





Violence and the Supernatural

The fantasy world of Heroes Unlimited™ is violent, deadly and filled with superhumans,
aliens, supernatural monsters, and strange powers. Superhuman mutants, aliens, and nefari-
ous villains threaten, rob, torment and prey on humans. Monsters, gods, demons, magic, in-
sanity, drugs, biological experiments, war and heroic adventure are all elements of this book.

Some parents may find the violence, magic, super abilities and supernatural elements of this
book inappropriate for young readers/players. We suggest parental discretion.

Please note that none of us at Palladium Books condone or encourage the occult, the prac-
tice of magic, the use of drugs, vigilantism or violence.

A power packed sourcebook for the Heroes Unlimited RPG®, 2nd Edition.

Compatible with After the Bomb®
and the entire Palladium Books® Megaverse®!

1









Contents

Introduction - - -« - - - s e e e e e e e e e e e e e T
Alphabetical List of New Minor Super Abilities - - - 8
Minor Abilities Descriptions = - « = =« -« = =« - - 9
Abnormal Energy Sense - - - - - - - - - e e - 9
Adrenaline Surge - - - - - o s c s s e 9
Alter Physical Structure of Limb - - - - - - - - - - - 10
Anatomical Independence - - - - - - - - - - e 12
Animal Brother - - - - - - - s e e e 13
Antennae - - - - - s s s s s e s e e e e e e e e e 13
Batﬂe Rage ...................... 14
Beastmaster - - - - - - oo 14
B|ur .......................... 15
Bookworm ...................... 15
Bubble Glue - - - - - - oo e e 16
Charge Object with Explosive Energy - - - - - - - - 17
Ciaws ......................... 17
Color Manipulation - - - = - - - - - - o0 17
Conduct Electricity - - - - - - - - - - - - v s e 18
Criminal Intuiion - - - - - - - - = o0 e e e e 19
DangerSense - - - - - - o s e e e 19
DensityWalking - - - - - - - - - - - - 20
Detonation or Explosive Power - - - - - - - - - - - - 20
Disintegration - - - - - - - - - oo 20
DoOrway ....................... 21
Earth Empowerment - - - - = - - - 000 21
Energy C|aws ..................... 29
Energy Expulsion: Cold - -« - = - - - - 000 e e 21
Energy Expulsion: Directed Sound - - - - - - - - - - 22
Energy Expulsion: Energy Aura - - - - = - - - - - 22
Energy Expulsion: Electromagnetic Pulse - - - - - - 22
Energy Expulsion: FlameRing - - - - - - - - - - - - 22
Energy Expulsion: Force - - « - - - - - o0 s e e s 23
Energy Expulsion: Force Blast - - - - - - - - - - - - 23
Energy Expulsion: Icy Mist - - - - - - - o o 0o 23
Energy Expulsion: Plasma - - - - - - - - - - - - - 24
Energy Expulsion: Ultrasonic Screech - - - - - - - - 24
Energy Shi@ld + « » » = = s vz v mmim s 22 r im0 24
Energy Whlp ..................... 25
EnlargeBody Parts - - - - - - - -0 e e o 25
Enhanced Leaping - - - - - - - - - c oo e 25
Exploding Spheres - - - -« - - s - oo e 26
Fabric/Cloth Matenal Animation - - - - - - - - - - - 26
Feral - - - - - - = = = « « = « « « « o o oL 27
Flight Energy - = = =+« =ie som s e o ~ &
Fight - Hover =« - - = = & e o s s e s R R 27
FIghCINeBeY < © s s fdleiddahrgraanmas 27
FIYInG FOMGBINEE =« = = = woovnoo om0 s o 28
Frequency Absorption = = - - - = -« o - e 28
Giant - - ¢ - o s s e e e e e e e e 28
Glow Bng ....................... 29
Gravitational Plane - - - - - - - -« oo o e 29
GuUR LMD = = &/« ¢ ¥R RE Y e e e e e e 29
Hardened SKin = » » = = wr v o 2 0 mimm e e 29
Healing Power - - - - - < -« - oo 30
Heavywe'ght ..................... 30

Heightened Sense of Awareness * - - - -+ -+« - - 30
Heightened Sense of Balance -« - - - - - - - - - - 30
Heightened Sense of Recall - - - - - - - - - - - - - 30
Heightened Sense of Time - - - - - -+ - - - - - - - 30
Hold Breath = - - - = = = = « « + =« o v v v v o 31
Hyperdensity - - - - = -« s s s s s e 31
[mmovab]my ..................... 31
ImmunetoMagic - - - - - - s e e 31
Immune to Psionics = -« - - - - s e e e s e e e 31
Impact Resistance - - - - - - - oo oo e 31
Impervious to Cold & Freezing - + - -+ <+« =+« - 32
Impervious to Control & Possession - - - - - - - - - 32
Impervious to Disease & lllness - - - - - -+ - - - - 32
Impervious to Energy & Electricity - - - - - - - - - - 32
Impervious to Fear & Terror - - - = - - -« -« « - - 32
Impervious to Light & Lasers - - - - - - -« - - - - - 32
Impervious to Poison & Toxins - - - - - - - - - - - - 32
Impervious to Shadows & Darkness - - - - - - -+ - 32
Impervious to Sound & Vibrations - - - - - - - - - - 32
Increased Durability - - - - - - - - -0 oo e 32
Indestructible Bones - - - - - - - oo 33
Instant Wardrobe - -+ - - - - - - - e oo 33
Instant Weapon .................... 33
fron Wil - - =« =« = v v o v e e e 33
LifeSense - - - « + + « + o s e e e s s e 33
Li&ing Field - - - « =+ =« « = v v v o 34
Lightning Reflexes - =« - - =+« o e 34
Living Anatomy - - - - < s os s s s e s e e 34
Longevity ....................... 34
Lunar S[rengm .................... 34
Mechanical Awareness - - - - - - - - s 35
Mask - No Face, No Identity - - - - - - -+ - - - - - 35
Motion Detection - - - - - =« - - - - - oL 35
Multi-Tasking - - <« - - -« - - o oo e 36
Personal ForceField - - - - - - - - - - - - - - -« - 36
Physical Perfection - - - - - - -« = o - oo 36
Power Weapon .................... 36
PowerBands - - - - - - = -« - - s oo 36
Quills & Spines - « - - - = s e e 37
ReSIN - - « = « + = = = = =« = o e e e 37
Seismic Power - - - - - - - o - - oo oo 38
Sense Death & Destruction - -~ - - - - - - - - - .- 39
Sensory (0] I T T T T T 39
ShadowMeld - - - - - - - -« - o oo 40
Shadow Shaping =+« = = =5 = 2 0o s s me e o 40
Shadow Stepping - - - - - - - - s e e 40
SleepDust - - = - - - s s o s s 41
Sleeplessness - -+ ¢ s s s e e e 41
Sliding - - - ¢ s v 41
Solar Powered - - - - - - oo s s e e e 41
SONAr = « =« = =+ = ¢+ o e e e e e 42
Speed Tasking .................... 42
Stench =« ¢ ¢ s v h e e e e e e e e 43
Super Bounce - « -+ - - - oo e e e e e 43
SuperBurrowing - - ¢ - v v s s s s s e s e e 43
Super Hibernation & Stasis Field - - - - - - - - - - . 44



Super Wind Blast - - - - sm Bw e W e R R 44
Supervision: Acute Sight - - -+~ - - oo 45
Supervision Circular Vision - - - - - -« - -+ -« - 45
Supeivse faancinalSight s - - 45
Supervision: Thermal Vision - B e - 45
Swing Line C ... 4B
Tentacles of Hair - -+ - e e e o B
RpContol = < =» 7w ismas cRRRum o u= 46
TractorBeam « « -« o+ - s s e e e 47
Ultra-Hearing - - - - -~ =« -« « = oo s e e e o 47
Unnoteworthy — Forgettable - - - - - - - - - - - - - 48
Un-Trackable - - - -« - - -« « = = o = o oo 48
Venomous Attack - -+ - - - - s s e e e e e 48
WarpSound - - - s v st e e 49
WaveRider - + + - -« -« - s e e s e e 49
Weightlessness = = - - = = <+ = o s e e 50
Mip Attack - -+ - = o h e e e s s e e 50
New Major Super Abilities - » = =+ = =+ » = = -« 51
Alphabetical List - - - - = =« oo 51
Absorb Bio-Mass - - - - - - - s s e e e e 52
Alter Physical Structure: Acid - - - - - - - - - -0 52
Alter Physical Structure: Crystal - - - -+ - - - - - - 53
Alter Physical Structure: Light - - - - - - - - - - - - 54
Alter Physical Structure: Lava - - - - - - - - - - - - 55
Alter Physical Structure: OilorTar - - - - - -« - - ¢ 56
Alter Physical Structure: Putty « - - - - - - - - - -« 57
Alter Physical Structure: Rubber - - - - - - - - - - - 58
Alter Physical Structure:Sand = - - - - - - - - - - - 58
Alter Physical Structure: Shadow - - - - - - - - - - - 60
Alter Physical Structure: VapororFog - - - - - - -« 61
Alter Physical Structure: Wood - -+ = -+« -« - - 62
Amphibious ..................... - 63
Borrow Power - - « -« = - - - - e e e e e e 64
Catastrophic System Failure - - - - - - - - - - - - - 64
Chemical Secretion - - - - -« =« « = o oo oo 64
Control Density .................... 66
Copy Animal Attributes - « -+ = -« - - o - s s 67
Create Force Constructs - - - - =« = = =« = = - = 68
Dimensional Room - - - - - = - - - .- oo s 70
Distort Space ..................... 70
DivineHealing - - - - -+« © s v o e 71
Energy Doppleganger - -+« - ¢ - s s e e 71
Friction Control -+ - -« - -« =« v o oo 72
Gateways « < - o vr s e s s e e e 73
Generate Fog & Smoke - - - - - - oo o e e 73
Geo-Thermal Energy - -« -+ - = -« = - s 74
Liquefaction = « « =+ = =« s oo 2 e e b e g e 76
Matter Expulsion: Crystal - - - - - - - - - - -« - - - 77
Matter Expulsion: Metal/Steel - - - - - - - - - - - - 77
Matter Expulsion: Stone - - - - - - - -0 e e e 78
Mega_mngs ..................... 79
Mirror Mastery .................... 80
Power Touch - « « « « =« =« =« o v o v v o v 81
Re-Channel and Expel Energy - - - - - - = =+ - - - 81
Reconstruction -« « « + - = = =« = e e e e 81
Regeneration Ultima « - = - - - - - - -+« - ot 82

Rocket Fists - -« - = oo - 82
SpiralVortex - - - -+ - - s 83
Super-Consumption - - - -+« - - - - 84
Supernatural Bite/Jaws - -~ - - - - 85
Totem Energy Aura - e 85
Vertigo Field - : P omomom e - - 85
Weapon Energy Extensions - - - - - - - - 86
Weapon Melding - - - - - -0 - 86
Psionics =« -+« = = « & « + « 4 0 o0 0 a0 0w e e 87
A Few Notes on Psionics - - - - - - - - - -~ - - 87
New Psionic Abilities - - » = -« » » + = o 00 o 88
MiieSKillg == v g8 e s s 2 2 s 5 52 5§ 550 2 4 g 91
Sensory Link - - - - - - s e e 93
Wound Transfer - - - - - -« - - - -~ - 95
Quick Find

Energy POWerS - = » = = ceovm e e e s 21&81
Giant ........................ 28
Hea‘ing ........................ 30
Healing: Divin@: » - « == v s s 2 sme s s o nw s 7
Healing: Regeneration Ultima SRS
Heightened Senses (various) - - - - - - - - - - - - - 30
ngtantWandrobe » » © ¥ s fissit ez 33
Magic: Abnormal Energy Sense - - -+ - - - - - - - 9
Matter Expulsion starts - - - - - - - - - oo e 77
Removable Limbs (see Anatomical Independence) - 12
Sense: Crime (see Criminal Intuition) - - - - - - - - 19
Sense: Danger (see Danger Sense) - - - - -+ - - - 19
Sense: Death (see Sense Death & Destruction) - - - 39
Sense: Life (see Life Sense) + - -+ - o o000 33
Sense: Magic (see Abnormal Energy Sense) - - + - - 9
Sense: Motion (see Motion Detection) - - - - - - - - 35
Sense:SONAr » = » v v = e v v n g i e e s 42
Sense: Sensory Link (psionic) - - - - - - - - - - 93
Senses: Heightened -« - - - - - - - - 2000 30
SenSOW orb ..................... 39
Weapon: Alter Physical Structure of Limb - - - - - - 10
Weapon: Energy Extensions - - - - - - - - - - - 86
Weapon: Exploding Spheres - - - - - - - - - - - - - 26
Weapon: Flying Force Dis¢ - - - - - - = = = - - - - - 28
Weapon: Force (see Create Force Constructs) - B8
Weapon: GunlLimb « -+ - - - - 22 a0 29
Weapon: Instant Weapon - - - - - - - - - - - - 00 33
Weapon: Melding - - - - -« - s 86
Weapon: PowerBands - - - - - - - - - - - - - - 36
Weapon: Power Weapon -+ - - - - - - -+ -+ - - 36
Weapon: Quills & Spines - - - - -+ - - - - - 37
Weapon: Whip (see Whip Attack) - - - - -+« « - 50












Abnormal Energy Sense

This superhuman can sense the presence of abnormal
(magic and psychic) energy all around him, including
psionic individuals (I.S.P.), supernatural creatures, and
magic (P.P.E.). The sensitivity is constant and automatic,
enabling the character to feel the psychic emanations
when a psionic power or magic spell is being used within
the range of his sensing abilities. If the energy is being
continually expended, like a series of magic or psionic at-
tacks. or a long duration effect, or permanently empow-
ered magic item, he can track the energy to its source,
otherwise he simply knows that psionics, magic or the su-
pernatural is near. The sensation is rather like a chilly
breeze that momentarily washes over the character, alert-
ing him. If the “breeze” persists or is repetitive, it can be
followed to the source much the same way you or | might
follow that chilly draft to an opened window. That's as
good an analogy as any.

Sense the Use of Psionics or Magic: Can feel when
magic or psionic powers are used and can tell whether
it is magic or psychic energy (or both), whether it is
near or far, and whether the emanations are strong/
powerful or weak (i.e., a simple magic spell or a mystic
battle or high level). In addition, the super being recog-
nizes enchantment cast upon others (i.e. mystical
charms, trances, disguises, etc.), and possession, and
can also sense the presence of an enchanted weapon
or object that grants its user superpowers or enables its
user to cast magic spells, including rune weapons, but
again, only when the item is in use or by touch.

Range: 100 feet (30.5 m) per level of experience.

Base Skill: 40% +5% per level of experience (roll once

every melee round).

Note: The character can also sense if someone pos-

sesses psionic or magic powers, or is a supernatural

being (demon, monster, spirit, demigod, etc.) by touch

— a simple handshake will do. If the being is incredibly

powerful or high level (9 or higher) the super being will

sense that too, though not exactly how powerful/high
level.

Track Abnormal Energy Trail (magic or psionics)
Range: 100 feet (30.5 m) per level of experience.

Base Skill: 50% +5% per level of experience (roll once

every melee round), provided the energy is long lasting

or repeatedly released over and over.

Limitation: Only while the magic or psychic powers are

in use.

Sense and Track the Supernatural: This is much more
difficult. Unless the super being touches the supernatu-
ral creature, he will not sense his presence. However,
whenever the supernatural creature uses one of its
magic or psionic powers, the character will sense them
and has a 30% +10% per level chance of recognizing
that it comes from a supernatural being (+20% if the
creature is Diabolic alignment, a demon lord, demigod
or even more powerful than that). The super being can
also sense if the creature is evil or good.

Range: 50 feet (15.2 m) +30 feet (9.1 m) per level of

experience.

Base Skill (to track): 20% +5% per level of experience
(roll once every melee round) to track to the source.
Note: The character can feel supernatural evil that is
Diabolic like an icy chill in the marrow of his bones. The
evil essence just washes over the hero, warning him
like an alarm.

Power Limitation: Close proximity to ley lines and nexus
points interferes with and disrupts the sensing ability,
making it impossible to use this ability at these loca-
tions, except to find a dimensional portal or a su-
premely powerful psychic, practitioner of magic or
supematural being (i.e., demon lord, demigod, god, in-
credibly powerful wizard, etc.).

Adrenaline Surge

Original concept by Leland Smith, retooled by Kevin
Siembieda

At moments of high stress, intense frustration, life and
death situations and when the character gets truly angry/
upset or terrified, this super ability kicks in to give him a
chemical rush that makes the super being momentarily
tougher and stronger. This is the direct result of a high-
powered Adrenaline Surge that temporarily grants the
character increased power. Actually, scientists who study
the paranormal and para-humans think this power is more
of a combination adrenaline rush and Chi-like inner
strength.

Additional P.S. Damage: The P.S. aftribute becomes Su-
perhuman for 1D4+4 melee rounds. If already Superhu-
man it becomes Supematural for 1D4+1 melee rounds.

Additional S.D.C. & Endurance: The character can with-
stand greater damage, with S.D.C. temporarily doubling
(minimum bonus of 50 S.D.C. points) for 1D6+4 melee
rounds. Also +10% to save vs coma. While acting un-
der the Adrenaline Surge, the character seems impervi-
ous to fatigue, possession, pain and any attacks from
drugs, poisons, disease, mind control magic or Bio-Ma-
nipulation or Empathic Transmission psionic powers.
However, when the surge ends, the character is 4 to
save vs the attack (delayed reaction) and is likely to im-
mediately succumb to it for the full duration and effects.

Hyper-Aggressive: +2 to initiative, +1 to strike (+3 if the
enemy is an old acquaintance and/or a most hated
one), +2 to parry and dodge, +5 to leap/lunge in front of
an innocent person or to push them out of the way, but
in both cases puts himself in their place and may suffer
damage. +6 to save vs Horror Factor. Duration is
1D6+4 melee rounds.

Additional Attacks: +1 per melee round for 1D6+4 melee
rounds.

Duration: As noted above.

Limitations & Penalties: Besides the fact that it only
kicks in when the character is angry, upset, stressed
out or ternfied, and the duration is short lived (see
above), during the Adrenaline Surge skill performance
is -20%, with the exception of Physical and W.P. skills.

After the surge is over, the character cannot get an-
other one for at least 10 minutes, he feels weak, and






Damage: 3D6 from a hammer or sword.

Bonus: +1 to strike, +2 to parry and +1 to disarm.

. Oil: All physical attacks such as punches, kicks, arrows
and bullets will simply pass through the limb like water.
The limb has an A.R. 12 and 40 S.D.C. Only the char-
acter can run across his oil slicks without penalty and is
impervious to toxins from petroleum products.

Bolt of Liquid Oil: Covers the target or individual in
slippery oil; no physical damage.

Range: 30 feet (9.1 m).

Damage/Penaities: People coated in oil will find it diffi-
cult to pickup, hold or carry anything and there is a
01-33% chance of them dropping anything in their
hands at the beginning of each melee round or when
using an object to strike in an attack. Additionally, mov-
ing faster than one third his normal maximum speed is
likely (01-60% chance) to cause the affected character
to slip and fall, losing initiative and one melee attack/ac-
tion.

Qil Slick: Coating the ground in oil causes anyone
passing through it to reduce their speed by 75% or risk
slipping and falling (01-80% chance). Those who slip
on an oil slick lose initiative, two melee actions/attacks
and slide for 2D6 yards/meters. Vehicles hitting an oil
slick at speeds over 30 mph (48 km) are also 01-80%
likely to skid and crash.

Note: Each oil attack counts as one melee attack; +1 to
strike.

. Tentacles: The hand and arm turns into four tentacles
with an extended reach of 12 feet (3.6 m).

Bonuses (for Tentacles only): +1 to strike, +4 to entan-
gle and pin/incapacitate, +2 to disarm, and +5% to
Climb. Each tentacle has 2D4+10 S.D.C. and regener-
ates within 24 hours if chopped off (until then the char-
acter is missing one finger for each lost tentacle). The
same whether one or both hands and arms can turn
into tentacles.

Tentacle legs (both) reduce the character's running
speed by half, but enable him to climb like a monkey
and swing from trees or similar structures (pipes, scaf-
folding, netting, lampposts, etc.) at double his normal
running speed and he is +20% to Climb, +10% Swim
and +10% to Acrobatic skills. Reduce bonuses and
speed by half if only one leg is tentacles.

. Sand: All physical attacks such as punches, kicks, ar-
rows and bullets simply pass through the sandy limb,
which has an AR. 13 and 40 S.D.C.

Sand Blasts: The |limb can generate stinging and
blinding blasts of sand. Damage: When directed as a
slamming attack the blast does 2D6 damage. When di-
rected at the head/eyes as a blinding attack it does one
point of damage but unless the victim's eyes are
shielded by goggles, a visor or eyeglasses or similar
covering, he is blinded (-10 to strike, parry and dodge)
for 1D4 melee rounds. Characters whose eyes are pro-
tected (or the individual is Invulnerable or Intangible)
are only momentarily blinded by the sudden cloud of
sand and lose one melee attack/action.

Range: 30 feet (9.1 m).
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Attacks per Melee: Each Sand Blast counts as one me-
lee attack.

Bonus: +1 to strike with Sand Blast only.

. Stone: The limb turns to stone and has an AR. of 16

and 80 S.D.C.

Rock Hard Fist: +2D6 to punch damage, plus any
usual P.S. damage bonuses. The hand/arm can also
parry melee weapons without injury (do not subtract
damage from the limb for an ordinary parry, only if the
attack is specifically out to hit and damage the hand).
Stone Mace or Axe: Furthermore, the character can
turn his hand into a stone mace or axe with an ex-
tended reach, like the handle of a real weapon starting
at the fingertips.

Range: 3 feet (0.9 m) longer than usual.

Damage: 2D6+3 with a mace or axe (double damage to
creatures vulnerable to stone).

Note: In either form, hand or weapon, the stone limb is
resistant to fire and heat (half damage) and impervious
to cold and flesh-eating acid.

10. Wood: The limb turns to wood, with an A.R. of 12 and

35 8.D.C.

Wood Hard Fist or Pole: +1D6 damage to punches,
plus the hand/arm can be used to parry melee weap-
ons, but it takes 10% of the damage that would have
been inflicted by the opponent's weapon (none from
punches or kicks). The character can also turn his hand
into a wooden stake, or a short spear-like appendage,
or a pole/staff; all do 2D6 damage instead of normal
punch damage, +P.S. bonus if any.

Range: The weapon is four feet (1.2 m) longer than
usual, starting at the hand.

Bonus: +1 to strike and +1 to parry.

Fire Wood Shards: The character can also fire up to
two wood arrow-like shards per melee round. Range:
120 feet (36 m).

Damage: 2D6 for one arrow (counts as one attack) or
4D6 for two simultaneously fired arrows (counts as two
melee attacks).

Duration: Instant, but the arrows remain permanently.

Bonuses: +2 to strike with one arrow or +1 for two.

Note: Should the limb be damaged or even chopped off

while in its altered shape, the character is mutilated and
missing his hand or hand and forearm for 24 hours be-
fore it regenerates to normal. Once restored, the limb
has all its usual powers. Normal punches and kicks
never damage the Altered Limb. Knives, swords, clubs,
and similar melee weapons generally do no damage ei-
ther, unless the attacker is deliberately trying to attack
and damage the limb itself. As usual, the attacker must
roll over the A.R. to do full damage, any roll under the
A.R. does no damage. A failed parry means the at-
tacker strikes the defender's body and does damage as
usual.






with ease (two melee actions by popping the limbs off),
and slip out of straight jackets (removing the arms at
the shoulder) and similar restraints in four melee ac-
tions. Likewise, the character can fit in a box, suitcase
or other container by breaking his body down into multi-
ple body parts, the arms removed at the shoulders and
the legs at the hip, knees and ankles if necessary. Note
that arms detached at the shoulders are much more
clumsy (reduce speed by half, no bonuses; same for
feet with the legs attached). Also note that the body
trunk cannot be broken down, but the head can be re-
moved at the neck. Can also twist and contort his limbs,
torso and neck, bending and twisting them in unimagin-
able ways, including turning his head 360 degrees or
bending it to rest the cheek on the shoulder.

6. Feign Death. The character can fake his death by ei-
ther falling to pieces or twisting his limbs to appear
mangled. Base Skill: 78% +2% per level of experience.

7. Horror Factor: 13 for moving body parts, H.F. 14 for
moving eyeballs and apparent dismembering (Feign
Death).

8. Bonuses: +30% to Escape Artist skill, +10% to Biology
and +20 to S.D.C.

Animal Brother

This power makes the character a friend to all animals,
who see him as one of their own. Animals treat the char-
acter in a peaceful and friendly, but absent-minded man-
ner. The character is one with the animals, and he can
pass among them without any trouble or disturbance
(birds will not fly away and dogs will not bark, etc.). Ani-
mals will not obey his wishes or come to his aid, but all an-
imals, regardless of type, will not harm the super being in
any way. This includes natural predators, snakes, venom-
ous insects and even animals being controlled by powers
like Animal Abilities or Control Others, etc. (has no effect
on possessed animals, or super beings with Animal Abil-
ities, Animal Metamorphosis or Lycanthropy). The charac-
ter also finds it easy to befriend all animals, and has a
natural +20% bonus on all animal related skills.

Animal Brother: The character does get an animal he
can command as a special familiar. This animal is
gained at level one and considers the humanoid to be
its brother. If the familiar animal should die, the super
being cannot replace the animal until he has gained two
additional levels of expenence from the time the familiar
was lost.

The familiar or Animal Brother may be an animal of
any kind and any size, from a ferret, cat or dog to lion,
tiger, bear, or horse, and so on; any type of animal the
character desires, and even exotic animals can be pur-
chased easily through illegal animal markets. The ani-
mal possesses all its normal animal abilities, but it will
have the maximum amount of S.D.C., Hit Points and in-
telligence for that species. It is completely loyal to the
superhuman, understands and obeys his every com-
mand, and is very protective of him, always watching
his back. This link is permanent, producing a rather im-
pressive symbiotic relationship. No matter how wild or
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mean the animal may have been, it is docile and sub-
missive to the super being who is its friend and master.
However, it cannot actually speak back to its human
brother nor can the character see what it sees. On the
other hand, both can sense when the other is in danger
(10 mile/16 km range).
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Antennae

Antennae are a pair of thin, whip or rod-like limbs at-
tached to the super being's head. Most antennae can be
folded back under a cap, hat or helmet to hide them, when
not in the character's “super” persona and some (01-50%
chance) are retractable, disappearing into the skull when
not in use.

1. Keen sense of smell and hearing. Antennae can hear

and smell like an extra nose and pair of ears, but offer
additional insect abilities. The antennae can hear and
smell at the top range of human capability.
Bonus & Special Abilities: +1 on initiative, track by
scent alone 30% +2% per experience level. |dentify
common odors 80% +2% per experience level. Identify
uncommon odors/scents 40% +2% per experience
level.

. Motion Detectors: They are covered in hundreds of
tiny motion sensitive hairs, making them super sensitive
to movement in the air around the hero, and able to feel
wind, motion from an approaching enemy, as well as
tell changes in air temperature in increments of two de-
grees Fahrenheit.







Saving Throw: Animals have little chance of saving
against this attack, and must roll a 17 or higher to save.
Animals that successfully save do not obey the
Beastmaster and control cannot be attempted on them
again for 24 hours.

Limitations & Penalties:

1. Diminished Capacity: When two or more animals are
under his control, all are -2 on initiative, and -2 to strike,
parry and dodge, because of the disorienting influence
of being controlled.

2. Line of Sight: To place an animal under his control it
must be visible to the superhuman and within range. If
he steps out of range, the animal(s) under his control
snaps out of his influence within one melee round (15
seconds).

3. The Number of Animals that can be controlled: One
per level of the Beastmaster's experience, but the
greater the number, the more difficult it is to maintain
control. Thus, every five minutes, two animals get an
additional saving throw at +4 to save to break control
and run off. Furthermore, if more than five animals are
controlled, they all are -1 attack per melee round (di-
minished capacity for being under control).

4. The Power of One: The Beastmaster's power is
strongest when only one animal is controlled. When
that one animal is his only agent, the creature obeys
the Beastmaster completely and suffers no diminished
capacity. In fact, it gets the bonuses of +1 one attack
per melee round, +1 on initiative and +2 to strike.

5. Animals that can be controlled: Any mammal, bird or
reptile (excluding humans, mutant animals and other
sentient beings who may be animal-like). Cannot con-
trol fish, amphibians, insects or other lower animal
forms.

Blur

The character is able to constantly vibrate, making him
look like a complete blur. He is able to touch and pick up
objects, attack and function more or less as normal, but
with certain benefits, and a few penalties.

Range: Self.

Duration: Until the hero chooses to stop vibrating.

Bonuses: +1 on initiative, automatic dodge with a bonus
of +2, +1 to disarm an opponent, +2 to perform a
Judo-like Body Flip, and +1 to pull punch.

Penalties: While blurred, the character is at -60% to Prowl
and it is difficult to perform any tasks requiring dexterity,
precision or finesse, and that's most everything; 40%
skill penalty and handwriting is impossible.

1. His appearance is a complete blur, making it impossi-
ble to see his features or tell exactly where he is look-
ing or what he is doing. On film/video the hero appears
to be a barely noticeable smudge or blur. This means
photographic evidence and pictures cannot be used
against him. Facial features, even the clothing he is
wearing, are all a blur. Of course, if he stops being a
blur, everything is clearly visible.
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2. No identifiable fingerprints are left behind while func-
tioning as a vibrating blur, because they are all
smeared and smudged.

3. Difficult to hit. An attacker cannot see a precise spot
to target, not even the head or chest, because every-
thing is a blur and the character seems to be moving
from side to side a few feet even when standing still.
Consequently, opponents locked in hand to hand com-
bat are -3 to strike, parry and dodge when up against a
Blur, an aimed or “called shot” is impossible against the
Blur (equal to “shooting wild"), and long-range attacks
(rifle, energy blasts, etc.) are 4 to strike.

. The voice is also disguised, sounding like someone
talking through a spinning fan.

5. Can run in quick bursts of speed, double his normal

speed, for 30 seconds (2 melee rounds).

Bookworm

The character has an odd link to books and the written
word. First, he can understand and read ANY language,
provided it is written down on the pages of a book or a
sheet of paper. For some reason this ability to understand
the written word does not apply to writing on computer
screens, street signs or other surfaces, nor the spoken
word. It only works when the writing is on paper or in
books. The Bookworm can also read at an incredible
pace, which is equal to about two pages per second (30
pages per melee round)!






Charge Object with
Explosive Energy

Original concept by Jason Lukowski, retooled by
Kevin Siembieda

This impressive power enables the character to turn
any object into a bomb, charging that item with explosive
energy.

1. Charge Objects to Explode on Impact: Can charge
and throw a small item like a ball, knife, stapler, marker,
pencil, remote control, small desk lamp, tape dispenser,
cell phone, playing card, and similar small items in one
melee attack/action.

Limitation: Nothing larger than a grapefruit or a brick.

Damage: 1D6 or 2D6 damage as per the character's
desire.

Throwing Range: 100 feet (30.5 m) +10 feet (3 m) per
level of experience; double that range if a ball no larger
than a softball/grapefruit. Non-charged items can be
thrown half that distance accurately, unless a ball.
Bonus: +1 to strike with a thrown object, including ob-
jects normally not designed for throwing, like a cell
phone or playing card, plus other applicable strike bo-
nuses from P.P. and skills.

2. Supercharge Objects to Explode on Impact: This
can be used to charge large objects up to the size of a
microwave oven or 19 inch television or computer mon-
itor and throw them. Damage: Large object: 2D6 dam-
age. Small object (as above), can be charged to do up
to 5D6 points of damage. Supercharging uses up two
melee attacks/actions to perform. If the super being
spends an entire melee round doing nothing but super-
charging (no melee attacks/actions and not even dodge
or parry) he can charge the item with 1D6x10 damage
to everything in a 6 foot (1.8 m) radius, but the effort
costs the superhuman 1D4 of his own Hit Points (recov-
ers as normal). The latter may also be used as a timed
charge.

Throwing Range: Large object, 50 feet (15.2 m) +2 feet
(0.6 m) per level of experience. Small object is the
same as above.

Bonus: Any P.P. attribute, combat or W.P. skill bo-
nuses apply.

3. Timed Charges: The character can delay the explosion
for up to two minutes per level of experience, in effect
charging an item and leaving it behind like a land mine
or booby trap. The item crackles with energy so it is not
disguised, though a person not familiar with the super
ability might not know what it means.

Damage: 1D6 or 2D6 damage can be charged in one
melee action, or up to 5D6 damage can be super-
charged, using up two of the super being's melee ac-
tions.

Duration: Up to two minutes per level of experience. Af-
ter the duration time lapses the energy charge vanishes
and the item is normal and safe again.

Timed Setting: Can be “set” to explode after a certain
amount of time has elapsed (seconds or minutes) or by

17

touch, provided it is touched within the duradon or 6
charge (several minutes at best).

Claws

By Kevin Siembieda

The super being has short claws seemingly magica
grown from his fingertips or knuckles, 4-8 inches long, a
the equivalent of knife blades. The claws can be used
strike or parry in hand to hand combat.

Range: Hand to hand combat.
Duration: Instant and permanent until canceled.

Damage: 3D6 points plus any P.S. damage bonuses frc
P.S. aftribute, other powers, or Hand to Hand Comt
skill.

Bonuses: +1 to strike, +2 to parry, +1 to disarm, and -
to pull punch.

Color Manipulation

This character has the strange power of control ov
color, able to transform colors of any type of solid materi
paint, lacquer, liquid, gas or organic material (skin, hz
eye color, plants, feathers, etc.). Additionally, the sur
being can tum solid materials transparent. Although tf
ability may seem pretty useless at first, it does have
unique and advantageous applications. For examp
changing the color of a street sign or traffic light col
cause an accident/car crash and create a diversion
block a pursuit. Changing the print on a page to match t
background makes it invisible and unreadable. Changi
the color of one's clothes and/or skin and/or eye and h
color (each transformation counting as one melee actic
makes disguise easy. Likewise, changing the color of
vehicle can disguise it.

Making things transparent like glass is also possib
though the solidity of the object remain unaltered (steel |
mains steel even if it is transparent). In the case of a ¢
one can see the engine or other parts underneath t
steel. It's also a great way to peek inside a room, effe
tively creating a temporary window through brick and plz
ter. Transparency can also be used to frighten a
confuse people by making their skin transparent showi
the ugly musculature or making both the skin and muscl
transparent (two melee attacks/actions) to show their gt
and bones. People not expecting this are likely to |
shocked and terrified to see themselves or a friend trar
formed in such a way, creating panic and flight. Likewis
the super being can obscure his features this way, or u
it for shock value (Horror Factor 14). The effects are mi
boggling when you give it a little thought and cleverness.
Range: Self or other people, animals, plants and objec

up to 60 feet (18.3 m) away, +10 feet (3 m) per level

experience.

Area of Affect: The power can change the color of {
entire body (i.e., the skin of a human or the fur of an a
imal is all one color), or the color transformation can |
used on just part of the part of the body (eyes, hair, sk
are all separate transformations). Similarly, the exteri












be repaired by normal means, though damaged and
disintegrated parts may be replaced.

Duration: Instant, each blast counts as one melee attack.

Attacks per Melee: Each blast counts as one melee at-
tack/action.

Penalties: This power can be dangerous to the superhu-
man as well as his opponents. When directed at a living
organic target (people, animals, plants, etc.), there is a
01-05% chance (roll percentile dice) that the effect re-
flects back at the hero, damaging both the target and
the super being. The character takes 2D6 points of
damage direct to Hit Points and permanently loses one
P.E. attribute point. Additionally, the super being has no
bonus to strike when using this power (unmodified dice
rolls only), due to the difficulty of focusing the destruc-
tive power.

Doorway

By touching any wall or floor with an open space on the
other side (cannot be used on the side of a mountain, un-
less there is a cave just inside the rock), the character can
create a momentary passage to the opposite side. The
doorway is roughly 4 feet (1.2 m) wide by 8 feet (2.4 m)
tall and leads to the room/open area on the other side.
Cannot be used on the ground, unless there is a base-
ment or tunnel no less than five feet (1.5 m) deep below. A
great power for quick getaways, jailbreaks and surprise at-
tacks. When the door closes, the wall or whatever returns
completely back to normal.

" Range: Touch.

Damage: None.

Duration: One melee round per level of experience maxi-
mum, but only as long as the super being remains in
contact with the doorway he created.

Attacks per Melee: Each opening of a doorway counts as
one melee attack, but keeping it open for more than a
few seconds (one melee action) may burn up more of
the character's attacks for that round as he must re-
main in contact, touching the wall where the doorway
appears. Note: A doorway cannot be made through
magical barriers, enchanted walls or force fields or en-
ergy barriers.

Earth Empowerment
By Carmen Bellaire & Kevin Siembieda

This character draws his powers directly from the Earth
itself like some Greek Titan. Consequently, the power can
only be used when the character is in direct contact,
touching the ground (i.e., standing on the ground or street)
or touching a tree or plant rooted in the ground or boulder
or object attached to the ground (like a building). Sus-
pended in the air or being in a building more than four sto-
ries above the ground, riding in a vehicle (it's not rooted to
the ground and the character isn't touching the earth) or
standing on an energy field or on plastic breaks contact
with the earth and the power is lost.
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Cast Stone: The character can point and will a ball of
stone to seemingly magically appear and fire at a tar-
get. Actually, the character can fire rock, hardened
earth or mud.

Range: 30 feet (3.1 m) +10 feet (3 m) per each addi-
tional level of experience.

Damage: Rock/Stone: 2D6 damage +1 point per level
of experience. Hardened Earth/Dirt: 1D4 damage and
usually used as a warning shot or to get someone’s at-
tention or just goof around. Mud: 1 point of damage and
usually used to make a sloppy mess or cover a window
or windshield to obscure vision (each mud splat covers
a two foot/0.6 m diameter).

Earth Platform: Outdoors the character can call up a
tower or tongue of earth to carry him like an earthen
bridge across a chasm, rooftop or over a fence, wall or
up a story or twe. Maximurn length and height is 20 feet
(6.1 m) per level of experience. The bridge has an
S.D.C. of 100 per 20 foot (6.1 m) length and vanishes
when destroyed or dispelled by its creator. Can only be
used as a bridge or means of short transportation as
depicted on the cover of this book; cannot erect walls or
barriers, dig or create chasms.

Bonuses when in direct contact with the Earth: The
hero actually draws physical strength from the Earih,
when in direct contact with the ground (even through
shoe covered feet). Increase the P.S. 10 points, lifting
and carrying capacity is equal to Supernatural P.S. (but
not damage), +10% to Climb skill, and has a Natural
AR. of 10.

Energy Claws

The hero can form a set of claws out of pure energy
that appear at the ends of the fingers and extend six to 12
inches (15-30 cm). The claws can be used to strike in me-
lee combat, but not parry physical attacks (i.e., knives,
clubs, punches, etc.), but can parry hand-held energy
weapons, magic weapons and supernatural beings.

Range: Hand to hand combat, self.

Duration: Remain until canceled or the character is ren-
dered unconscious.

Damage: 1D6 at levels 1, 3, 6, 9, 12, and 15.

Bonuses: +1 to parry, +2 to disarm, and +1 to pull punch
Other bonuses to strike from a high P.P. attribute, se-
lect skills or other powers apply.

Energy Expulsion: Cold

The character can generate bolts of extreme cold which
can be released in directed pulses. The pulse or blast of
raw cold is fired from the fingertips or hands.

Range: 300 feet (91.5 m) maximum.

Damage: 2D6 +1D6 per level of experience. The more
powerful and experienced characters (3rd level and
higher) can regulate the strength of each blast in incre-
ments of 1D6 damage. For Example: A 6th level super
being can fire blasts doing as much as 8D6; that's 8-48






Bonuses: While generating the Flame Ring, the character
is totally impervious to fire and heat, as well as molten
rock and metals, and plasma blasts. Projectiles, bullets
and thrown objects are instantly destroyed the moment
they touch the flaming ring, but energy attacks, magic
and psionics are unimpeded. The six foot (1.8 m) high,
flickering flame also obscures the super being who
made it and anyone else inside the ring, so attackers
are 4 to strike even on an aimed shot.

Range: Self, extending out as far as a 6 foot (1.8 m) area
+2 feet (0.6 m) per each additional level of experience.
The creator can make the fire as close to him or as far
(within his limits) as desired.

Damage: 5D6 points of damage to pass through the ring,
plus there is a 01-75% likelihood that any combustibles
(articles of clothing, hair, bottles of alcohol, etc.) will
catch fire and bumn, doing an additional 2D6 points of
damage every melee round until they are removed.
Note: The super being's power includes preventing the
ring of fire from setting the floor it touches on fire.

Duration: The Flaming Ring can be maintained indefi-
nitely as long as the super being desires it and remains
conscious. Creating and maintaining the Flame Ring
uses up one melee attack/action every melee round it is
in place.

Attacks per Melee: Other attacks and actions by the
super being can be made while the Ring is in place,
and its creator can even leave its warm embrace, walk-
ing through the flame without ill effect. Others left in-
side, however, are trapped unless they risk damage
running through the flame.

Energy Expulsion: Force

The character generates a force blast similar to being
hit by a semi-transparent cannonball. The character can
generate the bolt from his eyes, or from one or both of his
hands. Note that this energy expulsion power is difficult to
see and, as such, the target of the attack is -2 to parry or
dodge.

Range: 200 feet (61 m) maximum.

Damage: 2D6 +1D8 additional at levels 3, 6, 9, 12, and
15. In addition, the more experienced super being (3rd
level and up) can divide the energy to fire two simulta-
neous blasts at two different targets. This means he
can fire a force bolt from one hand at an opponent in
one direction and a second in another direction. How-
ever, the key word here is a “divided” attack. The
amount of damage inflicted by each blast cannot be
greater than half his normal maximum damage, and
two blasts at two different targets are done without ben-
efit of any P.P. or strike bonus of any kind; natural, un-
modified die roll (1D20) only. Shooting at one target,
the character's usual strike bonuses apply, provided he
takes aim and is not shooting wild (no bonuses for
shooting wild).

Duration: Instant.

Attacks Per Melee: Each Force bolt counts as one melee
attack or action. Dual, simultaneous divided attacks
also count as one melee attack/action.
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Energy Expulsion: Force Blast

The character is able to generate an invisible blast of
force that spreads out from his location, hitting and knock-
ing over everything in its wake. This power is great for
shaking off numerous attackers in hand to hand combat
with the character. but may harm bystanders.

Range: 12 foot (3.6) wide wave of force that travels 20
feet (6.1 m) +5 feet (1.5 m) per level of experience. Por-
tions of the force may get blocked by walls, and other
anchored or very heavy structures (1000 pounds/450
kg or more), with the rest of the force continuing to
push through openings (not unlike rushing water flow-
ing through where it can).

Damage: 2D6 points plus there is a 01-70% likelihood of
each victim struck being knocked to the ground, losing
initiative and two melee attacks/actions. Everybody
within the line of the blast takes damage from the Force
Blast.

Duration: Instant.

Attacks per Melee: Each wave counts as two melee at-
tacks.

Energy Expulsion: Icy Mist

The character is able to generate a mist of numbing
cold around his/her body or to cover a particular area
(doorway, desk, etc.). If the mist is made around the super
being, it moves with the character and causes damage to
anyone entering the cold radius. A cloud of mist hangs
over one location, affecting only those who enter it.

Range: Self and a 10 foot (3 m) radius, or a 12 foot (3.6
m) radius cloud of cold.

Damage: Victims caught in the cold mist suffer a maxi-
mum of 3D6 cold damage for every five seconds in the






Range: Self, hand-held.

Duration: 10 minutes per level of experience, or until can-
celed, whichever comes first.

Damage: The shield blocks attacks, it is not a weapon.

S.D.C.: Not applicable, is indestructible.

Bonus: +3 to parry, plus the character's other parry bo-
nuses from skills and such.

Energy Whip

Original concept by Richard Winters
The character can form a whip out of pure energy. It

can be an extension of the hand, form as a tail, come out

of the shoulder, or whatever. It always works the same no
matter where the Energy Whip appears on the bedy.

Range: 8 feet (2.4 m) plus an additional foot (0.3 m) per
level of experience.

Duration: Can remain in effect for as long as desired and
the character remains conscious and clear headed,
vanishes if the mind is dazed and confused or if
knocked out.

Damage: 3D6 points of damage +2 additional points per
level of experience as well as P.S. attribute damage bo-
nus (if any).

Bonuses: Can create an extra whip at levels 3, 9 and 15.
The extra whips can be used as paired weapons or to
create an Energy Whip weapon with muitiple lashing
tails doing correspondingly increased damage. Also +1
to entangle, +2 to disarm and +2 to pull punch/whip
damage.

Enlarge Body Parts

The superhuman is able to enlarge various parts of his
body to give him temporary abilities beyond the norm. He
can enlarge his hands, arms, feet, legs, head, neck, ears,
eyes, nose or his torso, but he can only enlarge one set of
body parts at a time. The body parts enlarged grow to
comical proportions, which may cause some laughter.

Range: Self.

Damage or Abilities: Varies as follows:
Hands: Add 2D6 to punching damage.
Arms: Add 10 to P.S. but only for equating lifting and
carrying power.
Feet: Add 2D6 to kicking damage and +10% to bal-
ance.
Legs: Add 30 feet (9.1 m) to total jumping distance.
Torso: Gives a temporary 40 S.D.C., A.R. of 12. and
can hold his breath for 6 minutes.
Head: Adds 2D4 to head-butting damage.
Neck: Can stretch up to 10 feet (3 m) long.

Ears: Hearing that is temporarily about twice as good
as a normal human'’s and can filter out any background
noises to focus on one particular sound or a handful of
sounds, i.e. like a conversation.
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Eyes: Vision that is temporarily perfect, better than
20/20, and can see fine print and detail as if they were
looking through a magnifying glass at 5x magnification.
Nose: A temporarily enhanced sense of smell that al-
lows the character to detect very faint scent traces and
follow the scent equal to track by smell at a base skill of
50% +3% per level of experience.

Duration: Enlargements can be maintained indefinitely,
both created and canceled at will.

Penalties: A certain amount of concentration is required
for the hero to keep an enlargement, making the char-
acter lose one of his attacks per melee round as long
as an appendage is enlarged. Due to the comical and
weird, distorting nature of the ability, when the charac-
ter enlarges any body part his P.B. and M.A. effectively
drop by 50%
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Enhanced Leaping

By Nick Luna
The character's leg strength is so great that the super
being can literally leap lampposts, trees, houses and
some buildings in a single bound.
Range: Self. Characters with this ability can leap their
P.S. attribute number x10 feet (3 m) across for normal
strength characters. P.S. x15 feet (4.6 m) across if he
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others can try to dodge or attack the fabric, cutting,
chopping it into sufficiently small pieces or destroying
the material altogether (the cloth/fabric has its usual
S.D.C).

5. Whip Attack. Clothing and fabric can also be used to
strike out at an opponent, doing 1D4 damage in a
punching or whipping action. +1 to strike, the animator's
other bonuses do not apply.

Feral

The character is truly a wild child. This power taps into
the wild, subconscious, animalistic portion of the human
brain and has an array of small, but significant bonuses
and abilities that empower him.

Bonuses:
1. Vision is twice as good as a normal human.

2. Has small, pointed teeth, bite attacks inflict 1D6
damage.

3. Add five feet (1.5 m) to horizontal leaping distance
and three feet (0.9 m) to vertical leaps.

4. +4D4 points to Spd. attribute.
5. +1 attack per melee round and +1 on initiative.
6. +1D4x10 to S.D.C.

7. +10% skill bonus to any Wilderness, Climbing,
Swimming and Tracking skills.
Penalty: Besides the obvious, the character can't stand
being cooped up indoors, in vehicles or in confined ar-
. eas. Hates cities and civilization, but loves the wilder-
ness, hunting and stalking. Undisciplined and hates
book knowledge and school learning, probably dropped
out of high school (or -10% on all skills other than Do-
mestic, Physical, Rogue, and Wilderness). Also tends
to be savage and ruthless (probably an Anarchist or
Unprincipled alignment at best).

Flight: Energy

The formidable ability to fly using nothing but expelied
energy as a means of propulsion. In this case, the charac-
ter's legs transform into energy and produce a long energy
tail behind him. This energy tail may be made of fire, cold,
energy, plasma, radiation, microwaves, ions or micro-
scopic particles, but regardless of the type of energy, an
8-12 foot (2.4 to 3.6 m) energy tail follows behind the char-
acter and leaves a traceable trail for those who can see,
sense or register it on a tracking device. Few adversaries
realize this, however, and many super beings just launch-
ing a career as a hero or villain don't know this about
themselves either.

Bonuses in Flight: The hero can hover several inches
above the ground during combat in order to use his full
bonuses.

Speed: 160 mph (256 km) plus 20 mph (32 km) per
level of experience.

+1 attack per melee.
+1 to strike and parry.
+2 to dodge when hovering or flying at speeds under
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80 mph (128 km). +4 to dodge when flying at speeds
around 80 mph (128 km) or faster.

+4 to damage for every 20 mph (32 km) of flight
speed.

+20to0 S.D.C.

Flight: Hover

The limited ability to rise only a few feet (meters) off the
ground and slowly move through the air. The character is
likely to enjoy walking and swimming through the air and
hover a few inches or a foot or two (0.3 to 0.6 m) above
the ground without even thinking about it.

Bonuses In Flight:
Speed: 10 mph (16 km) plus 5 mph (8 km) per level
of experience. Maximum altitude is just 30 feet (2.1 m)

and normal altitude is just a foot (0.3 m) above the
ground.

+10 bonus to Prow! skill (if known) and doesn't leave
foot pnints.

+2 to dodge when hovering or moving through the
air.

+2 to damage for every 20 mph (32 km) of flight
speed.

+15t0 S.D.C.

Flight: Insect

By Kevin Siembieda

The character shrinks to 6-12 inches (15-30 cm) in size
and sprouts a pair of insect wings (any type from that of a
dragonfly, wasp or butterfly). This transformation must
take place in order to fly.

Bonuses in Flight:

Speed: 15 mph (19.2 km) per level of experience.
Maximum altitude is just 10,000 feet (3048 m).

Flying Prow! at 40% +4% per level of experience.

Tailing (same as the Tailing part of the Surveillance
skill) at 50% +5% per level of experience.

+1 on initiative.






Bonuses: +1D6+2 to Spd. attribute (due to long strides),
+2 to pull punch.

Penalties: Besides sticking out in a crowd, and needing
expensive customized cloth, etc., reduce the charac-
ter's dodge bonus by half.

Glow Bug

The superhuman can make his body glow, generating a
bright, chemically induced light that makes it difficult to
look directly at him. Thus attackers are -3 to strike in hand
to hand combat and -5 to strike using long-range weapons
with a targeting or telescopic scope; Called Shots are also
impossible because one can't get a bead on a specific
part of the body. Foes are also -2 to parry the glowing
character's attacks. The Glow Bug can lower the level of
brightness to the equivalent of a bright, flourescent room
light to provide light (but no heat) for others. Otherwise the
power is either on or off. Range: Self. Damage: None,
other than combat penalties. Duration: The light can be
maintained indefinitely.

Gravitational Plane

The bizarre ability to create an unnatural gravity plane
along any flat surface. This gravitational plane will have
the same G-force as the world it is created on (on Earth
this is one G), or if created in space the gravity plane will
have a force of one gravity (G).
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Creating a gravity plane up a wall, for example, would
let the super beings run up the wall in the same manner
as along the ground. If the gravitational plane were cre-
ated on a ceiling, he could walk and run across it. The
uses become pretty obvious. Note that there is no interac-
tion between the gravitational plane and the real gravity,
so, if you jump out of the effective height of the gravity
plane, real gravity immediately takes hold and one re-
sponds accordingly.

Range: Can be cast up to 200 feet (61 m) away, line of
sight.

Area of Effect: Equal to an area 10 x 10 feet (3 m) per
level of experience, but may be made in any shape.

Height Limit: The gravity only reaches out 10 feet (3 m)
per level of experience.

Damage: None, except for a possible fall if the plane is
canceled or one steps out of it by accident.

Duration: 10 minutes per level of experience, but can be
canceled at will by its creator.

Attacks per Melee: Costs the creator one melee ac-
tion/attack to make it and one melee attack per round to
maintain it.

Gun Limb

The character has the ability to alter one of his limbs
(hand and forearm) into a projectile firing weapon, like a
pistol or assault rifle. In some ways, this ability is similar to
the Major super ability Alter Limbs, but on a smaller scale.
In other ways it is effectively a Matter Expulsion ability be-
cause it fires bullet-like projectiles.

Range: 1000 feet (305 m) +20 feet (6.1 m) per level of ex-
perience for rifle caliber rounds. 80 feet (27.4 m) +10
(3 m) for pistol/submachine-gun rounds.

Damage: Pistol/Submachine-Gun: 3D6 per single shot or
6D6 per three round burst.

Rifle Caliber Rounds: SD6 per single shot or 1D6x10
per three round burst.

Duration: Can keep the gun limb available for as long as
is desired; limb actually transforms to resemble some
type of gun. Making the gun limb uses up one melee at-
tack that first round.

Payload: The character can create two bullets per experi-
ence level per melee round and additional rounds by
expending one Hit Point per the creation of 12 addi-
tional pistol bullets or 8 higher caliber rifle bullets.

Attacks per Melee: Each shot or burst counts as one me-
lee attack.

Bonuses: As per Weapon Proficiency and whether he is
shooting a single aimed round, burst or wild.

Hardened Skin

Original concept by Leland Smith

This ability gives the character a nearly impenetrable
Ammor Rating (A.R.). For the most part the skin looks
healthy and feels normal, though a bit thicker and harder/
denser than normal.












Bonuses: +3D6x10 S.D.C., +6D6 Hit Points, +10% to
save vs coma/death.

Indestructible Bones

Original concept by Leland Smith
This power makes it impossible to break or shatter the
character's bones, including the skull and fingers.

Bonuses: The punches and kicks by the character inflict
an extra 1D6 damage, fall damage is half, +1 to pull
punch and +4D6 to S.D.C.

Instant Wardrobe

By generating a strange sort of inter-dimensional field
just around the outside of his own body, the character is
able to make his clothing and a small number of personal
effects dimensional teleport from his body to a sort of di-
mensional limbo. The character can store one set of cloth-
ing and a modest number of carried effects in the limbo
per level of experience, and exchange what he is wearing
in and out of limbo as needed. Thus allowing the cos-
tumed hero (or villain) to instantly (in one melee action)
change his clothing and equipment as needed. For exam-
ple: The character Battleforce at level four can store four
sets of gear and costumes and uses his instant wardrobe
as follows:

1: This limbo stores his normal hero costume.

2. In the next limbo he stores his underwater diving
gear.

3: The third limbo holds his heavy battle armor.

4: The last limbo holds his tuxedo for nights on the
town.

In each limbo he can exchange what he's wearing with
what's in limbo and vice versa, as needed.

Note: When the character uses his Instant Wardrobe
power, the clothing and any items the character is cur-
rently wearing switch with those in the limbo he acti-
vates.

Range: Self/his clothing.

Duration: Instant/the items in the limbo do not age.

Limitations: The hero can only switch with the clothing in
one of his limbos, if the clothing and equipment he is
wearing is less than 20 pounds (9 kg), plus § pounds
(2.25 kg) per level of experience.

Instant Weapon

Similar to the Instant Wardrobe, only the character can
stash two small weapons (knives, short sword, mace,
hand axe, pistols, and similar) or one large weapon (large
sword, pole arm, battle axe, rifle, bazooka, etc.) along with
a few extra ammo clips, a box or two of extra rounds, hol-
sters or carrying case, and similar, directly related items.
The character can store one set of weapons and accom-
panying gear in the limbo per every other level of experi-
ence, and call them forth, right into his hand, ready for
action (if pre-loaded and primed for action when stowed).
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Because weapons are heavier than clothing, fewer limbos
can be made. One at levels 1, 3, 5, 7, 9, 11, 13, and 15.
Note: Tools and other types of gear may also be stored in
a weapon limbo.

Range: Self. basic weapons.
Duration: Instant/the items in the limbo do not age.

Limitations: Like the clothing limbo. the character must
switch one weapon or item of similar weight for the
weapon in limbo, it's just how the limbo power works,
This is great for instant switches of, say, one pair of re-
volvers for another (already loaded and ready to go),
but if unarmed at the time of need, the character will
have to find an item of similar weight and size (a brick,
a table lamp, etc.) to exchange for the desired weapon.
Likewise,an empty ammo clip or drum is switched for a
loaded one. Weight limit is 50 pounds (22.5 kg), plus 10
pounds (4.5 kg) per level of experience.

Iron Will

The character possess an indomitable spirit. He is able
to resist psionic attacks and mental assaults that would
humble other men. Even some psychics do not possess
his natural level of mental resistance.

Bonuses: Needs a 12 or higher to save vs psionic attack
as if he were a Major Psychic himself, is +7 to save vs
possession, +6 to save vs mind control, +5 to save vs
illusions and Horror Factor, +3 to save vs magic and
disease, +3 to save vs insanity, +20% to save vs coma
and death, and skill penalties for being confused, dazed
or drugged are half for this focused and driven charac-
ter.

Life Sense

By Carmen Bellaire & Kevin Siembieda

The Life Sense ability alerts the character to the pres-
ence of powerful life forms who are more than human,
such as supernatural creatures, other super beings (in-
cluding mutants and aliens), Major and Master Psychics,
and those imbued with magic. It cannot identify or pinpoint
the location of the superhuman life forms but will let the
character know they are within his sensing range.

Life Sense also warns the character when he is se-
verely injured and his own life is in danger of slipping
away. This occurs when the character is down to 20% of
his Hit Points or less, as well as when he has just eaten or
been injected with lethal poison/venom. Furthermore, the
character can sense when others within range are hurt
and dying. In the latter case, the superhuman can actually
track the sensation to the injured, dying individual (if a
good guy, it is to help find and rescue the person, if 2 bad
guy, it may be to gloat or finish the poor soul off).

Range: 200 foot (61 m) radius per level of experience.

Duration: Constant and automatic to sense the presence
of superhumans. To track and locate the dying, the
character must concentrate and use up two melee ac-
tions/attacks per round and every 200 feet (61 m) to
find the person(s). Tracking ability is 50% +5% per level






normal, also +60 to S.D.C. and +1 attack per melee
round! The character is bold, daring and strong, +1 on
initiative.

A three quarter moon means the character's P.S. and
Spd are 50% greater than normal and +30 to S.D.C.; all
other attributes are normal. The character is confident
and strong.

A half moon means the character's P.S. and Spd. are
25% greater than normal, but all other attributes are
normal. and +15 to S.D.C. The character is competent
but less sure of himself.

A third to quarter moon means the character’s attributes
are all normal. No bonuses and confidence is shaky.

A sliver moon means P.S., Spd. and S.D.C. are all re-
duced by 25%, -1 attack per melee round and the char-
acter is -2 on initiative. and -1 on all combat moves and
saving throws.

No moon visible in the sky means reduce all physical at-
tributes and S.D.C. by 50%, reduce attacks per melee
round by two, the character has no initiative, and all
combat moves and saving throws are reduced by half.

Bonus: Knows and senses the exact phases of the moon,
as well as the rising and setting of the moon. Recog-
nizes vampires and other creature of the night for what
they are. Likewise, cannot be turned into the undead or
a were-beast. +5% to Astronomy skill, if it is known.

Mechanical Awareness

Inspired by Kevin Siembieda

The character is aware of. and able to react to. all me-
chanical devices and weapons used against him, including
guns, energy weapons, power armor, robots, cybernetics,
bionic weapons and computers, sensors, vehicles and
other devices. Basically any machine with moving parts or
that uses electricity or has a computer chip.

This awareness lets the character know the very instant
a targeting computer or radar locks onto him, the moment
he falls into the cross-hairs of a gun, when a trigger is
about to be squeezed, when an energy cell charges to
fire, or a cybernetic muscle tenses or a turret begins to
turn. More than that though, the character can actually feel
the weapons and war machines as they come online or
are drawn to use against him. It is as if he can see them
as clearly as a weapon being pointed in his face.
Range: Self and any technology used against him within a

50 foot (15.2 m) radius per level of experience.

Duration: Constant and automatic.
Abilities Against Weapons and Technology:

1. Negates any bonuses provided by the technology,
i.e., weapon, computer targeting, etc., straight unmodi-
fied roll when fired by a machine or computer en-
hanced.

2. The character knows what his opponent is doing
the same instant that his opponent does it, enabling
him to react a split second faster: +3 on initiative
against attacks from modern guns and machines (bion-
ics, robots, etc.) and +4 on initiative against artificial in-
telligence, computers and automated defense systems.
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3. The character's gun-toting or high-tech laden op-
ponent is at -3 to dodge the character's attacks and
loses two melee attacks/actions due to time spent com-
pensating for the superhuman'’s amazing instincts, agil-
ity, and moves from Mechanical Awareness.

4. Sense the presence of surveillance bugs, listening
devices, concealed cameras, and spy robots.

5. The Mechanically Aware character has an aufo-
matic dodge with a +4 bonus, but only when up against
technology and machine opponents (and can twist
turn, duck, somersault, and otherwise dodge attacks
from “guns” and advanced weapon systems without us-
ing up a melee attack/action (otherwise dodges as nor-
mal). The hero is so fast, mobile and “aware” of
mechanized systems that he or she can attempt a
dodge against most weapons fire!

Mask — No Face, No Identity

The character can transform to having a seemingly
blank, featureless face or a stylized mask-like covering
(may be costume-like, demonic or surreal) as if wearing
some kind of facial covering, only it is impossible to re-
move, as if glued to the face. Even the eyes seem pale
and almost blank. Furthermore, the character has no fin-
ger- or footprints, nor any distinguishing birthmarks, and if
the character has tattoos and scars, they too disappear
when this power of disquise is used.

Range: Self only.

Duration: Willed into effect and willed away, so even if the
character is rendered unconscious his features and
prints remain gone.

Motion Detection

With sensitive hairs and eardrums, among other subtle
modifications, the character is able to pick up the slight,
but telltale signs of motions and changes in air pressure
around him and moving toward him. This ability is so sen-
sitive that the character can physically feel changes in air
currents caused by the movements of others. This means
he cannot be snuck upon or caught by surprise from a
nearby opponent (long-range blasts and bullets are effec-
tive because of their great speed and small size).

Range: The motion detection sense only works in a 60
foot (18 m) diameter around the character.

Bonuses: +1 on initiative, +1 to parry and dodge.

Motion Detection Abilities & Senses:

Track Movement: Can track the movement and location
of those moving around him without actually looking
and even if they are invisible or prowling. Tracking by
motion detection alone: 42% +4% per level of experi-
ence (+20% if the target is larger than a human, a robot
or vehicle).

Estimate Distance: 50% +4% per experience level.

Estimate Direction & Speed: 40% +4% per experience

level.

Estimate Location: 40% +4% per experience level even

if the super being is blind or can't see his (invisible or




concealed) opponent. Penalties for being blind or fight-
ing an invisible foe are only -3 to strike, parry and
dodge.

Multi-Tasking

The character can use his right and left hands with
equal skill and dexterity, but this is much more than simple
ambidexterity. This character is able to completely split his
mind, using the right and left halves of the brain to con-
centrate on two separate topics simultaneously. This
means that the character can read a book while doing his
taxes, he can polish the car while doing a crossword puz-
zle or he can engage in a gunfight while searching through
a criminal’s secret files.

The way this power works is that the character can, if
the situation is right, engage in a full set of melee attacks
while simultaneously performing a non-combat skill or me-
lee action (things like searching files or reading the infor-
mation off a computer, grabbing an object while shooting,
etc.). To be able to do this, one set of actions cannot inter-
fere with the other, so no hand to hand combat while read-
ing, but a gunfight while reading would be okay. Plus both
sets of actions must occur within the same field of vision,
so no doing stuff behind your head, or speaking to some-
one while spell casting or using a vocal/mouth super abil-
ity. Otherwise, two contradictory related actions cancel
each other out and the skill or action fails while the shoot-
ing becomes wild or fisticuffs are done without penefit of
the character’s usual bonuses.

Bonuses: Automatically gets the Paired Weapons skill, is
ambidextrous, +1 extra attack per melee round. and the
usual bonuses apply to combat even when he's doing
two separate tasks.

Personal Force Field

The character is able to generate a limited force field
similar to the Create Force Field power, only this force
field follows the contours of its creator's body as a sort of
invisible armor.

Range: Self. Damage: None. Duration: Permanent, until
destroyed or dispelled.

S.D.C. of the Personal Force Field: Two S.D.C. for each
of the character's P.E. attribute points, plus 10 S.D.C.
per level experience. Plus the field automatically regen-
erates lost S.D.C. at a rate of one per minute. Note:
Creating the Personal Force Field counts as one melee
attack/action and maintaining it uses up one of the
character's melee attacks every round. If the character
loses consciousness or is possessed, the force field
goes down. There are invisible seams or tiny openings
to let air in, otherwise the character would suffocate, so
gases, disease, and radiation are a danger, as are heat
and cold, even though fire, energy blasts and ice are
stopped by the field.
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Physical Perfection

The character appears to be a perfect physical speci-
men of the human species, very healthy, beautiful and bal-
anced — a god or goddess. However, appearances can be
deceiving. Though more powerful than the average Joe,
this character looks better, stronger, faster than he or she
really is. Muscles are chiseled and well defined, there isn't
more than 3% body fat, and the individual is healthy,
beautiful, strong looking, and appears to be 1D4 levels
higher and more powerful than is true. While this may help
the super being to bluff and intimidate some opponents
and thrill their adoring crowd, the apparent (and false)
level of power (and beauty) is likely to make them stand
out and attract attacks, vengeance and the wrath of those
who are either jealous or figure they'd better take out this
‘powerhouse” first.

Bonuses: +1D4 to M.A. attribute, +1D4+2 to Spd. attrib-
ute, +1D4+5 to P.B. attribute (19 minium). +1 to P.E,
+1to P.P., +1D4 to P.S., +5D6 to S.D.C., +2D6 to Hit
Points, and +5% to save vs coma/death.

Power Weapon

Original concept by Jason Lukowski

This power allows the character to extend a nimbus of
energy to surround a melee weapon in his hand such as a
knife, sword, mace, staff, etc., and imbue it with greater
power and damage capability. At third level of experience,
the character can use this ability to empower two different
weapons at once, one in each hand.

Damage: Normal weapon damage +P.S. damage bonus
(if any), plus an additional 1D6 points of damage at lev-
els 1, 3,5 7,10, 12 and 15. Once per melee round, the
weapon can be made to fire an energy bolt that does
the empowered weapon's full damage. Range: 100 feet
(30.5 m) per level of the super being. HOWEVER, the
weapon loses its charge for the entire next melee and
strikes as a normal weapon till the following melee
round when it can recharge itself.

Duration: The empowerment lasts 4 minutes per leve! of
experience. The character must wait 4 minutes be-
tween uses.

Power Bands

The character can generate a set of force-like energy
bands that he casts over a target within range. The bands
wrap around the body of the opponent, pinning his arms to
his sides and his legs together, holding him immobile.
Only super beings with Supematural P.S. can flex or
break the power bands. Allies not trapped by the power
bands can blast, cut or pry the victim free of their grip, but
this requires a combined P.S. of 60 or a Supernatural P.S.
of 30 or more.

Range: Up to 300 feet (91.4 m) away.
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Power Band Stats: Extraordinary P.S. of 55, S.D.C.; 25
points per level of experience.

Duration: Permaneni, unfil destroyed forced open or dis-
pelled.

Damage: None, used to hold and incarcerate.

Attacks per Melee: Creating the power bands counts as
one and casting them (roll to strike as usual with all its
creator's strike bonuses applied) counts as another.,
Once created however, each grabbing/pinning attack

counts as one melee attack, so if the first attempt
misses it can be tried again and again.

Limitation: Unable to hold a prisoner with a Supernatural
P.S. of 30 or higher.

Quills & Spines

Similar to a porcupine, the character can extend dura-
ble, sharp spines all along his body. The quills are usually
limited to the arms and/or head and back, and lay fiat uniil
needed for defense or combat. The quills may look like
long, thick rows or spikes of hair, especially on the head

.And hack

Number of Quills: 80 +10 per level of experience. Each
is 8-12 inches long.

As a defensive system, the quills do 3D6 damage to
anyone grappling with the character or trying to apply a
wrestling style pin maneuver, crush/squeeze attack or
leap/pounce attack and they do 106 damage to anyone
who successfully punches or kicks him.

Natural A.R.: 8

S.D.C.: 80 +10 per level of experience.

As a weapon, the quills have a few applications.

1. Daggers. The character can pluck one or two (nc
damage or pain) and use them like a long ice pick or
knife to stab and slash an opponent (1D6 damage)
and/or to parry an attack from a melee weapon.

2. Claws: Can cause as many as three to fold down
and forward at the wrist to use them like a slashing
claw, doing 3D6 damage per successful strike.

3. Launch Quills: Range: 30 feet (9.1 m) +10 feet (3
m) per level of experience. Damage: 1D6 per single
quill or a burst of four doing 3D6 damage or eight doing
6D6 damage to the same target. A single quill shot can
be accurately aimed (+3 to strike) just like a gun and
counts as one melee attack. A burst is less accurate
(+1 to strike) but does more damage if it hits. Only
these bonuses apply to the launch attack, not any oth-
ers from skills and such. Payload: Can fire as many as
half his total number of quills. Removed or launched
quills regrow at a rate of 1D6+10Q per day.

Resin

Inspired by Kevin Siembieda

In combat, the character can exude a 3 foot (0.9 m)
glob of soft, sticky resin that dries in a matter of one melee
round (15 seconds) to be as hard as stone. In combat, the
sticky glob can be used to slow, trip or incapacitate an op-
ponent. Or it may be used it to glue an opponent (espe-
cially if the opponent is momentarily incapacitated) to a
stationary vaick, a tee, wal or foar, providad the vidtin
can be made to stay still long enough. Who needs hand-
cuffs when one can exude a fast drying resin?

Each glob represents about 3 feet (0.9 m) of resin
which is enough to cover roughly half a human-sized tar-
get. A person must be covered halfway to suffer the penal-
ties listed below. To be restrained completely, the

























































































































































































