-
ture is thinking of what to do. The easiest way to find ideas for
good adventures is to simply look around you. DC Comics and
your local newspapers are good sources forideas, as are science
fiction and fantasy books. Once you've developed the idea for
your story, concentrate on three parts: the villains involved, the
goals of the major villains, and the events leading up to the
adventure.

Events Before the Adventure

Itisimportant to know the history of the plan. Has the major
villain worked a long time on setting it up? Has it been reveated
to anyone besides the bad guys? By building a history, you can be
more flexible within the adventure itself. If the Players defeat
the villain too soon, it gives you something to fall back on when
you need to quickly create a logical extension of the adventure.

For example: In today’s adventure, the Terminater and
Cheshire have been hired by Brother Blood to steal the data
banks from the Titans’ Kilotrax cemputer. Brother Blood’s
involvement in the assassination of a United Nations diplemat
s documented in these data banks. This evidence could jeopar-
dize the acceptanceof Brother Blood s country, Zandia, t1io the
U.N, The Terminator plans to send the Titans en a wild-goese
chase to catch a gang of bank robbers while he steals the files

from Titans’ Tower.

The bank robbers controlled by Brother Blood are ordinary
humans, but eachof them is armed with an extremely powerful
pulsed-laser weepon.

Since Brother Blood, the Terminator, and Cheshire are all DC
Characters that have long histories in the DC Universe, their
statistics can be found in the Background/ Roster Book. Any GM
whowishestousethesevillains can simply find the appropriate
issues of The New Titans athis/her local comic book store to see
how they operate, and so on.



2. Non-Player Characters

The Major Villain(s)

The most important Non-Player Character in any adventureis
the major villatn. A major villain is the leader and controller of
the rest of the hostile NPCs that the heroes encounter in the
adventure. It is his/her plan that the other criminals are
following. Sometimes, there will be a group of major villains
working together equally. In this case, the group is considered
the major villain.

If the villain you are using is from the DC Comics, his/her
statistics maybe listed in the Background/Roster Book, or one of
numerous sourcebooks sold separately. If you are making
him/her up from scratch, first imagine what s/he is like, what
Powers, Skills and Abilities s/he has, and what Drawbacks or
Limitations s/he might have. Try to think of his/her costume,
and the way s/he carries him/herself: does s/he swagger with
self-inflated ego, or is s/he slimy and kind of creepy? The
Motivations for villains are found on page 10 of the Character
Handbeek.

After you have a rough idea of what the villain is like, you can
design him/her like you would a heroic Character. Cemplete
instructions for designing a villain can be found in the Character
Handbook. Remember to balance your villains with your Players’
Characters (see Balancing the Adventure).

Once the villain is established, try to mesh your original story
with his/her personality. Certain villains will go after certain
goals due to their Motivations or certain Drawbacks. The Joker,
for instance, has an Irrational Attraction to practicaljokes, and
the Riddler always leaves riddles as clues. Major villains could
want money, rare objects, power, or revenge. The final goal of
their plan could be obscured by many falseleadsand diversions.
One part of the plan could hinge on successfully completeing a
seemingly unrelated situation.

Minor NPCs

Youdo not need togo into as much detail for everyNPCin the
adventure. Start with the NPCs closest to the ma jor villains. If
they have special Abilities, give them Attribute, Skill, and Power
statistics where appropriate. If they are normal humans,
assume that they have all Attributes rated at 2 APs. Exceptional
humans such as soldiers, scientists, or doctors, may be given 3s
or 4s at the GM’s discretion.

Since you have already thought about your major villain, you
should now be thinking about what type of flunkies s/he would
want working for him/her. The Joker is more likely to have street
thugs with warped senses of humor working for him, while
Brother Blood surrounds himself with religious zealots. Is your
villain afraid ofindependent thinkers, or might s/he be afraid of
betrayal? Does s/he hire smart, streetwise punks or lumbering
strongmen? You can usethoughtslike these when designing the
basic characteristics of other NPCs.

Once the NPCs are created, each of them should be rated for
his/her level of hostility or agreeability towards the heroes (see
Chapter Four: Character Interaction), as well as how much
information s/he knows. Characters making Character Inter-
action or Control attempts may try to find out this information.

Remember to design any special equipment or weapons that
the major villain and his/her NPCs might have.

Recurring NPCs

Besides the villains and their henchpersons, there can be
otherNPCs involved in the story. For example, Troia’s husband
Terry Long, Superman’s sweetheart Lois Lane, or Batman’s ally
Commissioner Gordon might be NPCs in an adventure. NPCs can
include the heroes’ friends, major outside Characters that are
allied to neither the heroes nor the villains, and the villains
themselves. If a Subplot is being run within the adventure (see
Chapter Eight: Subplots), all of its NPCs should be worked out.
All Attributes, Powers, Skills, Advantages, and Drawbacks
should be worked out for recurring NPCs.

For example, two NPC scientists might be created for the
scenario described previously: One of the scientists, Mike

Martin, is under the control of Brother Biood and will help the
Terminator and Cheshire to bypass the Titans ‘security systems
and break into the computer. The other scientist, Chuck Polta,
suspects the first, but has no hard eviderce against him.

Other NPCs in this scenario might include the guards at the
bank, innocent bystanders, the bank robbers, and Brother
Blood’s Purifiers.

3. Encounters

Encounters arethelogical breakdown ofthe adventure. They
include the fights between the heroes and the villains, time spent
searching for clues, and playing out Subplots (see Chapter
Eight). Each Encounter has an interior structure which helps
the GM Kkeep things straight. Encounters can be broken down
into four components: the Set Up, Players’ Information, GM’s
Information, and Maps and other charts.

The Set UJ)

The SetUp for each Encounter should consist of notes on the
situation that the Characters will face. The GM should ask
him/herself how the scene could change because of what the
group has done previously. You must also anticipate the
possibility of there being several different approaches to an
Encounter; each different approach will change how thePlayers
see and experience the Encounter.

For example: When the Titans approachthe bank that Brother
Blood’s henchinen are robbing, they will encounter a different
situation if they comein through thebackdoorthan if theycome
i through the roof. They will also change the Encounter if they
approach the building silently and enter using a key they
discovered in a previous Encounter. The villains might then be
surprised, and the elaborate trap they planned will be useless.

Plﬁyers’ Information

he Players’ Information section is reserved for descriptions
of what the Players’ Characters can see, hear, and smell when
they first come upon the Encounter. Thisis a crucialsection and
will call upon all of your role-playing ability to make the
situation seem believable and real. For the sample adventure,
the GM might write:

As you enter the bank lobby, you hear the quiet hum of
machinery. There is a smell you can 't quite identify, something
like suifer. You notice a small flickering light in the otherurise
darkroom.

Begin by telling the Players what their Characters will
normally notice first about their surroundings. Focus on details.
Once the description has been read, it is the Players’ turn to
react to the situation. They might move immediately, ask
questions, or confer among themselves. Remember that the
villains will not wait for a plan to be formulated. If the group
hesitates, have the villains start things moving.

GM’s Information

What you know as the GM is put into the GM’s Information
section. These notes are important, because it is easy to forget
details like the placement of the villains and their strategy. An
example of GM's Information for the sample Encounter mightgo
something like this:

Ifthe villains’ lookout warns them of the Titans’ approach,
the villains will kill the lights, but witll keep the generators for
their laser operating. They areusing the laser to cut through the
bank vault's door, so the room smells like sulfur. Brother
Blood's henchmen are in positions behind the generators,
armed with poison gas guns.

Gas Guns

[BopY: 3, Fog: 5, Poison Touch: 5, R#: 5]

Limitation: Fog and Poison Touch work in conjunction
with one another as poison gas.

Any statistics that are unique to the specific Encounter,
whether for innocent bystanders, particular NPCs, or equip-
ment (like the Gas Guns) should be listed with the GM’s
Information for ease of reference.
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Maps and Charts

It is essential that the GM map out the locations where the
Encounter will take place. You might want to sketch the floor
plans of a building or the features of an open landscape. Maps
are invaluable to conducting an Encounter. They can show you
where the heroes are in relation to the villains, and where each
can go next.

You do not have to number and identify each building on a
map,but if you draw up plans of the places where action might
occur, you will find it easier to plan what the villains and NPCs
will do next. You might also want to include floor plan sketches
of any buildings in the area that the heroes might visit during the
adventure. These sketches can be saved and reused in later
adventures.

The maps might even help you visualize new NPCs that live or
work in this area.

4. The Timeline

A timelineis alisting of the events as they would happen if the
Player Characters did not interfere. In other words, it is a quick
look into a possible future. This information will make it easier
for you to change things once the game gets going.

The DC HEROES RPG is a very time-dependent game. The
villains will not wait at the scene of a crume if the heroes are
caught in rush hour traffic. A villain will probably have more
than one part to his/her plan, and the time s/he requires to
execute the plan may take days, hours, or only minutes. Time
pressure will add to the excitement of the game. If a nuclear
bomb is going tovaporize Manhattantwentyyears from now,the
heroes might as well shampoo the dog before they start to look
for it. Continuing the previous example:

Brother Blood’s Timeline: May 21

11:00 AM Bank robbers take up positions.

11:15 AM Bank robbers attack bank.

11:25 AM Bank robbers intentionally bungle attempt, take
hostages, and alert autherities.

11:35 AM Titans summened to the sceve.

11:40 AM The Terminator and Cheshire sneak onto Titans’
Island.

11:50 AM Bank robbers start shooting hostages.

11:55 AM Bank robbers wire building for demolition.

12:00 Noon The Terminator and Cheshire successfully sneak
into Titans’ computer room.

12:20 PM Daeata banks are transferred to Brother Blood’s
personal mainframe computer via phone lines.

12:25 PM Bank robbers blow up bank building to cover their
escape.

12:30 PM The Terminator and Cheshire plant explosive
charyges, then leave Titans’ Tewer.

12:35 PM Titans’ Tewer explodes and falls into the East
River.

In the adventure, the Titans go after the bank robbers, butare
alerted that the Terminator and Cheshire will attack their
computer. On thetimeline, the GMhas set the invesien of Titans’
Tower for 12:00 noen. At that precise moment, the Titans are
mopping up the bank robbers. They are alerted. Can they meke
it back in time?

On the timeline, the GM has allowed the Terminator 10
mnutes to break in and steal the data banks. It looks good that
the Titans will be able to make it back in time to stop him.
Without a timeline, the GM would have to guess when the
Termnator and Cheshire would make their attack.

5. Linking Encounters

Theremustbe alogicalreason forthe heroesto movefromone
Encounter to another; the Encounters should not be random
events, but should flow naturally one to another. This can be
accomplished in several ways, but clues and NPC Information
are fairly easy links for an adventure.

Clues

Clues are usually designed by the GM before the Encounter
begins. Thisprocessiscalled a clue structure. A full explanation
ofacluestructureis in the Character Handbook under the entry
for the Detective Skill.

However, allclues do not have to bedesigned this way. Players
may uncover the clue themselves, without the help of their
Characters’ Powers or Skills. For example, you might require the
Players to solve one of the Riddler’s riddles themselves, rather
than just giving them the answer due to a dice roll. Be careful
when you include Riddler-type clues. Clues that are too hard for
your Players to solve will frustrate both you and the Players.

NPC Information

NPC Information is what a captured villain or an innocent
bystander might know. This information can be uncovered by
using the Character Interactionrules found in Chapter Four, or
by using the Charisma SKkill. In a pinch, an NPC might even
volunteer information, but in most cases, the Players’ Char-
acters will have to ask NPCs for information. They will rarely
offer it on their own.

The information needed by the Characters to continue the
adventure should be relatively easy to find, otherwise the game
will grind to a halt. Don’t give detective-type clues to Characters
who don’t have the Detective Skill, unless it is obvious that the
Players will be able to figure it out themselves. Be considerate. If
finding a clue requires a special Skill or Power, make sure the
Characters are appropriately equipped.

6. Balancing the Adventure

A balanced adventure matches the heroes’ Abilities with the
task they are facing. The adventure should pose some uncer-
tainty orrisk, otherw1'se it will not be exciting. The heroes should
have a good chance at succeeding. If the task is nearly
impossible, the adventure will only be frustrating for your
Players. This section will give you some tips on how to balance
your adventures.

The “15” Rule

An unmodified roll of 15 should be sufficient for any crucial
taskin the adventure. A Player must be able toroll 15 or better
withoutspending Hero Points toincrease the AV or EV of his/her
Character. A 15 or better occurs about one out of five times, or
20% of the time.

In these situations, a Character with Hero Points will usually
spend them, while a Character who has none still has a slim
chance of succeeding. Ifthenecessaryrollisgreater than 15, you
are counting on the Player to recognize that the roll is crucial,
and his/her Character will have and spend the nurber of Hero
Points needed to succeed. This is not always wise.

Of course, there will be times when you design an adventure
which suspends the “15” Rule. That'’s fine, as long as you have
developed a way in your Troubleshooting section of keeping the
adventure going if the heroes fail in the task.

The One-Shot Warning Rule

Players deserve to know if a critical task may only be
attemnpted once. If Players do not know that such a taskis a
one-shot deal, many will save their Characters’ Hero Points,
assuming that someone else can try the task, or that they may
try it again.

Ifyou decide to put the warningin the form of clues or riddles,
you should be prepared for the Characters’ failing the critical
task. The more straightforward the warning, the greater the
chance that the heroes will succeed at the task.

Balancing Combat

Combat can be difficult to balance because of the three
different basic types of fighting: Physical, Mental, and Mystical.
The Players may have a group of heroes who are Physicaily and
Mystically very tough, but whose Mental defenses are weak.
What if they meet a group of villains who have strong Mental
Powers?



To answer this question, you have torun through the combat.
When running through a mock combat between your group of
Characters and the major villains, do the following:

1. Try to have each Character attacked through his/her
weakest area, whether Physical, Mental, or Mystical.

2, If the numbers of Characters on a side differ, make log' 1cal
choices for Multi-Attacks and Team Attacks.

3. Make the attacks in strict ,ordere qulmmﬂvé Mngs,
without rolling the dice. . .

4. Assume that all combatants spend no Hero:Pbmts- i

5. Assume that all Characters roll all 15s. .

Once you have run two phases of combat, put the heroes and
villains into the three following categories: unhurt, injured, and
unconscious. If a Character has taken no damage, s/he is
unhurt, if s/he has been damaged but is still conscious, s/he is
injured, and if s/he is unconscious, s/he is unconscious.

If you want an equal battle and it does not last two phases,
then you will have to adjust the Abilities of the villains. Raise
them if the villains lost horribly, and lower them if the bad guys
won easily. Then try the test combat again,

For example, five heroes from the People’s intergalactic SWAT
Team take on four nefarious villains from the Hit Squad. After
two phases of test combat, the “scorecard” reads something like
this:

PIS.T.

0 unhurt, 4 injured, 1 unconscious
Hit Squad:

1 unhurt, 1 injured, 2 unconscious

You use the scorecard to adjust the adventure by adjusting
the Hero Point total of the villains as follows:

Unhurt Heroes: For every unhurt hero, pick a villain or villains
to be his/her opponent. Give these villains the same number of
HeroPointsasthe unhurthero, plus bonus Hero Points. Findout
how many Hero Points the villain would have to expend to
damage the hero,assuminga roll of 15, and add a bonus of five
times this number to the villain’s total Hero Points.

Imjured Heroes: There is no Hero Point adjustment for injured
heroes.

Unconscious Herees: There is no Hero Point adjustment for
unconscious heroes.

Unhurt Villains: For every unhurt villain, pick a hero or
heroes who will most likely equal him. Find out how many Hero
Points the hero would have to expend to damage the hero,
assuming a roll of 15, and subtract five times this number from
the hero’s Hero Point total. This is the number of Hero Points for
the villain. If the number winds up being negative, give the villain
no Hero Points.

Injured Villains: Gve each injured villain a number of Hero
Points equal to the average number of Hero Points for the
heroes, unless the villain has been assigned Hero Points as
explained previously under Unhurt Heroes.

Unconscious Villains: If there are more unconscious villains
than heroes, give the villains the average number of the heroes’
Hero Points plus 10%. If there are more unconscious heroes than
villains, give the villain the average number minus 20%.

A Warning

This system should not be applied blindly. The DC HEROES
RPG s too varied a system to have a simple, clear-cut balancing
rule. Common sense will have to be used, but the balancing
system should help to even out combats.

7. Troubleshooting

Troubleshooting an adventure means looking for things that
might go wrong in the adventure before they happen and
anticipating ways to solve these potential problems. Look over
the adventure and try to find any loopholes. Could the Char-
acters accidentally miss a vital Encounter? Might they reach a
point where they need information that they missed? Is there a

chance that they will jump from the first Encounter to the last
Encounter in ten minutes? Are they going to be misled by a clue
and move completely away from the point? Whenever you can
answer “yes” to a question like these, you must make adjust-
ments to the Encounters to eliminate potential problems.

V. Standard Awards
A. Guidelines

Adventure modules published by Mayfair Games give you the
Standard Award for each adventure. However, when you are
running your own adventures, you will need to use the following
Standard Award Guidelines to calculate the Standard Award
for each adventure.

In determining a Standard Award, there are four aspects of
the adventure that need to be considered: the Level of Opposi-
tion, Critical Points for completing the scenario, the Area of
Consequence of the villain’s plot, and the Severity of the scheme.
The following sections describe how to assess each of these
areas.

The Level of Opposition

The first step in arriving at the Standard Award for the
adventure is to determine the Level of Opposition that the
Characters will face in overcoming the villain in combat. To
calculate this, you should look at your adventure and set up the
last battle between the villains and the heroes. You should then
estimate how many phases it would take for either one side or
the other to win. Once this is done, apply your conclusions as
follows:

No Match (Superman versus the Penguin)

The heroes are expected to win in 1 to 2 phases.
The Villains have no chance to escape. Hero Points: 0
Inferior (The Flash versus Captain Boemerang)

The heroes are expected to win in 3 to 5 phases.
The villains have some chance to escape. Hero
Points: 15
Equal (Starfire versus Blackfire)

There is an equal chance for either the heroes or
the villains to win. Both sides have equal chances of
escaping. Herb Points: 20

Superior (Green Arrew versus Major Ferce)

The villains are expected to win in 3 to 5 phases.
The heroes have some chance of escaping. Hero
Points: 25
Overwhelming (Manhunter versus Darkseid)

The villains are expected to win in 1 to 2 phases.
The heroes don’t have a chance of escaping. Hero

Critical Points

The next step is awarding points for Critical Points that the
Characters must accomplish in order to get from one Encounter
to the next, or a task for which failure could cause the adventure
to end. Critical Points should ot include defeating the villains in
combat (because after all, isn't that the whole point?). These
tasks could be clues that must be found and interpreted at the
scene of the crime, thugs that have to be interrogated, or even a
chasm that must be crossed to get to the villain’'s mountain
hideout.

The major criteria in deciding if a taskis critical is whether or
notthere isan alternativefor the Player Charactersthatwill put
them back on track if they fail in the task.

For example, in the Titans adventure already described,
discovering the Terminator's scheme to invade Titans’ Tower
would be a Critical Point. If the Titans fail to do so, the GM would
have the option of blowing up the Tower and having the Player
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Characters investigate the explosion. Finding out about Brother
Blood'’s involvement in the plot might be another Critical Point
for this adventure.

An adventure might have no CriticalPoints,one Critical Point,
or several Critical Points. As a GM, you should be careful not to
welgh down your adventures with foe many Critical Points, asit
may become impossible for the Players to finish the adventure.
Be flexible in your adventure design, reserving Critical Points for
truly important events.

The difficulty of Critical Points should be evaluated according
to the following chart. Assume that the Character who is most
likely to succeed in the task (that is, the hero with the most APs
ofthe Attribute, Skill, or Power needed to perform the task) will
make the attempt without spending any Hero Points. Find the
Success Number of the Dice Action and compare it to the Chart
Below, assigning the appropriate Hero Points. If a Critical Point
does not require a Dice Action, it is considered “Miscellaneous.”

"~ Success  Hero
Difficulty 'Number Points
Basy 34 £,

Area of Consequence
Hero Points are also awarded based on how large an Aree of

Consequence will be affected if the villain succeeds in his/her

plan. Awards based on area are as follows:

Area Of Hero

Consequence Points

Persona . = : 0

*When we say Universal, we mean Universal; nothing less than the Crisis On Infinite Earths.

Severity
The final evaluation for awarding Hero Points is how Severe
the consequences will be if the villain's plan succeeds.

Fatal: The villai jgehm could result in the |

deliberate deaths of innocents, such asﬂmlf}( N
destroyed by a mystical storm that kills the

inhabitants, the assassination of a publi;}%ure, ox;
blowmg up the world. Hero Points 15

_Permanent Nonfatal: The effects of the villain's i
plan will remain unles extzao.rchna!y qcmn htakdﬁ )
‘to undo it, such as estthsi\mga .tbt;ahtdm i

government, wrecking a bridge that must be nebglt 1
from scratch, or framing a hero foll:-a m:ime s/he d{ﬁ. &
not commit. Hero Points: 10 g AR

Temporary Nonfatal: The vﬂla'in sp!otﬂi _c
‘eventually disappear over a period of time, or the
effects will be reversed, such as a bank robbery (since
the money will eventually be returned by insurance

companies), makmg.th.gheroes look like id1ots on
television, or knocking a hole in a prison wall that
can be repalred w1thout r.eburldmg- fhe_en,t].re jail.
Hero Points: 5

Example of a Standard Award

Once all four of the areas of the adventure have been
evaluated, add all of the Hero Points awarded in each area
together. This sum is the total Standard Award for the
adventure.

To demonstrate how this system works in an adventure, we
will calculate the total Standard Awardfor the Titans adventure
that has already been described.

1. Level of Opposition: The final battle should be the Titans
versus the Terminator and Cheshire at Titans’ Tower. Despite
their prowess, the Terminator and Cheshire will probably be
overwhelmed by the Titans’ greater numbers. Therefore, the
Level of Opposition is Inferior (15 Hero Points).

2. Critical Points: The Titanshavetwo Critical Points: finding
out that the Terminator and Cheshire are breaking into Titans’
Tower, and discovering Brother Blood’s involvement with the
pair.Since it does not require a Dice Action todiscover the break
in at the Tower (the Players must deduce the fact from clues),
the first Critical Point is Miscellaneous (5 Hero Points).
Accessing the computer to find out what fiies the Terminator
was stealing will lead the Titans straight to Brother Blood, so the
second Critical Point is Easy (1 Hero Point). The total for Critical
Points adds up to 6 Hero Points.

3. Area of Consequence: Since the point of Brother Blood’s
scheme is to smooth Zandia’s entrance into the U.N,, the Area of
Consequence for thisadventure is [nternational (7 Hero Points).

4, Severity: Since Titans’ Tower would be destroyed and
Zandia would enter the U.N. if Brother Blood's plot succeeds,
both of which would be extremely difficult to undo, the Severity
is Permanent Nonfatal (10 Hero Points).

The final Standard Award for this adventure would look
something like this:

Level of Opposition:
Inferion T $. 8 80 It Dbl o D oaas 15
Critical Points:
Discovering Titans’ Tower Break-In
Miscellan@ous . .........oouuveiiinviiianinannnanns 5
Uncovering Brother Blood
B QS il o8, B ot e acaf ensrensns T Sherers st sasne e lhabuse 1
Areaof Consequence:
INSEENADIONALE FF. e sl mt v % LR Jaree &1 3o e sle o e 7
Severity:
PermanentiNonfataly:oooisuvsm sasivivieiianin 10
Total Standard Award ...............ccoviivennnnnnn 38

B. Distributing Standard Awards

In the DC HEROES RPG, experience is measured in Hero
Points. Hero Points are gained through Characters’ actions and
by events which occur during the adventure. Once a Player has
begun playmg his/her Character's crimefighting career, s/he
can receive Hero Points for five kinds of achievements: partici-
pating in adventures, role-playing the Character well, saving the
lives of innocent bystanders, thwarting the plans of the villams,
and role-playing Subplots (see Chapter Eight). A sixth award,
the miscellaneous award, may be granted by the GM on rare
occasions, like not entering Killing Combat in a desperate
situation. Each of these accomplishments is worth a single
Standard Award per adventure,

As described previously in this chapter, an adventure is
defined by a single plot by a villain or group of villains. Oncethe
plot has either succeeded or been foiled, that adventure is over;
then the Players are awarded Hero Points. An adventure may
require several gaming sessions to resolve, and the Standard
Awards should not be given out until the entire adventure is
over.



The following situations can occur in any adventure. Each
situation is worth a single Standard Award. The Standard
Award is simply a benchmark and is subject to change from
adventure to adventure. Participating in a battle agains
Toyman should not count as much asgoing up against I)
Therefore, a stiding scale for Standard Awards is
judge each adventure on its own merits (see Standard
Guidelines). A Standard Award can range from 5 to 500
Points, depending on the villains you send up
Players’ heroes.

Each Player receives Hero Pownts equal to one Stai
Award for each of the following categories that his/hej
acter fulfills.

Important Note About Killing Combat

Note: Untess your group is playing in a more realistic ge
(see Appendix A: Advanced Rules), a Player whose Chara
initiates Killing Combat forfeits all Hero Points that s/he wiild

have received for the adventure. If a Player's Character erigrs |
Killing Combat only after s/he has been attacked in Killing

Combat, s/he only forfeits one-half of the Hero Points that s/he
would have received for the adventure.

Standard Award Categories
Participation

Any Player whose Character takes part in the adventure
receives the Standard Award for this category. If a Player
Character is run as an NPC by the GM due to the absence of the
Player, the GM may opt not to give this award.

Note: Players who consistently forfeit the Participationaward
may be asked by the GM to not participate in future adventures.

Role-Playing

A Character in the DC Universe will have friends, colleagues,
and a persistent foe with whom to interact. If the Player’s role-
playing is consistent with the Character’s personality, Draw-
backs, and Motivations, the Playerreceivesthe Standard Award
for this category.

If the Player’s actions violate his/her Character’s Motivations,
or if the Character seems to undergo sudden personality
changes, the Player should not receive this Standard Award.

Players who are always on the lookout for ways to add new
facets to their Characters, or who role play consistently, even
though their actions could place their Characters in jeopardy
may be eligible for Standard Award bonuses. Any exceptional
creativity in role-playing should be rewarded by the GM, who
may choose to award any amount from 1 Hero Point to one full
Standard Award as s/he sees fit.

Saving Innocent Bystanders

If the conflict between the heroes and the villains endangers
the lives of innocent bystanders, heroes should always attempt
to save the bystanders. If Player Characters succeed and save
innocent bystanders, this award is given.

Only those NPCs who blunder into the action by mistake are
considered innocent bystanders. If Metallo plans to blow up
Metropolis, for instance, and Superman thwarts him, the
citizens of the city are »not considered innocent bystanders.

Thwarting the Villain
This award is given to all Players whose Characters foil the
plan of thevillain or villains. The award is given at the end of the
adventure in which the plot is finally crushed. The villain or
villains do not necessarilyneed tobe captured for the Players to
receive this award: some villains in the DC Universe habitually
escape capture, even though their plans have been wrecked.

Subplots

Role-playing a Subplot is worth one Standard Award, or
fifteen Hero Points, whichever is greater.

All Players whose Characters were involved in a Subplot
receive the award for role-playing a Subplot (see Chapter
Eight).

Miscellaneous
The GM may give any Player an extraaward from 1 Hero Point
up to one Standard Award for any heroic actions that are not
covered intheother categories. For example, capturingan arch-
criminal who has evaded justice for an extended period of time,
or inventing an ingenious solution to the perfect death trap are
heroic activities deserving of praise. Thisawardiscompletelyat
the discretion ofthe GM and does not have to be given out at all.
For more information on Standard Awards and their use in
Character growth and experience, seethe Character Handbook.
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EIGHT

A Subplot tells a story which is secondary to the main
adventure but important to the Players’ Characters. Subplots
give Players a chance to deal with the other aspects of their
Characters, apart from bashing villains: Raven convincing
Cyborg to have a talk with his father, Batman just trying to get
some sleep in a Gotham infested with thugs, and Donna Troy
getting married are just a few examples. Subplots can be light-
hearted or serious, short stories or continuing sagas. Subplots
are the group’s chance to have their Characters involved in the
same sorts of stories which make DC Comics so interesting.
Subplots allow the story lines in a campaign to be developed
between the GM and the Players in a way which is unusual in
role-playing games. This chapter discusses the creation of
Subplots and gives GMs and Players hints on how torun them in
an ongoing campaign.

Subplots get Players to speculate about their Characters’
personalities and to initiate new story situations, rather than
just react to situations the GM poses for them. Once the Players
begin to use Subplots, they will have more fun having their
Characters interact with NPCs. There is an additional incentive
for the use of Subplots, also: if the Players role play the Subplots
well, they will be awarded extra Hero Points (see Standard
Award Guidelines in Chapter Seven).

Subplots invite the Playersto do alot of role-playing. If the GM
and the Players have spent time preparing a Subplot, the
Characters will become heroic personalities rather than merely
fighting machines grinding through villain after villain.

Using Subplots forms a unique creative position: the GM
becomes half writer of exciting adventures and half biographer
of Characters who have some life of their own. Get the ideas into
play and enjoy watching the storybeingacted out and growing
with each new session.

. Gamemastering Subplots

This section wili give GMs instructions on how to plan and
execute Subplots before and during the course of play. Hints for
Players on their end of Subplots are contained in II. Playing
Subplo#s, later in this chapter.

A. Initiating Subplots

Remember that thePlayers' Characters arethe forces of good.
They tackle those tasls that ordinary individuals and the
government cannot. Heroic Characters are independent
“trouble shooters” who follow the action. If the suggested
Subplot would severelyrestrict a Character’s ability to be a hero,
or if it would take him/her out of play entirely, the Subplot
cannot be used without modification. A Subplot’s purpose is to
enhance the Character’s role as a hero in the game, not to
remove him/her from the game.

When a Player has an idea for a Subplot, discuss it with
hima/her toseeifitis playable. If thestoryidea is complex, take a
little extra time in advance to work it into the campaign.

B. Questions For The Player

Ifthe Player has only avagueidea for a Subplot, or if s/he has
developed one portion of a Subplot, you can help to develop the
idea further by asking the following questions:

1. What is the focus of the Subplot?

This is the centratl event or issue in the Subplot, the one the
story revolves around. Batman trying to get some sleep, Dick
Grayson trying to find Donna Troy’s parents, Donna Troy getting
married — each of these is the focus of its Subplot, the element
which connects all of the events in the Subplot.

2. What brings the focal issue into play?

The event may be a continuation of a previous Subplot, or it
maybe atotally new episode in the life of the Character. If it is
new, how does the event get started?

For example, Batman's Subplot started because he was
exhausted from so many nights as Batman and too many days
as Bruce Wayne — his previous adventures had forced him to be
awake almost all of the timne,

3. Who else is involved in the event?

This does not have to include an existing NPC or Player
Character. The answer may be more general, e.g. the pharma-
cist, the daughter of a reputed mobster, the aging halfback of the
Gotham Goliaths, or a cute professor at the university.

In the wedding of Donna Troy, dozens of Characters were
involved. All of the New Titans except Raven were at the
wedding. Many of the old Teen Titans attended, and several
other DC heroes were present. The wedding was the focal event
of the Subplot, and it was the central element for the Subplots of
several other Characters as well. Most Subplots, of course, will be
less elaborate than Donna Troy's wedding.

4. What are the Character’s feelings? Does the hero know
how other Characters might feel?

The Subplot’s focus could be an exciting new development the
hero wants the world to know about, such as Donna Troy's
wedding, or something more private, such as Batman trying to
get some sleep. Perhaps the hero feels he is alone or in conflict
with the rest of the world over this event. Perhaps the hero is
completely out of touch with how the rest of the world views this
event.

Cyborg's fear of the reaction of other wedding guests to his
appearance generated his own Subpiot for Donna Troy’s
wedding.

5. How can the Subplot be resolved?

Encourage the Player presentingthe Subplot to consider all of
the positive ways the Subplot could end. The more alternatives
he comes up with, the more interesting the Subplot can be.

ThePlayer should also think about a few of the hurdles which
his/her Character may have to overcome. Who or what might
stand in the Character’s way? Obstacles will challenge the
Character to come up with alternative solutions in the Subplot.

Not all Subplots need to be opposed by another Character or
by force. Sometimes the Subplot willbe fun to playjustbecauseit
isagood storyidea.The wedding of Donna Troy was a good focus
for a Subplot because it tied together so many stories and was
also the high point of the romance Subplot with Wonder Girl and
Terry Long.

6. What else might happen to the Character as a result of
the Subplot?

The hero could become rich, be ruined financially, be
embarrassed socially, be hunted by the law, be cast out of the
hero group s/he associates with, travel to Paris, win a scholar-
ship to a university . . . just about anything is possible. Use your
imagination!

C. The Gamemaster’s Response

When a Player suggests a Subplot, give yourselftime todecide
what will make the Subplot work and how it will fit into the
campaign. Then ask yourself the questions given below. As you
do this,beawareofanychanges or additionswhich might make
the suggested Subplot more playable or more interesting. It is
the GM’s prerogative to tailor the suggested Subplots to fit the
campaign.



GM Questions:

1. Does the Subplot fit into this campaign, with these
Characters?

2. Does the Subplot sound like it will be fun?

3. Is the Subplot related to the main adventure in any way?

4. How can you begin the Subplot? How will it proceed?

5. What NPC's will the Subplot involve?

6. What locations need to be prepared?

7. Which of the other Player Characters could be involved in the
Subplot?

These questions will be covered in depth in the following
example,

D. Subplot Example:

A group of Players creates a group of hereesin Central City,
known as The Justice Crusaders. The heroes include Crunch,
Echano, Foxbat, the Grenadier,and War Rock. The Grenadier’s
Dark Secretisthat heis an artificial life form Character created
by S.T.A.R. Labs. He has a Catastrophic Fear that people {other
than the ones at S.T.A.R. who created him) will discover that he
is not human. This means that when faced with the possibility of
his true nature becoming known, the Grenadier will make
protecting his Dark Secret his top priority. He will even forego
stopping the villain if stopping the villain would endanger his
secret.

The Player of the Grenadier might suggest the following
Subplot: One of the S.T.A.R. Labs’ scientists who worked on the
team that created the Grenadier has run into financial diffi-
culty. Somehow, the Grenadier discovers that the scientist is
going to sell the story of his own creation to a cheap tablioid for a
lot of money.

In this example, the Player has answered most of the
questions listed for a Player suggesting a Subplot.

1. What is the focus of the Subplot?

The Subplot revolves around revealing the Grenadier’s secret.

2. What brings the focal issue into play?

This revelation was prompted by the financial difficulties of one
of ST.A.R. Labs'’scientists.

3. Who else is involved in the event?

The scientist, the newspaper reporter, and the newspaper staff
will be involved in the Subplot (at least until the Grenadier's
secret is made public).

4. What are the Character’s feelings?

The nature of his Drawback indicates that the Grenadier would
be extremely frightened of having his secret revealed. He
probably feelsbetrayed by S.T.A.R. Labs, and he is determined to
preserve his secret.

5. How can the Subplot be resolved?

If the article is not published, the Grenadier will have achieved
his major goal.

This Player did not answer the sixth question (What else
might happen to the Character as a r&ull of the Subplot?),but
the GM can generate several possibilities.

For example: the Grenadier and S.T.A R. Labs might get intoa
simmering, if not roiling, argument over the exposure of his
secret. The public may react with disgust to the knowledge that
Central City is being protected by a machine-hero, or perhaps
Central City is sympathetic to the Grenadier, and the hero only
fears that the city's reaction wiil be bad. The Grenadier might
attempt to establish a new identity to once again hide the fact
that he is an android. Maybe the sleazy tabloid would be willing
to make a deal with the Grenadier; it could kill the story if the
newsmaking hero agrees to supply them with exclusives.

Answering The GM Questions
The next step in the process is to discuss the GM’s questions
and answer them for the Subplot.

1 Does the Subplot fit in this campaign, with these
Characters?

Supposethat,instead of protecting the Grenadier's secret, the
Player decides it would be a really neat Subplot to have the
Grenadier run for the Presidency of the United States. Well,
maybe not ... has the Grenadier established himself as a
politician before the Player thought of this Subplot? Does the
Grenadier have the financial backing, the staff, the friends in the
right places, and enough political .O.U.s to make a legitimate
run for the presidency?

What about the Grenadier’s role as a hero? The President of
the United States has jobs and duties which would severely
restrict the Grenadier’s ability to be a hero. So, ifthe Grenadier
were elected, he would have to give up being a hero and
concentrate on running the country. If this Subplot were
approved and were successful, the Player of the Grenadier
would have, in effect, removed his Character from the game.
Subplots are not supposed to work this way.

The GM reviews the Subplot as outlined by the Player. The
Subplot of protecting the Grenadier's secret seems perfectly in
line with this campaign, and fits the Grenadier character.

2. Does the Subplot sound fun to the Gamemaster?

Subplots will be some additionai work for you. On the other
hand, the fact that the Player has taken some initiative is a
pretty good guarantee that he will be interested in the Subplot. If
you think you will have fun running it, then keep going down the
list of questions. If not, stop here and disallow the Subplot.

The GM thinks that the Grenadier Subplot is a subplot with a
serious tene. The situation will have dramatic, perhaps even
some tragic, elements. The Player suggested the Subplot, and the
GM believes he can handle it. If handled right, it could be an
entertaining “soap opera,” with lots of opportunity for over-
acting in the roles of the NPCs. The GM decides he would like to
do the Subplot.

3. I's the Subplot related to the main adventure?

Interweaving subplots with the main adventure is neat, but it
isn't always easy. Sometimes it cannot be done at all. You might
decide to keep the Subplot unrelated to the main adventure.

In the main adventure of the example, lets say that Brother
Blood was founding a church in Central City. The story line does
not have anything todowith S.T.A.R.Labs.Ratherthan alterthe
main adventure, the GM decides to keep the Subplot unrelated.

4. How can you begin a Subplot? How does it preceed?

A Subplot which is related to the main adventure can begin
when the adventure begins, and will naturally flow along with
the main adventure. If the Subplot is unrelated to the main
adventure, then the GM will have to create a starting point and
connect the events of the Subplot together.

In the example of the Grenadier's secret, the GM decides that
the hero first learns of the Subplot through an encounter on the
street. The next time the Grenadier goes out in public, a Mirror-
Inquirer headline will happen to catch his eye, or else he will
overhear a discussion of the headline between two peopleon the
street. The headline will read “S.T.A.R. LABS CREATING
SUPERPOWERED FREAKS!"The paper is scant on details but
promises to reveal the full story in the Sunday edition. If the
Grenadier reads the story he will find a reference which, while
attributed only toa reliablesource inside of S, T.A.R. Labs, gives a
physical description which matches the description of Dr.
Arthur Molin, the Grenadier’s creator.

The GMsketches out a storyline which is centered around the
Grenadier and Dr. Molin. He begins to think about the other
NPCs he will need to carry out the story.

5. What NPC's will the Subplot involve?

Do the NPC'’s already exist in the campaign? If they don't, you
will have to spend time creating them. Flesh them out and make
them interesting, concentrating on their motives and the
aspects of their personalities which are most important for the
Subplot. You can decide later whether or not the NPC loves
pistachio ice-cream or why s/he hates the Mets.

If the Subplot is a completely new story, several Characters
may have to be sketched out by the GM. The GM should
concentrate on the one or two NPCs s/he considers to be the
most important. If the Subplots a Player suggests to you (or a
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combination of Subplots submitted by all Players) would require
you to detail more than three new Characters for the next
session, you may want to think about delaying or disallowing
some of the Subplots.

Deciding what NPC’s you will use will help you develop the
story elements of the Subplot. Why are these Characters in-
volved in the Subplot? How do the Characters interact? Do you
need any more NPCs to help the story flow logically?

Continuing the example, the GM has already created Dr.
Arthur Molin, head of the ST.A.R. Labs team which built the
Grenadier. He has decided that Dr. Molin will be the Character
who is having the fmancial difficulties. The GM decides that the
Subplot will also need Eric Sandeen, a loan shark who has
financed the run of gambling losses which put Dr. Molin in this
bind, as well as Drew DeSilver, the Mirror-Inquirer reporter who
is getting the exclusive on S.T.A.R. Labs research programs. The
GM also sketches out the NPCs who are the hired muscle for Eric
Sandeen, as well as Brian Ludescher, the we-print-anything-
that-sells Editor of the Mirror-Inquirer. While heis atit, the GM
creates the Sunday Mirror-Inquirer headline, “S.T.A.R. LABS
BUILDS BIONIC BEASTS . . . THEY'RE AMONG US!!”just in
case it's needed.

6. What locations need to be created for the Subplot?

In creating a Subplot, there are two different terms used for a
group of locations. The area in which the Characters regularly
adventure is called the larger environment. The specific loca-
tions in which the Characters regularly interact is called the
general environment. As GM, you will deal most often with the
larger environment, but the Players will interact more often
within the general environment. Locations in the general
environment should be planned in greater detail than those in
the larger environment. The Players may surprise you by
deciding to interact with a piece of the larger environment you
have not detailed. If this happens, wingit and makethebest of it.

For example, if the Subplot occurs in a cemetery (part of the
larger environment), the cemetery would need to be detailed.
But what sort of detail? The amount of detail needed depends on
what will occur in the setting. If the cemetery setting is strictly
for enhancing a mood, the details may be sketchy. “The rows of
tombstones which stretch over the hill, theneatly trimmed lawns
and precisely pruned trees are the work of the living. But,
bleached with moonlight, cloaked in the cold night air, the
cemetery feels like a placefor, and of, the dead. ”’If the cemetery
is the scene of a crime where the Players’ Characters need to
search for information, the details will be different and more
concrete: ‘“The elm tree three feet to your right has a heaviliy
scarred trunk. A trail has been gouged out of the ground from
thespotwhereyou are standing to a gravesite 0 APs away, as if
a piece of heavy, angular equipment has been dregged from
here.”

The GM in the Grenadier example decides the action (at the
level of the general environment) will most likely take place at
ST.AR. Labs, which is a location he has already detailed. He
thinks that he will need to outline three more locations: the
home/headquarters of Eric Sandeen, the editorial room of the
Mirror-Inquirer, and the illegal casino that Dr. Molin frequents.
The GM guesses that the Grenadier would most probably search
for information at Eric Sandeen’s, and if combat takes place in
the Subplot it will most likely happen there. He sketches out a
floorplan with the necessary information (such as clues to
Sandeen’s illegal operation) as notes. The GM anticipates that
the confrontation at the editorial room will be verbal, so he
emphasizes the details which will give atmosphere to the
harried, cheap nature of the offices.

The Casino has information; any of the customers will tell the
Grenadier (as long as he is not in hero costume) that Eric
Sandeen will bail anyone out of his garmbling debts for a steep
price. The GM also notes the clue points if the Character uses his
Gadgetry or Scientist Skill (some of the games are rigged). The
toughs who are operating the gambling tables are some of Eric
Sandeen’s hired muscle. Sandeen is greedy. he sets up rigged
games and then loans the losers money at an exorbitant interest

rate, stinging them twice. The casino will need descriptions of a
floorplan, the toughs, the rigged games, losing patrons, and an
overal! feeling of desperation.

If creating the necessarylocations looks possible, go on to the
next question.

7. Whach of the other Player Characters could be involved in
the Subplot?

Try to involve other Characters in the Subplot, if at all
possibie. For the other Players, a One-Player Subplot is usually
asexciting as watching someone else read a comic book. To help
solve this problem, ®ne-Player Subplots may be resolved over
the course of many game sessions. Subplots in the comic books
do this; then a one-Character Subplot will suddenly be featured
for anissue. You should use DC’s hero-group comics as a rough
model for your Subplots; don’t give one Player attention at the
other Players’ expense.

Decide whether including other Players will enhance or
needlessly complicate the Subplot. The Grenadier’s Subplot is a
natural for aone-Character Subplot: after all, the Grenadier has
kept this secret from everyone but the ST.AR. Labs technicians
who built him. The other Characters do not know that the
Grenadier is anything other than the red-blooded all-American
guy he pretends to be.

Let's say that after some consideration, the GM decides to
include two other Characters: Foxbat and Echano.

Foxbat is a friend of the Grenadier’s. The GM decides to have
Dr. Molin call the group headquarters and “warn” Foxbat that
the Grenadier is under tremendous pressure and that, unless
observed closely and discreetly, the Grenadier will probably
become violent. In Dr. Molin’s opinion, the Grenadier would later
regret his violent action, but perhaps Foxbat could prevent his
friend from going nuts? The GM decides that Dr.Molinis afraid
of what the Grenadier may do to him when the Mirror-Inquirer
story hits the streets and hopes to have Foxbat around if the
Grenadier does anything rash.

The second new Character, Echano, will play a minor role
unless Echano’s Playermanages to makesome deductions of his
own. Echano is also an android Character, but his robotic
nature is known to the world because of an earlier Subplot.
While he was not built by ST.A.R., Echano does have a Low-level
Connection there. Echano will be contacted by S.T.A.R. Labs,
who wants to examine his programming, especially his “self-
concept software,” the portion of his beliefs which deal with his
view of himself as a machine. If Echano asks for any details, a
S.T.AR. technician will explain that one of the lab’s androids is
having a difficult time accepting the fact that he is not human,
and that he fears the android will harm Dr. Molin if a solution
cannot be found. If the Player of Echano compares notes with
Foxbat, the Characters should at least be suspicious of the
Grenadier’s true nature.

A Rule of Thumb

NotallSubplots need be thiselaborate, butsome may grow to
encompass an entire adventure in themselves: the Wedding
Issue of The New Teen Titans #50is a superb example of a story
which would consist entirely of Subplots being resolved or
rejuvenated. In other DC comics, Subplots will get only two or
three panelsin anysingle issue. Start with Subplots which can be
handled in short bursts which are linked from adventure to
adventure, rather than with a monster Subplot which squeezes
aside the main adventure. It will probably take Players a few
adventures to develop the personalities of their Characters to
the point where running a Subplot for a wholesession of gaming
will go smoothly.

If you have answered all of the questions above, then you are
ready to run the Subplot. You can tell the Player that you will run
his/her Subplot duringthe next session. Be sureyou know what
you are gettingyourselfinto, then go ahead and take the plunge.
@nce Players become directly involved in creating the story you
will be developing new ideas which would not have occurred to
you without their input, and the Players will be able to develop
Characters as lively as those in DC Comics.



What if a Subplot is too much work?

Being a GMis meant to be fun, even if there is work involved. If
filling out a Subplot is too much work to include in the next
session, and you think the Subplot is worth running, you can do
one of three things:

1. Ask the Player to modify the Subplot to make it less work for
you.

2. Ask the Player to do some of the work him/herself. This
works best if some of the locations or NPCs are neutral to the
Subpilot, i.e. if having the Player know the NPC or location does
not gwe the Player a significant edge in resolving the central
event of the Subplot.

3. Tell the Player that the Subplot will not work in the next
session, but promise to run it in one ofthe upcoming sessions. If
you do this, plan to run the Subplot some time no longer than
three sessions away.

If none of the above seems possible, then do not run the
Subplot. Tell the Player that the Subplot will be too much work
foryou.If you feel the idea was agood one,encourage the Player
to come up with a Subplot which would be a little less effort for
you.

E. GM-Suggested Subplots

AsGM,youmayseeopportunities for a Subplot which a Player
has missed or ignored. You may see ways of reviving a Subplot
which haslai'n dormant for several sessions, you mayhave a new
twist you want to add, or you may have an entirely new Subplot
you want to try out.

When you generate your own Subplot you go through the
same process as you would for a Player-suggested Subplot.

When you come up with a Subplot for a Player (or Players)you
have the advantage of working out all of the details before you
spring the Subplot idea on the Players. The disadvantage is that
the Player(s) may not like the idea. If a Player consistently
rejects your Subplots by “pulling the plug on the Subplot,” you
can either give up on the Subplot or the Player. Subplots are
easier to come by than Players.

Suggesting Subplots

A Player has the option to pull the plug on a Subplot at any
time. Therefore, it is a good idea to clear a Subplot idea with the
Players whose Characters will be involved in the Subplot. At the
same time, you do not want reveal all of your story before the
Players get their Charactersintoit, or else the sense of discovery
and involvement will be lessened. Giving the Players the infor-
mation they need, without spoiling the story, is done this way:

Tell the Players whose Characters will be in the Subplot the
following information about the Subplot: Subplot type, its
Severity, the Area of Consequence, the tone of the Subplot, and
the degree of the Subplot.

Subplot Type:

The type of Subplot falls under one of the categories listed
under III. Subplot Categories, later in this Chapter. The
categories are: family, friends, job, death guilt, secret identity,
secret past, power complication, public reputation, romance,
and, of course, miscellaneous.

Severity:

The Severity of a Subplot is similar to the severity of an
adventure, as described in the Standard Award section of
Chapter Seven. The three levels of severity, from least severe to
most severe, are temporary non-fatal, permanent non-fatal, and
fatal. If the worst consequence of the Subplot will tend to fade
over time, then the Subplot is temporary non-fatal. If the
Subplot could have consequences which will destroy a relation-
ship, cause a loss of friendship or a job, or other permanent
effect, then the Subplot is permanent non-fatal. If the Subplot
could result in the death of a Player Character or an NPC, then
the Subplot is fatal Very few Subplots in DC Comics have fatal
consequences. Avoid fatal Subplots in your campaign.

Area of Consequence:

The Area of Consequernce is the same as the Area of Con-
sequence of an adventure, as described in the Standard Award
section of Chapter Seven. Most Subplots have a Personal Area
of Consequence, but some may have local (or greater) Areas of
Consequence. For instance, a Character maybe urged to run for
mayor, or run a corporation with thousands of employees in
several cities.

Tone of the Subplot:

Is the Subplot serious? Is it funny or frivolous? Is it melo-
dramatic? Isit scary? Joyful? The toneof a Subplot is the primary
emotion or feeling of the storyin the Subplot.

Degree of the Subplot:

How lengthy is the Subplot? Will it take place during one
adventure, or will it continue for several adventures? The degree
of a Subplot is your guess as to how many adventures the
Subplot will take to resolve.

For example, Batman #383 had a Subplot in which the
Batman'’s goal was simply to get a good night’s sleep. Opposing
him was his own sense of duty asthe Batman, and a continuous
streamof events and thugsthat kept him awake. A GM could tell
a Player, “Hey, this miscellaneous Subplot is temporary non-
fatal, personal, has a humorous tone with a dash of serious
characterization, and adegree of one adventure.” The Player has
enough information about the scope of the Subplot to decide
whether s/he would like to playit or not. If s/he likes it, s/he will
tellthe GM toruntheSubplot. If s/he doesn’t, s/he will“pull the
plug” on it right there,beforethe GM has started running it in an
adventure.

F. Putting It All Together

When you have decided on all of the elements for a Subplot,
you have to put them into a framework, as you do with an
adventure.Draw up a rough sequence of events, noting when a
particular sequence is crucial. Qutline the central event. Then
build the other events,including the NPCs he will encounter, the
goal of the Player Character, and the setting. This may be a very
loose outline or a detailed description, depending on the
Encounter and your style.

These notes will help you run the Encounter. Put the informa-
tion in a form you feel comfortable with — don'’t feel forced to
follow the form given here.

The GM in the Grenadier example put his Subplot together as
follows:

Subplot:

Grenadier’s fear of being discovered as an android; Dr. Arthur
Molin’s gambling debts leading him to offer the sleazy Mirror-
Inquirer the exclusive on the creation of the Grenadier.
Background:

Dr. Molin is $37,000 in debt to Eric Sandeen, a loan shark. Dr.
Molin’s compulsive gamblingkeeps him losingan average of $700
aweek . . .it'sjustthathe hasdropped $20,000in the last month
onarealstringof“badluck”Eric Sandeen is asking for payment
ofthe entire debt by Monday of next week. Sandeen’s motivation
is to frighten Molin into giving him access to S.T.AR. Labs
technology. Scrambling desperately for the money, Dr. Molin has
contacted a college friend, Drew DeSilver. Dr. Molin is willing to
sell the story of how ST.AR. Labs is creating artificial life in the
form of humanoids with abilities far above human norm.
DeSilver realizes this storywould sell papersforweeks. The deal
is set for $25000 cash to be paid next Saturday, prior to
publication in that Sunday’s Mirror-Inquirer.

Subplot Timeline:
Encounter 1: Friday morning
Encounter 2: Most likely Friday morning
Encounter 3: Most likely Friday night
Encounter 4: Friday or Saturday
Article Publication: 1:00 am, Sunday Morning
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Encounter 1: The Bait

The Mirror-Inquirer headline: “S.T.A.R. LABS CREATING
SUPER-POWERED FREAKS!!" will appear Friday morning.
The headline should alert the Grenadier to the fact that his role
as a human hero is in jeopardy. All the Grenadier has to do is
pickup on theinformation in the article. He should then take the
initiative.

Simultaneously (in game time), Foxbat will be receiving his
call from Dr. Molin warning Foxbat of the Grenadier’s instability,
and Echano should receive the request from S.T.A.R. Labs to
allow them to examine his self-concept software.

The sequence of the first Encounter is: Grenadier, Foxbat,
Echano. If the Grenadier ignores the Mirror-Inquirer clue, Dr.
Molin will blurt out something like ‘that newspaper story could
really upset the Grenadier’ to Foxbat. It is entirely up toFoxbat
what he does with this information.

Note: If the Grenadier does not pick up on any of the
information, then the Subplot stops. As Grenadier's Player
suggested the Subplot, he should be alert for clues about it. If he
misses it, delay the Subplot until next session — and have the
article and the due date of the repayment be reset to fit the next
session. If the Grenadier does not pick up on the first Mirror-
Inquirer story,other media will pick it up as a “is this really true,
or strictly an attempt to hype sales?” story. If the Grenadier
misses these clues, his identity as an android is published.

Maps: not needed.

Clues And Information: as given.

Other Characters: as described.

Encounter 2: To Catch a Falling S.T.A.R.

The Grenadier will probably go to one of two places: S.T.AR.
Labs or the editorial offices of the Mirror-Inquirer. The Mirror-
Inquirer staff will be Hostile towards the Grenadier and will tell
him to go away. Drew DeSilver, the reporter coveringthestory, is
not here.

At ST.AR. Labs, Drew DeSilver is interviewing Dr. Molin,
gathering the information for this Sunday’s paper. Drew
DeSilver is posing as a subcontractor from a firm called
Futurbotics in order to gain access to Dr. Molin. As Dr. Molin is
revealing company secrets, he will be fired if S.T.AR. finds out
that he is feeding the information to the Mirror-Inquirer.

Dr.Molin has not yet revealed the Grenadier's secret. Dr. Molin
will terminate the interview in order to speak with the Gren-
adier. Molin will be nervous and evasive. He will try to divert the
Grenadier’s attention to the problem of hisdebt toEric Sandeen;
if the debt is taken care of, there will be no need for DeSilver's
story. Dr. Molin hopes the Grenadier can help him with Eric
Sandeen. He will admit to his gambling debts but will deny
talking to the Mirror-Inquirer.

If Foxbat is present, Dr. Molin will be much calmer. He will
always prefer to meet with the two heroes together than to meet
with the Grenadier alone.

Maps: S.T.A.R. Labs map, editorial office sketch.

Clues and Information: If a Character investigates DeSilver’s
connection with Futurbotics (either through the Justice Cru-
sader computer or by calling Futurbotics) he will discover that
DeSilver does not work there.

The Mirror-Inquirer will admit that DeSilver is one of their
reporters . . . one of their best.

QOther Characters: Foxbat is optional. Echano is idle, unless
invited along by Foxbat or Grenadier.

Encounter 3: Rolling the Dice

Dr.Molin will want to go tothecasinowith Grenadier, to show
him Eric Sandeen’s operation. However, he will go alone on
Friday evening if the Grenadier has notyetshownupatS.T.A.R.
tabs.

If the Grenadier shows up at S.T.AR. Labs looking for Dr.
Molin afterheisgone, alab technician will tell him where hecan
be found: Dr. Molin’s gambling addiction is a poorly kept secret.

Atthe casino, the Grenadier will be not be allowed in if he arrives
in his hero costume. If in street clothes, he must arrive with a
“host,” such as Dr. Molin, or he will be denied admittance. The
hero or heroes will have to gamble or they will be asked to leave.
If afight ensues, and Sandeen's musclemen lose, Sandeen’s boys
will take it out later on the “host” who came with the heroes. Dr.
Molin is aware of Sandeen'’s thugs, so he willaskthe heroes to be
on their best behavior.

Maps: Casino

Clues and Information: The games are rigged (OV/RV of 6/6
against Perception Checks). Gambling is illegal in this city, so
there is no evidence linking Eric Sandeen to the casino, just
innuendo.

Troubleshooting: The goal here is to obtain evidence on
Sandeen. Possible solution: gamble, lose big, and borrow from
Eric. Record the transaction. Be open to Player suggestions on
other solutions.

Other Characters: Foxbat could be at the Casino. Echano
should have an appointment at S.T.A.R. Labs for the same
period in which Dr. Molin is at the Casino. Remember lab techs
will givereasonsforthe testing if Echano asks, giving clues tothe
faet that Grenadier is an android.

Encounter 4: Double or Nothing

At some point, the Grenadier will probably go to Eric
Sandeen’s. Sandeen’s toughs will admit the heroes if they are in
costume, but will not allow the heroes in if they are in street
clothes (unlessthey are here toaskfor aloan). If the heroes are
in costume, Eric will be slimy and ingratiating, professing how
much he admires the heroes and their work.

While he is talking, Sandeen will have one of his toughs in
another room call the police. Once the phone call is made,
Sandeen will ask the heroes to leave the house. If theyshow any
reluctance to do so, the toughs will jump them. Sandeen does
not expect them to win, merely to have the police arrive to find
the house in shambles and the heroes inside; he wants the
heroes arrested and out of the way . . . Eric does not want any
interference when he is so close to S.T.A R. Labs, so close to the
“big time.”

Ifthe heroes arein plain clothes, Eric will be arrogant, setting
outrageous terms for the loan. If the heroes reveal their heroic
identities at this point, Eric will panic and order his thugs to
attack. After the first phase, or whenever it becomes apparent
that the thugs are going to lose, a remaining (conscious) thug
will offer to testify if the heroes will just leave him alone. If the
heroes agree, then Eric will be arrested and Dr. Molin’s debt will
be wiped out.

Unless they dothisbefore 8 p.m.Saturday evening, theywill be
too late to stop Dr. Molin from telling the full story to Drew
DeSilver.

Map: Eric Sandeen’s home and headquarters.

Clues and Information: If the heroes get a loan and record
the transaction (on tape, via hidden microphone, whatever)
they can go to the police and have Eric Sandeen arrested. This
solution requires no fighting at all.

In a hidden compartment in Sandeen’s desk (OV/RV of 3/3
against a Perception Check to spot it), there is a large notebook
which records the loans and repayments. This is evidence of
Sandeen’s loan sharking operation.

G. Running Subplots

Subplots are set up for role-playing. The mechanics involved
will be secondary to the story. Have fun: act a little outrageous
when you are role-playing an outrageous Character. Move the
story along with your own role-playing, parcelling out the infor-
mation and the plot twists, Let the Subplot develop from the
interaction of your Character and the Players’ Characters. You
may even want to forget you have the Action Tablefor awhile.

When running Subplots you should remember that they are
Subplots. If you do not want Subpiots to bury your adventure
you will have to keep a tight rein on the number of Subplots



active at anyone time. If you want some help with pacing, check
out your favorite DC Comic. How much space is spent on
Subplots and how much is spent on the main adventure? Are the
Subpiots and the main adventure connected or independent?
The DC HEROES RPG gives you the opportunity to create and
participate in the kind of stories you enjoy reading. Use those
stories as your guide.

Following the Story

The story in a Subplot can go just about anywhere after the
first couple of Encounters, depending on where the heroes have
been and what they have done. Try to keep the action centered
to the locations you have detailed. The Players are bound to
come up with possible connections and solutions diff erent from
yours. If their solutions lead to dead ends, let them know. If the
Players try something original, try to accommodate them.
Develop the art of “winging it.”

When you are winging it, use the framework of your larger
environments to help you. Keep a pad of paper handy to take
notes on what you tell the Players. This will help prevent the
“Gee, last time Mr. Osmond’s mom was dead. Why is she alive
now?” syndrome.

Turning a Subplot On and Off

Youcan turn Subplots on and off. Cutting off a Subplot means
directing the focus of the game elsewhere, such as back to the
main storyline. In comics, this is the panel which reads “mean-
while, somewhereelse in the Universe...” Try to give the Subplot
scene a logical breaking-off point, and then inform the Player
that the Subplot is being turned off for now. As your Game-
master skills improve, you will have a better story-sense which
will help you decide when it is appropriate to turn-off a Subplot.

The Art of Fading Out

You are in the middle of a Subplot, things don’t go as expected
and a Player pulls the plug on the Subplot. Now what do you do?
You take the story to a point where you can turn it off, and
return to the main adventure. After the session, you have to
figure out a way to erase the effects of the Subplot, had it
concluded. This is called “fading out” the Subplot.

In the Grenadier Subplot example, assume that after
Encounter 1, the Player changes his mind, and pulls the plug.
Muttering under his breath, the GM decides to “fade out” by
having S.T.AR. labs trace the leak to Dr, Molin, and threaten to
fire him if he breathes another word to DeSilver. The
administrators of the lab then lean on the Mirror-Inquirer to be
quiet, money and high-tech gear change hands, and Eric
Sandeen is mollified. Now all the Grenadier has to worry about is
a few thugs with the firepower of a battalion or two.

If a Player does not pull the plug often, and does in a Subplot
which is becoming uncomfortable, do everything you can to
wrap the Subplot up neatly without involving his Character. If a
Player pulls the plug only when a Subplot is net working out the
way he wants it to, stop running Subplots for himn . . . but do fade
out the last Subplot he was in.

It is not fair for a Player to pull the plug on a Subplot in the
fmal Encounter. Tellthe Playerthat you willturn off the Subplot,
but its consequences cannot be avoided at this point. You can
work out the details of the consequences after the session is
over.

Fading out is a good way to avoid Subplots with fatal
consequences. Death is an awfully tough thing to undo. If the
consequences are non-fatal, thereis usually some way to recover
from the Subplot.

H. Problems And Solutions

What do I do with Players who just went to use Subplets to
gain a few extra Hero Points at the end of an adventure?

Just because the Player has a Subplot written down on
his/her Character sheet, and then tells you s/he is running that
Subplot this session of the game, is not enough to give him/her
the Hero Points for the Subplot. Even if the Player grudgingly
performs an action which could be part of a Subplot, this does

not mean s/he earns the Hero Points for a Subplot.

For example, Dave has a Character with a Family Subplot: his
mother is ill with a disease which requires extensive hospital-
ization, and she wants to have her children see her. Dave cannot
simply declare that he is running his Family Subplot, fly to the
hospital, say “Hi, Mom,” and then fly off to battle and expect an
award for his Subplot.

A Subplot assumes furst that the Subplot storyline is import-
ant to the life of the Character. Second, a Subplot is intended to
increase the role-playing interaction between the NPCs and the
Player’s Character. Neither statement is true of the fly-by
example.

A good rule of thumb to use when awarding Hero Points for
Subplots is this: If the Subplot 1s not important enough to the
Player tohave him/her devote the same effort and game-time as
he would to a dangerous encounter with a villain, then it is not
worth awarding Hero Points for the Subpilot.

Since you may be the only one in your group to read this
chapter, you may have to coach the Players on playingSubplots.
Once they really start playing Subplots you won’t have this
problem.

What do I do with the ‘I become emperor of the world”
Subpiots suggested by a Player?

When Players come up with Subplots they will naturally put
themselves at the center of attention. Very often the Subplots
will have a positive impact on the life of the Character. The
Grenadier example was unusual; the Player of the Grenadier
wanted to play out Subplot involving one of his Character Flaws.
But listen to Subplot suggestions for the story element con-
tained in them; even the most self-centered suggestion mayhave
the kernel of a really interesting story. You do not have to run a
Subplot you do not like.

How many Subplots should I run at once?

Remember your main story. Make it a conscious choice when
you accept a slew of Subplots for a session or series of sessions. If
they are run correctly, Subplots will take time — time which will
not be spent on the main storyline. If you have a greatvillain and
a terrific story to set him in, you may want to reduce the number
of Subplots you run in the sessions in which that adventure
takes place. You may want to put all of the Subplots on hold.
They do in DC Comics.

If you decide to run more than one Subplot, it is strongly
suggested you run no more than 3 at once. Three Subplots is
usually pushing the limits of Player boredom and GM confusion.

What can I do about Subplots which are ruined by one
Player’s miserable dice roll?

The DC HEROES RPG is a game with elements you cannot
control. The dice just do not behave sometimes. Tryto adjust for
possibly wild dice rolls by developing Subplots which are not
dependent on therollsof the dice. You don’thavetotakeout the
uncertainty factor completely — just make allowances for it. If
Jjust one roll of 2 or 21 will ruin the story, think about modifying
the story to give yourself more of a cushion against Players’ luck.

What can I do about Players who are floundering in a
Subplot?

Ifthe Playersare missing a vital clue, tryto give them hints. An
NPC may know a little bit more than you originally planned. If
they keep bumping into dead ends, create a way to get them
back on the correct path. If the Players keep wandering off on
the fringes of a Subplot, turn it offand direct the Playersbackto
the main adventure.

Why do Players always pull the plug on my Subplots?

When you are developing your own Subplots, evaluate them
from the Player’s standpoint. If you are developing Subplots
which constantly have a negative impact on the Characters,you
will either lose the Players or end up with a depressed group,
neither of which is much fun. Have an evenhanded approach.

Keep an eye out for Subplots which haveslept long enough to
be interesting again. Be prepared to retire some which have
worn out, and nyect a new Subplot every once in awhile. By
varying the Subplots you increase the Players’ interest, so they
will be more willing to play through a Subplot.

59



60

Il. Playing Subplots

Your Character can savetheuniverse time and time again, but
can he keep a job? What does his family or co-workers think
when he disappears for days at a time? What about his
girlfriend?

Comic book stories deal with more than the ever-present
threat of the villains. They deal with the everyday lives of the
heroes and how they cope with the world. In many cases, these
stories can become just as important as whether or not the
villain can be stopped.

In the DC HEROES RPG, this can be an exciting part of any
game session. You, the Player, can create your own Subplots by
using the guidelines below. You get to write some of the ongoing
saga of your Character instead of just letting the Gamemaster
have all the fun. A Subplot is a way for you to directly participate
in the creation of the story in which your hero is the central
figure.

The goal of Subplots is to give your Character a life of his/her
own that is independent of the everyday grind of bashing
villains. But there is an added incentive: role-playing Subplots
can earn your Character, and other participating Characters,
Hero Points (see Standard Awards in Chapter Seven).

A. Creating A Subplot

Subplots are chosen by category. These categories are listed
later. You may choose as many Subplots as the GM will allow,
although in the beginning, it’s probably best to choose one
Subplot per Character.

Itis not necessary to choose Subplots when you are designing
your Character. Subplots maybe added after Character Design
— if they do not contradict existing facts about the Character.

Each Subplot is subject to the approvai of the GM, and he will
often add new elements to the Subplot to help it.

Take the time to work out a Subplot with your Gamemaster.
Talk with your fellow Players as well. Maybe two or three people
can share the same basic Subplot or link their own Subplots
together.

It is important to cooperate with the GM and the other Players
when you are role-playing Subplots. Otherwise, no one will have
any fun while you are off writing your own story. The DC
HEROES RPG is a cooperative game: the more people involved
with your Subplot the better. Also, the number of Hero Point
awards is greatest for cooperative play. Once you've chosen a
Subplot, outline the basics of the story.

If there is one basic rule for creating Subplots, it is: Start
slowly. Don’t try to cram everything in during the first few
sessions. Keep it simple, and let the Subplot be created as you go
from adventure to adventure. In the beginning, just pick one of
the basic categories listed below and ask yourself a few basic
questions like:

1. Who is involved tn my Subplot?

List all the people who will be in thisstory. Tryto describe each
of them in one or two sentences. At first, use only two or three
people in any one Subpilot.

2. What is currently happening in the Subplot?

What will happen in the Subplot that will test your hero? How
does the Subplot hinder or help your Character’s actions?

3. What are the Character's feelings?

Think about how the Character might feel about what's
happening to him. Does the Character realize how NPCs and
other Characters feel? Does the Character have any particular
course of action planned in the Subplot?

The Gamemastering Subplots section earlier in this chapter
has more information on Subplots. If you are stuck, read that
section again for advice on coming up with interesting and
playable Subplots.

B. Playing Your Subplot
OncetheSubplotiscreated,itisup tothe GMtointroduceit
into the play of the game. If the GM is busy with the main
adventure, s/he might not havetime for a Subplot. On the other
hand, a whole game session could be nothing more than an
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elaborate Subplot involving
everyone in the group.
Other times, the Subplot
could be wrapped up with
the main adventure. In
any case, here are some
rules to follow while play-
ing Subplots:

Subplots can have more
than onesolution. Subplots
should not, like the main
adventure, have only one
way of ending. You are
never lockedintoa solution
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neat and tidy resolutions,
Subplots can continue for
many adventures without
being resolved, or they can
resolve themselvesin unex-
pected or surprising ways.
pected or surprising ways.

Subplots can be positive
for Players and NPCs. In
the main adventure, your
Character is usually up
against abunch of maniacs
trying to take over the
world (or at least large
chunks of it). It is often a
life and death situation
with only one victor: hope-
fully you.

Subplots are different.
Everyone can “win” in a
Subplot. Sometimes there
are no winners and no
losers — just fun, For
example, in “A Night in the Life of Batman” in Batman #383, a
whole Subplot wasbuilt around Batman trying to get some sleep
after a long night of fighting crime. No life or death struggle there
— and role-playing this scenario could be really fun. You do not
have to compete with NPCs in the Subplot as you do with the
villains in the main adventure.

Subplots can be frivolous, melodramatic, even silly. Usually,
the main adventure is pretty serious. The Subplot can be
anything: sad, happy, weird, intense, or even bland. The more
positive a Subplot is, the more fun you'll have.

C. Pulling the Plug

Subplots should be fun, not morbid or cruel. If you don’t like
the way the GM is running your Subplot or if you are just bored
with it, just “pull the plug” and refuse to accept the GM’s
judgement. You cannot use this rule to change what has
happened in past gaming sessions, but any Subplot event that
has just happened can be negated.

For instance: The GM announces that your girlfriend is
murdered bythevillain. If you feel thisistoomuch and no fun to
play, simply saythat you refuse to accept this event.

On the other hand, if at the start of the adventure you
accepted the fact that your girlfriend was kidnapped by the
villain, you cannot suddenly change your mind and say she isn’t
captured. But if the Gamemaster has the villain tie her to the
nose cone of a nuclear missile — you can “pull the plug” about
her new situation.

The Gamemaster can also “pull the plug” if s/he feels the
Subplot is out of his/her control. Thls can happen at any time
and for any reason.

If the plug is pulled and the Subplot is killed, you and anyone
else in the Subplot are not eligible for any Hero Points gained by



-« WHICH IN THIS
| CASE MEANS INSPIR-
ING MR. WAYNE
TO A RoMANTIC

WHILE THE ATTENTION IS
EXTREMELY ALATTERING,
LADIES, ALFREP INFORMS
ME THAT A VISIT TO THE
WINE CELLAR 1S IN
CRPER

--I'VE GOT A @00P MINDP
TO STRAIGHTEN YOUR CURLS
WITH THIS GLASS OF

ACTUALLY, I'M ONLY
—.| DOING WHAT ANY
GOOP ASSISTANT
DOES -- HELPING [
HER BOSS ATTAIN A
HER GOALS... A

THE ONLY SURFRISE,
= YOU ASK ME, 1S THAT OUR
{0ST S7/L HASN'T ASKED
ICKI VALE TO A4RRY HIM .

CHAMAAGHE,

I HOPE--IT

SEEMS BOSS
VALE HAS

NOT FOR YOUR
MOP, 1 DON'T/

WHY, YOU PEAR,

SWEET, RAZOR-
TONGUED

SHE- WOLF -

playing that Subplot, but there isno penalty for pulling the plug.

Sometimes, you might not want to completely stop a Subplot,
but just put it on the “back burner.” Talk it over with the
Gamemaster; s/he might award some Hero Points for partially
completed Subplots.

lil. Subplot Categories

This section lists the basic categories for Subplots. Some
Subplots may be natural to a Character due to his/her Draw-
backs, or they may spring right from your mind without
affecting the basic structure of the Character’sdesign at all. The
followinglist is not intended to be all-inclusive or limitingto your
imagination, but to give you a few ideas concerning some of the
most comonly used Subplots. If you create a different Subplot
and the GM approves, use it.

Criminal Past

The Character has been a criminal at some time in his past.
This may cause problems with the police, the media, the public,
or other heroes. Even though the Character has reformed,
others may not be ready to forgive and forget that Character’s
past mistakes. It is also possible that a villain will try to recruit
the Character, which is certain to raise eyebrows.

The Character may try to hide his past, or he may try to
improve his image by performing good deeds. He may try to deal
with his past in any way he chooses, but he will not be able to
ignore it.

If you choose this Subplot, determine the extent of the
Character’s criminal career, who his associates were, and why
he turned from a life of crime.

Secret Past

Like a criminalpast, asecret past assumes that the Character
has a secret that s/he wishes to keep undercover. The secret
could be anything from a person who is trying to kill the
Character for an Imagined or real insult, escapingfrom a mental
institute, or coming back from the dead, to a Character who
lived in a Tibetan monastery. This Subplot may also be associ-
ated with a Dark Secret Drawback.

A Character will most likely try to hide his/her secret past, but
it could come back to haunt him/her. people from his/her
former life could appear, or others might insist that they help
him/her, even to the detryment of his/her new friends.

If you choose this Subplot, work out the details of the former
life and the lives of those people who might have been part of it.
You should also have a reason why s/he left the former life.

Death Guilt

At some time during the Character’'s career, s/he killed
someone accidentally, or maybe s/he feels responsible for
someone’s death. This guilt affects his/her ability to fight crime,
making him/her constantly doubt his/her worth and his/her
ability to do the right thing.

Death Guilt is a good example of the Guilt Drawback, and it
might prevent the Character from using force in situations that
resemble the one s/he feels guilty about. Death Guilt may also
cause the Character to become obsessed with the well-being of
another Character whom s/he wishes to protect from dying
under circumstances similar to the first death.

Death Guilt may be used as a Subplot as a result of one
Character accidentally killing another Character during the
game or being unable to prevent the death of another Player’s
Character.
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If this Subplot is chosen with the Guilt Drawback during
Character Design, decide who was killed, outline the circum-
stances of the death, and determine how widely the circum-
stances are known.

Enemies

An Enemies Subplot is a continuing series of confrontations
between the hero and his/her adversary. The adversary is not
necessarily a villain, but can be someone who is continually and
callously interfering in the hero's life: a snoopy neighbor, a bully
who torments the hero’s alter-ego, or alaw enforcement official
who does not like self-appointed champions of justice. This
Subplot may involve a villzain or villainous organization that is
out to get the hero. Describe the relationship between the enemy
and your Character, and how long the antagonism has been
going on.

Family

There are several possible Family Subplots. Here are a few
suggestions.

1. The Character is an orphan, with all of the insecurities that
come from losing one'’s parents.

2. The Character is adopted, and he wants to find his/her
biological parents.

3. The Character has a relative who is dependent on him for
financial and/or emotional support.

4. The Character is the “black sheep” of the family. He resents
his estrangement and is suspicious of the intentions of any
group of people that might resemble a family, especially groups
of heroes.

5. One of the Character’s parents or close relatives is a villain.
S/heisn't certain where his/her loyalty lies and is torn between
claims to his/her loyalty.

6. One of the Character’s parents or older siblings is a well-
known heroic Character. S/he lives in the shadow of the other’s
reputation, in his/her attempts to become an individual.

If you choose a Family Subplot, describe the Character's
family relationship to the GM.

Friends

A Friend Subplot revolves around the relationship between
the Character and one or more of his/her friends. The
possibilities include the following:

1. The friend is being harassed by a villain or his/her
henchmen, and needs help, even though it will distract the
Character from his/her main goal in the adventure.

2. The friend is related to a villain who constantly plagues the
Character, The friend is torn between family loyalty and his/her
friendship with the hero.

3. The friend has a serious personal problem that cannot be
overcome with any of the hero's Powers and Skills. If the
Character helps his/her friend, s/he will have less time to devote
to the adventure. ]

If you choose a Friend Subplot, describe the friend and
his/her relationship to the hero. Friend Subplots work well even
with groups of people.

Job

Job Subplots can come in many different varieties. In most
cases, theyshould center around the occupation that you have
chosen foryour Character. Here are some ideas for Job Subplots:

1. Heroing is complicating the Character's personal life.

2. Financial problems require the Character’s attention.

3. A rival for his/her job is making a bid for the Character’s
position in his/her absence.

4. The time the Character spends on heroic activities makes it
difficult for him/her to hold down a responsible job.

If you choose a Job Subplot, tell the GM how it relates to the
Character’s Occupation and Wealth, Remember to mention any
important co-workers,

Power Complication
Something has gone wrong with the Character’'s Power, and
there is a harmful side effect to using it. Maybe the side effect is
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curable if the Character can figure out a way to get the problem
treated. The Character must find a solution before he loses the
Power altogether and is either forced to retire or is killed by the
side effect.

If you choose a Power Complication, outline which Power(s)
is/are affected, and describe the side effect. At first, the side
effect should be minor, but, as the condition worsens, the
Character needs to pay more attention to the problem.

Note: the GM could decide to give the Character extra Hero
Points if the complicationsbecome permanent. Thisis totallyup
to the GM, however.

Public Reputation

The Character considers his/her reputation important, so
threats to his/her good name receive a high priority. What
would your Character do if villains or sleazy reporters try to
undermine his/her reputation?

If you choose this Subplot, brief the GM on your Character's
reputation, and how s/he tries tolive up to it, as well as who is
trying to tarnish the hero’s good name.

Remember that if you choose too awesome areputation,your
Character will be hard put to live up to this exalted image and
lose a lot of face very quickly.

Romance

A love interest can affect the Character in several ways.
Perhaps s/he must protect his/her loved one from villains. Or
s/he might have to plan his/her time carefully so that s/he can
spend a few precious hours with his/her loved one.

How does the Character feel about the fact that s/he has
abilities far above those of ordinary people, and yet is involved
with an ordinary person? How completely can s/he confide in
the one s/he loves? Do they love each other equally, or is it
unrequited love?

If you choose Romance, describe the NPCs involved in the
Subplot and their relationship to the Character, including the
duration and sertousness of the relationship.

Secret Identity

With a Secret Identity Subplot, the Character chooses the
Secret Identity Drawback during Character Design to separate
his/her heroic deeds from his/her more normal lifestyle. The
difficulty of maintaining a Secret Identity is the mainingredient
of this Subplot. How secret is his/her identity? Does anyone
know who s/he reallyis, and if so, how manyshare the secret? Do
any villains know the secret? How might his/her “normal life”
friends be endangered if his/her Secret Identity is revealed?

If you choose a Secret Identity, describe the Character’s
normal identity, and tell who, if anyone, knows the Character’s
Secret Identity.

School

Saving the world on a consistant basis can eat away at study
time, and facing life-threatening situations can make one forget
about upcoming exams. For some reason, teachers and pro-
fessors do not seem to understand this.

A School Subplot involves the Character’s effort to stay in
school long enough to finish his/her education. This type of
Subplot should be discussed with the GM.

Wealth

There are basically two types of Wealth Subplots: sudden
fortune and sudden bankruptcy. In a sudden fortune Subplot,
the Character comes into a large sum of money without
warning, causing him/her to have to deal with the sudden influx
of money. If you choose the sudden bankruptcy Subplot, your
Characterloses all of his/her money due to some uncontrollable
event, and must somehow learn to get along without his/her
previous financial reserves. Be sure to consult with the GM on
this Subplot, so that the Character's Wealth rating can be
adjusted accordingly.

Miscellaneous
Discuss any other Subplot ideas you may have with the GM.
They may fit nicely into an adventure.
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I. Negative APs

What happens when a calculation using the AP system
reaches a negative AP value? For instance, suppose Jimmy Olsen
istrying to push a car that will not start. Jimmy’s STRis 2, and the
car has a weight of 6 APs. According to the equation: Distance =
STR - Weight, Jimmy can move the car a distance of -4 APs per
phase; but how far is -4 APs? He certainly is not pushing it
backwards at forty feet per second!

Negative APs do not stand for negative amounts; they repre-
sent fractional values. Each -1 AP reduces the base value of the
measurement system by half, just aseach +1 AP doubles the base
value. Therefore, -1 AP of distance is equal to 5 feet (half of 10
feet),-2 APs of distanceisequal to 2 ‘4 feet (half of five feet), and
so on. -4 APs of distance, then, is equal to about six inches,
meaning Jimmy could push the car about six inches per phase.

A Benchmark Table of negative AP measurements for some
commonly measured quantities is as follows:

Negative AP Benchmarks

APs Distance Weight Money
0 10 feet 50 pounds $25
-1 5 feet 25 pounds $12
-2 2 1 feet 12 pounds $6
-3 1 foot 6 pounds $3
4 6 inches 3 pounds $1.50
-5 3 inches 1 % pounds 75 cents
-6 1 % inches % pounds 25 cents
-7 % inch 6 ounces 10 cents
-8 1 centimeter 3 ounces 5 cents
-9 5 millimeters 1 ounce 2 cents
-10 2 % millimeters 1% ounce a penny

Negative AP values, like the positive AP values, often callupon
the Players toexercise common sense. Can Batman really throw
a quarter pound hamburger with a welght of -7 APs, a distance
of 4 miles? Of course not. The GM should feel free to overrule any
actions that common sense tells him/her are impossible.

A value of -100 APs represents absolute zero. If a Character
can ever reduce an object’s Current Bopy Condition down to
-100 APs or lower, it ceases to exst: nothing, not even particles
or atoms, remains.

Il. Effect Units

Note: The complicated ideasfound here are the mathematical
foundation upon which the APsystemrests, but are unnecessary
to understanding the game.

An Effact Unit, which is 0 APs, is the base value for measure-
ment on the EffectChart. The following measures are the upper
limits of one Effect Unit (0 APs) and their real world equivalents.
They are given here to help you use the Effect Chart.

Measure Amount Metric
Weght 50 pounds 25 kilograms
Distance 10 feet 3 meters
Volume 1 cubic foot 25 liters

Time 4 seconds Not applicable
Money $25.00 Not applicable

The Effect Chart

The Effect Chartthatfollowsis used to translate APs to Effect
Units of real world measurement. Often, this is not necessary,
since the Action and Result Tables are set up to use APs, which
in turn produces a result in APs (the RAPs). Sometimes,
however, you may need to “translate” real world measurements
into APs (How many APs does the Daily Planet Building weigh?),
or turn APs into real world units (How far is 6 APs?). The Effect
Chart can be used to do this.

Units

The number of Effect Units and their equivalent in APs is
called the Effect Unit Multiplier. The number of APs is equal to
the Effect Unit Multiplier found below it on the chart. For
example, 0 APs is equal to 1 Effect Unit, 5 APs is equal to 30
Effect Units, and so on. If the measure in question were we'ight,
then 5 APs is 15600 pounds (50 pounds times 30 Effect Unit
Multipliers equals 1500 pounds); if it were time, 5 APs is 120
seconds or two minutes (4 seconds times 30 Effect Unit
Multipliers equals 120 seconds); and so on. The Effect Unit
Multiplier is the upper limit of a range of Effect Units. The range
of an Effect Unit Multiplier is from 1 unit more than the next
lower Effect Unit Multiplier up to the highest Effect Unit
Multiplier. For example, the Effect Unit Multiplier 30 coversthe
range of Effect Units from 16 to 30.

Multiples

The top row of the Effect Chart only goes from 0 through 9
APs. Sohow areyousupposed to figure out what 14 APs weigh?

Take the units (farright) digit of the AP value that you wish to
find the value for and look up the corresponding Effect Unit
Multiplier, which in this case is 15. You then multiply this
number by the Effect Unit Multiplier that is across from the APs
remaining (in this case 10); the Effect Unit Multiplier of 10 APs is
1000. 15 times 1000 is 15000, so 14 APs is 15000 Effect Units,
which is 750000 pounds, or 375 tons.

UNITS

APs O 2aI3 I 5 N6 s TS g
Effect Unit Multiplier 1 2 4 8 15 30 60 125 250 500
MULTIPLES

APs Effect Unit Multiplier
10 1,000
20 1,000,000
30 1,000,000,000
40 1,000,000,000,000
50 1,000,000,000,000,000
60 1,000,000,000,000,000,000
70 1,000,000,000,000,000,000,000
80 1,000,000,000,000,000,000,000,000
90 1,000,000,000,000,000,000,000,000,000
100 1,000,000,000,000,000,000,000,000,000,000

APs and Effect Units

Find the number of APs on the APs row. The Effect Unit
Multiplier below is the number of Effect Units for those APs. If
there are 10 APs or more, find the Effect Unit Multiplier of the
units (far right) dgit and then multiply the result by the Effect
Unit Multiplier of the number of APs by which you exceeded the
units digit. (see Multiples, above).

Effect Units to APs

If you know that a tank welghs 50 tons and a Character is
trying to lift that tank, how do you know how many APs it
weighs?

First,convert the real world weight to Effect Units of weight by
dwviding the total weight by the equivalent of one Effect Unit (in
this case, 50 pounds). There are approximately 40 weight Effect
Units in a ton, so a tank weighs 2000 Effect Units.

Second, size the number of units to fit the Effect Chart. The
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largest Effect Unit Multiplier is 500, so there is a problem in
calculating the tank's weight. When you are faced with this
problem, strike off three digits from the number of Effect Units,
JSrom right to left. Continue striking off groups of digits until the
remaining number of Effect Units is smaller than the Effect Unit
Multiplier. For every group of digits struck, add 10 APs to the
APs determined below.

The tank weighs 2000 units. Striking three digits at a time
from the right to left leaves you with a 2. Two is smaller than
some Effect Unit Multiplier, so you stop this step, remembering
to add 10 APs to the APs found in the third step below.

Third, find the Effect Unit Multiplier which is equal to or
greater than the (modified) number of Effect Units. Above this
Effect Unit Multiplier are the APs of the Effect Units.

The 2 from steptwo is an Effect Unit Multiplier of 1 AP, so the
tank weighs | AP plus the 10 APs from step two, foratotalof11
APs.

Confused?

Donot worry about being precise. Precision is for math exams,
not for role-playing games. The Effect Chart is used to give a
ballpark figure with which you can play the game. It is more
important to come up with a number quickly than to come up
with the absolutely correct number. After a while, you will be
able to eyeball the Effect Chart and come up with numbers
which are close enough for your purposes.

I1l. The Action and Result Tables

Ifthe AVand OVofan Action Check are different values, but
fall on the same Column on the Action Table before any Column
Shifts are applied, the Player may subtract 1 from the Success
Number if the AV is higher, or must add 1 if the AV is lower.
Success Numbers can never be reduced down to less than 3 in
this fashion.

Consequently, if the EV and RV of an Action Check are
different values, but fall on the same Column of the Result Table
before any Column Shifts are applied, the acting Player may add
1 to the RAPs earned by the Action Check if the EV is higher, or
must subtract 1 if the EV is lower.

This rule helps guarantee that an edge in APs willalwaysmake
a difference while performing actions.

Example: Suppose a Character with a DEX of 6 and a SIR of 5
is trying to punch a Character with a DEX of 5 and a BoDy of 6.
Since boththe AVand OV ofthe action fall on the same Column
on the Action Table (the 5 to 6 Column) and the AV (the
attacker's DEX) is higher, 1 is subtracted from the normal
Success Number, leaving a final Success Number of 10. Since
both the EV and RV fall on the same Column of the Result Table
and the RV (the defender’s BODY) is higher, 1 is subtracted from
the final RAPs earned by the Action Check (regardless of
Column Shifts).

IV. Hero Points

The Gamemaster may allow the Players to spend Hero Points
to alter the actual playing environment to suit their fancy.
Suppose, for example, that Solomon Grundy is fighting Hawk-
man in a lab, and Grundy is choking the Winged Wonder over a
labtable. At this point, the Hawkman Player might ask the GM,
“How many Hero Points would it cost me to have a conveniently
placed beaker of acid lying on the table behind me that I can
grab and throw into Grundy's face?”

All such alterations must make logical sense and are subject
to strict GM approval. The Hero Point cost for the alteration is
also up to the GM; a minor alteration, as in the Hawkman
example, might cost 5 to 10 Hero Points, while a major alteration
like, “How many Hero Points would it cost to have awitness that
just happened to see the entire crime come up and volunteer
information?” might cost as much as 50 or 100 Hero Points, or
may even be rejected by the GM altogether.

V. Surprise Tactic Bonus

Combat in the comics is generally a high-strung, fanciful
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affair. It is rare for two comic book combatants to simply come
out punching and kicking. Generally, comic book characters like
to try things like shooting the supports out tocave the roof in on
their opponent, orbouncing a shot off three wallssoit can come
around and strike the opponent from the rear.

In the DC HEROES RPG, all of these maneuvers are Trick
Shots, and since it is harder to succeed with a Trick Shot than a
normal attack, there is no real incentive to employ these
surprise tactics. GMs can correct this flaw by granting a special
Hero Point bonus equal to one-quarter of a Standard Award to
any Player whose hero regularly employed such maneuvers
throughout an adventure. “Regularly employed such maneu-
vers” means that the hero used at least one trick tactic in every
one of the adventure’s major battles.

VI. Stunning

A Character who takes an amount of damage equal to his/her
Bopy, SpIrIT, or MIND from a single attack is Stunned by that
blow, even if the blow does not knock the target unconscious
because s/he neutralized part of its effects through the use of
Last Ditch Defense.

A Stunned Character may take no Dice Actions during the
phasein which s/he was Stunned (if s/he had not already acted
in that phase), and may not make a Dice Action during his/her
next phase. Stunned Characters still receive their full OV, RV
and defenses against any and all attacks made upon them.
Stunned Characters may make Automatic Actions at the GM's
discretion.

VII. Fires, Collisions, and Natural Disasters

Heroes save people from fire and natural disasters all the
time. Here are the rules for handling these situations in the DC
HEROES RPG.

Fire is a Physical Attack that is always considered Killing
Combat. The AV/EV of a fire can range from 3/3 for a small fire,
to 8/8 for araging inferno. When the GM decides to include fire
in the gaming environment, s/he should draw out a map
indicating the exact location and AV/EV of the flames. A single
fire can be made up ofseveral areas of vaiyingAV/EV. Generally,
the AV/EV of an area of flame will increase by 1/1 each phase
until it reaches 8. The area covered by the flames will spread at a
rate of 0 APs of distance in all directions every phase.

Flames can be “attacked” using water. The AV/EV of such an
atack is equal to the volume of water thrown on the flames. The
OV/RV is equal to the flames’ AV/EV. The RAPs from such an
attack are subtracted from the AV/EV of the flames. Once the
flames’ AV/EV is reduced to 0/0, the fire is extinguished.

Earthquakes have the Earth Control Power rated at between
6 and 25 APs, depending upon the severity of the quake. A
typical quake will last from 0-12 APs of time. The effects of an
earthquake are lessened as though the quake were an explosion:
every AP of distance away from the center of the quake reduces
the quake’s effects by 2 APs.

Earthquakes can be prevented or halted by an extremely
strong Character pushing the earth back into place at the fault.
The OV/RV of such an attempt is equal to the quake’s APs of
Earth Control.

Torrados have the Air Control Power rated at between 7 and
15 APs. They generally move at a ground speed of 7 APs per
phase, randomly shifting directions several times per phase.

Everyone that a tornado passes over is automatically
attacked Physically. The RAPs from the attack indicate the
distance that the target was Knocked Back from the tornado, as
well asthe RAPsofPhysical damage taken. Alloftheheroes and
important Characters within 10 APs of a tornado havea 1 in 10
chance of being attacked by a 7 AP Lightning bolt each phase.
The GM should not bother rolling to see if innocent bystanders
are struck, since heroes usually take the blast for them.

Hurricanes have the Air Control Power rated at between 7
and 18 APs. Hurricanes function the same way as tornados,
except that a hurricane affects everything within aradius equal
to its APs of Air Control. It will usually take about twenty



minutes to an hour for a hurricane to pass over an area.

Potsonous or Radieactive Gas Leaks have the Fog Power
rated at between 7 and 25 APs. The cloud’s APs of Fog Power also
function asthe AV/EVof an attack that is made against all living
targets that are exposed to the cloud. Skin Armor offers no
protection against poisonous or radioactive gas.

Collisions: A moving vehicle or object that strikes a target is
actually conducting a Charging Attack upon that object (see
Chapter Three). Remember that the vehicle will often take
damage from a collision as well as the target.

VIIl. Gadgets and Inanimate Objects

When inanimate objects such as walls, trees, mailboxes, or
whatever are targeted by an attack, the OV/RV of the <ffort is
equal to the object’'s Bony/Boby and the AV/EV is equal to the
attacker’'s STR/STR or APs of Power. Gadgets, however, have a
variable OV (0 or the DEX or Skilllevel of their user) and an RV
equal to the Gadget’s BoDy, meaning that a Gadget is usually
more vulnerable than an inanimate object with the same BobDy
score. This is because Gadgets are assumed to have all sorts of
vulnerable moving and working parts. Lois Lane can disable a
car made of solid steel by pulling out the ignition wires,
disconnecting the battery, or something, but she certainly could
not harm a solid steel mailbox.

An tnanimate object is def med as any item that has only a
non-substitutable BoDy. Anything else is a Gadget. Trees, mail-
boxes, buildings, and jungle-gyms, therefore, are inanimate
objects and have an OV/RV equal to their Boby/BoDy. Cars,
robots, guns, and Batarangs, on the other hand, are Gadgets,
since they all have Abilities other than their BoDy.

Whether an object is classified as an inanimate object or a
Gadget, 1 RAP of damage is enough to knocka hole inthe object
thatislarge enough to walk or climb through, assuming that the
object islarge enough to sport such a hole. If Superman punched
a normal tank and did 1 RAP of damage, for example, he would
put a hole in the tank large enough to fly through, so he could
move into the vehicle and attack its crew. The tank would
continue to function in this case until its Current Bopy
Condition was reduced to zero or lower.

When a Player is building a Gadget, s/he may add +2 to the
Factor Cost of its BoDY in order to exempt the Gadget from this
rule. This is referred to as Hardened Defenses. If Superman
punched a tank constructed with Hardened Defenses, he would
have to reduce its Current BoDy Condition down to zero and
disable the tank before he could get at the crew.

IX. Wealth
Upkeep

Onceper game month, each Character must spend a Wealth
Check to pay for his/her upkeep (rent, food, and other sundry
expenses). The OV/RV of this roll is equal to the Character’s
Wealth rating, so an “11” is needed for success. If this Check
gains positive RAPs and receives more than 2 Column Shifts, the
Character may add 1 AP to his/her Wealth rating for each
Column Shift earned in excess of the first two (s/he got a raise,
inherited money, or had a good business month). If the Wealth
Check fails, however, and the die roll was more than 3 lower
than the SuccessNumber (a 7 or less), the Character must lower
his/her Wealth by 1 AP. If the roll was 6 or more points less than
the Success Number (a 5 or less), the Character must lower
his/her Wealth by 2 APs (financial hard times). A failed Wealth
Check also means that the Character must attempt the Upkeep
Wealth Check again the following week, or spend the Hero Points
to make another roll the current week, and keep trying until
s/he fmally succeeds.

Hero Points may never be spent to increase a Character's
AV/EV while making an Upkeep roll.

Example: WallyWest, the Flash, starts with a Wealth rating of
4. While making one of his monthly Upkeep rolls, Wally rolls a50
and receives 11 Column Shifts. His Wealth is now 13 (4 + 11-2=
13); Wally just won the lottery.

Bankruptcy

If a Character’s Wealth score is reduced to 0, or a monthly
Upkeep Check fails with a roll of 2, the Character immediately
goes broke, no matter what h'is/her Wealth score was, and must
enter into aWealthSubplot during the next adventure. Whether
or not the Character loses any Wealth and how much is lost
depends upon what happens in the Subplot and the GM's good
graces. Booster Gold, the Flash, and Blue Beetle have all recently
lost all of their fortunes in this manner.

Savings and Loan

Eachweekduring which a Characterdoes not make a Wealth
Check or a charitable contribution, s/he can “out bank™ aWealth
Check as savings. Players should record the number of Wealth
Checks they have banked on their Character sheet.

Whenever a Wealth Check is made, the Player may expend
banked Checks to increase the chances of success. Expending
one banked Checkallowsthe Player totemporarily add 1 toyour
Wealth score for a single Wealth Check. Expending 3 banked
Checks temporarily adds 2 to the Character’'s Wealth, 7 banked
Checks adds 3 to the Wealth, 15 banked Checks adds 4 to the
Wealth, and 31 banked Checks adds 5 to the Wealth.

Players may also take out loans. S/he may use the amount of
money s/he is borrowing to make a single free Wealth Check,
meaning that s/he does not need to spend Hero Points to make
this roll if s/he has already made a Wealth Check that week.
From that point on, however, the Player must then make a
Wealth Check each month for the duration of the loan, to make a
loan payment. Tofigure out the dollar cost of each payment, and
the OV/RV of the payment Wealth Check, the Player must decide
how much moneys/he wants to borrow, and over how longs/he
wants to spread out the payments. The formula for computing
the dollar cost of each payment is as follows:

Monthly Payment (in APs) = Amount Borrowed (in APs) + 20
-Total Time of Loan (in APs).

Example: Suppose Phil decides that his Character is going to
borrow $10,000 (9 APs of money) and spread his payments out
over 16 months (24 APs of time). In this case, the OV/RV ofhis
monthly payment is 5 (9 plus 20 minus 24 equals 5).

If a Character ever fails to make a loan payment, s/he must
keep trying to make the payment until the end of the month. If
the end of the month rolls around and s/he has still failed to
make the loan payment, all of the items that s/he purchased
with the original Wealth roll that you earned through theloan
are repossessed. This includes any Gadgets that were built with
parts that were purchased on the roll.

X. Alter Ego Character Creation

Many heroes, like Dr.Fate, Captain Marvel, and Firestorm are
actually more than one Character at the same time. Captain
Maivel is lowly Billy Batson until he shouts the name of his
mentor, Shazam; while Dr. Fate is a compositebeingmade up of
Eric and Linda Strauss. Billy’s Abilities are obviously different
from those of Captain Marvel, just as the Strauss’ Abilities differ

from those of Dr. Fate.
These are called Alterégo Characters because they can

assume multiple identities, each of whom has different game
statistics. Most heroes have the same game statistics whether
they are in costume or not. You can create your own Alter-ego
Characters in the DC HEROES RPG by following this pro-
cedure: create each of the Character’s identities separately, as
though each identity was a separate Character. Take the total
Hero Pont cost of the most expensive identity, multiply it by five,
and add in the costs of all of the other identities. Compute the
fmal Hero Point cost of the Character by dividing this Hero Point
total by the total number of identities plus 5.

Example: If it cost 150 Hero Points to build Billy Batson, and
1400 Hero Points to build Captain Marvel, it would cost 1020
Hero Points to create the entire Character. 1400 Hero Points
times 5 plus 150 Hero Ponts is 7150, divided by 7 (two identities
plus five) equals 1021 Hero Points total.

Naturally, you must specify how the Character switches
between his, her, or its differingidentities before beginning play.
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The physics of the DC Universe tend to operate differently
depending upon which comic book is under discussion. Some DC
Comics are gritty and realistic, some are straightforward heroic
fare, while others are far-fetched and fanciful,

l. Genre Types

The rules in thisbook are intended to depict the mainstream
adventure side of the DC Universe. However, play can switch
over to the more gritty or ridiculous by invoking Genre Rules.
There are five basic genres: Humor, Action, Mock-Real, Gritty,
and Real. The GM should choose the one which s/he feels is most
appealing to his/her Players. Once you decide upon the genre for
your campaign, however, it should remain constant, unless a
special occasion warrants a temporary change.

Humor

These adventures are ludicrous even by comic book stan-
dards. The laws of science are completely suspended in the
humor genre: anything can happen and usually does. Nothing
ever causes Killing damage in the Humor genre, not even
Knockback or nuclear bombs. This is usually the only genre in
which the Dumb Luck Power may be used. Examples of the
Humor genre include: Ambush Bug, ‘Mazing Man, and Captain
Carrot and His Amazing Zeo Crew.

Action

Most ofthe DC Comics areset in this genre. This is where basic
hero-versus-villain punch-‘em-ups are found. Use the regular
DC HEROES RPG rules for Action adventures. Examples
include: Justice League International, The Doom Patrol,
Firestorm, and Superman.

Mock-Real

These adventures are only slightly more realistic than the
Action genre. Guns and bombs can kill people, but such deaths
happen very rarely. The laws of nature apply more strictly in
Mock-Real adventures than theydo in Action adventures. Mock-
Real books include: The New Titans, Wonder Woman, Batman,
Suicide Squad, and Captein Aten.

Gritty

Gritty adventures present a somewhat more accurate version
of combat and Skill use, though the occasional use of “comic
book” tactics is not uncommon. Gross violations of scientific
reality rarely occur in these adventures. Examples include:
Green Arrow, Swamp Thing and The Question.

Real

Real titles present an even more accurate version of combat,
and psychological complexity. Science works in these adven-
tures almost exactly the same as it does in the real world,
Examples include: Watchmen, V For Vendetta, Undcrwerld, and
Hellblazer.

1. Genre Rules

Killing Hero

Genre Combat Points Pushing Recovery Other
Humor Never Unlim. Unlim. 24 min. A
Action No Unlim. Unlim. 24 hrs. None
Mock-Real  Yes Unlim. Unlim. 24 hrs. None
Gritty Yes 1* 2 48 hrs. B
Real Yes 1 Col.*t 1 72hrs. B,C,D
Killing Combat

In allgenres with a “Yes”inthis column, all attacks using guns,
knives, and explosives are automatically considered Killing
Combat, “Never” indicates that Killing Combat never occurs in
the genre.

Hero Points

A “4" in this column means that ali Characters may only
spend a number of Hero Points to improve their AV, EV, OV, or
RV equal to one-half of the Ability in question rounded up. If a
Character has a 7 DEX, for example, the Player may increase
his/her AV or OV up to a maximum of 11 through use of Hero
Points. A “1 Col.” notation means that all Characters may only
spend enough Hero Points to move their AV,EV, 0V, or RVbya
single Column. An asterx (“*”) means that Hero Points may not
be spent to alter the AV or EV of Gadgets; while a dagger (“+”)
means that Hero Points cannot be used to alter Initiative scores.

Pushing
This column indicates the maximum number of APs that may
be gained by Pushing an Automatic Ability.

Recovery

This is the amount of time that mustpass before a Character
that has had any of his/her Current Conditions reduced below
zero is allowed to make a Resting Recovery Check.

Other

A: Certain Powers can only be used in the genre. B: Multi-
Attacks can affect a maximum of 2 opponents unless the
attacker is using a weapon with its own Acting Value. C:
Devastating Attacls are not allowed. D: Add 50 to the Base Cost
of the Charisma Skillfor all Characters generated for use in this
genre; in addition, INFL, AURA, and SPIRIT all have a mandatory
Base Cost of 10 Hero Points that must be paid, leaving Players
with 30 fewer Hero Pomnts for generating their Characters.
E: Player Characters do not suffer Standard Award penaltiesfor
initiating Killing Combat.

lll. Customizing Genres

There may be times when none of the genres previously listed
will be “just right” for the campaign you wish to run. In this case,
anew genre can be invented. By manipulating the values in the
columns on the Genre Rules table, the GM and Players can
design a separate genre of their own. For instance, if a group
wished to play Sgt. Rock and the Combat-Happy Joes of Easy
Company, the GM and Players might generate a genre that
looked something like this:

Genre: Sgt. Rock/World War 1i
Killing Combat: Yes

Hero Points: 4t

Pushing: 4

Recovery: 48 hours

Other: C,D,E
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STEP ONE: Dial the Wheel so that the Acting Value Window
lires up beneath the Opposing Value of the Mice Action.

STEPTWG:With numbers lined up, find the Acting Value of
the Dice Action. The number showing next to the Acting Value
is the Success Numbaer that the player must roll,

STEP THREE: Rell the dice. If the Actlon is successiul,
count Column Shitts by turning the Wheel clockwise.
Count the number of spaces that the Wheel is turned
until a number greater than the number rolled appears
inthe window next to the Acting Value.

STEP FOUR: Dial the Wheael so that tihhe Eftect Value
Window lines up beneath the Resistance Value ot the
Action and turn the Wheel counter-clockwise the number
ot spaces equal to the number ot Column Shifts earned.
When counting Column Shifts, never turn Wheel past
the word “"BREAK". Instead, add.the number ot
remaining Column Shitts to the EV in order to

........................................

» P P E N D I X C

The
clion

Included in thebox is an Actvon Wheel, which canbe used in
place of the Action and Result Tables. Atthe GM's discretion, the
Action Wheel may be given to the Players while the GM uses the
Gamemaster's Screen. Otherwise, the GM may opt to use the
wheel him/herself. This is how the Action Wheel works.

STEP

Dial the Wheel so that the red line marked
“Action” lines up directly beneath the Opposing
Value of the Dice Action,

Value ot the Action. This is the number of
RAPs received on the Action.

STEP

STEP

STEP

Look down the Action slot to the Acting Value
of the the Dice Action. This is the Success
Number that the Player must roll.

Roll the dice. If the Action is successful, count
Column Shifts by turning the Wheel clockwise.
Count the number of spaces that the Wheel is
turned until a number greater than the Success
Number appears in the slot next to the Acting
Value.

Now dial the Wheel so that the red line
marked “Effect” lines up directly beneath the
Resistance Value of the Action and turn the
Wheel counter-clockwise a number of spaces
equal to the number of Column Shifts earned.

Never turn the Wheel past the grey line marked “Break.”
Instead, add the number of remaining Column Shifts to the EVin
order to find the RAPs earned. In this case, skip Step 5.

STEP

Look down the Effectslot to the number that
appears next to the Effect Value of the Action,
This is the number of RAPs received on the
Action.
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Animals

This appendix contains aist ofanimals
that can be used in adventures. Of course,
this list is by no means all-inclusive, but
the GM may use this list te work out the
approximate Abilities of similar animals.

The Powers, Skills, and Advantages
iisted do not represent enhanced Abili-
ties, but rather the natural Abilities and
Skills that the animal has which mimic
that Power.

ALLIGATOR

® Powers:

Swimming: 2, Water Freedom: 4,

Claws: 4
@ Description:

Alligators live in fresh water,
especially swamps. They are able to
stay submerged for several hours.
Alligators may reach a size of 10 feet
(0 APs) and a weight of 5 to 6 APs.
They are now found only in Louisiana,
Florida, and southern China.

BAT

® Powers:

Flight: 3, Radar Sense: 3
® Description:

Bats arenocturnalflying mammals.
-During the day they sleep in caves,
scavenging for food at night. Despite
popular belief, bats almost never
attack humans. A particularly large
and ferocious bat inspired Bruce
Wayne to become the Batman.

BEAR

® Powers:
Claws: 4
® Description:
Bears can be found almost world-

wide. They are omnivores whose
weight ranges from 2 to 5 APs: their
Strength changes correspondingly.

BOA CONSTRICTOR

® Advantages:

Lightning Reflexes
® Description:

Boa Constrictors will always
attempt Grappling Attacks. Their
Lightning Reflexes only operate
during the first phase of combat.
They inhabit the forest and jungles of
Central and South America. They can
reach a size of up to 15 feet (1 AP).

BUFFALO (BISON

® Powers:

Running: 4
® Description:

Buffalo are herd animals. Hunted
nearly to extinction in the 19th
century, they are now only gound in
wildlife preserves in the south-
western United States. Buffalo can
reach a weight of 5 to 6 APs.

CHEETAH

® Powers:
Running: 6, Claws: 4
® Skills:
Military Science (Tracking): 2,
Thief (Stealth): 3
® Limitations:
Running is limited to two consecu-
tive phases.
o Advantages:
Lightning Reflexes
® Description:
Cheetahs inhabit Africa and south-

ern Asia. They are generally soliatary
animals. They can be trained to hunt.

CHIMPANZEE

® Skills:

Acrobatics: 6
® Description:

Chimpanzees are native to the
jungles of Africa. They are surprising
strongfortheirsize: a 90-pound chimp
is much stronger than a normal man.
Chimps are social creatures.

COBRA

® Powers:

Poison Touch: 3, Ultra Vision: 4,

Analytical Smell/Tracking Scent: 7
® Description:

Cobras may be found throughout
south Asia. Being cold-blooded, they
are slug@sh in extremetemperatures.
These snakes are generally aggressive,

COCKROACH

® Powers:

Invulnerability: 2, Full Vision: 3,

Systemic Antidote: 8
® Description:

Cockroaches may be found in any
inhabitable corner of the Earth. Pro-
lific and hardy, these insects have a
high resistance to radiation and, it is
believed, will live for millenia after
man has become extinct.

DOG

® Powers:
Analytical Smell/TrackingScent: 7,
Extended Hearing: 3

® Description:

Dogs, both domestic and wild, may
be found throughout the world. They
are social animals that are gentle
when domesticated, and they con-
gregate infearsome packsinthe wild.
The wild dog packs of Africa are even
feared by lions.



DOLPHIN

® Powers:

Active Sonar: 7, Swimmng: 5
® Description:

Dolphins inhabit most areas of the
sea, though they may sometimes be
found in major rivers hundreds of
miles upstream. They are usually
found in groups. Dolphins are very
intelligent and are friendly towards
man.

EAGLE

® Powers:

Flight: 5, Telescopic Vision: 9,

Claws: 2
® Advantages:

Lightning Reflexes, Sharp Eye
® Description:

Eagles may be found throughout
most of America, Africa,and Eurasia.
They are usually found in mated
pairs. Theystake out a territory that
canextend to ahundred square miles.
They will fiercely defend their terri-
tory from other large birds of prey.

ELECTRIC EEL

|

® Powers:

Swimming: 2, Lightning: 4, Water

Freedom: 4
® Description:

The electric eel inhabits the rivers
of South America. Its electrical dis-
charges are powerful enough to para-
lyze an animal as large as a horse.

ELEPHANT

® Description:

The Asian elephant may be found
in the forests of Ceylon, Inda, Burma,
Southeast Asia, and Malaysia. It can
reach a height of 9 feet and a weight
of 5 tons. The African elephant can
reach a height of 13 feet and can
weigh upwards of 6 tons. An elephant
requires one half ton of food a day.

GNAT

® Powers:

Shrinking: 12
® Limitations:

Shrinking is Always On
® Description:

Gnats are found in most parts of
the world. Some species are parasitic.

GORILLA

® Description:

Gorillas live in Africa in groups of
ten totwenty. They reach a height of 6
feet,and a weight of over 600 pounds.

HAWK

® Powers:
Flight: 6, Telescopic Vision: 7,
Claws: 2
® Advantages:
Lightning Reflexes
® Description:
Hawks may be found throughout
the world. They nest in pairsand feed
on snakes and small rodents.

HORSE

® Powers:

Running: 5
® Description:

Horses are found throughout the
world, although they are very rarely
seen living in herds in the wild.

LION

® Powers:

Military Science (Tracking): 2,
Military Science (Camouflage
Self): 3

o Advantages:

Lightning Reflexes
® Description:

Lions roam the veldt of Africa and
western India. They travel in prides of
one male, three to six females, and
several cubs. They can be trained.

OCTOPUS

® Powers:

Extra Limb (x8): 3, Water Free-

dom: 3, Stretching: 2
® Skills:

Military Science (Camouflage

Self): 3
® Description:

The octopus lives in the temperate
zones of the world’s oceans. A shy
creature, it seldom bites, even when
handled. They move either by wrig-
gling their eight tentacles or by
propelling themselves backward using
a jet stream of water. In combat,
octopi always attempt to Grapple.

Ig

® Powers:
Flight: 4, Ultra Vision: 6
® Skills:
Thief (Stealth): 3
® Limitations:
Stealth only used during Flight.
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® Advantages:

Lightning Reflexes
® Description:

Owls may be found in forests
worldwide. They are nocturnal birds
of prey, that are aided in their search
forfood by their silent flight and keen
night vision. They are fierce fighters,
and are abletokillanimals aslargeas
small dogs.

RABBIT

® Powers:
Running: 5, Digging: 2
® Description:
Found in most parts of the world,
rabbits are prolific breeders. Rabbits
are herbivores.

RHINOCEROUS

® Drawbacks:

Serious Physcial Restriction: the

Rhino’s maximum range of sight

and hearing is 3 APs distance.
® Description:

Rhinos live in India, Africa, and
Malaysia. They are extremely bad-
tempered, aggravated by its poor
senses of sight, hearing, and smell.

SCORPION

® Powers:

Poison Touch: 2
® Description:

Scorpions, which live in temperate,
subtropical, and tropical regions, are
more of a pest than a danger, but can
have a fatal sting.

SHARK

® Powers:

Swimming: 6, Water Freedom: 6,

Claws: 7
® Description:

Sharks may be found in all the
major oceans of the world. There are
thousands of species of shark, only a
few of which are dangerous. Theman

70

eaters include the Great WhiteShark,
the Tiger Shark, and the Mako Shark
(which has been known to leap abord
boats). Sharks are usually solitary
creatures, though some varieties, like
the fearsome Hammerhead Shark,
Iive in packs.

SPIDER

® Powers:

Poison Touch: 3, Full Vision: 2,

Glue: 1
® Description:

Of the thousands of varieties of
spiders known to man, only a few are
dangerous. These include the Black
Widow and the Australian Red Back
Spider.

SPIDER MONKEY

o Skills:

Acrobatics: 4
® Description:

Spider Monkeys are long-limbed
inhabitants of the South American
tropics. Curiosity is one of their
strongest traits.

TIGER

® Powers:
Analytical Smell/Tracking Scent: 3,
Running: 4, Claws: 4
® Skills:
Military Science (Camouflage
Self): 2, Thief (Stealth): 4
o Advantages:
Lightning Reflexes
® Description:
Native to southeast Asia and
Africa, tigers are aggressive creatures
that generally live alone.

VULTURE

® Powers:

Flight: 5, Telescopic Vision: 8
® Description:

Vultures soar high over temperate
and tropical regions of the world.
They feed on carrion, which has
earned them the loathing of the
human race.

Ié

® Powers:

Swimming: 4, Sonar: 7
® Description:

Whales swim in all oceans and most
seas of the world. They are some of
the largest mammals on Earth.

WOLF

® Powers:

Analytical Smell/Tracking Scent: 7,

Extended Hearing: 3, Claws: 2
® Skills:

Thief (Stealth): 4
® Advantages:

Lightning Reflexes
® Description:

Contrary to popular belief, wolves
are not the enemies of man. Wolves’
primary prey are field mice. They now
only inhabit the northern regions of
Earth’s major continents.
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Ogges

(or, “Why We Did What We Did”)

Designer's Notes. I always wanted to write one of these.

First off,  suppose I ought to expiain the circumstances which
brought about the DC HEROES Role-Playing Game Second
Edition in the first place. Since the DC HEROES RPG was first
published way back in 1985, the DC Universe has undergone
drastic change. At the time the first edition of the game was
being prepared, the landmark Crisis Or Infinite Earths series
which forever reshaped the face of the DC Universe was still
little morethana gleam in the eyes of Marv Wolfman and George
Perez. Now, three years later, after all the ramifications of the
Crisis seem to have been neatly tied up, we thought it would be a
good idea to go back and redesign the game in order to place it
within the current continuity. A quick comparison between the
Character Cards from the new edition and those of the old will
show you just how much haschangedin the last three years.

We've also taken this opportunity to expand upon the basic
rules and streamline their application. Now, let’s get to some of
the specific changes . . .

Basic System

The basic Action/Result Table system works so well that we
wisely decided to leave it alone. The only real changes in the
basics are found in the Pushing rules. You will notice that the
Abilities which can and cannot be Pushed are a little more
clearly defined this time around. The Hero Po1nt fee for Pushing
was added in order to insure that most Push attempts will only
result in an increase of one or two APs. You can still gain a lot
more through a Push, but now you've got to pay for it.

The basic ground movement rate was lowered by 1 AP,
because the old system had half the characters in the DC
Universe breaking the world record for the 100 meter dash by 4
seconds {w1'thout steroids, yet!)

Combat

Combat, too, remains relatively unchanged. Characters are
now allowed to spend Hero Points to up their Initiativescores in
order to explain the occasional panel in which the Joker
manages to get the drop on Batman, or Luthor slips awaybefore
Superman can follow him. Most of the changes in the combat
system simply provide the Players with more options. Thus we
now have Charging Attacks, Flailing Attacks, Blocks, and
Dodges.

The Pressing the Attack and Laying Back maneuvers were
added in order to give the guy or gal who wins [nitiative more of
an edge.

Gadgets

Hoo boy! We had some problems here. So what else is new?
[t's no secret that everyone was less than satisfied with the

Gadgetry rules from the original edition—that’s why we went
and published the Hardware Handbook. The problem is that
even fewer of you were satisfied with the changes. This meant
that we had to go back and start from scratch.

It seems that there were four big problems surrounding
Gadgets: how do you compute the QV/RVof an attempt to build
them? How doyou determine their Hero Point and dollar costs?
How do Uses, Duration, and Charges work? How do Characters
begin play with Gadgets already built?

The first question was easily resolved: the QV/RV should
obviouslyequal the number of APs of the Abilityyou are tryingto
install;it’s quick and simple. But what about Gadgets with more
than one ability? No problem, in this case you make more than
one roll.

The second question proved more difficult. The cost of a
Gadget should obviously be based upon the amount of Hero
Points it would cost you to build all of the Gadget’s Abilitiesinto
a Character, but probably shouldn’t equal that cost, as per
Hardware Handbook, since Gadgets can run out of juice, be
taken away, dropped, forgotten, or pulverized. Finally, we came
up with the idea of the Gadget Bonus Divisor, which divides
down the Hero Point costs for Gadgets enough to make them
worthwhile. Once we had this problem solved, question four was
easily answered: simply allow beginning Players to pay the Hero
Points costs of their initial Gadgets, with no rolls necessary.

The real problem turned out to be question three. Charges
were cumbersome and no one liked to keep track of how long
Batman had used each and every item in his utility belt. In
addition, the rules for Charges also resulted in a number of silly
inconsistencies: the knife that wears out every month, the car
that only drives for a couple of hours once you turn the radio on,
and the famous fork that wears out after each meal. Most DC
HEROES RPG GMs, we found, simply ignored the Charges
altogether.

Greg Gorden, Tom Cook, and I finally came up with the answer
to the Charges problem during a friendly conversation at a
gaming convention in Milwaukee when we evolved the concept
of “Reliability Numbers.” Now you can use all of your Gadgets
without any bookkeeping. “R #s” seem to simulate reality alittle
better as well, and add a new twist to combat (oh no, the BB Gun
is jammed!).

Character Interaction

Now, everyone can talk; not just those Characters with the
Charisma Skill. This change was added in order to give new
prominence to the Character Interaction rules and to give the
Mystical Attributes some usefulness. The [nteraction Maneuvers
were created in order to encourage the Players to use some
“strategy” in interaction situations.
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Wealth

The problem with theold DC HEROES RPG Wealth rules was
that money was so easy to come by. If you were a Billionaire,
each Hero Point you spent was equal to $5,000,000. Picture, if
you will, an entire hero group made up of Billionaires. The
Penguin is on a crime spree in Gotham City, and plans to steal
the $20 million doilar Mizell diamond from Gotham Museum.
Instead of capturing the fiend, the Players simply offer him $100
million (20 Hero Points) togo straightandleave them alone. It’s
awfulhard for the GM to come up with a reason why the Penguin
won't accept their offer. If you have a hard time swallowing that,
imagine this:; the heroes are interrogating a street thug who
refuses to talk. The heroes respond with, “Okay, if you tell us
where the Mutants’ hideout is located, we'll give you ten million
dollars in small unmarked bills” (2 Hero Points). Again, this
seems to go against the grain.

Now, Wealth is a little more in line. Buying something now
requires a Dice roll in order to reduce bookkeeping and to add
that vague “comic book” feel to the whole affair. After all,
sometimes Bruce Wayne simply spends a lot of money on some
super-weapon that will help him capture a criminal; but
sometimes he doesn’t.

Character Creation

From your letters, it seems that most of you wanted more
detailed Character creation rules with more options. Well, that’s
what we've given you.

The idea of Factor Cost was introduced in order to help insure
that the costs of the various Powers and Skills would be
proportional to their usefulness. In the original edition,
remember, the costs of all Powers and Skills were uniform. Now
the useless Powers are cheap, while the “galactic domination”
Powers are expensive, In addition, all of the Factor Costs were
cajculated using a set formula, allowing us to keep the costs of
any future Powers and Skills that are added to the system
consistent with those found here.

We also added several new Powers. Most of the new Powers
are Mystical for two reasons. First, we wanted to strike a better
balance in the ratio between Physical, Mental, and Mystical
Powers; and second, Swamp Thing and Heilblazer are my
favorite books. This job is not without its advantages, small as
they may be.

Advantages were created in order to provide more options for
Character creation, and to provide a wider pallet for describing
the pre-generated heroes from the DC Universe. Now, all of the
human level Characters (like Batman, the Question, Sgt. Rock,
and the Blackhawks) no longer look exactly the same. Inciden-
tally, the Advantages also tend to encourage heroes to use the
full range of their Abilities in play instead of relying solely upon
their fists and force field belts.

Most Drawbacks are what were formerly called Limitations. A
distinction between Drawbacks and Limitations was drawn in
order to add a little more logic to the Hero Point cost system,
MNP/stlc Link

ystic Link still exists, but you'll notice that it isa lot different
now. This is because DC has decided that magic will no longer
carry its former advantages in the post-Crisis universe. Magical
characters are now no better or worse than anyone else.

The Spy Skill

The Spy Skill was dropped from the game because it is now
irrelevant. Photo Interpretation is simply a Perception Check,
Coding is asimple INTroll, and Brainwashingis an application of
a Gadget or drug with the Hypnosis or Control Powers (why
should we have three separate sets of mechanics for mental
domination?). Connoisseur was turned into an Advantage. If
youwantto create a Character thatisparticularlygood in any of
these areas, use the Scholar Advantage.

Your Questions

Finally, I'd like to take this opportunity to answer some of your
frequently asked questions:

Shouldn't my favorite Character have X APs of Str, rather
than ¥?

Nope. At least, we don’t thinkso. I should also probably point
out that the vast ma jority of our Character statistics are based
on reams of “inside information” provided to us by the kind folks
at DC; we don’t just make these things up.

In fact, this is an appropriate time to again thank Bob
Greenberger and his cohorts. Bob spent quite a bit of time
answering questions like “If an evil alien scientist captured
Wonder Woman, Captain Atom, and Martian Manhunter, and
subjected all three of them to a giant laser, gradually increasing
the power until each fell, who would drop first?” (Wonder
Woman, of course); and, “When the Justice League goes out to
dinner, who picks up the check?” (Batman).

If you are dissatisfied with some of the ratings given to the
Characters, feel free to tinker with them, though youmightwant
to warn your Players if Captain Cold is going to show up with a
30 Dex and a 26 S1R.

Personal note to the guy in the Captain Marvel suit at the
Superman Expo: Hey, if it was up to us Cap would have a higher
STR than Superman. DC just didn’t see it that way.

Can you send me statistics for my favorite Character?

What, you want more? Aren’t the 250 Characters included in
the box enough?

As much as we’d like to, we really don’t have the staff or the
time to fulfll requests like this. Usually, if you write us a letter
asking about a Character we can tell you where you can fmd the
stats. If the stats haven’t been published, it means that we
haven’t worked them out yet.

New Character statistics appear in the quarterly DC Heroes
Newsletter. Send us your lists of whom you would like to see.
The most popular candidates will find themselves in print.

How can I get the DC HEROES Newsletter?

Write and ask. Couldn’t be easier.

What modules and sourcebooks will Mayf air publish next?

Whatever you ask for. Seriously, we look at your requests, and
if there is a certain title that everyone seems to be clamoring for,
we'll usually do it. How does a mystical sourcebook and a Swamp
Thing/Hellblazer Match-Play sound?

Is it true whatthey say about Mayf air editors?

Yep, except for the part about the balloons. The art depart-
ment is worse, though.

Anyway, that’s about all we have space for. So how come [
haven’t answered your question about the design of the game?
Because [ haven't heard it yet. If you have any questions or
comments, write to me c¢/o Mayfair. 'm outta here.
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Split 30 DEx Auto 50 10
Stretching 30 DEx Auto 10 6
Super Breath 30 StrR Dice 10 4

P. Link Base Faclor
Sonic Beam 30 St Dice 15 4

Swimming 31 SR Auto 5 2

Systemic Antidote 31 Bosy Auto 5 5

Two-Dimensional 31 DEx Auto 75 5

WERS Water Freedom 31 DEx Auto 5 3
N::ns:el Mli-:?l:(ute 'l'ype 5::: ‘Ef:;:’

Acid 24 Bopy Dice 15 3
Bomb 24 SR Dice 20 3
Claws 24 DEx Dice 25 1
Cling 24 Str  Auto 10 2 Adaptation 32 INT  Auto 1000 10
Cold Immunity 24 Bopy Auto 5 5 Air Control 32 INT Dice 20 9
................................................... Air Walkmg 32 WILL Auto 5 2
Darkness 24 St Auto 5 7 Analytical Smell/
Digging 25 SR Dice 5 2 Tracking Scent 32 INT  Dice 10 4
Disintegration 25 StR  Dice 100 4 Animal Mimicry 33 WwiL Auto 50 5
Enerw Absorption 25 Bopy Auto 25 (53 B L o0 Hloy LT Y 4 V0 o Blo o b olo S oo Bl S Jeos N o oRE o B R J
Energy Blast 25 Boby Dice 15 3 Attraction/
................................................... Repulsion 33 Minp Dice 15 4
Extra Limb 25 STR  Auto 5 4 Broadcast Empath 33 wiL Dice 20 5
Flame Being 25 StrR Auto 10 6 Cell Rot 33 wwL Dice 20 3
Flame Immunity 26 Bopy Auto 5 5 Chameleon 33 INT Auto 5 3
Flame Project 26 Stk Dice 15 3 Comprehend
Flash 26 Stk Dice 20 4 Languages 34 Mino Dice 5 2
Flight 26 DEx Auto 10 2 Continuum Control 34 WL Auto 550 10
Fog 26 STR  Auto 5 3 Control 34 wiL Dice 50 7
Force Field 26 STR  Auto 30 6 Damage
Force Shield 26 SR  Auto 10 5 Transference 34 WL Auto 15 5
Gliding 26 DEx Auto 5 2 Danger Sense 34 INT Dice 25 3
................................................... Density Increase 35 Wi Auto 10 5
Glue 27 STR Dice 15 4 ...................................................
Growth 27 St Auto 35 10 Detect 35 INtr A/D 10 3
Hypersensitive Directional Hearing 35 INtr A/D 5 3
Touch 27 DEx Dice 5 2 Dispersal 35 WL Auto 10 6
Ice Production 27 SR A/D 20 10 Earth Control 35 INT  Dice 20 7
Icing 27 STR Auto 5 5 Empathy 36 WL Dice 10 3
Invisibility 28 DEX Auto 10 7 Extended Hearing 36 INT Auto 5 1
Invulnerability 28 Bopy Dice 5 7 Flame Control 36 INT  Dice 10 6
Jumping 28 STR  Auto 10 2 Force Manipulation 36 Wi Auto 75 10
Lightning 28 StR  Dice 15 3 Full Vision 36 INT Auto 5 1
Mimic 28 Dex Dice 50 10 Gravity Decrease 36 INT Auto 75 4
Mutation 28 SR Dice 200 10 Gravity Increase 37 INT  Dice 20 4
Omni-Arm 29 SR Auto 10 5 Heat Vision 37 INT  Dice 15 3
Poison Touch 29 Stk Dice 30 3 Hypnotism 37 wwL Dice 50 6
Projectile Weapons 29 SR Dice 15 2 Ice Control 37 INt Dice 5 10
Running 29 DEx Auto 10 2 Ilusion 37 WL Auto 50 10
Sealed Systems 29 Bopy Auto 5 6 Iron Will 38 WL Auto 5 3
Self Manipulation 29 DEx Auto 75 10 Life Sense 38 wwr A/D 35 4
Shrinking 29 S Auto 15 5 Magnetic Control 38 Wi Dice 15 10
Skin Armor 30 Bopy Auto 50 5 Matter Manipulation 38 INT  Dice 100 10
Solar Sustenance 30 Bopy Auto 5 1 Mental Blast 39 wi. Dice 15 3

...................................................

A/D: Type can be both Auto and Dice.
* Cannot be attempted through Unskilled use.

...................................................
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What is This Book?

The Character Handbook contains complete descriptions of
how the various Powers, Skills, Bonuses, Limitations,
Advantages, and Drawbacks function in the DC Heroes Role-
Playing Game and also provides rules and guidelines for
creating generic heroes and villains. It is important to be
familiar with the information which is presented in the Read
This First pamphlet and the Rules Manual prior to reading the
Character Handbook.

The first- or second-time Player of the DC Heroes RPG will
probably want to refer to this handbook only for the Powers,
Skills, Bonuses, Limitations, Advantages, and Drawbacks
descriptions. The sections on creating original Characters is
complicated, and a Player should only refer to these when s/he
is comfortable with the entire game system.

Terminology

Listed following are many of the basic terms used in the DC
Heroes Role-Playing Game system. Since reading through a
general glossary of information can be interminably boring,
Players are encouraged to briefly review this list — but
remember where it is located in the event an unfamiliar term
should be encountered anywhere in the handbook. Most of the
following terms were initially presented in the Read This First
pamphlet and the Rules Manual.

Ability: A Power or SKkill.

Advantage: A special capability possessed by a hero/villain.
Advantages are not measured in APs — the hero/villain either
possesses the Advantage or s/he does not.

Attribute: One of nine basic characteristics possessed by
every living thing in the DC Heroes RPG (DEX, STR, BoDy, INT,
WILL, MIND, INFI, AURA, and SpPiriT). In addition, many non-living
objects possess one or more Attributes (a table would possess
STR and Boby, for instance).

Automatic Action: Any action which has no ®pposing or
Resistance Values and does not require a dice roll. Movement
constitutes a typical Automatic Action. The RAPs of an
Automatic Action are normally equal to a Character's APs of
Power or Skill.

Automatic Power or Skill: A Power or Skill that functions as
an Automatic Action during play (i.e., no dice roll is required).
Automatic Powers and Skills may be Pushed (see page 10 of the
Rules Manual).

Base Cost: The cost in Hero Points for acquiring 0 APs of a
particular Power or Skill. A Player creating his/her own

Character must always pay the Base Cost of each of the
Character’s Powers and Skills.

Bonus: A special modification that increases a Power or
Skill’s effectiveness (for example, the “Usable On Others” Bonus
allowsa Character to temporarily bestow the modified Power or
Skill upon another Character).

Dice Action: An action performed against ®pposing and
Resistance Values and, as such, requires a roll of the dice.

Drawback: A special penalty suffered by a hero/villain which
affects his/her effectiveness in play. Brawbacks are not
measured in APs — a hero/villain either possesses the
Drawback or s/he does not.

Factor Cost: A measure of the relative effectiveness of a
Power or Skill. Factor Cost influences thenumber of Hero Points
a Player must spend to purchase APs of a Power or Skill during a
Character's creation and Growth stages.

Gamemaster (GM): The person who acts as referee for the
game. The GM should be well versed in the DC Heroes RPG rules
and especially familiar with the events, locations, and Non-
Player Characters in the particular adventure being played, as
s/he is the ultimate authority on what occurs during an
adventure.

Genre Rules: Guidelines for play specifically designed to
accurately reflect the feel of a particular adventure environ-
ment (such as the oppressive storylines of the Watchmen or the
zany circus atmosphere of Ambush Bug; for additional informa-
tion, see Appendix B of the Rules Manual).

Hero Points: Numerical reflections of a Character’'s
adventuring experience. Hero Ponts can beused to permanently
obtarn additional Powers and Skilis to reflect a Character’s
growth as a hero and/or to provide a Character with a
temporary increase in Attributes, Powers, and/or Skills during
an adventure.

Knowledge Points: RAPs received from successful use of an
information-gaining Power or Skill (such as Mind Probe or
Detective). The Knowledge Points gained governs the amount of
information learned by a Character: 1 RAP reveals very little
information, % RV in RAPs reveals a fairly-detailed amount of
information, and Full RV RAPs reveals everything available
regarding the inquiry.

Limitation: A special modification which decreases a Power
or Skill's effectiveness (the “Power Burnout” Limitation
occasionally causes a modified Power or Skill to become
inoperable for a time).

Link/Link Attribute: Attribute from which a particular Pow-
er or Skill derives its potency. When creating a Character, a Play-
er may choose to link a Power or Skill to its Link Attribute (e.g.,
Flight to DEX). The Player then pays the Base Cost of the linked
Power,and reducesits Factor Cost (see above) to receive APs of
the Power equal to the Character’s APs in the Link Attribute.
If a Link Attribute ever increases or decreases, the APs of any
linked Powers or Skills also increase or decrease respectively.

Range: The maximum distance (measuredin APs) at which a
Power or Skill is effective. “Normal” Range Powers can function
ata distance equalto the user’s APs of the Power. A Range of “+3”
indicates that a Power can function at a distance of 3 APs
greater than the user’s APs of the Power. A Range of “Self”
indicates that a Character possessing the Power or Skill can only
use it on him/herself, while a Range of “Touch” indicatesthatthe
Character can use the Power or Skill on anyone s/he touches.

RAPs: Result APs — the effective number of APs produced by
any action which seeks resolution between forces (combat,
Knowledge rolls, etc.).

Subskills: Separate abilities which comprise an entire Skill. A
Character with APs in a Skill automatically possesses an equal
number of APs in each Subskill unless s/he has chosen to
specialize (see the following Charecter Design chapter in this
handbook).
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This chapter provides information on creating original heroes
and villains for use in the DC Heroes Role-Playing Game.
Players and GMs can create Characters possessing any
combination of Powers, Skills, Advantages, or Drawbacks
desired, subject to the following rules.

Creating a totally new Character can be a difficult process and
probably should not be attempted until a Player/GM is
comfortably familiar with the system. Players who are not
interested in creating their own Character might wish to skip
the rest of this chapter and return later. When designing a
Character, a Player will probably want to use a calculator, some
scratch paper, and photocopies of the AP Purchase Chart on
page !1 and the Character Destqn Werksheet on page 64.

Initial Design

When creating a Character, a Player begins with 450 Hero
Points which are used to purchase the Character's Attributes,
Powers, Skills, and Advantages. A Player may also select
Drawbacks for his/her Character to receive additional Hero
Points usable in Character Design. When the Character is
complete, any Hero Points which remain are retained by the
Character for futureexpenditure (this aspectis detailed further
in this handbook, as well as in the Read This First pamphiet and
the Rules Manual).

The creation of any Character for use in the DC Heroes RPG
system follows a ten-step process:

Confer with the GM

Prior to designing a new Character, a Player
should talk to the GM, who might be planning
an adventure or campaign which requires
certain types of Characters or heroes with particular Powers. A
Piayer should know such guideline information before creating
a Character who would be inappropriate in a campaign (a
Character possessing flashy Powers and Skills would be out-of-
place in the world of the Watchmen, for example).

If a GM planned to run a mystically-oriented campaign which
featured adventures like those presented in the Doctor Fate,
Spectre, Swamp Thing, and Hellblazer comics, a Player would
probably want to create a mystically-oriented hero. If the GM
planned an average good-guys/bad-guys campaign which
featured some adventures like those presented in the Justice
League International, the New 1%itans, and Infinity Inc. comics,
for example, the Player would have a great deal of flexibility in
Character Design.

A GM might also give the Player advice which does not directly
relate to a Character's Powers and Skills; for example, s/he
might inform you that the campaign is going to be set in World
War II and that the heroes will all become members of the
All-Star Squadron. Alternately, s/he might suggest that the
heroes in the campaign will be working as government agents.

Suchinformation might not affect the types of Powers or Skills
aPlayer would purchase for a Character, but it might have quite
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an impact upon the Character’s background, description, and
personality, as well as any Advantages or Drawbacks the
Character might possess.

Think Carefully

Before actually purchasing the Character’s
Attributes, Powers, Skills, and Advantages, a
Player should think carefully about everything
concerning the new Character, deciding exactly what kind of
hero is going to be created and what kind of Powers and Skills
are suitable. Is the hero a super-powered energy blaster with
remarkable strength and agility or simply a highly-skilled
human like Batman or Nightwing? What about the Character’s
background and personality — how did s/he receive such
fantastic powers and how does s/he deal with them?

This Character blueprint will be valuable when deciding
exactly what Attributes, Powers, Skills, and Advantages the
Character requires. A Player might also discuss Character ideas
with other Players to avoid creating team members with
duplicate abilities.

In this manner, a Player can develop a good idea of exactly
what sorts of Powers and SkKills to select for his/her Character,
so the remainder of the design process should be quite simple.

For our example, a Player may decide to create a Character
called Pulsar who possesses light-based Powers and abilities.
OurPlayer decides that Pulsar will probably have sometype of
energy blast, a force field, a small degree of super strength,
and the ability to fly. Atthe same time, our Player decides that
Pulsar is a tough-talking reformed street thug who recently
dedicated his life to fighting crime.

STEP

Purchase Attributes

When creating a Character, every Attribute,
Power, Skill, and Advantage must be
purchased using Hero Points. A Player begins
with a base of 450 Hero Points for Character Design and the first
thing to actually purchase is the new Character’s Attributes.

Everything a Pilayer purchases toward designing his/her
Character that is measured in APs (Powers, Attributes, Skills,
and Wealth) is given a Factor Cost, which is a measure of how
useful the Power, Attribute, SKill, or Wealth rating is during
actual play. Initial Factor Costs range from 1 to 10; abilities
which have a minor usefulness possess a Factor Cost of 1, while
those which are extremely useful possess a Factor Cost of 10.

The Factor Cost of an Attribute, Power, or Skill determines
how many Hero Points a Player must pay to purchase APs of
that Attribute, Power, or Skill (the higher the Factor Cost, the
moreexpensive in Hero Points the Attribute, Power,or Skill). On
the AP Purchase Chart (page 11), by cross-referencing the
Factor Cost of an Attribute, Power, or Skill with the number of
APs desired, a Player can see how many Hero Points s/he must
spend (for example, 5 APs of a Power or Skill at Factor Cost 5
costs 20 Hero Points).

Action Attributes (DeX, INT, and INf1.) always possess Factor
Costs of 7. All other Attributes (STR, BonY, WILL, MIND, AURA, and
SPIRIT) possess Factor Costs of 6. To purchase a DEX of 7, for
example, a Player must spend 56 Hero Points, while a STR of 7
costs only 48 Hero Points.

The next step is for the Player to select the number of APs to
purchase for each of the new Character’s Attributes. The Player
should determine the number of Hero Points s/he must spend
for these Attribute APs and total the entire Hero Point cost for
all nine Attributes. This is where a copy of the Character Design
Worksheet will come in handy. On the worksheet there are
spaces to record the number of APs purchased for each
Attribute, the costs of these APs, and spaces to record the totals.
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The following paragraphs present guidelines for purchasing
each of the nine Character Attributes:

DEX: Dexterity represents a Character’s physical agility and
nirnbleness. Most heroes have a DEx that falls in the 5-7 AP
range. A DEX of 10 represents the absolute peak of unaugmented
human performance (as possessed by the Batman, for
instance). If aCharacter has a DEx greaterthan 10.s/heis either
not atrue human (like Superman or Wonder Wornan) or his/her
agility has been somehow augmented (Elongated Man, for
example, has a DEx of 12 APs because his rubbery body boosts
his agility to superhuman levels).

To continue our example from Step 2, our Player would
probably want to purchase a Dex of 6 APs for a Character like
Pulsar, Since DEx is an Action Attribute and the Factor Cost is
7, this will cost our Player 42 Hero Points.

STR: Strength represents a Character's ability to lift weight
and withstand duress. Most heroes who do not possess a meas-
ure of superstrength have a ST in the 3-5 AP range. A STR of 5
APs represents a human in peak physical condition (such as
Batman).The absolute strongest normalmmenand womenin the
DC Comics have a STR of 6 APs (the greatest weghtlifters who
ever lived, for example), but these persons are extremely rare.

Characters with superhuman strengthhave a STR of 6 APs or
greater. The AP Weight Benchmarks on the GM’s Screen show
howmuch a Character with superhuman strength can lift. With
a STR of 25, Superman is without a doubt one of the strongest
raen on 20th century Earth (being able to effortlessly lift nearly
500,000 tons).

Returning to our example, our Player has decided that
Pulsar will have a small measure of superstrength, so s/he will
purchase a STR greater than 6 APs. Looking at the AP
Benchmarks Table on the Gamemaster's Screen, our Player
decides that Pulsar should be abie to lift around three tons
(about the weight of a small elephant) and should thus havea
STRof7 APs. STRis not an Action Attribute, so the Factor Cost
is 6, and 7 APs will cost our Player 48 Hero Points.

BODY: This Attribute represents a Character’s standard
resistance to physical damage. Typical human heroes usually
have aBopythatfallsinthe 4-5 APrange. ABODY of 6 represents
unaugmented human perfection (Batman).If a Character hasa
BoDyY greater than 6, s/he is either not human (like Hawkman)
or his/her stamina and physical resilience have been increased
(the Terminator has a Bopy of 8 because his stamina was
enhanced by a serum developed by the U.S. Army).

In Pulsar's case, our Player decides that his Powers give
Pulsar a degree of superhuman invulnerability (meaning a
Bobpy greater than 6 APs), so s/hegives PulsaraBoDy of7 APs.
BobyisnotanAction Attribute (the Factor Costis6), so 7 APs
will cost our Player 48 Hero Points.

INT: Intelligence represents a Character’s ability to think
rapidly and his/her knowledge of facts. Most heroes have an INT
in the 5-7 AP range. Extremely wise or resourceful heroes can
run much higher (Batman has an INT of 12; the Chief from the
old Doom Patrol had an INT of 15). It is possible to have a
barbarian with a high INT (like the Viking Prince) or a scientist
from a futuristic society with a rather low INT, as their own
knowledge of available facts can obviously differ greatly.

Since Pulsar began as a street punk and our Player does not
envision himas being particularly resourceful or quick-witted,
Pulsar should receive an INT of 5. Since INT is an Action
Attribute (Factor Cost 7), 5 APs will cost our Player 28 Hero
Points. Thus far, our Player has spenta total of 166 Hero Points
on Pulsar’s Attributes.

WILL: This Attributerepresents a Character's abilityto draw
conclusions and his/her willpower in general Most heroes have
a WILL in the 3-6 AP range. A particularly perceptive or

dedicated hero will have a higher WiLl. (Batman, who is an
exceptionally dedicated hero, has a WILL of 12).

In our example, Pulsar is not particularly dedicated or
perceptive, so our Player gives Pulsar 5 APs of WiLL, which at
Factor Cost 6, costs our Player 24 Hero Points.

MIND: This Attributeis a measure of aCharacter’s resistance
to mental stress. Most heroes have a MIND in the 4-6 AP range,
while those who are particularly resistant to mental damage
possess much higher MINDs. Again, Batman has a very formid-
able MIND of 12 APs.

Pulsar, while mentally resitient, is no more so than any other
hero, so our Player gives Pulsar a MiND of 6 APs (Factor Cost
6), which costs 36 Hero Points.

INFL: Influence represents the power of a Character's
personality and presence. Average heroeshave an INF1. in the 3-4
AP range. Those with particularly strong personalities (like
Batman or Guy Gardner) have higher Influences. Mystically-
oriented heroes typically have higher-than-normal INFLs, as
these heroes often exhibit an extremely powerful presence.

Our Player decides to give Pulsar an INFL of 6 because s/he
envisions the hero as having an unusually strong, belligerent
personality (Pulsar having once beena street thug). Since INFL
isan Action Attribute (Factor Cost 7), 6 APs will cost our Player
42 Hero Points.

AURA: This Attribute represents a Character’s ability to
intercede with his/her personalityto affect the actions of others
and also indicates his/her level of magical power. Most heroes
have an AURA in the 3-5 AP range, although those who are
exceptionally cooperative (Green Lantern Hal Jordan) or
intimidating (Batman) often possess much higher Auras, as do
raystically-oriented heroes.

Our Player determines that Pulsar would probably not work
well within a group, as a result of his belligerent personality,
and gives Pulsar an AuRa of 3 (Factor Cost 6) fora Hero Point
costof 12.

SPIRIT: This Attribute represents a Character’s ability to
withstand mystical stress and is also a reflection of the
Character’s general spiritual resolve. Most heroes have a SPIRIT
inthe 3-4 AP range, while more mystically-resistant and resolute
heroes possess much higher SpiRriTs.

Returning to Pulsar, our Player determines that Pulsar is not
unusually resistant to mystical attacks and gives him a SPIRIT
of 4 (Factor Cost 6), Hero Point cost of 18.

Now complete in the Attribute Design stage for Pulsar, our
Player has spent 298 of the allotted 450 Hero Point Base on
Attributesforthe new Character (42+48+48 + 28 + 24 + 36 + 42
+12 + 18 = 298).

Purchase Powers
and Skills

Following the purchasing of Attributes for a
new Character is the selection of Powers and
Skills, which are purchased in much the same fashion as
Attributes. Each Power and Skill has a Factor Cost listed in its
description. See Chapter 5 of this handbook for Powers, and
Chapter 6 for Skills.

To purchase a Power or Skill, a Player should simply cross-
index the Power/Skill Factor Cost with the number of APs
desired on the AP Purchase Chart. The resulting nuraber will be
the Hero Point cost the Player must spend to purchase that
many APs of the Power/Skill for the new Character.
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Base Cost

When purchasing Powers and Skills, a Player must also pay a
Hero Point fee called the Base Cost for each Power and Skill
purchased. The Base Cost represents the cost of acquiring the
Power or Skill at 0 APs; the Player only pays the Base Cost once,
no matter how many APs of the Power or Skill are purchased.
For example, if a Piayerbuys 10 APsofthe FlameProject Power
(Factor Cost of 3, Base Cost of 15), s/he must spend 63 Hero
Points (48 HPs for 10 APs of a Factor Cost 3 Power plus a Base
Cost of 15).

Linking Powers and Skills

When purchasing a Power or Skill, a Player has the option of
linking the Power or Skill to its Link Attribute (denoted in the
Power/Skill description). Linked Powers and Skills derive their
effectivenesses directly from a Character’s Attributes. When a
Player chooses to link a Power/Skill, s/he must purchase a
number of APs of the Power/Skill equal to the number of APs
possessed in its Link Attribute.

One of the advantages oflinking Powers and Skills is that Hero
Point Costs are much less expensive — a Player is allowed to
subtract two (2) from the Factor Cost of any linked Power or
Skill at time of purchase (to a minimum Factor Cost of 1).

Once a Power or Skill is linked, it is forever tied to its Link
Attribute. Ifthe Link Attributeshould ever increase or decrease,
so will any Powers and Skills which are linked to that Attribute.
For example, if a Character has 8 APs of BoDY and 8 APs of the
Skin Armor Power linked to his/her BoDy, and later increases
his/her Bopy to 9 APs, his/her Skin Armor Power would also
automatically increase to 9 APs.

A disadvantage to linked Powers and Skilils is that they are
much harder to improve through Character Growth (see
Chapter 2). A Player cannot spend Hero Points to increase a
linked ability alone; instead, s/he must increase the ability’s Link
Attribute (thus increasing all Linked Powers and Skills as well),
which is generally much more expensive.

For example, ifa Character had a STR of 5 APs and the Player
wanted to purchase a linked Energy Blast, the Player must
purchase 5 APs of Energy Blast, but at a Factor Cost of only 1
(Energy Blast’s Factor Cost is 3, minus 2 to the Factor Cost for
linking, equals a Factor Cost of 1). 5 APs of a Factor Cost 1 Power
costs 5 Hero Points; adding 15 Hero Points for Energy Biast’s
Base Cost establishes a total cost of 20 Hero Points.

The Player saved 7 Hero Pointsbylinking the Power (5 APsof a
Factor 3 Power normally costs 12 Hero Points plus 15 for Energy
Blast's Base Cost would have equalled 27 Hero Points). However,
it will now be more difficult to improve the Character’s Energy
Blast over time.

Bonuses and Limitations

A Player can purchase one or more Bonuses or Limitationsin
conjunction with each of the Character’s Powers. Bonuses are
modifiers which increase the effectiveness of a Power while
Limitations decrease a Power’s effectiveness. (For a complete
description of available Bonuses and Limitations, see Chapter 3
of this handbook.) In the description of each Bonus and
Limitation is a Factor Cost Modifier listing; this modifier is
applied to the Factor Cost of the respective Power at the time of
AP purchase.

The “No Range” Limitation, for example, has a Factor Cost
Modifier of -1. This means if a Player were to purchase the “No
Range” Limitation in conjunction with Energy Blast, for
example, the Power would possess no Range (its Range
becoming“Touch,” the Character’s DExbecoming the AV) and its
Factor Cost would decrease to 2.

Similarly, the “Usable on Others” Bonus has a Factor Cost
Modifer of +5. This means if a Player were to purchase the
“Usable on Others” Bonus in conjunction with Energy Blast, the
Power would be transferrable to another Character and its
resulting Factor Cost would increase to 8.

Factor Costs can never be decreased to less than 1 through
the adoption of Limitations. For Factor Costs that surpass 10
through purchase of Bonuses, calculate the cost of the Power at
Factor Cost 10 and also calculate the cost at the remaining
Factor Cost level. Add these numbers togetherto determine the
increased Hero Point cost. Thus, a Factor Cost 15 Power would
cost the same as the Power at Factor Cost 10, plus the Power at
Factor Cost 5.

Again returning to our example of Pulsar, our Player knows
what Powers s/he wants to purchase from the blueprint
devised in Step 2. It seems that Pulsarshould have the Energy
Blast, Force Field, and Flight Powers; the decision that
remains is how many APs of each Power to purchase.

Our Player decides to buy Pulsar 8 APs of Energy Biast
(Factor Cost3, Base Cost 15) at a cost of 45 Hero Points; 4 APs
of Force Field (Factor Cost 6, Base Cost 30) ata cost of 48 Hero
Points, and 10 APs of Flight (Factor Cost 2, Base Cost 10) ata
costof42 Hero Points. The totalcost of Pulsar’s Powers is 135
Hero Points (45 + 48 + 42 = 135).

Now for Pulsar’s Skills — since Pulsar used to be a street
thug, our Player chooses to give him APs of Charisma, Thief,
and Vehicles Skills. The decision is made to purchase 3 APs of
Charisma Skill (Factor Cost 4, Base Cost 10)at a cost of 18
Hero Points; 4 APs of Thief Skill (Factor Cost 7, Base Cost 5) at
a cost of 26 Hero Points, and 5 APs of Vehicles Skill (Factor
Cost 6, Base Cost0) at a costof 24 Hero Points. The total cost
of Pulsar’s Skills is 68 Hero Points (18 + 26 + 24 = 68).

Thus far, our Player has spent 501 Hero Points designing
Pulsar (298 + 135 + 68=501), a figure that exceeds the original
450 Hero Point Base. Our Player realizes that s/he will needto
assume Drawbacks to acquire more Hero Points later.

Purchase Advantages

The next step is to purchase any Advantages
necessary for the Character (for a complete
description of available Advantages, see
Chapter4 of this handbook). Each Advantage has a Hero Point
costitted in its description; to obtain an Advantage for a
Character, the Player must simply pay the Hero Point cost.

Since Pulsar was a street punk, our Player decides to buy
him Low level Streetand Police Connections whilealso giving
the hero the Area Knowledge Advantage (Pulsar grew up on
the streets, so he must know a lot about his home city). Low
level Connections cost 10 Hero Points apiece, Area Know-
ledge costs another 20 Hero Points, so Pulsar’'s Advantages
are going to cost our Player 40 Hero Points aitogether.

Pulsar's running subtotal after purchasing his Advantages
now equals 541 Hero Points.

STEP

Purchase Wealth

The next aspect of Character Besign to
consider is a Character's available fmances
and standard of living (measured as Wealth).
APs of Wealth are purchased at a Factor Cost of 2.

Further information on the Wealth rating and its use in the
DC Heroes RPG may be found in Chapter Six of the Rules
Manual. The table on the top of the next page provides
benchmarks to help determine the purchase of Wealth APs.

Returning to Pulsar, our Playerdecidesto purchase 5 APs of
Wealth, giving Pulsar an annual income of approximately
$40,000. Since Wealth has a Factor Cost of 2, this will cost our
Player 8 Hero Points.

Pulsar's subtotalafter purchasing his Weaith rating isnow at
549 Hero Points.

STEP
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P 0 $1250
1 $2500
2 $5000
3 $10,000
4 $20000
5 $40000
6 $80000
% $150000
8 $300,000
9 $500,000
10 $1,000,000
11 $2,000,000
NP $4,000,000
13 $8000,000
14 $15,000,000
15 $30,000,000
16 $50,000,000
17 $100,000000
18 $200,000,000
19 $400,000,000
20 $800,000,000
21 $1,500,000,000

STEP Characte_r Background,
Description, and
Personality

One importantaspect to consider in Character
Design is whether or not to create a Background, Description,
and Personality for the new hero. While each of these three
elements is optional, a Player receives an additional 15 Hero
Points to the initial 450 Hero Point allotment for each element
designed (criteria of completeness at the GM's discretion), up to
a maximum of 45 additional Hero Points.

The following are guidelines toward designing a new
Character’'s Background, Description, and Personality.

Background: A Background consists of a Characters history
and personal data. To receive the additional Hero Points for
creating a Background, a Player should design an entry for the
new Character that would be similar to those found in the DC
Who's Who series.

A typical Who's Who entry consists of the following
information: Character Name, Alter Ego (secretidentity, if any),
Occupation (job), Marital Status, Knoun Relatives, Group
Affiliation (hero team member?), Base af Operations (city),
Height, Weight, Eye Color, Hair Color, and Personal History.

A Player should fill in each portion with the appropriate
information. Character Name, Alter Ego, Group Affiliation, Base
of Operations, Height, Weight, Eye Color, and Hair Color should
be relatively simple. For Occupation, the Player should select a
Job which corresponds to the Character’s Wealth rating - a
Character with only 2 APs of Wealth isnot likely going to be a
doctor or lawyer, while a Character with 20 APs is probably not
going to be a school teacher.

For Marital Status, a Player should only indicate that his/her
Character is married if s/he plans to select the Married
Drawback (see Chapter4). Known relatives could include other
Players’' Characters, heroic Non-Player Characters (subject to
GM and other Players’ approval), or could simply be non-heroic
Non-Player Characters who might occassionally show up in an
adventure (parents, siblings, children, etc.).

The most important portion of a Background by far is the
history entry. Somewhere in the history a Player should explain
how the new Character gained his/her Powers and Skills, why
the Character decided to become a hero, and which heroes or
villains (if any) from the DC Universe the Character has
encountered in the past (among other useful information).
Details are completely up to the Player as suits the Character. A
thorough history entry should provide the GM with many
possible plot threads thats/he could integrate into an adventure
or campaign.

For example, suppose a Player explained in his history that
Captain Charisma gained his Powers by falling into a vat of
irradiated Kodachrome while investigating his fiancee’s
disappearance. A GM would then havean instant plot thread for
a campaign (what really happened to Charisma’s fiancee and
who abducted her?).

GMs should approve any Background that (1.) makes sense,
(2.) fits the needs of the adventure or campaign, and (3.) is
appropriate withinthe DC Universe. A Player should notexpect
additional Hero Points for a History reading: “Superman always
asks my Character for advice” or “[ became a hero because [
killed Captain Cold while he was robbing a bank and I was
surprised at how easy it was.”

A sample Background for Pulsar might read like this:

Pulsar
Personal Data
Alter Ego: Lioyd Wood
Occupation: Private detective,

former street criminal

Marital Status: Single
Known Relatives: Roger (brother )
Group Affiliation: Nowe
Base of Operations: Midway City
Heght: 6 I°, Weight: 210 lbs.
Eyes. Blue, Hair: Blond

History: this consists of an intricately-detailed summary of
the events, persons, and locations which surrounded a hero’s
inception. A historyits for the Player and GM information
pertinent to how a Character developed his/her Powers, Skills,
and Motivation; it provides an essence to the hero by establish ing
a definitive biography upon which effective Character role-
playing can be based.

For example, Superman is an alien who derives his fantastic
powers from the effects of yellow sun radiation; realizing he
possesses abilities far beyond those of mortal men, Superman
uses his powers to uphold the laws of society and defend all
peoples. The Batman is a hero scarred by a tragedy which
occurredin hisearlychildhood, his parents having been gunned
down before his eyes by a street thug; the child grew up, honing
his physical and mentaiskills tolevelsof human perfection, and
dedicated himself to enforcing his own brand of justice upon
society’s criminals.

While all heroes share some common characteristics, each
hero will possess a unique biography. Beyond variations in
Powers, Skills, and flashy costumes, it is the special personal
history of a Character which serves to separate him/her from
the multitudes of heroes which fly today’s skies and will swing
tomorrow’s darkened streets.



A sample History for Pulsar might read like this:

Lleyd Wood grew up a poor orphan in the slums of
Midway City and joined a local street gang at the age of
Sourteen. A tough, strong-willed youth, Lloyd quickly took
control of the gang himself until he was moticed by the
local syndicate and recruited into its operation.

Lloyd soon grew distillusioned with the syndicate after
learning that the mob made its money by bleeding drythe
businesses and residentsin his old neighborhood through
a protectton scheme. Yet, Lloyd was quickly promoted to
working the protection racket himself. His first assign-
ment was to murder the only resident of the area who
stood up to the mob 's strong-arm tactics: Prefessor Redcre
Daltor, a S.1.A.R. Labs scientist who himself had groum
up in the slums.

When Lloyd confronted Dalton in the scientist's home,
Dalton quickly recognized Lloyd's misgivings and
managed to convince the erramt youth to forgo his
criminat ties and join the fight against the mob. Dalton
convinced Lloyd to participate in the experimental ‘‘vita-
ray process,’ a treatment designed by the sciemtist to
imbueits subjectwith powers to use against the syndicate.

Lloyd agreed to the treatment and accompanied Dalton
toS.7.A.R. Labs. However, Dalton s process went awry, as
the instant Dalton activated his vita-ray precess, an
eclipse cut off the equipments’s solar power source,
causing a dangerous power surge. The accident destroyed
thevita-ray equipment andnearly killed Lloyd Weod, yet,
amazingly Lloyd emerged from the vita-ray chamber
imbued with powers even more fantastic than Dalton had
imagined. Lloyd created the costumed crime fighting
identity of Pulsar and tmmediately turned his attention
to eradicating the mob’s local influence.

During the intense battle between Pulsar and the mob
which followed, Dalton was accidentally killed. Pulsar
would have died as well, had it not been for the timely
intervention of Hawkman, who saved Lloyd’s life and
helped defeat the syndicate.

The syndicate defunct, Lloyd decided to apply his
thieving talents and street smarts towards positive ends
and became a private detective, continuing to fight crime
in his alter-identity of Pulsar.

Description: A Description consists of a written account of a
Character’s physical appearance in both super and non-super
identities. Points to consider include: clothing, facial features,
hair style, height, weight, build, and any particuiar mannerisms
s/he might possess (both physical and verbal).

When describing a hero, concentrate on the Character’s
costume, emphasizing specifics such as design, material, and
color. Does it include a mask, cape, or special symbol? If the
Player or any member of the group is an artist, the Player could
substitute a sketch of the Character for a written Description
and still receive the 15 additional Hero Points.

Our Playervisualizes what s/he imagines Pulsar to look like,
and comes up with the following description:

In his heroic identity of Pulsar, Lloyd Wood wears a
costume woven of a specialmalterial designed by S.T.A.R.
Labs. It appears to be a simple light blue spandex body
sutt, until he activates his powers. His powers react with
spectal fibres in the suit to create a glowing, star-like
symbol in the center of his chest: the symbol of Pulsar! To
protect his secret identity, Pulsar alsowears a mask made
of the same material, which adequately hides his facial
Seatures.

In his everyday identity of Lloyd Weod, our hero tends
to faver off-therack business suits in order to make
himself look the part of a competant private detactive.
However, his tep button is almost always undone, and his

tie is loosened, giving him a somewhat disheveled look. At
sixfoot one andtwo hundredten pounds, Wood's blue eyes
and blond hair give him an imposing look even when heis
not in his costumed identity. During his years as a street
thug, Lloyd learned how to use his looks to his best
advantage, developing a scowl that makes even the
bravest tremble.

Personality: This section should describe a Character’s
physical, mental, and emotional mannerisms, how s/he deals
with other Characters and vice versa. Personality traits are
often closely associated with a Character’s Motivation (see Step
9). From a role-playing standpoint, creating a unique Person-
ality feature for each Character will increase interest and
enjoyment for all Players.

One of the reasons Justice Leagque America and Justice League
Europe are such enjoyable comics is that each hero is clearly
defined and has some uniquefacetto his/her personality. The Mar-
tian Manhunter isstern and serious, but addicted to Oreos; Rocket
Red is a naive farmboy desperately trying to assimilate himself in-
to American culture, and Guy Gardner is a brash, arrogant fool.

A sample Personality note on Pulsar might read like this:

Pulsar is a tough-talking, arrogant type who is new to
the super-business. While he genuinely cares about people
and thetr problems, he can be quite tmpetuous, often
thinking with his fists instead of his head. Somethingof a
hot dog, giver a choice in combat, Pulsar wiil select the
tactic which best displays his amazing abilities.

In his everyday identity of Lloyd Wood, Pulsar ¢rees to

be a bit more low-key, hoping that no one will notice the
sitmilarities between his dual identities. Pulsar offers
Wood the chance to really cut loose and enjoy his new-
Sfound powers, an opportunity he doesnt have in his
ctvilian life. Lloyd's other magor personality trait is his
curiosity, which frequently gets him involved in matters
that others might not have noticed.

Since our Player has created all three of the Background,
Description, and Personality aspects for Pulsar, s/hereceives
45 additional Hero Points to add to the 450 base. Since 549
Hero Points have already been spent on Pulsar, our Player
must must still come up with 54 Hero Points in Drawbacks
(549 - 450 - 45 =54).

Select Drawbacks

If a Player has purchased Attributes,
Powers, Skills,and Advantages that cost more
thanthe 450 Hero Points allotted for Character
Design, s/he must now locate additional Hero Points to pay for
the Character’s creation. This is accomplished by giving Draw-
backs to the Character.

Drawbacks are the opposite of Advantages. Each Drawback
description (located in Chapter 4 of the handbook) lists a Hero
Point bonus, which is the number of additional Hero Points
awarded for selecting the Drawback.

In the example, our Player must locate at least 54 Hero
Pointsin Drawbacks to purchase all of Pulsar’s characteristics.
Since Pulsar’s abilities are light-based, our Player decides to
give him a Loss Vulnerability which is activated by darkness,
specifying that none of Pulsar’s abilities is ever able to function
in complete darkness.

Since this Vulnerability affects Pulsar's Powers, Physical
Attributes, and has a Range of 0 APs (meaning that Pulsar
must be encompassed by darkness for the Vulnerability to
occur), selection of the Drawback awards 85 Hero Points.
Additionally, Pulsar has the Secret Identity Drawback, which is
worth 10 Hero Points.

With theinclusion ofthese Drawbacks to Pulsar's Character
Design, our Player has a "bank” of 41 additional, unspent Hero
Points after creating Pulsar (549 - 450 - 45 + 95 = 41).

STEP




Select Motivation

Two important steps remain toward
corpleting design of a new Character. First,
every hero requires a Motivation, which is the
driving purpose behind the Character’s decision to be a hero and
fight crime. Five basic Motivations exist for heroes in the DC
Universe: Upholding the Good, Responsibrility of Power, Seeking
Justice, Thrill of Adventure, and Unwanted Power.

A beginning Character can possess one (and only one) of
these Motivations. Selecting a Motivation neither costs nor
awards Hero Points. However, keeping a Character’s Motivation
firmly in mind during an adventure and campaign will help a
Player to role play, and consistent role-playing can result in
receiving additional Standard Awards (see Chapter Seven of
the Rules Manual). Motivations often dramatically affect a
Character’s Personality (see Step 7).

The following descriptions provide information on each
Motivation and present personal insights from representative
DC heroes.

Our Player determines that Seeking Justice, Batman'’s
. Motivation, fits Pulsar's history and psychological outlook
pest.

STEP

UPHOLDING THE GOOD

A Character with the Motivation of
Upholding the Good believes steadfastly
in traditional moral values: cornpassion,
justice, truthfulness, and a resolute faith
in society’s laws. A Character Upholding
the Good is unrelenting in the pursuit of
Good and would never overstep the
boundaries of the law, even if it may
occasionally seern justice would be better
served otherwise.

A Character with a Motivation of
Upholding the Good believes societal laws
to be ultimately benign and will defend
those laws at all costs.

Superman possesses the Motivation of
Upholding the Good, which he explains in
this manner:

“All peaple, not just heroes, have the
privilegeand duty to support the laws of
their society. While my powers allow me
to uphold these laws to a greater extent
than I could oerurise, I would pursue
my belief s even witheut my powers.

U pholding the Good means to acknowl-
edge that all living creetures have value.
For my part, I do whatever I can to
tmprove the good elements in owr world
and to eliminate evil while working
within society's rules, since laws are
destgned to denefit everyone. I realize
that some laws are outdated and ill-
concetved but I refuse to allow a few bad
laws to tmpede the entire system.

‘Ultimately, good is more than the
mere absence of evil. Were there no
villatns, I would still have much work to
accomplish, there is world hunger to
combat and human in justice to evercome.
There will always be plenty of good I can
do besides keeping Lex: Luthor out of
trouble.

= y
RESPONSIBILITY OF POWER

A Character with the Motivation of
Responsibility of Power decides to change
as a result of the awesorme Powers and
Skills which separate him/her from the
rest of the world. The Character, no
longer ordinary, accepts that with great
power cores great responsibility.

Such a hero will generally uphold the
laws of society, realizing that s/he is an
example to others and that such power
demands a more disciplined lifestyle than
the hero might otherwise have chosen.
However, the course of action this respon-
sibility dictates occasionally strains such
a hero’s patience.

Green Lantern is bound by the
Responsibility of Power. He explains his



Motivation in this manner:

“Being a member of the Green Lantern
Corms is probably the highest honor
anyone, human or alien, could achieve.
Yet, the power the Guardians grant us
brings with it awesome responsibility.
The universe is filled with evil and
injustice; it often seems tmpossible just to
protect space sector 2814. I have to try.

“The power I wield obligates me to
continue where others might quit. The
responsibility is tremendous and I often
Sind myself plagued with deubt; yet, the
satisfactions of a job well done are
sufficient reward.

“On theother hand, I am also a human
being. 1 cannot be perfect twentyfour
heurs a day for the rest of my life. The
Guardians espouse a strict code of ethics
and behavior and require that I follow
their ideas of what is important, not
mine. Semetimes I find myself resenting
my power and responsibilities for inter-
Jering with my life”

SEEKING JUSTICE

A Character with the Motivation of
Seeking Justice will ignore anything
which interferes with a quest. This hero
will willingly subvert society’s laws, some
of which s/he believes help protect
criminals. This hero will seek out a
criminal at whatever social level the
criminal exists, matching deed for deed,
violence with violence.

The Character who is Seeking Justice
has a strong code of personal behavior
which s/he never violates. This hero will
occasionally question the similarity
between his/her methods and those of
the criminal the hero professes to oppose.
Itis easier for such a Character toimpose
his/her moral code on others than to
accept another person’s ethics.

Batman'’s Mot1vation is Seeking Justice,
which he explains in this manner:
“Anyonewith eyes can see that atrocities
are committed every day. Today’s
criminal believes it is his right to prey
upon the innocent. Many people are
willing to let that slide . . . lawyers,
Judges, even the police . . . I am not.

“I1bringjusticeinto thenight, wherethe
criminal hides. If he uses stealth, I move
even more quictly. If he uses violence, 1
match his brutality. It is the only
language heunderstands andl am fluent
init. Heleves to make others fear him. He
Sfears me.

“I would never harm innecents. More
often than not, I am the only friend they

have. I do not kill; my life is committed to
erradicating the evil which permits one
man to kill another. While despair,
loneliness, and doubt wish to turn me
Sfrom the path of justice, I will never
surrender. No criminal can escape the
orip of justice . . . my justice.

“Comparatively, Superman is an
admirable person, but he refuses to see
the evil which strangles society,
preferring to hide behind his red, white,
and blue blindfold. Society is a dying
patient and I am the surgeon who will
tear the criminal heart, still beating,
from its body.”

THRILL OF ADVENTURE

A Character with the Motivation of
Thrill of Adventure takes extreme
chances in combat and enjoys every
minute of it Sometimes the hero will
overestimate h'is/her abilities and people
will often consider the Character flippant
and occasionally ridiculous. Yet, such a
hero would never desert a friend or run
from a fight,

A Character out for the Thrill of
Adventure will not easily accept other
people’s concepts of justice. Similar to a
Character who is Seeking Justice, this is
an independent hero who works under a
strict code of behavior. This Character
enjoys having Powers and Skills and
thrives on the fame which comes with
being a hero. Such a hero will often use
humor during seemingly inappropriate
combat or diplomatic situations.

Changeling is motivated by the Thrill of
Adventure. He describes his Motivation in
this manner:

“I have occasional doubts, like when
we're clear acress the country in the
middle of some nuclear detonation site
and Brother Blood's getting ready to
knock my head back to Titan’s Tower. But
if I can go from being a suave here to a
dead smudge in a couple of seconds, my
doubts can’t last long. Half a secend to get
the layout of the aree, transform into a
cheetah, then valiantly whip around my
JSallen cemrades at top speed to outflank
the evil bad quy.
“‘In the blink of an eye, I turn into an
eagle and fiy high overhead, 2eroinginon
Brother Blood as ke prepares to lay waste
to the remaining New Titans. Without
thought for my own personal safety, I
turn into a huge African elephant and
drop pell-mell right on top of Blood — a
green trumpeting bomb from the sky. Just

Jor good measure, I hop up on all feurs
and tromp back and forth ever the nasty
villain until I'm absolutely sure he poses
no0 more threat.

“The menace eliminated, I heist my
teammates’ uncenscious bodies onto my
back with my trunk and march toward
the nearest hospital, where I am grected
with the cheers and applause of my
adoring public. Sure, it’s a tough life. . .
but somebody has to liveit.”

UNWANTED POWER

A Character with the Motivation of
Unwanted Power was usually created by
accident or at the whim of others. This
hero in no way desires such Powers and
abilities, the possession of which often
brings severe personal consequences.,
This is a reluctant hero, one who would
gladly return to his/her former life if given
the opportunity.

Such a Character often joins a hero
team, seeking an acceptance denied the
Character in the normal world. This hero
regularly forms extremely close, personal
attachments to other heroes and is very
loyal to the team. A hero with Unwanted
Power may strongly feel society owes
him/her a debt and this Character can
often be short-tempered.

Cyborg possesses Unwanted Power, He
explains his Motivation in this manner:

“Being a member of the New Titans is
exciting. The Titans are the best thing
that has happened to me in a long time.
They give me a sense qof belonging that I
like . . . that I need. I wish I felt the same
about the rest of the human race. The
metal half of me has power far beyond
anything I would have thought possible;
but possessing it means I can never feel
completely comfortable when I am
around normal people.

“Sometimes it seems there are over four
billion people out there who would rather
Sorget I exist than try to understand me;
these are the people I'm supposed to help?
I can do Cremendous things with my
abilities, but I could alsodo a lot of goed if
I were normal. I sure wish I could have
that chance.

“Superman is an ideal to me. He and
Starfire are even aliens and they fit right
itn with people. They can do it but I just
stand out in a crowd — like the ones
which form to gawk atme. Green Lantern
has it made: stomp the bad guys, then go
home and take off the ring. What a clear-
cut job; nine-tefive and afterwards you
can 80 back to being a regular person.”



Calculate Remaining

STEP
Hero Points
The final step which remains in designing a

10 new Character is to calculate the number of
Hero Points remaining from the purchase of all the various
Character elements. This remaining number will be the Hero
Points the Character will have “banked” (stored for later
expenditure, as explained in the Read This First pamphlet and
in the Rules Manual).
In the example, Pulsar has 41 Hero Points left (450 + 45 + 95
-549 = 41). Now complete as a newly designed Character,
Pulsar has ended up tooking like this:

PUlSAR
- __"-‘36‘ ——

o Powers.
Energy Blast: 8, Flight: 10, Force
Field: 4

® Skills:
Charisma: 3, Thief: 4, Vehicles: 5

o Advantages:
Area Knowledge (Midway City);
Connections: Street (Low), Police
(Low)

® Drawbacks:
Loss Vulnerability: all Powers and
Attributes drop to 0 APs in
darkness; Secret Identity

® Alter Ego: Lloyd Wood

® Motivation:; Seeking Justice

® Occupation: Private Detective

® Wealth: 5

Creating Villains
The GM can also use the Character Design system to create
villains for an adventure or camargn. A villain designed on 450

Hero Po1ints should be a match for a hero designed on 450 Hero
Ponts, and vice versa.

| Creating More- or Less-Powerful Heroes o

By using a 450 Hero Point Base, a Player can design a
Character roughly equivalent in power to an average member
of the New Titans. Yet, what if an adventure or campaign
features more- or less-powerful heroes?

The answer is to increase the Hero Point Base. By
multiplying the 4560 Hero Point Base by a factor of two or
three, a Player can design a Character fit for the old Justice
League of America. Multiply the Hero Point Baseby afactor of
ten and a Player can design a Character who will give
Superman a run for his money.

By the same token, a Player can also decrease the Hero
Point base by a factor of one half (down to 225 ponts) to
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Theonlyrules whichvaryforcreating villainsarethatvillains
never receive an additional 45 Hero Points for the Background,
Personality, and Description aspects of the design and that
villains possess different Motivations than heroes, as indicated
in the following paragraphs.

Mercenary: This Character commits crimes for the money
involved, which maycome from the crimeitselfor thevillain may
be paid by an outside source to commit the crime. Being an
outlaw business person, in effect, a Mercenary will not commit a
crime if the fee is not right. A Mercenary possesses his/her own
particular standards: some will not hesitate to kill in order to
complete a crime, but for most Mercenaries, murder neces-
sitates a much higher fee. A Mercenary will regularly negotiate
fees, for crime is a business, not a religious calling.

Nihilist: This Character desires above all else complete
destruction on as wide a scale as possible. The villain is suicidal,
thinking nothing of taking his/her own life as long as thousands
of others die in the process. Being driven by an unreasoning
hatred of all things, a Nihilist will often enter Killing Combat,
making the use of Persuasion on the villain nearly impossible.

Power Lust: This Character wants to ruie the country, world,
galaxy, or universe, depending on the extent of an individual’s
ambitions and abilities. The villarn will not seem unreasonablein
demeanor as long as everything goes his/her own way.
Characters governed by this Motivation include leaders of “noble
causes” who espouse concepts like, “My rule usill benefit all of
you, for only I can save/help/lead you. @ppose me, and all
humanity will sutfer!’

A villain with Power Lust considers murder to be a perfectly
viable means to an end, and will use it according to his/her own
evil standards. However, s/he will not kill his/her enemies
simply for killing's sake.

Psychopathic: This Character is ruled by uncontrollable,
negative emotions such as hatred, jealousy, fear, and arrogance,
which allow the villain to feel justified in committing evil. The
psychopath may be completelyinsane or simply be governed by
atwisted and evil morality. The act of killing does not bother the
psychopath, whose feelings and reasonings are often
incomprehensibly warped. Most villains described as “pure evil”
would be classified as psychopaths.

Thrill Seeker: This Character lives in the criminal world for
kicks. Unlike his/her heroic counterpart, this Thrill Seeker has
no stomach whatsoeverfor confrontation. if events turn against
this villain, s/he turns into a coward. The Thrill Seeker will not
attempt to kill a hero unless terribly desperate; heroes havebeen
known to become upset by such attempts and might then hurt
the villain, which certainly is not any fun.

create heroes on the order of the late Robin or the members
of Sgt. Rock’s Easy Company.

Whenever altering the Hero Point base, a Player should also
increase or decrease the Hero Point costs and bonuses for all
Advantages and Drawbacks by the same factor. Advantages
cost twice as much for 980 point Characters; but Drawbaclks
net them twice as many Hero Points. Advantages cost half as
much for 225 point Characters; but Drawbacks only earn
them half as many Hero Points.

Note: When altering Hero Point Bases in either manner
(increasing or decreasing), Factor Costs for Powers and Skills
always remain constant. They are never increased or
decreased, with the exception of modification through
Bonuses or Limitations.



AP Purchase Chart

FACTOR COST

Other Action
Wealth Attribute Attribute

_ 8( 910 1040 1170 1300
875 150 " | 10 70

1250 1500 1750 2000
1200 1500 1800 2100
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Experience
and Character
Growth

Atthe completion of an adventure, a Character will receive a
Hero Point award for playing the game. These Hero Points can be
used to improve the Character's abilities over time. The
distribution of these Standard Awards are subject to the
following guidelines:

Gaining Experience in Adventures

An adventure is defined in terms relating to a villain’s plot and
it is through the completion of adventures that Characters gain
experience. Once the villain is encountered and the plot has
either definitively succeeded or been foiled, the adventure is
complete and Characters are awarded Hero Points based on
their levels of success. An adventure may take several gaming
sessions to resolve, depending upon its complexity; until its
resolution, no Hero Points are awarded.

Hero Points are awarded relative to five basic levels of heroic
achievement:

1) Participation in the adventure.

2.) Role-playing the Character well.

3.) Saving the lives of innocent bystanders.
4.) Thwarting the plot of the villain(s).

5.) Role-playing Subplots.

A sixth award (termed the Miscellaneous award) may be
granted at GM discretion to reward especially heroic actions not
covered by the five primary categories. For example, a Char-
acter who did not enter Killing Combat against a foe who did, or
a Character who devised a clever solution to a problem should
each receive a Miscellaneous award.

Each of these levels of heroic achievement is worth a specific
number of Hero Points called a Standard Award, which is a
variable benchmark for judging an adventure on its own merits,
The Standard Award is a reflection of the level of difficulty that
the heroes encountered while completing the adventure — the
more difficult the adventure, the greater the Standard Award.
For instance, participating in an adventure against street thugs
would probably be less difficult than an adventure against
Darkseid. An explanation of how Standard Awards are
calculated can be found in Chapter Seven of the Rules Menual.

Characters may receive less than a “full” Standard Award if
they only complete certain portions of an adventure (if a
Character participated and saved innocent bystanders but did
not thwart the villain, that Character would receive only two
Standard Awards, at GM discretion).

Note: Any heroic Character who initiates Killing Combat
must automatically forfeit any and all Hero Points available as
Standard Awards for that adventure, Killing is never a
rewardable act.

Participation
(1 Standard Award)
Any Character who takes part in an adventure receives one

Standard Award for simple participation. The exception to this
rule is a Character who initiates Killing Combat during the

adventure; this Character forfeits all Hero Point awards
available as aresult of the unheroic action.

Note: Characters who consistently forfeit the Participation
award may be asked by the GM not to participate in further
adventures.

Role-Playing
(up to 1 Standard Award)

A Character in the DC Heroes RPG should have friends,
colleagues, and a persistent foe with whom to interact. If a
Player’s utilization of the Character is consistent with the
Character's Motivation and personality, a Standard Award is
distributed for accurate role-playing.

Conversely, if a Character's actions violate his/her Mot1vation
or if the Character goes through sudden personality changes, no
Standard Award should be distributed for role-ptaying.

A Player who constantly adds new facets to his/her Character
or who role-plays with exceptional consistency, particularly
when the resulting actions could place the Character in
jeopardy, may be eligible for bonuses. A GM should feel free to
generously reward creativity in role-playing.

Saving Innocent Bystanders
(1 Standard Award)

If an adventure conflict endangers the lives of innocent
bystanders, a true hero will always attempt to save the
bystanders, even at the risk of the hero’s own life. Characters
who save innocent bystanders receive 1 Standard Award.

Only Non-Player Characters who happen into action by
mstake are considered innocent bystanders; if the Joker plans
to blow up Gotham, for example, and the Batman thwarts the
scheme, the millions of Gotham citizens are not considered
innocent bystanders.

Thwarting the Villain
(1 Standard Award)

This Standard Award is distributed to Characters who were
able to successfully foil the plan of the adventure’s primary
villain or villains.

Subplots
(1 Standard Award)

Every Character posseses a unique personal history that
includes past experiences and acquaintances. Often a Character
will have the opportunity to interact with these elements,
renewing a conflict with an old foe or returning to the home
world from which the hero was exiled. A Character who is in-
volved in his/her own Subplot receivesone Standard Award. For
further information, see Chapter Eight of the Rules Manual.

Miscellaneous
(up to 1 Standard Award)

A Character may receive anywhere from 1 Hero Point to an
entire Standard Award for heroic actions which are not covered
by the five previouslylisted categories. The decision not to enter
Killing Combat against a foe who had done so would be worthy
of an additional Standard Award, as would inventing a
particularly ingenious solution to a difficult problem.
Miscellaneous Standard Awards are completely at GM discretion
and need not be distributed at all.

Character Growth

As Characters progress through their heroic careers, they
become more experienced and skilled in the nse of their
superior abilities. In the DC Heroes RPG, this aspect of
Character Growthisrepresent bya Character using Hero Points
to increase his/her APs of an Attribute, Power, or Skill.




A Character wishing to increase his/her statistics purchases
additional APs of Attributes, Powers, and/or Skills on the
Increasing Attridutes Chart below, just as s/he did when
designing the Character originally. However, when increasing
statistics through Growth, a Character must purchase each of
the additional APs individually, which results in a much more
costly investment.

Suppose a Character wanted to increase his/her DEx from 6
to9 APs. DEX isan Action Attribute (Factor Cost 7); referencing
the chart reveals that 7 APs of DEx cost 70 Hero Points, 8 APs
cost 70 Hero Points, and 9 APs cost 105 Hero Points. To increase
his/her DEx from 6 to 9 APs, the Character must pay 245 Hero
Points (70 + 70 + 105 = 245).

Similarly, suppose the Character wanted to increase his/her
Force Manipulation (Factor Cost 10 Power) from 7 to 10 APs; 8
APs of a Factor 10 Power cost 100 Hero Points, 9 APs cost 160
Hero Points, and 10 APs cost 150 Hero Points. Thus, the
Character must pay a total of 400 Hero Points to increase
his/her APs of Power from 7 to 10 APs (100 + 150 + 150 =400).

Note: When increasing any Powers and Skills through Char-
acter Growth, any Bonuses and Limitations placed on the
existing Power or Skill still affect the Factor Cost. For exampile,
to increase APs of Energy Blast with the No Range Limitation,
the new APs would still be purchased at Factor Cost 2.

When increasing Attributes, Powers, and/or Skills, Hero
Points needed for a particular increase must be paid atone time;
partial expenditure for increase is not allowed.

Powers and Skills

Beyond growth of Characters through Attribute modification,
a Player may occasionally want to diversify by adding totally
new Powers and Skills to his/her Character’s abilities.

Purchasing an additional Power for an existing Character
costs 10 times the Base Cost listed in Chapter Five. Adding a
new Skill costs 5 times the Base Costisted in Chapter Six. This
gives the Character 0 APs of the new Power or Skill; the Player
must then purchase individual APs of the Power on the
Increasing Attributes Chart, taking into account any Bonuses
or Limitations which may affect the Poweror Skill'sFactor Cost.

To link a new Power or Skill, the Player follows the same
procedure for adding a new Power or Skill just described (10 or 5
times the Base Cost, plus individual APs on the Increasing
Attridbutes Chart), with the usual -2 Factor Cost bonus for
linking an ability (see page 5) and any other Bonuses or
Limitations that apply. However, the Player must buy a number
of APs of the Power or Skill equal to the existing APs of the Link
Attribute ¢mmediately. Once s/he has done so, the new Power or
Skillisconsideredlinked to the Attribute, and will increase ifthe
Player later decides to purchase a higher AP level of the Link
Attribute,

Banking Hero Points

Hero Points may be saved by a Character until they are
expended either during an adventure or through Character
Growth; this method of retaining Hero Points (called “banking™)}
is often used by extremely powerful Characters who must retain
a great number of Hero Points to raise APs of their abilities.

The banking of unspent Hero Points in noway threatens their
loss. Characters cannot accidentally lose banked Hero Points in
battle or have a villain steal them; a Character must willingly
expend Hero Points for his/her bank to diminish.

Purchasing New Advantages

A Character may use Hero Points to purchase new
Advantages. Purchasing a new Advantage for an existing
Character is 5 times the listed Hero Point cost of the Advantage
(see Chapter 4: Advantages and Drawbacks in this handbook).

Removing Drawbacks

A Character may also use Hero Points to remove any pre-
existing Character Drawbacks. Removing a Drawback from an
existing Character costs 5 times the number of Hero Points the
Character originally received for adopting the Drawback.
Drawbacks cannotbe removed without express GM permission.

Example: When Batman started his career, he possessed the
Mistrust Drawback (as seen in Batman: Year @ne). By the
second year of his career, Batman had removed this Drawback
and added a High level Connection with the GCPD (as seen in
Batman: Year Two) by spending accumulated Hero Ponts.

INCREASING ATTRIBUTES CHART
FACTOR COST

AP Wealth
Range 1 2 3 4

Other Action
Attribute Attribute
5 6 7 8 9 10

9-15 15 30 45 60

75 90 105 120 135 150

36-40 30 60 90 120

150 180 210 240 270 300

45

51-55 9 135 180

225 270 315 360 405 450
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Bonuses and
Limitations

Bonuses and Limitations are special modifiers which may be
purchased to increase or decrease (respectively) the
effectiveness of Powers, Each Bonus and Limitation has a Factor
Cost Modifier included in its description which is added to (or
subtracted from) the Factor Cost of the Power which it alters.

In some cases, Bonuses may cause a Power or Skill’s Factor
Cost to be higher than 10. In this case, see the ruies on page 5.
Limitations may never reduce the Factor Cost of any Power or
Skill below 1.

BONUSES === @

AREA EFFECT [FACTOR COSTMOD: +1]

ThisBonusallows a Power to automatically affect every target
within a3 AP radius of the Power’starget point. Attacks madein
this manner must be resoived separately (with no Multi-Attack
penalties). A Power with this Bonus must attack all targets
within the stated radius, friend or foe. A Character using a

AA'AM

Power with and without this Area Effect must purchase the
Power twice: once with and once without the Area Effect Bonus.

Example: A Character with Sonic Beam/AreaEffect firesata
villain. Each Character and object (enemy, friend, buildings,
etc.) within 3 APs of that villain is also attacked with a separate
Action Check, no Multi-Attack penalties applicable.

RANGE [FACTOR COST MOD: +1]

This Bonus allows a Power which normally has a Range of
Touch or Self to possess an effectively Normal Range. Exactly
how this alteration affects the Power’s use will vary from Power
to Power. Examples include:

8 Energy Absorption/Range enables a Character to absorb
energy released at a distance equal to the Character’s APs of
Power (not just energy which contacts the Character). This
allows the Character toadd his/her APs of Energy Absorption to
any other Character’s RV against energy attacks provided the
recipient is within Normal Range. The Power may still only be
used once per phase.

B8 Force Field/Range enabies a Character to create a Force Field
at a distance equal to the Character’s APs of Power (not just
around him/herself). This allows the Character to protect or
entrap another Character with a “force bubble” projected at
Normal Range. OV/RVs of an attempt to break free of such a
force bubble would equalthe Force Field prejecting Character’s
APs of Power.

8 Molecular Chameleon/Range enables a Character to assume
the form of any substance within Normal Range (not just those
substances touched).

The Range Bonus can never be used to bestow Powers upon
another Character (as the “Usable on Others” Bonus allows).
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USABLE ON OTHERS [FACTOR COST MOD: +5]

This Bonus allows a Power to be temporarily transferred to
another Character. Such a transfer attempt is automatically
successful provided the recipient Character is within Normal
Range of the Power to be transferred.

A recipient Character automatically receives a transferred
Power at the awarding Character’s full APs of Power. If the
transferred Power is linked to one of the transferring Char-
acter’s Attributes, the recipient Character only receives APs
equal to his/her own APs of the transferred Power's Link
Attribute, but never at an AP level higher than that possessed by
the transferring Character.

A Character who transfers a Power to another Character
loses use of the transferred Power for a length of time (in APs)
equal to the APs of the transferred Power. The transferring
Character may recall the transferred Power prior to this time if
the Character so desires.

MISCELLANEOUS BONUS [FACI'OR COST MOD: +3]

A Character who purchases a Bonus which cannot be
categorized using any of the preceeding Bonuses receives a
Factor Cost Modifier of +3 for a Miscellaneous Bonus (this
application is at GM discretion).

LIMITATIONS

NO RANGE [FACTOR COST MOD: -1]

This Limitation causes a Power with Normal or greater Range
to have its effective Range reduced to that of Touch. If use of a
Power limited in this mannerisa Dice Action, its AVbecomes the
possessing Character’s DEX while the Action’s OV becomes the
opponent’s DEX.

Example: A Character with Mind Blast/No Range would have
to successfully touch his/her opponent to inflict damage. The
AV/EV of the attack would equal the Character's DEX/APs ofthe
Power against an OV/RV equal to the opponent’s DEX/MIND.
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N SUPER~-
CR MINALS! YOU JUST
\_SET ME UP FORLIFE!

POWER ALWAYS ON [FACI'OR COST MOD: -1]

This Limitation prohibits a Power from ever being turned off
by the Character. Only Automatic Powers (specifically, only
those Powers which a Character can normally turn on and off)
may be altered in this manner. (For example, Density Increase,
Dispersal, and Energy Blast are Powers which can be turned on
and off but Powers such as Comprehend Languages, Danger
Sense, and Iron Will cannot.)

POWER BURNOUT [FACTOR COST MOD: Variable]

This Limitation causes a Power to be usable a limited number
oftimesbefore the Power fails. When thisLimitationis adopted,
a Character must specify the Limitation’s severity relative to the
following chart. Only Dice Powers may be altered by this Power
Burnout Limitation.

A Power susceptible to Power Burnout possesses a Burnout
Number that reflects the severity of the Limitation. Each phase
in which the Character uses the Power, the Player must make a
special rollon 2D10 immediately following the Power use. If this
roll is equal to or less than the appropriate Burnout Number, the
Power fails and is reduced to 0 APs. In this case, the Power and
cannot be used again untii it has been Recovered (see page 19 of
the Rules Manual). If the roll is over the Burnout Number, the
Power can continue to be used.

A Character limited by Power Burnout must add one (+1) to
the Burnout Number for each phase in which the Power has
been used but has not burned out. If the Character rests
(performs no Dice Actions) for one hour (10 APs), all Burnout
Numbers automatically reset to their original levels.

Example: A Character possesses Energy Blast/Serious Power
Burnout, making the Power’s Burnout Number 11.Following the
Character’s first Energy Blast use, s/he must roll over an 11 on
2D10 to avoid Power Burnout. If this roll is successful, following
the second Energy Blast use, the Character must roll over a 12 to
avoid Power Burnout, and so on.

If the Character fails any roll, the Power automatically burns
out, and must be Recovered. If the Character restsfor one hour
(10 APs), the Burnout Number resets to 11 and the process
starts over. Hero Points may never be spent to affect the Power’s
Burnout roll in any way.

Factor Cost
Modifer

Burnout
Number

Severity

POWER RESTRICTION [FACTOR COST MOD: -1]

A Character with this Limitation possesses a Power which will
not function against a specified class of objects or under a
general condition (organic items, supernatural influence,
nighttime, or in red sun radiation, for example). The object or
condition which restricts a Character's Power must be specified
when this Drawback is adopted.

Similarly, a Power may be restricted by a special condition
under which it well work; in this case, unless the condition is
fulfilled, the Power will not function (a Power which must be
recharged every 24 hours or one which must be focused through
a particular object, for example).

MISCELLANEOUS LIMITATION [FACTOR COST MOD: -1]

A Character who adopts a Limitation which cannot be
categorized using any of the preceeding Limitations receives a
Factor Cost Modifier of -1 for a Mscellaneous Limitation
(application is at GM discretion).
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ADVANTAGES

Advantages are Character capabilities which are not
measured in APs; a Character either does or does not possess
the Advantage.

Listed with each Advantage is a Cost, which is the Hero Point
cost to purchase the Advantage. If the level of a Character has
been multiplied or divided from the normal450 Hero Point Base,
the Advantages’ Costs must also be multiplied or divided by that
same amount at the time of purchase (see “Creating More- or
Less-Powerful Characters” on page 10).

AREA KNOWLEDGE [COST: 20]

A Character with this Advantage has thorough knowledge of
the terrain and landmarks which dom'inate a specific area. The
area with which a Character is familiar must be exactly
specified when this Advantage is purchased and may be no
larger than city-size (such as Gotham City, the Louisiana
Bayous, or Chicago). This Advantage may be purchased more
than once for Characters familiar with more than one area.

A Character with this Advantage can automatically locate
any feature or landmark within the area by gaining RAPs on a
Perception Check against an OV/RV of 2/2 (“where is the
nearest public phone?”; “which bayou leads to LaBostrie’s
shack?”; “where is Wayne Field?”; and so on). Additionally, a
Character with Area Knowledge receives a +2 Column Shift
bonus to his/her OV/RV against Perception Checks made to
detect him/her while s/he “1susing the Thief (Stealth) Subskill
within the area. Similarly, the Character receives a -2 Column
Shift modifier tohis/her target’s OV/RVwhen makingPerception
Checks to detect others who are using Stealth in the area.

Such Stealth modifiers are discretionary, as Batman’s Area
Knowledge of Gotham City would aid him while attempting to
hide in an alley, but probably would not help him sneak around
inside the Penguin’s Gotham City hide-out.

ATTRACTIVE [COST: 15]

A Character with this Advantage is extremely physically
attractive. Such a Character receives a -1 Column Shift modifier
to the OV of any Persuasion attempt made against members of
the opposite sex. For further information, see Chapter Four:
Character Interaction in the Rules Manual.

CONNECTION [COST: 10 or 15, see following]

A Connection is a Non-Player Character who is friendly to a
Character possessing this Advantage. A Connection can either
be an individual (like Superman) or an organization (like the
Gotham City Police Department).

When purchasing this Advantage, a Character must exactly
specify with which individual or organization s/he is connected
and if the Connection is High or Low level.

A High leve! Connection allows unique familiarity with an
individua! (if the Character is one of Superman'’s close friends)
or contact with someone at the upper eschelons of an organiza-
tion (such as Commissioner Gordon of the GCPD). A High level
Connection will automatically inform a Character with this
Advantage of everything s/he or his/her organization knows on
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any particular subject. Additionally, High level Connections can
often be Persuaded to lend a Character assistance or equipment.
See the Charisma Skilland page 28 of the Rules Manualfor more
detaiis.

A High level Connection costs 15 Hero Ponts.

A Lew level Connection allows a slight acquaintance with an
individual (the Character once helped Superman defeat Lex
Luthor) or contact with someone in the lower ranks of an
organization (such as a beat cop in the GCPD). A Low level
Connection can often provide somewhat useful information
when questioned but usually will not know everything which
his/her organization knows or willnot reveal all the information
s/he knows to the Character.

A Low level Connection costs 10 Hero Points.

This Advantage may be purchased more than once for
Characters with more than one Connection. Example
Connectionsinclude: (Individuais) — potentiallyanyCharacter
in the DC Universe and (Organizations) — the CIA, City Hall,
Congress, the FBI, a Foreign Consulate, Government
Intelligence, the Justice League International, the Military, a
Major Television Station, a Museum, a Newspaper, the Police,
S.T.AR. Labs, the Street, the New Titans, the Underworld, etc.

CONNOISSEUR [COST: 5]

A Character with this Advantage has appreciation and
knowledge oflife’s finer things: antiques, the arts, food, jewelry,
wines, and high fashion. A Connoisseur can appraise any item
through a successful Perception Check (AV/EVs being equal to
the Character’s INT/WILL) against OV/RVs of 2/2.

An attempt made by a Connoisseur to Persuade another
Character receives a -1 Column Shift modifier to the OV if the
Character has had the opportunity to exercise his/her
Connoisseur abilities (wining and din'ing the subject, engaging in
clever and articulate conversation, etc.).

GADGET [COST: Variable]

A Character with this Advantage begins his/her career with a
Gadget. The Player must design his/her Gadget using the
guidelines presented in Chapter Five of the Rules Manual and
must pay the Gadget’s Hero Point cost. Gadgets purchased
through this Advantage are automatically built successfully (no
Gadgetry Checks are required), and no Wealth Check needs to
be paid. A Character with this Advantage does not have to
possess the Gadgetry Skill, but should at least know of a
Character who can build it for him/her.

This Advantage may never be purchased after a Character’s
creation; itis only an option for beginning Characters. Obtaining
a new Gadget for an existing Character requires design, pur-
chase, and creation under the normal Gadgetry rules. This
Advantage may be purchased more than once for a Character
who debuts with more than one Gadget.

GENIUS [COST: 251

A Character with this Advantage may use his/her Gadgetry
Skill to create items or devices that use technology which is
unavailable in the “real world” of the late 28th century (i.e.,
teleportation machines, force field belts, etc.). For a complete
description of the Genius Advantage and its applications to
Gadgetry, see page 33 of the Rules Manual.

GIFT OF GAB [COST: 20]

A Character with this Advantage is a master of verbal
interplay. Whenever such a Character successfully performs an
Interaction Maneuver (see page 33 of the Rules Manual), s/he
receives a -2 Column Shift modifier tothetarget’s OV/RVinstead
of the usual -1 Column Shift bonus,

HEADQUARTERS [COST: 10 or 15, see following]

A Character with this Advantage begins his/her career with a
serviceable headquarters. The Character must choose the



extent of the Headquarters atthe time of Advantage purchase:
Confined or Expansive.

A Confined Headquarters is a small (approx. 400 square feet
or less) building, apartment, or rented space located in a major
city or population center. A secret room in a Character’s
apartment would constitute a Confmed Headquarters.

A Confined Headquarters costs 10 Hero Points at the time of
purchase.

An Expanstve Headquarters is a well-hidden, vast (1500+
square feet) complex located in an isolated, difficult-to-reach
area. The Batcave constitutes an Expansive Headquarters.

Note: The inclusion of particular Gadgets (vehicles, com-
puters, etc.) within the Headquarters is not considered in this
Advantage’s Cost; such devices must be purchased separately
with the Gadget Advantage if the Character begins his/her
career with such devices.

This Advantage may never be purchased after a Character
has begun his/her career; it is only an option for beginning
Characters. Obtaining a new Headquarters for an existing
Character requires design. purchase, and creation under
normal Wealth rules, found on page 44 of the Rules Manual.

INSTA-CHANGE [COST: 5]

A Character with this Advantage can switch into costume
instantaneously. Such a Character’s costume normally possesses
special molecules which transform at the hero/villain’s will.

Utilizing this Advantage costs a Character one Automatic
Action during the phase of Insta-Change tochange into costume.
A Character who possesses neither this Advantage nor
Superspeed must spend an entire phase switching clothes
(during which time the Character can take no other action).

The Atom has the Insta-Change Advantage.

INTENSIVE TRAINING [COST: 20]
A Character with this Advantage has spent most of his/her
life rigorously training mind and body to perfection.

An Intensively Trained Character receives a special -2 Factor
Cost modifier to any Skills linked during Skill purchase in
addition to the normal -2 Factor Cost modifier for I'tned Skills
(see page 5 of this book). Factor Costs may never be reduced
below 1.

Conversely, a Character with the Intensive Training Advan-
tage also adds +2 to the Factor Cost of any Powers purchased for
him/her. The Player must also pay an additional 50 Hero Points
each tume (per AP) that the Character raises an Action
Attribute to a value greater than 8 APs through experience and
Character Growth (see page 12 of this book). The Player must
pay an additional 40 Hero Points to raise any other Attribute,
Power, or unlinked Skill above 8 APs through this process.

Example: A Player whose Character has the Intensive Training
Advantage wants to raise his/her DEX from 7to9 APs. DEXis an
Action Attribute (Factor Cost 7), so the increase from 7 to 8 APs
costs 70 Hero Points (as indicated on the Incréasing Attributes
Cheart, page 13). However, the increase from 8 to 9 APs costs 155
Hero Points: 105 Hero Ponts for the normal Action Attribute
increase plus 50 Hero Points for an Intensively Trained Char-
acter raising an Action Attribute above 8 APs. The total cost for
increasing from 7 to 9 APs is therefore 225 Hero Points.

These modifiers for an Intensely Trained Character continue
after initialCharacter design. An IntensivelyTrained Character
who purchases and links a new Skill still receives the -2 Factor
Cost modifier. Similarly, an Intensively Trained Character who
purchases a new Power still receives the +2 Factor Cost penalty.

IRON NERVES [COST: 20]
A Character wi'th this Advantage is unusually resistant to fear

and intimidation. Such a Character receives a +2 Column Shift
modifier to his/her OV/RV against the Aura of Fear and Phobia

Powers, as well as any Character Interaction (Intimidation)
attempts made against him/her.

LEADERSHIP [COST: 25]

A Character with this Advantage is skilled in the arts of
strategic planning and giving orders. The Character may
automaticalily transfer his/her own Hero Points to any member
of a team which the Leader commands; Hero Point transfer may
be in any amount desired by the Leader (provided the Character
possesses a sufficient number to transfer) and may be
transferred to any teammates at any time.

Once received by another Character, transferred Hero Points
will function exactly as the recipient’s own and cannot be
regained by the Leader. For the purpose of this Advantage, only
one Character at a time may Lead a team. If more than one
Character possessing this Advantage is present, team members
must select a Leader by mutual consent.

LIGHTNING REFLEXES [COST: 20]

A Character with this Advantage possesses lightning-fast
reflexes and reaction times. Possession of this Advantage allows
a Character to permanently add two (2) points to his/her base
Initiative score (see page 16 of the Rules Manuatl).

LUCK [COST: 15}

A Character with this Advantage is unusually fortunate. Once
per adventure, the Character may invoke the Advantage and
receive either -1 Column Shift to an opponent’s OV/RV when
attackirig, or +1 Column Shift to his/her own OV/RV when
defending against an attack. The Player may choose which of
these bonuses to utilize and when toinvoke the Luck Advantage.

Example: If a Player decided to invoke Luck while his/her
lucky Character was attacking an opponent in hand-to-hand
combat, the Character’s target would receive a -1 Column Shift
modifier to his/her OV/RV for that attack. Conversely, if the
lucky Character were defending against an attack, s/he could
receive +1 Column Shift to his/her OV/RV for the defense.

Luck may be invoked to alter any Action Check, not just
combat rolls.

OMNI-CONNECTION [COST: 25]

A Character with this Advantage has friends and potential
Connections nearly everywhere (see the previously-listed
Connection Advantage). A Character with Omni-Connection is
allowed to pay a Hero Point fee during an adventure to suddenly
establish a new Connection to assist the Character.

Establishing a High level Connection in this manner costs a
Character 15 Hero Points, while establishing a Low level
Connection costs 10 Hero Points. Connections established
through Omni-Connection are only temporary and the Char-
acter may question or Persuade the Connection (if desired) only
once, Ifthe Character wishes to question the Connection further
orata later time, s/he must again pay the respective Hero Point
fee for the Connection.

Applications of this powerful and potentially-abusable
Advantage are at GM discretion. Omni-Connection could not be
used to suddenly give a Character a High level Connection with
the police officer about to arrest the Character, for instance.

Example: While working on a case, John Constantine dis-
covers his quarry is somehow connected with the huge con-
glomerate known as the Sunderland Corporation. Constantine
decides to spend 15 Hero Points to establish a temporary High
level Connection at Sunderland togatherinformation (*'Surnder-
tand?’Constantinesays. ‘Whata strokeof luck . . . an old mate
of mine is a big shot at Sunderiand!’). Constantine will then be
able to ask his Connection one fairly-detailed question and
receive accurate information. If he wants to ask further ques-
tions or call on his “old mate” at alater date, Constantine must
again pay the 15 Hero Point Connection fee.
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PET [COST: Variable]

A Character with this Advantage begins his/her career with
an animal assistant which will automatically follow all of the
Character’s instructions without error.

This advantage has a variable cost, as it is dependent on the
complexity of the pet adopted. The pet must be designed as a
complete Character (i.e., calculation of costs for the Pet’s
Attributes, Powers, and Skills) and the Character must pay
one-half (34) this Hero Point total (round fractions up). Sample
statistics for different animals are available in Appendix D of
the Rules Manual. These statistics respresent a typical member
of the animal’s species; most heroic pets possess additional APs
of Attributes, Powers, and/ or Skills.

A Character with this Advantage may control all of his/her
Pet’s actions during play through the use of one Automatic
Action.

Example: SupposethatBeast Lord wants to purchase the Pet
Advantage; his Pet will be a loyal elephant named Stmba. Beast
Lord decides that his elephant should possess the following
statistics: i

SIMBA

Dex:. b Sm: 8 Boov: 7
InT: 3 Wi 3 Mip: 3
InFr: 2 Aura. 2 SeriT: 2

InmmaTive: 10 Hero Powvts: 0

As astandard Character,Simba would cost 193 Hero Points to
design. However, designed under the PetAdvantage,Simba only
costs Beast Lord 97 Hero Points (193/2 = 96%4, rounded up to 97).

POPULARITY [COST: 20]

A Character with this Advantage is respected among the
citizenry and the media. Such a Character tends to attract a
huge crowd of well-wishers and autograph seekers wherever
s/he appears.

A Character with Popularity receives a special -1 Column Shift
modifier to the OV/RV of all normal Persuasion attempts. This
modifier may only be used on the first Persuasion attempt made
against a particular person; subsequent attempts are made
against the person’s normal OV/RV (IN¥L/SPIRIT).

Such modifiers are subject to logical conditions. A Character
would not receive a Popularity modifier against aliens from
Venus who just landed (as they probably haven’'t heard of the
Character) nor would s/he receive a Popularity modifier against
Lex Luthor (it’s tough to impress Lex).

Additionally, Multi-Attack penalties on Persuasion attempts
are reduced by one Column Shift when made by a Character

with Popularity. The Character would receive no Cotumn Shift
penalties for Persuasion of 2 targets, a +1 Column Shift modifier
to the targets' OV/RV against 3-4 targets, and so on.

RICH FAMILY/FRIENDS [COST: 15]

A Character with this Advantage hasarich family memberor
friend upon whom the Character may call once every three
months to request financial assistance (OV/RVs to this
Persuasion attempt are at 7/7). Reception of positive RAPs
allows the Character to use the contact’'s Wealth rating (usually
3 APs higher than the hero’s own Wealth) for one week’s worth
of purchases.

The wealthy friend or family member should be designed by

the GM as a Non-Player Character and introduced into
campaign scenarios occasionally for role-playing/Subplot
interaction.
EXAMPLE: The Human Leech, whose Wealth Ratingis 4, has a
wealthy family member, a well-to-do aunt. Every three months,
the Human Leech can call on his aunt for money in a pinch. To
get any money, the Human Leech must successfully Persuade his
aunt (with automatic OV/RVs of 7/7). Positive RAPs allow the
Human Leech to use his aunt’sWealth rating (7; hisown Wealth
plus three) for one week.

SCHOLAR [COST: 10 each]

A Character with this Advantage has devoted a great deal of
time to academic study of a particular subject; as such, the
Character possesses an intricate knowledge of and expertise in
that area of learning.

A Scholarly Character may recall extensive information on
the subject studied at will. Additionally, any Action Check
utilizing the Scholar Advantage (such asan INTcheckto analyze
a clue, identify an item, or decipher a book, for example)
receives a -2 Column Shift bonus to the OV/RV of the attempt.

This Advantage may be purchased in conjunction with
information gathering or creativity based Skills (such as Detec-
tive or Artist). A Character may possess more than one
Scholarly Advantage (indicating that the Character is learned in
several subjects) but the Advantage may only be purchased
onceto cover any particularsubject. Thus, a Character could »ot
purchase the Scholar (Literature) Advantage three times to
achieve a cumulative +6 modifier on literary subjects.

SHARP EYE [COST: 15]

A Character with this Advantage has a keen eye for detail and
is exceptionally perceptive. A Sharp Eyed Character automat-
ically receives a -1 Column Shift modifier to the OV of all
attempted Perception Checks.

SILENT ASSISTANT [COST: 15]

A Character with this Advantage possesses an unknown aid
who knows the Character’s secret identity and regularly assists
in the Character’s personal and heroic life. The Assistant will
often act as a surrogate for the Character when possible
(surreptitiously performing the occupational duties of the
Character's secret identity when the Character is absent,
providing “timely accidents” which allow the Character to leave
the scene during a crisis, etc.).

When a Character purchases this Advantage, the GM should
create a Non-Player Character to serve as the hero’s Silent
Assistant. At anytime duringan adventure (when appropriate),
the GM may alleviate a difficult situation through advent of the
Silent Assistant. The Silent Assistant’s identity should remain
unknown to the Character, although through role-playing of
campaign Subplots the Character may ultimately discover the
Silent Assistant’s identity.

MISCELLANEOUS ADVANTAGE [COST: 50]

A Character who possesses an Advantage which cannot be
categorized using any of the preceeding Advantages must pay 50
Hero Points for a Miscellaneous Advantage (at GM discretion).



DRAWBACKS

Drawbacks are disadvantages, quirks, and foibles which may
be selected to increase a Character’s initial Hero Point level. Like
Advantages, Drawbacks are not measured in APs; a Character
either does or does not possess the Drawback.

The Hero Point bonus received for each adopted Drawback is
listed in the Drawback’s description.

AGE [BONUS: 15]

A Character with this Drawback is of an unusual age for
adventuring, being either old or young in comparison to
traditional heroes/villains. Unusually-old Characters (those
over 50 years of age) must always subtract two points (-2) from
their Initiative scores. Unusually-young Characters (those
below 18 years of age) are limited through the need to attend
school regularly, a concern of adult authority, and being unable
to enter certarn public areas (such as bars).

The Dark Knight and his sidekick, Robin (Carrie Kelley),
possess this Drawback as old and young, respectively.

AUTHORITY FIGURE [BONUS: 15]

A Character with this Drawback, often the ruler of a small
country, is responsible for the welfare of alarge group of people
and usually adventures to advance or defend his/her people’s
political or economic status, An Authority Figure is, first and
foremost, a politician concerned with the interests of his/her
constituency.

This Character feels (not always inaccurately) that should
s/he be injured or killed, his/her society would be plunged into a
state of anarchy which would destroy his/her people. As such,
an Authority Figure will avoid entering any battles which might
seriously injure him/her (attempting to flee the scene, if
necessary). Conversely, such a Character will enter Killing
Combat and fight with startling ferocity if his/her own defeat
seems inevitable (automatically forfeiting all potential Hero
Point Awards for the adventure).

DARK SECRET [BONUS: 25]

A Character with this Drawback harbors some deep secret
which must be protected at all cost. The Character’'ssecret must
be specified when the Drawback is adopted. A Dark Secret is
always of such amagnitude thatits disclosure would effectively
end the heroic career of the Character with this Drawback.

EXAMPLE: A Character adopts the Dark Secret that he was
once a hit man for the mob and assassinated hundreds of
targets. If the secret was everrevealed, the Character wouldface
alongjailsentence and be thesubject of terrible public backlash,
ruining the Character’s career.

EXILE [BONUS: 10 or 15, see following]

A Character with this Drawback has been ostracized from
his/her native civilization and forced to remain in the locale
where s/he acts as a hero, engaging in absolutely no social
interaction with his/her homeland. The Character’s natwe
civilization could be anything from a foreign country to another
planet or dimension. This Drawback should be an important
part of the Character’s background and may provide the GM
with material for the hero’s Subplots.

A Character who has voluntarily placed him/herself in Exile
receives 10 Hero Pointsfor adopting the Drawback; a Character
Exiled against his/her will receives 15 Hero Points.

Starfireof the New Titans is in voluntary Exile from her home
worldof Tamaran while Shade the Changing Man of the Suicide
Squad has been involuntarily Exiled from the Meta-Zone.
Aquaman was once an Exile from Atlantis while Red Star has
been Exiled from the Soviet Union.

GUILT [BONUS: 50]

A Character with thisDrawbackis plagued by guiltoversome
past failure or series offailures in his/her heroic or personal life,
Such a Character must automatically forfeit 5 Hero Points
{called a “Guilt Fee”) at the beginning of every week of game
time. If the Character should ever fail to pay this fee, s/he will
suffer a+1 Column Shift penalty to the OV/RV of all his/her Dice
Actions until s/he pays all overdue Guilt Fees.

Example: Guilty Guy runs out of Hero Points and is unable to
pay his Guilt Fees for over two weeks. Since he cannot/does not
pay his fee, Guilty Guy will suffer a +1 Column Shift penalty to
the OV/RV of all his Dice Actions until he is able to complete an
adventure and pay the 10 Hero Points owed as his Guilt Fee.

INNOCENT [BONUS: 10]

A Character with this Drawback is exceptionally naive of the
ways of society and the wiles of mankind. An Innocent Character
believes in the inherent goodness of all creatures and assumes
all other persons feel the same way s/he does. An Innocent
Character sees the world through rose-colored glasses and
cannot understand evil or inconsiderate actions.

An Innocent Character suffers a -1 Column Shift penalty to
his/her OV against Character Interaction (Persuasion and
Interrogation) attempts and manipulative Mental Powers such
as Broadcast Empath, Control, Hypnotism, and so on.

IRRATIONAL ATTRACTION (BONUS: 5/25/50]

Characters with this Drawback are unusually interested in
certain objects, materials, animals, or forms of expression (gold,
silk, cats, or practical jokes, for example). A Character must
specify the subject of the Irrational Attraction when this
Drawback is adopted.

The Character with an Irrational Attraction will go out of
his/her way to find its source and satisfy his/her desires. If the
attraction is for an object, for instance, the Character will be
unable to act in the object’s presence; if the Character is
attracted to a mannerism, s/he will frequently manifest that
particular mannerism.

Irrational Attractions come in three degrees of severity: Min-
or, Serious, and Catastrophic. The degree of Attraction must be
selected when this Drawback is adopted. Associated with each
degreeis aResistance Number. Whenever exposed to the ob ject of
the Irrational Attraction, the Character must roll greater than
or equal to the Resistance Number to overcome the Attraction.

If the roll is successful, the Character overcomes the Attrac-
tion until reexposed to the stimulus at a later time. Otherwise,
the Character succumbs to the Attraction and must allow the
source of the Attraction to occupy his/her attention to the
exclusion of all else, although the Character may again attempt
to overcome the Attraction the following phase. Hero Points
may never be spent to affect this roll in any way.

The following chart summarizes the varying degrees of
severity for Irrational Attractions, their Resistance Numbers,
and Hero Points gained by adoption of the Drawback.

™ ]

Example: TheRiddler, with a Catastrophic Irrational Attrac-
tion toRiddles and Puzzles, wants to commit a crime without leav-
ing ariddle behind as a clue. Such an action would require a roll
of 18 or greater on 2D10. If he fails, he must leave a riddle clue.
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Similarly, if a valuable book of ancient Chinese riddles went on
display at the Gotham Museum of Natural History, the Riddler
would need to suppress his Irrational Attraction to resist the
temptation to steal the book.

IRRATIONAL FEAR [BONUS: 5/25/50]

A Character with this Drawback has an unreasoning fear of a
particular situation, condition, object, or animal (fear ofheights,
confmement, guns, or spiders, for example). A Character must
specify the subject of the Fear when this Drawback is adopted.

Irrational Fears come in three degrees of Severity: Minor,
Serious, and Catastrophic. The degree of Fear must be selected
when this Drawback is adopted. Associated with each degree is
a Resistance Number. A Character encountering the source of
an Irrational Fear must make a “Fear roll” each phase that s/he
is exposed to the source of the Fear, rolling greater than or equal
to the Resistance Number on 2D10 to overcome the Fear.

Success indicates the Character does not succumb to the Fear
and may act normally, not needing to roll again to defeat the
Fear until exposed under different circumstances. ®therwise,
the Character must attempt to withdraw from the location and
flee in panic; if the Character cannot withdraw, s/he cantake no
action whatsoever, being immobilized with fear the entire phase.
Such a Character may again attempt to overcome the Irrational
Fear during subsequent phases. Hero Points maynever be spent
to affect the Fear roll in any way.

The following chart summarizes the varying degrees of
severity for Irrational Fears, their Resistance Numbers, and
Hero Points gained by adoption of the Drawback.

Resistance

Bonus

Example: The Martian Manhunter, with a Serious Irrational
Fear of Fire, finds himself in a burning building and must roll an
11 or greater to remain in the area. If this roll fails, the
Manhunter will flee if possible, or stand paralyzed with fear,
taking no actions and possibly sustaining damage from the fire
during that phase. The Martian Manhunter could then attempt
to overcome his Fear the following phase.

MARRJED [BONUS: 25]

Despite what great poets have written, being Married often
poses definitive problems in the hero world. The spouses of
heroes tend to be used ashostages against their husbands/wives
with alarming frequency,

When adopting this Drawback, a Character must specify cer-
tain details about his/her spouse for Subplot use (his/her
statistics, profession, interests, locations frequented, etc.). Vil-
lains who discover a Married Character’s identity will almost
always attempt to use the spouse against the hero. Spouses also
possess an uncanny ability to blunder into hero versus villain
conflicts and to turn up at the wrong place at the wrong time.

A Character who adopts this Drawback cannot also receive
Hero Points for adopting the Secret Identity Drawback. Further,
a Character adopting this Drawback whose spouse is also a
superhero receives no Hero Point bonus for the Drawback.

MISTRUST [BONUS: 50]

A Character with this Drawback is often mistaken for a villain
bylaw enforcement agencies and other heroes. The Character is
untrusted among peers and is usually a fugitive from justice.

Law enforcement officers and Non-Player Character heroes
will automatically be Hostile towards a Character with this
Drawback (see page 29 of the Rules Manual). Additionally,

police will usually attempt to arrest a Mistrusted Character
wherever and whenever they encounter him/her.

Note: Villains never receive bonus Hero Points for adopting
this Drawback.
Batman had this Drawback during the first year of his career.

PHYSICAL RESTRICTION [BONUS: 5/25/50]

A Character with this Drawback has some sort of physical
handicap. S/he might be blind, confmed to a wheelchair, or
missing a limb. Physical Restrictions normally fit into two
general categories:sensoryrestrictions and physical handicaps.

A Character with a sensoryrestriction is missing one or more
of his/her senses. A blind Character who possesses no special
detection Powers (Radar Sense, Sonar, etc.) must treat every-
thing as Invisible in combat (see the Invisibility Power), while a
deaf Character who possesses no Mental communication Powers
(such as Telepathy) could only communicate through the use of
s1gn language or lip reading.

A Character with a physical handicap is physically impaired
in some manner; such a Drawback may necessitate
improvisation of specific rules for the physically handicapped
Character (a Character confmed to a wheelchair, for example,
might be limited to moving only 1 AP of distance per phase).

Hero Points received for a Physical Restriction depend upon
the severity of the handicap and how itimpairs the individual, as
summarized in the following guideline chart.

Severity Bonus
Serious
wheelchair 25
bound.
| Blind, mute,
missing a limb. 50




PSYCHOLOGICAL INSTABILITY [BONUS: 5/25/50]

A Character with this Drawback is mentally unstable and
subject to dramatic mood shifts, periods of extreme depression,
or even violent outbursts and schizophrenic behavior normally
triggered by a failure to deal with the real world. A Character
must state the severity of his/her instability and its effect when
adopting this Drawback.

Whenever a Psychologically Unstable Character rolls a
natural “2” (double ones), on any Dice Action (combat, Percep-
tion, Character Interaction, etc.), s/he will break down and
suffer consequences relative to the Instability's severity for a
length of time (in APs) indicated on the chart below. Most
Psychological Instabilities, especially Minor and Serious, result
in partial or total inactivity on the part of the affected
Character. Catastrophic effects, however, may result in the
display of extreme violence by the Character, often directed at
his/her own teammates or innocents.

A Character undergoing the Instability (rolling double ones)
must experience this effect and is not subject to any form of
assistance (Exorcism, Recovezy, burning Hero Points, etc.).

Severity Effect
Minor Memory Lapse
== 3
Serious Severe Depression,
Self-Arguments | |
Catastrophic Catatonia, schizo-
phrenic attacks 15 50

* measured in APs.

PUBLIC IDENTITY [BONUS: 5]

A Character with this Drawback has taken no steps
whatsoever to protect his/her alter egoand as such, his/her real
name is known to the public at large. Possible effects of this
Drawback might include crowds of people gathering outside of
the hero’s home, villains attempting to strike at the hero through
the hero’s family and/or friends, or the government trying to get
the hero to pay for damages caused during battles with villains.

Any Character removing this Drawback during his/her career
must create a new identity of some sort for him/herself. a
Character adopting this Drawback cannot also adopt the Secret
Identity Drawback (see below).

Dr. Manhattan of the Watchmen has this Drawback.

RAGE [BONUS: 5/25/50]

A Character with this Drawback occasionally breaks into an
uncontrollable fury, often accidentally killing or seriously
wounding opponents.

The Player selecting this Drawback must decide at what level
of severity the Rage exists; the frequency of enraged outbreaks is
dependent on the Drawback’s severity relative to the Char-
acter’sRage Number (indicated on the chartbelow). Whenevera
Player whose Character has this Drawback rolls anumber equal
to or lower than his/her Rage Number during combat, the
Character will become enraged and automatically enter Killing
Combat (see page 17 of the Rules Manual) against his/her
opponent, continually attacking the opponent each phase until
either the opponent is dead, the enraged Character has been
subdued, or the Rage has been broken.

An enraged Character may attempt to regain composure
during each enraged phase (this does not count as an action),
an attempt which requires a successful Action Check wi'th
AV/EVs and OV/RVs equal to the enraged Character’s
WILL/WILL (thus requiring an “11” to succeed). Hero Points may
never be spent to affect this Action Check.

A Character who enters Killing Combat as a result of Rage still
loses all potential Hero Point Standard Awardsfor the adventure
(see page 53 of the Rules Manual).

Starfire of the New Titans used to have this Drawback, as did
her sometimes-teammate, the Hawk.

Rage Number Bonus

- A, 1 P
25
50

SECRET IDENTITY [BONUS: 10]

A Character with this Drawback leads a dual life: in one guise
the Character is a hero or villain while in another s/he is an
ordinary man or woman. Possession of this Drawback assumes a
dramatic negative effect on the Character’s heroic and personal
life should the Secret Identity ever be revealed.

A Character with a Secret Identity must take extraordinary
measures to safeguard his/her secret. If a Character’s Secret
Identity should ever be revealed, the Character immediately
loses 50 Hero Points.

A Character adopting this Drawback cannot adopt the

Married or Public Identity Drawbaclss. Nearly everyCharacter in
the DC Universe has this Drawback.
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STRANGE APPFARANCE [BONUS: 301

A Character with this Drawback is so strange-looking that
people tend to fear him/her. A Character with a Strange Appear-
ance automatically causes a +1 Column Shift modifier to targets’
OV/RV on any Persuasion attempts. Intimidation attempts,
however, have the target's OV/RV reduced by -1 Column Shift.
Such modifiers are only applicable against “normals” (that is,
Characters who are not heroes, villains, or important NPCs).

During day-to-day existence,a Character withthis Drawback
mght accidentally frighten any“normals” encountered. In such
a case, a Character with Strange Appearance must make an
Intimidation attempt (with the -1 Column Shift) against all
“normals” in the area (Multi-Attack penalties applicable). The
Character with Strange Appearance must use his/her full
INFL./AURA as the AV/EV of this Action Check. The Charisma
Skill, if possessed, may be substituted if the Player so chooses.
Hero Points may never be spent to affect this roll in any way.

This special Intimidation Check does not count as an action
for the Intimidating Character. This Intimidation Check should
be made whenever a Character with Strange Appearance
encounters “normals” for the first time or makes a sudden
appearance/threatening move, etc.

Example: While travelling back to Louisiana, Swamp Thing
accidentally sprouts up in the produce section of a local
supermarket, which would probably be quite a shock to the
shopperspresent. Swamp Thing must make a special Intimida-
tion attempt (which does not count towards his three Actions
this phase) on all of the shoppers using his full INFL/AURA.
Swamp Thing must also suffer the -1 Column Shift modifier for
his Strange Appearance.

Resolution of this Intimidation Check is made normally. If
Swamp Thing succeeds, the shoppers will run in fear. If the
Check fails, Swamp Thing faces the imminent danger of being
packaged as a Tofu salad.

TRAUMATIC FLASHBACKS [BONUS: 60]

A Character with this Drawback is periodicaily subject to
reliving a particularly distressing past event. A Character must
specify the condition which triggers the Flashbacks when this
Drawback is adopted. Acceptable examples include: mention of
a specific word,sighting a specific object, hearing a specific song,
smelling a specific scent, or the Character's presence in a
specific location.

Whenever the Character is exposed to the specified condition,
Traumatic Flashbacks occur. A Character exposed to the con-
dition must make an Action Check with the AV/EV and OV/RV
both equalto his/her WILL/WILL, thus requiring an 11 to succeed.

If this Check fails, the Character can take no actions during
that phase, as s/he is too absorbed in reliving the Flashbacks’
events. Otherwise, the Character does not succumb to the
trauma and may act normally. S/he must continue roiling
against the trauma each phase that s/he is exposed to the
condition. Hero Points may never be spent to affect this Action
Check in any way.

Attacks made against a Character experiencing Traumatic
Flashbacks automatically receive the -1 Column Shift Blindside
bonus to the Character's OV. See page 24 of the Rules Manual.

Example: The Batman has the Traumatic Flashbacks
Drawback, tending to relive the deaths of his parents whenever
he visits Crime Alley in Gotham City. If the Batman were to chase
the Joker into Crime Alley, the Batman would have to begin
making a Flashbacks Action Check each phase to determine
whether or not he succumbs to the trauma.

At the beginning of each phase, Batman must roll an i1 or
better on 2D10 or simply stand in place and experience the
Flashbacks. Ifthe Joker weretoswing attheBatman during this
phase, the Clown Prince of Crime would receive the Blindside

modifiier to the attack. If Batman succeeded in his Flashbacks
Action Check, hecould act normally that phase, but would have
to roll again every phase he spent in Crime Alley.

UNCERTAINTY [BONUS: 15]

A Character with this Drawback is often unsure of his/her
abilities and questions his/her convictions during tense
situations. When fates of innocents or the defeat of a villain rely
solely on such a Character, s/he is plagued with doubt as to
his/her heroic mettle and competence to deal with the situation.

Once per adventure (normally at the climactic moment), an
Uncertain Character automatically loses Initiative to all other
Characters present (both Player and Non-Player) and must
perform his/her action last during that phase.

Often Characters plagued by Uncertainty have accidentally
killed opponents in the exercise of their Powers and, as such,
possess extreme guilt of their actions and fear repeating the
unfortunate event which so troubles them.

UNLUCK [BONUS: 25]

A Character with this Drawback is unusually misfortunate;
the chips never seem to fall the right way for this Character.

Atthebeginningofeach adventure, the GM mustroll 1D10 for
each Character possessing Unluck and record the result. When
the Character has made a number of Action Checks equal to the
result of the GM’s die roll, the Character immediately suffers a +2
Column Shift modifier to the OV/RV of his/her next Action
Check. If the GM’s die roll was a “2,” the Character would suffer
the penalty on his/her second Action Check;if the roll was a “7,”
the Character would sufferthe penalty of the Unluck Drawback
on his/her seventh Action Check, and so on.

Unluck will only affect a Character once per adventure.

VULNERABILITY [BONUS: Variable]

A Character with one of these Drawbacls is weakened under
special circumstances. Superman, for instance, has a
Vulnerability to Kryptonite and the Martian Manhunter once
had a Vulnerability to Fire. Vulnerabilities normally occur in the
three following forms: Attack Vulnerabilities, Fatal
Vulnerabilities, and Loss Vulnerabilities.

Attack Vulnerabilities

An Attack Vulnerability causes a Character to suffer extreme
damage from a particular attack form, which must be generalin
nature (such as fire, cold, Physical Powers, etc.) and must be
specified when the Drawback is adopted.

A Character with an Attack Vulnerability suffers a certain
number of Column Shift penalties to his/her OV/RV against the
specified attack form. The number of Column Shifts the Char-
acter is penalized determines the Hero Point bonus for adoption
of the Drawback.

.Columt_l' .
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Fatal Vulnerabilities

A Fatal Vulnerability causes a Character to suffer Killing
Damage from exposure to a substance or condition which is
normally harmless to everyone else (such as Kryptonite or




staying out of water for more than one hour). The object,
substance, or condition to which a Character has a Fatal
Vulnerability must be specified when the Drawback is adopted.
A Character with a Fatal Vulnerability who is exposed to the
specified substance or condition sustains 1 AP of damage to
his/her Current BoDY Condition during every one minute (4 APs
of time) of exposure. This is initially treated as Killing Damage,
but reverts to normal Bashing Damage once the Character is
removed from proximity to the substance. Recovery is then
performed normally (see page 18 of the Rules Manual).

When this Drawbackisadopted, the substance or condition to
which the Character is vulnerable must be categorized as either
common or rare. A common substance/condition is one which
ordinary people encounter every day (water, iron, darkness, or
enclosure, for example). A rare substance/condition is one
which only specific villains or elite organizations are likely to
encounter (Kryptonite, elemental isotopes, having one’s mind
read, or being buried alive, for example).

A Fatal Vulnerabilityto acommon ob ject or condition is worth
150 Hero Points; a Fatal Vulnerability to a rare object or
condition is worth 75 Hero Points. Finally, a Character who is
vulnerable to a substance must decide at what Range s/he
becomes susceptible to damage. The Range of a Fatal
Vulnerability affects the Hero Point bonus as follows:

Range of, + °
Vulnerability . Bonus

5 APs +20
4 APs +10
3 APs 0

2 APs -10
LAP -30
0 APs 50

Loss V Inerabilities

A Loss Vulnerability causes a Character to temporarily lose
APsof aparticular Power, Skill, or Attribute in the presence of a
certain substance or condition, which must be specified when
the Drawback is adopted.

The number of Hero Points gained for adopting a Loss
Vulnerability depends upon which characteristics are reduced
by the Vulnerability, as follows:

.
.

Benus’

Vulnerability Effect

Physical, Mental, or 35 per !
Mystical Attributes group °

All Attributes 125 -
All Powers B .
All Skills 00, -
ANl Powers and Skills | 160 .
All Attributes, Powers, -. g
and Skills 250

Note: A Character may only choose the All Powers Vulner-
ability if s/he has more Powers than Skills. Similarly, a Character
may only choose the All Skills Vulnerability if s/he has more
Skills than Powers.

Finally, a Character who is vulnerable to a substance must
decide at what Range s/he becomes susceptible to damage. The
Range of a Loss Vulnerability affects the Hero Point bonus as

indicated on the following chart. A Character adopting a Loss
Vulnerability with no intrinsic Range (such as losing Powers at
night) receives no Range bonus.

o ilan:ge 6f

’ Vqlne;abi:lity: ‘Bonus”*
R AR SRS F 200
4 APs 10
= FARSH 1L O%
2 APs -10
4 =Tyl "=p [
e e 05T
0 APs -50

[f an Attribute, Power, or Skill sub ject to a Loss Vulnerability is
rated at 5 APs or greater, its value drops to 2 APs in the presence
of the specified substance or condition. Otherwise, the rating
dropstozero (0) APs as the Character effectivelyborders on the
brink of consciousness.

Example: A Loss Vulnerability where a Character’s Physical
Attributes and All Powers are reduced in the presence of
uraniam at 4 APs distance would be worth 145 Hero Points (35
for the Physical Attributes, 100 for the Powers and 10 for being
susceptible at 4 APs Range).

MISCELLANEOUS DRAWBACKS [BONUS: 50]

A Character who adopts a Drawback which cannot be
categorized using any of the preceeding Drawbacks receives 50
Hero Points for a Miscellaneous Drawback (at GM discretion).
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| PHYSICAL |

Unless otherwisestated, allattacks
made with Physical Powers are
considered Physical Attacks (OV/RVs
equal to the target’s DEX/BODY).

When referring to a Power’s TYPE, a
listing of “Auto”indicates the Poweris
constantly operating or is activated
automatically by the Character’s
thought; “Dice” indicates the Power
requires OV/RVs and, as such,
necessitates a Dice roll.

ACID
LINK: BoDY A Character with
RANGE: Normal this Power can
TYPE: Dice shoot streams of

Acid from his/her
fingers. Use of
this Power is
treated as a normal Physical Attack
with AV/EVs equal to the APs of
Power and OV/RVs equal to the
target’s DEX/BoDY. If Acid is used to
attack a metallic object (such as an
android Character), the target’sRVis
decreased by one column.

Caress of the Fatal Five has this
Power withthe“NoRange” Limitation,
as does Plasmus of the Brotherhood
of Evil.

BASE COST: 15
FACTOR COST: 3

BOMB
LINK. STR The Bomb Power
RANGE: Special allows a Charac-
TYPE: Dice ter to cause an

explosion which
startsat thepoint
ofground contact
and extends out to a distance equal
to the APs of the Power divided by
two (round fractions down). The
Character possessing the Bomb Power
is not affected by the explosion,
although the Character is affected by
explosions created by other Char-
acters using the Bomb Power.

BASE COST: 20
FACTOR COST: 3

ers

Use of the Bomb Poweristreated as
an explosion (seepage 25 ofthe Rules
Manual). The explosion, a Physical
Attack against everyone and every-
thing within Range except the user,
strikes with an AV/EV equal to the
APs ofthe Power.Boththe AVand EV
ofthis attackarereduced by 2 APsfor
every AP of distance between the
target and the initial point of
explosion.

The Human Bomb of the Freedom
Fighters has this Power.

CLAWS
LINK: DEX A Character with
RANGE: Touch the Claws Power
TYPE: Dice possesses claws

or other natural,
sharpened attack
methods. The
Character’s DEX acts as the AV while
the APs of the Claws Power acts as
the EV for any attack the Character
makes with the Claws weapon. Claws
APs can alse substitute for the
Character’'s EV in an attempt to cut
or rend materials.

Depending on which set of Genre
rules are in play (see Appendix B of
the Rules Manual), use of the Claws
Power on another Character could
automatically constitute Killing
Combat.

Wonder Woman’s nemesis Cheetah
has this Power, as does Dartalon of
the Wanderers.

BASE COST: 25
FACTOR COST: 1

CLING
LINK: STR Cling allows a
RANGE: Touch Character to
TYPE: Auto traverse perfectly

vertical or even
inverted surfaces
(like most walls
and ceilings) as if they were level
ground. Attempts to cling to any

BASE COST: 10
FACTOR COST: 2

unusually-slippery substances are
resolved according to the Universal
Modifiers Chart (ice or Teflon is
Difficult, while an oil-coated wall or
ceiling might be Extreme).

Each AP of Cling allows the
Character to carry 1 AP of weight.
The APs of Power must be sufficient
to support the weight of the
Character and any objects being
carried; the collective weight of
objects carried while the Character
uses Cling cannot exceed the
Character’s STR.

COLD IMMUNITY
LINK: Bopy This Power allows
RANGE: Self a Character to
TYPE: Auto protect him or
BASE COST: 5 herself against

cold weather
conditions or
cold-based attacks. A Character with
Cold Immunity adds the APs of
Power to his/her RV when defending
against such attacks.

FACTOR COST: 5

DARKNESS

LINK:STIR Darkness allows

RANGE: Normal a Character to
TYPE: Auto generate a field
BASE COST: 5 of darkness

through which no
normal Iight can
pass. Vision Powers requiring light
(Telescopic Vision, Infravision, etc.)
are completely blocked and the APs
of Darkness become the OV/RV of an
Ultra Vision attempt to see through
the Darkness.

FACTOR COST: 7

The field of generated Darkness
has avolume equalto the Character’s
APs of the Power. Anyone within the
Darknessfield hashis/her AVand OV
of allPhysical Actions reduced by the
APsofDarkness. Darknessremains in
effect aslongas the Character wishes
(through the expenditure ofan Auto-
matic Action each successive phase)
or until the Character either falls
unconscious or exits Range. Use of
Darkness does not affect the vision of
the Character using the Power.

Nightshade of the Suicide Squad
has the Darkness Power.



DIGGING

LINK: STR Digging enables a
RANGE: Touch Character to
TYPE: Dice tunnel through
BASE COST: 5 an assortment of

substances. The
AV/EVs for a
Digging attempt are equal to the
Character’s APs of Power; OV/RVs
are determined according to the
following table. The RAPs of a Digging
Action Check equal the volume of
substance removed.

FAcror CosT: 2

R L ‘OV/RV

Substanee "of Dig |

Sand 2

Dirt | SIRLY

Rocky Soil | 6 2

Soft R(_)(ﬂﬁl - |'r- y W '-8' .-‘I !

(Limestone) oy

Hard Rock 10

(Granite)

Steel Tt 5

Diamond 15

DISINTEGRATION
LINK: STR This Power allows
RANGE: Touch a Character to
TYPE: Dice break down the

actual molecular
bonding of an
object, causing
its structure to dissolve into nothing-
ness. The use of Disintegration is a
Physical Attack with the attacker’s
DEX/APs of Power as AV/EV and the
target’s DEx/BoDY as OV/RV.

Once a target has been successfully
attacked with Disintegration, s/he
will continue to be attacked by the
Power each successive phase, using
the APs of Power as AV/EV and the
victim’s BoDY/BoDY as OV/RV untit
one of these attacks fails. (Recurrent
attacks do not count as one of the
Power user’'sactions for the phase.) If
any Disintegration attack reduces a
victim to a level equal to negative
his/her original Bopy, that Character
will be completely disintegrated, with
no portion of him/her remaining.
Partially-disintegrated Characters
Recover damage normally.

Note: The use of Disintegration on
living creatures is always considered
Killing Combat.

BASE CosT: 100
FACTORCoOST: 4

ENERGY
ABSORPTION

LINK: Bopy
RANGE: Self
TYPE: Auto
BASE COST: 25
FACTOR COST: 5

This Power allows
a Character to
absorb damage
from Physical
Attacks (Energy
Blast, Heat Vision,
Lightning, etc.), with the exception of
those resulting from normal hand-to-
hand combat. The energy absorbed is
gradually dissipated throughout the
Character’s system with no ill effect.
Absorbed energy cannot be diverted
or changed, only neutralized.

A Character with the Energy
Absorption Power must come into
contact with the attack for the Power
to function, at which point the
Character’s APs of Energy Absorption
are subtracted from the RAPs of the
attack. If damage inflicted exceeds
the Character’s APs of Energy
Absorption, the Power fails and the
Character sustains full damage to
his/her Current BonY Condition.

Exampie: A Character with 7 APs
of Energy Absorption is struck by a
Lightning Attack that receives 7
RAPs; the Character takes no dam-
age. However, if the same attack
received 10RAPs,the Energy Absorp-
tion Power would fail and the Char-
acter would sustain the full 10 RAPs
of damage.

A Character may use Energy
Absorption on more than one attack
per phase. In this case, the Character
must divide the APsof Power between
each of the attacks at his/her
discretion; the Character does not
receive full AP protection against
each attack.

This Power may be purchased with
a special -2 Factor Cost Limitation:
Usable Against One Energy Type (i.e.,
electricity, magnetism, light, etc.).

ENERGY BLAST
LINK: BODY This Power allows
RANGE: Normal a Character to

fire abolt of pure
energy from any
one particular
part of the body,
such asthe eyes or hands. This Power
is a Physical Attack, with APs serving
as both AV and EV.

A Character should define which
type of energy blast is fired when

TYPE: Dice
BASE COST: 15
FACTOR COST: 3

purchasing this Power (light energy,
magnetic energy, radiation, “cosmic
power,” etc.),

EXTRA LIMB
LINK: STR A Character with
RANGE: Self the Extra Limb
TYPE: Auto Power has a fully
BASE COST: 5 functional limb

or appendage
which is not
possessed by a normal human (such
as a prehensile tail, extra arms, etc.).

When lifting objects or making Phys-
ical Attacks, the Character’s DEX acts
as the AV while the APs of Extra Limb
substitute for the Character’s STR (as
the EV).In addition, a Character with
one or more Extra Limbsreceivesa-1
Column Shift to the opponent’s OV
for each additionallimb when making
Grappling Attacks.

This Power maybe purchased more
than once for Characters with more
than one extra limb.

Salakk of the Green Lantern Corps
would have purchased this Power
twice, once for each of his additional
arms.

FACTOR COST: 4

FLAME BEING
LINK:SIR This Power allows
RANGE: Self a Character to

create and cover
him/herself with
a sheet of fire
while sustaining
no damage. This flame covering will
continue to burn for as long as the
Character with Flame Being desires
(through the expenditure of an Auto-
matic Action each successive phase)
or until s/he falls unconscious.

Any fire- or heat-based attack a-
gainst a Character with an active
Flame Being Power is made with the
Character’s APs of the Power added
tohis/her RV. Conversely, the Char c-
ter’sRVreceives a -2 Column Shift pen-
alty againstice-or cold-based attacks.

Additionally, anyone touched by
(or touching) a Character with an
activated Flame Being Power
(including contact made in hand-to-
hand combat) incurs a Physical
Attack with AV/EVs equal to APs of
Flame Being; this special attack form
does not count as an action for Flame
Being Character. The APs of Flame
Being may also be substituted for a

TYPE: Auto
BASE COST: 10
FACTOR COST: 6
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Character’s Stk as the EV of any
hand-to-hand attacks.

Sun Boy of the Legion of Super-
Heroes has this Power.

FLAME IMMUNITY
LINK: BoDY This Power allows
RANGE: Self a Character to
TYPE: Auto protect him or
BASE COST: 5 herself against

fire and heat-
based attacks.
The APs of Power are added to the
Character’s RV against any and all
such attacks.

Polar Boy of the Legion of Super-
Heroes has this Power.

FACTOR COST: 5

FLAME PROJECT
LINK: STR A Character with
RANGE: Normal the Flame Project
TYPE: Dice Power can fire

forth a stream of
flame from his or
her body like a
flamethrower. Use of this Power is a
Physical Attackwith AV/EVsequalto
the APs of Power.

Fire, Firebrand, and Sun Boy have
this Power.

BASE COST: 15
FACTOR COST: 3

FLASH
LINK: STR ThisPower allows
RANGE: Normal a Character to
TYPE: Dice produce a burst

of brilliant, pure
light. Ifthe target
Character is not
prepared for his attack (by having
his/her eyes covered, filtered glasses,
secondary vision, etc.), s/he may be
blinded. To determinethis,the APs of
Flash act as the AV/EV and the tar-
get’'s DEX/DEX as the OV/RV. RAPs
are subtracted from both the target’s
DEX and Initiative totals for a number
of phases equal to the RAPs of the
Flash attack.

BASE COST: 20
FACTOR COST: 4

Additionally, Flash may be steadily
produced at a lowered intensity to
effectively create a bright glowing
light.

This Power may be purchased with
a special -1 Factor Cost Limitation:
Flash Incapable of Multi-Attacks
(usableononlyonetarget per phase).

FLIGHT
LiNk: DEX Flight allows a
RANGE: Self Character to
TYPE: Auto move freely in any
BASE COST: 10 direction through

air or space.
Flight by itself
does not allow a Character to survive
in outer space but does provide
him/her with the ability to move
through it.

The APs of Flight are the APs of
distance that the Character can
travel each phase. In addition, a
Character may use the APs of Flight
as the OV against any Physical
Attacks provided s/he performs no
Dice Action during that phase.

FACTOR COST: 2

FOG

LINK: STR Fog allows a
RANGE: Normal Character to use
TYPE: Auto any atmospheric
BASE COST: 5 moisture to form

adensefog which
obscures vision
and vision-related Powers (such as
Sonar, Thermal Vision, Ultra Vision,
and X-Ray Vision). The OV/RV of an
attempt to see through the fog using
one of these Powers is equal to the
Character’'s APs of Power. Any attacks
made by Characters within the fog
receive a +2 Column Shift modifier to
the OV. The APs of Fog also equal the
volume (in APs) of fog cover.

The fog created by this Power will
travel with the Character, if so
desired, provided the Character is
not travelling at a speed (APs of
distance per phase) surpassing the
APs of Fog Power. A wind or volume
of air moving faster than the APs of
Power will instantly dissipate the fog.

This Power may be purchased with
a special +1 Factor Cost Bonus: Fog
Does Not Inhibit User's Vision.

FAcCTOR COST: 3

FORCE FIELD
LINK: STR This Power allows
RANGE: Self a Character to

create a field of
physical energy
to protect his/her
own body. The
APs of Power are added to the
Character's RV against Physical
Attacks.

A Force Field is spherical in form
and is centered around the Character

TYPE: Auto
BASE COST: 30
FACTOR COST: 6

of origin. A field shelter may be
generated at the same APs ofvolume
as the Power’s APs, protecting all
Characters within the field's Range.
No Physical Attacks with exterior
targets can be made from within the
field.

This Power may be purchased with
a special -2 Factor Cost Limitation:
Field Protects Power User Only.

Troia of the New Titans has this
Power.

FORCE SHIELD
LINK: STR This Power allows
RANGE: Normal a Character to

create a shield of
physical energy
which provides
protection from
Physical Attacks. Anyone protected
by a Force Shield has the APs of
Power added to his/her RV against
Physical Attacks.

The Force Shield called into being is
circular in shape, possesses an
approximate diameter of four feet,
and can be projected at Range. Such a
shield is useless against attacks which
originate from behind the Character
unless the Character establishes the
shield there, in which case the
Character is defenseless against
frontal assault.

TYPE: Auto
BASE COST: 10
FACTOR COST: 5

GLIDING
LINK:DEX This Power allows
RANGE: Self a Character to
TYPE: Auto glide through the
BASE COST: 5 air at APs of

distance equal to
the sum of the
APs of Power and the APs of height
the Character begins above the
ground.

FACTOR COST: 2

Example: A Character with Gliding
of 2 APs jumps from the roof of an
eight-storybuilding (which is approx-
imately 3 APs above the ground).
From this height, s/he may glide to
the ground 5 APs distant.

A Character with Gliding travels at
a speed equal to the APs of Power in
distance per phase (it would take the
Character in the previous example 3
phases to travel the full 5 APs).

Mothman of the Minutemen had
this Power.



GLUE
LINK: STR A Character with
RANGE: Normal the Power of Glue
TYPE: Dice can emit a sticky

substance which
glues the target
to the ground or
surrounding terrain upon a success-
ful Action Check. To glue a target, a
Character makes an Action Check
using the APs of the Power as the AV
against the target’s DEX/STR as the
OV/RV. Positive RAPs indicate that
the target cannot move and has his/
her DEX reduced by the APs of the
Glue attack until s/he breaks free.

In order to break free, a glued
Character must make a successful
Action Check (i.e., gain one or more
RAPs) using STR as both AV and EV
against OV/RVs equal to the RAPs
gained by the original Glue attack.

BASE COST: 15
FACTOR COST: 4

GROWTH
LINK: STR Growth allows a
RANGE: Self Character to
TYPE: Auto increase his/her

size. For each AP

of the Growth

Power engaged

(a Character need not grow to

maximum size) the following effects

occur:

@ 3 feet are added to Character’s
height.

@ ] APis added to the Character’s RV
against Physical Attacks.

@ ] AP is added to the Character’s
weight and volume.

@ ] AP is added to the Character’s

STR.

Additionally, for every two APs of
Growth engaged, a Character’s OV
decreases one AP (1 AP of Growth
engaged has no effect on OV, while 2
to 3 APs engaged decreases the
Character'sOVby1 AP,and4to5 APs
engaged decreases OVby 2 APs, etc.).

BASE COST: 35
FAcTOR COST: 10

When purchasing this Power, a
Character hasthe option of selecting
a special -5 Factor Cost Limitation:
Growth Does Not Cause STR Increase.

Colossal Boy of the Legion of Super-
Heroes and Nuklon of Infinity Inc.
have this Power.

HYPERSENSITIVE
TOUCH
LINK:D Ex This Power allows
RANGE: Self a Character to
TYPE: Dice “see” with his/her
BASE COST: 5 fingertips. The

Character can
read anewspaper
by feeling the ridges of the ink, feel the
vibration of a smoothly-running
machine through a thick wall, or
listen to phone conversations by
touching the phonelines. A Character
using Hypersensitive Touch makesan
Action Check using the APs of Power
as AV/EVagainst OV/RVs determined
on the following table (additional
OV/RVassignment at GM discretion).
Positive RAPs indicates successin an
attempt.

FACTOR COST: 2

TASK OV/RV
Read Newspaper 3/3
Identify Machine 5/5
by vibration
Tap phone line 10/10

ICE PRODUCTION
LINK: STR This Power allows
RANGE: Normal a Character to
TYPE: Auto/Dice  createvolumes of
BASE CosrT. 20 ice from thin air.
FACTOR Cosr: 10 Theiceproduced

may be formed
into anyshape the user desires, such
as a wall, an ice dagger, a bridge, etc.
IceProductionhasanumber of useful
applications:

@ The user may trap a target in a
block of solid ice. Make an Action
Check with AV/EVs equal to the APs
of Power and OV/RVs equal to the
target’s DEX/STR. RAPs from this
Action Check equal the ice APs which
havetrapped the target as well asthe
volume of ice created. While the target
is trapped, his/her DEX is reduced by

] ~the APs ofice and s/he cannot move.

Tobreakfree, the target must make a
successful Physical Attack (i.e., earn
positive RAPs) against OV/RVs equal
to the RAPs of the successful Ice
Production attack.

B The user may make solid ice
constructs, such as walls, bridges,
etc., with volume and BoDY both equal
to the APs of Power.

8 The user may create an “ice sled” to
move along the ground at a distance
per phase equal to the user’s APs of
Power (maximum movementrate is8
APs per phase, regardless of the
Character’s APs of Power).

B The user mayuse Ice Production to
create an “ice shield.” In this case, the
user’s APs of Power are added to the
RV against Physical Attacks. Such a
Character will be unable to enter
Physical combat while within the
shield.

@ The user may make a simple
Physical Attack, using the APs of
Power as AV/EV.

Volumes of ice created with this
Power will melt after APs of time
equaltothe Character’s APsof Power.
All constructs created by this Power
have -2 Column Shift modifiers to
their RV against fire- or heat-based
attacks.

Polar Boy of the Legion of Super-
Heroes has this Power, as does
Captain Cold of the Suicide Squad.

ICING
LINK: STR Icing allows a
RANGE: Self Character to
TYPE: Auto cover him/herself
BASE COST: 5 with a sheet of
Facror CosT: 5  ice and not incur

any damage. The
APs of Icing are added to the
Character’s RV against ice- or cold-
based attachs.

Against fire- or heat-based attachs,
such a Character suffers a -2 Column
Shift modifier to his/her RV. APs of
Icing may also be substituted for the
Character’s EV when making hand-
to-hand attacks.
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INVISIBILITY
LINK: DEX This Power allows
RANGE:Self a Characterto be
TYPE: Auto impossible to

detect with
normal vision.
Invisible Charac-
ters can only be detected by sound,
special vision, or perception Powers
(Sonar, Thermal Vision, Uitra Vision,
etc.). APs of Invisibility act as the
OV/RVs to any detection attempt
using one of these Powers (AV/EVs
are equal to the APs of the detector’s
Power). Positive RAPs indicate the
invisible Character is located.
Characters without a special vision
or perception Power cannot attempt
to locate invisible opponents.

Characters are automatically
Surprised when initially attacked by
undetected invisible opponents (see
page 24 of the Rules Manual). Any
attack that is directed against an
unlocated invisible Character must
be precededbya successful Perception
Check (see page 26 of the Rules
Manual), in which case the invisible
Character uses his/her APs of Invis-
ibility asthe OV.Characters who have
successfully located an invisible target
are not affected by this Power until
theinvisible Character has taken steps
to disguise his/her location again,

BASE CoST: 10
FACTORCOST: 7

INVULNERABILITY
LINK: Boby A Character with
RANGE: Self this Power is very
TYPE: Dice difficult to kill.

BASE COST: 5 When such a
Character has

FactoRr Cosr-. 7
suffered damage

from Physical Attacks which would
cause him/her to die under normal
circumstances (the Character is
reduced to negative APs of BODY),
s/he makes an Action Check using
current BoDY APs (absolutevalue) as
OV/RVs and the APs of Invulnerability
as AV/EVs. RAPs from this roll equal
the number of BODY points the
Character regains.

This Power may be purchased with
special +1 Factor Cost Bonuses for
each of the following: the Power
counteracts Mental damage, and the
Power counteracts Mystical damage.
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JUMPING

LINK: STR This Power allows
RANGE:Self a Character to
TYPE: Auto leap across great

distances or to
great heights
through a natural
or mechanical prowess. A Character
with Jumping can traverse adistance
or leap to heights equal to the
Character’s APs of Power.

BASE CosST: 10
FACTOR COST: 2

LIGHTNING
LINK:STR ThisPower allows
RANGE: Normal a Character to
TYPE: Dice fire and control a

bolt of lightning
from his/her
body. Lightning
strikes asa Physical Attackin combat
with AV/EVs equal to the APs of
Power and OV/RVs equal to the
opponent’s DEX/BODY.

An opponent who is naturally
insulated (such as a Character using
Molecular Chameleon to assume the
form of rubber) hasa +2 Column Shift
modifier added to his/her RV against
Lightning. Electronic and/or metallic
devices and Characters (such as
Cyborgofthe NewTitans) receive a-2
Column Shift penalty to their RV
against Lightning.

BASE COST: 15
FACTOR COST: 3

Cyborg himself has this Power.

MIMIC
LINK:DEX A Character with
RANGE: Normal the Mimic Power
TYPE: Dice can duplicate
BASE COST: 50 and use the STR

Attribute or
Powers of any
other Character within Range. The
APs of Mimic are the APs of time the
Character can use any Mimicked
Power,

To Mimic a Power, a Character
must make an Action Check usingthe
APs of Power as the AV/EV and the
target’s APs of the Power to be
Mimicked as the OV/RV. A Character
who successfully Mimics a Power
receives that Power in APs equal to
his/her APs of the Mimicked Power’s
Link Attribute, plus the RAPs received
on the Mimic attempt. An attempt to
mimic the STR Attribute of an oppo-
nent has an OV/RV equal to the

FACTOR COST: 10

opponent’s STR/STR. Multi-Attacks
maybe made using this Power;at any
one time, a Character may only
possess anumber of Mimicked Powers
equal to his/her APs of Mimic,

Example: A Characterwith 10 APs
of Mimic and a BODY of 5 APs tries to
Mimic another Character’s Energy
Blast. The Character with Mimic
makes an Action Check using 10/10
(his/her APs of Mimic) as the AV/EV
against the target's APs of Energy
Blast as the OV/RV. If this Check
gains positive RAPs, the Character
with Mimic receives 5 APs of the
Energy Blast Power (the Link Attri-
bute of Energy Blast isBoDY), plus the
RAPs received on the Mimic roll. The
Character can use the Mimicked
Energy Blast for 10 APs of time (the
APs of Mimic).

MUTATION
LINK: STr This Power allows
RANGE: Touch a Character to

evolve or devolve
a target into a
new life form.
The user must
make an Action Check with his/her
DEX/APs of Power as the AV/EV and
the target’'s DEX/BODY as the OV/RV.
If the Check is successful, the user
then rolls again on 2D10 to determine
the mutativeresults, as presented on
the table below:

TYPE: Dice
BASE COST: 200
FACTOR COST: 10

Roll Eff(%cti(tzf;ge} r;ece'wes*) .

2 2 APs of Claws
3-10 2 APs of Growth
11 | 2 APsofS
12 2 APs of Flight
I-._ f3 . 2 APs of INT
14 2 APs of BoDy

15 _ 2 APs of Skin Armor
16 2 APs of Energy Blast
17 | 2 APs of Superspeed
18 2 APs of Shrinking
19 | 2 APsof X-Ray Vision
20 2 APs of any Power

selected by the GM

Mutated creatures automatically
possess the Strange Appearance
Drawback. The Power user can
bestow multiple mutations upon a
target. Mutations last for a iength of
time (in APs) equalto RAPs gained on
the Mutation attempt.




OMNI-ARM

LINK: STR The Omni-Arm

RANGE:Self Power allows a
TYPE: Auto Character to
BASE COST: 10 transform the

physical shape of
his/her own
limbs into anything desired. Material
and mass of the transformed object
remain the same but shape and
function can vary. Arms can be
converted into lobster claws,
hammers, or giant scissors, for
example.

When using Omni-Arm, a Character
may substitute the APs of Power for
STR (including EV) when performing
an action.

Metamorpho, of Justice League

Europe fame, has this Power, as does
the flexible Plastic Man.

FACTOR COST: 5

POISON TOUCH
LINK:STR A Character with
RANGE: Touch this Power is able
TYPE: Dice to generate a

substance which
irritates the skin
on contact,
causing damage to an opponent.
Initial attack is made with the user’s
DEX/APs of Power as AV/EV and the
opponent’s DEX/Boby as OV/RV,
respectively, the opponent sustaining
RAPs of damage.

In successive phases,theopponent
is further attacked by the APs of
Poison Touch as the AV/EV against
the victim’s BoDY/BoDyY as the OV/RV.
These attacks continue each phase
until one of them fails. These con-
tinuing attacks simulate the spread
of the poison through the opponent’s
body. The attacker may not make
another attempt to Poison Touch the
victim until the previous attack fails.
Cumulative attacks are not possible.

BASE COST: 30
FACTOR COST: 3

PROJECTILE
WEAPONS

This Power allows
a Character to
fire projectiles
from his/her
own body at an
opponent or

LINK:STR
RANGE: Normal
TYPE: Dice
BASE COST: 15
FACTOR CoST: 2

target. The AV/EVs of an attack using
Projectile Weapons equal the APs of
Power while OV/RVs equal the
opponent’s DEX/BoODY.

Shrapnel has this Power.

RUNNING
LINK:DEX ThisPower allows
RANGE: Self a Character to
TYPE: Auto move across level

ground (and/or
other surfaces
that are normally
traversable by the Character) at
extreme speeds. The distance per
phasethat a Character who possesses
Running can move is equal to his/her
APs of the Power.

BASE COST: 10
FACTOR COST: 2

SEALED SYSTEMS

LINK: Bopy ThisPower allows
RANGE:Self a Character to
TYPE: Auto sustain him or
BASE COST: 5 herself in any
FACIOR Cost. 6  Style atmosphere

or environment,
even those in which the Character
could not normally survive. Sealed
Systems lasts for a length of time in
APs equal to the Character’s APs of
the Power. Beyond this time, the
Power fails and must be Recovered
normally (see page 18 of the Rules
Manual).

In addition, a Character with
Sealed Systems can add the APs of
Power to his/her RV against gas or
radiation attacks. Sealed Systems
can be purchased with a special -5
Factor Cost Limitation: Power
Ineffective Against Gas/Radiation
Attacks.

SELF MANIPULATION
LINK: DEX ThisPower allows
RANGE:Self a Character to
TYPE: Auto shape his/her

own body into
that of any object
s/he desires. The
Character must divide his/her APs of
Self Manipulation (as desired)
between the Physical Attributes and
Powers of any objects assumed.
However, any object formed retains
the using Character’s BopYy and
damage done to the object is
sustained by the Character.

BASE CoOST: 75
Facror Cosrt: 10

Example: Plastic Man (SelfManip-
ulation of 9 APs) can turn himself
into a boat or car that possesses a STR
of 4 APs and a Speed of 5 APs (the
Swimming or Running Powers). Simi-
larly, he could assume the form of a
spring with a STR of 4 APs and also
possessed 5APsoftheJumpingPower.

The volume of any object assumed
through the use of Self Manipulation
cannot exceed the Character’s APs of
Power.

SHRINKING
LINK:STR This Power allows
RANGE: Self a Character to
TYPE: Auto decrease his/her

size. For each AP
of Shrinking that
such a Character
engages, one AP is added to the
Character’'s OV against Physical

BASE COST: 15
FACTOR COST: 5
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Attacks. A Character need not use
the full APs of Shrinking; s/he may
choose how much to shrink. A
Character’s Attributes arenot altered
by the use of Shrinking.

In addition, a Character with
Shrinking might be hard to notice in
certain situations, depending on the
Character’s size. If a Perception
Check is made to notice a shrunk
Character, the APs of Power which
the Character has engaged serve as
the OV/RVtothe Perception attempt.
The APs of Shrinking reduce the
Character in size as detailed on the
following chart:

SKIN ARMOR
LINK: BopY This Power allows
RANGE: Self a Character to
TYPE: Auto add his/her APs
BASE COST: 50 of Skin Armor to
FACTOR Cost. 5  the RV (BoDY)

against those
Physical Attacks that cause injury
through force or impact. Possession
of this Power makes a Character
extremely resistant to these forms of
Physical damage. However, Skin
Armor has no effect against Physical
Attacks such as gas or radiation.

SOLAR SUSTENANCE
LINK: Bopy This Power allows
RANGE: Self a Character to
TYPE: Auto derive nourish-
BASE COST: 5 ment directly

from the sun.
Before this Power
can take effect, a Character must be
exposed to sunlight for 10 APs of
time, at which point s/he will feel
immediately replenished.

No other form of sustenance
{neither food nor water) is required
by a Character while this Power is in
effect. The APs of Power equal the
length of time in APsa Character can
remain sustained without either
traditional nourishment or exposure

FACTOR COST: 1

to sunlight.

Starfire of the New Titans and
Swamp Thing have this Power.

SONIC BEAM
LINK: STR ASonic Beamisa
RANGE: Normal coherent stream
TYPE: Dice of sonic energy

which has the
ability to shatter
solid objects.
Projection of a Sonic Beam against a
living being is treated as a Physical
Attack with an AV/EV equal to the
APs of the Power. If Sonic Beam is
projected against aninanimate object,
the target will vibrate, crack, and
fmallyshatter upon receiving damage
equal to twice its BoDY.

BASE CosT: 15
FACTOR COST: 4

If a Sonic Beam is direted against a
Character using a hearing Power
(Extended Hearing, Super Hearing,
etc.), the RV of the attack receives a
special -2 Column Shift modifier. If an
inanimate object is destroyed by a
Sonic Beam TrickShot (see page 23 of
the Rules Manual), the resulting
vibrations may cause the object to
explode with a force equal to its
original BODY APs (see page 26 of the
Rules Manual). If no Trick Shot is
utilized, no explosive damage is
inflicted by this Power.

A Sonic Beam must have a medium
through which to travel This Power
does not work in a vacuum.

Black Canary has this Power.

SPLIT
LINK: DEX ThisPower allows
RANGE: Self a Character to
TYPE: Auto separate him or

herself into two
or more complete
beings. Each Split
being possesses the same Attributes,
Powers, and Skills as the original
Character at the Character’s AP-level,
minus one (1) for each Split.

Example: A Character with all his/
her Attributesat 6 APs, Split of2 APs,
and an Energy Blast of 8 APs could
Split twice, resulting in three separate
beings, each of whom would possess
all Attributes at 4 APs and 6 APs of
Energy Blast. Duplicates created
through the Split Power donot possess
the Split Power themselves.

A Character can Split a total
number of times equal to the APs of

BASE COST: 50
FACTOR COST: 10

Power. Rejoining of duplicates is
instantaneous at the original
Character’s will, at which point the
Character sustains the greatest
amount of damage taken by any one
of the duplicates. Dead duplicates
cannot rejoin with the original
Character; additionally, for every
duplicate which dies, the original
Characterautomaticallylosesone AP
from each of his/her Attributes,
Powers, and Skills.

STRETCHING
LINK:DEX This Power allows
RANGE: Normal a Character to

elongate his/her
own body a
number of APs of
distance equal to
the APs of Power (allowing the
Character to make hand-to-hand
attacks, see items more closely, pick
up objects at this range, etc.).

In addition, a Character with
Stretching can absorb most Physical
Attacks by stretching under the
impact, thus slowing the force of a
punchor projectile. Inthismanner,a
Character adds the APs of Stretching
to his/her RV. However, to utilize this
aspect of the Stretching Power, a
Character must announce that s/he
is defending during the phase and
taking no other action.

Elongated Man has this Power, as
does Plastic Man.

TYPE: Auto
BASE COST: 10
FACTOR COST: 6

SUPER BREATH
LINK: STR This Power allows
RANGE: Normal a Character to
TYPE: Dice exhale a powerful

stream of air. The
Character can
attack all targets
within a one (1) AP wide corridor
extending from the site of origin with
no Multi-Attack penalties (i.e., the
attack is made against each target
separately).

Use of Super Breath is a Physical
Attack with the APs of Power serving
as AV/EVs and the target’s DEX/BODY
as OV/RVs. However, the target does
not sustain damage from this attack;
instead, the target is Knocked Back a
number of APs distant equal to the
RAPs received minus the target’s
weight in APs (most humans weigh 2

BASE CoOST: 10
FACTOR COST: 4



APs, see page 20 of the Rules Manual).

Note: When aCharacteris Knocked
Back n this fashion, s/he maysustain
auxilliary damage from contact with
objects (buildings, the ground, etc.).
This damage is considered as being
sustained in Killing Combat, although
the Character using Super Breath is
not penalized as such during the
distribution of Standard Awards
unless the resulting damage actually
killed a Character.

Superman has this very noisy
Power.

SUPERSPEED
LINK: DEX Superspeed gives
RANGE: Self a Character the
TYPE: Auto ability to move,

BASE COST: 25 run, type, read,

FACTOR Cost: 5  OF perform any
other physical

action faster than is humanly
possible. A Character with this Power
can do a number of things:

8 Add the APs of Power when
calculating Initiative to perform
any action,

B Travel at a speed equal to the APs
of Power, and

B Subtract the APs of Power from
the time (in APs) necessary to
perform some task. For example, if
ittakes 13 APsoftime (8 hours)to
read a book, a Character with 8
APs of Superspeed could read the
book in 5 APs of time (2 minutes).
In addition, a Character with

Superspeed has the option each

phase of substituting the APs of

Power for DEX (using Superspeed APs

as the AV/OV for/against Physical

Attacks) or substituting Superspeed

APs for the EV when performing an

action.

The Flash has this Power.

SWIMMING
LINK: STR This Power allows
RANGE: Self a Character to
TYPE: Auto move through
BASECOST: 5 water and other

. fluids at a speed
BAETOR 05T equal to his/her

APs of Swimming. This Power does
not provide the Character with the
ability to breathe underwater (as
would Sealed Systems or Water
Freedom).

Aquaman has this Power.

SYSTEMIC
ANTIDOTE
LINK: BoDYy This Power gives
RANGE: Self a Character a
TYPE: Auto limited immunity
BASE COST: 5 to Physical

FACTORCosT: 5 damage caqsed
by any chemical,

poison, or drug attack. In such acase,
the APs of Systemic Antidote are
added to the Character's RV against
such attachs.

TWO—DIMENSIONAL
LINK:DEX This Power allows
RANGE:Self a Character to
TYPE: Auto move along the

Base CosT: 75 ~ surface of an

! object like a
Iy e shadow. While a

Character using Two-Dimensional
can only be Physically Attacked by
another Two-Dimensional Character
(and, as such, is completely immune
to normal Physical Attacks with
forceful results), the Character will
still sustain damage/effects from all
gas and radiation attacks such as
Flash, Fog, etc.

A Character using this Power is
invisible when viewed from the side.
In such situations, the Character is
treated as if s/he had the Invisibility
Power rated at an APlevelequivalent
to the Two-Dimensional Power.

The Shadow Thief and Obsidian
have this Power.

WATER FREEDOM
LINK: DEX This Power allows
RANGE: Self a Character to
TYPE: Auto move through
BASE COST: 5 water and other

FACTOR CosT: 3  1iquids as easily
as the average

human moves through air. A Char-
acter with Water Freedom does not
sufferany underwater combat penal-
ties (see page 25 of the Rules
Manual).

While submerged, a Character with
this Power can breathe freely and
may substitute his/her APs of Water
Freedom for DEX (recalculate
Initiative score).
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Unlessotherwisestated, all attacks
made by Mental Powers are Mental
Attacks with affected OV/RVs of
Inr/MIND, respectively.

ADAPTATION
LINK: INT This Power allows
RANGE: Special  a Character to

duplicate any
existing Power or
Skill from any
other Character.
To utilize Adaptation, a Character
must have witnessed the use of the
Power/Skill to be Adapted, and must
be within Normal Range of that
Character to Adapt the Power/Skill.
A Character may Adapt any number
of Powers and/or Skills, provided the
cumulative APs do not exceed his/her
APs of Adaptation.

A Character utilizing Adaptation
must concentrate for one phase prior
to utilizing the Adapted Power/Skill,
at which point s/he receives APs of
the Adapted Power equal to those of
the Character from whom the Power
was Adapted; if the Adapted Power
was linked, the Adapting Character
receives APs of Power equal to his/her
APs in the Adapted Power’s link
Attribute.

Note: Powers and Skills with Base
Costs greater than 100 Hero Points
can never be Adapted using this
Power.

TYPE: Auto
BASE COST: 1000
FACTOR COST: 10

AIR CONTROL

LINK: INT
RANGE: Normal
TYPE: Dice
BASE COST: 20
FACTOR COST: 9

This Power allows
a Character to
control the
movement of a
volume of air. A
Character with
Air Control may utilize the Power
toward a number of applications:

@ The user may aim forceful wind
gusts at an opponent in an attempt to
damage him/her/it. This is treated as

a Physical Attack using the APs of Air
Control as AV/EV and the target’s
DEx/Bopy as OV/RV.

@ The user may summon strong
winds tobuffet about opponents. This
is treated exactly like attacks made
via the Super-Breath Power, except
the winds affect everyone and every-
thing (except the user) within a
volume equal to the APs of Power
(rather than the 1-AP-wide corridor
of Super Breath).

The user may shape this volume as
desired. In addition, the Power user
may choose the direction in which to
Knock Back each of the targets, not
necessarily choosing the same direc-
tionforeachtarget. Damage sustained
through Knockback is considered
Killing Combat:seepages 20 and 22 of
the Rules Manual.

B The user can remove existing
volumes of air to create a vacuum.
This attack requires a successful
Action Check with the user's APs of
Air Control as the AV/EV against an
OV/RV equaltothevolume of air tobe
displaced. The OV/RV receives a
special +2 Column Shift modifier due
tothe difficulty of creating avacuum.
Characterscaught in avacuumlosel
AP of Current Bony Condition per
phaseof exposure (considered Killing
Combat in most Genres).

@ The user may propel him/herself
via gusts of air, moving at a distance
per phase equal to the Character’s
APs of Air Control.

@ Finally, the user may simply move
a volume of air. OV/RVs of such an
attempt are the APs of volume to be
moved; RAPs equal the distance the
volume is displaced. For example, a
Character with Air Control could use
the Power to push a cloud of
poisonous or radioactive air away
from a crowd of spectators or toward
a group of villains.

Windfall has this Power, as did the
Red Tornado.

AIR WALKING
LINK: WILL This Power allows
RANGE: Self a Character to
TYPE: Auto walk, fight, and
BASE COST: 5 run on the air

itself as if it were
solid ground.
While airbound, the Character can
move at normal land movement rate

FACTOR COST: 2

in any direction (including straight
up and straight down).

The APs of Power equal the max-
imum height from ground level that
the user can attain by Air Walking.
Some form of atmosphere must be
present for this Power to function:
Air Walking will not work in outer
space or in a vacuum.

ANALYTICAL SMELL/
TRACKING SCENT

LINK:INT
RANGE: Normal
TYPE: Dice
BASE COST: 10
FACTOR COST: 4

The Analytical
Smell portion of
thisPower allows
a Character to
identify an item
or person by
scent alone following a successful
Action Check using the APs of Power
as AV/EV. The OV/RVs of particular
scents vary: common scents have
OV/RVs of 0; uncommon scents have
OV/RVs from 2 to 4; rare or masked
scents have OV/RVs from 6 to 8; and
unique, faint, or alien scents have
OV/RVs of up to 15.

If three or fewer RAPs are earned
on an Analytical Smell Action Check,
the Character will possess a basic
idea of from what or where the smell
is coming. If 4 or more RAPs are
earned, the Character can identify
the source of the smell precisely.

A Character with Analytical Smell
also possesses the Power of Tracking
Scent, which allows the Character to
track abeingor object by scent alone.
Once the Character has encountered
a scent, s/he may use this Power to
track the scent. OV/RVs of such a
Tracking attempt are at 6/6 for a
generic type ofscent (such as human,
horse, orcypresstree) and 8/8 for an
individual scent (such as Jimmy
Olsen, Secretariat, or the dusty smell
of the villain’s warehouse).

On Tracking Scent attempts, RAPs
received on the Check equal the
length of time (in APs) a Character
can follow the movements of his/her
quarry without needing to reroll on
the Tracking attempt. Inclement
weather can increase OVs to an
attempt from 1 (fog or a light wind)
toas much as 8 (torrential rains and
high winds).

This Power may be purchased with
a special -1 Factor Cost Limitation:
Power Limited to Either Analytical
Smell or Tracking Scent.



ANIMAL MIMICRY

LINK: WILL
RANGE: Self
TYPE: Auto
BASE COST: 50
FACTOR COST: 5

This Power allows
the user to mimic
the Powers, Skills,
and Physical
Attributes of any
animal. However,
Animal Mimicry does not give the
user the shape of the animal or its
natural weaponry (tusks, horns,
claws, etc.). Statistics and abilities of
many animals can be found in
Appendix D of the Rules Manual.

The APs of Animal Mimicry are the
maximum APs anoriginalanimal can
possess if its ability is to be Mimicked
(a Character with 4 APs of Animal
Mimicry cannot Mimic a hawk’s 6 APs
of Flight). A Character Mimicking an
animal may choose to take on any of
the animal’'s Powers, Skills, and
Physical Attributes (provided s/he
has sufficient APs), but need not
Mimic all of the animal’s Attributes,
Powers, and Skills, only those desired.

A Character choosing to Mimic
morethan one ability,s/he must split
up his/her APs of Mimic between
theseabilitiesas desired (a Character
cannot possess full Mimic APs in
several abilities).

This Power may be purchased with
a special -2 Factor Cost Limitation:
Power Only Mimics Animals Up To 8
APs Distant from User.

Animal Man has this Power with
the special Limitation.

ATTRACTION/
REPULSION
LINK: MIND This Power allows
RANGE: Normal 2 Character to
TYPE: Dice attract and repel
BASE COST-. 15 creatures and

objects toward or
away from the
Character’s own body. This attack
requires a successful Action Check
with AV/EVs equal to the APs of
Attraction/Repulsion.

The OV of an Attraction/Repulsion
attempt is equal to the target’s DEX or
STR (whichever is higher) if the target
is a living creature or the target’'s
speed or BoDY (whichever is higher) if
thetargetis an inanimate object; the
RV is equal to the target’s weight in

FACTOR COST: 4

APs (most human Characters weigh
2 APs). RAPs indicate the distance
which the targetwas moved closer to
or further from the Power user.

This Power may be purchased with
a special -1 Factor Cost Limitation:
Power is Limited to Either Attraction
or Repulsion Alone.

BROADCAST EMPATH
LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Dice make another
BASE COST: 20 Character feel
FACTOR COST: 5 any emotion the

user wishes. For
example, the user could make an
opponent run in total fear, feel too
sad todo anything, or feel blissful and
calm.

The use of Broadcast Empath is
treated as a normal Mental Attack
with AV/EVs equal to the user’s APs
of Power; however, a successfully
attacked victim takes no Mental
damage. Instead, if the RAPs earned
by the attackroll are greater than or
equal to the opponent’s MiND, the
opponent succumbs to whatever
emotion the user broadcasts. This
emotional state will last for RAPs of
time (or the Power user may choose
to release the opponent at any time
beforehand).

A Character affected by Broadcast
Empath can break free of the effect
by making a successful Action Check
with INT/WILL as AV/EV and the
RAPs of the Broadcast Empath
attack as OV/RV.

The Psycho Pirate has this Power.

CELL ROT
LINK: WILL This Power gives
RANGE: Touch a Character the
TYPE: Dice ability to cause

any formerly-
living material to
decompose. For
this purpose, “formerly-living
material” is defmed as any natural
substance derived from a once living
source, including leather, hemp rope,
cloth, paper, and wood products.

A Character with Cell Rot can
completely decompose an inanimate
object in an amount of time equal to

BASE CosT: 20
FACTOR COST: $

the object’'s BODY minus the Charac-
ter's APs of Power. For example, a
Character with 8 APs of Cell Rot can
destroy an object with a BoDY of 10
APs in 2 APs of time, or 16 seconds
(10 - 8 = 2). An object need only be
touched once for this continual Cell
Rot effect to occur. An object with a
BODY less than or equal to the
Character’'s APs of Power can be
completely decomposed in a single
phase.

Cell Rot can also be used as a
normal Physical Attack against living
creatures. In such a case, AV/EVs are
equal to the Character’s DEX/APs of
Power, while OV/RVs are equal to the
opponent’s DEX/BoDY. Damage from
this Cell Rot attack is normal Physical
damage, ceasing at that phase with
no continuing damage in subsequent
phases (unless targetis re-attacked).

The Batman’s nemesis, Clayface,
has this Power.

CHAMELEON
LINK: INT A Characterwith
RANGE: Self this Power can
TYPE: Auto alter his/her
BASE COST: 5 appearance to

resemble any
other Character.
For greatest effectiveness, the
impersonated Character should be
roughly the same height, weight, and
build as the Power user (within one
foot andsixtypounds). Normally, the
Chameleon’s clothing also transforms
to resemble that of the target,
although weapons and special gear
are not duplicated.

The APs of Chameleon act as the
OV/RV of any Perception Check (see
page 26 of the Rules Manual) made
to penetrate the user’s disguise. This
OV/RV automatically receives a -2
Column Shift modifier if the user is
attempting to impersonate a member
ofthe oppositesex or someone wi'th a
radically different build.

Note: Chameleon does notinclude
theability to duplicate a target’s voice
or personality, as does the Actor
Subskill of Artist.

This Power may be purchased with
a special -1 Factor Cost Limitation:
User’s Clothing Does Not Transform
to Resemble Target's Clothing.

Martian Manhunter and Starman
have this Power.
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COMPREHEND
LANGUAGES
LINK: MIND A Character with
RANGE: Self this Power may
TYPE: Dice attempt to
BASE COST: 5 communicate

with another
intelligent being
who speaks a different language. The
AV/EVs of such a communication
attempt are equal to the Character's
APs of Power; OV/RVs are determined
relative to the degree of difference
between the user’s language and the
target creature’s language, as
summarized in the following chart.
Positive RAPs indicate the Character
can understand and communicate in
the language completely.

FACTOR COST: 2

Language R.elatmn . QV/RV
- =

Same Grqup (e g. . ]
Spanish and French) - 2/2
Same World (e.g.,
German and Swalhili) 8/8

CONTINUUM
CONTROL

LINK: WILL
RANGE: Normal
TYPE: Auto

BASE COST: 550
FACTOR COST: 10

Phenomenally
potent, this
Power provides a
Character with
the ability to
alter the very
nature of matter and, thus, control
over the time/space continuum. A
Character with the Power of
Continuum Control is able to
automatically mimic the effectsofthe
each of following Powers: Damage
Transference, Energy Blast, Matter
Manipulation, Regeneration, Tele-
portation, and Time Travel.

The APs of Continuum Control
function as the APs of any Power that
the user wishes to mimic. A user
wishing to mimic more than one
Power at a time must divide the APs
of Continuum Control between the
Powers as desired.

A Character using Continuum
Control must spend one full phase to
“activate” the Power (performing no
other actions during this phase).
Beginning with the next phase, the
Continuum Control is activated and
the user can mimic other Powers. All

uses of Powers mimicked with
Continuum Control during a phase
are treated as a single Dice Action
when determining the number of
actions in that phase (thus,
regardless of the number of Powers
mimicked via Continuum Contro}, the
collective attacks serve only as the
Character's Power use action for that
phase).

Note: When mimicked via Con-
tinuum Control, Teleportation has a
Range of Normal instead of its usual
+7. However, the user may Teleport
any target within normal Range, not
just those within 0 APs.

Darkseid has this Power.

CONTROL
LINK: WILL This Power allows
RANGE: Normal a Character to

mentally attack
an opponent and
thendictate all of
the opponent’s
actions. When a Character success-
fully uses this Power on another, s/he
is able to completely control the
victim’s body.

To control a target, the user must
make an Action Check with AV/EVs
equal to the APs of Power and OV/RVs
equalto the target’s INT/MIND. If RAPs
exceed the opponent's MIND, the
opponent falls under the user's
control and will remain controlled
until the user voluntarily releases the
opponent, falls unconscious, or the
opponent succeeds in breaking free
of the control.

While controlled, a victim’s actions
are entirely dictated by the Power
user. The user must expend an
Automatic Action each phase to
transmit instructions to any and all
Characters under control, with no
need for direct communication
(instructions are given mentally wi'th
an unknited range).

A victim of Control is entitled to
combat the effect each phase with an
AV/EV equal to the victim’s INT/WILL
against an OV/RV equal to the
controller’s APs of Power. Hero Point
expenditure on the OV/RV is not
allowed. If/when the victim's cumu-
lative RAPs from these attempts
exceed the user's APs of Control, the
victim breaks free.

Saturn Girl and Trigon have this
Power.

TYPE: Dice
BASE COST: 50
FACTIOR COST: 7

DAMAGE
TRANSFERENCE

LINK: WrLe
RANGE: Touch
TYPE: Auto
BASE COST: 15
FACTOR COST: 5

ThisPower allows
a Character to
heal physical
wounds. With
the Damage
Transference
Power a Character can heal up to
his/her APs of Power in BoDY damage
to any other Character. Use of
Damage Transference takes one
minute (4 APs, or 15 phases).

The Character using this Power
runs the risk of injury each time s/he
uses Damage Transference. The
number of APs of BoDY damage the
user heals in any phase becomes the
AV/EV of an Action Check against
OV/RVs equal to the user’s INT/MIND.
RAPs from this Action Check equal
the amount of damage sustained by
the user, who may distribute this
damage between MIND and BODY in
any desired fashion.

Raven of the New Titans has this
Power.

DANGER SENSE
LINK: INT This Power allows
RANGE: Normal a Character to

sense the fact
that s/he faces
imminent danger.
When such a
Character is in a situation where
some person, item, or presence poses
an immediate threat, the GM must
make an Action Check using the
Character’s APs of Danger Sense as
AV/EVs against OV/RVs determined
by the intensity of the danger (as
summarized on the following table).

If this Action Check earns between
1 and 7 RAPs, the GM must indicate
that the Character is in danger. If the
Action Check receives 8 or more
RAPs, the GM must reveal the exact
source of the danger.

Note: A Character may never
spend Hero Points to increase his/her
Danger Sense in any fashion. Also, use
of this Power never costs the Char-
acter an action in combat: the Power
automatically activates if danger is
present.

Timber Wolf has this Power and
Sgt. Rock's “combat antenna” is a
form of Danger Sense.

TYPE: Dice
BASE COST: 25
FACTOR COST: 3



Major Threat (e.g.,
attack by an evenly-

matched foe, imminent
accident to cause
serious damage, etc.)
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DENSITY INCREASE
LINK: WILL This Power allows
RANGE: Self a Character to
TYPE: Auto increase his/her
BASE COST: 10 mass atwill. Each

AP of Density

Increase engaged

by the Character initiates the

following effects:

W One AP isadded tothe Character's
RV against Physical Attacks.

B One AP is added to the Character'’s
weight (human Characters begin
wi'th a weight of 2 APs).

@ One AP is subtracted from the
Character’s DEX for every two APs
of Density Increase engaged.

The APs of Power equal the
maximum amount of density the
Character can increase. The
Character need not activate all of
his/her APs of Density Increase at
any given time.

Blok of the Legion of Super-Heroes
and Nuklon of Infmity Inc. have this
Power.

FACTOR COST: 5

DETECT
LINK: INT This Power gives
RANGE: Normal a Character the

ability to detect
any one specific
item, presence, or
quality (termed
IPQ). Exactly what it isthe Character
can detect must be specified when
the Power is purchased (i.e. Detect
Evil, Detect Lies, Detect Radiation,

TYPE: Auto/Dice
BASE COST: 10
FACTOR COST: 3

etc.). The IPQ selected must be fairly
specific and is sub ject to GM approval.

Detect is treated as an Automatic
Action unless there is an intelligent
creature attempting to mask the IPQ
from the Power user. In such a case,
Detect becomes a Dice Action where
the detector must make an Action
Check using the APs of Power as
AV/EVs against OV/RVs equal to the
opponent'’s INT/MIND. Positive RAPs
indicate success.

For example, Detect Radiation is
normally an Automatic Action
because there is little anyone can do
to hide radioactivity, while Detect Lie
is always a Dice Action because the
liar is obviously trying to hide the
truth from the Character.

Detect may be purchased as often
as desired. However, the Power must
be purchased with a +1 Factor Cost
Bonus for each additional IPQ the
Character can Detect past the first.

DIRECTIONAL
HEARING
LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Auto/Dice Pinpoint the
BASE COST: 5 exact location of

the source of a
sound. This is an
Automatic Action unless the source
of the sound is a Character or gadget
with the Stealth Subskill of Thief or
some Power which allows silent
movement. In such a case, the use of
Directional Hearing is a Dice Action,
with OV/RVs equal to the opponent’s
Skill or Power (positive RAPs
indicating success).

This Power does not allow the
Character to hear sounds at an
increased distance, as does Extended
Hearng, it merely locates the exact
location of anormally-audible sound.

Superman has this Power.

FACTOR COST: 3

DISPERSAL
LINK: WILL This Power allows
RANGE: Self a Character to

disperse his/her
atoms to become
intangible to the
point of being
able to pass through solid objects.

TYPE: Auto
BASE CoST: 10
FACTOR COST: 6

Each AP of Dispersal engaged by the
user has the following effects:

B One AP is added to the Character’s
OV/RV against Physical Attacks.,

B One AP is subtracted from the
Character’s STR (to aminimum of 0
APs) and weight (for the results of
negative APsofweight,see page 63
of the Rules Manual).

In addition, a Character with APs
of Dispersal greater than or equal to
the BODY of an object may freely pass
through that object, meeting with no
resistance whatsoever.

Phantom Girl of the Legion of
Super-Heroes and Nuklon of Infinity
Inc. have this Power.

EARTH CONTROL
LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Dice causeand control
BASE COST: 20 the movement of

avolumeofearth,

FACTOR COST: 7
rock, or soil. A

Character with Earth Control may
utilize the Power toward a number of
applications:

@ The Power user may fling earth at
an opponent in an attempt to damage
him/her/it. This is treated as a
Physical Attack with AV/EVs equalto
the user’s APs of Earth Control and
OV/RVs equal to the opponent’s
DEX/BODY.

@ The Power user may create a
powerful dirt storm in an attempt to
blind Characters within a volume
equal to the user’s APs of Power. In
this case, the Player must make an
Action Checkwith an AV/EV equalto
the APs of Earth Control while the
OV/RV is equal to each target's
DEX/DEX. RAPs earned are then sub-
tracted from each target’s DEX and
Initiative totalfor anumber of phases
equal to the RAPs of the attack. All
targets within an affected volume are
attacked separately and without the
usual Multi-Attack penalties.

8 The Power user maysimplymove a
volume of Earth. This requires an
Action Check with AV/EVs equal to
the APs of Earth Control and OV/RVs
equal to the mass of earth the user
wishes to move. RAPs equal the
distance the user may move the
volume of earth.

Terra of the New Teen Titans had
this Power.
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EMPATHY
LINK: WILe This Power allows
RANGE: Normal a Character to

feel the emotions
of others and
determine the
person’s exact
emotional quality: happy, sad, angry,
afraid, or experiencing any other
basic emotion.

A successful Action Check with
OV/RVs equal tothe target’s INT/MIND
is necessary for this Power to
function. Positive RAPs indicate the
Character “tunes in” on the target’s
emotions. If the Check earns 5 or
more RAPs, the Character also
discovers the cause of the target’s
emotions.

Theresultsof asuccessful Empathy
Check will reveal actual feelings and
emotions; no method of masking true
feelings (suchasa Character utilizing
the Actor Skill) will subvert this
Power.

Raven of the New Titans has this
Power.

TYPE: Dice
BASE COST: 10
FACTOR COST: 3

EXTENDED HEARING
LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Auto increase the
BASE COST: 5 range of his/her

normal hearing.
A Character with
active Extended Hearing subtracts
the APs of Power from the distance
between him/her and a sound, the
result being the apparent distance
between the Character and the
sound.

For example, a Character with 8
APs of Extended Hearing who is
listening to a sound 9 APs away (one-
half mile) will hearthatsound asif it
were only 1 AP away (20 feet). A
whisper can be clearly discerned at a
range of 0 APs, normal conversation
at arange of3 APs, and loud shouts at
arange of 7 APs.

If someone shouts within an
effective 1 AP distance of a Character
using Extended Hearing, the Charac-
ter istemporarily deafened, an effect
which will last for anumber of phases
equaltothe APsof Extended Hearing
which were active.

Superman has this Power.

FACTOR COST: 1

FLAME CONTROL

LINK: INT ThisPower allows
RANGE: Normal a Character to
TYPE: Dice control both the

intensity and
spread of flames.
Flame Control
does not, however, give the Character
the ability to generate fire (as does
Flame Project), only the ability to
manipulate pre-existing flames.
Flame Control can be used each
phase toward one of the following
effects:

B The user may increase or decrease
the intensity of a volume of flame.
Flame intensities are measured in
terms of their AV/EV,asindicated on
page 64 of the Rules Manual A
normal fire might have an AV/EV of
6/6, while the flame at the heartof a
volcano might have an AV/EV of
12/12. Any Character within such
flames is automatically Physically
Attacked by this AV/EV each phase.

A Character with Flame Control
can make an Action Check with
AV/EVs equal to the APs of Power
against OV/RVs equal to the flame’s
indicated AV/EVs; add or subtract
(as desired) the RAPs earned by the
roll from both the AV and the EV of
the flames. For example, a Character
with 10 APs of Flame Control who
rolls a 13 against a normal fire
(AV/EV of 6/6) will receive 8 RAPs.
The Character could then increase
the AV/EVs of the flames to 14/14, or
extinguish the flames altogether.

This aspect of Flame Control affects

all the flames within a volume equal
to the user’s APs of Power.
@ The user cansimply move a volume
of flame. The OV/RVs of such an
attempt are equal to the AV/EVs of
the flame; RAPs earned indicate the
distance (in APs) which the flames
may be moved.

BASE COST: 10
FACTOR COST: 6

FORCE
MANIPULATION
LINK: WILL This Power gives
RANGE: Normal a Character the
TYPE: Auto ability to shape
BASE CosT. 75 energy into solid

constructs. The
Character can
create any object desired out of this
formidable energy. Created objects
have total APs in Attributes, Physical
Powers, and Physical Skills equal to

FACFOR COST: 10

the Character's APs of Force
Manipulation but the Character may
divide the Power APs between the
object’'s Attributes, Physical Powers,
and Physical Skills as desired (no
Force Manipulated object can possess
Mental or Mystical Powers or Skills).

Example: Green Lantern’s Power
Ring (Force Manipulation of 25 APs)
can create a boat with 10 APsofBoby,
10 APs of STR, and a Speed of 5 APs
(the Swimming Power). Alternately,
he might make a club with a STR 0f 25.

Objects created with Force
Manipulation need not be given APs
of BODYbut in such cases, the created
object immediately disappears upon
physical contact with another solid
object.

Green Lantern’s Ring has Force
Manipulation with the Restriction:
Power Not Functional On Yellow
Objects.

FULL VISION
LINK: INT This Power allows
RANGE: Normal its user to see
TYPE: Auto anything within a
BASE COST: 5 full 360-degree

dome around
his/her person.
It is impossible to Blindside someone
with the Full Vision Power (see page
24 of the Rules Manual), unless the
attack originates at a distance (in
APs) greater than the Character’s
APs of Full Vision. For example, a
Character with 6 APs of Full Vision
would be unable to notice an Energy
Blast originating 7 APs away in time
to react.

The APs of Full Vision is the
maximum Range at which an object
can be seen using the Power.

FACTOR COST: 1

GRAVITY DECREASE
LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Auto decrease thepull

of gravity on any
gen object. The
Character can
subtract the APs of Gravity Decrease
from the weight of any object (most
human Characters weigh 2 APs).

An object whose weight has been
completely negated through the use
ofthis Power willfloatin place unless
somehow propelled. Iffewer than the
full APsof Power are neededto cancel
the weight of an object, the Character
can propel the object at aspeed equal
to the remarning APs of the Power.

BASE COST: 75
FACTOR COST: 4



For example, Geo-Force (Gravity
Pecrease of 11 APs) can propel an
object weighing 2 APs (such as
himself) at a speed of 3 APs per phase
(11-2=9).

GRAVITY INCREASE
LINK. INT This Power allows
RANGE: Normal a Character to

increase the pull
of gravity on any
given object. If
the target is an
inanimate object, the Character
simply adds the APs of Power to the
target’s weight. If the target is
another Character, the Power user
must make an Action Check against
an OV/RV equal to the target’s
STR/BODY.

If the Action Check succeeds with
RAPs equal to or exceeding the
target's STR, the target is considered
tobe Grappled wi'th aSTRequaltothe
APs of Gravity Increase (see page 21
of the Rules Manual). In addition,
anyRAPsthat exceed thetarget's STR
are taken as damage to the target’s
Current Bony Condition.

Star Boy of the Legion of Super-
Heroes and Geo-Force of the
Outsiders have this Power.

TYPE: Dice
BASE CosT: 20
FACTOR COST: 4

HEAT VISION
LINK: INT This Power allows
RANGE: Normal a Character to

heat, burn, or
melt objects
through the
projection of
intense beams of light from the
Character’s eyes. The APsofthe Power
are used as the AV/EV in a normal
Physical Attack. Beings or objects
using cold-based items or Powers as
defenses (an iceberg or a Character
with Icing, for example) suffer a -2
Column Shift penalty to their RV
against Heat Vision.

TYPE: Dice
BASE COST: 15
FACTOR COST: 3

HYPNOTISM
LINK: WILL This Power allows
RANGE: Normal a Character to

mesmerize a
victim. The use of
Hypnotism is an
Action Check

TYPE: Dice
BASE COST: 50
FACTOR COST: 6

with AV/EVs equal to the APs of
Power and OV/RVs equal to the
opponent’s INT/MIND. The Character
maythenimplantsuggestionsas s/he
wishes, up to the number of RAPs
received on the Check.

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

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

Example: A Character with 10 APs
of Hypnotism tries to Hypnotise
another Character, who has an INT/
MiND of 3/2. First, the Power user
makes an Action Check and receives
10 RAPs. The user then tries to
implant three suggestions, allocating
3 RAPs to each of the first two sug-
gestions, and 4 RAPs to the third.

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

The Power user first rolls to see if
the victim will take thebombinto the
office (AV/EVs 0f3/3, OV/RVs 0f3/2,
1 RAP necessary for success); the
userthen rollsto seeif the victim will
activatethebomband leavethe room
(similar AV/EVs and OV/RVs); and
finally, the user rolls to see if the
victim will forget everything which
occurred (AV/EVs of 4/4, OV/RVs of
3/2). If any of these suggestions is
failed, the victim will break the
Hypnosis and all ensuing suggestions
will be obliterated.

ICE CONTROL

LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Dice move andcontrol
BASE COST: 5 volumes of ice.

Ice Control does
not, however, give
the Character the ability to generate
ice (as does Ice Production), only the
ability to control and manipulate pre-
existing ice formations.

Ice Control has a number of useful
effects, including:

8 The ability to hurlice at a target to
cause damage. This is treated as a
Physical Attack with AV/EVsequalto
APs of Power and OV/RVs equal to
the target’s DEX/BODY.

B The ability to surround oneself
withice formations which will provide
defense against Physical Attacks (APs
of Ice Control being added to the
Character’s RV).

8 The ability to move volumes of ice.
AV/EVs areequaltothe APs of Power
while OV/RVs are equal to the APs of
ice volume to be moved. RAPs equal
the distance (in APs) which the ice is
displaced.

FACTORCOST: 10

ILLUSION
LINK: WILL This Power allows
RANGE: Normal a Character to

make others see
what s/he wants
them to see. The
Illusion Power
doesnotcreate matter wherethereis
none but it may alter the appearance
of existing matter. An illusory stair-
case could not be climbed but a
rickety staircase could be made to
lookasgood as new. Since an illusion
is unreal, it cannot negate material
reality. A wall could be disguised or
made invisible but anyone who tried
to pass through the wall would still
hit it.

The APs of the Illusion Power serve
asboththe amount oftime an illusion
will remain believable and the
maximum volume the illusion can
occupy. The Power user could,
however, create an identical illusion
just before an illusion was to expire,
effectively “resetting the clock” on the
illusion’s believability.

The APs of Illusion also serve as
OV/RVs to any Perception Checks
made to determine whether or not an
objectisreal Ifa Character suddenly
saw a huge golden city in the middle

TYPE: Auto
BASE COST: 50
FACTOR COST: 10
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of the desert where a moment ago
there was none, s/he could make a
Perception Check to determine
whether the city was real or illusory.

The GM should make all Perception
Checks for the Character in secret,
determining the number of Hero
Pointsthe Character wishestospend
on AV/EVs before rolling the dice. In
this manner, a Character who
attempts to detect an illusion and
fails will be unable to tell if the object
truly exists or if it is simply beyond
his/her powers of detection to
penetrate the illusion.

_ AL

An illusion itself cannot cause
Physical damage but a living target
can believe that s/he has been hurt,
causing great mental strain (RAPs of
the illusion doing normal Mental
damage). If the Illusion Power is used
to create an illusion of a living
creature or anything else capable of
damaging an opponent, the creature
or object created will fight with
Attributes, Powers, and Skills equal
to the user’s APs of Illusion (an
illusory dragon castby someone with
10 APs of Illusion would have a 10
DEX, 10 STR, 10 BoDY, 10 APsofFlight,
and 10 APs of Flame Project; an
illusory bomb would have 10 APs of
the Bomb Power).

Damage from illusory objects is
sustained by the target’s MIND
although the target may believe the
damage to be Physical.

Sensor Girl of the Legion of Super-
Heroes has this Power.

IRON WILL
LINK: WILL This Power allows
RANGE: Self a Character to
TYPE: Auto resist all forms of
BASE COST: 5 Mental control

Powers,including
(but not limited
to) Broadcast Empath, Control, and
Hypnotism. The APs of Iron Will are
added to the Character’s RV against
such Powers.

This Power does not protect a
Character from Mental Attacks (such
as Aura of Fear and Mind Blast).

FACTOR COST: 3

LIFE SENSE

LINK: Wire
RANGE: Normal
TYPE: Auto/Dice
BASE COST: 35
FACTOR COST: 4

This Power allows
a Character to
detect the exact
locations of any
living beings
within Range.
The Character may attempt to detect
the location of a specific living being
or merely the presence of life in
general. In the former case, the
Character is informed of the target’s
exact location; in the latter, the
Character is informed of the number
of life forms within Range and their
type (i.e.,three humans and one dog).

Life Sense becomes a Dice Action if
the Character is attempting to detect

"N the location of someone who is

avoiding detection. In this case, the
Character must make an Action
Check with AV/EVs equal to the APs
of Life Sense against OV/RVs equal to
the target’s INT/MIND.

Positive RAPs indicate success and
the Character is then entitled to the
appropriate information. A specific
lIving being who avoids detection and
is unfamiliar to (never encountered
by) the detecting Character receives
a +2 Column Shift modifier to his/her
OV/RV.

This Power may be purchased with
a special -1 Factor Cost Limitation:
Detection is of either Specific Life
Forms or Life in General.

MAGNETIC CONTROL
LINK: WITL This Power allows
RANGE: Normal a Character to
TYPE: Dice create and then
BASE COST: 15 control the flow

of magnetic fields
around his/her
person. A Character with Magnetic
Control may utilizethe Powertoward
a number of applications, including:

8@ The ability to hurl metallic objects
at a target to cause Physical damage.
For such an attack to occur, metallic
objects must be present. AV/EVs of
the attack are equal to the
Character’s APs of Power while
OV/RVs are the target’s DEX/BODY.

@ The ability to defend oneself from
attacks involving metallic objects
(swords, bullets, Physical Attacks by
Characters in metal battlesuits, etc.).
In this case, the Character adds the
APs of Power to his/her OV.

B The ability to move metals and
metallic objects. AV/EVs are equal to

FACTOR COST: 10

APsof Power,while OV/RVs are equal
to the weight of the object(s). RAPs
will equal the distance (in APs) that
the metallic mass may be displaced.

Cosmic Boy of the Legion of Super-
Heroes has this Power.

MATTER
MANIPULATION

LINK: INT
RANGE: Normal
TYPE: Dice

BASE COST: 100
FACTOR COST. 10

This Power allows
a Character to
alter both the
basic shape and
the molecular
structure of non-
organic (i.e., non-living) matter. The
Character could, for example, turn
lead into gold or create an iron cage
out of thin air.

To use Matter Manipulation, the
Character must make an Action
Check with AV/EVs equal to the APs
of Power and OV/RVs equal to the
BoDYof the object to be manipulated.
If this Action Check succeeds, the
Character can create a new object,
assigning the APs of Matter
Manipulation as desired to the
object’s Attributes, Physical Powers,
and Physical Skills. Created objects
cannot possess Mental or Mystical
Powers or Skills and cannot have a
volume that exceedsthe user’s APs of
Power.

Manipulated matter automatically
returns to its original form following
a time (in APs) equal to the
Character’s APs of the Matter
Manipulation Power,

Examples: Firestorm (Matter
Manipulation of 18 APs) could make
a cage out of thin air. The AV/EV of
the attempt would be 18/18, and the
OV/RVwould be 0/0 (the BoDY of air).
If the Action Check succeeded, Fire-
storm could give the cage a BoDY of 8
APsandthecagewould occupyup to
10 APs of volume (or any combina-
tion thereof, at his discretion).

If Firestorm wanted to create a
speedboat from a pile of bricks, the
AV/EV would be 18/18 while the
OV/RV would be 8/8 (the BoDY of
brick). If the Action Check succeeds,
Firestorm could give the boat aSTR of
4, a BoDY of 4, and the Swimming
Power ratedat 10 APs (or any combi-
nation thereof, provided the total
was 18 or less). If Firestorm wanted
to turn asection of a reinforced bank
wall into thin air so he could pass
through it, the OV/RV wouldbe 12/12



(the BoDy of a steel vault).

Matter Master, an old foe of Hawk-
man’s, also has this Power.

MENTAL BLAST
LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Dice project a bolt of

force from his or
her mind which
is capable of
causing physical harm. This force
strikes as a Physical Attack with
AV/EVs equal to the APs of Mental
Blast and OV/RVs equaltothe target's
DEX/BeDY. RAPs equal the amount of
Physical (BoDY) damage taken by the
target.

Brain Wave has this Power.

BASE COST: 15
FACroR COST: 3

against attacks utilizing Powers such
as Life Sense, Mind Probe, and
Telepathy.

MIND BLAST
LINK:- WILL This Power allows
RANGE: Normal a Character to

launch a power-
ful psionic attack
upon another
Character. The
AV/EVs of this attack equal to the
user’s APs of Mind Blast while OV/RVs
equal the target’s INT/MIND. RAPs
from the attack represent the Mental
Damage sustained by the target from

the attack.
‘§¢E i
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TYPE: Dice
BASE CoST: 20
FAcroRr COST: 3

MICROSCOPIC ~
VISION

LINK: INT This Power allows
RANGE: 0 APs a Character to
TYPE: Auto see extremely MIND DRAIN
BASE COST: 5 small objects. ' .
F Al Following is a LINK: WIIL This Power allows

'ACTOR COST: RANGE: Normal a Character to

table which lists
the objects that become visible at the
various activated AP levels of Micro-
scopic Vision.
Superman has this Power.

‘APs . . Object Visible:
1 Cloth Weave
3 |  HairFollicles
5 Tiniest Insects
8 |  HumanCells
10 Metal Fatigue
2~ | At
23 Viruses
26 |  DNA Structure
28 Molecules
30 |  Atoms
3b Electrons
MIND BLANK
LINK: MOND This Power allows
RANGE: Self a Character to
TYPE: Auto negate any and
BASE COST: 5 all mind-reading

or mind-scanning
attempts made
upon him/her. The Character adds
the APs of Mind Blank to the RV

FACTOR COST: 5

drain MIND APs
from his/her
opponent and
add those APs to
his/her own MIND. Use of Mind Drain
is treated as a Mental Attack with
AV/EVs equal to the APs of Power
and OV/RVs equal to the opponent’s
INT/MIND. RAPs are subtracted from
the opponent’s MIND and added to
the attacker’s MIND.

Results of a Mind Drain are treated
as normal Mental damage (the victim’s
Current MIND Condition must be
Recovered, as explained on page 18 of
the Rules Manual). A Character may
never use this Power to increase his/
her own MIND higher than its normal
AP level.

TYPE: Dice
BASE COST: 20
FACTIOR COST: 8

MIND FIELD
LINK: WILL ThisPower allows
RANGE: Self a Character to

create a field of
mental energy to
protect him or
herself. When
using the Power, a Character adds
the APs of Mind Field to his/her RV
against Mental Attacks.

A Mind Field is spherical in form
and is centered around the Character

TYPE: Auto
BASE CoST: 20
FACTOR COST: 6

of origin. A field shelter may be
generated at the same APs of volume
as the Power’s APs and protects any
Characterslocated within that volume
from exterior Mental Attacks. No
Mental Attacks with exterior targets
may be made from within the field.

This Power may be purchased with
a special -2 Factor Cost Limitation:
Field Protects Power User Only.

MIND PROBE
LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Dice readthethoughts
and memories of

BASE COST: 20

FACTOR COST: 3 other Characters.

When using Mind
Probe, a Character mustbe searching
for a specific subject or memory.
There is no limit to how far into an
target’'s memory a Character may
search.

Use of Mind Probe requires an
Action Check with AV/EVs equal to
the APs of Power and OV/RVs equal
to the target’s INT/MIND. RAPs are the
number of Knowledge Points gained
by the probing Character. Examples
of potential information received is
summarized in the following chart.

Knowledge Information
Points .  Learned
1 RAP | Target's surface

~ thoughts on the subject
- (”Yes, I know the Joker. [
| don't like him much.”)

% RV Thoughts easily recalled
by thetarget (‘“TheJoker
s hiding out near Clark
and Addison. I always
thought his complete
irrationality was his

greatest weakness.’’)

Full RV| Distant thoughts or
' memories (‘“‘The Joker
~and [ first met on May
- 21, seven years ago. We
were in a warekouse in
| Manchester.”) and items
‘the target may not even
" realizes/he knows about
thesubject (“TheJoker’s
Jqﬁ: lag twitches when he
s mervous. It would
meke logical sense for
him to kill me qfter our
next heist.’’)
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MIND OVERMATTER
LINK: MOND This Power allows
RANGE: Self a Character to
TYPE: Auto neutralize the

effects of damage
sustained in
Physical Attacks
for a short period of time. After sus-
taining Physical damage sufficient to
render him/her unconscious, a Char-
acter possessing Mind Over Matter
may continue combat fora number of
phases equal to the APs of the Power.
At the end of this time, the Character
will fall unconscious as the Mind Over
Matter automaticallyfails. The Power
must then be Recoverd normally (see
page 19 of the Rules Manual).

If a Character possessing Mind
Over Matter ever sustains damage
sufficient to kill him/her, this Power
will automatically fail.

BASE COST: 15
FACTOR CoOST: 1

MIND SHIELD

LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Auto create a shield of

mental energy
which provides
protection from
Mental Attacks. Anyone protected by
a Mind Shield has the APs of Power
added to his/her RV against Mental
Attacks.

The Mind Shield called into being is
circular in shape, possesses an
approximate diameter of four feet,
and can be projected at Range. Such a
shield isuseless against attacks which
originate from behind the Character
unless the Character establishes the
shield there, in which case the
Character is defenseless against
frontal assault.

BASE COST: 10
FACTOR COST: 5

MOLECUILAR
CHAMELEON
LINK: WILL This Power gives
RANGE: Touch a Character the
TYPE: Auto ability torestruc-
BASE COST: 75 ture his/her own

molecules into
any material
touched. A Character may use
Molecular Chameleon to assume the
shape of any existing gas, liquid, or
solid.

FAcTOR CosT-. 10

When Molecular Chameleon is
engaged, both the Character’s STR
and BoDY instantly assume AP levels
equal to the BODY of the substance
touched, but neither may be raised
higher than the Character’s APs of
Molecular Chameleon. For example,
if a Character with 8 APs of Molecular
Chameleon were to touch reinforced
steelwi'th 12 APs of BODY, his/her STR
and BoDY would each become 8 APs,
not 12 APs. Gaseous Characters are
assumed to have DEX, S1R, and Bopy
of 0 APs each, but are still able to
move normally.

A Character using Molecular
Chameleon has complete control over
his/her body. The Character’s
molecules do not “leak away” if they
change to fluid nor are they
completely rigid if the Character
changes into a solid. This Power
allows automatic transformation at
will (including reversal to normal
Character form).

Amazing Man of the All-Star
Squadron had this Power.

NEUTRALIZE
LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Dice negate one of his
BASE COST: 25 or heropponent'’s
FACTOR CosT. 4  Powers. Such an

attack requires
an Action Checkwith an AV/EVequal
to the APs of Neutralize and an OV/RV
equal to the opponent’s APs of the
Power to be negated. RAPs are then
temporarily subtracted from the
opponent’s APs of the Power. Powers
neutralized in this manner must be
Recovered normally (see page 19 of
the Rules Manual).

Neutrake can also negate Powers
possessed by a gadget and a
Character’'s STR Attribute to a
minimum of5 APs. This Power maybe
purchased with a special -2 Factor
Cost Limitation: Power Only Effective
Against One Specific Power.

OBJECT AWARENESS
LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Auto tune in on any

familiar object
and become
aware of its
location and surroundings provided
the object was in physical contact
with the Character within twenty-
four hours of Power use.

BASE COST: 20
FACTOR CoST. 1

Only one object may be “tuned in”
by the Character at any one time.
Once the object is tuned in, the
Character can use any sense (sight,
hearing, smell, etc.) as if s/he were
standing alongside the object. The
APs of Object Awareness equal the
maximum distance over which an
object can be detected. The mental
presence of the Character using
Object Awareness cannot be sensed
in any way at the object’s location.
Further, no attack of any kind can be
projected or received through the
object.

This Power may be purchased with
a special +2 Factor Cost Bonus:
Powered Senses Operable Through
Object Awareness.

PERSONALITY
TRANSFER
LINK: Wirer ThisPower allows
RANGE: Normal a Character to
TYPE: Dice take possession
BASE COST: 30 of an opponent’s
FACTOR COST: 9 body. Use of the

Personality
Transfer Power requires an Action
Check with AV/EVs equal to the APs
of Power and OV/RVs equal to the
opponent’s INT/MIND. RAPs must be
greater than or equal to the
opponent’s MIND for Personality
Transfer to succeed.

While possessing an opponent, the
Character moves his/her own Mental
and Mystical Attributes, Powers, and
Skills, and his/her own Physical Skills
into the opponent (temporarily re-
placing the opponent’s own). Physical
Attributes and Powers of the Char-
acter are not transferred to the
opponent.

While this Poweris active, the body
of the Character using Personality
Transfer temporarily disappears.
When the Character leaves the
opponent, the body reappears within
10 feet (0 APs) of the released
opponent.

A Character successfully using
Personality Transfer possesses total
control over all of the opponent’s
Physical Attributes, Powers, and
Skills. However, none of the oppo-
nent’s Mental or Mystical Attributes,
Powers, or Skills can be used by either
the possessing Character or the
opponent while this Power is active,
unless such usage results in a Physical
effect.



Jericho of the New Titans has this
Power with the following Limitation:
The user cannot control the vocal
cords of his victim unless he tranfers
into him/her after s/he is already
unconscious.

PHOBIA
LINK: WIre This Power allows
RANGE: Normal a Character to

create a great
irrational fear in
the mind of an
opponent. Use of
Phobia automatically manifests an
illusion of whatever is most feared by
the opponent (this illusion can only
be seen by the opponent).

Use of Phobia requires an Action
Check with AV/EVs equal to the APs
of Power and OV/RVs equal to the
opponent’s INT/MIND. RAPs must
equal or exceed the opponent’s MIND
for the attack to succeed, in which
case the opponent can do nothing but
quiver in fear for a time (in APs)
equal to the RAPs earned by the
Phobia Action Check. The effects of
Phobia are instantly cancelled if the
using Character exits Range, is
knocked unconscious, or decides to
voluntarily release the opponent.

A Character subject to Phobia can
attempt to free him/herself from the
effects of the Power each phase by
making a Mental Attack with AV/EVs
equal to his/her INT/MIND against
OV/RVs equal to the RAPs scored by
the original Phobia Action Check. If
one of these rolls succeeds, the
Character is released from the Phobia
with no residual effects.

Appropriately, the villain Phobia
has this Power.

TYPE: Dice
BASE CoST: 15
FACTOR COST: 4

POSTCOGNITION
LINK: INT This Power allows
RANGE: Touch a Character to

touch an object
and sense what
has happened to
thatobject in the
past. Such an attempt requires an
Action Check with AV/EVs equal to
the APs of Postcognition and OV/RVs
equal to how far back (APs of time)
the Character wishes to probe.

RAPs from a Postcognition Check
equal the number of Knowledge
Points gained by the user; 1 RAP

TYPE: Dice
BASE CoOST: 15
FAcTOR COST: 2

would be a series of fuzzy impressions
while RAPs equal to one-half (%) the
Check’s RVwould give afairly detailed
picture and RAPs equal to or greater
than the Check’s RV would give the
Character a mental image as strong
and clear as if the object had eyes to
see the events,

Example: A Character with 9 APs
of Postcognition wants to know what
happened to a bullet two hours ago.
The AV/EV would be 9/9 while the
OV/RVwould be 11/11 (two hours in
APs). A successful Action Check
mght reveal that the bullet was loaded
into a revolver by a man with scarred
hands, darkness was followed by an
explosion, and then the bullet im-
pacted with a young person.

Postcognition is a measure of the
“psychicimprints” left on an object;as
such, unless the object was handled
by someone, no information can be
derived from use of this Power. A
bullet which has been sitting in a gun
on the dresser for five months could
elicit no information regarding a
crime which occurred in the same
room,

POWER DRAIN
LINK: Wi This Power allows
RANGE: Normal a Character to
TYPE: Dice absorb Powers
BASE COST: 40 of an opponent.

FACTOR CosT: 9  Such an attack

necessitates an
Action Check with AV/EVs equal to
the APs of Power Drain and OV/RVs
equal to the victim’s DEX/BoDY if the
Character is attempting to absorb a
Physical Power, INT/MIND if the
Character is attempting to absorb a
Mental Power, or INFL/SPIRIT if the
Character is attempting to absorb a
Mystical Power. The Character then
receives a number of APs of the
opponent’s drained Power equal to
the RAPs received from the Action
Check; an equivalent number cf APs
are also temporarily subtractec. from
the opponent’s APs of the drained
Power.

The Character using Power Drain
maintains any drained APs for a time
equalto the RAPs of the Power Drain
Action Check. The opponent must
regain lost Power APs through normal
Recovery (see page 19 of the Rules
Manual).

The villain Parasite has this Power.

POWER RESERVE
LINK: WILL This Power allows
RANGE: Self a Character to

establish a “pool”
of APswhichs/he
can later divide
as desired and
add directly to specific Attributes
and Powers. APs allocated to various
Attributes and Powers through Power
Reserve can be redistributed by the
Character at any time. Doing so in
combat is an Automatic Action.

Example: A Character with a STR
of8 APs, 8 APs of Force Field, 8 APs of
Flight, and 8 APs of Power Reserve
could enter battle with a STR of 12
APs, Force Field of 10 APs, and Flight
of 10 APs. During the next phase, the
Character could use an Automatic
Action to place the entire Power
Reserve of 16 APs, returning his/her
STR and Flight to 8 APs.

When Power Reserve is purchased,
the Character must specify exactly
what Attributes and Powers are
eligible for augmentation by the
Power Reserve. Five Hero Points must
be added to the Base Cost of Power
Reserve for each eligible Power or
Attribute past the second.

Booster Gold’s battlesuit has this
Power.

TYPE: Auto
BASE COST: 150
FAcTOR COST: 10
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PRECOGNITION

LINK: WiLL This Power allows
RANGE:Self a Character to
IYPE: Dice view the future.

AV/EVs to such
an attempt are
equal to the APs
of Precognition while OV/RVs are
equal to how far into the future (APs
oftime) the Characteris trying to see.
RAPs from a Precognition attempt
equal the number of Knowledge
Points earned.

Example: A Character with 7 APs
of Precognition tries to see what will
occur to him/her in one hour (10
APs). The AV/EVisequal to 7/7,while
the OV/RV is equal to 10/10.

A Character may only use the
Precognition Powertolearn what will
happen to him/herself or another
living being. Images perceived will
represent a truthful image of the
most important event in which the
appropriate Character will be
involved during the time period
probed. Clarity of the vision is
determined by the number of
Knowledge Points (RAPs) earned on
the attempt: 1 RAP reveals an
extremely fuzzyrepresentation; %2 RV
in RAPs gives a fairly detailed picture,
yet one which is still difficult to
interpret; and Full RV RAPs means
the Character receives a crystal clear
vision of future events.

Events which are perceived
through Precognition represent a
likely version of the future but one
that is by no means absolute. Exact
details could resolve quite differently.
Once a period of a Character’s future
has been subject to Precognition
(whether the attempt was successful
or not), no further Precognition
attempts may be made by the
Character on that particular event.

Dream Girl of the Legion of Super-
Heroes has this Power.

BASE COST: 75
FACTOR COST: 3

RADAR SENSE
LINK: INT This Power allows
RANGE: Normal a Character to
TVPE: Auto emit radar waves
BASE COST: 5 and “see” objects

and persons in
the vicinity as
detailed outlines. When in use, Radar
Sense will automatically be detected
by Characters with 3 APs or more of
Super Hearing

FACTOR COST: 1
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A Character with Radar Sense
projects aradarbeamin the direction
s/he is facing. Anyobject greater than
Y2-inch in size located along this beam
(and within Normal Range) is
automatically distinguished by the
Character (even if the area is
darkened,theobject is invisible, etc.).

Radar Sense may be jammed
electronically. OV/RVs to such an
attempt are equal to the Character’s
APs of Radar Sense.

RECALL

LINK: MIND
RANGE: Self
TYPE: Auto
BASE COST: 5
FACTOR COST: 1

This Power allows
a Character to
mentally retain
vast amounts of
information (i.e.,
s/he has a photo-
graphic memory). The amount of
information which can be retained is
equalto the Character’s APs of Recall,
A Character with Recall of 9 APs, for
example, could entirely memorize a
paperback novel.

Information stored by Recall is only
forgotten when the Character decides
to memorize different information,

Superman has this Power.

REFLECTION/
DEFLECTION

LINK: WiILL
RANGE: Self
TYPE: Dice
BASE COST: 40
FACTOR COST: 5

This Power allows
a Character to
deflect incoming
Physical Attacks
(excluding any
normal hand-to-
hand combat blows). The use of
Reflection/Deflection consumes both
the Character’'s Movement and Dice
Actions for the phase.

Usingthis Power requires an Action
Check with AV/EVs equal to the APs
of Reflection/Deflection and OV/RVs
equal to the APs of the incoming
attack. Positive RAPs indicate the
attack is automatically deflected
away from the Character and does
not strike him/her. The Character
then has the option of attempting to
Reflect this attack toward the original
attacker, in which case AV/EVsofthe
counterattack will equal the RAPs
which were earned from the original
Reflection/Deflection roll. The
medium (Power) of this attackisthe
same as the originally-Deflected
attack and can never be at a higher
AP-level than the original attack.

A Character attacked Physically
who has not declared the use of
Reflection/Deflection for the phase
has the option of cancelling his/her
declared actions for that phase and
using Reflection/Deflection instead,
provided s/he has yet to act during
that phase.

This Power may be purchased with
a special -1 Factor Cost Limitation:
Power Limited to Deflection only.

REGENERATION
LINK: WILL This Power allows
RANGE: Self a Character to

accelerate his or
her own natural
recuperative
powers, enabling
him/her to regenerate Current BoDy,
MIND, or SPIRIT Conditions at an
exceptionalrate. The Character’s APs
of Regeneration are added to the APs
of time spent Recovering, (see page
18 of the Rules Manual), meaning
thatthe Character can makeRecovery
Checks wi'th increased frequency and
thus heal more quickly.

A Character with 10 APs of
Regeneration can make a Bashing
Recovery Check each phase during
combat (doing so counts as a Dice
Action). A Character with 11 APs of
Recovery can make two Bashing
Recovery Checks each phase, one
with 12 APs can make three Checks,
etc. Attempting multiple Recovery
Checks during one phase counts as a
single Dice Action regardless of how
many Checks are made.

A Character with Regeneration
need not be conscious to utilize this
Power.

TYPE: Auto
BASE COST: 25
FACTOR COST: 8

REMOTE SENSING
LINK: INT ThisPower allows
RANGE: Normal a Character to

usesenses (sight,
hearing, touch,
taste, etc.) to
observe an area
from afar. Such a Character may
choose any specific location within
Normal Range to remotely sense,
receiving sensory input justasifs/he
were actually at that location.
Themaximum amount of total time
(in APs) that Remote Sensing may be
used to observe an area equals the
Character’s APs of Remote Sensing
minus the APs of distance over which

TYPE: Auto
BASE COST: 35
FACTOR COST: 4



the Character is using the Power. At
the conclusion of this time, the Power
will fail and must be Recovered nor-
mally (see page 19 of the Rules
Manual).

Example: Hector Hammond has
Remote Sensing of 45 APs. The Range
of his Power, therefore, is equal to 45
APs of distance. If Hammond were in
prison on Earth, he could observe
what was occuring on Saturn (39 APs
away). Hammond could then see,
hear, and smell everything that
happened on Saturn for four minutes
(6 APs of time) as if he were actually
present. Similarly, Hommond could
observe the events in the cell next to
his (1 AP away) for 2,097,152 years
(44 APs of time).

SENSORY BLOCK
LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Dice totally obstruct

the senses of
an opposing
Character. Such
an attempt requires an Action Check
with AV/EVs equal to the APs of
Sensory Block and OV/RVs equal to
the opponent’s INT/MIND. If RAPs
exceed the opponent’s MIND, his/her
senses will be completely blocked for
an amount of time (in APs) equal to
the RAPs earned (or until the using
Character either falls unconscious,
voluntarily releases the opponent, or
moves out of Range).

A Character with blocked senses
has the OV/RV of any Action Check
s/he attempts increased by the RAPs
earned by the Sensory Block attack.
In addition, such a Character suffers
a -2 Column Shift modifier to his/her
OV against Physical Attacks.

This Power may be purchased with
a special -2 Factor Cost Limitation;
Power Only Blocks One Particular
Sense.

Sensor Girl has this Power.

BASE COST: 30
FACTOR COST: 7

SHAPE CHANGE
LINK: WILL This Power allows
RANGE: Self a Character to
TYPE: Auto alter his/her

shape into that
of any known
and pre-existing
animal. The Character automatically
gansthe animal’s Attributes, Powers,

BASE COST: 35
FACTOR COST: 10

Skills, and naturalattack forms while
also maintaining all of his/her own
Powers and Skills. The Bopy of the
animal form assumed cannot exceed
the Character’s APs of Shape Change.
For animal statistics, see pages 68-70
of the Rules Manual.

In addition to assuming animal
form, the Character may add the APs
of Shape Change to any of the animal’s
Attributes, Powers, or Skills (or divide
the APs of Power between several
different Attributes, Powers, and
Skills, as desired) provided no ability
1s raised to more than twice its initial
value.

A Character with this Power can
automatically assume a new animal
form (and thus new statistics) each
phase, if desired. Any damage taken
by one animal form is carried over to
any other forms assumed, including
reversion to the Character’s original
form.

Example: Changeling of the New
Titans has Shape Change of 8 APs, If
he becomes a gorilla, Changeling
could add 3 APs to the gorilla’s DEX
(doubling it to 6) and 5 APs to the
gorilla’s STR (doubling it to 10).

This Power may be purchased with
either of two special -2 Factor Cost
Limitations: Power APs Cannot Be
Divided When Increasing Statistics or
Power APs Only Increase Highest
Statistic Available.

SONAR
LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Auto/Dice '‘'see’’ nearby
BASE Cosr-. 10 objects through

This Power can be blocked by a
Character or device emitting sharp
sounds at the same frequency upon
which the Sonar operates. In this
case,Sonaristreated as aDice Action
with an OV/RV equal to the APs of the
Power used in the jamming attempt.

Note: This use does not countas an
action when determining the number
of actions the Character may per-
form each phase.

SPEAK WITH
ANIMALS

LINK: INT This Power gives
RANGE: 1 AP a Character the
TYPE: Auto ability to speak
BASE COST: 5 with all animals

in their native
tongues although
it does not guarantee the animals will
be friendly, just understandable. It
should be noted that some animals,
particularly smaller creatures and
those that eat plants, are not very
intelligent. Speak With Animals does
not make animals smarter, it simply
allows a Character to communicate.
The APs of Power equal the APs of
time during which an animal may be
questioned.

FACTOR COST: 2

the emission of
high frequency
sound pulses. Sonar is accurate
enough for a Character to receive all
informat'ion normally received
through sight, with the exception of
color.

Sonar provides a full 360-degree
awareness around theCharactertoa
Range equaltothe Character’'s APsof
thePower.It isimpossibleto Blindside
a Character possessing Sonar (see
page 24 of the Rules Manual), with
the exception of the Character being
attacked by a Power that originates
outside of his/her Range.For example,
a Character with 8 APs of Sonar
would not be able to detect a Char-
acter attacking with Flame Project
from 12 APs away in enough time to
react. Sonar may be used to detect
invisible objects or beings (see
Invisibility on page 28).

FACTOR COST: 2

LINK: INT This Power allows
RANGE: +3 a Character to
TYPE: Auto hear sounds of
BASE CoST: 5 extremely high
FACTOR CosT: I  ©Or low frequency.

A Character with

SuperHearingcan detect sounds well
outside the normal range of human
hearing including dog whistles, radio
and television transmissions, and
radar waves.

Superman has this Power.

SUPER
VENTRILOQUISM
LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Auto “throw” his/her
BASE COST: 5 voice a distance

(in APs) equal to
the APs of the
Super Ventriloquism Power. Most
common walkie-talkies, CB radios,
and other telecommunication devices
have this Power (often along with
Super Hearing).

FAcCTOR COST: 2
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SUSPENSION
LINK: WiLL This Power allows
RANGE: Self a Character to
TYPE: Auto enter into a deep,

trance-like state.
A Character who
uses Suspension
must state the specific amount of
time s/he wishes to remain in this
trance or what event will trigger
his/her revival. While under the
effects of Suspension, a Character
may subtract the APs of Power from
the amount of “subjective time” that
passesfor him/her. Such a Character
will age, heal, and consume food and
air at the same subjective rate.

Characters in Suspension cannot
attackin anymanner but will sustain
Physical, Mental, and/or Mystical
damage if so attacked.

Example: Merlin the Mighty has
Suspension of 20 APs and wishes to
remain Suspended for 1000 years (33
APs of time). During this time, Merlin
will age approximately 8 hours (33
-20 =13 APs, or 8 hours).

BASE COST: 5
FACTOR COST: 1

TELEKINESIS
LINK: WILL This Power allows
RANGE: Normal a Character to

move objectswith
mind power
alone. The APs of
Telekinesis equal
the weight (in APs) of any objects
moved plus the distance (in APs) that
those objects may be moved in a
single phase. A Character with
Telekinesis need not use the full APs
of Power at any one time; s/he may
choose to move an object less than
the maximum distance available,

A Character or object may resist
being moved by Telekinesis if s/he or
it has an appropriately resistant
Power (as a Character with Flight
could subtract the APs of Flight from
the distance moved by Telekinesis).

Telekinesis may be used to fling
objects at a target to cause Physical
damage. Such an attempt is a Dice
Action with AV/EVs equal to the
Character’s APs of Telekinesis/the
weight of the object thrown; OV/RVs
equal the target’s DEX/BoDY. A
Character may also use Telekinesis as
ameans of self-propulsion, travelling
adistance per phase equal to the APs
of Power minus the Character’s
weight (most humans weigh 2 APs).

TYPE: Auto/Dice
BASE COST: 15
FACIOR COST: 6

TELEPATHY
LINK: INT This Power allows
RANGE: Normal a Character to

establish mental
contact with
another sentient
being. A telepath
may automatically establish a mental
linkwith any other Characters within
Range. Each additional Character
past the first included in the mental
link reduces the maximum telepathic
Range between thelinked Characters
by 1 AP.

Characters in mental link may
communicate as if they were able to
speak to each other as long as contact
is maintained with the linking
telepath. Telepathy only allows free
communication; this Power does not
allow a Character to read the
thoughts of another against his/her
will (as does Mind Probe).

Characterswho are mentally linked
through Telepathy may engage in
mind-to-mind combat. Attacks made
in this fashion (a form of Mental
combat) do Mental Damage using the
attacker’s Mental stats or Powers as
AV/EVs and the defender’s Mental
stats or Powers as OV/RVs.

The Character possessing the Tele-
pathy Power may automatically
disengage anyone from the mental
link at any time desired. A mentally-
linked Character mayattempttosever
the link using his/her INT/WILL as the
AV/EV against the APs of Telepathy
as the OV/RV, Positive RAPs indicate
success, do damage to the telepath’s
Current MIND Condition, and are
subtracted from the telepath’s APs of
the Telepathy Power. Telepathy APs
lost in this manner must be Recovered:
see page 19 of the Rules Manual.

Saturn Girl and Tellus of the Legion
of Super-Heroes have this Power.

TYPE: Auto
BASE COST: 20
FACTORCOST: 4

TELEPORTATION
LINK: WILL This Power allows
RANGE: +7 a Character to
TYPE: Auto instantaneously

travel from one
location to any
other without
passing through intervening space.
Range for Teleportation refersto the
maximum distance (in APs) through
which a Character can travel in this
manner.

BASE COST: 50
FACTOR COST: 4

The maximum weight which a
Character may teleport equals the
APs of Teleportation. All objects or
persons to be Teleported must be
within O APs (10 feet) of the
Character, who may choose which
objects/persons within the 0 AP
radius to Teleport. No “partial”
teleportingsarepossible; a Character
must teleport all of a specific object
or none of it.

A Character who does not wish to
be Teleported may resist, which
requires another Action Check the
following phase by the Character with
Teleportation. The AV/EV of this
additional Check equals the APs of
Power, while the OV/RV equals the
target’s INT/MIND. Positive RAPs
greater than or equalto the resisting
Character’s MIND indicatethat s/he is
automatically Teleported; otherwise,
the Character remains where s/he is.

Ambush Bug possesses this Power.

TELESCOPIC VISION
LINK: INT This Power allows
RANGE: Special  a Character to
TYPE: Auto see objects at a
BASE COST: 5 distance. When

using Telescopic
Vision to view a
distant object, a Character is allowed
to subtract the APs of Power from the
distance to the viewed object, the
result being the apparent distance
between the Character and the
object.

Example: A Character with Tele-
scopic Vision of 5 APs is looking at an
object 6 APs distant. Using this Power,
the Character will see the object as if
itwereonly 1 AP away from him/her.

Objects the size of a car are
generally visible at one unobstructed
mile (10 APs), while man-size objects
are visible at one-quarter mile (8
APs), and a small, hand-held item
(suchasacalculator) might bevisible
at 150 feet (4 APs).

Superman has this Power.

FACTOR COST: 1

THERMAL VISION
LINK: INT This Power allows
RANGE: Normal a Character to
TYPE: Auto seethevariations

of temperature
across a given
area. A Character
using Thermal Vision will see

BASE COST: 5
FACTOR COST: 1



variations of the color red in warm
areas and variations of blue in cool
areas.

For example, while uniformly cool
surfaces such as a cave wall would
not register on Thermal Vision, if
someone had recently touched the
wall, a red, blurred handprint would
be visible, Footprints are detectable
with Thermal Vision for a time equal
to the Character’s APs of Power. A
source of intense heat, such as a
torchflame, will completely “white
out” all Thermal Vision in its vicinity.

A Character can use Thermal
Vision to detect Invisible Characters
or objects (see Invisibility). However,
all items viewed through this Power
will be blurry and lack detail, making
definitive identification difficult.

TIME TRAVEL
LINK: WL This Power allows
RANGE: Special ~ a Character to

venture forward
or backward
along the time
stream. The APs
of Time Travel is the maximum length
of time distance (in APs) aCharacter
may travel in either direction. A
Character may also Time Travel any
persons or objects within 0 APs (10
feet) of him/herself, to a maximum
weight equal to the Character’s APs
of Power.

Any Character within the 0 AP
radius of the effect who does not wish
to Travel may resist provided the
Character has not committed an
action during the Time Travel phase.
Such resistance requires an Action
Check with AV/EVs equal to that
Character’s INT/WILL and OV/RVs
equal to the RAPs of the Time Travel
attempt. If this Check succeeds,
earning RAPs greaterthanorequalto
the RAPs of the Time Travel attempt,
the Character remains at that point
intime. Characters who have already
acted during the Time Travel phase
are automatically Travelled.

Note: Under all but the most extra-
ordinary circumstances (GM’s dis-
cretion), a Character affected by
Time Travel is merely sent to an
alternative timeline. As such, there
will be no opportunity for the Char-
acter to commit actions that would
affect his/her own timeline. A Char-
acter cannot Time Travel back to
when an opponent was a child and
imprison him/her; neither could a

TYPE: Auto
BASE COST: 500
FACTOR COST: 4

Character travel back in timeto warn
him/herself of an imminent attack.
An inf1nite number of these timelines
exists.

It is impossible for any Character
using Tiine Travel to travel forward
or backward in time and meet
him/herself in a future incarnation.

TRUESIGHT
LINK: WILL This Power allows
RANGE: Normal a Character to
TYPE: Auto see through any
BASE COST: 5 illusion or other

Mystical or
Mental conceal-
ment (including an Invisible Char-
acter). If a Character’s APs of True-
sight are greater than or equal to the
RAPs of Illusion (or other conceal-
ment), the Illusion fails to fool the
Power user, although others wi'th the
Character may believe the conceal-
ment.

If a Character’s APs of Truesight
are insufficient to automatically
penetrate an illusion (or conceal-
ment), the Character’s APsare added
to the AV of any Perception Check
aimed at revealing the illusion (see
the Illusion Power). Use of Truesight
will have no effect on natural (non-
Powered) forms of concealment such
as the Subskills of Camouflage or
Stealth from the Military Science and
Thief Skills, respectively.

FACTOR COST: 3

ULTRA VISION
LINK. INT This Power allows
RANGE: Normal a Character to |
TYPE: Auto see at night or in E
BASE COST: 10 the darkjust asif
FACTOR CosT- I it were daylight.

This effect is
created through theintensification of
existing luminary sources (radio
waves, electrical impulses, etc.). A
Character can use Ultra Vision to
spot Invisible objects (see Invisibility).

Superman has this Power.

WARP
LINK: WILL This Power allows
RANGE: Special 2 Character to
TYPE: Dice open an extra-
BASE CosT: 100  dimensional rift
FACTOR Cost. 5 Detween two

points of real
space, with instantaneous travelthen
possible by stepping through the

warp. Awarp may not be opened into
solid matter.

While a warp is open, there is no
limit to the number or weight of
objects which may pass through the
warp. A warp collapses the instant
the Power user steps through therift,
wills it to close, or falls unconscious.

The OV/RVs to an attempt to open
a warp equal the distance (in APs)
between the locations connected by
the warp. If a Character were trying
to open a warp one thousand miles
long, for example, OV/RVs would be
20/20. RAPs from the Warp Action
Check equal the length of time (in
APs) the warp will remain open
(unlessthe Power user steps through,
wills it to close, or falls unconscious,
as previously explained).

A warp may be used to attack
another Character after the warp has
been created. In such a case, RAPs
from the roll which opened the warp
function as AV/EVs of the attack with
the target’'s BDEX/Be®Y serving as
OV/RVs. If RAPs from this attack
equal or exceed the distance (in APs)
between the target and the warp, the
targetis instantly drawn into the rift.

Warp has this Power as do the
Boom Tubes from Apokolips and New
Genesis.

WATER CONTROL
LINK. INT This Power allows
RANGE: Normal a Character to
TYPE: Dice control the
BASE COST: 35 movement and

FACTOR CosT: 8 flow of water.

Water Control
does not give a Character the ability
to create water, however, only the
ability to control pre-existing water.
A Character with Water Control may
utilize the Power toward a number of
applications:

@ Theabilityto summon alarge wave
to attack an opponent. This is a
Physical Attack with AV/EVs equalto
the Character’s APs of Power and
OV/RVs equal to the opponent’s
DEX/BODY.
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@ The ability to sweep an opponent
underwater in an effort to drown
him/her. This attack requires an
Action Check with an AV/EV equal to
the Character’s APs of the Power
against an OV/RV equal to the
opponent’s DEX/STR. If this Check
yields positive RAPs, the target is
dragged underwater and suffers the
appropriate penalties (see page 25 of
the Rules Manual). To resurface, the
opponentmust gain positive RAPs on
an Action Check, using his/her
DEx/S1R asthe AV/EV,andthe RAPs

from the original Water Control Attack
as the OV/RV.

B The ability to automatically
summon forth a large wave for
propulsion. In this manner, a
Charactercan travel at a speed equal
to the APs of Water Control.

8 And, the ability to move volumes of
water. AV/EVs to such an attempt
equal the Character's APs of Water
Contro! while OV/RVs: equal the
volume of the water to be displaced.
RAPs indicate the distance the
volume of water may be moved.

X-RAY VISION
LINK: INT A Character with
RANGE: Normal this Power can
TYPE: Dice see through
BASE CosT- 15 virtually any

material. OV/RVs
of an X-Ray
Vision attempt equal the BODY of the
object through which the Character
isattempting to see. When purchasing
this Power, a Character must select a
common substance through which
the X-Ray Vision will never function.

FACTOR COST: 3

| MYSTICAL |

Unless otherwise indicated, all
attacks made by Mystical Powers are
Mystical Attacks with affected
OV/RVs of INFL/SPIRIT, respectively.

Mystic Link appears first in this
section because it is a very special
Power which permits Physical and
Mental Powers to be linked to a
Character’s Mystical Attribute. The
remainder of the Mystical Powers
section is in alphabetical order.

MYSTIC LINK
LINK: AURA Mystic Linkisnot
RANGE: Self a distinct Power

TYPE: N/A which functions
BASE CosT: +7¢  alone; rather, it

FACTOR COST: N/A allows a Charac-
ter to purchase a

Physical or Mental Power and utilize
that Power to cause Mystical damage
or effects. Mystic Link must be
purchased in conjunction with a
Physical or Mental Power. Todo so, a
Character must spend 10 Hero Points
(the Base Cost of Mystic Link). The
Character then purchases individual
APsofthe Mystically-Linked Power at
that Power’s normal Factor Cost; the
Character does not purchase
individual APs of Mystic Link.

Once a Power has been purchased
through Mystic Link, it functions
exactly as described initsown Power
description, with the exception that
the Power now has AURA as its Link
Attribute. For example, FlameProject

would still function as a Dice Action
with OV/RVs equal to the opponent’s
DEx/BoDY, although its Link was
AURA since the Power was connected

through Mystic Link.

AIR ANIMATION
LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Auto summon into
BASE COST: 30 existence aswirl-
FACTORCosT: § N8 whirlwind

creature who will

follow the Power user’s instructions
for a length of time equal to the
Character’s APs of Air Animation. At
the end of this time, the creature will
disperse into normal air.

A Character using Air Animation
divides the APs of Power into two
numbers as desired. The first number
serves as the air creature’s DEX, STR,
and Bopy while the second number
serves as the creature’s INFL, AURA,
and SPIRIT against Mystical Attacks.
Such air creatures do not possess
Mental Attributes and, as such, are
immune to all Mental Attacks.

The air creature occupies avolume
equal toits APs of STR and moves at a
Speed equal to its DEX. Due to the
turbulent nature of this creature,any
Physical Attack made againstit auto-
matically suffers a +1 Column Shift
modifier to the OV.

ANIMAL CONTROL
LINK: INFL This Power allows
RANGE: Normal a Character to
TYPE: Dice gain control over
BASE COST: 25 and cooperation
FACTOR CosT., 7 frommembers of

the animal king-
dom. To take control of an animal, a
Character must make an Action

Check with an AV/EV equal to the
APs of Animal Control and an OV/RV
equal to the target animal's INFL/
SPIRIT. Any RAPs earned indicate the
length of time (in APs) that the animal
will serve the Character. Animal
statisticscan be found on pages 68-70
of the Rules Manual.

A controlled animal will never per-
form any action contrary to the
Character’s wishes. However, for the
Character to actually instruct the
animal, s/he must have a method of
communicating wi'th theanimal (such
as Speak With Animals). Control over
an animalislost when the Character’s
RAPs of time expire, or whenever the
Character either willingly relinquishes
control, falls unconscious, or moves
out of Range.

Animal Control gives the Character
control over all forms of animals,
categorized as follows: Amphibians,
Birds, Fish, Insects, Mammals, and
Reptiles. Animal Control will not
function on humans.

This Power may be purchased with
a special -2 Factor Cost Limitation:
Power Only Usable On One Animal
Category.

ANIMAL SUMMONING
LINK: INFL This Power allows
RANGE: Normal a Character to
TYPE: Auto convoke animals
BASE COST: 35 of a specific type

(sharks, falcons,
rabbits, etc.)
within the Range of the Power. As
many animals ofthe specified type as
the Character desires will answer the
summons automatically and will
travel toward the Character at best
speed. Animal Summoning may not
be used to summon an animalwi'th a
BobDY greater than the Character’s

FACTOR COST: 2



APs of Power, nor may it be used to
summon creatures with human or
greater intelligence. Animal statistics
can be found on pages 68-70 of the
Rules Manual.

ANIMATE DEAD
LINK: AURA This Power allows
RANGE: Normal a Character to

animate the
corpses of dead
creatures and
calluponthemas
servants, Animation of the dead
requires an Action Check with
AV/EVs equal to the Character’s APs
of Animate Dead against OV/RVs
equal to the INFL/SPIRITofthe corpse
when it was alive (most normal
humans have Attributes of2). Positive
RAPs indicate successful animation.

A corpse willremain animated and
serve the Character for a length of
time (in APs) equal to the RAPs
earned. An animated corpse will
possess all of the Physical and
Mystical Attributes it had in life,
including Physical Powers, except
thatthree (-3) is subtracted from the
corpse’s DEX (to a minimum of one)
andthree (+3) isadded to the corpse’s
Boby. Animated corpses possess no
Mental Attributes, Mental or Mystical
Powers, or any Skills, and suffer a -2
Column Shift modifier to their RV
when attacked by fire.

Animated dead are extremely
stupid, mindless creatures who can
take no actions without direct orders
from the Character, who must spend
one Automatic Action each phase to
maintain the animation. The maximum
number of dead that a Character may
animate at any one time equals the
APs of the Power.

TYPE: Dice
BASE COST: 25
FACTOR COST: 6

ANIMATE IMAGE
LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Auto turn an existing

two-dimensional
image (such as a
cartoon figure,
billboard painting, or an image on a
television screen) into an exact
three-dumensional duplicate figure
which will obey the Character’s
commands. There mustbe an existing
two-dimensional image for Animate
Image to function, a Character
cannot simply summon a figure from
his/her imagination.

BASE COST: 35
FACTOR COST: 7

The three-dimensional figure
created by Animate Image will
possess Physical, Mental, and Mystical
Attributes. The Character with
Animate Image must divide the APs
of Power between these Attributes as
desired to determine the image's
statistics.

An animated image will possess all
Powers and Skills of the figure it
represents. For example, an animated
bird would have Flight, an animated
singer would have the Singer Subskill
of Artist, and an animated Superman
would have all of Superman’s Powers
and Skills. Each of an Animated
Image’s Powers and Skills is at an AP
levelequalto the Link Attribute of the
respective Power or Skill (just as if
the Power/Skill were linked).

An animated image will exist for a
length of time (in APs) equal to the
Power user’s APs of Animate Image
or until the Character voluntarily
dispels the image.

Superman’s nemesis, Mr. Mxyzptlk,
has this Power.

ANIMATE OBJECTS

LINK: AURA This Power allows
RANGE: Normal a Character to

cause inanimate
objects to move
and behave as if
they were alive.
Animated objects are always under
the total control of the Power user.
The APs of Animate Objects equal
both the maximum BoODY of any
individual object which can be
animated and the maximum number
of objects which can be animated at
any one time.

An animated object will possess a
DEXx and STR equal to the Character’s
APs of Power but retains its own
Bopy. The object also possesses
Mystical Attributes equal to the
Character’s APs of Animate Objects.
Ananimated object possesses Mental
Attributes and is immune to Mental
Attacks.

Animated objects cannot change
shape but if the object has any limbs
or appendage-like constructs, these
can function as arms and legs,
allowing the object to move and fight.

TYPE: Auto
BASE COST: 30
FACTOR COST: 6

AURA OF FEAR
LINK: AURA This Power allows
RANGE: Normal a Character to

generateanaura
which causes
opponentstofeel
extreme fear. The
aura extends to a distance (in APs)
equal to the Character’s APs of Power.
Any Character within Range of Aura
ofFearis attacked separately with no
Multi-Attack penalty. The Character
utilizing Aura of Fear may voluntarily
exclude Characters from the Power’s
effects.

To use Aura of Fear, a Character
must make an Action Check with
AV/EVs equal to the APs of Power
against OV/RVs equal to the
opponent’s INFL/SPIRIT. If RAPs
scored are greater thanor equal to an
opponent’s SPIRIT, the opponent will
simply stand in place and quiver with
fear for the duration of the Power.
Otherwise, if positive RAPs were
scored, the opponent will flee the
scene for a length of time (in APs)
equal to the RAPs earned.

A Character affected by Aura of
Fear may attempt to overcome the
fear. Each phase following the attack,
the Character can make an Action
Check with AV/EVs equal to his/her
INFL/AURA against OV/RVs equal to
the RAPs of the successful Aura of
Fear attack. Positive RAPs from this
Check indicate the Character is free
of the Power’s effects.

TYPE: Dice
BASE COST: 30
FACTOR COST: 5

AWARENESS
LINK: INFL ThisPower allows
RANGE: Special ~ aCharacter to be
TYPE: Dice “intune” with the

cosmos while
possessing a
certain faculty
for anticipating events on the cosmic
scale and recognizing when the
cosmos is threatened.

Whenever a cosmic event or
catastrophe is imminent, the GM
should allow a Character with
Awareness to make an Action Check
with AV/EVs equal to the APs of
Power and OV/RVs as determined
relative to the following examples
(normally, the more calamatous the
catastrophe or significant the event,
the lower the OV/RVs). Positive RAPs
on an Awareness attempt indicate
the Character has a “feeling” some-

BASE COST: 5
FACTOR COST: 1
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thing is destined to occur and knows
who the primary partcipants in the
event will be.

Note: Awareness may only be used
to detect events on the “cosmic scale”
(i.e., those that could potentially
affect life across an entire planet or
cosmos), and onlyeventsthat are the
result of the conscious manipulation
of sentient beings. For instance,
Awareness would not enable a Char-
acter to detect that the Earth was to
be struck by a giant meteor, unless
some exterior force purposely aimed
the meteor at the Earth. Awareness
also has no effect upon eventswith no
Mystical significance.

Examples of events within the DC
Universe which could have been
detected through the use of the
Awareness Power include:

THE CRISIS ON INFINITE EARTHS
(OV/RV: 1/1) — A Character would
have felt the most terrible tragedy
ever to rock the multverse was about
to occur and the Anti-Matter Universe
of @Qward was somehow involved.

THE COMING OF THE MILLENIUM
(Millenium Mini-Series; OV/RV: 6/6)
— A Character would have felt
mankind was suddenly heading
toward some fantastic destiny which
involved the Guardians of the
Universe andthebeings known asthe
Chosen.

THE BRUJERIA'S ATTEMPT AT
UNLEASHING THE HAND OF
DESTRUCTION (“The American
Gothic Saga, "Swamp Thing #41-50 ;
OV/RV: 8/8) — A Character would
have felt new power was forming in
the cosmos, a power which was
connected neither toHeaven nor Hell.

THE DEPARTURE OF THE LORDS
OF ORDER (Doctor Fate Mini-Series,
OV/RV: 12/12) — A Character would
have felt the Lords of Order were
suddenly absent in this universe.

THE WAR BETWEEN THE
RESURRECTION CRUSADE AND
THE DAMNATION ARMY (Hell-
blazer #1-12, OV/RV: 12/12) — A
Character would have felt splinter
forces of Heaven and Hell were locked
in some sort of struggle, with Earth
their battleground.

See the Background Book for
further explanation of any of these
events. Most members of DC’s mystic
community have this Power.

DIMENSION TRAVEL
LINK: AURA This Power allows
RANGE: Speaal  a Character to
TYPE: Dice travel between

the various
dimensions and
realms which
comprise the DC Universe. By
definition, these dimensions are
separate planes of being which
parallel one another but do not
connect. Dimension Travel can be
used in three different ways:

BANISHMENT: Dimension Travel
can be used to strand an object or
living being in a dimension of the
Character’s choice. The Character
first chooses the dimension to which
s/he is attempting to send the target
and then makes an Action Check
with AV/EVs equal to the APs of
Power and OV/RVs equal to the
target’s INFL/SPIRIT (or BODY/BODY, if
the target is an inanimate object). If
RAPs are greater than or equal to
both the target’s RV and the “Travel
Value” of the selected dimension (see
following), the target has been
successfully banished. Otherwise, the
banishment fails.

A banished Character cannot leave
the dimension to which s/he was
banished unless s/he possesses or is
Summoned by a Character with APs
of Dimension Travel greater than the
RAPs of the original banishment
Action Check. Banishment may not
be attempted upon a Character or
item with a weight or volume greater
than a Character’s APs of Dimension
Travel.

SUMMONING: A Character can use
Dimension Travel to pull a person or
object from another dimension onto
the Character’s own plane. If the
target isa lving being and is unwilling
to be summoned, the Character must
make an Action Check with AV/EVs
equal to the APs of Power against
OV/RVs equal to the target’s
INFL/SPIRIT.

RAPs from this Check must equal
or exceed both the target’sSPIRITand
the “Travel Value” of the dimension
from which the target is being pulled.
Ifthe target is willing to be summoned
or is an inanimate object, OV/RVs of
the attempt are simply equal to the
Travel Value ofthetarget’s dimension,
with positive RAPsindicatingsuccess.

Items or Characters which have
been “banished” (see previous
section) may not be summoned onto

BASE COST: 500
FACTOR COST: 6

the plane from which they were
originally banished unless the
summoner has APs of Dimension
Travel greater than the RAPs earned
by the original banishing Action
Check.

Summoning may not be attempted
on any item or Character with a
weight or volume greater than a
Character’s APs of Dimension Travel.

TRAVEL: Dimension Travel is most
frequently used to allow a Character
to personally traverse dimensions.
AV/EVs to such an attemptequal the
APs of Power with OV/RVs equal to
the “Travel Value” of the dimension
which the Character is trying to
reach. A travelling Character may
bring along any willing Characters
within 0 APs (10 feet) of his/her
person (unwilling Characters must
be “banished” as stated previously);
combined weight of all travelling
persons/objects cannot exceed the
Character’s APs of Dimension Travel
(most human Characters normally
weigh 2 APs).

This Power may be purchased with
aspecial -1 Factor Cost Limitation for
each of the three basic functions
which a Characteris unable to utilize.
Additionally, the Base Cost of
Dimension Travel can be reduced to
100 if a Character is only able to
travel to one specific dimension.

Travel Values

The“Travel Value”of a dimension is
a measure of how difficult the
dimension istoreach throughtheuse
of Dimension Travel. Following are
brief descriptions of various
dimensions in the DC Universe and
their respective Travel Values:

Earth Dimension: This dimension
includes not only Earth but all of the
other planets, galaxies, and solar
systems as well. Most DC heroes and
villains are located here. [Travel
Value = 2.]

Astral Plane: This is a grey, formless
dimension which is closely inter-
twined with the other planes. It is
inhabited by horriblemonsterswhich
sometimes escape to the Earth
Dimension. Dr. Occult frequents this
arcane dimension. [Travel Value =4.]

Realm of the Just Dead: The spirits of
the dead travel here for a brief time,
awaiting departure to their final
resting places. This plane is often
visited by Deadman and the Phantom
Stranger. [Travel Value = 6.]



Azarath: This is the home dimension
of Raven (member of the New Titans)
and Trigon. [Travel Value = 7.]
Afterworlds: These are the final
resting places of departed souls,
including the realms of Heaven and
Hell. [Travel Value = 8.]

Limbo: Limbo is a vast and empty
space, primarily devoid of life and
form. [Travel Value = 8.]

Fifth Dimension, Land of Zrff: This
strange realm is inhabited by
Superman’s nemesis, Mr. Mxyzptlk.
(Travel Value: 10.]

Demon Prison Dimension: This is a
small pocket dimension in which the
Lords of Order imprisoned the
majority of the ancient demons.
Occasionally, demons travel from
here to the Realm of the Just Dead or
the Afterworlds but the magic of the
Lords of Order prevents the demons
from returning to the Earth
Dimension. [Travel Value = 16.]
Domain of the Lords of Order: The
Lords of Orderlive on this vast plane
of white light and do not take kindly
to trespassers. [Travel Value = 16.]

DUMB LUCK
LINK:INFL This Power allows
RANGE: Self a Character to
TYPE: Dice invoke unknown
BAs CosT: 200  Mystical forces
FAacTOR Cost. 7  Which cause the

Character to be
exceptionally fortunate in his/her
actions, the use of which is the game
equivalent of rubbing a rabbit’s foot.

To use Dumb Luck, a Character
must make an Action Check against
his/her own Mystical statistics. The
AV/EV is the APs of the Power, while
the OV/RV is the Character’s own
INFL/SPIRIT. RAPs from this Action
Check, if any, may be added to either
the Character’s AV, EV, OV, or RV the
following phase (Player’s choice).
This effect occurs regardless of the
type of the Dice Action that follows
(attack, defense, clue analysis, Per-
ception, etc.)

The Dumb Luck Power maybe used
cumulatively, adding the RAPs from
one Dumb Luck attempt to the AV or
EV of another attempt; however,
should a Character ever fail such a
cumulative roll, the RAPs gained to
that point will be subtracted from
either the Character’'s AV, EV, OV, or
RV (GM option) for the following
phase.

Example: A Character with Dumb
Luck of 8 APs and an INFL/SPIRIT of
7/6 wishes to “get lucky” on his/her
next Energy Blast attack. The Char-
acter makes an Action Check using
8/8 (his/her APs of Dumb Luck) as
the AV/EV and 7/6 (his/her INFL/
SPiRIT) as the OV/RV. The Character
rolls a 13, which provides him/her
with an additional4 APs to utilize on
either AV or EV next phase.

EARTH ANIMATION
LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Auto summon into

existence an
actual creature
of living earth
and rock who will follow the Power
user’sinstructions for alength of time
(in APs) equal to the Character’s APs
of Earth Animation. At the end of this
time, the creature will disperse into
normal earth.

A Character usingEarth Animation
divides the APs of Power into two
numbers as desired. The first number
serves as the earth creature’s DEX,
STR, and BoDy while the second
number serves as the creature’s INFL,
AURA, and SPIRIT against Mystical
Attacks. Earth creatures do not
possess Mental Attributes and, as
such, are immune to all Mental
Attachs.

An earth creature occupies a
volume equal to its APs of STR and
moves at a speed equal to its DEX.

BASE CoST: 25
FACTOR CoOST: 8

ENCHANTMENT
LINK: AURA ThisPower allows
RANGE: Normal a Character to

bestow upon
another Charac-
ter a temporary
but dramatic
increase in Powers. The Character
may add his/her APs of Enchantment
to any one of another person’s pre-
existing Attributes, Powers, or Skills
(orthe Character may divide the APs
between several different Attributes,
Powers, and Skills).

A person will remain Enchanted
for a length of time (in APs) equal to
the Character’s APs of Enchantment
or until the Character voluntarily
removes the effect. Enchantment
may only be performed upon one
individual at any given time.

TYPE: Auto
BASE COST: 200
FAcCTOR COST: 10

EXORCISM

LINK: SPIReT This Power allows
RANGE: 1 AP a Character to
TYPE: Dice remove a person
BASE COST: 5 from the effects

of mind control
or possession
(i.e., Control, Hypnosis, and the
Personality Transfer Powers). The
Character must make an Action
Check with AV/EVs equal to the APs
of Exorcism against OV/RVs equal to
RAPs from the original control or
possession Action Check. Positive
RAPs indicate success, with the target
no longer affected by the control or
possession Power.

FACTOR COST: 3

EYE OF THE CAT

LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Auto see through the

eyesofan animal.
Eye of the Cat
will not function
unless an animal exists within the
Power’s Range. If more than one
animal is within Range,theCharacter
may choose which animal to use for
purposes of the Power.

Once Eye of the Cat is active, the
Character can see everything the
animal sees, including things the
animal can see only through the use
of special vision Powers, such as a
cat’s Ultra Vision. Statistics forvarious
animals can be found on pages 68-70
of the Rules Manual. Eye of the Cat
will not allow a Character to see
through the eyes of a human.

BASE CoOST: 20
FAcCTOR COST: 2

FLAME ANIMATION
LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Auto summon into
BASE COST: 25 existence an

actual creature
of living flame
who will follow the Character’s
instructions for a length of time (in
APs) equal to the Character’s APs of
Flame Animation. At the-end of this
time, the creature will disperse into
thin air.

A Character using the Flame
Animation Power divides the APs of
Power into two numbers as desired.
The first number serves as the flame

FACTOR COST: 8

49



50

creature’s DEX, S1®, and BoBY while
the second number serves as the
creature’'s INFL, AURA, and SPIRIT
against Mystical Attacks. Flame
creatures do not possess Mental
Attributes and are therefore immune
to all Mental Attacks.

The flame creature occupies a
volume equal to its APs of STR and
moves at a Speed equal to its DEX. In
addition, an animated flame creature
suffers a -2 Column Shift modifier to
its RV against cold-based attacks.

ICE ANIMATION
LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Auto summon into

existence an
actual creature
of living ice who
will follow the Character’s instruc-
tions for alength of time equal to the
Character’'s APs of Ice Animation. At
the end of this time, the creature will
disperse into ice and water.

A Character using Ice Animation
divides the APs of Power into two
numbers as desired. The first number
serves as thecreature’s DEX, STR, and
BoDy while the second number serves
as the creature’s INFL, AUR4A, and
SPIRIT against Mystical Attacks. Ice
creatures do not possess Mental
Attributesand are therefore immune
to all Mental Attacks.

The ice creatureoccupies avolume
equal toitsAPs of STR and moves ata
Speed equaltoits DEX. In addition, an
animated flame creature suffers a -2
Column Shift modifier to its RV
against heat-based attacks.

BASE CoST: 25
FACTOR COST: 8

JOINED
LINK: AURA This Power allows
RANGE: Self a Character to
TYPE: Auto “join” him/herself
BASE COST: 5 to the Earth.

While so joined
(normally at the
feet), aCharacter cannot be Knocked
Back, blown away, or otherwise moved
easily. A Character with this Power
adds the APs of Joined to his/her RV
against potential Knockback attacks
made against the Character (the
Planned Knockback maneuver, Super
Breath, etc.).

FACTOR COST: 1

MAGIC BLAST
LINK: AURA This Power allows
RANGE: Normal a Character to

emit a powerful
bolt of Eldritch
energy from his
or her body (the
blast normally emanating from the
hands or fingertips). Magic Blast is
treated as a Mystical Attack with
AV/EVs equal to the APs of Power
and OV/RVs equal to the opponent’s
INFL/SPIRIT.

TYPE: Dice
BASE COST: 20
FACTOR COST: 3

MAGIC FIELD
LINK: AURA This Power allows
RANGE: Self a Character to

create a field of
arcane energy to
protect his/her
own body. The
APs of Power are added to the
Character’s RV against Mystical
Attacks. A Magic Field is spherical in
form and is centered around the
Character of origin. A field shelter
may be generated at the same APs of
volume as the Power's APs and
protects all Characters within the
field’s volume. No Mystical Attacks
with exterior targets can be made
from within the field.

This Power may be purchased with
a special -2 Factor Cost Limitation:
Field Protects Power User Only.

TYPE: Auto
BASE COST: 20
FACTOR COST: 6

MAGIC SENSE
LINK: INFL This Power allows
RANGE: Normal a Character to
TYPE: Auto automatically

detect all magic
and magic-using
creatures within
Range. Use of Magic Sense will only

BASE COST: 5
FACTOR COST: 1

reveal that an item or Character has
some form of Mystical abilities; no
information will be available relative
to what those abilities might be or
how powerful they are.

MAGIC SHIELD
LINK: AURA This Power allows
RANGE: Normal a Character to

create a shield of
arcane energy
which provides
protection from
Mystical Attacks. Anyone protected
by a Magic Shield has the APs of
Power added to his/her RV against
Mystical Attacks.

The Magic Shield called into being
is circular in shape, possesses an
approximate diameter of four feet,
and can be projected at Range. Such a
shield is useless against attacks which
originate from behind the Character
unless the Character establishes the
shield there, in which case the
Character is defenseless against
frontal assault.

TYPE: Auto
BASE COST: 10
FACTOR COST: 5

MYSTIC FREEZE
LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Dice magically restrict

an opponent.
AV/EVs to such
an attack equal
the Character’s APs of Mystic Freeze
while OV/RVs equal the opponent’s
INFL/SPIRIT; positive RAPs indicate
success, with the opponent held fast
and unable to move (DEX = 0).

A MysticallyFrozen opponent may
attempt to free him/herself through
an Action Check with AV/EVs equal
to the opponent’s INFL/AURA against
OV/RVs equal to the RAPs of the
successful Mystic Freeze attack. If
cumulative RAPs from this Action
Check equal or exceed RAPs from the
Mystic Freeze attack, the opponent is
released.

BASE COST: 20
FACTOR COST: 3

PLANT CONTROL
LINK: AUrRA This Power allows
RANGE: Normal a Character to
TYPE: Dice take complete
BASE COST: 20 controlover local
FacrorCost: 6 Plant life. A

Character with
Plant Control may utilize the Power
toward a number of applications:



8 The abilityto causean appropriate
plant (vine, tree, etc.)towhipoutone
of its appendages to attack an
opponent. Thisistreated asaPhysical
Attack with AV/EVs equal to the APs
of Plant Control and OV/RVs equal to
the opponent’s DEX/BODY.

@ Theabilityto cause an appropriate
plant to wrap itself around an
opponent in order to restrain him/
her. This is treated as a Grappling
Attack (see page 21 of the Rules
Manual), with the AV/EV being equal
to the APs of Plant Control and STR
equal to the plant’s BODY.

8 And, the ability to move a mass of
plants from one area to another.
AV/EVs of such an attempt equal the
APs of Plant Control while OV/RVs
equal the volume of plants to be
displaced. RAPs indicate the distance
the plants may be moved.

Note: Plant Control only controls
pre-existing plant life. It does not
summon new plant life into being, as
does Plant Growth. In addition, ap-
propriate plants must be present for
a Character to implement any of the
attack forms previously described. A
Character could not attempt to
Grapple someone with the short
grass of a putting green, for instance.

PLANT GROWTH
LINK: AURA This Power allows
RANGE: Normal a Character to

rapidly increase
the growth rates
of natural plant
life. AV/EVs of
such an attempt equal the APs of
Plant Growth while OV/RVs equal the
volume of plants to be grown. RAPs
are instantly added to the plants’
volume (either increasing the plants’
sizes or the area over which they
grow, Character’s choice). Plants
grown through thisPower will remain
grown until the user voluntarily
returns them to their original
condition and can later be controlled
using Plant Control.

Example: A Character with Plant
Growth of 30 APs is attempting to use
his/her Power on a 20 AP volume
forest (the AV/EVis 30/30, the OV/RV
is 20/20). Ifthe Character were to roll
an 11, s/he would net 15 RAPs, and
the forest could grow up to a volume
of 35 APs, at the Player's discretion.

In addition, a Character with Plant
Growthof 15 APs or morecan make a
special Physical Attack in which s/he

TYPE: Dice
BASE COST: 20
FACTOR COST: 5

causes the microscopic plant life
which resides in the intestines of a
living creature to expand, thus
damagingtheopponent. The Charac-
ter must decide how many APs of
Plant Growth to use in the attack
(between one (1) and full APs). This
number is used as AV/EVs of the
attack, with OV/RVs equalling the

opponent’s STR/BODY.
SORCERY
LINK: AUrRA This Power allows
RANGE: Normal a Character to
TYPE: Auto effectively wield
BASE CosT: 750 the forces of

magictoproduce
a staggering
variety of powerful effects. Primarily,
Sorcery enables a Character to mimic
the effects of other Powers, subject to
certain restrictions.

Utilization of Sorcery is commonly
referred to as “casting a spell,” which
is a three-step process:

@ First, a Character decides what
effects/he wishes to accomplish and
determines which Power most closely
duplicates the desired effect. The
Character then receives that invoked
Power at the chosen AP level (up to
his/her APs of Sorcery). Powers
invoked through Sorcery must be
approved by the GM before they can
be used.

@ Second,theCharacterdecides how
manyAPs of Sorceryto use in creating
the effect (full APs need not be used).
Sincespell castingisextremely taxing
on the psyche, the Character must
immediately cross-reference the num-
ber of APs of Sorcery s/he is using as
EV against his/her SPIRIT as RVon the
Result Table. RAPs are immediately
inflicted as Mystical Bashing Damage
upon the Character and subtracted
from the Character’s Current SPIRIT
Condition. For information on this
damage, see the Note that follows.

FACTOR COST: 10

B Finally, the Character resolves the
effects of the invoked Power. A Power
invokedthrough Sorcery acts exactly
as explained in that Power's
description, with the notable
exception of the Power affecting
Characters who are vulnerable to
magic (such as Superman).

A Character with Sorcery can
utilize an invoked Power for any
desired length of time. Foreach phase
beyond the first which the Power

remains in effect, however, the
Character will again suffer Mystical
Bashing Damage associated with spell
casting (see the second step).

A Character can invoke more than
one Power at a time but the total
number of APs the Character has
placed in invoked Powers can never
exceed the APs of Sorcery. A
Character can automatically cancel
the availability of anyinvoked Power
to provide for the use of another.

Note: Sorcery can be Pushed (see
page 10 of the Rules Manual), but
Powers invoked through Sorcery
cannot be Pushed. Similarly, the
AV/EV of any invoked Dice Action
Power cannot be increased by the
expenditure of Hero Points. Mystical
Bashing Damage inflicted by spell
casting cannot be removed by Last
Ditch Defense (see page 18 of the
Rules Manuwal), and the sorcerer
cannot spend Hero Points to raise
his/her RV against spell casting
damage.

Example: Doctor Jones has Sorcery
of 40 APs and a SPIRIT 0f 22 APs. With
these statistics, he could:
® Cast a spell invoking Energy Blast
with an intensity of 20 chosen APs.
Cross-referencing 20 APs (as EV)
against his SPIRITof22 (asRV) on the
Result Table reveals an “N,” so Jones
takes no Mystical Bashing Damage
from this spell. Every time Jones uses
the Energy Blast still counts as a Dice
Action, but he may use the Blast as
long as he likes without taking any
damage.
® During a later phase, Doctor Jones
could also cast a protection spell
invoking Skin Armor, also with a
chosen intensity of 20 APs. Cross-
referencing again reveals that Jones
takes nodamagefromthespell. Jones
can then use the 20 APs of Skin
Armor and the 20 AP Energy Blast as
long as helikes. However, since he has
used all 40 APs of his Sorcery, Jones
must drop or reduce one of these
Powers should he wish to invoke
another Power.

® Alternately, Doctor Jonescould fire
one 40 AP Energy Blast at an
opponent. Cross-referencing an EV of
40 with Jones’ SPIRIT of 22 (his RV) on
the Result Table reveals that this
effort would cause Jones to suffer 19
RAPs of damage to his Current SPIRIT
Condition. If he were to fire the same
40 AP blast again during the next
phase, Jones would fall unconscious
following the effort, and his Current
SPIRIT Condition would drop to 0.



52

SPEAK WITH PLANTS
LINK: INFL This Power allows
RANGE: Special a Character to
TYPE: Dice communicate
BASE COST: 35 with “the Green,”
FAcTor Cost: 5 Which is the

massive collective

consciousness shared by all plants in
the DC Universe. Speak With Plants
has two primary applications:

B The Character may call upon the
Green to trackdown an individual or
object located anywhere on the
surface ofthe Earth. AV/EVs of such
an attempt equal the APs of Power
while OV/RVs equal the distance
between the Character andthe target
sought. The target of the search must
be well-known to the user.

RAPs are subtracted from the
distance between the Character and
the target to determine how long the
searchlasts (down to aminimum of 0
APs or 4 seconds). The Character
using Speak With Plants need not
remain inactive while the search is in
progress; the Green will contact the
Character when it has found the
target.

Example: Swamp Thing has Speak
With Plants of 256 APs. If he is in
California and wants to locate Abby
Cable, who is somewhere near
Houma, Louisiana (22 APs away), he
would need to make an Action Check
with an AV/EV of 25/25 against an
OV/RV of 22/22. If Swampy rolled an
11, he would receive 10 RAPs and it
would take the Green 12 APs of time
(22-10), orfour hours to locate Abby.

Once the Green has located a
target, it cannot constantly monitor
that target. Taking the example, if
Swamp Thing travelled to Louisiana,
the Green could not tell him Abby’s
exact location had she moved. Swamp
Thing would need to make another
Action Check to relocate Abby.

@ Second, the Character may call
upon the Green forinformation about
agiven area. AV/EVs are again equal
to the APs of Power and OV/RVs are
equal to the distance between the
Character and the area in question.
RAPs are used to determine the
amount of time that the query takes
as previously stated.

In this case, however, RAPs also
equal the number of Knowledge
Points gained. One RAP generally
indicates the Character receives a
fuzzy impression of the area; RAPs
equal to 2 RV indicate a fairly detailed

picture; and full RV RAPs indicate a
crystal clear view of the location.

For Speak With Plants to function,
plant life must exist around the
individual or object sought or the
area subject to inquiry. If the plant
life around the target is sparse, the
OV/RV of all attempts suffer +2
Column Shift modifiers.

Besides the Swamp Thing, Floro of
the New Guardians also has this
Power.

SPIRIT TRAVEL
LINK: AURA This Power allows
RANGE: Self a Character to

separate the
spirit from his or
her body. The
spirit may then
travel at a speed equal to the
Character’s APs of Spirit Travel. A
separated spirit can only observe the
physical plane and can make no
attacksbutitcan easily passthrough
any physical obstacles. A separated
spirit is subject only to Mystical
Attacks from the non-Spirit world
while in this state. However, such a
Character is subject to all normal
effects (Physical, Mental, and
Mystical) from other Spirit-Travelling
Characters while in this state.

While the spirit is separated, a
Character’s body is left barely alive (it
cannot move and possesses no
consciousness). The body remains
susceptible to Physical damage
during this time (although the body’s
normal Physical defenses remain
active and the Character may burn
Hero Points to remove inflicted
damage).

If a Character’s body is destroyed
while the spirit is separated, the spirit
will be trapped in its free state and
will begin to dissipate at the rate of 1
AP of SPIRIT per day until it dies
(reaches a negative SPIRIT; a
separated Character with a normal
SPIRIT of 7 APs would die upon
reaching -7 APs of SPIRIT).

TYPE: Auto
BASE COST: 15
FACTOR COST: 1

SPIRITUAL DRAIN
LINK: AURA This Power allows
RANGE: Touch a Character to
TYPE: Dice absorb the APs of

another Charac-
ter's SPIRIT. An
opponent must
betouched for Spiritual Drain to take

BASE COST: 15
FACTOR COST: 8

effect. To use this Power against an
opponent, aCharacter must make an
Action Check with AV/EVs equal to
his/her DEX/APs of Spiritual Drain
against OV/RVs equal to the
opponent’s DEX/SPIRIT.

If this attempt is successful, RAPs
are temporarily subtracted from the
opponent’s SPIRIT and added to the
attacking Character’s SPIRIT. The
Spiritually Drained APs will remain
transferred in this awayfor a number
of phases equal to the Character’s
APs of Power.

A victinm of Spiritual Drain may not
be drained again until the original
effect ceases. A Character's SPIRIT
cannot be elevated to higher than
his/her normal AP level through the
use of Spiritual Drain, while an
opponent’s SPIRIT may never be
reduced to less than zero (0).

TRANSMUTATION
LINK: Aura This Power allows
RANGE: Normal a Character to
TYPE: Dice turnany element

or compound
into any other
element or
compound. To be affected by
Transmutation, an element or
compound must be 90% pure;
impurities remain unchanged.

To utilize Transmutation, a
Character must make an Action
Check with AV/EVs equal to the APs
of Power against OV/RVs equal to the
substance's BoDY/BoDY (the BODY of
most gasses is 0). RAPs indicate the
volume of the chosen material which
maybe transmuted. Changes wrought
through use of the Transmutation
Power are permanent unless negated
by another use of the Power.
Transmutation will not function on
organic (living) matter.

Additionally, some elements and
compounds are more difficult to
transmute than others. In these cases,
refer to the Universal Modifiers
Chartfor appropriate OV/RV Column
Shift modifiers. Examples follow:
Plexiglass (+2) — Difficult. Plexiglass
has a Bopyof 8.

Oxygen to Nitrogen (+3) — Strenuous.
Turning all of the oxygen in an area
into nitrogen is a common tactic
employed to knock opponents
unconscious. If Transmutation is
successful, all Characters in the
affected area are Physically Attacked

BASE COST: 15
FACTOR COST: 8



with an AV/EV of 7/7 against an
OV/RV that is equal to each Char-
acter’'s Bonpy/Bopy. Multi-Attack
penalties do not apply. Skin Armor
does not affect such an attack but a
Character with Sealed Systems may
add the APs of Power to his/her RV.
Glass (+4) — Extreme.

Asbestos (+5) — Pushing the Limit.
An article of clothing Transmutated
into asbestos will provide the wearer
with 6 APs of Flame Immunity.
Plutonium (+6) — Herculean. Any
and all plutonium created through
use of the Transmutation Power will
explode with each RAP from the
Transmutation attempt equal to 1 AP
of Bomb.

Kryptonite (+7) — Beyond the Limit.

VAMPIRISM
LINK: AURA This Power allows
RANGE: Normal a Character to
TYPE: Dice transfer APs of

Bopy from an
opponent to his
or her own BopDy.
Such an attempt requires an Action
Check with AV/EVs equal to the APs
of Power and OV/RVs equal to the
opponent’s DEX/BoDY; RAPs equal
the number of APs transferred
through the Vampirism attack.

APs transferred through use of
Vampirism will repair damage a
Character hasreceived. However, the
total BoDy of a Character may never
rise above his/her normal AP level
through the use of this Power. A fully-
healed (Physically undamaged)
Character maystilluse Vampirism as
an attack form to damage an
opponent.

BASE COST: 35
FACTOR COST: 9

vOODOO
LINK: AURA This Power allows
RANGE: Normal a Character to

inflict Physical
damage upon an
opponent by
causing similar
damage to a magical doll which
contains an item belonging to the
opponent (a lock of hair, a piece of
clothing, etc.).

Use of Voodoo is a Mystical Attack
with AV/EVs equal to the APs of
Power against OV/RVs equal to the
opponent’s INFL/SPIRIT. RAPs are
always taken by the opponent as

TYPE: Dice
BASE COST: 20
FACTOR COST: 3

Physical damage and are subtracted
from the opponent’s BoDy.

A Character with Voodoo can
create a suitable voodoo doll in one
minute (15 phases) provided s/he
has access to an item which belongs
to the opponent. If the attacking
Character is separated from the doll,
the voodoo effects will cease until the
doll is recovered.

WATER ANIMATION
LINK: AURA This Power allows
RANGE: Normal a Character to

summon. into
existence an
actual creature
of living water
who will follow the Character’s
instructions for alength of timeequal
to the Character's APs of Water
Animation. At the end of this time,
thecreaturewill disperse into normal
water.

A Character using the Water
Animation Power divides the APs of
Power into two numbers as desired.
The first number serves as the water
creature’s DEX, STR, and BoDY while
the second number serves as the
creature's INFL, AURA, and SPIRIT
against Mystical Attacks. Water
creatures do not possess Mental
Attributes, and are therefore
immune to Mental Attacks.

The water creature occupies a
volume equal to its APs of STR and
moves at a Speed equal to its DEX. In
addition,ananimatedwater creature
suffers a -2 Column Shift modifier to
its RV when defending against cold-
and heat-based attacks.

TYPE: Auto
BASE COST: 25
FACTOR COST: 8

WEATHER CONTROL
LINK:INFL This Power allows
RANGE: +5 a Character to
TYPE: Dice manipulate and
BASE CosT. 25 control patterns
FACTOR COST- 8 of local weather.

Use of Weather
Control requires an Action Check
with AV/EVs equal to the APs of
Power against base OV/RVs of 0/0.
Final OV/RVs to a Weather Control
attempt are modified according to
the following table. Calculate the
present weather conditionsby adding
the “Weather Levels” of precipitation,
temperature, and wind for current
weather. The difference between this

calculated figure and the total
Weather Levels of the condition the
Character decides is the number of
Column Shifts made to the OV/RV of
the attempt, from the base OV/RV of
0/0.

Example: Central City is currently
experiencing Dry, Cool weather with
a Slight Breeze off the lake (total
Weather Level of 2 + 2 + 2 = 6). A
Character wants to change these
conditions to Monsoons with Record
Heat and Tornadoes (Weather Level
of 5+ 5+ 6 = 16). In this case, the
OV/RV would receive +10 Column
Shifts (16 - 6 = 10) from the base 0/0,
moving it to the 22 to 24 Column.

RAPs from a Weather Control
attempt indicate the length of time
(in APs) the modified weather will
persist, although a Character has the
option of automatically returning
conditions to normal at any time.

Additionally, a Character using
Weather Control to create hurricane
force winds can attack opponents
within Range asif s/he possessed APs
of Air Control equal to his/her APs of
Weather Control. Similarly, a Charac-
ter who summons monsoons can
attack opponents in Range with APs
of Lightning equal to his/her APs of
Weather Control (such attacks are at
-2 to AVs for uncontrolled lightning
bolts).

Weather Weather

Condition Level
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| SPECIALPOWERS |
OMNI-POWER

LINK: Special This Power allows

RANGE: Varies a Character to

TYPE: Auto possess awesome

BASE COST: 500 control over the

forces of the
universe. Such a
Character’s Powers and abilities are
limited primarily by the Character’s
own imagination.

APs of Omni-Power can be used to
mimic any Power or Skill at any time.
Whenever Omni-Power is invoked,
however, the Character must pay a
Hero Point fee equal to the Base Cost
of the Power or Skill mimicked. A
Character can mimic several Powers
or Skills at the same time but must
divide his/her APs of Omni-Power as
desired between these Powers/Skills
and pay each Base Cost.

Powers and Skills mimicked with
Omni-Power are only availableto the
Character for one hour (15 APs),
following which time the Character
must again pay the respective Base
Cost fee for continued Power/Skill
use. A Character can automatically
cancel the availability of any
mimicked Power/Skill to provide for
the use of another.

Note that Omni-Power is in a

special Power classification in and of
itself; it is not a Physical, Mental, or

FACTOR COST: 10

Mystical Power. Omni-Power may be
linked to one-half a Character’s WILL
(round fractions down).

Example: Hal Jordan’s PowerRing
possesses linked Omni-Power. Since
Hal's WILL is 25 APs, he has 12 APs of
Omni-Power (25 / 2 = 12%, rounded
downto 12). If Hallater increased his
WILL to 26 APs, his Omni-Power would
increase to 13 APs (26 / 2 = 13).

If Green Lantern wished to use his
Ring to turnhimself invisible, he could
automatically use Omni-Power to
mimic 12 APsof Invisibility; doing this
would cost Green Lantern 10 Hero
Points (the Base Cost for Invisibility).
Lantern could then remain invisible
for one full hour, after which time he
must again pay the 10 Hero Point
Base Cost to continue the Invisibility
for another hour.

SELF-LINK
LINK: None Self-Link is not a
RANGE: Self distinct Power
TYPE: Auto which functions

BASE COST: +50 alone; rather itis

FACTOR CosT- N/4 Purchased in
conjunction with

another Power and allows a
Character to assume an actual form
related to that Self-Linked Power.
Self-Link automatically adds 50 Hero
Points to the Base Cost of the Power
with which it is purchased. The
Character does not purchase
individual APs of Self-Link.

There exists a limited number of
Powers which may be Self-Linked;
these Powers are:

PHYSICAL: Acid, Bomb, Darkness,
Energy Blast, Flash, Fog, Lightning,
and Projectile Weapons.

MENTAL: Warp.

MYSTICAL: Plant Growth and Spirit
Travel.

The effects of Self-Linking these
previously-listed Powers are as
follows:

Attack Powers: (Acid, Darkness,
Energy Blast, Flash, Fog, Lightning,
and Warp). The user is a living being
composed of the attack form (i.e,
Self-Linked Acid Characters are living
pools of acid while Self-Linked Flash
Characters are living balls of light).
Such Characters possess their Self-
Linked Power at a Range of Touch (if
the user wishes to project the Power
at its normal Range, s/he must
purchase the Power twice: once wr'th
and once without the Self-Link).

Characters with Self-Linked Powers
can move at a per phase rate equal to
one-half (%) their APs of Self-Linked
Power.

Characters with Self-Linked attack
Powers possess no special protection
against attack. Thus, Self-Linked Fog
Characters can still be damaged by
punches and gunshots normally
unless they possess the Dispersal
Power as well.

Bomb, Projectile Weapons: The user
isableto explode his/her ownbody at
will (Self-Linked Projectile Weapons
Characters fire away pieces of their
own bodies). After “exploding,” the
user can automatically reform
his/her body instantly at the
beginning of the next phaseorremain
discorporate for a maximum length
of time (in APs) equal to his/her APs
of the Self-Linked Power. Characters
totally discorporate as a result of this
Power (utilizing more APs of
Bomb/Projectile Weapons than their
own BoDYs) are immune to Physical
Attack. However, such Characters
cannot perform any Dice Actions
during the phase in which they
reform.

Characters who have Self-Linked

these two Powers do full normal
damage upon explosion.
Plant Growth: These Characters are
living plant masses who can control
the size of their own bodies through
the use of the Self-Linked Plant
Growth Power (Physical statistics do
not alter unless Characters possess
the Growth Power as well). Self-
Linked Plant Growth does not cause
other plants to grow (as does the
Plant Growth Power itself).

A Character who possesses both
Self-Linked Plant Growth and Self-
Linked Spirit Travel can leave his/her
plant body and grow a new body in
any location reached by his/her spirit
provided the destination possesses
pre-existing plant life.

Spirit Travel: The Character is a
disembodied spirit with no physical
body. S/he cannot be Physically or
Mentally Attacked, except by other
Spirit Traveling Characters; nor can
s/he make such attacks.

Note: Self-Linked Characters are
always susceptible to any special
vulnerabilities inherent to their Self-
Linked forms (Self-Linked Plant
Growth Characterssuffer damage from
defoliants, Self-Linked Lightning
Characters suffer damage from
water, etc.)



Like Powers, Skills are special
abilities which are measured in APs.
The difference between Powers and
Skills is that Powers are generally
only possessed by super-humans,
whereas nearly any normal human
can possess a Skill. Alocksmith might
have a few APs of the Locks Subskill
of Thief while a doctor would possess
the Medicine Skill.

Format

Skills are presented using the same
format as Powers. Each Skillis given a
Link Attribute, a Base Cost, and a
Factor Cost. The Range of all Skills is
“Self” and a Skill's “I'ype” is always a
Dice roll, unless otherwise indicated.
NOTE: If the Skill's Link Attribute is
followed by an asterisk (*),no portion
of that Skill may be attempted in
“Unskilled Use” (see explanation
following).

Unskilled Use

A Character can often attempt to
use a Skill or Subskill, even if s/he has
not actually purchased that Skill/
Subskill. A Character who is attempt-
ing Unskilled Use must substitute
his/her Link Attribute for the APs of
the appropriate Skill and add +2
Column Shiftstothe OVand RV ofthe
action.

Skills which have their Link
Attributes followed by an asterisk (“*”
— such as Martial Artist) can never
be attempted through Unskilled Use.
Particular Subskills which may not be
attempted in Unskilled Use are
denoted with asterisks prior to the
Subskill’s listing (one example would
be * Forensics).

Example: A Character with an INT
of 7who does not possessthe Gadgetry
Skill is attempting to identify a Gadget,
an Action which the GM decides has
an OV/RV of 5/5. In this case, the
Character would use his/her INT as
the AV/EV of the Action Check and
would receive a +2 Column Shift
penalty to the OV/RV, resulting in an
effective OV/RV of9/9. The Character
may still opt to spend Hero Points to
increase his/her AV/EV when making
an attempt at Unskilled Use.

Subskills

Finally, each Skill listed consists of
two or more Subskills, independent
abilities which are related to that
particular Skill. A Character with a

certain number of APs in a Skill
automatically has that many APs in
all of the Subskills.

A Character can exclusively
purchase one or more Subskills
without purchasingtheentire Skillto
which the Subskills relate. For
example, a Character could purchase
the Analysis Subskill of Scientist by
itself, meaning the Character could
not use his/her scientific abilities to
Draw Plans. The advantage to this
option is that purchasing individual
Subskills is cheaper than purchasing
an entire Skill

When purchasing individual Sub-
skills, subtract one from the Skill's
Factor Cost for each Subskill the
Character is unable to use. Detective
(Law) by itself, for example, would
have a Factor Cost of 6 (normal
Factor Cost of 10 minus 4 Subskills)
while Weaponry (Firearms, Melee
Weapons) would have a Factor Cost
of 3 (normal Factor Cost of 6§ minus 3
Subskills).

ACROBATICS
LINK: DEX Acrobatics is
RANGE: Self composed of
TYPE: Dice three separate
BASE CoST: 15 Subskills; these

] are Climbing,
FAC10OR COST: 7 Dodging, and

Gymnastics.

Climbing enables a Character to
climb walls, trees, buildings, etc.
Guidelines for determining the OV/RV
of Climbing attempts can be found on
the chart below., . . - * °

Object Climbred” ° QV/RV

Telephone Pole

Glass and Steel
Skyscraper

"
-

A Climbing Action Check must be
madepriortotheclimbing attempt. If
this Action Check fails, the Character
will fall when s/he reaches the
halfway point of the surface (1 AP
below the surface’s total height). The
APs of Climbing equal the distance
(in APs) aCharacter can travelin one
phase.

Thetotaltime (in APs) required for
a Character to reach the top of a
climbed surface equals the RAPs from
a Character’s Climbing Action Check
minus the height of the surface in
APs. Climbing is treated as a
movement “Power” for the purposes
of determining movement in combat.

Example: A Character with Climb-
ing of 7 APs scales a sheer cliff which
is one-half mile high (9 APs). The AV
to the attempt is 7, and the OV is 8
(for a Sheer Cliff). The Player rolls a
13 and receives one Column Shift.

On the Result Table, the EV of the
Check is 7, while the RV is 8. Total
RAPs (after the Column Shift) are 3.
Subtracting three from the height of
the cliff in APs reveals that the
Character could ciimb the cliff in 6
APs oftime (4 minutes).

* Dodging enables a Character to
avoid a blow or other Physical Attack.
In order to use this Subskill, the
Player must choose the Dodge
maneuver in combat (see page 24 of
the Rules Manual). Instead of
receiving a +1 Column Shift bonus to
his/her OV for a Dodge, a Character
with this Subskill may add the APs of
Dodging to his/her OV.

* Gymnastics enables a Character
to perform rolls, tumbles, flips, etc.,
and also allows a Character to juggle.
This Skill gives no benefit in combat
but will readily impress a crowd. An
Olympic gymnast would possess 4 or
5 APs of this Subskill.

A normal tumbling routine has
OV/RVs of 2/2 while an Olympic-
caliber routine has OV/RVs of 6/6.
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When a Character is attempting to
juggle, each item beyond the third
adds +1 Column Shift to the OV/RV of
the attempt. The base OV/RV is 2/2.
An attempt to juggle five items would
have an OV/RV in the 5 to 6 Column.
The OV/RV should be increased by +2
Column Shifts if the items are of
different balances and weights, such
asjuggling tooth brushes and bowling
balls. Positive RAPs indicate the Char-
acter may successfully juggle the items
for a length of time (in APs) equal to
the RAPs of the Action Check.

If a Character who is performing
for an interested or neutral crowd
receives 1-2 RAPs, the audience was
pleased; 3-4 RAPs means they loved
the performance; and 5 or more RAPs
indicatesthatthe audience burst into
frenzied applause. 8 or more RAPs
gained indicates a truly electrifying
performance that will beremembered
for years.

ANIMAL HANDLING

LINK: INFL The Animal
RANGE: Self HandlingSkillhas
TYPE: Aute/Dice two Subskills,
BASE COST: 5 Animal Training

and Riding. The
Animal Training
Subskill of Animal Handling cannot
be used Unskilled.

* Animal Training enables a
Character to train animals with
which s/he has daily contact. OV/RVs
for an Animal Training attempt equal
the animal’s INFL/SPIRIT. RAPs reflect
the number of simple commands the
animal may be trained to perform
(such as “attack,” “fetch,” “scout
ahead,” and “find home”).

A command must be simple enough
for an animal to act upon it with its
native ability. A command such as
“program the navigational computer
with attack coordinates” given to a
pet monkey, for example, would
result in random monkey motions at
the console of the navigational
computer.

Following a successful Animal
Training roll, an animal must be
trained for one full week (18 APs).
Only one animal may be trained at
any given time and only one training
attempt may be made per week. If so
desired, a Character with this Subskill
maytrain an animalto carry him/her
provided the animal is of sufficient
size and strength.

FACTOR COST: 4
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Riding enables a Character to ride
any sort of animal that has been
trained for that purpose. Thistype of
riding is Automatic. If the animal is
untrained, the OV/RV of the Riding
attempt equals the DEX/STR of the
animal.

A Character who has made a
successful Riding Action Check will
not lose control of the mount unless
an attack upon the animal is made
which either knocks the beast
unconscious or receives RAPs which
exceed the Character’s APs of Riding.

ARTIST
LINK: INFL* The Artist Skill
RANGE: Self has six Subskills;
TYPE: Dice Actor, Musician,
BASECOST: 5 Painter, Photog-
FacTor CosT: §  rapher, Sculptor,

and Writer, each
of which has the potential to please
an audience. AHostile group does not
constitute an audience; these Sub-
skills will only impress willing and
interested viewers.

When a Character uses Artist to
perform or produce a work, OV/RVs
are at 4/4 unless performed or
produced for a specific person, in
which case that person’s INFL/SPIRIT
acts as OV/RVs. If the person
possesses the Artist Skill, the APs of
Artist will act as OV/RV to the
attempt. Multi-attack penalties for
Artist attempts are not applicable.
RAPs on an Artist attempt indicate
the following effects:

The performance or
work is well-received.
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The artist gives an
immortal performance
or creates a masterpiece
which the audience will
never forget.

An audience which liked a Charac-
ter’'s performance or work will be
Friendly toward the Artist. Utilizing
Artist in this fashion during combat
will be uneventful.

A Charactershouldrememberthat
great works of art are not produced

hourly. While no fixed time exists for
the fruition of genius, a standard
guideline is two months (21 APs) per
major work. Saleable artworks may
be produced in the minimum times
listed in the following Subskills.

Actor giwves the Character the ability
toact in dramas and become adept at
portraying many different personae.
This Subskill may be used to disguise
a Character, in which case the APs of
Actor serve as the OV/RV against a
Perception Checkte detect theimper-
sonation. RAPs indicate the degreeto
which the opponent is able to see
through the disguise, if at all. See page
26 of the Rules Manual for more
information.

A Character who uses Actor to
impersonate a well-known figure
receives a +2 Column Shift modifier
to the OV. The impersonation of a
generic individual, such as a guard at
amilitary installation, receives no OV
modifier. Use of the Actor Subskill
does not provide a Character with
any information known by an imper-
sonated Character, such as passwords
or hide out locations.

The Actor Subskill may also be used
to penetrate a disguise or to resist
being fooled by another Character
using the Actor Subskill In such
cases, the APs of Actor serve as
AV/EVs and OV/RVs, respectively.

Musician enables a Character to
sing and play musical instruments.
Music is not a combat Subskill and
cannot affect the outcome of battles.

Pasinter includes any of the graphic

arts; comic bookillustrators would fit
into this category. Each particular
work attempted by a Character is a
separate Action and takes at least
one week (18 APs) to complete.
* Phetographer is the art of creating
photographic works. Fashion photo-
graphers and film directors would fit
into this category.

Sculptor includes the creation of
any three-dimensional form of art.
Each particular work attempted by a
Character is a separate Action and
takes at least one week (18 APs) to
complete.

Writer enables a Character to pro-
duce novels, screenplays, comic
books, prose, poetry, or any other
creation involving the written word.
Each particular work attempted by a
Character is a separate Action and
takes at least one week (18 APs) to
complete.



CHARISMA

LINK: INFL* Charisma has
RANGE: Self three Subskills:
TYPE: Dice Interrogation,
BASE COST: 20 Intimidation,and
FACTOR CosT- 6  Persuasion. The

use of Charisma
is often a struggle of Mental or
Mystical strength made between
Characters.

A Character with Charisma can
use his/her APs of the Skill as both
the AV and EV for all Character
Interaction attempts in place of the
usual INFL/AURA. To use Charisma in
this manner, a Character must
possess the appropriate Charismatic
Subskill which corresponds to the
type of Character Interaction which
is being attempted (see page 28 of the
Rules Manual).

DETECTIVE
LINK: INT The Detective
RANGE:Self Skill possesses
TVPE: Dice five separate
BASE COST: 10 Subskills; these

are Clue Analysis,
Counterfeit
Recognition, Identification Systems,
Law, and Police Procedure.

Clue Analystis is the ability to glean
information from physical clues to a
crime or criminal. RAPs equal the
Knowledge Points gained and some
pieces of information may require
more than a single Knowledge Point
to uncover.

There is a three-tiered clue
structure to the revelation of any
clue. Each step contains a piece of
information and has a Knowledge
Point total necessary to reach it. Once
a step is reached, all information
available in preceeding steps is
automatically awarded as well.

Revelation of information from a
Clue Analysisis dependent upon how
many RAPs the Analysis gained: 1
RAP (little information), % the RV in
RAPs (agood dealofinformation), or
Full RV RAPs (everything there is to
know about the clue).

AV/EVs to a Clue Analysis equal a
Character's APs of Detective while
OV/RVs vary depending on the
situation; normally these are either
the INT/MIND of the crimnal leaving
the clue or the criminal’s APs of Thief
Skill.

FACTOR COST: 7

Example: A police detective with
Detective of 3 APs finds a cigarette
holder that has the following clue
SUBUChIEE: * - L g e i S
Knowlédge Points:  Clue

% RV B

OV/RVstothe cigarette holder clue
are at 3/3. The detective rolls an 11,
succeeding but with no bonus. The
detective receives 1 RAP, sufficient
information to discover A, the first
clue, but 1 AP short of clue B. The
detective discovers that the cigarette
holder is a style used exclusively by
women.

Batman, with a Detective of 12 APs,
finds the same cigarette holder.
Batman rolls a 13, succeeding with
two Column Shifts and receiving 12
RAPs, more than enough to unravel
the entire clue.

Batman discovers that:

(A) This style of cigarette holder is
used exclusively by women,

(B) The cigarette holder has a nar-
cotic residue and a small tube runs
the length of the mouthpiece in
which there are traces of a deadly
poison, and

(C) The mouthpiece detaches from
the rest of the holder, presumably
to load the poison tube; the poison
has an herbal base, which suggests
the involvement of Batman's old
enemy, Poison Ivy.

* Counterfeit Recognition enables a
Character to identify phony money,
fakeart, forged signatures, or anything
that is a fraudulent copy. The AV/EV
of a Counterfeit Recognition attempt
ts equal to the Character's APs of
Detective while the OV/RVis equal to
the RAPsofthe Thief (Forgery) Check
which made the object being identi-
fied. If this Check gains positive RAPs,
the object is uncovered as a fake;
otherwise, the Character believes the
article to be genuine.

* Identifioation Systems enables a
Character to verify the identity of
another Character from fingerprints,
retinal or voice patterns, etc. if s/he
has access to the proper equipment.
Ifthetarget Character is unknown by
any authority, there exists no chance
to identify him/her through Identi-
fication Systems.

ter's APs of Detective while OV/RVs
equal the Thief Skill of the target
Character. Positive RAPs reveal the
identity of the Character sought.

‘ Lawenables a Character toexercise
jurisprudence to free him/herself
and/or friends from legal constraints.
The AV/EV of such attempts equals
theCharacter’s APs of Detective, while
the OV/RV equals the APs of Law of
the opposing lawyer.

OV Column Shift modifiers exist to
Law attempts as follows: +6 Columns
when the defendant is blatantly
guilty; +3 to +5 if the defendant has
been framed (iftheframing Character
is exposed, the OV modifier becomes
a -2 Column Shift for Law use). An
innocent defendant who hasnotbeen
framed receives a -1 Column Shift
modifier.

Positive RAPs on any Law attempt
indicate successful defense or
prosecution.

“ Police Procedureenables a Character

to avoid both police conflict and
security. For example, such a Char-
acter could apprehend felons and
gain access to a crime scene without
being arrested for interfering with an
investigation.

A Character with Police Procedure
will be on Friendly or Neutral terms
with the police unless the Character
has the Mistrust Drawback. This Sub-
skillmaybesubstituted for the AV/EV
of Persuasion when dealing with law
enforcement personnel.

GADGETRY

LINK: INT Gadgetry is the

RANGE:Se If ability to build,
TYPE: Dice identify, and use
BASE COST: 25 technological

devices. The

FACTOR COST: 8
Gadgetry Skill

consists of two separate Subskills:
Build Gadget and Identify Gadget.

Build Gadget enables a Character
to design and build new Gadgets. For
further information on the Gadgetry
rules and how to build Gadgets, see
Chapter Five of the Rules Manual.

Identif'y Gadget allows a Character
to identify the functions of an
unknown or unfamiliar Gadget. Iden-
tifying a Gadget is a normal Dice
Action, using the Character’s APs of
Gadgetry as the AV/EV and the
Gadget's single highest AP value as
the OV/RV.
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AttemptsbyaCharactertoidentify
a gadget which is the product of an
isolated or alien technology should be
modified throughUniversal Modifiers
(see the GM’s Screen). An attempt to
identify a device built by aliens who
are remarkably similar to humans
might be Difficult while an attempt to
identify adevice constructed by aliens
so different from humans that their
thought patterns are completely
incomprehensible to the human mind
might be Beyond the Limit.

If a Character attempting such
identification receives 1 RAP, s/he
possesses a rudimentary under-
standingofthedevice and can operate
it with a +3 Column Shift modifier to
all of its functions. If the Character
receives RAPs equal to one-half (%)
the RV ofthe Identify Gadget attempt,
s/he understands the device and can
control all of its functions without
penalty.

If the Character receives RAPs
equal to or greater than the RVofthe
Identify Gadget attempt, s/he
completely understands the device,
can control its functions without
penalty, and could even modify or
repair the item, if necessary.

MARTIAL ARTIST
LINK: DEXx* A Character with
RANGE: Self the Martial Artist
TYPE: Dice Skill is extremely

proficient in
hand-to-hand
combat. Not all
Characters who possess this Skill are
actually trained in the Oriental
Martial Arts; some merely excel in
hand-to-hand combat or possess a
unique fighting prowess.

Possession of the Martia Artist
Skill bestows two abilities on the
Character:

B The Martial Artist is permanently
allowed to add two points (+Z) to
his/her Initiative score, an addition
which reflects the Martial Artist’s

BASE CoOsT: 25
FACTOR COST. 6

extreme physical agility and fmely-
tuned presence.

@ The Martial Artist is allowed to
substitute his/her APs of Skill for
either AV,EV, OV, or RVwhen engaged
in hand-to-hand combat. The Martial
Artist may only substitute his/her
APs of Skill for one of these values
each phase and must declare for
which value (if any) s/he will
substitute during the upcoming
phase. Substitutions of this nature
only affect hand-to-hand combat and
attacks made with melee weapons
(knives, swords, staves, etc.).

Example: A Martial Artist who had
chosen to substitute APs of Skill for
his/her RV is attacked by an Energy
Blast; since this attack is neither
hand-to-hand nor meleecombat,s/he
would defend with his/her normal
RV, not with the APs of Martial Artist.
Similarly, if the Martial Artist was
planning to fire an Energy Blast
during the upcoming phase, s/he
could not use his/her APs of Skill as
the AV or EV of the attack.

Note: A Character substituting
Martial Artist APs for any value can
only spend a number of Hero Points
equal to his/her substituted Attribute
value on the attempt. For example, if
the Batman (STR of5 APs, and Martial
Artist of 10 APs) were to substitute
his APs of Martial Artistfor hisEV, he
could spend a maximum of 5 Hero
Points on his EV, as this figure was the
AP level of his substituted Attribute
(STR).

MEDICINE
LINK: INT The Medicine
RANGE: Self Skill is composed
TYPE: Dice of four Subskills;
BASE COST: 5 these are First

Aid, Forensics,
Medical Treat-
ment, and the Surgery Subskill. First
Aid and Surgery are only useful
toward healing damage done to the
Bopy of a Character. Medical
Treatment may be used to heal Bopy,

FACTOR COST: 6

MIND, or SPIRIT. First Aid is the only
Subskill of Medicine which may be
attempted through Unskilled Use.

First Aid enables a Character to
treat wounds inflicted in Killing
Combat by reducing or delaying the
resulting damage (bleeding may be
stopped and the infection of wounds
can be prevented). The AV/EV of a
First Aid attempt is the APs of Medi-
cine, while the OV/RVequals the total
amount of damage to the Current
Bobpy Condition of the Character
being treated.

A successful First Aid attempt will
halt theloss of Current BonY Condition
APs sustained by a Character reduced
to a negative Current BonY Condition
by Killing Combat. The RAPs earned
equal the length of time in APs that
the bleeding has been stopped. At the
end of this time, wounds will reopen
and the injured Character will again
sustain damage every 8 APs of time.

* Forensics enables a Character to
ascertain information regarding the
manner of death by examining a
body. Such analyses using this
Subskill must be conducted in a
laboratoryin allbutthe most obvious
of cases. In a laboratory, the exact
cause and approximate time of death
may be determined.

The time of death determined
through a Forensics Checkis accurate
to within 5 APs of the length of time
(in APs) thevictimhas been deceased.
For example, if a body had been dead
one week (18 APs), the time of death
can be accurately determined to
within 8 hours (13 APs).

If Knowledge Points may be gained
from examination of a corpse, Foren-
sics may be used to gather this infor-
mation. The AV/EVofsuch an attempt
equals the Character’s APs of Medi-
cine Skill, while the OV/RV equals 4/4
for abody dead one week or less, 8/8
for a body dead one week to six
months, and 10/10 for a body dead
more than six months. Positive RAPs
reveal Knowledge Point information
normally.

THE REST OF
You--Ar7ACK!
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* Medical Treatment enables a Char-
acter to aid others in combating the
effects of disease. Medical Treatment
may only be attempted once per day
on any one Character. RAPs areadded
directlyto the patient’s Recovery RAPs
(see page 18 of the Rules Manual) to
determine how rapidly the Character
heals. If Recovery is unsuccessful for
any reason, Medical Treatment has
no effect.

AV/EVsto Medical Treatment equal
the Character’s APs of Medicine while
OV/RVs equal the absolute value of
damage (in APs) sustained by the
Character treated (if a Character’s
BobY is reduced to -6, OV/RVs to
Medical Treatment are at 6/6).

Optionally, OV/RVs may equal the
APs of the disease or poison which
affected the Character. Positive RAPs
from Medical Treatment indicate the
patient Character stops losing points
of BoDY for a length of time (in APs)
equal to the RAPs of the Medical
Treatment.

If any Medical Treatment is
administered to a Character who has
sustained MIND damage, the patient
may only be treated once per week,
regardless of whether or not the
treatment was successful (received
positive RAPs).

Medical Treatment requires proper
equipment and medicines, such as
those available in hospitals and
mental health facilities. If these are
not available, Medical Treatment may
not be administered and only First
Aid may be given. A Character spe-
cializing in Medical Treatment must
also possess the First Aid Subskill.

If a Character fails a Medical
Treatment attempt and his/her APs
of Medicine are less than the absolute
value of the damage sustained by the
patient (in APs), the Medical Treat-
ment has made the condition worse
and the patient loses his/her next
Resting RecoveryRoll. If a Character’s
APs of Medicine are greater than or
equal to the absolutevalue of damage
sustained, no additional damage is
done to the patient, the Treatment
was simply unsuccessful.

If damage sustained by a Character
is to a specific organ or portion of the
body and the Character's BoDY has
been reduced below 0, Medical
Treatment is of no use; Surgery is
required.

* Surgery enables a Character to
repair extensive Physical damage
sustained by another Character. It

also allows the surgeon Character to
perform normal surgery up to and
including transplant operations and
implantation of artificial organs.

The AV/EV of a Surgery Attempt
equals the Character’s APs of Medi-
cine, and the OV/RV equals the
absolute value ofthe damage sustained
by the patient. For example, if a
Character with a BoDY of 5 APs was
reduced to a Current BonYy Condition
of -4, the OV/RV of Surgery would be
9/9. The OV/RVreceives a +1 Column
Shift modifier if vital organs such as
the heart, lungs, or brain are subject
to Surgery. A Character may undergo
Surgery a maximum of once per day,
although a Character may receive
Surgery and other forms of Medicine,
such as First Aid or Medical Treat-
ment, on the same day.

Specific organs or limbs which have
been damaged may be repaired
through Surgery. RAPsonthe Surgery
attempt are added directly to the
patient Character’s Boby APs to
repair damage sustained.

If a Character fails a Surgery
attempt and his/her APs of Medicine
are less than the absolutevalue of the
damage sustained by the patient (in
APs), the surgery has made the
condition worse. The patient Charac-
ter then sustains one (1) additional
AP of damage from the failed surgery
and loses his/her next Resting
Recovery Roll.

If a Character’s APs of Surgery are
greater than or equal to the absolute
value of the damage sustained by the
patient (in APs), no additional
damage was done to the patient; the
surgery was simply unsuccessful.

A Character with the Surgery
Subskill must also possess both the
Medical Treatment and First Aid
Subskills.

MILITARY SCIENCE

LINK: INT
RANGE: Self
TYPE: Dice
BASE COST: 10
FACTOR COST: 7

Military Science
possesses five
basic Subskills,
which include
Camouflage,
Cartography,
Demolition, Electronic Counter-
measures, and Tracking. Tracking is
the only Subskill of Military Science
which may be attempted through
Unskilled Use.

* Camouflage enables a Characterto
alter the appearance of objects and
equipment to conceal them from
view. Attempts to spot Camouflaged
items have OVs increased by the APs
of Camouflage; positive RAPs indicate
sighting of a Camouflaged item.

* Cartography enables a Character
todraw and interpret complex maps.
Aninterpretive Cartography attempt
is an Automatic Action provided the
map is in a language known by the
Character. If the map is in an
unknown but recognizable language,
Cartography attempts have OV/RVs
of 4/4. If the nature of the map is
completely alien to the reader,
OV/RVs are at 10/10,

RAPs from a Cartography attempt
are used as Knowledge Points. 1 RAP
indicates a vague understanding of
the map; % RV RAPs indicate a
general knowledge of the map’s
purpose; and FullRV RAPs indicate a
correct interpretation ofevery symbol
and relationship on the map.

The amount of knowledge gained
by a Character through a Carto-
graphy Check is limited to the detail
and accuracy of the map; very little
information could be learned about
any particular city from a map of the
United States.

Making a map is an Automatic
Action for a Character with this
Subskill. The length of time required
to make a map is 5 APs plus the
number of Knowledge Point APs
available through a Full RV RAPs
interpretation of the map.

A map created with only one AP of
Knowledge available would be the
equivalent of a very rough sketch
map while a map providing 6 APs of
information would reflect a highly-
accurate topographic map with
buildings represented in exact scale,
form, and type of construction, with
both surface and sub-surface soils
indicated, along with types and
placements of vegetation shown.

* Demolition enables a Character to
work safely with explosives and to
achieve desired effects from a charge,
provided that the explosive is
sufficiently powerful. In a Demolition
attempt,the AV equals the Character's
APs of Military Science and the EV
equals the Bomb Power intrinsic to
the explosive. In this fashion, the
Demolition Subskill allows a Char-
acter to find weaknesses in structures
and objects which multiply the
effectiveness of an explosive (see also
page 25 of the Rules Manual).
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A Character using the Demolition
Subskill must work with the explosive
for one full minute (4 APs) to achieve
the desired effect. A Character
spending less time subtracts from the
AV of the attack a number of APs
equaltothetimewhich was neglected
on the Demolition attempt. For
example, a Character with Demoli-
tion of 6 APs who spent only 2 APs
constructing an explosive would have
an AV of only 4 APs.

* Electronic Countermeasures
(ECM) enables a Character to
understand, operate, and detect the
use of bugs, jammers, scramblers,
decoders, etc. When searching for a
bug or similar device, AV/EVs of an
Electronic Countermeasures attempt
equal the Character’s APs of Military
Science while OV/RVs equal the ECM
Skill of the Character who placed the
bug. Positive RAPs indicate success.
Tracking gives a Character the
ability to follow the trail of another
being. The AV/EV of a Tracking Action
Check equal the Character’s APs of
Military Science; the OV/RV equals
the quarry’s DEX/DEX, or thequarry’s
APs of Military Science if s/he also
possesses the Tracking Subskill.

The OV of a Tracking attempt
receives a +1 Column Shift modifier if
a quarry who does not possess the
Military Science Skill attempts to
conceal his/her path. If more than
one Character is being tracked along
the same route, the OV/RV equals the
lowest DEX/DEX of the Characters
being tracked.

A Character with Military Science
who tries to obscure his/her own trail
or the trails of others uses his/her
Tracking APs as both OV/RV to any
attempt to track the Characters. A
Character need not obscure such a
trail at full Tracking APs; s/he may
choose to disguise the path at an AP
valueless than the APs of Tracking to
“lead on” tracking Characters (in this
case, a Character may assign OV/RVs
to the tracking attempt up to his/her
APs of the Tracking Subskill).

Positive RAPs indicate a successful
Tracking location and equal the dis-
tance (in APs) the tracker mayfollow
the quarry before losing the trail A
Character may reroll at the end of
this distance with a -1 Column Shift
modifier to the OV/RV to continue
Tracking.

The OV of Tracking attempts may
be modified by environmental situa-
tions, from a -3 Column Shift modifier
for following a quarry who leaves

easilyvisible footprints in the ground,
such as in snow or mud; to a +7
Column Shift modifier for following a
quarry at night over hard concrete in
a blinding rainstorm.

OCCULTIST
LINK:INFL+* Occultist allows a
RANGE: Self Character vast

knowledge of the
occult and allows
him/her to both
build and identify
occult items and devices. The
Occultist Skill possesses four separate
Subskills: Create Object, Identify
Object, Occult Knowledge, and Ritual
Magic.

‘ Create Object enables a Character to
create mystical items and artifacts.
Items created using this Subskill are
designed using the Gadgetry rules.
For more information, see page 37 of
the Rules Manual.

*Identify Object enables a Character

to identify the specific function of an
unknown or unfamiliar mystical
object. AnIdentifyObject attemptis a
Dice Action with the Character’s APs
of Occultist being used as the AV/EV
and the object's single highest AP
value as the OV/RV.

An attempt by a Character to
identify a device which is particularly
obscure or powerful should be
modified through the Universal
Modifiers Table (see the GM’s Screen).
An attempt to identify an unknown
device created by a standard
magician might be Difficult while an
attempt to identify a device created
by agreat sorcerer might be classified
Beyond the Limit.

If a Character receives 1 RAP on
his/her Identify Object attempt, s/he
possesses a rudimentary under-
standing oftheobject and can operate
it with a +3 Column Shift modifier to
all of its functions. If the Character
receives RAPs equal to one-half (%)
theRVofthe Identify Object attempt,
s/he understands the item and can
control all its functions without
penalty.

If a Character receives RAPs equal
to or greater than the RV of the
Identify Object attempt, s/he
completely understands the device,
can control all of its functions
without penalty, and could even
modify or repair it, if necessary.

TYPE: Dice
BASE CoOST: 20
FACTOR COST: 8

* Occult Knowledge provides a Char-
acter with agreatdeal ofinformation
and facts pertaning to the occult, as
well as the ability to recognize and
identify mystical events. Use of this
Subskill is normally a Dice Action
with an AV/EV equal to the mystic’s
Occultist Skill and an OV/RV relative
to the mystical significance of the
event (GM’s discretion). Recalling a
well-known occult fact might possess
an OV/RV of 2/2 while recalling an
extremely obscurefact might possess
an OV/RV as high as 15/15.

Some information is more readily-
available to certain Occultist
Charactersthan others. For example,
aGM might decidethat anyCharacter
with Occult Knowledge of 5 APs or
greater automatically knows that
demons once ruled the Earth.

° Ritual Magic enables a Character to

cast magic spells by enacting certain
prepared magic rituals. To perform a
ritual, a Character must possess a
written description of the ritual and
its components (physical items
required to cast the spell). A ritual
consists of a desired Effect, a Casting
Time, and Necessary Components.

The Effect oftheritualis a Power or
Skillrated at a certain number of APs.
A summoning spell, for example,
might have an Effect of Dimension
Travel (Summoning).

The Casting Time represents the
length of time (in APs) actually
required to perform the ritual.
Necessary Components are items
which a Character must possess to
enact the ritual, without which the
ritual cannot succeed. A summoning
spell, for example, might have a skull
and fourironrodslisted as Necessary
Components.

To perform a ritual, the Character
must make an Action Check with an
AV/EV equal to his/her APs of
Occultist against an OV/RV equal to
the APs of Effect for a listed ritual.
For example, if a Character sought an
Effect of Dimension Travel (Summon-
ing) at 15 APs, the OV/RV would
equal 15/15. Positive RAPs indicatea
successful ritual; otherwise the
ritual does not work and all com-
ponents are destroyed. The ritual
maybe attempted again provided the
Character obtains new components.
Aresult of anatural “2” (double ones)
on a Ritual Magic attempt indicates
that the ritual backfires, with effects
at the GM’s discretion.



While a Character is performing
Ritual Magic (i.e., the duration ofthe
Casting Time), s/he may perform no
other actions.

Example: John Constantine
(Occultist Skill of 12 APs) obtains an
ancient magical tome that contains
the following rituals:

Summoning Ritual
Effect — Dimension Travel (Sum-
moning): 15 APs.
(summons the demon Nergal;
user must know this demon’s
name.)

Casting Time — 2 hours.

Necessary Components — skull, 2

iron rods.

Exorcism Ritual
Effect — Exorcism: 10 APs.
Casting Time — 1 hour.
Necessary Components — bible,
crucifix.
Rain Ritual
Effect — Weather Control: 12 APs.
(summonsrain only.)
Casting Time — 20 minutes.
Necessary Coemponents — 1 ounce
of gold.

To perform the Summoning ritual,
Constantine must first locate a skull
and four iron rods. Constantine must
then spend two uninterrupted hours
casting the spell (Casting Time of the
ritual). At the conclusion of these
hours, Constantine may make an
Action Check with AV/EVs of 12/12
(his Occultist Skill) against OV/RVs of
15/15 (the AP rating of Effect).

This particular ritual will only
summon the demon Nergal and only
if Constantine knows the demon’s
name (which he does). Positive RAPs
would indicate Constantine could
attempt to summon Nergal as if he
possessed 15 APs of the Dimension
Travel (Summoning) Power. A failed
Check would yield no results, while a
roll of “2” would cause the ritual to
backfire (and possibly transport
Constantine to Nergal's own realm
instead).

SCIENTIST
LINK: INT The Scientist Skill
RANGE: Self possesses two
TYPE: Dice distinct Subskills,

which include
Analysis and
Drawing Plans.
Analysis enables a Character to
identify the structure of any physical
object, ranging from an electronic

BASE COST: 10
FACTOR CoOST: 5

computer console to an alien genetic
code. A Character with this Subskill
can discover how such objects are
designed and can recognize even
minor structural flaws.

The AV/EV of Analysis attempts is
the Character’s APs of Scientist, while
the OV/RV equals either the Scientist
or Gadgetry Skill of the Character
who designed the object. RAPs are
interpreted in Knowledge Points as
described below.

1 RAP: The Character possesses a
rudimentary understanding of the
object sufficient to operate the
object (if applicable) with a +4
Column Shift modifier to the OV of
such an attempt (with Gadgetryor
Scientist APsactingasthe AV/EV),
This penaltyreplaces Unskilled Use
modifiers.

¥ RV: The Character possesses a
working knowledge of the object
and can use it with a +1 Column
Shift modifier to the OV of such an
attempt. Further, the Character is
knowledgeable of any hidden weak-
nesses inherent to the object,
allowing the Character to discover
a Physical or Mental Attack form
to which the object is vulnerable
and the location most likely to
cause the greatest damage. The
object’s OVisreduced by the APs of
Scientist Skill (to a minimum of 1)
for one attack only.

Full RV: The Character possesses
complete knowledge of the object
and may operate it with no
penalties whatsoever. A Character
possessing the Drawing Plans
Subskill may also devise plans to
duplicate the object, which will
function once created at an AP
level equivalent to the original
object.

* Drawnng Plans allows a Character
to devise blueprints forobjects. Use of
this Subskill is an Automatic Action.
Plans drawn using this Subskill pro-
vide the potential for objects to be
more effectiveupon their construction,
by giving a -2 Column Shift modifier
to the OV of a Character using such
planstobuild an object. Alternately, a
Character’s APs of Scientist could be
substituted for the EV in another
Character’s Build Gadget attempt, in
which case the -2 Column Shift mod-
ifier is not used.

A Character possessing Scientist
may Draw Plans for any device of a
Physical or Mental nature. The
Character must specify the object’s

properties according to Gadgetry
categories (see Chapter Five of the
Rules Manual), such as a normal
device or an Omni-Gadget. Each plan
takes one week (18 APs) to design
and costs 2 Hero Points to develop.

THIEF
LINK: DEX The Thief Skill
RANGE: Self possesses six
TYPE: Dice specific Subskills,
BASE COST: 10 which areEscape

Artist, Forgery,
Locks and Safes,
Pickpocketing, Security Systems, and
the Stealth Subskill.

Escape Artist enables a Character
to escape from close restra‘ints: ropes,
chains, handcuffs, etc. The AV/EV of
such attempts equals the Character’s
APs of the Skill. The OV/RV for typical
restraints can be found on the chart
below. Positive RAPs indicate
successful escape, ., . -« * °

"OV/RVs

FACTOR CoOST: 8

Restraint Type _

 GuokBnaing |7z
Tightly Bound 4/4
__ Handcufts [ 66
Chained to Wall 8/8
inJail Cell | 10/10
Locked in Safe 15/15

* Forgery enables a Character to
create excellent copies of signatures
or worksof art. The AV/EV of Forgery
equals the forger’s APs of Thief. The
OV/RV for signature duplication is
4/4; the OV/RV for copying a work of
art equals the original creator’s APs
of Artist; and the OV/RVfor monetary
conterfeiting is 8/8.

TheRAPs from a successful Forgery
Check act as the OV/RV against
Detective (Counterfeit Recognition)
and/or Perception Checks made to
expose the Forgery.

Locks and Safesenablesa Character
to open locks, with an AV/EV equal to
the Character’s APs of Thief and an
OV/RV equal to the Gadgetry APs of
the locksmith who designed the lock
or safe.

Simple locks, such as those found
in normal houses, have OV/RVs of
2/2. Complicated locks (time locks,
for example) may possess OV/RVs of
10/10 or higher, providing for the
locksmith’s Gadgetry AP level.
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A simple safe has OV/RVs of 4/4
while extremely complicated and
secure safes would have OV/RVs of
15/15 or higher, providing for the
creator’s Gadgetry AP level

Positive RAPs on a Locks and Safes
attempt indicate success. It takes at
least one phase (4 seconds/0 APs) to
openalockandatleast oneminute (4
APs) to open a safe.

Pickpocketing enables a Character
to take valuables from another Char-
acterwithout that person’s knowledge.
The AV/EV is equal to the APs of
Thief, the OV/RV is equal to the tar-
get’s DEX/INT and could be increased
by as much as +3 Column Shifts if the
valuable sought is in an inaccessible
location, such as the inside jacket
pocket of a man wearing an overcoat
(GM’s discretion).

* Security Systems allows a Character
tooverrideelectronic security alarms.
The AV/EV equals the Character’s
APs of Thief against an OV/RV equal
to the RAPs of the system creator’s
Gadgetry Check. Positive RAPs indi-
cate successin overridingthe system.

A standard security system has
OV/RVs of 5/5 while complex systems
have OV/RVs of 15/15 or higher,
providing for the creator’s Gadgetry
AP level. It takes at least one minute
(4 APs) to override a device through
Security Systems.

Stealth is a Character’s ability to
move silently and without being seen
by other Characters. The APs of Thief
areused asthe OV/RV against Percep-
tion Checks made to discover the
stealthful Character.

Positive RAPs indicate success in
locating the stealthful Character. Use
of Stealth is most common at night or
under other visually-obscuring
conditions. Follow1ng are cumulative
OV/RV column modifiers to detection
of Stealth attempts pertaining to
environmental conditions.

. e c. " i , ¥, . OV/RV
*  TCircumstance ° Modifier
: Intruder Alert

Activated -1

._Day/Bright Area |
* No Cover Exists

» L]
= -
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VEHICLES
LINK: DEX Vehicles has four
RANGE:Self Subskills: Air
TYPE: Dice Vehicles, Land
BASE COST: 5 Vehicles, Water

Vehicles, and
Space Craft. Each
Subskill functions in an identical
manner with the exception of the
type of craft controllable through use
of the Subskill.

Each Vehicle Subskill enables a
Character to safely operate the
respective vehicle under normal
conditions. Use of on-board weaponry
while operating a vehicle has an AV
equal to the operating Character’s
Vehicles Skill. If firing at another
vehicle, the OV equals the Vehicles
Skill of the opposing operator.

A Character who attempts a trick

maneuver, such as leaping a canyon
or avoiding a collision in an asteroid
field, receives from a +1 to a +10
Column Shift modifier to the OV for
the Vehicles attempt. A +1 Column
Shift would modify a simple motor-
cycle jump over a car, while a +10
Column Shift would modify a flight on
the event horizon of a black hole.
* Air Vehicles includes use of fixed
wing (airplanes), rotary wing (heli-
copters), lighter-than-air (dirigibles)
craft, etc.

Land Vekicles includes use of cars,
trains, trucks, tanks, hovercraft, and
so forth,

* Water Vehicles includes use of sail-
boats, aircraft carriers, submarines,
tugboats, and so on.

Space Craftincludes use of transport
intended to function in deep space or
to conveyobjects or persons from any
planetary surface into space.

WEAPONRY

LINK:DEX

FACTOR COST: 5

Weaponry has

RANGE: Self five Subskills:
TYPE: Dice Firearms, Exotic
BASE COST: 5 Weapons, Melee

Weapons, Missile
Weapons, and

FACTOR COST: 6

Heavy Weapons. Each Subskill
functionsinan identical manner with
the exception of the type of weapon
wieldable through use of the Subskill.
Unskilled Characters may not use the
Exotic Weapons Subskill.

The AVs for attacks made with
Weaponry equal a Character’s APs of
the Skill, substituted for DEX, with
EVs equal to damage inflicted by the
weapon itself. Weaponry Skill also
enables a Character to repair
weapons which become damaged or
malfunction; a gun which jams or a
bowstring which breaks may auto-
matically be repaired by such a
Character in one minute (4 APs).

* Exotic Weapons includes the use of
specially-designed and commercially
unavailable weaponry, most notably
weapons designed expressly for a
particular hero or villain.

Use of an exotic weapon by a
Character forwhom the weapon was
not designed requires an Action
Check with AV/EVs equal to the
Character’s APs of Weaponry.
OV/RVs to this attempt equal the
weapon'’s highest Attribute or Power
asrated in APs.

Firearmsincludes use of allweapons
that fire chemically powered projec-
tiles or beam weapons. Guns, basically.
* Heavy Weapons includes use of all
violently explosive projectile weapons
from grenade launchers to tank gun
artillery to rockets.

Melee Weapons includes use of
knives, clubs, swords, or any other
mannerof weapon employable in hand-
to-hand combat. Melee weapons do
not normally include projectile
weapons, but a Character swinging a
rifle wi'th the intent of clubbing an
opponent would utilize the Melee
Weapons Subskill rather than the
Firearms Subskill to resolve the
attack.

Missile Weapoms includes use of all
manually-propelled objects from
thrown rocks and grenades to long
bows.
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Fquipment;




Character Design Sheet

Purchase Attributes:

APs Hero Points APs Hero Points APs Hero Points

DEXA & w wa o @ o @ STR: = « « =« o a =« == BODY: e « s & % & 5 6 ®
INT: omrmta ~ 5 wa e e % Ya WILTENSAIE L o 2 w28 v MIND:C ¢ o s o & & @ &
BINBIESL o o o oSBT AR o o3 w0 s @ w @ SPERIT: _ (o o . "o el

Total Hero Point Cost For Attributes: -

Purchase Powers and Skills:

Power/Skill Base Cost APs AP Cost Total Cost

Total Hero Point Cost For Powers & Skills: -

Purchase Advantages:

Advantage: Hero Point Cost

Total Hero Point Cost For Advantages: -

Purchase Wealth: APs. . . .. Hero Point Cost: = - . . .

Background: D +15  Description: D +15 Personality: I:' +15  to @ e e e

Select Drawbacks:

Drawback: Hero Point Bonus

Total Hero Point Bonus For Drawbacks: +

Add Hero Point Base: . 450

Calculate Remaining Hero Points; [
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Microscopic Vision 39 INT Auto 5 1 Aura of Fear 47 Auvra Dice 30 5
Mind Blank 39 Mmp Auto 5 5 Awareness 47 INFL Dice 5 1
Mind Blast 39 wunL Dice 20 3 Dimension Travel 48 Auvra Dice 500 6
Mind Drarn 39 wwL Dice 20 8 Dumb Luck 49 INFL  Dice 200 7
Mind Field 39 WL, Auto 20 ' RN o V. AT s Aol ST onE o e G RIS A S, E
................................................... Earth Animation 49 AURA Auto 25 8
Mind Probe 39 wiL Dice 20 3 Enchantment 49 Aura Auto 200 10
Mind Over Matter 40 MiNnD Auto 15 1 Exorcism 49 Spirir Dice 5 3
Mind Shield 40 wi. Auto 10 5 Eye of the Cat 49 Auvra Auto 20 2
Molecular Flame Animation 49 Aura Auto 25 8
Chameleon 40 WILL Auto 75 TO 0 o T il s Erene P e iomahie a8 hheazr o 1S He T e (o' (o) ennpiane 8] oo Rombas el S nire o
Neutralize 40 winr Dice 25 4 Ice Animation 50 Auvra Auto 25 8
................................................... Joined 50 AURA Auto 5 l
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Personality Transfer 40 WL Dice 30 9 Magic Field 50 Aura Auto 20 6
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POStCOgnitiOﬂ 41 INT Dice 15 2 R P T3y SIS S SRR SR O R PO B PP ROt
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Precognition 42 wi. Dice 75 3 Plant Control 50 Auma Dice 20 6
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Recall 42 MIND  Auto 5 . e AT AN e st S b s e e e L B B I ekl e e e e
Reflection/ Sorcery 51 Aura Auto 750 10
Deflection 42 wunL Dice 40 5 Speak With Plants 52  InFL  Dice 35 5
................................................... Splrlt Travel 52 AURA Auto 15 1
Regeneration 42 WL Auto 25 8 Spiritual Drain 52  Aura Dice 15 8
Remote Sensing 42 INT  Auto 35 4 Transmutation 52  Aura Dice 15 8
Sensory Block 43 WILL Dice 30 7 AR S e Pt T e T SR O S TP A T T
Shape Change 43 WILL Auto 35 10 Vampirism 53 AURA Dice 35 9
Sonar 43 Intr A/D 10 2 Voodoo 53 Aura Dice 20 3
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Time Travel 45 wiL Auto 500 4
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Ultra Vision 46  Iny Autor 18 - A Animal Handling 56 IwL A/D 5 4
Warp 45 wiL Dice 100 5 ARt 56 IneL*  Di 5 8
Water Control 45 It Dice 35 8 Chari < X D!Ce B &
X-Ray Vision 46 It Dice 15 3 BREI, pad "Dl
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Martial Artist 58 Dex* Dice 25 6
Medicine 58 INT Dice 5 6
Military Science 59 INT  Dice 10 7
Air Animation 46 Aura Auto 30 8 Occultist 60 InFL* Dice 20 8
Animal Control 46 INFL  Dice 25 T T gt W L TNE e S AR A g AR g 1IN bk e B 2R s ol A 2wl [ 3
Animal Summoning 46 INFL Auto 35 2 Scientist 61 INT  Dice 10 5
Animate Dead 47 Auvra Dice 25 6 Thief 61 Dex Dice 10 8
Animate Image 47 Aura Auto 35 7 Vehicles 62 Dex Dice 5 5
................................................... Weaponry 62 DEex Dice 5 6
Animate Objects 47 Aura Auto 30 6 Thap S e menhnm s e e e gvn e e £ E A cnac o

A/D: Type can be both Auto and Dice.
* Cannot be attempted through Unskilled use.
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by Robert Greenberger

The multiverse was destroyed.
Supergirland many others were dead.
Things seemed changed, irrevocably.
So now what?

That was the question hanging over
the editorial team in early 1985 when
Crisis On Infinite Earths had already
hit the stands and we were well on
our way to rewriting the Way Things
Were. Bythen, MarvWolfman, George
Perez, and I realized that there was
no way to end the story in issue
number ten and spend issues eleven
and twelve retelling the History of the
DC Universe. We’d save that for
another day. This story was big and
getting bigger now that the other
editors saw what we were doing and
Management made it clear that we
meantbusiness when it came to house
cleaning.

At one of our Wednesday editorial
meetings, we began talking about the
ramifications of Crisis in creative
terms. Should everyone remember
the Crisis or just the heroes? What
about the villains? Which characters,

not seen in Crisis should remain?

People debated and argued, and
slowly, over the course of that Spring,
answers were reached. And with that
material in hand, Marv and George
set about concluding Crisis and set-
ting the stage for the next era in the
DC Universe.

It became apparent that no one
editor or creator could hope to revise
every aspect of the universe in the
days after the Crisis came to an end
and the DC Universe dusted itself off.
Teams of people began working on
their own corners of the universe and
refining matters. However, the uni-
verse was still so large and was still
expanding that it was not a simple
process of refmement.

As work concluded on that maxi-
series, newheroes and situationswere
alreadybeingreadied for their debut.
None were to receive their own titles
as quickly as Booster Gold, arriving
just as Crisis was ending. However,
the way Booster wassold and theway
he fit into the new universe just did

not match. This Booster was using a
Legion Flight Ring, presumably Super-
man’s, but we just resolved (via Crisis
and John Byrne'sforthcomingrevitali-
zation) that Superman did not have a
career as Superboy. What to do?

This led to some brainstorming
meetings that resulted in a few mat-
ters. First, there were the issues of
Booster Gold that guest-starred the
Legion of Super-Heroes, finding a new
way to explain the Legion Flight Ring,
Then came the four-part story that
introduced the Pocket Universe that
was created just toresolve the Super-
man/Superboy/Legion continuity
glitch and was then destroyed to
prevent people from using it as a
convenient way around the lack of
parallel universes. One thing that
people needed to be careful of was
coming up with “convenient” ways
around the continuity repaired by
Crisis. Anysubsequent suggestion of
a Pocket Universe or even parallel
dimensions has been quashed.

In the months following Crisis,



people felt their way through the new
universe, finding what fit and what
did not fit. A decision had been
reached that more attention needed
to be spent on revitalizing and re-
vamping villains. It was decided that
if a story from the past was not
referred to, it did not happen. Entire
runs of titles were rendered null and
void, in an effort to scrape the barn-
acles off the universe and its inhabi-
tants.

However, there were more fund-
amental things in need of discussion.
Paul Levitz was the first one to raise
the subject of time travel. Now that
the universe had been simplified, and
Superboy and Supergirl never existed,
did time travel between the twentieth
and thirtieth centuries have to be so
easy? A number of editors sat down
over a course of meetings and started
discussing time and time travel. By
that point, Denny O’Neil had joined
the staffand lentsomeinput from the
recent readings he'd done.

A position paper was prepared and
circulated as editors commented
extensively. Barbara Randall (now
Barbara Kesel) stressed the need for
a speedy decision since Dan Jurgens
needed to send Booster back to the
twenty-fifth centuryfor an important
storyline. At much the same time,
Michael Fleisher had been working on
Hex —the adventures of Jonah Hex
in the twenty-first century. All of a
sudden, time travel seemed critical,
especially the rules applying to such
jaunts.

The position paper draft got some
tweaking from Dan Jurgens, and
Michael Fleisher gladly supplied a
leftover time platform from Hex and
suddenlytime travel rules existed for
the first time.

These rules are relatively simple
and are described in detail in the
Character Handbook. In short, there
aretwo known methods of time travel
as of January 1, 1989. Each way
works only once per person con-
sidering the effects time travel hason
the body. Magic has no bearing on
time travel, and of course, you cannot
travel to a time where you already
exist. And as always, you cannot alter
the past.

A mini-series is now underway, set
for sometime in late 1989, that will
explore these rules in depth — fea-
turing the Time Master himself, Rip
Hunter.

Okay, so time got straightened out
but there were many other bits of
business that neededto be sorted out.

For example, magical beings, the
Lords of Order and Chaos, and the
rulers of Hell all altered in the post-
Crisis reality. Under the steady hand
of Alan Moore, the afterlife took on
new meaning and other writers, most
notable Neil Gaiman and Alan Grant,
have taken these realms to new
depths. There is now a caste system in
the underworld, with a triumvirate
ruling, all building from the Crisis-
related civil war that occurred during
the American Gothic cycle of Swamp
Thing. A charactersuch as the Demon
hasbeen determined to be a “rhymer,”
some high caste in the system. The
new Sandman series has further
explored the new rules governing the
mystical dimensions.

In the Spring of 1989, the time
came to do some house cleaning with
the American government's intelli-
gence community. People had been
working for the CIA, F.B.I, NB.I,
D.DI, TaskForce X,and the Pentagon
without any coordination or commun-
ication. And where the heck did the
American Intelligence Agency fit in?
Those questions prompted Kim Yale,
John Ostrander, and Paul Kupper-
berg to tackle the question head on,
and after an eight-weekevent dubbed
The Janus Directive, things got
streamlined.

We have been exploring more facets
of the DC Universe through Lex
Luthor’s abortive takeover attempt of
S.T.AR. Labs, mankind’s evolutionary
step via Millennium, and a look at
how the people of the DC Universe
view heroic legends. With each pas-
sing year, new elements are intro-
duced just as we continue to dust off
and modify those elements that make
up our universe.

In the last two years, the Editorial
Department has been keeping and
maintaining a notebook of people,
places, and things — an attempt to
solidify the universe through the tex-
ture and background of the work
done by the creators. Therefore,
rather than simply creating one res-
taurant after another in Superman,
writers can refer to a listing of places
and make a selection. We have even
been fleshing those areas out so that
we have a general idea of where
things are and who runs what. So far,
it is being maintained internally and
is not available to the public, but it
certainly helps keep owur heads to-
gether.

These little things are only possible
when there is one strong universe
and a strong set of characters to play

with. It will never be perfect — we
agreed on that long ago, given the
periodic nature of the business and
the cyclic ways of our audience. Yet,
the possibilities seem fairly endless
given the clean tableau, and the re-
sults over the last few years have only
begun to paint the picture.

The bedrock of the DC Universe still
remains the core heroes, and these
days they are mostly back in the
Justice League, whether it is the
European or the American branches
ofthe group. For the record, the “core
characters” are considered to be:
Superman, Wonder Woman, Batman,
the Flash, Green Lantern, and Green
Arrow. We have added to that list
with the revamped Aquaman, Atom,
Hawkman, and the newly-minted
Starman.

There still remain places in the DC
Universe for those characters who
never seem to fit, such as the Doom
Patrol (a team of outcasts), or the
Swamp Thing, or even an oddball like
John Constantine who can never be
pigeonholed. While we may have
dumped the parallel worlds, we have
expanded the one Earth to encom-
pass these people and more.

Also, Crisis On Infinite Earths has
forced us to examine the one uni-
verse, and we have found it brimming
wi th life — both benevolent and preda-
tory. Only last year, Earth made its
first extraterrestrial alliance with
Daxam, home of Mon-El. No doubt,
other formal interplanetary contact
will be made. While we know of the
Omega Men, Adam Strange's Rann,
and the various races who tried to
invade Earth, we are still meeting
new alien races as our knowledge of
the universe increases. There is even
a forerunner of the Legion now in
existence, plying the spaceways in
search of justice. More time will
undoubtedly be spent exploring and
cataloguing these races and their
worlds.

Here we are, in the fourth year after
Crisis and we are still sorting out the
debris and dusting off the characters.
The publishing business affords us
the opportunity to slowly but surely
revise and remold material as the
demands of the creators and the
marketplace change. It is certainly
reactive and has required the ever-
changing Editorial Team here at DC
to deal with the problems one at a
time.
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The Beginning . . .

Thefirst important residents ofthe
DC Universe sprang up on the planet
Maltus, located several billion light
years away from our own Milky Way
Galaxy, more than ten billion years
ago. The Maltusian civilization was
not the first to make its way out of the
caves and off to the stars; but it was
the first to dodge the icy grip of
imperialism and conquest, which
inevitably plunged those that suc-
cumbed to its temptation into ex-
tinction.

Unimpeded for over five billion
years, the Maltusians prospered; and
their scientific wisdomgrewsosophis-
ticated thateventuallytheywere able

GUARDIANS OF 'I'HE UNIVERSE

i g

4 Sﬂ@. ibp
ﬁ«rr' 17 Wm._ : YL;.%
e Seirir: 10
”imrmm
® Powers:

Flight: 40, Force Manipulation: 30,
Sealed Systems. 20, Spirit Travel: 45,
Regeneration: 10, Invulnerability: 25,
Systemic Antidote: 20, Telepathy: 5

® Skills:
Gadgetry: 18, Scientist: 20

® Limitations:
Force Manipulation is reduced by
1 AP for every week that a Guard-
ian is separated from Oa.

©® Advantages:
Genius, Scholar (The Universe,
Metaphysics)

® Drawbacks: Guilt

® Motivation: Responsibility of Power

® Occupation: Founders ofthe Green
Lantern Corps

® Wealth: 30

to forestall even the ultimate cala-
mity, death. Just before the world of
Maltus died in the flames of its own
sun, the entire Maltusian race mi-
grated to the planet Oa, a small green
worldlocated at the exact center of
the known universe,

On Oa, the men who were once
Maltusians evolved further still. Fan-
tastically advanced medicine in-
creased their lifespans several thou-
sand fold, great increases in the field
ofbioengineering endowed them wi'th
great psionic powers, and the phil-
osophical wisdom that came in equal
proportionstotheir technical achieve-
ments brought them peace of mind.
Soon, nature held but one final secret
from the science of the Oans, the one
secret into which Oan philosophy
forbade inquiry — the secret of crea-
tion itself.

Eventually, there came an Oan, a
scientist named Krona, who hopedto
penetrate the mystery of creation.
The strange mixture of curiousity
and foolish pride that burned in his
blood prompted the impetuous Krona
to construct a device that would
enable him to look back to the very
beginning of time itself. Deaf to the
warnings of his colleagues and ignor-
ant of the consequences, Krona
looked into his scanner and saw the
great swirl that gave birth to the
cosmos. At the center of the swirl was
the omnipotent hand of creation, a
ball of intense white light, the fruit of
life, resting in its palm. Just as Krona’s
scanner was beginning to penetrate
the hand and its burden, the machine
exploded, tearing the entire Universe
asunder!

The calamity that shook the Uni-
verse on that day had grave reper-
cussions. Part of the very fabric of

space itself was torn away and cast
into a formless nether-region shred-
ding the Universe into two opposing
halves: the Positive Matter Universe
of old, and a newly formed Anti-
Matter counterpart. At the same time,
the birth of the Anti-Matter Universe
gave immediate rise to a wave of evil
that spread across the zone of Posi-
tive Matter, corrupting more than
fifty million worlds.

From that day forward, the Oans
assumed responsibility for the evil
unleashed by one of their own, and
dedicatedtheirexistencetoitseradica-
tion. Assuming the title “Guardians of
the Universe,” the Oans began their
self-appointed mission by punishing
Krona himself, who was transformed
into a being of pure energy and
beamed out into space to wander the
cosmos forever.

The Guardians then turned their
attention toward creating a race of
warriors to patrol the universe and
combat evil first-hand. Their first such
experiment resulted in the creation
of the lizard-like Psions. A few million
years later, the Psions rebelled and
began carving out their own empire
amongst the peoples they were dis-
patchedtoprotect,forcingthe Guard-
ians to banish their children to the
Vegan Star System.

The Guardians’ second experiment
was the creation of the android Man-
hunters. Like the Psions, the Man-
hunters ultimately betrayed their
creators and had to be subdued,
though the Manhunters eventually
had grown so powerful that not even
the Guardians themselves could suc-
ceed in completely removing their
threat from the cosmos.

It was around this period that the
women of Oa, frustrated at the Guard-



ians’ obsession with their quest to
fight evil, left the planet. In later
centuries, they would become known
as the fearsome race of warriors
called the Zamarons.

Disheartened by their past failures,
the desperate Guardians finally
drafted a plan to recruit the bravest
and most worthy beings from across
all space to aid them in their cause.
Each of the recruits was pledged to a
stringent moralcodeand given aring
of power to aid in their struggles
against villainy. This band of elite
emeraldwarriors, known asthe Green
Lantern Corps, finally restored the
Guardians’ lost honor, With the aid
and advice of their Oan masters, the
Green Lanterns would continue to
carry out their mission successfully
for millions of years to come.

Life On Earth

One of the fifty million worlds cor-
rupted by the wave of evil unleashed
when Krona unwittingly called the
Anti-Matter Universe into being was
the planet Earth,located inthe West-
ern Spiral Arm of the Milky Way
Galaxy.

On Earth, the evil manifested itself
as a race of horrible demons that
battered their way to dominion over
the land and air. After a tyrannical
reign of more than one thousand
years, the demons were finally ban-
ished to the depths of Hell by the
Lords of Order, a nearly omnipotent
raceof mystical beings who are as old
as the universe itself. The Lords of
Order were forced to take direct
action against the demons because
the Earth itself plays an important
strategic role in their mysterious
battle against the demons’ masters,
their siblings the Lords of Chaos.
Among the demons banished were
Abnegazar, Rath, and Ghast, all of
whom would later return to wreak
further havoc.

With the demons gone, Earth was
finally primed and ready for the
coming of mankind. Among the first
of the primitive Neanderthals were
the rival Bear and Blood Tribes, the
leaders of which were granted power
immortalby a mysterious shimmering
meteor that fell from the sky. Later,
these two caveman would become
the heroic Immortal Man and the
villainous Vandal Savage,

Scant decades later, a Neanderthal
man struck down a primitive woman
in anger. Eventually, the souls of this
woman and her unborn child would
return, reincarnated in the persons
of Queen Hippolyte and Princess
Diana of the Amazons.

As the proto-humans progressed,
the age of Neandrathals ended in
favor of the era of the Cro-Magnons,
during which theboy Anthro and the
warrior Kong the Untamed sped their
peoples on toward unification and
enlightenment. Finally, the age of the
Cro-Magnons gave way to the first age
of civilization.

The first true civilization on Earth
arose on the island of Atlantis, where
the first practitioners of science
quickly found themselves locked in a
struggle with a coven of corrupt sor-
cerors. Some of the early Atlanteans
fled the squabbling after they dis-
coverd the underground cavernsthat
led to Skartaris, a savage other-
dimensional world that seems to lie
beneath the Earth's surfce, while
others remained behind to fight. The
wars were fmally ended by Arion, a
sorceror whochosetousehispowers
for peace. Many years later, Arion
would engage a group of alien in-
vadersin aferocious battle that ended
with the sinking of the entire island of
Atlantis. The only shreds of the
Atlantean civilization to survive this
catastrophe were the twin cities of
Poseidonis and Tritonis, which were
protected byvastunderwater domes.

The flames of civilization were
eventually rekindled in the fertile
cradles of Egypt and Greece. In Egypt,
learning and science progressed side
byside with the practice of the mysti-
cal arts. During this era, Pharoah
Kah-ef-re combined sorcery and sci-
enceto produce the Blue Beetle Scar-
ab, which endowed its wearer with
unimaginable power. Four thousand
years later, the Scarab would be
unearthedby American archaeologist
Dan Garret. Shortly after the reign of
Kha-ef-re came the noble wizard
Shazam and his corrupt disciple
Teth-Adam. The wizard Nabu, one of
the ancient Lords of Order, was dis-
patched to Earth to fufill a holy
mission some years after Shazam
mysteriously departed from the land
of the Nile. Among the last of the
great Egyptian heroes were Prince
Khufu and his beloved Shiera, who
would be reincarnated more than
two thousand years later as the
original Hawkman and Hawkgirl.

ANTHRO THE CAVE BOY

® Skills:
Martial Artist: 5, Weaponry: 6

® Advantages:
Area Knowledge (prehistoric
countryside); Connection: Bear
Tribe (High); Leadership; Scholar
(hunting)

©® Drawbacks:
Miscellaneous: Anthro is a Cro-
Magnon, and therefore somewhat
ignorant of many facts taken for
granted by modern men.

® Equipment:

Stone Axe
[Bopy: 2, EV: 4]
Spear

[Bopy: 2, EV: 5]

® Motivation: Responsibility of Power

® Occupation: Cave Boy

® Wealth: 1

ARION

® Powers: ‘Mystic Linked
Danger Sense: 9%, Energy Absorp-
tion: 2*, Illusion: 8*, Power Re-
serve: 8*, Magic Sense: 9,Sorcery: 8

® Skills:
Animal Handling: 4, Martial
Artist: 6, Occultist: 7, Weaponry: 6

® Limitations:
Power Reserve can only be used in
conjunction with Sorcery. Arion’s
Power Reserve begins at 0 APs: the
energy that Arion absorbs with his
Energy Absorption is added to his
Power Reserve until it reaches its
full capacity of 8 APs. He retains
this energy for 7 APs of time,

® Advantages:
Area Knowledge (Atlantis);
Connection: Atlantis (High); Leader-
ship; Popularity

® Drawbacks:
Authority Figure

® Motivation: Upholding the Good

® Occupation: Lord of Atlantis

® Wealth: 10



The New Gods by Jack Kirby

| originally created the New Gods
for DC Comics as a simple but effec-
tive vehicle that would involve its
characters in the eternal struggle of
Good against Evil. It began as that
— two giant planets, hundreds of
light years from our own solar
system, were continually locked in
an eternal struggle to nullify the
intentions of each to erase the
philosophy which governed the
other.

Apokolips, the clanking, military
machine of a world, was ruled by a
vicious and grasping dictator named
Darkseid, a man almost insanely
driven by an urge to conquer every-
thing within his grasp and to con-
tinue this uncontrollable desire with
all means at hand until there was
nothing in the entire universe which
did notbear his stamp of ownership.

On the other hand, in the path of
this mammoth evil force, the planet
New Genesis orbited peacefully,
bathed in a glow of serene tranquil-
ity and constructive growth. its
leader, Highfather, was an impres-
sive and heroic figure, who with his
adoptive son, Orion, would lead the
opposition to the planet Apokolips.

This was essentially the opening
formula of this opus, which con-
tained its own variety of secondary
characters such as Big Barda, the
young Forever People, and Mister
Miracle, who were also central char-
acters in their own volumes.

Through the ensuing years, these
characters have become an integral
partofthe DCUniverseand continue
toenjoy a huge readership worthy of
their value. There is no doubt that
their success will continue, because
of the innate attraction to readers in
a universal age group. This, of
course, is the key to good story-
telling: it has stature coupled with a
legendary quality which radiates
timelessly in a cosmos inhabited by
us all.

In Greece, civilization flourished
under the guidance of the Gods of
Olympus, the sons and daughters of
the Titans, arace ofbeingsdescended
from the primordial Chaos. After
warring against their parents for con-
trol of the Earth and heavens, the
Gods finally grew tired of battle and
sealed off their home of Olympus
from all outside contact.

Elsewhere in the universe, the fall
of the old Gods created two new
worlds which would eventually give
rise to a race of New Gods. One of the
worlds, a beautiful tropical paradise
named New Genesis, fell under the
rule of Izayathe Inheritor. The other,
a foul, barren cinder christened
Apokolips, became the domain of
mighty Darkseid, the demon avenger.

Among the greatest warriors to
arise in ancient Greece were the leg-
endary Amazons. After abitter strug-
gle with the demigod Heracles and his
followers, Hippolyte, the Amazon
queen,decided that her people would
be better off isolated from the world
of the patriarch, and led the Amazons
to remote Paradise Island, also known
as Themyscira, where they would
remain for the next three thousand
years.

After more than two thousand
years of civilization, Greece fell to the
might of Rome and its heroes, men
like the legendary Golden Gladiator.
Of course, the new empire was not
without its menaces. Blackbriar
Thorn, demon priest of the ancient
Druids, spread terror across the
entire known world until the Roman
legions descended upon him and left
him trapped in a volcanic fissure,
from which he would emerge two
thousand years later.

Eventually, the candle of Rome was
extinguished by marauding barbar-
ians. The fall of the Roman Empire
brought on the Dark Ages, an era of
violence and cruelty. A few hundred
years later, however, a great age of
enlightenment began with the foun-
dation of Camelot, the court of the
legendary King Arthur, where brave
heroes such as Sir Launcelot and Sir
Justin the Shining Knight battled
against the villainy of Mordred and
Morgan LeFay. Around this same
time, the sorceror Merlin came to
power and summoned forth his own
hell-born servant,the Demon Etrigan.

Arthur succeeded in unifying Britain
and establishing its place in the
hierarchy of nations. Later, the heroes
of England would include the outlaw
Robin Hood and his Merry Men, and
the mysterious crusader known as
the Silent Knight.

Of course, the rest of the world was
hardlystatic while England was com-
ing of age. In North America, Arak
Red-Hand, son of Thunder, charted
the destiny of the Quontauka tribe,
while Jon the Viking Prince was lead-
ing the people of Scandinavia to new
conquests. At the same time, a race of
intelligent simians was erecting the
fabled Gorilla Cityin Africa and taking
measures to hide it from the eyes of
man.

Duringthe next few hundredyears,
the Vikings clashed with the English
while the fledgling nations of Europe
began acquiring tremendous resour-
ces of their own. Before long, the
European monarchies became locked
into a protracted squabble over the
land of the “New World” of America
discovered in the late 15th century.
Great men wandered through this
age as well — men like The Black
Pirate Jon Valor and his freedom
fighters, Keith Everett the mysterious
Grim Ghost, and the legendary Cap-
tain Fear of the Carib Indians.

After three hundred years of Euro-
pean domination and exploitation,
the colonies in the New World fought
to gain their independence and the
right to build a nation that celebrated
values of their own choosing. Their
struggle was initiated by patriots like
Thomas Jefferson and Ben Franklin,
but was won by heroes such as the
colorful Miss Liberty, the stoic Toma-
hawk, and daring Dan Hunter. In the
late 18th century, the United States
of America was born.

The United States quickly estab-
lished itself as a land of legends.
Within the first century of its exist-
ence, it gave rise to the Indians Fire-
hair and Scalphunter, Bat Lash the
gambler, Strongbow the scout, El
Diablo the hunter, lawmen Pow Wow
Smith and Johnny Thunder, law
women Cinnamon and Madame .44,
and perhaps the most famous of all,
the legendary Jonah Hex. Hex was a
bounty hunter, gambler, soldier, and
gunfighter, who spent the latter part
of his gunslinging career in the year
2050 AD, where madman Reinhold
Borsten had scooped him up from the
past to participate in a series of
bloody gladiatorial duels.



The Age of Heroes

The end of the 19th century swept
the world into an era of war and an
era of heroes. The First World War
was fought by men like Balloon
Buster Steve Savage, and Hans Von
Hammer, the Enemy Ace; while the
1930s brought about an explosion of
costumed crime fighters.

In New York City, Dr. Richard
Occult allied himself with the myster-
ious Seven against the pawns of the
mystical entity Koth. AsDr. Occult, he
became the first “costumed” hero of
the modern age.

In Keystone City, Midwestern Uni-
versity student Jay Garrick was trans-
formed by a laboratory accident into
the original Flash, the fastest man on
Earth. Orson Welles’ “War of the
Worlds”broadcastinspired Lee Travis
to assume the identity of the Crimson
Avenger in New York City, where he
quickly teamed up with playboy Wes-
ley Dodds, who had christened him-
self the Sandman, in order to battle
the mysterious Phantom of the
World's Fair.

Mere months later, Carter Hall, the
modern reincarnation of Prince
Khufu of ancient Egypt, first donned
his wings to become the original
Hawlaman. New York chemist Rex
Tyler invented the wonder compound
Miraclo, which allowed him to assume
the identity of the original Hourman,
the man of the hour.

In the southwest, engineer Alan
Scottcame into possession of a mysti-
cal Chinese lantern and became
Earth'’s original Green Lantern. Dimin-
utive college student Al Pratttrained
himselfwith the aid of former heavy-
weight champ Joe Morgan, and
became the original Atom.

These heroes were not alone. There
were others: Dollman, Steel the Inde-
structible Man, Johnny Thunder and
his mystical Thunderbolt, the almost
omnipotent Spectre, and the intri-
guing Dr. Fate. In November of 1940,
President Franklin Delano Roosevelt
gathered together a group of heroes
to battle the hordes of Hitler. The
group became known as the legendary
Justice Society of America, and in-
cluded the Flash, Green Lantern,
Hawkman, Dr. Fate, the Atom, and
the Sandman in its ranks.

An explosion of heroes and hero-
ines followed the formation of the
Justice Society. The Black Condor,
Doctor Mid-Nite, the Red Bee, the
Shining Knight, the Human Bomb, Mr.
America, Air Wave, the Tarantula,

Uncle Sam, Manhunter, the Vigilante,
Miss America, the Guardian, Mr. Ter-
rificc Judomaster, Sargon the Sor-
ceror, Amazing Man, Robotman, a
pair of Firebrands, the Phantom Lady,
the Star Spangled Kid, the Whip, the
Jester TNT and Dan the Dyna-Mite,

THE DEMON

® Powers: ‘Mystic Linked
Awareness: 11, Claws; 13, Flame
Project: 13*, Jumping: 3, Precogni-
tion: 30*, Magic Blast: 16, Mind
Probe: 20*, Sorcery: 16

® Skills:
Occultist: 156

® Limitations:
Mind Probe may only be used to
learn what the target has experi-
enced in the past, not what s/he is
thinking.

o Advantages:
Area Knowledge (Hell); Connec-
tion: Hell (High); Iron Nerves

® Drawbacks:
Miscellaneous: Etrigan always
speaks in rhyming verses.

® Alter Ego: Etrigan/Jason Blood

® Motivation: Responsibility of Power

® Occupation: Demon Lord (Rhymer
caste)

THE VIKING PRINCE

® Skills:
Acrobatics: 4, Animal Handling: 5,
Martial Artist: 7, Military Science
(Tracking): 5, Weaponry (Melee). 7

o Advantages:
Area Knowledge (Scandinavia);
Connection: Vikings (High); Iron
Nerves, Leadership; Lightning
Reflexes; Scholar (swordsmanship)

® Equipment:

Sword

[Booy: 6, EV: 5|

® Alter Ego: Prince Jon

® Motivation: Responsibility of Power

® Occupation: Viking

® Wealth: 5

Wildcat, Midnight, Iron Munro, Flying
Fox, Tsunami, Fury, the Huntress,
Neptune Perkins, and many others
were eventually organized into a gi-
gantic fifty member legion known as
the All-Star Squadron, under the lead-
ership of the heroine Liberty Belle.

JONAH HEX

® Skills:
Animal Handling: 10, Charisma: 5,
Martial Artist: 7, Military Science
(Tracking): 7, Weaponry: 11
® Advantages:
Iron Nerves; Lightning Reflexes;
Sharp Eye
® Drawbacks:
Mistrust; Strange Appearance
® Equipment:
Smith & Wesson .38 revolver
[Bopy: 4, EV: 6, Ammo: 6, R#: 2]
Lariat
[S=: 6, Bopy: 5]
Bowie Knife
(Bopy: 6, EV: 3]
® Motivation: Seeking Justice
® Occupation: Bounty Hunter;
Gunslinger
® Wealth: 4

ENEMY ACE

® Skills:
Martial Artist: 7, Vehicles (Air): 12,
Military Science: 6, Weaponry: 8

® Advantages:
Area Knowledge (French country-
side); Connection: German High
Command (High); Iron Nerves;
Sharp Eye

® Drawbacks:
Guilt

o Equipment:

FOKKER DR1 TRIPLANE
(STr: 5,Bopy: 8 EV: 7 Flight: 8 R#: 2]
Pistol

[Bopy: 4, EV: 5, Ammo: 8, R#: 2]

® Alter Ego: Hans Von Hammer; “The
Hammer of Hell”

® Motivation: Responsibility of Power

® Occupation: Aviator

® Wealth: 3
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As in any age, however, there were
plenty of villains to keep the heroes
busy. There were common criminals
and saboteurs such as the notorious
Injustice Society of the World founded
by the Wizard in response to the
Justice Society, and whose members
included the Gambler, the Sports-
master, Shade, the Icicle, the Fiddler,
Harlequin, the original Brain Wave,
Per Degaton, and Solomon Grundy.
More despicable were those fiends
who chose to work directly for the
Axis Powers,such as Baron Blitzkrieg,
the Dragon King, and the hordes of
Axis Amerika. But perhaps the most
deadly menace of the era was Adolph
Hitler himself, who managed to un-
cover the mystical Spear of Destiny, a

Golden Age Heroes
by Roy Thomas

{t was a time both of heroes, and of
ultimate evil.

When World War Il began in
Europein 1939, only such costumed
“mystery-men” as the Crimson
Avenger, the Sandman, and Zatara
the Magician were on hand tocombat
possible Axis sabotage in the United
States.

Yet somehow, as if the War itself
were a bizarre catalytic agent, they
were soon joined by a new breed
which would be called “super
heroes" — beginning with the minis-
cule Doll Man, but swiftly followed
by the likes of Commander Steel and
many another.

Many of these earliest titans —
some superpowered, others not —
joined in spybusting and crimefight-
ing organizations to safeguard
America's shores.

The first of these, in November
1940, was the legendary Justice Soci-
ety of America, without whose valiant
actions the President of the United
States himselfwould have been assas-
sinated during those dark days. The
J.S.A's initial members were the
Flash, Green Lantern,Hawkman,the
Sandman, the Atom, Hourman, the
Spectre, and Dr. Fate. They were
soon joined by the likes of Johnny
Thunder, Dr. Mid-Nite, and Starman.

A second group soon formed: the
Seven Soldiers of Victory, composed
of the Shining Knight, the Crimson

potent arcane artifact which he used
to prevent the heroes of America
from ending the war almost before it
began.

At the same timethat the colorfully
costumed men and women noted
above were protecting America's
shoresfromsaboteurs and Nazi spies,
the real heroes were abroad battling
the forces of Germany and Japan
firsthand. Fighting alongside the
allied forces were the mysterious
Unknown Soldier, the man known as
Gravedigger, the commandos code-
named the Losers, Lt. Jeb Stuart and
his Haunted Tank, the Blackhawk
Janos Prohaska; and perhaps the
greatest soldiers of all, Sgt. Frank
Rock and the men of Easy Company.

Avenger, Wing, the Star-Spangled
Kid, Stripesy, the Vigilante and his
partner Billy Gunn (who was soon
replaced by Stuff, the Chinatown
Kid).

In the aftermath of PeariHarborin
December 1941, virtually allof Amer-
ica'scostumedheroes, including the
J.S.A.andthe S.S.V., becamecharter
members of the wartime All-Star
Squadron by special request of Pres-
ident Roosevelt himself. They oper-
ated the rest of the war from the
Perisphere in Queens, New York.

Before long, however, the living
embodiment of American spirit,
UncleSam, led asplintergroup con-
sisting of the Black Condor, the
Phantom Lady, and several others to
Washington D.C., where they oper-
ated separately as the Freedom
Fighters.

In early 1942, within the Squadron,
a secondary group was formed by
such youths as “Iron” Munro, Fury,
Dan the Dyna-Mite, Flying Fox, Nep-
tune Perkins, and the Nisei girl
Tsunami. These teens, called the
Young All-Stars, soon displayed a
heroic caliber to rival their elders.

Though the most powerful of the
heroes were generally kept out of
enemy-held territory by certain
occult powers wielded by Hitlerand
the mysterious Dragon King, the
heroes of the All-Star Squadron pro-
tected America from saboteurs and
Axis agents such as Baron Blitzkrieg
and Ubermensch for the duration of
the war.

As World War Il came to a vic-
torious close for the Allies, the heroes
began to vanish. First, the Law's
Legionnaires (sometimes known as
the Seven Soldiers of Victory), were
dispersed through time while battling
the potent Nebula Man. In the early
1950s, the hero community was dealt
one of its greatest blows when the
members of the Justice Society of
America were brought before the
House Un-American Activities Com-
mittee under suspicion of aiding
enemyspies. Ratherthanreveal their
true identities to the world, the
JSAers chose to retire and return to
civilian life.

While the greatest of Earth’s Golden
Age heroes were retiring, however,
one of the greatest of its second
generation was just arriving. In the
late 1950s, the renowned scientist
Professor Erdel accidentally scooped
up the warrior J'onn J'onzz from the
sands of Mars and teleported him to
Earth, where he secretly battled injus-
tice in the guise of the Martian
Manhunter.

Within the next three decades, new
heroesbegan to appear almost as sud-
denly as the old had vanished, begin-
ning with perhaps the two greatest
heroes of all time.

In the town of Smallville, Jonathan
and Martha Kent adopted an infant
they discovered in the wreckage of an
alien spacecraft which crashed near
their home. The infant Kal-El was the
last son of the planet Krypton, which
exploded in a geological catastrophe.
Kal-El was rocketed to Earth just
before the explosion by his parents,
Jor-El and Lara, who hoped to save
his life. Kal-El was given the name
Clark Kent and would grow up to
become Superman, the never-yielding
warrior for truth, justice, and the
American way.

At the same time, in Gotham City,
the life of young Bruce Wayne was
shattered by two bullets that ended
the lives of his parents. Bitter and
energetic, the boy spent years shar-
pening his mind and body to a keen
edge, which he used to wage an all-
out war on the lot of cowardly,
superstitious street criminals, giving
birth to the legend of Batman.

The emergence of Superman and
Batman began the Silver Age of
heroes.In Central City, policescientist
Barry Allen was doused with chem-
icals which gave him amazing speed.
Out of repect to his predecessors, he
became the new Flash, the fastest
man alive. In a remote lighthouse, an



Atlantean-human hybrid wasbornin
the form of Arthur Curry, who later
became Aquaman, king of the seven
seas. In Ivy Town, physicist Ray
Palmer discovered the secret of size
and weight control. He used his
unique abilities to combat evil as the
second Atom. In Coast City, test pilot
Hal Jordan was given a Power Ring
and battery by the dying Abin Sur,
becoming the Green Lantern Corps’
first Terran recruit. There were many
more: Oliver Queen becamethe Green
Arrow, aliens Katar and Shayera Hol
re-established the presence of Hawk-
man and Hawkwoman, Dr. Will Mag-
nus built the Metal Men, Ralph Dibny
became the Elongated Man, the ele-
ment man Metamorpho was born,
and the original Doom Patrol was
founded.

Soon, the second generation of
heroes followed in the footsteps of
their predecessors and formed their
own heroteam. The Justice League of
America was born when the Martian
Manhunter, Green Lantern Hal Jor-
dan, the second Black Canary, Aqua-
man, and the Flash joined together to
repel an invasion of Earth by the
bizarre alien Appelexians. Before it
was finally disbanded, the J.L.A.
would boast almost twenty members.

It was not long until the heroes'’
junior partners formed a “junior
Justice League” of theirown,the Teen
Titans. The Titans, founded by Robin,
Kid Flash, Speedy, Wonder Girl, and
Aqualad, continued to evolve and
grow over the years. Bythe end of the
decade, thegroup dropped the“Teen”
from their title, and boasted several
new Titans: Changeling, Raven, Cy-
borg, Jericho, Kole, Starfireand young
Danny Chase.

The fact that a second “age of
heroes” was underway was signalled
in spades by the arrival of two more
important members of the super-
human community.

In Boston, Princess Diana became
the first Amazon in over three thou-
sand years to enter into the “Man’s
World.” Dubbed Wonder Woman by
the American press, Diana has since
decided to remain in America to
spread her message of peace and
hope.

In San Francisco, young Billy Bat-
son was drawn into an abandoned
subway tunnel, where he was given
powers far beyond the mortal ken by
the ancient wizard Shazam. As Cap-
tain Marvel, Billy has since become
the world’s mightiest mortal.

Acrobatics; 5, Charisma: 8, Thief: 7,
Gadgetry: 7,Occultist: 8,Scientist; 7,
Weaponry: 8

® Advantages:
Connections: Adolf Hitler (Low),
Imperral Japan (High); Leadership;
Lightning Reflexes

® Drawbacks:
Authority Figure; Secret Identity

® Equipment:

The Holy Grail

[Bopy: 40, SpiriT; 40, Control: 30]
Limitation: Control has a range of
20 APs, and only affects Characters
with Mystical Powers, Mystically
Linked Powers, or Attack Vulner-
abilities to magic.

® Alter Ego: Unknown

® Motivation: Power Lust

® Occupation: Japanese Agent

® Wealth:8

“Take Ten”
by Robert Kahniger

| created, wrote, and was the editor
of Sergeant Rock from his first ap-
pearancein“The Rock and the Wall”
in Our Army At War #83, in 1959. |
neverconsulted or collaborated with
anyone, from illustrator to publisher.
If 1 had, Enemy Ace would have been
rejected. (What? — A German shoot-
ing down American, French and
British pilots! — Never/)

| chose Joe Kubert to illustrate
that first Rock. | only write wholly
finished scripts. Our relationship on
Rock lasted thirteen years of month-
lies, specials, and covers. Kubert
undoubtedly is the definitive artist
on Rock, Enemy Ace, as well as the
Viking Prince.

Rock and Easy Company were in
continuous publication for almost
thirty years, five times longer than
World War || itself. Rock is con-
sidered the quintessential American
sergeant. I've picked up copies of
Rock in England, France, Italy,
Spain, Holland, and Finland. Reader
mail has come in from Manhattan to
Manila.

Inmorethanthree hundred scripts
| made Rock as real and as authentic
as | could. He had no super powers.
Scratch him, and he bled. He was
tired, hungry, thirsty, battered. But
he concealed his fears and always
led his men forward. He was “the

® Powers:
Heat Vision; 4, Power Reserve: 8

® Skills:
Charisma: 9, Military Science: 8,
Vehicles: 6, Weaponry: 6

® Limitations:
Power Reserve can be used to
augment Heat Vision and Str.

® Advantages:
Connection: Nazi Germany (High);
Connoisseur; Leadership

® Drawbacks:
Catastrophic Irrational Fear of
being blinded; Strange Appearance

® Alter Ego: Unknown

® Motivation: Power Lust

® Occupation: Nazi Saboteur

® Wealth: 11

sergeant generals would like to be"
— he was "“the Rock of Easy.” | made
it quite clear, years ago, that because
of the continuous combat they were
in, neither Rock nor Easy would
survive the war.

Rock has always existed outside
the DC Universe. As | conceived and
wrote about him, Rock lived, fought,
and died in real time — just as his
father had before him, buried in a
militarycemeteryin France. The epic
tales of “The LastDays of Easy” and
“End of a Rock” are firm in mind.

I had no control over other editors
using Rock to attract attention to
their characters. Theircomics’ char-
acters have no more credibility in
teaming up with Rock’s gritty realism
than Mickey Mouse would have with
General Patton.

How real and pertinent is Rock?
From“Charlle Company,” What Viet-
nam DId To Us, by Peter Goldman
and Tony Fuller, William Morrow
and Company Inc., New York:
“Omega Harris was worried about
his men too. It was why they called
him Sergeant Rock, not justbecause
he was good with an 81 mm mortar,
but because he was concerned about
getting them home alive.”

Editor Mike Gold wrote that Rock
was one of the mostenduring comics
creations of all time . . . “he repre-
sents our most noble efforts under
extreme duress.”

Ten’s Over — Move Out! 1



by Mike Gold

Legends

Superman, Batman, Wonder
Woman, the Justice League of
America ... there is a certain
majesty to the DC Universe. These
are not simple heroes we're talking
about: these are legends.

There is areason why these char-
acters have survived for five decades
and are known the world over. Tales
of mere heroism are not sufficient
for the long run. In order to endure,
we must chronicle the adventures of
gods.

But gods survive only as long as
people remember them. Characters
created before the second World
War must adapt to changing times.
In 1938, Superman was less likely to
perceive a correlation between the
natural destruction of his home
planet Krypton and the ecological
oblivion faced by his adopted planet
Earth. Fifty years later, the Man of
Steel must be deeply concerned by
the similarities.

Superman, as the ultimate hero,
has the attributes of a god. Wonder
Woman is the prodigy of gods. And
Batmanis Plutoon Earth —a Dracula
who lusts after the blood of evil.

We are not simply in the story-
telling business — we are in the
myth-making business. Given our
need to establish and maintain a
strong continuity, each story is part
of a chain reaction, just as each
starts its own chain reaction. Our
sagas become myths.

In recent years, the DC Universe
has solidified not solely because of
its adherence to an established con-
tinuity, but becauseitsresidentsare,
at last, being perceived as the
legends they are.

The Age of Crises

As the years drew on, more and
more superhuman defenders of the
truth sprang up all across the globe.
But what is a hero without a crisisto
test his or her mettle? During the fmal
decades of the 20th century, the
heroes of Earth were provided with
plenty of challenges.

First, there was the greatest Crisis
of them all. At the time that the Anti-
Matter Universe was created, two
nearly omnipotent beings were born:
the Monitor on a moon of Oa, and the
Anti-Monitor on Qward, the planet
located at the center of the Anti-
Matter Universe. Throughout the his-
tory of the two Universes, these two
beings were forever locked in bitter
struggle. Toward the end of the 20th
century, the Anti-Monitor was awak-
ened after a long period of dormancy,
and promptly redoubled his efforts to
destroy the Positive Matter Universe
and his good-hearted counterpart.
The ensuing battles lastedfor months
and took the lives of the second Flash,
Kole, Aquagirl, the first Dove, Prince
Ra-Man, and the Immortal Man,
though the Universe survived intact.

Perhaps the worst part of the Crisis,
however, was that it caused certain
emanations on the mystical planes
which allowed the villainous Brujeria,
a mad cult of nihilists, to put into
motion a maniacal scheme to destroy
the entirety of creation. After travel-
ing across the United States at the
behest of the mysterious John Con-
stantine in order to witness the nature
of evil first hand, the Swamp Thing,
Earth’s elemental guardian, success-
fully diffused the evil of the Bryjeria.
Eventually, however, the climactic
fmal battle of the so-called American
Gothic Saga, a huge assault on the
realms of Heaven and Hell themselves,
swept the demon Etrigan, the Spectre,
the Phantom Stranger, Doctor Fate,
and Deadman into the fray, and took
the lives of the magician Zatara and
Sargon the Sorceror.

The Crisisalso prompted the elderly
Guardians of the Universe and their
estranged mates the Zamarons to
depart their home on Oa for realms
unknown. In their absence, the Guard-
ians gave the members of their Green
Lantern Corps leave to operate as
they themselves saw fit, prompting
seven Green Lanterns to settle on
Earth.

Less than a year later came Dark-
seid’s attempt to rob the Earth of its

heroic “legends.” During the cam-
paign, Darkseid tried to turn the
people of Earth against their heroes
in order to pave the way for a grand
invasion; but his scheme failed when
Earth’s defenders uncovered the true
identity of the charlatan G. Gordon
Godfrey and sent his warriors back to
Apokolips. During these months of
tyranny, the Justice League of Amer-
ica was shattered forever when two
of its members were killed by the
insidious Professor Ivo. A few weeks
later, however, a new Justice League
arose from the ashes of the old.

In the wake of these tragedies, the
people of Earth were finally given
some good news. A short time after
their departure, one of the Guardians
of the Universe and his Zamaron
mate returned to bring a message to
Earth. Herupa Hando Hu and Nadia
Safir claimed that they had deter-
mined that Earth was eventually to
become the birthplace of the cosmos’
next immortal race. The pair selected
ten humans, known as the Chosen, to
carry the genetic seeds of future glory.
After the Guardian’s announcement,
however, the android Manhunters,
the malfunctioningrobotservants con-
structed by the Guardians many mil-
lennia past, caught wind of the pro-
phecy and launched an all-out cam-
paign to destroy the Chosen in order
to thwart the goals of their former
masters. After along,drawn out battle
involving nearly every superhuman
on the planet, the Manhunters were
finally driven off the Earth. Seven of
the Chosen, now dubbed the New
Guardians, survived to pursue their
unique destiny.

After only a few months rest, the
heroes of Earth wereforced todefend
their planet against a massive alien
invasion led by the cruel Dominators,
who were bent on subjugating the
planet before the humans were cap-
able of plying the spacelanes and
carving out an interstellar empire of
their own.

The invaders were repelled by the
change in allegiance of the planet
Daxam,whoseinhabitants discovered
that theypossessed nearly Kryptonian-
level powers in Earth’s atmosphere.
The last-minute detonation of a
“gene-bomb” in the atmosphere by a
rogue Dominator nearly wiped out all
Earth’s heroes, but a rescue team led
by J’Onn J’'Onzz managed to infiltrate
the Dominion and bring out a cure for
Earth’s ailing heroes.

In the wake of the invasion, Justice
League International formed a per-



manent European branch, and seven
victims of the Domnator’s experi-
ments united to become the Blasters.
In outer space, Coluan native Vril
Dox saw the need for a new galactic
peacekeepingforce following the des-
truction of the Green Lantern Corps
and gathered together a group of
alien heroes who would patrol the
spaceways as the L.EG.IL.O.N.
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® Powers:
Bomb: 10, Chameleon: 12, Skin
Armor: 5

® Skills:
Detective: 9, Gadgetry: 11, Martial
Artist: 8,Scientist: 10, Weaponry: 8

® Limitations:
Bomb Power represents a self
destruct mechanism: when a Man-
hunter’s Current Booy Condition
reaches 0, the Bomb Power auto-
matically detonates the android.

o Advantages:
Iron Nerves; Lightning Reflexes;
Omni-Connection

® Drawbacks:
Catastrophic Irrational Attraction
to destroying the Guardians of the
Universe and their worls; Forced
Exile

® Equipment:

Power Baton

[Bopy: 7, Energy Blast: 13]

® Motivation: Power Lust

® Occupation: Androids
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The Crisis Characters
THE ANTI-MONITOR

-

Energy Blast: 30, Growth: 10, Omni-
Power: 25, Sealed Systems: 35

® SKkills:
Gadgetry: 26, Scientist: 26

® Advantages: .
Connection: Qward (High); Genius

® Drawbacks:
Catastrophic Irrational Attraction
to destroying the Positive Matter
Universe; Minor Rage; Strange
Appearance

® Equipment:

CONTAINMENT SUIT

[BODY: 30, Energy Absorption: 30]

® Motivation: Nihilist

® Occupation: Lord of the anti-mat-
ter universe

® Wealth: 40

THE MONITOR

® Powers:
Energy Blast: 30, Omni-Power: 25,
Sealed Systems: 30

® Skills:
Charisma: 20, Gadgetry: 28,
Scientist: 28

® Advantages:
Genius; Scholar (history, meta-
physics)

® Motivation: Responsibility of Power

® Occupation: Monitor

® Wealth: 30

HARBINGER

e

® Powers:
Energy Blast: 20, Flight: 20, Split: 20
® Skills:
Artist (Writer): 8, Charisma: 10,
Gadgetry: 9

® Advantages:
Connections: The Monitor (High),
Scholar (history)
® Alter Ego: Lyla
® Motivation: Upholding the Good
® Occupation: Historian
® Wealth: 10

PARIAH

® Powers:
Danger Sense: 60, Dimension
Travel: 20, Invulnerability: 25,
Teleportation: 65

® Skills:
Gadgetry: 16, Scientist: 18

® Limitations:
Danger Sense will only detect
cosmic calamities: if Pariah gains
positive RAPs on a Danger Sense
Action Check, heis instantly trans-
ported to the scene of the disaster;
Dimension Travel and Teleporta-
tion may not be used in any other
fashion.

® Advantages:
Genius; Sharp Eye

® Drawbacks:
Guilt

® Alter Ego: Kell

® Motivation: Unwanted Power

® Occupation: Scientist

® Wealth: 0

_LADY QUARK

® Powers:
Energy Absorption: 12, Energy
Blast: 18, Flash: 8, Flight: 12
® Skills:
Martial Artist: 11, Weaponry: 7
® Advantages:
Leadership
® Drawbacks:
Forced Exile; Minor Rage
® Alter Ego: Tashana
® Motivation: Responsibility of Power
® Occupation: Former Queen
® Wealth: 0

The Future and Beyond

The DCUniverse continues to thrive
well beyond the 20th century. Just
after the beginning of the twenty-
first, seven nations will rise to the
status of superpower and global ten-
sions will escalate into a massive
nuclear onslaught. In the years that
follow the turmoil, rich robber barons
willdivide up the land amongst them-
selves and establish a new order,
forcing the common people to once
again fight for their freedom, a strug-
gle in which the famous gunfighter,
Jonah Hex, snatched from the past by
oneofthe power barons, will continue
to make his reputation.

As the years go on, heroes will
continue to spring forth to Earth's
defense: Chris KL-99, the Star Rovers,
Star Hawkins, Omac the One Man
Army Corps, Tommy Tomorrow and
the Planeteers, and the semi-obliga-
tory Space Ranger.

In the 30th century after a millen-
nium of peace, a group of youngsters
from habitable worlds almost too num-
erous to count will form perhaps the
greatest grouping of heroes ever: the
legendary Legion of Super-Heroes.
Heroes like Brainiac 5, Lightning Lass,
Sensor Girl, Timber Wolf, Polar Boy,
Cosmic Boy, Blok, Chameleon Boy,
and Tellus will struggle against the
likes of the Khunds, Universo, Star-
finger, the Fatal Five, League of Super-
Assassins, and theever-present Dark-
seid. Joining the Legion in their strug-
gles for justice will be the astounding
Champions of Lallor and the cosmic
Wanderers.

Eventually, however, it seems that
Earth’s heroes will gradually disap-
pear. By the time of the 58th century,
Earth’s leaders, the so-called Solar
Council, will begin summoning famous
heroes from the past to help them
wage their wars. What will come of
the Guardians’ prophecy selecting
mankind asthe nextimmortalracein
the cosmos remains to be seen.

At the end of time, the Earth will
have become a vast wasteland. The
fate of mankind is unknown, but
waiting patiently in this era is the
Time Trapper, who will meet his
destiny at the hands of the Infinite
Man, a confrontation that will start
the cycle of the universe all over
again. Thus, even the end of the DC
Universe is only the beginning.
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A good role-playing adventure, like
a good story, needs an interesting
setting. Fortunately, the DC Universe
comes already equipped with a num-
ber of suitable locales. An alphabetical
listing of some of the planets, cities,
and places that have woventheir way
in and out of the DC comics over the
past fifty years is provided below.

Time for a cheap plug! There is not
nearly enough room to fully cover all
of these areas in full detail. More
detailed entries for most of the major
areas can be found in the various DC
Heroes Role-Playing Game Source-
books available separately. See your
localgamingstorefor details on what
is available.

Apokolips

Apokolipsisthedismal home ofthe
New God Darkseid, the demon aven-
ger. It was created by the destruction
ofthe Old Gods at the same time New
Genesis, the domain of Highfather
Izaya came into being. Apokolips and
New Genesis are virtually the only
habitable planets in their section of
the universe, and can only be reached
through extreme measures, such as
the Boom Tube.

Apokolips is an unclean world
speckled by huge grey houses and
machinery. The vast majority of its
inhabitants blindly acknowledge Dark-
seid as their sovereign. If he so desires,
Darkseid can blanket all of Apokolips
under a huge cloaking device that
hides the planet from the eyes of all
but the most determined travelers,
though he rarely bothers, because no
one is foolish enough to travel to
Apokolips willingly.

Some of Apokolips’ more notable
locations include:

CrH AP T ER T W O

Armagetto: Armagetto is a mas-
sive shanty town/labor camp. Here,
Darkseid’s slaves, known as the Hun-
ger Dogs, endlessly toil away to keep
up the flow of fuel to the vast Energy
Pits. Located several hundred miles
away, the Pits provide the planet with
a nearly endless supply of energy.
Every now and then, a group of Hun-
ger Dogs will rebel and cause a tem-
porary planet-wide emergency.

Granny Goodness’ Happiness Home:
The Happiness Home is a sort of
orphanagein whichthose youngsters
that display the necessary potential
to become one ofDarkseid’s dreaded
Dog Soldiers are forcibly enrolled.
There they are tortured and trained
in combat by Granny Goodness and
her lackeys. Mister Miracle of Justice
League International grew up here,
but managed to escape to Earth.

The Tower of Rage: The tower is
Darkseid’s personal fortress. Located
several hundred miles away from
Armagetto, the Tower of Rage features
a nearly impenetrable network of
defense systems and intruder alarms.
It is said that those who enter the
Tower of Rage never return. Outside
the toweris a giantstone sculpture of
Darkseid himself.

In addition to Darkseid and Granny
Goodness, other inhabitants of Apoko-
lipsinclude the Female Furies, Mantis,
the Deep Six, DeSaad, Kalibak, Virmin
Vundabar, and Kanto the assassin.

Superman was forcibly abducted
to Apokolips during Darkseid’s cam-
paign to rob the Earth of its legends.
The planet was most recently visited
by the members of Justice League
International, when they travelled to
Apokolips in pursuit of their enemy

Manga Khan who had abducted their
teammate Mister Miracle.

Atlantis

The sunken continent of Atlantis is
located in the North Atlantic Ocean,
approximately 7,000 feet beneath the
surface. Atlantis is the first place on
Earth where civilization took root
and eventually flourished.

While it was still above sea level,
Atlantis wasoriginallya strong center
of magic. When society was first
founded upon its shores, Atlantiswas
governed by a body of mad sorcerors,
who became engaged in a long strug-
gle with the followers of science.
Though the two groups were deter-
mined to destroy each other, they
managed, at times, to cooperate for
brief ventures that would benefit all,
Around 50,000 B.C,, for example, the
Atlanteansbuilt a magically-powered
interplanetary exploration vehicle
which ran scientific tests upon all of
Earth’s neighboring planets and sent
the results back to Atlantis.

As the war between science and
magic continued, there eventually
came asorceror known as Arion, who
decided to use the power of magic
toward good ends. Arion finally man-
aged to put an end to the struggle
that rocked his people, but not before
a great many of the Atlanteans had
fled thecontinentforthe extradimen-
sional world of Skartaris. Twenty-five
years later, Arion stood alone to
oppose a colossal alien invasion of the
Earth.He succeeded in driving off the
aliens, but not before tragedy had
struck, sinking Atlantis beneath the
surface of the sea.

Two of the Atlantean cities, Tritonis
and Poseidonis, survived the catas-
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1. Evergreen City
2. Seattle

3. Star City

4. Coast City

5. San Francisco
6. Los Angeles

7. Mesa City

8. Phoenix

9. Challengers’ Mountain
10. Littlevllle

11. Denver

12. Middleton

13. Rocky City

14. Las Vegas

15. Minneapolis/St. Paul
16. Blue Valley

17. Pittsdale

18. Waymore

19. Smalivlile

20. Kansas City
21. Quad Cl