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GURPS Ultra-Tech
GURPS Ultra-Tech is a sourcebook for science-fiction

technology, from the 21st century to the farthest reaches of
the future. From the vacuum of interstellar space to the mur­
derous intrigue of the court of lhe Galactic Empire, to the
lowest dives of the asteroids, an adventurer is no better than
his gear. GURPS Uftra-Tech, Second Editioll, Revised has
been reorganized for case of use - equipment is now sorted
by type, nOI by Tech Level.

GURPS Bio-Tech
Introducing the technology of the next century: biotech!

Upgrade your old body with steroids and smart drugs.
InInSplanl'l nnd viral nano , .. or just get a new one. Maybe you
don', think being human is so greut? The technology's changing
fast, but you'll have loL'; of time to get used to it - death is a
temporM)' inconvenience with cryonics, cloning and brainlHpes.

Welcome to the post human :Ige. Have you upgraded your
genetics this year?

GURPS Myth
Explore the world of the Fallen Lords and SoulbJighter in

this adaplation of the best-selling Myth computer games!
lfhis sourcebook lakes you beyond the banlefields of Myt".

exploring the culture and psychology of the game's fascinating
I1lces, neshing out the nature of the seuing, and expanding lhe
adventuring potential of this exciting fantasy realm.

GURPS Psionics
Spies nnd police who can read YOllr thoughts. New Age

mysticism merged with ullra-technology. Psychic vampires.
Mass minds of terrible power. Telepathic computers. Gifted
children killed or kidnapped by II. power-mad govemmenl.
This is the world of GURPS P$io"ic.~.

Psionics is the ultimate sourcebook for psi powers. It
includes a complete world background - and the GM can use
it as II resource for campaigns in <lilY background.

GURPS Villains
The hero may be the star of his story. but it takes a prize

villain to bring out the best in him! GURPS Villains is a
compil:ltlon of dastardly foes fTOm all ages, genres, and
backgrounds. Crackpot spy·movie rnastcnninds, backstubbing
patricians. grim uuuclld overlords. hard-bitten crime bosses ...
they're all here! Each villain is described both biographically
and in game terms, and is accompanied by "biL<;" like fiendish
plots, evil henchmen. devious deathlraps. and secret strongholds.
GURPS Villa;ns also includes a OM's guide to dramatic villuin
design and use. After all, everybody loves a "good" bad guy!CDw
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ABOUT THE AUTHOR
I.oyd IIlankn1Ship li\~ ill Au.st:ill. TX

w;lh his wife Whilney Dnd his lhm: ealS
Dar)'l. Ben. anti Pippin. In ;otIdilion 10 the
oCeUiUnli1 writing slinl. BIDnkcnship
works as a fl'1.'t:ll1tlee pr"lllnl1ll11cr. IIICkling
cverylhinG ffom Uni~ de~ice dri,·us III
11l1111;l1lcdia wund and gr~phicsprodUCI;on,

PAGE REFERENCES
.sc.: GURPS ComjWruJium I, p. 181. for

a lisl of .bbrc~ialions(~GURPS Iitl(s.~
for rhe 11>1$ m;mt lisl. ~1$il our Websirc al
"'WW..sJI:UnI5com1gurpsll1bhre\·",hlml.

Rule.s ;",<1 stalislies in this book Dre
spccificl1lty ror the GUill'S II/m'c Srf.
Tl1ird GU;/;"",. Revised. Any palle rder­
ellCe IhDI begins wilh II II refers 10 lhe
GURI'S Basir Sri _ c.g.. p. 0102 mc'ans
p. 102 of the GUill'S Batir SCI. Third
Edilion. Re_iscd.

I
., ABOUT GURPS

NIRODUCII0N r"~':':~'::':':'~~s':;;~~~~:
addn:M is SJ Gam6. 1kI1 18951. AlUtin.
TX 711760. Plcuc include asclr-~
,;l~mpcd en,-elope (SASE) any time yOll
wrile us! Raou",~s IKlW available include:

p}'rlln",t (...ww.~j~am<'S.rom/p}'r:lmldl.
Our onli"" I1lagHinc inchldcs new rules
an<J ankles rOf GURJ'S. II also CoVerS lilt:
hobby's 1"1l games - Ad"IJllud /JungwIlS
'" Ihog,HlI, Trol'eller, \\'",Id 0/
Oarknlt:J$. Call ,,/ C,hu/hll, Shad"",""".
<lnlI m:lny more - ::Ind 01...... Sieve JxkJ<l.
G"mn re!c;!5eS like In Nomine, , ....11·0.
ell, WltrJ. TtHllI, Orrr. and more. And
Pyrptf/id )ut>scribcrs also haH' :uxns 10
pb)1cS1 files onli"". In '" (and rommenl
on) new boelks hr:fOfC' lhc:y're rc:Ic:lSCd.

N..... sU/lplemnl/i ,,,,<1 ",h·,nlurn.
GUN/'S continues co grow. and wc'll he
hafllJY (0 lei you know what's new. A cur·
rem camlul; Ii avaibbk ror an SASE. Or
..-heel; Oul our Weh Sile (belo"').

Errata. Everyone mat .... mistahs.
including us - but we do ou, besllO fix ou,
enolS. Up-Io-dalc crr3U shuts for III
GURI'S ,dc<lSeS. including lhis boot. :In

alWOl)'s IVlIilablc from SJ Gaml'S; boo sure
10 indude a.n SASE ..·jlb you, 1nll.lCSl. Or
downlo..d lhcm from lhe Web - oee boolow.

Q&A. Wc do our besl co InSwer any
game qllC.<lioo accompanied by an SASE.

G{/",~r i"l'lII. We ~alll" your conllnenlS.
We will consider Ihelll nO! only for lIeW
produelS. hUI also when we updale Ihis
book 011 bier prinlinp!

Imul1~l. Visil us on lhe World Wide
Web al ..'..-..·osjgames.rom for :m onll""
C:llaq. CmMa. updalQl. and hundreds "f
pages of illfotn13Uon.. We al,..h,.\"c confer_
cncrli ... Compusco'c and AOL GURI'S
has ils "wn Usene. group. 100:

rec.J;a~.frp.~ulJlS.

GUlU'Sn~/. Much of lhe online diSl,:lI._'
,ion of GUill'S happens on lhi.• c·maillis!.
To join. llend mail to majordol11o@io.eom
wilh ","hSl,:ribe GURI'SncI·L" in the l1ody.
Or poinl ~'OIlr World Wide Weh hrowscr 10
l;urpsncl..s.il:l'mes.roml.

The GURI'S SUPUI Weh pagc is ,11

.....-wosjJ:llmes..romlgu~~rs.

SUPER SUPPORT

Evcryone waills to be a hero. Whether it's walching Christopher Reeve zoom
through the :lir in red :lnd bluc tights. listcning to Orson Welles' mysterious voice
inlOfling "Only the Shadow knOws .. :'. or marveling :II the pen of Fmnk Miller
while clutching a nashlight beneath the covers. we all have dn:ilmcd of becoming
largcr-than-lifc.juSl :I little bit different from ordinary men.

A super stands out from the I1mks of mere mor1.3.ls. He is capable of feats
beyond imagining - c"cn his problems tmnscend those of the mundane world. If he
chooses 10 us.,: his powers for good. he is n.:vered ;~~ a hero by some. reviled as a
vigil;mte by others. His cvcry move will be chronicled by ;m overeager press. ready
10 make sensalional hemlline.~ oul of his :ldventures. Ifhe uses his Jlowers for evil.
he will be univcn;all)' despiscd and h:lted. ;Ind will becomc a target for every boun­
ty hunter. gO\"l~nllnent agency. police forcc. and hem group in Ihe world.

Either way. he's a marked lIl:ln.
When I started working on GUHPS Sllpt'tT, I was concerned th:lt the inher­

cnl realism of the GUHPS system would 001 lend ilSClf to the "comic book"
gcnre well. My wOfl'ies pm\"l~d to be unfounded -Ihe realism thai is Ihe he-.m of
the GURPS sySlem provided a perfe<:t frdlllewor!; to build on. 'nle result is the
firl1t "super" rolepl:lying g:lme in which the characters arc more than combat
machines and lists of powers.

When you design a GURI'S super, you can delermine his per.wnality. his
background :md the world he exists in. not just how lIIany dice d:lmage he
can do. GURPS Supers puts the third dimension - reillism - into Ihc two­
dimcnsional world of comics.

So don your po.....ered armor. sharpen your claws. unfurl your cape. and gel
ready lotakc off into the world of the comics-the world ofGURPS Supen!

- wj'tl 8Itl/lkel/.~hip

Although Ihis book is nil anyone needs for super-]Xlwered roleplaying. we do
have a number of supplements that will:Kid an CXtnl dimension 10 Supe",' camp:ligns.

GURPS Ill/erl/atiotlol SUPl'r Teams presents in det,lilthe exciling alternate
world of inlernationill heroes and villains that is introduced on pp. 94- 107 of
this book. GURPS I.S.T. can be used as a complete world hislOf)' and back­
ground_ or elements of it can be dropped into any campaign world.

CURl'S Wild Cards :md Aces Abruad bring George R.R. Martin'S gritty
world of the Wild Card \'irus 10 SlIpl!rs. Wild Curds details the hi.~tory lmd
background of Ihe world. including compktc stnl.~ and dcscriptions for all the
major charaClers. Ace.~ tlhroml sends a group of heroes on a globetrol1ing
adventure spanning fivc cominellls. The super-agents visit Peru. Ireland. South
Africa. Bali. and AustrJlia. whcre the final sccne takes place in the mysterious.
aboriginal Dreamtime.

GURPS SlIpetT Adl'elltllrts presents four high-powcred S(..-enanos that can
each be nll1 in one or two gillJlC sessions. The inle~ aclion occurs in e;'ll;otic
locales from the edge of the solar syslcm 10 Ihc OOllom of the OI.:Clll1.

GURPS Mixed DOllblts oITers statistics and backgrounds for 23 pairs of
superheroes :md villains (ami some in-betwcens). Some of the p:lirs Illive obvi­
ous cOllnccliollS. while the members of othcrs aren't even aware uf their part­
ner's exislence.
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CHARACTfR COHCEPTIOH

a E51GNING A SUPERS
, CHARACTER 15 FUN

... AND A
CHALlENGE FOR A

PLAYER OR GM, DUE TO
THE NEAR:·INFINITE PALETTE OF I~_"",,~~~
ADVANTAGES, DISADVANTAGES. II
AND SUPER-POWERS FROM
WHICH HE CAN DRAW. A Lime
CARE AND FORETHOUGHT CAN
HELP MAKE THE JOB EASIER.

FIRST. CONSIDER THE
GENERAL AREA IN WHICH THE
SUPER'S POWERS OPERATE. 15
HE A BRICK? A BLASTER 7 AN
ELEMENTAU5T ? DECIDE ON A
CENTRAL FOCUS FOR HIS
ABILITIES. A SCATTERSHOT WHO
CAN DO 20 DIFFERENT,
lJ>lRELATED THINGS STRETCHES
EVERYONE'5 SUSPENSION OF
DISBELIEF ("LET'S SEE, YOU
WERE HIT WITH A RADIOACTIVE
TRAMPOLINE AND CAN NOW
BOUNCE. flY, 5llNGFIREAND
LIGHTNING, SURVIVE IN A VACUUM,
AND CONTROL PLANTS ... ").
SEE THE POWER GROUPS
SIDEBAR ON P. 14 FOR IDEAS.

CHARACT£R5 !
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~ number (If point~ :l\'ailable 10 creale a charat:lel ilo ~<.'I by Ih" pt'\lcr
len:1 of Ihe camp:lign. If Ihe G!\I il> running a "re:llislic" c,ll1llmign b., ...."'tI un 250
char:lclcr poinls. Iher<: i~ no poinl in trying 10 uCloign :I ~uper-"rollg. !lying hero
who \:,11) ,hrug orr bullels Olnd ues[roy builJillgs with laser bl',llll~ from hi, eye.'
- [here won't he ellough poinb. Thi~ \:ampaigl\ ......eK.. to l'el1<:I:I wh.1l would hap­
pi'n if ...upo<:r~ exisled in Ihe "real world:'

BUI al a higher. "four-color" power kH~L ;llIything goes! A GIIllp.1il;n \Iilh
starting char.lClel"> ;I[ 500. 750. or <.'\'I:n I.OOti poim~ can h:1\e mi1!hl} h:lule,
wilh heroes who can Ihrow cars and shrug uff b.'7.(lO~a bl:I,I:>.

The ;IOU\'C poinllutals arc I'Xdlf.~il·t' of ally Unusual Background 1:0:-1\ (~c<:

below). So. if Ihere is;l 200-poill[ Unusual Hnckgroull(lll~se~~<:d10 hl: a '111"1<.'1'.
Ihen -150 or 500 IXJillls is Ihe "realiSlic" Iel'd. :Illd 750 or I.()OO pnilll~ i- "four­
l.'Olor:·

In all cases. ,uper char.tCters should be allowed a [nlal of !Oil poin", of di~­

:Idl·anlages. r..[her Ihan [he nonnal -10.
For more uel:lils on Ihe differem campaign Iypes. ~ee Ch:lplcr 6.

UNUSUAL BA(KGROUND
The Unusual Background adl'Olnlage (sec p. II) b lhe mn~1 import:lnl lonl

Ihal [he GM ha.~ if he is Irying 10 point-balanl:c a super \'e1"U, uthel' CUHP!i
characlers. If 00 Unusual Background I:OSI i!l assessed, Ihen [Wli lOQ-pulllll:har­
aClcrs - olle slIpi'r, one non-super - will differ wildly ill ;lbllil}'.

In a campaign where (//1 pes arc supers. [his doesn'[ pre,.elll much of ,I
problem -:.IS 10ng:lS Ihe OM doesn'l c)(PCCI his non-sup·er NI'Cs 10 slark lip [0 Ol
supt:r of equal poinls. In :1 cOlmp:.tign where ~01l1<: of Ihe PCs arc not super pow­
ert.-d. or where Ihe GM plans 10 LIS<.' l>lIpers ill a 1I0n-Sllpers call1p;lign. he,"ould
plan on assessing a hea\')' unusual background l'OSl 10 tllOl>C wilh 'll·Ce.~~ 10 [he
~uper abililies Ibll-d In GURPS Supers.

POINTL£VH

BASIC PERSONALITY
Mnst supcrs were born as nonmll human being~ {Of OIl lea~1 IJwlIJ:hl Ihe}'

were nonnals for many years!). And moSI sUJk'rs will ha\'c SClffie "Or1 of fl"h'ale
life. Few people. e.-cn melahuman" are simple iOCOlmalions of Good Of EI il.

Therefore. gi\'e some [houghl 10 [he super's skills and pcrsollalily e:rdlls;l'e
of hb powers. This will be especially import:1Il1 if he needs III make a living in
Ihe real world! The ch:mieler's skills and personali[y can ma[dl his powers - for
ills[ance. an as[COllaul who gains the 3bilily 10 ny. BUI a wi.wllI/ell C,llI be inler­
esting.too ... for instance. an aging, bookbh profc~sorwho del'c1ops in\'ulncr­
3bility and the sirength of a dOlen men!

=========:dWP
The 11I0,,1 bclu;\-.lbl(" ~upcrs will lime 1)0\\<:1), rd:llL"tl to Ixllh lhcir "npll

and each other. For e'tamllie. a supo:::r wiih OJ name-rel.lled migin lllight be "hk
10 throw 1in.:b..ll1~. resist he'll. ami create a wall of fire. Be call ..btl ny. k,'1 lll';: a
n,uninl; lr.,lil bdlintl (lhis is just a !>pedal effect. bUI I' lie" Illc Flif:hl pml't':r h'

Iht: cOllception). And he com bl1m.l olhers wilh a bllrS\ "I' noun,,; (again. a SllI.:ct;11
effecl 10 lie lhe Blind power to lhe gcncml flallK' mOlil). Super aU\'<lnl,lfCs .Hld
tli"a<.hoantages should abo iii the lksign. Our Iicl'Y ;,ul)I:r miJo!hl IlC \'el) \ "Incro,­
ble to cold. to w'ller. or 10 bolh.

BI" a gUOll enough origin story can ju,tify all) COlllbinall<lII "f IlIl\\c,""
\Vh'll do high ST :nu! DX, preCO};nilion. super-jumping and a 1!;ldgCI.h,'....d
binding allac!; have in (Olllmon? JU~I ask /'.'1al'vcl·~ Spi(lcl'-/'.Ian~

(~



CHARACTERS!

~IGIN
Or. "Jusl how tlid you gCllhosc powers'!"
In some g.nne-worlJ.~. everyone with special l)Owers ("metahumans") got

their ahilities in the same way. For insl<lncc. all met;lhUl11ans in the GURI'S lYild
Ctmls universe obUlined their l)Owers through thc Wild Card virus. TI,C GURI'S
/.5.'1: world assumes Ihatl110st supers arc the re.~uh of genetic mutation - lhey
were horn Wilh it.

But in some worlds, each super has a unique origin, which will orten be
rcl;ued to his powers. For instance. suppo.~e Ben Franklin had been struck by
lightning while conducling his famous kite ellpcrimcnl. He mighl h:1\'c becomc a
super, wilh lhe ability to glide and throw lightning bolls!

The GM will dctcnnine the different methods of Hcquiring super :tbilitil:s
when he designs the campaign background.

Players should be crealive in defining their origins. Ibdiatiol1 le:lks. anciem
wlismans, labor.,lory accidents, alien devices. glowing meteors. drug crfecls.
bites from radioactive ducks and gerbils ... In :I world of unique origins. a Ill:ly'
er should not be allowed to have any super.ability unless he can corne up with a

gootl pscudo·scicnlific ellpl:m:lIion for i1.

APPEARANCE

What is the chamcter's aim in life? Some characters may have goals relaled
to their powers (10 be the perfect crimefighler. or to be on the cover of I'collie
m;lgazine) while olhcrs m;ty have more IJrdin:lry goals (to pUI lheir children
through school. to many their sweetheans. to become milliormires). Characters
should Sl;tte lheir goals and work toW.Irc! them. Of course. goals c.m change as
thc ch:lr1lclcr grows and develops!

How docs the super feel about public altcntion'! Supers may be loved or
hated. bm lhey arc mrely ignored. Docs she seek the limelight. tolerale it as a
necessary evi1. hide from thc press. Or punch photographers? Will he sign aUlO­
gr:tphs for children? For prelly girls? For the Presidcnl'! Pul on show.~ for chari·
ly? Colkct groupies? Kiss b;lbies? Run for oflicc"

Think aboul the overall appcamnce of lhe e1wmcter. including :IlIY desired
"special effects" (sec p. 7) of his powers.

II (;;tll be inrcresting 10 crcllte:l meWhunl:tn whose looks belie his abilities. A
brawny feHow who looks like a lank mighl have .1 gl'ISS jaw. Worse, the lillie
fellow with the bulging forehead. who seems to invite :J quick Slam alwck.
mighl have ST 250 and se"emllevcls of Increased DcnsilY ...

~

GOALS

TYPfS Of SUPfR
(COHTlHUfD)

THE SUPER NORMAL
"l1lis is the chalOl<:lCf ",ho is as funu;­

dablc us any mClahull1an, yel hllS I'"
spi...:ial l'O.....crs: he is jus1 n:llurully gifted
and highly If:lilll'd. In :l camp.lig" where
mo~c cllaracll:rs afe mclahumall. lhe
"mere" SUpt'r normal may be:1I some dis­
ad":lllwgc in comb.11 siwallon. bc:cause he
Cannm ny. lIunw eDrS, cle. However, n
chamClcr buill Wilh 250 points of ""0'­
mal" allribulcs and atl\"unmgc$ can be :1
fonnitlablc detective. invcntor. :lml hare­
knuckle.< fighter ... all at OnCe. And, if
the OM is assessing an Unusual
Background ~xm to be :l SUI"" (sec p. II j.
the super nnrmal will ha"c c"en ",ore
points to spend. as he doesn't need :lC<:I:SS
10 lhe allilitics in GUNI'S Supers.

THE COMBAT MONSTER
1\ generic ICml for allY character 01'li­

mized for combat. willi few or nt) uthl"r
skills. In tcmlS of po,,·crs. he mighl fall
inlo any of the mher catesori"s. Whm
makes him ~ Comhal Monstcr is lhat "II
his poinls wl.'nl illlo combat ahilitics.
Thc!": charactcrs are greal for slugfesls.
hUl nUl So good for roleplaying.

THE GAOGETEER
TIli.~ chmaClcr l1:l< aeec.ss III " variely

of remarkable d/:,·icc., and usc. locm wilh
g",m skill. lie may hi: a Nomul whu has
found a Hashcd nyinll sauccr ... Ut a
Sup<:r N"mlal ,,'tH> is a geuil" iu,'cnillr.

A gulillcleer ch:lmclcr IIl11S1 pay cslm
painls fur lhe Gadsel"er advanlage thai
Ili"es him access 10 his de,·;ces. It is often
a gOlld ilka to lake Weahh. 'u /"'." for Ihe
gadgels!

THE WERE
AI,o known as thc TrJnsformer or Ihe

Morph. lhis is Ihe ch:lr.lelcr who dl~nges

imo sonJ<:lhillg else .. , or. perhaps. sc"cr­
al diffcll:nl Ihings.

THE GIMMICK.
TIllS ebaractcr is csscnti:,lIy a norr""l.

whose powers COme from one Ill"rvelolls
dC\'ice. Wilh il. he may be a powerful
Tank. BIaSlcr. Were. and .... on. Wi,huul
it he's n<Jlhing.

THEWIZARD
111<: wilaru is lhe "harnetcr who can do

""r'IIing. lie may h:l\'c limils of energy.
IXllcncy. or mnlle. but wilhin those: limils
hi: can ~llempr anything.

NolC ,hm nm ~1I \'..;~"mls usc magi<:.
The classic DC characler. Green Lml1ern.
can cTCale almOSI anything willL his ring,
sohc'sawi~.anJ.



(HOIH OF POlURS ' lUAUS
\\I~rc ",·ould a comic·boo~ 5U!l"r I'C'

",·,tlKMlt hili hero lQme? He ma)' be plain
old Mornli Schnru ... bin ",t.en I'C' puIli
on h,~ m.ll~~. hc becomcli the Or.llllic
"'·cnJ:e!'. and rnmi.ws IrCmblc. U., of.ll
hero lQrne doesn'l Imply~ ihc: hero has
a ~"" tdc:mlly: :afl.". all. many nxk IlJId
film ~.:.rs U!>C' stalC nan""" but IhcII rcal
IlknllllO arc: ....ell "nown.

Yuur suJ""r-n.ame tells the poblic -.lllId
other supers _ ",-I'I3t yOll ",·anl them 10
linn" of )'011. Oflen. coming up wlIh a
good namc can be Ibc ~cy 10 a whole
eb,,,,,cler"ory.

There 'He scvcr~1 ways 10 create a
supcr·,mllle:

G/HlII. The slIper's public name can
reOecl hi~ aim~ ami ambition.: the Orange
A'"cngt'f". Ecn-GlWtIian.lhe: Hack."..

f'"",y,.,: Rehel Yell h;os sonic (lO"·crs,
ligbtuber nres a laser beam. Aamin'
Jane: has he31 and flame poWt'l"S.

r",me 0' COJ'"me: The WhIle rOOA

"·CMi I "h,te CO>IUmc: ",'h a fOA·mad:.
Her name and rostlQllC lJon't mlly bllll at
her IIb,liIIU: SM Just lotn fous. The
Pun~I<.T·S .nookmarl: is hi\kous pun~hng·

ing, Il>o\Igh his metahuman ab,ln," arc
~ignlr.cant. Mount Fuji IS huge. imnMlv,
:>hie. andh~. Mytholo;y IS a good
,oorce rUr" slICb lI:lt11oO.

SM, effec" or ~(Hr,ul elfec,,: Purple
Ib~c creates II viotcl glow when he: USCS
hi., reall'(Jwers (whale"cr llley are).

"II j"sl )'"",,",,11 IIC"''': Falchion.
Karma. Coup de Gmre, Knk~~rulck. and
so on. Thc namc rna)' reOcel ~melhmg
aboUI 11"" ~(Jpcr'li go;l.l~ or mClhods. bUill
"a§ cho_en mainl)' b«ausc- il 1m.,,,I..,t
lib, a super-name.

Nn hcm "urn,: tn a world wben:
supen lUC popular. a melahuman m,gbl
oprrale IUIder IllS _·n 1WnC, <:$p«1ll1y ,f
II IS ~.llIId easy 10 rcmcrnllu.

OUPLJCA TE NAMES
Comic boots h:lve be.... around ror .a

Ion: lime. II seems Iha. all thc good
names nlight Jg,e lIe"n l3ken!

No. so. Thcre', plenty of room ror
or'ginaIU)'. And don'l "·"fTy ir yoo rim!
)·'... ·'·e rl:pe:uell a n","" lhal W:l.< uKt.t in
an ,,".;cure t9505 book or c'"cn m a
galliC ~(Jpplemcnt som" here. A' lonll as
yo" <I'm'l duplio:llC a millie So ...cll.~n.....n
tbat y,,"r fdlow players Ilel confuS<.'d. )"ou
~lKMlld he all ngh!.

Chapter 2 lists the hundreds of options 3\'ail3ble for super-powers. 1llcse
can be "customized" by enhancements and limilations. gh'ing a nC3rly i,rjirrilc
variety of power.; from which a player can drow.

Tbe actual choice of powers is up 10 the person creating the chamctcr, with­
in the limits defined by the point Ic\'cl of the campaign (see p. 5).

SPlCJAL EffKTS AND S'D{ EfflerS
1bc: definition of a super-ability gh'cs its impol1:J.m game effects: amount of

damage il can do. area affected. range. and so on. The definitions do 1101 Iry to
dictate the physical manifestation of the power -this is left UplO the phlyer.

5/0E EFFECTS
1\11 super-abilities exccpllhose that affectthc user (mly afC assumed [0 have

an obl'iolts ,'isua] or audible cOlllponenl. This may be a nash of light. a steady
green glow. ,I loud BANG, or whatever else the player desires. For example, ..
hero who can shrink herself could do so silently. But if she c<ln usc her shrink­
ing power on others. it should ha\'e a noticeable side effecl_ This applies 10 both
physical (Illd menial skills (:I change from the firsl edilion rules). The side effecl
can be eliminated with the No Obvious Effecl enhancement (p. 51).

These effects make each super unique. Two characlers might have the idenlical
ability to create .. jel of name. bul the appear:1lll'C would be 100ally differenl. E.g..
Glan: uses a heal ray thai ShoolS from his eyes, while Krakatoa can throw ~'()ul$ of
molten 1:l\'a. The powers. while the same in some re.speclS. have enlirely diffe~nl

social and environmental ramific:lIions ... and lhey look andfeel differenl!
If a side effect is a sigllifinmt change 10 Ihe utility of the power. it should be

bought as lin enhancemenl or limitation to that particular power. For eX:1l11ple, if
Krakatoa's lava pooled into a small puddle thm cuuld bum anyone stepping into
it. there wouldn't be an addition<ll point COSI. If the lava clung to anyone hit.
continuing to do damage. Ihen il would be considered an enhancement:
Continuing Damage (p. 49).

CHARACTER

SPECIAL EFFECTS
A side effect which has no particular utility is a sped(ll effect. Colors, sOtmd

crfects. and Ihe like are special effects. Similarly. the origin of a my or blast
mighl be e)·es. hand. ring, mouth. bell·buckle, n:wel ...

Players should ha\'e a well-thought-out descriplion of every ability Iheir
characlers possess. II will be up 10 the GM 10 determine the results of side
effecls; use common sensc. For instance, Glare can bounce his heat-ro,y off a
mirror. while Krakatoa's la\'a would jusl mell Ihe mirror. BUI Ihe la\':1 would
solidify into small stones or slabs of rock, which could be uscd in creative ways.

The Super-Powers section (pp. 54-65) lists a number of different :Ibilities
llml arc simply examples of lhe same generic super'power with a different spe­
cial effcci. Frost Jet, lee Spear, and lee Sphere lire listed separaldy - bUI a super
could buy Frost lei with Ihe Impaling enh:mccmcnt (p. 50) and Ihen usc it 10
duplicate all three atlack!; by choosing when 10 use the Imp<lling enh:mcerncnt
and when to ignore it (see Turning E,,1Itmcelllt'lIts 011 mltl Off. p. 32). The
"sphere" is just a special dTl"Ct of lhe Frosl Jet, since lhey do identical d:LIllage.

(HARACT£R DfSIGN
The besl \\':lY to create a human super-eh<lr.lCter is to Slart by crealing a 100­

point "normal:' This is an ordinary person from the campaign world. wilh



SlanlOg wealth for a super-characlt."T depends entirely on the general ....orld
background (sec p. B16), Like... is.:. IllO:>I pcn.SCl>SlonS are trealed Just a~ for nor­
mit! characteN. II can be inleresling to crelllc Cltbcr din-poor heroes or filthy
rich onc.~. Grelllll't'alrlt I/It,kl!J t'I'l!lIll ~no'fIIl1'""t'nol! ~fj/}f""K/lI'l!iflill/lll/(lII)'

U'{j\'.~! Gadgcleers. in particular. need a 101 of moncy to pay for thclr dcvlccs: M:e

the Gadgtt,.uillg chapter.

STATUS OF MUAHUMAHS
The statu.. of melahumtln" is 1\ c:lmp:ugn decision, ChanlClc.... buLlt on II

"normal" templ:uc will have lhelr own posIllons In human socicty. but JUSI hemg
a super can change slatus lo one of '>C\'cral ways Keep In mmd lhal such a Slams
modiftcr will affCC'l supers aJ a dllSS. as oppo"Cd to Reputauon. whIch can be
Ull.en by IndIviduals. Thcref~. If the GM dcfine~ a specIal \talU~ for '!'upers.
all super Pes musr lake this stalus. Possiblliues Include:

(

-40;'

WULTH AND SUTUS

melahumnn abihlic~ and only 40 poinl~ In dl\advat1lage~. Define
lhis character fully. wilh appropriale skill~,

qUirks. and life hhlOry.
Afler Ihls ··basc·' char.ICler I~ creah.-d.

polOlS can lhen be spent on super ablh­
lie~. a, descnbed in Chllpter 2. and CAlm

disadvantages can be added (if desired)
10 bring Ihe disad\unlage 10lal up 10
100 POlOtS. These new dlsad­
\"antage." Ulould all be rdalw
to the super's ongin 01" pc:w.ers
- enemies. unusual 1001.s.
delusions. etc. The Unusual
Bac1.ground COSI (if any; sec
p II) should be assessed at
UlIS potnl

Some costs aod skill lev­
els will chang~ as annbutes
are Inc~ased wllh Ih~ extra
~super~ pOints. bUI this
method will produce a ...cll­
rounded character who hap­
pens to have super lalenl •
ralher lhan a Oymg tank With
one (W Iwo normal skills.

Androids. aliens. and
OIher nonhuman Characler'S. of
course. do not start wilh a
normal bacILground. and mUSI
be '1Juilt~ from scratch. Noee
that unusual body parts (~e

Ihe: Muf/lp/~ umbs chapler)
are e..pecially appropriate for
such beings, Se~ GURPS
FantasJ folk for more informa­
lIon on designing nonhuman
races.

COSTUMES

THE COSTUME AS A GA.OG£T
II .. poo"b1c (or IOlIK of • 'uper'.

po'Il'n'110 001III: dmctly rm. au COOlI_
TIle: _01 ob"OtI\ ...) 10 do ,a.. , of
~. IS 10 ha..: II "CnC ...... Th.

.,U rmuoe the JlOIIll~ or the drl~.
_ lIE s..s--~ Nko 'n CNpIn
J For 1lI$QIl«•• IIllfTUmJ nKl_ <:aUld
drlctld apt.... mnv ..ud..

The CO\IIIIIW n con,,,h,,ed E.\,I)'
Allt;b,hlc Whethe, II " 8 ........ble lW
RCPlUI'll~ " C1I"....ly lOp Itl 1M C'Utlll

T.fICllIlIIl ,"ould dcpelld on lhe co~­

Iwne: 1>MUhc1l'~ bllllo,"1 I' hll ... herot,
eT DIt~Jhell 1\ hll, bill "llm,n' Jlnc',
W.....,. OI,llfil ...'OUkI tit 1IrJeIN. -,

E.n III I R:.IhNK e&rnpallll.lhoup, I
C06lume can pro' Ide ........ ,jefen"" Thl~

ae..d nOI <;1l\1 chlucler POIOI)! If I
lrotl.ahUmM hl.\ Ill) ,peelll lUughrot). Of'

DR. an oNlI"lry Ke,Iat .e,1 "",II '1'0' hIm
a much hella dl:.nce of ,ul'\'I',nl cunrlte
A)"n, eh:or.-iCT". espel'1I1l)'. lU'r h~el)' III
become 11'lel~. I Illrlleorp. 'UI eln
nW.e I hfe.....-dc<llh d1flen:ncc

So no... you're. Wpn" WhI, ~ you
fOUl*' to ,"'car"

Th<" cQm,c·boo~ ""m .I..... )·~ hi' •
bnlhH;:oIOf'td. ,~,n-"Ihl CO,IUnK ,..."
gme 10'" for .he ""'roone but ""'no "
uJllally ,I" down 10 the "I,d Cape
,Io'~ hlp boob. CtI'O<b and trUrX\I­
kJo<sIy.•he: 1."O<lU_ n."Cf" JC" \(WII up

In I (ov,-color camp.'." )'011 cln
deslpI a)' Mll'I 01 aIilIlIllt;)"OIl":anI the
...... Ibc~ III~ • Mlrld. the INlII

P'If1IOIC' ell'-' al!Il~ '" 10 1Il\lOlnll)' idrn
tlfy 115~ from.~ 1lw hood Of

~ boda. _ldentJIr.ol~
In I rnIl10llC campIIp. mmo are 0Ibn

W:CnIlll,"'" Bnclll rokIn maU you an
_ ~ CIJIf'I can IlC' Jf1Ibbed. CO'I>il
c:u _hp .n" o;o"c, yMr C)U Some
.-tahllma. _~ ~ml'ly ..c.... ordoGaJ)
Wffi clolh,",_ otM", .,11 .ft«1 p"nk.
lupf.aJuooo. or odKor IlIItfnU'" outlih
Mllury JoIIle' ",n illIIpI)' "eat IbN un.f_, (".. ,hu~I _'"" IQ.Ichl
..__ r..........,. oW"lb.~ G'

IJlbcr~~ clocbe<
Fvr.-tdc:a.t«"" :!:!.;!l

THE COSTUME ADVANTAGE
Mun)' super-lllIhlin, ~uch liS l',re

power~, SIn:lchlll&:, Mil Tllnnelinl. will
dcSCIU)' cluthln&: m~l.lnll)' unleu lhe
ekJIhlnl I~ uory 'p«111 In I four-eolQr
elmpll,n. I )lIpoeT' can ta~e 1M C<1IIlumc
ad,uIIFl'ieC p 311), IIJ JCIM oulfil LIul
.. 111 \IIT,,'e norm"l u.s<: uf Ihe .. eln:r·'
po.. en. In I n:ah,o.: cwnpIJp, weh COlo'
lumc:. an: lIn;avl,lable. _nil Alm,n· Jarot
"'111 h.1.'c I mocksl)' problem ..hen .ne
IIII'1IJ hct" f\amc$1lfT IA a-dF!-lypc 1;(Jf;­

111m... )U~h n _ ballle.uu. doe nOI
~UI: t.Iu.lld,:antI,.:: I

(~)O...
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NON-SUPfR PCS
IN ASUPfR CAMPAIGN

Viable "non·super'"' player ehuxlers
an w.:e pan ill • SIlJHn ampaip. if Ihc
p1a)'ers find this int<:rQIln.g. 111m: an: t...'O
...·ays 10 approach this. In dther caK, Ihc
GM should assess II hiSh Unusual
Background cost 10 "rnt- sUpe!­
eh:lrtlcters if it i$ imporl:ull to him to have,
for instance. all 250·poinl eharaclers
C'ljll:llly po...·erful. If this is nol impon:llli
to the GM or players. don't "'orr)' about il.

=======o===d.,
Sllpers llre fh,. mUng closs. Mere possession of mClahuman powers makes

),OU an aristocrat. No super may have a status below (for inslance) 2.
Sllpers are idofizt'd. Rather !han buying this as slmus per St', all super­

char-Jelers must buy at least a +2 reaction.
Sll~rs0" fQ~"for grolltaJ. This will not happen unless supers are \-ef)' com­

mon. But in this case. nonnals will R:act only to a super's specific use of metahu­
man powers or his individual Repulalion. and not to lhe bare fact that he's a super.

SlIfNN lire ftared or /tared. This may be lTCaled either as a neg:nive reaction
or as a ceiling on the SlalUS any known super may howe. If il is a reaction modi­
fier, il is a disadvantage thai applies equally to all supers.

In the cases where supers have automatic disadvantages. these (10 count
lowardlhe lOO-poinl disadvantage total.

RfPU'.."OH (SH P. 811)
If a super-character is created with :10 ongoing history as a super, it is

appropriate to take a reputation. "New" supers should not take a reputation (al
least. not in their super-identities) when they are firsl created.

Howe\'er. an important part of the super-campaign lies in the del'e/opment
of reputations. This is especially true for vigilantes. costumed heroes. and
super.criminals. 1be GM should pay atlention to the tn/I! behavior of each char­
acler, and modify NPC reactions accordingly. A villain who behaves nobly and
interrupts his crimcs to rescue innocents will improve his reputation. A
so-called "hero" who gels into property-destroying super-brawls will eam a
negati\'e reaction modifier.

11lere are two ways for the OM to handle this: the choice is a matter of per­
sonal style. The OM may tell the player what his current reaction bonuses and
penalties are. and put them on the character sheet. Positive reaclions are advan·
tages, which must be bought with character points. Negntive reactions are disad­
vantages. which give no bonus points but jusllower the character's value.

Alternatively, the OM may jusl keep his own reaction notes. The point value
of characters will not be affected. and players will just have to deduce how the
public feels aboul them from the way the NPCs behave! Requesls for auto·
graphs are a good sign. On the other hand, if people run and scream when
Wonder Man appears. perhaps that old public image needs a little work,

ATTRIBUTES
If the PC is going to ha\'e superhuman ST. !he player should consider the

Enhanced ST ad"anlage (p. 39). Altributes other Ihan ST are boughl normally.
The GM may pUI a limit on allowed OX or IQ (see the Super Compoiglls ch:!p­
ter). A super-high OX is playable. but mny not be a good use of poinls; skills
nre cheaper. A super· high IQ is hard to roleplay! Would a creature of IQ 30
(three times as sman as a nonnal human) even bother with human pursuits?

Remcmlx:r that when calculating a skill default from an anributc. anributcs
higher than 20 count as only 20!

ADVAHTAGfS
Many "nonna'" ad\'antages are common and important in the Supers gcnre.

For instance, sense enhancemenls. such as Alertness, Acute Senses. Peripheral
Vision. and Night Vision, are very valuable for a "realistic" super who doesn'(
ha\'e actual super-senses,

Likewise. menIal abilities like Absolule Direction. Absolute TIming. and
Mathemalical Ability are useful for some charaetCT types. and cheap compared to

SUPER NORMALS
A "~upcr lIonnal" is a person who has

no mctahuman skills. bUI is 50 highty
lrainc:d and SO endowed with naluml gifts
thlll he (or she!) can de:!l on equal Imm
wilh some supers. Fictional examptes
inctUlk Balmlln,l>of:, Savage. the 8~ger.

Daredevil. and mOSI of lhe heroc:s from
1V/l/clurN'n. In fact, it would Ix posWble to
l1III a ",hole -super 1lCIC11Ws- nmpaip.

NORMALS
An ordinary normal, buitl on 100

poinlS. an~ an interesting PC in an
otherwise supn-_po...·erful campaign, The
impllflllnt question 10 2nS....er ...·hen such.
char'D(tcr is cruted is "Why ",outd this
person Ix sought out, or ""'en tolcr::ltcl!. in
the midsl of super-:ulvcnlures and super­
ballles" Once that qucslion is answered,
lhe Siage i~ set for int~re~ting inleruclions
witb the supers and tbeir foes, •• and
some cballenging roleplaying. Some
ponibililies;

A journalist, whose Slorics and photos
feed the supcr-egos or oong in don.:ltions.

llw: inventor of the SUper'lad,els used
by OIlll:r PCs.

II martial_aniSI bodyguard 10 •
mcl2human group. ill a ampailQ ...·bcre
the only mclahuman po...·cn arc nonvio­
lent psi abililia.

II skillell researcher Or spy on all
important mission; Ihe supers arc his
bodygu.1onh.

II !rained physician or EMT. for a
group of supcrs whodon'tkoow Firsl Aid.

Thc dedicated and street·sman
chauffeurlscerctarylPR upertlfi~er 111 a
lurn of supcr.trouble,hoolcrs.

ll,e slea1.y business m~nager or a le~m

of nnive supers,

CHARACTERS! O(IDI)



ANIMAL EMPATHY (5EEP.819)
A chnTllctcr with the Animul Empathy advulltagc has u + I bonus to Ihe

super-skills Sense Animal and Conlrol AnimaL

ALLIES (SEE P. 823)
Allies :Ire NPCs who are loyal companions. In the SI/pen genre, of course,

the :1I1y is usually a "sidekick:' Cost of an Ally is 15 points for an ally of 151­
200 character points. plus another 5 points for every SO ehar.K:1er poinls the ally
has. Note lhat if an ally has his own metahuman powers. hc muSl pay lhe COSI
fex an Unusual Background (p. 11). Even if thc GM is nol assessing an Unusual
Background cost to Ihe PC.. for having melahuman ~'ers. it should be added
in 10 Ihe point COSI of the ally.

Modify the Ally's eosl for frequcncy of appearJoce as perp. 823.
II is interesling - and vcry faithful to tbe genre - 10 create an ally whose

name and powers ceho (or complement) the lheme of the PC,

LElW. ENFORCEMENTPOWERS (5EE P. 921)
Wilhout somc degree of legal enforeemenl powers. a super-crimefighler is

nOlhing blll a vigilallle ... technically. as much of a criminal as the people he
arreSlS. The GM should play up lhis dilemlIla whenever n player insists lhat his
ch:lraCler is lotally independenl. See SI/IH!rS fwd tile Ltlll, p. 95.

On the other hand. most Legal Enforeement Powers will carry a DUlY of
some kind! A Secret Service super will have 10 poinls of Legal Enforcemenl
Powers. but liltle free lime.

The GM may creale special organizations for crimefighlers. The United
Nalions' International Supc:r Teams. from GURPS I.S_T., are an e;1.ample. Or
supers with good repOlutions may be gh·cn (}-clearance or similar ·'Get Oul of
Jail FI\.'C" c..rds.

If a crimdighler has no offici..1SlalUS. but is loler-llcd by lhe police a.~ long
as he coopc:rJtes with them and doesn'l cause unreasonable propeny d:umlge.
Ihis is the equivalent of "ordinary policeman" Legal Enforcement Power. Hod
costs 5 poinls. In some worlds. lhe laws aUlOmatically give costumed vigi1:nlles
this mueh power. Otherwisc. 10 have this "informal" legtl! Slatus, Ihe super
should either have:lll excellent repulation or operate in a small town.

LONGEVITY (5EE P. 821)
This is identical 10 lhe Longevily advalllage in Ihe GURPS lJasi(: Set.

Carnp:ligns rarely last long enough for age to become a signiricanl factor ­
Longevily is mostly an inlcresling piece of charJCtcr background. For example.
a super mighl ha\'e been born before the Civil War. and spent his lifetime fighl­
ing crime (everylhing fwm an Old West lawman. hiding his powers. to a
modem 1ST member). He'd ha\'c an unusual range of skills. and probably some
old-fa.~hiOlICdaltitudes.

~'========
most super powers! Eidetic Memory is good for the universal cxpcr1 or gadgclL'Cr

type of hero (sec sidebar. p. 6). Animal Empathy is esSClllial for 01 beaslmaSll'f!
V..rious "nannal" physical advantages can be ,'cry dcsimblc. In f:Jel. Wilh

150 poinL~ in such advanlage.~. a "super-nomlal" can be buill. This is a (harxtcr
who has no metahuman POWCnI. bUI can hold his own against super.> anyway!

High Pllin Threshold is almost a must for- OJ super-bra..... ler. Ambir;k::tlcrity.
Combat Rcncxcs. and Rapid Healing are equillly valuable. although, of course.
Rcgcllcr:llion (p. 44) is superior to Rapid Healing. LongC\,jl)' and Immunity 10
Disease arc appropriate for a physically strong or lough super.

And ~mc aov:lmagcs lake on a whole new dimension in a Supers g:unc:

PC SUPER-TUMS
In ~ une·,hol ~d'-cnlur(. I"'" t'es can

pl~y :l di,crs<: IrouP of 5Upns who juS!
h;,ppcncd 10 1:'" ;n"ol,nl ,n ,he ~nWlHJn.

I:kot in a ronun",n: Su~n ClImp.:a'ln. ,he
pl,}eD ..·m usu:dly ""01 10 fOfm lheir
,,~iNo' -~P<t-Ie:ut1.-

~ inlerxtion 'Old inlerNl eonnic,~

"'ilhin a k';un c:lIl lad 10 p1:al mkpl,)·ing
oppotlumlic<. If ~rnc mernocl'$ Cannot
KIll, whIle Olhcn ha,'c roo ~ueh inhibition.
Ihdr eOf\fn,"lalion~ wilh sUfICr·otlpUlk:m.~

may bcellltlC even more """iting.
11", ,ul",r-Ieam also gi"es melahum.1n.1

a way 10 imcracI witll socielY. AIll! Ihe
p<Jlice (w)~, nc"d "lIlho help Ihey C:m gel)
arc happy 10 ha,,,, a ce"lro.1 n"mhcr 10 call
when lhe n"'la.villai", hil 10"''',

TEAM CREA TlON ANO ORIGINS
When lhe ehar.JclrrJ; are lir:ll I;n;:alf;t!.

Ih" GM Should Ii ..., Ihe playcr) hinls
aboullhc: lyP<' of ~..mp.li"n h.. "''antS LO sel
up. In <orne Ca'CS. Icarn~ 5hould
have .)Imil;w pOWt"f5 (({)I" insl:u>«. a m'lt_
wy QffipalJ:n nerd; eorntw f\1oIIftSlt"f5J. In
<JIhc:r ca.d. complim<nW)' J'<I"·e" ..-ill bc
......, 'nl~lnl: ....e .. Iwo n;"n......, ()I"

IWO CC.mhal monSlCT>:. 0"" Of 1..0 ~lull·

n...~ or I"'" p"s.
If lhe .Ilanlie""~.-Jd allows. Ihe lC:lfIl ,,:In

h,,·c a "Ommon ongin: lloey wue all
fip'-l!'nl1U Ihc 5:lme my~erioos energy. bit·
len by the li<ltlle r...lioac:tive >quill. arc Ihe
""me 1~~7A1 flWll Dimernion X. 'If whalev\'<".

Or ,he leam can be brought ll'gclhcr by
.Iirll\lar origins: Ihc AII·Mulam le:I1l1. Ihe
E~-Cri",inal le:un. lhe American.I-ln­
Europe leam.

CHOOSING A NAME
E,ef)' <OfICf·lcam Iltfth a name: I'i<:l

OM 11\;11I ... ill IIkntify y""r '''embcrs a/llJ
.Ilo:lls. be easy 1(1 5:lY. and 1oסi;~ in lhe

nc"'!'p.lflCO'.

TEAM OBJECTIVE
~.um:d>ly. c"ery super-learn has a

reason r,... he,ng. TIICtC:ItC mall) ~sihil­

'Ij~ olhn' th.anJll'l To !-"iglll Cnme: The)'
iudude:

-fl, n .."mll rnrn~~ ("'" p. 90).
M,luII'}' ~/I;k~jnru•.
ES/';"''''I;e "'. ,,""tllrrup!fl/W/{" ­

p<J!"ibl)' polilieal. pnssibl)' COI1,.,nttC.
r"Jllrtlwr .III"''' om"" - c.l;. lhe (ireeu

G"ardi~lls. dcdic:lleLiIO prc>crv(llioll "I'
"jldlifc. especially "h~Ic.~. t>y ,m)' IIIcans
lllal does 1l00lhrealcn human life.

Ttl h~II' ,ul<u '"1''''''' in m",bI~.

Ttl rtlm .........y. as ImuhkshoolcN and
Impos~lble Job:< e~pelU.

Prrfi>rmrn. prob:d>ly. bUI nOl nee"",,­
nnly, u,itOl.lng Iheir sUflC'r-~blhlics. A
P'IUJI "";hi be , rod band Ih:ll JW;I~
prnnlll1 be nude up 0( mcI~um:lRs. r..
i~:

CHARACTERS /!I



Ob"ou,',. '" old" ,b,,,,,,,, will be ,bl, '0 "'0'01< ""'"' PO"" '0'k~
than :J younger charach~r - if the GM wishes to limit the swnitlJ; age of a char-
acter with Longevity. he should feel free 10 do so.

PC SUP£R-TUMS
(COHTlHU£D)

LU~ ~ff~M~

Super-crimefighlen; with Lut"k. or even EXIr.:aordinary Luck. are routine in
the comics. In facl. one suspects Ihal most comic heroes wouldn't last an hour
without il.

The GM who enjoys a swashbuckJing pl::ay style may add the funher level
of Ril/IeU/Olls Luck, uS3ble every 10 minutes, for 60 points. Finally. the GM
may allow Super Luck. TItis ;IIIOW5 the player to tliclIlle the result of anyone
die roll made by his character (or by the GM. for his character) once per hour of
playing time. Wholly impossible allempls still canoot succeed. bUI the player
can choose: any fC'5uh which would be: pos.<;ible. 00 matter how unlikely. on a
single normal die roll. This costs 100 points.

Both Ridiculous and Super Luck should be considered super-abilities, :uxl
require Ihe purchase of an Unusual Background where applicable. A character
can take Super Luck {/lid any degree of "normal" luck. bUl no one <::<In lake
Super Luck twice!

MAGICAl. APTITIJOE ANO MAGIC RESISTANCE (SEE P. 821)
Depending on the way lhe Gf\.'1 wishes to handle magK; in the campaign, the5e

:KI\'antages may be valuable or worthless. As methods of magic in a Supen cam­
paign cun vary widely. players should check wilh Ihe OM before creating a
magic-using or magie-resistanl charJcler. See sidebar. p. 17. for more infon11alion.

UNUSUAL 8ACKGROUNO
This a(h'antage is relath'e in a Supen campaign, Depending on the world.

being an incredibly strong mutanl with teleportation powers could be consid­
ered very unusual. slightly odd. or perfectly ordinary.

If meta-powers arc unknown or very unusual, even:1 relatively lrivial power
like Shrinking could make its owner powerful (or at least wealthy). l1ms, this
advantage is used to "balanc;e" the super-character against the "nonnal" charac­
ter. If this is l'K)( a conc;em. the OM rn.:l.y simply ignore Unusual Background.
On the other hand, if a few Pes ha\'c super-abilities in a non-Supen campaign.
this advantage is necessary for g3me b3lance.

Suggested costs for Unusu:l1 8:Jckground would be:
... Super-powers are incredibly r.tre (the Pes are the only supers on the plan­

et): 250 points.
.. Super-powers are \'ery r.u-e (the Pes and one or two other groups are the

only supers on the planet): 200 points.
... Super-powers are rare (only a small h3ndful of super groups in each coun­

try): ISO points.
... Super-powers are widespread (almost all I:lrge cities have:1 super or IWO):

100 points.
.. Super-powers are common (it is 001 unusual to sec a super or two while

grocery shopping): 50 points.
- Super-powers are very common (everybody knows a super): 25 points.
... E\'erybody has super-powers: \\0 points.

Note that different types of super-powers can h:l\'c different costs. For
instance, telepathy-based abilities might be rJfC in :I ...."()(Id where other super­
po.....ers wen:: widespre3d.

TEAM RULES
MallY (~am ..... il1 000p1 ~",na;1I rules or

codes of ~onduc,. 1lIC5C call COWl obn,_
a8e '0 priva,,, propcny: ",110 ;".". Ih~

ordas ul and <JIll or romb.>I; di~1ioaof
the spoits of ,,'ar (or loot): u.., uf tum
property; and .... on. Scc Cod" of lIQN;lr.
p. IS.

TEAM PROPERTY
As a super-t"am de ..dops. it "'ill

acquire property: lranspona,ioa (SUpeIS
.houtdn', hne '0 ..de the bus '0 "rimt
siles); means or secure mmmunlC:ll......; a
hcadqullrlerS (poss,bt)' wilh a n'Ul'l'um
commcmor;lling pas, lriumphs): a ,earn
b.ank aeeoum; and su on.

NPC TEAM MEMBERS
lXfJcmling "n le:'1\\ makeup. the GM

I\\a)' "'all\ 10 creale one Of (....0 r>:I'C. a.
CllII':1 members of (he super-le:un. The..,
NPCI can $<'O"e ..,,'er.aI pu~:

£mu fir.."O'...", apcciatl), if (he leam
is Sfll.Jlt.

£rlra ,,.Im,s. prrn'id;ng u!iCful abil"'"s
Ihat no PC has. II's 31 ....a)'s 3 guod itka to
b.a ..e a healer around. fOI inSla'"e.

" """'tlll';...... for til .. OM. fur siluu_
lions ....here" him;s ncc<Inl in 0"1.... '" gel
an "d_ure bact on 'IXI:.

CHARACTERS!
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~wADYAHTAGIS

A Contact is an NPC. like an Ally or a Patron. However. the Contact
only provides ill!rJr/umiolt. Contacts may be anyone rrom a willo in the right
gutter to the Chier or Stnte or a COUllt!)'. depending on the character's back­
ground. The Contact has access to inronnation, and he is already known to
react favorably to the character. The Contact may want a price. in cash or
nlVon;. ror the inronnation, The Contact is always played and controlled by
the OM and the nature or the price must be sct by the GM.

TIle GM may assume that a Cont:!ct is. in general. well-disposed toward
the Pc. Howcver, the Contact is /lot;}ll Ally or Pntron. and is no more likely
to give special help than any other generally rriendly NPC!

A Contact doesn't have to be created when the PC is first developed.
Contncts lIlay be added later. Whcn appropriatc, the OM can tum an existing
NPC into a Contact ror one or more players. possibly in lieu of character
points ror the advcnture in which the Contact wa.~ developed and encountered,

Whatever the case. the Contact can provide inronnation only about his
own area or expertise, The technician at the rorensics lab probably has no

VARIABLECONTACT5

ALTERNATE IDENTITY 5 OR 5 POINTS PER IDENTITY
You have an e:ma identity, which 10 all appcal"oJnccs i.~ legally-cstablished.

Your fingerprints (and retina prints. ir this is a common method or [D) are regis­
t~red under two different names, you have two sets or licenses, passports. birth
certificutes, etc. This can be c;l;lremcly userul ror anyone involved in illegal
activities, or ror anyone trying to conceal a super identity. This advantage may
be purchased as lIIany times as desired - each gives another set or papers,

While the new identity may include credit cards and bank accounts, all
money in these accounts must be supplied rrom the "real" charnctcr's bank
account - it isn't included in the p:!ckage.

Ir a law enrorcement ngency attempts to identiry you rrom your prints. with
no clues as to your name. there is an equal chance ror each or your identities to
come up. The search will stop at that point unless they have reason to believe
you arc a ringer. Ir the search continues. the second identity will. or course. sur­
ruce. and you will be unmnsked. At that point. once the agency deternlines who
you really arc. the alternate identity(s) are lost.

Alternate idelllities are illegal ror ordinary people. Ir you are caught, you
will race a stiff fine and possibly a jail sentence. An alternnte idelllity cnn also
be a "sccret" identity (sec sidebar. p, 20). but it docsn't have to be!

Legal A/lemme fdemilies: Certain PCs might hllve access to an Alternate
Identity legally. An undercover FBI agent. ror example. could have a complete
set or papers, history, etc. in a rnkc name. Or a super might have government
help in creating a secret identity! A charucter must hnve at least 10 points or
Legal Enforcement Powers (p, B21) to have a legal identity such as this - but the
point cost or the Alternate Identity drops rrom 15 to 5 points. Ir a super has offi­
cial pcnnission to conceal hi,~ original name (to protect his ramily, etc.) and to
hold property, etc.. in his "super" name. that is a Legal Alternate Identity com­
bined with a Secret Identity (his real name is hidden). See sidebar. p. 20.

"Wi!(lk" Jdemities: In many countries, including the U.S.. it is legal to use
raise names ror privacy, as long as you do not atlemplto deCr-oJud or interfere with
"public records." You can usually rent an apartment as "Mr. Smith:' paying cash,

without problems, But you can't get a driver's license. etc.• legally. TIlis sort
or weak identity is worth no points; see Secrelitlelllity. p. 20.

PC SUP£R·TEAMS
(COHTlHUfD)

TEAM PATRON
If the learn has a powerful sponsor.

that sponsor slmuld be taken as " Patron
lIy each learn member. The GM rolls only
once per scs_,ion 10 sec if the Patron
appears, A super-team is. itself. a very
powerful entity. A meaningful Palron for
such a gr()up might be a guvermncm, a
mega-corporation. an ultra-powerful
super. ur all cXlradimcnsiunul creature or
godling.

TEAM TACTICS
A skilled (c~m of super- ..... arriors will

dc"c1op various [actic.. to lake advantage
uf members' "bililics (and 10 keep from
zapping "ach olher accidentally).

TEAM ENEMIES
If the team. a.~ a group. has :,"y panic­

ular foes. they may be tuken as [":1m
Enemies. The paim value CUUIllS nom,al­
Iy for each Pc. but the GM rolls only
once pu session 10 see if they appc~r,

TIlis is usually prcfernble 10 defining sep­
arnle Enel11ie~ for severnl differenl lealll
members.

OEPENOENTS ANO ALLIES
The leam may also have group

DcpendenlS and Allies. Again. Iheir poinl
v~lues COUIlI for each PC, but lhc GM
rolls only once per session 10 see if lhey
appear. Logical leam Dependenls would
include lhe "normal" child who is leam
l11as,:OI: learn employe"," (such as lhe pilOl
of lheir plane): ~ news reponer covering
the leJm: Jnd the young super-in.lr:Uninl:
who accompanies lhe Icam.



YOUNG URBAN MHAHUMAN
PROHSSIOHALS

The tr:lIlitional comic book super
....oold .....ver d",~m of m:lking ~ buck off
his powers - llIef'" Il:scrved for the Kood
of humanily. Mr. Mega mighl be ~ble I"
jUgj;1e planels. but he still makc~ his living
~s the minimum-wage copy boy for the
National Enundrt.

For all i~ '·ener::able lr.ldition. this ron·
"ention is not rna'-en in SIOlM:. and it cook!
be fu:a 10 jlby a super ...hose abilita~
~ not only 10 SOIVC lhe ..."Uf1d. but also
to pity the bills.

1lIc casiest super·jobs 10 play. for boIh

the player and lhe GM. ~re lhose which
lead n:llu...~lJy inlo frequenl ~dvemu",s _
bOllygu:,rd. spy. deleeli,·c. mcrccn~ry.

Dlher professions. whilc nl){ MI thrillinj;.
arC equ~lJy obvious. Mosl technos arc
enginl'ers or rese~rch scientists long
befOl"t' lhe:y ever 13ke up aimc:fighting.

E,'cn if they lxk technical lr.linlng.
sopeo with lhc abilily 10 survh-e romron­
ably in clements inimical 10 hUm:lDS _
spxe. Or ,he DCC:ln trenchco. ~ will find
they're able 10 practically name lheir o....n
price u rescan::h usi$l~nu. and 3Ji point
men flit re~Cue teamS when human reo
se:ueh~r~ gct imo a jam. Sec SI'f'Uli''''pS.
p. lUI.

Meuhum~ns arc nalUml enlenainers.
rrom the: pop singer who uscs emotion
eonltol 10 spread good (or b:id) vibes
througbout the audience. 10 the litaie
magici~n ...·hole: mOSI amazing .rich
QU,r'r illusi(H1s- And. or course. lhc",'s
allnys supe.-dRS prur~ionaJ ....restlinC!

A lillie imaginal ion can suggut all
I<imls ur ,ewarding c~recr. ror differenl
.om of supers. For c~ample. par,ldo~ical

a. il may scem, a naming super would
make an ucellenl foresl r~nger. He could
sIan minutely conlrolled eounter·fires or
quick'SCDr fire-breaks. o. uSC Neutralize
Fi", to snuff ,,·ildfires..

Of cotIIK. PO"'cn CW'l be. liabilil)' for
the job.hunung super. Profcs.siorW spans
(with the c1ception of Ihe above­
mentioned wrestlinc) would likely find
tinle use for melahum~ns. and eeftain
labor union. would be mosl unrrccpl;'-C: til
a bricl< or lelekinetic who could replace a
whole comlruel;on crew.

;"r~",;O" 'boo' ,"=ocy Ir.>","~. '"" 'he VP 0' "" I",~ B~k 0'Am,~ ;.-~
branch probably can', do a b:lllistics comparison. The GM assigns a skill ~""'c:".~E-(~A.r.nrpr
($trcelwise for a minor criminal. Forensics for a lab tech. ctc.) to the Contact. -,.. .__ ~/fJ

~..:.:;--... ~~-.
All attempts 10 get infonnation from him require a secret roll by the OM ::against L~~" --

the Contact's "effective" skill. Note Ihallhe eff«tive skill is not necessarily the ......... -~....,

NPC's actl/al skill: the ;lclual skill can be sct by the OM jf the NPC comes into ~~~~~:~::s:.::~ ~
regular pkly. For instance, lhe president of a local sled mill might actually h:lYC _~r~ "
business-rclmcd skills of 16-18. but he has un effeclilre skill of21, making him
worth 20 points. bcC;lUse he himself hilS good connections!

Point v31ucs for Conlacl<; are based on the type of infonnalion and its effec­
li"e skill. modified by the frequency wilh which they can provide infonnalion
and the reliability of !he infonnatioo, Imponance of infonnation is rel:ltive :Ind
Ihe list of possible ConlactS is virtually endless; a few are liSled below as a
guide 10 help Ihe GM delennine value.

TYPE OF INFORMA TfON

Street CUI/tat·ts. These are minor criminals. derelicls. street thugs. gang
members. sm:lll-time fences, and olher strectwise NPCs who provide infonna·
tion on illicit aClivities. local criminal gossip. upcoming crimes. and so forth.
Base COSl is I point for "unconnected" Contacts (nOi pan of the local criminal
organizalion: $treelwise-12) and 2 points for "connected" Contacts (Streetwise­
15). If Ihe Contaci is a major figure in a crimin:ll oq;anizatton (Ihe Don. Clan
Chief. or member of Ihe "inner circle" of !he family: Streelwise·21). the COSI
doubles to 4 poinls.

lJusiness COl/tacts. Executives. business owners. secretaries - even the mail
room nunky - can provide information on businesscs and business dealings.
Base cost depends on how much lhe contact can be expected to know: 1 point
for a mail boy or Iypisl (effectivc skill 12).2 poinls for the president's secretary
(effecti\'e skill 15).3 points for:an accounlant (effeclive skill 18) or 4 points for
the president or ch:ainnan of the board (effective skill 21).

Police ComaclS. This includes anyone connected with law enforcement and
criminal invcstigalions: beat cops. corporalc securilY. govemmenl agents_ foren­
sics specialists. coroners. CIC. Cost depends on :access 10 infonnation or services.
Beat cops and regular priV:ltc security officers an.: I points (effeclive skill 12).:
detectives. federal agents. or record clcrks arc 2 poin.s (effective skill 15):
administrators (lieutenanls. captains. Special Agents in Chargc. Head of
Departmental Security. etc.) are 3 poinL' (effective skill of 18) and senior offi­
cers (sheriffs. chiefs of police. Dislrict Superintcndents. SecurilY Chiefs. etc.)
are 4 points (efftttive skill 21).

FREQUENCY OFASSISTANCE

Freqll~llcy refers 10 Ihe chance !hat Ihe Contact c-.m be found when needed.
When crealing the character. the player must define the way the Contact is nor­
mally contacted! Regardless of the chosen frequency. a Contact cannOI be reached
if the Pes could not reasonably speak to him. No Conlaet lIlay be used lIlore thun
once per day. cvcn if seveml Pes share the same COlllacl. Multiplc questions may
be asked each wy. at a cumulative -2 for each queslion aftcr the firs!.

Mailablt almost all of Ihe lime (roll of 15 or less): triple COSI.
Al"ailab/~ quire oftell (roll of 12 or less): doublc cosl.
Ami/ablt[airly oftell (roll of 9 or less): listed cos'-
A\'Oilab/~ rarely (roll of 6 or less): half cost (round up).
During lhc advcnture. if a PC wanlS 10 lalk wilh his Contact lhe GM rolls

against the availability number for lhat Conlact. A fililcd roll means the Conlact
is busy or cannOI be localcd that day. If the Contact is available. lhcn the GM

CHARACTERS!
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25POINT5

2 POINTS/LEVEL
B23) thm only applies to

RELIABILITY OFINFORMA TION

Conl<ICIS lire not guar:llltced to know anything useful, and arc nOI guaranteed

to be tnnhful. Usc: the following modifiers (cu111ulath'c with frequency modifiers).
Compfetely rt!liabfe: Even on a critical failure. the worst response will be "I

don't know:' On all ordinary failure he can find information in Id days. Triple cost.

UJlllIlJy relillbf~: On a critical failure the COlllact will lie: on ::tny other fail­
ure he "doesn'lknow now bul check back in Id days:' Roll again at Ihatlime: a
failure then means he can't find out at all. Double COst_

Soml'lI'/llIl u/iubf,,: On a failure the Contact docsn't know and can't find
out: on a critical failure he will lie: on a niltural 18 he will let the opposition or
iluthorities (whiche\'er is ::Ippropriate) know who is asking questions. Listed cost.

Ullrdi"hfc: Reduce effective skill by 2. On any failure he wil1lie: on a criti­
cal failure he will notify the enemy. Half cost (round up).

UNFAZEA8LE 15POINT'5
Nothing surprises ),ou - at least_ nothing thal's 1101 ob\'iOllJily a threat. 1bc

world is full of str:l.nge things. and as long as they don't bother )'ou. ),ou don't
bolher them. You are exempt from Fright Checks, and almost no reaction modi­
fiers affect you, either way, You treat strangers wilh distant courtesy, no matter

GADGETEER

FEARLES5NE55
Fearlessness is a special case of Strong Will (p.

Fright Checks and altempts to intimidate (see p, 24).
Example: A PC has 2 le\'els of Strong Will and 3 1C"e!s of Fearlessness wilh

an IQ of 13. He ....ould make Will rolls al 15. and Fright Checks at 18. Any
altcmpt 10 illlirnid1te him ....ould be at a -3 - if lhe intimidalion is handled as a
Contest of Wills. both his Will and Fearlessness would help him.

AKJNEYTALIG

Bribery. whether cash or favors. motivates the Contact and increases his n:1;­
(lbility lel-d, Once reliability reaches "usually reliilbk:' funher k\'ds of increilsc
go to effecli\'e skill: bribery cannot make anyone totally reliable!

A cash bribe should be abOIl1 cqui\'alenlIO one day's incolne foc a + I bonus.
one ....eek·s income for +2, one month's for +3, ::md one years fOT +4. Fa\'On
should be of equivalent wonh. The f::l\'or should always be something that the
character actually perfonns in the game. The GM must maintain proper role­
playing - a diplomat might be insulted by a cash bribe, bUI welcome an intro­
duction into Ihe right social cin:le.

You are a "natura]" inventor. You can modify existing equipment, and given
enough time and money. cre:ltc entirely new gadgets. This adv:mtagc allows you
to use the gudgeleering ruks in chapter 3, This is nol necessarily a super­
advantage: it can be taken by othet characterli. with the GM's pcnnission, It can
also be explained by Unusual Background (e.g.. 'Tm from the )'ear 3000. and I
learned to build these in first grade:")

~!==========

must rollngainsl the Contact's cffecLive skill for each genernl piece of infonn;l·
lion the PC requests. A COnHK:1 can nerer supply infom13tioll outside his partic­
ular area of knowledge. Usc: common sense. Likewise. the OM must not ;allow a
Contacllo gh'c information Ih:n short-circuits the ad\'cnlure or part of it!

Lf a PC gels :I critical failuf't; when trying to reach his Cont3cl. that Cont:.c!
can', be reached during thai entire (ldl'elll",.,.,

POWER GROUPS
StMl'" pb)"m; and GMs m,gIIt rep1:I tho:

Ion ollhc flRl-cdillOll rulcllha cbWfy :all
~ulX'r,po"'n ","",II)' ,nto Po...". Groups.
ru........ Groups '"'" o;M;Ynly u>efullOOls r~
ensunng 1I unified ch;U-Xltr design (~t

p• ..II, and wme GM~ ... ,11 prefer 10 U~
tllen,.

The first decision to make ;~ "",hal
conShlUICS a Power Group'r' Simpl)' put. a
Power Group is lin ;nlcrrdMco.! SCi nf
SUfl'l'r.po..,c~ lhlll also rcla1c In tile origin
of the slIpcr. "Then: an: a couple of diffe,.
..nl mClhods for .....ci..,ng ,f '\()flk:lhinJ: filS
,nlO a I'ower Group ,.. not _ bul renoclU­
bcr.lhc: G:l.fs decisioo" Ia..'!

CHARAcrER STORY
USJDl "liS meIhod. lhe OfIlIS of pro'111&

a pm...·r Group bUs onlO ,he player. He
mU$I be prcJWftl,o fully JlIslify lhe inclu­
SIon of each SlIf'<'r,po"'cr inlo his Po"'er
Group. This encouragcs crealh-ily on lhe:
p.1n nf lhc player (nm 10 menl;on a fcw
l"'aSI.Talk rolls I). h alSl' nllu,,'s more nlUi­
billly in I'o"'cr Group dc.~igll.

Once lhe GM and player bavc agn:.:d
lbal )In. Ihe'<C sUf'<'r-powcrs "0 in fact
COIlShlUlC a po....cr Group. lho:re an: se"er_
al option. anilable 10 rewar" lbe &00<1
characler eoneeplion (or ahcrna,ivcly.
punish bod ooncq>t...,). The GM should
cbouse 00ll: he liles lor modify 00ll: to SIlll
h,m). nd ImIke sure Ihal 011/ chanelen
(Pes and ~f'Cs alike) usc il.

BLAST FROM mE PAST
G~ls ..·M......-n S"pus, FirM FAil;"".

lTllIy Mmply wish 10 ny "use lhe: PO\ler
GrouPS;q hSled.~ Th,s tin lhe: advam:;q:e
of ocmg ,,",ge",:Tale" ("'hieh \I'ill silen<:e
lhe mol"C argunICnlali"e playcrs). bUl iI's
nm very nc~ible. Slill_ lhe firs! edilion
rules p!(f"ide n "cry good Slatling poinl
for building your oWII eU.I,om Power
Group<.

To lhls end. "'c"e proridcd a tisunl of
'-anous Po"'f1" Gmurs (itt 1'. 25) frum!he
filS! cdlllOO.

CHARACTERS!



POW£R GROUPS
lCOHflHU£D)

COMB/NATON 5'(STEMS
TIlere lire :1 "umber ur ways 10 CUlIl·

bin" lh" abo"" approaches ~ u diseoum
for the firsl Power Group, a penally fur

subsequenl Groups,
fur insmnec. Be

ere:lti,'''!

THE CARRO T 5'(STEM

THE STC" 5'(STEM
If all of a PC's super·powers rail wilh­

in one Power Group, Ihere is no eXira
charge. For rllch addil;""al P<J\\'er Group,
Ihere is an eXira Unusual Background
dl.~rge, This charge mighl be as tow as 5
or to ]>oiOis. or mighl be equal 10 Ihe puiOl
co>! 10 be a super in lhe fifl'1 ptace: This
rt'<JUy 11100i"ales pla)'ers to unify dlllse
surer·powers. ,.

"aeh surer m:1Y pick one Power Group
r~I~I~d 10 his origin. All super·powers
wilhin lh;s Power Grnllp reeeivc a ·10%
eml hrcuk. Any surer·power.; Ihat the G~t

ruled were 1101 in Ihe Power Group arc
purchased al nomlal e,,,I.

DISADVANTAGES
Supers tend 10 have more complicated lives than their mundane brOlhers.

For this reason, a starting Supers charilcter can have up to 100 points in
Disadvantages instead of the nonnal40 points, plus the usual five quirb.

The genre is full of heroes who oven::ome physical disadvantages - even sclious
ones, If a character has the Transformation advautilgt:, the OM should allow only 113
]Xlint \'alue for physicill dis;Jd\~.mtages which apply to the "nomlal" fonn.

Mental disadvantages shouldn't be ignored .. , villains are expected
to be a little bit mad, and a mentally-disturbed I,em can lead to inter­
esting roleplaying.

Disadvantilges that are especially significant in a Supers game:

COOE OF HONOR SEE P. 831
Almost all heroic supers (and some villains) have a

personal Code of Honor of some type. This is a disadvan­
tage bcciluse it limits one's behavior. The Gentleman's
Code of Honor is very appropriate for a "good guy:'
Three special Codes of Honor for supers an: described
below: any of these could be t:lken separiltely or com­
bined with the Gentleman's Code. Of course, all thesc
are appropriate for non-powcred characters, too!

Any super who is widely known to follow such a
code will get a + I reaction in most cases - C\'cn from
foes. For instance. the police will treat a captured
criminal beller if they know he always pulled his
punches when he hit nonnals!

Hem's Code of HOllor: This is like the Honesty dis­
advantage (p. B33), but more so. You must use your
utmost effons to uphold thc law at all limes, Not only
will you intervene to stop any criminal actions you notice;
you will also go out of your way to find crime to stop! You
must protect anyone weaker than yourself. -15 points.

l'illaill',f Code of HOllor: This code is appropriate for
anyone who is "criminal but not evil," You will never use your
powers to cause physical harm. unless you arc attacked first.
You will nOI steal from the poor amI helpless. -10 poill/s. This can
be combined with some type of Pacifism (sec p. 835 and below) for a
I'e,)' ethical criminal.

=======~.,
/rOll' strange they arc, as l0ll.g as they're well-behaved. You will have the nor-
mal rc,letlon penalty toward anyone who does something rude or rowdy. but you
will remain civil even if you are forced \0 violence.

This :ldvantagc is incompalible with all phobias. A char:lctcr with this
advantage is not emotionless - he just never displays strong feelings. The
stereotypical Maine Yankee or English bUller has this advantage. E.g.. two fel~

lows in rocking chairs on the porch of a gcncrnJ store:
Ed: .. WJl(I!"d Ilia/lillie feller wilillhem orallge ICII/m:les 011 his head \I'm!!!'''

Burt: "JUS! {//lOlher 10SI SlIlIImer tOl/risl. Took II II'fOl/g 11if/1 (1/ Mor.~."

(woks lip (II the sky.) "LAmb like it',f gO/lila mill IO/llorm."
Ed: "A)'ul1. Looks like."
This advantage must be roleplayed fully, or the OM can declare th;ll it has

been lost. In a campaign where Fright Checks are an hourly occurrence, the OM
can charge 20 or more points, or disallow the advantage.

CHARACTERS!



5EEP.839ENEMlE5

DEFENOENf55EE P. 838
DcpcndenLS an: a classic disadvantage for super-chilracters. Where .....ould

the comic-book hero be without a "nonnal" girlfriend. boyfriend. boss. kid
brothcr. or doddering aunt?

NOle thai an imponant reason for SC(:rcl idenlities (sec p. 20) is 10 prol:CCI
one's loved ones from relaliation. Therefore. a hero wilh a successful secrel
identity is unlikely 10 have Dependents. Or. more precisely: he m:lY have depcn­
denLS. bUI their frequency of appearance should be very low. because they aren'l
likely to get involved in super-adventures.

Continuing adversaries - whether mundane criminals or super-foes - are
anoIher imponant pan of the Supers genre.

However. it is imporlanl for Ihe OM nOI to let a campaign tum into an
Enemies Zoo. If every PC ha.~ a frequent Enemy (or IWO. or three). the adven­
lures will be driven nOI by the campaign plot 001 by "let's see whose Enemy
shows up this week:' No Enemy should be allowed unless the player presents a
good rationale and an interesting description of the foc.

Of course, if the campaign winds up with lots of Enemies. and they all show
up al once. the adventure becomes the Great Super- Villain Conspiracy.

Not that all Enemies arc villains! Super-crook PCs can have heroes as
Enemies. as well as rival criminals. Vigilante hcroes can ha\'c Enemies on both
sides of the law; a self-righlcous Good Guy melahuman is an amusing enemy
for a vigilante. And even lawful heroes can ha\'e rivals. A powcrful super .....ho
wants 10 humiliale you or show you up is a legitimatc Enemy!

If the Pes make up a super-learn. il is appropriate to ha\'e the whole team
share an Enemy. In thai case. lhc GM rolls only once per session for lhe whole
learn to see if the Enemy appears.

DUTY 5EE P. 839
Exfremel)' HIIZ/mlou$ Duty: This is an increased level of the Duty disadvan­

tage described on p. 839. You are "on dUly" almost all the lime, and risk death
or serious injury more often Ihan 001. 1bere are significal1l pcnallics for failure
to perform (he dUly when demanded: dismissal in disgrace. imprisonmcnl, per­
haps e,'en death. This is a mandatory duty for special openllions soldier.: who
arc in active mililary service (and supers in the military .....ould ct'rtainf)' be con­
sidered "special ops'"). Olher characler lypeS for whom Ihis degree of dUly is
appropriate include police officers on palmi duty. scouts. explorers. full-lime
spies or intelligence agents, and bodyguards. -20 points.

!tll'olllnlary Duties: Some characlers may have duties that are enforced by
Ihreat~ to self or lovcd ones. or by exotic methods of mind control. Such a
forced duty 1;.1l1 result in difficult decisions or surprising insights for the affeclcd
ch<lracter. An involulllary duty would /lol include military service by draft
(although service by impressment. as practiced by the Brilish navy of Ihe 18th
century. would qualify). nor would any other "normal" service. Only Cllses
where life or sanity are dircclly at stake qualify.

For irtSbOCe. if the: Aying Avocado's brain .....as taken 0\'Cl" by Dr. ZOO's OrtJilal
Mind ConlrOll.aser. and the hero is now being forced to rob banks. he would ha\l: all

involunU1l}' duly bonus. If a dUly is im-olunU1l}'. add all additionaJ -5 points to iLS value.

IT'S ALL IN YOURMINO~ Pm"",,1 eml' "f Hm"''' F"" ,"p'" who w'"" '0 Ii" hy "''''',,' ru'e.
that don', fit Ihe alKwc CodcS.lhc GM can allow a Personal Code of Honor. The
player must write a clear description of the code. The GM sets its diS:ldvamagc
\'a]uc. from -5 to -15 points.

CHARACTER CONCEPTION
This doesn'l mean lhal a melahuman

c3nnOl deri\'e his super-pIIwen from his
mind. Aflcr all. Ihe esplana1ion of a super.
power is simply a special erfecII If
Caplain Kumqual uses "mental energy" 10

form impc:nc:lfOlb1e barriers of vcgclmion.
lhue's no rnson fO consull Ihc psionic
rules looking for a psi pIIwcr 10 emulate
Illil. JUlt design the appropri:uc luper·
power and call il urnenlal command of
plants."

The GM of a Suprn campai&n can
:IIill ltawe lhe occ:asion:lI I",.. psibervill.tin
Of hero - juS! usc the Rai.. Stt rules 10
Cenence !he NPC. And if the C:lmC~tn
"'aIlIS.t 101 of psi activity. he should U'le
CURl'S hionn

One of the biggw changes th"'- fi~.

edition players will notice is Il\;Il lhere
~ no psionic super-JlO""<'T5 in GURPS
S"pcrJ, Suo"d £<1;110-'. Till. Wail a
deliMratc chuge, made for seneal
~

First. of coun;e. is lhal the Buk S~

illC:llllles :I perf<X1ly "'orbble syslCm ttw
inelucles all of m., betlU·k_n pii pow­
en. Unlal; the GM 11l1c:s otherwise. all
lhe!c po....ers ~ u'ail:lbk to Mlpm;. h i~

P'l'"iblc 10 =Ilc "C')' powerful pii~ using
nothing bullhc &uir Sr!.

The ~cond reaSOn ....u the n:lc~Je of
GUN/'S I'lianics. Thl. 128'p~llc rulcbllok
is completely devoted (0 psi io all ilS
various fornls. We would have done an
injustice 10 David PIlI"cr's ...ork if we had
chosen to CUI il down 10 fit inlo lhe limiled
spacc of Suptn. Inslcad. wc clI(our:lge
GMs ..110= inlerested in psiooics 10 pur·
dwe it _!hey won'l be disappoinled.

The final fxlOr ill !he decision ~I:lled

10 Pmo'u Groups and !he owcr.lll ('OfU.is.
I(ncy 0( !he came s)'$lml. Pov>"CI" G""'l'"
didn'l work 1_ ....,11 with wpet"-powen.
bKaa~!hey all' OIl widely~.

But P5i I'lI'"'Cl'5 lDdilionaUy f:lll qu,\<:
loCkally inlO a few wcll··..lelined ,uul:
Psychokinesis, Telepalhy. Hcaling. CIC.

Ralher lban lry 10 foIU psi in a direc1ion il
doesn'l nallll'lllly lean. we cho~ 10 swilCh
bac\.: lU Ihe CURl'S Bl15.k SCI melhod uf
handling psi Power Groops. lhcn e~pand

from lherc in l't;lm;tr.

CHARACTERS f



PACIFISM SEE P. 835
Any of the types of Pacifism is appropriate 10 a metahuman adventurer,

Heroes who cannot kill (but can maim) are staples of fiction, as are villains who
will fight only in self-defense.

A type of Pacifism especially suiled to me Supers genre is Cannot Hann
Innoctms, This is a "subset" or weaker fonn of Canno' Kill; you cannot take
both. A super who takes CanllOl Harm I/I/zoctms may use deadly force O/Ily on
a foc who is atlempting to do him serious haml. Capture is not "serious harm"
unless the super is already under penalty of de:uh! A ,~upcr who Cmnal Hann
Innocents will never intentionally do anything that causes, or even rlrrcllfcll.l',
injury to the uninvolved, especially uninvolved nommls, -10 points,

H£W OISADVAHTAGIS
Most of the new disad\'antages described below could be considered "cine­

m:lIic:' if not aClUally silly. They are suitable for any SUJnTS campaign, even a
"realistic" one, but could also be used in other campaigns.

Super~disadvantages.which are available ollly to supers, aliens. and similar
unusual creatures, arc described on pp. 48-49.

AMNESIA -10/-25 POINTS

SUPlR MAGIC
The milM)' :uchlNlgt' ;mel the power·

ful evil ..ir=i :IR boIh~ or comics
..-ith a m)'Slicai tin~ - from M;U'\'cl's Dr.
S/rl..,~r to Firs"s Ibm the Weather
Wiurd (from the ncellent RIll/grr
t'Omici. Then: :Ire se"eraJ diffcRent nleth­
ods of II;mdling nl:lgic in GUN/'S SU/UfS.
The: GM rna)' pick the ,y!\lem (or sySL~msJ
lhat brst filS his ca",p~il;n,

You've lost your memory - you can't remember any of your past life,
including your name, Your amnesia may be Panial or Total.

If you have Partial Amnesia, you Cilll see your character sheet. but the OM
may reserve up 10 30 points for use as he sees fit for disadv;rntagcs, Other than
these secret disad\~dnlagcs, you know that you can do certain things and use certain
skills. but have no idea where you learned haw to do them. You are likely to have
enemies - and possibly friends - that you can't remember, If you tum yourself in to
the police. they can check your fingerprints. but it's a gamble. You might tum out
10 be a wanted criminal! And even if you're an honest citizen. finding out your
name won't restore your memOl')'! Partial Amnesia is n -10 point dis.1dvantage,

Total Amnesia (-25 points) is much more serious. Your physical skills arc
unaffected, but lhc OM makes all of your Menial skill rolls, :Ind makes them at
a -2 penalty! You have no idea what advillltages. disadvanlages. and skills you
have - if a player chooses to pI:!)' a chamcter with this disadvantage, the only
things he can choose when designing it are those things that can be seen in a
mirror, E\<erything else is assigned by the OM (nod Ihe OM holds onlO the origi­
nal character sheet until his memory is restored)!

If you arc playing a character with Total Amnesia. the OM knows what
quirks and mental disadvantage you possess , .. and )'011 dmz'" So, from time to
time. he will ovcrrule your statemcnts about what you arc doing. For instance,
you won't know you have the Berserk disadvantage until you go bt~rk.

This disadv:lI1tage can only be bought 01T if there is some mtionale for the
chamcter recovering his memory. Meeting an old friend, reliving some fateful
event, or the ever-popular blow-to-the-head are all re:lsonable, In most cases.
the cure will be related to the cause of the memory loss,

COMPlJLSIYE CAROUSING -5 POINTS
You are a pany animal. You must go in search of a social gathering at least

once a day, and participate for at leasl an hour. You will If)' almost OIl)' mind­
altering substance withOUl a second thought. and aren't panicularly picky aboul
your romantic panncrs - you like your music loud and your wome" (andlor
men) hot! You arc likely to stan the day with beer and comnakes. Other pany
types will react to you at +2, Solid citizens will react at -I,

SUPER~POWEREDMAGIC
M~gic is noLhinll mORe th~n a special

efrect. Thc second of concenlration
required to octi"aLe a sopt:r-pol••er is "'hen
the mage ~usts~ the spell. Sec NccrtlO.
p, '24. for:lfl uamplc: of such a "l:Ip,

STANDARD MAGIC
Magic is t~31ed cualy:lS described in

lhe &uk Stt (Ch.>pter 19) or in GUNPS
MIlKic, witl'l no special :tdtlitions (oLllc:r
lh:in the facl lh:il :t 500-poirM rn:r.ge ~3n be
'~ry powcrrul!),

Thi~ syslcn, has Ihe ;llh'antage of being
"cry simple to implemcnt. a.~ the niles fur
mallie arc c1carly 111id oUL, each .'pell i,
well·lkfinetl, and a mallc ,,"'ill h.ve mIlCh
nlOfe nexibility Lhan I "nnrmal~ liuper,
I)ind'<antag<'s of running :t malle unlkt
this system include 11K: com~r.lti"ely
long e:utinglimcs. and the high fatigue
00Sl compouallO ocher liUpCT.pmo~,

ENHANCED MAGIC
Maj!ic is l""ated like Sl:Indard Magic.

but exIra leveb of Malery ah'H'e the
third a"" avail:lble for Ij poinlS each< and
lhere is 110 limil to Ihe number of blillue
pu;nls thaL can be put into such mtad
skills aL Fireball. Liglllninl; BolL. ami
DcaLllIuuch,

IF "",gic ilems are !:oinll Lo be crealed,
use the soper-equipmenl rules _ super_
high levets of Mager)' unbalance lhe mag·
ial ilcm elr:tlion rules'

This s)'$Ietn a1Jo.,,,, nugcs 10 lr2fI~end

lhe usoal "f:>ntlsy" levels or po..'cr and
reich lbe polency seen in four_~olor

comics, It abo """'eli magic ittrm:» """
IS they:IR in the comics .. ,

Cott/;o""d on >lUI page."

-
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{MPROVISED MAGIC
Usc the Improvis~d Sp~1I rul~_< r",,,,

GUHI'S Magic (sec PI'. MM:)-9(]) w;lh the
following mO<lilieJI;on,;.

Skill il/ /, Colli'II". L~wl, of ,kill in a
college arc purehas~d for:) poinlS pcr
le,-c!. "'Iher Ihan based on the numlJcr of
spells ",ilhin thaI college. 'l1,e ma~imul11

skill in a college is 20.
/'ur"'I"j,"t,' 5,'r/ls. Th~r~ "r~ """~.

The GM m"y <.I"I~rmiJK: Ihal some iml'ro-­
vise<.l sl'elis rcquire M"g~ry 2 or 3 (or
higher!). howc'w.

nw" III Cu,". ,\11 <I'dl., em, lJ.c <::lsi
wilh ()ill' wrn of eonCenlr:lI'on.

SUPER MAGIC
(CONTINUED)

~1=========

CURIOUS -5, -10 OR -15 POINTS
You <Ire natur.Jlly very inquisitive. When you arc presented with <In illlcrcs[cd

ilclll or ~ilu'lli()lI. you must roll 'IS. IQ (nol Will) to avoid examining il. even if you
kllIJIt' it will be dangerous. Good rolcplaycrs won'llry to make this roll often.

This is not the curiosity that affects 1//1 pes <"What's in thaI cave'! Where
did the fiying saucer corne from?''). bUI the rea/thing ("What h<Jppens if I push
Illis bUllon?"').

YOli will pull levers. push buttons, open door.~. unwrap presents, and gener­
<Illy do everything in your power to investigate thoroughly lilly situation with
which you aren't [()()% familiar.

You will rationali~.e your curiosity to others who try to talk you out of il.
Common Sell.~c won', help - yOIl know you arc laking (l risk, but you're curious
unywily!

Erm:mdy Curious: -10 points. AlllQ rolls arc made ;11 -2.
Ill.wllillb{y CuriOIlS: -15 points. AlllQ rolls arc made al -5.

CHARACTERS!

CURSED ~75 POINTS
Likc UnlUl:kiness. bUI wurse. When anylhing goes wrong for your party. i,

happens 10 yuu, first and WOrSL If somcthing goes righl. it misse~ you. And
:my tilllC lhe GM feels like hosing you. he C:II1. and you have no complaint
coming, because you :lrc cursed. You can't buy this off just by ~pcnding poinls
- you must dcterminc whm h:ls cursed you and deal with it. and tlien spend th,,:
points.

n,is m"lhod "rrers a lilcr:,lIy i"ji"ire
variety of spells. limiled only by your
imagin:,lion. It slill ha, Ihe <.Ii,advanlage
or Ihe increased falisue COSIS ovcr 110nn,,1
sUJl"r.,. IhouSh. and requires a vcry nc~i·

blcGM.

KNACKS
All I11I'E;c,,1 po",ers arc l)(lughl a.'

Knacks (sec p. "'%.97). If magical
ilems arc a,',,;lable al all.lhq ar~ ooul,:lu
'IS supcr-cq"ipmem.

FLASHBACKS VARIABLE
In a stressful situ:ltion, you m:lY experience aj1a.rhbllck.

Thesc :Ire vivid h:lllucinations. full participation replays of
mcmories. or any other similar phenomena. The player may
choose. m lhe time of character creation, wh:Jl Type of nash­
back will be experienced, bUI the contenl of C(lch episode is up
to the OM. Point v<Jlue is delennin,,:d according to the se\'crity
of lhe flashback.

Fla~hbacks arc very appropriatc a~ rcsull.~ from a failed
Fright Check; roll for a Flashback whenever )'ou miss a Fright
Check, or make tire Frig/lI rofl exactly, regardless of other
results. [n any other situation which the GM fcds is stressfuL
he may roll 3 dice; on a 6 or less, you get a nashback.

-j poil/ts: The nashback lasts only 2d seconds; :lltcndanl
hallucirwtiuns do 1101 seriously impair skills (-2 un all skill
rolls), and accompanying uelu~ion~ are minor - the victim
rcali7.es thaI he's having a flashback.

-/0 poinl.I': Duration is Id lIIillll//."S: hallucinalion scriou~ly

impair skills (-5 to all skills); delusions seem real.
-20 poims: Duralion is 3d minutes: hallucinations arc so

severe lhal lhey preclude all skill usc; the nashback seems
completely, 100% re:ll. and c:ln be pOlemi:llly f:llal. as you are
receiving /10 input from the real world.

GLORY HOUNO -15 POINTS
This is an advanced c:lse of Overconfidence (p. B34); a

charaClcr may not have {JOII! Glory Hound and Overcon­
fidence. You will aiwi/Ys take time to talk to the press. pose for
photogr:lphs, or sign an aUIOgr(lph, You insist on being in the



The dcei.<ion III releJSC this GURPS
Supus second edition wus ba~eli on 18
m"nth~ of feCl.llmd: from gamers (proof
pos;tivc that wc '/0 read Ollr nu.i1!l. an'"
Iols of ble-night liiscussion~ 'I'he general
goal wacs to modify lhc s)'Slem 10 male it
more generic (l'lcoce tl'lc elimination of
Power Groups. which f<ned a PC ;nto""'.
strielly-defincd ilk:L~ of wh:rl m3Ik senseI
wilhoot .uaking it 50 frec·fonn as to be a
··design·)'OIlT·own·system" game.

The <lvnall resolt is a system tltal
llrul1y simplifies chaTaclcr creal ion.
Whe.e il IIsed to lake :lII hour 10 iksign a
ch:tJXIc..- tat Iea-" for the: Dllthor), it can
I1I)W be: done in JO minllte:L

......, biggol. c'h:1ngc is t1'lc elimin:llion
of I'owcr GrollPS, Fo. thOU thai li"cd
them. wc·'·c offcred ~vcrnl options for
~ccping them (sce Pl'. 14 and 25). The
new rules for P<>"""r anll S~ill mc foon<!
On p. 27.

"~I'.h' -roo w,II ,'w,y., 10k' ,1>0 .'",,,, ri'''. ,~," rompl" pi,",,~
feature your abilities. lead the charge. eiC.

You gel a +1 reaction (at Icasl publicly) from the press. small children.
teenager.;, cIC.. and a .] reaction from co-workers. fellow heroes. etc. If the
glory-hounding is successful, it Ciln 'C;.It! to an improved Reputlltion with the
general Pllblic: buy this separately during character crclllion. or c.ml it free dur­
ing the course of;1 camp.lign.

JINXEO -201-401-60 POINT'S
A Jinxc:d character is 10 bad luck as a plaguc-eanier is to disea.~. It docs not

affl..-ci him. but il gelS everyone else around him. If you are Jinxed. anyone in
your immediate vicinity suffers a -I through -3 penally (depending on the sever­
ity of the Jinx: ·20 ]Joints per -I) on :my rolilimt the GM makes for them. They
have no penulty on rolls Ih~y rnok~ thcmselves. Thus. lhere is 110 way for the
resl of the party to be sure lhat a Jinx is present wilhoUI keeping tr,lek of failed
"sure-firc" allernpls O\'cr a period of time.

A Jinx gelS e\'erybody, fricnd or foe. Ulysses was a perfect cxample. He was
toogh. cle\'er, and detennined, and he survival e\'erything thrown at him. but
none of his shipm:llcs made it. Pan of his own survival was due to lhe fact lhat
things WCnt wrong for his foes as wcll. with Ulysses around - Polyphemus. for
eXllmplc, missed somc easy IQ rolls when dealing with Ulysses.

CHAHGfS fROM
fiRST £OlnOH

You never gel any jokes and lhink everyone is earnestly serious at aJllimes.
Likewise. you nc,·cr joke. and you tIre earneslly serious al all times. Othcrs
react 3t -2 10 you in any situation where this disadvamage becomes cvidcm.

Sometimes you don't care whelher you lh'e or die. You :Ire not actively sui·
cidal. but you will take unreasonable risks in the face of monal danger. When
you facc a lifc-thre:llening siluation, you must make a successful IQ roll before
you can retreal (auempt once per tum; 14 or higher fails automatically).

MANIC·OEPRESSIVE ·20 POINTS
Your moods arc on a see·sa", - you bouncc back and forth between

bubbling enthusiasm and morose withdrawal. At the beginning of each play ses­
sion. roll one die. On a 1-3. you arc in your M:lnie phase; :t 4-6 indicates
Depression. Every fivc hours of game-time thereafter. roll 3d. A 10 or less indi­
C<ltes that you begin a mood swing. Over Ihe nexi hour. you will shift from your
current phase inlo ilS opposite, You will rern:lin in the new phase for al leaSI five
hours (:lfler which you ag:lin roll 3d).

In lhe Manic phase. you suITer frum Overconfidence (sec p. 834). You will
be friendly. oUlgoing. and cxcited aboul whatever it is you're doing. In lhe
Deprcssivc phasc. the Overconfidence is replaced wilh Absentmindedness
(p, 830) and Laziness (p. 834). You will not be interested in doing anything
other than lying in bed. silting in a dark room and moping, or other similar acliv­
illes. If forced by companions (0 do something. you will be at a -5 on all skills.

NO SENSE OF HUMOR

ONTHEEOGE

~10POINr5

·15POINTS

All p.~i powers havc been remo"cd
from the boo~: usc thc Utltjc Stl or
GURrS Psionics. Diuo with the cincm:ll­
ie malt;a1 an~ rulcs - GURrS "'lIuilll
Aus does a ",,,ch more thotOllgh job of
eu'cring this lopic lhan wc COIlId in a fcw
pa,,,,,. We'''e IIscd the utrn space for
mil'" examples and sllpcr·abilil;n.

POINfCOSfS
Slipers who ha"e a low number of "cry

Slrong super·po....ers will probably find
thai lhcir Ch:tr.lCk:B are I'IOYo' cheaper lhan
they "'CrC bef,,",.

Ch;arxlcn th:tt h:t'"C a large number of
skills (if they bou~hl c'ery skill in a
l'ower GJOIlp. for Instance) will probably
find tlout lheir point vatlle h:.., iocn:ascd.

Whcn tr:lnSlaling the s:lmplc eh:tr:lctcrs
(sec ChJplcrs 8 a"d9), moM ~mycd m 500
l'"ims, !-1am;n' Jane and Chcmico (botb
s~;ll·hcavy) inercascd tll 600 points;
Kodiak is now S.'iO. 1l>osc with "cry f~w

sUJICT·sl:ills had 10 be bttfcd lip 10 male
.'iOO ~~;n -...,., Bbct 1"<=1. lcepick. :IIld
o..lIrfMar.

Pes "'ith a "elY high (30+) ST will be
radically cheaper w;lh the new Enhanced
ST rules (I'. 39).

AlIae~ po""crs nOw do ld dJrn:Jge per
level (inSicall of 1d pcr 2Ie,'ds).

CHARACTERS!



SUPER fDENrtry
It is also possihle for a super 10 en,irely

gi'·e up his "normal"' life. He mighl "·ear
his eOSlume at all times. usc his super
name as hi, legal !lame. and so on. In
cffe'Cl. lhe super h'" gi"en UI' his old iden­
tily cnlircly. Ifhe did J good joh of cover"
illg his lrooks. nobody will ever be able 10
find OUI who he was. SO his I'I:lu,ivcs arc
SJfc from relalial;on. This docs,,·' havc 10
be an advJlltagc or disadvJllIagc: il can
jusl be pJrl of Ihe charaCler slOry. Or il
Can be a regular Se<:rcl.

S<lmc supers - especially villains anl!
crimcfjgh{cr~ _ have a "scerCI i<lcmily."
Such a super's life as" visil"nlc (or \'il­
bin) is a well.kepl secret Only his closest
family amI frienols know. and Ihe sup"
will go lU 1:"'01 lenglhs to keep his priva­
cy. TIle usual rea.mn is (0 sheller friends
anollowd one, from hamssmem by super_
foes/lhe Duily News/outraged citizensl
police. Therefore. if 3 super has a se<:rcl
idenlity. his Dependents (if any) should
n01 come into adventures "cry oflen.

If a su!"'r does ""r ha'·e a secrel idenli.
Iy. il is r<'ssible Ihal foc.' willI'}" 10 reach
him lhrough his loved one•. This "an
happen occasionally 10 anyone. II should
Ilap!"'n I'I:l;ularly 10 Iho"" su!",,,, who have
laken a l)e!"'ndenll

SECRET ~JES

A Secret is some aspect of your life (or your past) lhal you musl keep hid·
den. Were it made public. the infonnation could harm your repUiation. ruin your
career. wreck your friendships. and possibly even threaten your life!

The point value of a Secret depends on the consequences if the Secret is
revealed. The worse the resulls. the higher lhe value, as follows:

Seriol/s Embarrassmem. If this infonnation gets around. you can forgel
about ever getting a promotion. gelling elecled, or marrying well. Alternatively,
your Secret could be one that will simply altracl unweleome public attention if it
is known.. j lJoims.

Viler Rejection. If your Secret is discovered. your whole life will be
changed. Perhaps you would lose your job and be rejected by friends and loved
ones. Pcrhaps you will merely be harassed by admirers. cultists, Ir'ng·losl
relatives. or the press. -/0 PO;/lls.

Imprisolllnellt or E.rile. If the authorities uncover your Secrel, you'll have to
nee. or be imprisoned for a long time (OM's discretion). -20 paims.

Possible Dear/,. Your Secret is so terrible that you might be ellccutcd by the
authorilies. lynched by a mob. or assassinated by the Mafia (or the CIA) if it
were ever revealed - you would be a hunted man. -30 points.

If a Secrct is made public. there will be an immediale negalive effcct, as
described above. ranging from embarrassment to possible death. There is a
lasling effecl - you suddenly acquire new, permanenl disadvantages whose
point value equals twice that of lhe Secrel itself! The points from these new
disadvantages go first to buy off the Secret. and may then (at lhe OM's
option only) be used to buy off other disadvantages or (rarely) 10 buy new
advantages. Any unused points are losl. and lhe characler's point value is
reduced.

The new disadvanlages acquired must be approprime to the Secret and
should be determined (wilh the OM's assistance) when lhe characler is created.
Most Secrets turn into Enemies, Bad Repulalions, and Social Sligmas. They
might also reduce your Stalus or Weallh - going from Filthy Rich to merely
Very Weallhy is effectively a -10 point disadvanlage. Some Secrets could even
tum inlo mental or physical disadvantages, though this would be rare.

Similarly. if lhe OM allows you to buy off old disadvanlages with the new
points, these 100 must be appropriate to the Secret. The mosl common disadvan­
lages that could be bought off are DUlies and Dependenls.

In general, a Secret appears in a particular game session if the OM rolls a 6
or less on three dice before the adventure begins. However, IlS for Ill! OIlier dis·
Ildvil/ltilges of this type, the OM need not feel conslroined by lhe appearance roll
- if he thinks lhe Secret should come inlo play. it does!

When a Secret appears. it is nOl necessarily made public. The character must
somehow prevent the Secret from being revealed. This may require him to cave
in [0 blackmail or extortion. to steal the incriminating documents. or even [0
.~i1ence the person who knows the Secret. Regardless of lhe solulion. however,
it's only temporary - lhe Secret will appear again and again unlil it is finally
boughl off. Secrets may be bought off either automatically through exposure
(sec above) or with earned characler points over the course of play.

~'=========
Each IIlrn that you are in combal, make an IQ roll (again. 14+ fails) to

avoid making an All-Out attack (or the ncar-insane. suicidal behavior of your
choice). Most sensible people avoid you (-2 reaction from anyone who rca1i7.cs
that you're crazy). Primitives and low-lifes will mistake your disregard for YOUT
own life for bravery, giving +2 reactions.

SECRET IOEHTlJIES

SECRET IOENrtryAS A
OISADVANTAGE

A Seerel identily is a disadvanta&e
becau"" il limilS your behJvior. II is diffi·
oull 10 ma;nlain a Sccl'l:l idenlily. When a
PC has a secrel idenlily. Ihe GM should
occasionally include a serious challenge.
in the form of someone whu lhreal"ns lu
di.,cuver ;1. This Call be dClerminod ran.
domly by rolling Ihree dice before each
game session; on a 6 or less. a Ihrcalto the
secrel idenlily will lake placc.

The value of Ihis disadvanlage is fig·
ured as per lhe SeCrel disadvanmge: it is
worth more In a criminal (who will be
jailed if found OUI) IhJn 10 a hero (who
will JUSl be ;ncOIl\"enieneed).

Anyone wilh a SlalUS of3 or more gelS
an CXlro ·10 points for a Secrel Idenlily.
because uf Ihe allention Ihal Ihe mediJ and
lhe public p:,ys to his every mOve. 1l1Jking
il thJI much harder In maintJin a secrel
identity. Thc GM should introducc a ,·hal·
Icnge to Ihe idenlity on J roll of 7 or less.

If Ihe Secret ldenlily is losi. il is lraded
in for lwice il5 point value in disadvan·
mges: new Enemies. or more frequem
appearance of old Enemies. arc Jl'Prupri·
ale. (Altemali,·cly. if lhe PC has In appro­
priale mlvamage of similar value. he cuuld
gi'·e il up - but lhere arc few JdvOlllagcs
mal would logically be lost jU'1 bccJuse a
secrel i<leillity has become known.)

(~)O CHARACTERS! o
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5E&IiET IOENTTTY IM/ABLE
A Sccrcl Identity is 3 special kind of Secret (sec sidebar. p. 20). It is another

pusona that you use for deeds thai you wouldn't want conneclcd with your
"real" self. Many supers utilize Secret Identities in order to protect friends and
relatives from vengeful enemies, or just to enSUfe a lillie bit of privney. Such an
identity may be "weak:' supponed by no official paperwork, or it may be a true
Alternate Identity (sec p. 12).

When a PC has a Secret Identity. the OM should occasionally provide a
serious challenge 10 il. in lhe fonn of someone who threatens to expose il. This
can be detennincd randomly by rolling 3d before each game session; on a 6 or
less, there is a threat of exposure.

Anyone with a Status of 3 or more gels an cxlrtl -, 0 points for a Secret
Identity. because of lhe ,lttention the media and the public pay to his every move.
The GM should introduce a challenge to such an lD on a 7 or less, instead of 6.

If a Secret Identity is revealed, trade it in for twice its value in new disad­
vanl.ages or lost advantages, as for a regular Secret (see above).

Most Secret Identities will be of the -10 point variety.

TERMINALLY ILL ·/50/·76/·100 POINTS
You are going to die ... soon. In a SUfnn campaign. this is most likely to be

a side effect of )'our powers or of their origin, but other tragedies are possible.
Point cost is detennined by the length of time remaining. One month (or

less) is wonh -100 points (and you'd beller work fast!), More than one month
but less than one year is wonh -75 points. and from one to two years is wonh
-50 points. More than two years is worth nothing - anyone might be hit by a
truck in two years!

If Ihe GM is running a one-shot adventure, he should disallow this disad­
vantage as meaningless. If, during the course of a campaign, the character
acquires a "miracle cure," has himself cloned or cyborged, or anything else that
e;'l;tcnds his life past the temlination date, he must buy off this disadvantage. If
he doesn't have enough points, all earned character poinls should go to this pur­
pose until iI's bought off.

This disadvantage is best fined either 10 a character whose player really
intends to play ~ if doomed, or 10 a characler who will struggle nobly to beat
his fale. right up to the last minute.

TRADEMARK VJ4RIABLE
Many mctavillilins and vigilantes have special symbols - Trademarks - that

they leave al the scene of aClion as a way of "lagging" their work.
No character may hllve more than one Trademark. Multiple aclions (e.g.•

binding your viclims with purple phone wire, painting a frog on the wall, and
discharging every fire e;'l;linguishcr in the building) simply count as a highcr
len~1, flQ/ multiple Trademarks.

-I points: Your Trademark takes very little lime to leave and cannot be used
to trace your identity; it is essentilllly a Quirk. A typical example is somcthing
Iefl at the scene - a playing card, a small stuffed animal. and so on - as long as
it can'l be lraccd and takes little time.

-5 poims: Your Trademark is still simple, bot you absofu/dy must leave it.
You cannot leave the scene until you do, even if your encmies are breaking
down the door.

-/0 paims: As above, but leaving your Trademark increases your chances of
caplure - initial carving, notes. traceable clues. and so on. Leaving this son of
Tl'3demark takes a minimum of 30 seconds. Anyone: searching the crime scene
and examining your Trademark receives a +2 10 their Criminology roll.

MEUIHG POIHTS
Flaminc supers will need 10 tnow

mclting and boiling poin15 ror loOn'" co....
mon malerials, The lim numlx:r .hown is
lhe mdling poinl. lhe second is Ihe boiling
poim. All ~alues below are lli~en in
tkgn:es F:al1n:nhcil.

Calcium.. . .. 1574.6. 2708.6
Carbon . .. 6422. 8720.6
Copper 1981.4.4'103
Diamond 6422.8720.6
Gold. ,. . .• 1945.4.5370.8
Helium.. .. -45H. -451.5
H)'drugen -434.45, -422.5
Iron 2795. SoIl!
Lead 621.5.3171.2
Ma&~ium 1203.8.202-1.6
M=:ury .....•.•. _38.674
Neon •.......... -41H•• ..-\10.1
Nickel.... . ::'148.8.5072
Oxygen -361.12. -297.'1
Phml'l!orus , , .. 111.38.536
PI:llinurn 3216.2.6920.6
Plulooium 1183.1. 51155
J'nt:us.ium •..•••. 1-16.57.1425.2
QIQnz 2930. 4046
Radium ......••• 1292.3158.6
Siliron 2570.4271
Silyer .•.....•... 994.6.40lJ.6
Sulrur. 146.6.832.28
TallIe Sail...... 1473.82575.4
Tin.. 449.4.4100
Uronium 2070.14.69Q.U
Water. . .•... 32.212
Zilll; 786.92. 1664.6
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THROWING

HlW SKILLS
OEFAULTS TO OX-6 OR

ACROBATIC5-3
This is ehe ability to adjust quickly after blinking or teleponing: roll ae -2 if

you arc changing facing. -5 if you are going from vertical 10 horizonl:11 or vice
versa. Noec lhal you cannot change physical JlQsitiQ/, during a leleport - only
orienlaeion,

A successful roll allows you to act normally on your nexi tum. A failed roll
means disorientation - no actions except defense possible for I tum. A critical
failure means you fall down. physically stunocd.

Modifier: +3 for Absolute Direction.

Throwing skill can be used to throw oll)'tltillg the super can pick up. See
p. 80 for more information on TIlrowing.

800YSENSE (PflYSICALIHARO)

Strange and bizarre {hings happen 10 you wilh alarming frequency. You are
the one for whom demons will SlOp and chat. Magic iecms with disturbing prop­
cnies will lind lheir way to you. The only talking dog on 20th-century Em1h will
come 10 you with his problems. Dimensional gllte5 scaled for ccnlurics will
crack open just so that you elm be hathed in the energies released ... or pcrhaps
the denizens on the olher side will invilc you to tea.

Nothing Icthal will happen to you. at least not immcdiatcly. and occasionally
some weirdness will be bencficial. But most of the time il will be tcrribly. terri­
bly incom'cnicnt. Pcoplc who understand whal a weirdness magnct is (and that
you are one) will react to you at -2. The exceptions will be parapsychologi51s
and thrill·seekers. who will follow you around!

RI1JING (FLYING PERSON)
To Slay on a nying person's back. take Riding (Flying Person). This skill

defaults to DX-5 (but not to Animal Handling -3!). to any other Riding skill-4.
or to Surfboard or Skaleboard al 4,

SKILLS
All the "nonnal" skills arc available to supers. Well-rounded chamclcrs

should ha\'c a variety of such skills. Especially useful oncs for the genre include
Acrob:llics. Brnwling. CompulerOpcrnlion. Criminology. Detcel Lies. Diagnosis.
Diplomacy. Disguise. Driving. E~ape. Fasl Talk. First Aid. lntcrrogation. Judo,
Karale. Languages. Lcaclcrship. Occultism, Piloling, P.~ychology. Running,
Savoir-Faire. Scrounging. Sex Appeal. Shadowing. Stealth. Slratcgy. Strcctwise.
Swimming. Tactics. and weapon skill.~ of all types.

HAun COUTURE
FOR THE SUPER SET
8YTHE SUAVE MARAUOEIC

Super powers ~rc ~ll vcry \OIcll. but
"'hal really sets a su!"'. aI"'" rrum 1""
c..,wd it a SC~ of sf)tc. Any bow can
Lhrow on a pair of Iongjohm and a ~xtI­

lO'A"cl. buI W bc:sl supers etC:.lc a look. an
itn:l&C. IM'S all lhcirs..

n.e basi!;! of a ....!'C', outfit :lrt'. anoJ
..,nuoin. ,JM, blldysuil :lDd the cape. Indi­
lionally in bold primary c"kn (thoogh. ""
e'-nybotly kn,,"·s. basic blael.: is ai,,",,}',
appropriale).1lle ~Irunks o'·cr tillhtsR Illok
from t~ ·40s and ·50s is OUI. out, "',,_
Men. Iion'l be afraid to shOW off a lillie,
Some say th~t chest ~nd caJlC rrlOllOl;r~ms

~re lluuche, but [ say it"s YOllr super i<Jcn­
lity. E~press il! find if you've gOl the
JlCCs. who$i'}'s you need a shirl·!

In the last few years sllpt:r-style has
taken a swing to the right. Far be it from
m~ t" decry the elegant simplicity of a
snl:ll"1ly tailoo:d jumplSUit. but rcmcmb."._
aceeswries make 'he outfit. Anything
from a psi,amplifying helmet 1)1" a I"'ir 0(

,,-inged pumps to a smm bel' ilIld a few
~nap brxclet~ can ~ke the differenc..
bctWCC1l bl:md aDd bashin,. On t~ "JlllO"
~ile end l>f the Spel:lIUm. f~lic things
are being done: (p'IMicularly in Europe.
nateh) with daring elements like abstrxt
prints 3lld ""ymmcuical geometric ulQlifs.
Do,,·/try Im5 al home. kiddi~ BUI if your
designer can pull it off. lucky yOll.

Urban lI.venger~. particularly of lhe
nocturnal variety. have always favored a
look thm will e:lSl a dramali!; sha<Jow on
the terrified perpetralors. The original
mYSlery mcn of the ')Os und '40s did
"'onderful lhings with JUSI a slouched
Fedora. an opera cape. and a knit suit.
Savvy supen are returning to Ihis dassi<:
look. Als<> a b"orit" is Ihe animal motif­
)..... ·'e S1J.., to rna"'e an entnnee if yoor
shadow looks like a "·olf. bu,l. bird."f.
I'"'y. Of Oth<'r~ureo(the nighl.

~'I========

-/51");/lI.f: Your Tr<ldcmark is so daboratc - dousin1:llhe cOlpturcd thugs
with a cenain cologne, painting the entire crime scene pink. writing a long
poem 10 the police - that it vinually assures your c\,cnlual capture (with this
level of disad\'3nlage. the GM may give ducs withollt a successful Criminology
roll).

Remember thai a Trademark is an aelion sepanlte from caplUring Ihe
crooks or committing a crime. Always entering a bank through lhe roof is nOI
a Trademark - spray-painting a giant pentagram on the roof before entering is!



OGmJ)

HAun COUTURE
fOR THE SUPER SET

(COHTlHUED)
The po:fcm:d 10111; In powc:ml armur

f<,nl:lln~ ,1",,1; alkl su"amllll""l. bul mas­
sh·e. TlIough Ih...." a", always a few d:lf­
,ng <ouls who ·•..he~. lIown" wilh a
~11'd'y. hloc"y·"'berrer 1001;. Anll bully
(or Ihem. say I.

I'm heroi"cs, rhere', no bw Ihar SlIy~

yuu 1I",'t' Itl be dll'Cste,I;". See ,bt}\'" un
jumpsuils. anll I'll uy ;1 ag,i" ­
xces-oriu:! Or )'011 can go for the lIr.:amal­
Ie Euro-Ioo/. ... hich COIn be :IS se~)' a~ an)­
Ihlllg w'lh nary sn ",ch of nesh upo.sed.
NOI Ihal I'm pullin!: do""n Ihe Flam,n'
'a..., ""hoot of !:1:1l1kJUr.!:al C1$umJnl:. If
y<>u got it, bolby, flaun. ,I. R"member, rhe
n>agio: ...-ords:In: EXI'IU~SS YOURSELF!

Oh. alkl ~inc., I ~",,,,. yoo·,.., wonder­
ing about all Ihu• ., "sy·bilsy. I.,,,,,y.
",·.,enie rh"np; and 'Malhs lhac lbe mOSI
glanrorou< .>"per-gal' favur ..• iI'S all
done wilh rcchnulol;il:ally_adv'nc.,<J.
elccrru"lalie~lly-charl;e<Jpolymers. No
,,,,If''''~IllX:I;ng ho.'roulC need come ""rhin
a mile uflbe I;luc·p'''. NUl in rl~ '9(1...

My rashion pre<Jocliuns'! For- lhe men.
!e.u rabric. mrH'<" muscles. For Ihe l:odies.
kJ<H; for a "'lum of the ~"',n. :II leasl for
11UlI.~,rhome hemmes.

(Ori~l"u/h- pu/JIu/ud lit ,Ilr
Mrluhuman MtJnlh/~ "I'roT in Hr'·I....·;
/l)Wr i.JSllr. JIt" .. J9!1/. Thr SlIo"r
M,mllukr is '''r rt'Xllturfiulliorr t>tJllI""'UI
fiIT Mr/a/,umo" Mumhly.,

CLew< (PflY5ICALIAVEIVoaEj
~

DEFAULTS rODX~5,

BUCKLER·4 OR 5HIELO·4
This is the skill of using a doak or cape. both offensively and ddcnsh'CIy.

Trc::u a cloak in close combat as ifit were a shield (see sidebar. p. 8114).
There are two types of doak.~ used in comb:lI: a large. heavy. hoo(kd ful1­

length c1o.1k. and the smaller. lighH~rcighl. torso-length drt."Ss cloak thai IIlOSt
supers WC3T as a cape.

HEAVYCLOAK

The heavy cloak is used as a shield: Ircal Ihe dcfcnsi\'c mancuwr as a
Block, figured at half clo;lk skill with PD 2.

The olTensive maneuver with a heavy cloak is to a11cmpt [0 em'clop the oppo­
nent. The cloak is tre.1tcd as a thrown .....eapon (55 12. Ace I. Max 2. no half dam­
age). The maximum aiming bonus is +1. A thrown hea,·)' dual;: may be Dodged or
Blocked. and Parried by a weapon of2lbs. or more. A heavy cloak weighs 51bl..

At a I-yard range. !he :lIIackLT may hold onto the heavy cloak while throwing
it. If !he throw misses or !he defense is successful. one tum is nceded to read)' il
ago1in for offensi\'c or defcnsive use. If the throw is successful. Ihc altackcr may
attempt to pull his opponent olT-balance. Roll a Quick ConIest of ST: the nll;lCkr is
at +2. If the defender loses the cOllies!. he is:u -2 OX lhe neXl lum. If he lost'S b)' 5
or more, he is pulled off his feel OlllO his knees. On a critical f:Jilure, lhe defender
falls down. II lakes a successful OX roll :md I lum 10 removc thc c1o.1k. In Ihe
meamime, lhe cloak blinds the defender and prevcllls any allack or aClivc dcfense.

UGHTCLOAIC

The light cloak is more \'ctsatile. Although il only ha... PO I when used a... a
shield, il can be used more crealively a~ an allack weapon. A light cloak weighs
2 Ibs, As a weapon. it can:

Be lhrown O\'er Ihe opponent's head.
Enlangle lhe opponent's weapon or arm.
Be snapped at lhe opponent's face.
Throwing lhe lighl clo:Jk is similar 10 throwing lhe heavy cloak (same range

modifiers). bUl il cannOl be held onlO. can be p:Jrried by (IIry rC:ldied wcapon.
and requires no OX rollllJ removc. The 0PI>onelll is blinded until he takes a turn
10 rcmove Ihe cloak,

Enlangling the opponcnCs weapon allows Ihe cloak wielder to retain his grip
on the cloak. Roll a Quick ConIes! of the anacker's Cloak skill (minus any modi­
fier 10 hit - sec Striking at lI'l'npm/s, pp. B110-111) and the defender's Weapon
Skill (or OX if carT)'ing a ranged weapon). If a mclee weapon is enlallg1t.'d. the
defender must win a COlllesl of weapon skills before he C-,1n usc his weapon
again. Each such attempt counts as an action. If lhe cloak-user wisht.-s 10 altack
with anolher we:lpon, he is al -2 (in addition 10 any off-hand penalties) if hc
rcwins his hold on the enlangling cloak. The defender may lire an enlangled gUll.

bUllh..: shul is al an additional ·6 to hil, :mu no nim bonuses I1my he lak..:n. A SUl.:­

ce,~sful comest of OX vs. Cloak skill is required to frt.'C a missile we:rpon.
Entangling lhe a.ml is a Quick COlllest ofCloak-2 (the -2 is foc aiming allh..:

ann) versus the defender's DX. If lhe defender is holding a melee weapon in
either hand. he has the opponunit)' 10 Parry the cloak before lhe Quick ContesL
11le defender must win a Conlesl of ST 10 free an entangled ann. WC:Lpon lire
from an entangled ann is trealed as above.

Snapping the lighl cloak in the opponenl's face is done al Clook-5, If Ihe
allack is successful. the attacker m:lY be blinded for a lum. Any defense lIlay be
used :lgainsl this :ulack. Crilical success on lhe Cloak skill roll docs one poinl of
dumage 10 one eye (roll randomly In delermine which one). blinds the 0llpvucnl



INTIMIDATION (MENTAL/AVEIlAEE)

FLIGHT (PHY51CAJ./AVEIlAEE) OEFAl/LT5 TO OX-"
This is lhe skill to use a Flight power 11'1'1/. for acrob:llics. light turns, etc,

See the sidebar.
For a n:llurnlly winged creature. Flight skill defaulls to OX. but can slill be

improvcd as a normal PIA skill.

OEFAULTS TOSTp 5
ORACTlNGp 3

This is a social "innuencc" skill. uscd for persuasion, The essence of intimi­
dation is to convincc the sobject lhat you arc able and willing, and perhaps
cager. to hurt him,

Intimidation may be substitutcd for a reaction roll in any situation. Ihough it
is at a -3 penalty when used in a request for aid. A succcssful Intimidation roll
gives a Good (though nol friendly) rcaclion. A failed roll gives a Bad reaction.
Mosl people will remember an intimidation atlcmpt, whelher successful or nOI.
for a long lime; it can ~rl11anently affect an NPCs :lllitude.

When Intimid:ltion is used againSl a PC (or, at the OM's option. against a
NPC). this can also be rolled as a contest of Intimidation vs. Will. See biflul:!lIce
Rolls, sidebar, p. 893.

Modifier,v: Up 10 +2 for displays of strength or bloodthirstiness, or +3 for
superhuman strength or inhuman bloodthirsliness, ApproprilllC reputation modificrs
will ccrt<linly count! + I for cach 6" of heighl thm you have over thc subjt.'CI. -I if
you arc shortcr (-2 if you arc more than 6" shortcr). +2 for hidcous appear,1Jlce.

The GM may give a further +1 bonus for willy or frighlening dialogue, but
should apply a penalty if the attempt is clumsy or inappropriale.

Fcarlessness counts tlgw'IlSI Intimidation atlempts. l11c OM may apply :my
level of pcn:llly if the PCs arc mtcmpting to intimidale somebody who, in his opin­
ion, jusl can't be intimidated. This includes anyone with the Unfazeable advantage.

Magic(11 (/lid Psiol/ic Modifiers: Spells and psi talents can also be uscd 10
frightcn people. If any such ability is used 10 supplemcn1 an allempt to intimi·
date, allow +2 for a successful altempt - +4 for a crilical succcss. A failure has
no effect unless the OM wants to penalize a critical failure in somc crcalive way.

Imimidmillg a Groll!': This skill may be used against several peoplc:u oncc.
For every five. targets you :lllcmpt 10 inlimidate with :I single roll. apply a-I
penalty 10 your skill ~ up through a maximum of -5 (25 people), A single person
cannot intimidale a group of larger than 25 people. A group of charJcters may
aHempt to intimidate a gfOup of larger than 25 - 3 characlers could inlimidate up
to 75 (3x25) people! Use the bonuses of thc best intimidalor in the group, and
lhe. penalties of lhe loughest larget in the enemy group.

RWIII;//g (/ Bluff.' If the PC can make bolh a Fast-Talk and an Intimidation
roll. and roleplays it well, hc can appear to be intimidating e\'en when he can't
back it up. This is the only way to intimidate some people (manial arts masters,
world leaders, bellicose drunks), Success on both rolls givcs a Very Good reac­
lion. Succc.~s on one and failure on the olher gives a Poor reaction. Failure on
both gives a Very Bad reaction.

Note that Interrogation skill can default to Imimidation-3. It will nOl help
you tell a good answer from a bad one. bUl il C:ln gel ~ople 10 talk.

~, "'o"d. ,,,d "",,",lIy ",,"' him. If "" ,,1t,,'O' "'"',, ,'" "',,' coli by
less than 5 and the defender fails the defense roll. the defender's DX is reduced
by I for the ncxllum only.

Damage \0 cloaks is handled by the rules in the sidebar on p. B120. A cloak
(heavy or light) has DR I. and can only be dCSlfoycd by 5 poilllS or more of CII/­

ring dam:lgc (3 points for a light cloak).

YOU (AN flY!

C,,,,tinu~d 011 "~.tI fNrg~.

Flight, in ils vanous forms. is one of
(he mOSI common super ad ...an(~ges. boIh
in Ihe ~'Omics and in gaming. II's exeiling.
,,;nem'lic, and "U)' "seful! For seneral
rules on nighl. including combn! and
:lCliyc defenses. sec [>. B 139.

Unusual SilU,liolls will rCllui,e skill
mlb 10 avoid a loss Qf conuol in Ihe air,
The RighI skill (PIA. derauhing 10 DX-4)
should be bought by any flying slIper .....ho
wanlS (0 perform acrobal;!;•. Basic DX i.~

""cd 10 control a ~uper-jump, Levitation
skill (p. fi 173) is uscd for p.<ionic nigh!. 1\
Gadgctc.:r can ..!cline a gadgel skill for his
creation. or JUSt buy Hight.

RIGHT AND HIGH SPEED
Characlers will oflen want to make

impossihly light turns. l'age 139 in the
GUH.l'.'i /Jolic Sd oove", the calculation
of II1ming mdius. Assume that the maxi­
mum number of Go a super can pull in a
tum is equal to his IlTI!,

If a super needs lU make a tighter tum.
he can increase the numher uf Gs he can
handle by I by making a successful HT
roll Will a Skill-4 roll. !'or cach additional
G beyond the lim. sublracl 2 from cach
mil. On a failed HT roll. he bl:u:ks om for
2d II1ms. On a failed skill roll. he loses
control.

£.I",np/~; Pteradon ha.~ lIT 12 and is
flying at 20 hexes/turn. Ills lG lurning
r~dius is 4() hexcs. lIe Carl make a 6G 111m
at no risk. lowering the r."Jiu., to 1 hexes.
If he wamed 10 tightcn il up even more. he
could pull a 7G lIlm by making HT ami
skill mils,

DIFFERENT MODES OF RIGHT
"/IOli<"" P/ig"'. This is covered un

p. 40. Esscntially. the super jusl lhinks
about flying, and he's off. Flight can he
Ili"cn a special effccl to makc il more
inlcresling. A lrail of lire, a hideous wail·
ing noise, the outwmd appcarance of a
huge metallic bird, , , lhe mol'<' crcalive.
lhe heller. as long "', il doesn'l "acdoctl­
lally" gi"e 'he super a free power. Basic
nighl can also he made inleresting wilb
accessibilily limilalions, whelher serious
(Only Within 10 Feet of Ground: ·30%) or
silly (Must 1-lap Am,,;: -20'1», Talc Super
Flighl (p. 46) for re:11 spced, or
Hyperflight (p. 41) 10 go fastcr than light.

(IimD)O CHARACTERS!



YOU CAN FLY!
(CONTINUED)

HELPING THE WALKERS
"cep in mind lhal c:arIbbound supers

lNy miss a 101 of the xlion if lhere :Ire

moo: lha.n a cwpk of fl)'mi in !he IrouP.
A SIron!; fl)"Cl'" can al"")'S cmy I buddy.
WllhlO lhe e:ncumbrance limil3uons on
B139. Or some:one: Cln lake: a Fli,hl
p<lwer Wilh Area EffKI and Usable 00
Olhers enh~ncel1len15. and carry every­
one wilhin lhe: area regardless of weight I

Fli,lrl V,a Gad",. Many ~up"f$ gel
tlle'.,~ JIO"oa'1' from del.-ices of JOmC

kind. "'hellIC' they"fC ulllllO-I«h (If 5l.mpl)'
'·n13gic.M~e lhe: Gadgrurring tule:~ in
Chnpl~ 3. NOIe: th:lt if the 1l:Jdgc:t C3nnol

be losl. broke:n. or Sl0len. il', me:rely D
spe:cial e:freci. If D wilch re:quiru he'
broom II) fly, Dnd can lose: lhe broom, U',
a gadgc!. If Sw~mi Paslrami mn On a
"magic Carpel" which appears in answcr
10 his summons, lbal', nol Dgad!:CI: j('s a
spedal dTccI.llI1d iI's free.

Il'in~d Flight. This is very ~-!he
l'llpe1" Iw rcaI ..inlS- ..'hidl IN)' be ~I·
fUIhc:rc:d. demon_Ic:albc:rc:d. or anylhlll'
elw lhc: JIb)..... lil.es. This IS eonsidc:ml D •

2S'I> limi1:ll.Kln bmaUK .inp~ UllllO

IDkc:off and laooing spxe:. and because
tbn~c 10 lhe "'inp w,1[ ground !he fl)·cr.
An)' Appc;u-.mcc modifiers Ihe: super leu
from his ..'ings mUSI be: boughl SC:p:It:llc:l)'.

Glidin/l. This limilalioo halves lhe COSI
of fli!:h!. II Can e:asily be g:Jdgcl·roscd: a
normal or super nOmla1 cl)uld gel Gliding
abilily from a gadJ!,e:le:cred se:l of wings.
II's e:.pccinlly usdul in chies... hcre lhere
~ 10'" I)f lall buildings II) w;e orr from
and asph:tli JWkinl lois 10 pro"ide !her•
rmIs for lir1!

Mmur Sutfinl. This pD'""CI" tp. 42) is like:
a Iow·allilude: Flichl with a JP<:Cial df~.
U)C Aip s,kiU 10 kcql COllIrol: ahem~i.·e·
Iy. any()flc wilh lhe mundane: PIA skills
SlD'f'mg or SkaIdxanJ can UK !hem J'wm,. if
lhey:lre boughl:ll full rosl. (11III hobbyro:lt).

Jumping ,md HQum;ing. The: Supe:r
Jumping skill is describetl on p, 46: il
requires no Fliglll skill 10 conlrul, and
doe.sn·l allow mid·air cou~ cOll'l:<:lion•.
A super could combine: Super Jumping
wilh Gliding. Ihough. for 3 gU3r:1nl«d
inSlanl la"c:<>ff and a conlmUable m,hl
and bndin,! Bouncing (p. 37) is "cry U~­

ful"',lh JUmplnl.
!.L"I/a/iOll. Thi, psi skill IS descnbc:d

un p. BI73.

"ONLYWHILER.YlNG""
A super m'Ihl wanl III h3"e: • pl>Wcr

lh.:il only WQfkc:d .. hile he: was in fllghl,
The M~enihilily limiullion MOnly Wlllk
Flying'· is woMh -30%. II is occa!ionally
il1col1"cl1icnl, hul 1101 re~lIy "crippling"
11lllcss lhe Fligh\ odvanlage ilself canllOl be
used al ..-ill. In 1lul casc:,jUll pullhc SlIme:
hmiullion OIllhe 0I1ter pD'"'er as on flighl.

811EVEL

811EVEL

811EVEL

6A.EI'EL

611EVEL

IOI1EVEL

"""""""Rin& of Pitt:

'""'"WIlIJof Firt!
w=,

YI8RATIONPOWER
BUUSlI'"
Shock,,'lIIYe
Vibralory BI~1

LJGHr f'OWE1l

Color

"""IUwniJwc

'­
million

NATUIlE POWER
A.nimalCmtroI
Fi5h ConlroI
Pbnl COIItrol
ScnYI Animal
_Fuh

-"=

MAGNE1JSM POWEll
Bind
!.bgnetiu
MmlTK-...TTE1lcotmlOL
Al~

A"'Y'"
Animate
Bood
Conll'Ol Anirrulled Objecl
Di.lmcgJU1c

IJQII1I7 f'OWE1l

Cl;Wltrol Liquid
Cfeatt, Liquid

Doh"""~yLiquid

Wau:rClIlll"l(ll1
WaterJeI

WE"A mER POWER
Callibil
Call Lightning
Control T"m~un:
Conuol Weather
Conlrol Winds
Wllirlwind

SONICPOWEll
Deafen
Mimicry
NCU!flllizc Sound
SOllk Ulas!

7A.EI'EL

8A.EI'EL

811EVEL

811EVEL

fOI1EYEL

1OA.EI'EL

Below are the poy'ocr groups from GURPS Supus, Firsl &/ilioll, for lOOse
Ilo"ho wish 10 retain them and adapc them 10 a second-\.'dition campaign.

ENfTH f'OWE1l

OWIlS of Eanh
Mold"""
Mold"""'

"'" k<S"* Missile

EI.ECf1IICN. f'OWE1l

Confuse
Dampen
Ughlning

'...
HEATIF11lE POWER

COIIlrl>l Fi~
Fi~baJl

flame lei
Neutralize fife:

GRAVITY FOJ+'ER
....,;.{;
llllCl'eUC' G':I\"ily

M.JDAfI:WJI'rJIIIEJr

"""""­Ablurb Normal Skill
AbI«b SlIflCt'-Skill
DniD Attribule
M«ph
MOfph Memory

aJU>JfCE f'OWE1l

CIIllins of Icc
Cool
Cryokinesill_J...-..,-.. s.n",
.. w.n
ky,..ex.

"""..
fWI(JS5 f'OWE1l

Anirnat£ Shadow
Blind
C,nte I>.rl;ncss

-­..­"""'.."""'0.......
V~-­WlodBIasI
Wind Jet

==========='~

POWER GROUPS

CHARACTERS!
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G HESEARETHE
ABiliTIES THAT
SPEll THE

DIFFERENCE BETWEEN
A 5UPERBLY~TRAINED HUMAN
AND A SUPER. THE
MUNDANE5 CAN ONLY GAZE
IN AWE AND SIGH - NEVER
KNOWING THE EXHILARATION
OF POWER, OR REALIZING
THE HEAVY REsPONSIBILITY
THAT COMES WITH IT _ WHJle

NORMAlS 01'1.Y DREAM OF
THESE FEATS, THEY ARE
THE EVERYDAY MEAT AND
DRINK OF A SUPER!

SUPER ABILITIES ARE.
lOGICAUY ENOUGH.
AVAILABlE ONLY TO
METAHUMANS. DEPENDING
ON THE FREQUENCY OF 5UCH
ABILITIES IN THE CAMPAIGN,
THE GM MAY SET AN
UNUSUAL BACKGROUND POINT
COST (SEE P. 11) TO BE PAID
BY A CHARACTER IN ORDER
TO BE A SUPER. BEFORE ANY
SUPER ABILITIES ARE
BOUGHT. THERE ARE
SEVERAl TYPES OF SUPER

ABILITIES: ==":::::::~;~~~5:.::!
(am)0



LAUNT ABIUTIfS

Eltcept fOl' ST. these are oolhing more Ihan high !t:\'e!s of nonnal GURPS
attributes. Before the player goes wild buying up SlaiS. he should remember that
defaulls :Ire calcul:lIed from a /lUlxi",lI111 altribule of 20 - everything else is
ignored..

Like super advantages. super disad\'ant3ges m3Y only be taken by someone
who h3s p3id the appropriale Unusu31 83Ckground COSI. Unlike super 3dv-...n­
lages, super dis3dvant3ges are a/w(/ys on. 3nd l;:an never be made switch:lblc ­
after all.:l dis:ldv:lIll:lge lhat l;:an be tumed on and off ;11 will isn't mudl of a
handicap!

Super disad\'3nlages 3re listed alphabetkally starting on p. 48.

SUP£R DISADVAHTAG£S

A super advantage, in its basic fonn, is a melahuman ability thai opcr.lles
all the time. The player may de6de that some of his adVanl<lges are 5l1'itdrable­
they can be turned on or off at will. This costs no exlm points (:I change from
Supers. Firsf &1ilioll). When a PC decides to lum an ad\'antage on or off. he
declares il a1 the beginning of a lurn, and can do nothing else Ihat tum. At the
Iwginning of the next tum. thc switch is made, and the chameler can act nonnal­
Iy. This tum of w:ailing can be eliminated with the /n,f1(I/IUmeOlfS enhancement.
p.50.

Super adv:ll1lages arc listed alphabetically sl:Jrting on p. 35.

SUPER ADVAHTAG£S

r===========!,-
SUP£R ATTRIBUm

SUP£R-POW£RS
Tlris is the mojor chl/llge be/wee" Supers, First Editirm and Supers, St!t"olld

ElU/ioll. GM~' allli players ~'/IOII/d reml Ol'er this clm1/111)' /0 make sure thrry
Illldus/(lIItl holl' Power aud Sltiflllrc I/Oll' bollght.

A super-power is a metahuman abililY which is 1'101 aJ""....ys on. and which
requires conlrol for proper use. A super-power is defined by 11'0'0 numbcrs:
Power and Skill.

Power is the rJ.W "slrength" of the abililY. [I controls range, damage dune,
weight uffel;:ted, area affected, elC. Power is bought in levels. which arc pur­
chased scpar.J.lely for each super power.

Sltill with 11 super-power represents lhe training to control Ih3t ability. All
super-powers :arc purchased from Ihe super sk.iIIs t:lble (p. 28). subslituting OX
for IQ when buying a physical super<skill.

VOLUNTARILY REDUCING POWER
A ch3fllcter IICl'Cr has to use his full level of Power (unless he takes the Full

Power Ol/Iy Jimil:ltion. p. 53), If he wishes 10 "pull his punch" with 3 super­
po\1.er. he musilellihe GM how much Power he is using IN/ou he alt3Cks.

POWER LEVEL COST (LC)
Each power has 3 Level Cost (LC), lliis is the point cosl of each lel'cl of

Power for that pat1icular super-power. For example, Fireball (p. 60) has LC 6­
it costs 6 poinls per !e\'el of Power. To buy Power 10 in Fireball. a charJcler
would ha\'c 10 spend 60 points.

MO$f suprt"-3bililirs .., ~n~ inborn
....- llr.lnl~d by 'lOme atcidcnt or ,petia]
dTtCumSlance. In dther case. II"IO:'it IUper·
eh=tcl"$ tan dc\'c1np their nlsting abili·
tics (improving POI'I'cr or skill lc"el). but
t<llllplcicly ne'" :l.hililies arc unlikely.

11Icrd~. 10 cr.:ate a eh3l'aeler wilh II

wide rangc of super·abilities. a plll)"er
should stal1 off with all of Ihe desired
super-powers. To mal", thIS affordable.
some of them can be boughl al Power
1i:,'c1 I, wilh no poinls in,..,S/<:d in 511111 _
Ihes<: powers an: '·l3tem.'· The ."pcr can'l
"Se lhem effecti"ely. B"I later in his
career, he "'ill be able to tr:Un and dc,'c1op
lhem.

ADOINGNEWAlJILITIES
Allemati'-dy, lhe G!ol maye~ 10

lei I'Cs lIain powcn IMI they dId 001 stan
wilb, as loog as lhe :lppmpnale ehar:!cl\'"
puinls n~ paid. The GM may 111lI '"'lui..,
that the new power Ilear some ",1"lion m
tbe nisting ~. t'or inst:ll>O', a psionIC
migbt de"clop new psi :>bililies. while a
super specializing In Vo'ala"-«K'lllcd 4111<
mid!! a.IS() de,-dop $OPlC ""ilily 10 nwoip­
ulaiC ite. ClC.

fn Illost cases. the new power C:l.n lhen
be explained as n delayed reaction 10 the
original origin. If the mdah"",an i. a
",mOOI, Ihe new puwer is jusl D laiC mani_
rcSl:llion or lite nlUl"'ion. For a gl'dgclccr
usin& alien gallgnf)'. lhe e"p1anation is
-I jusl (wild out .. lui this buuon doc:sr

-ABILITIES! D(IiDIJ)



fXTRA EfFORT WITH
SUPER-POWERS

A ~upcr can put "CAITJ effort" inl0 any
".Ie of a ~o(1Cr-[lOwcr and get an cITeeli"1:
incrca~c in Power, For every 3 faliguc
poinl~ ,pem on un "liempl, increasc crfec­
tive l'ower by I. but dcncau effective
skill by 2. If the power is used for more
thu" :I ",inule, each C~lru minule COSIS
:l"alber 3 faligue pO;llIS.

Exira effort cannot be Ilscd wilh '''pcr
advantage,.

A super-power is represented on a character sheet as follows: Name­
Skill(Power). Thus, Fireball at a skill of 12 and Power 10 would be wrillcn
Fircb:1II-12( J0).

MODIFYING SUPER-POWERS
Modifiers arc used to customize a particular super-power to octter fit a play­

er's ch<lwctcr conception. There arc (wo types of modifiers - enhancements and
limitations. An cnhlJl1ccment makes a super-power Illore useful - it mighl affect
everything in a ccrlain area. or perhaps have a longer range than normal.
Limitations reduce the usabilily of a super-power - maybe it can be used only a
few times a day. for example. or has a dllngerous side effect.

Enhancements raise the COSI of a super-power; Iimillliions lower il. They arc
discussed on p. 32: the list begins on p. 49.

LIARHIHG SUPER-POWERS
Skilllel'el determines how well Ihe character can control the power. [I is

purchased as for normal skills. but the designations Easy/Averagel Hard are nOI
used. All super skills are purchased
according to Ihe skill COSI table
(see below). Mental super-powers
buy from IQ: physical ones buy
from OX.

Eidetic Memory confers no
advant:lge when purchasing super­
skills.

When creating a super. there is
no age limitation on the number of
points thai may be spent on super­
skills. unless the GM chooses 10
set one. [n general. it is assumed
thm almost any level of skill could
have been acquired al the charal;­
ter's "origin:'

As the campnign progresses. a super may spend his eamed character points
to improve his super-powers. This is quite in keeping wilh the genre; comie
dmrncters nre constamly tmining their abilities (and often discovering new ones
- see below).

A super may increase the strength of an abilily by buying funher levels of
Power. Super skill level may also be incrcased as for nomlal skills. using the
table "bove.

If a super-power has enhancements or limitalions. the cost to improve Power
will be varied up or down by the appropriale percemage.

IMPROVING SUPER-POWERS

MfNTAL SIGNATURES
Menial sup.:r·JXlwers do nol normally

have uu <ll1>-io", ,,1,)',;c,<I effeci. l'lowe\'c"
Ihcy Iea"c " psychic "signalll'c" which
can be deleclcd by Iho", wilh Ihe proper
abilily.

Thc Signalu,e Sniffer udvunl"ge (sec
GURrS rsio1lirsl can be uscd 10 delCel
Ihe acti,'" US" of "ny meulal power. On a
go<>d enough ron. Ihe ,uiffcr ,",'ill know
who used Ihe powe, :111,1 whal for!

A Sign"turc Sniffer who "I", has Ihc
I',yeoomclry skill (s.:e 1'. 13 17.t) c:", ""cn
dCIC'{'1 old ,;snalurc.s on Ihe :Lrea or ;Iem
Ihal w:u; "ITeclcd,

The cnhanC,,"'Clll of No Obvious
Effe,1 c~n b<' lakell on any monlal skill;
Ihis will climinal~ Ihe sisnalure u""lIy.

)ollr Filial
Skill UI'e!
IQ-4 or OX-4
IQ=-3 or OX-3
[Q-2 or OX·2
[Q-lorDX-l
IQ or OX
IQtI or DX+l

Poitlt Cost

j.j; point
I ~int
2 points
4 points
8 points
12 QQUItS

Your Filial
Skill ul'el
IQ+2or DX+2
1 30rDX+3
IQ-t4 or OX-t4
IQ+5 or OX+5
IQ+6or OX+6
lQt7or DX+7

Point Cost

16 points
20 ints
24 points
28 points
32 points
36 QQints

-ABILITIES!
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A character lIlay also imprm'c an existing ability by adding new enhance­
11\(015. or by reducing (or c1imin:uing) limitations. Just figure the diITerence in
point cost between the old version of the skill and the improved ,·crsion.

ADDING NEW SUPER-POWERS
A super can add new supcr·powcrs if he can justify it to the GM - there

should be a good reason why a character can suddenly do things Ihal he
couldn't do previously. The more closely the new power is related 10 the exist­
ing ones. the more reasonable it is 10 allow it.

Likewise. a new supcr-advanl:lgc may be added if the OM agrt.'Cs [hll! it fits
LIle character conception.

The GM may require (or c\'cn supply) a secondary "origin," often in the
form of an interesting accident if he likes the proposed new super-abilities but
doesn't fcellhey fit the existing char:JClcr history. Sec p. 6.

MISS D1R£CTlOHS

RESISUHU AGAINST SUPIR-POWlRS
Some super-powers may be resisted: this is noted in thcir de.'iCriptinns. This

resistance is always made n":rsu~ Power. not skilllevcl. (Note that telepathic psi
powcrs are an exception. Resistance is rolled against Skill. because a weak but
skillful psi may still be llblc to make an insidious attflck.)

When resisting a Power of more than 16. living creatures resisl as though it
weTC only 16. thus eliminating "automatic victory over resistance:'

UHTR.t.'H£O (DE...UU) USE Of SUPER-POWERS
Most M1per·po.....ers Cannol: be used without training. even if you ha\'e :I high

Power le\'el. This means that the character must put points into Skill. 1llcre are
a few CJIOccptions which have a J~fallil skill. These arc noted in the individual
povo'er descriptions. Attack powers such as Fireball. for instance, C'llI be used
with Skill 0 - the super can always cre:ltc a fireball at will. Unfonunately. he
will havc no chance of making it go where he wants it to until he has some skill.

fAnGUE (OST
Most super-powers require no expenditure of energy. just as ordinary walk­

ing and talking require no significant eITon.
A few powers arc more strcnuou~. When usc of an ability co~ts energy. it is

always taken asjwiglle; the amount of fatigue is specified in the description of
each power, Note lhal super-powers arc not treated like GURPS magic; a super
cannot spend HT as energy to power his abilities. even if those abilities have
betn cklined as "magic power:'

Super-powers cost fatigue under the following circumstances:
(I) For an -extrn eITon" usc of a power. Sec sidcbar. p. 28.
tb) For any usc requiring a Contest of Skills. tflllt',u the attacker wins the

contest by 5 or more. In that case. the eITon .....as so easy it COSI no fatigue. This
includes all resisled super-po.....ers!

(c) For any power specifically requiring fatigue expendituTC.
(d) On any crilical failure. I fatigue minimul/1 is spent.

T _ TfUl~1

Roll td for d'''''''I1'''': t ., tht di=11OI1
you an: racing (misSl:d Ionl;). 2 "1110: "",,,I
<I,,,,,,lion docL"'isc, ~nd SO On. Counlinll
f",on Ihe I~rgeled hu, 1TK»'e in lhe rolled
direelion Ihe llumher uf hUd Ih~1 Ihe
skill..,l1 was missed hy.

I'n.. area ml:lI.'k~. thai i< Ihe Spol tim is
hi!. For missiles, Fts. alll.l beams. drd'" a
tine ho:tween your hc", al.d lhat ·'large!'·
he.tM and ~I I"" :utacl; cootinllC along Ih:1Il
Ii"" unlil it rtarnn it~ ona,,'mum t:lQgc or
hlls~ing!

CRITICAL sumss AHD
fAILUR£ WITH

SUP£R-POW£RS
Sf>"cial crilic,i1 SUl'Cc~' ~nd failure

c(fects are defillt->tl for sollie supcr-poW<:N.
r..... """'I.ju_'04 lIM' tho: fnll.....·m' ",1<$.

A critical SIlCCe.<~ On a super-pov.cr
roll "","er costS f:lhg"". e~rn if tht pov."CI"
normally \ISO rallg"". tflhe pov.·er.s one:
v.-hich e:tIl nor",ally be. defended apinSl,
no physical ddense is f'OSsibte. If Ihe
power is one which can n.,.mally be
~ir.lcd. no =islance roll is allo"..cd.

The GM can allow any bonus or
spedal effeel Ihal seems appropriate,
depending on Ihe power. Infom,ation.lylJ'.'
powers, for insumce, Should give e>lra
dal:l on a critical .<IICCeS'. All~d .• ag~inSI

imlnimale obj~~ls might hyp~ss wine or
ull of the OR.:tnd ~on.

Crilical failure of a <uper-po....n cmlS
ttl fatigu. unless the pov.er descript.on
).;Iys diffrrenlly. In addition. JlO"'en Ihal
norm:llly have no ob\"iooK dTrct v.·ill pro­
Oucc:an ob"ious cffOC1 on a critical fa.lun:.
Allacks ,,-ill mi", In a disaMrous fashicn.
or bounce :u><I damage .he ""tTUIlnd'np.
Informalion powc", "ill pro<loce misin·
formuI;on ... :u><I SO on,

-ABILITIES!



Unless a super-power is bought with the "Instanlancous" enhancement
(p. 50). it requires one tum of eoneelllr.ltion Oust like a spell) to invoke. Unlike iI

spell. the skill roll is not made until it is thc PC's tum to act in the l1ext tum. He
then rolls to see if lhe power worked. Super-powers that do damage (//\t'(/ys work
- a failed skill roll indicates th:tt the targct was missed! Sec the sidebar on p. 79
for infonnation :lbout <lccidental damage from super-combats. nlis differs from
the usc of magic in that it only takes one rolll() determine if an all<tck hiL~.

Once the skill roll is made. the super is then free to 'H;l that turn (including
concentration on a super-power to usc in the /lexlturn i).

Using a super-power docs 110/ count 'IS an action for thaI lUrn. YO\! may still
eonccntrate. or move. or anything clse. The only limitation is that you ('(Ill/WI

invoke more ttwn one power per turn (unless they are linked.) This doesn'1 pre·
vent you from If~'illg more than one power simult:tneously. but they must be acti­
vated one at:.t timc.

ATTACK POWERS AND TARGETING
All "allaek powers" -that is. super-powers that can be "fired" - have a Snap

Shot (SS) of 12 and a base Accuracy (Ace) of I. Aec can be inere'lsed by buying
the appropriatc enhancement. Super-power.~ have a maximum «lngc equal to
IOxPVl1'cr hexes. and a IhD equal to half the maximum. While some powers do
no damage to halve, Aee bonuses are ignored past tile JI.ID point.

Attack powers are 1argeled just like "mged wcapons, using the Size, Speed.
(1m/ Range Tab/e on p. 820 I.

If the allaek misses, the result depends on the power being uscd (scc below).

"'1=========
USING A SUPER-POWER

EXAMPLfS Of MOOIfIIRS

SIZI Of ARIA AfHmO
f'or SOme s~ills (c.g .. Neutr~lize f'irel.

the player must ~nuw the number of hexes
in an area of a cenaio radius (r). The for­
mula is 3r(r·I)+I. Size of lhe areas up 10
radius 14:

"Iodifie's allow the player to cus­
lomize .'oper_powers In c~uc{ly lit hi.' COft_
c·"pl;O" of hi., charael"'. For "~aIl1JlI,,.

ltalO'hoy wallls 10 crealC ;I SCI of ven­
omous cla"'_'_ Ilc slans hy purchasing the
CI"w~ adv,unage al the 4ij_puinl level
(I" 76). He then ,uMs the Continuing
Damage ,,[\hanccrncnt (+l()I)% vcn;;on).
and Iillh the Accessibility limilnlion
"Onl}' if altad Ili:llclr:llcS DR" (-20%­
sec p. 52) l<l the Contin,,,ng I),"nage.
bringing Ihe wlal of Ihe mo<lificrs (0
100% ·20% '" gO<J,. for" lulal cosioI'
4llxl.X ,,72 point'. Since he W:IS cohan,,­
ing :lU ad,'mllage, it doesn't ha,·" any
1'ower :" such: ",hs[i(UlI;' Rawrboy's HT
for I'ower whell figuring DurJliun.

A simpler csample can be seen 011
Illack Pem!'s Conlrol fish super-power.
She' e~n eOfllrul a ',,1 of fish. not just ~ few
al a lime. She i., buying lhe surer-power al
skill 16 ami Power 15. The abilily has a
h~se I.e I. She .,Ians wilh Ihe Arca Effe~t

enhalleement (+50%). which will allow
her 10 com",1 ~n 3-bex radiu.s are~ (Power
15 divided by 5 '" J). She wan" to
increa,e this dramalically _ she add.,
llicreased MeaxlO (+200<;0,). for a 10tal
r;ldius of n (469 hexes!). Lastly. the fish
are likely to u., moving, SO she purcha",.
lhe Movahlc Area enhancement (+-10%)
so Ihat she Can direct lhem whercver she
wishes. TIle tolal value uf enh,mcemcnts
is 290%. ller base eust for 15 levels of
!'uwer is 15 points. This is increased
290% to 58.5 points. ruunded up tu 59.

Nflw she needs Ifl buy Ihe ,kill to II.<r
her power. She wanlS Skill 16. Since she
has IQ 16, she is learning Ihe skill al IQ
b·el. Looking al Ihe skililable. Ihis cost>
II points.

The IOtal cost for her super-power
would bt: 67 points.

R:ldius I. area I
Radius 2. area 7
Radius 3.arca 1'1
Radius -I. area 37
R~dius5.:lrca61

R,,,lius 6. 'lrea 91
Radius 7. area 127

Radius H. arca 16H
Radius9.,,,,,a217
Radius 10. arca 271
Radius II. arca 331
Radius 12. arc~ 397
Radius 13. "rca 469
Radius 14. arca 547

TYPES OF ATTACK POWERS
Therc :tre two types of iltt<lek powers: Ranged and Area. 111ey arc used dif­

ferently, and certain modifiers can only be used on certain types of attacks.

RANGED ATTACK POWERS
This is the lIIost common type of attack power. It nlTects onc "target:' usual­

ly determined by size, wcight, or volulllc.

-ABILITIES!



If the po"'cr is mental. a missed skill roll means the allack did not work or
had no effect.

Physical allacks always work (unless limited by the Fir:kI~ or U"reliablt'
limitation. pp. 53-54). A mis.~d skill roll means the allack missed the target.
Detemlinc the direction and distance of the miss as shown in the sidebar. p. 29.
lflhat location contains a target thai the power could affect (GM's decision), it
works against the Hecidclltal target. If nothing is present for the power to arrecl.
nothing h<Jppcns,

Jet and Missile powcrs fall into this calegory.

AREA ArrACK POWERS
An AmI Effecl power nonnally suffcf5 no targeting penalties for the firer's

or targcl's spct.-d - only for rnnge. If the power is enhanced with the Mm'able
Area modifier (p. 51). and Ihe player wishes 10 attach it to a spt:cific object
rJther than an area, then the full specdlsi7.c/r.mge pcn:Llties arc assessed,

If the roll is missed on ,In Area power. it (I!W(I,I',f goes off somewhere.
Dctcmline the center of the erfect using the same method as for Ranged skills.

£rwlIl,fe: Bugmaster has just rohbed a bank. To obscure his getaway, he
auempts to put a cloud of smoke on a manhole cover in the street. One of his
J'lO\I'crs is Gnat Cloud (a modificd \'cn;ion of the Smoke power) with an area
radius of 3 and a skill of 10. Unfoounately, he gets a 15 on his skill roll. which
is a serious miss! 1bc direction die produces a 4. which means il fell shun. and
he mis.<;cd his skill by 5, so it fell shoo by 5 hexes. Unless he was more than 8
he.,es away. Bugmaster has just cngulfed hi",.~elfin a blimJing cloud of gnilts!

An Area Effect power has a base mdius of I hex for evcry 5 lcvels of Power.
This llIay be increased with the Increased Area enhancement (p. 50).

If someone is al1acked with an Area aHack. he can make a retreating Dudge.
Ifsuccessfu1. he call move one Step in any direction away from tnc centcr of the
attack. TIlis may be imponanl on some explosh'C allaeks. or if he was at the
tdgc of the Arcil of Effect.

Some 'illp<" ITl2)' ate ~ -R:ambo- :HU_
tH 10>00"301 ner)'f;by life. stalLing:lrolloo
in heavy armor. curyinl.50-e:lhb<:f
m""hine GUns :IS sidearm,;. or e"cn wcat"­
;IIg hallksuilsto "'aIL ,k>.. " the sn""l. In
nlOSI ca.• es..<oc;ety 101;11 frown nn this,
Evcn a s"p<:r can'l carry heavy weaponry
in puhlie willlOUl spc:ciall'Cr",i~sion'

AmtOf is noI an orren~i"c ...."4'on. ""
il would he: legal in mm1Jun.-.diaion~. nUl
:anyone ~~ring ob>'i",,~:umorwill "ur.oct
'" 101 of "'lIcnuo". ;md police rJI:Iy ..-....der
"'he1her M)mcone dressed for troublc
mig.... he pbnning t'Hlan 5Ol1\IC •••

Of C'OI,rsc, 001 all :umOr i. <>b.-iou->, A
....""f ,,'1>0 is 001 bullelpruof mighl bi: "cry
wise to invc~t in a Kc,'lar \'e,;1 "om under
his cost"me, since olher... ile a norm"r
with" rinc coult! cnd hi.. c"rccr 'luicLly.
Some s"p<:r.~ mighl wanl 10 go e"cn far·
ther: a physically-norm"l ,,"ul:l1U wilh
",cn1:l1 pt,"""",; would no Ol'llbl fcd nlloch
dcr in alXlnlcsu;l!

NA ruRAL WEAPONS
l1le situ:llion becomes more compli.

..II.",] for met:lhulnans "00 I\;I\C oll\'ious
nalUrnl weapons. such :IS t.:eth aoo claw~.

It would he "":I.<on:lbie for ~uch a eha"",,·
ler 10 I<lLc n gClICrnt "':><:ti"n p<:na\!y ", a
disadv,,,"agc. Wolf.men "ud ulher
"",onstc",:' uo maltcr how friendly...,ill
frighten o,any penl'1c, They tI,"Y hc
H;tlfited oot" of 'tI,all 1O""tI'. nclus;H'
clubs. and Olhtr pe:llC('ful~

Supm; ",ho 1\;I,'c special com~ """'"
CIS. like supc1-Slrength ~ be:lm allxLs.
",-ill probably bi: ''''''ltd lhe "''')' Ihc: n::t1
"'orld treats Laralc masten. SInce Ihc
"'eapon h buill-in and tlot ob~io"s :lnd
alamlinll, .<<leiely simply 'llr~ il ••. a~

lung as it's rnll us"d.

•
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FORCE FIElDS ~HAH(EMEHrS AHD L1MITATIOHS
One of the most COmmon powers in

lhe comic geM.. i$ the fOfU. field. For "­
puR: fOftt r~ld thaI givcs DR apin§( all
ph)'siclll allll cnc:l];" lI11ach mJlk ~IRSl

!"" 011/)', buy Dam.:lgc Ruislaoec (see
p. JS) and ddillC' rhe speci..l effect :as 1I

force r~ld. To defend \"~, cenain :IIIl¥b
DIlly. pun:h:Isc the DR with II lim,':Uion. :1$

per the: clw1. For illSUn«. a 10m: field Ih:lt
protects only againsl energy COSIS '2 pcr
polol of OR. r.I1M, than the: full l,

To creale 1I force field that camp/rId)'
SlOpS cerla;n specific types of damage,
buy the approprialC type of In"ulllcmhilily
(p.42).

Tu creale II wall of force Ibm will
• ff«1 anylhing hiuing it (for instance, 10
JlfOICCI Olhcrs). add (he Wall enham:"mcnl
10 Damage RC$istancc. This will leI you
"".uc a 0:11 ....all of an)' sh:lpC'. T1lc sile of
the ....all will depend on HT (see f'. 54.
wbSI;ltl1inl 1fT for Pou.·.... 10 oklc.mi~

An:a Arfecttd. etc.).
TO~;lle a force-foeld o(:Ii COOIuollablr
~. buy the Wall enlwK:emrnl .",ice.
This .. ill Ie. you ,e""roue a r~1d ur any
Wpc you lo~e. To ehange iu shape. m»;e
:motller s~iIl roll.

£m"rpI~ I: D:tn:han wishe~ 10 have a
roree dome wi.h 40 puinl~ ur DR. The
boise eOSI is I'W points. lie adds Ihe Mca
Effecl (+50%) and Aff.,.,ls QlheD (+-11)%)
enhancements for;l 90% incrcuse in eu,l_
228 points! lie mighl wanl to Iah :1 few
limitalions 10 bring it down tu a rca,un­
able COSI. (Nole Ib:ll wilhoul Affeet
Ollief'. his fOJre dome would Mill I""0lecl
only him. even thougb ils area might boc
larger.)

£Xu",,,/~ 1: Fi",man u; 0110"/'.'"$ in"ol­
nel':llble 10 fireJhe:M anxb (In"ul""l':Ibilily
10 FirVHelll. 100 points). lie COIn cn:ale a
r~kl of il\lense heat :uound his body Ih;oI
"'ill affm bullcu (DR :!O apinS! 8ullets
Only (an -ocx:asion.1.l- mrRXr, 20 pOtnlli).
"'ilh lhe Unreliable limil31ion :aclivating
on 11 Of Ins (or a -20% limil3hoo. TOlal
rost.16poinlS..

OAMAGf FlHOS
Anulher ~Iaple of Ihe comic genre is

Ih" damage field - an aUr:l Ihal I':IdialCS
OUI from a villain (u.sually) and damagc.,
everyone ..·ithin ... certain rodius.

ThIS can be crealed by la~ing any
....tae~ still and modifying il "'lIh thor Arra
Effm and AI"",,-y' On "nIL:oncemrllU. Fot
illSl~. a radioxti'·e "illain could harm
3I\}"OOIe he approadoed.. or ... glowing hero
could blind evet)ooc neMby.

An e"},(/ilcemellt is somelhing lhal makes an advantage or super·power
more useful - Area ElTecl. Amlor Piercing. or No Obvious ElTttl, for example.
A lim;/ation mak~ a super-ability less useful - Limilcd Usage, Unreliable, and
Touch Only are examples. 11le GM i~ ffF" 10 di~nf/o", (Ill)' modifier ,1Iat lie jf'eb
is a!mJiI'c or ;//oppropr;(I/efor (1lNlrticlllar lIbilit)'!

Enhancements and limilalions arc described in temlS of a percemage. For
example, a +20% enhancemCnI renects a 20% increase in the final coSl for a
particular ~uper-power. rOlmtieti up.

Enhancernenls ruld 10 Ihe cost; limitations slIbtmct from the cost. Total all
modifiers before delcnnining fin'l1 COSl. For inslance. a +20% cnhuncel11cnl :trld
a -3Cl% limilalion result in a nel-]O% on cos!.

Treal any IOtalless than a nCI-75% as -75%. [n olhcr words. limil:llion.~ may
nevcr reduce the cost of an :edv:Ullage below 2S% of ilS base cost.

£XtWlfJfe I: Using an cxample of Fireball-12(10) (LC 6). lhe unmodified
cost would be 60 poinls for Powcr 10 (6)<10 = 60). Adding a +20% enhance­
mem, it would add 20% 10 this COSI (.2x6O=12 points) for a total of72 points,

E:mll/pre 2: If the chameler also added a 40% limitation. it ....'QUld resuh in a
final COSI of -20%, for a poinl value of 48 (60 minus 12 = 48 poinls).

MODIFYING .A.DVANT.AGES AND DISADVANTAGES
Super adv:emages and disadvanlages may be modificdjustlike super-powers

- jusl apply Ihe percent modifier 10 lhe final cos!.
£.ml/ll'lc: Hyperion has Hyperflighl allhe 5Q-poinllevcl (see p. 41). but he

w:mlS il 10 :elTl"C1 everyone within 2 hcxcs of him (allowing the reSl of hi.~ super
lea111 10 lr:wd with him). He adds lhc Affects Olhcrs (+40%. p. 49). Area Effect
(+SO%. p. 49). :l1ld Increased Area (+20%. p. SO), for a tOlal of +[ 10%, This
results in a fifwl coSl of 105 points (1.lxSO = S5. plus the original SO).

The GM should be consulll'd on the approprialcness of modificrs for super
advantages and disildvanlages. Some combin:llions make no sense - Body of Icc
wilh lhe Explosh'e Effect enhancemcnl, for instance!

Some modifiers (such as Area Effect) depend on Powe:r le"ellO determine:
how the)' work. When applying these 10 an advantage, substilule HT ror
Power.

TURNING ENHANCEMENTS ON ANO OFF
Each time a super uses an e:nhanced super-power. he can decide which (if

any) enhanccITM,:nts to use. In llie cxample aoo\·c. Hyperion can always choose: 10
1101 have his super-power affl"Cl others (ignoring the AlTects Olhers enhance­
mem), or have il only affect lhosc within olle hex (ignoring the Increased Area
enh'lnccmcnt) bcfore he takes nfr. The player mu~t inform the GM which
enhaIlCCmcl11.~ are being ignored fJeft!re the roll is rtlilde to activate the ilbili1)'.
The "default" assumplion is lhallhey're ill ways being used.

This allows a PC 10 cffeclivcl)' have multiple versions of the same super­
power by simply tailoring which enhunccmenls arc used al any particular lime.
Sec Ihe b·dlls;l'it)' limitation. p. 53, for more information.

LINKED ENHANCEMENTS ANO LIMITATIONS
Olle may "link" a SCi or enhancements 10 a sel of limit3lions. in whic case the

limilations come into effl'Cl only when the: e:nh:lllced version of Ihe power is
used. To do this, apply both SCL~ of lIlOdifiCf5 normall)'. 001 since enhancements
linked to limitations gill add a capabilil)', lhe)' should COSI poinls: the limilations

-ABILITIES!
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cannot reduce lhc net modifier for all linked traits to less than If., the value of
juS( the enhancements. If they would. use III the value of lhe enhancements
instead.

E.xampf~: Explosi\'c Effect (+40%) is linked (0 Recoil (-40%). Since the net
modifier would be +0%, 1/4 the value of Explosive Effect is used instead, giving
a filial modifier of + J0%.

CREATING NEW SUPER-ABILITIES
Obviously. Ihis book cannot cover every possible super-ability that a player

could want ... and in\'cnting new abilities is part of the fun of the Supen genre.
anyway! When the desired effect isn't covered here, either the player or the GM
may ill\"en! new super advantages. disadvantages. powen>. and modifiers.

MODIfYING -EXISTING ABILITIIS
Stan by looking for.m existing super-ability with the same game effect as

the one desired. Base the new ability on the existing one and define it with spe­
cial effects.

For example. a player ..... ishes 10 have a super who could knock down build­
ings with blaSIS from his lrUmpel. He could purchase Sonic BiaSI wilh Ihe
Accessibility limitation Ollly \Vlll'n Playing /IIt: Trul/lpe/,

LINKING Powns TO POWERS
Sometimes a player will want to create a super-power that is really a combi­

nation of two other powers - for example. a cloud of smoke that disintegrates
anything it touches (see the example in the sidebar), To do this. link the powers
Disinlegrate (see p. 59) and Smoke (see p. 64).

First. figure the point coS! of each power if it were boughl separately at the
sallie skill lel'e!. Then. to enable the powers to be used in concen. the Link
enhancement (see p, 51) is added to both of the powers, Add enhancements as
necessary to make the powers "match" - for instance. if one has Area Effect. the
other musl also have Area Effect. for the same area, Since the skillle\'els are the
same. only one skill roll is required 10 use the combined power. If the new
power is improved later. the user must pay the increased skill and/or Power
costs for allihe underlying abilities.

Linked powers have the advantage of being invoked simulttll'leously - the
super doesn't ha\'e to wait several turns to use severnl abilities, Linked powers
may be used separalely only if the Link was bought at the 20% level. If it was
bought at 10%. the powers are pennanently linked into one.

Any number of powers can be linked togelher - the only requiremem is
that each be bought with the Link enhancement.

CRlATING ANUf POWfR:
TIH aOUD Of DUTil

To <;rUI<; a disinl<;gl1uin& doud al
Po"'<;T IO. you would fim figure lhe: rest
for <;;><;h powI'r, Disinlegr:ne ..'ould I'ost
80 pclint$ for Pl)..'cc to, Smoke ..'ould COSI
30.

You'd Ihen have 10 pureha.e
Disintegrate Wilh the following enhancc_
nl<;ntl: Link (+20%). Arca Eff«1 ("50%).
and Continuin~ Damage (+50'10.) If }'OU
\II'aIltc:d the Disinlelr:ltion cff«1to move.
you'd abo have 10 add Movablc Aru
(+4()'l,). This is a 10(a! of +I~. for a
final eOSI of20S points!

You would only h:l\'e 10 add lhe Link
(+20%) and lhe Movable Area (+40%)
enhancemenls 10 the Smoke, as it is
already an Area Effect power, ThaI is
+60%. for a final cost of48 poinl$,

Thus. for 256 points. you Can
Disinlelr:lle e"Cf)'lhing in :lIl arca (and
Ihat arca can move!). you can makc a
cloud of s.moI:e. or }'OU can combine: \he
'~l

If the Linkl wen: boughl III the: + 1Q'.i,
level. ),ou would have lhe PO\ll'et 10 e~ate

a disinlegrating cloud of smoke. hUl nor 10
lise Disinlegrate and Smoke scp...alely.
for 245 poinlS,

NOIe Ihal )'OU <;ould .lso define the:
SIl\IOI(c, at a MspcciaI effcetRof !he disinte·
fI1'lion. In lhat case, you ..'nuld pa)' "0

UU1l points for it. bul il ..'ouldn'l P''C any
bonuK'l in combat. It ",ould just be part of
lhe character cOIlCeplion,
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..r---'~ '" ~- TOTALLY H£w POWERS
,...;.... .~.'.\./ If (here's absolutely no way that one of the existing powers call be modified

f" to fit the needs of a player or OM, one will need 10 be created.
. The LC should Tange from I to 10. Trivial powers. or those thaI are only
~ llseful in L'el)' specialized circumSlllnccs. should have LC I or 2. The "average"

power has LC 3-5 - this include.s mosl defensive powers. Area powers. depend­
ing on potency, should h,we LC 6 or 7.

Atlack powers :uc the most varied. and the most unbahlncing. No attack
power should have LC less than 6. For LC 6, an allack power does the "stan­
dard" Id damage per Power level, 110 rn<lller what its special effect. If a power
has some significa!1l effect besides Id per Power Ic\"cl, make it LC 7. Extremely
powerful attack powers (Disintegrate, for instance) have LC 8+.

Any physical missile or jet, and some ranged attacks. can always be dodged,
and usually blocked, It is almost never appropriate for a super-attack to be par­
ried normally (see SlIfJl!r,Defellses. p. 81).

If:1Il :lll:lck dircctly affccts someone's mind, he should get a Will roll versus
the attackcr's Power level. IF it dircctly affccts his body in a way that docs not
c;msc actual uam,lge, resistance versus HT is ,Ipproprialc - or ST, for a skill that
binds or imprisons.

The GM should Feel Free to "balance" any proposed powers by toning them
down. adding a fatigue cost. or increasing their cost. Use lhe c;ro;isting powers as
a guideline for game balance. and disallow any abilities that will complctely
shol1,circuit the campaign.

New super abilities should a!I\'ays be defined in writing, in as much detail as
possible. in order to avoid arguments! If you creale an interesting one, submit it
to Pyramid!
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DEFENSE fABLE
(SEE P. 38 FOROR ANOP, 44 FOR REFLECT"ION)

Fr"qrlfmcy DR HI'Jlecliml AbsorpliOlr
Against Everything 3 8 J2
Common 2 6 10
Occ~sion;ll I 4 8
Rnre 'h 2 4
Very Rare I" I 2

EXAMPlES OF OAMAGE TYPES:
Common: Crushing (most bullels, fists, maees, falling

safes). Cuuingflmpaling (lmh·cs. swords, arrows, spc:ar.;), gener­
ic EIM:Tgy, generic I'siooic, generic Living Things, Metal.

Occasional: Air, Cotdllce, FirefHeat, Light, Earth,
Elcclricily, M;lllerConlrol, Sunie,IlUllet~ Only, Magie, Plants,

Rare: Alteration, Darkness, Vibration, Weather, R~diation,

Acid, Poison.
Vcry Rare: Mud, Citrus Fruil, Insects, Cheese.

You can absorb a maximum of 6 poinlS per level. For
example, if you have 3 levels of Absorption, you C()uld soak up
a muimum of III points to be used for fueling a Power or
Auribute, These points are lost again - unused ones firsl - althe
r:Ue of I per tum. Enhanced ~birilies are losl when Ihe characlcr
poinls drain ~way,

Artcr your banery is fUll, the Absorption aClS like nonnal
Damage Resistance (p. 38), at Ihe: rate of 2 points of DR per
level of Absorption.

You musl announce lhat yuu're absorbing un attack be/or"
the damagc dice are rolled so that the ~ppropriate number can IX'
SCP~r:lled for d~mage Oeterminatioo, You can never absorb your
own :llIxk.

AtTERED TIME RATE W1RIABLE
You experiencc the now of time at ~ r..te Ihat differs signif­

iC:llllly from the noml, If your rale of time perception is fasler
than a normal human's, Ihis is an advanlage: for 100 poin15, you
ellpcrience time Iwice as fast a.~ a normal: IWO seconds are
-lived'" for each real second tll:lt passes. For exh additional sec­
ond,add 100points.

Altered lime ~110W3 you the IUllury of cluensive planning
even in crisis siluations. a.~ cverything seems to happen in slow
mOlion, Any mental .~ki1l or perception roll m~y lX' attempted at

no penaity 10 additional actiuns. E~ccptions to this are Fast­
Talk, Diplomacy, or any other skill which re4uircs inter..ction

£.rllmp/~: The Cnlwling Horroc has 6 k\'cls of Absorpiion
of Crushing Damage, ~nd is hit with a round from a 7d rine.1t
absorbs 6 dice of damage: the remaining Id will affetl il. If il
absorbed 24 points of damage, it could spend thc:.'Ie like chanK:­
ter poinlS, temporarily raising ils OX from 10 to 12, and have-4
poims left uver. Its DX would remain 12 for 4 turns (as the eKlr'll
4 points drained IIW<1)'), then would drop to II for 10 turns, and
finally back lU 10 at ,he 15th tum after the initial absorption.

As long as Ihe ~Iorror oominued 10 gel hit with the rine, ilS
b:mery would C()minuc to fill up until il TCxhed a maximum
capacity of 36 points (6 levelsx6 poinu per level), Al this point,
it would have 36 points to 5pcnd in raising an Attribute or
!'ulloa,

Spt'Cif.1 umilalion: If absorbed poin15 can only go to Off~

attribule or power, determined when the chal1lc!er is ereated,
this is a -20% limitation.

Super advalll:Lges are mclahurnan abililies lhm require no
Ir:tining - if YOI,l have Ihem. Ihey work. wilh no need for a skill
roll. Howc\'cr. SOllie ad\"aJ1lages (such a5 Growth. Rcgeoer:llion.
Of Invisibilil)·). an: ayailable: in different forms or "Ic\'cls:' al
different point roslS.

Super advantages arc :lSsumc:d [0 be swilchablc - the
ch:Iractcr can tum them on and off al will- btll the deralllt con­
dition (while slC\.-ping. unconscious. CIC.) is (In. This works like
~ ~upcr-powcr_ speud one !Urn activating the ability. and it
~wi'ches:1\ Ihe bl'gillllillg of the following 111m. Any advunlagc
bought wilh the lnst3nlam:ous enhancement (scc p. SO) can be
~wilchcd on withoul any delay at all.

Some adv-.. lIlages C:lII be modified 10 work on someone else
(sec Affects Olhers. p. 49). The base duralion of soch ~bililic.~ is
UT second~, This can be incre.a.<;a! with the Extcnded Dur.uion
mhancement (p. SO).

360-OEGREE VISION 25 POINTS
You h~\'e ~ complde 360-degree field of vision. If you

know the Kar..te skill, yuu can ,Iliac!; foc.~ behind yOll m no
penally. Olhcrwise, lrcat "off-hand" he~es (lypically left) mtd
IxIck he~cs a.~ -2 10 hil (because of the clumsincss of the attack,
nOl because you can't see them). You suffer no penalties when
defending againsl attacks from lhe side or rear, and your oppo­
nents gain no bonusa when attacking from behind.

These advantages :md disadvanbges are available only 10
melahumans. aliens. and others with appropriate Unusual
Backgrounds.

ABSORPTION VARIABLE
You can absorb el'lCf"g)' from an :l.lIxk and use it to fuel your

own powers! Every Ic\·cl of Absorption allows you to "so~k up·'
Id of damage from lhe al/propriatc type of attack into ~n

"Absorplion llmtery:' and convert those points inlO characler
points for fellI/Hlmrily r.lising a Power or Anributc. Once lhese
poinls have been allocated, they cannOl be mifted clsewhere.

SUPfR ADVANTAGfS

=======J:"

SUPfR ADVANTAGfS AND D1SADVANTAGfS
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AMPH/BIOUS 10 POINTS
YOLl function as well in waler as on ul)' land. You don't

need the Swimming skill (po 849); you aUlom:uiC3lly swim Oil
your norm"l Move ralc. This is a prerequisite: for the Super
Swimming skill (see p. 46). You musl still breathe. though!
Take the Gills advantage (below) if you wanl 10 brc;uhe
lmderwalcr.

with anOlhcr person (unless they also have Altered Time Rate OIl
the smut level you do!).

Each I(':\'cl of increased time r.. lc allows you to take one
additional maneuver. fo,l:meuvers mal depend on the reaction of
;mOlhc:r person (Feint. for instance:) cannot be lal:en - others
can"' react in the ShorllilTlC allowed!

Altered TinlC ROlle can also be a disadvanlagc. For -100
points. you upcricnce only I subjec:t;\'c second for every 2 n:al
seconds thaI pass. Yoo may we one action every other tum.
You may only lake: one level of decreased time r:ltc:.

Your bOOy is made of eanh or sand. This will prevent cut­
ting or impalinj; attacks by nomHtl weapons from doing any
extra damage above their base. You can allcr the fonn of your
body to fit into an oddly-shaped space, or flatten into a thin
stream of din or sand to move through a small openinj;. It tal.:es
2 turns 10 change yoor shape in this manncr. Yoo cannot imitate
other people or ereatores wilh this ability. however. lIS your con­
trol is not that fine.

All water-based allacks do an extl1l 5O'AI damage against
you. Iigured /Ifr~r DR is solKnK:ied.

Speci(11 Umilalion: You c:mnot swilch out of Uody of
Earth form. This is not especially crippling. although you look

BODYOF METAL 9 POINTS/LEVEL
Your bOOy is composed of metal. You get PD I for every 3

levels (maximum PO 6) and DR I peT level. Damage from your
punches and kicks is raised by +2. but your Move is reduced by
20%. Sonic and vibratory attach are automalic:dly "armor·
piercing" against you. You arc considered "ferrous" wilh
respect to Magnetism.

Sf/edal f:nlwI/ctnle"': Your body is non-ferrous. +10%.
Sf/ecial f:nhanctm~nI: Your body's metal is amorphous

rather than cl)'SlDliine. and suffers 110 ex!r.l efrecl from sonic or
vibratory attacks. +30%.

Special Limil/ilioo: You cannot switch oot of Body or Meta.I
fonn. This is 1101 especially crippting. though )'00 Iool: peculiar.

-2()';\. plus the potential of Ugly or Hideous Appearance; how­
e,·CT. a ~a1 bOOy might also be sleel.: and attr:lCtivc.

peculiar. ·10%. plus the potential of Ugly or Hideous
Appearance.

BOOYOFICE 25POINTS
A malleable coating of icc co"en yoor body. making yoo

immune 10 the effects of cold lemper.nurr. and adding 5 DR.
All puoching and kicl.:ing damage is increOlSCd by 2 points.

bul allernpts to grapple (or to be grnppled) arc at-4.
All fire or heal·based attacks do an extra 50'1> damage

againSI yoo. figured aftu DR is subuacted.
Special Umif/l/inn: Yoo cannot switch oul of Bolly of lee

fonn. This is oflen incon'·enient. and will end your social life.
-f<l<l,.

BODYOF FIRE 5 PO/NTS/LEVEL
Your body is covered with flames. from which yoo lal.:e no

damage. Anything you touch has a good chance of igniting
immediately (determined by the GM). You 11a"e an Utfll DR I
agaill5t HeatlFire allacks fOf" e.'cry 2 full levels of this advan­
tage. and an extl":l DR I against bol\eu fOf" every 5 \e,'cls.

All cold or water-based auacbi do an extra 5()'l, damage
against you. calculated aftu DR is sobuacted.

The temper:l1ure or the flames is 5<Xr. plus 25- per leveL
Even the ..-cakesl flame will ignite matches. paper. and so on; to
melt Of" ignite other tbings. more lemperature may be required.
See the sidebar on p. 21 for a list of common mc.lting poinu.

You can do damage with your body alone. For each 3 lev­
els. you do I extl1l point of bum damage when )'00 stril.:e with
your hands. FOf" each 10 levels. you do Id of bum damage per
tum to anyotIC in your hex (minimum Id).

Special Limrm/ron: You cannot swilch out of Dolly of Fire
fonn; you arc a human fire..elcment:d, and must Ii"e in a ca,'e or
an asbestos house. This is grossly inconvenient for you. and
dangerous for others.•40%.

60POINTS

40POINTSBODYOF EARTH

BOOYOFAJR
Your body is a smoky form in lhe shape of a human. You

mayearry nOlhing with you, ('xcepl your COSWtne if you have the
Costume adv:tluage. Your Move is h:llf nOnlml. bill you can go
up or down al will. and can slip Ihrough Ihe narrowest of cracks.

If you nrc outdoors. evcry 5 mph of wind will movc you I
hex/tum in the direction it is blowing - if thm's the direction
yoo wish to \ravel in, it will add to your Move! Otherwise your
Move will go down a5 )'00 Iry to fight againstthc breeze.

In this form you CaDnOi be hit by ordinary weapons. but are
,'ulnerable to all energy. psionic. and magical allacks. You can­
not wield any physical weapons. bot can use your super-abilities
normally otherwise. All knockback from a Wind BiaSI Of" Wind
JcI (see p. 65) is doubled. and if a Vacuum (see p. 65) ill created
in your nex you tal.:e 3d damage. A Whirlwind (5CC p. 65) will
do Id damage per tum that yOll remain within iu radius unlas
you were the creatOf".

Special EnhafK~m('nt: Objecu may be camed. They we
on the changed form when they are picl.:ed up. and regain 00f­

mal form .....hen put down. +10% for No Encumbf:lnce. +2O'lJ
for Light. +50'1> fot Medium. or +100'l0 for lleavy.

Sp«uII Limif/l/;nn: You cannol: swilch out of Body of Air
form. This is usually incon'·enient. and oflen crippling! This is
not a percenlage limitation; treat an unswitchable 800y of Air as
a diJad''Ilnragt wonh -30 poinu. If you can ClllT)' objects. usc
the perccntage value of the enhancement to lOWCT the cost of the
disadvantage. For instance. if you could carry objects of
Medium cllCumbrance. the value of the disadvantage would be
reduced by 50%. to -15 points.

-ABILITIES!
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BODYOFSTONE 8 POINT5/LEYEL
Your body is made of rock! You sain PO I (or C\"l:ry 4 lev­

els (muimum PO 6) and DR 2 for C\'cry 3 Ie\'cls. Damage from
your punches and kicks is raised by +2. but your Move: is
reduced 20%. Sonic and vibratory 3nacks are automatically
"armor-picl'l:ing" againSl you.

5",.cilll Enhnnct'mtn/.' Your body's slone is amorphous
1'1l1hcr than crystalline. and does not .wITer the e~"'3 dfecl from
sonic Of vibr.llory :maclu. ;f"3O'l>.

Sp«ifl/ IimifllfiOtl: YOII cannot switch OUt of Body of Slone
(onn. This is not especially crippling.lhough you look peculiar.
-25%. pili! the polential of Ugly or lIK1cuus Appt:aJ'1Ince.

Your body is Ill3de of wmcr, kepi roughly man·~haped by
surface tension. Normal crushing weapons will do half nonnal
lUmage; nonnal cutting. impaling. and missile weapons will do I
point damage per hit (regardless of DR). Dehydration Of lire·
based 31lacU do doubl.. daJn.;Jge (figural. after DR is subtrx1cd).

You may usc any su~r-llbililil:.'!inormally, bul normal phy:r
iclll skills are al -8. You can alter your form into anything from
II puddle 10 II waler botlle. if your volurne remains unchanged,

You clln enter waler without being hanned. You will not
become invisible. but yuu will be ~t -4 Iu be: seen - ~ vague mist
1Il.oving through tbe waler m your normal swimming speed,

Sp«ial F.nhanctm~nt:Objects may be carried. They take
on lhe changed form when tbey are picked up. anti regain nor­
mal form when put down. +10% for No Encumbr.ma:. +20%
for Ught. +.50% for Medium. or +100'l> for Heavy.

Sp«iollimitation: You C:mnol switch out of Body of Liquid
form. This is usually iocOlwenknt. lind oflen crippling! This is
nOi a pcn:entage limitation: lreat an unswilchllble Dody of Liquid
liS a dislUJl'IWfIIge WOl1h ·20 points. If yuu cun curry objects. usc
the: percentllge vlllue of the enhlllll:emc:nts to lower the cost of
the: disatlvalllage, as described for Body of Air.

BOOYOFWA1CR 4OFOINT5

You take no damage from interrliQ"tlJ rebounds from il\lllli­
mIIte objects. as long as YO\l make YO\lr Jumping roll. You can
jump out of an airplaoc and. if )VU roll ....ell. )'ou'll be unhun.
BUI slams. failed rolls. and unC1}l\uut1ed bounces cause normal
damage. NOie thm the Super Jump ability gained free with each
3 levels of Bouncing witt reduce the damage you lake if you do
fail a rott ;lner you flltt.

For slam allacks. each level of Bouncing works like a level
of Increased Density (p. 41). When someonc fllils a slam against
a foc: with Bouncing, he is knocked bxk I heJO ~r point he
failed by (e.g., 3 hc:JOes if he fails his slam roll by 3). If you want
10 Slam someone by bouncing in/Q Ihem. you mUSI make a
Jumping roll to hit them. befUfC any otOcr Slam rolls.

Spf!c:itll Limiul/ian: You get none of the Super Jumping
abilities: you must jump off something 10 buunce. ·25%,

BREATH HOLDING 2 POINTS/LEVEL
Each level doubles lhc: length of lime thai a super can hold

his breath (sec p. B91). This advantage can be: combined with
the: Breath Control skill (p. 1148).

BR()AI)CA,5T 3 POINT5/LEVEL
1l1c Radio Hcaring advanlage (p. 44) is a prerequisite. You

can broadcast on IIny radio frequency you can hear. To find QUI
your range in miles, sqUIIrc: your level of Broadcast.

Examp/~: llrOlldcast level 10 would COSt 30 l)(lints lind
allo..• you to bro3dcasl in a IQO.mile radius.

Sptrial Enhanument: Video Broadcas1_ You can tr.UIsmit.
via UHF or VHF signal, a \'ideo of anything you can sec.. +4O":i.

CAT1iUL 10 POINTS
You subtraCI 5 yards from a fallautomaticlllly (lhis is con·

sidered an automatic Acrobatics success: dOIl'1 ched again for
itl. A successful OX roll hI/Ires all damaSe laken from a faJl.

\'\
CHAMELEON 7 POINTS/LEVEL

You can blend into your surroundings. In :IIlY situation
where beinG sc:c:n is a faclor, you have an addilional +2 per le\'c1
to )'our Stealth skill if you are pcrfc:aly motionless. or +1 if )'00
are moving. This will lIOl: help )·ou in lhc: dart, or against somc:­
one who is lislening rather than depending on sight! UnleM you
have the Costume ad\':Intagc:. your clothing remains IKl1lIllII. CUI­
ting your bonus to + I, with no bonus if you an: moving.

Srucil/I Limiwfifllr: You cannot turn this :lbility ofr.
Smlllgers will react III - I: lhe flickering effect is irritating.
Reduce the final cost by 51'0ims.

BOUNCING 12 POINT5/LEVEL
Your body is rubbery and bouncy. For every level of

Bouncing. you get DR I vs. crushinG damage. For every 5 full
Ic:\·els., )'00 get an 3dtIilional PO of I (maximum PO 6) \'er.>us
any physical lItlack. E,'c:ry lhn:e levels gh'es you one: level of
Super Jump (p. 46).

Use lhe Jumping skill 10 initillte and C1}I\trola bounl."c:. In
genernl. your bounce distance is 9O'Ao - if you jump from a 10­
story building. you can bounce to the top of a nine·story one.
You must make at leas' one full 90% bounce Dfter Dny venical
fall. lhough )'ou can GO in any direction. You do not hllve 10
bouncc after a hOrllontal bounce or a jump: you clln make 1I
.short bounce. or just StOp. C!.AW5 SEEP. 76
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CLINGING 25 POINTS

You can wa\'It Of crawl up walls or on 'he cci\ing. Your
Move is halved while using Ihis advanlagc. You can Slop at any
point and stick 10 the surface wiloout any fear of falling.

If yOll are (ailing and try 108mb a wall to keep from hiuing
the ground. the GM mU5t decide if 11 is within Il:'actl. If 11 is. a
successful OX roll is needed 10 louch the wall. Once the wall
hal: been grnbbed. a successful ST roll mUSI be made. modified
31_1 for c~h S yards (allen. If the ST roll is (:ailed. 5 yards are
sublracled from the distance because of the slowing cffttl lhe
failed clinging allclIlp( h:Jd on the fall.

Example: l1lC Crawling Horror is knocked off :I boilding
30 yards high. The GM rules it will have a charK."e to groab the
wall;ll the IS-ya.rd point. I! mUs against ils OX 14 and grabs
the wall. It ..'ould lhen have 10 fO;Ike a ST-] roll 10 hold on.

Sp«iClI [jm;tmWn: You C311 only cling 10 one parlic­
ular SUbsl:lI1CC. -30% for common m:uerials like wood.
rock. brick, or melal. ·50% for ran: m:nt:rials such a~

icc, rubber, etc,

COSTUME 15POINfS
This advantage, a S1aple in comic enrn­

p;ligns, shuuld he uuavailable in a rc,nlistic emu,
paign, Your costumc CMI work with (and is
immune to damnge from) your own powen. If
you streIch, your coslume stretches with you: if
you ignite your body, your eOSlume doesn't
bum, This only gr..lnts the CO.lIIl11le immunity!
It doesn't burn when you flame on. il also
won't be hUrl by a fl:unethrower". but il will
not protecl )'Or.! from a name auack! If your
costume gin'S any bonuses other than non·
interference with and immunily 10 your own
powers. it should be paid for :u oOilined in
Godgrruring (see ChoIpler 3).

DAMAGE RESISTANCE
3 POINrS/l.EVEL

This functions like !he' Toughness :ld\"..lntap: (!JC'C
p. 823), but ean be pun:h.ued in :u many lcveb as
desired, This DR will protect againSi both physical :md
energy at1llCks. but will not aid verslL~ mental auacb such as
Mental Blow, This may be armor, or a fon..-e field. or thick skin,
or :lily other mechanism chosen when the: ch:ll':ll;tcr is cn:mc:d.

This :Jdvantage may be purch:L~d with a limitation "only
to cerlain types of damage." Sec the lNf.,II$1! TIlbll! on p. 35.

Sp..rilll Linrit'I/;OIl: Ablative DR, -15%, Whcn an attack
strikes ablative DR, every 10 points of basic damage rolled
removes one point of DR, nglmlll!SJ vf wile/her 'Ir 1101 Ihl'
ollllck fll'lll!/rlJlc,\' DR, Losl DR "heals" at the smne mle as lost
HT. Characters who want their DR to rq;cuer.ltc more quickly
may take Regcnernlion. A character may put a layer of ablmivc
DR under nomml DR, in which case only the damage thai penc­
tr..ltes the nonnal DR reduces the ablative DR.

Example: Blackshield, above, regencr..lleS his ablmive DR
at the r..lte of I point per hour. His base DR 8 would cost 24
points (8x3), and his ablmive DR woold cost IS points (lOXI .5).

Special £nhm,celllefll: Hardened DR, +30% per 1C\·cl. Each
le\'el of Hardened (up to 2) cancels out one level of Armor
Piercing from an attack, II has no other effect.

If attacked b)' a weapon that norm:Illy ignores all or pari of
.. target's DR.llardencd DR is unaffected by such redllClions,

£wmple: A Gyroc Carbine (~ee GURI'S Ultm-Tl'fh) nor·
many dIX'!'o 'M{1' dama'bc - \he \"'r~e\,j; OR ij; di"i....e>1 b')' 1
before Ihe 8d d:IOlage is applied, Hardened :mllor "'ould ignore
this divisor.

OARK. VISION 5 POINrS
You can sec in absolute d:!rtnes5. You suffer no skill penal­

ties for dartness, no m:lucr what ils origin. Anyone using either
Ihis ad\'OIntage or Night Vision is coloc--blind While in d:arkIlCSS.

Spciaf Enhancelllell/: You can see cvlors in the dark.
+2O'l>.

DI5CRIMINAfORY5MELL 15POINrS
You can differentiate between (and rei;ogni1.e) people.
places. and Ihings by their OtJon;, You ha\'e a sense of

smell fat beyond the hUlll:lll nonn, and can determine
distinctive odors ror pr.ICIicalJy everything and any­

thing yuu Olay ellCOUnlcr, You may memorize an
odor by sniffing it for at teast one minute and

making a successful IQ roll. If you fail this roll.
you may not attempt to memorize Ihal odor
again for at least one full day.

In any situation where you may ulilize
yuuI scn~e of smell, you arc m +4 (plus any
Acute Sme]] bonuses) to the roll, and receive
+4 tn Tr.lcking skill.

~)J..cial EllhallcelJll'lll: You can dctt"et a
person or animal's emotional "tate hy odor,
This crrcctively gives you the Empathy
advantage if you can get within 2 helles of
the subjcct, +50%.

Sfn-cial LimilUliOlI: Onc parlicular sub­
stance h;l$ a panicularly ofTensi\'c odor to you,
If yuu encuuntcr it, you must make a lIT roll or

bccume tempomrily ill, losing Id from each §lOll

while in the prc::sence oflhc odor:and fOf 30 min­
Lites thereafter. This is a-~ limitation for rom·

OIon subsunces (pollution. dogs. cigarette smoke.
car exhaust), -20'l0 for occasional (""ildno.....ers,

cigar smoke). ·10% for rnre (one particular br.md of
pcrfunlC:, a specific breed of eat). It is a I-point quirt

for sonlC:thing \'ery ran: (fOIlCn cj!:gs. yak hair).

DOESN'TBREArHE 20POINrS
Your body absorbs the oxygen that it needs through

osmosis. You can't be ~tranglcd,and are imntune to mOSt gases
(your body won', absorb anything that will hurt it). Yoo will
still suffocate in a vacuum, or anywhere else where there is no
oxygen available to absorb. You can live nnderwlltcr as long as
the water has oxygen in i, (normal Earlh hodies of water have
plenty of oxygen). You call use hreathing C(luipmellt in space, as
your lungs are capable of wurking nomlally,

DOESN'TEAT OR DRINK. 10 POINrS
You don', require food to Slay ali\'e - your body is llOWered

in sorne lJther manner. The GM shuuld require the rla)'er to
explaiu what this is: photosynthesis, solar power, ctc,

DOESN'TSLEEP 20 POINrS
You never h;l\'e 10 sleep. You can ignore all fatigue Iosscs

from missed nighl~ of rest.

-ABILITIES!



YotIr fatigue is higher than flOrmal for your ST. Yotl C:ttl

run farther and fight longer Ihan others. :lml )<ou havc more
power aV;lilable for po....ering ma"ie:ll spells. Edr.l fatigue goe:s
ioto a separale pool Ilwt call be uscd to powcr super-powers.
psionics. cxtrJ effort. or magical spells. This pool rech....ges at
the same rate as nomwl faligue. but will only begin to regain
poinL~ if regular fatigllC (b;lscd on ST) has been completely
regained first.

You eao take mure damage tban a nonnal human of your
111'. lIit PointS:lre initially equal 10 liT, SO:l charJCtcr wilh HT
14 could buy his I-lit Poinl tOial up 10 20 for 30 poinls. This
would be wrinen as Ill' 14120. Any roll ,"Crsus Ill'. Contesu of
HT. resistances. c:llculmion of unconsciousness :lnd survival
rolls. and :lnything else: in'·olving HT would be n1ade against his
health of 1-1. Ooly d;1l11age is ~ubtrncl~-d from 20.

If Ih.:: Siun D:ll1mge Only optional rulc (p. 114) is in effect,
StUll is hased on hit points. IJO( basic HT.

F..xamp/r: If a super has liT 14120. he ....oukJ h:lve 10 roll
to st:lY ali\'e :II - 1-1 HT (and C\'ery -S there:lftcr) rather th:tn :It
-20.

STRENGTH COST
ST eo" ST ew,
Il 60 23 I<{)

" 70 24 I4S
17 '0 2S IlO
18 90 2. IlS

"
100 27 160

20 110 28 165
21 120 29 170
22 13<) 3<) l7S

31. +ll!poinl per poim

EXTRA FATIGUE 31PO/NT

DUPLICATION 75 PO/NTS/COPY
This allows you to 5{llit into two or ITlOfC bodies ("Dupes"),

eactt possl-'ssing )'0Uf full knowledge lmd poIIo'CfS. For an :dJitional
2S ]JOinl~ pcroopy. your Du[lCS can be in constlmtlcleP'Jthie oonta<:t.

When your Dupes re-merge. your HT i~ Ihe avern,ge of the
current HT of Ihe merged fomls. E\·ef)·thing experienced by any
Dupe is remembered by your nl-combined 5/:1f. If ont of your
Dupes is killed. all the otlicr5 immediately t:lke 2d damage and
;an: stunned (roll V5. IQ-6 to n:co\'er).

Dupes do 1101 get copies of yoof equipment (except for a cos·
lume if you have Ihe CO~IUll1e advantage. p. 38). If your costume
includes gadgels (like powered armor), your Dupes don'l gCI
copies of it even if you dll !lin'c the Costume advantage. If you
spmd tht:: money and/or points 10 purchase ,wo copies of a pictt of
equipment. thrn Ihr: GM should Iet:l Dupe appc.........ith the ilCm.

If one of your Dupes is killed. you lose thc approprime
number Ilf chamcter poinl.~. The GM may allow you 10 5f1i!/rtl7!l
;l(:cumulmed charJcter points to buy b:lck your dead Dupe.

Emmflk A 2S0-poim eharacler Utal h:ld a 7S-poinl Dupe
Wkd would become a l7S-poim char.lCleT. If !he GM agrees. the
pb)'c:rcould spend 7S e:arntd character points and regain the Dupe.

Sp«illl Enlulllunirnt: If one of your Dupes is killed. lhe
Others an: 001 stunned or hun. +20%.

Sf/cdllf Lilllifmimr: Your dupes uo nOI shan: your full Ill';
inslead, it is divided evenly bclween thelll. rounding up. For
instance. HT IS .....ould divide into 1""0 dupes of HT H c:lch. or
thKc of 1-11' S. or four of HT -I. Extr.a hit points afC divided in
the S<lmc way. When your forms re-combine. Old<! thcir 1-11'
instead of averoging, losing any elttT;\ poiots g;lim.>d when frac·
tions were rounded up. --40%.

ENHANCED OX NOIlMAL COST
AU attributes OIhef th:ttt Sf;lre bought at norm.;ll cost. Any

time an altribule is r.aiscd abovc 20. all default skill rolls aTe fiS'
Uled as if thilt atlribule wen: 20. This pre"ellis def:lultli from
becoming unb:alancing~

EXTRA HffPO/NTS 5/PrJINT

ENHANCEO HT SEE ENHANCED OX. ABOVE
ANO EXTRA Hff PO/NfS. BELOW

ENHANCEO IQ SEE ENHANCED OX,A80VE

ENHANCEO ST VARIES
Rcgular GURI'S ST is designed around :I bcll-<:urvc - an

allribulc of 20 represents the pe;lk of humlln coodition. In the
SIl~rs senre.this bell CUf\'e isn'l appropriate, as there is 00 real
limit (at least in the oomies) as to how strong someone can be.

Enhanced ST is 11,,1)' available to someone who h;lS p:Ud an
Unusual Bacl;gTllllod cost to be a super. If Ihe GM doesn't
charge a UII. he has no complaint corning when mles lawyers
gledully point OUi that it is cheaper 10 buy ST 19 with
Enhanced ST th:ln il is 10 buy ST 18 with regul:lr ST!

1lIc CO'>! of Enhanced Sf is 60 for ST IS. plus 10 per point
of Sf from 16-23. then S per point of ST from 24-30. Ihcn II!
per point ofSf from 31+.

£mll/f/ft'5: Sf 18 wOllld cost 60 + (3xI0):: 90 points. Sf 27
..'ould cuSI 60 + (HXIO) + (4x5):: 160. ST 2SU w!luhl co~1 2toiS
points.

GAt NOl~: This po....er encourages lOIS of Pes with unusually
ltigh ST. If this doesn't fit the ~oarnpaign. mise the COS! (of either
Enhanced ST or Ihe Unu~u;ll Background) or c1imin:lte il
enlircly!

EXTRA LIFE 25 PO/NTS PER LIFE
Forcllch Extra ure you purchase. you may come back from

dcath (see RCSllrrn-li("•. p. 44) mrce. 10 a cinematic campaign.
an EXlr;l Life m:lY be purchased with earned eltpelience.
...·hettler yOll h:ad this :advantage inilially or nol. No rn:ttter ho..·
sure your foe.~ were Ihal they killed you. you didn't re:llly die!
The dclajl~ arc between the playcr and Ihe GM.

You may not have hoth EXlrJ Lives 11!1d ResuITCction.

EXTI<A STUN VARIABLE
If the opli0D31 Stun Damage rule (p. 84) is being used. ),OU

m:lY purchase extr.a Stun points :lllhe r.tle of 112 to 2 points per
clttra po;nt of Stun. at the GM's discretion. If EAtra I-lit Points
arc ,lIlowe(I, then E~lra Stun should (July cost 1/2 point per
Ievcl.

FLEX/B/LffY 15PO/NTS
Yotl can bend )'uur body in :lbsolutely :lny direction. It is

like Double-Jointcdncss (p. 820) only more so; you cannot take
bOlh this and Double·Joinledness. You gct a +5 00 any
Climbing roll. on any roll to c.~cape from restrainls. or on any
Mechanic roll. You cannO! streich or ~quee7.e yourself abnor­
mally. but any pan of your bod)' can bend any ....ay. This !Xl....er

is indullt.'d in the IIOmlaI COS! of Strelching (p. 46).

-AB/LiT/£S!
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GILL5 10 POINTS
You h3ve the abilily 10 c:ll.lr:ICl o~ygen from water. allowing

you 10 remain submerged indefinilely in normal water. If tbne
is no oxygen 10 e~lrxl, you will suffocatc like lilly nonnal

FULL COORDINATION 50 POINT5/ATTACK
This is llle abilily ltJ mal.:e more lhan one physical :IliacI.:

per wrn. using each limb only once. So. for instance. :I crealure
wilh four arms could buy Full Coordinationll and mal.:e tWO
altaebi per lum, FCI2 :anti make three :lltacks per lum. or FC/3
anti make four allaclts per lum. using each arm once.

NOle lhat a two-armed creature could take Ihis advantage.
100. It could lhen albel; once each lum wilh each hand. at no
penally! Physical :l.Ilach arc limiled 10 punches, l;ieks, tJr
.....eapon auac\.:$.. Il()( super physical skills.

When SQIIlC'OIlC with Full Coordination mal;es an AIl·Out
An3ck. he may take one bonus for each weapon he uses, bUI all
brnluses musl be Ihe same. Yoo could 00(. for instance. swing
twite wilh one weapon while aiming carefully with another! If
you choose 10 increase your llurnher of allacks, you get 50%
more allacks lhall normal. rounding down.

Exlllllple: A browlcr with lWO anns and FCII who 1001.: nn
All·Our Atlaek could m~Ll.:e 11m'e :Illacks: two normal plus one
bonus allack.

Ilis mutnnl cousin. wilh Fe/3 and four arms. could make 2
addilional allacks Wilh an All-out Allacl.:.

To aim two "'eapons al Ollce requires Ihe Independcnlly
Focusable: Eye:s advanl:l.gc (sec p. 41).

Thi5 advantage: allows y<lU 1(1 s"'OOP thlUllgh 11M: :liT like a
bird or a plane. Your night sp:c:d is equal 10 (wicr your normal
rt1(l'o'C:. plus llIIy 11:\'1:1, of the Super Flight advantage you 113.\'C

(sec p. 46). This allows you 10 fly. but doesn't confer the ability
10 do complex acrobatics and lighl turns; for that. you need
Flight skill. See sidebar, p. 24, and p. B IJ9 {Of more Ueuils.

Anyone C3p:lble of sclf·propelltd flight (nm Winged Right)
("lin Hfly" al IWf spc!Cd ulldc'rwalcr.

"'Ii~hl as u Gudg,., Ad"UflWgc:: Gadgets incorpor:uing
Flight are buill on a base speed of 10. plus any Super Flight.

S'lf'dlll Vuria/ion: SL'e /iiI/lief SUrfill~. p.42.
SfJed,J' Limi'llI;on: Winged Flight. Your Flight advantage

cOllies from large. fUllClional wings. Wingsp<l" is Oil least twice
your height. In onleT to lake off. I:lnd. or maneuver. you must have
an open arc;! with <I mdius 1:(IIiUllo your wiogspan in all direClions,
If your wings arc boond. or if:l wing is hil and eripplf.'d. you can­
1101 ny. (To delennine a hill!) lhe wing. assume any lIil to an arm
It.u a 5O%ehallCC ofhilting the matching wing instead). -25%.

SfI«illl lJmilali'JII: Gliding. You eanl10l gain altilude .....hile
flying. You descend al I hClO per lum. Enhanced Move docs Il()(

affecl your speed bul each level halves yourdc:scc:m r.lle.•~.
5p«ial Limitalion: Controlk.'d Gliding. As abo\~. bill you ron

;.:ain a1tilude if you CIII find an updr.aft, or ."thcmIOl1.~ LO ride. A nor­
mal thcnnal will raise a glider I hu pel'" Iwn. Make 3n IQ roll (one
allCmpt pel'" minure) 10 IocaIc: thcmuIs ifany:Jl"C presenl. -45'1..

Spu:ial Limitation: CannOi Hover. Nol ".-oilllbl~Jor
Gliding; /1 glidt'rcan't lto"t'r lIn)".·I')'. You mUSI always move at
alleasl half your maximum speed when you fly. -15%.

S~cilll lJmi/llrion: You cannot fly very high. -10% for a
)o·fool cciling. -20% for a 10·fOOl ceiling, -25% for a 5-fool
cciling. nlis does nOI limil speed in any way. bUlthe GM may
require F1ighl rolls 10 dodge nhstllcles ncar lhe ground!

FLIGHT 40POINT5 person. You can't breathe in a swimming pool full ofl.:ctchup!
You can still breathe normally out of the walcr.

GROWTH 10 POINT5/LEYEL
You have the abililY 10 grow to an enormous Sil.1: - 20'.

30', Of e\'cn l11IXl"! As your sin: incre<ucs. so mUSI )'our ST (or
you'd eoll:apsc. unable 10 support your own weighl). Your
equipmenl doesn'l change size - unless you have the Costume
atI\'antage (p. 38), you are going 10 be a very large notle ...

Each le\'e1 of Growlh COSIS iO points. and allows )'00 10
increase your size: b)' a factor of 100%. bmt'd on )"ollr originlll
hdghl. It take.~ you OI1e lum to iocrease your Sil.1: by one lc\'el.

Exllll/plc; A 6-fOO1-1al1 super has 4 levels of Growlh. This
would allow an increase: in heighl of 24' (6'x4). to a maximum
heighl of 30'.

If you 1I1lClllpl to grow in a room. vehicle. conlainer. CIC.
Ihal isn'l large: enough 10 hold you. your growlh nommlly SLOpS.
However. if your mluimum thrusl damage is enough 10 pene­
trate the wall or ceiling's DR. you will burst through it in I tum
per point of DR the surface possesses.

YOtJ must buy the Enhanced ST to support your form sepa­
ratcly - each additional level of Grov.1h requires more ST lhan
the previous le\·e1. If the ST only 3Clivales al a ccnain si~. you
receive II cost redllClioo~ on how big you must be to usc il
- after all. ST 250 isn't nearly :as useful if you can only usc il
when you're SO' tall! See the chan below.

u-relsoJGro...·'h Minimum ST CoSI Rtduction
I 20 -10%2 __-j'6 __-0-2"",-_
3 56 -30%--
4 90 -40%
5 150 -50%

6, ---.--1240i*'----'1-60%
7- 350 -60%
H SOO -60%

+1 +150-60% (lIlUimum limilalion)

E.wmplt: Weed is 6' tall.lt:t.~ ST 10, and purchases 41e\"c1s
of Growth (40 points). When he is less than 12' tall (below the
firsc le.'c1 of Growlh) he keeps his norm:tl ST 10, At 12 fttl (the
first level), his ST musl be :at least 20. Since he only gets a -Il)'l.
limilalion on ST purchased fOf this level. he buys it al the mini·
mum. 20. for a COSI of99 points (110 points -10%). At IS' (the
second Ie\'el), he needs 16 more points of ST (10 bring it up 10
ST 36). TIle normal eml of those adtIal ST points WQIIld be 6lI
points. but he'd gel a 20% discount 00 them.

Loul.:ing at this. he decides that he wants Ihe full ST 90 (the
ST n~'eded 10 suppon 4 IC\'eI5 of Growlh) available from lhe
lime he's 18' (2 levels) lall. In.'tead of buying 16 eXlrJ poinlS,
he buys 70 eXIra ST for II COSI of 76 poims. (nonna1ly 95, -20%
because this ST kick.~ in:u Level 2).

He h:l5 now speJll a lOIUI of 2 I5 poi11ls (40 fur Growlh. 99
ror lhe f'i1'1l1 batch of ST. 76 rur lhe second balch). He can grow
up to 30' tall, and has ST 90 ali soon a.~ he reaches IS' lall.

SJ1«illl Limitll/ion: Ma~irnum size only. If you can only
swilch between noonal height and your maximum. you may
apply Ihe same eOSl reduclion from Ihe chart above 10 Ihe
Growth ability itself.

Exnmpk: In tbc :Jbm~ CISC, Weed would figure the lOla! point
cmt for ST 90 and 4 b'w of Growth (4Of-2OS=245). He would

then apply the -40% lilllilatioo (245-98=147) fora ftnal cost d 147
po;....
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This makes huge. incredibly stroll!; supers n:1<lli~e1y cheap

_ but they'n: also \'cry casy to hit. and will have a hard time
using their super-po.....er indoors!

Olhrr Ad~·(JnllJgt's: AI the playrr's and GM's discretion.
other :advantages such as ~lr.I. Hit Points. Increased IXn)ity.
etc.. could be :I.5.SOCialed wilh Growth. If so. they should be
bought with the: same cost rrooclioo fromllle ch:ut.

HARD TO KILL 5 POINrS/l.EVEL
You art: irw;Tedibly diffICUlt to till. Each lc\'cl of this :Kh"3JI­

uge confers:l.1 00 all HT rolls made: for survi\'al. If you miss
your nonnal lIT roll, but m3kc it with your liard to Kill bonus
added in. )'OU IIppfur dead (a suc(:cssrul Diagnosis roll will
Te\"c:al signs of life). but will come to in the normal I hour per
point of IKg:lli\'c lIT.

£mmplr: Bl:tek,home has lIT 12 :md 4 lc\'cls of Hard 10
Kill. lie is hit by an LAW rocket doing 30 points damage.
reducing his liT to -18. This will require him 10 make 2 liT
rolls 10 Slay ali-'e (one al -12, lhen one: al -17).

lie rolls an 11 for the rim one - no problem. still ali\·c. On
lhoe secund roll. he gelS II 14. This is above his regular liT (12).
but beluw his modified HT (12 + 4 le"cls of Hard 10 Kill). lie
passes UUl, and is lefl for de:ld by his fues, Roul>hlY:1 day laler.
he'll rcl>ain eonsciollsnesS - slill injured. bUl nul dead!

HYPEf(FLIGHT 50n5 POINTS
PIlEIlEQUI5ITE: SUPEIl FLIGHt (P. 46)

You may fly at or bt'Jo"d the speed of lighl. This ahilily
cunnot be safely used in an almosphcre - lhe friclion would
deslroy ""J'IIIt'. fuCCplion: :10 Insubslanlial char.lcler can usc
Hypcrflighl in aUllospherc. or even lhrough walls.

Your specd depellds on lhe amounl of Super Fliglll yo)u
h3\'c. Al the 5O-poinl vcrsion. Hypcrf1ight allows you 10 lrowel
at l)OC limcs the speed of lighl (c) forcach Ie\'cl ol Super Righi.

£famplt': ,\ clw'acler with 3 Ic"els of Super RighI plln;has­
cs Hypcrflighl for 50 points. Hc ean now lravel al 3c (Ihrec
limes the speed of light),

r-or 75 poims. each 1c\'C1 of Super Right Ir.lnSbtcs intounc Iighl
)'Ufpt'f do}' of flight. :l1lowing massi\'C diSUlll'C:S 10 be covr:nxi.

You must first accelerate to yOUf full normal flighl speed,
lhen you may tiek in FfL U":Ivd, You can Ihere:lfter slll'itch
frtely bellll'een FTL and normal speeds - no iotnia earrics O\'cr
bclwccn swilchcs.

Absolule conCenlralion is required, and nOlhing Ihal
requires conscious aUel1lion (iocluding acli-'ating super skills)
may be used. You cannot turn or maneU\'er, if you wish 10 do
so. you muSI drop 10 normal night speed. Items thrown or
dropped by a Hyperflying characler instanlly slow 10 his maxi­
mum nonnal flight speed _ a ha~eball cannot he: thmwn :11 10
limes the speed of lighl 10 l:lke out a .'pace Slmion!

Similarly, if you collide wilh :myilling more sull.• lanlial
lilan un inlcrslellar cloud. )'ou imlllooimcly SI<III. withoul hann
10 yourself or Ihe objL'Cl hit.

You mllSl have some method, eilher tecllnological or a
super-advantage. of surviving in lhc yaeuum of space!

S/Itdll1 £,II,lIIu:t'menl: You can nlaneuyer while
Hypernying. +10%.

Specifll Unr;lIl/j'JIf: You perceive only a brillianl blur
around yoo (SUJr WorS·Slylc: cffeel) and cannOC clearly n:J\'igalc,
All ASlrogalion rolls:ron: al-6, .)O'X.

ICE SKATES 5 POINTS
You C:1ll move normally on ice - no DX penahies are

inculTl!d for bad or slippery fOOling. This is C5pccially important
if yoo an: ~'Orng 10 be using the Super Running :r.dvanlage on ice.

IMMOKTALITY 140 POINTS
You'lInc,'er die or n:llur:r.J c:llISC$ and are lougb to kill unnalU­

rally! This ad\':llltagc: isjust.ll combin:r.tion of Instant Regc:ncration.
Invnunity to Disc:asc, ImmuniJy III Poison. :r.nd Unaging.

IMMUNfTY TO POISON 15POINTS
You :r.n: inlmune 10 the effeel of any lo;o;ins, This doesn't

confer immunity 10 a COl'TOSive subslaoce such as hydll)Chloric
xid, just to bona ride biological or ehemical poisons, If there is
a qucstion. the CM's decision (as always) rules,

INCf(EASED DENSITY
5 POINTSItOO L8.INCREASE

Your body is Inade of much denser stuff lilan a normal
man·s. Forcvery 100-lh. increase. you gel an e:uru DR 1 againsl
COishing damage (sec: p. 311). and any knockback done 10 you is
decreased by I hell. The e)(lrn .....eight will counl as encumbrance
if you aren't strong enougillo culT)' iI, though! Any body weighl
over 15xST counlS as encumbrance.

The rirst douhling or weight reduces Swimming skill by 5:
after a second doubling. you cannot swim al all. but can walk
along lile bollom of 1I body of waler.

Ex/millIe: Dwarfslar buys 600 lbs. of locreased Density for
30 poinls. Ilis normal weight is 130 lbs.. so he now wcighs 730
lbs. Since this is wilhin lhe range of his ST 100, he has no Ulr.1
cocurnbrancc, However. il is morc Illan " times his normal
weighl, so he can't swim! Hc has a 10lal of 600 lbs, of Incre:ascd
DenSily, giving him DR 6 against crusbing damage, enough 10
SlOP almosl all small·arms fire! He's also loog.h 10 mo\'C; any
Ir:nockback has 6 hu.cs subtracted because of his III'eighL

INCREASED SPEED 25 POINTS!l.EYEL
Yoo can really lnoye! Your bask Speed incruses by I for

each Ie"d. which also raises your Mo\·c., Dodge. your pl8CC in the
combal sequence. and :ulything else lhat is based on Basic Spccr;l

INDEPENDENnY FOCUSA8LE EYES 15 POINTS
You can focus in 111I'0 separale directions, allowing you to

aim 111I'0 lII'eapoos at ooce, or 10 take full advanlage of Cllln limbs.
If you ha\'e 1ll0f'C than two eyes, buy lhis advantage again for
exh additional e)'e to be: focused independc:mly, Three separately
focusable eyes III'ould he 30 poinls. four would be 45, and so on.

INFIlAVI5ION 15POINTS
Your vision e)(lends into lhe infr~red ponion of lhe sllCClnJm,

allowing you 10 see varying degrees of heal. You can eyen sec in
absolule darkness if the lemperalure is abovc 7f1'. No mailer whal
Ihe lemper.llun:, you suffer only a -I penally when fighling al
nighl due 10 the heat emissions from your opponent (if your foe
cllliL~ no heal, ~l:lndanl penalties apply), Yoo are +2 10 see any
living beings during d:lylighl if you are scanning an llrea yisually,

TIli!> adv:nllagc will a.lso :ll1ow you to follow II heallrail
whcn lmel-ing. Add +3 10 any lmeking rolls if the trnil is no
more Ihan an hour old. A sudden nash of hcat. sllch as :l

Fireball.:lds a.~ a Flash (see p. 60) to a.nyone with Infrnyision.
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visibility whcn Pllt down. +10% for No Encurnbr.mce. +20% for
Ligbt. +50% for Medium, ur + 101)% for He~,vy.

SJI.-cial Limilalion: You e:Ul he scen in mirrors! -10%.
!li'ccia{ Lim;flll;mr; You cast a shadow, - 10%

Your body is clIm"Il'I"'y rcsistant to damage from some
~lltack fonm. Knockback would stlll be c:lUsed from physical
~lllacks, howcver. Cost of Invulnerability vuries according to
how cllmmon lhe anack fonn is. as follows:

Any Kinetic Damage: 300 points.
Common: ISO points.
Occasional: 100 points,
Rare: 75 poilllS,
Very Rare: 50 points.

Machines lllln'l see yOll - you cannot be photogrJphed, and
you dOll't show lip on camcrJS or other dctc<:tors. In some par1s of
the worill. you might be mistaken for a vampire! Alann.~ such as
prc.\.Sun: platcs will still notice you. but you can walk past a robot
scmry with impunity. Electronically targeted weapons don'; get
oonu.'oCS to hi; you. This is alw;lyS 011 unless you pay an eX;rJ 10%.

SI/cd,,1 El1lwl1ceme/1/; Objects m:lY be carried. They
become invisible to machines when picked up. and regain visi­
bility when put down. +10% For No Encumbrance. +20% for
Light, +50% for Medillll1. or + 100% for Heavy.

Special Enlumcemmf: You can become visiblc to nH1chincs
at will. +10%.

VARIABLE

20 POINTSINVISI81LrrY TO MACHINES

IN¥ULNERABILrrY

EXAMPLES:
Cummon: Crushing (mosl bullcts. fi.~ts. maces, falling

s:lfes). Cutting/Impaling (knives, swords. arrows. spears), gener­
ic Energy. gcnerie Psionic. gcncrie Living Things. MClal.

Occasional: Air. Coldllce. Fire/Heat, Light. Earth.
Electricity, Maller Comrul. Sonic. Bullel.~ Only. Magic. Plants.

Rare: Altemtion. Darkness. Vibrmion. Wcather. Rlidililion.
Acid. I'uison.

Very Rare: Mull. Citrus Fruit. Insccts. Cheesc.
Depending on the character conception. an allack against an

InvulnerJble subject might bounce away. dissipme hannlessly,
or P:ISS rigbtthruugh. See sidcbur, p. 84. to parry bullets.

!li}('ci,,1 E'I!Ul11Cl'I11C/lI; Thc allack does not cause knock-
!mek. +20%.

IN5U85TANrlALffY 80 POIN'f5
Yuur body is insubstantial: perhaps it ph'ISCS into a diffcrcnl

dimensioll or ,uHlther "jbralory plane. You can move <II yOUT
nonnal ralc. hUI you pass through physical objcf;ts as if Ihey
"'cren"l there. You cannot pick up normal objects or affc~'llhcll1

in any way, though your costume becomes insubst.mlial with
you if yUll h:w<, the Costume :uJvanlage. The GM may rule Ihm
ccnaiu Iypes of energy barriers impede your progress. however.
Physical and energy :lllad.:s can'l haml you. but you're still yut­
Ilcrnblc (0 psionic :md magical ;lIlacks.

Your physical aod energy <llIads will only affect Oilier
insubstmuial beings. YUUT psi ami magic skills fl,lllClilln l1onnally.

Although you can pass through solius. you still musl
brC;llhc. When )'OU movc through :l solid objcct, treat this as if
you wcrc swimming undcrwater for purposes of suffocmion.
Your appeamncc is set as a speci:11 effcct: you may ;'ppear tmns­
parcllt. misty, or completely normal. You ean't be invisible
without taking the Invisibility advantage (sec below).

You arc unaffected by gmvity while insubstantial. and can
mow up or down throllgh thc air at your nonllal Movc. Trem as
thc Walk on Air advantagc. with no risk of falling.

Sf/ct'ial Elllu/11('clIlc,1I: Objects may be carried. Thcy take
on the changed form whcn they are picked up. and regain Ilur­
mal fonn .....h<:11 put down. This also appli<:s to your e1oth<:s.
Inanimate objccts that you make insubstantial cannot be m:lteri­
ali:ted inside of anything. +10% for No Encumbrance. +20% for
Ligln. +50% for Medium. or +100% for Heavy.

!lilt'cial E,IIIIIIICI<1I/1'I1/; You nelY tum part of your body substall­
tial .....hilc other p.ms remain insubst:U1tial. or vice versa, TIIOS. you
could reach through a W;\lIllfld tap S01l1L'OnC on the shoulder. +20%.
or +IIX>% if you can tum an item )'ou are canying substantial with­
out dnJllping it. "hi~ n:<]uin:s turning your hand SUbslantial. tou.

Sp<'(;iltl Li",;wliol1; You arc (l1"'(Jy,t illsubst:mtial _ yOll
havc no physical body. or perhaps arc pemlUnently trapped on
the astral plane. Whatevcr the rcason. this is a -50% limitation.

INVISIBILfTY 40 POINTS
You are invisible to normal sight, Infravision. and all)'­

thing thm uses the electromagnetic spectrum. Unlike most
advantages. the "defaull" condition is that you nrc pcnnanellily
invisible.

Anything )'ou a~ carrying rem~lins Visible. cxccpt your cos­
tume if you have the Costume adv:lntage. You Mill make noise.
leave footprims. and call be smelled. though. If you are c;,rrying
nOlhing. you gct +9 to Stealth in :my situation where being seen
would maller. You callnot be photogrJphed. but you can bc
detected by mcchanical devices (but see Invisibilily to
fo.hchines. bel"w). You don't show up in mirrors.

Sill-dill E,,!llWC""'''Il/; You :Ire also invisible to other types
of vision - sormr. nmgnetic fieills, and anything else the GM
comes up with. +20% per adlled type.

Specilll En!rlmc'''''I'Il/; You become visible at will. +10%.
Spel'i111 EnlumCl'mel1l: Objccls rna)' be carried. They

bccome invisible when they life picked up. and regain

MAGNETIC SENSE 5 POINTSILEVEL
YOli arc able to sense magnctic Fields around you. TIle first

Icvel of this power gi~es you a mnge of I IM:,;: each additional
level dm(b!es your ronge. You can detenninc polarity. strength,
and field contour. If no magnctie object more po .....erful than .1

kitchen magnct is within one he,; of yOll, )'UII can automatically
llclennine magnelic north. If at lea." 10 le~els of thc Microscopic
Vision :Illvantage (below) arc linked (sec p, 33) to this advan­
tage. yoo are able to directly read computcr disks and other nwg­
nctic media. although you must posses a Hard L1nguage skill for
the [1:lnicular fllnnat you arc :llIernpting to read (e.g .. Language
(DOS noppy). Language (Amiga nUp])y). etc.)

MATTER SURFING 30 POINTS
This is a Speci~ll varialion of Flight. and follows Flight rules

except wherc specified otherwise. You can create a
I·hex-wide. 2" Ihick shcet of icc. canh, fire, b,lby turtlcs ..

l

-ABILITIES!



Icc and snow prescnl no obstacle to you! You can walk
IItrotlgh the thickest iceberg and the deepest snow drifl as if lhey
didn'l ~iS!. No passage i~ opened behind you: omcrvers JUS! sec:
you melt into the ice and disappear. You will need Pcnclr.lling
Vision (sec p. 44) 10 set' where you're going for any extended
lrips. though, :lI1d you will need an Oltygen supply if )'ou plan on
,taying inside an iceberg for morc Ihan (I few minutes.

SI"'cillll:"llllflllct'''Il'III: You may leave a tunnel behind you
if you choose. +4Q'.t,.

MICROSCOPIC VISION 4 POINT5ILEV£:L
Your cycs can magnify tiny detuils lhat might otherwise

only be revealed by a magnifying glass or microscope. Each
le\'d doubles your magnirlC:llion foclor.

With 10 k,'cls of this i:Kh'anlage you can read an optical
did: direclly, but you mUSI :al!i() know a Uard L.:u1gU3ge skill for
(;Ith formal)'QU :altempllo n:ad (as abovc).

E,mmpl..: 4 points"" 2x. 8 poinls "" 4x. 24 poinu '" 64x, and
soon.

Of .....h:uever ... thai mo\'c:$ you along. The material is created
llightly in front of )'our fcci a:'l you move. :md vanishes behind
yOLi. leaving no permanenl effeci unless you buy it OIlS lin

enhanccmcni. You cannOI Ir.lvel morc than 5 fcci ab(we Ihc
Imund. You will nOi fall off unless knocked unconscious.

The Duratioll of the malerial left behilld is 10 turns uliless
tahanccd. You may usc Surfboard or Skatebo:lrd skill (bOlh
PIA) inSlead of Flight. bllt you mliSl buy lhesc skills al regular
~I. nOI "hobby skill"' COSt.

Sp..cial Umilation: The Ir.Ick you Iea\'e docs not \'anish
immediatcly, btU can be n:mo\'ed by normal means: icc mells.
sand must be 5'o\ot'pI ::Iway, and!i() on. Fifl! lasts 10 minutes unless
SlII(lInered (bUl doesn't ignite olhcr Ihings or couse damage,
unless this is bought separJtely). Usually this Ts a nuisance. -10%.

SfJf'cial £nhl/nctmem:~ track you leave docs. I die dam­
age every olher tum. until il vanishes or is removed. of a type
appropriate to its lIature: fire burns. turtles bite. alll.! so lin.
Won't ::tffet:t a penon unless you Slam him and run o"cr him.
NC'i'er aff('("u )·ou. +4O'k.

~ciul EnJumarntnl: You can fiY::lt any heighl. +33%. If
Ihc: -surfboard" will land you autonu.ticaJly from an)' height if
yOll;an: uTlCOtlscious. +50%.

MOV£: THROUGH ICE 10POINT5

super·powers. No one of the forms will m:lcch u 5OQ.-point charuc·
leT. bul uft of lhem together can have a ""ider ra.ngc of JlO"'"ers
than 500 points could llOmIaily buy. When disudl"tJntagt's arc
con.~idercd, a 500-point supcr has 600 points 10 usc. Five 100­
poim su~. each with 1(1) poinls in dis..K1vantagcs (which m:ly
be the sante, or different) can split 1,000 points wMh of abilitieS
mnong lhemselves.

In some cascs. one fonn will not be aware that the other
fornls exist! A characler wilh Mulliple Forms is II perfCC1 candi­
date for the Splil Personality disadvantage (sec p. 837). This Split
PersonaIily dis:wh"anlage is bough! by t'uch form. Also. a char.Jc·
tcr with both Duplicalion (p. 39) and Mulliple Forms could be
two diffcn:m supt.'I'S :at the same lime! (Unlikc Split Personality.
Duplication only has 10 be boughl by on.. ofthc forms.)

Spt'ci.,1 Lill1;rmiulls: Depending on how fasl a PC can
swiu:h between rOTlns. special limitations apply. If it takes less
Ihall I minute 10 switch, Ihcre is no poinl break. Ir it lakes Id
minutes to switch. this is a ·20% Iimilalion: Id hOllrs brings a
-40% limitation. If the GM prc:fcrs nOl to ha\'e variable swilch­
ing times. anything from I minulc 10 59 minulCS is worth -20%;
I hour or more is worth -40'10. The limitalion only .applies 10

super-powers. 110I to normal odv::lnlagcs!
GM NQ/~: A character who changes physical :appear.Jn~"C as

a special effeci of using a super-power does 1/01 ha\'e to buy
Illultiple fonus - he simply changes his looks.

Sec. also TmnrjomlIItiOl'. p.47.
Slwrt'd Poims: The abo\'c cxample assumes that you wish

10 h::l\'e SC\'t'r.I1 .sep:al1llC, unique forms. What if all your forms
sh:are some of the same b::tsc skills. llllribuies. elc.• and just han'
:a few diffen:nl super-abililies? This limiu lhe v:uiC(y of :abilities
the character c:an have, so il allows a point hrcak.

You may d('("larc a certain number of poinu to be ··shared.'·
For example. {III your fonns have IQ 12 (20 points), OX 14 (45
poinls). and 8 points in Ihe Lockpicking skill (total 73 points).
In a 500-point campaign. this leaves you with 427 points. Thcse
427 could lhen be divided among your Mulliple Forms - but all
of the forms would Slart wilh IQ 12. DX 14. and 8 poinls in
Lockpicking before any of lhe 427 poinu were Spenl_ This is
cheaper than buying those ::Ibtlilies .sepal1l1ely for each form.

You may declare a maximum of 20% of your available
point total as shared points (e.g.. in a SOO.point campaign a
maximum of 100 points can be shared). Only attributes and
"norm:l]"' advantages and skills can be shared. NOlhil1g that
requires a super Unusual Background can be shared.

Your cycb::llls :arc covercd by trDnsp:arcnl lenses. This
allows )'OU 10 see normally under water. and will help protCCl
your eyes from sand. M:lCe. and so on. Any time you are hit in
Ihe eyes with a gaseous or liquid attack Ihc lens providcs your
cyes. only. I'D 2. DR I per level (maximum PD 6). Thc lens
also add~ +3 per le,'c1to all HT rolls conccrned with cye dam­
:age. and can be opened and closed jusl like an c)'clid.

MULTIPl.E FORM5 5 POINT5 PER FORM
+ SPECIAL LIMITATIONS

Some of the most inteTCSling clumlclcr conceplions from
comics involve melahumalls who have more Ih::ln onc form.
clld with a different sct of super-power.>. Designing such a hero
is somewhatlricky. bUI C:ll1 result in u very salisfying chumClcr.
l'hcn: is a 5·poinl cost/lfIr /Uldi/;ml{ll form. '11Iis COSI 1lI11S1 be
p3.id by the fonn wilh Ihe highest pointtOial.

The points mUSl be fairly evenly spread OUI O\'er the individ­
U3I ch:Irxten; - no more !han a 20% diffc=lCe from the ll\'cr.lgc.

Eulmplt': If a normal swting ch::l1OCter for the campaign
has 500 painU. II PC with fh'c forms could ha\·e. on the a\·er.Jge.
100 points pcr form (50015). This could vary by 20% (giving a
range of 80·120 points) as long as the /tJt1l1 adds up 10 500. So
the player cOlild choose one foml with 85 poinls, one wilh I 15
poims. two with 90 points, and one with 120 points.

E::tch form can have scparate advantages. disadvantages
(up 10 100 poinls). :lI1d quirks in addilion 10 unhlue

NICTATING MEMBRANE 10 POINT5lLEVf:L

'PER-ABILITIES!
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any immunity or resistance to any atlack form ncepl for those
that dil'<."Clly manipulate the barometric pRSSUTC.

RAa4R 5ENSE 50POINTS
PLUS 1POlNTlADOnlONAL HEX flADlUS

You have a complelc rad3r "picture" ofc'·erything going ()f]

::around you. You can sense shapes and objects. bul 110I colors.
Make a Visi()ll roll to make out de13ils aboul an object.

Sptcial Enhanumtnt: You can ~see" insidt any object
within your rodius. +40%.

SlItci,,1 Enhum:c:mtnl: You c:..n see colors. +2O'J,.

11lis ability allows yOll 10 listen in on radio Imffic of all kinds­
AM. I'M. police OOnd. shon....ave. CU. marine OOnd.llIld many oth­
CI1l. Make an IQ roll to "tunc" to a particular frequency (one try per
tlUll).

You recover from uncon~iousness"cry quickly. Instead of
staying unconscious for houff. your rc:co"cry time is nlC'asured
in ",inu/c:s (see p. BI29). In any situation where: unconscious­
ness was measured in minutcs. you reduce it to uconds.

";'\'(1"'1,1('; A super wilh 2 levels of Parnbolic Hearing rould
hear lIurtllnl conversation at 4 hc.\cs, or leaves ruslling al I hex.

PASSIVE DEFENSE 25 POINTSILEVEL UP TO 6
For whatever rea.'IOI1. it is much harder for ;ll1ad:.~ to hit you.

This might ~ related to yoor speed. a "sixth sensc" 1001 warns you
aboul llpl.'Ofl1ing allad:s. or good old-fashioned almor. Each level
atItIs I to your PD. up to PO 6. Your ovm PO docs DOl add 10 the
PD of afl)' armor you "-car. we lhe PO of the outer 1:Iycr. If you
h;a,'c the Costlilne advanlah'C. )'OUrCOSlumc shares )"OUr PO.

RADIO HEARING

RECOVERY

10POINT5

10POINT5

You can survive the crushing prcssure of the ocean
depths or thc surf:JCC of Jupiler. This :IIlIvantage doesn't confer

POLARIZED EYES 5 POINTS
Your eycs adjust instantan<.'Uusly to changing light condi­

tions. [f you ha,'c Dark or Night Vision. you can instantly oojust
from bright light to dadIlCSS. If you arc caught in a bright flash
of light. your eycs will automatically adjuSl so Ihat the maxi­
mum time )·ou are blinded or slunllCd from the flash is 2 turns..

PERFECT BALANCE 15POINT5
You ha'"!: no problem kcc.'ping your fOOling. no malleI' how

narrow lhe walking surfoce. under normal conditions. You can
walk 00 tighlropes. 1cdgC'.~. trec limbs. or anything else without
ha"ing 10 make a DX roll. [f the surfaa: is WCI. slippery. or oth­
erwise unstable. yOll gCI +6 on all rolls 10 kcep your f<.'Ct. In
combat you receive a +4 to your DX on ;my rolls to keep your
feel or ;lI'oid being knocked down. This advantage adds +1 to
Acrnhatics. Right. and PilOling skills.

PENETIlATING VISION 10 POINT5/LEVEL
Pcnclr.lling Vision (also known:l-~ X-Ray Vision) allows you

10 sec through solid objl."CU. 0",: len,1 of this ad"antagc allows
)"00 to !iCC through up 10 6 inches of oorm:tl nlallef. Each :ddition­
aI lcI·cl adds six morc inches to the lhickness through which you
f;an pt.'Cr. You f;:lI1 jusl mlrely sec an outline of !he subSl:mce you
arc looking Ihrough - nOl enough 10 impair vision in any way.

Pcnctnuing Vi~ion works in conjunction wilh OIhcr normal
and ~u[)Cr visual abilities withoul Ihe need of ,I Link.

Sflccinl Lilll;t"ti",,: Some substance \:ornpletcly blocks the
power. -30% for common .,ubSlanccs such as wood, rock. or
pla~tic. ·20% for less f;Olmnon ones sUf;h as brick or asphalt.
-10% for specific materials such as lead.

S~ciul Limiluriun: 11M: ability only works through one p.:1T­

ticular substance. -40% for common materials such a..~ wood.
metal. brick. CIC.~ for UllC{lmll\on materials such as ice.
adobe. eiC. -80% fOl'" absurd matcrials such as chocolate. silk. elC.

"""/ABLEREFLECTION
NOl only is your body irtllllUlle 10 cenain types of d~L1nage.

bUI some of any such :IliacI: will actually "bounce back" at lhe
altacker! Every level of Reflcction bouoces Id of appropriate
damage (+4 damage equals ld. +7 damagc equals 2d) bacl: 10
hit Ihc attm:ku. The first time an allacl: is reflected. thc allocl:er
doesn't get an active defense: againsl the reflected allacl:. but
may roll versus PD. On subsequent reflected :lllacks. he geu a
normal acti"e defense. Sec the Dtfmst Tablc: on p. 3.5 for w
COSLS of Rcflection against various t)'pes of attack.

£Jwmplt: Iccpick attacks you with a 7d+7 icc allocl:. YOll
have 3d of RefkctiOll vs. Cold Power. You take 4<1+7 damagc,
less whalevcr other defenses you h.:lvc. Icc:pick ...·ould take: 3d
damage. less whatever other defensc:.~ she has.

REDUCED 5LEEP 10 POINTS
Your body opC'r:ltes efficiently without much slec:p. All

fatigue los."C'S from missed sleep (see sidebar. p. B134) accumu·
latc ....eekly I".lther than daily - so one: wed .... ithout slcc.'p costs
you 5 fatigue r.llher than 35.

REGENERATION 10125150/100 POINT5
You rc:co"cr from damage much faster than nonna! people.

Thi~ docs nm allow you 10 regrow lost limbs (but see Regro....th.
below). You automatically have the Rapid Healing advanlage
(p. U22) at no exlr.l cost. If bought for a gadget. either the gadgel is
:;elf-repairing, or it heals the USCI'. To do both. it must be boughttwicc:.
Cost of this oo\':lIltage depends on the speed of the regclICrntion:

Slo'ol' R~g~lI/'rotion: You recover I HT (or Hit Point) every
12 hour.>. in addition to normal healing. 10 points.

R~g"l(trRc:gc:nerQlion: You ret'OVtr I HT (or Hit Poinl) per
hour. 2.5 points.

fast R..g..n~roli(}n: You recover from injury allllOSl imme­
diately. regaining I HT per minute. .so poinu.

Instant Rf'genc:ralion: You heal :llmost as quickly as you
are damaged. al !he m.te of I HT per lllm. 100 points.

15POINT5PRESSURE 5UPPOJrr

BILITIES!
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You can decre:l.~e your size 31 will. Your minimum si~e

depends on how many Ic ...els of Shrinkin£ you purchase. Figurt:
your sil.e 3S nomlal. lhen cm;h level of Shrinking Iwl\'t,,~ it. E,g..
Ih, normal 3t level I. 1/. normal :11 Ic\'e1 2. Jill norm:1I at 1c"c1 3.
1/16 oormal at level 4. In! at !c\'el S. Ctc. Thus. il would take an
avt:rJgc (5' 10") man 6 k\'c1s of Shrinking (1A.4) to ret.luce his
size 10 1

M

,

When )'ou shrink. you canll(J( carry tiny equipment. and all
your clothes fall off (unless you· ...e purchased the Costume
advantage. p. 38). If you wish to carry equipment while shrunk.
it is a sp.'Cial enhancement (sec below).

Muvelllent is rcdllC~'d proponiOnalely; shrunken weapons.
punches. and super-powered all;lcks do prOllortion:llely less
damage: magical or psi allaeks fmm a shrunken CharJelcr arc
resisted at +1 per level of Shrinking that the charaCler is using.
DR and hit points (nOl HT!) are reduced proponiOl13lely as .....ell.

£ramp/e: Arislonious, the Minuscule Mage. has shrunk to a
mere lh,M (7 le\'els of Shrinking). ~Ie casts a Sleep spell on a
guard. The guard resists at +7.

The cost of Shrinking depends on the number of levcls
bought,

SHADOWFORM 50 POINTS
Yoo 1:311 be-comc: a two-dirncnsional shadow. You slip along

.....alls I)( floo:n at your normal Move: you cannot WlIlk lhroogh
three-dimensional space. bul muSI slide along an objC'C1. You can
slide thmugh the smallest crack (a.~ long as it is Ions eoough for
you to fit your shoulders through), You can defy gravil)·. CRCp­

ing up walls and 01110 ceilings al half your nonnal Move. You
may nOI carry normal hems, or :\ffect them in Imy way except by
affecting lheir appear,mce as your shadowy body falls on them.

Physical altocks do half damage to you in lhis form: energy
altacks do normal damage. ex~pt for lighl-based allocks. which
do 50% eXira damage. Mental altocb will do normal damage.
You can usc any of your super·abilities in this form. but cannot
perform any purely physical allac!;s or actions.

Sped/II Enlwllctlllem: Objects lIlay be carried, They take
shado..... form when picked up. and return to normal when pUI
down, You still may not aff,:ct non-shadow objccts. +10% for
No Enellrnbr,mce. +20% for Light. +50% for Medium. or
+100% for Hea...y,

Speci(ll Li"';I(IIi"'r: You cannot swileh out of ~hadow fornI,
making it very hard for you to inlcrnel wilh others. This is nol a
percentage limitatiOll: tn:at an unswitchab!c Shadow f-orm as a
di$(,d,'(Jnlllgt wonh -20 points. If Objects may be carried. usc
the percentage "alue of the enhanccmcnlS 10 lower the C()!;t of
the disadvantage. as described foc BOOy of Air.

<EG<OWTH 40 f'OINT5
You can regrow lost limbs! A lOS!. ear, finger. or IOC will

regrow in ld weeks. a lost hand Of fOOl in ld+1 months. and a
lost I:YI:. arm. or leg in 2d+2 months.

flESURREC1'ION 150 POINTS
You can die. bUI you gel beller. Any lime yOll succumb 10

.....ounds. poison. or uny other means of demh other than old age
(which is permanent), )'00 will come back 10 life. Stuning one
hour after )'our death. you will begin regaining HT at your usual
flue - normally IIday. although Regener.llion (above) speeds
Ibis up. Even if you have be<'n hacked. to piec~. !hose pieces
....ill slither together and rejoin. If any parts were destroyed. they
""iIl R'grow spontaneously (heads and brains come back wilh
full memories and personality). You will remain unconscious
until you regain your full HT. Players should feel free 10 alter
the special effects of Ihi5 advantAge (e.g.. instead of slithering
b:lc~ together, your body parts teleport to ench olher. or arc re­
created by cloning) as long as the basic time doesn't change,

If parts of you are kept separ-lle. they do /101 grow mulliple
copies! Instead. lhe largest exisling pieces becomes yoo. while
the rest melt into goo,

If your entire body is destroyed (disintegrated. engulfctl in a
IlOva. etc.). triple lhc lime: required to heal. as widely-scallered
a10nu drift together,

Each time you die. you lose 25 points! You may !.:lke these:
orr of anylhing you wish. [f your poim tOlal is brought down 10

0, you die permanently!
SfJeCul! lilliI'll/lion: One class of d.atnage - poison, wood, mel:l!.

dC, - prevents reSUlreClion for as long as the d:lmaging suhslimcc
ranains in the body. -10% for ran: or very r.ue IT'lIItcrials (uranium.
diamond). -30% for occasional or common SUDslances (wood.
lTd:tI)orsubstances thai an: difficult to raJlO\'e (poison. radiation).

Sp«:ial UmittJliOfl: Doe ebss of damage - ~id_ fire, etc. ­
causes damage ..... hich cannol be completely healed by
Resum:clion. and which must be healed by medical. magical. or
psionic eITons, A pel1lOn with this limitation comes bxk from lhe
lk:Jd in a coma with his HT equal to what it .....as when he died (or
·HlxS, whichC\'cr is gremer). -10% for a r.lre or very tare mmck
form. -20% for occasional fonlls, -30% rorcornrnon fOmJs,

Special LimiUl/imr: If you are killed by a blow from a sub­
SI:lllce )'OU have a Vulnerability 10. you die permanently! This is
,'..onh -S% on a rare or \'ery ran: form. ·\S% for occasional, and
-2S~ for common.

SperiD1limiWljOfl: Reincarnation.. You an: n:bom into a new
body with new abilitie'i and SlIpa' slUlls - but you always main lhc
Reswrectioo ad\'llIlmge. Your auributes may also chMge. (The: GM
cre;lles the new fOlll1, or may allow the player to do so,) -20%.

SHRINKING VARIABLE

SEE INVISIBLE 15 POINTS
You can see objects or people thaI arc nomlally invisible,

This ad ...antage is ~rlicularly useful for building security gad·
~1S that can spot infiltrators with the Invisibility to Machines
advantage (see p. 42).

Buy this advlllltage separately for each kind of in ...isibility.

SENSfT1VE TOUCH fOf'OINT5

Lewd
1
2
3,
S
6
7.

Co~·t

2.
4.
60
80
100

"'"1(1() per le\'e[

I'umanellt (Disadl'tlll//Ige)
-IS-2.
-30
--W
-60
-80

-IOO{doesn't increase)

You can sense things with your fingenips thai Olhers aren't
~nsitive enough to rwxice - ~sidual heat in a chair, fainl vibra­
tions on the floor as somcone approaches. similarities or differ­
ences in 111.'0 pieces of fabric, and any mher silualion lhal lhe
GM rules appliCllblc. Roll your IQ to usc this !.:llent successfully.

Spt'cilll EnhlllrcemclI/; The Aff~'(;ts Others enhallCt:ment is
wonh +SO% per I'U$fJl/ lhat can he affecled. Fur example, a PC

whu bought Ihis enhancemenl once could only shrink one
companion, To shrink a differenl friend. thc original one must
refUm to normal Sil.c.
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Sflj~ci{/I E"lulIlulIlelll: Objects Illay be carried. l1K:y reduce

,\;7£ when they are picked up. and regain 110nn:ll size when pul
down. +10% for No Encumhrnnce....20% for Light. +50% for
Medium, or +100% for Ilc:w)'.

~ilt'cilll EIlIrI/llr.t''''t'II/: Rcl:lirl normal hit poilll5. +30%.
S,'u:i/l/ Enh,Ulcrmfm/: DamaGe done remains normal.

+1()()'J,. TIle OM may wish to ban this - il nmkcs for an almost
unc:nchahlc a.~sassin.

SfH'Cial Limiul/;nn: If you :1Il: fN'nll/lIIl'lI/l." shrunk. Ihis is a
disadv:lnlagc! Sec the table. alxJ\'c. If you arc permanently
shrunk Wilh an enhancement. trcallhe mulliplicr as ncgalivc:.

Example: You are pcnnancntly shnmk 10 Level 4 _ rll~nor_

mal Sil..c. Nonnally. Ihis is a 40 point dis:KJ\'amagc. You howe
II\(, enhancemem "reI3in normal hit points." This;s a +30%
enhancemelli. It docs nOI incn:asc lhe cost 10 -52 point.s: it
reduces it by 3()<1" to -28 points,

51LENCE 5 f'rJINT5ILEVEL
You can move and brathe noisc::lessly.gi\'ing )'OU:tll addi­

lional +2 per level 10 your Stealth skill if you are perfectly
motionless. or a +1 if you are moving (evcn in annOI'", etc,),
1llese bonuses help )'OU only in lhe dark, or againSl someone
who is liSlening rntller than depending on sight!

SONAR VISION 0125 POINTS
You can MsceM by emitting sound waves which bountt orr

the surroundings. No lighl is required, Sonar can only be
Mjanllned- 01'" fookd by I~I')' loud noise (e,g., lhe Thunderclap
spell), N()(e Wt Sonar Vision will 1101 function i(the indh'iduaJ is
somdlow deafened, Sonar Vision c:lnnot paa:ive colors, but can
-sec- the inl~ritH'Sof living thing.s and other objects of equivalent
density, Effecth'c rnng;: is typically a few hundred yards.

Unlike the more eITecth'e Radar Sense (above), perception
is limited to a 1200 an: in fronl of lhe individual. As well, Sonar
Vision can be fooled by $Ontronc moving "cry' slowly if they
can win a Quick ConleSt of their Steahh-4 roll VSo the indi\'id­
uars Hearing.

I( this is your Oflly form of vision. this is wonh no points.
As an adjunct to another form of vision. it is wonh 25 point~,

SPEAJ< WmI ANIMALS 15 POINTS
This allows you 10 carry on a COn\'e~tion with any l;lIld ani­

mal (inclUding birtls, reptiles, and insects), Iluw much informa­
tion you can gain from an animal dcpends on its IQ and reaclion
roll (if needed), and dIe GM, Add +2 to the reaction roll if you'f'c
offering food while you're talking, III gener-II. insects and OIher
small creawres won't be able to do much more 11Ian convey emo­
lions such as hunger nnd fear, while animals like chimpallu-,::s or
cat~ cuuld tlave 11 reasonably intelligenl discussion. It lakes one
minutc to ask onc qucstioll and get the ans.....er - assuming lhe
unim..,1 decides to speak 10 you, The GM nJ..'y n:quire a re:lctiOIl roll!

Speda/ Limi/llfitm: Oilly one killd of aninmL ·20% for one
Iype (e,g.. only nlDmnmls, or unly birds), ·)0% for one family
(c,g.. the fclille family), -50% for line species (e,g.. house cals
only),

SPEAJ< WmI FISH 10 POINTS
Works just like Spc:ll; \\"ith Animals, but only on aquatic

cr.::Itures, This includes whales, dolphins, S(luid. frogs, lobstcrs,
:Ind other creatures lhalli\'e in the water.

SPEAJ< WmI PLANTS 15 POINTS
111is will :Il1ow you 10 get the most basil' ClllOliollS from a

plant. Lurgc In.-.::s may have higher intelligcncc than Ihe average
i\'y, at lhe GM's whim. A plalltl1lighl know how n.-ccntly it was
walered, Of w:llked on, or something else thai has direct rela·
tionship to its well·being, bUI would be unable to relatc an o\'cr­
hc:lrtl phonc eonve~lion, Nomlal plallts will aho'ays cooper.tlt.
within dlC limilS of thcir ability, A mulant caboogc fmm Man;
mighl rt'quire a reaction roll.

SPEAX UNOERWATER S POINTS
You have lhe lIbility to make yourself umk.'TSlood, and to

understand others, while underwater, You mooy talk normally
while submerged, and )'ou can undc:rslllOO what ()(hers say,

Special Enllllnu",eflf: You may Iall: to thoso!' out~idc of the
\\"alcr whilc submerged, and can undc:rsland people on the sur­
face talking to you. -+50%,

SPECTRUM VISION 40 POINTS
You can Mlunc- jour vision to a.ny portion of the spectrum

)'OU desire. This lI110ws you to check an area fOl'" radio emis­
sions, gamnu rnys. UV r.!diat>on, or anything else you desire,
NOIe Ih:ll juS! because you can see r.ldio wa\'cs or mil:mw3\'C
trnnsmissiom doesn't mean you can undcrst:md thc:m! YOIl j1l5t
know they're there, The GM may require usc of a spccir.e scicn­
tine .skill 10 interprclthe data,

5T1/ETCHING 30 f'rJINTS
PLUS 15 PER ADDEO LEYEL

Each Ic\'e1 of stretching allows you 10 slRleh 3 limb (or

your emire body) up to twice its nonnal size. The hur1Ull body
nonllaJly l'<I\'ers I heA, so 3 le\ocls of stretching woold allow it
10 nallen out 10 co\'er 2x2x2x 1..8 heAes, or to streich an ann up
to 8 heAes a\\,":IY, Your entire body or limb can be targcled from
any he ... adjacent to its strelching path,

1lle maximum speed lit which you elln streich is your Mo\'c
(e,g.. ewn if you clln stretch 30 heJlCS, if yoor Mu\'e is 7, the
m:uimum distance you can stretch in one tom is 7 he;(cs),

This also includcs the advantage of Flexibility (p, 40),
S"t'ciul Umiwlir"': You can stretch without nuibility, like

a robot with lin utending aflll, -.50%.

SUPER CLIMBING :3 POINTS/LEVEL
Each levcl of Super Climbing adds I to a characler's MOI'e

..... hen climbing, This can be L'Ombined wilh the Clinging advan­
tage (p, 38),

5UPER FLIGHT 20 f'rJINT5ILEVEL
Each level of Super Flighl doubles your speed when you

:Ire nying, jusl as Super Running increa.~es running speed, Scc
p. BI39 for the effects of nighl in combm, Flight is a prefC(lui·
site for Ihis adVillllnge,

SUPEIl JUMP 10 POINTS/LEVEL
Each lcvel of Supcr Jump doubles the distallee you can

leap, Additionally, if you fall a distance Ics~ than or equal 10
your maximum high jump (p, US!!), you t:lkc no damage, This
can be increased by 5 yards with a succcssful Acrobatics roll
(p.8131).
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TUNNEL 40 POINTS
+ 10 POINT5IHEX OF TUNNELING 5PEEO

You can dig through lhe E.lnh like a giilnt wlmn. spewing
din and Slone behind you, ntis skill IclS you dig :I man-sized
passageway Ihrough earth or Slone. MO\'cment through rock or
slone is at half your normalltJnncling speed.

l1lc Gl\1 may wish 10 3S~ a chance lIlat the lunnel col­
lapses behind ~·ou. Roll each minute vs. Engineering (Mining),
Prospecling-3. or 1Q-4 to dig a stable tunnel. This can be modi­
fied up for hard rock and down for soft rock aoo dirt. Each halv­
ing of your lunneling speed gives you a +1 on this roll.

l'here an: four types of Transformation. each with its own
poinl cost.

a) You can switch inslanlly from eilher form to the OIlM:r
(by saying a magic wurd. hilling your crolch on the ground. tap­
ping yoor heels logether, ClC.). This is a IS-poinl advantage,
useful primarily bL-cause it allows a f:lI1tastically quick change
of identity. If you have Ihe COSlUme advantage (p, 38). you
switch inslantly into your COStume.

b) You can switch inslanlly from eilher form 10 lhe other. btlt
can only change to mctaform:t limiled number of limes per day.
This rost~ a base IS points for the inSlalll tmnsform:Kion. but)'oo
may apply lhe Limited Use limilaunn (p. S3) to this point cost.

c) The transformalion is I10l instant. Simply apply the Tates
ElIlr.l Time (p. 54) limilation 10 the IS'point COSI for inStanl
transfUrtlHlIiun,

d) The tran~fommtionis not inst:ln\, 1/11I/ you h:lVC:l Hl1Iit~d

number uf transformalions per day. Apply bOlh T:lkes Extra
Time lmd Limited Use limilations to the IS-puim inslant tr.IOS­
formalion COSI.

Your Mo\'c during a super jump is equal to your Move: or
2O'l> of yoor ll1alIimum normal long-jump. .....hichever is ~lc:r.

ThWi. lour maximum normal jump oe\'eI" I:lkes O\'l:r S turns. If
your maximum jump is 100 yards. your Move: is 20 in any jump.

You can jump at a foe in order 10 slam him, figun.: the slam
at your maximum jump spc~-d! You uon't need to make a scpa­
mtc roll [0 jump accurately. (Note ttl:Ll if you used Bouncillj; \0
bounce into someone on the bounce, you do have to roiL)

SUPER RUNNING 20POINT5A.EVEL
Each level of Super Running doubles your 1\10\'C K'htn )Vl'

Qrt running ill (I rrlm/\'rly s'l'(,ight lint. Your rombat Move and
Dodge are unaffected. but anyone targeting you with 3 missile
or thrown weapon will subtract a spc:t:d modifier from his skill
roll ifJYlIIlIre rHllllin};! Figure turning radius as for Flight (sec
sidebar. p. 24). In many case.~ il will be best to SlOp running for
a tum, change dircclions. and start running again!

E.lUlJlpfe: A characlcr Wilh a Move of 8 huys 4 levels of
Super Running, which COSIS 80 poinls. He can now run al
8x(2X2x2X2):128 ymls per second (262 mph!).

SUPER SWIMMING 10 POINTSILEVEL
PREREQUISfTC: AMPHIBIOUS (P. 36)

E\'ery l~vel of Super Swimming doubles your swimming
speed. jusl a.~ Super Flight in~reascs your flying speed.

TELESCOPIC VISION 6 POINTS/LEVEL
You can Mwom inMwilh )'our eyes. allowing you to OUtper·

form even Ihe best binoculars! Power is figured as for
Microscopic Vision. The horizon is nonnally (on flal ground)
three miles away - beyond thaI, Ihe eurvnture of the Eanh will
block your sight.

UL TRAHEARING 5POINT5

TRAN5FOilMATION VARIABLE
You must change from your normal human form 10 a

'"super-- form befon: you can use any of your super-powers. This
is a spc:cial ca.~ ofthc Mulliplc Forms rule (p. 43),

Yoor mundane form can be built on a mallimum of 100
points (or whatever is oortl13l for your camp.lign). But, IInlike
regular MUltiple FOrtllS, :Ill the ildvnnlages, skills. etc. that yOIl
know in your mundane fonn arc available in your transformed
Slate as well. As the game progres.se.~. earned eharolCter poinls
can be spenl 10 improve either your muooane form or your
meuform.

You can funclion normally al a wider range of temper:llures
tI'Ian normals can. For game purposes. a temper.llun:: Moomfort
wnc- nf about ssa is considen::d normal. Each level of this
:IIIvanlage allows you 10 add HT x 10" In the si"le of ynur com­
fon tonc. The GM dctemlim:s eX3Ctly when:: this comfort zone
is ccntered for cach individual. You nevcr suffcrs any ill effeclS
(such as Ihe loss nfFilligue or HT) from tcmperatures which fall
within your comfort zone.

This ad"anlage confers no special resistance 10 all3Cks by
lire or icc unless the only damage is a rcsuh of a rise or fall in
the amDientlemperatun::. In particular. this will not IM:lp an indi­
\"idual ifhis bod>·'empUt1tIl~is being manipulated.

If Ihe GM wishes. partial levels of Temper.l.lun:: Tolernncc
can be used 10 "fine tunc" an individual's cnlllfon zone. Thc,~c

would cOSt proponion:uely less (e,g.. S points 10 add HT x Sa.
\S points fOl I·IT X ISO).

TEMPERATURE TOLERANCE 10 POINTSII.EVEL You can hear sounds in lhe fn.:quencies above the nomlal
range of human hearing (20,000 cycles), Dog whistlcs. motion
deteclors. and cven many household appliances may cmit
sounds audible to you.

UNAGING 15 POINTS
You will Ilt\'er gmw old. Your age is filled at any point you

choose ilnd will never change. You do nOI have 10 make :In)'
aging rolls. A character with this advantage cannot gel any
points by t:1king the Age disadvantage!

S{1eCial EnhtmCt""tnt: You can -age" in either ditection at
will. al up to 10times normal rote. +20%.

VACUUM 5UPPORT 40 POINT5
You can survi\"e in the hostile en~ironment of space. This

advantage maintains your intcmill pressure and tempcrnturc and
allows you 10 "breathe vacuum." II docs not protect yuu from
attach or damage of any kind unle~s lhe allack makcs usc of a
vacUUIll. This also allows you to survi"e underwater. or anyplace
else that then:: is flO air to breathe. This includes Ihe Doesn'l
Bn.::uhc (p. 39) and l'n::ssurc: Support (p. 44) advantages,

WALK ONAIR 20 POINTS
Air. smoke. and other sa.~es arc like solid ground beneath

your fect. allowing you to walk up and down "invi~iblc stairs"
at your nonnal movement rmc. Thi.~ won'l work in a vacuum­

lhere has to be $omt kind of air presen!. If you get knocked
down or slip. you will fall! You may allcmpl one DX roll per
tum of falling; if ~·ou make any successful roll, )'ou will SlOp

'PER-A81L1T1ES!
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in thin air. unhanned, bUI if you hit the ground. yuu will l:Ikc
full damaGe from the fall (see p. B130), There are no special
encumbrance limitations on carried equipment.

YOIJT lifespan is significantly shorter than a,'crag<:. Each Ic"el
decrea."'d the chamcter's cum::nllifespan by It.. round down, and
mulliple levels are applied successively, rourKIing down a' each
stage, This affectli the ase at which you reach maluri,y, the age at
which aging rolls begin, the ages al which ltging mils increase in
frequency, and the inlerval between aging roll •. 111C following
wble SUlllllmri1.c.~ lhe effects of the first 7 levels:

WALK ON LIQUID 15 POINT'S
You can walk on the surfxe of any liquid as if it \Oo'cre solid

ground. This doesn't protect you from any damage that you
would normally take from coming in conlact with the stuff.
lhough (so yOll can't walk across vokanic lava or boiling acid
without laking damage). Your Move is normal. and ,here art' 00
utra limilations on encumbr.ancc.

VARIABLE
You have another foml. buill 011 its own char.ICter sheet as

for Tralllifonn:u;on (see p. 47). Ilowc:ver, you have no control
oyer yuur change 10 this form! You are usually in yoor "nomlal"
form. Suess (physical danger. a failed Frighl Check, etc.) will
muse)'ou to change to the nlClahuman form. You canROl change
back until. in the GM's opinion. lhes~ h3.~ been rcOlO,'ed.

Value of this disadl'antage depends on the general reaction
modifier ,!f the fonn ),OU ctlange into. It is -10 points, pillS -10
poinl"i for each -I of general reaction penalty to the new form.
Thus, if ),our u.lmfonned form is I10mIaI or good-looking. lhis
is a -10 point diSOldvantage due to the iocolwenicnce. If the form
is horrible enough to earn a -4 reaction. Uncontrolled Change is
worth 50 points!

If you arc allowed a Will roll to attcnlpltO control the
change. halve the ,'aluc of the diS3dv:mt.age,

Sllt!dlll Limiuuion: If your normal form is the met3human
one aotl stress causes you to lose your powers. Ihis diS3dvamage
is worth a nat 50 points regardless of reaction modifiers ... but
the eharncter's survival chances will be low!

UNCONTROLLEO CHANGE

SEEP. 35

·10/LEVEL

MllIuri(y Age (Freq"''''t:J "fAgitlll No/b)
13y 37y(9m) 52y(4m) 67y(2m)
9y 27y(6m) 39y(3m) 50y(lQ!}
6y 20y(4m) 29y(2m) 37y(22d)
4y 15y(3m) 21 y(1 m) 27y(16d)
3y II y(2m) ISy(22d) 20y(J2d)
2, __--.8):(1 m) II y(16d) 15y(9d)
I Y 6y (22 d) 8y(12d) II y(6d)

ACCELERATEO AGING

ALTEIl£O TIME RATE

SUPlR D1SADVANTAGlS

Lt-"ef
I

•3
4
S
6
7

DEPENDENCY VARIABLE
This may be thought of as a super-Addiction. Your body

n:quires some special substance, Without it. )'ou weaken and die!
1lIc value of a dependency depends on 00100' common the item is.

Rare (cannot be bought; must be found or made): 30 points
Infrequent (can be bought, but upensi"e!): 20 points
Occasional (can be bought): 10 points
Common (available almost anywhere): 5 points
lIlegal: adds 5 points 10 any of the above

This value is modified by the frequency with which )'ou
must eal/drinklbreatheJuse up the item:

CmIMlIll/I)': Five times lisled value. Thc race mus, carry and
use Ihe substance al all limes - for e~ample. an e~otic mmos­
pherc, Lose 1 HT per minute wilhout the ilcm,

Hourly: Four times listed valuc, Lose I JoI'f per tell minutes
after you miss an hourly dose,

Dail)': Three times listed value. Lose I I-IT per hour after
you min a daily dose.

Weeki)': Twice listed vallie. Lose I l-IT per si~ hours after
you miss a weekly dose,

Monthly: Listed yalue. Lose I HT per six hour! aftcr you
miss a OlOnlhly dose.

If lack of tile item merely causes you 10 Iosc )'our powers as
soon as you miss a dose. regaining those powers when you get
the SUbsl11t'ltC again. Cllt the Yalue oflhe disadyanlage by half.

VULNERAB/LfTY VARIABLE
You take extra damage from cntain forms of allad:. or an:

weakcned and hun e"ery time you are merely in the s.ame room
ilS a substance. For each Ie"el of Vulnerability you pun:hase. you
take an exIra Id of damage (or multiply the damage times the
le,'el of Vulncmbility for all.acks doing less than Id damage).
This damage is ac.Idcd to dle usual damage of the au.ack. Iwfor~

any DR is subtracted,
You C/.IIUWI lake.a Vulnerability to anything that you hal'e

Invulnerability. Absorption. or Rcnectioo against.
The value per le\'e1 dcpends on how common the substaoce

or allack form is, See Defellse Costs, p. 35, for examples of
allack fonns: the OM decides on the value of subslaoccs.

Very Rare: -3 points per level
Rare: -5 points per level
Occasionnl: -10 poinls per level
COnllllOn: -15 points per level

If YOll ;lre ;lfff,.'Cted by merely being ncar lhe substance. add
10% per hex of runge to lhe COSt per level. If damage cornes off
of fatigue Tmher than hit points. the value per le"c1 is halved. If
you arc hit witb an object you take damage from just by being
Iltar, )'ou add the physical damage to the Vulncrobility.

E.wmplc I: MeBcef takC$ fatigue damage c,'ery time he
gelS within 5 hexes of a chicken (dead or alive). The OM rules

that tbis is an infrequent ocrurrence (unless he works as a
waiter!) so it's worth 5 per level, Since it ha.~ a 5-hex rnnge.

'PER-ABILITIES!



!btlt adds 50%. TOial COSt is 7.S·per level. He wanL~ 2 levels (2d
damage), which would be worth 15 points, but only takes
rltigue. so the value is Iuh'ed. Toial value: -7 poinlS!

U McBeef was hit wi!h a chicken for 2 poinlS of physical
d1m.:lge, he'd also lake 2d of r:lligue.

E.rampft 2: Glacier has a 3·le\·eI vulnerability to fire·based
IIlXb, This is a rommon allock form. so it's worth 45 points. U
someone hit him with a torch for 2 points damage. !his is multi·
plied by his vulnel1lbility level to get 6 - he'd take 6 points
damage. If Glxier was hil by a 2d.2 name jet. the anxker
would add 3d damage. and roll 5d.2 for damage.

WEAKNESS VARIABLE
This is like :t Vulnerability, but far less severe. A Super

Weakness is a sensitivity, 1101 to atlY kind of attack as such. hut
to the presencc of (I comlllon substnncc or condition, It c,mnot
be a rood itcm or somcthing cqually easy to avoid. TIle more
quickly you lake damage, the more the Weakness is wonh;

ld per minute: ·20 points
Id per 5 minules: -10 points
Id per 30 minutes: ·5 points
Hal\'e lhe \':llue ir the damage done is only fatigue or only

Stun (sec p. 84).
1be rarily of the weakening roodition also affects the value

ohhe wtakness.
R:lre (R:ldialion. ocid rain. ocid rock): h.:llf value.
OccasionaJ (Microwaxe r.ldi:ltion. temperature below free:(­

ing. airborne pollen): listed \'alue.
Common (cigarene smoke, rod; musk); double value.
Very common (sunlighl, living plants. plastic): triple v:llue.

EHHAHCEMEHTS
Players can use cnlmnccmentS and limit:ltions to c;:ust01lli:l:e

I panicul:lr super·power. :ldv:lnt:lge. or disadv:lnt:lge to better fit
the conception of each chalOlCter's abilities, Thus, the ability list
upands from hundreds or different super':lbilities to billions!

MllIIy special enh:lntemcnts and limitations are listed for
p3r1icular super-abilities: tbe OOI:S below are "generic" aoo can
be applied 10 nlost powers. The GM may reject any combination
that seems silly!

ACCURACY +5%
This enh:lncement may be purchased more than once. E3ch

iler:uion adds .1 to tbe Ace for a power when targeling (see
pp. 30 aoo BI15).

E.wlllpit': A Fireball norm:llly has a 55 of 12 and an AI:(: of
I. To huy a Fireball at Power 10 (nonnally 60 points) with an
Ace of 6 (S levels of Accur~cy)would cost 75 points,

AFFECTS INSUBSTANTIAL +201-
The abilily will affect insubstantial beings in IlddilitJl1 W

normal. substantial things,

AFFECTS OTHERS +40%
This enh:lncement is only :lvailllble for advantages, The

normal effect is !hat the user may now make a nonllal -ranged
at\aCk- (see p. 30) against anyone, 10 gi\"e tbem the ability 10 use
the enhanced advantage. For inSlance, if you have
InvisibilityfArrects Others, )'ou may roll '·S. OX as though you
.'CI'C attacking someone with :I ranged poWcf. If you succeed.
they will nOi automatic:llly become invisible. but they may

become invisible, staying invisible until your Duralion expire)­
normally I second per point of your Iff. This Ina)' be increao;ecJ
with Extended DUl1ltion (p, SO).

If Affects Others is combined ....ith the: Area Effei;1 or Wall
enhancements (or the Touch Only limitat)on). it can be used on
those in tbe:ll"C:l. or the~ touched. without a roll.

AFFECT55UB5tANTIAL +40%
A pllO.·er enhanttd wilh this will affect subslantial objects

even if lhe user is insubstantial. It will also arrecl insubstantial
c;:reatures nontl:llly.

This is a \'t'ry powt'rful cnh:lnccment, a~ it allows a PC to
create :I vinu:llly '"unki11able'" ch:lracter. The GM should feel
free to disallow it. restrkt it to NPCs, or to make sure thaI lots
of foes h:lVe the Afft'CIS Insubstantial cnh,tncerm,:m.

AREA EFFECT +50%
This :lllows :l rungt'd power to be used as an area power

(sec p. 31). The Affects Others enhancemcm must also be pur­
chased for a super advantage to be used:ls an:uta power. Ir the
power is normally resisted. e\'eryone in the area gets a resis·
tance roll versus it.

ARMOR PIERCING +50%
Your a\lacks parlially bypass DR. Any armor piercing

aU3Ck is only arrected by}# tbe targel's DR (round up). You can
buy this enhancelTlt'tlt twice. which will lower the L:1rget's DR
by half. No further rcdlll;lions:ll"C available.

£.wmplt: Rebel Yell hilS a DR 32 foc with :In Armor
Piercing Sonic;: Blast doing 30 points of damage. The DR is
modified to 24 (.75x32), so 6 poinls get through!

CONTINUING DAMAGE +50:/+100:
An allac;:k power with this cnh:lnccment continues to do

damage to its victim. reduced by 2d each tum until dall1:lge
drops below ld. at which poinl it stops. ~h +4 counts u ld of
damage. e:lch.7 counts as 2d.

Example: A super hilS with a 4d+4 blast of nap:llm. It
would do 4<1+4 Ihe first tum, 2dt-4 !he .second, and Id the third.

For .1lX)'l" tbe allack fuoctions as :lbcwe until it is reduced
below Id. MtCflhis point. it will continue todo I paim of damage
per tum, itnoring DR. until the Dunttion expires -. If the \'ictim
takes an aclion that (in the GM's opinion) nullifies the llllllCk
(di\'es into lO.':lter if on fire. takes an IlIIti"enom if poisoned. C1e.).
the dam:tge ce:lSes. If:ln :lltaek hu this enhancement:1I .l()()';\,
it is limited to one level of the Extended Duration enharJct'mcnt.

-ABILITIES!
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HOTSHOT

You don't have to roll to hit your larget with this power.
Your allack automatically hits! The victim still gets an active
defense or resistance (if either is applicable). The only limitation
is that you must be able to see your t:lrge!.

If combined with the Rapid Fire enhancement, this must be
taken once for cad, additiollal allack.

Thc Iinal skill level for :t Homing attack must be a mini·
mum of 14!

Example: Flamin' Janc·s Fircball has Rapid Fire x 2
(+80%). If she w:lnted all three or her mis,iles to he Homing,
she·d have to take II"ming three times (+150%) - making lhis
"'I expensive bonus!

CONTINUOUS BEAM +50%
This may be bought for any ranged allacl; pov.'a thai docs

direct damage (e.g.. Flame Jet. Slone Missile. C1C.) 11I1<1 has a
RuF of 4 ur higher (via the Rapi<J Fire enhancement. p, 51). Th;:;
enhancement allows the super to usc the !tun 'lI/tofin> rules
(po 8120) when calculating damage; lotalthc damage from all
shots thaI hit b.1ort' sublmcling DR.

Exalllple: Starwind hils three times with a 5d allack. [nslcilu
of three separate.'id attacks. she docs 15d damage!

CYrrING +25%
This cnh,mccmcnl can only be applied 10 ranged ;lnnds

doing damage. Any aUack wilh this enhancement docs eUlli"l:
damage mther than crushing.

HOMING +50%

OCESN'T HARM USER +20%
An allack power with this enhancemelll will not harn\ its

uscr if it is renecled or badly ricochetcd - it simply dissipates,
bounces off, or whatever other spcci;tl effect is chosen by the
player at the time of ehamcter creation.

Your allacks explode on impact, doing damage over a cir­
cular area, Damage is reduced by ld (plus or minus any + I, +2,
~ I, etc.) per hex away from the impact site.

Example: You target an exploding slone missile on a hex in
the midSt ofa group. It hits and explodes for 5d+5 damage with­
in the hex it landed in, Everyone one hex away from the center
takes 4d+4 damage, all at the 2-hex distance take 3d+3, alld so
on OUt to 4 hexes away.

OELAY +20%/+40%
Your :lltack doesn·( hit immediately; it wailS. A +20%

enhancement results in a nat 2-second pause before lhe power
works: on the second round aftl!r a successful skill mil is made,
the allad ,Ictually gocs off. Delay ,It +40% allows the time
delay to be selectable fmm I to IOseconds.

In either case, the a11aek may be made upon a spcdfic hex
(effectively laying a "mine") which requires a "t:L'",,,1 skill roll
to hit anyone in the hex when it gocs off. Or it may bc t;lrgeted
upon an individual, in which case the atl<lek is "stidy" ­
meaning it stays with the larget until it goes off,

Orientation of the atlack is constant: if the targct turns his
back before it goes off, he is atlackcd from behind!

Thi" enhancement cnn only be :lpplied to ranged a11ach
doing damage. Any at1:lck wilh Ihis enhancement docs Impl/lillg
damgage rather than crushing.

+401.

+201.
to the r.Jdius of an area

+20%

IMPALING

INSTANTANEOUS
This ability docs not require <l tum of conccntr.ttion. You

,Ire stilllimitt'd to one power use per tum. but you may now use
a ]lOwer in a lllTll that you take :I full nonnal mnve or hand-to·
hand at1:1ck. This can aloo be bought for ,m advantage 10 <lllow it
tu be tllmed on instantly.

INCREASED KNOCKBACK +201.
Nnrrn:llly. R points of dam:lge docs I hex of knockbaek.

Each ]lorehm;e of this enhancement redoces that number by I.
Example: The Fireball power is enhanced thrce times by

Increased Knockbaek (+60%). It now does 1 he~ of knockback
for each 5 points of damage.

INCREASEO AREA
Each level of Inere:lsc<1 Area adds I

power,

Attack powers Wilh this modifier can be ··hOlshot!ed'· in the
same nmnncr as a laser - extra effort allows higher than normal
damage. l)<ltllage may be increased by Id by spending 2 poinL~

of fatigue.
Example: Argyl has a hOlshoned Flame Jet at Power 7 (7d

damage), If he needs more damage, he can fire:l IOd jet, bill it
cost., him 6 points of fatigue.

+30%

+40%

EXTENDED DUIlATION

EXPLOSIVE EFFECT

A power cnhanccd in this manner lasts twice the nomml
DUr.Jtion. This may be purchased:ls many times as desired, each
enhancement doubling the Duration again. TIlis can'l be hought
for atlack powers.

SPECIAL

FAN
EXAMPLE A

R-ABILITIES!



LINK +10%/+20%
This enhaocement is bought when rou are linl;ing a power

lOanothcr power. St:c p. 33.

MOVA8LE AREA +40%
Any area power with this enhant:elllent can be "attached" to

a person or Olher moving objec!. allowing lhe nrea to move with
thaI persoll.

N008VlOUSEFFECT +20%
I'hysical powers enhanced by Ihis ha"e no ,'isible: effeet

lS5OCi:ued wilh them, and menial po\\'efS IClwe: roo psionic signa­
lure. See GURPS Psionic! for man: inform3lfon.

v.PfO FIRE +40%
This atld!l one to the Roll' for an aua.c" power, This can be

takcll (lIore lhan once, e:ach successi,'c cnhancement adding
another aWlck, Remember - the user docs nUl IlIIl'e In make his
ma.~irnum number of lmacks.

E.ronJfJII': F1amin' Jane: purchases her Flreb:lll power Wilh
lhe Rapid Fire c:nhanccmentx2 (+80%). This would allow her 10
thro\\' up to thn.'C fireballs with t::lICh usc: of lhe power.

REDUCEO FATIGUECOST +20%
This only applies 10 powers and advanlages lhat COSI

fatigue. Eaeh time you buy Reduced faligue Cost, il CUIS the
fatil>ue eost of Ihe ability by I per tUrR. You may buy ;1 ;lny
number of limes.

RICOCHET +20%
This enhancement may only be applied to allacl;: powers,
Your allack can be bounced off objecls on its way 10 a tar­

~I. Exh purcha!>C of Ihis lllodirtcr gh'cs )'oU ooc bounce,

wilh no upper limit on the number of bounces, A character
using a ricocheting allac};; mUSl make a skill roll for each
bouoce, at a cumulalive -I for each bounce afler lhe firsl, 10
cootinue on path 10 the: target

A successful Ricochet allack may lake an opponent by sur­
prise. The tar.\let mUSl roll again.sl OX or IQ (whichever is high­
er) mimI.\" lhe number of bounces, If lhe roll is unsuccessful,
they gel no aclive defense againslthe illlac'-.

lllil GM should require the player to sketch or explain the
path of the boullCing alla,;k. and s.hould determine the possibili_
Iy of hilling solTlClhing or somenroc in lhe path, The GM shoold
also use common sen!>C - an auader in an open Iield has noth­
ing 10 bounce off of!

If the allac" has the Rapid Fire enhancemenl, Ril;ochel
mUSI be purchased sepa.r.ttely for each additional :ll1ac" (as per
Homing. p. 50).

SELECTIVE EFFECT +50%
ApplieJ 10 an Area Efrect power, lhis lets lhe user select

whieh largClS arc aClually aITeclcd by lhe attack. This lets you
make a wide-area aHack wilhout hUrling innocenl people: or
your friends.

STUNNING +10%
This enhancement is only useful in campaigns lhal do '101

use the optional Stun Damage rules (p. 84). If lhose rules 3re
used, this cnhanCClnent is available for free on all al1acks.

/\n aH;lck enhanced wilh Siunning may, at the player'~

oplion, be declared 1l0n-lelh:l!. All damage is as.sessed nOrRla]]y,
bUl ;lIlylhing after llitl'oinls or HT is reduced 10 -I is lost. It is
impo.uilJle 10 kill someo[}C direclly when the Stunning enhance­
ment is active (of course, Ihe pla)'er doesn't hm't! to use Ihe
cnh.:tncelnent all the time. and koockback could still push some­
one off a building, CIC.).
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WALL +30%

A power Ih.u is normally Area. ur has the Area enhance­
mem. can Ix: set up a.~ a line of hexes. filled wilh the substance
or effect of the Wall. affcclinll anyone or anything crossing
through it. Fur c\'ery I-hell rJtJius in your Area i\ffl:cted. you
gCI a J.hex-]nflS (9 yards) wall. Ad\'llnl3Scs modified wilh Area
Effect and this enhancement crcalC I hell per 2 poinl~ of liT.
This allows the power 10 be used for a super-block (sec p. 81)!

If you buy Ihis cnhann:mCrll twice. you can furm the wOIl!
into:my shape you choose.

A physical Wall created with Ihis enhancement will stop
;lIlacks as though il had been cn,::u('(l normally. A non-physical
wall must h3\'C the Affects Oilers enhancemcl1l In prolecl any­
one cxccpt the user.

LIMITATIONS
Limitations reduce the utility of adv;lnlages or super­

po....ers. and reduce lhe: point cost as well. An intl-n::sling limila­
tion can 001 only m;U:e a po....~ afforlbbk:. bul also inspire good
roleplaying.

ACCE551BILffY VARlE5
This is a catch·all to:nn lhat can be used 10 co"er all limila'

tions not spccincally denned. Accnsibility limitations fall into
lWO groups: usable only (((U;,U/ unain lhings or usable only in
~l'nai" simatiuns.

If the po....~ only ...·orks agains./. a limitcd 5Cgment of lhe
populalion. its modifier is b.:lSed on how common tlK: larget
group is. "Usable Only Against Women" would cover roughly
half of the populalion. and would be wonh -20%. "Usable Only
Again.\! Sea Creatures" would be wOl1h -30% unless the cotffi­

paign is in a world mostly co"ered with waler. in which case it
wouldn'l be worth more than -10%. "U5able Only Against

-ABILITIES!

Aliens" would be wonh -30% or -40%. depending on the world.
"Not Usable Against Redheads" is the same lIS "Usable Against
Ev.:ryone But Redheads," and would be a -10% limitalion.

TIle GM shouldn'l allow meaningle..~s ae<:essibillty limila­
tions! Far inSlarlCC. buying the Lighlning Bolt power with lhe
limitation "Only Usable On Enemies" would be worthless.
Buying il Wilh "Only Usable on Friends" would be interesting.
though!

This same yardstick can be applied to limitations based on
lhe situ3lion. If lhe abilily only wOflcs during the day. it would
be wonh -2O'l>. If il only ...'arks in dinx1 sunlight. it would be
wonh -30%. ''Only Works in Water" W(lt.lld be WOl1h -JO'l> on
Earth. more on a dcscn planet, less on an ocean world.

Finally, Accessil'1ilily can be linked to the super's actions.
TIle more: unusual, difficull. 01" obnoxious lhe mjuired action is.
the grealer the v;llue of the limilation. Some ex.amples:

Only In Altered-Body Form (Body of Fire, Invisible.
Insubstanlial. and so on); -I()'l,

Only While Playing Trumpet:·2O'I>
Only If Base AlliIC!: Penetrales DR: -20'1>.
Only While Flying or Only While Swimming: .JO'l,
"1'M OM MJlSI "fre' any propoud limilation Ihm is tJ/r~ody

implicil in th~ SlIpu-tJbifit)·. ~Only Und~r \IIall'r- is nOI un
QCuptabl~ limitation far Gills or Amphibious. for irulonu./

ALWAY50N ~E5

This is only available to those -a(Jvanl.agd- that ..."OUld be
inconvenient if they couldn't be turned off. For uarnple, 10 ron·
slaIlIly have a Body of Metal is a .20'10 limitation. whereas to
al ....ays be a Body of Fire is a -40'1> limitation! This cost is
specified fOf many advanlages: lhe GM can add new costs as
appropriate fOf nc:w abilities.

COSTS "'TIGUE .....£5
When this limitation is taken, each use of the power casu

fatigue immedialely. You can spend enough fatigue poinls to take
you down 100 (and unconsciousness). but IIOl beyond. For eve!)'
2 poinl.~ of faligue the po....er rom you. you n:cc:ive ·10% _ up to
a maximum of -50%, which would COSt 10 fatigue per usc:.

This limilation can also be purchased for a super advantage.
In this case. each minute that the advanlage is on is "one use:'

E((lmp/e: Purple Haze's lnsublitanlialily costs him 6 poinu
of fatigue each use. This would be a ·30% Iimilatwn.

OIFFERENTIAL EFFEcr ~E5

The power has 11 reduced effeCl against some kinds of tar­
gets. figured as in Accessibilily. abovc. For instance, "Usable
Only Against Women" is lhe samc as "NOI Against Men," and
is wonh -20%. So "Hillf Damagc Against Men" is only half as
inconvenient a Iimilation, and is wonh hair that: -10%.

Any son of diFferenlial limilation can be crealed this way.
Usc the Accessibility rules to delenninc whallhe value would be.
if lhat largel could nOl be attacked al all. Then adjust downward
a.~ appropriale for the amounl of d:lmagc thal is aClually done.

NOle that "Double Damagc" effecls can be achieved lhe
same way. For inSlanee. if you want to do double damage
againsl blondes, stan by nguring lhe value of "Blondes Only" _
call it -40%. ThaI's lhe same as "Not Against Non-Blondes:'
So. doing only htJlf d:lmage against non-blondes is -20'l>. Now.
buy the power at the Icvel you wanllo ha"e against blondes. and

apply the -20% limitation "Half Damage against Non·
Blondes." You can lhen. if you choose. lisl the half-power

/
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311ack on your sheet with the notiiuion "Doubled AgainSl
Blondes.~ II sounds much beller. even though the allack was
worked OUllhc: olhcr way.

day '" -~. S or 6 per day '" ·10%. M~ than 6 uses per day
does nol conSlitute a significant limitalion,

If this limitation is applied to an :KJv,mlage. each /1/)'" (or
fr.u:tion thereof) that it is on constitutes one "use:'

NO KNOCKB.4CK -10%
This may only be applied 10 :llIxk powen. A power with

Ihis limitation ....ill ,.~~.~, do any knockback. no mailer how
many poinL~ of damage il innicts.

EMERGENCES ONLY -30%
lbc: power is lriggered by your fear or excitement. and can­

not be used under "routine" conditions. The GM is the final
ubiter of !he emocional Slate of your cbaraclcr. The GM may
Nle thai mLiltiple successive failures of your power make yoo
angry enough thai it begins to work, bUI Ihis is entirely up 10
him. NUISANCE EFFECT VARMBLE

I14T1GUE OtftMAGEONLY ·20%
All damage thaI you do wilh this power is fatigue only and

can nll'U be used as a deadly attack. See p. 84.

EXauSlYfTY -10%
TItis can only be applied 10 a power Of advamage thai has

multiple (moore than one) enhancements. It restricts the use of
enhancemenrs 10 one al a lime!

Example: The Brain might have bought Ice Spear with bolh
Homing and Explosive: Effect. If he look Exclusivity for il. he
COIIldn'l usc them simulurIeOusly.

Your ability has !he disturbing tendeDCy 10 stop working
~nly. A Fiekle powct" :uways works right if you have not

used it for a 24-hour period. After that use. and after every suc­
cessive use. you must make the Fickleness roll: roll the
Fickleneu number, or less. to get the power tn work, A failed
roll means that poI"ler is unavailable for the neXI 5d turns. When
this time is up. tnc power will work normally 'on Inc nexl usage
- but you must ma.ke lUlOlher roll aft~' thai usage!

As e1se....ncre. for an ;advanlllge, a '"usc" is one minull: of
:lClivalion: roll atlhe end of e:tch minute to see if the advanlage
quits working,

For an Fickleness Ilumber of S. this limitation is wonh
·70'l>; for 8. -30%; for II. ·20%; and for 14, worth ·10%.

RECOIL

-5%IlEOUCEO RANGE

This limitation is Imly available for altack powers. YIlU are
knocked back I hex per 8 poinlS of d:Jmage (round up!) that you
do ....ith an attxk. This figure is based on the 100al rolled on the
dice. ;md igO(lTC$ all DR. Armor P~rcing. elc. Your Increased
Density. size. or anything else docsn't matter. If )'ou roll 25
points on a 7d anxk. you are knocked directly away from your
larget for 4 hexes (and must make a OX roll or fall down).

Your abilily has an annoying side effect of some sort ­
something thaI actually cau')CS IumIIO )·00 or lhose around )·ou.
or that causes you a s~rjol.ls inconvenience, The GM must
approve any such nuis:lnce effect and sct its value. ruthlessly
forbidding abusive and pointless effccls and allowing poinls
only for those effecls that genuinely limit the power's value.

A valuable power cannot be taken as a nuisance effect. "Kills
everyone .... ithin a mile" is lIOI an acceplable nuisance effect.

NOie that a hannless nuisance is merdy a special coffect. If
your Summon Woh'cs spell also brings a dozen gerbils. this is
amusing bIlt worth no poinL~,

urJnlflles: If any use of your ability kills all tIM: grass .... ith­
in two blocks. this is a ~IO% Iimilation, :lnd could be used 10
justify a negative reaction modifier.

If any use of your ability makes yoo look ugly and disgust·
ing. or requires you 10 perform some diID"C:SSing ritual. this is a
·S~ limilation for each -I of reXIKJD in those who 5ee il used.

VARIABLEFICKLE

This modifier is only available for allack po....ers.. You can­
nOi elect to "pull" your attack by reducing the Power Ie"el you
usc. You must roll maximum damage for ii,

FULL POWER ONLY -10% Each lime lhis limiution is uten. tnc T:lIlge of a JlO"'"'cr is
reduced by half (round down). A maximum of three lc'·els of
RedllCClJ Range may be taken.

RESlStEO BY X
This limitalion e:ln only be applied 10 powers which; a)

affect others and b) produce an effcci that. in lhe GM'sopinion.
is undesirable (after all, no one would e~·u resist having DR
added. for instance). This limilation cannot be laken on super
advanlages,

A super-power limiled ",ilh this is resislcd by ST. HT, OX,
IQ, or Will (versus the PC's skill roll when activaling his super­
power). This limiulion may be purchased up 10 t..·o limes (for a
tOlaI of -4()lI,) for tWO different auribulC$.

If someone: succcssfull)' resists your super-power, you an:
at a cumulative -2 to skill if you allempt to usc it on thelll again
within I hour, So if Ihey succe.~srully resistthrt'C limes in a row.
your skill is nl ·6!

1CNOCKB.4CK ONLY -40%
Allacks made ....ith this 1'0""= do only Knoekback damage

(p. 81(6). bul this damage is doubled. 1lJc target ....ill take nor­
mal damage if he is knocked into a wall. a roof. and so 011.

LEAVES MEN1'AL SIGNAtURE ·10%
This is only appropriale for physical powers. In addition to

having a visible physical effecl, this power leaves a ment:u sig­
aature Ihal a Signalure Sniffer (see GURPS Psionics) can
delecl.ln a campaign ....here psi doesn't exiSI. Ihis is a meaning­
less limilation and should be disallowed,

LlMrrFO USE I9tRlABLE
This power can only be used a certain number of times pcr

day; then il is ull.lvailable for a 24-bour -rechaf}:e" period. The
value oflhis limilalion dcpelKh on the number of uses per day
allo,,·ed. I per day'" -40%, 2 per day'" -30%. 3 or 4 per

StUN DAMAGE ONLY ~20%

1

'PER-ABILITIES!



SUPER-POWERS
'I'he!;c an: super abilities that require '\OIne troininj;, and a

SllC«5S roll, to use properly.
Nmt': £I't',1 if an C.ff,ll/Iwfi"n or p/,)'$kul JIHlijirmion i$

gil't'" lor Iht' "'uy u $u~r'JN''''t't' "'orts, Iltt' pl/I)"t'r is Iret' '(I
ignort'if "'lI"n /1"SNibi"K Iht' "11)' his clllJrtlc'It'r's ubil"it'slunc·
(iun, us tong us lilt' gamr mt'chunics and t'fft'cts r""win Iht'

-~.
Super-poweD haw a number of eh:traClcnSlics thai describe

their pcrfonnance - Area/Amount Affectcd, Damage, and
Duration being the: mosl cummon, All of lhese can be modified
b}' application of Ihe appropriate enhallC\'tlIenlS and limitations.
Un/t'D Mated alh"no'is" in Ih" i"di,'jduul/HJ»'rr dt'scriprions,
'IIt'II111I1....ing s/llluJaTlls ",'ply.

Art'" i\fft'CIt'd: R:mged po.... ers only affect one targct - a
per.iOfl. a "chicle. a door. etc.

Area elTccl powers. unmodified, affect a ""dius of one hex
per fivefitl/Ic\'cls of Power. minimum I (e.g.. Power 0-9 a.ffccl$
I hex. 10-14 arft."Cls a mdius of2 hexes, 15-193 hexes, and so
on), A single hex is a.n area]' across llnd 6' tall: lldditional area
adds radiu.~ but not height. This ClID he modificd with the
Il/crt'/lSt'd '\Tl'/I cnh:lneelllent (p. SO). Sec lhe sideb:ar, p, 30 for a
table convcrting radius into hexes affected.

AmlllUlI ,\jf/'cfl.'lI: Some powers ..... iII onl}' work against a
certain :UI1OUUt of material. The individual po .....er descriptions
cover this.

I)m,ulge: Any power Ihm C:Ill'oCS llhysical damllge doe.~ Id per
level of Power. This damage is lL\SlIlllOO to be cnl~hing, but CUll be
nKJdificti by tin: C"II;Il,~ and II/IIHdil/}I enhal1cct1lcl1l.~ (p. 50).

I)/In,,;o,,: reneet.s how hmg a IKlwcr's effect l:lSt~, Unless
noted othcrwise, dumtion is I second per level of power (this is
lhe default when designing a new power.) Some llO""crs have a
different durmion. and for some, dUr'Jtiou is ilTCleviml. These
arc nuted in lhe powcr description. DurJtion elm he modified
with the In('f('IJSt'I} Dum/im, enhaneClllent (p, 50), If:l super
loses consciousne.~s, the relllniniul: DUr:ltion un his powers
irmncdi~tely drops l[) 0 - tllillgJ' l.'fI'/III'd II)' him ;lIIm/'<1illlt'/y
distll'/Jellr,

Rlm!;c: Sec TI/rl:t'I;n&, p. )0.

Each po ...er is lisled with NIIIIII' tfRlIl/lIl'l1 ur
Art'"flfPhysical or MCI/IIIIf), and UI'I'/ C,W (I..CJ.

-30%

VARiABLE

VARIABLE

TAKES RECHARGE

UNRELIABLE

UNC()NTIlOLLABLE

~
rAKES EXTRA TIME ~10%

Your power lakes twu seconds oJ( conccnlmlion. (;uhcr
than om:. You COIn take this limilalion any number of limes.
dOUbling the lime required 10 :lctiv:lIe Ihc po,,"'cr cHeh lime.
NOlc Ihal a power wilh this limitll1ion carmol he uscd to hlock
or parry.

This lirnil:lliun increases rhe lime required 10 activmc an
advalllagc in the same manner. TIlis cannot be coll1bill<:d with
the Instantaneous cnh:Ull;Clllcnl. If applied to one of the TOIre
advanlages that /wr",,,II)' :teCh'ales instantly. like
Tr.mSrormaliOll. !.he first level of Takes ExIT:l. Time makes the
clunge l:n;c one ..crond.

Your power has a lendcncy to m:mifest it.-clf l.wen when it
is undesirable or inappropriate. Wheoc\'er the GM rules you
an: in a stressful situation. you must make a Will roll to keep
control of your power - even if you did nOI inlend 10 uS(' it at
al1~

This rollean never be higher than a 13 no mailer what your
Will. On :I failed roll, the G~t t:lkc:.~ over your power, playing it
as though it were:l separate entily of hostile or prankish nature.
Your power will go after obvkJus f(ICs first. and will never tum
on you. but nobody else is safe.

Your super'poYo'cr rcquiroo "recharging" after cach usc. If
this is applied to an advantage. the :K1I':llllagc is unavailable dur­
ing the recharge period. Value of the li1l1il:lllon depends on the
time: bc:t,,'een uses: S scronds: -I~: IS seconds: -2()';i..

Longer recharge times would make combat powers
almost worthless, and don't affect non-cornbat po'llef'S much.
A recharge time of an hour is :I ,30% limitalion: longer
recharge limes are not \'alid ;as limitations (but sec: Um;l"d
Ust', abo\'t').

Somelimes your super-power ",'orh and sometimes it
doesn't! II JUSt comes and goes: YUlI'"c never identified why.
This is complell:ly separJte front the skill roll to hit a targel.
You con have Skill IS and ~till have problems m>lkinl,l il work!
This limitlllion is good for fK,wers, but will work un very few
advantages - the OM should thillk carefully w make sure the
proposed usc makes sense.

Every time yOll want to lise the power. you must roll the
activation number (sec below) or less 011 3d. Once YOll succeed.
lhe power will work for thaI pankular usc, When you cease
using the power, another activation roll will be required to start
it again,

If it fails to activate. }'UU 1113y continue ttl try Ott subsequent
turns, 01 no penalty. Each .~Ilcecssive attempt costs I point of
fatigue. If your ST drops bt:low 3. you must rest until llll fmigue
is regained before you ean altelllptto use the power again.

For an activation number of 5 or less, this limitation is
wonh ·70%: for 8 or less. it is wonh ·]0%; for II or less,
-20%: and for 14 or les~. -10%.

TOUCH ONLY -20%
Your powcr will only "'00 if you touch the intcnded sub­

.ic'ct - }'ou ha\'e an effceti\'e Range of O. no mailer what your
Power !c,·d.



SUP£R-POW£R LIST
ABSOf(B ATT11IBUTF (f(ANGEOIMENTAL) LC: 5

This super-power allows yoo to drain an opponenrs ST.
lIT. OX. or tQ. l1lc: victim resislS with a Quick COOIC!!i1 betwccn
)vur power and the appropriate allribull: + Strong or Weak Will.
Points an: dl1l.ined :11''':1.)' at the rate of I per tum, and arc :Illplied
10 your own allribulC: drJined ST c:an only add to your ST. ~IT

to ),our HT, ell'. The number of points you can drJin from a sin­
Ille \'iClirn is c'llla! 10 your Power (or Powcrx5 in the case uf
Enhanced ST. belllw).

When drnining ST from a victim with the EnhllnCed ST
advantage (p. 39). points are droined at l'i\'C limes the nonnal
roue. and can be stored at (h'c limes the nonnal rate.

1l1e victim regains points aJ lhe rate of I per 10 minutes: this
is the s:une rale al .... hieh )'011 lose them. En!lanced ST is reg;aincd
allhis rotc: 3S well (/WI fin: limes as f3Sl). This super-power nuy
II(lI be enhar1«d wilh the Increased OurJlion modifier.

This power must be boughl scp:Ir.udy fOf each attribute,

ABSOf(B MArTEf( (f(ANGEOIfflY5ICAL) LC: 7
This power al1ow5 you 10 ahsorh up to Power sqU;lred

pounds of material (in any form) :ll one time, The maHer so
absorbed may be held up 10 Power minutes befon: it muSI be
e"pel1ed. You c:m expel any absorbed objeCl at will, If you ha"c
more lhan one: objc:el absorbed 011 onec. you must make a skill
roll 10 ~kase lhe righl one, A failure means the wrong thing
came: out - a critical failure means lhe object disappc:aB! You
may hoM any number of objects as long as their combined
..cighl doesn·1 ucttd your weighllirnil.

If )'OU are knocked unconscious or killed, any objects
absorbed will immediately be expelled.

This cannOi be used on Ih'ing matter.
Sprcilll Lim;lm;on: Absorbed matter is limited 10 one foml

(gas. liquid. solid). -30%.

ALTEf( (f(ANGEOIMENTAL) LC: 5
A modem-day alchemist. you call Ir,msfofm lead into gold.

Of ur:lI1iUnl into talcum powder, Thi,~ poI',er will ..'00; only on
non,li"ing malerial. and will nol work on part of:m object, "The
GM will jUdge whether something is a ..part" or a ··whole:' You
can on[y alter a SUDsi3nCe mat ),ou ba"e Analyzed (see be:low)
inlo another subslall('e thai yoo h':l\"e Anal)'7.cd. This power can
affect up 10 PowerxS pounds of material (e,g.. a super with
Power 10 could Alter a 5O-1b, object),

ullmpl", If yoo have Power 12, you couldn't trnnsfonn
part of a wall into dust. But a gun weighing less than 60 Ibs,
could be changed into chocolate, , ,

~ ~ ," 0t: ...
--',

If )'00 are tl)'ing to alter something inside of an objecl, an
appropriate skill roll (Mc:ch:mic. Surgeon. Enginttr. etc,) must
be: made 31 -3: if il is inside a living bdng, the target ~ists with
HT,

11'Ie duralion of a trnnsfonnation varies from material 10
material. In general, an Alteration 10 a )lali Of liquid is pc:mt;I_

nenl, while an Allered solid will rc,'ert to normal fonn after
Power minutes,

£f(llllf,/r: To alter a bullcl embedded in someone's stomaeh
to water would require a successful SurgeI)' or Anatomy-3 roll,
thenll successful skill roll,

Spccitl/l::ull/lIICrllwllf: Doesn·t require Analy7.e, +30%,

ANALYZE (f(ANGEOIMENTAL) LC: I
Yoo can quickly anal)'l.t and idenlify unknown chemical

compounds. Unless you ha"e a-emistl)' or some simil:u- power,
though. yow information will be very general (e,&_ 'Thi~ is poi­
son.- at 11l.is is acid.-) It takes IS-Power millUtes to anaIyLC a
subsl.:lIlce. Abo"e Powrr IS, wbsl:mces can be AnalyJ.Cd in I tum.

ANIMATE (f(ANGEOIMENTAL) LC: 4
The power allows you to give any object a semblance of

life. MaJlimum size is limited to 25 pounds per 1c"el of Power,
Animated objects lIfe not aUlornaticlllly under cuntrol.

howe"er, bUI will react as animals (lQ 3) unless Ihe objeci was
inilially shaped like an intelligent being (:I statue. ftW inS13ncc:).
in which case it will react wilh an IQ of9. You have a +1 on ilS
reaction for evel)' point by which you made the skill roll. A erit­
leal f:ailure :animates the object but makes it hostile:!

51 and OX of the animaled object will be: 2 points for every
3 le,'e!s of Power; HT will be: idcntleal to lhe liT of the ori)linal
object. Duratioo is noona!.

See C/Hltrof A/t;mtlf"d Object. p. 57.

ANIMATE PlANT(MEA/MENTAL) LC:;3
You can give the sClllblance of llnimate life to plllnls in

your llrc:l, I'lallts thus llllill1<1tcd will ael lind rcatl as aninwls of
[Q 3: Ihey will obey vocal commands issued by you. The abili­
ties of animmed plants will vary by type:, Grnssc.~ and vines may
make mnding 311acks (see p. 56): bushes and trees may lash OUI
with lheir braoches for crushing damage. For all such attacks.
the plants roll against your Animate Plants sUfi 10 hil. and their
Binding powrr is equal to your Power. 11Je liT of plants may be
laken from Ihc:: table on p. 812S, Animated plants may also
uprooland mo"c around at Move I.

ANIMATE 5HADOW (f(ANGEOIMENTAL) LC: 5
Shadows will spring to life anti attack your enemies! On a

succc.'iSful skill roll, one shadow will animale and envelop a foe.
The shadow is made of;1 filmy. web·like material of thc deepeSl
black with P[> I. DR 2, HT 10, and Move 5. Any Iight-b.:ascd
attack docs double damage to tlte creature,

The shadow's hit roll is equal 10 your skill, A successful hit
drains 2 points of fatiguc from the victim - DR doesn't protect
from this! If the subject's ST ~achcs O. the shadow will be:gin
draining HT at I point per tum unlil the ,'ictim dies.

When the duralkJn expi~ (Of at :any time you wish 10 ban­
ish the shadow). yoo must matc a skill roll at -I foc e,'cl)' ,'ic­
tim Ihat Ihe shado..' killcd. If you succced, the shadow is
destroycd. If you fail. Ihc shadow wilt follow and attack you!

If there are no shadows, (in a pilch-black eavc. for
inslancc) you cannot anillllLle anything!

PER-ABILITIES!



ANTI-G (RANGEOIMENTALj LC:;;
You h3\'C the: ability 10 lower the gr:l\'il)' 011 an object. cven

10 the point ,,'hen: objects fall 0'<'11)' from the E.:anh. Each level
of ""wer allows a 10% reduction in the normal gravit),. AI
ro.....er 10. gr:l\'it)' is neutralized. Exh further reduction causes
the object to be repelled mtha-lh;ua anr.JCled by lhe Earth. E:u:h
aHxt with Anti·G will work on a single object of up to 250 Ibs.
per level of 1>O....cr. It will not work 011 pan of :an object (GM's
call).

Maximum jumping height is increased by low gr.lVil)'.
Divide I by the new gmvit)' 10 sci the jump modifier.

E.TUml'f~: Gr:avilar h:u Anti·G·IS(12}. He uses his power
on the gelaw:!.)' C:lt belonging 10 the Beagle Gang. notorious
banI: robbc:rs. 1llc gang runs out ofthc b;mI,; only 10 5« their eM
1TlO\'ing a.....)' from the Earth at 20% of normal falling speed.
Gravitar "pulled" his power. using only enough 10 noallhc car's
weiShl, '" it Eels only about 30 feel up before the Duration
expires and it falls to the ground!

£ramplt: Grovitar needs 10 jump a JG.fOOl fence. His ST is
10, so he could jump about 3 1f.! fl.'Cl off the groonll with a run­
ning st:!rt. He wanlS to lIecrcas<: gr.l\'ity·s pull on him to 10% of
normal. ~Ic can now make his 3S-foot jump. Since gravity is
pulling on him at only 10% ofnomlal. he falls slowly anll safely
10 u landing ... not like ;, snl,,11 weight in nonnul gravity, but
like ;lllmn in 10% gravity!

BINO (RANGEOIPI/Y5ICALj LC: 6
You ha\'e the :!bility to freclc un objecl in place. The

"causc" can be anything - a shimmering green hand wraps
around the subject. 11M: eanh's nalurolmagnelie field grabs him.
or the ground rises up 10 engulf his legs. 1be viclim resisu with
ST versus Power+Skill. If Lhe vielim win.s Ihe conlest by 3 Of

less. he isn't bound. bUI has his neAt Move cut in half. On a lte.
his move is only I. If the victim loses. he is treated :as pinned.
and may atlempt to bre3J;: free each round by winning a Quick
Contest of ST \'5. PUh·erxJ.

The m/Uimum ST)'ou ('an bind is rqual to Po.....erx3.
You c;m layrr binding all3Cks on ;In already-bourKI viclim.

Each succeui\·c successful Bind relluces the viclim's e.socape:
allempt by -I.

Speciol Lim;taliml: The victim must be touching the
grourKI. -20%,

Sp«ial Um;wlion: The victim is frt)~n in plaec, but can
otherwise oct normally (not pinned). -40%.

":;'wmplr: 1be Fist has Bind-17( IS). He is being chargetl by
;I ST 20 tiger. Since he c;ln affect a creature up to ST 4S (ISx3),
this is well within his ability, The tiger is 3 hexes in size (+1). S
yards away, and charging al 20 mph (-S). for a total modifier of
-4. nlis brings his skill down to 13,just avoiding a S5 penalty.
He rolls and gelS a 10 - success! The roll bems his Power+Skill
by Ill: the GM rolls verliUS thc tiger's ST 20 :ll1d gets an II ­
not enough to resist, It will be bound until it breaks free. rolling
vs. a 4S(!!) or until the IS-seoond DUI"'~lion of lhe Bind expires.
And lhe Fist could keep adding funher binds!

BLINO (RANGEOIPI/Y5ICALj LC: 5
This po...·er is resisletl by your "iclim's liT, If you win the

contest, ne is blinded for Ihe Duration. If )'ou seore a crilical
success., duration is measured in minll/et, not tums!

This is a good example of a powcr that can be customized
in;m infinite number of WolyS. l1Ic vktim might be daukd by

a laser beam, or surrounded by a thick dOlld of inseclS, or hal'e
his eyes blindfolded by metal bands, or perhaps his e)'es disap­
pear for the Dliratioo!

BONO (RANGEOIPI/Y5ICALj LC: 5
This is a variant of the AltCf pcno.·er. The StNClurr oflhe tar­

get is altered 10 lhe point thai it melds 10 another SUbsU1llCC and
can't be: separated without breakage, Amount affcctetl is identi­
cal to Alter, but the subslaOCe being Bonded does not ha\'e to
ha\'e been Analyzed firsl_ Tbt same restrictions as for Aller
apply 10 items inside an object..

BUZZSAW (5PECJALIPHY5/CAL) LC: 3
You can vibrate )'our hands at hypctSOnie speeds, leaving

them blurred and capable of inflicting massi\'c damage in close
COOloot, Each level of Po...·er adds I 10 )'our ST when C1Ilculal­
ing ptJllChing damage, and your punches do impaling damage at
alllevcls. Roll vs. the Buu.saw skill rather than DX when
punching this way.

CALL HAIL (ItREAIMENTALj LC: t
If there is a rainstorm or snowSlonn within your Range, you

can tllm the rain into hail with a successful skill roll. You rna)'

allempt this pu...·er once per minute; t'ach SllCCt'SS lasts for 01lC

minute.
The dumage that tbe: hail will do depends on yOllr Po...'cr:

the higher the Power, the largcr the hailstones will become and
the harder lhey will fall!

Hailstones cannOI be aimed: lhey pellthe entire area, doing
their damage evenly. Hail is really more of a large-scale
nuisance effect than a weapon; anyone being pelt~d with hail­
stones must nHike a Will roll to kecp his concemration. Also,
visibililY in a hailstonl1 is almost zero, and ground covered with
hailstol\CS is:t.~ slippery as ice-eo\'cred ground,

Po't4'er Hail size and damage pcr turn
Power S or less Pea: IlO damage
Power6-IO __--jMarblc:oo~'::::-_....
Power II-IS- Golfball: Id-) da.mge
Power 1620 Baseball; Id-2damqc:
Povt'Ct21 ()I"rrJOfl:! ~fNit: Id-l damaRe



OOLOR (RANGEOIMENTAL) LC: t
Alters the colOI'" of:lll single objccl up 10 I hell in Si1.t per

Ic:vd of POlll'cr. No olher proJlCniCl> are arrt'('lro b}' the color
cIwIge - Green Argonilc still ac!S lilc Green Argonilc. cn~Tl if
the color has been changed [0 red.

OONFU5E (RANGEOIMENTAJ.) LC: 4
You h;l\'C the ability [0 boggle llll opponcnl- you might do

\his by ps)'chically :l1t3Cldng him. or by Ielling a p;ll1icularly bad
pun. or pcrh.:lps by opt'ning your treodll:oo.l. If your foe fails 10
res~ (you. power \'5. HT>. he is ",,"f/lll)' Sfll'UI~/ for one lum
per level of POY'Cf. Any physical injury (c\'cn if it doesn't cause
damage -:l slap "'orks) will snap lhe subject 001 of his oonfu;.L"U
slmc.

OONTl/OL ANIMAL (RANGEOIMENTAJ.) LC: 3
This power ....orks only on land-dwdling nonhum3IIs of IQ

1 or lcM. You can corum] I he:J,; of crc:lIlln::!l for each Ien:1 of
Po\l>'cr. If you fl)("CC an animal into a silU:nion that will ~lIh in
injury. make :I Quick Conlcst of Skills bel....~cn )'OtIr power aod
its HT. If you win, il c:urics OIll W order.

E;t/lmplt: Power 14 would let yOIl control 2 7·hex anim:lts.
or 14 I-hex :lnimals, or:l 14-hcx s.....ann of arlimals.

Spedlll Lilll;lll/itm: Limiting this control to a Sillglc type of
animal (e.g., the cat family) would be ll-60% limitation.

CONTI/OL ANIMATE/) OBJECT
(RANGEOIMENTAL) LC: 3

YOI! can control an anim.ned object you Crc.3ted, 01" allempt
10 wres( control of another's creation. To scizc somt."Onc d.c's
crc:uurc, you must win a Quick Contest of Power modified by
the mnge to thc crcUlure lUll.l by the difference in skill (e.g.. if
your skill is 14 and your foc's is 12. yOIl ~'ould be:11 a +2 in the
contcst).

CONTllOL FIRE (AREAlMENTAL) LC: 3
You can control a blaze! This po.....er allo.....s )'011 to contairl

a fire withirl your arn, allowing it 10 bum ilself out without
spn:ading. Alternately. you can cause it to spread faster or leap
higher. You can m3ke a fire grow al the mtc of I hex mdius per
2 turns with a successful skill roll (roll again for each gmwth).
or cause thc nanlcs to leap into the sky to a height of I hex per
I"oldius of the fin:. This power has no DtlrJtion; it requires con·
stanlooncenlration.

CONTI/OL FI5H (RANGEOIMENTAL) LC: t
ldcntic:1I to Control Animal. but only worIo::s with :lCIua!ic

creature5. Aquatic mammals such :lS whales and dolphins f:tll
into this c;)tegory.

CONTROL L/QUIO (AREA/MENTAL) LC: 2
You can shape a liquid imo any funn you desire. or make it

II1l1ve around. Al the end of the dumtion. the liquid will collapse
into a puddle unless you can renew )'OIIr control instantly. This
cannot be used 10 control liquid within a living being.

CONTI/OL PtANT (RANGEOIMENTAL) Le: 2
Yoo can control plams in a radius of Ofle hex per level of

Power. TIley will pari to allow )'ou to pass freely. or entangle 10

slow pursuit by 50%. TIle plants are restricled to the spot they
are in; the)' cannOI uproot and follow you! Bu! see Allimate
Pl3nt. aOO\·e.

CONTI/OL TEMPERATURE (AREA/MENTAL) Le: t
Yoo can alter lhe temper.llure in the are:l by 56 per le\'el or

po~·er. in either direction. The temper-nun: can ne\'er be mised
highcr than 150" F. or lowered below -150" F. This cannot be
donI;: repeatedly in the Satlle nre:l. and dumtion is expressed in
lIIillll/l'.•·. not turns. Changes take plnce al 10° per turn. and
reverse thetnl,elvcs m the same rJle whcn thc Dumtion ends.

CONTI/OL WEATHER (AREAlMENTAL) LC: 5
You can affect the wealher in your area. CTUting 01" 1;::llming

MorolS at )'our whim. FOI" e"ery 2 Ic\'cls of Powtt you posses ,
),ou can shifl Ihe weather by one step on the IVtmher Tuble
(Jx:Juw). You can only usc: this power once in a particular area­
Ihen you must wail for the DurJtion 10 expire before using it
again. Dumtion is figured in "';UUIl'S for this power. Power 17
will give a 17-minute wealher change.

£UJnlplt: Powcr 10 would allow )'011 10 shifl the weather
five places. If you were in a steady rain. you could chum up
gale force winds :lnd thunderstorms. If the skies were t()(ally
cleM, howe\"cr.lhc bc:;t you could manage would be a hard min.
with ~now or sleet thrown in if Ihe lemperature were cold
enough. You could lum thunderstOmls into a cloudy day with:l
nice brcelc. on;:llm a lom:ldo down to stc3dy r.Jinfall.

Nfl/t·; The base area of crfeel for this power is a 10·hex
radius. E:lCh It:vc1 of Increased Area (p. 50) increases this
r.adius by 5x.

ITIES!



£rIIl1J/,I,'.' Cumrul Wemlier-12( Ill) woulJ nonmilly coslS 50
poilll~ fur the Puwer. Three levels uf Inereascll Area would add
60"'''' to this cust (tOlal of 110 poim~). bUI wuuld hlllte a radius of
(lOx5x5x5) 1250 he~cs.

WEATHER
Totally Clear Wind <S mph
P..Jltly Cloudy \Vind 5 mph
Clondy \Viml I(J mph
Cloudy. Oriole. or Light Snow Wiml 15 mph
Steady Rain or Snow Wind 20 mph
Hard Rain. Snow. orSlecl.. Wind2S mph
Deluge. Bhl.1ard. or Heavy llail Wind 30 mph
Ileavy Thunderslorms Wind <1O mph
Gale Force Winds Wind SO mph
llurriellllC:ll and Tornadoes Wind 7S mph

CONTf(OL WINOS (AREAlMENTAL) LC: 2
You can l1lise or IO\\l:r lhe "'irld speed in your area by 5

11ip/1 per le\'d of power. This will last Power m;,wl~s inslead
oflllms.

Spec'illl £n}wlJr."l'ltIelll; The air created forms a ~phere that
wun't leak aWlty ililu ~urruundinl:t "acuum. +100%.

CREATE DARKNESS (AREAlPHYSICAL) LC: 3
You can create an area of pilCh darkness. Sl'C p. BI63 for

the effcrt of allading into or oul of a dark hes. The Night
Vision adv:ullage will not :Illow someone to see inside this area
- the Dark Visiun advantage is IIL"Cded.

CREATE GAS (AREA/fflYSICAL) LC::3
You can creale any kind of ga.'\COUS at~phcre insitlc the::lrea

of effoct. This doesn'l allow you til llltCf the: presMlre.juS! the: c0m­

position nflhe air- ;Immooia, niuugen. or wh:ltever )'011 desire.
The volume aff«led by this is I cubic ftKIl per level of

Power. A 6-fuul-lall he... clM:ompas$e$ approximately 43 cubic
feet. Gas ean'llx: crealed insidt a livinl; crealure.

CREATE LIQUIO (RANGEOIfflYSICAL) LC: t
This power allow5 you 10 creale I sallon per level of

Power of any type: of liquid )'00 desire. Liquid C:III't be creat­
ed insUlt!:I living crealure.

COOL (AREAlMENrAL) LC: t
Yuu can lower lhe tCllll'ernlure in :1l1 nrea by up 10

IOx/'o.....r degree~. Otherwi'e. treal as COllirul TClllper.llure.
nlxJ\"e.

CREATE AIR (AREAlPHYSICAL) LC: t
This power i.~ usellio CIC;lle bre3thahle air :Illiurmal aUl1o.~­

pheril: pressurc. Air crealed in this manlier will freely ill1enni~

willi surroullding j;uses. ;lI\d ..'ill leak away alll10st illimediately
if surrounded by a vacuum. This is be~l used to refrcsllthe air in
:1 ~aled. airtight n)IHll or COllwiner. "Breathahlc" refers to the
air nonnally hreathed by the crealUr. Jirel of Jupiter would cre­
me a high-pressure area of poisonou.~ l;:tS with this ability - but
thoc GM should r.lisc thc LC because the power now has offen­
sive ability.

This power may be used once every 30 minUleS.
Olle 6' -lall hex uf air is eoough for OIIe inJCli"e person 10

breathe for 4S minutes.

GAMAGE CONTROL (SPECIALIfflYSICAL)
LC::3

You cnn usc lhis power 10 reduce blood luss and shock
from woullds. Afler Inking dam:lge. Slums of concentration alld
a succc.~sful skill roll will allow you to recover I poinl of HT for
every level of Power, Ollt Ir)' /!Illy! Btttdillil will ;llso SlOp as if
you had been handage(].

TIlis :Ibility will also ;llIow you to flush plli.~ons out of y"ur
.~yslern. A successful skill roll will neutr.llize any type of poison
in yuur syslern _ you will take no funher dornage from it; you
only gct onc allemllt 10 do this per dose of poison. Your roll is
adjusted by any 111' modifier 10 rcsiSllhe poison hee p. B132).

You muSt buy lhe Usable on Olhers enhancement to use
this super-power on someone ulher lhan yourself. If you buy
Area Efft-CI. CO~1 of lhal enhancement dlmblu. and you mUSl
roll separately for each illdividual you wish 10 heal.

(maD) 0



OAMPFN (ARENMENTAL) LC:"
You cun hinder the function of any electrical device by

"slowing" lhoe curn:nllhal powers the object. This does no dam­
age: 10 most equipment, just turns it off for the duration.
COO1JlllIers (and Itl:llly olher devices) c;ul be dam3gctl merely by
slowing lhern down or turning thi:'m off - if you tbmpc'" Ihe
decImal syslcm of a plane during takeoff. )'OU 3rCn', attUJlly
damagin; the equipment. bUI the subsequent crash will be
USIy!

Ir you:lre d:lmpening a dc,-icc WI has In.·ulner.lbility 10. Of

Rcfk<:tion or Absorpcion of. Electrical damage. each Ie,'c! sub­
uxts 2 from your dfectiH: pov.'cr.

OEAFFN (RANGEOIPHY5ICAL) LC:"
You can cause a victim 10 lose his hearing. Like Blind

(p. 56) the C1i:x:t mechanism is kfl up 10 me pla)'cr (puns arc a
pankularly good choice here!).

This power is resisted by lIT. A critical succc.~s with this
power results in:'l duration of J'QIlf'$ r.llher than lums.

OECREASE OENSfTY (RANGEOIMEN'fAL) LC: 6
111i5 power will decrease an ubjccl's density - e"enlU:llly 10

the point of insubstamiality. You can affeci a I-hex object if
your Powef is 10 or less, a 2-hex object at Power 11-15. a ]·hex
objecl at Powef 16-20. :lnd so on. Liying crealUfes resisl lhis
po\\'cr wilh NT if unwilling,

Dccrcasing density has the following gamc !:ffeets. For
evcry level of Power. you can decrease density by Y.... Weight
of lhe objeci will drop proponionately, E:K:h 10% subtr.ICls 1
from lhe amount of d:lInage na:dcd 10 knock the subjL-c1 b;tck I
hu (e.g.. if you decrease a normal man's densily by 30%. il
now (lfIly tllkes S points of damage to knock him back I hex.)
The minimum alOOl.lnt rrquired to knockOOck 1 hex is I point.

DR is also reduced proponionalely - when someone is
do"'n 10 10'll of his oonn:I1 density, a strong super mighl oclual­
Iy pul a fist throu~h him! When densily is reduced 10 25% or
less. all blows use lhe Blow Through fules for impaling
....·eapons jsce p. 81(9) wtletbcr they are imp:lIing or not. and all
d:un:lge is treated as impaling.

At l()()li (Po""er 20) density~. an object or per.;Qfl
beha\'cs as if it has the InsubSl:lnti:llity adv:ll1t:lge (see p. 41).

OEHYORATE (RANGEOIPHY5ICAL) LC: 8
You c:ln damage someone by removing liquid from their

tissues. Your victim resiSIS with HT. Armur doc-~n't prnlect
against this, but Toughness docs. Cenain lypeS of crealllrcs
don't have any liquid in their body 10 dmin - rohots. some
aliens, ete. The GM will determine what (if any) effeCI this
JIO""er has on non-hUlnans. You do Id·2 points dalmlge per level
ofl'o\\'er 10 a victim, minimum I poinl.

OE5T110Y LIQUIO (RANGEO/fflY5ICAL) LC: 1
Lets you destroy I gallon per Icvel of Power of a liquid.

You c:mnot use Ihis powef on anything 1h.:tI'S ali,·c.

OISINtEGRATE (RANGEOIPHY5ICAL) LC: 8
Y011 can cause inanimate objects to crumblc inlo powdt:r. This

ilI:1 perm:mcnl erred _ Dur.ation is mcaningkss! You can affl'd oot:

pound per k"e1 of Power. If your POWCT isn't strong enough to
affed :an c:n~ oo;cct. )UI on disintegr.l1e a hole: with :I di:unctcr
of I~ pt.T b'el olPower. This dilTelll fronllhC' spell DisinltKftll...
.... hidl on unly:llTed a whole objea.

All damage (althc r.lle of ld per le.·c:1 of l'ow('l") from this
power deslroys the object's lIit Points. On 13rge objects. lIit
Points :are only reduC'ed in the :lrea ocll,I:llly being wooed (lfI.
This power ignon.:s DR.

EtlJmpfr I: Chemioo is being mu~ged by :I thut; with an
AK-47 :ls53ull rifle (weighl: 10lh Ibli.). Chemieo has
Disintegr.lle-I3<J2): he smiles allhe mugger. oonccnlr.lIC:S for I
turn. :lnd m3kes his sl;;ill roll :It II. A reddish-brown beam
shoots from his cyes:lnd the AK47 crumbles 10 powder.

Emmp/t! 2.- Lacer Ih:lt day. Chcmico needs to bre31;; out of
the cell he ha~ been locl;;cd in. TIle door is 2" steel. bullhe walls
are only normal (3") bricl;;. The brick has 40 Hit Points. His
d:lma~e is 12d. and he rolls 44. a,emico has now bored a holt:
12" in di:lIw:tcr in lhe wall. T....,II holes Imcr, hc's bored a pas­
sage I:,r£e CflOugh 10 escape!

DRAIN SKILL (RANGEDIMENfAL) Le:.3
ThiS power alhJws you to lIntin a normal skill (From llny

GUllI'S book e~cell' Sflper)', escluding magie and psionics)
fronl snl11eotlc's mind. You must spend three turns touching
your victim: to take a skill from an unwilling subject you must
win a Quick Contesl belween YOUf powef leyel plus Sifong or
Wcak Will vs. the victim's Will.

'Ilie Drnined skill will relurn in Power minutes r.alhcr th:tJl
seconds.

This soper-power is similar 10 the Mimic Skill ability (I'. 62)
in thai you can I:lke a skill from:l foe. In this case:. however, you

don'l G:lin the stili: your opponent juS! loses aJll;;nowledge of
il. If you wish to .IUllf:l st.ill from an opponent. you must1ink
(pp. 33 and 51) Drain Skill with Mimic Skill.

@i~(mDD)



1/ liT rolf is no' rruult
Blinded fOC" 3 turns,
-3 OX for one minute.

JO turn:'~ti~-J~D~X::r' :m;;"~,~,;,~.~, ~'3 OX
no elf~ 3secoads at -) DX
no ... ffect no effeel

1/ liT roll is made
1 minute. at -3 OX

if S</lucanc i~ affccled ur not.) Those olJlsi\!c the arca gct a roll
versus 1-11' to avoid ~mne of the na.sb.

1bc effectS of this :m:n'l cumulath'e - once you'\·... nashcd
somronc:. he c:an'l be n;lShcd again until he'$~ from !he
IiTSl one!

DisllJnet

Within 10 hexc:!
of the edge.
of your area

1010 25 be~es

26 10 SO hexes
50+ beliCS

ICY SURFACE (ARENPHYSICAL) LC:4
Covers the noor or ground with a quarler·inch sheet of

clc:lr icc. Footing on lhis surface is vcry precarious. All close
combat and melee lUtllcks. /mJ all active defenses, are lI.t -3 on
an ley Surface. Olher physical skills. including missile and
lhrown weapon 1I11acl.:s. are at -2. Even walking across an Icy
Surface is usually dirlicult - in general. anyone attempling 10
walk or run across an Icy Surface must roll against DX-2 lIS he
cntcrs {'l,ell hc~. If he faits Ihis roll. hc falls 10 Ihe ice. lie may.
with aOOlher DX·2 roll, attempt to stand on his nelitlum. Spiked
footwe3/' wilt negale all penallics on icc.

Icy Surfaces are \....ry difficult 10 see. Anyooc not actively
...·atching the j;round for ice must nuke a roll against 1Q-3 10
lKll:ic... an ley Surface before stepping onto it.

ICE SPEAR (RANGEOIPHYSICAL) LC: 9
You c:an hurl a deadly icicle at a foc:. This dOC$ Id impuling

damage for e\'ery level of Power. It m:ly be dodged 01" blocked.
but only a supcr-pany (p. 81) an pany il.

ICE WALL (RANGEOIPHYSICAL) LC: 4
You C:lll create a wall of ice between yourself and a foc:, or

10 block off a passag... way, or any other application you can
thin\.; of! The wall is tf:" Ihick. per le\'el of Power you have. up
to 6' lall" and I hex wide. See the sidebar on p. 85 fOl" infontla·
lion on the OR and liT of ice walls. This power can't be
enhanced with lhe Increased Area modifier.

HEALING (RANGEOIMENTAL) LC::3
On II successful Hcaling roll. you can reSlore los' 111' up 10

your own Power. Failure costs Id faligue; crilical failure also
causes 3\! d:mmgc to >~IlI! The fatigue cost of JflCcusj,,1 healing
is equal to I for every 2 hits healed.

The l-lc:lling power is al -2 whcn the victim is unconscious.
and -2 or worse to cure disease. It can'l reStore a losllimb. and
is -6 to rcSIOR: a crippled but .....hole limb (e:M;h healer only g"'lS
onc try alany one limb). It can'l bring back lhe: dead.

FROSTJET(RANGEDIPHYSICAL) LC: 6
You can create a siream of frosty ice panide$ to freeze

your opponent. TIle jl'l is one foot wide. with a mnimum ntnge
of I hex per point of damage rolled. It can be blocked or
dodged. bUl ooly a super·patTY can parry it.

ICE 5fflERE (RANGEDIPHYSICAL) LC: 6
You throw b3.11s of ice thai do CNShing <bmage to yuur foes..

They "13)' hi:: dodged orblocted. bul: ooIy a Wpcr·p.1lJYcaR p3If)' iL

~:<=======
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FLASH (AREA/MENTAL) LC:4
You can creatC a nash of light thaI can blind an\! confuse

those ...:dng it. i\n)'one within ~'our area effcct rndius is auto­
mauc:ally blinded fOl" three sccoods and at -J OX for another full
mmute. An)'one: fantler out may be affCClcd if they ,,·CfC fac­
ing )'00 and had their e)es open al lhe time (lhe GM will rule

DRAIN SUPER ABILITY(RANGEOIMENTAL)
LC:/}

This power alluws you 10 lIrain any super allv:lm:igc or
supcr-po"'"t.T from a foc. When linJ,,;ct1 wilh ~Iimic Super Ability
(p. 62). II allows)llU 10 gain the :ability .... hile youroppom:nlloscs
il~ To dr.lin:ln ability. )"01.1 must lno'" 111:11 il aislS. Sense Super
PoWft" (p.~) allo..·s )"00 10 divirx: a ,ictim's ioUJlCT abilities.

SlK'C~§rul usc of Ihis power requires you 10 .. in a Quick
ConiCS!. bcl....c:cn )"oor po"'cr and !he victim's Will in the ca.~ of
a super 3d,'anlage. OC" a Quick Conle:>1 of Powers if drollning a
supcr-po,,·cr. The dr.lined ability remains sone ror I lum per
1c~\c:1 of ..o .... er (as normal); this may be cxtcnded with the:
Increased DUr.ltion modirlCr (p. SO).

FLAME JET (RANGEOlfflYSICAL) Le: 6
This rower lets you ael like a pUrlahle narnelhmwer! The

thin ~trea1l1 of lire will streich I hex for each point uf dmnage
you roll - il may be dodged or blocked. but not Po1ITiC\! c~cept

wi,h a super·power.

FIREBALL (RANGEOIPHY5ICALj LC: 6
You C:H1 hurl a ball of fire :11 your enemies. II nOl only

bums. btu can ignite hair. clOlhjn~. Of' oilier nanmmhlcs. This
rnis~ilc can be dodged or hlocked. bUI nOI parried cxcept with a
supcr-JlO,,"er{see p. 81).
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ULUMINATE (AREA/MENrAL) LC: 1
¥ou can C:lU.'rC an object or an area 10 glow. lighting up the

surrounding area. Dur:uion is cllpresscd in minutes mlher lhan
w=.

ULU510N (RANGEO (5F£CJAL)/MENrAL) LC: 5
You can crc::ue realistic illusions 10 name and misdirect.

For tach 3 full I(\'ds of Power. yoo can make a phanl:l!lm I hex
in size. Think of them as holosrams; lhey cannot mo\"c. nor can
they do damage to anyone. Evc:ryone can see them, and cameras
.",ill photograph them! Physical objects pus through the: illusion
Iwmlessly. and anyone inside the: hex with the illusion tan sec
out normally.

If)'ou are creating an illusion of i'Omc:lhing you',·c never
seen. cVeT)'one who 5en it geu an IQ roll on fim sight. If they
me this roll. Ihey notice something MInong" with the illusion
(not necessarily thaI il is an illusion. just thaI there is sonlelhing
Slrange about il).

Duration is expressed in minules rather lh:rnlums.
Spuiaf EnhanC<'m~n': You can animate: your illusions.

though to mo,'e lhe'm about, you need the' next enh;anccmcnt as
.,~Il. +2O"k.

5p«wl EnhanCf'm,rrl: You can mo,'e your illusions about.
This won't 1\OflTJ:111y Jook natural unle» you can also animate
them. +20%.

INC1lEA5E O£N5ITY(IlANGEO/MENrAL) LC: 4
You h:we the: ability to nuke objects or people more dense.

.,-I;ich incrasu their weight. The Si7.e of an object you can
affect depend.!; on your Power. Power up to 5 can affect a I-hex
object. Power 6-10 a 2,he'x objecl, Power 11-15 a 3·hex object.
and so on. Uving crc:aturcs rc:sistthis power ....ith HT. .

Each level of Power allows you to inc«:ase thc: ....eight of an
inanimate object 100%, or a living Cre3ture by 20%. For e"cry
full 100-lb. increase, the subject gcts an extra DR I against
crushing damagc (see p. 38), and any knockback is decreased by
I hex, 1lJe CXtra weight will count 3S encumbrance if tl1c subjcct
isn't strong enough to carry it, though! Any body weight o,'er
15xST counlS as eneumbmncc.

£ll....,plt: Black Diamond has Power 13. Ik can increase
the weight of II 10-lb. Uzi submachine gun by 13xlO" 130 IDs..
or 10 incrt'asc the weight of ISO-lb. Jonny the Thug who is firing
it by 260% (2.6xI5O '" 390 IDs.) 10 a tOlal weight of 140 Ibs. for
the gun, or 540 Ibs. for the thug. Since the thuJ: had ST 10, the
absolute maximum weight he could carry would be 150 tbs.
(I5xST) plus 300 IDs. (3OxST: &et: p. B76) for a lotal maximum
of450 Ibs. Jonny would cllJmple lO the ground and lie very slill.

If you inerell$C someone's weiJ:ht beyond the maximum he
can carry (30xST), there is a chance thm he will take crushing
damage. On each tum that a victim's weight is beyond maxi·
mum, he ll1ust1l1ake a liT roll to avoid IlIking Id crushing dam­
age (armor docsn'l prOleel, Toughness docs), with a minimum I
poim of damage no mailer how high his Toughne.ss is. lbis I·IT
roll is modif'itd by·1 per 100 Ibs. he is over maximum weight.

INCtlEASE GRAVITY (IlANGEO/MENrAL) LC: 6
You can amict any subject with inlenst gravity. slowing

movement and redueing ability to function. Gravity is increased
on th.e subject by 10% for e"ery 1e,'e1 of Po.....er you have. Each
full 20% incrc:asc lo el'll DX by I for everyone anacked. and
each 4O'l> increasc lo ers HT and IQ by I. Anyone allacked
also has their weight incn:ased by the same pereentage a.~ the

gravity. Rememher. :lll weight :lboye 15xST is COUllled as
cncUlnbrallce.

If the field is cnhanced to :lrca cffL'l:t. all mi~~ilc lire lltal
entcrs or leaves this field is Ul -I lO hit and -Ion damage for
every 20% increase ill gravity. The field only extellds 2 )'ards
above ground. lhough!

Anyone :Iffected by :l high.G fiell!. or ~tepping in, must
make II DX roll "eI'llUS his modified OX to stay starKiillg. If he
falls, he mkes 2 + (,,"cumbrtIllCf") turn, to rise. Treat this fall a.~

2 yanls x grtll';'>' to dctermillC falling di~tance.

LASER (IlANGEOIPHY51CAL) LC: 9
You can generate beanl! of coherent light that do Id-I

impaling damage per le"el of the Po\Oocr, 1lJe) rna)' be dodged
Of blocked, but not parried e:u:c:pt \00 Ith a ,upcr,pa1T},
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LIGHTNING (IlANGEOIPHYSICAL) LC: 7
YOll can slJOOI bolls of electricity through the air. frying

those who oppose you! Any electrical equipment hit with this
will not only lake damage, but will react as if hil willi a Surge
(sec p. 64). A lightning boll t'I/II'101 be tired through a melal grid
(bars. a chainHnk fence. cIC.) as it will groumJ Qui and disap­
pear. and melal armor dot:sn'{ prOlcd much - treal it as PD O.
DR 1.

Sf'Fein/ Lillli/Il/irm: Only works lluldonTS during a IhumJcr­
Slorm: -60%.

MAGNETIZE (RANGED/MENTAL) LC: 5
This power will make any object magnetic. You can affect

up 10 10 Ibs. of mawri,i1 per le\'el of Power. The strength of
allr..lclion is also b;lsed on Power. All ferrous metals (iron. sicel.
nickel. and coball) arc allmelcll \0 1111, ubjccL as if " Telekinetic
(see p. B172) of your Powcr Icvcl was moving thcm in thM
direction. Determine speed from the sideb<lr on p. B173.

If the object magnetized weighs kss than thc ferrous metal.
the object will move toward the Illclal!

Special Umi/lIIiol1: 'Ibc [)Ower affects ferrous metals ",,1.1'.
-30%.

METABOLISM CONTROL (SPECIAL/PHYSICAL)
LC: 1

You can control your "involuntary" biological functions
such as pulse. blood 110w. digestion. and respir:ltion. This
allows you to cnter a demhlike trance; a dOClUr must win a
Quick Comest of Skills (Physici:ln~2 v.~, skill level) to reali7£
that you aren't dead. While in this trance, you arc Un~IWarC of
your surroundings. You may .~et a Illelllal "alarm clock" that
will awakcn you after a cenain amoUllt of time has passed. and
you will autornalieally awaken if you take an)' damage.

Oxygen requirements arc reduced when using this power.
Each level of Power reduces by 5% the air needed to stay alive,

With the Affects Others enhancemettl, this skill will let you
put others into a trance, but Ilot lwrm them in any way.

H..wmple: If you were tr.lppcd in a roolll with only two

'PER-ABILITIES!

hours of air left, :lnd had Power 14, entering the tr,mce would
reduce your oxygen requiremcnts by 70%, allowing you tu
breathe for over 6~ hours (120 minuteslO.3).

MIMIC SKILL (IlANGEOIMENTAL) LC: 2
This power allows you 10 copy a normal skill (from any

GUNI'S book except Supers, excluding Illagie and psionies)
from someone's mind. You should keep track of how many
skills you have absorbed - this number can never exceed your
Power.

You l11ust spend three turns touching your victim: to take a
skill from ,1II unwilling subjcct you must win a Quick Conlest
betwecn your skill level plus Strong or Weak Will vs. the vie­
tim·sWill,

The powers you absorb are at (pmr SI/lt)+4 or the subject's
sk;\lleyc!, whicheycr is lower, and laM 4d days.

'Ille vielim docs nOI forgct thc skill during this timc - but
sec Drain Super Ability. p. 60.

MIMIC SUPEIl·ABILITY (IlANGEOIMENTAL)
LC:7

This ;s similar to Drain Super Ability (p. f>(l), but the vic­
tim doesn't lose usc of the ability after you sueecssfully
mimic it! As for Drain Super·Ability, each [)Ower must be tar­
geted separately. You may mimic up 10 Power abilities at one
lime.

It t<lkes two full turns of conccmration to mimic a super
ability. At thc bcginning of the third turn, you roll a Quick
Contest between your Mimic Super-Ability skill + Strong or
Weak Will and the victim's Will (assuming an unwilling vic­
tim). An unconscious victim cannot resist. If yon make a critical
r<lilure, you gain a randoll1 mcntal disadvantage as per MOflJh
Mcmory (p. 63).

Super-powers are mimicked at (DX or lQ)-4 or the victill1'~

skill level. whichever is lower. Just because you have the ability
doesn't 1I1<11.:e you good at it.

Mimicked .~uper·powcrs:lre retained for Id days: mimicked
super advantages <Ire retaincd for Id-2 days (minimum I).

Use of this power requires an expenditure of 5 fatigue
whether it is successful or not.

MIMICRY (5PECIAL/PHY5ICAL) LC: 2
Yuu can duplicate any familiar sound, or ;Iny unfamiliar

sound thm you have memorized. To memorize a sound, yuu
must spend fivc minutcs listening to it. and make a successful
IQ roll.

111is power c,rn ;llso be used to imitate voices. To memorize
someone's voice, )'011 must spend <It least one hour listcrling to
the person talk, either live or 011 tape, and make a successful IQ
roll.

If you fail your memorization roll. you must wait at least
om: day before attempting to lllel11urize the same sound or
voice.

MOLO EAIlTH (MEA/MENTAL) LC: 4
You can mold eanh into any shape you choose. When the

duration expires, the earth will crumble back to the ground,
This power doesn't move the ground quickly enough to he
used as a wcapon unless the victim is unconscious or other­
wise restrained from moving as tbe ground rises up and coyers

him.
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MOLO STONE (RANGEOIMENTAL) LC: 4
This po.....er allows )'0\1 to shape 2 lhs. of stone or brick per

levcl of Power. l1Je stone will retain tile shape it is moltled inlo;
fOIl oould make a doorway through a brick wall gh'cn enough
lime. (One: brick weighs approximately J1J:! Ibs.)

MORPH (SPECIALIMENTAL) LC: 40 FOR
FIRST LEVEL. .3 FOR SUBSEQUENT

This power allows )'011 to ~UIllC' the (ann of :any cn:ature
or person )'oo'\"1: memoril'.cd (see below). 11Ic cost for the lim
k"d - the basic Morph ability - is -to poinlS. Eoch !e,'col of
f'o'o\.'cr leIS )'00 ,"ary your size: ;lnd pruponion:lIc: mas... plus or
minus 10'l> (e.g.. Power 8 can gain or reduce: mass by 80%.)
Thus. al lhc: basic Icn'l you cOIn 13ke: the: form of anyone:
ntar your size. AI higher Icvels you call change: )'our size:
lignificamly.

Abon~ Power 9. )'011 canl10l lose fUMher Illass _ you cannOl
ha\'C less than 10'l> of your I1Qmlal m:L~S.

When you change. you gain the ph)'sicfI/ appearance of
)'our larget (induuins his voice), but dou'tl;ct uny of his knowl·
edge. powcrs. or mcmorics. You do retain nllllf your own pow·
ers. though. nnd your allributes rCllluin unchangcd. It lakes 1
tum per 10% ch:lItgc in mass for thc 1110rphinl; to finhh. :lIld thc
same urnuunt of timc to dWl1ge back into originul form. II" you
include cJothinl; in the change. it ellnnot be removed. as it's
aetually pnn of your body!

Whcn impersonating someone. there is a chance you will be
discovercd by his :lssocimcs. friends, or fnmily. Evcry timc you
encounter somcone who is fnmilinr with the person )'ou'rc imi­
lating. Ihnl person gets nn IQ roll to spot n difference. modified
as follows.

Dsunl acqunintancc: -4
Daily 3C<luninlanc:c: ·2
r-riend: +2
Close Friend: +4
<Jose F31TIily: 6
Emp;llhy Ad"nntage: +3

A fe...• po""~ .... ill help reduce your ch.:lnccs of ~ing spol'
ted: Adins 12+ sulMr:lClS 2 from the IQ roll. Fast Talk 12+ sub­
UXls I.

£rUIII(Ilc: MOfJlhomoon ('111e SalTlOOn Shifter'") wishes to
morph into Zecrox. the Duplicating Girl. whom he mcmorized
during a night of dl'\Jl1kcn revelry at SuperCon c:lrlier this ycar.
Morphumoon would physically appear to be 7..celllx. but would
not ha\'e ZeeIllX'S Enhnnced ST or Duplicatwn advnniliges. nor
I'oould he be ablc to use her Blinding power.

Sfl"f·i(lI/~Il/wllccIIJl!III: Doesn't need Murph Memory.
+100%.

MORFH MEMORY (SPECIALIMENTAL) LC: 2
You usc lhi.~ power to ndd fonns 10 your Morph "~hal)C c:ll·

:ilog," Each level of Power nlloVo's you to learn one fomt. To
learn a new form, )·ou must spend 3 turns touching the subject.
If the subject is intelligent, conscious, and uneooperative. you
mUSl win a Contest of Skills bet ....·een his Will and your skill
,..ilb Morph Memory. (Your Strong or We3k Will is added/sub·
I!:ICted froln )'our skill.)

Use of Ihis power is tiring - it costs 10 fntigue points per
usc .....hether )'ou succeed or fnil. In the C:be o(n critical f..il·
lII"C', )"ou acquire: one of )'OtIr subject's menIal disa(h'antascs:

if he doesn't ha,·c any. Ihe GM will nssign hi Quirb that you
piek up. This disndvalllage is pennanelll (until boughl ol"f i'h
earned character Il'lints). In lhe cnse of an animal. )"ou iIl
acquire somc of the manncrisms of lha' 'IJoCcies, requiring S
points to buy off.

If )'ou wish. )'011 can "overv.·ritc" n memorized form .... ilh a
new one.

NEUTRALIZE FIRE (AREA/FHYSICAL) LC:2
l..cls you nh.mb fire into your hody .. , u!>Cful fur pUlling

uut furcst fir<!s or dcfcndil1g a£<llllst n:uncthrowcrs. Yuu are :It

-I to skill per hCK betwecn you and the Ihl1lcs. If you are in thc
middle of a large fire, the outlying ponions of the fire arc dr.lwn
inward to you. decreasing the fire by the nurnhcr of hexcs
encompassed hy your Are:l. This powcr rC1luires I lum per hex
radius 10 ahsorb.

You .....on·t take damage from a normal fire as long as )OU

an: neutrn1i7jnl; it. If you fIlii a single skill roll, you're unhun,
but if yOti fnilt ....·o in a ro..... you will be burned on thallum, noo
on subsequcntlurns ....·hen )'ou fail.

£fampl~: Flamin' Jnne hns I'o .... er 10, and 2 1e\'e1s of
Increased Area, ~ ,he can nffccl n "'-hex radius fire, which
eoconlp3S$CS 37 hexes (see sidebar. p. .30). She is in n 7G-hex
office building that is completely on fin:, so atlhe end of.\ lums
Ihe fire is do....·n 10 33 hexes. In another.\ lums she C'OIlki e.\tm·
guish it!

This nssumcs n 5lXr fin:. For n much hotter fin:. reduce the
effect proponionalely, If hne .....CTl;' in n l.0Q0.dcgrcc fire. she
.....ould neulrnli7.e only half "'-~ many hexes at a time.

This po....er can also be used to gi,'c exIra DR asainSl namc
nllaeks. A successful skill roll must be made to turn it on:
Dur.uion is nonllnl. During lhat limc, DR \·s. nanl(,' i, equal 10
the number of hcxcs of normal fire that the !lll.....cr could neutr"l·
il.e. divided hy 3. So Janc can use her power til gct an eKtra DR
of 37/3, ur 12. Ilg:linst name all3.cks.

NEUTRALIZE SOUNO (AREA/FHYSICAL) LC: 2
You elUl crcate an 1m:" of ab"olute silcllcc. Anyone in_~ide

thi.~ arca C<lll only cUl11municate hy sigl11allJ;llal;c. gC'tlln', ",rit·
ing.or.elepalhy.

Pl.ANT GROWTH (AREAlMENTAL) LC:.3
You can cause unusu..1 srowth in plants withi'l )'our area.

You must take the Selcel"'e Effect (p. 51) enhaoceme:nl if)"()ll
.....ish 10 only affect ("('n:lin plants. Acceleration C"nuSt's lhe plallt
10 experience: I'ower )"ears growth in I lurn. Each usc of thi~

power costS 3 faligue. You can usc: Ihis po .....cr up to Po.....cr
tilllt':'l OIl an al\'n Of a plant: nfter lhat, il cnnnOI be affecled for
a )'enr of fCnlllme.
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RING OF FIRE (AREA/PHYSICAL) LC:;3

YOli can .~ulTOund an area with a ring of names. Alllargcl­
ing inl0, OUI of, and lhruul;h Ihis ring is treated as if it wen: a
hex of darkness (see p. B163). No one inside the ring ",ill take
any damage unless he tries to cruss it; then he lakes darn"gc
equal to half the normal Power of the rinS's creator. This fire
will nOl ignite flammable malerial other than that which (KIss<-'"
through it.

5AJ/O JET(RANGEOIPHYSICAL) LC: +
This power allows )"00 10 crC:lle a thin jet of sand 11131 will

blind and confuse )"OUf enemies. The jet e:m be dodged or
blocked, btU not parried except by a super-power. An)'ollC hit
with the jet will be blinded unlil they can make IWO succes.~rul

HT rolls in a row (one pef HIm). This jet will al"" wreak 11:...oc
with almost any machiTK:l)'!

SENSE ANIMAL (AREAlMENTAL) LC: t
This ",'iIIlell you the numbn". type:. arKI1ocation of an)' land

animals or birds within your Area of Effect. All areas :are
expressed in miles r.lther Ih;p,n hexes. 1be G"'I makes lhe skill
roll: on a failure. he lies to yoo ahoLit ""hal )'OU sellSC',

SENSE FISH (AREA/MENTAL) LC: 1
You c:l1l sense: the number. type. and location of any aquat·

ic :llIinuis within your Area of EITect. All areas are e"prcsscd
in miles r:uher than he"es. TI1e GM makes the skill roll; on a
failure. he lies 10 you aboul whal you sense:.

SENSE PLANT (AREAlMENTAL) LC: 1
You can sense lite number, type, <llId IOC:ltion of :lIty

plams within your Area of Errect. All :lrc<lS ;ttC expressed in
miles t:uher lhan he,(es, The G~'l makes Ihe ~kill roll: on a fail­
ure. he lies 10 you about whal you sense.

SENSE SUPER POWER (AREA/MENTAL) LC: 3
A successful usc of lhis powcr ullows )'UU 10 lell irthcre arc

any super-powered beings in Ihe area: a second successful roll
will locale lhem, If u!.ed against a specific sUllCr. roll a Quick
Comest of your Power versus his Will. If )'OU win, you learn
whal his mosl powerful (GM's call) super abilily is, YOtJ lIIay
conlinue lO use this power against the same foc, E:tch s.ucccssful
use reduces his chance of rcsisting by a eumulali\'e ·1, The sec­
ond successful roll detects his second mOOt powcrful abilily.
:100 so forth. Normal rndius is 10 yards roilier Ihan 1. aoo each

level of Increased Area adds an "dditional 10 yards 10 Ihe
radius, The GM makes the skill roll; on a failure, he lies 10 you
<lhoUl wh<ll you sense.

SHAPE ICE (AREAlMENTAL) LC: t
Yoo C;ln nmld icc in lhe arca imo ;lny shape you choose, If

lhe fonn is stable. il will remain afler the duration C:oipires. If
un>tahle. il will ooll<lpM'.

5HOCKWAYE' (AREAlPHYSICAL) LC:9
A shoel.:""',"'e :1U;lCk innicu Id crushing d:un:lge per level

of Powcr to C\'cryonc in the :m;:;l of eITCCl; knockback direction
is in <I straight line II"''')' from the cenler of the ;are;l. If you
choose to be al the cemer of the effect. )'00 tate no damage, If
)'ou arcn't lhe center, and gel caught in lhe OUllying area. )'OU
tate normal damage,

SMOKE (AREA/PHYSICAL) LC:;3
You can cause an area 10 lill with thict smoke (color choice

is a special erfect!), ru linc-of-sight :and visKm purposes.. IfNt
Ihis as a hex of lhe Darl,;I\C':SS spell (sec p. 8163). An)'Ol'Ie iMidt,
Ihis cloud must roll againSI HT or be temporurily blinded for
Id-3 turns afler lie leava lhe smoke umil his eyes stop ""Icring.

If you take the Doesn't llano User enhancement (+2CJ"1,).
)'ou c:l1l s.:c through your o""'n smote. and it won't harm you.

Anyone with the Nictating Membr:me :Kh'anlage is immune
to lhe blinding cffecu of the smoke cloud.

SONtcB/.A5T
(RANGEOIPHYSICAL) LC: 7

You ean emil a bUtsl of focused,
high·frequency sound lhat can pummel
lksh and shaller brink OOjccIS. doing ld
damage per le\'c:1 of Power. Crystalline
objects (and most rnt:'Ials an: cryslalline
unless specifically alloyed lo be: amor­
phous) are vulnerable to a Sonic BL1st;
Ireal it as an armor-piercing attack
(p. -19) which bypasses IN of the DR,
Dlle further Icvel of AmKlt Piercing can
he bought u.s an cnharICcmenl.

SI'tdlll UmiWlit1n: No armor­
piercing effeclS againSI melal and
crystal. -20%,

STONE MI5SILE (RANGEO/PHYSICAL) LC: 6
You can creale Dnd hurl a rock that does crushing damage

upon impact. This missile eml be dodged ur blocked, bUl nm
p'lrried except with <I SU[lCr-powcr (sec p, 81).

SURGE (RANGED/MENTAL) LC: 4
This power c<luses a power .urge in "n eleclrical device,

For every 2 poinlS yuu be<ll your skill roll by. Ihere is a cumula­
live I in 6 chance Ihat the item will short circuit If you make
your skill roll by more lhan 10. it aUlomulically shorts, On a
crilic<ll su~-cess, the equipmenl catches fire!

If you are surging a de\'ice lhat has Invulnerability to.
ReOection of. or Absorption of Electrical damage. each 11'\'1'1
subtracts 2 from your effective Power.

UJ/mllle: You have Surge-I 3 and matI' a skill roll wilh a
10, Since you won by 3. lbere will be a 2 out of 6 chance ror

R-ABILlTlES!



!he objec1 10 shon OUI. Yoo roll a die, tl'}'ing for a 2 or less.
You get a 2, and the de\'ice flues. pops, and smokes!

VAaJUM (AREAlPHY51CAL) LC: 4
You can dcstroy the air in an area. 'nlis normally results in

a loud lhunderclap as air rushes in to fill the newly created
sp.:u:e. In :t closed environmcllt such as a scaled aillJlmle cabin
or a space shunle, this willlea\'e nothing to breathe!

The thunderclap docs Id-2 damage to anyone inside lhe
area who docsn't m:lke a liT roll - a critical failure on this liT
roll results in deafness for Id hours.

VIBRATORY BLAST(IlANGEDIPHY51CAL) LC: 9
You can proje<:t a bolt of vibratory energy that does Id

irrlpalif/g damage per level of power to living targets.
Crystalline objects (and most metals arc crystalline unless
spet"irKtllly aIlO)'ed 10 be amorphous) can be shanernt by vibra­
tion: treat it :as an annor-piercing anack (p. 49) which byp:wes
I~ ollbe DR. One further le\'el of armor piercing can be boughl
1'l an enhancement.

5p«i/l1 UmitaliOf/: No 3l1J1Of·picrcing effects against metal
and cryMal.•20%,

WALL OFFIRE (IlANGEOIPHY51CAL) LC: 5
You can create a wall of fire that stretches for Powcr hexes

in length. and Power/J belles in height. All targeting through
this wall is treated as if firing through a bex of Darkness (sec
p. 8163), Anyone passing through the wall will take damage
equal 10 half the nonnal Power of the creator of the wall.

Other appropriate special effects can he substituted: this would
....·orkjuSl as .....ell:a.~ a Wall of Blades or Wall of Stinging Flies.

WARM (AREA/MENTAL) LC: 2
You call misc the leUlllenl\un: in an arcn. up to u nmximUIll

of HI" JX'r le\'cl of Power. Otherwise, this is tre:lled as Control
Tempcnllorc (p. 57).

WA7E'R CANNON (IlANGEDIPHY51CAL) LC: 6
You can hit )'our foes with a blast of water thai docs crush­

ing damage. This can be dodged or bllXked. but not parried
t.\cept with a super·power. It will also short-circuit most electri­
cal equipment. ruin p:1pelS. fiJI swimming pools (Power gallons
per serond), and so on.

WA7E'R JET (IlANGEOIPHY51CAL) LC: 5
This ability allows you 10 sh()()( a high-pressure jet of

water at someone. Range is doubled; damage is doubled for
knlXkback purpose.~, and halved for figuring crushing damage.
The amount of water is the s:nne as per Water Cannon.

£.wmplt': Power 5 gi~cs yOll a 5d Watcr Jel. If you rull III
on the damugc, your turget would lake 9 points cnlshing damage
nnd 36 points of knuckback. He would be knocked back 4
hcxes.

WAVE OFEARTH (IlANGEOIPHY51CAL) LC: 6
You can cause a wall of eanh 10 rise from lhe J;tOund and

smash down on a foc. doing ld damage JX'r le\'el of Po.....er. If
invoked in an area that is not bare ground (a pa\'ed 101. etc.). the
wave doe.~ dalllage til the co"cring material first. likely destroy­
ing it in tbe process.

WHIRLWIND (AREAlPHY51CAL) LC: 5
You can create a miniature tornado! If the r:tdiu$ of the

stonn is 2 hexes or grealcr. the center hell. will be an "eye" of
calm. This whirlwind will pick up objects weighing up 10 30
Ibs. per hell radius. Anyone caught in Ihe wind must make a
5T-S roll to keep Iheir feet {unleu (he wind is strong enough
to lifl their weight. in which ease they don't get :I roll!) and
are :11 -5 on all OX based powers. Missiles. Jeb. or other
ranged attacks into or through the wind will only hil on a
critical success.

This wind will also have OIher side effects - paper. le:l"es,
and other light debris will be stirred up in an area equal to twice
the rJdius of the stonn. c:lIldles will be blown out. etc.

WINO BLAST(IlANGEOIPHY51CAL) LC: 6
This power crealcs a high pressure blast of nir thm hits

its t:lrgct with danmginJ; force. The maximum rHnGe is I he~

per poim of damaGe. II may be dodged. but nOI blocked or
parried.

WINOJET(IlANGEDJETIPHY51CAL) LC:5
This is n variant of lhe Wind Blast power (alxl\'c). DamaGe

is doubled. but only does knodIDllck damage to its target. It may
be dodged, but nOl blocked or parried.

£ramplr: One of Dr. 5kuJrs agenl~ is hit with a 44-point
Wind Jet. He is knocked b:tck 5 hues but OIherwi<;c unhurt.

However, he falls imo a cement mixcr ...

-ABILITIES!
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OONDERFUL

DEVICES PLAY
A LARGE PART

IN MANY COMIC­
BOOK SCENARIOS. A
HIGH-SCHOOL NERD
STUMBLES ACROSS
THE WRECK OF AN

ALIEN SPACESHIP AND
USES THE DEVICES
WITHIN TO RIGHT
WRONGS, OR A GENIUS
INDUSTRIALIST BUILDS
A SET OF POWERED

ARMOR THAT TURNS
HIM INTO A SUPER­
CRIMEFIGHTER.

WITH THE RIGHT
GADGETS. A
"NORMAL" CAN
BECOME, FOR ALL
PRACTICAL PURPOSES,
A SUPER.

I
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t4fCHAHICAL MADNfS~!



GADGHHRING: INVENTING NEW DIVICfS
Characters in the comics often usc equipment that is years ahead of its lime

technologically. So, in kceping with Ihc genre. players may create:l "gadgeteer"
hero able to design and build high-tech weapons. tools. annor, ctc. according to
the rules thai follow. For Ihe Supers genre. these replace the "new inventions"
rules on pr. B 186·187 (sec SillIer £qllipmem. p. 68). A gadgeteer builds technO"­
logical equipment Ihm the OM feels can be rcasollubly accomplished. Gadgets
that have a super-skill or supcr-mlvantage as a power can be bought with chamc­
ICT points. bUI not "g:HJgclccrcd:' and don't require a scientific explanation.

A ehameler must have thc Gadgeteer adv'lnlagc (I'. 14) to create new equip­
ment, bUI it isn't required if the player just wishes to purchase special g:ldgets,
or even super.equipment. when creotting his clt:lraeter - see the sidebar. This
advantage renects the character's uptitude in creating /lew equipment or modify­
ing existing equipment. It doesn't just mean the hero is unusually smart or
knowledgeable: it represents a broad, intuitive eupaeity for inventing,

Every gadget has a specific area of knowledge required to create it. The
gadgeteer Illay wish to specialize in one or two areas to start, then exp,LIld his
horizons as he progresses in experience, The OM will assign lhe prere(luisile
skills for each gadget,

"'EATING NEW EQUIPMENT
Creating new gear requires the super 10 have a good understanding of the

field he is working in, For exumple, a character trying to invent a new type of
weapon /Ill/Sf have a high skill in Engineer (Weupon Type) ill order 10 succeed.
The level of expertise required should depend on the complexity of the device
(which is decided by the OM):

Simple gadget: requires ski1l12·14
Average gadget: requires skill 15-17
Complex gadget: requires skill 18-20
Amazing gadget: requires skill 21 +

Players who want to create a /lew gadget must have an explanation for its
operation, and mUSl describe it to the OM in a 10gic:Ll manner. 'nle OM is free
to accept or rejcet the design depending on ilS feasibility. If the item violates
an~ laws of nature or goes totally beyond known science, it has moved i11lo lhe
realm of super-equipment (p. 68), and is purchased as such.

TIME REQUIRED
A simple gadgel will only take ld-2 (minimum I) days 10 develop. Average

complcxity Cill1S for 2d days. a complex gadgct takes Id months, and an amazing
gadgct tukcs 3d months. These times assume that the super works eight hours a
day on the invention. If thc gadgeteer works 16 hours a day. time is cut by 50%,
but hc must make a HT roll each morning or lose fatigue as if he only got a tmlf­
night of sleep (see sidebar, p. B (34). F,Ltigue lost in this manner can't be regllincd
without taking <l break from the project. which will add 1d days to it! If the super
has lhe Docsn'l Sleep advantage, only I fatiguc roll per week is nccc.."sary.

At the middle of lhe projcct. the super rolls against the skills the OM
required for the particular gl1dgel, A failed roll l1dds 50% to the time to com­
plele the gadget. On a critical failure lhe gadget is destroyed - all work is lost
and the dc\·e1opment cost (below) must be paid ovcr again. A criticul success
means thallhe item is finished immediately!

'111is skill roll is modified by the complexity of the gadgct - no modifica­
tion for simple: -2 for average: -4 for complex: -8 for Hl11l1zing.

GADGHSFOR
NON-GADGHHRS

Many ehar.lCLers will jU.<L wish Lo use
high.Led, equipment _ Lhey couldn'L care
less how ;1 was made. as Ions as it works.
Mere u~e of Ihese gadgels d"esn'l require
the Gadgeleering adv:unalle - jusl m"ney
"r eharneler poinlS.

lL is up 10 lhe Gl\t 10 decide whelher
Ihe tlesired gadget has already been
invemed. If nol. Ihe PC mllst find a gad­
Ilcteer and conunission him 1" in"em the
Ihing, paying Ihe developmenl cmt (see
p. 6H) and wailing lhe required lime for
re~ull,<. TI'en Iigu,.., Ihe produclion ellSI as
(lCT p. 68. lim! ehurSe the ehamcler 150%
of,hat amounl.

On Ihe olher hand. if Ihe device has
alrcudy heen in"cnled llnd is in produc·
lion, il need nOI be dc,·c1o(ICd. If Ihe PC
can find Ihe source. he can huy the item al
t50% oftl'>c produelion cost.

tf Ihe I'e can't afford Ihe COSI. and
dOCS"'1 hllve (tlr w,ml) a palron who will
I'")' for his equipment, he may spend char·
aclcr poinlS III gel money - I charnCler
p"int equllls one momh's sal:ll)' al his reg·
utar joh. lIr Hf he has no job) al the best
job he is qualitied fur.

GAOGE



TL IllcremelltComp/exit Base Cos,
Simple $50, $100.000
Avcrng:~':-... -!S:('IOO~OOO~ S~25~O,,*OOOl*"'"

Complex $250.000 $500.000
Amazing $500.000 $1.000.000

GADGETOEVELOf'MENTCOST

GADGETHR'HG DUR'HG ADVEHTUIlU
At least as important as the ability to build gadgets is the ability to modify

and analyze equipment during the course of an adventure. The skill roll required
to successfully figure out an item is the same as the roll that would be required
to create it.

Tl? modify someone else's gadgct requires Id hours. and two such successful
skill rolls! The GM will have to usc his judgment to decide what modifications
could reasonably be made in each particular case.

The second class of equipment covers things that arc not available at all)'

re3.~onable tech level - Wristbands of Bullet Deflection. Amulets of Weather
Control. and other items that enable anyone bearing them to use a super-ability.
This could be either an Advantage or a Power/Skill combination.

Gadgets of this nature are usually purchased strictly with charncter points,
:IS many items will be unique. while others will be beyond the pocketbook of
even the filthy rich. When the campaign requires it (e.g.. for the 1ST balliesuits
described on p. 98). the GM may set a cash cost for super-items. but in general
that cost should not be assessed to player charncters. In other words. if 1ST bat­
tlesuits are mass-produced. they must have a price. but most PCs will acquire
them by going to work for the 1ST and laking the U.N. as a Patron.

Begin by figuring the point cost of each Advantage and Power/Skill that
the gadget possesses. Skill cosls arc computed as if the skills were being

SUPER EQUIPMENT

Production cost varie~ from item to item. If the gadget exists in GURPS
Space or the GURPS Basic Sel. use the cost of the item as a base production

\ cost and double it for each difference in lech leveL acclIIIIIl{ming the cost!
~. Example: Gadget Master wishes to make a Holodiston Belt (p. 547). This is

:1 TUO item lhat uses a holographic projector to diston the appearnnce of the
wearer. giving the wearer some small bonuses in combat and making him almost
impossible to sec.

The GM rules that this is a complex item. so the base development cost is
5250.000. Since TLIO is 3 tech levels above the campaign TL7. there is an addi­
tional $1.500.000 (3xTL Increment) development cost, bringing the total to
$1.750.000.

This item sells for $4.000 at TLiO. The difference of three Tech Levels
causes the price 10 double 3 times; $4.000 + $8,000 + $16.000 + 532.000 '"
$60.000 per itcm!

"'1=========
LOANING OR SHUNG EXffNSES. .

Creating new gadget~ IS very costly. Tools, raw matenaL unusual pans. lab·
GAOGfTS oratory space. CIC.. all require money. The GM will assign two costs [0 an item-

If a g:>dg~l....,r charnClcr i~ a member of DCl'c/opmCll1 COSI. which must be paid before any item can De fabricated, and
the party. there will he r;nlcs when the Production cost. which musl be paid for each item created.
olhcr Char.ICICI1i "'niH 10 USC hi.\ devices. Development cost is a function of tech level and complexity of an item. The

Rc~lislic"lIy. unles.' " g;ven device
rC'luircs special knuwlc<lgc. anybody following 13blc shows the Base GoJ/ for an item at lhe campaign lech level. and
.\hould be able tu u~c it. Body armor. the TL II/cremell/. lhe cost for each additionllllcch level ,lbove the campaign.
recoilless .....e~pons. gas grenades. and so
on a", simple 10 use. lIuI in lenns of game
habn«. one gadgelCl:r ~h<l\lld nOI be able
10 (IUlnt Ihe whole party wilh ~\lper­

oJc,·icCli.
In J;cncra1. Ihe GM should r",lriel the

usc of gadgcl~ lu lheir cren!ors cAecpl ;n
ullusual cirCUIllSlanees. Non-gadgelcers
shuuld be unwilling 10 1'1:1<:" lheir bilh in
unfamiliar oJc,·ices.

,\!lcmali'·cly. if a gadgclccr'S fricnds
wam to USOC SOn~ of his devices. they Can
pay charnClcr poilUs for Ihe pri,·ilege.
T1'.ey do nOl have 10 be gadgeleers dlenl­
§c1"es; Ihey would buy Ihe devices as per
Ihe sidebar on p. 67. paying points for
Unusual Bac~ground nud I1llmey l"or lhe
gadgels. In Ihis case. Ihe lJnuso:1I
Boc~ground is ··11.ll; gadgeleer friend"!

ERING!



OISAD_ES,wO SUFEIl·OISAD_ES
Disadvantages can be purchased in clI3clly the s:lme way. The value of the

disadvantage is suhlrnctcd from the tOlul point value of the gadgel. It is possible
for a gadgcllO have a zero or even a negative value!

The item is easily seen and recognized, and could be I3rgClcd in combat. Hit mod·
ifiers are delCnnincd by the item's size. An unbreakuble item CUlUlOt take this modifi­
er. An item th:u only has a -5% Breakable modifier only gCl~ 1/.1 this cost reduction.

No penally to hit: -25% -6 to hit: ·10%
·2 10 hit: ·20% ·8 to hit: -5%
-410 hit: -15% -10 or more to hit: no bonus

GADGET LIMItATIONS
It is assumed that gadgets are nOI unique; Ihal is. they can be replaced. They

llIC unbreakable. and cannot be taken from the owner lIgainsl his will unless he
is helpless. Howc\'cr, limitations can be laken to make the gadget more vulnera­
ble but less COSIly in points! After the base cost of lhe gadget has been dctcr­
miDed. the COSt may be modified as follows (m:uimum modifier, -75%).

VN/IESCANBEHfT

8REAXA8LE ·5: OR ·15:
Enough damage will desuoy this item. If it is dcstroyed, it is lost. If it is par­

tially damaged, it can be repaired unless the creator defines it as unrepairablc.
TIle OM should create a list of skills that arc required to repair a gadgct. A

critical failure on a skill roll by Ihe repairer should be messy - a random power
might stop working, or might affect the mechanic.

If its OR is 15 or less olld it has 75 or fewer hit points, this is wonh -15%.
If OR is O\'er 15, or hit points arc over 75. it is only wonh -5%.
If the ilem cannoc be repaired at all, this is worth an additional -15%.
The GM will have to assign PO and OR to objects as he sees fit. Sec

p. B 125 for information on PO and OR for inanimate objects.

~
bought by a super with OX 12 for physical skills and IQ 12 for mental skills.
The linal skill level (or each ability lhc gadget possesses must be at least 16.

£:fDmp/~; II would normally cost 84 points for someone with DX 12 10 pur­
ch::l5C Fireball-I6(IO). so 84 points would be the base cost for a ring lhal ga\"C

someone this ability.

CAN BE STOLEN VN/IES
This item is not Unremovable. It mUSl be carried or worn in such a way thai

it could be taken away from the wearer in close combat. by a TK "grab," and so
on. Value of this limitation depends on the difficulty of stcaling the ilem:

Eusily snatchcd with a OX roll (e.g.. a hal): -40%
Requires lhiefto win Context of OX with wearer (e.g.• a bracelet): ·30%
Requires thief to win Context of ST with wearer (e.g.. a handgun): -20%
Can only be taken by stealth or trickery (e.g.• a coin in a pocket): ·10%
Halve any of Ihe above limitations if the objcci is not obviously powerful.

and might be overlooked or misunderstood by a foc.
Hah'e any of the above limilations if the object would not immediately

work for the person who look it.

FIXEO LOCATION -50%
This item is pennnncntly fixed in one spot (and th:!t spot is not mo\'ablc!)­

this is mainly for designing strongholds or building security.

GMIHG GADGfTS
At firsl glanc". il =1 $C't'nl ~ ir ""ny

"I~ycr in the ....mp;lIgn ..·m wanl 10 usc
Super &tuipmcnl to 1:"1 lh"ir flO"'t'1S al a
rc:"u"ct1 cost. IlUI Iller" arc: many "i,;I<I,
vamaEC:S 10 d<:po:nding on "'lu;pmenl.

Oncc Ihc villains l"Calil.c huw p<lw"rful
lh" llCUl is. IhCfI: "'ill be conSlanl allcmpls
10 Sial il. or r.ailin, lhal. 10 """troy it 1llc
goycrmncm (ir it isn't S)"""nymou5 Wilh
lhc "jlbins!) will ~Iso "'anl to ICI its
IlaIMb on lhe it"m oW th:ll '"lop rIlC"n- can
analY"'.I: il.

Mainl"na~ and ",poIir or il"lM lbl
CllI1 brnk ~Id be COSIly - p;ut.< ~y be
h~ 10 find. or '·nyu""nsi"".

None or lh,s is ~ptCling 00- ~ dur;llC'
tcr thai. h:L~ a 101 or cquipmcnl - it's JUSI
thc "'ay lhjng~work!



~
UNIQUE ·25%

Once this item is gone. thaI's il. nlcre are no more. Character points spenl
for Ihe item arc simply lost if it is broken or slolcn.SUPER EQUIPMEHT

fUMPLES UNRELIABLE Wl/A8LE

RING
You hu-C' ~ ring lh~l has Fircb~lI­

16(IO).lfs an heirloom from a m)'Sleriom
aUIlI. and IJ the only one of its lind
(-!S'lo). You decide we 11 Can be brol.m.
"Thc G~l 2U'I'" II. DR 2. III' $.:uwJ;\ C2n-­

IKJI be rqwrN If~ (-3O'A:). S;n<;e
)'ou'rr goinJ IQ bc "'aring II ()fl a finger.
II ""Can Be Il,l~ al -6011 hil rolls (-10'l0).
for a loull di~oum or 6S'lo. You'd now
5pC'nd 30 poinl\ (3Y~ of 8.t '" 29.4. round
up) and hoI,·c a Fin:b1l1 nng!

Con,i""rd Oft 11,,"01 P<lXf .••

You must roll in order 10 acth'ale me power or advantage contained in the
gadget. Should the activation roll fail. another allcmpt may be made each sec·
ond. at a cumulative -I for each fniled :lllcmpt! Wailing one minute will reston:
the device 10 its nonnal activ:l.lion roll.

If a skill roll is normally required 10 hil with this power. a separate "to hie
roll is n.--quired aner activation!

Activation roll of 15+: no bonus
Activation roll of I): -5%
Activation roll of II: -10%
Activation roll of9: -15%
Activation roll of8: -20%

UNREMOVABLE +101. OR ~'Or.

The gudget cannot he tuken llW;ly without killing the user. Point value is a
GM judgment call. If the GM agrees thm wearing the device constantly could

be II disadvantage, it is worth -10%. Otherwise. it is +I O%!

VEHICULAR ~26r.

This gadget is pcnnanemly attached to some son of mlt/spor/Mion
vehicle (car. lllotorcycle, plane, uhralight, spaceship, boat, etc.). For
something to qualify as a \'ehicle, it must lIot be with the char-Jcter

most or all of the time. Specifically. powered annor, wheelchair.
skateboard. surfboard. roller skates. jet pack. or anything else that

falls into the rt:illm of personal C(juipment mther than "ehide is
exclud..--d.

losT AND fOUND GAoGfTS
There will be times throughout a continuing campaign

when characters lose their equipmem either to damage or to
outright then. They will also run across powerful items thai
they will wish to claim as their own. Handling these situa­

tions requires II delicme touch by !he GM to prevent imbal-..z;ij,....lIIIII~~:;;~ lInce.
What follows is the sllgg~SUtl method of handling

lost and found items. There arc se\'cral othcr schools of
thought; Sl'C below for alternate ideas.

LOSTI5LOST
If you 10se:1 replaceable item. you don't have much of

a problem. The GM will define what it takes 10 get 1I new
one, you follow through, lind within 1I few days (or possi.
bly weeks) you have a new one.

Losing lIIl irreplaceable object is much more serious.
If your 250.point character loses his 96-point Magic
Beanie. he is now a I54-point chllr.lCter. There is no com­

pensation, and you don't get to spend the 96 points you lost
to bring you back to 250 points. This may seem harsh, but it

is one of the hv.ards of relying on gadgets and equipment.

EERING!



I=========~,..

FOUNO 15 FOUNO
On lhe brighter side. there is no point cost for found equipment. If you

defeat Professor Q and sical his Psychomorphic Actuator lhal cost him 212
charJ.ctcr points. it is considcn.'d "spoils of war:' and costs you I\{)(hing.

Just OC-C:.lUSC you've found :I gadget docs nOi mean Ih:)( you know how 10
usc il. The Gt-.·j should h:I\'C fun wilh malfunctioning. misdirected. and misun·
derstood powers while you experiment wilh your new Illy! And. of l.:oursc. your
hero can lose Ihe gadget just as easily as he found II. For inst:llIcc. lhe Professor
may have had :I henchman who knew about Ihe Actuator anti wanlS to get his
hands on il. Of lhe go\'cmmcnl may lake a dirL'C1 interest in il.

LOST AND fOUND GADGETS: OPTIONAL RULES
There arc seve...1Olher ways that the GM can handle lost and foond gadget,

in order to balancc thc campaign to his personal satisfaclion:

PAYING POINTS FOR FOUND GADGETS
[f:l gadgel is found (or, more likely, l:apwred fWIll n foc), the PC may usc iI,

if :II aIL only umit the emJ of Ihe gamc session or the :Idwnlurc. After Ih:u, hc
must either gin: it up immediately or pay the appropriate character points to own
it. If he dOC!> not ha\'C enough poims to "buy" the de\·icc. he may kl."Cp it "for
study," but he may nOlll<it: it until he earns enough eharaclerpoints 10 buy il.

RECOVERING POINTS FOR LOSTGADGETS
A GM who thinks Ihat "'OSI is lost" is too harsh may contrivc to return or

replace any lost de\·ice thaI was bought with char-Icier puints. Alternati\'ely. the
points Illay be rclumed to the character a,~ "unspt:lll points" which can lhcn be
u~ed 10 purchasc rnhcr :ld\,:llllages,

TEAM PROPERTY
Vcr)' pov.'erful gadgets (c,g.. \'ehides) mOl)' be kept a.<; the property of a super·

....'3m. without being OWI'k.--d by any one member. Super.weapons could be kept in
the team museum. 10 be used only in emergcncies (probably with a high probabil.
ity or railurc or backfire, since sueh dC\'K:es would be pourly understood).

QUICK GAOGHHRIHG
Some GMs will 001 be salisfied with lhe current gadgclcenng timc and

costs. R:llher than spending days or work and hundreds of thousalKls or dollars.
Ihey wish 10 run Pes who can throw togcther a lntcrphazcd FromblilJ.:cr in less
than an hour, using onl)' lhc contents or a mndom glo\'e compartment. This
"quick" gadgetl."Cring is best suited for a highly cinematic campaign.

The GM should increase the cost of lhc GadgetLocring ad\'antage (p. 14) 10
50 point.~ irhe is going to usc these guidelines.

NL'CESSARY SKILLS
Skills arc chosen b)' Ihe GM as per nonnal gadgclt.ocring. p. 67.

REQUIRED MATERIALS
1bc cincm:llic gadgelt"Cr is a master at cannibalb:ing parts and scrounging

btts and pit'Ces from other cquiplllcni. 'l1te GM should :Il1ow :I roll \"ersus an
appropriatc specially to locatc usablc componcnts. r-or cxamplc, ir Ihe only
lhing available is a wrecked '65 Mustang, lhe GM might require a roll vcrsus
l\'lechanical Engincering or Mechanic to find thc parts neees.~ary ror Ihe gadget
under ctJllstruclion.

SUPUl EQUiPMEHT
EXAMPLES (COHTlHffiD)

6AffiE9JIT
Yoo 1m$Uil of po·....,rw:umor ... illl

Lhe f"lIo 'ng :milili.,~: Armor-piemng.
ron'JlUler-ronLrotled !a.<;er guns: ,i\es the
lber 5T -10, nies al ::It Ie:l..\.l ISO mph, PO 6
(the m;lA;mum aJlo\o.'edj :and DR 2G from
arnlOI plaling: I<lUl in\lllnc:r1IIbilily 10 CUl·
ling and ,mpaling li:lm~ge: full life sup­
PO": \,.ion enluneen for ~ny lighling:
full 1","'''':Iy l':ldio; :Inu ;sc,tr·n:pairing.

Slilr! hy eun~idering how mueh of Ihis
coulll he :Iequired wilh "lIlcre mOIlCy,"
Y"u cuuld Sl:r.rl wilh TL7 Ugln Rudy
Armor, wilh PD 4, DR IS. (This is II'
desc:riboed in GUill'S Sp"u; }'ou "ould
Sian ",ilh IIny 2JIDOt IIl'1'ropri:u., 10 )'()Ur
sundard technology.) T...·.,....':l)' r1IIdios:ll'C
.und:r.nl Iec:hnoiogy. 11le IQU;I ro5l: of 1M
...·ould only boe a few hundred dollar~:

dependmg on !he: ell3racln'$ "';gin story,
lhe GM woukJ be jU~lified in iJ!ooring Ihls
COSI. Nune of lhe OIMr powers o;\e$i",d can
"" acquin:d off lhe shelf.

So, yuu buy scver"l :r.dv3nluHc!I.
Enhanced ST of 40 COS1' 180 poinls. 2
fIOinls of t'D etlSll. SO poinls. 5 fIOinls ur
DR ('II!>IS 15 poil\lS, l);Uk .... ;SllJtl COSIS 2S
puinlS. In\·ulnc:r.lbitily 10 Cunins/lmp.:llinc
dlIrn:llte COStS ISO tlOInu;. f'resI;...., Suppon
~s IS poim..... :and Doc:sn'I Bn::IIhe~
20 poil\($. Fhlhl C'O$I 40 pOilU for II t-e
Mo\"C or 10 - J Ic\'els of Super FhChl
costs 60 poinls and ,nen:ases Ihf nying
SpcctllLl 16) mph. FUSI Rcgener.lI;Oll eO$b
50 pnim.s (Ihis doesn'l n:p"ir Ih~ us.cr. JU,I
1I~ suil!) ulld will rep;iir I Ill' per minule.

Thisju'l1ca"t$II~la!o<:rs. You 00)' Ihe
Laser ,kill :1.< 3 generic alloct sk..i1l-16(8).
Sk,ll 16 coMS 24 puinls: Po.....,r 8 ha~ a
h;lsr ("OSL or 48. lho:n ...Ids lhe Impaling
+4O'lo, Rlipid Firt= ~. Armor l'JctcinC
+5O'J., and 1I0mingx2 +I~ ("nhance·
ment.., fOf" a 10131 of 159 points (l58.4
points, rounded upJ. TIlls no.... ,i..es yw a
2·shot per lum laser Ihul docs 8d Aimor
l>icn:ing <.turnage. und 0«<15 lit> roll 10 hl!,
fur:1 IUlul CIN of 183 poilll\ (159 .. 24).

Tul:r.1 cost is a h:r.sc 7811 poinlS. The
,U;I I' unique (-25'11). Dnd iL is sliHhlly
hre..k..b\c; DR 20.111' 100(·5'1», Fi....lly.
it an tIC' hil ill rombal "'ilh no sublr1llC1ion
on Ihe -10 hil- roll (-:!5<;i.). for II 101",1

modIfier or -55'11. This brings lhe COSI
do.....n 10 355 poilllSl



TIME REQUJREO
A simple gadget will only take 2d minutes to <lsscmble from the r,eeded

l:Otllponents. Aver.lgc complexity c<llls for Id-2 hours (<I roll of I or 2 indic<ltes II
30 minute <lsscrnbly time). A complex gadgct requires IJ hours to <lsscmblc. <lnd
<In amazing gadget willt<lke 4d hours.

The super docsn't mil <lgainst the required skills unlilthe end of the project
A failed roll indicates lhat the PC must Slllrt over. A critical failure mC:llls that
the pans were ruined - new ones must be found before construction can resume.

EXPENSES
If the inventor can scrounge thc nccessary parts, costs arc minimal

(Id-I x$1 00. a roll of I indicates no eosl). If he must buy the needed ilems. the
COS! is tigured as nonnal (sce p. 68). then divided by 100.

QUICK GAOGETEERING OURING ADVENTURES
Figuring out someone else's devices n.:quires Id millutl's using thcse rules. and

lhe device can be modificd in IdxlO minutcs (plus nomml skill rolls. as per p. 67).

Many supers always seem to have Ihe right piece of gcar al the right tilllc
("Good thing I had that M<lcc on the utility belt. Ratboy. or those sorority girls
might have n\ll.~sed my costume!"). To emulate this in Supers, lhe GM may allow
a gadgetcer to usc a gi::mo during his adventures. This may be allY device the PC
cou/tl ha\'e reasonably been carrying. It remains undefined unlil he uses it.

Example: Dr. Impresto. the stage magieianlcrimefighter. has room in his
oper.l cloak for seven items. He nonnally carries a small pistol. lockpicks. two
stun grenades. two smoke bombs, and a gizmo (an undefined gadget). During an
adventure, lhe good Doctor is overpowered. handcuffed. and hung in a walk-in
meal locker to freeze or suffocate. He easily escapes the handcuffs, but the door
is deadbolted. Dr. Impresto tclls the GM that his gizmo is a vial of (hermitc
pastc. which bums the hinges off thc freezer door.

Only gadgetccrs are allowed 10 usc gizmos. even if other PCs are allowed to
usc rcgulur gadgets.

OPTIONAL RULf: "GIZMO" GADGl:TS

POINrcosrs
TIle number of gizmos a char.lctcr can usc per game ,ressiol1 is determined

as part of the cost for Ihe G:ldgeteer advantage. E.1ch gizmo adds 5 points to Ihe
cost. up to a maximum of three gizmos (15 points).

£mllll'lc: A nonnul gudgclecr (25 points) wishes 10 be able to carry IWO giz­
mos per game session (10 points). for a tOial cost of 35 points. A quick gad­
getecr (sec p. 71) would pay 60 points for the same privilege.

~. • cTIllS roll should be 1110<hficd as ,ollolVs;
Simple Gadget: no modifier
AVCf:lge Gadget: spccialty-2
Complex Gadget: spccialty-6
Artl:lzing a"dgc\; specially-I 0

11H TALISMAN OF ZARD'D
This mystic ~mulel g;"1:5 its "'-C:U1:r the

f'O""cr to ehan~c into a demonic killing
m:lChine. Un(onuna'cJy. the amulet. once
pm on. can', be remn"W umit death. amJ
the wcarer can"t always cOlUml when he
tr.msfunns!

11tc amuici can be worn under cloth­
ing. When the ..... enrer IrnnsfofmS. the
nrnulel becomes n glowing jewel Sel
ocI"'een lhe demon'~ eyes. 11 eannOl be
d~Mr<>)'Cd by any force ~nown In mnn.

The Uneoll1folled Trllnsformulion is
""'th :, bUM:: -10 (Xlints - hul the demon
has U n:~e1ion modifier of -6 ......hieb adds
another -60 points. Total value fOf the
UomntrullNl Ch:rng~ is·70 poiOL"

The demon has t ..... o Ulra arms (20
(Xlints) wi,h Full Coordinalion (5U (Xlims).
h is incredibly lough, ..... ith a DR of 100
(300 (Xlint.). [t ha< IQ 10 (no (Xlims). DX
14 (45 poinIS), liT 14 (45 poinIS). amI ST
14 (45 points). h relains lhe nlCmorics and
skills of the original person; all s~;lls will
he nt an ~ppropriate bon,,~ Of penalty if
the original IQ and OX .....eren·l 10 and 14.

The base COS I for Ihe ilem is 405
poims. Unique (-25%) and Unremovable
(.lO'1o) tolal -35%. !'in:ll COSI is 264
points.

LIMiTATIONS
The gizmo must be a mundane device or onc Ihal the gadgeteer ha.~ 11lrcudy

developed .md buill. Obviously il must fit Ihe space thallhc gadgeteer had :lvail­
able ~ no autogyros in CO:.l1 pockets. Essentially, if the gadgeteer has built 20 dif­
ferenl devices lhal would fit in his coal pockel. he m:lY rc;lch imo the pocket
,:md produce any of them as a gizmo.

(&BJ)~



OMICSARE
FULL OF MULTI­
LIMBED

CREATURES­
MONSTERS. ALIENS.
AND RUN-OF-THE-MILL
MUTANTS. EXTRA
LIMBS. OR LIMBS WITH
UNUSUAL ABILITIES,
ARE TREATED AS
ADVANTAGES.

NOTE: THESE RULES
ARE TAKEN DIRECTLY
OUT OF GURPS FANTASY
FOLK. IF THE GM OR
PLAYER IS DESIGNING A
NEW RACE FROM
SCRATCH (AS OPPOSED
TO A SUPER WHO
HAPPENS TO HAVE
EXTRA ARMS), HE
SHOULD REFER TO
EITHER FANTASY FOLK
OR GURPS ALIEN5. ANY
PLACE THAT THE TWO
BOOKS CONFLICT,
ASSUME THAT FANTASY
FOLK IS CORRECT.

MUL TIPLE LIMBS!



"''1==========
BODY DESIGN

TIle cr~ator of a IIOnllUlllun or ahcrcd·
human character determines its body
~hapc. The GI"I should 110t alluw any
"free" ",I,-antages hosed uti body shul'C
unlcs.' lhey arc trivial ur obviolls. For
in,lance. u giant ccntil"'dc could cenaioly
Ird"c1 at full speed through u four·fooHull
lunne!. Un! the GM docs nut ha"c 10 lei
the pb)'Cr say ''I'm a bug. so I Can walk
up buildings!" The Clinging udvanmgc
would hu,'c 10 1M: bought.

HITLOCA nON
h is up to the GM to ,,lelcrminc hil

location, {)II wdrdly-shapcd creatures. in
any way he thinks fair mul playable.

ARRANGEMENT OFARMS
A being with mulliplc amls Can hn""

them :LrrJngcd in sever.1I ways:
j,)",mmicIIII,.; Two nf more rights. (~IC

abo,·" the olher; two or murc Iefls. nne
abo,'" the 011 ....... Any righl ann can be used
with any Icrt ann on U"lwo·h;llId<:d" luS~.

AIIIh<: :I11nS l-an coopcralCon ~ la.\~ li~c lin·
ing a ",r or playing a foor·han<led .<on~la.

Nlldillll)l: ""y hand Can be a "righl" if
u.<cd with lhe one on ils Icfl. or a "Ie fl" jf
u.ed wilh lhe One On ;IS rigtll. BU! Ihere
are ,cry few la~h on which more lhan
lWO (or lhree hands. al lhc mosl) c,m be
used OIl oneco Ilf Ihe 3rnh were flexible.
lhcy could all eooperale on anylhing.)
Crealures ""'ilh a radial bOOy d"Sign almo.<i
ahoay. ha"c 364).degrcc "ision!

S~,III"'I<" sns: A large nealun, mighl
havc more lh:m onc "'I of hands, far apart
on ilS bt>lly. The hands of onc ~el could
nol work wilh Ihc hands of Ihc O1her sel
unless the arm~ were "<"f)'lung!

Puu/jurl)': If lhe GM allows anOlhcr
layoU! of hands. hc will ha"e 10 answer
any que,lions alxlul whal lhosc hands can
oremmOI du.

WINGS
Wings may he added III lhe design or a

nying crCalure:lI IlQ COSI. unless lhey can
also mih a blow. 1" lhal ea,c. Ihey arc
consillered slri~ers (sec maill lex,). and
eOSl lhe nonnal a1110unl for U Slriker. !'lOIC
lhal a nying eharaclcr docs nOl have lO
h,,'c win&~; Ihc ercalOr Can define any
means of nighl Ihal ""c111s appmprialc;
Winged Flighl does. howcver. acl as a
-25% lillliialionlo Ihc Plighl I'uwer.

INCRIASING BASI MOYI
An alien mighl ha,'C a nalulally (asler or

slower fUllning ~pccd. IOlally unrelaled 10

lhe number of legs il has. 11\i~ i~ boughl as
Il1lwased Spt'&l (p. 41) and eOMS 25 poinl.'
perc~lr.l I Speed. Move. ~nd Dodge.

ARMS
If:l limb can be used 10 l11:lnipulale. irs :l1l nrm. reg::Jrdless of where it grows

or wh:lt it looks like. Any nonnal amI can be used to strike a blow which docs
(thrust-2) damage ba.~ed 011 ST. To do ClItnt damage wilh an arm. sec Slrikcrs
(p. 76). Char:lcters have two :ITlnS:lt no cost. Extra anns have a base co~t of 10
pnints each.

COORDINATION
Extra ::JrlllS :lllow elltnl actions. A three-handed creature could pcrfonn a

two-handed lask (e.g.. firing n cros~bow) :1l1d a one·handed lask (e.g.. swinging
n sword) at the same time. He could not {jim IwO wCl1l}ons unless he has
Independently rocusable Eyes (sec p. 41).

A ere:lture with multiple arms can usc all of them in conccrt during 1I0nml
situatiolls (to rep:,ir :J wntch. for ellample). or during instinctive actions such as
grJppling in close combat or catching a thrown object. The :Ibility to make mul­
tiple cOl11b:u actions of other kinds is paid for separately. however (sec the FilII
Coordimllimr :Idv:ll1!age. p. 40).

MODIFIED STRENGTH
Any race may ··buy·· elltm strength (relative to normal hody strcngth) for

some or (Ill uf its arms. This ST nppJies only to cfTons to lift. throw. punch. or
usc weapons. Arm ST is bought up (or down) ,IS follows:

MUL rlPLE LIMBS!



Sf IlIIWI: DX U 1601: IQ l~ I~ liT 1.lt17[~J

Speed: 7.25: MOVC': 7.
Dod~:8.

D:lm..Igc: 11tnl,Jl 3d-t: S"i"g Sd.I:
Axe Sd+4.

==========l.,
For one ann: 30% of cost for overall body strength.
For a set of two arms: 50% of cost for overall body slrength.

This is additi,'c.
Example: All Huks ha\'c four arms (20 points). Purple Huks ha,'c two arms

with 2 points of extra ST; this costs them 50% of the normal cost for .2 ST. or
50'1:> of 20 points. or an extra 10 points. Blue Hub ha\'c three strong 3nns: this
costs them 80% of 20. or 16 points. Green Hub have four strong arms: this
costs them 100% of 20. or 20 points.

DlLTON THf IIUK
600 POINTS

MODIFIED DEXTEllffY
A race may purchase eJl:lrn OX (relath·c 10 normal OX) for some or all of its

arms. 111is OX applies to anything done wilh th:!.! arm or hand. If a task requires
more than one hand, and they don't have the same DX, use the lower OX, Ann
OX is bought up (or down) as follows:

For one arm: 60% of cost for overnll body OX.
For a set of two arms: 80% of cost for overall body OX.

If a race is to ha\'c more than 1.....0 arms. all with high DX. the mce must buy
the appropriate high DX for the whole crealUre.

mv. FLEXIBILITY
Anns may be designed for great nexibility, comp~d to human arms. 11Jey

may be tentacles. or they may just be multi-jointed. Such arms are not necessar­
ily strong or weak: they are not necessarily either dexterous or clumsy. 1bose
abilities and disabilities are bought separalely.

The effect of this is simply that any anns that can reach each other can work
together, regardless of body positioning, genemllayoul. or "right'" and "left:·

Cost is 10 points (for the whole creature), or 5 points (for a single limb. for
example an dephanl's lrunk).

CONSTIlICTION ATTACKS
A race with Extra FJexibility may aJso lake a constriction atlack for 15

points. In order to make a constriction attack the individual must fiflil success­
fully grapple its opponent. Then roll a quick contest of ST. If the constrictor
wins. the \'iclim takes as much damage as he 1051 by. If lhe ,'ictim wins, he takes
no damage.

To constrict successfully, the constricting limb mUSI be twice as long in
hexes as the victim's size in hexes. 50 to constrict a human (Si7X 1 hex) the can­
slricting limb must be at least 2 hexes Jong.

ADVANTAGES
Comb",' Rdleacs [tSI: High Pain

Thmhold [toJ.

DISAOVANTAGES
Appcnrnnec: ltidcous 1-20J: Bnd

Temper l·lOJ: Ilull)' [-IOJ: Gigan1ism
l-lOJ: Intolerance of Don-Hul.:s (.10]:
lazineu 1·IOJ: Overconfidence [-101:
Sen>e of Duly to CUlWnl Emplor~ [-.5];
Slllllel'ing l·lOJ: Tn.llhfll~ I-51.

SUPER ADVANTAGES
360" Vision I25J:~koa Ie 5 1351:
~ Rc:siSlan« +18 1S41: E11t1l Anns
Ie 21201: Full Coordina.ionH [lsOJ:
lmkpl'lldcn.ly Focll$able Eyu Ie j 1451:
Silenc:c ..3 1151: Supa"Oimb.5 I lSI.

NON·SUPER EQUIPMENT
tMI Eagk:.44 0\1: Military BI:ISlCT: ' ....0

large "'~u (IS Basic Stt grea1 uu. bur
Dillon can UK on<: In each hand).

51<1LL5
Acrobatics [21-1<1: Axe-Mace 14]-16:

Beam Weapons 11).17: Browling 121·16;
CamouOag.. jll_t2: Oimbing 14J·16: rast
Duw (guns) [IJ-16: Guns IlJ·17;
Scrounging 111-12: Steal,1I 12J·t5:
'fhrov,·inIlI2H4.

QthRKS
l-t:llu beinS Ikd K); H:ucs loud mu~c:

H.alcs un.aIt .animals: H:ues mI,ns in (¥S:
Lo"u beln, lcas.ed .aboUI tllS n.ame til
,i...:s him.an ucusc). [,SI

CtNl",,~J on nul p"gt ••.

LONGER OR SHOKTER ARMS
AmlS may be made Jonger or shorter. relati\'e to human arms. For game pur­

poses, human antiS have a reach of 1. When ancient/medieval weapons are used.
sublracl I from any weapon's reach if it is held by short anns, and udd I or
more to lhe reach of a weapon held by longer arms.

Shorter anns cost only 5 points per additionaJ ann. These arms have reach 0
(close combat only). and don'l have the !e\'emge to use any weapon which must
be swung. If all of a ,Jce's arms are short. it is -2 on any allempl to grapple. If a
two-armed race has IwO shan anns, they are a -10 point dis3d\'3JIlage!

Longer arms cost +10 per ann for each extra hex ofn:ach. Each eum hex of
rtach also adds + I to the creature's normol swing damage. and +2 to any
allempl 10 grapple. NOle Ihal long arms can be attacked in other hexes, as
though they were long weapons (see p. B 110).

MUL T/PLE LIMBS! O(IDD)



NO PHYSICAL ATTACK
If the anll can manipulate but c"nnot allack physically (due to structure or

lack of ST in thM limb) each such ann only costs 5 points. Generally that limb
can be used to wield a firearm or similar ranged anack, but cannot attack physi­
cally, An cxmnplc of such a limb might he a monkey's prehensile tail. If these
arms are also short (see :Ibove), the cosl is only 2 points per aml.

FEETMANIPULATORS
Any limb which can manipulale should be purchased as a shan EXlm Ann

(5 points. see p, 75) wilh Nuisilnce Effect: Temporary Disadvantage (Legless
while using Extrn Anns. -35%), for 4 points. This means Ihnt if a person with
feel manipulalors is using his feel as aollS, he can't walk or run: he can sit slill,
noat (in space or liquid), or ny. of course.

If a limb cannot manipulate. bUl can be walked all. il is a leg. TIle "default"
numher of legs is two, A leg is assumed 10 he able 10 kick with a range of l.
doing thrust/cnlshing d"nHlge. Each ,lddilional hex of mnge COSIS 10 points.
Extra damage is purchased per Siriker.f, helow. If lite legs can'l kick for damage.
reduce the total leg cost by 5 points.

Th~e or four legs cost 5 points: if the individual loses a leg. it can continue
to move ,II half speed (round down). Loss of a second leg causes it to fall.

COSI to have five or six legs is 10 points. Each leg lost reduces speed by 2
until only three legs are left. At that point. speed is only 2. Loss of I more leg
causes the individual 10 fall.

Cost to have seven or more legs is 15 points. Each leg lost reduces speed by
I until only lhree legs arc left. At thaI point. speed is only 2. Loss of one more
leg causes the individual to fall.

If a limb can slrike an 'Iimed blow (rolling vs. OX) but c:mnot manipulate or
be used for walking (a lail. for example). it is a "striker:' Slrikers cost 5 points
llpiccc. Unmodified strikers do thnlst/crushing damage. in close combat only
(e.g. horns). Increased range costs 5 points per striker per hex.

STRIKERS

LEGS

~ CLOSECOMBAr WtrHEXTRA ARMS
E1(lf:l arms give a huge :Idvantagc in close combat. You cannol punch Wilh

morc than one arm at a lime unless y011 have Full Coordination (p. 40). BUI you
may gr(ll,ple wilh all ;1\ once. Every extra ann (of regular length or longer), over
and above the gcneric sct of two, gives a +2 on any aUctopl to grnpple or pin, or
to break free from a grnpple or pin. Olher limbs do not help.

OILTON THf "UK
(CONTINUID)

Dillon was born nn a planet in a
n::mOlc galaxy. where everyone has four
arms anI! eye$ and .llnnds 9 feel lalL Olher
Ihan lhal. Huks arc mostly humanoid.

Dih"n (3 green Huk) waS an up-and·
coming young space I'ir:ltc unlil a bizarre
5lnrdrivc accident blew his ship iml) a
remote bad.waler galaxy. Dillon oUl_
gunned his captain for the 1",1 fu""iannl
rc~ue pod, nnd mnde his escape sllOl1ly
bef<lro Ihe ~hip blew up. TIle pod pUI him
in su~pendcd animalion. awakcnine him
only du" il landed in " Neb,a~k"

cornfield. Dillon Spenl St"cral monlhs
haunling Ihe area farmSlead~. erealing an
I.'nduring legend of Ihe "Com Mon~ler:'

Soon, ho·weyer. he learned 10 ride Ihe
r:lHs and began moving fmm Cily 10 cily,
gra\!ually assimilaling Earlh language
llnd culture.

E"enlunlly Dillon was Irllcked do ..... n
by Ille E~cllangc. who hclpe\! him SCi up
a5 a melahuman mercenal')' Ihug.

Dillon's laelics arc simplc. 11e u~s hi~

Chnmcleon and Silell\:c 10 gel righl in Ihe
middle of his enemies. lhen he erupls iOlo
a ",.hirlwind of dcStruclion. He usunlly
canics IWO heavy a;«,s (t"lui"alem 10 Ilk:

Basic S,r', Creal Ase, Ihough [)illon Cllll
usc il one·handed 10 full effee,) and IWO
fin.-arms. Wilh llle ai\! of lhe E~challgc he
manage\! 10 procure n gO"em'l1cnl prolO'
lype blmlcr, ""d he also habilually carries
a.-14 mngnum (hc's sa,'ing up for an Uzi).

Dillon's eohu,e, though nOl al all
'"hono,able" by human Slnndards, nevcr
eyolyed Ihe conccpt of the lie. DillOn has
IC3I1Icd 10 reeognizc dcliber':llc falschooJ
(it enr':lges him) bUI is in.capable of lelling
a lie him5df. H;s alien palale has difficul·
ly ,,"'ilb human language, Iea"ing him wilh
a ntalked speech impediment As Ihe only
Huk in our gnl:u)", Dillon gelS none of lhe
['nique mdal nd"antages or llOinl breaks
from GUHPS Aliens, As a fairl)" c~pcri·

eneI'd super, Oilton lotals 600 points.

CONctUED WEAPONS
There is nO exIra COSt for a '"hidden'"

arm, Slriker, :md SO on. If III<: organism is
defined as having, for inSlance. CUlling
slrikcrs in Ihe form of Chilinous blades
Ihal pop Olll of Ihe sides of ilS head. Ihal
eOSIS onl~ Ihe llomlJl value for CUlling
Mrikers,

INCREASING OAMAUE: THE CLAWS AOWWt4GE
To increase the damage done by a striker. :trIn. or leg, the Claws adva1l1age may

be added. nlis may also ~p~senl fangs, pincers. horns, etc, For + 15 points, Ihe limb
does an extra +2 damage: punch+2 for anns. kick+2 for legs. and thrust+2 for strik­
ers. For +40 points, lafOlLf let the limb do both swing/cutling and thrustlimpaling
damage, For +55 points. long talons do swing+21cutting and Ihrust+2limpaling. Note
that this advantage only has to be purchased ollce - no mailer how many limbs it
modifies! If a race has eight arms. 15 poinl.~ will buy +2 damage for all the amlS (of
course. Full Coordination. p, 40, is needed 10 lItlack wilh more Ihan one at a time),

AIMING STRIKERS
Some slrikcrs (e.g.. tails) cannot be aimed well. If a striker allacks at a

penally to OX, subtract a point from its cost forcvery -110 OX.

MUL TIPLE LIMBS /
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fAnl-DEfYING f
"

e OMICSAND
COMBAT GO
TOGETHER

LIKE BACON AND
EGGS, IT'S HARD TO
IMAGINE ONE WITHOUT
THE OTHER, THE
CINEMATIC, OFTEN
BLOODLESS STYLE OF
FOUR-COLOR COMBAT
IS SOMETIMES AT ODDS
WITH THE REALiSTIC
GURP5COMBAT
SYSTEM. TO SIMULATE
"COMIC REALISM,"
THE FOLLOWING RULES
ARE OFFERED AS
OPTIONS. THE GM
DECIDES BEFOREHAND
WHICH (IF ANY) APPLY.
IF YOU ARE THE GM, BE
SURE TO LET THE
PLAYERS KNOW ALL
THE OPTIONS
AVAILABLE TO THEM!



~VEMEHT

OPTIONAL RULE:
MUlTIPLE ACTIONS

Thi, rule lets vel)' fast ch~raclcn; 1:J.~e

more action.'. uS wdl as movin& faster.
For every full 6 poims of Mo,-c. you

can takc nne ",anem'c, pcr tum. minimum
of one. This does "m speetl up conccnlm­
lion! If a skill requires a tum of CunCcnlra­
lion. Ihal meanS one ful/ [urn. This ...iII
allow someone wilh a Move of 12 to Step
ami RClldy. then Step amI AlI:J.ck in the
"Ime lUlll. One additional parry and block
is added pcr rnane,,\'e. afler the first.

Super Running. Soper Flighl. and
Super Swimming till nOl CUlm! IOwan]
determining Ihis number! Only count
basic ~·low. modified by encumhrllncc.

Comics combat is fasl and furious - though there's always time to deliver a
soliloquy as you Ihmw a punch. Bel.:ause of the high Move rates of super­
combat. it is recommended thai combat be resolved in order of Move mther than
on an iniliative die (p. 895). While this introduces a little more bookkeeping. it
is more fair to characters who have high Speeds.

STEP MANEUVERS
In ordinary combat. the Stel' portioll of a 51ep aI/(/ ((lIlylhillg) 1lH1lleuver is a

I-hex move. This reduces the effectiveness of high speed. as a character can
only take a small portion of his Move without losing his active dcfense.~.

This is perfectly acccplabic for churucters with low Moves. but someone
with Move 15 should be able to eover more ground while drawing a pistol than
someone wilh Move 5.

li.l reflect this. for every 4 fill! points of Move. Slep is increased by 1. with a
minimum value of I. A character with Move 0 to 7 will have a Step of I; Move
8 10 I I has a Step of 2. Move 12 to 15 has a Step of 3. and so on. Thi.~ will allow
someone with Step 3 to move 3 hexes und still re,ldy a weapon using the Step
IJnd Read)' maneuver.

Multiple-hex Steps may Dc broken up in a tum (e.g.. a person wilh Step 2
could move I hex. fire a weapon. then move 1 more hex.)

MOVEMENTANO ENCUMBRANCE

The following t<tble shows the basic damage done for SlTenglhs above 20.

To more accurately reflect the effects of encumbrance on I'e,.)' fml move­
ment. usc the following system to figure Move based on weight carried.

For Moves of9 or less. use the standnrd system from the GURPS Basic Set.
For moves of 10 or greater:

CHOKING
To choke a roe. you IIlusl have already

grappled him around the neck wilh lwo
hands. and you can't do anything else wilh
Ihese hands this tum.

Roll a Quick Conlest _ your ST versus
his $T or fIT (whichc"cr is grcmer). If
you jnse. nmhing happens. If yOll wi ...
yoor orponem la~es I poinl of ,Jarnage for
euch POinl you beal him by (e.g .. you beal
your ST by 15. he beal his by 8. so be
la~es 7 ruinls <Iamage) plus .uffocalion
<Iamug... as per p. B122.

Em;lIm/Jnlllce
Light
Medium
Heavy
X-Heavy

SUPER-STREHGTH

MOI'e
MovexO.8. round down. never lower than 8
Movex~ round down, never lower than 7
MovexOA. round down. never lower thun 6
MovexO.2. round down. never lower than 5

'PER COMBA T!
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GENERAL OESTRUCTION
(ROLL THREE OICE)
II or leu: No "llniflC3l11 tbm;,gc.
9: Minortbmace(SIOO).
10: Fairly minor<hm:r.gc (sun»).
11: 5ignific:lnl d:un:tlC' (510.000).
12: M:ajor <I:amage (5100.0001.
13: Huge <lam3l;e (51.000.000).
14; Cal3s1lllflhic <lamagc ($Ill.lXIOJloo).
15: lIysl"nder injured 'eriull~ly. an<l roll

again.
16+: Hy§lan<lcr l:illal. and mll again.

AhwlulCly b;asic 10 lhc: s"pcn~ "
the: i<k~ that ~ 5uJ'lCf-baule caU50 hu~e

amoonU of COU~ICr.1l lkstJV<:lion lif not
OCalh). A supcr~n;et is a "ery unhealthy
lhing for i"llOCcU! by,laoocrs ... and can.
and buil<ling§.

In " rural selling. ,uper_ballle, "re
unlikel~ 10 <10 much damage. flut many
lights willla~e place downl"",n!

To ~imulale lhi•• use the: table below
:afler teach ~uad.. npabk of <I:unaging a
t~et (e.g.• lIOI hinding OIlI"d.l. cloud, or
Ibrtness. :tAd won). Roll a.et: for cxft
au"d: 1Iw mil.§<:S its ~. or is dodJ;ai
or p:arried. Roll OnCe al " -2 (or each
allack llt:at ;~ bloc"..... or IIt:at hirs _ aftCf
all. ",file <I~Ulagc will h<)Illll:te.

,\<ld 3 10 any roll fur nn "lIack Ihal wn,
iI crilical failure.

Atid 2 10 the: mil if lhe fight erupl....
wilhout ",·:mllng. NO! oaJy ~rc hy~

I1>OI'C litcly 10 be hil. bul lhe: heroes :Ill:

more IItcly to desHoy other property
",hile trying 10 mi§5 innoeelll ,M;tims!

AtId I to the roll for cach fullS poirws
u( I'owcr l»'c:r IS. A 1'o""Cf of 2Q gcl~ "" t.
a Power of 25 gCI~ ",,2. "nd ,;" on.

A<kJ J lu the roll if the "tlaek i. intelld.
ed lO Call<C propeny damage lU a cllllala·
al effect. or ao.l<J 4 if the allacker isnor""
his ("e~ and goes <leliber~lcly for
b)·~tandc:rs and property. The GM may
modify lh;§ 1:lSI roll xoording 1tl the sill>3'
lion. If lhe Blue Dnnon "'~mloa tift.
ing crowd;ond ,\I:ans ripping. he ,,'OO'tjusl
Lill lhem one at a lime ...

1"he GM may detcrmine lhe: dc:la;l~ or
each <leMruclion. SIOO mighl be a
by'la,,<.ler knockc<.l <.lown amI bruise<l;
$1.000. a cal 1:node<l "ff Ihe road:
55.000, ~ car ,mas/lN; 5100.000. a MluJl
building In.:I.,...

AVOIDINGPROPERTYa4MAGE
A super ",ho "'isbes to fighl c:orcfully

m;,y l:lI;c a still penally on :t11y 3llxl;. For
each ·1 he: w..es ali 3 U;IU penally (repn:­
SCIItin~ lhe "".-italion wilh which he lines
up an allac~ l. he can la~e a -2 on lhe :lCCi·
denial <lamaJ;e nlll for thaI "tlac~.

and so un: +Id forc:lch full 10
poinls of added ST.

ST Thrust Swi"G
21 2d 4d-1
22 2d 4d
2J 2d+1 4<1+1
24 2d+1 4d+2
25 2d+2 5d-\
2. 2d+2 50
27 3d-l 5d+1
28 3d-I 5d+1
29 3d 50+2
30 3d 5<1+2
31 3d., 6d-1
32 3d., 6d-1
33 3d+2 6d
34 3d+2 6d
35 4d-1 6d+1
36 4d-1 6<1+1
37 4d 6M2
38 4d 6d+2
39 "d+1 7d-1
40 4<1+1 7d-1

SUPER SLAMS
The slam rules in the CURl'S Basic Sel do not reflect the "rcalily" ufhigh­

ST comic comb:l!. With some slight modifications. lhough. you can slnm your
foes through w~lIs wilh the best of them!

You can gauge how much damage you did to a person based on how far
your <IlIacI;: koockcd him backwards. For C\'cry hex you knock a foc b..'K:k with a
SI3m allack. you inflict I point of damage.

SUPER KNOCKBACK
How far :10 opponent is knocked backwards is :"Tecled by SC\'eral faclors.

Firsl you have 10 hit him. If you hil. consider the difference in ST. weigh!. and
speed to dctcrminc who gcl.~ knocked b'ICk.

KNOCKBACK OISTANCE
If you slam your opponenl successfully. roll a Quick Contest of ST. wilh the

following modifiers:
+ I pcr 5 hexc~ of your current specd (round up).
-I per 5 hcxcs of your foc's currcnl speed (round up).

HffORMISS
To hit your foc. roll a Quick Conlesl of OX. He is al a -2 if you cnlered

from a side hex or he isn't st:Hlding: you automatically hit if you all3ckOO from
behind. Each of you adds a bonus to his OX based 011 his own speed. Use the
R3ngcd Weapons Table from p. 8201. Re:ad this modifier from the Si:~ column.
not the SpulVHlII,gt' column, as il is mit/eli 10 your OX radter than sublrJ.cted.

£r(llll/J{e: You have OX 13 and 3re nying at 25 y,mls per IlIm to slam a

purse snatcher with OX I I \\'ho i.~ sprinting ,It Move 8. You check Ihe table and
your Move of 25 is worlh n +7 modifier (in the Si;(c column). so yOllr effective
DX for purpo:>cs of Ihe combal is 13+7=20.

You're coming in from the side. so his DX is reduced by 2 10 9. He is mov­
ing at 8_ so he checks the table and finds he gelS a +4 modifier. bringing his DX
up 10 13. You would now rolt a Quick Contest of DX, 20 v('rsus 13.

t==========d"
:; "z;"''' ~;::' ACCIDENTAL DAMAGf
50 5d+2 Sd-I
55 6d &1+\
60 7d·1 9d
65 7d+1 9d+2
70 8d IOd
7S 8d+2 IOd+2
80 9d lid
859M2 Ild+2
90 IOd 12d
95 IOd+2 12d+2
100 lid 13d
110 12d 14<1
120 13d ISo



E,wmple I: You have ST t4 and need
tu throw a t20-lb. body Over a 6' pit.
Divide 12U/14" 8.S71. Looking al lhe
Ralio column. this rounds up to 10.000.
The ])istanee Modifier is .Ix.

.1><14 = 1.4 yanh. Oooop.'. The body
just hit the bottom orlhe pit.

£.mmple 2: You ha\'e ST 80 and want
10 throw a SO.lh. hag or cemenl at a foc.
50180 = .625 ....·hieh rounds up to .7S0. The
multiplier is LOx. So you could throw the
bag I.Ox80 '" 80 yards. Thullk.

Ratio Dis/alice MOllifiel'
. tOO 3.5><
.125 3.Ox
.200 2.S><
.300 1.9x
.400 t.5><
.SOO t.2x
.7S0 I.Ox
1.000 0.8><
1.500 0.7x
2.000 0.6><
2.500 O.S><
3.000 0.4><
4.000 0.3><
S.OOO 0.25><
6.000 U.2><
8.ooo ,0.ISX

10.000 - 0.1><
20.000+ .05><

THROWING Dlll
iN(r" +2 if you have amedium or large shield (or cquivaJcm object), -2 if your
A [ opponent has one.

+2 if you slammed him from behind.
+1 for every level of Increased Density or Bouncing you h<lvc.
-I for every level of Increased Density or Bouncing the vic1im has.
The loser falls down. (jnl! may also be knucked blldi.II'lII¥/.\'. For every 2

points the winner beats his ST roll hy, the loser is knocked b,lckwards [ he;\(. and
takes 1 point of damage.

If he hilS a solid object. calculate huw fast he's traveling and tigurc damage
from the collision <IS outlined below. The collision damage is ill l/{itJilioll to the
full knockback damage.

The winner will ulso fall down if he fails 10 make a roll versus his adjusted
ST. In any even!. the winner lakes 'h point of d:unagc per hex of knockback he
inflicted on his opponent.

E.tmll/J/e: Using the above example. let's assume that you had 2 levels of
Increased Density. You arc ST 30; the pur:;c snatcher i.~ ST 12. Your modifier:;
arc: +5 for your Move 25. -2 for his Move 8. +2 for your Increased Density. You
roll against 35; the mugger rolls vcrsus 12. You caeh roll a 10. so he beat his by
2 and you beat yours by 25. The mugger lost the contest by a 25-2=23 point
margin. so he flies 23/2 = I I hexes. You immediately take 5 points damage (II.!
of II). which might notllenelratc your DR.

Unfortunately for Ihe purse snatcher. Ihere is a brick wall 4 hexes away. He
was knocked back 11 hexes. and 11 hexes per tum equals 25 mph. He takes II
points from the knockback, plus 5d damage from the collision. You roll 19 on
the five dice. so the mugger takes (I total of 30 points damagc. The wall had DR
10 and HT 30. so the 19 points of damage didn't break the wall. The mugger
probably drops the purse.

COLLISIONS

THROWING DAMAG£
Object LVeil/hi Dan",x"
Less than 2lbs. Thrust-2 per die
2lbs.to 41bs. ThrusL-1 per die
5 Ill.•. 10 ST Ibs. ThruSt
ST+II03><STlbs, Thrust+l pcrdic
3xST+1 to 7><ST lbl. Thrust
7><ST+1 to I t><STlbs. ThruSt_1nperdie
Over tlXST tb.. Thr\lSt-1 per die

Exampl,· I: You hil your foc with that
50·111. ll.1g of cement Ihrown with your ST
80. It is betwc<:n Sibs. and (your ST) Ibs.
As shown on the wbte above. it does
slraight Thrusl damage. Now cheel; lhe
table on p. 79 (or rerer 10 your charncler
sheet!). Thrusl damaye for ST 80 is 9d
damage, so you do 9 dice Wilh the cement
bag.

E.wmple 2: You throw a 7S0-tb,
mOlon:ycle with your ST 80. Oil the table
above. 750 Ills. is belween 7 and II times
your ST. <0 it does (Thrust_'ll per die)
damage. You .....ould do 'hi minus 4,S dam·
age Wilh it. which rounds 10 9d-4. The
mOloreycle aclually does less damage
lhan the bag of cement: it's 100 hea,'y
ror you 10 throw wilh your maximum
effectiveness.

If you hit :m immovable object sUl:h as the ground. or any object or at least
five times your own weight. yOll haven't done a Slam atlack ~ you've had a
collision. How much damage you do (and take) depends on how fast you were
moving. For every 5 mph (round down) you arc moving. you take Id damage
from a collision. and inflict the same amount on Wh,tlCver you hit. [f the object
breaks from the impact. damage you t:lke is halved. and your speed is halved.

THROWING
The rules for throwing objects presented on p. B90 do not allow for super-high

ST. The following system buscs the distunce you C:1l1 throw an objcct and the darn·
age that it docs upon the relationship between your ST and the objecCs weight.

THROWING OISTANCE
When you want to throw something. usc the following procedurc to deter-

mine the maximum distance you can lhrow it.
Divide the weight of the thrown object by your ST to getlhc weight ratio.
Look at the Ratio column and find the wcight ratio (round the ratio up!!!)
Read across to the distance modifier and multiply this by your ST. 'nlis is

the distance in yards you can throw it.
You cannot normally Ihrow an object weighing morc lhun 25xST Ibs.

However. "cxtra cffort" will increase your effective ST - sec below.

OAMAGE FROM THROWN OBJECTS
A thrown object will do approximately Thrll.l'/ d:ll1mgc, ns shown in the

sidebar. depending on its weight. Round dam:lge down.



CONTESTS Of POW£R
~

SPHDIHG PLAY OF COMBAT
There will be many cases in which one super will try \0 overwhelm the abil­

ity of another with a directly opposed power - Fire YS. lee, Light YS. Darkness,
etc. Some situations will be obvious; a 5<1 ililack versus a 3d defense results in
2d damage. Others are not so clear. Due to the large number of skills, it is
impossible 10 cover all the contingencies.

Generally, the GM can dctcnninc the outcome by running a Quick Conlcst
or Power vs. Power. The loser's ability is canceled Qui - it had no effect that
tum. The winner's ability takes clTecl a\ a Power equal 10 the amount he won
the contest by (or his original Power. whichever is lower).

Example: Zccrox wishes to cancel out :l Darkness area wilh hcr Illuminate
skill', The Darkness was invoked with Power 14, lind Zcerox has Illuminate-I 3.
A contest is rolled, and Zeerox wins by 6. The Darkness is canceled, and the
area now has an Illuminate at Power 6 on it.

Note thilt Skill can be traded for Power (sec £"/m Effort with Super-Power.v,
p. 28) in order to increase the chance of winning such a contest.

SUP£R-D£HNS£S
It is also possible for a super to use a skill (even an nllaek skill) in an

attempt to "block" or "parry" an allack of either the sumc Power or an opposed
Power. In temlS of game sequencing, this is treated likc a nonnal defense.

If the charneter is parrying or blocking .m attack with n higher Power than
the defending Skill, only a portion of the attack can be stopped. On a successful
defense, the aUack Skill subtracts the Power level of the defense. If the defense's
POlVer is equal or greater than the .lttacking Power, the attack is canceled.

For a super-parry, the super must have a Missile or Jet skill, or another abili­
ty that the GM feels could reasonably "parry," with the Instantaneous enhance­
ment (see p. 50) to let it be used instantaneously. The super-parry is equal to
half the user's super skill, plus any passive defenses.

In m~ny ca.'<:s. a super will have such a
hillh Doogc lhal it is almOSI impossiblc to
hil him. 1\(1 maHcr what your skill levcl.
This h~s the ~dvalll~ge of simulalinll
comics comhal "cry well _ hcroes rarely
gCI hil by gUll fire. frasment~. or power
blaSlS. Unf"nullalcly. lhis call also stow
combat down 10 a cr:!wl, as only crilical
succcsses or failures will make a tliffcr­
enCe in lhe fight.

There 'lrC scveral IIlech~nisms lhal call
he usclllO spccllup combat. ,'llihese arC
oplional rules.

CRITICAL SUCCESS
Nonnally. a 3 or 4 is always a crilic<ll

SlIeccss, a 5 whcn mollified skill is 15. and
a 6 if mooifiell skili is 16+. To make crili_
c,,1 success more likely, a 7 is" erilieal fur
n Illooifiell ,kill of 211, ~n ~ for 25, 9 al 30.
and 10 al ~kill le"el 35. TIle pWllression
slollS here. giving lhe eharaeler a 50%
chance of achieving n crilical.<uccess each
limc hcanaeks!

QUICK CONTESTS
If a chm-~cler has a Dodge of 13+, il is

reeomlllcnllell lhal cOlllhlll be resolved
wilh ~ Quick Contest of Skills bClwcen
lhe allacker's wcapon Or skill lcvel vcrsus
Dodge. 111is will keep combat from bog·
ging down into an intemlin,ble ~crics of
1l0llgcll aHaeks.

The super should he ~llowctllo usc his
Parry ~nd Dlock oonnally. as Ihese can
only he usell once per tum untler nonnal
cirt:umSlancc~.

BAT!



Orten. a super will choose 10 overexert himself 10 squeeze out that extra per­
formance necessary to accomplish:1 t'l~k. This can increasc effective ST dramat­
ically. is fatiguing. and may callSC damage.

£XTRA mORT

"'==.========
UiRI'HT M'RTI'L 'RTS For a super-block. the super must have a movable force field. or another
fA A A A A <lbiJity lhal the GM reels could reasonably "block:' with the [nSl;rnlanCOus

COMBAT RULIS Enhancement. No ability call bOlh block ami parry on the same tum. no malleT
!row il is dcscrihcd. The super-block is equal 10 half the uscr"s super-skill. plus
,my passive defense.

Unless the defender has a particular limitation on number of uses of his
power, the usc of a super-ability [0 block or parry docs not prevellt its usc on the
ncxtlurn to <llt<lck. However. only one block and one parry arc allowed per char­
<Jcler per turn. Nole thaI if a power is used 10 parry. nol only docs the original
attack have a chance of cllusing accidental damage (sec sidebar. p. 80). bm the
defending power e:m also cause damage! A block will not do this.

Example: Icepick is aiming a Frosl Jet :It Fireman. who activmes a Flame Jet
10 parry it. His Power 10 is lower than Icepick's Power 14. so a successful p<lIT)'
will only stop part of the atl:lCk - a Frost Jet of Powcr 4 will still get through!

Traditionally. Manial Am mmllal is
based on the assomption that a suniciemly
lr:Jined figilier can 1I~llk m:my opp<"\cnts
at once, The GM may Sil11l1l~te Ihis ahility
in thwe ways. using any or all or Ihem in
Ihe cJmpaign.

Fi"l of JlI. he may u.<e the Cinemalie
Fighling roles (p. BI83) allowing e,lra
parries per "'und. Howev.:.r. even this
does nO! reneet ade'l""tcly Ihe "re"lity" of
Martiat Art' fierion,

A ",e"nd Oplion wolJIl! be to all",,'
ella",erer. with K"n,te olle :lltae~ for
every eight full Ie,-ct.s of .<~ill: the fighter
would get two JllaC~S rer mund at level
16 and three JI level 24. Wilh cadI cstm
alIaC~ com",' an cslm parry.

Finally. the GM can use the Cllamllara
Fighting Style (sec GUN!'.') jap"" ur
Martial Ilns), which allows OJle altac~ fur
e,'ery three miniS of Karate or sword
s~;11 o,'er 12 (IWO allach al skil1le\'d
15. thn:c "I IS. Jlld soonf.

All Ihree roles c~n be u.sed togelher. III
allow for an illl"rc,l;ng mix of l'h:tr~cter

lypeS. tn this case. the Cinemal;" Fighli,,!:
rules on p. Il 1M3 would ~pply to ~ny ch~r­

"cter wllo hJd Ilrawting. while those wilh
Judo and Karate would uSc the exH,,­
anack option,.

Exulllple: Three arlccmurers arc p1:ln­
ning 1O slOnn a lerrorist h".«:. n'e lcaJer.
TJrO Kozak;' was Trained by a M"Slcr and
IIJS Kar:lle_t9. which allows hirlllO allJek
three times per round using the Chambar"
rules. I·lis friend Mar~ Lope" i, \1Il
Olympic Karate cllampion wjth Kar~u'­

20. hut was Ir"incd eOIl\'entionJlly. This
gives him 1"'0 allaeh per turn u";ng Ihe
Kam\e optionJi rulc.

Their final companion is Greg
Drumnmnd. " mcrcenJry. He h". Ilrawl_
ing-20. so CJn JllaC~ once and pJrry twicc
pcr round according to Ihe Cinematic rules
(and this c.plains why he's aLsu carrying
'In U,,; .. ,).

STRENGTH ANO EXTRA EFFORT
If you arc nOl quite strong enough to lift or move something. you may

increase the weight you can handle as follows. Roll against your ST. sublracting I
for an extra 10% of weighl, 2 for an extra 20%. and so on. For a continuing elTon
(e.g., pushing a stalled car), mil uncc per minute. Remember that;l 17 or 18 always
misses. A successful roll moves the item and COSI.~ J point of Fatigue for every full
100% increa.'ie in weigh! over your llonnalmaximum (minimum of one).

A failed roll mcans the ilem did not move and you strained yourself! Lose
twice the expected Fatigue. A critical success has no Fatigue cost. and a critical
failure costs I HT of actual injury in addition to the Fatigue loss. This damage
cannot be cured by First Aid, but only by rest.

Thus. a very strong super can increase his normal lift by many times.
E.mll/l,ll'; Bart the Brick h:ls;l ST of 80. His norm,ll maximum lift is 25xST.

or 2.000 pounds - one IOn! But he can lift much more if he has to. Suppose he
wantS the best possible chancc of pcrfomling a heavy lift. That mcans he wants
to roll against a 16.80 minus 16 is 64. He can handle up to an extra 640% of
weight OJ) a successful (16 or under) roll. So he can lift over .I"t.'l'/m tons if he has
to! If he succeeds. he will pay 6 Fatigue. as this is slightly Ovcr six 100%
increases over nommllll:l)l;irllUlll lift.

You can also increase your jumping in this manner - each point subtracted
from your ST increases the distance jumpcd by one inch for vertical (high)
jumps. or two inches for longjurnps.

You can also make extra effort for throwing, -I to your roll for eHch 10%
increase in effective ST.



Ch3mboln is 1/>1: Jap;u>c::SC: n:une fur a
(nol highly aUlbenlK) 1t1O\'~ or TV :silo...
fcaluring heroic. highly skilled m:1I1ial
anisu. usually ronin or ninja.

11lc Ik'ruic Chamb.1r.l fighler can lake
"n and dcwoy 3 group of lesser foes by
n,nning :I'nolll; thelll 311J CUlling them :111
down wilh lighlning blow.'. A Chambarn
fightCf using a readicd. habnccd "'capun
may maLe one addilion:ll allack per lum
forexh 3 poirL~ of skill 0\'.". t2-

tns.ead of makins any blo... Ihe
Cb;>mboll:l fighlCT can changt' facing _1haI
is. ellch facing ehan~c (10 any facinl)
"COSlS

H

0IlIC Mtxk.
A Chand)..1:1 fighler's Wild Swing (w:'C'

p. B105) is al a -5 hit penally. bill is tim
limited 10 II ma.• imum allack roll ofl).

CHAMBARA OEFEN5E5
A Chamb;lra fighter wilh Ihe Combal

Reflexes Ad,'"nlase can scnj;C a ""rpri~

"m.d from hchind. Even if lhe fighler
does IIOC change facin;. 1M allad s.i11
coo",s a\ coming from lhe side. IKlI lhe
rear. jlN '" il docli in a "runarou...r (~

p. BIOS) - it il al only -2 10 lhe defender'1
aCli"e lkfcnsc.

Thc Iypical Chambara defense is 10
DOOge by jumping. ,\ OX (or Jumping or
Acrohalicsl roll i., required. If successful.
lhe fighler has 11",,1,/.. his normal Dodge
defen:;c againM lhal all3Ck. If the roll f:lils,
he gelS ()QI)' tbc norrnal Dodge lkfClt5oC. On
a crilical fa,Iurt'. he falls.. r:.adl aUempilU
Dodge by jumping means lhc: fip.ier may
m.>Io:e ON: f"",et" aI1:oCb on hIS ne:<1 1Um.

A Chanib;u;J. fightn" may also E,·adc in
dose oonlhat. passing through a foc's hn.
by jumpin;. This lac.ic also requires a
successful OX (or Jumping or ACl'JJoOOlicsj
roll ""d e""IS 4 Mo,'" puims (v;nu~lly rul­
ing it OUI for ~v.,r~J;e people wilh he~vy

eocu",b"'~J1ce.) If lhe roll fails. lhe aucmp\
10 ~"~de failed. If."" roll succeed., Ihe
jumper j";l1 -+-5 on lhe ConlC>ol of OX Iii
E,·adc (see p.HIIl).

"Jtm £11011 Uft
61.600
69.700
78.300
87.400
97,000
107.100
117.700
128,800
140•.lOO
152.soo
165.100
178.200
191.800
205.900
220.500
235.600
251.200
267,300
283,900
301,000
318.600
336.700
355.300
374.400
394.000
414.100
434.700
455.800
~77,400

499.500
522.100
545.200
568,800

The following [,lbk shows the maximum wciJ;hl a super can lift normally.
and the weight he can lift on a roll of 16 or less by expending fatigue. See p. 82
for more infoTm;llion. The formula used 10 generate these numbers is:
Maximum Lift = STx25. EXIra Errort Lifl = MaJ:imum Lift +
I(ST.16)x(MaximulII Lifl/IO)I. All numbcl'5 are in pounds.

Strtng'" Max. Oft Exira £/fortl.ift Strength Max. J.ijt
17 415 461 160 4,000
18 450 540 170 4.250
19 475 617 IliD 4.S0U
20 500 700 190 4.750
21 S25 787 200 5.000
22 SSU lU«J 210 5.250
23 575 977 220 5.500
24 600 1.080 230 5.750
25 625 1.187 240 6,000
26 650 1.300 250 6.250
27 675 1.417 260 6.500
28 700 1.540 270 6.750
29 725 1.667 280 7,000
3U 750 1.!l(X) 290 7.250
35 875 2.537 300 7.500
40 1.000 3,400 310 7.750
45 1.125 4.387 320 8.000
50 1.250 5.500 3)0 8.250
55 1.375 6.737 J40 8.soo
60 l.soo 8.100 350 8,750
65 1.625 9.587 360 9.000
70 1.750 11.200 370 9.250
75 1.875 12.937 31)0 9.500
80 2.000 14,800 390 9.750
85 2.125 16,787 400 10.000
9U 2.250 11(9UU 410 10.250
95 2.375 21.137 420 10.500
100 2.500 2:3.soo 430 10.750
110 2.750 28.600 44(1 11.000
120 3.000 3-1.200 450 11.2S0
130 3.250 40.300 460 11.500
140 3.500 46.900 ·470 11.750
ISO 3.750 54.000 480 12.000

COMBAT DEADliHESS

EXTRA EffORT STREHGTH

POWER ANO EXTRA EFFORT
You can al~ increase your I)ower by lowering your dfccth'e skilllc\'ci. For

ewry 2 points you I\.--duce your skill level. add 1 to your Power. Each use of
a Power in Ihis manner COSIS 3 Fatigue points except on a critical succcs.'i - .1
critical failure bums that skill out for 2d days!

Once o;harolclers b<-'i':omc supers. the players are confromed with the tCI11I'I:1­
tion to lI.ff' these f:lbulous powers, There is lillie reason to have the ability 10

hurlthunderboits if the charJcter never gets the clunee 10 do so, Howt.,\'er. this
presents a conlr.tdicrion between lhe genre and the game system. Supers exist to
usc their power:., and most of the powers are especially useful in combat. but
GURPS is a game that encourages avoiding combat. People get killed in
GURI'S combat, ,Ind even supers can be vu[nerJble. In a world where supers
C:lIl plll lists righl through fH1rllmls, wll:!t can thc OM do to cl1courngc usc of
super-ahilities. yet keep Ihc game from becoming a massacre?

===========""
(HAMBARA f1GIHlHG STYLE



OPTIONAL RULE: STUN DAMAGE
When this option is used, all characlcrs have "stun points" equal to five

times their hit points, SllIn is not the same as either Hit Points or Fatigue: it is a
new st:It, and {he player must keep track of it separately, Whcn a character's
Stun reaches 0, he is knocked unconscious. Consciousness is regained nornlal1y
(sec p, B129) and may be modified by the Recovery advantage, A conscious
char:lcter regains lost Stun at I point per minute of rest.

Unless lhe attacker specifically declares an attack as "shoot to kill" before it
is made, all damage taken is Stun only, The OM may also trcal damage from
falling (or falling objects) a.~ Stun damage.

This will result in characters being knocked outjuSl as frequenlly as in nor·
mal GURPS combat, bUl it will be extremely hard for them (0 be killed. This
doesn't eliminate incidental or side effect damage from a power - anyone hit
with a IOd fire attack will probably have to go to the hospital for bum treatment.
he just won't be immediately killed by lhe attack.

OPTIONAL RULE: FLESH WOUN05
This rule is described on p, B 183 as a "cinematic" option. It is especially

suilable for a super-brawling campaign! It allows any ch3l,lcler who is not actu­
ally in combat to spend I unused character point, immediately healing all dam­
age except for crippling injuries. all fatigue, and (if tbat optional rule is being
used) all Stun damage, The rationale is that the damage was "only nesh
wounds." ea~ily shrugged off by a detennined hero!

As a further super-option. the OM can pennit the expenditure of chamcter
points for recovery el'ell ill tile mit/dIe of combat - a "second wind" rule,SC"eral supe'" are known to parry and

defleel buttel~ _ eilher with their bure
h,,"d,, wilh a gadgel. or wilh a '<:"l11i"~ly

ordinary item of jewelry, This is treated as
a spe<:ial ,"a", of Invulnerability to Bullets.

If a super wishes 10 den''C1 bullets, he
musl pureha:;,: Ihe IIwulnembility with a
special .40% limitat;on - Must /IIak«"
lJX Roll. This allows the hero to deflect
one bullel per lum ror cvery 2 points or
Move he ha .•. Tu make u successful
<.Ienection, lhe super mu>1 make" .•uCCeSS­
ful roll "erSus DX.

On a failed roll. the hullel docs futt
lIun"al damage - unless bc has addili"nal
DR ag"insl melat, bullets, crushing dam­
age. or somelhing elo;,; Suilahle.

E.ramJ,/e: In"ulnerability to Buttets
nonnally costs 100 points. TIle -40% limi­
talion lowcrs the cost 10 60 poims. This
will allow a super wilh Movc 6 to dcneCI
three bullets per tum. each requiring a
successful DX roll.

""==========
N8LIC REACTION

The most important limitation on killing is the hero's reputation. Keep a
record for each super's public slayings - one who kills oflen will gel a bad repu­
talion very quickly. even if aU the victims were criminals. Police will stop talk­
ing to him amI stan harassing him. Newspapers will publish hostile editorials
about him. and any official status he has may be lifted or suspended.

Eventually. government agencies will intervene. sending more experienced
and tougher crimefighters [0 bring this loose cannon to heel. This could be the
start of a whole new campaign - lhe PC supers against the very law enforcement
agencies Ihey started out to help.

This reputation also comes into play when fighting against metavillains.
Whether or not any of the optional damage-reducing rules (below) are in effect,
there can be an understanding among heroes and villains that all attacks arc
made to knoek the foe out. If someone gets a reputation of showing no mercy to
his foes, his foes will rapidly cease to show any mercy to him,

Using this rule puts control of the siluation in the hands of the characlers. If
they show restraint in their use of force, they won't have any problems. If they
are indiscriminate in dealing OUI death and destruction, their world will quickly
become very complicated and very dangerous,

Of course, some super-abilities don't realistically allow for "pulled punch­
es:' With a flame or electrical attack, the best that a "careful" super can do is
:lllack wilh limited force, and hope the victim's injuries aren't fatal! If lhe group
wants a high casualty list, lhere's no problcm, But if they w3nt 10 simulme the
comics. then something has to be done to curtail the mortality ratc,

Below arc several optiolUz! mechanisms for pulling combat away from
the gritty rC31ity of the real world and into the four-color world of tbe
comics,

BULLET DEFL£CTIOH
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Ice is \-CT)' diffa=t from nw:t:d....'tlOIl
MOM. Of brick in lJIc, ....ay d:>molgc :>ffens
il. Whir.: Iwo fccl of ice i~ MlbManli:>lIy
slrongcr th:>n two feet of "'ood. it would
lake much longer 10 chew lhrough lhe
wood wilh gunfirc than il would the ice.
l1lC' briuleneJ,l; 0( the ice C:>U!>C5 il 10 sh:ll­
ICf and chip at a ''ery high I':Ile. reducing
both lhe- effccti.·c DR and the Hill'oinlS.

A wall of itt has DR of 3 pointsl'indl
fOlthe first fOlX. 4 pointslindl for the 5oCC.

ond foot. 5 poinll;Jincb for lhe third fOlll.
"nulo on up 10 a muimum DR of 20
points/inch. Ilit points arc a [I at 3
points/inch.

£.J:anlple: A 2 1/:'[001 wall of ice wO\lld
Ilave DR 36 fur lhe first foot. DR 48 fur
the scconU foOl. lind DR 30 for Ihe
remaining 6 inche~ _ fur a 100al DR of
11-1. It "'ould only have 90 hil point~......~.

Whc:n a ,.,all ofi...., takes d:unag". lhof
Ih" damage (round up) il lIpplie<llQ redu".
ing tlK: DR of the ",mainder (in Ihal ~potJ.

The n::~1 reduces 11K: hit poims.
/-j"ml,le; The aOO"e wall of icc gets hit

"'il11 a lhree-muntl burst from a Browning
M2 .SO caliber m:lChine guo (1M ibm:Ige).
The: first round doe!; 50 poin15lbmage. the
5oCCond 66. the third 70. ROIlnd I "'OIlld
reduce the DR by 34 points anti !be Hit
Poinll by 16. leaving DR 80 and HP 7-1.
TIle serond round wo,,1II reduce the DR by
44 anti the UP by 22. lea"inG DR 36 and
111' 52. TIl" lhird round "'ill ~nock out the
remaininG DR completely. leaving 34
points to COnIC off of the Hit Points. If the
glll1n<:r <;311 put mother roun<l in 1hc S:lJTIC

spot. il ...·ill probably blo\t.·lhrough:lnd lIit
"ilafe\"Cl" is on the other.side..

Some filUl useful numbers; A "'l~

fOlll of ice I~ Ih;c~ "'eighl. 4.8 tlls.. :>nd a
8:1.IIon of walcr wcighs 8.3 Ib~.

OPTIONAl. RULE: awAOE REOUCTION
This is n modified fonn of the Stun Damage rule. The OM sets a panicular

mIt - )/4, lh. Ih. or whatever he chooses. When a character lakes damage. only
the amount detennined by this modifier is applied to HT. with the full value
being applied to Stun. This method allows the OM to fine tune the amount of
"unreality" in combal. but requires more bookkeeping. as the playeD have to
keep trnek of how much damage is real. and how much is Slun.

HT rolls 10 slay conscious or alive are always made on HT. Unconscious·
ness is automatic if Stun reaches O.

Example; The Red Spider has HT 15 (and therefore Stun 75) in a campaign
with Ih Damage Reduction. He is hit with an 8d+8 laser that does 38 poinls
damage. His DR of 14 modifies it down to 24 points. 1bc: full 24 points would
be laken as Stun. reducing his Stun to 51 - he is in no danger of losing con·
sciousness. Half of the 24 is 12 points. so his HT is reduced 10 3. slowing him.

!be next tum. he gels zapped again with the same laser. this time for 26
points damage. After DR, he would subtract another 12 from his Stun HT.
bringing it down 10 39 - he is still in no danger of falling unconscious. His HT
is reduced by anolher 6 points. bringing it to ·3. still nOI low enough thilt he
has 10 make a survival roll. However. he musl now roll against HT 10 slay
conscious.

This could conlinue until his Stun reaches O. at which poinl he automatical·
Iy falls unconscious. or until he misses a HT roll for either consciousness or
survival.

". ,"""'Icr i' hit by • m'"'''' or 'Woo'.g '"" mg"'" "lock<. k«p""'~
Stun and HT sep3l1ltely. All regular damage does Stun damage as well: if a blow is
aimed 10 kill and does 7 points of damage. the UlrgCI also takes 7 poinl5 of Stun.

The advantages of this rule are that the players can now cut loose with full
power against their enemies and nOI worry (much) about having to face murder
charges because an NPC failed a HT survival roll. They also won'\ have to be as
concerned about their own characters' deaths. unless they face deliberately mur­
derous foes!

TIle big disadvantage oflhis rule is ils 100ai unreality. Gelting !ihm 15 times
with an assault rifle doun'r just Slun someone! If this bothers you, then Slick
with the Slllndard GURPS combat system. and leI the bodies fall where they may.
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HE ONGOING
CAMPAIGN 15 THE
BEST FORUM FOR

SUPERSGAMING. WHILE
ONE-SHOT GAME SESSiONs WITH
PRe-CREATED CHARACTERS CAN
BEM, THEY DON'T AllOW THE
PlAYERS TO "flESH our" THEIR
OWN CREATIONS A5 THEY CAN IN
A CAMPAIGN.

THE GM SHOlID DESIGN HIS
CAMPAIGN TO MIRROR HIS (AND
HIS f1.A YERS') FAVORITE 5UF'ER­

GENRE ••• SMASH-EM-uP
COMICS. REAUSOC 5ClENCE
ACTION. OR ANYTHING IN
BETWEEN. THE GMSHOllD TALK
TO TliE PlAYERS A80UT WHAT
THEY WANT TO DO AND WHAT
TYPES OF SUPERS THEY ARE
GOING TO PLAY. SEE THE SIDEBAR
ONP.67.

PAGE 128 ISA CAMPAIGN
PLANNiNG FORM FOR A SUPER­
POWERED GAME. BY FILLING IN

THIS SHEET. THE GM CAN MAKE

ALL THE NECESSARY DECISIONS
FOR HIS OWN CAMPAIGN. BY
PASSiNG COPIES TO THE
PlAYERS. THE GMCAN EASILY
GIVE THEM All THE INFORMATION
THEY NEED TO CREATE GOOD
CHARACTERS.

CAMPAIGNS/
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ADVfNTURf SHDS
For advenlure ideas. just eOIl~ult any

cornie hook! It is oflen best lO stan llle
camp~ign Willi ~ couple of really lrile
:Id'~nlure situ:llM>ns. 10 let Lhe players gel
comfunabtc ",illl their new roles. Aflcr
lh~l, lhere will be plent)' of lime to gCl
orillin;d. So"", of lhe c1:lSSic sit":lI1ons :In:

A ~per!iJOls ~ crime in progl'l'SS.
T1~ hcroes arc ;lSked to wl"e a seoo

ofb"rninll ",per·crimes.
A super-foc kidnaps ~ dependent.
A nalural disa'ler, momlcr, or super­

foe IhrealCM the cily,
An encm)' is Hying to capture or

<btroy one (or :>ll)oflhe herucs,
llere arc a fc'" mort: Hgt:nc:ricH situa·

lions lhal the GM can !HoC 10 dc,clop ",pc<'
a,hcntu,cs. More ad"emu", se..ds are in
lhe sidebars on PI'. 90. tOO, and t().t,

Nrw Kid.. ,," liI,- lIl"ck. An aecidcm
bring, UUl supcr-abililies ill u "nonnal"
fri<:n<l uf the~ ..'110 no"" ha,'e Ihcjoh of
lcaching the new super Ito..' 10 dc:1l "'ilb
hiS (OI' her) JIO"<'rS. Obis an be:~ w
Mill: ~ new p1a)'Cf inlo the ClImp;lign.)

TI,,, Villai" /IIu..hi" ... New ~uper­

criminals a'e appearing righl an<llefl.
Doo:s WlIIC()l~ have tile secrel o( crealing
n Ilew sllper at wiJr! If so, tlley'n: misus­
i'lglhe ability. and Ihey muSI be Slopped.

fo'n",,,d! A leam member is 3(.'(;used of
a sopct'-erimc ... and lbe c"idcnee sc<:ms
ron,'ineing. n.c fr:lfnCd S<IJ'C" mug decide
"-beillcr 10 lum himself in; the rcsI of the
team m~ decide Ito..' IU dear their rom·
r.uie'5 narne.

S"J,u-Tourmun,nI. The heroc, are
in"iled 10 " metahmnan cootest, in ",'lIkll
supers of vurious types compete in trials
of .kill amI strength. witll the pnJCeeds 10
charily. Of COUI'llC. solnClhing will inler_
ruptlhc compelit;OlI •• ,

The hnt 'U)' IQ kid: off ~ f;'Qfllinuing
SUPUI e~mpaign h witll Ille "origin"
story:' This can be cilher the Slory of how
lhe Pes gOl their powers. or the SIOI')' of
how they firsl met ~nd formed a super·
lea",. FOI'" mOre aOOUI super-lcams. seC
Pr. tG-t2:utd'J8-99.

Once Ihe IUm ;s formed. lhe ~ul"'''''

"'111 have to de~t ",ilh is~"'" tite learn
rules. lr:llnS""n~liQn and mller common
propcny. and of roofl\C a l<':lm rtamC'. Thi~

may he llood for a fe ..' sessions of rote­
pluyinll in wllicll nobody gelS knucked
thlUtlllh ~ wall~ Unlcss. of coors<:, Ille new
supers disagree iIHr,u"ly about 110..' they
should run their lcam ..

l~'·eDlually.of ('OUtsc. lhe croup "'iIl
gel do"'n 10 lIS .upcr-busillUS. ~nd the
QIllpilign ..'ill rcally he undeN-ay.

GAME BALANCE
Designers spend a great deal of cffon. on "game balance:" The object is to

insure thai no matter how a player approaches Ihe game. his ch:wJctcr need not be
weak and ineffectual in an :ldvcnlure. ror u fantusy game, a del~li\'c game. or
even a science fiction g,Lmc, this is nOI ditlicult - everyone is on about the same
lel'C!. BUI it is much harder in a Slipers g:llllc. There arc 100 many vari:lhlcs, :lIu.I
CharJCICrs will often be at wildly different power types am! power Ic\·c1s.

SCEH.ARIO BALANCE
No arbitr.try limils on powers can alleviate the variety IMI appears among

player Char.lClcrs in a Supers game. Whal docs the hapless GM do when con­
fronled by a playing group which consists of a rem] lighter wilh :mimal-likc
claws. a Slrcct·srn:Jrl detective/marth, I artist with many skills. a skulker who
likes to hug the shadows. a pnwered-aOTIor character with no stealth mode, and
:I solar-powered energy projcctor who glows in the dark'! Detecti\'C scenarios
k:l\'e the balllcsuit and the energy projector twiddling their thumbs. A punchout
that can challenge the armored marvel and the solar hero leaves the feral child
and the manial artist in shreds on the ground. Designing an advcnlUre th:1(
involvcs C\'cryone is difficult. but necess:lry - it's no fun to be doing nothing
while Olher1' :Ire playing,

'!11ere are scvcrJ.1 :Ipproachcs to this problem. Thc simplest (but usually the
Icast adcqume) is to limit the gamc to sU]JCrs who are at the same power level and
h:l\'e: similar abilities. 1l1is makes play balance: easier to maintain - if e\'eryonc is
the same. then by definition they're balanced. Unfonullately. the C'olmpaign will
likely degenerate into the ongoing ad\'entures of the Legion of Super-elones.
Kccping the game from stagnating may well become a full-time job for the GM.

Another solution is harder on thc GM hut more satisfying to the players,
The GM c:m devise :1 plot with many different problems and plot elements.
appropriatc to diffcrent types of super-abilities. Most comic books that feature
diverse super teams usc: this system to keep the story line interesting. This puts
some pla)'ers in periods of inactivity. but kt.ocps them sllspensefully waiting for
the next twiS! in their own piOi. and following the misadventures of thcir eompa­
triOis should keep their interest hi£h.

The third alternative is 10 cheat. just as the comic writers do. If the team
run.s into a menace only onc of them can deal with, make sure the menace
ignores the ones who can't hurt it. After all. it makes more sens,c 10 tIcal with
the real threat first. and mop up later ... This will give the weakcr heroes a
chance to nee. or (hopefully) 10 think of somethins clever,

CHARACTER BALANCE
An infinite number of charJetcrs can be created with the GURI'S Sup~n

rules - some of whieh are more suit'lblc for play than others. The GM should
discuss chamcter conception with his player,s heJore they hcgin designing their
charJctcrs. antI he will need to review the created chantcters carefully before
commencing play.

In a 500- or 75O-point campaign. it is easy for a playcr to desi£n a "world·
killer" by spending all Of most of his charaCler points 00 one power. Players
who do this are quick to point ootthat ·1ltere·s no rule against it!"The player is
only partially correct - Ihe overriding rules of fim (and its enforcement mecha­
nism. Wonl of tile GM) should eliminate such things.

The GM must make a decision no! only about how many poinls a player is
allowed to begin with, but abou! !he power levels al10wetI in his world. There
may be nothing wrong with chilraetcrs throwing around 20<1+20 energy

i============.,
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COMBAT BALANCE
GURPS tries to simulate real-world combat accurately - which rnemlS that

combat C,1I1 be deadly, And combat between people who shoot laser beams and
punch through sleel plale can be I'el')' deadly. The OM can use any of several
optional rules to make comba! less deadly. or he can let the characlers live willI
the realiSlic consequences of lheir powers!

Se\'eral ways 10 deal with this queslion are discussed in lhe Combar chapter
(see p, 84). 1be OM may change the rules 10 make combat less deadly. provide
background reasons why e\'en the vilest foes will pulllheir punches, or accept a
game where Pes die! Choose lhe one that will best fit your genre and bad,;·
grouod, aod the players' preferences.

PSIONIC LIMITS

Psi powers. while entenaining, also ha\'e enonnous polential fOT abuse by
Pes. A characler Ihat can cOnlrol the minds of everyone he meelS makes an
inleresting villain - 1M players will have to be clever to O\'ercome his powers.
But if he is conlrulled by a player. lhe games become an endless repetition of
"Slep 1: We see Ihe bad guys, Slep 2: Mind Masler takes O\'er their minds. Step
3: They tum themsel\'es o\'er to lhe: authorities." Not exactly the Sluff that heroic
campaigns arc made of,

The OM necds to carefully weigh each proposed psionic character against
the campaign before turning him loose. In a world where psis are common and
most opponenls will ha\'e some son of defense versus a psionic Minck, thcn
therc isn't much of a balance problem, In other worlds. the OM may Wllnl to
limit a psi's Power to level 10, or even 5, to keep him from being overwhelming­
ly powerful.

Or the OM may prefer a campaign in which psionic pes are powerful
against normals. but cannm StUle super-combats by Ielepathic takco\'ers. In that
case, the "psi shield" can be inl.rOduced. This is a product of the PSI researchers
(see p. 107). It is a commonly available item. costing no character poinls. but it
is expensive (perhaps S1.000). Thus. e\'eryone who really needs one will have
one, bul most people ~'On't bolher. A psi shield looks like nothing more than a
smatl cryslal: it can he ~'Orn as jewelry or concealed in li pocket, II gh'es the
wearer a Miod Shield wilh an effective Powcr of 12 and Skill of 3. fI.'lore power­
ful shields exist. but they're I'U)' expensive.

-'"==========
CAMPAIGN TYPE AND SCALf bla~ts - but then ~~a.in, there. mi~hl ..A .suggested limit is 10 disallow any POIl.'cr

of higher lhan 20 Inmally. TIus WIll hmn allacks 10 around 2Od.
Defense must also be balanced. 001 char-Jeters with "'00 much defense" are

less likely to unbalance a game. A IOd attack will do an al'elOlge of 35 points of
damage. If the normal attack in a campaign is IOd. but everyone runs around
with 75 painls of DR. then offense becomes almost useless. The OM should
establish the limits he thinks are reasonable for his campaign. and enforce mem.

lllc poii'll ,·at"" of the stlll'1ing ellarnc­
leu depends enlirely on the nmp;aign.
The more points allowed (or su~r.

po"'cred abilities. the fanhu 0\11 your
elwxtcrs - Md !he o;:om~gll - "'ilI be.

Remembn' that the COil of the Unusual
Baet,round of melahumanily 'hould
dtp:nd on the ooly of mn:Ihum;m pow­
en. If supcrs :Ill: rd:uivdy common. the
Uoosual Background should be rel:Il;'·c1y
chc~p (I« p. II).

Remember also lhal a hero (or villain)
wilh 1lO"'erful backing ean casily spend SO
or mOre points JUSl nn II Porron (sec sidc­
bar. p. 12).

THE "REALISTIC" CAMPAIGN
For a "re.al world. wilh powcr)':' cam­

f13ign, :I sr:aning poim valuc 01' 250 or so, i~

appropnalc. This "'ill allo... supo:n with
onc significant power Or sct of linked
pl>"·en. or po:rhaps IwO or Ih..,., wca"cr
1lO""'crs.. II is also possible In build a for_
midable yl:l ""'''Slic -skillc:d nonnar at
Ihis pl>inr value. This kind ...f w.....ld is
described in lhe WDtChmm ,""""e novel
and in lhe W,-IJ CDtrlS scna (and in lhe
GURPS lI'ild CDrds w<ll"ldboot).

Al lhis pl>"'cr le ..cl. supo:f$ Ira"e an
adl'3ntagc ",IW most lIIJIll1:Ils. bulllO more
so 1M! Mnom'ar' highly-llllenled individu­
als, Few supo:rs ...ill li"e ouisioo or soci­
cty. and many will find lheir po...en 10 be
a mi~cd blessing.

THE UL TRA CAMPAIGN
r"Or a world·sh:Lk.inJ; c:l.Illpa.iJ;n, 750 or

c"cn 1,000 poims will creale hcmc~ and
villains of 01)'mpian proponions. cach
....ilh ",,'cr.l! n...jot IK"'''''<$.

Allh,s po".er level. suJICD can do pn::l'
ly much It they please .....illlooul inlcrfcr­
Cl\Ce (TOOl puny mona Is; ...nly analher
super C'an ct(CCih'dy~ II .super. Tbc:
GM milK be c:arcflllllw C.Inlp3igns:ll this
le"d do nor dcgcDcr:ll" ;nlO ""'~ SlIpCI'"_
slllifesu.

THE FOUR-COLOR CAMPAIGN
n,is is the chlSsic cornle.boo" campaign

(n;un..'d aOcr the flltlf-color I'fOC'l':Ss used 10
ptinl comics). For a campaign "'ith the
p"""Cf !cl'd of lhe al'ernge comic boot.. 500
poioo is a J:OOd Starling 10131. This p::nnils
cn:lIIion 01' ehanctcn \lith t,,'O or line sil':'
niflODl pQ'oI'cn.. or a dozen minor Olll$. Al
lhis level. supers become a very poIenl
ran' but a1: Slilll10l e,.iIc: D.n: lbI: la....

Tbc: four-color c:r.mp.1icn i, mD$( fun
"'helI il folIO"-.. the oomic-bool< poucm as
elOKlyas possible. 000'1 end. pn", sa.­
,i<ln in a c1iOlax: SCI up a c1il1b:r.nCcr lh:u
...ill keep lhe pia)"',.. in su.~po:n<c unlil
DeXI week, A mulli-sessi...n advenlure
bcron"":1 "limited SI.-nes." Make up lilies
ror lhe ad"enturcs, or even for each IoeS'
sion, as lhough lhey "'CTc wmie books.
Think camp. Ilal'c fun.

CAMPAIGNS I
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CAMPAIGNS I

Good campaigns don', just spring up o\'cmighl - the GM (and c\'entual1y
the players) puts a 101 of thought. SWCM, and hours into creating the shared un i­
\'crse. While there is no sure fomlUla for :I good campaign, there ,Ire sel,'eral
things that will get the design off on the correct roo. These hints aten', just for
the Suptn genre: they apply to :my background from fantasy to outer space.

WORLD DISIGH
When you sit down [0 design your world, Ihe first thing you have do is

answer some questions. If you know the people who will be playing ill the cam­
paign. spend some time talking wilh them and find oul whal they want to do.
This gh'es the playcr:s a sense of contribUlion toward the final fonn of the world
they'll be spending their lime in. and will S3\'C you from wasting your time
down avenues thaI your playen> will ne\'er follow.

SEtTING
Does the campaign take place on Earth? If so. what year'! The ad\'amage of

playing in real-world Eanh is that you are on familiar ground. If lhe players
need to know how long illakes 10 fly from New York 10 Los Angeles and how
much il COSIS. you can call a travel agent and get a com:ct answer immedialely,
Background materials are easy 10 gel - 1110S1 cities have street maps available
that are far more detailed than will ever be offered in a gamebook.

NPCs are also readily available - if you need a rock concen. JUSl ha\'e the
Rolling Stones tour pass through lown. E\'eryone will be familiar with most of
the "big-name" celebrities. and as the characten> become famous. Ihe players
have a chance 10 inleract with people they might never meel in real life.

Plot ideas are easy 10 come by - jusl buy a copy of today's paper. There is
always someone oceding help or rescue. or a situalion that can only be handled
properly by the supers!

If you are going 10 usc Eanh. though. you will need 10 modify ilto lake into
account Ihe presence of lhe supers, Depending on lhe background of these pow­
ers. this could be easy or difficult, The s:llllple world b:lckgrnund in Chapler 7 is
a good place to stan with four-color supers in a "real world" selling, A good
source for I't'')' grilly realism is lhe CURPS Wild Cords worldbook (based on
the award winning science-fiction series edited by Geocge R.R. Manin).

Setting the campaign on another world is Ihe second oplion. This has the
advantage of keeping the players fIlllch more off balance, Unfonunately. it radicaUy
increases the amount of work thaI lhe GM musl do before the camp:tign is re:luy,

BACKGROUND
'The next question 10 answer is "Where did all these powers come from?"

1bere are an infinite number of ways to answer this. but Ihey can be elumped
into a few major groups,

GtmClic mlilO/i,m. Supers are desceudeu from normal people, but something
happened to change their DNA structure - radiation is Ute usual source. but a
virus or disease is also possible, Many variations are possible. Is the mutation
inheritable (will supers' children also ha\'C powers?) How common is mutation?
Is there more lhan one way for it 10 happen? Whal detennines Ihe powers? Can
the mutation be caused intention"lly, or is it slrictly al:cidcntal? A "mutation"
scenario works well for a campaign in which supers are plentiful.

ExtraleTrt'slrial or dil'il/e ill/en'elltiol/. An eXlremely powerful outside force
granls power to certain people. This allows for some interesting background
ideas. Who gives villains their power? Are e\'il ETs building Iheir own super

Super-abilities live Ihe PCs some
unique oppor1l1nities 10 earn money, BUI
they can also lealilO lrcnll:nllous cxpens<
es, BOIh of tMSC things can lead to some
greal ad,'cnlUre ideas.

MAKING MONEY
1Jou"f)' Hw,rit!l, Most wper<riminals

will have high prices on their heads,
Killers will be "'orth tlli: mOlt money. fol.
Il/wed by propeny.destroyers, Th<'.>sc who
merely steal or ptay pranks will be ....'01'111
the least. ,\nd. of course. some nOD­
powned criminals "ill be ,..."nh re"'Vds,
Somellmcs, piVlltC indi ..iduals will offer
re"':lTds. In the U,S.• no reward w,ll be
paid for simply killing a criminal, but other
nations will not be so squeamish, Inde­
pendent ,'ig,lantes can do ,'cry wcll this
way; "",,,nben of "officlat" supeneams
m:IIy ha"e 10 don.aIc the moIle)'1O dwily.

S"pu·Jobs, Man)' supc:r·;obihlles arc
marketable on lUI eV"'Y<by bOIS'S, See thI:
S"pcm",,,.. sidebar, p, lOt.

SPENOING MONEY
Dumoges. Super·ballies C:III do incred­

ible: damage (see sidclw. p, 79). A 101 of
super-inrom-c may go toward rep.ainng
New York C\'cry monlh or 5(1, Of rounc.
there is an ahcmati,.." A !IlIu;W or SIlpers
can lin a greal deal 10 rtpair damages,
Some: may do it tlffifessionally; Olhell will
juSl ny in 10 help OO( a friend.

Chari,),. MOlley Can al .....ays be gwen
away. In addition III thI: ob,'iow; dwilics,
!bere ouy be a fund or funds set up 10 pay
for damages done by RlCI;IDllrrulns in lhe
tine of dmy! Funds for research into the
natun: of supcr,powers, or for victims of
super·criminals, might also be populllr...
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ACaPrANCC
How do the ordinary people reacl to supers'? Arc they huntcd as freaks. or

adored as s:l\'iors'? What about the law and Ihe super'? Arc: they vigilanles barely
tolerJted by the aUlborities. or are they fonnally licensed and controlled'?

What about supers in mller coumries'? How are they treated? Are Ihey tools
of Ihe go\'cnullent, or are they considered lraitors 10 be killed if possible?

EVERYDAY LIFE
Onc of the lraps a Sliper.f player or GM can fall into is cHlegorizing :111

supers as either crimefighlcrs or crimin01ls. Certainly. m01I1)' powers seem useful
Ott I)' for comb,tl. but there arc lots of other jobs out there for Ihe super-powered
indh'idual.

Supcr-slronl; ch:uaClers h:'\'e many uses outside of comba!. There arc
always jobs Ihal need a JOI of pressure or lifling power in conslr;lincd places
where cr..nes and derricks h:I\'e no room to move. Psionically powered charac­
ters (and pt."Ople feigning psi powers) can always find work as mediums. tracers
of lost people. and dowsers.

And imagine lhe uses of Gr.:l\'ilY or Earth Powers for someone in lhe mining
business, Anyone wilh the Tunneling skill has people knocking al his door.
Similarly, niers have lOIS of scope for activity. and people who can withstand
and manipulale extremes of lemperature are always useful.

TH£ VILLAIN UMPAIGN~""" c,'" ,'" pow'~ "" ",k,,, ,w'y by"" "go",y ",,' g",'o '"0''''' Are ,'"
powcr.~ gr.lnlcd by a nJilclurlc llhal could be captured). or arc lhey gr.lIllcd by
SOIlIC sort of myslical/unf:llhomable power source? What criteria is used \0
dc:lcnnine who gels which powers. or who gels powers at all? A scenario like
this can lead to a strict division of supers between the Servants of Good and lhe
Fon:es of E\'il. with few or no neutrals.

Accidt'1/ts. Each super h:ls a unique origin. This gh'es the players great scope
for creativity (see p. 6). if not outright silliness. Most accidents. if not all of
them. will be unrepealable. This is especially suit::able for a camp::aign in which
there arc vcry few supers.

A/I offlle 1I00':f'! lbars the r.uionalc ofme 1ST world (see Chapccr 7).

h'~ 'lU"C posSIble 10 dc~ign ~ c~",p;ngn

th:lI lum~ lh: t~blell on It>e nonn~l genre.
b)' ma~'ng the 1'Cs mlO 511pc:r-cnmlll:l15
:and Icu,"!: lhe,r amason,st, be !he f...a:s
of bw :and order. In M>!l1C "·ars. 'his "'i11
gi,'c die ru~ fllll:dom. CrinlefighlclS
lKWIl)' ,nxl 10 Um;,aICD,n, SilU:U'OIl5. but
mmllla1~ CllIl an:and JtnU: "~-.:r lhey

plene. TIus means ,hal I"" p1a}'ns "..II
....'T 10 pI:an lhc1r ClIJICf' "'ell in ;od'':lOC(';
Ilxy on'l JUil say -roxby "'e'lI rob ,he:
IwIk,- :and upcc1tlle GM 10 come up "';Ih
.. g<lOd)«":l/lO Imrnah'llcly.

Villa," res m,s/l' :IS ....ell uke aMIfJ"'I"­
group or lltJ:e polICe fOfi"C :IS an Enemy.
If Ihey are ~ueeessful ,n .he'r crinunal
careers••hey will >oon be on the Most
Wanted h!! :Jrl)'how'

Pla)'ns shoold ~«p a sense of humor
and proportll>n ,n Ih., Iyp'" of ca"'I""gn.
rhe h~dy Oll'OOnw.:, !lllOIICr or I:lter, is .hal
the supcr.cmob will be behind b."." in a
;'0)' JU'I"t facility. The G:.t shouldn'l
f""lguihy wben tlll~ happens.

VILLAINOUS AOVENTURE SEEDS
JuilbrMk! 111c sul"'r-crooks m~)' haw

pla"",,,I,o rub a banI; _ 001 one of lheir
numlH"r hu lH"en C:lplured by the l:Iw.
Time for" ll'SCue!

No", ;III't Trm"/fJ' All G'/(1{1 SUI'''J...
Thc world (or nmiun. or city) is Ih"'~tencd

by SUnil: danger s" g""tt thai Ihe Law will
eX'end ,nllle.tty ('I Ieu,l Icmporn,;ly) w
:my tIIctuhunmn. wh" will help to (uce Ihe
menace. 11lls I:"'CS Ihc chance for Ihe PCs
to tcamup .. ilh Char.ltlers who:lre usual.
Iy fil:hung 'hem.

0''''11 11'",. ""olhcr ganl: of supcr­
cruol.:s " muscling in 0I1.11e l'C!i' lemlOf)'.

Tht Turnr-out. A 5upcr-erimelighler.
perhaps a former 1:lICmy of t~ group or
one of its l!lclllbcB. has recemly ~Io"c

bad
M

'" I "cr)' pubilc w"y, commilling
s..'·CT:II1 n3ih)' 'hef.s. Now lie "'ants '0 jOin
the PC IrouP. Can he be: t~cd?

MOTIVATION
Mu.t ,~Illl..:'·crooks :Ire jusl in it for

Iheir o....'n profit. SOllie h.."c OIher g()"I~.

Ihoogh. l'tx.,hle motival;on.' fOf :I crimt­
rl31. or a crimirulleam. can include:

RC"enge, e;lhe, on an ind,\"idual or a
group. 11.e revenge ncN nOl be deadly;
hum,li... ing the mcmy IIl1ghl be betler.

Pubhc notice and recogmtion as lhe
Greatest (or Smal1cs,) Cnmlllah In The
W..Id,

Fund'D,s,n, for a e;>usc. Rob from !he
nch. and ,i"e.o ••• "hofnc"er,

Pubt", :lI,cnIion 10 a cause.. Carried OUt

'·iolen,I)'. this bc<:omcs SUp"'r••ermnsm.
..htch 15 eertalnly ""tn!t'>lIC.- but (we hope)
DOl 10 most players' tastcs. Bu. a ""p"'r.
Grc:cnpc:ICe .tam, ,,,v"'ll .1Ie whales hy
ilOpp.ng .he whler' "',,1Ioul 1Iu'"''''1
u"m. .."OLIId mate an 'nlcrCSlong c:mltl'li&n.



DIALOGUE
Comic·boul; he~ :lJId \'ilb,n, often

s«m to~d mon: ,imc !:lIking lh~n lhe)'
do rillhting. EYcry hlow is folh,,,,'W by a
thrc;N, an imull. or a ",'hok speech.

So. In ;I campaign Ihl follo",s thc
comic·book patte",. pla)'er$ ~hould do
lheir loquxiou~ I!c'Q 10 follow the )l)k.
H"rocs and villains alike ~houtd m~""

llood u~ of hn..s lik,,:
~Ah:I! I h:I"" ytJu now!-
"You /i"'nd! You're ~ Irallm 10 Ihe

"hoI<.' hum..... t:ll...,!-
",\nd de~Iroying )'01/ is (111)' my IiI'5I

step! Ila, It:l, It:,!"
"Yuu nmy "'!lIk you It:,v" Ille. Itul

yOll'..., <.lUI' for a .IUrpriiiC!"'
"1)0 )'00 reall)' Ihink ),our feeble po,,"­

erli can ~Iop mrT'
Andsoon •.•
The GM should Ilh'e ..... e"lIl1 ehar.telCl"

poin, per SC'....~ 10 3II)'onc "'00 li\"M$ up
lhe g3lTlC "'ilh tooo.l comic-boul; d'aioI;ue.

DEATHTRAPS
In Ihe comic books. evil vlliaiM can

lICI'cr hc:lr 10 tini,h a fighl lite e~)' wa)'.
In.llead of sen.libl)' Shooting n helpless
hero. Ihey will ~l,,"a)'s take hilll priloncr
aud gloal O,'er him (re"eating all Ihdl
plan.' in lhe Jlft"os). Then lhey "'iIl tea"e
the hero ,n a ~ilUDlion th:ll (Ih"y lhinkl
will surdy kill hUll, Sometime::< Ihey SI:l)'
10 "':Itch. hUI U~:lU)' they k:l"e on urgenl
business ebe...hcre ... and, through
de"ff use of hI) po",o:n Ill" ;U)l hts ,,·tlS.
lite hcroC$C~pes!

Fortunalely, Ihis eon\'cmion of Ihe
!"nrC "Ofks ""ry well for rol"pll)'in!
g:lmn. so G~h of four·color games
ihould follow il "hcnc:"er posSlhk.

But Illany supers Illay have no inh.:rcst in using Their powers. \Vh:lIabo~
the woman who gains her power after lx.'eoming a top-notch research Sl.:icllIist?
If her forte is mdiation COnlrol Of" gmvily eOnlrol. or if she de\'c1ops X-Ray or
foolicroscopic Vision. This can be a boon. But if she ...uddenly sprouts wings or
g3ins the strength to lift :1 trude whal good lIocs it lIo in her career? Many
supeo; ignore their powers (or e\'cn hide lhem) so lhey can gel on wilh their real
h\·es.

Supc:r crimin31s are not nt.'cessarily world-beaters. eilher. A tclepalh who
uses his abilities for insider lr.J.ding is a criminal. but hardly a .....orthy t:lI1:el for
lhe Am31.ing Advenlurers supc:rteam. Gambler telelinetics f31l intu Ihe S:II11e
calegory.

And llIany l11et:lhum:llls usc their powers in the enTertainment industry. Fur
instance. tlll:rc might be a special class of wrestling for super-strung comb;ll­
3111S. Likcwi...c. supers wilh rcally speclacular sp..:ciul efTects Ill;ly lind that cxhi­
bi,ions of ,heir po\\'ers. eilher solo or in conjullction with some other show, is:1
lot lIlore lucralive than hunting out bad guys,

In short. supers need not be COSIUlllt."<.I crimelighlcrs (ur spysmashers, or
bodyguards. or bounty hunters. or :my of the usual comic book aClh,jties). In
f3d. they can be almosl anylhing.

Still. Ihe acquisition of power doe... inspire some people to usc il to make the
world a beller place 10 live in. Somc, of course. wanl a beller place for them to
li\'e in. C\'en al the expense of the rest of the .....orld.

ADVENTURE DESIGN
More th;1II :lnylhing else. campaign success depc:nds on lhe qualily uf Ihe

advenlures tlmt the heroes are involved in. If a GM wants to be successful. he
must offcr enlcn:lining ;Illd well-ploned advcntures. whether taken from ofT-the­
shelf products or designed from seT:ltch.

Pt.OT5
The trick 10 wtiling:1I1 adventure is to make sure that C\'cryolle ill\'olved has

something to do, A well-designed scenario is 1101 just a big comb:!t invol\'ing
hero team A versus villain tcam X! This may plc:tsc the playcrs for a fe.....
games. bUI after that. it gro.....s stale.

There arc liC\'eral wuyo; to plan an adventure thaI will keep all the players
inlerestcd. The dClaiis depend on the spt.'Cific characlers. of course. Some possi­
bililic):

Dc\'dop multiple plot tJm:atls - c1emcnls Ihal nn: scallcn.:d about in such a
m:lllncr Ihat different players can pursue different paths. and <111 ..... ind up in Ihe
same SpOl allhe same lime for Ihe linal showdown.

Include clues or OIher infonmuion which can only he gained by leam mem­
bers working in coneen. There should' be opportunities for the musclellmn. The
psi. and the ninja all to show Iheir Sluff, and no ol1e specialty should be Ihe clear
key ll) \'lctory.

Present problems which C:lIl be solvcd just as well (or beller) by the usc of
1100ml/I skills. -n,is will encoumge well-balanced chamctcrs and more roleplay­
ing. Sure. Mr. Anybody c:m slip illlo the CIA's coml>uler room .. , bUl unless he
can make Computer Opcr.ltion and Research rolls. it won'l do him any good.

Character disadvantages can be used 10 create camp:Jign plots - enemies
will ;Ippe:ar. secrels can be Tt:\'calcd. or dependents can be threalcned. All of
thc<;c are good ways to get the Pes invoh'cd in both Iheir chardCler and Ihe
campaign.

CAMPAIGNS!



CAMPAIGNS! o

THE VILLAIN 15 WINNING!
By no memlS should the heroes win every fight. ThnCs boring. Any number

of great plots can stan off wilh the hcroes being humiliated. chased away. or
cven taken prisoner. It·s a good idca to avoid lelling the players when their char­
acters were supposed 10 lose. of course. Just don't kill anybody in sueh an
"inlroductory" battlc.

BUI there will be times. Ihrough bad luck or pillycr carelessness. when the
pes nre losing a battle Ihey weren't supposed to. Therc are se"cralways Ihe GM
Cim get out of Ihis:

Deus ex lilt/chi/ill. The Mounties, lhe Marines. Ihe 1ST. or somebody. cOllies
10 Ihe rescue, just in lime. A subtlcr way to handlc this is to quickly assign com­
bat abilities. or just berserk behavior. 10 one of the "normals" cluttering up tlte
scencry. "As Scatterbolt is preparing his deathblow, there is a grinding noise.
One of the vehicles he wrecked is still moving! It's a pickup truck, and its driver
is aiming slraighllor Scattcrbolt! The villain dodges, but he's distmcled. and his
energy blast misses both the helpless hero and the lruck. He won't recharge for
another five seconds. What do you do now?"

~
COMBAT

If incidental or unplanned combat occurs. keep it shan - save the slugfcst for
a dr:unalic climax. If a super surprises two gangslers trying to kidnap his lianc!!e.
this is not the lime for a full-scale b:mlc. The gangsters should either give up or
go down quickly. After all. they are trying to kidnap the fianc!!e because she is
/lot 11 super -they weren't hired for their ability to take on supcrbcings!

When your climactic bailie does come around. it should be an epic. Include
lots of loose objects Ihal can be picked up and thrown, glass windows that can
be sh:ltIcrcd, :lIld a few innocent bYSI:llIdcrs to make things dicey for Ihe heroes.

Matching four supers versus four equally powerful villains is fUll lmd fairly
easy: trying to match eight supers versus eight villains will turn into an all-night
combat and probOlbly gi,'c thc GM a nervous bre:lkdown. It is much easier 10
match a l:lrgc super-tcam againsl a snmtl number of higher-powered villains ­
this will cncounlgc leamwork. as no single charncter will be able 10 go onc-on·
one with a foe.

SUPER-POWERING AN
EXISTING CAMPAIGN

If ~n uistin~ e~mpaign is gelling a lit·
tIe bit J'lR'dictable, spice it up by turning il
into a Suptrs campaign! The GM arrnnge.~

a situalion which gives the 1'Cs superpow­
ers. and they embark on new careers,
l'robably (though nOI lleccssaril}'J lhey
will form a super·team. and sct out 10
fight crime. get rich. or both.

F~h exiSling PC is gi"en an apprupri·
~tC n"luller of CXlr.l ehar.leter points (~~...,

sidcbM. p. 1(11) for lhc type of campaign
Ihal is to be run. Each character is also
allo"'cd 10 pick enough nc'" disadvan·
tages 10 bring his di~dvant:lge point toud
up 10 100. The "origin .\lory" mU,1 e.,pl~in

Ihe new dii~d,·antages. Physical Or menial
problems could he side·effecls or Ihe
lransronnaliun. ,\ group Enemy could he
a paranoid gO"emment body. or a SUpel'
criminal who gOI his powers al the snme
lime the PCs did.

If lhe siluation that gave the PCs thcir
powers was unique. Ihen a hlgh Unusual
Background cost (p, tt) "'wld lle appn:>­
priale -though this is nOi necessary unlcs.
the GM is cuncerned with "balancing"
supers agnlml non·supers. flowe'·cr. il is
uften bener 10 sel up a silu~lion Illal gi,-",
super-abiJilin 10 llIany people. 11t:Jt way.
lhc ne.... ly cre:ued supen; will ba,'c wOllhy
opponents!
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FANTASY
SUpcrhull10lll JIO""aS will be rni5ul;m for

n\3l:1c by mosl oIlsu\crs. In a warld """"",,
n~'gic is common. this c:m be an adv:mt.:l~;

ami_magic ~llacks woo't work on the supers,
Where ",~gic is ran: '" uut1aw~d, though,
anyollC who dispbys "'~tahu",an poW~N

win be ;ICCU.<ftl of wilchcraft!
Or, if m~lahumln pow~rs b~come

commoo in a fantasy or medieval situa·
tion. supers ,,'ill be oITera:! rank:lnd privi-­
lege. :o.nd invit~d tn un'e loc;ll nobles.
";th ;I good eh:Ince of TIWT}'ine intn the
nobility. In time. a caste syst"m mieht
dc,'dop, with a sup"r1"""~ anstocr:ocy
ruling "normal" commone~

SPACE
Mctahumans can fit right inlo a science

fiClion campaign. Alien supers - or whole
alien raCeS wilh rcmarbble powers _ can
be created, '"Normals" have more of a
chance to stand up to supers, or even
uuplicate many of Iheir feals, "'ith I«hoo.
logical aid. P$i power,t, lire already ;I St.:lple
of many fllture "'OI"lI1s.

Super abililies can be introduo;rd inlo
OI~ ~run. pro>ridinl: ;I ro:w l\II;j,I 10~
backgrounds. For iruWICC:

CL/MAX
In mosl cases. the climax of an adventure will be a combat. As in the

comics. the combat doesn', always have to be between the supers and their arch­
enemy. The true villain can escape: while his henchmen hold off lhe PCs. or he
may only appear on a video screen to taunt the heroes before aelivating the
doomsday device (with an ample countdown for the charocters to lind and dis­
ann il. of course!).

In a four-color campaign. slyle is more importanllhan realily when il comes
to adventures! Sure. the logical bad guy would blow the hem's head off with :10
elephant gun when he had his foc helplcss. This nms counter to everything a
comic.reality insists on. Instead of instant death. :I c:lptured super should find
himself in a potelltirJ/ly deadly situlltion (see sidebar, p. 91) - lhe walls arc
closing in, or thc room is filling with water, or n13ybe he is slrappc<llo a rocket
hurtling into space. Wh:ltcvcr it is, Ihere should be a way OUI. eilher Ihrough
c1e\'er use of his own powers or limely intervention from his friends.

========='''
F"k~ it! The OM. controlling the villains, can letlhcm act in a careless or SUPERS CROSSOVERS

illogical fashion. Or the OM can roll the NPC villains' dice in secret and cheat
in the PCs' (a\'or, assigning a missed anack where necessary to 5.1"(: their liyes.
(Never lei the players suspect you arc doing this; (Of" many. it would ruin the
game if they knew.)

Whllt happeTls. IWfJfNns. Or lhe aM can simply lei some of the supers be
outclassed. A truly entertaining GM can afford to do this. since the players
whose characters h3vC been defc:lIed can enjoy watching the game. just lIS they
would enjoy reading a comic book.

CAMPAIGNS!

THE CONTINUING CAMPAIGN
In the ongoing Supers C3IIlpaign, there are se\'eral elements Ihat can help

give the pla)'ers a sense of continuity. The first is Ihe "over-arcing" villain. From
game 10 game, the Pes havc 10 foillhe plolS of one individual. This bad guy may
control a group of evil supers, or may be a master gadgeteer supplying nonnals
with high-Iech equipment. Thc heroes will continually defcat his fiendish plans,
bUI nrc :llways a biltoo latc to capture him. Always give lhe foe an escape route.
He lIIight have a secret tunnel 10 a hidden jel planc. or he could endanger civil­
ians that the supers will feel dUly-bound 10 protecl while he makes his getaway.

If the team has an o\'erall mission, this also leads to C3IIlpaign continuity.
This should, by its nature, be a lask that can never be finished. Of it is finished.
the team will need a new reason for being!)

The individual goals of the super-eharacters are also importanl \0 the con­
tinuing story. If their hopes, fears, ambitions, and love lives are being role­
played, this will supply IUIman background and purpose to the campaign.

An interesting prop for fleshing oul the campnign is the newsletter. This
doesn't have to be professionally printed - markcrs and construction paper arc
perfectly good. Use lurid headlines ("X-Team Banlcs Dr. Death in Sky over
Monlopolis! Evil Mutant ESC;lPCS with Hostagc") and a brief description of the
outcome of the la~t g:lme. This is also a great place to throw in slOriCS from
around the world. These can make ad\'enture hooks should the Pes decide 10

im·e5ligate.
Finally. don't neglecl the mundane world. When April 14th rolls around.

make sure that the metahumans are sweating their tax returns! Have a festive
exchange of presents at Christmas time. or send the supers out to guard the
streets during Halloween. The more "real" the world feels. the more the cam­
paign will benefit from it.

o

PlAPIHORROIUOETECTIVEISPY
.... ny c:unp:liJ:1l.set in an ~:o.ction- V"R'

an be spicC'd up by lhe addition of super­
human powers. Keep in mind that if
......tahuman powm are r.lre. a tekpathic
delective can crack any case! Super·
po,,·tled spies will likewise be almost
unstoppable unless the OIlier Side has a
few of tbcir own.

Il1driteh monstrosities. inl-a"" c"ltists,
~nd Slar·spa,,·ned horrors make wonhy
IIpp<Inrnu: for a Mll"'r-Ieam. Re~mher 10
elll for Fright Cheeks ...h~n your all_
.... merie;ln heme. firSI encounter The
Thin,lbat EalS E)=

This t)~ of g;orne QlI .Iso ",or!< ""ell
if the IUl"'r Pes have an ullrrl,r UnllliWlI
BackgrOllnd; I"'rltaps they are the orfl,r
super·being$ ~y knQw of. In thaI cue.
they may "'ish 10 kttp !MIt ju.~t their iden­
tilies. but thcir very cxistenee. secret.
I'crh~ps tbey ar~ accidcntal "good"
crcali"n, or'lle "ery cvillhcy are r'ghting,

FAKTHEKOUT
For a lruly strange campai"n, whal

about supcr'JIO"'era:! ca"emcn, aUloduel·
li5l.<. cowooys ... JU51 becau§c the comics
ne"er tried a panicul:o.r c..... so\·er is no
re;uop)'f>U QlI't.

Or a dimension-hopping foe could
fon:r the super Pes inlo I C2l'I1p.tign that
ju"'V" flQlD one backl"'lllld lo:mother ...
medieval Japan. the Old Wesl. the far
future. and anyplace dse ror "'bicb the
GM can find (or creale) a suun:ehook!



CAMPAIGN WOR

111£ SHDfRS
iN THE BEGINNING.

THERE WERE THE
SEEDERS. JUST WHO OR
WHAT THE SEEDERS ARE 15
STilL SOMETHING OF A
MYSTERY. THOUGH THEY
STILL OPERATE TOoAY .
THEY MAY BE RELATED TO
THE PRECURSORS OF
GUJ/PS 5fl'1CE; THEY MAY
EVEN BETHE PRECURSORS.
NO ONE 15 SURE. THEY ARE
KNOWN ONLY BY THEIR SOlE
OCCUPATION OVER THE
MIUENNIA - FOSTERING
INTEUIGENT LIFE
THROUGHOUT THE GALAXY.

(1iDD)~
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DHIHITIOHS
..c(idenl .. l: A ~uper .... ho received Ill~

P<J"ers by mi.ad.'enlurC or ch~nce.

Some -ac:cidcnI1t.M undoubtedly h:Ki
wper-po.'et«I CC'1ln _hich ."Cf'l' Xli·
''lUa! by IIIe :IC\"i<Icnc: «hers m;,y 1I1,'c
had no ~"",ic ~uprr·Dbitillrs:lllall.

nunchy: o"rog'lll)ry lerm usnl by :W~o
espccially Iho~c Willi high ST and
lough"""" 10 rerer 10 r>Oml,ls.

nlul:k: Slill unupl,;ned rully hy
re"eorchers. '\Ih"ugh ''''"y rcli,,1>1e
e~'Il\plcs C"11 he found. Some I"!>tu­
laiC lhul il b ;11 fael :I ronn of p!ojonic
abilily, bUl Ihis does 11m cspbin ~11

:o!=pcclS of Iloe phellQf11enOn,
manuf:ldured: Any super gino" his 1",,,.

"fli by immlional "frons.
mctahuman: Any JlCrson eshibiling 1"""­

e~ ,nd :lbllilie5 oUI~ide Ill" human_.
mundane: A normal (see belo" I. The

-UllUItbnr "'odd" is lhe " ....kI of nor·
mal~ as opposed III lhe: companY~lCi·
eLy/clIllllfl: of '"J1CN-,

I1l11lanL: A lupcr wllosc genelie pattern at
I>irlh defincd his I"".'crs. which then
lI1anifesled Ihcl11sel.cs aUlOl11alic'lll~

(usu,lI~ al pub<:n~),

MV: McI,-"iII:1in, ,\ ~upcr who u",", hb
powCT ror evil.

IIun.."I: Any penon "'II,, ....>e:s »lit nl.:lnl­
rest mC1:>hunWl 1'O"'ffS.

Sftders' A S1:uf~n, spedn :Ippall'nlly
rc:sponsibk for II>c cs,"cncc of m:lIIy
of lhe l:alasyO, t.:Ipienl nct'S. When
erc""ng Ih" ,,,netic poI"mi,1 rur an
;meltigcnl r.oce. Ihe SC'Cdcn; rolllindy
'IISCn genc cQlnplull"i for p:lT'~rotIfmOll

P"W"rll in order I" provide mor" sur·
v;v,,1 "apahi!!I)', As n resull. ncarly ,II
r:lces ill lhc ga1:l~~ h"vc :I "i,<l;IlCl;"C
m";:lII",,,,,,r or I",wer e1I1s'c'.

sUI>t:r: Common lcml fur, 11I<:I:1hu""n,
sUI,er !Iorn,,,I: ClIl11ll1on ler", (or:l

pe.,.,,,n wlon di,pln~' no mClahum,n
P<J"'CTS. bUI "ho is :r. pcnon311y rnr·
milbble:as a ...per.

leeh....: Any~ who. Ihrough II>c ~
of devices or ladgeU. h:u 3bilihes
"PJ'ffiJ.imning Lh,,\<: of n mcuhum:lll.
1lIc IST's 1'O"'ered-:umor troop'< arc
II>c best-!:""",'n ll-dtoos.

"llt: A vigilaole, A crimdighler ,super
w,lh 1M) offici,l ,WI"",

SUPERS AND THf LAW
While lhe law. for the mosl part. Icchnicall)' lIC:llS superbcings the S:lffiC as

Ol:her people. in rcalil)' Ihis is 1101 alwa)'s lhe ease. In the U.S._ during the first rush
of public enthusiasm for comic-book hemes brought 10 life. anti-vigilanle laws
were weakened. and sOllie legal proceedings were allercd to caler til the '·well­
documenled" need of a super to protect his "secret idelllity,"'11is m:l)' change in
the future. bUI at present. most people are satisfied with the way the s)'slem works.
/I. large number of criminals arc caught and convicted, :lIld this ple:lscs the public.
so few lawmakers:lre willing to openly challenge public opinion.

Slill. not all powers arc welcomed, In particular. :1 careless or nQ!;)' mind­
reader can be sued for invasion of privac)' or even theft of informalion!
However. criminal law does not allow a eonvicled criminal 10 sue or ha\<c: an\.'"SI­

cd a Ielepath whose aclions caused him to be caughl and convicted - c:ven
though Ihe informal ion gained b)' the mind-reading ilself is not adnlissiblc evi­
dence. American and British law does :lllow telepmhic cross-examimuion of
witnesses, The procedure is described in the sidebllr on p, 107,

F===========!i"
l1K:ir modlfsopcrtll1lli is to visit ,. pl:mcl dc\'oic.l of illlciligemlifc and lea\'c 1Hf: WORLD Of IHfI SI

me potcntial for sapience behind them. When the Seeders "cultivalc" a planet. • ••
they give IWO things to their creations: the potcntial for intelligence and the The game-world discllucd in lhi,

r . dIJpIer was cn:...ed by Bob Schmcrl;. h ..
plMcntial 10 c\uh'c a racial superpower. The type 0 power Will be dctcmlincd described in much &'Caln de':Il] ill hIs
by the environment and the stresses experienced by the mce as il c\'ol\,es: GURPS '"'"rllllliu,,a/ SlIp.,r Tell.t. a
almost all the races in Ihe galaxy h.a\'C some charnclCristic power or powers _ 1:!8-~gc: w"rldh<>,,~ releascd ,n 1991.
elIccpt for hum:ms. 0,«11 'Iou•...

In the late Crcl:lccOUS period. the Seeders came 10 Eanh. They found lillie
\0 work with. so they made a few alterations in the environment and left. A
Illere half-million years ago they relUrncd and were pleased to discover a
promising creature: I/OIIIQ ereC/lIs, They altered the prehumans' gene struc­
ture and Icrl the Sol system. unawarc lhal the sun had become unusually
active, Solar-narc radiation of extraordinarily high energy pcnelrated the
Eanh's ionosphere :md irrndiated Nomo ereclIIs. still genclicall)' vulncr.able
from the Seeders' alterations. Those hominids who did nol die outrighl
mutated and e\'oh'ed faster - but their genes for paranomlal powers were
suppressed. Rather than a single mela-power. humanil)' developed keen inlcl­
Iigence and adaplabilil)'.

Unlil 1924, it was a rare individual who displa)'ed mClahuman powers, The
few supers who manifesled abilities were held to be ,~"ints or mystics, to be ven­
erated or destroyed at lhe whim of the crowd. But in 1924, Ellnh was bathed b)'

a wave front of gamma rays from an exploding sl:lr hundreds of light-years
awa)" This radi:llion passed unnotict.-d. but il awoke some of the Seeder power
genes oow extant in e\'ery human being.

MankirKI regained its binhright - but withoul the slresscs of c\'olulion to
mold iI. it is an unpredictable inhcrilance, Of all the worlds in lhe gal:u:y. Eanh
is the onl)' one where no two people ha\'e cxacd)' lhe same meta-power.

E\'ery irKIividual on Ihe face of lhe planet posse::l>Cs some of the Seeder
geocs. Some ha\'e more than Olhers. Somc have such a largc com;.::nl,,"ion thai
they are bom with aClive powers; Olhers require a "push" or intensh'c physie:ll
tr.lining before their Seeder genes will ;Ictivate, Approximately I in 100.000
people is a super: llllothcr I in IO.CXX) is a [alent super. As Ihe gencs proliferate
through the general ions, thc number of active supers in the human race will
increll."C, until everyonc will possess powers,

11tc limc1ine beginning on p. % shows the effccls of the Seeder genes on
recenl human history.
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~Every few years. there <Ire wavc.~ of hysteria ovef mind control powers.
fanned by supermarket tabloids (,Texas Housewife Admits: I Was The Love

1ST LOCATIONS Slave Of A KGB Tclcpmh!"), ambitious politici:ms. and political fringe groups.
If not for the Bonded Tclcpalhs' Organizations (p. 106) in the U.S. and the U.K.,

The U.N .• in Wh~l some con.,iller u . r" . ,.witch hunts might occur Wllh nghlcmng Tq;ulunty. The goodwIll whIch these"cry hea\'y.handcd reminder of its grow-
ing power. has an [nternational Super groups maimain. bolh wilh the public and with key politicians, helps defuse
Tc"m (1ST) stationed in the capilJl city of potential panics. Still, SmC<lTS arc attempted.
each member nalion. Additional teams a,,~ The most laughable in reccn! limes W<lS thc 1963 effort by lhe Fred Birch
posilion~<l in O1h~r =jor populalion cen·
ters when the country is tOO large 10 b~ Sociely to "cxpose" the Beatles as sinister mentalists capable of holding SW<lY
covered by a single team (1ST Los over thousands of young girls.
Angeles. 1ST New York. an<l 1ST t~alla-,. Still. Slrict "Righi of Privacy" I,m's havc been enacted nnt only in the United
ror eumple). Olher lSTs arc Sta1l0ne<! S b· b . C·· I· . r· . cd I "
ncar trouble wnes. like the prop,,"e<! .tatcs. utlll many ot cr countnes, nJmna Illvas!on 0 pnvaey IS a '~ era o"cnse
Sinai base. • III tbe U.S.. and covers a bro:ld r:lnge of charges III language not unhke thm of Ihe

British Official Sccrets Act. (Supreme Court inlcrprellllions of the U.S. Personal

60,000,000 BC - 1952 IS! T1MIlIHI
CL ID.ODI.D Ie- Seeder "eet

enters Sol system, modifies Earth's cli­
mat2 sliltrtti, and wipes 0I.t the dinosall'S
to allow rnemrnals to~.

CL __ BI: - Seeders reWm and
perform genetic modifieatioo O(l HorrrJ
erectus, the encestllf of mankind.

CI. _,lIDO BI: - A series of sola­
fl<res alteni the 5eeders' i~lI'lted gene
struetLre, suppressing the Pl'Nllt' traits in
How """"'.

CI, 400,IlOO Be - E!I'fy Homo sapiens
appears.

CI. 35,0IID BI: - First \roe rTlIXIem.
humans appear.

CI. 35,DIID Be fa 1924 AD - The
seeder pov.er genes remer. dormant,
Dccasionafly lI'l indMduelactivates his
latel1t tall!llts stifficient/y to demonstrate
"magic" or "holy" powers. Suspected
metehJmans from this peliod irdude
Moses, AfexMder the Great, Attila,
A1bertus Magnus, JolI'l of Arc, Aasputin,
Olrist, Hitler, dEl Virci, and JoselX'i Smith.

1924 - The wavefront from a stellar
explosilJ'1 tuldreds of light·years 8'M1i
reaches Earth. A1thwW1 it is undetected
by astronomers, it n::ludes a high density
of goovna rays, v.t1ich re-activate the
seeder gene in many I1Jmans, First
mJtant bam in France (DestnJctelJr],

1939 - World War II starts in Europe.

1941 - Stresses of military training
reveal more metatuTlims: KBlib1l1os, tile
Stalker, HlXlter, and other "Mystery Man"
heroes. The first reliable psis appear as
well: Minder 8l1d Mist.

Hitler's /Jbefmenscher1. the 'Nliffd's
first superte8m, make their first bettJe.
field appeararce. I.lroppose:d, the
Ubermeqschen help Clt a swath across

"""".U.S, jons war in Europe lind Pacific,

1942 - Newsreel footage of
lJberTrenschen P"OrTlPts tile 'Los Angeles
Project' to find and train meteoomBl1B lor
the war effort.

1943 - The Los Angeles ~ect ~elds

its "Strik'e Face A" (nicknamed "The
Psycl1:l Squad"). CCJlsisting of 1-U1ter,
ltJ:iler, Sgt. Stn"ka. end the Godgeteer.
stat/y thereefter, the USSR's "Glorious
Peqlle's MetahJrnan Defense Gollective"
is unveiled: SW, Bolslri. the first Red
Kniglt, md the mysterious Mild18ll.

BritiSh stJP.l!l'team appears: John Bull.
Union Jack, SiIWr, lJld Mist. Frerdl
underground is rumored to be aided by a
quartet of 11l8tfhJmans,

1943 bl 1545 -All in all. nearly 50
metahumllfls appear publicly on all sides
of the war. Their efforts mostly cooceI
out, as they spend mu::h time baWing
each other and acting as ctJ\Ef' for oormal
troops. Of these metatlurnans, 37 die in
action. More effective (and having a higher
slrVival ratel are those v.to remain
undercover dlJing the war, such as
Hitler's personal metatlJrnan bodyguard
and the French Resistance heroes.

1945 - Germany surTenders. Germa1
rocket scientists, metabiologists, end
metahumans are divided betwee'1 the U.S,
fI'1d USSR.

UN. charter signed, JlJ1e 26, san
Francisco.

German powered infaftr; lI'TTD" pr0­
ject discovered near Berlin, end genetics
expenmerts designed to creato rrae
metaIu'niI1s lend the.. resuItsI ftu1d at
Dac:I:tau and Ausctr.vitz. They lnl ttrTfis"
cat:ed and stWied by the Allied QIMIm-

""'".U.S. 'Mcr'lI1etta'l Project" ptriect:s
6tan bomb: Hiroshima end Negas8ci
destroyed. 'MVII ends,

1M& - French Resistance heroes form
oore of Frerdl national supergroup. Other
Iate/y Nazi-dominated CCItJ'IDies f!I'lCOU'age
the formetioo of their ll'M1 teams of
metahLmans.

N.ramberg trials cooviet 22 German
leaders and five German met.a/'ljrnens for '
war aimes. As. least t'Ml 0Iher GErna'I
met.allJmans are suspected to have
escaped.

1948 - Berlin Blockade and Airlift.
Rrst dtx:Lrnented flying hero aids U.S.

""'"'.State 01 Israel fo..n:led, May 14. k&b
League attais IsreeI, 00t is defeated .,
July by an il'lte"nalimel telrn 01 Jewish
meta'unlrIS, Arab leagJe natiaIs I8d( a
sufficient CCUlI:aim:e, as Islamic~
tioos have been killing metatunens as
derrms despite Th:!ir govenmertS'
obie<:t:irtls.

1949~NAm founded.

1952 - U,S. explodes H·bomb.
"Mind Control5candal" ., England.
Watson and Crick discover the struc-

ture of DNA. Serious stLxiy into the genet·
ic basis of powered humans begins.

Continued on p, 99
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Mctahurn~n pes who wish to be part
of an 1ST mUSl pay ch~ra.cttr points for
the advantagc;

SECRET IDamTY
U.S. law accepts the sccret identity for costumed supers. Essentially a IcC!·

over from WWlI and other mililary conniels where metahuman opemtives were
given code names, this law recognizes Ihat public knowledge of a super's real
name is not always a good thing. Supers lIlay teslify in coon wilhoul revealing
their real names if they are members of a DMI-approved team (sec p. 99). gov­
ernment agents, or U.N. 1ST members. Due to recognition of a defendant's right
to confronl his accuser, a masked hero cannot testify al a lrial where he is !he
sole e)'cwitness for the prosecution. 1be super can act as an expen witness to
suppon other leslimony, should he so qualify.

TIIf UNIJ£O NATIONS

1ST MEMBER 65 POINTS
• RANK

1lIc. PC ~ ~ mcrnbo:1" of ~ U.N. lnlcr­
n3tional Super TC3Ill. An 1ST II1CIt1ber hu
a Pac,on: 1lIc. U.N. (giant Illul1inational
organ;,-alion. Call supply cquipmcm m'e,
Ihe ~l:Ining weahh. appea's quile oflen)
worth 70 points. l1lc: I'C has a Duly CO lhe
U.N. almost ~Illhe lime (IS or less) wOflh

One of the most powerful organizations in the world is the United Nations. .tS points. 1ST membrn; get +3 reactiOll
Founded in the paranoia of the post-WWll yean_ it has evoh'ed over the last from citizens of member nllions. 1lIc.y
four decades into a force to be reckoned wilh. By !he end of the centurv, it may II:l\'c·1 reaction from citiuns and p'em-

'J menl orrlcials of non·member cwions. md
well be a lrue world governmenl. -3 from criminals. (Advantlge costs of

Elsergany and Kupelian's ehaner. reflecting the mood of Ihe post-war years, these ,eaccinn modificrs cancel each
specifically denies any single country the ability 10 overrule a U.N. decisiun. olher.)

All 1ST mClahumans have Legal
and grants Ihe organi:r..ation the power and right to establish "police forces" to EnfOl\:cmcni f'Qwers (international juris.
enforce world peace. Save for !he Korean connici. it is only recenlly thai the diction. free to violatc local civil ordi·
U.N. has been sltelching its muscles. Beginning with its resp:mse 10 the Russian fL:lIlCCS in the pcrfonnana: of !heir dUl;e,
, , r r ' , 9 but ll(lI:oblc In kill with impunily cr ignore
invasIOn 0 A ghamstan In 191 , the U.N. has begun to lake an aClive role in ci,·ilrichts).wortlt 10 points.
policing the world. In 1982. one year aner the European Economic Community Sincc che 1ST is 3 miliwy organiu-
(EEC) was joined by Greece (and its already-impressive supeneam joined by tion. all 1ST members mllSI lIa"c SOme
Silvcrbolt and the other Greek heroes), the U.N. voted to ball all national mili- Milllary Rank. All mclallumans are

commissioned 8t 8 rank of 31 !ellSt caplain
lary superleams, on the grounds lhat Ihey were "destabilizing" innuences. The wh"n Ihey afc "",,"pled ror a"ti,'" dUly:
U.N. made this surprise ultimatum stick by revealing its own melahuman forces Illis is ~ Milicary Rank of 4. Of course.
_ made up of conlraCled private groups, volunteer teams from the smaller "h.trxters lTI.:Iy rc~ch lIighcT ranks: "ach

10C31 le¥TI "'ill be led by .t super of R:mk
nalions. and its ace in the holc. the secret U.N. tcam which had been employed 6 or 1. If that person 11.1.5 .tppropriatc
covertly in the Afghan connict. Nalional governments were still allowed to diplonwie or miliwy skil.,. he ITI.:IY.tCl\l·
employ 1I0n-mililary metahumans, including bodyguards for go\'ernment offi- ally be the local tST commander: other-
't d t, t whe. a vcry skilled ~normal~ U.N.

cia san aw-en orcement personne . appointCl: will hold that posilion.
Surprisingly, most nations capilulated. Several, like Libya. withdrew from Military Rank of 4 would "nsc 20

the U.N. Others, like Israel, the United States, and the Soviet Union. "officially" points: lIigher r~nk com S points/level.
disbanded their learns while redeploying thcm in permiued positions or subsi- Supers und"r con/roCf 10 Ihe 1ST (sec

p. 98) don'l ha,'c 10 ha"e Military Rank.

dizing them as ostensibly private groups. (See The DMI, Pr.'99I'I)I~~~~~~~~!ifi
~~q.t#.

Privacy Act of 1914 establish that an individu:ll's right to privacy outweighs~
8<lve:mment's ''need to koow.- except for the: minimal infonnation ~uired for tax

rtCOn:Is and the like. This has been c:xploired by many secretive supers.)

INSURANCE ANO LIABILITY
Theft insurance rates in areas with more than a few supers may stay reason­

able. but after onc or two knock-down baltles, property insurance rales may sky­
rockel! II is nOi unheard of for heroes 10 be thanked for their help and then qui­
etly asked 10 leave town. Heroes with a publicly-known identity may nOi even
be able to get insurance for their loved ones, let alone themselves!

Supers are always neeountable for the damage thai they do, and many a
super-crook has been jailed on nothing more Ihan "Reckless End:mgerment"
and "Malicious Damage" charges. "Reckless Endangerment" is the one law that
affects supers the most, for even heroes are vulnerable to prosecution if they are
careless wilh their powers. A few supers buy liability insurance to cover the
damage they mighl do, but Ihe rates are outrageous. The DMI (p. 99) provides
liability insurance for approved supeneams.



THE INTERNATIONAL SUPER TEAMS
The 1ST forces arc Ihc U.N:s melahuman police squads. Their prime duties

arc to act as a visible presence oflhe U.N.• to deter (both passively and actively)
the creation and stockpiling of nUl:leur weupons. and 10 protcct human life. 1ST
members arc answerable only to the U.N. Security Council. but arc encouraged
10 maintain good working rclalions with the :1Ulhorifies of the country or coun­
tries in which they arc bascd. They arc obligatcd to help the civil autlHlrities in
times of mlluraJ disaster. if such aid does not interfere with their U.N. duties.

Each 1ST is composed or al least eight supers, though some have up to 20.
Teams arc multinational in origin. with a maximum of two n:ltives from the
region where the team is stationed. All 111llst spcak lhe 1:1l1guage of the host
country. Members arc selccled ror skill more than for mw power: each team is
asscmbled so that its members' skills complement each other. Psychological com·
plllibility is <I1so considered. bUI perfect matches are rare. U.N. psychologists have
delermined that minor incompatibilities often make for a more cffective team!

Some 1ST members arc conscripts from U.N. member nations who draft all
metahu111ans; many others arc volunteers. Pay is 54.000 per month. and team
members have all1iving expenses covered, as well as a generous allow:mce for
uniforms. "public re!<llions" and thc likc. 1ST members arc also encouraged 10

continue their educations. eilher at local universities or by privale training. and
lhe U.N. picks up lhe tab. The U.N. docs ils best to keep the enthusiastic loyalty
of its super-police. and it is. for the most p:lrt. successful.

The 1ST cooperates rully with those members who wish to keep their identi­
ties secret. whether to prescrve their own privacy or to protecl their families rmm
possible retaliation. Such members arc known only by their "hero na1l1e~:' and
will be provided with masked eoslumes or even cosmetic changes. Infommlion
about the rormer lives of these supers is available only on :1 need-to-know basis.
and is locked in a single databank :It the U.N. headquarters building.

1ST members rotale on a three-week-on. one-week-off schedule; each team
always has a minimum of si1\ mcmbers on duty. 1ST "embassies" arc comfortable.
wcll-e(IUipped. and designed to blend in with their surroundings. For e1\ample. 1ST
Tokyo is housed in an ordinary-looking downtown office building, while 1ST
London is based in a Georgian manor. Each embassy is equipped with large scale
defenses and limited orfensive capability, all powered by a minialure nuclcar reac·
tor. In addilion to the resident sUfJCrs. a small force of highly-trained infantry.
including a squad with baltlesuits. is employed as guards and support crew.

Thus. each embassy is cffcclivc1y a fortress. All embassy oper:1tions are
overseen by a high-capacity mainframe computer. EM-shielded and buried in
bedrock.

1ST POI'l£RlD IHfAHTRYM~C1O" 00 "" h'oI, of II"~, pmo""'''''''''' 'he U.N. ,1'0 b,","" ",,"e,ic
nuclear weapons. The mam dUly of many of liS teams from thaI POint forward.

The powcrc.<l armor worn by the 1ST happily supported by almost all the small countries in the U.N.. has been the
suppon leams 1.' Ihe currenl ":tle-of-the· ...
arl in mass-pro<]uced ballles";1'. I! is enforcement of strategic nucle<lf dIsarmament. Tactical nuclcnr wc;,pons arc
effeclively TL8 "'luirm",,!. While Ihe frowned upon. but it is the opinion of the Security Council thaI Ihey should be
U.N. is nOllhe only urg~mj1"'li"n wilh this dealt with on a case-by-case basis. rmher than with nn outright han. Also.
{cchnology. it has the largest acli,'c foree k t II Id :It J IfgC til' U N s cs s h \ld h f I kofpowere<l infamry in the world. un "lJown. o.lewor .' ; , t: .•• po.s',se. a 1 en.cac eo .acnu es.

The bailiesuit i< ba.<L-.J Qll a regular SCt of De.~plle liS draconmn measures l1J 1982. lhe U.N. remains a relat1\'cly bene,,-
11Jl medium OOcly an"or (I'D 6. DR 251. olcl11 organization. It does nOI interfere in the day-to-day operalions of :ll1Y
Wilh thc following additional capahililie." member nation's government. Its stated philosophy is libertarian: 'The govem-

SUPER OFFENSIVE men! that governs least governs best:' The most overt signs of its growing power
CAPABILITIES: :Ire the U.N. Intem:ltional Supcr Teams pcmlanently emplaced around the globe.

Effcctive ST25 (150 poinls). olle or more in each country.
Sonic 81ast·I6(5) frolll wnsJ.!nountcd

gun. l.imitation: Damage Stuns Only
(-30%). Enhancement; Area Effect
(+50%) with Increased Area )( 3 {+60%l.
Net cost: 87 points. Effect: 5d Slun dam·
age o"er an area 4 he,es in mdills.

Base cOSI of the suit is 279 poin". It i<
Breakable (DR l5. 50 hits) and easily t:lr·
geted (·0 to hit). providinf: a IOtal discount
of -40%, "Illi< brings the final point coSt of
the suit down 10 16M points.

OTHER SUPER CAPABILITIES
Flight. Wilh one le"el of Super Flight.

for a />!o"e of20. from backpack_mu"nled
jets. Limitation: Usahle only 2 ho"rs per
day (-30%). Nd cost: 42 point,.

TI'e 1ST b,'lliesuil also has the follow_
ing non,suflCr "'Iuipmem:

A modified IjI,!l lhi 9nlln suhmachine
gun wilh a 40-round maga'.ine mounled
on each arm: an IMI Eagle ..t4 Magnun,
pistol carried on the side: a twu·way
nllllti·frl'(IUency radio; a nare gun; and a
first aid kit.

"Ille amlOr is light blue in cohn. with
Ihe U.N. 101:0 centered on the chest. It"
internat power sUllply will last for eight
hour.• m full load. It has "ir lanks and a
fxe mask. good for an hour of air; the suit
i""lf is not ainighl or Nne·sealed.

The suit c"n operate mmn~lI~ for 72
hou,-,; ~t" stretch. None of its s~Slems pUiS
any special load on Ihe power ,upply.
e'cept fur the jets. "Ille ."it jets arc energy
hogs; each minule of night uSeS up 30
Illinutes' wonh of regular power. so an)'
nighl al all shonells mtedtirne drMllatical_
I~. There is a heads·"p ,li~ploy of bOllcry
life in the helmet; a buzzcr will sound
every five minu'es for the last 10% of Nt·
tery life. The Ixmeries will rechargc on a
stal,dard tiD Or nO·volt current. This
lakes 24 hU"n>.

The wearer mU~1 ho,'c a Uatlles"it skill
(see p. R49) of at least 15 in urder I" <"Om­
petenll)" usc the armor. In addition. he
mu,l also hove Beam Weapons at skill 12
or better to usc the SllInl\Cr.

I
I
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(OHTRACUD TEAMS
The U.N.. as of the end of lhe 1980s. is still using :a small number of private

teams contracted to help enforce its various edicts. These teams arc cffecth'cly
ISTs, but their conlr:JCls will run out sometime between 1992 and 1995. after
the laSI 1ST embassy has been opened. When their contracL~ run OUi. such
group;; will be given the option to join the 1ST forces. or to return 10 civilian sla­
CIlS. (pes who arc members of a contracted team whell the contract nms oul and
do nOI opt 10 join nil 1ST lose the 1ST <luv:llIlagc. dropping their vulue as chnr.lc­
lCr.> by 65 poims!)

SUPERS IN THE U.S. - THE DMI
In recent years. the U.S. has managed 10 work around Ihe U.N. ban by

establishing a go\'cmment agency that aCls as. among OIher things. an infomla­
tion clearinghouse for private supcrElroups. This agency. the Division of
Metahuman lnfonnation (OM I). provides special security clearances and special
law-enforcement powers 10 npprovcd te:llTls. It also provides <leeess 10 lhe
national cOrnptller database on normal and metahuman criminals, :l.S well as
generJ.1 informalion databanks. By the tenns of it.s chul1cr. it possesses limited
exemption fmm the Pc~nal Privacy Act. Additionally, the OMI underwrites
li3bilit)' insurJ./lCC to CO\'er IOC3l tearns 3gainSlI;lwsuilS.

To gain OMI privileges. 3 learn must displ3)' competence and at least a ycar's
experience, and must hu\'c the endo~ment of local law enforcement offici3ls. It
is cstim;JIcd th:ll fully 2b of lhe U.S:s pri .....J.te supcne3ms arc 3ffiliatcd with the
DM!. Membership is not without its costs. though. What is not nmdc public
knowledge (all hough it is suspected al the U.N.) is that Ihe DMI nelwork is
designed 10 organize and command a large force of supers in a tilne of need. OM!
membership includes an unwrillen "We helped you, now you help us" clausc.

Til{ 1ST CAMPAIGN
TIt", tST (1lfl nsity be IlliCd as ~ QIJI.

P"lign b.lclgruoJnd: The PCJ ;Ire members
or an 1ST. TIt",y could~ 001 as junior
m~",bcl'$ of a I~ learn ;II an irnpoltan(
"~mbassy:' or llley could eonslilUl~ lbe
wbole of on oUllying lum (Dallas or
Anchorage ill lhe U.S.. or lbe eapilal or
any small nalion). An 1ST l~am alway.~

has ;U Ie,,-,t eiJ;hl member'S: if lhen: aren'l
tbal m~ny (ll~)'en in the campaign. the
G,\l can Sol:\ up the <:lIra >U(lC'1'$ as NI'CJ;.

Thi~ <ctling IP"CS lhe playen a lot or
I="'~y in ehar.oo::ter en::auon: lbe: SU(lCfli

C'OUId rome from aay"hnc in the ..'arid.
They mUSl :all 1~J,;e llle 1ST as a Paln')n
(see silkNt-. p. 91). :and !JIould all spe:ak
lhe langu~ge of Iheir bosl eOUnlry (1ST
would bave included lhis in their enlisl·
menl IrJininG)' II Jlso gives the GM an
easy npl~n'lion ir players come and J;o:
1ST often Ir:tnde,," Sll....rs betw~n learnS
(es(lC'cially Ihe younger on~.), bolh 10

ke,"p Ihe I~:tms balanced and 10 gi"e ils
member.< a global ,.",,,'poInt.

An 'ST ,roup will lI~ve i,s s!t;tn: of
"unlinaryR elimefiglltin, miss;oas. bill

lhen: arc many other atl.enlun: possibill.
lies for llle membc:rs of a WUfId"'idc U.N.
force. A few idc:t.. for inlernational :Wven·
lUres are ill lbe .id~bars on pp. 100 am'
'll'.

1ST llMElIHE 1953- 1963
1m- US5R f!XI*xEs H·Ixmb.

, .. - FI"St ccrporste Q4ll!rteam.
Fnn:e loses war fir control of

Indochina.

'11I5 - Wf!ISfNI Pact~.
U.s. miIiUry advisers frst 9ITiw in

V""""'-

'956 - MinI'lll.ther King,.r. leads
l:lIs ixPptt in MOllt~pley, AI.. we to the
tmlSt of Rosa Pai:s.

I-b'lgsian l1MlIution IU l!aMl WIth
tnxlPS. tanks, and KGB rner.aunans.

FtrSt seriCMJS use of the term 'super" in
the news media to oosaibe aeivic­
rriOOed civilian rnet.<hm£fl.

1951- Frst~kroMl'Sl.P!l'S·
eppefIt'in US. and Eu'q:Je. n the U.S.:
Wndstmn, x. n Etrqle: Ie 01at, Nsar.

U.S. Crvi~ Ad; is passed.
Met!hmirts aid Federal troopS in LUIe
RocIc dese!1egatioo laceoff.

EECICcmIrat Mirlet fmned by West
Germlll1i'. France. Italy. Belgium. the
Netherlands. end Luxembotrg. In

response tD Sc:Met BIDe rner.8unfrl
forces. EEC etuter iId.M:Es the pOOling of
metatl.r"r'B1 resotreeS.

FtrSt widely·kroM! civifien mete·villain
appears, U,S.

1951- Spri an:l ExpIaer lla.n:hed.
As 8 re5paoo to the esc:eIating Q:lId

WfIt'. l:iXh U.S. lnl St:Mets reactivate
theirraDtaI~.

Frst-private supert.l;!am toms, U.s.
Fi'St pU::ic bar.de~~­

paM!l'ed h!ro l'I'Id villain, West GennErry.

1959 - Several neN private~
fcm1 after public rnilltioos St£CeS9 cf the
American team: Etrope, Australia. Japal.

1960 - U.S. glMn"ITIErt superteam
!arT'l!l'C R:amatiool mites ItS li'St l)I..tiic
appearara! as sun: llJasar I,
Dai:sttnn, X, BU', aid IigbBL

Frst "Pt:r.Yered Alt.e1I:u'ers'
CorpIraliaI'Iormed, lJeIao.v<re.

1961 - Gagarin orbits the Earth.
8ay of Pigs invasion succeeds due to

exiled Cubarl and Arnericm metalUffi~

~aldalJ'{HJ.S.~is

seated. As jtJSl:ificatim. the U.s.~ til
&Met rWe<r missile sites on the isIa1d.

'.2-U.N. resoIutioo forces U.S. to
withdraw lrool Cuba. Castro aid his~
Milas tqlpIe the frBgile gIM!f1YI'llrt IRi
~ paMlr. The 5lMets retlrn
l'I'Id lind their missile sites hIM! been
'M1!Cked lRVlI' botJt7ttrBpped.

1!163 - JdJl F. Kemedy essassnud.
Xor the U.S. supert2am is devBstaIed by
tis faiU'e to precog Itlis l!\ll!Ilt IRi am­
mits suicide with his powers.

NAACP recruits aSupers arm in
response to a rnet:aIurwt·aided KKK
attack 00 8 Civil Ri~ rnEI"l:tI v.ttich
leaves 15 dead IRi 179 i1tred.

Attempted 'mRl axtroI" srrecr ccm
pai!Jl agailSt the BeatIes lIIu1lErs.

'IltnlertIi'd C<IB!S a IT1eP' ptJIc CLt­
ay....telll'! l3l1l!e5 to~ in 8 series rI
T1unrlIi'd aJ:an::tiIe W II, e ciaIs. The
k:nnat01 olll'1~Me!:lturat
Ethics Cmmittee in the U.S. 1oI1O'NS.

ContintJed on p. 100
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Fill~ fIrrtIin. a poIiclcllI tn:e:--_....­
I1B8~rdN\tIbrd

MBcBunrI ttb,;rQ OIgil izsiJi
POtNER m.&0".O'ffW!rt EcpII
filta1 bniIld nU.s. UI CDIIII"N:m
adIlliisb'.'tUm1XSU1~"
fT1'!t2!tu1ms UI be rdE:ra:i i'tO the rnJi.
tlrY, 8flCI f8Ii1g thIIt. ll!glStt!led so Ita the
AJ tro'1r the OA all keep tnd: d them.

'''1 - U.S. end ScI.d't Veetn811 ese
Inlql6 ar18r C8rixxilI.

West GemwTv Inl USSR S9111l1tllt
gression pact.

Kent St8t.o, COO. As NBtimaI G.a'd
troops fre CIl student detlolSb IltOis, two
Ietles ass9'led b:l the G.a'd~
EI'ld SlErnrnarJ ju'np in the path d the IU­
lets. T'NIl stlJderts ere lOlled. 11 ere
'MU'ded. wtipsaN in tr'fllI!l' IriIs two d
the !J.llII'(ismI!l v.to fired. IWId is IlmlStel:I..."""".

1911 - First appecI'8'ICe d a space-

"""'""""""""CatiIJedaI p. 1C12

WCh aigllI'altr ltu••\1 VIt& miCt&
...beixInIalillg, ~cxriict.

RIa riab; in~DIhl, II1d
~ cibes. fIadcstIr !I'd C8lIIius rJ
NAACP IqB'1BIm _ ..tryng til stq)..---­"Sunrlder IJorol:tr( IMr LA. The liJk-ll
Iea8rs l"I!ITl!Iin in the sky Ilr :E tars.

1.-~ It.cher KiorJ, ..... end
AOOert I<er'n!aJ ere both tBrgI!tS of
assassinalicrlllf.ten1XS that fail We b:l
theirmautunan~, Kilg is
urtlanned, but ICJmedy suffllts severe
lnjo.ry and reti'es In:m politics.

VIB1lllIlTl peace tales.
IsraelllttllCks lebanese lirpat In

retalitttioo Itr III Arab iltlll:t. CIlIll B AI
jet in A!tIans: the U.N. 5eo.rity Colncit
cert9SeS~ I1t ftI-'OOg II terJ'IlXInJY
$I.ISpEnSi(Il rJ the: IsnteIi~,
which J)II'ti::ipated it the: stri:e.

1.,- Anns1:r'O'lg In! Akm IIIld 0'1.._.

THE INDEPENDENT MElAHUMAN ETHICS COMMITTEE
This organization was founded in the early Si:uies after the popular

Amerind super Thunderbird slarred in a series of automobile commercials. n.e
manufacturer's sales figures soared throogh the roof. and Thunderbird n:ceived
a large fee for his endorsement of the automobile. Unfortunatcly for
Thullderbird, the model he cndorsed 1Iiso rClIehed number one on Ralph

-,11===========
The OMl docs not oven]y harass local supers. ()( (:\'C11 supcrgroups. who do

not choose to join. Rather. it continues 10 work with them. cncollrnging them 10
become pan of the system. unless they step o\'cr the line and become "public
menaccs" in the vie..... of the local OM! adminiSlflllor. AI that point, nhara"_
mcnf' is too mild a word for the reaction.

Except for the polential entanglements of the OM!. American supcncams
have few reslrictions. American law gh'es limited recognition to the clttr.llegal
stalUS of powered heroes and affonls them some of Ihe same consideration thai

police officers reech'c. Unless they arc specific311y incorpor.ued for profit.
monies and equipment gained by supeneams arc nontaxable. Donations to OMI­
approved super-learns lire tax-deductible! Likewise. if a hero's identity is 1I mat­
ter of pUblic record and he is 1I member of a nonprofit supergroup. his income
from the group (if any) is nonlaxlIble -10 a point.

Some stales do require supel"li to be licensed, especially Ihe more populous
sllltes such as New York and New Jersey, and Ihe more conservative Stales in the
South. [n addition. individual municipalities may require their own licenses.
Those supers who use their powers as an adjunct to a more "nonnal" career
must be specially ccnilied by the appropriate professional group before they can
legally proctice, This is not always done impartially: for over two decades. the
AMA was infamous for flunking )'oung physicians with healing powers. then
prosecuting those who tried to help people any....'lly.

1ST ADVENTURE SHDS

,.- VJetran tnIJP buiIlilp R:bles
the GtIlioI'*tg rJ the u.s.~ ard
the first IICtM:! U.S.~_.

Watts race Mots reveal at least
two lIaw metBhumans among tile
rioters.

Fm major antiwar demonsU'lltions.

1911 - SuveF I soft.jlnls on the_.
Race ritts in 0licll!P. CIaveIMd. IIld

Olte' U.S. cities.
"OaLraI ReKJU:iat" in an.
1S1-1naease of 8IIliwar.lI'ltiIt'att.

8flCI race del, 0 iStUOOlIS.
Six-Day W;r 11 Middle East. The pres-­

arce d the Israeli~ IS credited

,. - The ...... flefer-. Leep
L.DJ -..mistes arneatuT8t In'I:tt
~ SCIT8 fa'TTI'r rr8Jtln d lhJ-.....-..

0Wl8 eJ:PodeS en A&rb ard reYI!IIIIs..----,..,bled.

1M R;'..us. 't"be U.N. supcn mu,;t de.1J
... ilh a k>cI.l mclahullllUl "ilil:mlc ImuP
...·hoIoe mcmbcn ...oa.1H 10 ptOu, lh:ll their
cily o:loc$n'l n«d -ouisidc- prOl«lion.
WhcncH' lhe 1ST ans"'crs a call. the
locals liho... up, orfcnn. un,,·anted. and
possibly d3ll&C"""". help. A V3ri:Ili....: lhe
inlCrferinJ iWpcr1: "'" loc:allCCn~ plNibly
hcro-...·ors/lil'ing. and as )'el 100 y.....n; I()

join thc 1ST !hcm'\CI.-es.
Mllom. Sc""",1 mcmhcll' of Ihe lcarn

arc posled leiliporarily to an "~erseas

cllIba~~y. TI,e 1ST there h:l.~ recli ,k:cimat·
wily terrorist ullocks. and lhcre is reason
to belie"e ttl.:lt lllere is a lmilnr •.. possi­
bly c"en on" of the local 1ST supers!

"'rIO' Kid Otl Ihr Hlock. n.e lean, mu'"
deal ...·i1h a new InC"'''''' ... a "el)l pow.
c.ful. gung·ho young super "'ho has no
jutlCPlC"l at atl in the usc ofhis abilities..

C,..ncllirs. The 1ST is caughl in the
c.ouri,c when a Mutanls-A,e·Evil
relilKHlJ clllsade selJ orr a melahuman
Nc:U3Jh. and rormcr1y·responsible~
Slart talk,ng about - ..."'Sting 11M: godtbm
norm:al •.-

By Ilrr Root. A ne.... 1ST d;rcclOf h;aJ
changed tllc operating rcgulMions by
..'lIkh lhe supe'-tearns must opemte .
tyinglheir Ilands ... and til" local ml.'ta­
villains are "luit:k to takc advantag".



==========1-,

Nader's "MoSI Unsafe AUios" list. Arler a nalional newsmagazine broke (he
siory on the car. public reaction 10 Thunderbird vinually wrecked his career as a
super and prompted the formation of the Independent Mctahuman Ethics
Comrnillcc.

The Committee. as it is called for shon, has no real power save that of public
opinion - btll this is a strong weapon indeed. Several would-be "heroes" have
been thoroughly broken by Commince in\'csligalions and fttommendatioos.

11le Committee works entirely in the open, meeting in Los Angeles ex New
York quanerly. Its sessions arc open to the public and pn:.ss, and all materinls
presented before it are available for the 3sking. It rarely makes judgments;
members simply galher and prescnt evidence for public perusal. Such evidence
is gained legally. and is almost certain to be admissible in coun; it :llways has
becn in the past.

Its membership is composed of tcn supcrs and ten nonnals who voluntarily
serve two years. and then must stcp down for two years before serving again.
No member may choosc his successor: new members are selected by the
remaining Committee members from the ranks of public and private persons
across the country. Members receive no pay, e~cept for a stipend sufficient to
pay for lr<lnSpOn to and from the <Iuanerly meetings,

TII£ REST Of TII£ WORLD
EJsew!lere. the status and lreatment of supers varies widely. Unless they are

members of a U.N. 1ST, they are bound by local laws and customs, and in some
areas. thesc can be harsh. Islamic countries. for example, ha\'e managed only in
the last d,;.'Cade to convince their populations not to slay supers outright as "crea­
tures of Sa'an:' The Israeli ambassador to the U.N. once remarked, '"There arc
only 'hrec kinds of metahumans in the Arabic countries: young ones, dead oncs.
and very. \'cry powerful ones:' Up unlil reccnny, her remark was all too true;
only the most awesome of supers a\'oidcd death at the hands of angry mobs. To
this day, the population of e\'Cn the most Westernized Arab nations look upon
their supers with distrust.

Oddly enough. the opposite is true in India. Mctahuman powers arc seen as
gifts from the gods. Supers arc brought before the priests lind welcomed into the
Brahmin C<lste. no m:mer wh:Jt their previous station in life had been - even
Untouchable. They arc showered with gifts and supponed by the pl.'Ople around
them. in exchange for blcssing Ihe people with their presence and scrvice. No

SUPERTEMPS
SUp"nemp$ 1$ lhe MSI.known of ~

nun.bcr of mcI2hum:m ':>Icnt ~ncics.­
If you h;t"e ~ i'pI"Ci~1 problem. Supcrtemps
c~n usu~lly find ~ SIlptT whu Iw the: ~biti­

ties tu help you. . for ~ price. The
group'~ tilc~ un U,S. and Canadian mel.:J.·
human~ arc almUSl as gotxl :IS lhe m,tl'~

... and prob3bly~ l:IJflfidenli:>l.
Supenemp, keeps ~ number of

metahumans ulllkr l:IJfllr:lCl. eiw.. as full·
lime employees or -on rel~iner.- for
«<umng jOO5.. For Inst:Ina'. A~mln' Jane
has h:andled ~ number of<>it· ...ell fin:s :l'I ~

Supenemps employo:c. But Wilh its e~len­

si"e files. Supcnemps often call~ ~ SUp"r
who h~~ never e"en Ihoughl ~boul worl.:­
ing for them. JUSI because his (or her)
pow'IT is a perfcel match for Ihc problem,

Supencmps also Xts as .I middlettWI
for empk>ycn " ..ho ""2n1 to hire. full·tiJnc,
SIlpcr$ ,,-jth specifIC abtlitio..

Supenemps il au~I""aboul m:ukCl_
inl it$ ilCrvK:es to both wpm """ the n:>l
v,mld. Tlic:)' Ioa"e douns of slaFfel"5 "'110
do nOlhing hul mooilor newspapcrs anoJ
TV. looking ror odtIhall oosincss llrohlelllS
thai eooloJ he sol,'ed by ~ linle wpeHalent.
When they find ~ueh ~ ~itu3lion. .I

Supenemps pet"SOrIncl team will start look.
inC (or l/x: appropri~le super. C'\"C:n bcfon:
l/x: uti IClIm has eio5cd the c:onuxtJ

Supertemps abo d....s ehuil)' and
cnICrgency ...ork. For jmlancc:. in 1988. ~

10000ler fell do...n u ,,'ell in Tuas. While
~upc~ from 1ST Dall~, Maned a lunncllO
..we her. the Iiousion office uf Supcncmps
contaclcd a re~110r ill TuJI>.1, Okl~hom~,
"ilh l/x: (usually useless) pov.'er of shrink­
ing his body white ret~ininll his I'IOrm~1

~nlth. T,.,o bour1; bler.lhc 1Ultor. OIIly
~ fOOl 1~1I, wu lowered down tile ...eli.
where he quidly freed 11K: ,irl. hoors
befon: the rescue tUllnet wOllId ha,'e been
fllliJhc'd. SupcnenlpS didn'l m~ke a penny
uffthaljob. ooltlK: pIlhlkily was priceless.

The GM can involve Supcllemps in a
variely of w~ys. 11 could be:t CllRlp";gn
sl~ner: the PCs eould meet for the firS!
time "'hen they were :011 hired to help 00
the: same job, lhe Pes CllII be mcmbcn; of
.I SUp"rtemps Iroubleshootinl team. Or
Supenemps c:uI be usm to provide NPCs
wilh IIp<<i~1 ~bilities 10 dC31 will> panieu·
lar problems. And l/x: e~mp~ign newslel'
ler eould indutle ads (rom Supc:rtemps!

As large cm'por~lions go. Supenemps
" very elhieal. If a.o.kcd 10 provide (for
in~lance) .I telepalh With esperlise in
in"e$tment ban.ldna:. or ~ bullet·:and r:ldi~.

ltost'KS;Sl:llll super who spol;e Russ;~n,

lhe: :tgency would ;w; some very e:tI"CM
questions bcflJfe~n~.

SUpo'11emps t:oJ.:cs can of itS own. SO It
coold be a Patron for ~ super (or ~ oorrnal)
who wurked for it. Wilh ilS fin~nei~1

resources and ilS quick aceeSS In hundreds
of ,uPC". Supencmps ",'ould be ~ "ery
powerful P:drQn. "'or!h ~ b:l)C JO puinlJi,

•
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small number of them also work for the stupendous Indian IiIm industry. provid.
ing both pnNagonists and spedal effccts for the movie-mills.

Behind the Iron Cunain. those supers .....ho are 001 conscripted for the U.N. arc
officially dislributed 10 collecth'e fanns and towns across the SO\'ict Union.
Theorelically. this ensures the maximum number of supers serving Russian eiti·
7..ens. Of course. the pcnniltcd bodyguard squads are maintained in Moscow. Until
Gorbachev's rcfonns in 1988-89. though. gcocr.ds and high-r.mking KGB officials
maintained Lhcir own private teams of supers umler this guise. These private squads
were used 10 spy upon thc Wcst "nd each other. and on occasion. for as!illSSiUalion.

Red China. on lhe other hand. has been exemplnry in ils obedicnce 10 lhe
U.N. rulings. Its massive supers baualions were splil up itllo small groups

Void - A Sp:l.nish-bo.n vil1,.;ncu.
now II natur::d'l;Cd Briliu. dl;len. She
appears 10 be a humanoid bbel;. hole
'•.-tlrn $he so ..ishcs. Shoe is M.IS~led of
huing absorbed se~en people (no'"
usumed dC:ld). :llld is kllowlI (0 be a
paf1lllOid psychmic.

Continued <In ne.\1 fIIlXe. ,.

M.U.";ly - A criminal gcnill~ who
haunts the hacl; nrecu of London.
Moca'·'ty lou httn I<""""n 10 Oy and lde­
ptJfl. :lod seems HI PO""" Ihl' ability to
influence: the mind, o(lhose around him,

~:i========

WELL-KNOWN SUPERS
Wilch"ind - One of the rrlClr!: PO"""_

fill ,,,cent "',",:llh", l11anipublors.
W;lchwind ClIII also fly !XI lho:: winds >hi:
conImb. IIrr nation:olily ~ unknown.. but
!he is cum:ntly:l mcmbc:r or 1ST Lisbon.

IAI ru.~lollnc - TIle newe.'t hemine III
appear in Paris. la Fusionn", is :m insul>·
Slanlial "'carun: of energy. :'Pfl'Irel1lly able
to Lap into~ local pow"r gritl to fud her
heFty cne'gy boll.~ and night. Unknown
"",,n 10 lhe U.N•• la Fusionno;: is:l. Conlp<)S'
ite being !""""ued by Ihe U.N:s uperi­
Incfll.;ll Al cOnIplilcr. the MV-24(X). ood its
antor. Dr. Nalh:llic: Cfgun1OOl.

i

1912- 1919 lIT T1MUIHf
1IJI'.~ CUIIril::CB:l d twJ

CORS d~ and is setl:etu:d
to tM:I o::ro.mrt. 15-yeer tams it jail. toSUIt" 1973. MeerMtlIe. the Kert State
N!lti:rI!lI Q.Irdsmen (!hose ....m stnived
~J In! cm.oictl:d of secord-deg'ee

"""".Marm Luther~.3. elected to U.S.
Se1ate 00 the DeilooSic ticket. Nixm
acmnSlJ'aliCl'l takes a rrae 1lI1t8golistic
6tlnl toward metlhrnans, !!Specialty
those....m pOOIicIy oppose the President.
The U.S. BoOOed Telepaths' Qrganizooon
and flOINER ma1age to delUse most
ettemptS to restrict metahlrnans and
tlEir ~ts. IJJt the ffiI maintains St.M!iI­
Iln::e on the rrae~ heroes.

1973 - Great Brit.airI. h*nJ. and
IJemIri joit the EEC. EJrtiWl and reIand
pcit.e~ 9ue the EEC metaltma't pooI­
Q;j poicy.WIltI!l'goU scandal in U.S.

C fi !!S sigJed MIl tb1h VJet.
namese ~ 5tl.Ch VIl!lnImese and the U.S.

llroo<I<.--_­d West AfriclI. O!spite efforts lri Ilx:aI

""""""'"-.. """"""""Prompted by Bonded Telepaths·
Organizatioo br8nches. severel
European COLIltries pass "AilIltto-_.

1974 - MJClJ'l resigls and is su::ceeded
by Gerald Fc:rd, v.tlo pan:km the ax­
jX'e5idert.

Urited States' PersooaI Privacy Aa
signed mto law. Telepathic invasion witJr
out cause lusually, pa'et1tal pennissioo. e
search WBtTant, cr medical necessityl is
pro'libited.

1975 - 5tl.Ch Verncm falls: the 'Nfl' in
Vietnam ends.

Egypt 81d tsraeI si!Jt 8m disengage­
-"",.

197& - Arnericcrl BicentemialllI"ld
Exposition. The p;wibJ m Arnericcrl
metitunans pn:M!S the rrost~ of

!heerUe~. with pst llPPl*""
5'ICl!S by the Arr1EJic:a't 9..Jll!ftl!Em S1d
forei!Jl rneanmaos as wei.

C8'ter eIetted f'r'esidEtt of U.S.

117J - &tremist M:lsImt !1OIJPS
bcrTb tI'u:8'5 inE~ llI"ld dter Arab
lXII.RJ'Vl:S to~ secJ<r vakes. They
• to display meQfunans BTU1I their
rarts, of ilTljX'l!S5iwl ptM1!f' btL with rltt\e
training (I' skill,

Qadaffi's pa.yer~ in Libya.
Gandhi government in Irxlia ousted by

devout HindwMoslem coaliDc:n.

1978 - Genetic research begins to
sOOw some~ into the "how" of""""""'" """",,.

1979 - T1Tee Mile IsIln:I ru:1ear IICCi­
deft~ ard efficiertly ha'ded lri the
U.s.~.

Cinivedm p. 103
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Nl~hl.scrram _ Clolhed enlirely in
hlttk. thio< hemi..., 1110""" silenlly and is
e:tpahle of a m:t,~ive sonie allad. Sh"
appo::t/'S wOIIg enoogh to carry half a ton
of weighl ;'s well.

QllllSllr - A Ne'" Jersey-b;,sc:d ellCrH
~lenll:nlal. Quasar absorbs. rctain~. and re­
emit~ all clcetm"'agnelie energies. He
:tlso flies :too has limiled illu,i<ln pl)"'CfS.

He is eurrentJy :t membrr of 1ST New
Yort,

KriShllnlleht _ The single most
fearrd membrr of tlte PLO. hI' is a neo­
N3~i "'orking with the P:tlest;ni:tns for
Ihrilb. lie is ahle 10 conjurr r.u:or·1Jwp
Mwds uf gl:ass and projrct tho:m ;n a de»
Iy jet. He wears liGht body armor and
oflen c:Irr;es ~nomlal~ ,'..eapons 10 deal
with f"",s who e:ln withstand his super­
allac~.

============'''
~~ign...-d 10 civilian a~lhorilies in each province. Of cou~. the civilian a~thori. WRL-KNOWN SUPERS
ues Ihcm.';e1vcs arc sull answcrnblc 10 the central f;Offiffiluee and the ch:l.Irman.
so the dislribulcd teams can still be called up as a milit;lry force if need be. BUI (CONTINUfD)
their widespread dislribUlion makes this no mon.: a threat than the rJising of :1 Th.. Ked Kni~hl _ The: defender of
convcntiOll:ll amlY. l\1OM:l'W.1lle Red Knight i~ the second 10

The Soviet Union (Illd Red China bolh require newly manifested supers 10 IJcm the OJnlC. ami unlil GOlbadlC~ began

register with the government and undergo military Imining similar 10. bUI more [,is ref....."". ~ w,,, lhe nightmare ?f l.he
. . . . . COfT\I['II commIssar. A ,hon·rnn~ psI w,lh
11l1cnsI\'c than. Ih:ll undergone by most ordmary CItIZens. a sOOsI:mtiallmo"'k:dg" of the Wlly. of tho:

Sc\'cral South American countries hallc actually been ruled by supers in lhe Russ;~n Go'·rrnment. hI' prowl! Ih"
last fourdeca~s. When lhe political structure is:l.S rigid and repressive as many Krr~lin. catching an~ uposingtl'>m"
, .' d' h" . r: h' 'h . otrlC,~I. who brlr:ly the'r IflISl ~ ITICrnbrn
......tm ICtators tps. II IS nOi uncommon ,or t C natt\'c supers to CII cr mcorpo- O(lheConunun;!>I Pany.
mle themselves into lhc structure or become its worst cnemies. Severdl revolu­
lions (Iud coups have been led by <l super or group of supers. who then kepI
power for lhemselves. In recent years. some Ultin governments have laken 10

killing supers who may grow tOO powerful 10 be controlled.
In Africa. c,:ondilions vary gre:llly. OUlside of Soulh Africa and its satellites.

melahumans are regarded with awe by the population. and :I.S either a resource
or a threat by go\·emmenls.Thosc African gO\'emments in the U.N. must main­
tain at least a taeil suppan of metahumans. but it is no( uncommon. as in L:llin
America. for the mOSI powerful 10 be killed if lhey cannot be made to ser\'c.

South Africa dislinguishcs itself by ilS program of genclic tesling. Once lhe
discovery of lhe genes for par-morrnal powers was announccd in 1986. Soulh
Africa began testing its populations for super polential. White supers arc provid­
ed wilh extcnsi\'c training and lhe finest things in life. and are heavily publi­
cized by the gm'ernmcnt-owncd mcdia. There arc no black supers in Soulh
Africa. according 10 official government repons. Preloria claims thai nonc mani­
fcst themselves in the Kaffir populalion. Some CllpcrtS 1'101 affilialed with the
white minority government c1:1im that bluck und "coloured" children Me
screened for po[cntiul powers. and [hose lhal lesl posilive :Ire killed outrigh1.
Those thai escape scR-ening arc declared outl:Jws with boUlllies on their heads

1ST IIMEUHE 1919 - 1984
Egypt end IsrBeI sigl peace treety.
&Met itvasiCI'I of~ Soviets

ignore U.N. protasts. v.tJich JI"DI'IPtS reH
discussion (started by smaller ar'(J weaker
a:utriesl (Jl tha need f1X' 8 permooert
U.N, m!t!tunan"police ltrce," lMIl as
w:h 8 ktce is seaedy rem.ited ltr th:i:

-~
1S811-1nrian rriitllf1s take 55 u.s.

&massy staff 00stage in Temn. Fast
aetiJl bv the U.S. supefte8Tl rescues
most hostages [live die. shot hem team
melTbers can Intefvenel.

Arti-ru:lelr rn::MmeIlt Ixrn in
Western Eu1:lpe. hided in tha lT1lIYl!­
ITIlrt is a srnsII arcHnetch.rrm elemert.

ll',frlJics tJr¥:otted bot U.S. lM!I" 1M!­
SlOl1 ofAf~.

In a landmart declsion, the U.S.
Supreme Court rules that the right of
the individual to his privacy granted by
the 1974 Persooal Privacy Act out­
we,ghs the govenvnent's "need to

know: "Mental search warrmts- are
now OIItIawed.

U.N.lJ"QERzes and dellbis CXM!It
supertealT) III fight Russian incursion fiD
~

1111 - MNcr 5adat assassilated by a
btmb that Eiso IQIIs his met8unlIl--,

U.S. jets shctt dcMrt twlllibyan
rretatmms after !he twll attadt: the iets
DYer the GJI'. serioustj damaging (FIe

aircraft.
Greef:e joins the EEC. Its rIlltionaI

superte.am pm tha EEC metatunan
tea'n. making it second lrit to Red
lllina's tea'Tl in size.

1982 -lfDid 8"ezhlev dies: he is
replaced by Viii AnlhJpl;w.

U.S. Presd!nt Carter errb!rgoes
LibylI'I oil due to tlleir alleged sUPtxn of
terrorist activities.

First bicnic limb. a leg. is constructed.

It is little rTO'e tim a It LCU ized IFOSth&­
sis .,.;m netI'lII sensors.

U.N. bans both national5t4ll!ll tlliIlllS
erd strategic ru:lear WOOpol'"f)'. It Lf'Nllils
its oollectad rnet:ahJman ftn:es in crder
to make the bEr1 stidt

U.N. 1ST forces IT'llIIa! their detl.t, l'nd
five tea1lS ere eJllllaced, CcrT1JIete
l!eJ:*l',mltt is expected by 1992.

1913 -Arneric:a1 MerlE~
i"I Beinlt deslro)'ed by & btmb. 245 die.
D1e Marine SlJ'Vives - BI'lll!t.BunBn
t1'eated in tha cooffa!ration.

1984 - Rcnald Reagirl oMns U.S.1ftSi­
dErtiaI election.
~ dies: he is rep/aa'!d by

Ca1staUl 0terrIer*0.
Lnon ClrlJide pin in~. Inda

leaks deadly gas, kiling over 2,500 per­
sons and rrotating at least a dozen.

Cootirued on p. 105
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when their powers manifest: the media is forbidden to memion their existence.
As :10 additional datum. no non-while mctahuman has ever received a visa to
visit South Afric:I.

Japan has incorporaled supers infO its highly-slruclUrcd society with great
success. As wilh normals. the number of Japanese super-criminuts is very. very
low. Most supers are given places in the high-Slaws corporate supencams.
Others go inlo lhe entertainment industry - lhc Japanese are famous (or infa­
mous) for capitalizing on their ffielllhumans. Television shows. movies. and
nlllllga (Japanese: comics) are produced in noods. all about their supers. More
than a few Western supers. with dreams of fame. have come 10 Japan to gel parts
in Japanese productions. As II rcsuh. some of me best-known supers in lhc .....orld
arc Japanese. regardless of their actual power and skill.

In Europe.lhe super is currently the epilome of chic. and has been for nearly
a decade. Fashions based on the clothing of costumed heroes are popular. Md
light capes (occasionally with cowls) arc a fashion trend which is beginning 10

make its appearance in thc United States. Whole gossip pages in newspapers :lI"C

dl..'dicated 10 the doings of metahumans. and an unexpected public appearance
by onc is grounds for a mob scene rivalled only by those at soccer games,

OV£RSUS 1ST
AOV£HTUR£ saos

ThaI Old Black Mat:ic. The learn
assigned 10 an Arabi~n sheikhdom h
Oldcred IlOl to lake sides ..'hen a rdali\'e
of lhe Kin, laul'l(l'Jc,$ his own bid fOf the
1bn:w:Io:. Then they IQrn thaI the: illSllr&ent
PriIl«,S himself a rnctahuman. willl infC'!"­
naI 1'JO'A'rB,. Will they brul; the rulcs and
X1 covertly 10 510p lbe rnolution - Of lei
him ..'in :and deat ...illl his demonic ITlU­

InS 1:IIC'!"~

No B..I1' John Bull IS lhc mct:lhum:m
C'Omm:lndcr of lhe Buckingham Palxc
Guards. I k IS one ollhc: lOU~ men in
Ihc world: in 19.14. he airdropped inlo
oo;nIpinl Fr.ll'I(c without a parachulc. and
he Iool.s pcrtl:lps half his ItUC age of 60,
Now he's \'anishal.IST London is asked
10 in\'C51isatc,

- .

.........

Color Hur. In Africa. an 1ST group
mUSI dcal w,th a super·refug.... from
South Africa. He was a memher of Ih..
..'hilc ruhnl: class. wilh Ir:lnsform;;uion
JIO""n. niVIl. and b1aslCr abilities - ~C1')'

pov.eriu!. The ca!dI? Uis nighl and blast­
ing powm only ..uk in his Tramformcd
Wle ... ,,'hid Is bluc* ••• and hc ..--as
......nlual1y unmasked and chased out of
the: counuy. Ile's a hasic:llly good 1""fSOO•
...ith 50tnC r..al psychological problems
and a South Africarl supcr·:assassin on his
tnil.

01<1 of r1K lHrps. Something 5«m5 10
hc rori"g lhe Dmi~ ..,d No''''cgian fish·
ing ncclS. The ISTs of bolh nalions arc
asked to in ..eSligalc.

U.N.. Go Uomt.' The dietalor of
Paraguay, himself a melahuman. has
announced Ihal he is pullins out of the
U.N. lie h~ si~en lhe 1ST One week 10
gel UUI of Asuncion. The supers of lhe
team an: onlered rn lake lhal week 10 lind
OUI Whal lhedictalor is up tol

S~d,.., I'/mrh. Tonga, an island king­
dom. is lhe sile of the newest U.N. sUl"'r.
learn: 1ST Nuku·aloFa. Two days befon:
its omeial opcninS. !he erT\ob;;m;y building
is demoyed by a taelical nuke! Many
li\'es are lOS!. Who has lhe illegal nucleOll"
de\·Ka. and why did lhey alt3Ck a pc,,"_
fill and oul-of·tbe-,,·ay sile like Ton~~

'The European public loves ilS heroes - and somelimes il~ villains. if they
show slyle. Some criminals. such as Ie Chal Noir of France. arc cull figures for

their flamboyance and their refusal 10 cause serious h:lJll1 to persons or propeny.
(Others like Ie Mangonel. though. are despised for their insensilivity to human
life and arc doggedly hunted.) The public suppon and acclaim gi\'en 10 so-called
"gentlc" supervillains is such that more than one young person with minor pow­
ers has used crime as a springboard into an entenainment career after "going
slraight:' London labloids have featured voluptuous supervillain lovelies as their
Page TItrec Girls. slaunchly defending their models' idenlities againsllhe police.

'The governments of Europe are a1mosl as entranced by supers as !he people.
Heroes are given as mueh government backing as the U.N. will allow. and pam'
normal research is flooded wilh grunts. Damage from super.ballles is taken care of
by the gm·emmelll. Most of this official enthusiasm is a holdover from the days of
nuclear threat. when the EEC supeneam was seen 10 be the 1a.~1 hope Europe had
of surviving any connic\. Even wilh the leanl disbanded under the U.N. bM. and
the threat of nuclear dcslruclion vinually gone, thc various go\'cmmcnlS slill vie
for the goodwill of as many rnelahumllns (both public and private) a.~ they can,

SUPIRTUMS
While many supers work solo. it is more common for twO or more to band

together inlo a tcam. Sometimes Ihis is for increased power and cenainty of
victory. as with the U.N. 1ST teams. Other IcamS arise as social organizalions
Iirst - supers like the company of their own kind. since no one else CM really
undersland their Ih'es! Olhers are paramilitary adjuncts of the securily divisions
of major corporalions. Still CHhers are melahuman arms for special-interest
groups like lhe NAACP or the JDL

CAMPA/GN



C"'I/;nued on nul ptl8", ..

SUPfRS AND POP (ULJURf
1lle influence or the SIlper on pop cul­

lure has bttn perhaps grealer Ihan on :my
mher level. The "return" of powerful.
ncar-mythic figures haJ had a deep-sealed
appeal to alrr>m.1 all people. Nol evayon<:
lo\"(s the supers - when IlKre is ~mc·
thine ereu and inspirine. there will
:otways be someone 10 deride: and a.nack it.
BUI ror 11K mOSI pan. pop cullu~ hu
tTntnll1K super wilh lavi<h affr:clion.

Comic books ceaKd to be tocally fie·
lion~l. as comp~nics scrambled 10 get the
righls 10 lhe supers' nallleS ami stories. Al
lhis dale. the "Bil Four" _ National
Periodicals. Fawcell. Charleston. and
Marvel - share a multimillion-dollar
iadustry Ihat hao made them financial
gianIJ. They now own movie 5!udilK.
newspapers. and lelevisi.., slations. and
....~Q "'" lovingly co"era! by all.

Slage and SCf«n (bo!h l:uge and sm:Il1)
h3vC seen their share of melahum~n. lLl

well. Supers may not come cheap, bUl
lhey bring their own lipedal effects! Many
a mcwie lias saved several million dollars
on opIicaU :md wi~~ by hiring I

flyinl super. MetahulIWI doubles are in
eru1 dc:11W'Id for -impossibly~ danl:crous
Slunt,-

Tele,·ision. of COUQ<:. h.as depicted the
super in shows that "'nge f",m silly sit·
co",s (1'si In The IlQ,ue. ABC. 1972­
1976) to award,winning doc:umenmries
(AmI Th" W"rld Turned Upside·Down,
rns. 1982). ASlimc: wenl on. of course.
Ihe super in the show stopped being a
ginunick or a SlcmMypc:. and lurned inco I

~;Li pcDOll like the: 1o>"lIbIe. n3i"e te:loep:iuh
Rlkbr in MOA ·soH (CBS. 1971-1990).

T... M,LITARY TUM
1besc are technically non-t'xislcnl since the 1982 U.N. Ban. It is an open

secret mal some member nations sliU maintain their military supers under other
guises. Also. non-member nalions such as Libya and Taiwan and groups like me
PLO have their own squads of mclahuman soldiCni. Dealing with these is anoth­
er task assigned 10 1ST forces.

Military learns lend to he selected and trained for sheer firepower. Where
possible, high-eapacity teleponers arc ineluded in such learns to provide instant
shock-troop capability. Some tcams. like: the PLO·s. ha\'C never seen "nonnal"
combat, but instead specialize in terrorist and guerrilla action. Member.; of such
teams are also encouraged to make use of their training and giflS on their own
time. if they should so desire. The prime example of this policy is the PLO
mctahuman Kristalhmchl's solo mids on Israeli largets.

N h h
' "houh' ,.,

o matter w at I CIT ongms. t g. most pnvalC teams art: mcorporat
for the legal and financial prot«tion that incorporation brings. Others obtain
corportlte sponsorship. or actually become branches of major corporations.
effectively becoming a division of corporate ~urity. It is not unknown 10 find a
team that is completely infonn:ll and unfunded - but il is rare. The legal and
financialllccds of the :ll/crage supergroup c:m be great.

T... CORPORAn TUM
These groups come in lWO V'drieties: company securily and public relations.

Sometimes the two are the same; otherwise, lhe public rarely sees the security
teams. who arc ncarly as dangerous as the military teams of the past and pre­
sent. It has been rumored that several corporalions exploiting the resources of
the Amazon basin have fought an outright super war in the South American
jungles.

The PR team. on the other h:md. is oflen friendly 10 the point of cuddli­
ness. Const:mtly on loan to local law enforccmcnt agencies. these supers earn
their keep by providing a good image for their parent company. Naturally,
they arc often the largets for exposes and embarrassing questions :H news
conferences.

Well-known corporate teams include those of the TcxJ.on Corp..
Multinational Business Equipment, and Citrix GmbH.

1ST T1MILIHI 1985 - 1988
_ - DIrrB'tiD dies: I'e is repIer:ed

br.....GtIt8::hIt.
TtmIritIt Iil1Dt Dds. Rcme cnj

v......ThIIIhmB IIUat:Ii: is pel b, IEd tFf
1Ft erB"IJHI'Oiedi~.

Attempted overthrow of South
African~nt by an 'impromptu"
multinational bleclc African superteM1
la~s. The sIlJu!tter of the bleck forces
by the Sotah African S\.lpef'tZam shocks
the 'Mrid. nl thei' subsequent bloody
R:ursi:Jn iCo Angola alrnost p/u'tges ell
of southern Africa into war. The U.N.
intervenes, but its Alricaf1IST forces are
barely sufficient to tum back the South
Amesn team. Western European gov­
emments impose sanctions on South
Africa.

QIernobyIICCidtrt. S:MIIt Ln:xt.
LGSFI mmbi1es cItlIrqJ~wtiI
massive saeening of eqJDEllld popUiD:rl
for nI!Wt1 created °accidelt8l"~.

but does not IImlUlCE! I'lI5UIts of the
search,

,.-Olallenger disaster, Cape
I<l!medy. Aorida, U.S.

AltnoLI1cEmerc: of positM idenlifica­
tim of 'power' genes Ii mecatunans.
Also ideN;ffied are the genes for tunan
irtelIigln:e - nl that they <'I"e rrin~
Ii the same portims of DNA as the
'pmver" genes: in fact, lttey ere inextrica­
bly mixed with them. The phiiosophiC81
and religious implications of this discov­
ery rod:. the globe.

8ll.Ctl Afta'.I".~
"..-
,.,-U.s. QlWlit."-:ndJ begi1;

Il'OJ1l!I'l'l to de&iIJ1 nlbjd 8 tmtlIJ' tta
is lJ def$ uHe lJt IliCt8' psi II' redar.

, .. - In arT'IM ttl firmly establish
gIBsnost en:! goodwill, tJi:tlEiI Gorbachev
offers ttl lisb8nd 01Rlfficial" &Met miIitay
Sl4Jl!l't88ITIS if the U.s. v.\II 00 the SlIfTlI!,

SinI:tr MnillLChr Krg. .T. lJIl tis
ruft'g rru:e, MchleI 0Ja:is. deU:
Fmekl Ae8glrl il tis bil b' 1NlectiIl.1(p;j
~ tis~ rt19'\ the REN. Jesse
Jacksal. to the post of 5elrear,o ~ I-EW.

Cct!tirved on p. 1D7
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SPICIAL INTEREST IIAMS
'nlis covers all groups of ~upcrs allied as It rcsull of similar social or politi­

cal beliefs. Most of these arc ,~up]Joned by orgmlizations of the same bent. TIlcse
teams perform public relations tasks for their parent organizations. and ulso ;Ict
as well-publicized muscle for the panicular beliefs that they espouse.

Many such teams and their members are nationally known. Some. such as
the NAACI} and JDL's supers arms (both lacking special namcs) arc :almost
unh'crs:llly respected and tend to be filled with well-educated. well-spoken rep­
rcscnlath·cs. Ofhers. likc the Whitc Knights of the Double Lightning Strikc of
the KKK. are wanted by aUlhorities. Some groups :are $m:all and rccci\'c no
attention. :and like it that w:ay. One example is the Gay UrOOn Task Force. whOSe'
primary goal is to calch and deter gay-bashing bigots in New York.

OTII£R ORGANIZATIONS

~:l==========

SUPIRS AND POP CULTUR£ THE PRIVATE TEAM

(CONTINU£D)
The priv:llc [cam i.~ whOlI IIIOSI people think of when Ihey hear the term

"supergroup." Only a few large corporaliolL~ have lhe resource.~ [0 fund their own
groups. and milil3ry tcam.~ hu\'c good rca.'>On 10 S(ay OUI of sigh!. so groups of
local heroes arc more visible and numerous. Those with a good track record of
c-.q>lurcs 3nd minimal property damage arc oneil heartily welcomed by their cho­
sen municipalities. Others lIIay h3\'C difficulties: special licenses, anti-super
7.oning. heavy taxes. and outright abuse from loc;a[ officials. Some learns choose
secrecy. eilher to a\'oid local officials or 10 be more cffccth'c at huming criminals.

l.ucr:mm: h3S """n nutiou.~ ahuul the
nl<:l:loonlJn phmumtoon up unul rtenlt·
Iy. ':"'C for hi:<l<lrio; """ a rev.' ~'lli<::lt
"...u. Only M'IC'OCC fl<:tion """n" III ha\c
<kah ao:kqual<:Jy ,,-nil the: SUI""" ••• and
"uh lhe publi<:'~ lhi<l'l for an)'thing ha\'­
in; m do "itb super!>. SF was dl:lj;gt:d out
or Ihc ghello il "'3< shc,,-cd IAtO SO ycars
a~'O. Fur 47 ..tth in 19S8. lhe tOP IXJOl.s
"" Ihe N..... 1'"," TrmN Ik,t Sellcrs l.iq
"'cre SF or uthe,wi,c M'[lCrs·tin~ed, Nnw
willi the IJublicali,," uf Tom W"lfc', !lis·
tnTy Grill, ,I"""'.... Us in Jallu"ry t<,lI:\<,I.
flnothcr literary f"J 1'0' ",elnhuman,'
began,

Sport, ha\'c nue lxcn hcavily afr""tcd
hy lhe melahuman phenomenon••""ply
b"ca""" all SPO"" org:mi7ation.\ ha"e pro­
h,bunJ ··,upcr~ panicipallOO in all)'lhing
but disp!a)'\. From 11111<' It! tUllC. rulJlOf.

.urface aboul fO>II""iaI1y t:lknlnJ pcrfOfTll­
cr•• and the Ol)mpic Committee has
annQUnec<l Ihat panici""nts ,n the ncu
Ol)'mpi;od "'ill ha>'c 10 uII<kl];O gencllc
K'JttI\lng. Of COlINe:. c.m;bnion~or SUP"'T

runm,,!. r;)'''''':lSIic,.. """ ........ = com­
mun. In 1987. nine mclahu",an alhlctt'S
funned a baseball h:am. Ihe New Vorl
SUI'Cr<. fot' a ehari'y rxhibitiun Gamc Ihe
,,','CL af'cr Ilkl World Serie•. Tn a 1'1111 ,ta_
d,u",. Ille world champl"n Buo"l"n A,t,,,,,
bent Ihe Supers. 9-7. (After tt", G'''u<:, tl",
Supers conch """,mcnled thnl hc ,11<\lIld
!In''c ll""c fur ~pccd and coo,di"ali,,"
,--~ther than ,\11""1:,10.)

BONDED TUEPATHS" ORGANIZATION
In 1952.lhc Brilish 1cgal.~yslcm wa.~ rocked 10 its vcry foulld:uions when:lIl

independelll [cam of heroes revealed lhal se\'eral British judges were unuer men·
lal domination by hostilc tclcpaths. The judges wcre being manipulated into llis­
missing court cases and ruling in favor of dubious dcf<.'ndants. The Briti.~h

"Mind COlltrnl Scandal" ne:lrly stOlrtcd a pogrom against tclcpaths across
Europe: several similar. though smaller. plolS in the United States did result in
witch hUlits. particularly in the South.

Acros.~ Europe. many ethical telepaths were disturbed at the implieatiorl~

that the scandal held for them and for society in general. With the heroes of the
British scandal. they approached selected politicians with the idea of a self·
policing telepaths' organization, in which each member was bonded. with a
financial stake in ethical telepathic dealings. With the help of these politicians.
plus scveroll highly-placed contacls in Parliament and other gowming bodies.
lhis "lclepaths' union" was given a trial run in England at protecting British
couT1S frolllielepathic intrusion.

It was not very long before the bonded telepath.~ stationed in C(lunrooms
around England were requested to el1\er the legal process itself. After the
grollndbreaking cm;e of Me/I'if!" 1'.1'. Cur/is, Parliamel1! was forced to consider the
implications of tclepmhs as tools of thc coun, It responded by creating Ihe three­
telepath system (see sidebar. p. 107). and effectively incorpor,Jtcd the Bonded
Tclcp:lths' Org:llIization of the United Kingdom into the British Civil Service.

The BTO's success in both England and latcr in the United Stales allr:lctl'd
great public intcR-ost and suppoT1. By the mid~I960s. lhe BTO had eSlOlblishcd
itself not only as a responsible "business" organi1.ation. but also as a lobbying
group of no small clout. Along with the shon-li"ed POWER coalition. the U.S.
BTO disarmed the Nixon administrntion's parnnoid anti-supers plans. It still
ll1:aintains a vigorous presence in WashinglOn. as well as in othcr capitals;)Cross
the "'OrJd. not to mention lhe U.N. in New York

(ri:Dm)~~Z,gi II
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The ~Three-TelepalhS)'Jlem. M as
defined by Brilish law :and bIer adopIed
b)' the Uniled Stale$. 311emplS 10 addrr:os
lhe intw"n,m unrc:liabilily of lhe lntimon)'
of Idepalhs. II sutvc~ Ihe problem of
polemial misn:pl't'.~entation b)' lhe telepJlh
b~ requiring ,IIrrr 1elepalhs when any
I"CRlll! sc;uJlling is retluiml. One lelcpll1h
each is used by defensc :md prosc<;ulion; a
lhird is eon~hw onl)' by the judge and
acts a.s a disinlete$Rd lhin:! pan),.

Testimony based all ldepalhie evi­
dcno:e is Ii"'t presen1ed 1IlI1y to lhe judge.
in writing. The judge namines 1M thne
:leeoun"'; if lhe)' differ in an)' hUllhe mosl
ineunSequen1iai details. lhe leb1imollY is
lhruwn oUI and lhe le\epalhs dismisscd.
Teslimony which correlates Kross all
lhree lelepalhic reports is sllbKquently
presentw in normal f,..,hion in lhe optn
eOllfl. All wilneues in a usc m\lst be
SCOIIUIW if lelqNlhic CfUSJ~nmination is
Il<ed: if an)' ref\lSC. the Ieleplllhicev~
is thrown Olli. No One is ever ""anned
againsl his will.

h Should be nUled lhal eerl~;n other
eounlrie5. esp«i~lly diela1Ur~hill~. rou­
linely usc lelepathic interrogalion. both in
CUUfU:and in 1eJl; formal scssioos!

1llI "THREHEL£PAIH
SYSTEM"

•
PARAPSYCHOlDGIC.U SruOlfS IMSmUTE (PSI)

The P".lrJpsychological Studies Institute is the brainchild of Dr. J. B. Rhine.
who lcft Duke University to found the Institute in 1953. Based in Dcl:lwarc. PSI
has branches :lcross the U.S.• as well as in England, France. :JIIU Germ,lOy.
Several morc arc being built in J::'p:1Il and the Soviet Uniun.

PSI's main purpose is the discovery and (mining of the psionically-gifted, as
well as research into psionic abilities. An accredited posl.graduale institution.
PSI houses many different divisions. exploring all facels of modem scientific
knowledge in it\ search 10 understand psi phenomena.

1be InslilUle has strong lies to both the OTO and 10 the U.N.: many rese;lrch
projects on mctahuman mechanisms are awarded 10 PSI. The Institute is fin:m·
dally independent, due 10 research grJlIls and royalties on ils d07.cns of patents.

Graduatcs of PSI arc rarely found antong the namboyam mnks of the
metahuman heroes. Instead. they are consultants. researchers, and occasionally
civil SCrv:lnts. Ooc goal of the Institute is 10 make psi abilities seem as normal
as possible. To this end it inculcates (wmc say indoclrinates) its stafT and stu­
dents with the vinue of inconspicuousness. And. surprising as il may set:m. PSI
has often been on the side of auempts 10 limit or ban priV"oIte supeneams. on the
grounds th:u such use of metahuman powcrs is nothing murc than gr:mdstand­
ing. and hinders the eventual :lcccpt:mcc of such powers:ls a noml.

1ST T1MILIHE 1989 - 1990
,. - At:ten1Ud assassilllIlioll cj

Preside't Kng at tis RIJgIraliDn by the
'MVte Wll8ItI 01 the 100<. TIe W1lita
Willii'd is irrI'nediatett named by 5ec:r'et
Service metahurrlafts and dies in secoods.

U.S. researchers repolt success il
a*f Ii'olm terllJl!f"at1I'llusioo
l!4*' i lIellts.

Clnedien 1ST ltn:es t::al1Wl oil spilled
ito AIasQn wat8'S trt a~ TexxtrI.......

1990 - U.S. Government project to
develop a psi· and redar-invisibla
warplane is scrapped with the end of the
Cold W8l'.

---....... """begils, using Maeranar slips,
Ibna'ilI1 cMI W8l' ends in March 8S

rebels Cllft.lJ'B the last SLP£!l"S an:! secret
police loyal ttl the ceaucescu gowmrnert.

Alleged Ubyan chemical weapoos pin
explodes; Qadaffi accusas Isreeli agents in
Sl illpassimed speedl. IU /ilqJS shlrt
of dec:Iari'l;I 0W"9"t wcr.

Abri:r1 and nrm~ i't
both cases. the 8lIe l:8n)n eppes'S-_.

Fidei Castro begins makiIg ircreasingly
apocalyptic speeches aeainst the U.S. and
U.N.

PLO UICf1.Jkes West Bank setlJemln.s

in let::eliSitl. b' tha rTU'der d eiltt
Nesti iul6 bt a a'&lIld I&nEi guml'l.

Roger Waters performs The Wall in
Berlin. The all-star cast includes
Songbird of 1ST Bonn and Doreen "The
Seductress· Kono.

Iraq macEs llfld arrexes KlNmit. The
U.N. votes SSJ::tit:rls agailst raq llfld
sI'Ilts claM1 fusi:n pins i't both COl.n­

tries. 'MIen tn;ql$ In IVJt wittd'trM1.
irttrnaticnII forte is 8SSl!fTtJIed nl........ ""..... ,..,......
President Sad:lam Hussen is taken into
custody by members of 1ST Bagtl:lad.

To be contirved?!

CAMPA/GN
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G HJ5CHAPTERPRESENTS
EIGHT Ii£ROES flWM THE

CAMP"""""""
DESCRl6EO III CHAPTER 7 .

SOME OF TliEU ARE MEt.eERS
OF THE U.N. '5MET~PO.JCE
FORCE. lliE 1ST (NfE~TlONAL Slf'Ell:
TEAMS). OTliERS ARE ltaPEtaNTS
(lll; VlGll.ANT"ES.

EACH DESCRIPTION NCU.DE5
SACKGROl.t/D AND ORIGINS.
CHARACTERSTAn5T~5. SUPER·
A8II..ITIES. GOALS AND
PER5ONAUTtES. AKl A TYPICAL 51T OF
FOUR-coLOR DlAUX>UE. J.H'( Of THESE
SlJ"ERS cot.t.D BE USED AS EITHEll: A
f'lAYEll: CHAIL\ClER OR AN NPC. SOME
Of THEM WI.L BE SEEN AGAIN III LATER
AOVEMT\RES OR 5OIJRCE6OOli:S I Of
COURSE. THEGMlSFRfE 10 CHANGE
THE NAME~ THE DElALS OF THE
AMJTI£5. NCl TO USE ANY OF THESE
DESIGNS fOR Slf'ER-<:Rlt.4lNAl5.

All THE HEROES PRESENlU) fERE
ARE M-T ON tsOo TO 600 POlmS.

fORA ''fOLR-ca...OR-CAMf'AlGH. I~~~~~;~~~ii
sta THE lNJSUAl6AClCGlW1,.N1) COST
TO BE A Slf'ER DEPENDS ENTlllElY ON
THE. GM MV THE tbVlOUAL
CAMPAIGN. NONE OF THESE SAMPLE
CHARACTERS HAS ANY tNJSUAL
6ACIl.GROl.N:I COST. III ACAMP....IGN
WHERE All THE PeS ARE SUPER,
THERE IS NO NEED TO ADO AN lNJ5UAL
6ACllG1lQlN)C05T AT ALl.. ON THE
OTHER HAND. III ACAMPAlGN 5lCH AS
THE I5TWOIl1D. MANYf'CS MIGHT Be
Slf'ER NORMALSOl1. NOllMAI.5. A 50­
POINT lNJ5UAL8JaGRO.N) COST IS
Af'f'lU)PRlAT'E. (1lE EX£E>TlCltolIS THE
FOX. fit. SU'ER f'()RMAL Wl1ll NO
IoCETAtUUoH A8I.111ES. HE WOLlD

HAVENOl.NJSlJAL~~iiiiCOSI~T~~;;;fIllN'( CAWAiGN.)

(liDm)~J¥j

J

WITH HURTS OF GOlD
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BlACK8PIARl r--TOT~~----'~IHTS:

Pearl ~"oore is the d3ughler of two prominent marine biol­
ogisls. David and Belh l\loore, They wcre l\.''Screhers at an

SUPER OISADVANTAGES
4 levels of Vulnerability 10 Heal!Firc anacks HOI,

under­
wOlter
laboratory,
where David
specialized in marine
ecosystems while Belh pur-
sued celacean l"CSCareh.

It was while working here lhal th,;y
discm-ered Ihal Belh was pregnanl with their
firsl child. They teamed almost simultaneously that the child
would be a Sirl and that she had a rare and fatal genetic disor­
dcr that wuuld impair the growth of her lungs. The fetus w:ts
otherwisc dC\leloping normally. so they decided 10 try all
csperimelllallrc;tll11enl Ihat showed some promise for corred­
ing the disord~r.

The surgery \Vas successful. bUI had surprising sicJe
effecls. I)e:lrl was born wilh he:ltlhy lungs -thai also had the
abilily 10 brealhe underwater! After Ihe shock of discovering
Ihis while Pearl was laking a bath, her parents dccided to
keep it 3 secret - lhey w3ntcd Pearl to ha"e 3S normal a
childhood as possible. lbcy :llso feared that someone might
II')' to take her away from them either fOl' research 01" to use
her abilities unscrupuloosly.

Her parents' care and lo\"e helped her boIh de,'dop her
powers and de"clop as a person, She lefl for school as a
mostly·nonnal, wdl'3djusled young woman.

While Pe:lrl was anending college her parents were killed
in ;1lI attack by industrial saboleurs on their laboralOry.
Ironic:lIly, lhe killers were trying lu prevent the de\lelol'tltem
of techniques 10 create amphibiuu.~ hUlllan beings.

l'e~rl \lowed 10 catch lhe eri(1)ill~ls - ~nd succeeded. caplur­
ing the leaders of the organizmion :lI1d lurning them over to
the police. 'Ibis broughl her abilities to lhe al1ention of lhe
1ST. She joined their ranks immediately :tfler her gr.Kiualion
and is a highly-respected member of 1ST Tokyo. where she
does marine biology research and lries to rehabilitate Moont
Fuji in her off·time. Pearl is not a super·fighter by 3ny suetch
of the imagination, but she is one of the 1ST's most ''aluable
resource5 when lm'estigating marine-based criminal activilies.

Typical IJi(l/ogllc: "There's somclhing fishy going on
here!-

Speed: 6.5
Mo,'c: 6 running:
48 swimming

IQ: 16 [801
HT: 13 [301

ST: 10 [-I
OX: 131301

SUPER AOVANrAGES
Amphibious [101; D~rk Vision [25]: Gills [101; Nictmillg

Mcmbr~nc [101; Pressure Supporl 115]: Regrowlh 1401:
Spe~k with Fish (10): Super Swimming x3 1301,

Age 26: 5"6": 130 Ibs. An tHrican-American woman.
dressed in a one-piece bathing 5uil and skin-tight boou and
glo\·C's. while and patterned in scales. She weaNi her hair
medium-length. usually with seaweed woven inlo il.

ADVANtAGES
Absolute Direction 151: Acute ~learing +2 141: Alen'le~s

+S [2S): Allpe:lr.lllCC:: BeaUliful r151; Combat Renexe.~ [IS):
Danger Sense (151: R3pid Healing [51; 1ST Membership
(Rank 4) 1851.

OI5AOYANPW'ES
Bad Sight (y,ears conlac15) [-101: Hooesly [·10); Sense of

Duly: To everyone she perceives as just and good 1-101: Sense
of Duly: To reh;lbililatc f..'lount Fuji [-51: Tnnhfulncss I-51.

Dodge: 7 I'arry: 7
Damage: Kurt"/, Punch Id-2, Kick ld; Thrust: Jd-2: Swing:

l'

QU/IlKS
Profoond distasle for sushi bars: Trio; 10 work wilhin "the

syslem" whene"cr possible: Prootl of her parents and wants
to emulale them: Doesn'l can,: for traditional pelS like cats
:md dogs: WC3rs seaweed in hcrdrcadlocks.I·51

SKILLS
Agronomy (Marine) 121-16; Are:l Knowledge (Occ3n) 14)

-18: Bot~ny 121-15; Chemistry [21-15; Computer Operation
[11-16: Computcr Programming [1]-14: D<lncing (4).14;
Deleel tie.~ [11-14: Ecology [41-16: J~lP~IlCSC 12[-15; KanllC
[4]-13; MClcorology [1]-15: Naluralist 11]-14: Steal1h 12J-13.

SUPER-POWEllS
COnlrol Fish (Area Effect +50'J:. Increased Area xlO

+200%, Movable Area +40'1>, lotal I)-hex radius) 167)
-16(15): Sense: Fish (locre3scd Are3 +20% for a 5-mile l".kIius)
128)-15(20).

•



Age 45; 3'4"; 730 Ibs. Suntanned, with dark hair kept
baek in a ponytail. He wears a ydlow-and-blad: costume
with a white-and·black sunburst on his right breast,

ADVANTAGES
Alertne.~~ +1 ISJ: Attracti,'e [51: High P..Iin Threshold [10];

Legal Enforcement Powers- DMI15).

DISADVANTAGES
Dwarfism [-lSI: Compulsive Gambler I-Itll:

Lecherousness [-IS]: Truthfulness [-51: Dependenl: 25
poims, 12 or less [-241.

Jack spent the
next six years e:lrn·

ing his Bachelor's and
Master's degrees, working

Ollt wilh the gymnasties team, and run­
ning his dke game in the gym on wed:elllls. He cOOlactoo his
p:lfents, whom he hadn't seen in years, and promised his
mother tn write more often.

In lhe fall or 1988. he began woo on his doctDr.lte, and
immersed himself in thc study of white dwarfs. the ullra­
dense collapsed stars thai had been his obsessioo since his
sophomore year. He designed an eJ[periment intended 10

brieny duplicate the incredible powers of the star in con­
trolled condilions - 001 OOOlClhing went "'fOIlg.

When power W'JS shunted into his de,-ice from the campus
nuclear rcaclor, the re.~ulting field was far beyond anything
expectcd. The device imploded. then re"ersed itself as the
power connection was broken. Jack was bombarded with
gravitational energies 1IC"er before experienced by man.

When he carne to. Jack was am;u.ed Ihat he was still alive,
He spent lhe next three days in the hospital as doctors mn a
ballery of lest.~ on him. While playing with n bowl of pud·
ding, Jack discovered lhnt his metahuman gene.~ had been
activaled - he could now increase the density uf any object.
Sever::ll mher abilities emerged as he tr.lined.

Jack ::Isslllllcd Ihe name Dwarfstar ::Ind is now a member of
a DMI-approved super-team in Malibu, where he fij;hts vil­
lain,~ with a theatrical nair that has made him the durling of
both the media and the hero groupies in the beach area. TIle
location allows him 10 pursue bad guys, good volleyball, and
tall WOlIlCn - not necessarily in thai Older. He is currently Ih'­
ing wilh Angie De'Oro, a freshman dance major who is con­
stamly underfoot (see Disad\'amages).

Typical Dilllogl4i~: "What are you, den.<;e'! Well, )'OU all'
now!-

Speed: 7
Mon: 6

IQ: 14 [451
HT: 13130)

ST: 100 1210!
DX: 15 [60J
Dodge: 6
Damage: n,rust: lId: Swing: 13d

QUIRKS
Carrieli a surfboard on the beach, oot d~n't surf: Takes

sandcourt \'olleyball I"t'r)' seriously; Calls hodyhuilders
"effete t.....erps"; Shows off by juggling bowling balls: Likes
tall women -the Laller, the beller.I-5)

Jacob Keller wa~ born October 12, 1955 in Portsmoulh,
Indiana, Hi.~ parents owned a small fann. and Jacob was lhe
seventh of 11 children. Jacob, born a dwarf, lefl home when
he was 1610 join lhe circus as an acrohat and clown.

Jacob (or "Bouncin' Jack:' as his circus fUlllily called
him) spent the next ten years under the big top _ bUI he had
higher aspirations. As long a~ he could remember. Jack h:ld
been fascinated by astronomy. He spcnt many nights lying
out in the fields afler the midway had been shul down.
dreaming of the stars. and of the mysteries th3t mu.'" be hid­
den on the surface of other planel~.

Duriog his decade with the show, Jaek read everything he
could get his hands on. saved his money diligently, and rom
an after-hours dice game. Finally. in 19SI, he had enough
money to cnroll at Ua.A as an astrophysics major.

SUPER ADVANTAGES
Clinging [25]: 6 levels Increased Density 130J: DR 6

against crush ins damage 10 points, Increased Density]:
Pressure Support 115J.

SKILLS
Asuonomy [12]-IS; Acrobatics [S]-16: Brnwling [S)-IS:

Carousing 14)-14: Compuler Operntion I2J-15: Criminology 14]
·15: Gambling /12)·19; Photography [41-15; Sex Appeal 141-14.

SUPER~POWERS

loerease Density 176]-16( 15).



1

TOTAL POINTS:
600

was often away on business trips. Sar..lh I;rew up h;tppy "ith

M~" MeAllistcr,
Sarah did reasonably well in school. Ihough she was

always more inleresled in boys than acadcmic~. lIer power<;
manifeSled ;It lhe onset of puberty, all within lhe sp;K."C of a
year. Mrs. MtAllisler found her one d:ly in Ihe b:lcL yard.
experimenling with her rlew-found abililies, She waslcd no
time in sining down with Sar.1h 10 explain hoY. she was gift­
ed. and muSI use lhose girls 10 help people. She :lIsa told
S:lrah thaI people would nOllreal her like Olhers if lhey knew
she was different.

In high school Sarah realizalelml her looks weren'l enlirc­
Iy an advalllage. People reacted 10 thelll. ami nut 10 her own
abilities. Grilling her ll-'Clh. she made a decision 10 accom­
plish everything wilh her own n:llur..lllalcl1l~. I-Icr finul tWO
years in high school S:IW a dram;uil-" impro\'~ll1ent in her
gr..ldc.~. Sar:lh went ltJ Han'ard, where !>he gr:Jduatcd wilh a
double major in fin:lIlce and l-'Conomics. She went 011 10 get
her MBA in the lle~t lWO years. and nne day pl:lnS 10 go to

law school.
Upon gr:ldualinll. Sarah was immediately hired by :1 pres­

tigious brokenlge linn. where she made a name for herself ill
no time. Her future ~eeuwJ. she fel! it was tilllc to use her
abilities to help others. No sense jeop:>rdizlns all she had
worked for. Ihough. Who knows whal her lill;l!Ici:ll panners
would think of hcr flying around the New York skyline in a
skimpy outfil. lossing jels of flame afler bad gU}'s'! It wOI\ld
be best to be a bit more discreee .. " Using her middle n:lme.
Sar.lh 3dopl:ed a second mentily. Ihal of Aalllin' Jane.

T.\"pical Dj/dogue: "You make me hOI ... :lllow me to
relum the fa\'or.~

I

Speed:?
Mo,'c: 7 ronning.

56 (115 mph) flying

IQ: 14 [45]
HT: 13 [3D)

QUlKKS
Likes pislachio ice cream: Dislikc.~ being called -Red-;

W:mlS 10 go into acting evenmally: Can't Siand 10 sleep P:L~I

5:30 a.m.; Drives her Jaguar 100 fasl.l-5]

SKILLS
Accounling [6]-15: Computer Operalion121-15: Dancing

12]-15: Driving (Car) 121-15: Economics 161-15: InveSlment
Banking (M/H) 1101-17: Sex AppcaII12],lli: Swimming [I]
_15:Whip(I]_14.

SUPER ADVANTAGES
10 levels of Body of Fire (Only When Flying

.30'1» 135]: Costume [IS]: Damage Rcsislancc +10 130]:
Aighl]-IOI: Super Righi x214OJ·

SUPER DISADVANTAGES
ld Vulnerability 10 Coldflce altacks [-101.

DISADVANTAGES
Honesty [·[01: lmpulsivcncs.~ [-101:

Lecherousness [-15): Pacifism: Cannot Kill [-15]:
Secret Identity (-\01: Stubbornness [-5):
Truthfulness 1-5].

Sarah Jane Daiky was born February 12, 195810 a
weallhy Conncctieue family. Wheu Sarah was five yeaJ1i old
her molher died in a (':lI" accidcnl. IIcr father nC\'cr remarried.
but employed a nanny 10 help rear Sar.lh. Though her falher

5UPEK~POWER5

Fireball (Rapid Fire x2 +80%, Homing )(3 + 150%) [ 1231
-14(6); Flame Jet (lrnpalius +40%. HOlshoued +30%) 190]
-15(8): Neuer:llize Fire (Increased Area)(2 +40%) [29]
.12(10): Srnoke (Increased Area x3 +60%) (50),13(10).

ADVANTAGES
Appc:mlllcc: Very Beauliful [25]: Intuition 1151:

Strong Will +:1 (I 6).

Dodge: 7
Damage: Firtbal/6d: Plume leI, 8d impaling:
71mw Id-2: Swing Id

Age 42; 5'\1"; 150 Ibs. A natural redhead, in a costume of
red. orange. and dttp gray. almost black. She has brillianl
green cye.<; nomI311y. but in her Body of Aamc form, lhey
nkker from )'cllow 10 orange to red.

Sf: 10 (-)
OX: IS 160)

=====:l"
I



TOTAL POINTS:
500

he was an Americ:ln
black. something of a
novelty.

In Europe. he gained .. view 01
the world. induding America, that W;lS

"ery dilTercllt from what me American media reponed. He
left the Sorbonne speaking perfecl French. with an increased
understanding and appreciation of his people in America _
and he was a nU$ter fencer. In his last year, as captain of me
fencing tcam. he was unbeaten.

Garrell rclUmed to America with a sense of purpose. He
took acting lessons in New York. He studied karate and
kendo, earning black belts in both. He supported himself by
teaching stage fcncing 10 other struggling actors. and self­
defense to anyone who wanted to learn.

When he felt ready. he returned to los Angeles.
Borrowing the nlask and cloak of his favorite character, he
began prowling the strcets of Watts. Young toughs would
challenge hint - generally only once; there were rumors
(Irue) that he oncc took on a len-man gang llnd won, His
kcndo and ka ....Ite had taught him how to subdue an opponellt
without killing him, He has taken lives to save himself or
olhers, but he very much prefers not to.

He neither advcrti~es his "real" identity nor makes any
effon to conceal it. As Jim Garrell. he conlinues 10 teach
inner-city residents how to defend Ihemselves: as The Fox,
he works 10 make sure they don't need 10 use lheir know­
ledge as oftcn,

Typical di"/aglle: "A six-inch knife?" (A $hing as he
draws his sword.) "I'll sec your six and mise you thiny."

NO/e fO GMs; The Fo~ is a super-normal, SO he would
b.a'·e no unusual oockground cost in an)' campaign _ he's jusl
your e'·eryday. run-of-the-nlill 500-point charxter.

S~:9.25

Move: 10

"'1==1=====

~~e Fox
ST: 16(80] IQ: 14 [4SJ
DX: 18 [1251 NT: 17 (1001
Dodge: II Parry: II
Damage: ThruJ( Id+l; Swillg 2d+2; Rapier Id+1

Kamle Punch Id+3: Kick Id+S

AOI9WTAGE5
Alertness +4 [20): Ambidexterity liD!: Appeamllcc: Very

Handsome (25): Combat Rcnc:o;cs {lSI: Danger SCII~C [IS]:
High Pain Threshold JIO): EXlraOrdin:lry Luck 1301: Nighl
Vision (10): Peripheral Vision [IS]; Reputation: +4 to resi­
dents of Los Angeles 110].

DISADVANTAGE5
Code of Honor: Gentleman's Code 1-10]: Compulsive

Behavior: Patrol Streets at Nighl I-lSI: Impulsiveness [-101:
Overconfidence (-10): Poven),: Slruggling HOI; Sense of
DUly; UnderpriVileged Kids [-101; Trumfulness 1-5),

SKILLS
Acting (2)-14; Area Knowledge (Watts) [11-14;

Broadsword 12)-18; Criminology 121-14; Driving (Car) P)
-18; FencinG (16)-21; First Aid [11-14; French 141-15;
Hislory 12J-I3; Karllle [16]-20; Polilics [21·14; Professional
Skill (SociolOGY) [11-13: Running {2]-16; S:lVoir·Fairc [IJ
-14; Sc~ Appeal [2]-17; Strcelwise [61-16: Swimming I I1-18;
Teaching [2)-14.

QUIRKS
Thinks Eddie Murphy should be flogged; Always bows to

women when in costume; Highly oompeliti\'C, enjoys compet­
ing with melahumans; Likes to sing. e\'en though he ean't; As
offended by cruelty 10 animals as by cruelly to people. [-5)

Age 34: 6'2"; 200 Ibs. Wcars shabby dolhcs or a
fencing suit by day; wears a black bandana and I;:","",~

mask. black billion-up feocing coot. and OJ while
sash. panlS. and knee-length bools by night. The
COOl has a stylized gr.Jy fox head on the lefl side.

As a kid growing up in the WallS sectioll of Los Angeles,
Jim Garren loved swashbuckling stories. He read The ClIr.u'
of Capislrllllo and all ten of the ScarIer I'illll'crnd books. and
watched every Errol Rynn movie ever made. Then he would
go home and praclice the moves he'd 5«'n. 11e was a natural
athlete in high school. excelling in tr.lCk and ooscooll. but he
"ally wanted to feOl;e,

His opponunity came with a scholarship to the Unh'ersity
of the Sorbonne in Paris. Not only was he accepted to the:
fencing team. but his natural dmrm made him many friends.
Back home he was JUY another black kid from Watts - here

(aJIfJ)-mM
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SUPER DISADVANTAGES
Dependency: Human blood (illegal. monthly) 1-10]:

Weakness: Sunlight (Id per 5 minutes) (-3D].

"

TOTAL POINTS:
600
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a Chicago ~y. -- _~ .-,;);,$;.I; r~') 'j
He grew op III a ~ ~ -..jjli- 'L-Y / (.
dec.lying suburb. --.,. __-4 _'/;/".--' <ii \ I I I
IllS f,lthcr W;lS a police..~ ~...,~/,.~4/J.
man. All his life. he had no ~~ ~/' /
olher ambition than 10 be a policeman .;;- ..,. .-'
100. But the week before he was 10 gr:Jdu:nc
from the academy. a firing-range aa.:ident burst his lefl
eardrum. leaving him unfillo pass a police physical.

So he bcc3mc a private detective, and a good one. BUI he
was quilC unprep;lred when a pale drug dealer :l1l3ckcfJ him in
an alley one full 11\00n. Gardner drew his gun ... :ll1d the bul­
!cts wen! right through his :luader. CrJill Gardner died in lhat
alley. Bul he didn't stay dead, He awoke an hour laler, and Slag­
gcn.."d home. where he slepllhroogh the day. When he woke up.
he tried 10 shave ... and cast no reflCClion in the mirror.

O\'~r the next fe:w weeks, he: studied and learned all he
could abom \"ampires. Then, on the night of the: full moon. he:
felt himself dmwn irresistibly ba<:k 10 the alley where he had
met the vampire who killed him.

"I cre:ltcd you. my slave. Obey mc, mid \\'e shall hunt:'
'111c hell you say!"
The oldcr vampire might h:l\'e been Gardner's "creator,- but

he was no match for the dete<:ti\·c. physkally or p.~)·chically. In
a 3O-minute slugfest. Gardner beat his foe uoconscious. broke
off a t.able leg. and ran it through me: \'lIIflpire's hean.

Cmig Gardner is still in the private-eye business. and a
new Illetahuman. Nightllick, has appe:lred on the Chicago
crirnefighting scene. Niglut1ick leavc.~ unconsciou,~ drug
dealers in front of the police station. Sometimes he leaves
dead oocs in alleys. Wilh hi!> bad Transylvanian alXent, cleo
\'atOl" shoes. black-dyed hair, white makeup. and red contact
lenses. he doesn'tlook anything lib: Cr.tig Gardller. NO! thai
:mybody will e\'er get a photograph ...

He is not in the least affected by garlk. holy symbols. or
nlnning water, but he has beell known to pretend fear of these
things to pili a foc off-guard.

He does have to drink human blood every mnnth al the
full moon! Failure to do so costs him I Ifr for e\"ery 6 hours
until he drinks. He does not have to kill his victim.
Unfonunatdy. the blood must be clean. Nightflidr: does nO!
mind allacking. or ~\"en killing. drug dealers - bot few of
them ha\'e healthy blood!

T,\1/kal (!i(,{ogllc: "I don't vant to sec you aroulld here
:lg:lin (takes foc's gun or knife (ifni breaks il). or I viii do "t.is
to your IICC/.:."

"You are a voman. unt I do not like to strike a voman. But
I viii come back for you 01\ ze full moon. unt \'e vilt-talk."

Speed: 7.75
Move: 7 running:

56 flying: 3 in miSI fonll

IQ: 13(30]
HT: 16 [801

Dodge: 7
Damage: ThTJlSI 3d: Swing Sd+2

ADVANTAGES
Reputation: Gardner (+2 among Chicago police. allorneys.

vigilantes as a tough. totally clean privatc eye. +I among
Chicago underworld: fear and rcsPCCI) and Nighlnkk (-3 among
Chicago drug dealers: paranoid fear). These toul 0 poin~

Age 55 (unaging): 6': 185 Ibs. He is pale, and accentu­
ates the effcci with white makeup a! nighL Similarly. he: cov­
ers his blue eyes with red conloct lenses al night. and dyes
his salt-and-pepper hair jel black. As Nighinick. he wears
elevator shoes that make his heigh! 6'3".

DISADVANTAGES
Enemy: Necron. Appears on 6 or less 1·101: Pacifism:

Cannot Harm Innocents 1-10]: Secret Identity: life­
threatening, people would try to kill him if they knew he was
a vampire [-30J.

ST:30tJ75]
DX: 15 {60)

QUlRK.S
Detesls drugs and drug dealers: Plays up "fake vampire"

sehtick: Likes jazz and blues. dislikes rock and roll: Respects
police. will not endang,-'f them: Sleeps by day. works by night. I-51

SUPER ADVANTAGES
Body of Air (Can carry equipment up to No

Encumbmncc: +10%. Night Only -20%) 145]: In\'isible 10
Machines (Can carry equipment up to No encumbrance
+10%, Docs not show in mirrors. either +10%) 1241:
[nvulnerability to Mclal 1150[: Flighl (spcci31 etTect: in~tant

tmnsfonnation inw giant bat form with his normal 3bilities)
1401: Super-Flight x2140].

SK.ILLS
Area Knowledge (Chicago) (4]-15: Brawling 121-16:

Broadsword (for dubs) (default) [0]-10: Criminology liD]
-17: Disguise ]8[-16: Delcct Lies [21-12: Driving (Cars) [I]
-14: First AidfrL7 [2]-14: Forensics (from Criminology) (UI
-13: GUllS (Pistol) [2].18: Law [21-12; Lip Reading (2]-13;
Occultism 18]-16: Shadowing 111-12: Stealth [11-14:
Strcctwisc 16]-15.



***************

***************

As a boy, Miller fouod many Ilo'ays to amuse
himself. One w:lS 10 Shoul at bullfrogs. r:tbbiLS, and

other small animals: a simple -Hey!" was enough 10 stun
them. Professors at the unh'ersity in Jackson nc"er did figure
oot how he could do it. In lime, amI wilh practice:. he learned
to stun animals al a llistarll:c. 10 splil rocks, and 10 bfeak woocJ.

Grampa had always strc.~scd honor M a qualit)" a Southern
gentlem.m should cultivate, Miller's personal code of honor
did noI let him use his power on human being.~ _ lhal is, unlil
a lrip into J:ld:son which coincided wilh a bolnk robbery by a
pair of small-lime thugs. Milk.,. was always afraid he woulll
kill somcone Wilh his "yell:' so as the thiev,-'S fll..-d he didn't
try to blast lhem. R:llher, he directed :l )'c11 al the slreet in
front of them, causing lhem to fall imo a giant polhole.

r-,·filler liked lhe idea of aiding people - alKl found he liked
lhe nOloriety thaI came wilh herodmn a.~ well. He designell a
costume. look the nallll;l Rebcl Yell, and beb:ln lourinb the
Deep Soulh in his metallic,blue '70 Dodbe Challengcr, I1phold­
ing his idea uf Soulhcrn chivalry. His greal-gmndfalher, well
ol'cr 150 years olll ('lIld showing no signs of slowing down),
insisled on lagging along, and docs most of the drivinj;.

lbere is only one flaw in Rclx:l YeWs Ch:lr.1Cler, Grampa
Miller hoills thaI ,III the problems in Iheir [uwn, Mississippi.
the United Slales, anll probably lhe emirc world were c:Luscll
by "Ihe damyankees:' Dave Miller has pickl.'ll UIJ this bias
from his gre:u-granMalher, clHlngillg the dcfinition of
"llarnyankec" 10 include llnYOne who Iransgre.~.~es his
personal code of honor - primarily 1:lwbre:lkers, bUI ulso
unreformed Nonherners, men who arc impolite to ladies.
rncmbers of Congress, lawyers, lind anyone who brags llbout
voting Republican. He rcacls to rlamyankces at -3, and ne\'er
beller than Neutr:ll: lhis reuctioo roll can be modified with
appropriale "good-old-boy" bch~vior,

Typical die/lUCile: An ear-spliuing "Yeececee-Haw!"
followell by lhe: sound of crumbling concrete.

Speed: 6.75
Mon': 6 ronning:
12 nying

IQ:IOI-]
HT: 141451

Dodge: 6
Damage: nmut Id: SM'inS 2d: S<micJ 12d

ST: 141451
DX: 13 1301

QUIRKS
Collects fu:uy lIice for lhe Ch~llenl;er: Think~ he CUll

spe~k Spanish (he can'l): Sh~llers the window,~ of peoplc
who CUI him off in lr:lffic: Plays I'inb:lll for hours: Likes ZZ
Top, [-51

ADVANTAGES
Appearance: Ilandsome 1151: Charism:a +3 liS]: RCpulalion

+4 in the South. +1 en:rywhere else liS): Voitt 1101.

W'b=l====

Age 68: 5'8": 175 l!>s. Ili.~ brown hair is just slaning 10
show gray. He invariably dresses in a shirt with the
Confcdcr.lIc b:mlc n>lg. blue glo\·e.~ :1I111 epaulets. Rebel gr.ly
panL~. black boots and bell. and a blue domino ma.-;I.:.

HEBEL YELL

SUPER AOVAN'7:o4GE5
Damage Resistance +20 [6nl: Flight (I hour per day

-40%. Unreliablell4 or leu -10'l) 1201: P.Jssi\'e Dcfen'\C +2 150],

Davis Slewun Miller's curlieSI memories were of lhe
family horne in nonheastern Mississippi. where his greal­
grandfalher lold tales of servinj; in lhe Civil Wur with
General Hood,

SUPER-POWERS
Sonic BlaSI (InStanl:mCOllS +20%, Explosivc Effect

-+40%, Stunning +10%, Arca Effect +5ll%) [221 J-20( 12).

OISADVANTAGE5
Alcoholism 1-151: Code of Honor: Gentleman's Code

1-101: Fanaticism: The Soulh 1-151: Pacifism: Cannot kill
1-151: Intolerance: Damyankccs [·5): Dcpcndcm: 5O-poinl
greal-gr.mdrmhcr. 9 or Ic.~s 1-61: Wdrdnc.~ Magnet 1-15J.

SKILLS
Agrnnomy [21,10: Arc:1 Knowledgc (The Soul h) 181-14:

BraWling 181-16: C~roosing 14J-15: Dancing 121-13: Driving
{Car) 121-13: Driving (F~r1l1 El.juipl1lcnt) 111-12: Driving (Truck)
[4]-14: Fishing 121-11; G~rnblinll (1],9: Guns (Pislol) 141-16:
Guns (Rine) 141-16: PoWCrbO'I! (21-13: Riding /21-13: Singinll
[21-17: Sle~ltll 181-15: Swimming (21·14: Tr:lcking 12J-IO.



ITOTAl POINTS: 500I

~, . Ii
~,

Clarence discovered that. ahhough his appearance slill gener­
ated loIS or eommenlS. he was no longer picked on. He was
a1.owed to pursue his studies in peace. While in college he W:lS

f\.'CTUill."d by the DMllo help rese=::h potential super-teams. He
now works p::u1-time for the DMI - as a rc:.carch libr.ui:IIl. 110I a
crimcfighter! _ and teaches libr.uy scicnce:1I a junior college the
rest of thi.: lime. It was hen: Imt his S1udcnlS began calling him
Rockm:LII.1be name slud: and now be uses il professionally.

1be OMI would like Rockman to .....ork for il full-time but
he reruses. He likesl~g and prefers the grealer indepcn­
den,!: of his pan-time ~tatus. Rockman is an i(kalisl who
works for the OMI because he belic\'cs itlo Ix' the rigllt Ihing
10 do,. BU~ he's not willing to give: up control of his lire 10 mry
organlzahon.

Rockman hall a fiancfe who teaches mcdic\'lll history al lhe
same college. He is lh.:votL"d to her and willlUm down assign­
ments which require him to be gone for more Ihan a fe:w days.

Rockl\1:ln genuinely likes people and wants III be helpful.
He's especially pfOteClivc of the weak and helpless. as he
remembcl'l'i his childhood all too well and refu~es 10 tolemte
bullying. He's slow to anger but capable of violence if i1's
lIeeded to proteCl Olhen;. Criminal clements ha\'e allc1l1ptcd 10

reeruit Rocknmn as:t strongann. All such offers have rcsuhed
in the capture and sometimes ho~pitalilationof those who
tried 10 usc RockuH1I1's strength for their own ends.

He spends mOSI or his days ambling about campus. smoking
a pipe: a~d grttling students. He also devOIes two nighls a week
to worklOg rOt Ihe: campus escon service. making sure than
young .....omen get 10 their dorms sarcly late at night. Not surpris­
ingly. none orthc .....omen he esrortS ha\'C C\'ct" been bothered!

Typic/ll Di(lloglj~: 1'hat's DoclOr Rockman 10 you. mis­
ter!" and "P1~ don'l nuke me hit you. Neither of us would
enjoy it."

'~

Speed: 6
Mon: 4

1Q: 12120]
HT: 11110]

QUIRKS
Refuses 10 drivc a c:u-: Being COIlled "foor-eyes- bothers him:

Dislikes bullies: V()r3C"ioos reader. Wants to be len alollC'.I-51

SKILLS
Administralion 121-12: Bicyding 121-14: Compuler

Operalion 141-14: O:lndng 14)·14; LiteralUre 141-12:
Profes.~ional Skill: Libml)' Science (MIH) 181-14; Research
1121-17: Te:lching [41·13: Wriling 141-13.

Rocknmn is a '1uiet. genlle man in spile of his fOnJlidablc
llppearance. He is over eight feel tall and appean; Lo be made
of Slone. 11e is very strong and surprisingly gmceful for his
l:lrge sileo But his strenglh :!nd gr:lee arc new lhings for
Rockuwn - as :1 child he was SIll:lII. frail. :md worc thick
gl:ISSCS. His high intelligel1cc. quiet mllure. IIrHJ his 1Iall1e ­
Clatence Dccdlcbaum - made life difficult.

E\'cn :IS :1 Icen:lger. Clarcl1ce spenl most of his timc hiding
Oul in libmrie.~ or in the hills behind his roml Colorado home.
One d:lY. while dimbing to his fa\'orite reading pereh on a
rock ledge. he stumbled. The rock gave way and lhe ledge
alx)\'e his head began In collapse. He remembered nothing
from 11I:!t moment until several hours laler when he shook
himself fronl Ihe rubble. CI:uence found IIl:lt his body h:l(\
grown dr.m13lically ::lIld thai his skin seemed 10 ha\'e lUmed
10 Slone.

5UPER ADVANTAGES
Body of SlOne. Level 24 (Always On ·25%, gives PO 6

DR 16) 1'-141: Damage Rcsisl:mce +20 (601: 7 levels
Incn.-ascd Dcnsit)·1351.

OISADVANfAGES
AppcllnmcC: Ugly (-101: Bad Sight (weHrli gl11SSCS) (-IOJ:

Color Blindness [-101: Gigantism [-101: No Sense of
Sl11cJ1n":lslc 1-51: Pudlisrn: Cannol Kill [-lSI: Mild Weapon
Phobia [-201: SlUbbomncss [·51·

ADVANTAGE5
Common Sense 1101: Strong Will +4116).

ST: 12212211
OX: 131301
Dodge: 4
Damage: ThI1lSI 13d+1: Swing 15d+1

-.... ( ............,.."
Age 48; 87': 1120 lbs. He IS completely bald. althouf!h ~ ,

he has small veins of rock Ih3\ gIVe him the appear.mel: of ' - ; -.. ,) ~\
eyebrows. lie is r:l~ly found without his reading glasses and cC'" _ l

hiS (:I,oote pipe. and usually wears :a lunle- ~..-_-- - '~~~~:"'1
, d on! - * =-" --- /""nee . sweater an c uroy pants. _, ...-- E -~

-"- .... - - -~



Age 26: 5'6"; 110 Ibs. He has slr.Jighl bl:lck hair. lcpt
neatly trimmed. light brown c)'cs. and usu::ally wc::ars an Eiffcl
TOYo'C'f ~Il.eatshin. long pants. and soft IC:llhcr boolli.

~

liEN liAG ~TOT~
POIHTS:

SIS

ADVANTAGES
Absolute: Din.-ction [51.

OISADVANTAGES
Pacilism: Cannot Kill 1-151: Sense of DUly: Usc !x,wers 10

help C\'cf)'onc 1-101: ScOlopOObia (fcaf of darknes...) 1·30]:
Claustrophobia (fcar of enclosed spaces) [-30J.

SUPER~JUMPANO BOUNCING smrs
Maximum1cnglh of jump wilhOlJl pushing: 160 yards. or

80 wilhoUI prepar.llion, Maximum high jump wilhoUl pu~h,

ing: 117 flOCI. or 58 wilhout preparJtion.

When Chic was 17, his falher was posted :IS cultural
allacht to the Chinese embassy in Paris. It "~JS his fir.;;t time
away from China, and the young visitor look Ihe obligalOry
trip up the Eiffel Tower. 11 was :1 bc:lutiful spring day: there
was :llmost no wind, and tourists were HlIowed even :It the
IOpll10st level. DUI of nowhere. a single gust of wind pum­
mcled lhe lOwer. Chic W:lS blown, staggering, :lgainsl Ihe
railing - :ll1d weill o\'er.

ThouS:lnds of pt.'Ople watched, unbelieving, as the young
lIl:ln fell for hundreds of feCI. hit the concrete - and bounced,
He new ahnoSl oul of sight. landing in a lfee in a nearby
park Unconscioos, near dealh. he was bundled imo an ambu,
lance. , , :lnd was fully healed before he gOl to lhe- hospit:ll.

Chie had manifested a povo'erful Bouncing aIlilily - though.
"'ilhoot still. only his newly-found healing povo'ers had ~ him
survive his fil'!it bounce. Adoping lhe hero name Tien Tiao
("lkJ\'t.'Il Danar:') he immediaICl)' put hi.~ POVO"CfS at !he sen'ice
of hi~ Parisian hOSIS - and lhe European 10\'e for mCI:m.:rocs
brought f:l\'OT';lble publicily to !he ChiTl\..-<;(: enlb:lssy. Over the next
few years, he manifesk-d other powers, ooned his Jumping skill.
and Uc\'c1opetJ his youlhrulll1al1ial-ar1.~ tr~ining 10 a lIscfllllevcl.

Ahhough he is c:lsu:llly rcarle~s in the face of nlost dan­
gers, IWO closely-linked childhood terrors ha\'c worsened
since his powers manifesled. He is badly frightcned of
enclosed spaces and of the d:lrk. For1unately, nighnirne Paris
is ne\'er dark! I>erhaps he: knows subconsciously thai suffoca­
tion is one of lhe flOW things Ihat could easily kill him.

Now 26 years old. Tien 11:10 is \'ery much a pan of the
Pari~ian nlClahuman scene. Bolh the Chinese Icgalion and the
French people arc \cry proud of the earnest young healer.
The papers oflen call him "Ie Danscur:' and somclime5
"l'ange Chinoh" (the Chinese Angel). He'll ans"'er 10
"Danttr:' but "Angel" embarmsscs him.

I-Ie works informally wilh l>(:\'erJI super-groups, and aids
1ST 1>;lris on requcst. His gfCateSI \':lluc to any temll is as a
healer - bul he's corralled criminals, and even helpetlto win
super-battles. His uwn offensive abilities are marginal. but
he's effectively immune 10 most attacks, :md he's very pcn;is.
tcnt. A favorile t:lctie is tu draw fire from a foe who C:lll
knock him around, but not hUr1 him. He will bounce into a
normal opponcntto slam him and knock him back. Against a
super-foc. he may high-jump Ollto them to do normal falling
damage, Dancer bounces back, but lhe foc gQej; down.

On his off houn;. he either studies or acts as a one-man
emcq;eocy response team. 1lte citizens of Paris alwa)'S cheer
when they see the earnest young Chinese. in his brilliant
whitejumpsuil with the Eiffel Tower on the Cllesl, a.~ he car­
oms off buildings on his way to an accident .scene.

TJJlic(l/ DitJ/ogllt: "Where am I IlC'Cded mI»!. pleascY'

IQ: 14 (451
liT: IS [60J

Speed: 7.25
/I,lo\'c: 7 running:
up 10 32 jumping

Dodge: 7 I'arry: 6 judo; 7 karille
Damng!!: KarIllI!! Punch Id-I, Kkk Id+l; Thrusr: Id-2; Swillg: Id

ST: 10 H
DX: 141451

Chit Wei was the son of a Chinese burcaucrnt, Swdioos
and ambiliOOl>, he was r.l.iSl."'tI to respt:'C1 bOib lhe ideals of
Chairman Mao and the practical accomplishments of the
Hong Kong capilalists. He would eer1ainly ha\'c been one of
lhe "new breed" of Chinesc rolcn;, had fatc not stepped in.

SKILLS
Acrohalics 121·13: Area Knowledge (China) [1)-14; Area

Knowlcdge (Paris) 111-14: Ca11igmphy 11)-13; Chincse (nalivc
language) (0)-14; Detect Lics (2)-13: Diplomacy 141-14;
English llnl,l 2: Frcnch 11),13; History 111-12: J:lpanC5e rInl­
12: Judo 121-13; Jumping [161,18: Kar.ne lSI-IS; NalUrJliSil I I,
12: Sa\'oir-Fairc II J-14; Stcahh 111-13; Ta<1ies 111-12.

QUlKKS
Modesl and C:IfTlCSI. ha.~ grcall>lyle and dQej;n't even know

it; Wean; unm."Cdt.-d eycgl:ISSCS because he lhinks they make
him look older - and always loses them on the first bounce;
Spends his olThoul'!i in museums and libraries: l.o\('s bounc·
ing. loves heighls; Formally polite to elders. only relaxes
with lhose ncar his own age. 1·5 J

5UF£R ADVANTAGES
Bouncing xiS /1801; DR 11 \"S. c\'crything 1511: +15 DR

vs. crushing damage (free from Bouncing) [OJ: liard to Kill x
41201: Immunity to Disease 110]: Irnnmnily 10 PoiMIn 1151:
Instant RcgcnCf<ltion (Affects Others +40%. Touch Only
-20%) [1201; I'D 3 (free from Bouncing) [OJ: Rl'Covery II OJ:
Super Jump x5 (free from Bouncing) [01,



CD'" "''''IG>ITOFnE
CHEF FOES Of THE 1ST NO
O1lER ~MEAGHTERSOf

THE WOfl1D OESCReEP IN
CHAPTER 7.

EACH DESCRf>TlON N::UI:lES
aAClCGRCJl.H) NO 0RlGtfS. CHARACTER
SU.115ncs. SlPER-AllI.lTJE5. GOAL.5
NO f"EJt5ONAI.IfE5. AN) SOME
VUAINOU5 F<lllR-ca.OR ClALOGUE.
AlrnoLIGH THESE SlF'ERS ARE DESIGNEP
AS NPCS. SEVERAL OF THEMCOll.06E
USEPAS PlAYER CHARACTERS. EVEN
WITHOlJf CHANGES. IlUlE OEMQIf IS A
(;REA1\Il:E Of f\RE EVl.. IlUT r.o..NT AJJl
NONECRONW'EREGOOO. PEACEFU.
CtrlZENSflEFORE lllE ""-N>ANES TtRNEp
ONTHEM. my OF THE OTHERSCOl,.lD6E
USED AS HEROES SIMP!..Y flYCH~
THEil~ STORIES.

I0I051 OF lHESE VI.1.AI'lS ARE IU..TON
500 POlNfS. fOR A -FOlR-aulR­
CAMPAIGN. ASFORlHE HEROES
OESCRaD IN CHAPTER a. THIS COll.O fiE
VARIED l:lEf'EM:llNG ON THE l.NJ5lJAl.
6ACkGROt.Nl COST FOR THE CAMPAIGifol.
THE Slr.l'l£5T sa.tJ'11(J\I fOR MOST
CAl*A1GH5 WCUD BE TO M:REASE THE.
VALUE 8'1' THE AFf'ROf'R1AlE. Ah4Ol.Nf
WI1'HO'Jf~TH£ CHARACTER
0E5C~. AfTERAU.. THERE 15NO
REASON WHY AU. Vl.LANS (OR EVEN
MOST OF THEN) PEEO TO fie fl€GtHNG
CHAAACfEl<51

NOTE nv.T SOME OF THE
CHARACTERS IN THESE TWO CHAPTERS
ARE CONNECTED. NECll.Qtl ANO
NIGHTFlICK ARE ENEMIES. 8l..ACK
PEARl. ASSIGNEO TO 1ST TOkYO, LIKES
r.4Ol..HT A.lJl AND HAS MADE IT A
PERSONAL PROJECT TO CAPTURE AND
REHA8fUTATE TliE BIG WRESTlfR. AND
CHEMICO HAS SOMETIMES USED KOOIAIr.
....5 MUSClE ON HI5J055.

VILLAINS!

'!?WCHAMPIOHS Of EVILto

•



monster. The photogmpher who documented the destruction
gOi tI Pulitl.cr prize for his work.

The witnesses called the police, who in turn called lhe
National Gunrd, BUl before they could respond to the calls,
the "Blue Demon" (:,s one wi1lless h:ld tagged it) spread its
wings and new oIT ill10 the night.

Since then, many people htlve seen the Blue Demon; it ha.~

been blamed for tholls:lnds of de:nhs and untold millions in
property llamage. No one knows what mOlivales it or where it
came from: only one member of the c,;oven survh'ed long
enough to question, aotl she gasped out \'ery lillie information
before she died, So faT. all of the substanlial...-d allacks ha\'e
been in large population cenlers: researchers !la\'e theorized
that it is allraell-d by lhe psychic,; energy field created by large
numbcn; of humans. It has. however. bo:n sighted nying O\'er

sparsely popuillted areas. and such early sightings ha\'e
allowed local authorities in Chicago and Binningharn 10 suc­
cessfull)' repel the Blue Demon.

The Blue Demon's llttacks are par1icularly honitic because
killing is one of its kinder habits. It tonures with the ingenuity
aJld cruelty of a ~vage child. and the strength of a berserk
dinosaur. It will linger until the last second, e\'en in the face
of a super attack. to wrench more agonies from a \'ictim. The
U.N:s inability to h3Jldle the Demon is one of the per.;istem
arguments of the anti-U.N. panies, It is not known if the
Demon ems l)Wple for nourishment, or just gets satisfactioo
from munching them up alive. A. number or peuple have V:lIl­

ished cOlllpJctely aftcr e;leh ~Ittac,;k. Did the Demon e:ll Ihem
entirely. or tnke thcm away to toy with at its leisure?

An unsubstllntiulell report from Montann had lhe Blue
Demon tonuring and eating severJI shepherds. , , and several
hundred sheep. An unlikely coalition of tclev:lIlgclisIS. law­
enforcemem supers. and the SPCA are coordinating plans for
a massive scarch-anll·destroy operation agninstthe Demon,

The most successful attacks on the Demon have been made
by tearns of supers: with its size and strength (and high PD
and DR). the Blue Demon can resist most ordinary attacks.
The demon has been killed. several tirnes. but it always
COfIICS back. sometimes after 00 more than :I few <bys,

T)picul Diulogue: "Snarl ... <cronch> , , . burmppp:'

oVILLAINS!

IQ: 4(-50]
"1': IS [601

ST: 260 (290)
DX: 12 (20)

The co\'cn mel at midnight 10 bq;in the ancient rilUaL
Caroline. the high priestess, was hun. angry. and powerful- a
bad combination. She had been spumed by her boyfriend, and
sc\"erJI people IOld her he had been seen wilh Lynn - a witch
from another coven with a grudge against Caroline, Caroline
knew what she was about to do was dangerous, but it didn't
maller, Lynn Imd thwarted her al every Illm, and now Caroline
was going to get her out of the way, once and for :111.

As the witches chanted, an eerie sh:lpe !legan to fill the
mom, Al first it was nebulous, a vaguely humanoid shape of
twisting sll1oke, bUI .won it began to solidify into something
tnlly terrifying. [t was eight feetta]] and had skill that looked
like lemher hut shone like polished blue met:l!. Its wings
were like a !laCs, with :t sp:tn of 15 feel or more. Instead of
lingers it had flIlQlls. Its head looked like a skull wilh horns,
and in place of eyes it had nothing. Not e\'en the back of its
head -the witches lookl-d into its eyes and ~w a \'oid,

WOfken on the night shift at a nearby newspaper rcpon...-d
hearing a tremendous crash. When they rushed out to sec
what had happened. the apartment building Caroline _ and 60
olhcr pc-ople - had lived in was being smashed to rubble by a

OJ5AOVANTAGE5
AppclITmlc,;; Hideous [-20): B10mllust 1-10]: Gig;lIl1islll

1-10): Odious Personul Habit: Tortures Victims [-15):
Overconfidence [·101: Reputation [-20]: Sadism [-15).

SKILLS
Brawling H ]-14.

ADVANTAGES
Alertness +5 [25/: Combat RenCJl.C5 [151:

High !':lin Threshold riO].

Dodg~: 5
Damagt: Thrus/27d+2 impaling (+2 is from
Body of Metal); Swing 29<1+2 cutting

QUIRKS
Pl3ys with its food: Afraid of jet fighters. [·2/

SUPER ADVANTAGES
Body of Metal, Level 18 (I'D 6 DR 18) J1621: Claws [40):

Damage Resist:,"ce +40 (Hardened +30%) [1561: Inst:ml
Regcncr3lioll [1001: r1ight(40): Regrowth 140): Resum.-clion
11501; Super Flight ><21401.

S'; -100 Ibs. J(s a big bluc demon. with I'3m's horns. ba(s
wings.. and one Hell of a bad attitude.

'W'I'='======
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slIccess. The Army ernployed dU1.ens uf independent
researchers to verify M;my"s hypotheses. None did. In f~ct.

the general conscn.~us w~s th:11 his ideas were danscrous ­
under no eireumslances should human experimcnts be
allo.... cd. Army officials. swa)'cd by the magnitude of Ihe
response, canceled the Sludy. informing Roberts Ihal he had
1110"0 days to pad. up. He lIo"a.~ 11m to lake any of his dala or
papers. Those were go,'cmmenl prupeny.

Many balked. sereametl. and r:aged. bul no one listened.
Seething. he locked himself in the lab and quickly readied
lhe equipment to conduel Ihe CJlpcrimenl on himself. Then:
was no tittle to let Ihe chemical re:lction run ils normal
course. MJ he dumped in :1 "illl thai hc hoped would camlyze
the procc.~s. [n~le:ld.lhe cntire labcxplooed.

Many woke up 10 find thc lab huilding lying in ~halllbies

around him: thc MPs ;11 the door were de,lt!. While he was
searching for pie,es of his nOles. :l jeep drol'e up and two
more MI'l; jumpcd out. Instinclively, Many glared at Ihern.
changinl; chemical eompo,ilions in their Ixxlies, rncllinS
holes in Iheir nc.~h. Man)' roared wilh laughter. "Success!"

As the Army base sounded the alarnl he tore orr into the:
countryside, ncvcr to be found. lie now lives in New York.
Irying 10 redisco"er the Ir:ansfonn..lion formula. making a liv­
ing by murder and then (.... hich he cnjo)'s more than making
gold and diamonds).

7)1,ictlf fJiCl!ogm': None. His \'Oicc box was ealen a.......y in
one: of hi~ recent CJlperimelll.\..

Speed: 5.5
MOl'e: 5

IQ: 16 [1101
liT: 121201

Age: 52: 5' 10"; :wo Ibs. WCOIU a bro..... n lealher mask
covering his scalp. c)'e;;. and nose: a black cloak; gray pants:
while sash; and Aml)' combal booiS. \Vha! lillie cxposcu skin
he has is discolon:d anti ulcerated.

ST: J I flOI
OX: 10 I-J
Dodge: 5
Damage: Me/I Fll!sll6d impaling; Thnw Id-I:
Swing Id+1

SKILLS
Biochemislry 1201·19; Chcmislry 110]·19; COmplJlCr

Prosr,umning 121-15; Driving (Car) 141-11: Gcnelil:s 1161-1 K;
Gesture 111-19: Zoolog)' 121-15.

OISADv.4Nl:4GES
Appt::arnncc:: Hideous 1-201: Bully [-101:

Enemy: U.S. Army. 6 or less I-IS]: MUle
[-251: O\'cn:onlidcncc (-10].

ADVANtAGES
Immunity 10 Dbc:ase 1101: Ushlning

Calculator 15): Night Vision 110]: Rapid
Healing [51: Wcallh)'I20I.

QUIRKS
Road Runner carloon fana.ic (rooh for Wiley):

Complclely indiffercnl lO other pcoplc:'s pain; Likes 10
change lhe fishes' water in pet stores to acid; WanL~ 10 ~
his life Siory made: imo a mo"ic; Corree addict. 1·5]

SUPER ADVANTMiE5
Damage RcsisI;lncc +16 1481: Docsn"(

Breathe [201: Doesn"t Eat or Drink IIOJ: Immunity to I'obon
115]: I'n~sil'c Defense 31751.

SUPER-POWERS
Aller IK3]-16(15): Allal)'!.c 120J-15(16): Disinlcgnue

11161-13(12): Mell Flesh (lhi~ is:1 generic :lll~ck power wilh
the [mpaling +40% enhanccmem. doing 6d irnp~lillg) ISJ]
-16(6).

Dr, Marty Roberts .....as an Army research biochemist
siudying the Seedcr genes during lhe Vietnam \V'lr. In
particular, the Anny .....anted 10 know if the genes could be
purposely acJiv:ued in order to produce a ballalion of super­
soldi.."1S.

After four years of research. Many had published numer­
ous papcl"l chronicling his progres.~ and antidp'lling immincnl

========:d'"
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Age 38; 5'6" (6'9" in the suit): 135 Ibs, (480
Ibs. in suit). Hispanic male. but spends most of his
time in lhe nickel-plated balliesuil,

Sf: II (10) [Q: 14 (45)
DX: 12120) lIT: 10 H
Mon': 5: 160 flying (327 mph)
Dodge: 5
Damage: Thruslld-I:Swing Id+1
Suit Damage: Firrboll&!: Thrust
7d-I;S"'ing9d

ADVANTAGES
D:mger Sense 1151: High Pain Threshold 1101: Luck [IS].

OISADVANTAGES
Bully [-101: Compulsive Liar I-lSI: Dy.~lcxiH I-IS];

Enemy: Police supergroup on 12 or less 1-401: Greed I-IS];
Sadism I-lSI,

QUIRKS
Enjoys reading comics, walliS 10 be a "real" villain: Likes

to drop things from a great height: Avoids Iclep:uhs carefully:
Di51nlSlS women; P3tronizing loward "dunlb people." such as
he used 10 be. I-51

SKILL5
Area Knowledge (U.S. highllo'ays) 12)-15: Bllulesuit [61

-16: Blackjad: 14)_14: Brawling [21-13: Carousing 111-9;
Drh'ing (C:If) 111-11; Drh'ing (RV) [I)-II; Lockpid-ing 121-14,

POWER5 ANO SUPER#5KILLS
Telepathy Power'" 1201: Mind Shield 16)-15; Tc:lcreccivc:

141-14.

THE "OARKSHELL "POWERSUff
Based on TL8 Medium Body AmlOr (PO 4. DR 15),

surrSUPER ADVANTAGES
D:llnaj;C Rcsistmlce +40 11201: Enh:ll1ccd ST 60 11901:

Flight 1401: Passive Defense +2 ISO]: Fast Rq;ener:ltion on
User [SOl: Self-Repairing (Fast Regencrmion on Suit) 1501:
Super Flight x4180].

BUffPOWERS AND SUPER SKILLS
Fireball (Rapid Fire x2 +80%, Armor Piercing x2

+IOO'A» [159]-16(8).

llA5E COST, 739 POINTS
Breakable: -5'1> (DR 18, HP 125); Can Be Ilil (-2 10 hit

\'ulnerablc partS of suit): -5%: Unique: -25%.

TOW.
POINTS:

530

FINAL COST, 481 POINTS

Raul Esparlll was a goon. He was mean. greedy. and nOt
\'cl")' brighl, He m:lde:l j;ood living as a professional hit-man.

Evelltually. he W:IS rccl'\lited by Dr. Herkimer Vail. a sue­
L-essful criminal gadgett.-er. Vail was working on a prototype
bactlesoil; he wa.nted a bodyguard who would test the suil.

Espana was happy with the deal. He didn't ha\'e 10 work
\'el")' hard, and when he did ha\'e 10 do somelhing. il was usu­
ally na~ly. brutal. and over quickly. When Ihc b:llllesuil start­
ed its tcstlrials, he enjO)'ed the job e\'en lllOfC. He'd always
wanted to be a super, and now he could really fly!

BUI as the testing cootinuc:d. Espana realized that be was
changing. He seemed to see more:, hear rt'lOfe, and undt.'f!iland
l11OfC. In facl. he seemed 10 be hearing Ihings before people
even said them!

Eventually he realized Ilo'hat musl h:t\'e happened, The
rndioaeth'e power clement in the suil had lriggered :I mc:t:thu­
man reaelion. increasing his intelligence and giving him n
limited telepathic ability.

One of the things hc 1c~amed. reading the minds of those
around him, Was Ihat the doctor had e"PL'Ctcd some reaction
from the power souree. Not a melahum:m reaction. of COUfSC.
Dr. Vail hml wanted to Mart his tesling in a hllrry, und had cut
comers on the rndi:Llion shield. He expecled his guine:J pig to
die of f:ldiation poisoning.

Espnrt.:1 knew everything he needed to know :Ibout the
suit: it was self-repairing. All he needed to do was dis:Lble the
destruct circuits that Vail had included in the suit, Then he
broke Vail's ncck and went into business for himself as
Darkshell.

1)1'i!:1I/ Dill/oKlle: ',rc:mbk before the aWClK/me might of
Dart.shcUr'

VILLAINS!



Age 23: 5"5"; 125 Ibs. White hair. pa}e complexion. pale
blue eyes. We:ll'1 a «tSlume of light and d3ri: blue. with trim
of Illhitc:. while bell. and while: boou.

ADVANtAGE5
Absolute: Direction [SJ: Acute Hearing

+2141: Alertness +1 [51: Appcurancc:
BcalJlifut 1151; Combat Reflexes [15[: Danger Sense
[15J; Strong Will +2 (8).

O/SADVANTAlJE5
Bad Temper 1-101: Compulsive Behavior: Takes anything

she wants 1-151: Enemies: Canadian and nonhcm U.S. law
enforcement. 6 or less I-IS): InlOlcrance: Southemer.; and
!hose who like hC311-SI.

Speed: 6.75
Movc::6

IQ: IJ 130]
HT: 12 [201

ST: 9 [-101
DX: IS [601
Dodge: 7

• Damage: Frrm Jel 8d impaling;
Thnut Id·2;S,,·;n Id_1

========d
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• ,,~~'tU -, •• TOTAL
I t r'~ ,~,I !! POINTS:'. l~· R.1"." 1\"n. 500

SUPER AOVlWTAGE5
Clinging (Icc Only -50%) 1131: Ice Skates IS); Mauer

(lce) Surfing (30); Move Through Ice 110): Penetrating
Vision )(10 (lee Only ~60%) [40]: Regeneralion 1251:
Temper.uurc: Toler.mce 10 Cold IlOj.

5UPER Dl5ADVlW'fllrGE5
5lc:"els of Vulnerability 10 FirelHe~lIattacks (-SOl.

QUIRKS
Isn'l particularly interested in men; Likes diamonds and

fUB: Likes making il;e s<:ulptures; Solitary - dislikes compa­
ny: Won'I talk about her family. [-5J

5KILL5
Acrobatics [8]-16; Area Knowledge (North American

Wilderness) /61-16; Astronomy 16J-14; Climbing 121-15:
First Aid [61-16; Jeweler [61-14; NalumlisI181-15: Sculpling
(Ice) 116]-ll:I: Survival (Forest) [121-18; Swimming III-IS.

5UPER-POWER5
Bind 140J-14(6); Frost Jel (hnpalillg +40%) [801-16(8);

Ice Wall (56)-17(10); Shape Ice 153)-18(25).

Ahhough she ""':I.~ born and r.tisc:d on the TC.Ka.~ gulf COasl,

Sally Jo Lawson h;lIed Ihe heaL She foughl with her parents or
anyone else woo I.ril'd to gl't her a",,'ay from an air conditiooer
SCI 10 m:lJ[imum cold. At 16 she left. home, hilchhiking north.

She anh'cd in nonhern Ontario in the fall aod finally fell
al home. She re"eled in the worsening wealher ... aod c"en­
Iually realized thai hcr will was causing il 10 gel colder ycl.!
She found thai she could manipulate snow, ice, and cold :It

will. She mainlains thc lemperalure of her immediale sur­
roundings at or below frc:c:zing, heedless of the comfOl1 of
those arouod her, With her abilil.ics she l;an live off lhe land
quite well wilhout lools,

She has no physical nc:cd 10 prolecl herself from Ihe cold.
Heal nod fire, however. arc both frightening and physically
painful.

Sally Jo adopted the name Icepick aod reacts violently to
any menlion of her origins. She refuses 10 return 10 warmer
climes and lIIaintains no contact with her family, In fact, she:
1'C3l;ts very badly to southern accents, sunbathers, swimmers,
and anyone who complains aboulthc cold.

She m:lkes occasional forays to civilization to collect
things she nccds or W:lnlS. She steals. and leaves lhe frozen
corp~es oflhuse who gel in her way. She's fond of dinmonds
and furs but h:ls no usc for money.

She's a ~autiful woman and isn't above using her beauty
to catch her foes off guard. alii she al;li\'e!y diseollr.tges any
companionship. She ha.~ occasionally cooper.tle:d with OIher
sllper-erooks. On the OIhcr hand, she has I.wice helped drive
the Blue Demon away from ci\'ilization, afterwards neeing
~fore the police supers could tum their attention 10 her. Her
fa,"orite temper.tture is not the only thing thai'S icy!

Typical Di/I/Qgur: "Chill 01.111"

VILLAINS!



of his shoulder. He escaped 10 his
lair, ultimately losing conscious'
ness due to blood loss. When he
awoke. Lou w;.s in the form of a
man - fully grown. naked. and cold.

Evenlually he made his way 10 a lown where the sheriff
provided him with food and dothe~. Barely literate and
untraincd, Lou had diflicull)' linding work. E\'enlUally he gOl
a job as a curpcll1er'~ gofer. Before the year wa~ up, Lou gOI
emangled in a barroom brawl. Outnumbered four to one, Lou
was losing when he involunlurily ehangcd into the bear-like
crealure again. After learing one man's throat 0111, hc nUll­

bled oul of the b:lr and vanished inlo lhc llil:\lu.
Lou linally learned how 10 change belween his bear :lnd

human forms when he wllllted 10, bUI il still h:lp~ns wilhout
his control in times (If Slress. He linds carpelllry work in
town.~ of lhe northern Slales, living :.~ nnrm:llly as possihle
until the transformation ruins cvcrylhilll:\, forcing him 10

movc on.
Nale 10 GAls: This is Kodiak's 500-poinl form. For his

lOO-poinl fom}, usc WhaIC\'cr nornml NPC you wish 10 have
transform inlo a killcr bear!

TY/J;ctli Difllaglll': "You lookin' for a closed'casket funer­
:II. buddy?"

SKILLS
Br'Jwling 18)-19.

SUPER DISADVANTAGE
Uocootrol1cd Change (4 reaction) I-SOl.

SUPER ADVANTAGES
Ciaws (-10): Full Coordin:uion +1 (501: P:ush-c

Defense: +1 1251.

Lou Schaffer was al"a)'s a difficult child. llis mother kepI
him at IKIIlIC for two years while olher kids werc going [0
school. hoping Ih,.' he would grow out of his \·iolencc.
Unfonunately he didn't. Inslead, the ridicule olher kids ll;l\'e
him ror !xing bigger and dumber when he began altendiug
school made Lou mad - really m:ld. lie got iulO lights con­
slantly; (lnc day he lhrew a kid down from the top of the gym
SCI, The boy lunded on his hcad, suffering spinal dmnage that
conlincd him tO:l wheckhuir.

That incidcnl resulted in his being withdrawn from the
publie school and placed uuder the SllCCi:ll care or ,hc stale or
Wyoming, The cenler where he W:IS selll was in Cheyenne.
bUI his parenls couldn'l afford '0 move. Always at1:lched to
his mOlher (:ll1d civil when around her), Lou pro,esled.

Nothing improved a' lhe cen,er, After :mnlher bloody
incidenl invol\'ing another palient and an orderly, Lou's
supervising psychi:llrist recommended eleClro-shock therapy.
Lou, however, wasn't ,he only one who gOl a shock. When
lhe current was applied lhe boy screamed and trllnsfonncd
into a huge crealure resembling a hUllwnoid Kodiak bear. He
mauled three of lhe docton and escllpcd.

Lou renmined :II large in ,he wilds of Wyoming for live
years. During the winter of 19K5 II hunler shot Lou, mistak·
ing him for a bear. The bullel only p:lssed through lhe ne.~h

I\gc 37; 9'1"; 375 lbs. An extremely larGe
grinly bear with o\'crsi1.cd claws and leeth.

DISADVANTAGES
Appearance: Hideous [-201: Berserk 1-15)=

Bloodlust [-10]: Reputation: -4 [0 Canadians. all the
lime:: 1-IOj.

Sf:)6(1781 IQ:7f-20J
OX: 16 [801 liT: 14/40 [1751
Damage: nmlS/ 4(1·1 impaling; Swing 6d+ I cUlling

ADVANTAGES
Acute Taste anti Smell +1 121: Acute Vision +1 '

121: Alenness +8 (401: Combat Renc;u::s 1151:
High Pain Threshold I10j. r

~---

~"Y"$.=S~1t\K!.IoiI=:_~

~~----
TOUL

POINTS:
500

VILLAINS!



======l'"
ffl«)tI NT FtfJI

Age: 38; 5"8": 430 Ibs. We3JS his long. straight blad: hair
in a top.knot. His costume: is red wilh a broad white: stripe
and a 5lyli7.cd Mount Fuji in red across the stripe.

ADl1WTAGES
Alertness +1151: Combat Renexes 115]: High Pain

Thre.\hold 1101.
Tash; surprised

everyone with the
m;lll.:h of his life. To Onmlli.

TllShi was as irnmov:Lblc as a
mountain. The pair slmined

mightily for over ten minules
before Tashi literally threw Onami from the ring. el:liming
Ihe Grand Championship for himself.

Those who had bet on Tashi were overjo)'ed a!!> he wa.~

nowncd. Those who l!:Id bet againsl him were less h:lpp)'. As
Ta.Vli made his way from the slX'rts center. IWO disj;Rlnlh..-d
Yakuza thugs. opcnt.-d lire on him. To everyone (espt."'C;ally
Tashi's) Mlrprisc. lhe bullets bounced oIT!

Tashi grubbed ooc aU:Kkcr in e:Kh hand and lhrew them
a<:ross the arena. then Slopped. ::Ima1.cU ... He had always
bcl:n slrOng. butlhis "~JS a whole l1C\\' 1e\'c1 or power!

Tashi was immedi::llely stripped or his ehampioomip: as a
mctahuman. he had ::In unfair ad\'antage O\'cr his mundane
opponents. Lalcr. in the pri\'ar.:Y or his room. the disgrJ(:ed
Ta~hiro allempted 10 commit S('P/luku 10 c1canse: himself of
his shame. To his dismay, the blade or the sword snappcU.

Robbed or the only honorable method or killing himself.
Ta.~hi bcl:arne ::I modem ronin - ::I renegadc lial1lurai. scf\'ing
no maSler. 1·le seck.. revenge on Ihe Yaku7.a who exposed hb.
ability, Ihough he holds no malice again!>t lhe e~lab1ishmenl

that stripped him or his crown. In his eye.-.. Ihe)' beha\'ed hon­
orably. Most impol1:Jnlly. T:Ishi seeks death. SillCC he has no
honorublc \\':IY of fulfilling Ihis queSI. he seeks Oul d:Jngerous
situal;ons in the hope Ihal;1 mew-villain will deslroy him.

He will seck to prolloke a deadly cOllrronlaliOI1 with ;111)'

super who Ollpo~c.~ him. Huwe\·cr. despilc the threals he
makes. he will not allempt to kill anyone ".lalll thuse whu
ha,·c kilk-d nonnals or lIIurdcred dishonurJ.bly. T:l~hi is hunl­
ed by Ihe police as a vigilanle - he has killed O\'cr a u07.cn
Ihugs and IWO met:lhunmn murden:r.o in the pa~1 !!>;x mOlllhs.
but he has dC\'c1oped a loy;lI rollowing or r:ms, who view him
as the Jap::Incse cqui\'alenl of Robin 1l00d. Many supcl1\,
e.~pecially Ihe Black Pearl, regret that the wreSllcr has
stepped oulside lhe law.

7}picfll mlllogllt': "You will kill me'? No?l1lcn I must kill
you:'

VILLAINS!

TOTAL
POINTS:

500

Speed: 6.:5
Movc::6

IQ:8[-I5]
liT: 13130J

SUPER ADl1WTAGES
DR 50 (150): Increased Density x8 140); Exira DR 8

against Crushing Damage (free from Incrca.'il.-d Density) 10]:

PD+I(2Sj.

SKILLS
Engli~h 11)-7: Hobby (Origami) 161-14: Hobby (Kile

Flying) [21-15: Sumo Wreslling [24)-17; BruYo'ling 1161-17;

Strc<:lwisc'12)-13.

QUIRKS
Likes making lillie paper duckies: Loves children - tosses

them in the air and calches them: Painfully shy around
women; Thinks karate is for weaklings: Concerned Ihat he is
100 !hin. [-5)

Tashiro Y3II1:110 was destined from birlb 10 be a Sumo
wrestler. His 1Il00her suffered through a 26·hour labor 10 give
binh to the l6-pound (:hild. By age two. Tushi was conSIlIll­
ing IWO pounds of rke a day. plus anything else he could get
his hands un. l-lis parenls. poor ril.:e famler:;. nbal1doned him
althe door of a famous Sumo wrestling Sl;:hool.

The sl.:hool's master recogni7.ed his potential, and made
him an appreruice. He spent the next 15 )'ear~ tmining in the
junior ranks. in whkh he was unbeatable.

Tashi began to work his way up the nalional Sumo ladder.
On Augusl 15. 1985, Ihe most fateful d:l)' of his shon life.
Tashiro f:Ked lhe reigning Grund Champion. Onami. for the
GrJnd Olampionship of Sumo. Onami was the heavy belling
fa\'orite, espedally among the ranks of the Yakuza_ who
wagcrcd se\'crul hundn.-d lhousand yen on him.

Of5A[}VANTAUES
Poverty: Dead Broke [·25): F:11 1·2U[: C:1I11l01 Harm

Innocents HOI: Enemy: Tokyo Police. 9 or less 1-201:
Eocmy: Sm:l!J YakUld1 Group, 6 or less [-51: Gllillony [-51:
Vow: Seeks llonomblc Dealh [-151.

Sf: 188(254]
DX: 131301
Dodge: 7
Damage: ThruSf 19d; Swing 21d+2



alchemical process to e1ecuuplate melals. "turning lead to
golli:' he was elated. The Ihcsis earned him his doctorate.

II became a hobby with him. He began to collf."(:1 old tellS
- nOI just on :llchemy. but everything related _ including
books about black magic and genuine grimoircs.

Wilh a keen scientific approach. he isolated workable teeh­
niqucs. separating them from lhe murnho·jumbo. When
unusual rn:ueriliis or str:lllge riluals were called for. he contin­
ued unblinkingly. Animal sacrifices did nUl disturb him in Ihe
leasl. lhough he drew the line at human death. I-lis rcsc~rchc.~

eootinued for six years, during which he bec:~rne one of
Eanh's mOSI powerful mages ... wilh no training of :IlIY kind.
His own geniu.~ and his usc of computers to correlate his infor­
mation. along with his inherent magical talent. were eoough.

But "'hen the Universily administrators real! his paper and
loured his workroom they l\."COiled in horror. Klein .....as dis­
misseli from his position and his laboratory padlocked.
Adding insult to injury. the fundamentalist presidenl of the
universily filed a complainl wilh lhe Chieago policc. and
Klein was 3rreSIed on charges of cruelty to animals. Thc:
news made the front p.:age.

Klein bailed himself out and went back 10 his laboratory.
But when he gO( then:. he "':IS horrified. The eampus police
had ju.~t finished burning all his books. journals, and COmptll'
er disks. including the backups, 1lJe uni\-ersity president was
making a speech for Ihe news cameras; '11Ius the unh'crsily
exorcises the taint of cvilthal h:ul hiddc:n in its millst .....

Klein snapped, In a cold. cOlllrolled rJge, he used magical
bolts 10 slay Ihe prf.'Sident and scatter the onlookers. He tried
to rec:over his eolleelion. but was able 10 save only a few
seanercd pages. Then he ne ..... away. his necKtie napping in
thc breeze.

Embittered, he cOlllinued hi~ rcsearches. Irying to rec:o\"er
the knOWledge (:Uld the power) he had lost. He became 1I
supc....·iIlain in truth. laking the nallle Neeron. He spent most
of his remaining power on pcmlanenl proh:ctive spells. Ic:l\"
ing his offen~i\"e I>owers weak and limited. He callle to rely
on fear, stealth. and guile.

A botched spell lcft him in ConSlnnl pain; 10 fight it. he
used heroin, and of course became an adliicl. When
Nightnick stane<! a pri\'ate war on Chicago's drug dealcrs.
Nccron in tum declared war on Nightniek.

0picaf ditiJoglII.': ''Opposing me is foolish ... aOO fool­
ishness is a C"Jpital crime:' and -Unfortunalely. I cannot lurn
you imo a toad. Out I can lurn )'00 imo a corpse:'

~

Speed: 5.75
Mol'\": 5 running;
[0 flying

VILLAINS!

IQ: 16180)
UT: 9 [-10]

Dodge: 5
Damage: fktlI1l8o/ls8d impaling; 71rnm Id-2; SWing Id

ST: 10f-)
DX: 14 [451

SUPER ADVANTAGES
Daln:Jgc Resislancc +8 [24J; Flight [4UJ; Invisibility (Com

carry up 10 No Encumbrnncc. +20%) 148[: Pas~h'e Defen....e
+4 [100).

QUIRKS
Colkcls :uM.·ient books of all kiOOs; Dislikes fundamenlal­

isis: Respecls science and scientiSlS: Cool and ealm when
enraged: Always speaks in a precise and bookish fashion. [.5)

Age 52; 6'2"; 170 Ibs. Has silwr hair and dark brown
eyebrows; usually wears c101hes embroidered wilh myscical
sigils. and a cape in purple and 201d.

O/5ADVANTAGES
Addiction to heroin [·401; Bad Temper I-lOt: Em:my:

Niglllfliek.6 ur less (-10]; Code of 1·lel!1or: CannOt fbrm
Innoccnt~ HOI: Reputation: Evil Wiz:lrd. -4 rc:letion J·201:
Unluekinc~s [.!OJ.

ADVANTAGES
Languagc T:lIent +5 1101; Weallh: Comfonablc [10].

SKILLS
Alchcm)'rrU [41-15: Area Knowledge (Chicago. defaull)

[01-12: ChemisuyrrL7 /81-18: Computer OpcrationITL7 II]
-16; Driving (Car) 111-13: History 121-15: Ulo:raturc [11-14:
Mathematics /21-15: Occultism 1121-21; Resc:lrch 121-16:
Sirectwisc II 1-15; Teaching /11-15; English (liefaull) 10t.21;
French. Greck. Hebrew. Russian. Spanish. all al IC\'cl 20
[l point caeh. total 5 pointsl: Ancicnt Eg)'ptian. Ancient
Mayan. AneiClit Persian, S:ll1skrit, lhe Unnamed Tongue. :III
:llievel 19 (I point each. total S points]

SUPER-POWERS

Death Bolt (a generic attack wilh the Impaling enhance­
lIlelll +40%) 192]-18(8); Illusion (Anirn:lled +20% ~nd

j\'lo\,ing +20% special enhaneemenlS. sec skill description)
112IH8(15).

As a grJduate sludcnt in chemislry. Thl"Odorc Klein start­
cd a thesis on elt."Ctrochemislry. His research lOok him lxlck
10 early lrcali~ on alchemy. He was able to deciphcr many
of Ihc cryptic rc:ferences that the old alchemislS had
used 10 encode Illeir sccrcl~. 1be first lime he rc-ere:lled an



Qodge: 7
Damlllge:ThntSlld-I:Swing Id+l: MPoprod:. R 10<1(><2)

NON-5UPER EQUIPMENT
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VILLAINS!!

amount of money. which he used to bribe a Party official for
a \'alid tra\'c1 pass. Hc made his way almost to lhe West
Gennan border berore the: Pany official reponed him, As the
hounds became audible ill the distance. he took one last Iool:
OIl his mOther counuy. and tclepon<.'d across the line.

Dllee in Weslern Europe. Janos tried his hand at honest
work, but round it eitlu:r too boring or too difficult. Seeing
the vinu:l1 adoration of supers in the European press. e"cn
melavi11ains. he decided th:ll was the lire for hilli. Obtaining
a suit uf body anJIOT - just in case - he embarked on a crimi·
nal career. His original intent was to be one of Europe's
"ethical villai"-~:' oot he drif1<-"tl away from that. He had too
much rUIl bullying and threatening people:, Arid too orten his
lemper had gollen the better or him. and he had s.;:riously
hurt both normals and "u(\'l:n;. He was already gelling bad
press by the early 1980.... so he decided that hI: might as well
go alltl,,: way. Registering with the E:c.changc, he put himself
up for hire as a mercenary. Unconcerned about who hired
him. he just did his job and collecled his money, and didn't
worry about the people he'd harmed.

Not tll;)t his powers were all lliat good ror anything else.
One of his mutant abilities. which he had disco\'CreU in his
lale teens. let hirn create tiny limehornbs which e:c.ploded,
wounding their viclims :lnd Slipping their strength. They
looked ,lIld felt like little rocks. and could be thrown easily.
The other was tc1cponation - good for llL-cing rrom supers or
govemmcllls and little else, in his opinion,

Jaoos is little more than a drifter. Once he had a goal in his
life - to gel out or C7.cchoslm'akia. But having achie\'ed that,
he has round nothing to replace it. He relics on his emplo)'ers
to gh'c him;) purpose. When :111 a.~signlllellt is over. Janos is
equally likely to hole up and w,lteh tclevision or to . port into
II pollul,uion celller and Wl\'llk havoc. His Danger Sense and
Teleportation power have bo:en the only things which ha"e
saved him from cenain capture many times_ Otherwise. his
shcer carelessness should ha\'c tripped him up long ago.

In combat. Janos tries to a\'oid other meta humans.
Although poss<."Ssing an eITecth'c oITensh'c power. he reels
underprotceted and vulner-Jllle. even in the OlnJlor he habitual·
Iy weaTS. While he has defeated heroes in the past, he has lit­
tIc confidcnce in his combal ability and fccl.~ more cornfon·
able !:lking on lloonals. even Vllst numbers of them.

TYflico/ dill/ogui': ··Catch."

Speed: 7.75
Mo\'c: 7: 6O-m!1e
Iclcpon range

~I I., ..• ••• ••· --· -· ...- .-- .-- ..-.-
~II

..... ".... ..-- _.· --.• •••·-.._...- ..- .._..
• 'WI. ••I -V

IQ: 13/30]
HT: 16180]

DISADVANtAGES
Akoholism [·151: Bad Temper [-101: Bad Sighl (WC:lrs

conlaels) [-101: Bully [-10): Compulsi\"t:: Carousing I-51:
GlulIOfIy I-51: Laziness 1-101: Odious Personal Habit: Chain
smoker [-101: Scrrct Identity 1-201.

5UPER POWERS
Poprocks (Modified Stone Missile: Instantaneous +20%.

Delay +40%, Docsn't Harm User +20%, Explosive Erfc!,:t
+40%, Rapi\1 Fire +40%, Stunning +10%) 1182]-18(10);
Teleport l'owcr-20 (Special errect; loud "pop") 1100\;
AUIOlc1cpon [1111·20; Exoteleport 118]·20.

SKILLS
Bard 161·15; Brawling 181·18; Carousing 141-17; Czech

(default) 10\-1]; Dancing [11-14: English 111·12; Running 181
-16: Sa\"l)ir·Faire (4/·15; Sc:c. Appeal [8]·19: Strcctwisc II]
·12; Throwing (161-17.

ST: II [iOJ
DX: IS [60J

Age 47: 5'S": 160 Ibs. Wears gold.colored body amlOT.
including a helrnel; has a nose piercing. lIark bushy eye­
brows. and:1 square of dark hair on his lower lip.

QUlI?K5
Always ealS oot: Works 001 regularly in sevcroll different

gyms; Prefers to deal with normals. but will stand up to other
supers if he must; Contemptuous of "wimps"; Sloppy in all
things but personal hygiene. I-51

ADVANTAGES
Absolute Direction [51: Appcamncc: Very Handsome [251:

Danger Sense [151.

Janos Paproc ned Czechoslovakia in 1977 hetwecn tht:
signing of Charter 77 (a hunlall rights manireslo) and lhe
crackdown which irmncdiately rollowed il. A dissident and a
mutant who discovered his powers by chance. he tired or hid·
ing from the go\·eromCIII. Hc mall aged to steal a large

.... " .......... -­-_ .. _-·_... ­• •••••· -·_ --_ .. _.-- .. --- .. -• •••I VI



Fcel manipnlal'lIS. 76.
Fickle limilalion. 53.
Fireball power. 60.
FiXN Localion gad.llCl tim;la'

lion.tR.
Rame Jet JIO"'er. 60.
Ramin' Jane. III.
Flash po";'::" 60.
Fbshlrxb disadnnlaV. 18.
FIesb "'llllnds.ll4•
Flexibility adV:l.ltClge• .w.
AiChi. 24. 2S: <JtI>"""",:... 40. 42-

dill, 24.
ForC'c fldfh. 32.
Fox. "The. Ill.
~ k1 JIO""Cl". 60.
Full CoonIin.»ion adv;m\3ge.-IO.
Full Pm<ier Only limitalion. S3.
Gadgc:1ttr ad'·:IlIlagr. 14. J8. 66.
Gadgctecrinll- 67: .1"ri"8 MW'"

,,,"s. 68: in,...m;ng " .....
d,,·ius. 67: quick, 71.

Gadge:ts. t:rW""'Ua>. 8: t/isaJ·
..,nl"8"S. 69: a,...n,;". 68:
fo' mm.gadl:"/<'''rs. 67:

M g;,-"",. M 72: OMi,,!;. 69: Ii",.
iu//;,ms. 69: 1"",';111-: "r srl/·
illg, IIX; 1".'/ """fo/lnd. 70,

General Deslruclion Tahle. 79.
Gill~ advnnlage. 40,
Gli")ing. 25. 4U; ctm/roll..,}. 40.
Glory th>Und disudv~mage. Ill.
Growlh adv3ntage, 40.
GQRPS Ali..",. 8. 73.
GURPS F,,"lIlsl Faile, 8. 73.
GURl'S I.\T. 6. 10.
GURPS Psw"ics. 5. 16.
GURPS lI"ild e,m/s, 6.
Hard I<> Kill ;IlI,·anlage. 41.
Healing """'"Cr'. 60.
Heavy Cloak ~ill. 2J.
Ilcro·. Code of Honor disadnn·

la;c. IS.
Humi"g ~mellil.SO.
H~ .,nhan<:c...,m. SO.
UO\'crin~, 40.
lIT, rnlrant:nJ. 311.
HnICrllidlt ildvanta;c.41.
Icc S~aIlCS advanlalf:. 41.
Icc Spear poWCT, 60.
Ice Sphen: JIO"·n. 60.
Ice Wall JIO"'n. 60.
Ice. 60: 01Ul t/amoJ.'r. ll~ .
lcepick.121.
Icy Surface powCt'. 60.
1Il"",;nale po,",'er. 61.
1Il,,~ion power. 61.
Immortality at!valllage, 41.
lmmunily to I'uiwn udv3nlage.

".Impaling enhaneemem. SO.
lne",,,-,,, Dc""ily power. (,I.
Increase Gra"ily po..'er. 61.
Increased ,\re~ enhance"'cnl, SO.
Increased Densily advunlag.,. 41.
Inc",:o..",d Knockbxk en!lanee·

mcnl. SO.
Incn:-ased Speed ud,,:mlage. 41.
Independenl Mrtahuonun Elhics

Commiuee. 100.
I,*""ndenlly l'ocUS3b1c Eyes

advantage.41.
lnfravil:ion ad"an... 42.
Instantancow: cnhanccmenl.. SO.

~i", '"',,~,m,,". lil.
D~m3ge Comrul p",,"er. 511.
D~ma&e. "t:ddr"",I. 7<): ""d iu.

lIS: amid/"x PrOJ'<'''Y. 79:
mllisi''''J. 8O;fieltls. J2:j1..sh
"...It"dJ.lW:-,",," ,"",,"'''
,Jbj«/I. 80: "(>fional ....Its.
SJ-.II5: ,nJr«'tWrr. lIS: slams.
79:1111.... 84: IhTO'l+'i,,~.1IO;

Q'pa.35.
lbma~ ResiloUnCe ;IlI,~.

35.311; uh/Q';'Y. 3ll: /totTI·

""" 38.
[bn'flC" po'."n. 59.
I>afl< Vision advantage. 311.
DadlJlcll.I20.
Dcafm pGWCr, 59.
Dc<:~Densil)' po,,·cr. 59.
Defense Tables, 3~. 38. 44.
Dch)'dr:llc power. 59.
Delay enlwlf;.,,,lCnI.. SO.
Dcpcndcnt~ di.<advantage. 16,
Destroy Liquid f!O""r. 59.
Dexlerily, mt"lifi~,}. 75:

""htJnrrd. 39.
Dialogue.91.
Differenlial IiffCCl limil"ion, ~2.

Dihon lhe Iluk. 7~.

Di",dvanlages. 15: '''''''. 17;
1''1''''. 27. 35. 48.

Di.'i<:riminaIOf}' Smdl "dvall1aJ;e.

'".
Disintegrale PO"'Cf. 59,
Division of Mcl:muman

Inform:llion (OMl). 99.
Ooc,,,'l n"'alhc ~dvanl:lge.3'J.
Dccsn'l Eat Of Drin~ advanlage:.

".Doesn'l Hann Uscr cnhatlcc·
merit. 50.

Docsn'l Slttp .,,h":Ult:l~.39.
Dr:Iin Still JIO"'l:I, 59.
Dr:tin Super Ability p"""'. 60.
Duplicalion ad'~~gc. 39.
Duly disa,h-ant:lJC. 16.
Dwarfl'lar. 110.
IOnIC' ;cncic:s Only limiUlion. 53.
Enemies dillltl''lIIllagc, 16­
Enh.:Inco:d DX. 39.
Enhanced HT. 39.
~IQ,39.

Enh:lnt:cd ST. 39.
Enhann"mcnIS. 28. 32. 49.
Equillmc:nl,611: u ..ali"!: nr.... 67;

Ju~r. 611.
Exclusiv;ly limitalion. 53.
r:.xplosivc Effcel enhancemenl.

"'.fulcnded l>"mlion cnhancemenl.
50.

EXI'" Efron. 28, 112-83: IImlx'"
wble. Ill.

Ext'" Faligue :KIva"'"gc, 39.
E.urol nnibilily. 75.
ExIra Hil Poin" alIva'llag.,. 39.
EUr:t.life adv:mtage. 39.
EJclra Slun advanlage. 40.
fulfemely U31-'lfdOUS DUly di>:·

advanlaCe• l 6­
F:1lt c~mcnl. SO.
Fatigue cos!, 29.
Fatig"" Damage Only limiwion.

53.
r~advanla;e.14.

Brihery.14.
Bro.:ldcasl :ldvanl.a~. 37.
Bullet dellccliOl\. 14.
BuU5:lW """,'cr. S6.
ullllail JIO""Cl". S6.
Camp>igns. 5.116. Irt>t:q......lUI,

89: bolnnt:r. 87: t:nnlinui",.
93: drSl';'" 89. r..i~Ii"Je. 92:
/mtr-rohff. 5.88: m>liUi".
IUk U'II;"Ie. 119: s"m;",;, 87:
f)pr ondsroIr. 88, "I"... 88:
,·illom. 90.

Can Ik Ilil g:ldgct hmil3til... 69.
Can 8e Stolen ,oogel limilaliou.

<n.
Catfall :KIvama;e. 37.
Chamb3f:1 fighting.1I3.
ChamclCOll advanI3l;~. 37.
Ch"mctcr. "1'/...""',,,.... II; III/rib·

IHn. 9: 1x,lm,a. 87; r.me'·I'·
1;,,,,.4-7; IInIK", 7: goa/,<. 6;
ori!:;". 6; /><:'S.",,,II"I.". 5; 1'0...•
ers. 7: , ../",/(IllIm. <;I: ...ralill
,m,} .•I"ms. 8.

Chemic". 11'1.
Llut~i"g. 711.
Cbw~ :KIvanla,e. 7l,.
Cloak P;iIl. 23.
CI",;c comb.ll. ...illl ...."" .mns.

76.
Codeofllonordis.ad'·amage.15.
Color power. S7.
Con>!>;". 77. 92: Ixtl,mer. IIll:

tkt,JI,IWJS. 83: sprrJi"g pi.......
81: m.l1<Utl ruin. 82.

Compulsi• ., Carou.~ingdiS*tv:m-
Clge. 17.

Conf-, J!O"""', 51.
ContadSadv:tnlage,12·14.
Continuing 1>;un;I;o: cnh:mc:-r-

mcm.7.49.
Conl.inuous~m CIIhancement.

"'.Control Anim;d PO"'CT. S7.
C..n1rol Anima..," Object PO"'CT.

S7.
Conlrol Fire: """'cr. ~7.

Conlrol Fish power. ~7.
Cunlrol Liqoid p<,wcr, ~7,
Comrul!'lant power. 57.
Conlrol Tcmperalllre "".. cr. ~7.
Conlrol Weaihcr power, ~7.
Conlrol Win.,)s p"wcr. ~8,

Cool ""wer..~1I.
Coordi"atiun.74.
C""IS "alis"" lim;t:oion. ~2.

C.>stunlC advan'age. 8. 38.
COSIumc." II. 22-23.
C"''''c Air """,·cr. 58.
C",;~e Oa.~nc.'5 """'CT. 58.
Cre",,, G:o..~ ""wcr. SIl.
C",;we Liquid power. 511.
Cnlical !IUCCUS. 29. III.
Cnlic,,1 failun:, 29.
Curio... disad",.,oaj;C. III.
C~ disadvanl•• III.

Abililics. ...lding. 27: t:m>I;ng
....... 33: Im~n/. 27.

,\bso<b Allribulc power. ~5.

AI:>s«b M~lIer poIIo·n. 55.
Ab:u'pliun advant~;o:. 35.
A«<:Ic,r:IIN Allin, du.:.d.'allUgc.

".Al."\.T5Sibolily limil:tlion. 52-
Atri<knl~1 ~,c. 79.
Accur1le)' cn~ll«mo:m. 49.
Addinll new ~b,lilio:s. 27.
Addinll new super.po.....,..... 29.

Ad"anlaJlCS. 9: """'. 12: su~r.
27. 35.

AdvenM'l: <bi,n, 9 L
Ad'cntuJ'l: ><:N~. K7.90. lOll.

104.
Arf~"'t' Insubslunl;~1 en!>unce·

"""nl.49.
Aff"",s O,lIers enhunCenlCnl. 49.
AffccI~ :Substantial cnh:",cc'

menl,49.
Allics:Klvamage.10.
Aller power. ~~.
Alte",d Timc Ib,C. "t/,''''''''!:''.

J5. di5<',}""'I/(lII", 3~. 48.
Allcm3le ldenlily :Kh·antage. 12.
Always On limilalion. ~2.
Amnc:s,adisad,'amagc.17.
Amphihious ad,:mlage. 36.
Analp., po.."r. ~5.

,\nin",1 Emp:lIhy ad''''''ug<:. 10.
Animale~. 55.
Anin""c Pbnt polio''''. 55.
Anu";tte Shadow poIIo'n. 55.
A..i·G JIO""'. S6.
App:-~.6.

Afa Effect (11~ncemtftt. 49.
Arr.I effed. J L
AITT1O" PK:n::IIIl: enh:lnttmenl.

".
Arms. 74: '''''I:<'r", Moo'U'. 75.
All;ocL)<.).I: and /(lrg..ri",. 29­

30:""",". JI:""".l:tril"/Wn. 75:
..,,'''' ,....'''1. 49·51:
rw.g I. 30.

AUtlhule><.9,
Bind p<,"'cr. ~6.
Illac~ I'cad. 109.
Blind p<,wcr. 56.
Blue Demon. 118.
Rody design, 74.
n",I)' <lr Air ndvamage. 36.
Boo)" of Enrth a,h·anlal:c. 36,
Booy uf Fin: :"Ivanl"&e. 36.
Booy of lee :KI,·"ntage. 36,
Body of MclaI3d.·antage. 36.
Body of S,one :Kh·amage. 37.
Body or Waler ad":Ullage, 37.
Body St:nse skill. 22.
Bond power. S6.
Ilondnl Tdell,lIhs' Organilalion.

''''.
Houncing ;IlI'":lnl.a;e. 25. 37.
Rre~k:lblcpiled limit.llion. 69.
O",a,h ll(Jl(hnC ad'·;lIIClge. 37.



Sinkers. 76: l"c,.,.,,,ln/; d""'/llIr,
16; ";,,,i"lI. 76.

Stun Damagc O<Jly limitalion.
53.

Siunning enhancement_ 5 I.
Super aimbing 31h7l1\l:l.'''' 46.
Super Flit!>ID<l":lIll:>ge_ 4f>.
Super Ju~ :.hamagc. 46.
Super l.uo;k adv:uu.:&.gc. II.
Super Running :ad.·anlagC. 47.
Super Swimming advant.:>gt;. 41.
Super.abili1ies. 26; ",.,.minll " ......

33.
Super·<lcrenSCI.81.
Supcr-p.1rrics.81.
Super_powers. 27, 54. 55: Mel'

/iffrrtrd. 54: ",no"", rtjJl'£'lrd.
54: r1urUl"'",. 54: i"'I'"",I"II.
28: le"",ln1l. 28: ,.,.sis'",r",.
"gIIiml. 29: IIlCK..li"g. 30.

Supers.lll1d pop ruflur... 105:
lind lite """. 95: ;lIs"rnllU
and liubifiry. 91; Wjill/l. 30.

S"IH~ CfOMO\'crs.. 93.
Surge JIO"'-cr. 6-1.
T.:&l;cs F..ur.t Time limil.:&lion. 54.
T.:&l;cs Rcrh.:&rgc limiG>lion, 54.
Targeling.30.
Team. 10. If»: r<>nlrncud 1ST.

In~b(,t.:<nlialily :td,·anl:1j;C. 42.
Inumidauon s1cill. 24.
In.-i~ibilily ad'·.:&IIl.:&ge. 42.
In.iloibilily 10 M:lClllllClO ad,-an-

l.:&Ic. 42.
1••-01"",:uy Duly diu,,h·.:&Illag<'.

16.
Inwlnn:>bilily :Uh':m13ge. 42.
IQ. ntluUlCrd. 39.
1ST 10.94. 95.~: ",/,·..mMe

•r~,lJ, 10l~. rim"",ignJ. 'J9:
l<Kmi(Ju.l, %: "'.."',,"'.•. 91:
1",,,,,,,..<1 ill/ml/',.. '18.

'il\~c<l ,lisatlvanlal;c. 1'1.
Jool. 13.1\9.90.98. 101.
KorIi.:&k. In.
KlIO\:!;b;u;". 79: <Ii'tIln,.,.. 19.
KlIO\:l;b.:&r" Only Iimllalion. 53.
K(I,"ak. 121.
Lu:r power. 61.
~a,'C:SMenl.:&1 Sigl1;lI"'" hmil.:&.

llOll.53.
1.c'pJ allcm;llc idcnlil1c:< advall'
~_12.

legal Enfun:cmcnl l"owen
:ad'·...mage. 10.

,""gl.76.
Lc.'ilali"".25.
Ughl Cloak s!;ill. 23.
Liglllning po....·e'. 62.
Limitalions. 28. 32. S2.
Limi1r<l U!IC limilalion. 53.
Unl enh.:&nccmcnl, 51. Imd lillli·

'UIWIU, 32: linting ,.....·r~
)).

LanCC"ily :Id,~~. 10.
Luck :Id,=t.:lgc. II.
Mag",.II:I'nha~11:;"'P_

,.,........ 18: bltK'ks. III: ..,,,,,.
dard. 17: suprr-f1CJ"'·..r~d. 11.

M"llieal Rc"llallCC :xh......lagc.

".
~hgieal Apli1U<lc ad~unl.:&gc. II.
Magne1ic Sen", a<lvamage. 42.
~hgnc1i~,c power. 62.
M3nk·lXprcssivc <lis,dvanlage.

19.
~latlC' Surfing ad,·anl"lle. 25.

40.42.
Melling poinll. 21.
Metabolism Conlrol po..'cr.62.
MimKropicV~ D<l,'3Illagc....
Mimic Skill pov.",. 62.
MimIC Super Abilil)' power. 61.
Mimkry p'.we,. 62..
Modific~. 28. 32. 33. 49. 52:

...''''n/'I.... 30.
Mold r:.Drth power. 62.
Molll S1<>I\e po.....er. 63.
Murph power. 63,
Morph McmtH)' power. 63.
M""nll'uji.123.
MO\'3bk A",a "nh3nttmenl. $1.
Mo.·c. 78: 1>cuI'. 74: ",uI ...."""'·

bTIJrf<Y. 18.
M",'C ThlOllgh kc ~h'.:&lll.:&gc.

43.
Multiple :onrons. 18.
Mulliple R>nns ao.!'......l...gc. 43.

".Mulliple limbs. 73.
Nallle.•. 7: <I"plirou. 7; ,..lmt. 10.

N.,cron.124. \~li,.eEffecl enllallttmenl.
NcUlf1lliu Fi~ power. 63. 51.
Neulf1lliu Sound JlO"'ef. 63. Sem.c: Anim:1l po"",r. 64.
Nicwinll Membnnc :advanl.:&ge. Scmc I'idl pown. 64.

O. Sense 1'1.:&111 power. 64.
NiChl Vision :ad.'.:&IIl.:&~.3lI. SeI\5C Super PllV,« pown. 64.
Niglllflick. 113. Seniiti,.., Touch 3dY:llll.:&~.4S.
No Knocklxlck limitalion, 53. Sh:adow Form 3d'·oolage. 4S.
No Ob.·M.lui Effecl enllanccmcnt. Shape kc power. 6t

51. Shockwavepo"'CT.6.\.
No Scn~ or IlunlordiSlltlvan. Shrinking advanlage. 45.

,age. 19. Si<lccfr~'<:1S, 7.
N"''''als. 6. 9. Si<lekick~. Ill.
Nl'C~. II. Silen.cc :Klv.:&nl.:&ge. 46.
Nuis:orn:c Effeel limi1ali'N1. 53. Sl;ills. 22. 27. 2lk ,/~/IIIlII. 29:
On Ihe Edge disadvanlagc. 19. n...... 22.
Only While !-lying !imil"1NNI. Sl:lm. da"'I<$", 79: 5u,~r. 79:

25. t"'ICUHK'k. 79.
Ongins. 6; lNUn. 10. Smol:c powcr.64,
Pxir.~disadV;llll;lj;e. 17. Sonic IJbslllO"'a". 6-t.
Parahol~ lIe.uing :ad'~e.43. Speak Ullda....;ucr ad.......t:agc.
P:u:lpsyehological Sllllliel 46.

In'lhute (PSI). 101. Speak wilh Anim;lls :adv:ml;l~.

Pani,'c Drrensc .:&<I,·anlage. 44. 46.
l'cllClr:lling Vi~ion .:&<Ivan lag". Spe,,1; wilh Fish :advantagc. 46.

44. Speak wilh Plams :Wvamagc. 46.
Perre..:1 Bal"""c :>dv,nlage. 44. Special crreclS. 1.
Physical ,narh. 3 I. Speclrum Vision "dvm't'ge. 46,
Pla"l 0/1,.... 111 ]lower. 63. Slaw<. K.
I'oinl le,'et. 5. Slep rnal\euve,~.7K.
PoIarir.et.ll::yes ...,h·anl3ge. 44. Slone Mi~silc power. 64.
Popruck. 125. SlrCflglh.ll. 74: lind r-tlrn rJJllrI.
l'ov.Ct". 21; Pitl/C5lS. 81; rrNtlin~ 82: ,I(lImlgr I..bfe. 79:

" ...... 33: cnha~lI/J,28. c"",,"m. 39: n:lm effi,n
32.49: ..-tIm ..JJon. 83: fdbI... 83; IIWJdifiM. 74: Ulp'U.
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Iimillltiofts. 32. 52; moJjf~rs. SlIelC'hing :advanl.:&l:". 46.
30.32.49.52: _'. 34: 5UI..
"ff~lJ, 7; lpC'CinJ effl'CtI. 7;
,~"ul1f"rif,· rnJuriltg. 27.
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Pres~un: Support ~dv,nla~c. 44.
Psi. 16: y,,,,lft:ti Trl"/Imht'

(Jr/;""i;m;(JIl. 106: 11111111. 88:
1J!,·"',,I.~;!I"'<lu,,'s. 211: 1'.\'1.
107: ·'Th=.TcI"palh
Syslem".107.

R:adar Sense :ad,·:mla!:". 44.
R:adio Ilcaring ...."anlage. 44.
R3flid Firc enllanccmcnl. 5 I.
Kdlcl Yell. II~.

Rceoillim;t:llion.53.
R«O\"Cf)' :adV""II"l:". 44.
Rcdu«d Filliguc Cosc enhance-

menl.51.
IktJuo;c:d Kang<.' limilalion. ~3.
Rcduer:<l Sleep atlv.:&m,I,'C. 44.
Rene<cl;'ln .:&dnntage. 44•
R~~c"cr~tion advanlag.... 44.
Regrowlh ,dvantage. -IS.
RCpUlal;'m.9.
Resi'led by X limilalion. 53.
Rc.'urTKlion adv.:&magc. 4S.
Riroehcl cnh:lnccmcn1. 51.
Ridic"lulI$ locI; .:&<I.'anlagi:. II.
Ri<linC (Flying rn-) skill. 22..
Ring or Fire 1lO""CI". 6-1.
Rodman. 115.
SanoJ Jct JlO"·C1".64.
~l <llsatlvanlagc. 20-
~l kkmilydis:alh"",uge. 21.

".Stt Invisible .:&,h'anlallc. 45.

98: ro'1."ral". 105: ",.,.a/i,m.
10: drl"'oo....ts III1d IIf1iu. 12;
..lImli..s. 12: ",ifila,,.. 105:
_.IO:NPC"",mbc'~.II:

abj«li,.... 10:""1...... 12:pri·
,,,'c. 106: pn>pcrl)'. 11: tvl..J,

II: spcr...' i,..",.,.". 106;
I""",r. 104:S"I"'n..mps. 101:
IllClirS. 12.

Telcsr:opie Vision :ldvanlagc. 47,
Temper;llure Tolerance advan­

lagI'. 47.
Terminally III disadv"lllal;e. 21,
360-I)cgree Vi,i"" atlvanl~ge.

J5.
nl/llwing.llO: ti"'''''1!~whir. 80:

di5/6'K''' !tiM". 80; still. 22..
Tien Ti3o. 116,
Tin>clinc.96.
Touch Onl)' limuation.. 5--1.
Tr.ldcm:u" du.arh""",atc. 21.
Tranllfonn.:&.11on :Id,......l.:&j;C. 41.
Tunncl.:&d'·anlage.47.
UI~n,"".'anl.:&gc.41.

U""ging "".·anlage. 47.
U"':llnllollable limi'ali"". 54.
Unconlrullcd Ch.:&nb'C <lisadvan·

lage.41l.
Unrazeabk advalllal;c. 14.
Unique gadgel limilalion. 70.
Uniled Nation~. 97.
Unreliable lin,ilalion. 54: lIadll"l.

70.
Unrrmo'.-...blc pdgct limil.:&lim. 70.

Unusual B~ekground adv:Ullage.
5. 11.26. :\\1.

V:x:uum po"'"r. 65.
Vacuum Suppun :ad'·:lIItage. 47.
Vehicul...,. g:Kl,!lCllimilalion. 70.
Vibr.uory BI3.S1 JIO"""-. 65.
Villain', Code orllonor. IS.
Villail1$.. 90. 111.
VulrlCf.:&!>ilily diAdv:tnlaCC. 48.
Wall; on Air advantage. 47.
Walk 011 Liquid :ad,=t.:<gt. 48.
Wall tnh:lllCCmcnl. 52..
W311 of Fi~ PO"'-"'. 65.
Wann po"·c,. 65.
Waler C;mnon po"'er. 65.
Waler Jet powcr. 65.
Wa"c or Earlh 1"''''1''. 65.
"Wc"L" i<lcnlilic•. 12.
We""ncs.~ di.,,<Iv,nlage. 49.
Wealth,S.
Wcapons. N",cl'll/cd. 76:,,,,,,,,,,1. 3I.
Wcalh..-T:<bIc.58.
WeinJlICl'.~ M3£f1C1 <lis.:&oi,=...

22..
Whirlwind po<oI~r. 65.
Wind 1I1...~ povo·cr. 65.
Wind JcI po""cr. 65.
WinJ:s.14.



SUPERS CAMPAIGN PLAN GM: Dale: _

C:lmpaign name:-:;;;;;;;;;;:::~c~"=m:p:"~;:g:,,~·,~,:.~ar=.:;.~.g~, ~Y':'~'~'===~R=,:,:,~g~,,:,,:,,~.=;:m:,~p:":,:,:,,~,====~C~,="=.p:"~;:g:"~.~y~pe:,:==:Campaign's base location:

Campaign background:
Brief description of the general background and genre:

Brief description of the political/economic situation:

Will combat be realistically deadly'!

Spedal status of supers, and geneT;!l attitude of the public towards supers:

Laws governing supers:

Campaign's Tech Level:

Medical Technology:

Differences from this tech level as described inlhe Basic SCi:

Player Character information:
Source(s) of super-abilities allowed:
Unusual B,lckground cost(s) for powers:
Arc any powers (c.g.. telepathy) prohibited or limited?
Base wealth for Pes: Starting social levels allowed for Pes:
Language(s) the Pes will need:

Especially useful/useless character types: -;;;;;;;:===========================Especially appropriate/inappropriate profc~sions:

Advantages and skills that will be especially useful in this campaign:

Advantages and skills that will be wonhless in this campaign:

Disadvantages that will be discouraged in this campaign. either because they are fatal or because they won't really be disadvantagcs:

Appropriate Patrons (and base value): _===============================Appropriatc Enemies (and ba.<;e value):

Special disciplines available in this campaign:
Magic? (How powerful? How common? Wh,n rules?) _

Psionics? (How powerful? How common?)

Higher technology? (What TL'! What is the source'! How common?)

Rules variants: New skills. advantages. disadvantages (summari7.c)

Rules variants: New super-abilities (summarize)

Rules v:!riants: New or option:!l comb:!t rules in use (sumrnuri7.e)

The OM should also provide the players with details on new gadgets, and their availability: "house rules" for character
creation; nonhuman races; imponant organizations: and history.
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-.-The Best
in Gaming
Is Just
aClick
Away ...

www.sj~:llT1cs.com/I»).raIII id

~ "libraI)' privilcgL'S" in the online archive of bad: issues.

.a Access 10 StC\'C Jackson Games playtest malcrial .

.a Previews of online projects from SJ Garnes and othcr companies.

~ A message area so you can lalk 10 your fellow readers.

.a Weekly "live chat" .'lCssiolls with our staff and guest spc<lkcrs.

The Best Deal in Gaming. Subscribe Today!

Pyramid is the gamins hobby's hO!lest
\'oicc! We're your online source for game
reviews, source materinl, nnd background
infonllalion for ull your favorite games.
Magic, AD&.D, Rifts. 8attlc/ecll, GURPS.
1/1 NOIlline,INIYO. Slladowrtlll, Castle
Falkenstei/', Earthda ...n. nnd many more. We~
oover card games. computer games. miniature _
Syslcms. and wnrg:lInes. Indu!itr)' news is upd:ucd
regulllTly.....hene\·er it happens.

Whal kind of attick:s does PI'r'(Imid carry? Olcck 001 the samples al our ....cb silc
-)'OU don'l ha\·c 10 s.ubscribe 10 take a peck! BUI here are 50mc of lhe Ihings Ih:1I
OII/J subscribers get:

How's this for
online support?

• News! Find out \\n.:u·s new.
~ hat's coming soon. and whal's
on the horizon.

• f\ complete listing of our l;amcs.
Wilh currenl prices. and the latest
.,uPI)()n 1II.11erials :mu emna!

• Ar:cc~ to Warehouse 23 (if you ha,'c
[0 ;Isk. yOll aren't cleared to know).

• A chance 10 bit! 011 unique itellls at
Ihe Auclioll P:lgc.

• Information on how 10 join :l mailing
lisllhat supports your g:.nlle.

• A catalog of all our products.
including ''''shins. pins. kcy-<:hains.
:md pcnd:mls.

• And a .... hole lot more - all fully
searchable!

go 10 . ••

www.sjgames.com

When you bought Ihi~ book you also
bought extensive online support for
your game. At the 5J Games web site
(www.sjgmncs.colll),you'li lind Ions
of support malerial for CURl'S (and
any other Steve Jackson game) at no
CXIr:1 charge. Here are just a few of
the things you ~ct;
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