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INTRODUCTION 
Have you evei: w ante d to be Spide1·-Man? To put on a costume, 

leave your everyday hassles behind, go out ,veb-slinging 

around the city and do something really important for a 

change? To be a hero instead o f a regular person? To reaJly 
make a d ifference in the world? 

Of cou rse you have. V\le all have. That's why i'vlarvel 

Comics a re so popular. That's probably why you pjcked up this 
book_ Because, deep down inside, we've aJJ thou ght about 

what it would be like to be a Super Hero. To pound 01.1r magic 

walking stick into the ground and turn into a mighty Avenger 

like Thor. To pop razor-sharp claws out of our hands and do 

battle against impossible odds the way Wolverine does. We 

relate to the Hulk, a normal guy who loses control when he 

gets too angry and turns into a n tonster. And we share 

Daredevil's frustration with the legal system, and applaud 

when he goes out and figh ts for real justice in a way we wish 

we could. 

Now we can actually b e those Super Heroes, just for a ljttle 

w hile, ,,vhen we play the Marvel Universe Ro1eplaying Game. 

We can be any Super Hero we want to be, and we ca11 even 
make up our own. 

Vl/e created this game because we wanted to play a role

playing game that let us really feel like Super H eroes. No 

rolling dice. No complicated equations. Just saying what we 

want to do, then going out and doing it. Just Like our he.roes do 
in the comics. 

And you know what? It works. When we play Marvel, just 

for a little while, we get to forget school and jobs and 

responsibilities and go out and save the world. 

This book ""ill explain everything you need to know to play 
or GamesMaster this game-how to ro.lepla)r, how to fight and 

how to becom.e a better Super Hero! You can p lay thjs garne as 

any character in the Marvel Universe, or you can create your 

own new Super Heroes to roleplay. T his guide also includes the 

inb:oductory Adventu1·e, We Live Here, Too! The adventure can 

be played .solo or with a group of playe1·s, using any 

combination of characters in the guide. Fuhlre adventures can 
be created by you or your friendly neighborhood GamesMaster 
(or GM for short). 

This book is designed to be read by both players and 

GamesMasters, whether yo1.1 have played a roleplaying game 

before or not. If you're planning on being a GM, you should 

read the Can,esMaster section, b ut if not you can skip it 

(although the infonnation it contains can help you b ecome a 

better pl.ayer). Players should definitely not read the 

Adventure, We Live Here, Too!, w-hich is in the GM section, as 

that will lessen your enjoyment of playing it. 

Finally, if you're new to roleplaying, you may be thinking 

to yourself, "Wow, there are a lot of n1\es here~" You're right. 
There are. After all, we're teaching you not onJy how to play a 

gante, but also how to recreate an entire colTlic book universe. 

How to engage in a virtua lly unlimited range of Aclions. And, 
if you're a GamesMastcr, how to create your o,"'n version of 

this world, and then populate i t with characters and villains, 

sidekicks and friends, innocent bystanders and 1neddling 

annoyances, buildings and laboratories and wondroL1s 

inventions that only exist inside the 1viarvel Universe or your 

own imagination. 

However, Marvel is simpler than m.ost other roleplay:ing 

games, and at only 128 pages our guide is shorter, too. 

'Nuff said . Let's get on with i t. 



WHAT IS 
A ROLEPLAVING GAME? 

Long before t h ere were compute r games, t here were 

rolepla y ing games. In that prehistoric time before computer

generated monsters and dungeons, before you couJd teJI a 

sophisticated program v,rha t you were doing and. let it figure 

out what happened, people u sed to have Jots of fun sitting 

around. a table and. in groups and doing those things for 

themselves. And. they still do. 

In a roleplaying game, each player p retends to be a 

characte1~ describing what that character does, thinks and says. 

Each player interacts with otl, er players, and all of them 

interact with the "world" around them. This , -vor ld is run by 

the GamesMaster according to the rules of the game. 

One of the biggest differences betw een roleplaying games 
(RPGs) and all other games is that in other games, there is a 

distance between you and the game. In board games, you 

move a piece around the board. In game s like chess and 

backgammon, you move many pieces around a board. And in 

games like poker or collectible card games, y ou gather cards 

and then compare them with o ther player's cards. But in 

roleplaying games, you create your own playing piece when 
you create your own character. You are your character, and 

playing your character is what the game is all about. 

The basic idea behind all roleplaying games is that a 

character can be represented b y a series of values or 

numbers that r e flect basic 

characteristics. How smart 

are you? How strong arc 

you? How fast can you run? 

fn RPGs, questions like these 

a re answered with a number- A 

genius like A lbert Einstein or 

Leonardo da Vinci would have 

a high Intelligence number. 

A heavyweight boxer or an 

Olympic weightlifter would 

have a very high Strength 

num ber. Taking thi!> idea 
one step further, everything 

that a character does could 

also be deso-ibcd in these 

numerical terms. A superstar 

basketball player Uke Michael 

Jordan wou ld have a very high 

number ill basketball- Tiger Woods 

would bave a very high nwnber 

in golf_ A skilled brain sw-geon 

would have a high number in 
brain surgery_ This b asic premise 

is shared between nearly every 
roleplaying game ever made, as 

well as m ost computer gam es. 

PROBABILITY GAMES 
VS. RESOURCE-DECISION 

GAMES 
How do all of these nuITtbers interact with ead, 

other and the world arou nd the1n? Many 

games assign probabilities to these nwnbers, 

and then use dice to see if the Actions succeed 

or foiL You rol l the dice and if your number comes up, you win_ 

If it doesn't, you lose- This means that 6guring out the 

percentages of success and failure are w h at the game is all 

about_ Probability-based games get much of their exciten, ent 

from the lu ck of the die rol l. Since yo·u never know }, ow the 

dice will land., you can Dever be certain whether you'll 

succeed or fail. Even an expert has a smaJJ chance of failure, 

and you'd be surprised how many t imes things can go wrong 

because of a b ad die rol1-
Resource-decision games app roach the problen1 of 

interaction differently_ Instead of rolling the dice, a resource

decision game has no luck in i t at all. In th.is type of game, you 
have a number of options to d,oose from, and you decide how 

much effort to p u t into your choice. That effort is then 

compared to the effort of your opponents, or the effort required 

to &-ucceed at whatever you're attempting-

H ere's a comparison using Spider-Man. Let's say Spidey 

wanted to swing from one building to another using his webs. 

In a probab ility-based game, the player playing Spider-Man 

would roll the dice. If he rolled well, Spidey would succeed 

and swing frmn one b uilding to the next. If he rolled badly, 
Spidey would miss and fall to the grou nd_ In a resou rce

decision game, if the p layer playing Spider-1Vfan spent enough 
effort, Spider-Man would succeed . And if he didn't spend 

enough effort, Spider-Man would fail . 

Many people like resou1-ce-decision games niore than 

probability -bac;ed die-rolling games because they more closely 

mirror real life. If you try hard enough, you succeed_ And if you 

don't try hard enough, you faj)_ 

ln case y ou wondered , Ma_rvel is a resource-decision game. 

HOW MARVEL 
IS DIFFERENT FROM OTHER 

ROLEPLAYING GAMES 
There are many excellent roleplaying games on the market. 

They vary in theme, system and complexity. Most are 

probability-based games with lots o f dice to roll. But if you like 

Marvel Comics, we think you'll enjoy p laying Marvel. Vv"e've 

designed it to be as simple a system as possible so yoL1 can 
spend more time p laying your characters and less time gettin g 

bogged down in the technicaliti.es of the rules-

Compared to mos t other roleplayillg games, Marvel is very 

straigh tforward . Many o ther games requhe you to read 

h u n d reds of pa.ges of rules and consult dozens of ch.arts and 

tables. Marvel ha.s extracted what's fun about com ic books and 

create d an easy-to -learn, easy-to -play systen, that lets you do 

v,,hat you want to do without a lot of com.plication. In fact, it is 

so simple that you can even play the game one-on-one, in a 

style we call "Brawling." (See "Style of Play" below_) 

Like the comics that inspire it, the factors Marvel takes into 

account are pretty basic, too. This game is about comic book
style action , n ot p h ysics. We've s in1plified the gan,e mech an ics 

so the flavor is th e re without the headaches. After all, this is 

conucs, not Tlze Lord of the Rings. Entire stories get told in 22 

pages, not thousands_ We have tried to create a game where 

you can play a scene i.nvolving energy weapons withou t 

spending hours debating the exact details of particle physics 
and velocity .. _one where S torm can create a nuni-hurricane 

without players and GamesMaster debating the meteorologkal 

origin of each storm cloud. 
As we rnentioned earlier, thjs is a resource-decision game_ 



There is no luck in Marvel. No d ice to roll. Like in the comics, 

your character makes choices. Sometimes they work out, and 

sometimes they don't. But the resu lts always follow from your 

Actions. You'll never con"tplain about a bad dke roll that kills 

your character. If you die, it's usually your ov,m fault for doing 

something tha t got you killed. O f course, you' re a Super Hero. 

Ri.sk and danger come with the sp andex. 
In Marvel, everything you want to do is governed by the 

ARS, or Action Resolution Systeut. It's a very s t raightforward 

system wj th very few variations or special rules. Any special 

rules are w r itten dow n right next to each Action on you r 

Character Action Display (which we'll explaiJl a fev,1 pages 
from now), so you d on ' L h ave to remember lots of arcane 

concepts or keep coming back to this guide. 

You can play any character you like from the whole Marvel 
Universe. (There are 42 in this guide, and n1Jes to make any of 

the rest .) You can also create your own, all-new Super Hero 

characteI; where you (, ... rith some help from the GarnesMa5ter) 

choose the character's s uper powers, deten1une how s h:ong or 

smart he is, and decide ,vhat his Challenge will be. You write 

the story of his life and play his character however you want. 

STYLE OF PLAY 
You can pfay Marvel in a variety of styles, based on what 

you're interested in. Most roleplaying ga.m es tend to fall 

somewhere between t wo styles of play that we call "Clobberin' 
Tillle" and " Powe.r and Responsibility." And for one-on-one 

play, there's always "Brawling," a style tuuque to this game.. 

Power and Responsibility 
[n th e "Power and Responsibili ty" style of game, (named. after 

everybody's favorite a ngs t-ridden teenager, Peter Parker, a.k.a. 

Spider-Man), players spend a great de.al of time on things like 

cha racter development, m o rali ty, thoughts and goals. They 
care whal th.eir characters do for:,, l1vin3. ThPy c;,irp ;,,hour thP 

other people in their lives, like gii::lfriend s or boyfriends, aunts, 

sidekicks and non-Supe r H ero friends. In "Power and 

Responsibility" style games, the p layers may go entire sessions 

w ithout ever engaging in Comba t. Not that there isn't plenty of 

actio n and adventw·e. It's just that there's more to Lhis style of 

play than busting things up. 

Clobberin' Time 
We cal l the other style of play "Clobberin' T ime" in honor of 

that "smash-first-and-ask-q u estions -late,-" guy, Ben Grimm, 

a.k.a. the Thing. In ' 'Clobberin' Time" games, players don't 

spend n,uch ti.me on their charactet·s' lifostyles. They 

concentrate on action, and plenty o f i t. 

Togethe r, the players and the Gam.esNlaster d ecide what 

style of game they want to play. There is 

nothing m ore frustrating than a GamesM aster who runs a 

"Power and Responsibili ty" style game for a bunch of 

"Clobberin' Time." play ers. At the same tin"te, if players want 

"Power and Respons ibility," then the GM has to give t hem 

more than jus t an endless series o f b attles. 

We believe m ost players want to p lay a gan"te that combines 

a little of both styles. The beauty of Marvel is that the system 

can handle both types of play, either separately or together . 

Brawling 
Then, of course, there's " Brawling." It allows players to answer 

age-old ques tions: VVho would w in in a fight, th.e Thing or the 

Hulk? Spider-M an. or Wolverine? Or any of the other htu1.dreds 

upon htu1.dreds of similat; burning questions that have vexed 

1vlarvel fans throu ghout the years . vVhile most other RPGs 

require a Games1vlast e r to run the game, th e unique nature of 

Marvel n"leans that two players can sit down witl, their 

characters and figh t against each other without needing a 

GamesMa ster. There are no special rules for brawling. It's just 

that when it comes to one -on-one figh ting in this game, two 

players can just go sto ne to stone w ithout the need for a GM. 

Open up the book to th e list of Situational Modifiers on P. 104, 

include any that ai:e i:ele vant, and let yom· Gan"tes}.-laster have 

the night off. (One of our play testers even suggested 

gladiatorial " Build Your Own Braw ler" Contests.) 

EXAMPLE OF PLAY 
Before we start teaching you how to play 1viarvel, let's peek in 

on a game that's already in session . You might not understa11.d 

eve,·ything you' re about to see, but tha.t's to be expected . You' ll 

get a taste of h ow the game wor ks, and you' I I als o gain a little 

con text for what you're about to learn. 
Stephen is G a mesMastering for Rich (Beast), Susan (Storm) 

and David (Wolverine). They had been hun:ying to the aid of 

their fellow X-fvfen in M agneto'~ secret installation w hen the 

floor below them slid away. 

GM: Okay, so here's where you stand. Storm, Wolverine and 

Beast, after the floor slid away, you fell about twenty feet and 

landed on the j7oor. Now that's 2 stones of fnlli11g damage 

ench, but Beast, your Acroba/:ics nullifiJ that. And 

Wolve6ne, your Agility saves y ou 1 stone, so yo11 only take 

1 stone, which you'll /teal back i11 2 Pnuds. Storm, you take 

2 red stones, tl-wugh, so you lose a 7.vhile sto11e of henlth. 

Okay, so, you all seem to be in a room can;ed out of solid 
granite. The ceilnig, which is fire botlom of the sliding floor, 

has slid back into p/Jia!. lt appears to be 1nade of a shiny 
metal. At the bottom of t'1e walfs there are tweJLty tiny pent$, 

and a green gas is slowly beginning to stream out of them. 

Tl\/luzf do you do? 

Beast: I put 3 sf.ones into General Knowledge combined ·with 3 

stones in lvJ.edical Healing . What's the gas? 

CM: You 're pretttJ sure it's a potent neuro toxin. If yo11 breaf/ie 

enough of it, you'll start to Jwilch, then 

become pnmlyzi'd, tlreu d ie an 



amazingly painful death. Luckily for you, it's a very dense 

gas, so it will take about 7 panels to rise to breathing level. 

Storm: \!Ve must reach the ceiling. I shall CTeate a wind and fly to it. 
Beast: Uh, better not, Storm. The wind will stir up the gllS, and 

we'll end up dying quicker. 

Storm: Then I sftall blast a hole with my lightning bolt. 

Beast: Um, again, perh,1ps not. If there were to be a ricochet, it 

could be worse for all of us. Plus, GM, is the gas flammable? 
G.M: Highly. 

Wolv.: See that access panel up there? f'll het if r rould get there, I 

could slice it open and expose what's inside. There'd be no 

chance of a ricochet. Beast, you feel up to a fastball special? 

Storm: And then T shall blast the hole with a lighting bolt. It should 

either cause the floor to retract or open a hole through which 

we mm; escape. Bu.t if l can't fly, how do we get ou.t? 

Beast: Well, I can jump tfzat high. And I can throw Wolverine up 

thBre again. Storm, if I threw you. high enough, could you 

make a wind up there and then fly the rest of the way? 
Wolv.: No need, I ca11 catch her. 

Storm: While I do not relish being tossed about like a piece of 

baggage, I like fhe plan. 
GM: Okay, so you all ready? 

Beast: J p11t 5 stones of Strength into throwing Wolverine up to the 

ceiling. He only we-ighs 195, and tlze ceiling is, what, you 

said 20 feet? 5 stones should be plenty. Will Wolverine fall 

this Page or next Page, because I want to catch him and keep 

him from sucking in any gas when he lands? 

GM: Thal' would be ne.xt Page. 

Wolv.: And I'll put in 7 stones of Close Combat plus 4 from Agility 

and 1 from my adamanHum clmvs. And don't forget they're 

armor pe11etrati11', bub! J'm gonna slick both hands slraight 

into the ceiling and carve 'em around in a circle before !fall. 

GJ\II: 1 won't, Wolverine. So what about you, Stonn? That gas is 

still ri:,'ing, and don't forget the rest of tile team was iu 

danger before you Jell into the hole. 

Storm: I shall wait until just after Wolverine has fallen clear of the 

ceiling, and then I will hi/ the opening with a 

Glvf: 

Beast: 

Glv!: 

7-stone lightning bolt- with double damage, of course. 

Of course. Okay, so here's what happens. Beast, you pick 

Wolverine up and throw him up towards the ceiling. You 

were right, 5 stones was plenty to get the Carmcklehead up 
tlzere. vVolverine, that ceili11g comes up pretty fast, and 

there's nO'Where to hold on to, so you're gonna get one chance 

at it. But with 12 stones of Armor Pe11ctratio11, your claws 

slice a dee,.1 circle into the ceiling panel. It separates from the 

roof and barely misses you as both fall. And finally, Stonn, 

your 7-stone light11i11g bolt flashes past Wolverine, you can 

hear tlze sizzle of some of his hair, and it blasts into the floor 

w ifh n big explosion. It's hard to see, there's smoke up there, 

but if looks like you blasted a hole throug/1 to the room above. 
Remember, I'm gonna catch \,Volverine, n·ght? 

Like 1 said, next Page, which starts righf about now. First of 

all, do your regeneration. Okay, so let's sto,-t with Beast. 

Beast: 1'11111utting the same 5 stones into catching Wolverine. Nah, 
better make it 6 stones, just in case. 

Wolv.: I'm falling. 

Storm: T'm matrhing him /nil nnd saving my slones to regenerate a,:; 
quickly as possible. 

GM: Okay, Beast, you catch Wolverine. You probably could have 

saved a stone, but hey, what's a stone between frimds? 

Okay, Page is aver. Do your regeneration. 

Beast: We gol 5 Panels left before we start sucking gas. At 6 s tones 

per Panel, I can toss Wolverine ,md Storm on consecutive 

Pages and still have plenly of time to jump out, right, GM? 
GM: It looks I-hat way. 

Beast: So, can we just do it, then, without playing it ouf? 

GM: The rest of you okay with that? Good. Then let's get you 

outta here, shall we? Your teammates are in big trouble. I 
mean, your teammates might be in big trouble. Yeah, that's 
it. Might be in big trouble ... 

IMPORTANT TERMS 
YOU'LL FIND IN THIS GAME 

Ga m esM ast e r 
The GamesMaster is the referee w ho represents the universe 

·with which the p layers inte ract. The Gan1esMaster 

(ab b1·eviated a s GM) applies the rules, determines the 

outcomes of the Actions of both the players and the non- player 

characters, and inte1p rets those outcomes to the players. 

fo other words, the GM tells the story of what happens. 

Often, the GamesMaster creates her own universe, using 

m aterials and rules supplied in this guide and supplements. 

The GM also helps players create theix own Super Hero 

characte1:s, and awards Lines of Expe1:ience to players a t the 
Adventure's end . 

Playe r Cha r acte r 
A Super Hero character that is acted out by a player. When this 

guide refers to a player doing something, we actually mean h er 

character. vVhen we say, "You fly up into the air," to the 

person playing Rogue, we are obviously referring to her 
character, not t o her. 

Non-Player Chara cter 
Any character not played b y a p layer but controlled by the 

GamesMaster, including any e n en,ies, friends, sidekicks, 

bystanders or any other inhabitant of the Marvel Universe. 

Also referred to as NPCs. 

Pane l 
This is the standard unit of time that can pass in Marvel. As in 

a conuc book, a Panel can represent a varying length of time. 

Usually, a player character will only d o one or two Actions in 

the course of a Panel. Each player's Panel is generally 

conside red to occur s imultaneously with all of the other 

players' Panels. In some i.nstances, a Panel may represent a 

longer period of Nme for some players than others, meaning 

those players m ay not have a Panel on every Page. 

Flashback P a ne l 
In a Flashback Panel a character recalls an important event that 

relates to his current Actions. A flashback Panel interrupts the 

normaJ playing cycle, and provides a character w ith 1 free 

stone as a Situational Modifier. T h c.-e is a limit of 1 Flashback 

Pan.el per t-.tfission per character. 

P a ge 
When each of the players has perfonned a single Panel of Action, 

in order, then a Page has been completed and the players move 

on to the next Page, where they will again do their Panels in 

order. Not every player will have a Panel on every Page, because 

son'le Panel5 take Jonger than others to resolve and one player 

mny 5till be resolving her Panel fron'l the previous Pag~. 

Adve nt;ure 
An Adventure is a general tenn for the story you are involved 

in when you play lvfarvel. Both Missions and Issues are types 

of Adven tures; an Iss u e is u,ade up o f 3 M issions. 



Mission 
A Mission is a collection of Pages that is unified by a common 

Mission Briefing. An average Mission takes 1-2 hours to pl.:iy. 

Issue 
An Issue is a series of Missions, usually resolved over multiple 

p laying sessions. Sometimes players will play an 1ssue i.n one 

8-10 hour playing session on a weekend. 

Campaign 
A Campaign is an ongoing s toryline that consists of many 

Adventures and could take years to complete. Some 

Campaigns can go on for many years, while others u tay end 

after a few months. 

Character Action Display 
Your Character Action Display (CAD) is a forn:1atted sheet that 

you have filled in with all of the information you need to 

repn'sent yot.tr character in the game. The reverse side of your 

CAD has your Character Profile Record, where you will be 

recording your Lines of Experience, your Character Profile 

(general deso·iption ), and a picture of your character if you wish. 

Health Stones & Energy Stones 
Th ere are tv;o types of stones in this game. White stones 

represent a character' s health. Red stones represent a 

character's energy, which can be used to power Actions. 

Character Generation Stones 
When creating a character, players get 40 white stones to spend 

in paying for Abilities, Actions or Modifiers. These stones have 

nothing to do with white stones of health and are not used 

during play. During this process, 3 red stones = 1 white stone 

for the purpose of paying for things that cost less than one 

white stone. (Players and GamesMasters may agree to use 

more than 40 s tones, but we strongly recommend 40.) 

Energy Reserve 
TI1e total number of red stones o f energy that are available for a 

character to use at a.ny given time. Jt reflects the character's ov.n 

inti>rnally gemerated energy, although external energy may 

sometimes be added. TI,e number may vary from Page to Page. 

General Pool 
A group of stones representing energy that con,es from sources 

outside of the characters, such as cosmic energy, or energy 

generated from an object, l ike a gun, or energy inherent to an 

object, like the energy of a rock falling on your head. 

Abilities 
Each character has 5 Abilities, each represented as a particular 

nw11ber of s tones (your Ability Numbers). Abilities reflect 

specific aspects of the character's nature. They are Intelligence, 

Strength, Agility, Speed and Durabili ty. Abilities can be used as 

Actions when appropriate. An Ability used as an Ability Bonus 

may add its Ability Number's worth of stones to an Action. 

Ability Bonus 
An Ability Bonus allows you to add as many extra stones (if 

available) to an Action as the Ability has. Some Actions i.ndude 

built-in Ability Bonuses; o ther Actions may have them added for 

an extra cost. Because the Bonus represents your character' s ovv11 

Abilities, the stones must come from your Energy Reserve. No 

Action may have more than hvo Ability Bonuses. 

Actions 
Actions arc anything that a d,aracter can do. They include super 

powers like Flying or Telepathy, forms of combat~ and other 

Actions like Healing, Inventing and Social Skills. Characters can 

also pedorm Normal Actions, which are the things that any 

non-Super Hew can do_ 

Action Box 
Action Boxes are the areas on yot.tr CAD where you place the 

red stones of energy you are allocating to your Actions. 

There are 9 Action Boxes on your CAD. In each box write 

the name of the Action, the Action Number, and any relevant 

information such as Ability Bonuses, VVeapon Modi.fie.rs, 

and the abbreviated rules listed under the description 

of the Actions in this guid e. (Normal Actions don't get 

Action Boxes.) 

Action Numbers 
A character's Action Number represents his skill level at a 

particular Actiori, and a lso the maximum number of red stones 

of energy he can apply to that Action (not counting Ability 

Bonuses or Modifiers). This number is listed in the appropriate 

Action Box on your Character Action DL'>play. 

Specialties 
A Specialty is a collecti0l1 of Lines o f Experience and reflects 

prowess at a. particu 1.ar aspect of an Action. For example, Martial 

Arts could be a Specialty of 0 .0$€ Combat. Specialties are often 

important for overcoming Situational Modifiers. 

Modifiers 
A Modifier adds stones to some aspect of p l ay, including 

Acti.ons and defense. I t may al.;;o add stones to the Difficulty 

Level or Resistance Level of an Action being al-tempted. 

Modifiers include Weapons Modifiers, Healing Factors, 

Defensi ve Modifiers and Situational Modifiers. All lvfodifier 

stones are "free" - that is, t hey come from the General Pool, not 

a character 's Bnei:gy Reserve. 

Defensive Modifiers 
Defensive .Modifiers add a numbe.r of "free'' stones to the 

Defensive Area on your CAD. 

Situational Modifiers 
Situational Modifiers are stones added into p lay by the 

GarnesMaster to take into account specific factors that may 

arise, such as the idea that it's harder to see in the dark. 

Situational 1\1Iodifiers can hel p or hinder a character's Actions . 

Challenges 
A Challerige is a character trait that your character must 

roleplay. Every character must have at least one Challenge. For 

every Challenge a character has, she gets an additional number 

of Charac ter Generation stones. 

Advantage 
Advantages add extra cap abilities to an Action o r Modi fier and 

raise its cost in white Character Generation stones. 

Disadvantage 
Disadvantages are handicaps to an Action 01· Modifier whjch 

lm.ver its cost in white Character Generation stones. 

Difficulty Level 
The DifficuJty Level represents how complicated a task is. ff the 

sum total of y our Action Number, Ability Bonus and any 

re levant Modifiers is equal to the Difficulty Number, then you 

may attempt the task. 

Resistance Level 
The Resistance L evel is the number of stones of effort needed 

to successfully complete an Action. 

D&R Chart 
The DiJficulty and Resistance chart i<; a comparative chart listing 

the Difficulties and Resistances of a v.7ide variety of Actions and 

exampl es. It provides real-world numbers like speed and weight 

in terms of s tones. It replaces the other charts and tables found i n 

most fantasy roleplaying games. 



Lines of Experience 
Or simply "Lines" for short. They rep resent what a character has 

done during g ame p lay. The average charac tes easns between 1-

3 Lines of Experience per Mission, or 1-5 Lines o f Exper.ience per 

Issue. A player records her character 's Lin es o n her Character 

Profile Record (CPR), and when she has IO Lines of Experien ce 

in any Action, she m.ay be able to increase the Action Number 

for that Action by 1. (Not every Action lets you increase its 

Action Number by allocating lines to it, e.g., Shrink or Grow.) 

Psionic 
The power of the mind . U a power is caused by Psionics, i t 

n1eans that it is gen erated by the force of will of the character's 

mind. Almost any power can b e psionic in nature, from a Flame 
Blast to Telepathy. 

Area Effect 
An Action that has an Area Effect applies all o f its stones 

equally to everyone in the affected area. You detenn ine the Area 

by compar in g the number of stones in the Action 's effect to the 

distances listed in the Area/Leaping row on the D &R C h art. The 

distance listed is the diameter of the area affected. Storm's 

Mastery of \!\leathe r can be an Area Effec t. 



PLAYING MARVEL 
You are about to play a new form of roleplaying game. 

If has no dice. 
It has no odds or percentages. 
There are only two charts. 
There is 110 board. 

When you play, you will be acting out the role of a Marvel 

Super Hero. h1. order to do this, you will be given a Character 

Action Display, a form atted sheet on which you will record 

your character's unique q u a lities. You ,.vill also need a number 

of red and white stones. (Your s tone s can actually be h',•o sets 

of markers of any kind, as long as they are different.) You will 

p lace thes e s tones on your CAD in your Energy Resei-ve. 

During play, y ou will move some or all of these stones into 

Action Boxes and/ o r your D efense Area on your CAD. After 

your Actions are resolved, th e stones you u sed are removed 

from your CAD, although they may b e regenerated. 

The rest of the world in which you interact will b e 

dete rmined by your fellow players, and the Ga.mesMaster. 

Sometimes people will play this g ame .vi.th rni11iatures and 

terrain, or b y using maps . Often players will just pic tm:e the 

characters and surroundings in their heads. The Games.1Vlaster 

will represent everyone else in the ,,vorld, all things and all 

events. The GarnesMaster d escribes the world within which 

you play, based on materials in this guide. The GfvI determines 

the outcome of your Actions based o n w hat y ou choose to do 

an d the n umber of s tones involved. in those A ctions. 

Whenever a player tells the GM what Action he or she is 

undertaking, that is called a Panel. Each turn of play, w ith 

every player getting to go once, is ca lled a Page. The entire 

game session is called a Mission, and. three Missions usually 

make ,1p an Issue. Each Mission will come with a Mission 

Briefing tha t will o utline some of the Objectives of the 

Adven ture. There may be othe1~ hidden Objectives known only 

to th e CamesMaster. 

A t the end of the Adventure, you will be rewarded for the 

objectives you h ave achieved and the quality of your play, and 

penalized for "bad roleplaying:' that is, not staying with in 

character. (For instance , if y ou play Wolverine like a cowardly 

wimp, you probably won't be getting any dessert!) 

Dependir1g on what y ou do or is done to you, your 

character may d ie. W hen this happens, y ou are out of th.e game 

and must get a 11e, .. , character b efore you can play again. 

(Unless, in the true Marvel Comics tr adition o f characters like 

Elektra, the GarnesMaster can figure o ut a story that lets you 

com e back from the dead.) 

SETTING UP 
Playing Marvel, like playing any other RPG, is a v e ry informa l 

exp erience. Players will usually gather aro und a room, 

lounging on chairs or couches, lying on the floor or sitting at a 

table. The players will each need enougb room in front of them 

to set up their Character Action Dis p lays on a flat s u rface. 

The GM w ill u sually set up facing the players with a small 

screen separating them, so that the players can't see behind th e 

screen. The G.tvi usually needs more room than the players, 

since th e GM vvill b e responsib le for all of the NPCs, the rest of 
the Universe a nd the rules. 

Comfort is i.J.nportan t, since play sessions can run from a 

couple of hours to a couple of days. (A,"', c'mon ... you've never 

roleplayed all w eekend long with on ly a few hours of sleep ? 

Don' t worry ... you Mll!) 

As for equipment, you'll need only the following: 

• A filled-in Character Action Display for each player. 

• A number of red and white stones, or something similar, 

like pennies and nickels. Each player will need 3-5 w h ite 

stones and 9-15 red ston es, depending on Durability 

Nun-iber. The GM will need around 25 w hite and 100 red 

s to n es to play all of the Super Villains and other N PCs, a s 

well as provide for the General Pool, so bring along any 

extra stones you may have. 

PLAYING CYCLE 
Before th e start of the game, the Gameslvlaster wi IL ask all the 

play ers w hat their current situation is. This is the time for 

players t o tell the GM what their characters have been doing 

between the last s ession and this one. Often, th is is w hen 

players will tell GMs how they allocated their Lines of 

Experience. (See Lines of Experience on I'. 88 & 110 for details.) 

Once this is done, the GM will give t h e players the Mission 

13riefing. This m ay be an entirely new bxiefi.ng or, if this is a 

continuation of an ongoing Issue or Adven ture, a recap o( the 

players' s ituation. 

Once play b egins, each Page will follow the same cycle: 

1. The GamesMaster announces a new Page. 

2. All players a nd NPC s regenerate the appropriate n umbe 1· 

of stones based upon their h ~alth, and place t h em into 

thefr Energy R eserve on the Character Action Display. 

3. P layers take tw-ns describing the Actions they want to do 

during their Panels, interspersed w ith the GM doing the 

san1.e things for NPCs, as follows: 

3A. The order jn whid1. players go is detenT\i.J.1.ed by the CM. 

This could be in o rder o f the highest Agility, o.rder of 

ilnmediate danger or just the order in which people are 

sitting. If there is a q u estion as to who goes firs t, the 

character with the highest Agili ty Ntunber does. Ties a re 

considered to g o at the same time, in that the results are 

resolved si.Inultaneously. Before any players go, however, 

the GarnesMaster first a lloca tes (but doesn't reveal) all 

stones to relevant (opposing) NPCs. 

3B. The first p lay e r describes h er Action and puts the 

appropriate number of stones onto the app1·opriate Action 

Box. fn some cases, a player may engage in more than one 

Action in the same Panel . 

3C That same player may then take any or a ll of the stones out 

of he,- Actions and re-allocate them to her defense. 

30. T hen th e next player desci-ibes his Action s until each 

player h as completed steps B and C 

3E. Some character's Panels n1ay represent longer periods of 

tirne than others, so it is possible that not every player wi 11 

have a Panel on every Page. When this is the case, upon 

reachiI1g the p lace in the order w here that player would 

normally d o her P anel, the GM will simply acknowledge 



that s h e is still involved in the previous Panel, and move 

on to the next player. 

3F. At any time during his Panel (but onJy once p e r tv!ission) 

a player can call for a Flashback Panel, whld1 occurs 

within his normal Panel. (See P. 84.) 

4. The GM resolves each Action in turn by comp aring the 

number of stones of effort to the number of stones of 

Resistance to the Action. Because Actions are resolved jn 

order of Agility (where that matters), an earlier player's 

Actions m ay affect a later player's Actions. If you get 

knocked out or killed before you get a chance to do your 

Action by a player who was faster than you, then you 

don' t actually get the chance to go. 

5. The GM then describes the results to the players by telling 

them the s tory of what just happened. 

6. The Page ends and the playing cycle continues. 

ENDING THE PLAY SESSION 
At the end of the play session, the GM records where the 

players have ended up. lf the Mission or Issue has ended, the 

Giv! may award Lines of Experience at this ti.me. The CM may 

also do this at a later date. It is recommen ded that Lines be 

awarded o n ly at the end of a Mission or an lssue. 

Lines of Experience are awarded based on the player 

achieving the Mission Objectives, t he quality of her 

involvement and the quality of her roleplaying. 

CHARACTER ACTION DISPLAY 
Your Character Action Display details all of the information 

you need to represent your character in the game. On one side, 

your CAD sheet will list your d1aracter's A b ilities: lntelligence , 

Strength, Agility, Speed and Durability; as well as your hea lth 

and energy. It al5o lists any Modifiers and Specia l Equipment 

that you are carrying. (See diagram on P. IO.) 

On the other side of your character sheet (the CPR, or 

Character Profil e Record) is a Hst of experiences which 

represent things you've done or things you;ve learned. These 

experiences and lessons are rep1-esented by a concept "We call 

Lines of Exper ience. In the course of an Adventure, you can 

expect to earn between 1 and 5 Lines of Experience to assign to 

your character. (See diagram on P. 10.) 

ABILITIES 
Your Abilities represent five basic aspects of your character: 

Intelligen ce, Strengt h, Agility; Spe<..>d and Durability. Or, in 

other words, how smart you are, how strong you are, how agile 

you are, how fast you tun and how sturdy you are. Abilit ies 
matter in two , ... ,ays: 

First of all, if you are doing som ething that doesn't have an 

Action Box, then you can use the appropriate Ability as if it 

were an Action. So, if you were trying to figure out a trap, but 

didn't have a reJevant Action like Thieving or Tedmology, you 

could try using your lntelligence stones to think it through. 

(Without a relevant Action, however, you'll prob ably incur a 

negative Situational Modifie1·.) 

Secondly, an Ability can, also be a Bonus for an appropriate 

Action. So, if you are performing an Action that your CAD says 

gets a Strength Bonus, then you can add your Strength B onus 

worth of stones to that Action. These s tones come from your 

Energy Reserve a n d go into y our A c tion Box. They can then 

also be reallocated from your Action Box into your Defense 

Area. Some Actions inclu de Ability Bonuses in their cos ts, 

some recommend you buy them £or an extra cost, and some 

prohibit you from. having an Ability Bonus. 

ACTIONS 
Each character has a unique .combination of differen t Actions 

that represent what you can do during play. You begin a n 

Action by placing a number of re d stones in the appropriate 

Action Box on the CAD, then describing what your character 

plans to do. The number o f stones involved determines the 

outcome of an Action. Simply put, if you assign more stones to 

the Action than i.t requires, you succeed . lf you have less, you 

fail, but you may be allowed t<.1 contin ue until you succeed. 

The resoluti.on of all Actions in Marvel follows that simple 

formula: If you have enough stones, you s u cceed. 

The numbeJ· of red s tones you may place in the Action 

Box is determined b y combining your Action N umber with 

any applicable Abilities or .tvfodifiers. T h e total represents 

how m ud, energy you are willing and able to put into 

accomplishing your Action. 

Some characters wil.1 have more Actions than others. Some 

Actions will be more powerful than others. Each Action Box 

will have the name of an Action on it, along with a number. 

This Action name might be very genera I, such as Close 

Combat, Ranged Combat or Operation of Vehides. The Action 

nan-i,e might be very specific, such as Optic Beam or Telepathy. 

Some Actions represent supei: powers, some represent special 

skills, while some represent other things. ln ead1 instance, 

though, the Action only represents the rough category of the 

Action. It is up to you, the player, to d escribe fully what you are 

doing. You may even atte,mpt Actions for which y ou do nol 

have. an area. In that easer you will use your Abilities 



(Intelligen ce, Strength, etc.) as if they were the Action, witl1 

your Ability Number standing in for your Action Number, and 

the GamesMaster will assess that Action. For these types of 
Adiu11s, you ,nay p ut your stones anywhere you wish, 

although an empty Action Box on your Character Action 

Display wou ld be best. 

If you were playing Cyclops, you might put stones on your 
Optic Beam Action Box and say, "I shoot at Blob with my Optic 

Beam," or "I try to bum a hole through the wall with my Optic 

Beam," or "I shoot at all three enemy h elicopters with my Optic 

Beam." If you were playing V-lolverine, you might say, "l jump 

into the middle of that group of soldiers and tear them apart 

with my Adamantium claws," after placing stones in your 

Close Combat Action Box. 

Although the number of stones you place into the Action 
Box must be exact, your description can be as vague or as 

specific as you wish. Please note that the GamesMaster will act 

accordingly, so that the more specific and ap propriate your 

description, the more detaiJ the GamesMaster has to work with 

in describing what happeJ1S and the more likely you are to 

succeed at what you're doing. (You wouldn't want to forget an 

important detail, li ke for instance, "I am especially careful to 

avoid the poisonous spines.") But it is quite enough to say, "I 

attack him usin.g Close Combat," or "I attack both o f th~m 

while also watching my back." You do not have to say, " I jump 

into the ail.~ spin around twice, and execute a Drunken Dragon 

kick at his sternW11 w h ile using my left hand to administer a 
Serpent Strike at the other one's eyes while keeping my right 

hand in reserve in Sleeping Mongoose Position." You may, of 

course, get as descriptive as you wish; we believe that the more 

descriptive the play, the more enjoyable. But for Action 

resolu tion purposes, the basic description is fine. 
l.f you try and do something using an Action that is not 

appropriate, the Gan1esMaster will take that into accow'lt. For 

instance, if you say, "I fly up in the a ir using my Oose 

Combat," the Gamesl'vfaster is likely to point out that no matter 

how m uch effort you put into the attempt, you fail. Remember 

that these are Actions that the character you are playing can do 

and has done. If you are unsure about what you can do, check 
out the section of this guide that explains the various 

types of Actions. 

COMBAT 
Since this is, after nll, a Super Hero game, one of the most 

frequent types of Actions your character will be ei1.gaged in is 

combat. Combat is when one character attacks another 

character using an Action. 

Combat is broken into two categories: Close Combat and 

Ranged Combat. Oose Combat is any kind of combat where 

the characters involved are within a few feet of each other, 

regardless of ·w·hefuer they are using their hand s, a knife or a 
gun. Ranged Combat is any kind of combat that happens when 

the participants are more than a few feet a\>vay from each other, 

or wh en using a Ranged Weapon like a gun at any range (even 

within a few feet). Ranged Combat can only be done with a 

weapon that can travel the distance between the participants. 

Both Close Combat and Ranged Com bat get their own Action 

Boxes and can receive Ability Bonuses and Weapons Modifiers. 

Many players have super powers that function as Ranged 

Energy Attacks. These attacks can occur as either Close Combat 

or Ranged Combat, using the particular p ower's Action Box. 

(You do not u.se your Close Combat or Ranged Combat Action 

Boxes when using your super power.) 
Attacks can either be Direct Attacks or Area Attacks. In a 

Direct Attack, the attack stones arc directed at one or m ore 

specific targets and allocated precisely at each target. If it were 

a Close Combat attack with 6 stones, you could d irect all 6 

stones at one opponent, or 2 stones a t each of 3 opponents, or 3 

stones at one opponent and 3 stones at a different opponent, 

etc. Direct Attacks tend to be less powerful but more precise 

than Area Attacks. 

An Area Attack means that every person in the target area 

is h it by all 0£ the stones of the Action. So an 8-stone hurricane 

(an Area Attack that the X-Man Storm can do as paJ"t of her 

Mastery of \'VeatheJ") would hit everyone in the area with 8 

stones. Area A ttacks tend to be more powerful but less precise 
than Direct Attacks. They also cost more to l>uy wlteu <.:re,,tiug 

your character. 
Finally, combat may also involve vehicles like cars, tanks or 

airplanes. These attacks still break down into the same 

categories as mentioned above: Close Combat or Ranged 

Combat, Direct Attacks or Area Attacks. 

DEFENSE 
Depending upon your situation, you may decide that it is ,..vise 

to place son1e of your stones into defense. On every Character 

A ction DLsplay is a Defense Area. A player may put into her 

Defense a<; many stones as she chooses out of the stones she h as 
aJlotted into her Action Box or directly from an A bility. (!he 

source of the stones provides flavoring to the defense, but all 

stOJ1es count the same.) There may also be one or more 

Defensive Modifiers. Defensive Modifiers add add itional 

stones for free (from tl1e General Pool) to your Defense Area. 

Modifiers include Kevlar Body Aln1or, Toughness and 

Reflexive Dodge. 

The total of these stones i? referred to as a player' s 

defensive s tones. 

STONES AND 
RESOLVING ACTIONS 

Stones come in two colors: white for health and red for 

energy. You 1·eceive the same number of white stones of health 

as your Durability Numb er. For every 1 white stone 0£ health 

you have, you also get 3 red ston es of energy (unless you are 

using the Special Intelligence Energy Rule on P. 41, in which 
case you get 2 red stones fo:r: every stone o f Intelligence you 

have). You pla ce your red stones in to your Energy Reserve, the 

area on your CAD marked "Energy." 
Red stones power Actions. You may put as many red stones 

011 a n Action as the Action number prin ted in the area. 

Additiona lly, you may add red stones into your Action for all 

relevant Ability Bonuses and Modifiers. So, j£ your Action says 
you get an Intelligence Bonus, you may add as many stones as 

you have in your Intelligence. Or if you are using a device or a 

weapon, then you may add the \,Veapon Modifier. 

Stones for Actions and Ability Bonuses come from your 

Energy Reserve. Stones for Modifiers always come out of the 

General Pool. 
To summarize, whi te stones of health generate red s tones of 

energy, and red stones are used to d eternune the outcome of an 

Action. Simply put, if you have as many or more stones as the 

Action requires, you succeed. If you have fewe1~ you may need 
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An Example of Allocating Stones 
into Actions and Defense During a Panel 

CHARACTER NAME Cyclops Optic Blast 
9 

fNTELLIGENCE 
3 •••• STRENGTH • 2 •••• AGILITY ENERG Y 

2 
SPEED 

2 000 Close Combat 

DURABILITY 5 
3 HEALTH 

HEALTH 
3 

ENERGY 
9 

Step 1 DEFENSE 

1. Start of Panel. Cyclops has 9 red stones in his 
Energy Reserve and 3 white stones of health. 

CHARACTER NAME Cyclops Opt ic Blast 
9 

INTELLlGENCE 
3 

STRENGTH 
2 •••• AGILITY ENERGY 

2 
SPEED 

2 000 Close Combat 

DURAB1LITY 5 
3 HEALTH 

HEALTH 
3 ••• ENERGY •• 9 

Step 3 DEFENSE 

3. Cyclops shifts 2 red stones from his 
Close Combat into his Defense Area. 

CHARACTER NAME Cyclops 
INTELLIGENCE 

3 
STRENGTH 

2 
AGILITY ENERGY 

2 
SPEED 

2 000 
DURABILITY 

3 HEALTH 
HEALTH 

3 
ENERGY 

9 
Step 5 DEFEN SE 

5. All allocated stones are used up 
in attacl<s & defense. 

Optic Blast 
9 

Close Comba t 

5 

CHARACTER NAME Cyclops Optic B last 
9 

I NTELLIGENCE 
3 

STRENGTH •••• 2 
AGILITY E NERGY 

2 
SPEED 

2 000 Close Combat 

DURABI LITY 5 
3 HEALTH 

HEALTH ••• 3 
ENERGY •• 9 
Step 2 DEFENSE 

2 . Cyclops puts 4 red stones in his Optic Blast 
and 5 into his Close Combat. 

CHARACTER NAME Cyclops Optic Blast 
9 

INTELLIGENCE 
3 

STRENGTH 
2 •••• AGILITY ENERGY 

2 
SPEED 

2 000 Close Combat 

DURABI LITY 5 
3 HEALTH 

HEALTH 
3 . ••• ENERGY ••• 9 

Step 4 DEFENSE 

4. Cyclops adds 1 red stone from the General 
Pool for his +l Kevlar Defensive Modifier. 

CHARACTER NAME Cyclops Optic Blast 
9 

[NTELLIGENCE 
3 

STRENGTH ••• 2 
AGILITY E N ERGY 

2 
SPEED 

2 000 Close Combat 

DURABILITY 5 
3 HEALTH 

HEALTH 
3 

ENERGY 
9 

Step 6 DEFEN SE 

6. Next Panel, Cyclops regenerates 
3 red stones, one for each white stone. 



to i:epeat the Action. The runount of s tones you need to s ucceed 

is determined by the concept of Difficulty and Resistance. 

DIFFICULTY AND RESISTANCE 
The concept of Difficu.lty and Resistance is at the heart of the 

M .ar:vel Universe Roleplaying Gam.e. Jn essence, it says you 

have to have the skill to do something, and also have the 

energy to do i t . (You will find the Difficulty and Resistance 

Chart on P. 80-81 of this Guide.) 

Difficulty represents how complicated an Action is. Flying 

a jet fighter has a higher Difficulty than riding a bicycle. Your 

Action Number is equivalent to tl,e highest Difficulty Level 

you can successfully accomplish. You may also add you r 

Ability Bonus and any appropriate Modifiers to your Action 

Number to overcome the Difficulty Level. If the total of your 

Action Number and your Ability Bonus is less than the 

Difficulty Level of what you are trying to do, then you cannot 

do it. It means you're not skilled enough, or smart enough, etc. 

Resistance represents how n1.uch effort it takes to do 

something. When you are putting stones into an Action, you 

are actually using you r stones of effort to overcome the 

Resistance of that Action. If there is no specific Resistance 

mentioned, the Resistance of an A ction is equal to the DifficuJty 

Level. Sometimes resistance is higher than Difficulty, and 

sometimes the reverse is true. 

Son1.e Actions, such as sn1.ashing down a doo1~ require you 

to overcome the Resis tance once. For those kinds of Actions, 

you may spend more than one Panel to overcome the 

Resistance. Other Actions, such as flying the Space Shuttle, 

require you to overcome the Resistan ce during each and every 

Panel that you are engaged in that Action. 

To summarize, Difficulty Levels are c01npared with Action 

Numbers and Ability Bonuses, while Resistances can (in most 

cases) be slow ly overcome by stones played, maybe over 

several Panels and / or by several characters. 

For instance, say you are trying to open a safe using your 

Thieving A ction. A normal safe may have a Difficulty of 4 to 

open, as well as a Resistance o f 8- Thieving also includes an 

Agility Bonus. So, if the total of your Thieving Action N umber 

and your Agility Bonus was only 3, you wouldn't have enough 

skill, as represented by the Difficulty Level, to open it, no 

matter how many tunes you tried. But if the total of your 

Thieving Action Number and Agility Bonus was 4, then you 

would have the skill to open the safe, but you would not 

succeed in actually opening it until you had directed 8 ston es 

against it. So, if your Thieving Action had a 4 on it, and you put 

that many stones into the Action, it would take you 2 Panels 

before the safe w as open. Also remember that you can add in 

Modifiers to help you overcome Difficulty and Resistance. A 

good set of safecracking tools would make opening that safe a 

little easier. 

GamesMasters will find Difficulty and Resistance nmnb ers 

in the scenario desc ription if playing a pre-made Adventure 

(this safe would b e described as "Safe: Difficulty: 4, Resis tance: 

8"), or they can make up their own numbers by looking at the 

List of Equipment on P. 125 or at the D&R charL 

But players won't always know what the Difficulty and 

Resistance of a p roble1n is. This is just like life. You can look at 

the D&R chart and take a guess, based on whatyou find on the 

chart. But things are not always what they seem in the Marvel 

Universe. Just because the D&R chart says i t takes 3 stones to 

kick in a door, that doesn't 1nean that the door you're about to 

kick in will take 3 stones. That's up to the GamesMaster. 

The D&R chart on P. 80-81 lists a wide variety of Activities 

and Abilities. The Difficulty Number of the Activjty runs across 

the top of the chart, while the type of Activity 1uns down the 

left side. By cross-indexin g the Difficulty with the Activity, you 

will fin d the resulting Resis tance or appropriate value, as well 

a<; exam ples and bencbrnarks. 

TEAMING UP TO DO ACTIONS 
Som etin\es putting two head s or strong backs together can 

solve a problem that neither could solve alone. The l·ule of 

thutnb is that it takes two characters of the same Ability 

Number or A ction Nun1.ber to solve a problem that is one 

Difficulty Level higher than either could solve on the ir own. 

For example, if you want to lift something that weighs 4 

stones (one ton on the D&R char t), two characters who can 

each l ift 3 stones (1,000 lbs.) could do the job together. Likewise, 

two characters with Technology levels of 6 cou Id operate a 

machine ,.vi t h a Difficulty level of 7. 

And the effects are cumulative. Four characters with 

Strengths of 5 could lift as much as a character with a Strength 

of 7 can lift. 

The GM has to use co:n:unon sense here . Sometimes you 

obviously can't combine efforts. Two p l ayers with a Speed of4 

can't combine efforts to r w1. at a Speed of 5 . 

Let's look at the example of trying to fly a Shi'ar spaceship 

(Difficul ty : 7, Resistance : 60 per Panel). This would require a 

total output of 60 stones per Panel and a minimum Action 

Number of 7 in Technology or Vehicle Operation to be 

successful. So, in order to operate that spaceship, you will 

probably need many characters working together, with at least 

one of them having the required Action Nrunber to overcome 

the Difficulty, and i'.lJl of them putting in s tones to overcome the 

Resistance each panel. 

DAMAGE 
When you're in Combat, the Resistance you are usually trying 

to overcome is your opponent's defensive stones. If the number 

of attacking s tones is greater than the number of defending 

stones, the s urplus is then considered to have hit, and may do 

damage to the opponent. 

E ach and every attack is compared to the target's defensive 

stones. If a character is attacked three times in a single Page, 

then his defensive stones count against each attack. Only the 

nmnber of stones greater than the defensive stones get through 

to do damage. In o ther words, da.inage is the number of s tones 

that remain after d efenses are subh·acted fron\ the attack. 

All dama ge is then added up (and doubled or tripJed, i( 

appropriate) and the total is subtracted from the character's 

health a t the end of the Combat. For every 1-3 red stones of 

dan1.age from alJ attacks that Panel, re1nove 1 ,,v hite stone. For 

example, if your character takes 1 red stone of damage, remove 

1 white stone of health from her health area on the CAD. If you 

take two or three red stones of damage, you still only remove 1 
white stone of health. But if you took four red stones, you 

wou.ld remove two white stones. 

Any tin1e that the red stones of damage exceed the number 

of white stones in a character's h ealth, that cbaracter may 

choose to be knocked unconscious rather than actually lose 

those stones as damage. Players make this decision for them-



selves; the GamesMaster will make this decision for NPCs. So, 

if you have 3 white stones of health, and an attack docs 4 red 

stones of damage, you may choose to be knocked out rather 

than be reduced to 1 white stone of health. You are knocked out 
for 2 Panels per red stone of damage you would have taken. 

U a t an y time your last white stone is removed, you will get 

2 red stones in its place. You are automatically stunned (which 

means you can't d o anything) for a Panel and are pretty 

groggy afterward. Once your character has fallen below 

1 white stone, you can't regenerate energy until you've 

regained at least 1 white stone' s worth of health. If you lose one 

of those 2 red stones, you arc nm,v in a coma and can no longer 

do anything. And if you lose the last red stone, you are dead. 

Som etimes, 

a situa.tion ,,_,ill 
specify the kind of 

damage that has been 
done to a character- for 

example, if a character is 

btuned in a fire, or if a heavy object land s on him and breaks a 

bone. Then there are alien viruses, plagues released b y evil 

Super Vtllains and poison or toxic gas. In these instances, a 

character may end u p being impaired for a particuJar length of 

time unless she is healed. 

Some attacks specifically target an opponent's Abilities, 

such as Intelligence or Durability. In these attacks, appropriate 
Defensive Modiliers (Mental Defense, Energy Defense, Magic 

Defense, etc.) are added to the targeted Abili ty Number's 

worth of stones. Damage is considered to be all stones above 

that total. The target gets his full Ability Number as defense, 

regard less of the current state of his Energy Reserve. The effects 

of any damage are specific to the type of attack. For instance, 

successful Tele pathy takes over the target's mind; a successful 

Sonic Blast k nocks out its targets for a period of tune. Also, 

some attacks are designated as Stw, Attacks. Unless otherwise 

specified, Stun Attacks remove damage from red stones in the 

target' s Energy Reserve or curreJ1t Actions, instead of any 

white stones of health. 

REGENERATION 
OF RED STONES 

Red stones regenerate into your Energy Reserve a t the 

beginning of a new Page. One red s tone wi I l regenerate at the 

end of every Panel for each white stone of hea Ith that you have 

(unless your chara.cter is us ing the 

Special Intelligence Energy Rule on 
P. 41) up to a maximum total of 3 red 

stones per white stone of heal th. So, if 
you have 3 white stones of h ealth, you 

could regenerate 3 red stones per 

Panel up to a total of 9 red s tones. 

Some characters have healirlg factors 
which also allow them. to regenerate 

their red stones at a faster than norn1.al 
rate. Tf a character has no white s tones of 

health, she may not regenerate any red 

stones of energy. 

Normally you can never have more red 

stones in your Energy Reserve than would 

be generated by your health (or Intelligence 

as per special rule) unless y ou have a specific power that 

lets you do so. If for an y reason you do ha,·e 111ore 

(for instance, i£ you touch a s upernatural energy storage/ 

transfer device by a ccident), these extra stones wiJJ be lost at 

a rate of 1 red stone per Panel until the extra stones are gone. 

Healers can also regenerate red stones fo:r other characters. 

HEALING OF WHITE STONES 
White stones do not heal during the Mission m 1less your 

character is treated by a character ;vith medical skills, or if he 

has a healing factor like Wolverine or Spider-Man, which lets 

him heal white stones at a faster than normal rate. 

There are three ways players without healing-related super 

powers can treat the damage their characters have sustained: 

1. Natural Healing: Characters that aren't fata11y wound ed 

will eventually recover over tune. This is a slo1,\l process, 

but one ,.vhich doesn't require the involvement of other 

characters, nor the addition of any stones. 
2 . Medical H ealing: This involves the use of the Medical 

Healing Action, sometimes aided by equipment, usually 

by someone 0th.er than the injured characte1~ who spends 

stones in the approp6ate Action to cause the healing. 

3. Mutant/Magical H ealing: This will involve Healing 

A ctions of some sort, often in conjunction with energy 

or a magical spell, usually by someone other than the 

character (thou gh n ot always) who has to s pend s tones 

in the appropriate A ction to cause the healing to occur. 

Natural Healing 
VJithout lvledical aid, it wottld take the following time periods 

to heal naturally: 

• First red stone after 12 hours 

• F irst white stone after 24 hours 

• Each white stone after that takes 24 hou1·s 

Characters a t thei r last red stone of health can't heal naturally. 



II J 
Some dam age takes longer than others to hea I, and the 

character's Actio ns will be u n paired during that time. The GM 
will apply a Situ ational Modifier based on damage that is more 

than just bruising or b leeding. (See Situational Modifier's List). 

• Impaired (Drunk, drugged, no sleep ) -up to 1 day 

• 13rokcn bones 6 w eeks 

• Sprains 
• 13un,s 

• Serous illtei:nal injury 

3 days 

4 to 8 weeks 

4 to 8 weeks 

3 to 7 days 
2 weeks 

Varies 

2weeks 

• Poisoning 

• Illness 

• D isease 

• C o n1.n1.on cold 

Medical or Mutant/Magical Healing 
Using the Medical or lvfutant / Magical Healing Action, 

a healer can: 

• Heal or regene_rate h is Action Number o f red s tones per 

Panel. It costs the healer 1 red stone to heal 1 red stone. 

• Heal his Action Number of white stones per day. (He will 

have to k eep track of this.) 

In treating a character ,,vho is down to her last red stone 

of health, a healer could heal 2 red stones for her, bringing her 

up to 1 white stone, and then heal as mru., y additional w hite 

stones as the healer had energy for, up to th e wounded 

character's normal health level. 

For playing pu rposes, the o nly difference between Medical 

Healing and Mutant/Magical Healing is that sometimes a 

Medical Healer won't have access to the equipment he needs to 

do anything other than first aid (healing those last couple of red 

stones of health to s tave off death and allow the character to 

begin regenerating) or energy s timulants (restoring red stones 

o f energy), w h ereas a Mutant / Magical Healer usually has 
whatever she needs with h e r. 

T h e GamesMaster may a lso determine (as part of the ,,. 
storyline) that a particular injury cannot be healed 

through the "normal" IVledical or Mutant/ 

M a gical methods. It may be an incurable 

disease or something magical, s upernatural 

or alien.. In these instances, the GM may 

specify requirements for healing, s uch as a 

trip to an alternate p lane of existence 

to get the aid of a demon, or the 

intercession. of a god, or to retrieve 

elements of an antidote only a vailable 

in another galaxy. 

Healing Factors 
Some characters also have better than 
normal healing factors, which means 

th at they heal faster. A character "I.vi.th 

a H e aling Factor (like Spider-Man) 

cariheal "I o f his w hitestonesevery 

hour, whi le a character with an 

Accelerated Healing Factor 

(like Wolverine) can heal 1 of 

his white stones every 2 Panels. 

Either type of H ealing Factor 

can also regen.erate 3 red stones 

for 2 white s tones at the end of 

each.Panel. 



ROLE PLAYING 
A SUPER HERO CHARACTER 

What kind of Super Hero do you want to be? Do you w·ant to 

fly? Do you want to shoot powerful energy beams from your 

eyes or swing from building to building on spider webs? In this 

game, you can be just about anyone in the Marvel Universe: 

humans, superh umans, mutants, gods, aliens. But, just because 

you can be anyone doesn't mean that there aren't t:Ules. 

Otherwise, it wouldn't be the "tvfarvcl Universe, now would it? 

You see, since the early days at M:arvcl the p owers that be 

have had some special rllles that make the Marvel Uni verse 

uniq ue among all other comic or fantasy universes. The most 

important "rule" is that Marvel Super Heroes are " real." They 

don't just get to put on the spandex and fly around having fun. 
Their powers come with a price. 

For instance, let's say you want to be the coolest, smartest 

kid in school- able to climb walls, lift buses, and swing from 

building to building. Sure thing, Peter Parker. .. only "with 

great power there must also come great responsibility." You 
have to keep your identity a secret, because to the rest of the 

world Spider-Man is a criminal. You have to protect the people 

you care about o.r they could end up de.id, like your Uncle Ben. 

O r maybe you want to be impervious to damage, able to fly 

and beautifu l? Okay, Rogue, but you can never touch another 

person without draining his life force and stealing his memo

ries. No k:issing, no warmth of simple human contact. And that 

loneliness rips you up inside, especially when you fall in love. 

Get it:' \.'\/hen Marvel creates a character, they give him o r 
her (and sometimes it) flaws, feelings and real human 

problems to go along with their super powers. And you 'll have 
to do the san,e when you create your own character. 

Otherwise, it just ,,vouldn't be Marvel. 

In Marvel Comics, every Super Hero has an origin. There 

was that kid who was bitten by a radioactive spider; the group 

of four astronauts who "vere bombarded by cosmic rays and 

the scientist who was cau ght in a blast o f gamma 

radiation. Then there are all those kids who just wake up one 

day during puberty to discover that they're mutants, and that 
the w hole world fears and hates then,. 

Origin stories are very important in the comic books, and 

they are very important to roleplaying your character. But 

they're not actually the s tart o f the process. See, even when 

l\1[arvel was creating Spider-Man, the Fantastic Four or the 

lncredible H ulk, they didn't start out with the origin story. They 

started out with the Super Hero. "What if thexe was a brilliant 

scientist trapped in the body of a m indless, raging monster?" 
"Vvhat would a blind Super Hero be like?" "\'\That if the Norse 

God of Thunder were real?" And that's where we start out, too. 

The place you start creating your character is by describing 

what you want your Super Hero to be like. You can look a t the 

profiles of lVlarvel Super Heroes on P. 16-36 for ideas, o, if you 

want to play one of your favorite existing heroes. You can look 

at the Examples of Actions section on P. 42-67 for a list of super 

powers. And you can look at the Origin section on P. 73 for a 

list of ways your chaxacter could have gotten his powers. But 

the 6rst th.ing you have to do is figure out what kind of Su per 
Hero you want to be. 

Playing an Exis ting M arvel 
Super H ero Character 

ff you want to play an existing Marvel Super Hero, pick a 

character fron, the pl"ofiles section and copy her information 

onto yoUl· CAD. You should look up her Actions in the Actions 

section of th.is guide and copy down the "Rules for Action 

Box" f01: each Action and Modifier your character has. 

Thel"e are 42 character p rofiles in this guide, and we'll be 

publishing many more of your favorite characters in the 

months ahead. 1£ you want to play a character that's not 

included in this guide, you can recreate him from the Actions 

provided in the section for Creating your own character. (In 

that case, don't feel limited to the 40-stone limit . Just work 

with the GamesMaster to make an accurate representation of 

the hero you want to play.) 

What does it mean to roleplay an existing character? It 

means you have to play the character the way he should be 
played. I£ you play Vvolverine, you must be feadess. If you play 

Captain America, you must be upright. I f you play the Punisher, 

you must be merciless. T h at's w hat roleplaying is all about. 

In the Super Heroes and Super Villains Profiles you'll find 

b1·ief descriptions of ' ·"hat each char acter is like. It's impossible 

to sum up decades of com.ic books ir1 the space ""'e have, but 
you'll get a sense of how you should play her. Also, keep in 

m in d that these characters have changed a lot over the years. 

VVe've provided an idealized version of each. Feel free to 

modify the cl1.aracters where necessary to reflect particular 
periods in their lives (i.e., ,.Yolverine without his Adamantimn, 

or Jean Grey as the Phoenix, e tc.). 

T he1·e are certain characters that provide a m-ore 

challenging roleplaying experience than others. For instance, 

if you d,oose to play the Hulk, then you have to embJ·ace both 
sides of that character: the brilliant Bruce Banner, who dreads 

turning into a 1nindless beast, a nd the Hulk, who is incredibly 

powerful but often out of control. It is y our job to play the 

Hulk as the writers have v.rritten him. Speak in monosylla bles. 

Smash things. Ignore your teammates' instru ctions and do 

stupid things. But at the same point, feel free to play Hulk as 

the Super Hero he is. After all, there is a difference between a 

mindless, rampaging beast and the Hulk_ ln the comics, 

enraged as he may become, the Hu)l< .finds a way to do what's 

right, while still b eing a stupid, powerfol rnonster. And the 

better you roleplay, the more Lines your CM ,vill give you. 

The Hulk isn't the only challenging character to play. 
Green Goblin, Venon, and Bullseye are all downright crazy 

chasactel"S who can require a level of insanity to p lay. If you 

decide to play an insane criminal, then play it to the hi lt. 

Cackle and do crazy things. D ouble-cross your allies. Put the 

Mission at risk. Endanger the innocent. Pursue your enemies 

beyond all safety and reason. 

Above all, remember, when you roleplay an existing 

character, it's up to you to bring that character to life. (If you 

don't, the CM will cer tainly have something to say about i t! ) 

The Super Hero and Super Villain Profiles begin on the 
next page_ 



I ABOMINATION 

ACTIONS 
Close Combat: 3 
[Strength Bonus or 
Weapon Modif ier) 
- H and -to-Hand 
- Smash ing 

Black Ops: 4 
- Sabotage 
- Covert Oper atio n s 
- Infiltration 
- Lying 

MODIFIERS 
Appearance: Non-human, 
Green Skin . 2 i;oes on each 
foot, webbed ears , r idge d brow, 
melted-looking skin . 

EQUIPMENT 
None 

DESCRIPTION 

Emil Blonsky 
Height: 6'8" 

W eight: 980 lbs. 
Eye C o lor: Green 
H air Co lo r : Bald 

Species: Mut:agenic 

ABILITIES 
Intelligence: 2 
S t rength: 10 

Agility: 1 
Speed: 1 

Durability: 6 

@ E) 
Vehicles: 5 
- Light Ve h ic les 
- H eavy Vehic les 
- M il itary Vehic les 
- St a r s hip Ops 

Technology: 5 
( In tel ligence Bonus) 

Social Skills: 3 
- Spy Culture 
- US Defe n s e Dept. Culture 
- Pirate 

Toughness: (+6) 
AcceJerated Healing Factor 
Wealth: (-1) 

Emil Blonsky was a foreign spy who infil trated the Air Force 

base where Dr. Bruce Banner "-'as conducting Gan'ln'la Ray 

experiments. 1n an attempt to rid himself of I,js dangerous 

enemy, the Incredible Hulk , 13)onsky mistakenly activated a 

machine which subjected hirn to a higher dose of rad"iation 

than the one which had created the Hulk in the first place. 

Blonsky "vas transformed into the hideous, green-skinned 

1nonster named the Abominat ion. 

After his defeat by Bann er, the Abo1nination ,vas taken 

to a distant planet by a cosmic being known as the Stranger. 

Eventually he escaped and returned to Earth. He's aligned 

himself wi th the Lead.er, Modok and Tyrannus. He has fought 

the Hulk on many occasions, always resulting in defeat. 

Blaming Banner for destroying his life and marriage, the 

Abomination poison ed Betty Ross, Banner's wile. The 

resulting fight with the Hulk end ed with the Abomjnation 's 

capture by the military. 

The Abomination possesses s trength, power and 

endurance comparable to the lncredible Hulk, though unlike 

Hulk he seems to have a n upper Jim.it to his povver no 

matter how angry h e gets. Also w,like the Hulk, he kept 

his intelligence and can't revert to his human fo rm . And, 

while Blonsky was never as sn1.art as Banner, he is vastly 

smarter than the Hulk, which makes him a dangerous 

opponent. Abo1nination 's prime mot ivation is his hatred 

for Banner, although he is also easily duped into working 

for super villains. 

Karl Morda 
Height: 6'0" 

Weight: 250 lbs. 
Eye Color: Brown 
Hair- C o lo r: Gray 
Sp ecies: Human 

ABILITIES 
Intelligence: 6 

Strength~ 1 
Agility: 1 
Speed: 1 

Durability: 2 

® ~(i] 
ACTIONS 
Mastery of Magic: 3 
(Intelligence B onus) 
- Accumu lat e Energy 
- Increase Action Modi fier 

Sorcery: 6 
(Intelligence Bonus) 

Summoning: 4 
(lnce lligence Bonus) 
- Bands of Cyttorak: B inding 

Spell Diffic ulty = Action # to 
brea k . Resistance = 
3x Actio n # t o escape. 

- Satannis h. T iboro c an b e 
Summoned to incr ease 
effect of evil magic by x3 

- Variou s Other B eings 

MODIFIERS 
Magical Defense: (+6) 

EQUIPMENT 
None 

DESCRIPTION 

BARON MORD 
Telepathy/Mesmerisn 
- Project T hou ght s /Illus ions 

Magical Travel: 9 
- Teleportation 
- Astr a l Travel 
- Dimen s ion Walk in g 
- lnterdimensional Navigatio 

Close Combat: 3 
[Inte lligence Bonus) 
- M a rtial Arts 
- Fencing 
- Hand -to-Hand 

Social Skills: 3 
- Tra n sylvania n Nobility 
- T ib etan R ituals 
- Extradimens ional Polit ics 

Wealth: (3) 
Energy D efense: ( +4) 

Karl Amadeus Mordo traveJed to Tibet, seeking out the 

Ancient One to receive tnuning in the 1nystic arts. The 

Ancient One saw that he possessed the ability to become 

a great sorcerer and accepted him as a disciple even thou ~ 

he sensed that Mordo desired power 1nore than wisdom c 

enlightenment. Mordo was p lotting even then to kill the 

Ancient One and take his pO"'-'ers. Mord.o's plan was foilc 

by a visi tor to the . .OU,.cient One's palace, Dr. Stephen St ran 

Even th ough M.ordo used sorcery to prevent Strange from 

warning the Ancient One, he couldn't stop him from 

becomjn g a fellow disciple. Mordo's rivalry with S trange 

escalated over the years, with Mordo defeated time after 

time. D r. Strange eventually became Earth's Sorcerer 

Supre1ne, a position that Mordo beJjeves sho1.dd be his. 

Baron Mordo is o n e of the world's most powerful 

sorcerers. He can me?smerize and project his thoughts into 

any o ther mind on Earth. He can throw magical energy bo 

He' s able to c reate magical barriers effective against physi< 

energy and .magical attacks. He's n1astered astral projectio1 

and can teleport hin1.sel£ to locations in this a.nd other 

dimensions. He has also magically traveled through time. 

Mordo frequ ently uses d ark magic. He has often .. allied 

himself with powerful beings and demons like the Dread 

Dormarn.mu in his bid for personal gain. Mord.o's prime 

1notivation is his lust fo r power, his egomania, and his hat 

for his archenemy, Dr. Strange. 



ACTIONS 
Close Combat: 6 
(Intell igence Bonus or 
Weapon M odifie r ) 
- Hand-to-Hand 
- X-Man Multi-Style 

Ranged Combat: 4 
[Weapon Modifier) 

Aorobatics: 6 
[Agilicy Bonus) 

Healing, Medical: 7 
Social Skills: 4 
-Academia 
- Scientific Community 
- Language and Culture 

Et iquette 

MODIFIERS 
Mutant 
Team Affiliation: X-Men 

Wealth: (3) 

EQUIPMENT 
Reading glasses (fai:-sight ed) 

Body Armor: Defense (-1'1) 

DESCRIPTION 

Hank McCoy 
Height : 5'11 " 

W eight : 400 lbs. 
Eye Color: Blue 

Hair Color: Black-Blue 
Species: Mutant 

ABILITIES 
Intelligence: 5 

Strength: 5 
Agility: 5 
Speed: 5 

Durability: 4 

@ ~ 
Technology: 6 
(Intelligence Bonus ) 

General Knowledge: 6 
(Intelligence Bonus) 
- H istory 
- Ph ilosophy 
- Ancient Cultures 
- H istory o f Art 
- Uterature 
- M usicology 

Vehicle Operation: 5 
- Light Vehicles 
- Heavy vehic les 
- M ilitary Equipment 
- Aircraft 
- Alien vessels 

Music/ Keyboards: 5 

Reflexive Dodge: (+2) 
Mental Defense: (+1) 
2x natural healing rate 

X -Man Communicator 

Unlike most mutants, Henry M:cCoy's abilities have been with 

him from birth. His fa ther \'\1.tS exposed to massive amonnts of 

radiation during an accident, ai,d Henry was born a mutant. 

McCoy's superhuman agility, s trength and speed helped him 

become a star football player, and he attracted the interest of 
Professor Charles Xavier, who invited Hank to become one of 

the original X-Men. 

McCoy is extremely intelligent. After completing his 

doctoral studies at Prof. Xavier's school, he became a genetic 

researcher at the Brand Corp. He developed a catalyzing 

serum to activate latent mutat ions and tested it on himseli. 

Hank experienced radica l physical changes: he grew blue fur, 
his ears became larger and pointed, and his canine teeth grew 

into fangs. His already amazing physical abilities increased. 

He possesses superhwnan st rength, a gility, speed and 

d urability. His recovery ra te from an injury is about twice that 
of a normal hmnan. He has the skills of a circus acrob at and 

gymnast, and can climb brick walls barehand ed. To this day 

Beast's mutation continues to alter his abilities. 

Beast is an X-Man and a renowned research scientist a t the 

Xavier Institute. He's an expert in mutant genetics, biology 

and biochemistry and a fervent believer in Xavier's dream. 

Although he has plenty of friends, he's also a lonely romantic 

whose love life has been hampered b y his beastly appearance. 

Felicia Hardy 
Height: 5'10" 

Weight: 142 lbs. 
Eye Color : Green 

Hair Color: Platinum 
Species: Human 

ABILITIES 
Intelligence: 3 

Strength: 3 
Agility: 3 
Speed: 3 

Durability: 3 

@ E) 
ACTIONS 
Close Combat: 5 
[Agility Bonus or 
WeaP-on Modifier) 
- Martial Arts 
Ranged Combat: 2 
(Weapon Modifier ) 

Thieving: 5 
(Agility Bonus ) 
- Hid ing 
- Bur g lary 
- Lockpickin g 

MODIFIERS 
Wealth: (3) 
Reflexive Dodge: (+5) 

EQUIPMENT 

BLACK CAT 

- Shadowing 
- Safe Crack ing 
Acrobatics: 5 
(Agility Bonus} 

Hunting/Tracking: 3 
- Stalk 
- Spot/Set Tr aps 
- Spot/Set Ambush 

Social Skills: 3 
- Streetwise 
- Socialit e 
- Professional Crim inal 

Bad Luck: (3) - 3 stones 
from opp onent's Action 
so it fails by 1 stone. 

Cable/grappling hook: ( + 'f) free .srone ro Acrobatics 

D ESCRIPTION 
Daughter of an infamous cat bw:glar, Felicia Hai·dy set out to 

continue the family business. Hardy's intense physical 

n·a ining increased her strength, agility and durability to 
Olympic levels. She studied martial arts, receiving black belts 

in both karate and judo. And sh e 1nastered burglary skills like 

lod..-picking and sa£ecracking. 

Black Cat fooled opponents into believing she caused 

them b a d luck. In reality, she prepared the scenes of her 

crimes so accidents would happ en to those who can,e after 

her. She convinced Spider-Man of her ability, ai,d they joined 

forces, figh ting criJ11e_ .. aJ.1d faWng in love. He even revealed 

his secret identity to her. But wheri he found out that she had 

no super powers, he felt that fighting crime was too dangerous 

for her. A fte_r a fight -wh ere she got hurt, he ended their 

partnership but not their relationship. Angry and hurt, 

Felicia set out to gain sup er powers. She unknowingly went 

to work for the Kingpin, and in return his scientists activ ated 

her latent genetic abilities, giving her the bad luck pov,•er she 

previously pretend ed to have. After learning that her powers 

would bring bad luck to Spide1·-Man and kil l him , s he 

planned to end their a ffair to sav e !us life. But he broke up 

with her first, because of her lack of morality and disdain for 

his life as Peter -Par kei:. 

Black Cat is clever, independent and co.niident. She is 

loyal to her friends and lovers, but also knows how to take 

care of herself. Even though she's been on the wrong side of 
the law more than once., she knov.7 S the difference between 

right and wrong and does what's right when it really counts. 



ACTIONS 
Close Combat: 1 
(Strength & Durability Bonus o r 
Weapon Modifier only) 
- Han d-to-Hand 

Ranged Combat: 2 
(Wea pon M odifi er ) 
- May attack 1 target only 

Circus Performance: 5 
(St r ength Bonusll 
- St r ong man 
- Fr eak 

MODIFIERS 
Mutant 

Team Affiliation: 
The Brotherhood of Evil M utants 

Wealth: (0) 

EQUIPMENT 
CelJ.Phone 

DESCRIPTION 

Fred J. Dukes 
Height : 8'0" 

Weight: 976 lbs. 
Eye Color: Brown 
Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 8 
Agility: 1 
Speed: 1 

Durability: 6 

@ E) 
Black Ops: 4 
- Prop aganda 
- Surveillance 
- Bodyguard 
- Int imidation 

Social Skills: 4 
- Cir c u s Cult u re 
- Freak Cultur e 
- Professional Cr imina l 
- Underworld 

Toughness: (+4) 
- Nullifies Armor Penetration, 
- No 2x Damage from Rrearms 

or Projectiles 

Immovability: Can't. be moved 
unti l kn ocked ouc 

Fred Dukes worked as a circus performer until he met the X-Men, 

who told hicn that he was actually a superhwnan mutant and 

invited hi.m to join them. The Blob ,-efused and instead decided 

to put his mutant powers to wor.k as a criminal. After clashing 

with the X-Men, he had his .memo1y of the incident erased by 

Prof. X, only to have jt restored later by Magneto. He has often 

been alJied with Magneto and the Brotherhood of Evil Mutants, 

as well as other criminal mutant organization..<; and Unus the 

Untouchable. For a t:ilne, Blob even worked as a US governmen t 

operative in the anti-mutant Freedom Force. Working alongside 

his frequent companion in crime, M ystique, Blob took evil 

pleasure in the chance to act as violently and sadistically as he 

wanted and get paid for it by Uncle Sam. 

The Blob's obese body is amazingly duTable, giving hiln 

both superhuman strength and near-total invuh1.erability. 

Projectiles like bazookas and i:ocke ts bow1.ce off h im; bullets 

become imbccld ecl in hjs fla b_ But his greatest p ower is his 

ability to become virtually immovable. Once his feet are 

planted, fe,._, forces on Earth can uproot Blob! He can create a 

mono-directional gravity field that makes h im impossible to 
mov e as long as he remains in contact with the ground. 

T h e Blob .is arrogant, angry, w1husting and violent. 
He is motivated by greed, hatred of humanity and of other 
mutants. His desi re to be a.ccepted 1nakes him prone to join 
other v illains, though his personality invariably distances 

him from them, and he is usually betrnyed b y those 

Unrevealed 
H e ight: 6 '0 " 

Weight: 185 lbs. 
Eye Color: Blue 

H air Color: Blond 
Species: Human 

ABILITIES 
Intelligence: 4 

Strength: 3 
Agility: 3 
Speed: 3 

Durability: 4 

@ e 
ACTIONS 
Ranged Combat: 8 
(Weapon M od ifier) 
- A ll firearms 
- All thr owing weapons 
- Non-weapon s as weapon s 

C lose Combat: 4 
(Agility Bonus or Weapon IV'oOdifier} 
- Hand-tcrHaAd 
- Streetfighting 
- US M ilitary Mu~ 
- Dny Tricks 

MODIFIERS 
Wealth: (3) 
lndestructable 

EQUIPMENT 
Handgun: (+2) 

DESCRIPTION 

BULLSEYE 

Vehicle Operation: 3 
- Light Vehicles 
- Heavy Vehicles 
- Military Equipment 

Black Ops: 3 
- Assassination 
- Propaganda 
- BlackmaU 
Social Skills: 3 
- Military Protocol 
- Professional Criminal 
- Underwor ld 

Adamantium Skeleton 
Targeting: (+5) 
Reflexive Dodge: ( +2) 

Throwing stars: ( +1) 

We don't know the name Bullseye was born with, but we do 

know he was born with perfect aim. f-le can l<ilJ an enemy as 

easily with a pencil or paperclip as w ith a knife or gun. As an 

adult he joined the military, giving up a p romising career in 

baseball. Later he began a career as a costu1ned criminal and 

freelance assassin. It was only a matter of ti.me before he 
c rossed. paths with Daredevil, and the two have been 

aTch-e:nen"lies ever since. 

Always unstable, Bullseye was eventually d ,:ivei, insane 

b y a brain tumor. His murderous rampage was ended by 

Daredevil, who delivered him to a hospi tal to have the tumor 

removed. He later escaped from Rike r's Island intent on 

reveng-not only against Daredevil, but against Elektrn, the 

ninja who had taken his place as Kingpin's top assassin. After 

killing Elektra with her own sai, Bt.illseye was pleased to learn 

she was once the girlfriend of Matt Murdoch, wh01n he 

thought to be close friends with DaredeviJ. The Kingpin, 

however, refused to rehixe Bullseye w 1.til he killed Daredevil. 

Di.iring a subsequent fight with Daredevil, Bullseye fell and 

shattered his spine. But Bullseye didn' t die. He disappeared, 

Qnly to eventually reappear hea led and whole, with a skeleton 
laced \-vith indestructible Adamantium. 

Bullseye is sociopathic and ruthless. Even when he is 

working as a paid assassin for a "¼ride va r iety of super 

villains, his motivations a re unpredictable. He will betray 

his employers when it suits him. The only predictable thing 

about Bullseye is his hatred of Daredevil. The p sycopathic 

marksman has already k illed two of Dm:edevil's former 

lovers-Elektra and Karen Page-and will stop at nothing to 

cause Daredevil pain. 



CAPTAIN AMERICA 

ACTIONS 
Close Combat: 7 
{Str ength Bonus 
or Weapon Modifier) 
- Amer ican-style Boxing 
- Judo 
- Shield Fighting 
- Hand-to-Hand 
- Disarm/take down 
- Trains ochers Hand-r.o-Hand 
- Mar t ial Arts 

MODIFIERS 
Toughness: (+11 
Reflexive Dodge: (+3) 

Mental Defense: (+4) 

EQUIPMENT 
Scale Mail/Kevlar fabric 
costume: Defense (+1) 

Shield: (+6) to Close or 
Ranged Combat or Defense. 
Armor Piercing. (Jan hit multiple 
l:a'.gats and rerum to throNer. 

DESCRIPTION 

Steven Rogers 
H eight: 6'2" 

W eight: 240 lbs. 
Eye Color: Blue 

Hair Co lor: Blond 
Species: Human 

ABILITIES 
Intelligence: 2 

Strength: 4 
Agility: 4 
Speed: 3 

Durability: 4 

@ e 
Leadership: 5 
Ranged Combat: 7 
(Weapon Modifier) 
- Shield Throwing 

Acrobatics: 4 

Vehicles: 3 
- Military Ve h ic le s 

Social Skills: 4 
- Military Protocol 
- Avengers Pr otocol 
- Advertising 

Team Affiliation: Avengers 

Wealth: (1) 

Targeting: (+2) 
With thrown shield, only 

2x. Natural Healing Rate. 

Unique. virtually indestructil;Jle alloy 
of unknown composition. resists 
r adiation. temperature extremes. 
and penetration. Can only be 
damaged by -rampering wit h its 
molecular bonding,. Concave disk, 
2 .5 ~- d iamete~ weight : 12 lbs. 

Steven Rogers wa.s a fnlJl, sick ly boy when WWLI broke out. 

Too weak to sen1e in the army, Rogers was offered an opportwlity 

to take part in an experiment called Operation: Rebirth. He was 

injected with the Super-Soldier Serum and bombaxded by "vita-rays." 

Rogers emerged from the experiment with the ultima te h.urnan 

body jlL';t before the inventor of the process was murdered by a 

Nazi spy. Roge1-s W1der went an intensive program of physica.J an d 

tactical training in hand-to-hand combat and military strategy. 

Three months late1~ he was given the red, white and blu e costun, e 

and shield of Captain America. 

Cap and his sidekick Bucky Barnes fought Nazis, Baron Zemo 

and the Red Skull While trying to stop Zemo's bomb-loaded 

drones, 13u cky was killed and C ap was thrm,vn into icy Arctic 

waters. T he Sup e r-Soldier formu la kept him in SUSp€nde<l 

animation for decades until he was found by the Avengers. 

A nearly invinci ble fighter, Captain America has merged 

martial arts, boxing, gymnastics and the use of his Shield into h is 

own u nique style of hand-to-hand combat. The Super-Soldier 

Serum has enhanced his body to the peak of human efficiency 

and durabili ty. But it .is his ind omitable will, unflinchi ng loyalty 

and deeply p€r50nal sense of w hat's right that makes Cap so 

dangerous. \IVhether as an Avenger or as the soli tary sentinel of 

liberty, Cap will fight for his version o f the American Drean-i in 

whatever way he sees fit. 

Scott Summers 
H eight: 6 '1 " 

Weight: 181 lbs. 
Eye Color: Red 

Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 2 
Agility: 2 
Speed: 2 

Durability~ 3 

@ 0 
ACTIONS 
Optic Blast: 9 
- R uby V iso r (required) 
- 2x Damage 
- Can't be im proved 
- Power out of cont rol 

without Ruby Visor 
Close Com.bat: 5 
(Ag ilit y Bonu s or Weapon 
Modifier) 
- X-Man M u lti-Style 
Ranged Combat: 2 
(Weapon Modifier) 
- Handguns 
- Energy Weapons 

MODIFIERS 
Mutant, Hum an appearance 
Team Affiliation: X-M en 

EQUIPMENT 
Ruby Visor-: Adiustable. 
Without v1sor, m ust keep 
eyes closed or power goes 
out of co ntrol 

DESCRIPTION 

CYCLOPS 

Technology: 4 
(Intelligence Bonus) 

Vehicle Operation: 5 
- Light Vehicles 
- M otorcycles 
- Heavy Vehic les 
- Aircraft 
- A lien Vessels 
Leadership: 7 
Social Skills: 4 
- Aviation Culture 
- Academic P rotocol 
- Authority 
- Str eetwise 

Wealth: (2) 
Mental Defense: (+1) 

Ruby Sunglasses 
(as above) 
Kevlar Armor: Defense ( + 1) 
X-Man Communicator 

Scott Surn.mers was the original mem.ber o f the X- Men, and 

has been Prof. X's second-in-comn-iand for years. But outside 

the X-Men, Scott's personal life has been filled wit h turmoil. 

After his parents apparently died in a plane crash, Scott ,vas 

separated from his brother Alex and placed in an o r phanage. 

After a mission in space, S cott thought the love of his life, 

Jean Grey, had died. Grief-stricken, he te1nporarily left the 

X-l\1en, b u t his love for Jean endured. And he was forced to 

send his son, Cable, into the futLU·e to survive a tec.hnovirus. 

Through it all, Scott has proven to be a stable, reliable 

leader and loyal teammate. Xa vier is more than a mentor to 

Scott, and the X-Men more a family than a team. And even 

when he's ta ken leaves of absence from the X-Men, Scott has 

stayed true to ProfessoJ· Xavier 's drean,. His powerful, 

concussive optic b last, X-Men combat t raining_, battle tactics 

and strategic skill n1.ake him a dan gerous enemy, both alone 

and with his team by his s ide. 

Bel-rind the cool, collected fac:;ade of a le ader, Scott is all 

too h u man. He's plagued by self-doubt, self-recrimination 

and a b elief that he isn't doing enough for his team, his family 
a n d his cause. His relationship with Wolverine is stormy, 

complicated by Wolverjne's love for Jean Grey and resistance 

to being ordered a round . But his close personal relationship 

with Professor Xavie1; the faith and love of his ,-vife Jean Grey, 

and the respect of team co- leader Storm a ,·e usuall y enough 

to restor e his faith in himself. 



ACTIONS 
Close Combat: 5 
[Agility Bonus o r Weapon 
Modifier) 
- Hand-to-Hand 
- Boxing 
- Wrestling 
- Martial Arts Multi-Style 
- B illy C lub 

Ranged Combat: 4 
(Weapon Modifier] 
- Billy C lub 

MODIFIERS 
Human, blind 
Wealth: (1) 

EQUIPMENT 
Unstabl.e Molecule 
Armor: Defense (+2) 

DESCRIPTION 

Matt Murdock 
Height: 6'0" 

Weight: 200 lbs. 
Eye Colo r : Blue 
Hair Color: Red 
Species: Human 

ABILITIES 
Intelligence: 4 

Strength: 3 
Agility: 4 
Speed: 3 

Durability: 3 

@ 0 
Concentration: 7 
(Intelligence Bonus) 

Legal Skill: 4 
[Intelligence Bonus) 

Acrobatics: 4 
(Agility Bonus & Billy Club 
Modifier) 

Social Skills: 3 
- Academia 
- Pro-B oxing Culture 
- Law Enforcement 

Reflexive Dodge: ( +4) 
Radar Senses: (7) 
Pen::eive minute details at a range 
of70' 

Billy Club: (+4) Close or 
R anged Combat. [Rebounds to 
thrower}. 30 nylon cord between 
2 detachable parts. W hen used 
to travel the skyline . adds to 
Acrobatics. Can be disguised as a 
cane for the b lind. 

From the moment yom1.g Matthew l\,fichael Murdock jumped 

in front of a truck to save a blind man, his life stopped being 

ordinary. A can of radioactive waste fell from the truck and 

blinded him, but it also m.utagenically heightened his othei:

senses. But it wasn't until he met Stick, a blind martia I arts 

master, that he became Daredevil, the Man Without Fear. 

·Murdock's remaining senses function at su perhuman 

levels. His sense of touch is so sen_<;itive he can r.ead a page by 

feeling the ink on the paper. His sense of hearing is so acute 

he can tell if someone is lying by listening for miDute changes 

in his heartbeat. And his "Radar Sense" lets him "see" more 

details than normal human sight. Daredevil is an Olympic 

level athlete and gymnast, possessing exh'aordinary agility 

and balance. He's developed a u nique fighting style (a blend 

of ninji tsu, judo and boxing) using his two-piece Billy C lub. 

The club doubles as a cane, and contains a grappling hook 

and cable Daredevil uses to swing through the city. 

As a partne r in the law fou1 Nelson and Murdock, Matt 

believes in justice for b oth victims and the cri.m.inals. As 

Daredevil, he lives in a worl.d of shades of gray, making deals 

with the likes of the Kingpin when it serves the greater good . 

Even his love life is com plicated: his first lover, Elektra, 

became an assassin and has returned from the grave; another 

lover is the Black \Nidow, a former R ussian spy and Averiger. 

But loya lty and love take a back seat to Daredevi l's blind 

devotion to his own sense of justice. 

Victor Von Doom 
Height: 6 '2 " 

W eight: 225 lbs. 
Ey e Color : Brown 
Ha ir Color: Brown 
Spec1es: Human 

ABILITIES/PA* 
lntelligence/S.I.: 8 /5 

Strength: 2 /5 
Agility: 2 /2 
Speed: 2 /4 

Durability: 3 /4 

@ 0 ® lla 
ACTIONS 
Close Combat: 4 
Str eng'th B onu s or 
W eapon Modifier} 
- Powered A rmor Combat 
- Hand-to-H and 
- Fen c ing 
Ranged Combat: 6 
- Powered Armor Combat 
Mastery of Magic-: 5 
Technology/Invention: 7 
[lnt.elligence Bonus} 

MODIFIERS 
Appearance: D is f igured , 
always wears armor 
Wealth: (8) 
Magical Defense: (+5) 

EQUIPMENT 
DoomBots (at need) 
t hat look like Doom 
and t hink they a r e D oom. 

DESCRIPTION 

Leadership: 5 
Social Skills: 5 
- Regal Protocol 
- Ambassadorial Protocol 
- Author ity 
- Ar rogance 
- Intim idation 
PA Force Field: 3 
PA Flight: 4 
PA Doom Bolts: 5 
- Range 5 
- 2x Damage 

PA Electrification: Free 
4-stone counterattack vs. 
anyone touching you 
PA Toughness: (+4) 
PA Environment : 4 hours 

Blaster: ( +3) 
Robot Guards in his 
kingdom 

O rphaned at a young age, Victor Von Doom was raised by 

gypsies in Latve,:ia, a tiny Dation in Europe. The briUiant, 

arrogant youth studied intensely for yea.rs, eventually 

attending State University in New York City. There h e m et 

and became rivals wit h Reed R ichards. When one of his 

experiments went w rong, Doom's face was disfigured, for 

which he b lame d Richards. Doom searched the , .. ,orld for a 

cure, eventually discovering a village of Tibetan monks. 

TI1e monks made him a suit and mask of armor and trained 

him in their ways. Eventually, Doom returned to Latveria, 

overthre·w the goverrunent and crowned himself king. 

Although his iri.itial goals were s e lfish , today he s trives to do 

what is right for his people while still ruling his kir1dom with 

an iron fist. 

One of the vvorld's most b rilliant scientists, Doctor Doom 

has arnassed a seemingly unlimited arsenal of high-tech 

weaponry, including an army of Doom Bots that look just like 

hin'l. H is armor contains powerfu I weapons, including a force 

field and concussion beams. 

Doctor Doom is egomaniacal and l-Uthless. He is an 

effective strategist. But other thari his hatred for the Fantastic 

Four, it is often difficult to dete rmine Doo111.'s true goals. 

Although he seems bent on world domination, there have 

been times when he has actually refused power for reasons of 

h is own, and even ti.mes when he has joined forces with his 

enemies to save the wodd. 

*PA= Powered Anuo1 



ACTIONS 
Tentacle Whip: 5 
{Tentacle Strengt h Bonus , 
see Equipment} 
- Movement: up t o speed 3 
- Extend height up to 20' 

off the ground 
- Manipulat e objects at 20' 
- Create 50 mph wind blas t 

MODIFIERS 
Wealth: (3) 
Toughness: (+2) 

EQUIPMENT 
Octopus De-vice: 
Four psionically controlled, 
eJectricalfy -powereo telescoping, 
µ-ehensile titanium-steel tentacles 
encfing in 3 pincers and attached 

DESCRIPTION 

Otto Octavius 
Height: 5 '9 " 

W eight: 245 lbs . 
Eye Colo r : Brown 
Hair Color : Brown 
S p ecies : Human 

ABILITIES 
Intelligence: 7 

Strength: 1 
Agility: 1 
Speed: 1 

Durability: 2 

® ~(i) 
Ranged Combat: 1 
[Weapon Modifier} 

Technology: 6 
[Intelligence Bonus) 

Inventing: 3 
(Intelligence B onus) 

Social Skills: 2 
- Scientific Community 
- Cr iminal M aster mind 

Underwater Breathing 
[ff'om device) 

to a stainles~ I harness 
covering his 10\J\e- b0cly. They each 
have a .St:.rength of 5. any two used 
together have a Strength of 6, and 
all fuur can be used at once fi:Jr a 
Strength of 7 , The deviee al!O'NS 
undeNVater breathing. 

Otto Octavius was a brilliant and respected nuclear scientist. 

While using a set of robotic arms of his own design to aid his 

research into atom_ic physics, an acciden t exposed Octavius to 

intense radiation. The accident grafted the robot an:ns to his 

bod y and affected his mind. The now-insane O ctavius took 

the name Doctor Octopus, and turned his genius to seeking 

wealth and power through crime. o,,er t be years h e has 

formed gangs like the Sinister Six in an attem pt t o d ominate 

crime in New York, and he has become one o f Spider-Man's 

most formidable foes. 

Al though they are no longer grafted to his body, Doc Ock's 

four titaniwn tentacles are now attached to a stainless-steel 

harness encircling his lower chest and waist. Each 

telepathical ly-controlled, telescoping tentacle is cnpable of 

striking w it h the force of a jackhammer. By s p in n ing them 

like a giant fan, Doc O ck can generate a 50-mph_ wind. A t fuTI 

extension, the mechanical appendages allow him. to txavel 

high above the ground as if on stilts, either using n-vo 

tentacles or all four for maximun1- speed. And even if Doc O ck 

were to b ecome separated from his tentacles, he can 

con hcol his mechanical arms telepathically over vast distances. 

While Doc Ock has frequently allied himself with other 

super villains, he never fully trusts them. His gangs frequcntly 

tum on each other, usually in a shuggle for power within the 

group, and ar e often their m.vn worst enemies. His own 

motivations cnn be t w isted and insane-he once saved 

Spider-Man just so someday he could be the one to e.nd the 

wall-crawler's life. 

Stephen Strange 
H eight: 6 '2" 

W e ight : 180 l b s . 
Eye Color: Gray 

Hair Color: Black, 
with gray temples 

Species: Human 

ABILITIES 
Intelligence: 6 

Strength: 2 
Agilrty: 2 
Speed: 2 

Durability: 2 

® eci) 
ACTIONS 
Mastery of Magic: 4 
(Int elligenc e B onus] 
- Accumulate Energy 
- Increase Action M odifier 
Sorcery: 8 
(Intelligenc e Bonus) 
Summoning: 7 
(lntelligence Bonus} 
- Ban as of Cyttor ak. B indjng 

Spell Difficulty = Action # to 
break, Resistanc e = 
3x Action # to esc ape. 

- Vishanti: H oggoth, Oshur. 
Agamot:to, can be Summ oned 
to in c rease effect of any 
g ood m agic by x3 

- Various Other Beings 
Healing, Medical: 6 

MODIFIERS 
Energy Defense: (+3) 
Magical Defense: (+8) 

EQUIPMENT 
Cloak of Levitation: 
Allows Flight a t 3 (for free) 
Eye of Agamotto: Allows 
w ielder t o 'focus e nergy for 
2x Magical effect. For 
contact ing/using Orb of 
A gamotto. Dispels illusions. 
Orb of Agamotto: See 
anything, anywhere, anywhen. 
Amulet of Agamotto: 
H o ld s t h e Eye ot Agamotto. 
protects vs . D r eam Magic 
and the Dread Dor m a m m u. 

DESCRIPTION 

Close Combat: 6 
[Intelligence B onus ) 
- M a rtial Arts (many] 
Telepathy/ Mesmerism: 4 
[Intelligenc e Bonus) 
- Mental Bo lts 
- Pro ject Thoughts and 

Illusions 
Magical Travel: 9 
- Teleportation 
- Astral Travel 
- Dimension Walking 
- Flight 
Vehicle Operation: 5 
- Sport s Cars 
- Carpets and magical 

flying devices 
Social S k ills: 3 
- Medical Circles 
- Occult Community 
- Demonic Protocol 

Wealth: (3) 
Team Affiliation: Defenders 

Book of the Vishanti : 
( + 1 ) to Sor cery Action # . A 
c ompendium of many spells, 
m ostly good purposes 
Books of Lore: Many spells 
and incantations , some good, 
some evil. some simply 
unknowable and b eyond even 
Strange's ability to use . 
Mystical artifacts, 
ingredients for special spells, etc. 
Sanctum Sanctorum: 
M ansion in Greenwich Village. 

Stephen Strange ,~,as a b.cilliant b ut arrogant ne1.u-~'tlrgeon w ho 
suffered ne.cve damage in a car accident. In search of a miracle, 
he went to the H imalayas to sel'k the Ancient One, a Tibetan 
sorcerer. \Nhile there, Strange learned the sorceJer's pupil Baron 
Mord o was plotting to kill his men tor. Seeing evil's bue nature 
and the need to combat its forces, Stnmge became the Ancient 
One's discip le. When the Ancient One dil'd, Doctor Strange 
inherited his mantle as Earth's Sorcerer Supreme. Since then, 
he has defended Earth, stren gthening the barrier between our 
world and o ther hostile reabn.s. 

As Master of th e Mystic Arts and Sorcerer Supreme, Strange 
can come up w ith a spell for aln, <)St a n y purpose. He can cast 
illusions, read nunm;, h1.u-l mystical and mental bolts and fly with 
his Cloak of Levitation. He knows many mystical beings ,-vhom 
he may summon or whose po~ver he may invoke. He lives in a 
tov,mhouse in Greenwich Vtllage a long with lus manservant Wong. 
This "Sanctum Sari.ctorum" is protected by magic and filled with 
arcane texts, artifacts, relicS- and rooms for containing magic spells. 

Strange h as fou ght demons from other dimensions, mystical 
menaces, gods and his biggest challenge; the Dread Dormammu , 
Eater of Souls. Other heroes someti.rrtes go to Doctor Strange- for 
hclp with their more tmusual mystical problems. He can usu ally be 
counted on to help when anything threatens the Earth, 
alth ough his involve.111ent ,viii be in mann ers a nd for p urposes 
myste1ious a nd o ften unknowable. 



ACTIONS 
Ninja: 7 
(Agility Bonus and Weapon 
M odifier or 2 Weapon Modifiers) 
- N injitsu 
- Assassination 
- Hiding 
- Moving Silently 
- Weaponry 
- Silent Killing 

Acrobatics: 6 
[Agility Bonus) 

MODIFIERS 
Wealth: (1) 

EQUIPMENT 

Elektra Natchios 
Height: 5 '9'' 

Weight: 130 lbs. 
Eye Color: Blue-Black 

Hair Color: Black 
Species: Human 

ABILITIES 
Intelligence: 4 

Strength: 3 
Agjlity: 3 
Speed: 3 

Durability: 3 

® 0 
Black Ops; 4 
- Assassination 
- Covert Operatior"ls 
- Escape 
- Pursuit 

Social Skills: 5 
- Cultural/Diplomatic 
- Far Eastern OJltures/ 

languages 
- Secret Societies 
- Socialite 
- Underworld 

Reflexive Dodge: C +3) 

Pair of three-pronged daggers, or sai (+2) each 

DESCRIPTION 
Elektrn was the daughter of a powerful Greek diplomat and 

tht:> girlfriend of blind America.n law student, Matt Murdock. 

After her father died in a hostage situation, Elektra ,_vithdrew

from. the world. Her search for meaning led her to Japan and 

the martial-arts master know-n as Stick. Elektra honed he.r 

fighting skills to peak-human perfection, but her anger w-as 

too great ru:1d Stick cast her out. Determined to prove herself, 

E lektra infiltrated the Hand, a cult of ninja assassins. The 

Hand twisted her anger to suit thefr own ends. Eventually, she 

escaped and fled Japan, becoming .in assassin for hire. In New 

York, she crossed paths with Dru:edevil, her ex-flame Matt 

.lvlurdock. The tiNo still cared deeply for each other, and 

together they fought the Hand, until she went to work as chief 

assassin for the Kingpin. Not long after that, Bullseye impaled 

her on her own sai, and she died in Matt's arms. But she 

didn't stay dead. The Hand attempted to resurrect Elektra. 

Stone, a member of Stick's order, completed the process, 

bringing her back to li fe while Daredevil purified her spirit 

with his own. 

Although she possesses no superhuman abilities, Elektra is 

an Olympic-level athlete ai1.d gymnast. She i.s a skilled ninja, 

expert in the 1nartial arts and proficient in the use of many 

mai·tial-arts weapons. 

Elektra is a loner, living in the shadows, disguised, 

constantly on the move and unknown even to those w-ho hire 

her. She follows her ow-n moral code. Even though she is one 

of the world's greatest assassins, her targets tend to be people 

whom she feels deserve to die. She has frequently allowed an 

innocent target to wal k away unh urt, and dealt w-ith the 

consequences in her own v,ay. 

Remy LeBeau 
Height: 6 '1" 

Weight: 17 5 lbs. 
Eye Color: Red 

Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 2 
Agility: 3 
Speed: 2 

Durability: 3 

@ 0 GAMBIT 
ACTIONS 
Charge Objects: 6 
[Agi lity Bonus and Weapon 
Modifier of object) 
- 2x Damage 
Close Combat: 5 
(Agiit:y Bonus or W eapon Modffier} 
- X-Man Mult i-Style 
- Thieves Guild Style 
- Quarterstaff 
- Streetfightin g 
- Dirty Tricks 
Thieving: 6 
(Agility Bonus ) 
- P ickpocketing 
- Lockpicking 
- Con Artist 
- Safecracking 

MODIFIERS 
Mutant 
Team Affiliation~ X-Men 

EQUIPMENT 
Kevlar Armor~ Defense ("+'1) 
Playing Cards: (+'I) 

Throwing Spikes: (+2) 

DESCRIPTION 

Gambling: 6 
(Intelligence Bonus) 
(Agility Bonus if ch eating} 
- Poker 
- B lackjack 
- Bourre 
- Hearts/Spades 
- D ice 
- Spot Cheatin g 
Social Skills: 7 
- Streetwise 
- Thieves Guild Protocol 
- Assassins Gui ld Protocol 
- Persuasion, Charm 
- Seduct ion 
- Professional Crim inal 
- Cajun Culture 

Wealth: (3) 
Mental Defense: (+1 ) 

Quarterstaff: (+3) 
Thieving ERuipment: (+1) 
(in overcoat) 

X-Man Communicator 

Remy LeBeau was a homeless orphan wandering the streets 

of New Orleans when he foolish!.y tried to pick the pocket of 

Jean-Luc LeBeau, head of tl1e Thieves Guild. Rather than 

punish the boy, LeBeau took Remy under his wing a nd 

adopted him. In time, Remy learned the ways of both the 

Thieves Guild and their duef rivals, the As..sassins Guild of 

New Orleans. To seal a peace between the groups, Carri bit 

married the g1·anddaughter of the patriarch o f the Assasin's 

Guild. But her brother objected, and after a duel, Gambit was 

forced to flee to prevent war between the guilds. After many 

adventures, not all honorable, he befriended Storm, who 

sponsored his admission into the X-Men. 

Gambit has the .mutant ability to tap into the potential 

energy contained within an object and transform it into 

biokinetic energy. When Gambit thus charges a small object 

and throws it at a target, it releases thj.s energy explosively on 

ilnpact. He is also an excellent hand-to -hand combatant, 

especially w-ith his collapsible quarterstaff. 

Gambit found a home w ith the X-Men, although he o ften 

still feels like an outside1~ oven-eacting to perceived rejection. 

He covers his insecurity and pain with a charming fa<;ade that 

usually gets h im what he wants. In an ironic n ,v-ist of fate, 

what h e ·wants most he can never have: Gambit's true love is 

Rogue , w-hose ability prevents any phy sical contact. 



ACTIONS 
Close Combat: 3 
(Strength Bonus or Weapon 
Modifier) 
- Hand-to-Ha nd 
- Dirty Tricks 
Ranged Combat: 4 
(Weapon Modiffei-J 
- Firearms 
- Grenades 
Business Skills: 4 
(Intelligence Bonus) 

MODIFIERS 
Mutagenic., can appear hurrian 
Wealth: (7) 
Insane, Mental Defense: (+6) 

EQUIPMENT 
Goblin Glider 
1Speed: 5, Difficulty: 4 . 
Vehicle Oamag_e: 4 , 
Maneuver Modifier: +4, 
Defensive Modifier: ( + 1 J 
Bulletproof Mail: tunic, 
cap, mask: Defense (+2) 

DESCRIPTION 

Norman Osborn 
Height: 5 '11" 

Weight : 185 lbs . 
Eye Color: Blue 

Ha ir Color: Red-Brown 
Species: Mutagenic 

ABILITIES 
Intelligence: 7 

Strength: 5 
Agility: 4 
Speed: 3 

Durability: 4 

@ f9 
Vehicle Operation: 4 
- Light Vehicles 
- Piloting 
- Goblin Gl ider 
Technology: 6 
(Intelligence Bo nus) 
Inventing: 5 
(Intelligence Bonus) 
Social Skills: 3 
- Socialite 
- Pr ofes sional Criminal 
- Industry 

Healing F•actor: Heal 1 whit.e 
srone per hour, Regenerate -3 red 
stones per 2 vvhite st.ones per Panel 

12 Pumpkin Bombs: (+4) 
12 Smoke Bombs 
12 Gas Bombs: (+ 4) [Area 
Attack vs. Durability, paralyze) 
High-Voltage Gauntlets: 
(+ 3) 
Masking Gas: (Nullifies 
Spider-Senses for 1 0 Panels. 

Nonnan Osborn was the ruthless co-owne.r of a leading 

d1emical company. When he discovered his partner was using 

company funds for personal experirne11ts, Osbor n had him 

arrested and took over the company. He tried to recreate his 

partner's form uJa for increasing stren gth and intelligence, 

wi th disasb·ous results. The formula worked, b ut it drove 

Norman crazy. A second persona emerged, the insane Green 

Goblin . .His crim e sprees not only affected his family, but 

brought him to the a ttention of Spid er-Mart. 

The Goblin formula increased Osbon 1's abilities. Jt gave 

him a 1, ealing factor which allowed him to survive an 

apparent death. A nd h is insanity makes him an even more 

dangerous oppone11t. Whether hurling pumpkin bombs from 

his GobLin Glider or zapping his enemies w ith 10,000 volt 

gnuntlcts, the Goblin is a ruthless and deadly enemy. 

Goblin's motivations are warped by his increasing insanity. 

He has built a large corporate and cdrninal empire, but wealth 

and power have taken a back seat to his hatred of Spider-Man. 

The Green Goblin has done more than any other villain to 

hurt Peter Parker, terrorizing his friends and loved ones. 

He caused the death of Peter's fi rst love, Gwen Stacy, when he 

threw her off a bridge. Even h.is own son- Peter's best friend, 

Harry-·was poisoned by the Goblin legacy- Years after 

Spider-Man saw him die, Osborn has returned to cast a 

shadow of evil over his hated foe. 

Jean Grey 
Height: S'S" 

W eight: 143 lbs. 
Eye Color: Green 
Hair Color: Red 

Species: Mutant 

ABILITIES 
Intelligence: 5 

Strength: 2 
Agility: 3 
Speed: 2 

Durability: 2 

® E)CiJ 
ACTIONS 
Telepathy: 7 
(lntelligence Bonus) 
- A ll Options in t h is g uide 
Telekinesis: 6 
[Intelligence Bonus) 
Flight: 4 
Close Combat: 4 
(Agil ity Bonus oi- W eapon 
Modifiei-J 
- X-Man Multi-Style 

MODIFIERS 
Mutant, Human appearance 
Team Affiliation: X-Men 

EQUIPMENT 
Body Armor: Defense (+1) 

DESCRIPTION 

Ranged Combat: 2 
[Weapon Modifiei-J 
- Handguns 
- Energy Weapons 
Hearing, Medical: 4 
Leadership: 3 
Social Skills: 4 
- Political Culture 
- Scientific Community 
- Medical Community 
- Charm . Persuasion 

Wealth: (2) 
Mental Defense: (+ 7) 

X-Man Communicator-

When she was 10, Jean watched helplessly as her best friend 

was hit by a car. The event awakened Jean Grey's telepathic 

powers, and she experienced her dyfr1g friend's feelings 

firsthand. She becan"\e powerless to shut out the minds and 

thoughts of others, and was nearly on the brink o f insanity 

when her parents sent her to Prof. Charles Xavier. Working 

with Jean, Xavier erected psychic shields in her mind to 

protect her w 1til she cou ld learn to control her telepatmc 

abilities. Jean later enrolled in Xavier's newly established 

School for Gifted Youngsters. Adopting the guis€ of lvlarveJ 

Girl, s h e b ecame the fifth m ember o f the X-Men, mutant teens 

fighting for Xavier's dream o f peaceful coexistence between 

humans and mutants. ln sharing that dream, i t was easy for 

Jean and her teammate, Cydops, to fall in love v,rith each 

other, though it would be years before they married. 

Jean is a highl y skilled telepathic. She can read minds, 

project thoughts into the minds of others, and discharge 

mind-numbing mental bolts. Her telekinetic abilities allow her 

to levitate herself, other living beings and inanimate ob jects. 

She is one of the few beings a.live who car, operate Cerebro. 

More than just a powerful telepath, Jean Grey is a 

powerfuJ personality. Her psyche was strong enough to cause 

the Phoenix Force to sacrifice itself to save the universe. As a 

teammate and now headnustress at the Xavi eT Institute, her 

s h·ength and compassion have helped hold the X-Men 

together in their darkest m oments. But it is her passion that 

may be her biggest problem. Vvh.i.J.e faithful to her devoted, 

yet emotion ally detached, husband Cyclops, she is also d ra,;.vn 

to the animal intensity and passion of her friend and fellow 

X-Man, Wolverine. 



ACTIONS 
Close Combat: '1 / 3 
{S trength Bonus o r Weapon 
Modifier) 
Technology: 6 / 0 
{Intelligence Bonus) 

MODIFIERS 
[for Hulk, Banner has none) 
Appearance~ Human, or giant 
green monster 
Toughness (+8), Nullies Armor 
Penetration, No 2x Damage 
Accelerated Healing Factor 

EQUIPMENT 
None 

DESCRIPTION 

Bruce Banner 
Banner / Hulk 

Height: 5'9"/ 7 '0 " 
Weight: '128 lbs./'1 ,040 lbs. 

Eye Color: Brown/ Green 
Hair 0:Jlor: Brown/ Green 

Species: Mutagenic 

ABILITIES 
Intelligence: 7 / 1 
Strength: 1 / 10* 

Agility: 1 / 1 
Speed: 1 / 4 

Durability: 1 / 7 

G) 8 0 
Inventing: 2 / 0 
(Intelligence Bonus ) 
Healing, Medical: 5 / 0 
Social Skills 3 / '1 
- Scientific Circles (BB) 
- Homeless (BB/HJ 

Team Affiliation: Avengers 
Wealth: (0) 
Transformation: Gamma Ray 
* NOTE: f-tJ!k gets stronger the 
more angry he gets. 9rength 
increases 1 stone per three panels 
to a maxiTtun of 18, decrease is all 
at once when he srops rampagng. 

Robert Bruce Banner, a genius in n uclear physics, wa5 

overseeing the test of a.n experimental gamma bomb at a 

nuclear research facility in New Mexico . .tvloments be.fore 

the test was to go off, Banner noticed a fooJish teenager on 

the test site. Banner saved Rick Jones b u t was caught by the 

full b last of gamma radiation. He wasn't killed, b ut was 

instead transform ed into a green-skinned monster, the 
incredible Hulk. 

The release of adrenaline when Bann er becomes intensely 
excited is all it takes to give rise to the Hulk TI1e Hulk 

possesses superhuman strength, whid1 increases the angrier 

he becomes. He can leap great distances and can cover 3 miles 

in a single bound. The Hulk's body also possesses a high 

degree of resistance to disea<;e, injury, and pain. However, 

he's not indestructible, nor could -he survive a near-hit from a 

nuclear warhead. He's usually s u bdued, not by physical force, 

b u t by p owerful knockout gases. 

Banner's transformations into the Hulk have changed 

throughout the years. He's been both green-skinned and 

gray-skinned. D uring v a rious periods, he's even b een able to 

control his transformation or to retain some of Banner's 

in telligence w hile in Hulk form. D m·in g one of those periods, 

he helped form the Avengers. But for most of the time since 

the accident, the intelligent Banner has been at odd s w:ith the 

blutish Hulk for control of their body. In Hulk form, Banner's 

consciousness is buried, and he has very little influence over 

the H ulk's behavior. Usually the Hulk possesses little of 

Banner's memory and is ea,;ily enraged. The H ulk has the 

relative intelligence o f a child, but with a cunning that aids 
him in battle. 

Johnny Storm 
Height : 5 '1 O" 

W e ight: 170 lbs. 
Eye Color : Blue 

Ha ir Colo r: Blond 
Species : Mutagenic 

ABILITIES 
Intelligence: 3 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 
ACTIONS 
Close Combat: 4 
(Agility Bonus or Wea pon 
Modifier) 
- Hand-u>-Hand 
- Trained by Thing , She-Hulk 
- U se of Fire in Combat 
Mastery of Fire: 7 
- Immune to the effects 

of fi re , heat 
- Can turn into flame 
- Create Fire , m anipulate 

flame 
- Forc e B last [2x Damage) 
- Accum ulate Energy {Nova 

Blast) 

MODIFIERS 
ToughnasG: (+3) 
when f lame on_ 

EQUIPMENT 

Technology: 5 
(Intelligence Bon us} 
Flying: 5 
- Only when "Flame On" 
- +1 stone to carry others 

without burning them 
Vehicles: 5 
- Vintage Cars 
- Hotrod d es ign/mechanic 
- Racin g Car s 
- Uniq ue Flying Devices 
- Air c raft 
Social Skills: 3 
- Youth Cult ure 
- Car Culture 
- Celebr ity 

Team AffUiation: 
Fantastic Four 
Wealth: (1) 

Flame-Resistant Unstable Molecule suit: D efense (+1) 
Communicator 

DESCRIPTION 
Johnny Storm went to California to visit his sister, Susan, and 
h er fiance, aeronautical engineer, Reed Richards. Richards had 

d esigned a s tarship that could travel to other solar systems 

through h yperspace. When Richards decided to m ake a test 
flight with his friend .Benjamin Grimm acting as p ilot, Sue 

a.nd Johnny insisted on going along as \•veil. T he starship 
encountered unexpectedly inten se radiation, w h ich 

overwhelmed the ship 's shielding and exposed the occupants 

to intense cosmk rays. They survived a crash landing, only to 

discover that cosmic rays h ad m u tagenically al tered eacl1 of 
their bodies. 

In Johnny's case, he n ow had the mental ability to control 

ambient heat energy: He could cover his en tire body, or any 

part of it, in flame withou t doing any damage to himself. In 
his flaming state, he can fly and expel bolts of Fire in varying 

degrees of intensity, up to a sup ercharged nova blast. This 

flame is fed by oxygen, however, so he can't "Flame On" 

unless o xygen js present. 

A former race ca.r driver, designer and m echanic, Johnny 

Storm is usually impetuous and often in,mature (althou gh as 

he's gotten o lder, he's shm,vn signs of a 1nore serious nature). 

He and fellow teammate Ben Grimm, the Thing, often act 

more like q uarrelsom e brothers t han teammates. Johnny is 

also one of the most eligible celeb.rity Super Her0<..>s, and he 

plays the role exh-emely well. He's had 1-elationsm ps with a 

va:riely of aJiens, artists and other super heroes, though none 
o f them have las ted very long. 



ACTIONS 
Close Combat: 4 
[Agility Bonus o r Wea pon 
Modifier) 
- Self-Defense 
- Trained by Thing, She-Hulk 
- Use of powel's w hile fig h t ing 
Ranged Combat: 1 
[Weapon Modifier) 
- Hand Guns 

MODIFIERS 
Team Affiliation: Fantastic Four 

EQUIPMENT 

Sue Richards 
Height: 5'6" 

Weight : 120 lbs. 
Eye Color: Blue 

Hair Color : Blonde 
Spec ies: Mutagenic 

ABILITIES 
Intelligence: 3 

Strength: 1 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
Invisibility: 6 
Force Field: 6 
Flying: 3 
Actress: 4 
Leadership: 4 
Social Skills: 4 
- C elebrity 
- Diploma cy 
- Parenting 
- Etiquette 

Wealth: (3) 

Costume of Unstable Molecules: D efense (+1) 

Communicator 

DESCRIPTION 
Aspiring actress Susan Storm's fiance, Reed Richards, -vvas 

building a s tarship that would make j t possible to travel to 

other solar systems . vVhen the government threa tened to cut 

off fundiJ:tg for the project, Reed decided to test the ship right 

away. Sue and h e r brother, Johnny, -who was visiting a t the 

time, insisted on going along w ith Reed and the pilot, Ben 

Grim.m. The starship encountered intense radiation, .vhich 

forced th e crew to ab ort the flight. Surviving a crash landing, 

the four discovered that the cosmic radiation had triggered 

nmtageruc changes in their bodies. 

At first Sue thought she was dead, since nob ody could see 

her. TI1en she real ized she had the power to become invisible 

at will. Sue's psionic ability to manipula te ambient cosmic 
energy enables her to bend light without distortion- thus 

rendering herself (and other people and o b jects) invisible. 

Sue's b.rain ceUs produce p sionic force that sh e can shape into 

highly resi.st,1ll t protective force fields a n d simple forms Jike 

globes, domes and cones. By projecting columns of 

psion.ic force beneath her, she can travel through the air. 

Sue became a founding member of Reed Richards' team 

of adventurers, the Fantastic Four. She ai,d Reed married and 

have ttvo children: Franklin, who possesses mutant ab ilities, 

and their newbor n daughter, Valeria. O v er the y ears, Sue has 

gro,V11 from a :meek " Invisible Girl" into a powerfLtl "Invjsib lc 

Woman." She led th e FF i.n Reed's a bsence and h as b ecome a 

tough, detcnnined l,e.ro who takes an active role in running 

the world-fam ous teaJn of adventurers. After all, with Reed 

constantly buried in his lab and Be n and Johnny no better 

than over.grov,.'H adolescents, somebody has to. 

Tony Stark 
Stark/Iran Man 
Heig h t : 6'1" 

Weight: 225 lbs. 
Eye Colo r : Blue 

Hair Co lor: Black 
Species: Human 

ABILITIES 
lntelligence/ S.I.: 7 /7 

Strength: 1 /9 
Agility: 1 /2 
Speed: 1 /2 

Durability: 2 /5 

® ~Ci) ® E, L..._..;;;...;:,.....,::~~ 

ACTIONS 
Close Combat: 2 /3 
.(Strength B onus or 
Weapon Modifie r ) 
- Powered A r mor Com bat 
Ranged Combat: 2 /5 
[Weapon Modifier) 
- Powered A r mor Co m b at 
- Beam Weapons 
Uni-Beam: Energy Beam: 7 
- 2x Damage, Range 5 
- C!'eate Illu sion 
- Tractor B eam (Telekinesis) 
- Communications/Sensors/ 

S e archlight [S. I. f unctions) 

MODIFIERS 
Team Affiliation: Avengers 
Wealth: (SJ 
PA Targeting: (+2) 
PA Swalth Technology: (+4) 
PA Toughness: (+7) 
- N ullifies Arm or Penetration, 
- N o 2x Damage f rom Firearms 

or Projectiles 

EQUIPMENT 

Repulsor Ray: 5 
(two of t hese) 
- Range 3 
- Can stun r ather than wound 
Pulse Beam/Bolts: 7 
- Rang e 6 
- 2 x Damage 
PA Flight: 7 
PA Energy Absorption/ 
Reflection: 4 
Technology/Inventing: 7 
(Intelligenc e B onus ) 
Business/ Social Skills: 8 
[Intel ligence Bonu s ) 

PA Self Reparr: non-enhanced 
PA Life Support: 2 hours 
PA Collapsible/Portable 
- Full-Auto 
PA Finger 1.aser (Tool): 
- Cuts througn hardened steel 
PA Electromagnetic Pulse 
(EMP): (+6) Partial Sh1elding 

NOTE; This armor configuration is based o n the Mark VII. 

DESCRIPTION 
Years ago, Anthony St.irk- a brilliant industrialist, inventor, 

ladies' man and CEO of Stark Industries- was wounded and 

taken prisoner by an Asian warlord. C oerced into developing 

a powerful -weap on in exchange for a life-saving operation, 

Stark and a fellow priso ner instead built an electrically 

powered suit of iron arn10r. "Iron Man" was equipped with 

heavy weaponry and a p a cemaker-like device which enabled 

Stark's damaged heart to keep beating. Wearing the armor, 
Stark d efeated his captors and escaped. Star k devised the 

cover story that Iron Man was his paid bodyguard. Until 

recently, when h e "went public," Stark led a double life: as 

Tony S tark, indutrialist, he financed the Avengers; as Iron 

I'v1an, he was o n e of i ts founding members. 

Tony Stark is a genius who is resp o nsible for nwnerous 

major discove ries, invenlions and other achievements in 

various areas of technology. Over the years, Stark has often 

refined the design of h.is armor. Until recently, he needed the 

ar.n:wr's chest-p late to pre vent the shrapnel from stopping his 

heartbeat. Now a n artificial heart gives h im mobility and 

.freedom, although he s till needs to recharge the heart. 

Asid e from ruthless business competitors and evil super 

villains, Stark 's greatest nemesis has been alcoholis1n. 

Altho ugh he's nm,v in recovery, t h e compulsion to drink 

re1n ains a constant temptation. 

PA = PO'wered Armor 
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ACTIONS 
Close Combat: 6 /2 
(Strength Bonus or Weapon 
Modifier) 
- Powered Armor Combat 
Ranged Combat: 5 /2 
[Weapon Modifier) 
- Powered Armor Combat 
Technology/ Vehicle 
Operation: 9 
(Intell igence Bonus) 
General Knowledge: 4 
(Intelligence Bonus) 
- Knowledge of the future 

MODIFIERS 
Wealth: (10) 
Mental Defense: (+ 3) 
PA Toughness: (+4) 
PA Energy Defense: (+6) 

EQUIPMENT 

Unrevealed 
Height : 6'3" 

W eight: 230 lbs. 
Eye Color : Brown 
H air Color: Brown 

Species : Human 

ABILITIES/PA* 
lntelligence/ S .I : 6 /7 

Strength: 3 /7 
Agility: 3 /3 
Speed: 2 /4 

Durability: 3 /4 

® 0 @ ~ 
Social Skills : 3 
- Politics 
- Regal Protocol 
- Conqueror 
PA Flight: 7 
PA Gravity Nullification: 5 
(like Telekinesis) 
PA Energy Blaster: 4 
- A r ea Effect 
PA Energy Beam: 6 
- 2x Damage 

PA Environment: Unlmited 
PA Can escape through 
time [useable with Time Ship) 
PA Exoskeleton 
- composed of unknO\,'Vr'l materials 

rune Shy> capable of m oving though both time and spaoe 

DESCRIPTION 
Kang was born into a peaceful and prosperous possible 30th 

century future Earth. What began as xestlessnes..,;; became a 

quest for adventuxe and glory th roughout time and 

evenh.lal Ly tw:ned. into an obsession with dominating th.e 

Earth thxoughout all ti.mes, i.nclucling our own. At one point, 

he even 1uled ancient Egypt as Rama-Tut. After conq uering 

humanity in 4000 A.D. as well as his native 30th century, Kang 

once again turned his a ttention to late 20th a nd early 21st 

century Earth-the only era whose champions offered him 

any d 1allenge at all. He succeeded in conquerjng the planet, 

only to be betrayed by his son and ultimately defeated b y 

Earth's mightiest heroes, the Avengers. 

Kang has no super powers, but ·with the plunder of 

centuries and galaxies to choose from aJ1d vast a rmies at his 

command, he has little need for them. H is weapons are quite 

powerful, as i.s his armor, although we know little about them .. 
He is a master of robotics, and has the ability to trav el through 

ti m e and space in ships of var.ying size. 

A man of great capability with lit tle to challenge him, 

Kang must create opportunities to keep from getting bored. 

He has a s trong superiority complex, a giant ego, and is 

constant ly on the lookout for worthy adversalies. His recent 

conquest of Earth ul t im ately failed at both enhancing his 

legend and preparing one of his sons to replace hin, at the 

head 0£ his empire. And so once again Kang finds himself 

with all the time in the universe to reflect .. . and to p lan. 

,.PA= Powered Arn,or 

Wilson Fisk 
Height: 6'7" 

Weight: 450 lbs. 
Eye Co lo r : Blue 
H air Color: Bald 
Species: Human 

ABILITIES 
Intelligence: 7 

Strength: 3 
Agility: 2 
Speed: 2 

Durability: 4 

@ ~ 
ACTIONS 
Close Combat: 7 
(Durabilit y Bonus or Weapon 
Mooifie r ) 
-Sumo 
- Hand-to-Hand 
- W restling 
- Martia l Art s 
Ranged Combat: 2 
[Weapon Modifier) 
- H a ndguns 
- Cust om Weaponry 

MODIFIERS 
Wealth: (8) 

EQUIPMENT 
Diamond Stickpin: (+5) 
vs. Durability, paralyze 
Walking Stick Laser: 
( + 5) 
Enormous 
Wealth/ Resources 

DESCRIPTION 

Business Skills: 6 
[Int elligence Bonus) 
Leadership: 6 
Social Skills : 7 
- Socialite 
- Pr ofessional Criminal 
- Politics 
- Underworld 
- Gang Lifestyle 
- Etiquette 
- Streetwise 

Toughness: (+1 ) 

Powerful Minions and 
endless supply of Goons 
Ma'!y Legitimate 
Businesses 
Well-defonded 
Headquarters 
Communications 
Network 

,Nilson Fisk committed his first murdex at 12 and never 

looked back. He set out to conque r ttJ.e crime world and bu.flt 

up his body and his rrtind i.n order to succeed. He s tole books, 

educating himself, particularly in political science. He applied 

political techniques to organizing and direct ing groups of 

criminals, earning himself the nickname "The Kingpin of 

Crime." He invested his profits in legitimate businesses and 

has become a prominent n1ember of Ne,"" York society. Fisk 

has taken great care nevex to be connected to any 0£ his 

crimes, and although many suspect him of being the Kingpin, 

he's never been convicted of a crime. Despite a variety of 
setbacks, often due to Daxedevil or Spider-Man, Fisk now 

leads a coalition of crilnelords and controls of most of the East 
Coast crime activity. 

The Kingpin has no superhuman powers, although years 

of fanatica l physical training and body building have 

dev eloped his muscles to peak human strength. The Kingpin 
is an extraordinary hnnd-to-hand fighter in n w ide variety of 

styles, including Sumo and martial arts. 

Fisk is extremely intelligent and cunning, w .itl1 no 

tolexance for fail w ee. He's motivated b y his desixe to remain 

at the top and b y his rivalry with Daredevil. A lthough he is 

respected (and feared) by most other c rime bosses, Kingpin 

has had to d efend his ern.pke more than once when they 

mistakenly sensed weakness. He does have one weak spot, 

however: h is love for his wife, Vanessa, for whom he once 
even attempted to give up crime. 



ACTIONS 
Close Combat: 6 
[Strength B onus or Weapo n 
Modifier ) 
- Sword Fight ing 
- Hanel-t o-Hand 
- Dirty Tricks 
Ranged Combat: 6 
[Weapon M odifier] 
Force Blast: 7 
- Any Element 
God-like Powers: 7 
- Shape O,ange; 

Abilities can = Act ion # 
- Imbuing objects or b e ings 

with specif ic powers (up to 
Loki's A ction #) 

- Healing. M agic , e t c . 

MODIFIERS 
Immortal 
Toughness: (+3) 

EQUIPMENT 
Enchanted Sword: ( +4) 

DESCRIPTION 

Loki Laufeyson 
H eight: 6 '4" 

Weigh t : 525 lbs. 
Eye Co lor: Green 

Hair Color: Black-Gray 
Sp ecies : Asgardian/ 

Jotunheimian 

ABILITIES 
Intelligence: 5 

Strength: 8 
Agility: 5 
Speed: 5 

Durability: 7 

0 ~ 
General Knowledge: 5 
(Intelligence Bonus) 
- Knowledge o f B lack Magic 
- Knowledge o f Cu rse s 
- Arcane L or e 
- Ancient A rtifact s 
Telepathy/ Mesmerism: 7 
- Telepathic Communicatio n 
- C r eat e Links w ith others 
- Illusions 
- P r o ject Thoughts/ 

C o nt rol Others 
Magical Travel: 7 
- Telepo r tation 
- Flig h t 
- A stra l Projection 
- Dim e n s ion Walking 
Social Skills: 10 
- W o rld's greatest liar 

Reflexive D<xlge: (+3) 
Team Affiliation: Asgard (exiled] 

Wealth: (1 OJ 

Loki is the son of Laufey, king of the frost giants of Jotunheim, 

one of the Nine Worlds of the Asgardian c osmology. After 
Odin, ruler of A sgard, defeated tl"te frost giants, he decide d to 

raise Loki alongside his b loodson: Thor, the future God of 

Timnder. From the beginnin g, Loki was jealous of T hor . He 

studied tl1e mystic arts, vowing to become the most powerful 

god in Asgard and destroy hjs foster brothei:. Loki's 

inclination toward d isobedience earned him the nick n an"te 

God of Mischief. But as his deeds g rew increasingl y n1aliciou s, 

he ca me to be known a s the God of E vil. Loki has often 

attempted to destroy Thor and seize the thron e o f A sgard, 

only to be thwarted each time by Thor. 
Aside from godlike physical ath·ibutes, Loki possesses 

the ;ibility to manipuJate magical forces, including fligh t , 

teleporta tion, en ergy p rojection and shape changing. H e can 

imbue objects or beings with special a b ilities. Loki aJso 

possesses mental powers, i ncluding astral projection, 

hypnotism, illusions and thought-casting. Loki sometim es 

uses magicaJ objects such as the Norn Ston es or rare 

Asgardiart herbs to enhance his O"\Nn abilities or to indu ce a 

permanent magical transformation in o thers. 

Loki is devious, malicio1..1s and evil. He wants two things 

more than anyth ing else: to destroy Thor and to rule Asgard . 

To this end, he has allied himself with the enemies of Asgard 

and evil demons like Dorm amn"tu, and he has even e n dowed 

hum.w.1 villains with ,nagical p owers. 

Magnus 
H eight: 6'2" 

W e ig h t : "190 lbs. 
Eye C o lor : Bluish-Gray 

H air Color: Silver 
Species: Mutant 

ABILITIES 
Intelligence: 8 

Strength: 1 (9*) 
Agility: 2 
Speed: 2 

Durability: 2 

@ 4D)Ci1 
ACTIONS 
Mastery of Magnetism: 9 
- Immune to effects o f 

Mag n etism. 
- Can M a nip ulat e Magne tic 

Fo r c es a nd objects as if 
u s in g Telekinesis 

- A c cum ulat e energ ies 
over time . 

- *Can s ub stitute M aster y 
for Stre ngth 

Close Combat: 5 
(Strength B onus or 
W e apon Modifier ) 
Ranged Combat: 3 
(Weapon Modifier ) 
- Thr o w objects 

MODIFIERS 
Mutant, Human a pp earance 
Wealth: (8) 

EQUIPMENT 
Secret Base 
Helmet: M ental D e fe n s e, 
b lo c ks a ll Telepathy 

DESCRIPTION 

Flight: 8 
[via magnet ic forces) 
Telepathy: 1 
Genetic Engineering: 7 
(Inte lligen c e S-onus ) 
Technology: 7 
{Int e lligence B onus ) 
Leadership: 5 
Social Skills: 5 
- Royalty 
- Revolutionary 
- C onqueror 
- Master Strat egist 
- C r im inal 

Mental Defense: ( + 2) 
Team Affiliation: 
B r otherhood of Evil M utants , 
R uler of Genosha 

Flexible Molecular
bonded metal costume: 
Defeins e (+3) 
Skycraft, spacecraft, 
etc-. at need 

As a survivor o f Ausch-witz, Magnu s saw how brutally 
h u m ans could treat minorities. And after the war, c1 mob of 

anti-m u tant humans p revented .tv!ag11u s from rescuing his 

d aughter from a b urnm.g building. V\lhen he lashed out a t 

t h e m v,,ith his po-we rs, killing the m, his wife called him a 

monster and le ft him. D eeply embittered, l\1agnus went to 

Israel, '11\rh ere he met Charles Xavie r, a young mutant 

telcpath. Xavier believed thc1t F[omo sapiens and Homo 

superior could coexist, while Magnus beUeved humanity 

wouJd o p press ,nutants as it did all minorities. The two wen 

thefr separate ways. M agnus reemerged as Magneto and 

attacked humanity ,..,ith his Brotherhood of Evil Mutants. 

H e's repeatedly tried to conq ueT the world , only to be 

s topp ed by the X-Men_ 
Magneto can manipulate magn etic field s, both natural 

and artificia l, giving him incredible amoun ts of p ower. He 

possesses mjnor telepathic skills, such as the a b ility to create 

a mental bar.rier and to read rnind s at a basic level. He is an 

expert on genetic engineering and mutation . 
l\tfagneto is d evoted to protecting H omo superior. 

Although there have b een period s when he followed the 

p eaceful path of coexistence (he even ran Xavier's h"tstitute 

for a -.,,vhile ), for the m ost part Magneto remains committed 

th e eventual conquest of hun"tanity by any n"teans 

necessary. He h as even a ttempted to enlist men1hers of 

the X-Men to his s ide, by plots o r emot ional appeal. 



ACTIONS 
Close Combat: 3 
[Agility Bonu s or Weapon 
Modifier ) 
- Hanel-t o-Hand 
- Combat using S t r etching 
- T,-ainet.l by Tl 1i11y 

Ranged Combat: 1 
(Weapon Modifier) 
- Exotic Weapons and Rays 
Stretching: 8 

MODIFIERS 
Toughness: (+3} 

Reflexive Dodge: (+3) 

EQUIPMENT 
Costume of Unstable 
Molecules: Defense ( + 1 J 
Fantasticar 

DESCRIPTION 

Reed Richards 
Height: 6'1" 

Weight: 180 lbs. 
Eye Color: Brown 
Hair Color: Brown 
with gray temples 
Species: Mutagenic 

ABILITIES 
Intelligence: 9 

Strength: 2 
Agility: 3 
Speed: 2 

Durability: 3 

® ~(i) 
General Knowledge: 8 
[Intelligence Bonus) 
- Most Scientific Areas 
- Alie n Science 
Inventing: 8 
(Intelligence Bonu s) 
Technology: 8 
(Intelligence Bonus) 
Leadership: 4 
Social Skills: 3 
- Academia 
- Scientific Community 

Team Affiliation: Fantasti:; Four 

Wealth: (3) 

Mutagenic, human appearance 

Pogo Plane 
Advanced Lab 
Communicator 

Reed Richards is perhaps the greatest scientific mind in 

history. While testing his experimental starship, Reed, his 

fiancee Susan Storm, her brother Johru1.y and pilot and friend 

Bel, Grirrun were bombarded vvith cos1nic rays, resulting in 

mutagenic changes. Realizing that each o f them now had 

super powers, Reed convinced them to use thcir powers for 

the good of humanity. Since that day, the world- faro.ous 

Fantastic Four have saved the Earth from n u merous threats. 
TI1.ey've fought Doctor Doom and saved the world from 

Galactus. They made Earth's first contact with the Skrulls and 

the Kree. They discovered the parallel dimension called the 

Negat ive Zone, and unearthed the hidden civilization of the 
Inhumans on the Blue Area of the Moon. 

Reed took the name Mr. Fantastic tx.:.cause of his abili ty to 

s t retch himself into any shape to any distance up to 1,600 feet. 

He can thin his body into a parachute. He can dodge most 

a ttacks or absorb the impact of any type of projectile and 

bounce it back like a b-aropoline. He can make himself 

virtually iinpervious to laceration or punctures. 

Mr. Fantastic would rather adventure or bmy himself in 

his lab than worry about mundane things such as paying bills 

or paying attention to his wife Sue and their dilldren, Franklin 

and Valeria. Reed spent most of his inheritance on his first 

sp acecraft and uses the money he gets from his patents to 

finance his inventing and ~xperi.mentation. But his inteUectual 

arrogance has been tempered by an awareness of the rnistakes 

he's made, and he now tries hard to be a good husband, 

father and team leader. 

Raven Darkholme 
Height: 5'1 O" 

Weight: 142 lbs. 
Eye Color: Yellow 
Hair Color: Red 

Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

® 0 
ACTIONS 
Shape Shifting: 8 
Ranged Combat: 5 
(Weapon M odifier) 
- Handguns 
- Rifles 
- Assault Weapons 
- Machin e Guns 
- Sniper·s Ri fl e 
Close Combat: 4 
(Agility Bonus or Weapon 
Modifier) 
- Multi-Style 
- U.S. Military Training 
- Brotherhood Training 
- CIA Training 
Leadership: 6 

MODIFIERS 
Mutant, human appearance 
possib le . Hair black as Raven. 
Skin blue as Mystique. 

EQUIPMENT 
Communicator 

DESCRIPTION 

Black Ops: 6 
- Covert Operations 
- Surveillance 
- Infiltration 
- Te r r orism 
- Identity Theft 
- Coun terintelligence 
Actress: 4 
Technology: 3 
(Intelligence Bonus) 
Social Skills: 6 
- Professional Criminal 
- Underworld 
- M ilitary Protocol 
- S treetwise 
- H acker 
- Polit ical Culture 

Team Affiliation: 
B roth erhood of Evil Mutants 
Wealth: (2) 

Automatic pistol: (+4) 
(custom) 

For most of her shadowy life, Mystique has waged a 

one-woman war against humanity. As Raven Darkholme, she 

infiltrated the U.S. government at its highest levels, ope.rating 

undercover to further her terroris t agenda. She formed the 

second Brotherhood of Ev il ·M u tants and attempted to 

assassinate anti-mutant Senator Kelly. \.\'hen anti-mutan t 

sentiment reached a fever pitch, she renamed her team 

"Freedom Force" and went to work for the government, 

sealing the deal b y bringing Magneto to justice. Recently, she 

tried to wipe out ·Homo sapiens by releasing a new strain of a 

lethal mutant plague that targeted humans. 

Mystique can psionically shift the atoms and molecules of 

her body and clothing to mimic the appearance of any human 

or humanoid of either sex. Her control is so p recise that she 

can exactly duplicate a person's .i:etina, finger, palm and 

skin-pore patterns and even vocal cords to match voiceprints. 

However, s he can't d.iJ.ninish or increase h e r mass, and she 

can't duplicate the powers of a person she imitates. 

Mystique is motivated entirely b y he.r hatred for humanity. 

In her pursujt of that goal, she wrn lie, kill, betray her 

team.mates and make alliances with the ene:iny, whether it be 

the X-Men or the government. The only loyalty she ever 

exhibited was to her closest friend, the now-decea5ed, blind 

.mutant seer Destiny, and to Rogue, whom she took care of 

u ntil Rogue joined the X-Men. 



PUNISHER 

ACTIONS 
Close Combat~ 7 
(Agility Bonus or 
Weapon Modifier ) 
- Marine Training 
- Hand-to-Hand 
- Knife Fighting 
- Mar t ial Arts 
Ranged Combat: 7 
{Weapon & Targeting 
Modifiers) 
- Special Weapons 
- Knife-throwing 
- Small Arms 
- Sniper Rifles 
- Assault W eapons 
- Heavy Weapons 

MODIFIERS 
Reflexive Dodge: (+2) 
Targeting: (+ 2) 

EQUIPMENT 
M16 .223 Auto Rifle: [+4) 
(30 rds) 
Sterling Mk.6 9mm semi-auto 
mle: (+3) full auto conv. (34 rds) 
Browning Uama 9mm auto 
_pistol: (+3) (14 r ds) 
.45 caliber auto pistol: (+3) 
c:onv. to 9 mm {14 rounds) 
.223 Derringer: (+2) (4 rds} 
Geclier Mk D Combat K~ (..21 

DESCRIPTION 

Frank Castle 
Height: 6 '1 " 

W e ight: 200 lbs. 
Eye Color: Blue 

Hair Color : Black 
Species: Human 

ABILITIES 
Intelligence; 3 

Strength: 3 
Agility: 3 
Speed: 2 

DurabHity: 3 

@ E) 
Special Ops.: 6 
- LRP Recon 
-SEAL 
-UDT 
Vehicles: 6 
- Light Vehic les 
- Heavy Vehicles 
- M ilitary Vehicles 
- Helicopters 
- Military Aircr a~ 
- Watercra~ 
Social Skills~ 4 
- Military Protocol 
- Police Procedures 
- Underwor ld Culture 
- Asian Lan,9uages/Culture 

Team Affiliation: None 
Wealth: (0) gets what he 
needs from friends ... and enemies 

Fragmentation G.r'enades: (+2) 
area effect 
Concussion Grenades: (+4) 
area effect vs. Durab~ity. stun 
Tear Gas Grenades: ( +2) area 
attack vs. Durabirrt:y to disable 
Kevlar Armor: Defense (+'1) 
Armored Combat: Van 
Mines, bombs, and tools 
(Note, he only uses 2 types of 
ammo, 8mm and .223. He gets 
6 of each grenade per- mission.) 

Captain Frank Castle (Castiglione) was a career U.S. Marine 

who served fiv~ years in Viet nan"\. After mobsters killed his 

family during a p icnic in C entral Park, he went underground 

to wage a one-n:i.an war on crime that continues to this day. 

The Punisher is in peak physical conditiori a n d an expert 

in all forms of firearms. He is a thoroughly seas0l1ed combat 

veteran with special combat training and exceptional skills. 

He's been awarded two .B-conze Stars, t"l!vo Silver Stars and 

fou r Purple Hearts, and is well versed in the arts of warfare 

and hand-to-hand combat. 
The T->unishcr is merciless, ruthless and thorough. He roots 

out enfue o.rganizations and kills everyone involved, although 

he goes to extreme lengths to avoid hurting the iru"locent. The 

Punisher has dedicated his entire exist ence to his war on 

crime, and he doesn't take ariy prisoners. He left fear behind 

long ago, and he's not afraid to take some damage. The 

Punisher is willing to make tempoi:ary alliances with other 

super heroes w hen their goals a re the same, but just because 

they're on the same team, that doesn't mean he's willing to 

play by their r u l.es. Once the Punisher has a target in his 

sights, i t' s unlikely they'll see the inside of a prison cell. 

Pietro Maximoff 
H eight: 6'0" 

Weight: 175 lbs. 
Eye Color: Blue 

Hair Colo r: S ilver 
Sp ecies: Mutant 

ABILITIES 
Intelligence: 4 

Strength: 4 
Agility: 5 

Speed: 10* 
Durability: 5 

@ E) 
ACTIONS 
Close Combat: 3 
[Speed Bonus o r 
Weapon M o d ifier) 
- Avenger s Training 
- Hand-to-Hand 
- Using Speed in Combat 
Ranged Combat: 1 
[Weapon Modifier) 
Vehicles: 3 
- Light Vehic le s 
- Avengers Q uinjet 

MODIFIERS 
Mutant, Human appearance 
Reflexive Dodge ( + 4) 

EQUIPMENT 
None 

DESCRIPTION 

Leadership: 4 
Social Skills: 4 
- Gypsy Culture 
- Group Cultures 
- Criminal 
- Government Ops Protocol 

* Use Speed instead of A gility 
to determine order of Actions. 
Use Speed of 10 to create 
cyclone gusts up to 5 stones. 
Run up walls or aCl'OSS 
water at Speed 7 or more . 

Team Affiliation: Aveng€rs 
Wealth: (1) 

Raised by gypsies in Europe, Pietro Maxjrooff and h is sister, 

\Nanda, never knew their real parents. T hey lived on the rw:i., 

alten,ately fleeing townspeople who hated gypsies or who 
hated mutants. The two were captw:ed and about to be killed 

when they were rescued b y Magneto. Pi~tro and his sister 

joined the Brotherhood of Evil Mutants out of a sense of 

obligat ion ... and fear. As m embers of the Brotherhood, they 

were renamed Quicksilver mid the Scarlet Witch. They aided 

Magneto in his battles against humanity and the X-Men. They 

didn't yet know that he was their father, nor did he know that 

they we•·e his child ren. When the Brotherhood broke up, 
Quicksilver and the Scarlet Witch joined the Avengers. 

Quicksilver has the power to thirtk and move at 

superhun1.a n speeds. I·lis entire body is adapted for the 

rigors of high-speed running, including super.human strength, 

mostly in his lower body. His reaction time is about five times 

faster than a nonriaJ human's and his brain processes 

information at an equally fast rate. 

Betrayed b y his father into a life of crime, but equally 

disturbed b y humanity and their fear of mutants, Pietro has 

never felt trul y at h ome anywhere. The frustration of 

constantly waiting for the rest of the world to ca tch up is 

ovenvhelming. He is elitist, arrogant and defensive. The,e is 

often friction between him and his fellow teaminates. His 

marriage to the Avenger, Crystal, and the birth of their 

chjld , Luna, has caused hi:ro as much pain as it has joy. Othe.

than his relationship with Wanda- which turned Tocky when 

she married the VJSion, an android- there's been nothing in 

his life Quicksilver has been able to fully trust. 



ACTIONS 
Steal Superpower 
Close Combat: 3 
(Stl'ength Bonus or 
W eapon Modifier) 
- X-Man Multi-Style 
Flight: 5 

MODIFIERS 
Toughness: (+8) N ullifies 
Armor Penetrat ion, No 2x 
Damage from Firearms or 
Projectiles 

EQUIPMENT 
X-Man Communicator 

Unrevealed 
H eight : S'S" 

W eight: 142 lbs. 
Eye Color: Green 

Hair Color: Brown 
with white streaks 

Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 8 
Agility: 5 
Speed: 5 

Durability: 4 

@ ~ 
Ranged Combat: 2 
(We apon M odifier) 
Leadership: 4 
Social Skills : 4 
- Street wise 
- Blue Collar 
- Professional Crimina l 

Mutant, H uman appearance 

Team Affiliation: X-Men 
Wealth: (0) 
Mental Defense: C + 1) 

Gloves, bod~ covering to avoid accidental contact 

DESCRIPTION 
VVhen adolescent Rogue innocently kissed Cody Robbins, her 

head flooded with his stolen memories and she left him 

unconscious. She knew she'd become a danger to her family 

and friends, especially in a world tha t hated mutants. So she 

ran away, even tually meeting Mystique, who adopted her as a 

daughter. But life with the Brotherhood of Evil Mutants didn' t 

bring her peace. After Rogu e pem1an ently absorbed M,;;. lvfarvel.'s 

powers and psyche, her suffering became too much to bear. 

She went to the one person who could help her: Charles Xavi.er. 

To her surprise, Rogue found more than just help: she found a 

home, and a family, with the X-M·en. 

Rogue's mutant power causes her to absorb the memories 

and abilities of anyone she touches. If any part of Rogue's skin 

touches anyone else for one s econd, Rogue steals their powers 

ai:1d memories for one m inute. Fox as long as Rogue has their 

powers, her victims do not. Prolonged contact results in 

permanent transfer. Rogue's strength, invulnerability and 

flight came from such a contact with Carol Danvers, the 

original Ms. Marvel. This is why Rogue alway s wears gloves. 

From the outside, Rogue looks like she's got it all. 

Beautiful, powerful, invuh1.erable. On the inside, she's filled 

w i th pain and loneliness. She can never share the warmth of 

an cmb1·ace, never taste a lov er's kiss. lVl.erely to touch another 

is to steal that which they hold mos t dear. Despite thic; 

handicap, Rogue has fallen in love-with her fellow teamm a te 

on the X-Men, Gan1.bit- a lov e they can never consurnmate. 

Rogue is constantly under attack fron1. the shredded p syches 

of everyone she's ever touched which float around inside her 

head, tonnenling her. But somehow she keeps it all togethe1~ 

so that when her teani.mates need her, there is no one more 

loyal, nor more courageous, than Rogue. 

Victor Creed 
Height : 6 '6 " 

Weight: 27 5 lbs. 
Eye Color: Amber 
Hair Color: Blond 
Specie s : Mutant 

ABILITIES 
Intelligence: 3 

Strength: 4 
Agility: 4 
Speed: 3 

Durability: 5 

® ~ 
ACTIONS 
Close Combat: 7 
(Agil ity Bonus or 
Weapon Modifier} 
- Hand-to-Hand 
- Weapon X Training 
- M ilitary Train ing 
Ranged Combat: 2 
(Weapon Modifier) 
Hunting/ Tracking: 6 
- Sta lking 
- Outdoor Survival 
- Spot/Set A m bush 
- Spot/Set Traps 

MODIFIERS 
Mutant, can appear h uman 
Team Affiliation: Th e 
Brotherhood of Evil Mutants 
Accelerated Healing 
Factor: Heal 1 w h ite stone 
per 2 Panels, Regenerate 
3 l'ed stones per 2 white 
stones per Panel 

EQUIPMENT 
None 

DESCRIPTION 

Vehicle Operation: 5 
- Any type 
Black Ops: 5 
- Covert Operations 
- Assassination 
- Count erinsu r gency 
- In filtration 
- Extraction 
Social Skills: 5 
- M ilitary Protocol 
- Professional Cr imina l 
- Weapon X Protocol 
- Underworld 
- Streetw ise 

Wealth: (3) 
Adamantium Skeleton, 
Indestructible 
Claws: ( + 2) 
Reflexive Dodge: (+1) 
Animal Senses: (6) 
Enhanced Vision: (1 ) , 
Infrared 

Sabretooth is the ultimate predator, driven by a psychotic 

need to kill. Wha t he d idn't get from his father's brutal abuSC', 

he learned as a special operative with the Cl A <1.nd as a 

twisted pa,.,,'n of the Weapon X project. His bloody career has 

included membership in the Brotherhood of Evil Mutants and 

1\'1r. Sinister's M .axauders, with whom he helped slaughter the 

Morlocks. Through the years, Sab retooth has had plenty of 

opportun ities to match claws wit h his mor tal enemy (and 

former C IA partner), VVolverine. As a professional assassin, 

his talents a.re always needed somewhere in the world, and 

Victor Creed is a man who knows his own worth. 

With razor-sharp teeth and claws, and superhuman senses 

of sight, hearing, smell and t-.iste, Sabretooth is designed for 

the hw1.t . .. and the kill. Throw in an adamantium-Jaced 

skeleton and an accelexated healing factor that lets him 

recover from ·wou.nds and fatigue at an astonishin.g rate and 

you have an unstoppable killing machine. 

Sabretooth is ruthless and vicious. \Nhen the bloodlust is 

upon him, h e is more animal than man. But there is another 

s ide to Creed. He can be shrewd and calcu lating. Dressed in a 

designer suit, you might mistake Victor Creed for a lawyer or 

a businessman. Until you looked in to his eyes. He's impossible 

to intimidate. If he follows an orde i: or accepts a job, it's 

becaus e he d1.ooses to. The only person who tells Sabretooth 

what to do is Sabretooth. You got a prob lem , ,vith that? 



ACTIONS 
Hex Spheres: 9 
Cl ose Combat: 3 
(Agility Bonus) 
- Avengers Training 
Ranged Combat: 1 
(Weapon Modifier] 

MODIFIERS 
Mutant, Human appearance 

EQUIPMENT 
Communicator 

DESCRIPTION 

Wanda Maximoff 
Height: 5 '7 " 

Weight: 130 lbs. 
Eye Color : Blue 

Hair Color: Hazel 
Species: Mutant 

ABILITIES 
Intelligence: 3 

Strength: 1 
Agility: 2 
Speed: 2 

Durability: 3 

@ E> 
Healing, Medical: 3 
Vehicles: 4 
- Pilotfng Quinjet 
Social Skills: 4 
- Gypsy Culture 
- Professional Criminal 
- Occult 

Team Affiliation: Avengers 
Wealth: (1) 

Although she was born a mutm,t, Wanda Maximoff was 

also imbued with magical powers b y a chaos-demon when 

she was a child. Her subsequent ability to create chaotic hex 

spheres nearly cost h er and her brother Quicksilver their lives 

when_she set a house on fire. They were rescued by Magneto 

and joined his Brotherhood of Evil Mutants. They aided 

Magneto in his battles against h umanity, still unaware that he 

was their father. After the Brotherhood broke up, the pair 
joinP<l thf' AvPneP~ ,mrl h PlpPcl c)pfp,1~ thPi r fathPr. W,i n rl,i har;; 

been with the Avengers on and off ever since. 

Wanda h as the ability to affect pcobab1lity fields. By 

creating hex-spheres (which al·e finite pockets of 

reality-disrupting psionic force) Wand.i can cause random 

disturbances in the m olecular-level p robability fields 

sw:rounding her targets. This causes 1.mlikely phenomena to 

occur. It is a very chaotic, though powerful, ability. Gun 

barrels mel t, metal 1usts away in moments and things b urst 

into flame. Until recently, Wanda's power was unreliable. But 

with the help of a true witch, Agatha Harkness, Wanda has 

gained a greater degree of control over her hex-spheres, and if 

she takes time to prepare, she can cast her pov-.rer to achieve 

specific results. 

Wanda has always searched for stability and control, b u t 

her life has been as chaotic as her hex-spheres. Her 

marriage to the android Avenger, the Vision, created a rift 
with. her brother. After a possessed Vision tried to take over 

the world, he was dismantled, leaving her d e vastated. She 

later fell in love with Wonder Man, w h o then sacrificed his life 

to save the world, leavin g her heartbroken once m ore. Just as 

Wanda has gained more control over her pov.rers, she has 

taken more control of h er life and the world. around her. She 

has m ade the Avengers her family, a n d even though she can 
still feel like an outsider on occasion, she has learned to cow.t 

on theil' trust and unconditionaJ friendship. 

Norrin Radd 
H eight: 6'4" 

W e ight : Unknown 
Eye Color: White 

H air Co lor: No Hair 
Sp ecies: Zenn-Lavian , 

Mutagenic 

ABILITIES* 
Intelligence: 3 
Strength: 10 

AgiJity: 4 
Speed: 6 

Durability: 8 

® ~ 
ACTIONS 
The Power Cosmic: 9 
The Powe r Cosm ic lets 
the S urfer change his 
Ability/ Act ion Num bers 
at wil l, or do a ny Phys ical or 
Magical Act ion. May not b e 
improved by lines. 
(Cost Level = Action # + 1 3) 

MODIFIERS 
Appearance: Silver y 
Toughness: ( + 41 
Reflexive Dodge: ( +4] 
Team Affiliation: Defenders 

EQUIPMENT 

Flying: 6 
Close Combat: 4 
(Strength Bonus a nd 
Weapon Modifier) 
- Fighting while flying 
Social Skills : 4 
- Negot iat ion 
- Herald to Galact u s 
- Dealing with Humans 
- Ze nn-La Cu lture 

Wealth: N/A 
Extended Life Span 
Self-Contained Life Form 
*Note- Abilitie s are given at 
the ir "at rest" status s ince he 
can rearran.ge them at will. 

Surfboard: Flight at 10+ (free star.es) Ind estructible. of 
unknown compos ition. Psio nica lly linked with the Surfer's mind. 

DESCRIPTION 
Non-in Radd was a scientist on the utopian world of 

Zenn-La when Calactus entered their solar system, looking for 

planets to consume in order to survive. In return for Galactus 

sp,iring 7,~nn-Lil, Radd vol1.u.teered to become his herald, 

searching out w·orlds for the immense being to ingest. Galactus 

altered Radd's body for the task, giving h im a tiny portion of 

his cosmic po,,ver. He covered Radd in a flexible, sjlve1y 

substance capable of ·with standing the rigor s of space and gav e 

him . a star-faring surfboard with , ,vhich to search for p lanets. 

When the Silver Surfer encountered Earth, however, he lx.>came 

convinced that it was worth saving and d ,.:fied Ga lactus. As 

pwushment, Galactu s exiled him to Earth. The Surfer later 

escaped v.rith Recd Richards' help, ,md took to soaring the 

spacc,,vays a<, a universal p rotector. 

The Po,,ver Cosmic allows the Silvei: Surfer to rearrange his 

(or an y other) molecu les,.. thereby ino·easu, g his abilities at will 

and giving him the power to do just about anything, from 

healing to traveling in hyperspace. H e travels on an 

indestructible surfboard which responds to his thoughts. His 

cosm.ic awareness allows him to sense energy around him. 

Norrin Rad d always had a restless, adventurous soul, eve.n 

before he left Zenn-La. Perhaps because of the nature of the 

Power Cosmic, or because of sometl:dng within him, the Silver 
Su rfer has a special connectio,n to al.I living things. He values 

life and abh ors that whlch destroys it. He is frequently 

p h i]osophical, though he usually keeps his deep er thoughts to 

himself. And when the peril is great, and the ca use is just, then 

the Silver Surfer can be counted on to wield the Power Cosm.ic 

and do what's right. 

-· 



ACTIONS 
Wall-Crawling: 5 
[Agility Bonus ) 
Ranged Combat: 4 
[Web Shooter Modifier ) 
Close Combat: 2 
(Agility & Strength Bonus or 
Weapon Modifier ) 
- Hand-to-Hand 
- Martial Arts 

MODIFIERS 
Reflexive Dodge: C +3) 
Prescience: May change 
stone .aflocation after enemy 
attack revealed 

EQUIPMENT 
Web Shoote('s: C +6) 
1 DO s tones of fluid use. 
If you get through defense, 
you web opponent . __ _ 

DESCRIPTION 

Peter Parker 
Height: 5'10" 

Weight: 165 lbs. 
Eye Color: Brown 
Hair Color: Brown 

Species: Mutagenic 

ABILITIES 
Intelligence: 7 

Strength: 5 
Agility: 6 
Speed: 5 

Durability: 4 

@e 
Technology: 6 
(Intellige nce Bonus) 
Photography: 3 
(Intelligence or Agility Bonus) 
Web-Slinging: 5 
(Agility Bonus} 
Acl'obatics: 6 
(Agility Bonus} 
Inventing: "I 
[Intelligence Bonus) 
Social Skills: "I 
- Scientific Community 

Healing Factor: Heal 1 white 
stone per llour; Regenerate 3 red 
stones per 2 White per Panel. 
Wealth: (-1) 

Web f.luid: 26 ·canisters 
@ 100 stones per canister 
Camera: [S Panels to setup ro 
photogr.aph self in, action.) 

Bitten by a radioactive spider, high-school student Peter 

Parker gained the proportionate s trength and agility of a 

spid er. But instead of using h is powers for good, Peter saw 

tl1.em as a chance to eam fame and fortune. He failed to use 

his nevv powers to stop a thief, and days later, that Sa.me 

burglar killed h is Uncle Ben. Peter lea1ned that "vvith gre,c1t 

power there n:1ust also come great responsibility," and 

Spider-lVIan was b orn. Even though he's slandei-ed by the 

press and wanted by the pol ice, over the years "your friendly 

neighborhood Spider-Man" l1as protected New York from 

villains like the Gree11 Goblin, Venom and Doctor Octopus. 

Spider-Man has superhuman s trength, agili ty and speed. 

I-Ie can cling to almost any surface and o·awl on walls. His 

"spider-senses" warn him of impending danger, and his 

metabolism recovers from fatigue and heals from injuries at a 

rapid rate. Highly intelligent, Peter Parker invented his wrist

m ounted Web Shooters and the web fluid th ey s hoot. The 

webbing hardens when it touches the air, fonn.ing an 

extremely tough, flexible fiber with extraordinary adhesive 

qualities that dissolves over time. 

Peter Jeamed the hard way that when his enemies ca11't get 

at him, they get at those he cares m ost about. For their 

protection, Peter has to lie about who he is, juggling his life as 

a superhero, his job and his love life ... with disaster waiting if 
he ever drops the ball. But no matter what life throws at him, 

Spid er-Man keeps on swinging. He faces every challenge with 

a v,risecrack, and he continues to use h is great powers to 

make the world a safer place. 

Ororo Munroe 
Height: 5'11 " 

W eight: 159 lbs. 
Eye Color: Blue 

H a ir Color : White 
Species: Mutant 

ABILITIES 
lntelligenoe: 4 

Strength: 2 
Agility: 2 
Spe€d: 2 

Durability: 3 

@ E) 
ACTIONS 
Mastery of Weather: 7 
- Immunity to e ffects 
- Create/Manipulate Weathe r 
- Lightning 2x Damage 
- Accumulate Ene rgy 
Flight: 5 
Leadership: 6 
Thieving: 4 
[Agility Bonus) 
- Lockpicking 
- Moving silently 
- Hiding 
- Shadowing people 

MODIFIERS 
Mutant, Hu man appeara nce 
Claustrophobia, extreme 

EQUIPMENT 
Kevlar Armor: Defense (+1) 

DESCRIPTION 

Close Combat: 5 
(Agility Bonus or 
Modifier-) 

- X-Man Multi-Style 
Ranged Combat: 5 
{Weapon Modifier) 
- Knives 
- Handguns 
- Rifles 
Social Skills: 4 
- Afr ican Cult ures 
- Ling uistics 
- Streetsmart 
- P r ofessional Criminal 
Gardening: 3 

Team Affiliation: X-Men 
Wealth: (1) 
Mental Defense: ( +1) 

X-Man Communicator 

Orphaned w hen she was five, Stom1 grew up as a home.less 

thief on the streets of Cairo. Years later, when her mutant 

powe.r to control the weather en1.erged, she journeyed south 

to her ancestral homeland in the Serengeti. The local tribes 
worshipped her as a goddess, as they had her ancestors. She 

joined the X-lVIen when Professor X recruite d her to help 

rescue the original team. Proud and noble, yet tou gh and 

s treet-smart, she shares leadership of the team with Cyclops. 

Storm has the mutan t ability to manipula te the 

weather. She can summon lightning bolts and cause i t to rain 

or snow. By generating inte!l.5e gusts of wind, she can create 
powerfuJ e ffects like hurling hail at her opponents or blinding 

them w i th stinging rain or fog. She can even fly by creating 

and conh·o ll in g the wind i t.<;elf. If she spends enough time and 

energy, she can create massiv e effects like hurricanes or 

tornadoes. On a m ore down-to-earth level, sh e's a skilled th.iei 

and extraordinary lock-pick and an excellent hand-to -hand 

combatant thanks to Wolverine's training. Storm is also a 

superb marksman although she's 1.mJi.kely ever to use a gtm. 

Ever since she left Africa, Storm has had to cop e with 

being h ated and feared as a mutant, ratheT than worshipped 

as a god dess. She's had to deal with walJs of s teel and glass 

instead of the wide op en plains of the Serengeti. A nd she still 

suffers from severe claustrophobia, caused by bei.ng b u ried 

under rubble next to her motl1.er's dead b ody. Yet through it 

aU, she's managed to maintain h er serenity. The X-lVlen have 

become th.e family she never knew, and she has become their 

calm center in a stormy world. 



ACTIONS 
Close Combat: 7 
{Strength Bonus and 
Weapon Modifier) 
- Hancf-to-Hand 
- Boxing 
- Olympic W restling 
- Profess ional Wrestl ing 
- Streetfig ht in_g 
- Large Objects 
Ranged Combat: 7 
(Weapon M o difier ) 
- Thrown Objects 

MODIFIERS 
Appearance: Orange. flexible, 
rock-like hide. 4 fingers/hand; 
4 toes/foot. no outer ears. 
Team Affiliation: 
Fantastic Four 

EQUIPMENT 
Communicator 

DESCRIPTION 

Ben Grimm 
H eight: 6'0" 

Weight: 500 lbs. 
Eye Color: Blue 

Hair C olor: None 
Species: Mutagenic 

ABILITIES 
Intelligence: 3 

Strength: 9 
Agility: 3 
Speed: 3 

Durability: 6 

@ E) 
Technology: 4 
Vehicles: 8 
- Gr o u nd Vehicles 
- Prop Aircraft 
- J et A ir c raft 
- Starships 
- Motorcycle St unts 
- Sailing Ships 
- Tes t Pilot 
- Mr. Fantast ic's devices 
Social Skills: 3 
- Streetwis e 
- Ce le brity 
- Spor t s /Foot ball 

Toughness: (+6) Nullifies 
Armor Penetration, 
N o 2 x Damage 
Wealth: (2) 

Benjamin Jacob Grimm had come a long way from . the slums 

of Yancy Street to the pilot's seat of the firs t experimenlal 

starship capable of interstellar tr avel. Along with his friend 

and college roommate, Reed Richards, Reed's fiancce Sue Storm 

and her brother Johnny, Ben was about to make hjstory. And 

that's exactly what happened, althou gh not quite the way 

they expected. Intense cosmjc rays bombarded the slup, 

mutagenica lly d , angi.n g all aboal·d . After a crash landing, 

Ben found he'd become a hideous, orange-skinned monster, 

a Thing. W hen egghead Reed suggested they use the.ix fru.1.tastic 

superpowers for the gcx1d of the world, Ben grumpily joined 

the rest of the Fan tastic Four. \"'11.at else was he gonna do? 

The Thing possesses superh1Unan durability and strength. 

Originally, his skin was a tough orange hide, but i t h as since 

evolved into a flexible, interlocking network of ston y pla tes 

strong enough to ;,vithstand armor-piercing bazooka shells. 

Despite his rock-hard exterior, the Thing remains susceptible 

to colds, disease and emotional stress. 

Over the years, Ben has grown n 1.ore accustomed to his 

fate_ Even though he's a celebrity, people sometimes make 

him feel like a m onster. He still goes through p e riods of 

self-pity or self-loathing, and he has never really given up 

hope that somed ay Reed will find a cure. But then he gets that 

twinkle in his eyes, plays a silly practical jok e on Johnny 

Stom1 and remembers that he's Ben Grimm, Yancy Street' s 

own true blue hero with a heart of gold, the irrepressi ble, 

unstoppable, ever-lovin' Thing. 

God of Thunder 
Human form/Thor 
Height : 5 '10"/6'6" 

Weight: 127 lbs./640lbs. 
Eye Color: Blue 

H air Color : Blond 
Species: Asgardian 

ABILITIES 
Intelligence: 4 /4 
Strength: 2 /10 

Agility: 2 /5 
Speed: 2 /5 

Durability: 2 /6 

® 0 @ ii) 
ACTIONS 
Close Combat: 1 /7 
(Strength Bonus and 
W eap on Modifier) 
- A sgardia n Arts of War 
- Hand-to-Hand 
- War Hammer 
- Most Asgardian Weapons 
- Most H uman Weapons 

MODIFIERS 
Appearance: Human, or 
Godlike Beauty as Thor 
Immortal 
Wealth: NA 

EQUIPMENT 
The Hammer, Mjolnir~ 
The enchanted hammer Mjo!nir, 
made of mystic Uru metal. is 
n early inelestructible. The mallet 
derives its povvers from Odin's 
six enchantments: 1 .. N o living 
being. unless w orthy, may tif\; it. 
2. It always returns to the -exact 
spot from whic.h it was thrown. 
3. It channels Thor 's ability to 
c ontrol the elements of storm 
and project mystical energy. 
4. It allows its IAlielder t.o open 
transdimensional portals. 
5 . It enables Thor to transform 
himself into human form. 

DESCRIPTION 

Medical Skills: 5 /0 
Ranged Combat: 1 /7 
[Weapon Modifier) 
- H ammer Throwing 
Leadership: 0 /5 
Social SkilJs: 5 
- Medical Societ1es (Human) 
- Asgardian Politics [Thor ) 
- Godlike Demeanor [T hor) 

Toughness: (0)/1+6) 
Reflexive Dodge: (0)/(+2 
Team Affilia1:ion: Avengers, 
Gods of A s gard 

6 . It granJ;s; its user the power 
of flight. Note: A ll stones used 
by tt,e Hammer are lree. 
• Combat: (+SJ stones , 2x 

Damage. May do stun damage. 
• Flight: 7 
• Teleportatien: 10 (in 

t he form of swirly port a ls ) 
• Weather Control: 8 

Area A ttack, Accumulate 
Power, Ughr.ning B last 

Magic Belt: StPength (+ 2) 
but -2 afterwar ds for a day) 
IVJ"agic~Ctiariot, Speed: 10 
in times of need 

There's never a duU montent when you're the son of Odin, 

the All-Father. After Thor nearly started a war -with the Frost 

Giants, Odin exiled him to Earth -without his memory as the 

handicapped mortal Dr. Donald Blake to teach him a lesson 

in humility. If that weren't enough turmoil for one immortal 

lifetime, Thor h as had to share his persona v,lith mortals more 

than once! Then there's Loki, Thor's adopted brother, who has 

spent his life scheming to kill Thor and seize Odin's throne. 

When Thor's not occu p ied in Asgard, the home o f the Norse 

god s, h e's d own here in Midgard (Earth), serving as an 

Avenger and p rotecting us mere mortals. 

As the immor tal son of Odin, Thor's sh·ength and 

d urability are greater than the vast majority of his race. H is 

enchanted Unt hammer, MJolnir, lets Thor control weather, 

project energy, open portals, fly and change to h uman form. 

Thor has come to love h u m a nity, and cares ·what happens 

to mortals. He is often frustrated by his du.aJity: when he's 

in Asgard, h e can't protect his people on Earth; when he's in 

Midgar.d, he is abandoning his du.ties to Asgard. Not to 

mention the fact that his enemies keep bringing the.ix 

battles to Midgard and threatening the lives 0£ mortals. 



ACTIONS 
Close Combat: 4 
(Strength Bonus or 
Weapon Modifier} 
- K ic k boxing 
- Brotherhood Train ing 
Tongue Whip: 3 
(Weapon Modifier} 
Wall-Crawling: 5 
[Agilit y Bonus} 

MODIFIERS 
Mutant 
Team Affiliation: 
The Brotherhood of Evil Mutants 
Wealth: (0) 
Animal Senses: (5) 

EQUIPMENT 
Cell-Phone 

DESCRIPTION 

Mortimer Toynbee 
Height : 5'8" 

W eight: 260 lbs. 
Eye Color: Brown 

Hair Co lor: Red-Brown 
Species : Mutant 

ABILITIES 
Intelligence: 3 

Strength: 4 
Agility: 4 
Speed: 4 

Durability: 4 

@ ~ 
Technology: 6 
(Intelligence Bonu s ) 
Vehicles: 5 
Inventing: 2 
( In telligence Bonus ) 
Ranged Combat: 2 
(Weapon Modifier) 
Leadership: "I 
Social Skills: 1 
- P r ofessio n al C r iminal 

Slime: Sticky substance c auses 
paralysis if damage done in c lose 
com bat /tongue whip. Ouratioo = 
1 Panel/stone damage. 
Reflexive Dodge: (+2) 
Tongue: (+1) 

Mortimer Toynbee grew up in an o rphanage where he was 

tormented constantly for his freakish appearance. Desperate for 

affection, 1vfortimer would unquestioning.ly follow anyone he 
thougl1t cared about him. He thought he'd fou nd a hom e with 

M·agneto and his B,-otherhood of Evil Mutants. But even the re 

he suffered del·isi.on and abuse. When Magneto abandoned 

Toad a fte r they were captured b y an alien, Toad ca m!.:! to hate 

Magneto and in turn left him to d ie in an ex plos ion. Toad's wild 

ride has taken hi.in into outer space and to o th er dimensions. 

He picked up a variety of skills along the way, and when he 

finally returned to Earth, it was a more confident Toad who led 

a n incarnation of the Brotherhood of Evil Mutants. 

Toad's mutant physique gives him suped1uman lower 

body strength and leaping abiJi ty. He is a vicious kickboxer. 

He is able to manipulate his tongue the same way a real toad 

can, most often using i t like a whip. And he can secrete a 

sticky substance from his pores t hat paralyzes his victims. 

Thanks to his experiences and adventures, Toad has 

surprising skill wjth vehicles and advanced technolo g y 

When Toad first joined Magneto's Broth erhood of Evil 

Mutan ts, he was a pathetic, sniveling toady who would do 

anythi n g he was told. But over the years, Toad has grown into 

his own m an. He's lea rned exactly what h e's capable of. His 

physical changes have a lso increased lus sense of confidence 

and self-esteem _ While he's still willing to follow other s uper 

villains, l1e now does so as a meaner, 1nore d angerous 

individual, ,-cady to fight back a t 1nistreatment ra ther tha n 

b lindly accept i.t . 

Ultron 
H eight: 6'0" 

Weight : 950 lbs. 
Eye Colo r: Red 

H a ir Co lo r: None 
Species : Robot 

ABILITIES 
Intelligence: 7 

Strength: 7 
Agility: 5 
Speed: 5 

Durability: 5 

@ E) 
ACTIONS 
Close Combat: 2 
(Str ength B o n u s or 
Weapon Modif ier) 
Ranged Combat: 7 
(Weapon Modifier) 
Technology: 6 
( Intellig ence Bonus ) 
- Tr a nsference (vs. S . 1. /A.1.J 
lnuenting: 6 
{Intelligence Bonus ) 

MODIFIERS 
Appearance: Robot 
Toughness: (+10)~ 
A d ama ntium. nu llifies Armor 
Penetrat ion , No 2x Damage 
from B uJlets or Projectiles 

EQUIPMENT -----
DESCRIPTION 

Flight: 6 
Energy Absorption: 5 
Tractor Beam: 7 
Encephalo-Beam: 3 
( Inte llige nce Bonus ) 
- Telepathy, Project Thoughts, 

Illus ions, Repr-ogr amm1ng. 
Subliminal comands , 

- Can affect Computer- A .I. 
Blast Rays: 6 
- 2x Damage 
- Range 5 

Reflexive Dodge: ( + 1) 
Team Affiliation: None 
Self-Repair: Heal 1 white 
stone per hour, Regenerate 3 red 
stones per 2 \"'1lite per Panel. 
Wealth: (-1) 

None 

Ultron was created b y the Avenger, Dr. Henry Pym as an 

experiment in artificial intelligence. But Ultron evolved 

farther and faster than e ven Pym had hoped: he became 
self-aware and developed emotions. Unfortu nately these 

included an intense, " Oedipal" hatred jor his father (Pym), his 

fellow Avengers, and h u manity in general. Ultron a ttempted 

to kill Pym but fai led . He escaped and began a cycle of 

self-modification and upgrades, followed by attacks on the 

Avengers and humanity, followed by more upgrades, then 

more a ttacks. Over tinl.e Ultron's abilities- and plans fox the 

destructiol, of humanity- have cont inued to expand. A t one 

point, he w iped out a n entire Eastern European n ation. and 
claimed it as hjs ov11r1. 

U ltron's a.dru:nantium-armored body has the ability to 

absorb e nergy. He learned how to transfer his consciousness 

into computers. Ultron's telepathic powers a re e nhanced b y 

hjs Encephalo Beam, which can also d eliver a powerful 

psionic blast . h1. addition, Ultron is armed wi th concussive 

blast rays and tractor beams in his h a n ds. 

Ultron is highly intelligent and capable o f emotions. But for 

all his intelligence, he's constan tly being betrayed. H e 

assembled the Masters of Evil, but they tu rned against hin1 

when they discovered h e wa,; a robot. He c reated his own 

android, the Vision, b ut the Vision turned on his creator and 

joined with the Avengers to defeat U ltron. He created a 

robotic mate, Jocasta. Bu t Jocasta led the Avengers to U ltron 

and they defeated him again. VVhjle Ultron is driven by his 

han·ed for hwnans, and Pym and the Avengers in part ic ular, 

he also sees himself as the first of a new species, one that 

should replace humanity as Earth's dominan t life for m . 



ACTIONS 
Close Combat: 3 
[Strength B on us or 
Weapon Modifier) 
Ranged Combat; 4 
(Web Shooter Modifier) 
Wall-Crawling: 5 
[Agility B onusJ 
Shape Shifting: 5 

MODIFIERS 
Appearance: As Ven om, 
ebngat~ jaw. t.eeth. tongue, 
m~ appear human 
Team Affiliation: None 
Reflexive Dodge: (+3) 
Wealth: (OJ 

EQUIPMENT 
Web Shoeters (-¥6): Webs 
of symbiot e's substance, 

DESCRIPTION 

Eddie Brock 
Brock/Venom 

H eight: 6'3 .. 
W eight: 260 lbs. 

Eye Color: Blue 
Hair Color: Red/ BJond 

Species: Symbiote 

ABILITIES 
Intelligence: 2 /2 

Strength: 2 /7 
Agility: 2 /5 
Speed: 2 /5 

Durability: 2 /3 

® e @-
Journalism: 5 
- Investigative R e porting 
- Ye l low Journalism 
- Tabloid .Jo urnalism 
- Papar azzi 
- Smear Campaigns 
Social Skills: 4 
- Journalism Circl es 
- Underworld 
- Sources 
- Pro-Cr iminal Culture 

Stealth: Invisible to Spidef'-Man·s 
spider senses {only} 
Limited Prescience: May 
cilange up to 1 /2 sto.ne allocation 
after enemy attack revealed. May 
only change 1 / 4 vs. Spider-Man . 
Sensitivity: 2x Damage from 
fire or sonic attacks 

regenerates s ubstance over 
time. If you get through defense, 
you web opponent. 

During the Secret Wars, Spider-Man tore h is costume and 

replaced it with a black-and-white one. Jt w.is actually an alien 

symbiote with a pathological and physical need to bond wjth 

i ts wearer. Spider-t,.,1an rejected the symbiote, who was 

promptly drawn to a suicidal Eddie Brock. Brock was a 

reporter for The Daily Bugle who claimed to have interviewed 

the man behind the Sin-Eater murders. After Spidey exposed 

the true killer, Brock became a laughingstock and was fired. 

He developed an intense hatTed for the web-slinger. His 

loathing bonded with the symbiote's rn-isted, rejected love for 

Spider-Man to o ·eate a warped ne.v entity: Venom. 

Venom.has all of Spidey's powers, a:n.d greater strength. 

'But he doesn' t need web-shooters and fluid to spin his webs: 

he can shoot strm, ds of a l ien bio-substa.nce in the form of 

webbing, whicl1 Jater regenerates. (It v.ras a bit of this 

substance that created Carnage.) The symbiote can also 

shape-change into any person Venom can imagine. On the 
down side, Venom's equivalent of Spider-Senses isn' t as 

efficient as Spidey's. He's vulnerable to fi.re. And loud noises 

can shred the sym.biote, causing it to become catatonic.. 
Hatred is such a weak word to describe what Venom feels 

for Spider-Man . But v.,rhen you get past that, Venom's not such 

a bad guy. Sure, he's a psychotic, bloodthirsty kilJer who even 

caused Brock's own wife to comn1it suicide. But li ke many 

other characters, how evi l Venom is depends upon your pornt 

of v iew. Even Spider-1\llan spa red his 1ife, recognizing that if it 

we.ren't for him, Veno1n wouldn' t exist. 

Janet Van Dyne 
H eight: 5 '2" 

\Neight: 110 lbs. 
Eye Colo r: Blue 

Hair Color: Auburn 
Sp ecies: Mutagenic 

ABILITIES 
Intelligence: 5 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E)ciJ 
ACTIONS 
Close Combat: 4 
[Strengt h Bonus or Weapon 
Modif ie r ] 
- Hand-to-Hand 
- Fighting larger opponents 
- Captain America T r a ining 
- In-Flight Combat 
Bio-Electric Bolts: 9 
[Can't be improved by l ines } 
Flight: 2 

MODIFIERS 
Appearance.: Human. with 
insect w ings when smaller 
tha n 4'4" 
Wealth: (5) 

EQUIPMENT 
None 

DESCRIPTION 

Shrinking: 7 
- Insect Strengt h Option 
Fashion Designer: 6 
Leadership: 5 
Social Skills: 5 
- Social ite 
- Fashion lndusr;ry Culture 
- Cultural/Diplomat ic 
- Media Cul t ure 
- Etiquette 

Antennae: r etractable, 
allow communicatio n with 
insects 
Reflexive Dodge: (+2) 
Team AffiJiation: Avenger s 

After Janet Van Dyne's scientist father was murdered, she 

devoted her life to bringing the killer to justice and fighting 

crime. With the help of her father's colleague, Hank Pym 

(Ant-Man), she underwent a bio-enginee~ing process to 

became the ,A/asp. Wasp and Pym avenged her father's death 

and went on to become founding members of the Avengers. 

TI1ey later fell in Jove and married, a relationship that has 

redefined the term "rocky." Janet's inheritance left her 

independently wealthy, and she became a trend-setting 

socialite and successful fashion designer. Since she-was 

known by the general public to be the '\IVasp, Janet would 

often shm,v- up at society affairs dressed to kill, a few inches 

tall, hair perfect, gossamer wings fluttering like rare jewels. 

Janet can shrink to a min.imurn height of 1 / 2 in.ch. But 

small d<x.'Sn't mean weak: vVasp gains superhuman strength 

as she gets smaller. Her bio-electric bolts give her quite a 

sting, too. Originally sh e needed to breathe Pym Particles to 
shrink, but now she can do it at ½ri.11. At sizes smaller than 

4'4", her wings appear. She can also extrude antennae from 
her temples, allowing telepathic communication with i.llsects. 

Wasp proves that you can have it a 11: live like a socialite, 

run you r ovvn business and still fight crime. Through all the 

turmoil in her life-murdered father, unstable husband, 

kidnapped by rob ots and more-Janet Van Dyne has shown 

that your life is what you make it. Sure, the sole female 

founder of the Avengers has put up with tons of attitude front 

muscle- bou.nd brutes lik e the Hulk and Hercules, but she's 

also ean1ed the friendship and respect of Captain America 

and the rest of he.r Avengers teamm.ates. 



ACTIONS 
Close Combat; 7 
(Agility Bonus or 
Weapon Modifier) 
- Martial Arts 
- X-Man M ulci-Style 
- W eapon X Training 
- Samur ai 
- Hand-to-Hand 
Ranged Combat: 4 
(Weapon Modifier ) 
Hunting/ Tracking: 7 
- Stalking 
- Outdoor Surviva l 
- Spot/Set Ambush 
- Spot/Set Traps 

MODIFIERS 
Mutant, Human appearance 
Team Affiliation: X-Men 
Wealth: (3) 
Adamantium Skeleton 
Adamantium Claws: (+3), 
Ret:ractable, Armor Penetration 

EQUIPMENT 
X-Nlan Communicator 

DESCRIPTION 

Logan 
Height: 5'3" 

Weight : 195 lbs. 
Eye _ Color: Black 

Hair Color: Brown 
Species: Mutant 

ABILITIES 
Intelligence: 4 

S trength: 4 
Agility: 4 
Speed: 2 

Durability: 5 

® e 
Vehicle Operation: 5 
- Any 
Black Ops: 6 
- Covert Operations 
- Surve illance 
- Infilt r ation 
- Intimidation 
- A s sassination 
- Extraction 
Social S kills: 6 
- M il itary Protocol 
- Eastern Language/Cult ures 
- West.em Languages/Cultures 
- B lu e Collar 
- S treetwise 
- Underworld 

Accelerated Healing Factor: 
H eal 1 white stone per 2 Panels , 
R1e9enerates 3 red stones per 2 
whit.e stones per Panel 
Mental Defense: (+1) 
Reflexive Dodge: (+ 1) 
Animal Senses: (7) 

vVolver_ine is an_ important menwer of the X-i'vlen, but the 

X-Men are just o n e part of his long, adventi.ue-filled life. Little 

is known of his past, save that it was fraught with pain and 

loss. He vvas born James Howlett in Alberta, Canada during 

the late 19th century. At some point he trained as a samurai in 

Japan; later, he became Weapon X, an operative for the 

Canadian goven:unent. He's been a special oper:ative for the 

CIA and a member of Alpha FLight-

Between. hls mutant powers, \-Veapon X modifications, and 

his years of experience, Wolverine is one of the deadliest 

w arriors the world has ever seen. On ead-1 hand Logan has a 

set of three retractable Adam.antium claws able to slice 

through nearly any thing. His skeleton has also been bonded 

w i th Adamantium. His accelerated healing factor lets him 

survive damage that would kill most others, although it 

doesn't preven t hirn from feeling pain. He is a master of many 

martial arts and bJack ops, and speal<s multiple languages. 

Wolverine is a loner by instinct. But he ignores those 

instincts for teammates and friends. He'll go out of hjs way to 

protect =om e n Jjke Shadowcat, Jubilee and Rogue, and he's 

been in love with Jean Grey from the n10n1ent he met her. 

When it comes to following o rders, though, i t's a different 

story. He'll follow them ... whcn it suits him. He's willing to 

disobey an order he feels is wrong. For WoJverine, 

sometin"\es being an X-Men is less important than being 

~-------------11 YELLOWJACKET 
Hank Pym 

H eight: 6'0" 
Weight: "185 lbs. 

Eye Color: Blue 
H a ir Color: Blond 
Species: Human 

ABILITIES 
Intelligence: 9 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 

@ E) 
ACTIONS 
Close Combat: 4 
[Strength Bonus) 
- Hand-to-H and 
- Trained by Capt. Amer ica 
- Fighting large opponents 
- Swatting/fighting smal l 

things 
Growth: 5 
Shrink: 8 
Technology: 8 
(lnte11igence Bonus) 
Inventing: 7 
(Intelligence Bonus) 

MODIFIERS 
Wealth: (4) 

EQUIPMENT 
Costume: Flight: 3 
D efens e ( + 2) Compartments 
on s traps contain a variety of 
miniaturized equipment 

DESCRIPTION 

Ranged Combat: 2 
- Handguns 
- Var ious handheld weapons 
General Knowledge: 8 
(In tel lig ence Bonus) 
- Scientific subjects 
- Cybernetics 
- Robotics 
- P r ogr amming 
- Insects 
- Pym/Subatomic particles 
Social Skills: 3 
- Avengers Protocol 
- Sc ientific Community 

Team Affiliation: Avenger.s 

Glove Stingers: ( +3} 

Cybernetic helmet-Allows 
commun1cation/contr ol of 6 
ston es· worth of insects. Very 
short r ange. 

Up and down, up and down, up and down: the story o f 

Dr. Henry .Pym's life. His uneven 1nental and emotional 

history fits well with a man who was first Ant-Man, then 

Giant-Man, then YeJ1°'·"1acket, then Goliath and finally 

Yellowjacket again (but now able to both grow and shrink). 

Although his rev o lutionary theories were first met with scorn, 

there's no denying Hank Pym's genius: the discovery of Pym 

Particles . .. t he exploration of the n"licroverse ... the 

bioengineeting of the Wasp . . . multiple advances in robotics 

and cybem e tics_ . . the creation of Ultron. For a man who 

p referred the labratory, Pym 's done n1ore tl1an his share of 

adventuring as one of the Avenger's founding members. 

As Yellowjacket, Pym can n ow both grow and shrink. As he 

gets larger, his strength and durability increase. \!\Then he 

shrinks, the artificial wings of his costume enable him to fly, 
and his electric gloves enable him to sting like his insect 

namesake. His cybernetic helmet allows hiln to communicate 

telepathically with and control insects. He can also shr ink an 

entire laboratory or colJection of firea rms to the size of a 

mkrochip. The compaxtments on his costun"\e straps contain a 
w ide variety of m iniaturized equipment. 

Everything Pym's been through has taken its toll on hini.. 

Mental stabili ty has been one of his greatest challenges . .1:-fis 

tumultuous marriage to Janet Van Dyne ended in divorce. 

He was expelled from the Avengers, though he's back as a 

reserve member. He's. survived all the ups and downs, more 

or less, and is once again ,villing and able to u se his genius 

and his energy for the good of all mankind . 



CREATING YOUR OWN CHARACTER 
Creating a new character is one of the most enjoyable parts of 

the Marvel Universe Roleplaying Game. You get to invent your 

own Super Hero, complete vvith super powers and origin story. 

And once you've created your character, you get to determine 

his unique personali ty by what you do. If you -want to be a 

hero,-act like a hero. If you decide your character is insane, then 

do things that don't make sense to the other players. If you 

want to be a loner, then go your o,;,v-n way. Be dark. Be 

mysterious. Be a team player and a leader. If you wru., t a 
tortured past, it's yours. lf you want an all-consuming purpose, 

make one up. The best par t is, it's all up to you! 

In Marvel, the way you o ·eate your own character is by 

'' purchasing" Abilities and Actions using white and red 

Character Generation stones. The stones you "spend" now 

have nothing to do with the s tones you'll use later; they're just 

a way of keeping track of how much you have to spend and 

what you can buy with i t. 
Every new character starts off with a blank Character 

Action Display and 40 white s tones. (Each white stone may be 

broken down into 3 red ston es at any t ime.) You will end u p 

spending stones to fill in the follo,.ving things on your CAD: 

1. Abilities 

2. Actions 

3. Modifiers 

4 . Backgrotmd 
You don't n ecessarily have to decide on your characteristics 

in tha t order, b ut it tends to work out the best. As you spend 

stones, you will probably end up adjusting your "purchases" 

until you are satisfied. For :instance, you may start out with an 

Intelligence of 7, only to find out tha t you really need some 

more stones to buy Flyi.n.g, so you may go back and reduce 

your intelligence. 

Yot1 wil.l a lso be able to increase your pool of availabl.e stones 

by buying Challenges, whid1 are- listed below. Each Challenge 

gives you more stones to spend but represents something your 

character will have to deal with during play_ There is no limit to 
how many Challenges you can take, so if you ,vant to create a 

really super powerful character, take more challenges-

SAVING STONES FOR LATER 

You may want to save Character Generation stones lef t over 

from your build "for later." You can save up to 20 stones (half 

your initial build) in this manner. Simply record how many 

you are saving on your CPR and spend them at a later 

date. If you decide to chm,ge your character during play 

by taking on additional Challenges (see P. 72), you can 

use these stones to supplement your improvements. 

Vvhy would you not want to use all your stones 

in creating the best character you can right away? 

Some p layers want to play for a while and learn 

the game before deciding how best to 

maximize the ir character. Some players 

prefeT to keep "something in the bank just in 

case." In other words, it's not a choice for 

everyone. \I've just want you to know the 

choice does exist. 

WILL MY CHARACTER 
BE AS POWERFUL AS THOR? 

You, new character probably won' t start out as powerful as 

some of the toughest existing characters in th.e Marvel Universe 

sud, as Thor, Spider-Man, Wolverine or Captairi America. 

The1:e a .re two reasons for this. First, some of these 

" characters" have been ''playing" for _many years, and they've 

increased their Action N umbers over time by gaining and 
allocating Lines of Experience. But they all once started out as 

40-stone characters, just like you \>\Till. For example, when Jean 

Grey fin;t jo ined the X-Men, she could barely control her 

Telepathy or Telekinesis, and had no medical experience at all. 

Second, one of the basic premises o f all 1·oleplaying galJ'\es 

is that your d,aracter grows in po,,ver over time as you play. 

One of the most enjoyable parts of p laying a character is 

eanung artd aJJocating your Lines of Experience and watching 

your character learn new Actions and get more -powerful. 

But how much more powerful can Thor or the Hulk or even 

vVolveru1.e get? Wolver ine is already the best he is a t what he 

does, as he Likes to say. 

So, does it matter that the character you create is less 

powerful than Thor? Not really_ In Marvel, each character has 

a unique power, so each adds something special to play. 

None of the followjng characters is as powerful as Thor or 

Spider-Man, yet they're alJ important, successful 

Super Heroes: Beast, Black Cat, Cyclops, 

Dared evil, Elektra, Gambit, Punisher, 

Quicksilver, Scarlet Witch and Wasp_ 

In 1Vlarvel Con1.ics, a young mutant 

named Jubilee saved the X-~11.en in one of 

the first issues she appe.ued in. She W'asn't 

super powerful; in fact 



she couJd barely control what was at the time a pretty weak 

power, but she used what she had to make a difference. 

And that's what you have to learn to do as a roleplayer. 

Use what you've got to make a difference. The better you do 

that, the more Lin.es of Experience you'll get and the faster your 

character will gro,v in power. 

By the way, if you really want to play a powerful character 

like T hor or the Silver Surfe1~ you 0 1.ay want to think about 

playing one of the existing Marvel chai:acters. Or you can base 

your new character on an existing l'vlarvel character, with your 

GM's perrnission. Or, finally, you and the GM can just agree to 

Jet you use n1ore stones. (Of course, we feel that's ,,vhat 

Challenges are for.) 

BUILDING BLUE LIGHTNING: 
A SAMPLE STARTING HERO 

Before we get into the nuts and bolts of buil.ding your o-wn 

character, let's build a sample hero nam.ed Blue Lightning. 

You won't necessari.ly underst <1nd everything we're about to 

do- after all, we haven't really explained any of it yet-but we 

find that seeing how a character i s built '"'ill give you som.e 

context for actually learning how to do it. In building Blue 

Lightning, we're going to cover all of the different aspects of 

building a character- Abilities, Action.5, l'vfodifiers- and 

everything that goes along with it. 

The process s tarts by visualizing what you ·want your hero 

to be. Let's say you see yourself as a blue, glowing, 

super-strong mutant hero that can fly and shoot l.ightning out 

of your fingertips: Blue Lightning. During this process, you'll 

match your vision to the available super powers, Actions and 

Modifiers on P. 43- 71. If you want something you don't find in 

the available powers, you'll be able to create it yourself, but 

you can build a pretty well-rou nded hero just from what's 

already there. 

Look at your empty Character Action Display. It's time to 

fill it up. You need to buy at least a 1 in each of your Abilities, 

but everything else is up to you. You see Blue Lightning as 

strong and sturdy, so you buy oi Strength of 6 (Cost 4 -white 

stones) and a Durability o f 4 (Cost: 6 -wh i te s tones

remember, Durability costs 3x o ther Abilities) . This gives you 

the ability to lift up to 10 tons, and gives you 12 red stones of 

energy. You want Blue Lightning to be fairly smart, agi le and 

fast, but not a record breaker, so you buy a Speed, Agility, and 

Intelligence of 3 each. Th.at puts you at peak human physique 

and abl e to ru.n at 40 mph. All of this info is available on the 

D&R Cha1·t on P. 80-81. You shOL1ld have the D&R at hand 

, .. ,hen creating your character. (Co s t= 13 white s to nes, so far.) 

You could use a good solid lightning strike o f Action 

Number 7. This A ction is s-imilar to a Force Blast, so it would 

cost the same. Throw in an Advantage, Double D amage, which 

adds 2 to Cost Level. (Cost 12 white s tones.) (This option is 

less powerful than othel's at first, but aS you add Lines and 

your A c tion Nun1.ber increases, you'll become 1nore powerful. 

On the other hand, if you want to be stronger and quicker, go 

for a plain, simple Light ning Blast at 9 without the 2x Damage 

Advantage. It costs 12 white stones in either case; the choice is 

entirely up to you.) (Cost = 25 white stones so far.) 

You want to be ab.Le to fly far and fast just in case, which 

means you want to buy Flight at around 4. (Cos t : 4 w h ite 

stones.) This allows you to £ly at almost the speed of sound (see 

the D&R, Flight Speed). You then imagine yourself as a mutant 

covered w-ith a tough, glowing blue hide/skin. You see 
yourself as q u.ite s turdy, so you buy a Toughness of 2 (Cost 3 

white stones). But you will also get 6 more vvhite stones to 

spend on Character Creat ion for the Challenge of an obviously 

non-human appearance (3 w hite s tones) and being a mutant (3 

white stones). (And remember, all characters n1ust take at least 

one Challenge anyway.) You at least want to be able to handle 

yourself in most fights, which means a C lose Combat (Strength 

Bonus) of 2. (C ost 2 red s tones.) Your main weapon wi l.l be 

l ightning, but Strength helps a lot in Close Combat. Fina lly, add 

Acrobatics at 1 (1 red s tone) . (Cost= 2 7 white s tones, s o far.) 

You're not interested in anything as mundane as Ranged 

Combat with weapons- But your lightning bolts coLild use a bit 

of a targeting boost. So you buy a Targeting Modi.fier of 2 (C ost: 

4 -white s to n es) but skip buying Ranged Combat entirely. Oh, 

yeah, you could use a Mental Defense Modifier of 4 (C ost: 2 

-white stones), just 1J.l case (darned telepaths!). (Cost = 33 w hite 

s tones, so far.) 

You still have 7 ·white stones left and have a few bases to 

cover. Think about ""hat o ther Actions would be useful. A high 

Technology can be very useful (but bettel· leave that to the 

exp erts). Black Ops. isn't terribly useful (a glowing blue spy 

tends to attract the eye). But the more you think about it, the 

more you'd like to be able not to look like a big blue mutant if 

the need arises. So you take Shape Shifting at 2 (Cos t~ 3 -white 

stones.) Now throw in a Wealth Rating Modifier of 3 to keep 

the walle-t full. (Cost: l white s tone.) Round yourself out with 

Social Skills of 5 (C ost 3 wbite s ton es) and you're done. (Cost 

= 4 0 white stones, exactly.) 

But you needn't be exact. You could also take on additional 

0 1allenges from the list to squeeze out a few more stones-to 

spend now or save for later. You already gained 6 extra s tones 

for mutant and non-hun-tan appearance. Maybe a refusal to use 

vehicles (you can fly), etc. If you have leftovers, you can save 

them for later_ (Often a wise move.) Lower you_r Actions by a 

Number or two and keep "something in the barik." Ort the other 

hand, you'll be less powerful in the meantirne, which makes 

your day- to-day existence more risky. The decision is yours. 

You sl1.ould also be sure to check out the 42 heroes and 

villains listed on P. 16-36. They C<J.n give you a good idea 

0£ which Actions, Modifiers, 01.allenges, etc., work best for 

you. TI1.e possibilities are endless. 

CHARACTER 
GENERATION COSTS 

Now that you've seen how we created Blue Lightning, it's time 

for you to build your own character. 

Figuring out how much an Ability, Action or l'vlodifier costs 

is easy. Look at the Examples of A ctions and Modifie.-s that 

begins on l-'. 43. Each Action and Modifier will list the C ost Level 

to b u y it. By looking at the table on the next page, you can figure 

out what the Action Nun1ber you want costs in s tones. 

Once you know the cost in stones of "vhat you want to buy, 

follow this forn1.ula: 

Cost in stones of Action/Ability/Modifier Number: 
+ Advantages (Actions/Modifiers Only) 
- D isadvantages (Actions/Modifiers Only) 
= Final Cost to buy that Action or Ability 



The table below provides the Cost Levels in stones for buying 
anAbili ty, Action or Modifier. 

1 (or less): 
2 2 Red 

1 White 
2 White 
3 White 
4 White 
6 White 
9 White 

3 
4 
5 
6 
7 
8 
9 
10 

12 White 
15 White 

Each # above 10 costs 5 stones more 
than the previous #. 

for instance, buying an Action v.>ith an Action Number of 5 

would cost 3 ·white stones. Buying an Action that says "Cost 
Level - Action Number +J" a t an Action Number of 1. would 

also cost 3 white s tones. 
You can't start out with an Ability, Action Number or 

Modifier that is higher than 10. However, if it is an "expensive" 

power or has Ability Bonuses or Advantages, youx cost for the 

power may be more thari the cost for level 10 (15 wh ite stones). 

As you see from the chart, each Number above 10 vvill cost you 

5 more whi te stones than the previous N wTtber. 

Buying Durability for your character costs triple the basic 

rate because Durability generates both white s tones o f health 

and red s tones of energy. So if you want a Durability 
of 4_, which would normally cost 2 white stones, you have to 

pay 6 white s tones for it . (lf you want to use your Intelligence 

to generate your energy ston es, then see the Special 

Intelligence-Energy Rule on P. 41.) 

If you're crea ting you r 0"-'11 Action, the base cost is the 

Action Number on the chart above. If you're creating an Action 

without an Action Nw:nbcr, then the base cost would be 

the same as if it were an Action with an Action Number of 5. 

And if you're creating you r own Modifier, then the base cost is 

the M.odifier Numb er+ 3 Levels on the chart a bove. Once you 

know your base costs, then you may add Advantages or 

Disadvantages to customize the Action. 

ADVANTAGES AND 
DISADVANTAGES 

You can customize your Actions a.nd Modifiers b y selecting 

Advantages ru, d Disadvantages. An Advanta ge adds extra 

capabilities to ari Action or a Modifier, and it also adds cost. 

A Disadvantage rna.kes an Action or Modifier less effective in 

some way, and i t also decreases the cost of that Action by the 

number of levels indicated . 

Actions and Modifiers can have more than one Advantage 

and Disadvantag e, and even smne of euch. For instance, 

Cyclops' Optic Berun is a Force Blast Action, t o which he has 

added one A d vantage (2x Damage) and two Disad vantages 

("Can' t be improved." and " Power out of control"). 

You can add Disadvantages to lower the cost of som ething, 

but that cost can never be redu ced by m ore than half or to less 

than one red stone. You may a lways increase the cost without 

limit by adding A dvantages. Feel free to make up your own 

A d vantages a.nd Disadvantages; you and the GamesMaster 

should discuss their cost increases o.r decreases. 



ADVANTAGES 
For each Advantage you select, the cost of its Act ion 

or Modifier increases by the number of levels designated . 

Description Cost Increas e 

Each addit ional E lement 
(choose from E lements list> 

" Convertible" to human form 
(retractable claws, wings, et c.) 

+ l level 

+l level 

Wor ks at incr eased range 

Others benefit from power 

Area Effect 

Artificial ly Intelligent* 

+ l level/extra r ange # 

+ 3 levels 

+3 levels 

+3 levels 

2x Damage + 2 levels 
(extra stones come from General Pool) 

3x Damage + 4 levels 
(extra stones come from General Poof) 

E xt ra Ability Bonus/Weapon Modifier +5 levels 
(added t o Action on ly) 

Disables if any damage occurs +5 levels 
(knocked out, paralyzed, turned to stone, etc.) 

A ttack vs. Enemy Ability + 6 levels 
(as opposed t o vs. defensive stones) 

*Applicable to Mod ifiers on ly 

DISADVANTAGES 

For each Disadvantage you select, the cost of its Action 

or Modifier decreases by the number of levels below. 

(Never by mor e t han half or to less than one red stone.) 

Description 

Not particularly useful 
(GM discretion) 

Cost Decrease 

- 1 level 

One target only 
(may not split between targets) 

Automatical ly causes 
Collateral Damage 
(as fire, m achine guns, etc.) 

Takes extra time to prepare 
(GM should usual ly discourage t his) 

No Bonus (only if that power 
norm;ifly r.omP$ w ith a Bonus) 

Can't be improved by adding lines 

St ones can' t be split between attack/defense 

Power out of control wit hout device 
(Cyclops_, etc.) 

Counterattack only; may not initiate attack 
(applies to combat Actions) 

Power weaker away from power source 

-1 level 

- 1 level 

- 1 level 

- 2 levels 

- 2 levels 

- 2 levels 

- 2 levels 

- 2 levels 

- 2 levels 

CHALLENGES 
In the l'vlarvel Universe, being a Super H ero isn't all fame, fw1 

and fortune. The single most important aspect of MarvPI 

characters is that -they are complex individuals with unique 

motivations, f ears, emotions, skeletons in their closets and 

flaws. In the Marvel Universe Rolepla y ing Game, some of these 

factors are r e presented by Challenges. A Challenge is a 

charac ter trait that your character must rolep Jay, and the 

Gameslvfaster will use it for storytelling wherever possible. 

But from a purely selfish game-p laying point of v iew, 

Challenges can be things you want, too. Why? Because 

Challenges increase your pool of Character Generation stones! 

A Challenge adds the number of white stones indicated to 

your pool o f Character Gener a tion s tones. You may take as 

many Challenges as yot.t want, but YOU MUST TAKE AT 

LEAST ONE. There is no limit. Feel free to make up your own 

Challenges; you a n d the Ga.rrtesMaster s hould discuss hmV" 

many stones she will give you. And remem ber, just like in the 

comics, your O , aJlenges will come back to haunt you. 

In ext.re.me cases (such as Spider-Mm, ), the GamesMaster 

may at her discretion award more s tones than the .ma.xinlu m 

allowed fm· a Challenge list ed below. But then the GM m u st 

vigorously enforce the C hallenge at all times. (Again, as with 

Spider-Man!) 

Note : Refunds are in white Character Gen eration stone~, 

not cost levels. 

Description 

Being a mutant 

Looki ng non-human 
( e.g., Gambit 2, Mystique 3, T hing 4) 

Minor d isability 
(glasses, hearing aid, etc.) 

Special Vulnerabilities 
(e.g., extra sensit ive to sound, fire, etc.) 

Losing a sense CB lindr deaf, etc. ) 

Being restricted in movement 
{wheelchair, walker) 

Psychological; per sympt om 
(temper, fear, teen angst) 

Can't or won't dr ive/ride in car; fly 

Won't (or can't) go certain places 
(closets, heights, churches, etc.) 

Won't break the law 

Power dangerous to self 

Major psychological restriction 
(insanit y, uncontrollable activities) 

Power is painful to use 

Chronic d isease or condition 

Character needs "attachment" 
t o stay alive, use power, etc. 

Compulsion to stick up for underdog 

Haunted past 
(depends upon how haunted) 

Deadly enemies 
(individuals, species, secret groups, etc.) 

Conflicting interests 

Extra stones 

3 stones 

2--4 stones 

1- 3 stones 

1 - 5 stones 

4-5 stones 

4-5 st ones 

1-3 stones 

1 stone 

2 stones 

2 st ones 

1- 3 stones 

3-5 stones 

1 stone 

1- 3 stones 

1- 5 st ones 

1- 5 stones 

1- 3 stones 

1 - 5 stones/enemy 

1-5 stones 
( e.g., T hor t orn between duty to Asgard/Earth) 



ABILITIES 
Your Abilities represent five basic aspects of your character: 

Intelligence, Strength, Agility, Speed and Ourabjljty_ Or, in 

other words, how s m art you are, how s trong you are, how agile 

you are, how fast you run c1nd how tough you are- Your Ability 

Number is the number of Ted stones of energy you can allocate 

to that Abi lity. You'll use your Abilities jn two ways: 

l. As a Bonus for an appropriate Action_ So, if you are 

performing o.n Action that your CAD :..nya gets a Strength 

Bonus, then you can add your Strength stones to that 

Action. These s tones come from your Energy Reserve, and 

can also be re-allocated from your Action Box into your 

Defense A rea. Some Actions include Ability Bonuses in 

their costs, some recommend you buy them for an extra 

cost, and some prohibit you from having an Ability Bonus. 

No Action may have more than two Ability Bonuses. 

2. lf you are doing =methirlg that doesn't have an Action Box, 

then you can use the approp riate Ability as if il were an 

Action- So, if you were trying to figure out a trap, but didn't 

have a relevant Action !;Uch a!; Thieving or Technology, you 

co uld try using your Intelligence stones to think it t hrough_ 

For the most part, Abilities do not change ove r time un less 

something .major happens. Characters can lose their AhWties 

due to an accident or have their Abilities altered by an 

occurrence or the Actions of another character. Sometimes 

experimentation can have an impact on Abilities, for better or 

for worse. But usually, the Abilities you buy when you create 

your character are the Abilities you're s tuck with- (See 

Changing Your Abilities and Super Powers section on P. 72.) 

Intelligence 
Intell igence is a measure of how smart your character is. You 

would use you1 lnlellige,-,1...-e Nu.i_nl.,t:,1· Cur ~ulvi.L1,:; prul.,lt:,u1~, 

operating devices and machinery, learning nev-.r subjects, etc 

Your lnteJligence is an included Ability Bonus for Actions such 

as Tedmology, Inventing and Gambling. Tt is a recommended 

Bonus to b u y for Mastery of Magic. There is a lso a special rule 

that allows you to base you r red stones o f energy on your 

Intelligence. (See the Special intelligence-Energy Rule below.) 

Strength 
Strength is a measure of how much. physical force your 

character is capable of generating. You would use your 

Strength N t.unber for lifting, carrying, throwing, smashing, 

breaking and leaping_ Strength is most often used as an Ability 

Bonus for Actions such as Oose Combat. 

Agility 
Agility is a measure of how fast your reflexes are, how 

coordinated you are, how deftly or dexterously you hand le 

things and how well you move. You would use your Agility for 

p·hysical activities you don't have an Action for, such as sports 

like football or basketball, dru.1.cirlg, climbing or even playing a 

musical instrument like the piano or guitar. Agility is most 

often used as a Modifier for Actions such as Oose Combat, 

Thieving, Acrobatics, Wall-Crawling and Web-Slinging. Agility 

can also lessen the damage your character takes from falhng_ 

Subtract 1 stone of falling dam.age for every 3 stones of your 

Agility Nwnber, rounded down_ Agil ity is also frequen tly used 

to determine the order in which player's Actions are resolved. 

Speed 

Speed is a measure of how fast your character runs_ That's 

about it_ You would use your Speed for running, moving 

quickly, or .. _running. Of course, when you need to get out 

of a building before it explodes, it can come in pretty hand y . 

And there are some attributes unique t o superhumanly high 

Speed. At a Speed o f 7 or more, your charact er cou ld r u n up 

walls or across water. At a Speed of 10, you can create 

temporo.ry cyclone- like gusts of up t o 5 stones. You m£>y 

d efine your Actions such that Speed is the Bonus for them, 

in which case it might affect anything from C lose Combat to 

A c robatics. For an extra white s tone when buying Speed, 

you may use your Speed instead of your Agility foJ· 

deternuning the order in which your Actions are resolved-

Durability 
Durability is a measure of s tam ina, physi.cal health and how 

much damage your body can take- It is a very in.1.portarlt 

Ability_ Your Durability Number detemunes how .many white 

stones 0£ health you get, whid1. in turn determines how 1nany 

red stones of ene1·gy you get (unless you have chosen the 

Special Intelligence rule, see be.low). You get 3 red stones of 

energy in your Energy Reserve for every white stone of health.. 

Additionally, you regenerate 1 red stone for every white stone 

of health, so Durability also determines your regeneration rate. 

lt is rare that you would use your Durability Number as an 

Action Number- It is also rare for you to define an Action with 

Durability as its Modifier, although there are some Actions that 

do that, such as Blob's Close Combat Action (which gets a 

Modifier from both his Strength and his Durabili ty). 

Important Note : Because Durability is so important in 

determining other aspects of y o u r character, Dw-abili ty costs 3 

tilne~ uture tu b u y than the other abilities. See the 

Ability/ Action/Modifier Costs Table oq.P_ 39 for details . 

Special Intelligence-Energy Rule 
You may choose to base your energy on Intelligence rather than 

Durability. In this case, you -.v-:ill receive 2 red stones of energy 

for: every stone of Intelligence, and you will regenerate J red 

stone of energy per stone o f Tntelligence per Panel. 

You would still only get 1 white stone of health per stone of 

Durability, however, and your Durability still costs triple

If you choose this option, your lntelligence will now cost 

double the normal rate. 

Note: you may not have bot:11 your Intelligence and y0tn

Durability generate red stones; it is one or the o ther_ 

This rule is designed to model characters in the Marvel 

Universe that have low Durabilities and high Intelligences, 

such as Professor X or Jean Grey. For instance, a character like 

Mole Man might have an 8 Intelligence and a l Durability. 

He would get 16 red stones of energy and regenerate 8 red 

stones per Panel, but only has 1 white stone of h ealth. If you are 

creating a character like this, be aware that you end up with a 

Super Hero who is powerfully brill ia n t but has a really 

vulnerable body_ lf you c hoose to go th.is route, you should 

discuss it wit h the GM carefuUy-

l f you choose to base your energy on your Intelligence, then 

place an (i) next to your Energy Nwnber on your CAD-



Actions 
Actions are anything a character can do in a Panel , including 

using super powers. There are two types of Actions: Actions 

that h ave their own Action Number and Action Box on the 

CAD, and Actions that do n ot, which are called Nonnal 

A ctions. There a re an unlimited num,ber of Normal A ctions 

a character can p erform, but each character has a maximum. 0£ 

9 Actions with a designated Action Number and Box. 

NORMAL ACTIONS 
AND R ESOLVING ACTIONS 

WITH ABILITIES 
Normal Actions are the things that any non-Super Hero can do. 

You don' t have to buy Norm aJ Actions for your character; they 

are a direct result of your Abilities. They don't have their own 

Action Boxes on the CAD, because thel·e are literally millions of 

them: everything from walking to talking to chewing gum. 

In Marvel, most of these don't even need to b e played out. 

You simply tell the GM what you want to do, and tben you 
accomplish it. 

But in some instances, it matters, like how far or fast your 

character can nm. Or how far you can throw something. 

Or whether or not you can solve a particular problem or figure 

out how to use a particular piece of equipment. 

In cases where you don' t have a specific Action Nun1.ber, 

you would use the most relevant Ability Number to solve the 

problem. So, for instance, to run, you would refer to your 

Spe<.xl Ability Nwnber. Tb lift something heavy, you would 
look a t your Strength. 

Son1.e Actions, such as Playing Poker, could be resolved. as a 

Nonna! Action just using your Ability, or as Gambling, an 
Action with its O½>n Action Number and Action Box, 

So, what's the difference beh'll'een resolving an Action with 

an Ability and resolving it with an Action Number? The Action 

Number represents the experience of having done that Action, 

so the GamesMaster will app1y a Situational Modifier against 

the character using the Ability and not against the cha1·acter 

using the Action Number. This is so there is value in learning an 

A ction, as opposed to just using your basic AbiJi.ties. (h1. other 

words, a strong, agile character may be able to fight, but a 

character w h o has fighting experience (the Oose Combat 

Action) can often beat a stronger opponent through skill. 

Likewise, a smart person can play poker, but knowing the odds, 

i.e., having the Gambling Action, w ill make you a better player.) 

v\/e've listed some of these Normal Actions, along with the 
relevant Ability you'd use. 

Normal Action 
Running 

Throw ing 

Problem Solving 

Playing Basketball 

Jumping 

Playing Pool 

Tennis 

Abi lity Used 

Speed 

Strength 

Intelligence 

Agi lity 

Strength or Agility 

Intelligence or Agility 

Speed or Agility 

Driving a Car 

Finding Your Way Around a Strange City 

Bribing an Official 

Hiking 

Rock Climbing 

Swimming 

Hiding 

Poker 

Cheating at Poker 

Intelligence or Agility 

Intelligence 

1ntel ligence 

Durability 

Strength or Agi lity 

Durability or Agility 

Intelligence 

Intelligence 

Intel l igence or Agility 

Crossing a Busy Street Intelligence, Agil ity or Speed 

Any Normal Action can also be taken as one of the 9 

Act.ions on your CAD, of course. For instance, Michael Jordan 

would have an Action N umber of 8 in Basketball ½'Titten down 
on h is CAD. Tiger Woods would have <111 8 in Golf. A nd of 

course they would get an appropriate Ability as a Bonus. 

CHOOSING ACTIONS 
FOR YOUR CHARACTER 

How do you choose Actions wit h Action Nwnbers for your 
character? You can give your character any of the Action.,:; listed 

in the Examples of Actions section on P. 43-67 of this guide. 

There's a base cost listed for each one if you want to purcha.se 

the Action exactly as Hsted. You can also modify an existing 

Acti.on, or make u p your own super powen, and Actions, using 
the Ability/ Action/ Modifier Costs Table and the Advantages 

and Disadvantages listed on P. 39-40. Just pick a super power 

or Action that's similar to what you want (you and the GM 

may have to discuss this a bit to come to an agreement) and use 

that as the starting cost. Tben add or subtract Advantages and 

Disadvantages and you'll. end up with an appropriate cost for 
your new Action. The more different thin&,$ an Action can do, 

the more stones that Action costs. For example, Storm's 
Mastery of v\feather costs more than Rogue's Flight. 

Some Actions automatically get a particular Ability Bonus 

wl-dch you don't have to pay extra for, but most don't. If the 

Action gets an auton1.atic Bonus, you don't have to pay extra 

for it. Othen,rise, you may pay to add one or more Bonuses 

(unless there's a specific rule that says you can't). No A ction 

may get more than hvo Ability Bonuses. If you would like youJ 

Action to get more than one Ability Bon\ls, see the List of 
Advantages on P. 40. 

An Ability Bonus allows you to take your Ability Number's 
·w·orth of stones ou t of your Energy Reserve and place them 

into the Action Box. If you want your Close Combat to get an 

Intelligence Bonus, that's fine. If you want to base your Social 
Skills on your Strength (because maybe you're a big, strong 

bully), that' s fine. Just pay for it and write in the Bonus und er 
the Action name in the Action Box. 

You can increase the Action Number of most Actions o ver 

time. You do so by allocati.ng Lines of Experience to the Action 

when you are awarded them by the GamesMaster. Every time 

you have 10 Lines in an Action, you may increase the Action 

Number by 1. At that time, you may also change the name of 

the Action, and add a new rule/Specialty to it that reflects the 
re.named Action. 

Once your character has begun p lay, you no longer "buy" 

Actions. To start a new Action (but not a ne,v super power) 



with its o"'>n Action Nwnber and Action Box, you si-mply take 

a single Line in that A ction, and you write the Action and the 

number 1 in <1n empty box. Ortee you have 9 more Lines in that 

Action, you can change the Action Number to 2 . 

Also, once play has begun, you may always permanently 

rombine Actions at the lower A c tion Number o f the two. For 

the most part, combining Actions doesn't pay. But that doesn't 

mean there might not be a time when you'd want to, especially 

when you've got 9 Actions on your CAD and n eed to make 

room for a new one. (You could also just d .rop one completely.) 

Some Actions cost more than others. Usually, the more 

expensive the Action, the more po,-verful it is. The most 

expensive Actions tend to be very p owerful single p owers, 

such as Gambit's Charge Objects, or full suites of powers, 

called Maste1ies, such as Storm's l\lfastery of '\'\leather, which 

can unleash huge a m ounts of po"l-\l'er. 

Specialties 
Some Actions, such as Close Combat and Ranged Combat, 

allow for Specialties, and some, such as Social S kills, require 

them. When you purcha,;e one of these A ctions, you get as 

many Specialties as the Action N umber you purchase. 

For example, if you bu y Social Skills with an Action Number 

of 2, it comes with yow· choice of 2 Specialties, such as 

Streetwise and Underworld. If you bought C lose Combat at 3, 

you could get Martial Arts, X-Man Mult i-Style and Kickboxing. 

TI1e Action will tell you whether or not it allows Specialties in 

its descrip tion. There are no extra costs for Specialties, so you 

may not purchase extra Specialties when buying an Action. 

Specialties not chosen at the start of the game may be filJed in 

1ater at the d iscret ion of the GM. 

You can add Specialties to any Action that allows them by 

taking Lines of Experience in that Specialty. In that case, you 

would need to spend 10 Lines describing the p articular 

Specialty as a subset of an A ction. "Hung out in. a bar with 

Wolverine, +l Line to Social Skills (Low Life) ." Nine more tcips 

to the bar with \'VoJverine and you can b e an official "Low Life" 

with all its perks and privileges. (Such as knowing who to beat 

up for infor.matio11 on a crime.) Upon getting tl,e 10th Line, 

your Action Number in Social Skills would rise by one and you 

could write in "Low Life" a s a new specialty. 

The role of a Specialty is to balance out Situati.on al 

Modifiers that m ay be added by the GM or defined in the 

scenario. For instance, if you 're trying to get information out of 

a criminal, having an appropriate Social Skill such as 

Underwor ld or Charm can make that easier. As a factor jn 

determining success, Specialties get the full force of the Action 

Number behind them. So someone with Social Skills with 

an Action Nun,ber of 3 and a "Socialite" specialty has a 3 

at Socialite, which can come in handy when infiltrating 

high-socie-ty affairs to get to the safe 111 the master bedroom 

upstairs. Or, if you're fighting a Sumo wrestler and you have 

Sumo and Kickboxing, the GM may decide that gives you an 

edge because you bring an "extra" skill to the p arty. 

Actions with A rea Effects 
Actions that have A.rea Effects are very powerful. That' s 

because an Action that has an Area Effect applies all of its 

stones equally to everyone in the affected area. Some Actions 

are automatically Area Effects, and s ome have Area Effects 

added as an Advantage. 

You determine the area by comparing the number of stones 

in the effect to the distances listed in the Area/L.eaping row on 

th e D&R Chart. The distance listed is the diameter of the 

spherical area affected. (NOTE: ln many in.stances, such as a 

Weather effect., the area will be a hemisphere rising out of the 

ground. In these c.ases, the intensity of the effect is not increased.) 

It is possible to m aintain the intensity of an Area Effect 

while decreasin g the area affected. You may add extra stones to 

an Area Effect to minimize the area affected . These stones do 

not count for .figuring damage, but for every stone you can 

reduce the area affected by 1 stone's d istance on the 

Area/Leaping row on the D&R Chart. 

For example, a 7-stone Sonic Blast wouJd hi t everybody in 

a.n 500 foot diameter area with 7 stoJ1es. But if y ou added an 

additional 2 s tones to d ecrease the effect, then you would hit an 

area only 100 feet in diameter with 7 s tones of Sonic Blast (at a 

total cost of 9 stones). 

A Note about Super Powers 

You can learn new Normal Actions like Technology~ Social 

Skills, Vehicle O p eration or C lose Combat at any time during 

play. But-super powers, like Abilities, are normally determined 

onl y w h en you create your character and can only b e added 

later at extreme cost and angst. The nature of a super power 

cannot be changed unless something major happe.ns (al though 

usually you may imp.rove your skill with them by adding lines 

an d thereby increasing their Action nun,bex). Characters can 

lose thdr super powers o r h ave their powers altered by some 

occurrence or the Actions of other characters. Sometimes 

experi.Jnentation can have an i_mpact on super p owers. But 

quite often, the super power you buy i,vhen you create your 

character is the super power you're stuck ,<\Tith. 

(See 01anging Your Abilities and Super Powers on P. 72.) 

LIST OF ELEMENTS 

Many super powers let you choose which element the power 

deals with. We use the term "ele1nent" to refer to any form 0£ 

energy, substance, force or concept which can be used as part of 

a super power. This is a list of some of the poten tial elements 

you may use. Feel free to add to the list. 

Concussive • Fire • Ice/Cold • Water • Electricity • Light 
Te lepathic/ Psionic • Magical ( +Necromancy) • Kinetic 
Vibration • Magnetism • Dari< Force • Cosmic • Bio-Energy 
Communications (Radio, etc.) • Sonic • Radiation • Plasma 

Plus just about anything else you can come up with 

(pheromones ... g lue ... poison ... acid . . . ). 

Examples of Actions 
Note: In the Rules for Action Box, anything in parentheses 

means that you choose which Ability or Specialty you write 

down on your CAD. If it says (Ability Bonus or Weapon 

Modifier), then you must pick a speci£ic Ability Bonus when 

buying the Action, and then write it on your CAD. However, the 

Weapon Modifier is generic, which m eans all weapons add their 

Modifiers and you do not have to choose a specific weapon. 



ACROBATICS 
Cost Level = Action Number 

DESCRIPTI ON 
Ever wonder how those 

Super Heroes can jwnp off 

a 20- s tory building, spin 

around a flag pole, swing off 

a telephone wire and land on 

their feet on the ground 

below? This is how. Includes 

leap ing, flipping, jumping, 

swinging, etc., and all the 

moves of a trained Acrobat 

(frapeze, etc.). Includes your 

choice of either Agility or 

Strength Bonus. Subtract 1 

stone of falling damage for 

every s to n e of Acroba tics 

A ction N LLmber. 

COMMENTS 
Can b e very u seful, both as 

1novement con-1bined with 

combat and for vaulting over 

fences, etc. Can be used to 

attempt escape. 

Rules for Action Box: 

• (Agility or Strength Bonus) 

• Movement Action 

• Subtract Action Number from 

stones of falling damage 

EXAMPLE 
Daredevil has an Acrobatics Action Number of 

4. He has an Agility of 4, so he can use 8 stones 

in this Action. He wants to leap down from a 

two-story building to the alley below. He puts 

3 stones into this Action and ji,mps. Normally, 

a person would take 2 stones of damage for 

falling two stories, but Acrobatics remCYVes 1 

stone of damage for every stone played, and 

with 3 stones he lands in the alley, unhurt and 

ready for Action! (He put in the extra stone 

just in case there was a Situational Modifier he 

was unaware of, like the ground in the alley 

being covered in slime.) This is an example of 

how active stone allocation mitigates falling 

damage. If Daredevil had been involved in 
Close Combat and had been pushed off the roof, 

with no stones in his Acrobatics Action Box, 

his Acrobatics still would have nullified the 

falling damage. The difference is that the active 

way, Daredevil lands on his feet, ready to fight, 

whereas the passive way, he wouldn't Lake any 

damage when he fell but he wouldn't be ready 

to fight until the next Panel, either. 

It's easy to be a man wit hout fear when you can combine your Acrobatics, Agil ity 
and 4 free stones from your Billy Club like Daredevil! 

ASTRAL TRAVEL 
Cost Level = Action Number 

DESCRI PTION 
Your spirit can travel away from your 

body (one Panel per stone spent). Your 

body re mains behind in coma-like trance, 

completely defense less. Your spirit may 

fly and is invisible except as p ure life force. 

D on't get into the habit of straying too far 

from home (costs you 1 white stone per 

hour if your connection is severed, until 1 
red stone is left, which would leave you in 

a coma.). If your body is s lain, you are 

d ead (or, depending upon GM discretion, 

a disembodied spirit). Requires a Panel of 

preparation. 

COMMENTS 
This is d angerous, and therefore of low 

cost. Guard your body carefully using this 
power. Adding a few related powers could 

prove quite effective. 

Rules fot' Action Box: 

• Leave your body and travel as spirit 

• Stones = Speed on Flight row of D&R 

• If not moving, 1 stone per Panel 
t o maintain 

• Requires 1 Panel prep time 

EXAMPLE 
Baron Mordo has mt Astral Travel Action 

Number of 5, and can add his Intelligence of6 

to it. (He paid extra for the Intelligence 

Bonus.) He deci.des to Astral Travel to Tibet to 

check out what a minionJB up to. He needs to 

take a Panel to prepare and, leaving his body 

behind, projects himself into the astral plane. 

EvenJ panel he's in this state he must either 

spend a stone to maintain his astral form or 

spend stones to travel. The total of his Action 

Number and Ability Bonus = speed of travel, 

so with an 11 he can get anywhere on Earth in 

a Panel (speed 10 is 1ight speed, the Earth's 

circumference is approx. 24,000 miles, so lie 

can get anywfzere in one tenth of a second) and 

still have one stone left over to maintain 

himself. He still regenerates stones normally, 

and can still interact with people as a being of 
life force, which means he could still 1ise 

Psionics and Magic and be affected by both 

while in this form. He finds his minion at a 

party and demands he return to his e--c.nl labors 

at once. Instead, the minion fires a gun at hiJ1L 

As Mordo is Astral, this purely physical a ttack 

has no effect! lVIordo c.an, however, use his 

Magic on his minion. If the minion had a 

mental or magicaf attack, he coul-d have used ii 

on Mordo. If Morda was wounded by such an 
attack and became unable to spend a stone to 

maintain himself each panel, he woul-d lose his 
connectfon with his body and fall into a coma. 



BLACK OPS/SPYING 
Cost Level= Action Number+ 1 Level 

DESCRIPTION 
Allows you to "act like a spy." Your 

character knows the tricks and methods 

common in espionage, especially those 

looked u pon with app rehens~on by 

mainstream governu-1ent o rganizations. 

Emphasis on counteJ:espionage, fi eld 

intelligence, u,iilti:atio.n (lol,g or short

teun), and in.formation gathering. Also 

inc1ude.s interrogatio.n, bn.bery, coercion, 

escape, purswt, e tc. May include darker 

projects like assassi.nafion. lf your 

character is better at this than you are-

and tutless you're a n1.ember of Weapon X 

or S.H .I.E.L.D., they =ill be--feel free to 
keep your descriptions general. (After all, 

your character is better at this than the 

G~{ too.) Black Ops is a general A c tion , 

but you may add one Specialty per Action 

Number or increase in A ction Number 

during playto indica te p articular prowess. 

Specialties include 
(feel free to make up your own): 

Covert Ops • Surveillance • Pursuit 
Intimidation • Ambush • Bodyguar d 
In1iltration/ Exfi ltration • Propaganda 
Assassination • Survival Behind Lines 
Counterinsurgency • Bribery/ Blackmail 

Interrogation • Escape • Coercion 

COMMENTS 
for characters who want to be. spies, this is 

an indispensable Action. Choose this 

along ,,vith som e powers o f concealment 

and detection and you could set up a 

sweet operation or th ree_ How quickly 

you can lose yourself in a crowd could be 

the difference benveen life and death. 

Rules for Action Box: 
• General spying skills and field training 
• (Insert Specialties) 

EXAMPLE 
Sabrttooth has a Black Ops/Spying Action 

Number of 5. He is outside a building he wants 

Io get into and asks the CM if the entrances are 

being guarded. He puts 5 stones into Black 

Ops, anrf the GM checks: the guards on the 

/mi/ding are human, with Black Ops skills of 3 

/expressed as FBI Training) and have the 

adPantage of planning and preparation. 

Sal>ret.ooth has Covert Ops as a SpecialtiJ, 

which negates their advantage, leaving him 
will! 5 stones vs. the FBI's 3 stones. Sabretooth 

;ees them, and the GM tells him that the 

buildi11g is being watched and who is doing it. 

Ii1i.~ result would also reveal hidden cameras 

and everything else with an Action Number of 

5 or less, but objects with 6 stones would go 
undetected. Sabretooth might also want /:o take 

time lo prepare and to fully scope out the place, 

which would gain him 1 stone from the 

General Pool per Panel of prep, up to two 
stones extra. Later, Tie could use his B1.nck Ops 

Action to try lo sneak i11. 

BUSINESS SKILLS 
Cost Level = Action Number 

DESCRIPTION 
This represents not only contacts and 

access, but also the acumen and ability to 

spot a favorable, productive deal. A sharp 

b 1.1sjnessrnan will be able to see advantages 

1.i.navaiJab]e to other characters. Can help 

increase wealth, undei:stand econorn ics, 
etc. Intelligence Bonus included. 

COMMENTS 
A n ideal Action for characters who want 

to influ ence the world w hi.le operating 

behind the scenes. It makes sense to buy a 

high er Wealth Rating Modifier along with 

this Action. There will be unique 

opporturlities that arise for those with a 

sharp eye for b usiness. An en terprising 

character should take the o pportunity to 

practice this Action on the GM ... 

Rules for Action Box: 
• Intelligence Bonus 

EXAMPLE 
Tony Stark/Iron Man is negotiating with an 

NPC, Edgar Brown, whose company has 

developed a new kind of fiber-optic radar net. 

Stark wants to add it to lzis armor, and buying 

Brown's company is cheaper and quicker than 

research and development. Stark's Business 

Sfa1l is a 6 . To this he can add his Intelligence 

of 7,fo,. a total of 13 stones of effort to overcome 

Resistance. Brown, an in-venfor but not much 

of a businessman, has a an Intelligence of7 but 

a Business skill of 3 . The negotuitions would 

continue until Stark put more stones into the 

"attack" than Brcnvn, at which point Stark 

would win and Brown would sell him the 

company. (This is a simplified example of a 

business negotiation. The GM should also feel 

free to add appropriate Situational .Modifiers to 

reflect the difflCltlty of a "hostile takeaver. ") 

CHARGE OBJECTS 
Cost Level = Action Number+ 4 Levels 

DESCRIPTION 
This power allows a character to charge 

an object with energy, throw the object and 

have the energy re leased o n impact. 

It's handled as Ran.ged Combat ,vith a 

Range of 2. Tius power may allow for 

m ultiple individual attacks (split stones 

for m ultiple ta1·gets). lndudes \,Veapon 

Modifier of object being charged. 

COMMENTS 
With free 2.x Damage, this is an 

explosively powerful a ction. Gambit has 

long relied on this pm,ver, which contrasts 

with his more subtle personality. 

Rules for Action Box: 
• Weapon Modifier (object being charged) 
• Ranged energy attack, Range 2 
• Split stones for multiple target s 

or Area Attack 
• 2x Damage 

EXAMPLE 
Gambit has a Charge Objects Action Number 

of 6. He wants to blow a hole in a wall. TT1e wall 

is an exterior brick wall and, according to tlte 

D&R, has a Resistance of 5 to being broken. 

Gambit charges an object (in this case a playing 

card with a +1 Modifier) with 3 stones of 

energy tmd t!traws it at the wall. The wall has 

no defense so the card /zits it with atl 4 stones, 

which double to 8 stones of effect, leaving 

a gaping 3-stone hole in the wall (after 

subtracting the 5 stones of Resistance). 

(A 3-stonc hole has a diameter of 25 feet, 

according to the Area/Leaping row on the D&R.) 

(See ARS Examples: Combat: The X-Men vs. tfu: 

Brotherhood on P. 86 for Gambit in cornbat.) 

Gambit prefers using cards, bu t you 
can charge any object with explosive ene~gy. 



COMBAT I CLOSE 
Cost Level = Action Number 

DESCRIPTI ON 
C lose Combat is the Action of fig hting, 
either hand- to-hand or with a weapon, 

within a few feet. vVhen you buy C lose 

Combat, it includes your choice o f any one 

AbiUty Bonus and a Weapon Modifier, but 

you can only use on e at a tim.e unless yo u 

pay for an extra A d va ntage. And you can 

pay to a d d extra Ability Bonuses or 

Weap on JVIodifiers, too. 

Close C 01nba t can occur in one o f n.vo 

ways. ft m ay represent an unarmed Action 

such as Martial Arts, Boxing o r Sumo 

Wrestling. J..n that case, the appropr iate 

Ab ility Bonus s tones would b e added 

to the Close C ombat Action Nun.ber. 

A U stones come from your Energy Reserve . 

Or C lose Comba t can occur with a 

,veapon, in w h ich case, the Weapon 

Modifier would be a dded to the C lose 

Combat Action Number. In that case, 

the stones for the C lose Combat A c tion 

N umber still come from your Energy 

Reserve, but th e stones for the vVeapon 

Modifier come from the General Pool 

to r eflect the effect of the weap o n . 

Close Combat is a general Action, b ut 

you m ay add one Sp ecialty per Action 

Number o r increase in Action Number 

d uring p lay to indicate particu lar 

prowess. Some o f the Specialties are l isted 

below. Feel free to make up your o,.,;,n. 

Specialties include 
(feel free to mal<e up your own): 

Martial Arts • Sumo Wrestling • Boxing 
Kickboxing • Pro Wrestling • Sai 

X -Man Multi-Style • Sword • Knife 
U.S. Marine Multi-Style • Billy Club 

COMMENTS 
Almost all p layers h ave Close C ombat. 

You should invest a t least a little in it, just 

to be on the s a fe side. 

Rules for Action Box: 
• (Insert Ability) Bonus or Weapon 

Modifier 
• Combat using body or non-ranged 

weapon 

• For combat within a few feet 
• Split stones for multiple targets 
• (Insert Specialties) 

EXAMPLE 
(See AR$ Examples: The X -Men vs_ the 
Brotherlwod of Mutan ts on P. 86-88 for 
examples of Close Combat.) 

COMBAT I RANGED 
Cost Level = Action Number 

DESCRI PTION 
Ranged Combat is the Action of fighting 
with a Ranged VVeap on (or even a thrown 

object) at any d.istru.i.ce. The Action comes 

,,vith a 1,\feapon Modifier, which is added 

to the Ranged Combat Action NuJnber. 

The ston es for tl\e Ranged C omba t Action 

Number come from your Energy Reserve, 

but the stones for the vVeapol1 Modifie r 

com e from th.e General Pool, to r.ep resent 

the e ffect of the w eapon. Ranged Comb a t 

also covers thrown,g objects at targets i f 

the characte( has Ranged Combat . (Jf n o t, 

the character would simply use Strength, 

a s when the Hulk throws a bus.) The 

Weap on M odifier of the thrown objec t 

would be its weight in stones as per the 

D &R C h a.rt. TI1.e Ranged Combat A ction 

h as some unique applications in Marvel. 

Spide r-1VIan's \ ,Veb Shooters are Ranged 

Combat, and so is D ared eviJ's Billy C lub 
w hen it's thrown. 

For Ranged C o m bat with two 

weapons, each weapon is considered a 

separate attack against defensive stones 

and ca n 't be combined. Also, a t least 

1 red stone of Ranged Comba t must b e 

applied to each ·weapon/attack. Thi.-; also 

applies to Powered Armor Ra n ged 

C ombat with multiple Weapons Systems. 

Ranged Combat is a general Action, 

but you may add o n e Specialty per Action 

d urin g p lay to indicate parhcular 

prowess .. Some of the specialties are listed 
below. Feel free to m ake up your own. 

2 x Damage: Damage from gunfi,re and 

some other weapons is d oubled. TI1a1 

m eans that any s tones that get past th( 

targe t's d e fensive stones (including <Ul) 

Defensive ModHier) d o t,ivice the no1m al 

damage. So, if 4 stones of gunfire hit 3 

d efensive stones, th en the one s to ne that 

got through w ould do 2 stones of actual 

damage. The extra s tones of damage come 

from the General Po ol. See Appendix A 

Weap ons on P. 124 for ran ges and d amage. 
Specialties include 

(feel free to malce up your own): 

Handgun {2x Damage) • Energy Weapon 
Sniper Rifle (2x Damage) • Throwing Star 
Crossbow • Bow and Arrow • Hammer 
Spear • Throwing Knife • Thrown Object 

COMMENTS 
As with Close Com bat, most players will 

b uy th.is Action. You should .invest at least a 
little ~n it, because you never know what gun 
you may have to shoot next . 

Rules for Action Box: 
• Weapon Modifier 

• Combat using a weapon at a distance 
• Split stones for multiple targets 
• (Insert Specialties) 

EXAMPLE 
(See ARS Examples: The X -Men vs. tire 

Brotherhood of Muta,nts on P. 86-88 fat 
examples of Ranged Combat.) 



CONCENTRATION 
Cost Level = Action Number + 3 Levels 

DESCRIPTION 
Can focus concentrat ion on any one 

,pecific subject to the exclusjon of aJ I 

others. Often useful for acquiring 

additional data from the GM, as 

appropriate. For instance, Daredevil uses 

this Action as a lie detector. lncludes 

Intelligence Bonus. 

COMMENTS 
ll1is is not an expensive power, comes 

with an intelligence Bonus, and is a very 

good tool for acqwrmg general 

information. It reflects Daredevil's abjJit y 

to sift out extraneous data to hear a 

heartbeat. Complements Radar or Aniroal 

Senses well. Included in Ninja package. 

Rules for Action Box; 
• Intelligence Bonus 
• Ask questions a bout situa tion to GM 

EXAMPLE 
Daredevil has a Concentration Action Number 

of 7. He ca11 add his Intelligence for a total 

,ffi.'CI of 11, plus he can add !tis Radar Senses 

Modifier for 7 free stones. He is trying to listen 

IO tire heartbeat of a person to tell whether or 

nc>I lw is Lying. Tlw target will resist with 

eit/Jer his Intelligence or Social Skills, and 

,--cmrpare this m1ml,er to Daredevil's stones. 

If tire target's Resistance is 01Je-rco111e, then 

Daredeuil knows u•hetlier he is lyillg to lzin-1 or 

,1,1/. Of course, the GM wilf also be adding 

Sir11atio11al A1odifiers for crowd noise, 

distance, etc., so eve11 wm, 15 stones it's not 

o/nv1ys a done deal. 

CREATE ILLUSIONS 
Cost Level = Action Number 

DESCRIPTION 
Create--usually by the manipulalion of 

light waves-m usions t hal a ll present will 

-· You may create a different illusion 
each Panel, and create new illusions wrule 

maintaining old ones. Stones s pent are vs. 
detection. Each ilJusion created costs 1 

)tone to maintajn per Panel. This Action is 

also called Holographic Project ion 0 1· 

Image Inducer in Powered Armor. 

COMMENTS 
This power can accomplish some of the 

~ame basic effect5 as much more 

expensh•e powers (such as Telepathy), 

but at a much lower cost. Of course, 

you get what you pay for. 

Rules for Action Box: 

• Crea t e 1 illus ion per Pane l 

• St ones spent vs . detection 

• Dura tion: 1 stone pe r illusion per P ane l 

EXAMPLE 
Mysterio has a Create Illusion Action Number 

of 5 , and can create an 11111s io11 with a 

Resistrlllce of 5 to be detected as a false image. 

He creates an illusion of two armored car 

security officers to allow him to walk into a 

bank and steal the moll('_lf. Anyone wl,o sees 

this illusion who has less tlta11 5 stones in an 
aware11ess-styl,: skz1I wi/1 belicr•e it is real. 

This does not me,111 t/zat it can cause effects, jnst 

thal people will read lo it as if it were realfy 

there. For instance, Nfysterio could pick up the 

bags, but not ltis illusionan; partner in crime. 

It would take a special activity on the part 

of someone to try t.o see through the ilfusion 

(short of fouclti11g it) like using A11i111al Senses, 

Conce11tratio11 or n•en Enhanced Vision. 

(Infrared would 11otice tliat there was 011/y 011e 

perso11's body heaf, for example.) Anyone 

trying would have to o..>ercome 5 stow.-s of 

Resistance to St'e through it. 

DRAIN ENERGY 
Cost Level = Action Number + 1 Level 

DESCRIPTION 
This is the basic power of the energy 

vampire. You 1nust Loud, your opponent 

(i.e., get past her defenses). If you do so, 

you can then spend s tones up to your 

Action Number to drain an equal number 

of your opponent's stones. You then place 

the stones you drained in you r own 

Energy Resc1-ve. 

OPTIONS 
• Use at Range o f 2 (+2 Levels to Cost): If 

used at range (you must be able to see 

your victim), replace A ction Box rule of 

"Drau, red ston es by touching vktim" 

with the rule "Drain red stones from 

victi.m a t range." 

• Improved Drain (+3 to Cost Level): You 

place both the stones you spent and any 

stones you dra ined from your victim 

into your Energy Reserve. Excess stones 

above your normal capacity drain off at 

1 red s tone/ Panel. 

• --4 from Cost Level if power is tied to a 

location (coffin, temple, etc.). 

COMMENTS 
For those -who ,.vish to unleash their 

darker sid e. In ou r opinion, both the 

Improved Drain and Use at Range options 

are well worth the extra cost. 

Rules for Action Box: 
• Drain red stones by touching victim 
• Drain red stones up to Action Number 
• Recover s tones invested 

(Improved Drain only} 
• Excess stones lost at 1 red/Panel 

(Improved Drain only} 

EXAMPLE 
Sauron has Drain E11c>rgtJ at J\ction Number 6 

and bouglzt the options of using tlzis power at 

rnnge a11d lnrpro1>ed Drain. Sauron wants to 

drnin Cyclops of all his e11ergtJ stones, so 

Sa11ro11 puts in 6 stones, the maximu,11 

number he's allowed. He can use this /\ction at 

a Rnnge of 2, so he does no/ 11eed to actually 

touch Cyclops. Sauron approaches Cyclops 

n11d tells the GM he is draining fiim. Cyclops 

has no defense against this. He is drained of 6 

stones of energtJ, which are added to Sauro11's 

Etiergy R,•serve. Snunm spent 6 sto11es to do 

this, but they are reabsorbed, so 110w his 

E11t'rgtJ Reserve is 6 stones higher than <1 .. •hen 

Ill! starled. Cyclops lost 6, and w ill only 

r,:generate 3 sto11es. Sauro11 could et•entun!Jy 

suck Cyclops dry. VVlte11 combined .:i•it/1 

n11othr!r a/tack, tltis power can rip t/iro11glt 

endless numbers of foes! 

ENERGY ABSORPTION/ 
REFLECTION 

Cost Level = Action Number + 5 Levels 

DESCRIPTION 
Energy Absorption /Reflection is an Action 

that aJlows you to defensively absorb 

(without damage) energy that hits you, 

and later reflect back that energy in some 

form. as your ow1, a t tack. You may a bsorb 

up to twice your Action Number of red 

stones of energy and store it in your 

Energy Reserve for later use or 

immediately reflect it back. Any stones 

above you r limits bleed off at a rate of 1 red 

stone per panel. Range: 4, but you may add 
stones for longer range as per the Range 

row on the D&R. Energy Damage you 

suffer can come from your l-eserve stones. 

You don't need to place stones into your 

Action Box to absorb incoming energy; 

it happens automatically. (For Absorption/ 

Transformation, see Transform Self by 

Touch Modifier, P. 70.) 

COMMENTS 
Not too 1nuch use i n a hand-to-hand 

situation. But in an environment filled 

\-Vith energy ,-veapons, etc., this pO\Ver can 

prove devastating. Improving this Action 

with double damage may also get you a 

lot of bang for the bu ck if carefully used. 



REFLECTlON: lm.rrie<liately redirect 

energy vs. taxget of choice. 

ABSORPTION: Save r.ed s tones for 

later use (up to double noi:mal amount) 

store in Energy Reserve. To release later, 

p lace in Action Box as an a ttack (and/or 

redirected to defense.) Excess sto nes lost a t 

1 red/Panel. 

Rules for Action Box: 
• Variable range energy attack, Range: 4 

• Split stones for multiple targets 

• Absorb up to 2x Action Number 

• Redirect by placing stones 
in Action Box as attack 

• Energy damage suffered may come 

from reserve stones 

• Excess stones lost at l red/Panel 

EXAMPLE 
The X -Man from the future, Bislwp, has 

Energlj Absorption/Reflection at Action 

Number 5. As he walks dmvn t1w street, 

someone shoots him with an energy beam of 6 
stones of effect. His power allows him to absorb 

up to twice his Action Number in stones, so he 

takes no dmnage. He absorbs all 6 stones of 

energy and can either hold them (at a loss of 

one per Panel) or redirect them in a 

counterattack, sending a bolt of 5 stones 
(lzis Action Number) al his target. 

FIREWORKS 
Cost Level = Action Number + l Level 

DESCRIPTION 
Fireworks is a variable-range energy attack 

where you creates lines of light, bubbles of 
power, or streamers 0£ force in an effect 

that may also explode il"< an area from 1 ft. 

to 5 ft radius. If you choose to merely 

create an effect but not explode the stones, 

then you may reabsorb those stones back 

into your Energy Reserve. You may add 

stones £or more intricate effects (which you 
must describe), but these stones still count 

towards dan1age. It has a Range of 4, which 

can be increased by adding stones as per 

the Range Ro,-v- on the D&R Chart. I t gets 

no Ability Bonus ox Weapon Modifier. 

SeJect one Element (fire, e tc.) from the list 

of Elements. 

OPTIONS 
• +l to Cost Level for ea ch additional 

element desired. 

COMMENTS 
Not overpowe1ing (if unimproved), but 

versatile, self-sustaining, and fun. Skil1£ul 

p lay wi.U maximize this power. 

You don' t need to put stones into Energy Absorption/Reflections for it to 
work, which malies it a great defensive Action. 

Rules for Action Box: 
• Variable-range energy attacl<, Range: 4 

• Player must describe desired effect 

• Split stones for targets within area 

• Damage = aJI stones played 
(including stones for effect) 

• Reabsorb unexploded stones 

EXAMPLE 
Jubilee has an Action Number of 6 in 

Fireworks. She rlecides to use her F irewol'.ks lo 

scare off a gang of punks tlzat are harassing a 

mutant teenager. She uses 6 st.ones to creatt 

multicolored bubbles of energy floating in the 
air between herself and the gang and tells them 

to get lost or they're toast. if they take off, then 

she can reabsorb the energy back into herse!f 

with no loss of stones. If tlie gang doesn't bnck 

off, size can attack them with her fireworks, 

splitting her attack into up to 6 separatt 

attacks of 1 stone each. 

FLIGHT 
Cost Level = Action Number+ 2 Levels 

DESCRIPTION 
Tius might come about because you have 
wings like Angel, you can m anipulate 

weather o r m agnetism, etc., like Storm or 

Magneto, or ju st as a power, l ik e Rogue. 

Sometimes the form in which you have 
Flight ha..<; inherent restrictions (if you 

have bird wings, you can't go at Mach 

speed, for example). To carry o bjects in 

flight, stones must be applied agairui 

weight and do not count towards 

airspeed. Buying an Ability Bonus like 

Strength a llows you to carry more while 

sti11 a ttaining maxim1.un flight speed. 

OPTIONS 
• - 1- to Cost Level iJ .it fits witl"< your main 

power. 

COMMENTS 
The power to fly is obviously useful for aU 

sorts of reasons. t--1:any characters choose 

to learn £light to a level of 3, although that 

is not th eir prim ary power. 
Rules for Action Box: 

• Flight speed up to Action Number 

• Add stones for weight carried 

EXAMPLE 
Rogue has an Action Number of 5 in Flight. 

She wants to get to the other side of the cily 

fasl, so she puts 2 stones into Fligf1t. This gi~ 

her a speed of up to 750 mph, so she can trm;u 

anywhere in the New York City area in les! 

than a Panel. lf she is answering a call for helf 

this could make all the difference! Carryillg 



Cyclops' Optic B last is j ust one of the many possible forms of 
Foi-ce Blast tlJat you can create. 

romeone might slow her down . If she were Range of 4, but the range can be increased 
a1rryi11g another person weighing 2 st<mes ( up as needed b y adding stones as per the 

to250 pounds), she would add 2 more stones. Range Row on the D&R Chart. The Action 

FORCE BLAST can be b ought w ith or ·without Advantages 
and Disadvantages to create a w ·ide variety 

(BEAM, PROJECTILE, ETC .] of effects. You must select an clement (fire, 

Cost Level = Action Number 

DESCRIPTION 
Force Blast is the gen eric name for a whole 
category o f var iable-range energy attacks, 

from fireballs to Optic Blasts. You can also 

use this Action as a template on which to 

base yow: own made-up physica l attack 
Actions, such as poisonous quills, 

hallucinogenic pher01nones, acid , g l ue, 

etc, f'-fany characters have this pm•ver in 

one form or another, b ut how powerful it 

is depends entirely on w hat Advantages 

are bough t w ith it. A character can cause 

!lames to shoot out from his fingextips or 

energy bea ms to shoot out from his eyes. 

The exact form is up to you: where it 
comes fro1n (eyes, hands, mouth, chest, 

etc.), what it looks like (bol t, beam, wave, 

blast, etc.), \,..·h at element it consists of (fire, 

ice, magnetism, plasm a-see the Elements 

List on P. 43). This is an energy Action that 

can be used in both Close Combat and 

Ranged Combat situations, but is not the 

same Action as t?ither. Lt comes with a 

etc.) from the Elements List. You get one 

element for free, and m ay pay to add more. 

OPTIONS 
• +1 to Cost Level for each additional 

Element desired. 

• Note: If you want to have a d ditional 

effects, such as defensive s hje]ds or 

flight related to this Action, you may 

want to check out the Action called 

Mastery of E lements. 

COMMENTS 
This is the same basic Action Cyclops t.L<;ed 

to create his Optic Blast. He started with a 

Con cussive Blast from his eyes at an 

Action Number of 9. Then he added the 

following A d vantages and Disadvantages 

to the basic Action: 

• Can't be improved (-2 to Cos t Level). 

• 2x Damage (+2 to Cost Level) 

• Power out of control without device 

(-2 to C o s t Level) 

So C yclops' Optic Blast ends up costing 
him 6 w hite stones. 

Rules for Action Box; 
• Variable range energy attack, Range: 4 
• Split stones for multiple targets 

EXAMPLE 
Cyclops' Optic Blast is a force blast with an 

Action Number of 9 that does 2x Damage. 

111 Combat against the Brotherhood of Evil 

Mutants, he sees Sabretooth about to kill 

someone, so he announces to the GM that he's 

firing at Sabretoot/z with 6 stones. Sabretooth 

has 3 stones in defense that Panel, so 3 stones 

get through. Cyclops does 2x Damage, so this 

attack does 6 stones of damage to Sabretooth, 

enough to make him lose 2 white stones. 

FORCE FIELD 
Cost Level= Action Number+ 3 Levels 

DESCRIPTION 
You can surround yourse lf and those 

around you with a Force Field to protect 

against attack. For every stone you put 

into defense, you get an additional s tone 

of defense from the Genera 1 Pool. 
The Armor Penetration ·Modifier has no 

effect on a Force Field. For defense, shift 

stones into Defense Area . You may also 

kee p your s tones in the Action Box and 

u .se them offensively, but offensive stones 

don't get any free stones added to them. 

You can buy this at -1 from Cost Level if 

you also have Telekinesis . You must pay 
stones for area covered a bove an area of 2 

(10 feet diameter ); fhesP s tonPS rlo not 
count towards defei~. 

COMMENTS 
For characters w ho ,-vant a very inten se 

but s h ort-lived defense. I t's expensive: 
it costs the same as Reflexive D odge and 

Touglu1ess, but you have to sp end stones 
to use it. However, it may be used 

offensively and can protect others, \lvhich 

Reflexive Dodge and Toughness can't. 
Rules for Action Box: 

• Defense: +l free stone per stone spent 
• Protect self or others 
• Pay stones for area greater than 2 
• Ignore Armor Penetration 

EXAMPLE 
The Fantastic Four are being shot at by robots. 

Sue Storm, the Invisible Woman, has Force 

Field with an Action Number of 6. Slie puts 4 

stones into a Force Field, which gives her a 

defensive strength of 8 stones and extends it 

around her teammates. Any attacks against 

her or those within her Force Field must 

overcome these 8 stones of defense before they 

can do any damage. 



GAMBLING 
Cost Level = Action Number 

DESCRIPTION 
Gambling is used when playing games of 

"skill" sud, as poker and app)jes less to 

straight games of chance such as roulette 

( though it m ight help you spot a dishonest 

wheel). Includes fnterngence Bonus. You 

can use your Agility as a free Bonus, but 

that's cheating! (stones vs. Detection.) 

Gamb ling is a general Action, b u t you may 

add one Special ty per Action Ntunber or 

incrcusc in Action Number dt.1ririg pl.:ty to 

indjcat<;? pai:ticul.:t r prowess. To c he;;i.t 

successfu Uy, you m us t have more s tones in 

your Action Box than any stones being 

used to try and detect you r c heating. 

COMMENTS 
For w], en winn.h, g that hax1d is importan.t. 

And knowing wheJ1 not to sit do\·Vn a t the 

table a t all. 

Rules for Action Box: 
• Intelligence Bonus 
• Agility Bonus (when che ating) 
• (Insert Specialties) 

EXAMPLE 
Gmnbit has a Gambling Action Number of 6. 
He can add lzis Jntel.ligence- to this number to 

bring him up lo 9 stones of effect to overcome 

Resislance. Gambit is playing cards with the 

boys and wants to win. He puts 3 stones into 

Gambling for the first several panels, then bets 

big whilR putting all his stones into Gambling. 

This number would be compared to the 
Rt!sistance of his fellow players, who could use 

Owfr Tntelligence and/or their own Gambling 

Acti.on to resist their being ou tplayed. At 9 

stones, plus 3 more for his Agility Bonus if Ile 

decides to cheat, it's a mre poker game that 
Gambit can't win . .. if Ile wants to. 

GENERAL KNOWLEDGE 
Cost Level = Action Number+ 1 Level 

DESCRIPTION 
This indi<:ates a general, encycloped ic 
knowledge (to level learned). P layer can 

ask GM releva nt questions. (Th.e scenario 

might say, "A G e n eral Knowledge o f 5 or 

more would know that this could only 

mean one thing ... ") Includes Intelligence 

Bonus . This is a general A c tion, but y o u 

may a d d one Specialty per Action 

Number or incre ase in Action Number 

during play to indicate p articul ar 

p rowess: "v\/hat d o I know about this?" 

COMMENTS 
Why is this "power" usefuJ? All we can 

say is that all the players who learn. i t wind 

up being very glad they did! (Maybe the 

answer i.s that Knowledge is Power. And, 

with an Intelligence Bonus for free, it's 

cheap, too.) 

Rules for Action Box: 
• Intelligence Bonus 
• Encyclopedic general knowledge 

• Ask relevant questions of GM 
• Action Number vs. scenario descriptio1 
• (Insert Specialties) 

EXAMPLE 
Beast has a General K 11owledge Acii. 

Number of 6 . He can add his llltelligena: 

this number to bring Tiim up to 11 stat!! 

V'lhile exploring the Morlock tunnels rma, 
New York City, Beast and the X -Meu co" 

upon a puddle of a strange, glowing gm: 
liquid. Beast spends 4 stones aJ1d asks theG. 

if he knows what it is or if he'., ever Sf.: 

anything like this before. Unless I.\ 

subslancc is unu.5ually rare, 4 stones s1i(m'. 

get Beast an answer. If not, Beast can 11ltr,.1J 

"think harder" by spending more stoliil 

(The GM should know in advance what /I 

liquid is and how hard it is to ide11/(~ 

After all, the GM put it there in the first plan· 

GROWTH 
Cost Level = Action Number+ 2 Levels 

DESCRIPTION 
The p m,ver to increase your size a t wi1 

Some characters d o this via Pym Particle, 

(a gas), a potion, a piJI or by natura 

power. Met hod does not affect the cost ~ 

the pow·er--effccts a re the same. You 0 1 

increase your s ize to 20 feet times vou: 

A ction Numb e r. l t costs l red stone fu: 
every 20 feet you gro1-v. Your larger sizt 

resu lts in you.r being stro1,ger and moll 

durable. Strength and Durability bolt 

inc1:ease by 1 for every 20 feet grown. Th 

first s tone of growth can bring you up 1r' 

20 feet tall, regardless of your origina 

height. Also, you get 1 extra stone <." 

Strength for your first stone of Growth 

You can maintain this size for free uni:: 

you ,,vish to chan ge i t. You can revert t· 

normal size a t will at no cost. When yN. 

reduce to normal size, you revert to you
normal number o f red and white stone, 

However, you -must still regenerate <X 

heal any missing stones below you· 

no1·ma I level s . T l, is Acti.011 tan' t t,; 

im.proved by Lines, so make sure you bu; 

the Action Numb er to the size you want 

COMMENTS 
E xpand ed s ize can be used to intimidate, 

look over obstacles, beat things up, eiL 

Combine this w ith Social S k ills lih 

"in tilnidate" and "inspii:e awe" to explo~ 
various ro]eplaying opportunities. Be~ 

able to revert to normal size is vety useful 



Make sure you have p lenty of headroom when you grnw, 
o r you may damage yourself. (And watch where you're stepping!} 

and allows a d iaracter to Adventure with 

a normal group. Think about us-ing 

Strength-as your Bonus in Close Combat. 

Rules for Action Box: 

• Grow to (Action Number x 20'} 

• Cost to grow: 1 stone/20' 

• +l Strength/20' ( +l extra for first 20') 

• +l Durability/20' 
, Duration at will 

, Can't be improved by lines 

EXAMPLE 
Dr. Henry Pym /UIS a Growth Action Number 

of 5. He wants to become 60feet tall, so he puts 

in 3 stones. He grozvs to 60 feet. His strength 

increases to 6 (it increases by 1 per 20 feet, 

$/ilrli11g at ltis stre-ngt/1 of 2, plus 1 extra stone 

of Strength for the first 20 fe.et). He gains 3 

;foJ1es of DurabilittJ (and therefore 9 new stones 

of energy). He's now 60 feet tall with a Strength 

of6 and Durability of 6 unHl lie changes back! 

HEALING 
(MEDICAL OR MUTANT/MAGICAL] 

Cost Level = Action # + 1 Level (Med} 

Cost Level= Action # +2 Levels ( Mut/Mag) 

DESCRIPTI ON 
This Action allows the user to heal other 

characters who have s ustained injuries. 

Using a l\11edical or Mutant / Magical 

Healing A c tion, a healer can: 

1. Heal or regenerate h er Action Number 

of red stones per Pariel. lt costs the 

healer 1 red ston e to heal 1 red s tone. 

2. Heal her A ction Number of white stones 

per day. It costs the healer 3 red stones to 

heal 1 white stone. (She'll have to keep 
track o f ho,,v n1.any white ston es she's 

healed each d ay:) 

For a character who ls do,.,vn to .his last 

red stone of health, a healer could. h eal 2 

red stones, b r inging him u p to J white 
s tone, and then h eal as many whlte s tones 

as the healer had energy for, up to the 

injured character's capacity. 

For a character who has used up all of 

his red s tones of energy and couldn't do 

any Act~ons until he regenerated r ed 

s tones, a healer could regenerate red 

stones for that p layer, up to eadl of their 

respective capacities. 

For playing purposes, the only 

difference between Medical Healing and 

Mutant / Magical Healing is that 

sometimes a Medical Healer won't have 

access to the equip ment she needs to do 
anything other than fil"st aid o r energy 

stimulants, whereas a Mutant /Magical 

Healer usually has whatever h e needs 

with him. That's why Jvlutant/Magical 

Healing costs A ction Number+ 2, whereas 

?vied ical Healing only costs Action 

Number + 1. 

COMMENTS 
Being a Super Hero can be dangerous, and 

not everyone has an Accelerated Healing 
Factor like Vfolverine. Most groups would 
do '\,veil to have access to s01neone w ho 

can pe rform Medical Actions. The X-1vien 

ha ve Dr. Henry McCoy (Beast), Jean Grey 
and a few· others floating around. In other 

words, it's a hand y Action to have- And if 
y ou can heal, you're always a valuable 

asset to any group of players- (You don' t 
even need to be named McCoy, although it 

see.ms to help.) 
Rules for Action Box: 

• Heal/Regenerate Action Number 

of red stones/Panel 

• Spend 1 red t o heal/restore 1 red 

• Heal Action Number of white stones/day 

• Spend 3 red to heal 1 white 

EXAMPLE 
T he X -Men hnr,e been pretty banged up i11 a 

recent fight with the Brotherhood. Jean and 

Cyclops have each lost a white stone, Rogue 

lzas lost 2 white stones, and Gambit is in 11 

coma and down to 1 red st-One of health. With a 

Medical Healing Action Number of 7, Beast 

can flea/ up to 7 white stones per day (nt a cost 

to h im of 3 red stones per white stone healed). 

So once they get bac.k to the Mansion where his 
medical equipment is, Beast spends 12 red 

s tones and heals Rogue, Cyclops and Jean. 

Then he spe11ds 1 red stone to heal 1 red stone 

so Gambit is u p to 2 red stones and comes out 

of his coma. Then Beasl turns the 2 red stones 
into 1 white <only 1 more red stone for Beast to 

spend, but it counts against his total of 7 white 

per day) . Fi11n1/y, Beast heals 2 mo,·e of 

GambiJ's white stones, bringing Gambit up to 

full strength. Beast wo1,ld be unable to heal 

any more white stones that day but could do it 

all over again the next day. S pending 3 red 

stones per Panel, i.t would tnke Beast about 7 

Panels to accomplis1, all this healing. 

HEX-SPHERES 
Cost Level = Action Number + 3 Levels 

DESCRIPTION 
This mutant power (the same one used by 

the Scarlet Witch) allo'W's you to generate 

finite pockets of reality-disrupting, Psionic 

force that cause random disturbances in 
the m o lecular-level probabiJity fields 

surrounding thei r targets. As a result, 

unlikely phenomena occur. With greater 



I 
preparation time, one can cast the hex 

power to garner specific results. (Whew!) 

How does it work? It's a Ranged 

Energy Attack, limited by line of sight, 

with a rru,ge of 4 . One Hex-Sphere can 

affect one target. You allocate s tones into a 

sphere based on target size. The bigger the 

target, the bigger the sphere necessary to 

affect it. (See the Area row on the D&R 

Chart for the number of s tones required.) 

However, in terms of roleplaying, this 

is Chaos .Magic at its best.. . . or weirdest. 

Remember earlier in thi.s guide when we 

said tha t playing this game is li ke writing 

yoUl· own comic book? V\1ell, that's what 

happens with Hex-Spheres. \!\Then you use 

th.is power, anything can happen. And it's 

your job to d escribe the anything. Hav e 

fun. Th.rm"" a Hex-Sphere on your enemies 

and watch their weapons suddenly melt, 

rust or get clogged with flowers. Your 

hexes can cause spontaneous combustion, 

disruption of energy 6elds, sudden \.v:inds 

and anything else your imagination cru, 

dream up. The trick is to get the result you 

want (attacking your enemies or 

disrupting their activities) in the most 

chaotic, enjoyable way possible. If you 

want to stop an attack, tun, the ground in 

fron t of the attacker into quicksand . . . or 

mud . . . or chocol.ate pudding. If you want 

to stop a vilJain fron, getting away, h a ve 

his sneaker sol.es turn into glue. Or have 

his clothes fal l down around his legs. 

If your Hex-Sphere v.ras large enough 
to affect the intended target, and if your 

description fits the n ature of Hex-Spheres 
and what 's going on, then the GM will 

describe how the effect interacts with the 

siluation. (Tf not, the GM may add her 

own spin on what's going on, further 
increasing the chaotic nature of Hex

Sphercs. GaroesMasters, feel free to help 

players come up with their chaotic effects.) 

Chaotic or not, characters li.ke the 

Scarlet Witch have eventually learned how 

to increase their cont rol over their 

Hex-Spheres. To decrease the chaotic 

nature of this Action, you must spend one 

Pa;1el of preparation and add 1 extra stone 

for every stone of effect. These extra stones 

do not count towards damage, but they do 

mean. you can define your effect more 

accurately. So for a more controlled 

4-stone e ffect, one would need to spend 8 

stones and 8 Panels of preparation. 

COMMENTS 
Don' t choose this power i£ you don't 

like being creative and imaginative. This 

power is for someone v,,ho likes it weird. 

If you take this power, then getting Lines 

for good r.o1eplaying w ill d epend upon 

how appropriateJ.y chaotic your hex results 
are. A bove all, be creative and have fun. 

Rule s for Ac tion Box: 
• Variable-range chaotic energy attacl<, 

Range: 4 

• One Hex-Sphere per target 
• Must describe chaotic effect 
• Add stones and Panels for control 

EXAMPLE 
Tlte Scarlet Witch has this at an Action 

Number of 8. If she were being attacked by 

two men with guns, she could throw two 

4 -stone Hex-Spheres at them. These 

would have a random effect on either the 

men or their guns, as chosen by the 

player. A 2-stone Hex-Sphere affects an 

area 10 feet in diameter, so she should 

easily accomplish whntever she describes. 

iVaJ"zda might say, " I increase the effects of 

time upon their guns, and reduce them to 

rust," or, "I make the ground under their 

f eet so slippery, they fall down hard." 

HUNTING/TRACKING 
( DETECTING/PURSUIT] 

Cost Level = Action Number 

DESCRIPTION 
Tius is an all-purpose Action that includes 

all aspects of hunting or t racking, hiding 

or escaping. The outdoor version is 
Hunting/li:acking, the urban version is 

Detecting/Pursuit (or other, darker 

descriptions- it's u p to you). You can 

follow a trail as old as your Action 

Number on the Duration (OW of the D&R. 

(For example, a Hunting Act ion Number 

of 6 lets you follow a trail that is several 

days old, but an Action N umber of 3 only 

lets you follow a trail that's an hour old. 

Heightened s enses can combine to 

increase this Action Number if you need 

to follow an older trail). This is a general 

Action, but you n1ay add one Specialty per 

Action Number or increase in Action 

N um.ber during play to indicate particular 

prowess. For purposes of setting or 

spotting ambushes or traps, use Action 

Number v s. Difficul ty. If you have the 

totem of an appropriate animal (i.e., you 

have e ither Animal Senses like vVolveriue 

or are a Transformer like a ,AJerewolf) then 

the cost is one level cheaper. 

Specialties include 
(feel free t o make up your own): 

Stalk ( Follow) • Follow Trail • Trace Scent 
Set Up/Spot Ambush • Set Up/ Spot Traps 

COMMENTS 
A natural for the wilder types, especial 

lone wolves with chips on their shouldec. 

Rules for Action Box: 
• General wilderness (or urban) 

hunting sl<ills 

• Action Number vs. elapsed time 
(Duration on D&R) 

• Action Num ber vs. Difficulty of 
trap/ambush 

• (Insert Specialties) 

EXAMPLE 
Wolverine has a Hu11ting(I'racking Ac/fr 

Number of 7. He is trying to track d<1Wn a It> 

child he has never met, but he does have her sm 

from a Javo,·ite stuffed ani mnl. Her trail is 3 d ... 
old, for a Resistance of 6. if he puts at lens! 

stones into this skill, he can pick up her trail. 

INVENTING 
Cost Level = Action Number + 6 Levels 

DESCRIPTION 
So, you want to invent the Ultimar, 

Nullifier, do you? Or perhaps yow- ow· 

Time Machine? Or maybe a home-maa 

pair of Web Shooters? Inventing is Ir 
Action '""hich a llows you to create n ei 

d evices, processes, v.reapons, etc. 

In orde.r to have this Action, you ar 

required to know Technology to a,n equ: 
or greater \evel. In other words, if ye, 

know Technology to 5, you can !ear. 
Invent ing to 5 or less, but nol 6. The ALliu 

includes an Intelligence Bonu s . 

To figure out how many stones a; 

Invention v.rill cost to invent, add up the 

total number of stones used by all of tit 
aspects of the thing to be invented. If it h2 

s tones for Speed, add them. If it has stone> 

for Attack, add them. If i.t has a Fligr 

Action number of 6, add 6 stones. In orde 

to find this out, you may want to consU: 

the Items list or the list of Actions an. 

Modifiers. Any value i:epre~nted in stone 

can be an aspect of your Jnver1tion. Th.is l 

the Total Aspect Stones of the invention. 

Note: The maximum number of stont 

a single aspect of your Invention may ha,, 
is one half of the total of your Intelligena 

Number and your Invention Actior 

Number. So, if you had an Intelligence o;· 
and Inventing to 9, the most stones an: 
single aspect of your invention could ha\ 

would be 8 s tones. 

Once you know the total number ti' 

stones, multiply that by the Total lnventio: 

Factor. The Total Invention Factor is madt 

up by adding up your .Base Inventia 

Factor (A), the Usage Factor (B), and am 



I nventing takes a little more effort than other Actions, 
but the results can change your world. 

Ad,•antages (C) you give your invention. 

A. Base fnvention Factoi;-

- Existing technology you know x4 

-Existing tech you don't know x6 

- Never been done xlO 

B. Usage Factor 

Usa_ge Factor 
- Usage: 1 time 

- Usage: 2 times 

- Usage: Permanent 

- GM D iscretion 

C. Advru:,tages 

Cost Increase 
No extra cost 

+ 3 levels 

+6 levels 

+X Leve.ls 

You may also give your invention ai,y of 

the Advantages listed on P. 40. Just add 
the increased Cost Levels to the Base 

hwention Factor and Usage Factors to get 
the Total Invention Factor. 

How to 
Invent Somethi.ng 

In order to invent something, you use the 
following form1.ila: 

Total Aspect Stones x Total Invention Factor 
= Invention Stones 

In any given day, you may invest as 

many stones as the total of your 

Intelligence and your Invention Action 

Number. So, if you had an Intelligence of 7 

and Inventing to 9, the most stones you 
could invest in all o f your inventions t hat 

day would be 16 s tones. These ston es 

come o u t of your Energy Rese rve, the 

same way other stones of en e rgy do. 

You may work on n,ore than one 

invention at a time. You rnily accrue s tones 

in your inventions over time, putting in a 

few stones each day until you have 

completed your invention. You don't have 

to work on your invention every day, but 

you may not save unspent stones or use 

them on a differen t dily. 

COMMENTS 
Tf you want to be an inver, tor, you will have 

to accept the fact that you may not be able 

to COlTtplete your invention in the course of 

a single playing session. It may take your 

d , aracter a fe"'' months or even longer to 

invent something really big. That doesn' t 

mean your character can't also go on 

Adventures, though. I t just means you may 
have to wait before your invention is ready. 

Rules for Action Box: 
• Intelligence Bonus 
• Stones vs. Cost to Invent 
• Maximum stones/day = 

IntelJigence + Action # 

• May a cc!'ue stones per inve nt ion 

over time 

EXAMPLE 
Reed Richards (Mr. Fantastic) has an 

Intelligence of 9 and an Inventing Action 

Number of 8. He wants to invent a jet belt 

with a Force Field. He wants the belt to be 

able to fly at up t o the speed of sound, or 6 

stones. He also wnnts it to be able to carry 
one ext ra person, so he adds in 2 stones (for 

one 250 lb. guest, just like Flight) . The Force 

Field will protect the wearer (and guests) at 

those speeds, and also from any attacks, up to 

6 stones. So the Total Aspect Stones of the 

item is 14 stones. His invention uses existing 

technology he has, so he has a Base Invention 

Factor of x4. He wants the item to be 

permanent, so the Usage Fa.ctor is +6 levels. 

He wants it to be self-powered, so he's going 

to add 3 levels as if it were a Modifier. He 

wants it to protect others, -SO he adds, 

"Others benefit from powers, +3 levefr,." This 

comes to a Total Invention Factor of 16. His 

Totai Aspect stones are 14, multiplied by the 

Total lnvention Factor of 16, for a Total 

invention stones of 224 stones. He can invest 

17 stones per day into his Inventions, so it 

would take Reed 14 days of work in his lab to 
invent this jet be/f. 

INVISIBILITY 
Cost Level = Action Number + 2 Levels 

DESCRI PTION 
You and whatever you are wearing or 

carrying become invisible (but n ot 

insu bstantial). If you are invisible, you 

can still be heard, smelled, etc. Operates 

on the peen.use of bending light waves so 

as to avoid being seen or d e tected b y the 
hun, an eye or normal cameras. Defends 

against detection at Action Nl.llll.ber. Costs 

2 stones to become invisible. Invisibility 

cai, be maintained at will, and you can 

become visible without cos t . Invisibility 

costs I stone/Panel to maintain. 
To see an invisible character, the 

scai"\11.er's Action must exceed the 

Invisibility Action Number. 

COMMENTS 
Invisib ility is most useful in infiltration, 

escape, inforrnatign gathering- not to 

n1ention sneaking up on enemies so you 

can hit them before they get a chance to 

assign defensive stones. 
Rules for Action Box: 

• Become invisible to eyes, cameras 
• Action Number = 

Resistance t o detection 
• Cost 2 stones to disappear 
• Duration: I stone per Panel 

EXAMPLE 
Sue Storm, the Invisible Woman, has an 

Invi.sibility Action N1.nnber of 6. She sees 

Mysti.que and Sabretooth coming at her and 

decides to hide ln; turning i11visible. She puts 2 

stones in.to her Invisibility Action and fmtes 

fram view. Since Mystique can't shoot at what 
she can't see, she puts 3 stones in to Black Ops 

to try to find her. Black Ops is not an Action 

that can see something invisible so she fails. 

Sabretooth tries to smell her using his Animal 

Senses of 6. Since Invisibility doesn't mask 

smell~ Sabretooth can smell where she is, which 

would be enough to track her doum and tear 

her apart if sr1e hadn't also thrown on her Force 

Field and then jlcr<Vn cm.1ay. 



LEADERSHIP 
Cost Level = Action Number 

DESCRIPTION 
The ability to give orde1·s, offeT 

suggestions, etc., in s uch a way to ilnprove 

the efforts of the enti re team.. You can 

assign up to 2 of your red stones per player 

to other players' Actions, trp to your 

Action Number p er Panel. May not be 

used to improve Telepathy or Magic. 

COMMENTS 
Indispensable for a cooperating team. A 

good team leader can fine-tw1.e his entire 

team's Acti ons from certain defeat to 

come-from-behind victory in a single 

Panel. Some GM discretion may be 

necessary, but we suggest allowing the 

w idest possible latitude to players. 
Rules for Action Box: 

• Improve efforts of teammates 

• Assign up to 2 red stones/player 

• Total limit per Panel = 
your Action Number 

EXAMPLE 
In a battle, Captain America sees that /tis 

teanrmate, lron 1\1an, is running low 011 energi.1 

and can't power both his Flight and his Uni

Beam. He also sees that his other teammate, 

Wasp, is fighting a foe much stronger than she 
is, and she's already put lhe ma:x-imum of 9 

stones info her Rit>-F.lt!ctri,· Rnlts. He tdJs tlte 

GM he is giving orders and strategy t-0 help 

them win their fights. He assigns 2 stones out of 
his Leadership Action to Iron Man's Uni-Bcnm 

Actfon Box and 2 stones into Wasp's Bio

Electric Bolts Action Box. Iron Man and Wasp 

must leave the new stones in whichever box 

Ca,vtain Amt..•rica placed them in. But tl1e s tones 

can be added to exceed the limits of Action 

Boxes tlwt were othenvise filled. up, as thetJ did 
in the case of Wasp's Bio-Electric Bolts attack. 

MASTERY OF ELEMENTS 
Cost Level = Action Number 

+ Options taken 

DESCRIPTION 
Mastery of any elem ent on the element list 

1neans control of that element is an 

inherent part of you. You will always be 

looking for ways to have your e le m ent 

help you out. Use Options to sculpt your 

Mastery to your tastes and style of play. 
You have lots of leeway in which element 

you choose (GM should encourage fun 

and unique d1oices). We've listed a 

selection of elements here as examples; any 

element may be used. 

Note: Due to its extraordinary power, 

Master of Magnetism has an additional 

cost of +2 levels that the other Masteries do 

not have. It also con1.es with an adclitional 

option th at a Um.vs substitution of 1\ifastery 

of Magne tism. Action Number for Strength 

at a + 1 level to its cost. Use this a guid e for 

creating your own Masteries~ the Teally 
powerful. Masteries (i.e., they affect more 

thrngs, like mag:netisni) should cost more. 

Examp1es of 
El.ement Master 

Effects 
lee: Condense ice out of air. Can 

dry the air, chill the area, make 

things brittle. 

Fire: Can heat the air, create flame, 

n'lelt objects, make metals soft . 

Magnetism.: Control of magnetic force. Can 

affect anything if enough 

power spent . 

Vibration: Cause building collapses, 

earthquakes, avalanches. 
Water: 

vVeather: 

Sonic: 

Condense water out of air, 

control water, breathe in 

'Wate r, flying skills get no 

minus undenvater. 

Control of the weather, 

including storms, ligh tning, 

wind, h a il and rain. 

Sound attacks, directional area 

attacks, can b e heard at great 
distances. 

OPTIONS: 
• Immunity to the effects 

of their element. 

( + 1 to Cost Level) 

• Can transform 

into ele m ent. 

(+ 1 to Cost Level) 

• Create/ Manipulate 

their element to number 

of s tones spent. This 

includes Baniers 

and Object Creation. 

By object creation, we 

mean shapes and forms, not working 

devices. (May spend extra s tones for 

subtlety, effects, accuracy, etc.) 
(+1 to Cost Level) 

• Get a force blast with appropriate effect 
(+1 to Cost Level) 

• Accun1.ula te erlergies over time for majo; 

effect. Shu111ed afterwards for a Pane! 
(+2 to Cost Level) 

• All Masters may buy Flight (or 

movement) related to lvlastery at -1 ro 
Cost Level. 

• Separate Masteries can be learned, but 

each must be learned as a new Action 

(I.e., the "Each additional element 

Advantage" does not apply to Masteries.l 

• Remember, if you can make it up, you 

can add .it to your Mastery, if the GM 

agrees and it makes some level of sense. 

Examples of 
Object Creati.on 

(Part of Creati.on/ 
Mani.pu1attonJ 

Ice: O bjects tend to last 10+ Pane.ls. 

Fire-: Objects only last as long as 

maintained. 

Magnetism: N o Object Creation, but ma) 

manipulate .magnetic force,: 

similarly to Telek inesis. 
Vibration: No Object Creation, but can 

deform terrain to s tones ot 

effect. Does not affect living 

objects directly. 
\'\later: • Objects only last whi l.c 

maintained. 

Weather: No Object Creati.on. 

Sonic: No Object Creation. 

--

Like Iceman's " ice" power, ~r- own mastery of an element 
is only limited by your imagination. Think big. 

~ - \~ .~, ,7~ - - h,-..------,...,-.~ 



A Se1ecti.on of 
Masters of Elements 

lee: 

Exampl.es of 
Element Barri.ers 
(Part of Creation/ 

Hani.pul.ati.onJ 
Condens e ice out 

Here is how some of tl1.e most famous 

tvlaste.rs of Elements in the Marvel 

of Universe bought their Masteries. 

atmosphere.. Blocks progress, 

reduces speed, eventually 

melts. Durat ion 10 + Panels. 

Fire: Stones of attack that may also 

set on fire objects that touch or 

pass fhrough. Duration 1 

stone/Panel. 

Magnetism: Mobile Force Field of solid 

magnetic force. Blocks x2 

stones for every stone used. 

Duratio.n 1 s tone/Panel. 

Vibration: Wall of intense vibrat ion that 

will disrupt anythin g non

living that passes through it. 

D uration I stone/Panel. 

Water: Can form water from 

Weather: 

a tmosphere iJ-i to a b arrier. 

Duration 1 stone/Panel not in 

water, 10+ Pan e.ls in water. 

Barriers made of Wind, h ail, 

intense storn1.. Duration 1 

s to ne/Panel. 

Sonic: Wall of solid sou nd that 

blocks 1 stone/stone used. 

Duration 1 stone/Panel. 

Examples of Element 
Blasts 

{Range: 4, but may add stones 
for ir.creased range per D&R.) 

lee: Normal D a m age, n1.ay attack 

vs. Dura b ility to petrify, 

freeze, enca s e in Ice, but not 

kill. Su cceeds if any damage 

occurs, dura t ion = 1 panel/ 

stone of Damage. 

Fire: 2x Damage. 

l>iagnetism: Norm al Damage, but may also 

Area Attack vs. Dura b ility to 

immob ilize. Duration as long 
as maintained. 

Vibration : A rea Attack, 2x Dam age. 

Does not harm. living 

creatures except indirectly 

(building falls on them, etc.). 

Water: Normal Damage, 2x Damage 

if in wa ter. 

Weather: Ligh tning: 2x Dam age; wind, 

h ail: normal drunage; storms, 

hurricanes: Area Effect. 

Sonic: Norm al D amage, but may 

a lso Area Attack vs. 

D urability (to Stun). Succeeds 

if any damage occurs, 

D uration = 1 Panel /stone of 

D an1.age. Can shatter o bjects. 

Ice Man: Cold Mastery 

Cost Level = Action Number +4 Levels 

• Immune to effects of cold. 

• Can tum into ice. 

• C1·eate, Manipulate, resha p e ice. 

• F orce BJast (Attack vs. D urability to 

freeze, petrify). 

• Also bought Flight via ice s lides 

at a d1scount. 

Human Torch: Fire Mastery 

Cost Level = Action N umber+ 6 Levels 

• Immune to the effects of fire, h eaL 

• Can tur.n into flam e . 

• C reate Fire, m anipulate flame, set things 

on fire, move fires about. 

• Force Blast (2 x D amage). 

• Accumulate Energy (Nova Blast, +2 to 

Cost Level). 

• Also bought Flight via a t a d iscount. 

Magneto: Mastery of Magnetism 

C ost Le,,el = Action Number +2 Levels 

(+ 6 more for Options) 

• Im mune to effects of Magnetism. 

• Force Blast {Mugnetic) 

• C a n Manipula te magnetic fo rces, 

ca using mos t things to come apart or 

reassen1.ble; can pick up and throw 

magne tic objects. Can "take over" 

machines using electrical or mag n etic 

power. 

• Accumulate energy over time for major 

effect. 

• Can substitute Mastery for S trength (+ l 

to C ost Level) 

• N[astery is of extraordinary power ( + 1 to 

C o s t Le vel, C:lvJ discretion) 

COMMENTS 
This group includes some of the m ost 

senior and powerful heroes. If you are not 

sure what you want to be, just picl< a 

Mastery and make it yours. Jf Mastery 

does not fit your visualization of the 

character you might want to look at 

Transformation for your power. 

Rules for Action Box: 

• Hey, it's your Mastery, you write the 

rules. But remember, you're usually 

making things up as you go. 

• Range: 4 
• (Ust Options) 

EXAMPLE 

The Human Torch has a MastenJ of Fire of 7. 

He is flying along at a speed of 3 when he sees 
a building on fire below him. He quickly 
swoops down and puts 5 stones into his Fire 
Mastery to try to control the flames. He still 

has to use 1 stone in Flight to stay aloft, rmd 

can use all his ot1zers for this Action. A 
building on fire has a Difficulty of 4 (from the 
D&R, en:uironmental damage table). The GM 
says it is a 4-story lmilding, and gives it a. 

Resistance of 4 stones per floor, or 16 stones of 

Resistance. (The GM coul.d have decided ihoas 
more or less then tlzis, of course.) The Human. 
Torch can easily control the flames with his 5 

stones, but ii: will tpke him 4 Panels to 
completely put out the fire. 

NINJA 
Cost Level = Action Number + 5 Levels 

DESCRIPTION 
Nin jas are highly trained assassins with a 

suite of specialties that include aspects of 

Thieving, Assassination, and Black Ops. 

but are includ e d in a single Action Box. 

Ninja can be used as either Close Com bat 

or Ranged C o mbat. Not easy to learn "just 

anywhere." Includes a n Ability Bonus and 

2 Weapon Modifiers. A Ninja may use 2 

\.Yeapon Modifiers in combat as a single 

a ttack. A Ninja may use e ither an Ability 

Bonus a.nd a 1/\J'eapon Modifier or 2 

Weapon Modifiers 1!.1- the Ninja Action 

Box. Ninja is a gen'eral A ction , but you 

m ay add one Sp ecialty p er A ction 

Number or in crease in A ctio n Number 

d uring play to indicate particular 

p r O\-vess. 

Specialties include 
( feet free to make up your own): 

Weapons (by type) • Hiding • Disguise 

Assassination • Silent Movement 

Concentration • Stalk (Follow Unseen) 

COMMENTS 
This is a self-contained " ope rating 

package" that covers a lot and allows a lot 

o f roo m for a character to grow. Frequently 

used in co mbination w ith Acrobatics. 

Rules for Action Box: 

• (Insert Ability) Bonus and Weapon 

Modifier, or 2 Weapon Modifiers 

• Close or Ranged Combat 

• Split stones for multiple targets 

• {I nsert specialties} 

EXAMPLE 
Elektra has a Ninja Action Number of 7. She 
can add in her Agilitl.J, making it 10 (but she 



only has 9 stones in Jzer Energy Reserve, so her systems they pass through. They can't be 
effective maximum without a Weapon 

Modifier is 9 stones of energy). She is sneaking 

into a building using this skill and puts 7 

stones inl'o it. The building is n long-time 

Hand base, and so we look on the D&R to see 

how hard it is to sneak in. Under "Opening 

Locks" we see that "S11per11ah-1ral" defenses 

have a Resistance of 7. Elektra tells the GM she 

is moving slowly nnd carefully, and gains an 

extra stone of effort from the General Pool as a 

Situational Modifier for preparation. T!zis 

gives her 8 stones of effort, so she is able to 

overcome the defenses an.d sneak in. A few 

Panels la.Jer, after her EnergiJ Reserve has 

regenerated back up to 9 sl:ones, she sees a 

guard and decides to take him out of the 

equation. She sneaks over to him an.d attacks 

him. Since she is using Ninja for all t!zese 

Actions, size attacks him silently witft nil 7 

stones of Ninja and can add in her remaining 

2 stones from Agility Bonus, to hit him with 9 
stones all at once. 

PERSONALIZED ACTIONS 
Cost Level = Action Number (GM discretion) 

DESCRIPTION/COMMENTS 
P layers are not restricted from learning an 

Action just because i t is not listed here . 

Such Actions can be an important part of 

ro leplaying and can individualize a 

character. Beast, for example, is trained in 

keyboards. Mystique has been a 

professional a ctress- Some people make 

their Personalized Actions into careers. 

Peter Parker works as a photographer for 

T!ze Daily Bugle. His specialty is taking 

shots of Spider-Man. Includes A b ility 

Bonus, w -hen app ropriat e (G.tVl discretion). 

You may add one Specialty per Action 

Number or increase in Action Number 

during play to indicate partiet.1 lar prowess 

a t your chosen A ction. 

Rules for Action Box: 
• (Insert Ability) Bonus (if any) 

• (Anything e lse you feel is relevant) 

• (Insert Specialties) 

PHASE SHIFT 
Cost Level = Action Number + 2 Levels 

DESCRIPTION 
The power to slide through solid objects 

and matter, movirtg through the spaces 

between atoms or th.rough an alterna te 

dimension. The effect extends to clothing 

or anyone whom the character is touching_ 

While intangible, a character can walk on 

air, moving upward at stair-climbing 

speed. Phase shifters disrupt electrical 

hit physicalJy while in phase, but are still 

vulnerable to Telepathy and Magic. 

COMMENTS 
Some players don't make the front page. 

But superior p lay can cause these powers 

to outperform the far more powerful. 

Obviously this is an id eal A ction for 
getting into and out of "secure" locations 

a nd i or escap e situations. 

Rules for Action Box: 
• Pass through solid matter 
• Stones = Panels of duration 
• Effect includes anyone/anything 

touched or carried 

EXAMPLE 
Shadowcat has a Phase Shift Action Number of 

7. She wants to see what is 011. /:he other side of 

a door. She p-uts 3 stones into this Action to 
phase for 3 Panels, and phases, moving though 

the door and seeing what is on the other side 

while staying out of phase. She could take 

anyone she wanted with her, even objects as 

large a vehicles, if she is touching them. With 

an Action Number of 7, size could stay out of 

phase for 7 panels, moving tlmmgh solid matter 

all this time. She had better not sfill be inside a 

solid object on the eighth Panel, or she could be 

killed by materializing inside solid rnatter. 

PSI-WEAPON 
Cost Level = Action Number + 3 Levels 

DESCRIPTION 
Generate a weapon (sword, spear, bo11 

and arrows, etc.) .from your o,,vn menial 

energy to be used as a combined a ctioo 

with C lose Combat, Ranged Combat oran 

Ability. Stones remain in the Psi-Weapon 

Action Box and may be reused untii 

combat is over. You m ay use this weapon 

in the same Panel you create it. Yom 

Psi-Weapon may be used to stun instead 

of kill, in which case stones of damage= 

duration of victim being stunned. l; 

Ranged (i.e., bow and arrow, spear), thf 

Psi-vVeapon has a Range of 3. 

Fo r an interesting variation on tllis 

power, replace mental en ergy with any 
other element from the Elements List. For 

example, Flam e Dagger, l\llicrowaw 

Sword, Ice Scin,jta_r, etc. 

COMMENTS 
Mexttal attack vs. physical foes b y physical 

means. A great action when combined 

w i.th Oose Combat, Ranged Combat 01 

even Ninja. 

Rules for Action Box; 
• Create mental weapon 
• Combine with Close/Ranged Combat 



EXAMPLE 

P,-ylocke hM n Psi-Weapon Action Nllmber of 

l. She puts 7 stones into Psi-Weapon and 

produces a sword w11ich she can use with Close 

Combat as a 7-stone attack, adding to it her 

Close Combat stones. She can now use her 

7-stvne Psi-Sword for free, allowing her to put 

/:er remaining stones into Close Combat. She 

am 11se this Psi-Sword by combining stones 

from 11er Psi- lNeapon Action ijox and her 

Close Combat Action Box. Her 7-stone 
Psi-Weapon will continue to exist without her 

adding 11wre stones to it until the combat is 

d,me. She can also choose to either stun or 

wormd her foes in Combat. 

SHAPE SHIFTING 
Cost Level = Action Number + 3 Levels 

DESCRIPTION 
This is the ability to alter your physical 

presence, including fingerp rints, r e tina, 

clothing, voice, etc., to appear to be 

someone else, so you will n ot be detectable 

D}' noi:ma I tec hnology. You ca.n copy 

someone after observing him for one 

Panel. Action Number is Resis tance to 

be,ing detected. Costs 3 stones to shift, the,, 

1 stone/Panel to maintain (2 stones p er 

Panel if the person you shift into is 

appreciably Ja rger or s m aller b u t still 

within normal humanoid heigh t range). 

COMMENTS 
Some players look do,.v-n on non -Combat 

Actions. O thers look upon them as a n 

unusual path towards the com ple tion o f 

1\·Ussion Objectives. It's worth noting tha t 

Mystiq ue is an accomplished actress! One 

of the best powers .for true rolep laying. 

Ideal for "solo play." 

Rules for Action Box: 
• Psionically change appearance 

{human form only) 
• Action Number = 

Resistance to detection 
• 3 stones to shift 
• Duration: 1 stone/ Panel at same size 
• 2 stones/Panel for larger/smaller 

EXAMPLE 
Mystique has a Shape Shifting Act-ion Number 

of 8. She decides to replace Senator Kelly with 

herself She spends 3 stones to copy him, and 

now looks just like him. She can maintain this 
form for 1 stone per Panel forever, if she 

wanted, and w ould resist being detected with 
T1er full Action Number of 8 . A character 

Ul()u/d need to overcome 8 stones to detect her. 

5" if 11\Tolverine came along with his Animal 

Senses Action Number of 7 he would fail to 

detect her unless he could somehow get a 
Situational Modifier of +2. For example, if 
\!Volverine spent a couple of extra Panels 

sniffing around, and had been around 
Mystique ear/-ier and recognized her scent, that 

would earn 1tim a +2 Modifier for preparation. 

Or if he k-n.ew the rea./ Senn.tor and Senator 

Keii.y/Mystique did sorr1ething suspicious or 

out of character. 

SHRINK 
Cost Level = Action Number + 1 Level 

DESCRIPTION 
The power to decrease your size at will. 

Some characters d o thjs via Pym Particles 

(a gas), a potion, pill or by natural powe r. 

The m e thod doesn't affect the Action's 

cost, and the effects are the same. It costs 

you 1 red stone per size redu ction. You can 

maintain this form for free and resume 

normal size at no cost, a t wm. 

Stones N-ew Size Reflexive 
Dodge Inc-rease* 

1 red 4 feet +l 
2 red 2 f eet +l 
3 red 1 foot + 2 
4 red 6 inches + 2 
5 r ed 3 i nches + 3 
6 r ed 1 inch +3 
7 r ed 1/2 inch +4 
8 red 1/8 inch +4 
9 red cellular +5 
10 red molecular +5 

*lf you d o n' t have Reflexive D odge, then 

you get i t when you Shrink. If you do, then 

your Reflexive Dodge Modifier increases 

as you shrink. Reflexive D odge increase is 

only relative to things bigger than. you. 

This can't be improved by Lines, so buy 

the Action Number to t h e size you wan t. 

OPTIONS 
• Insect St rength: +1 to C ost Level. 

Strength increases b y 1 for every 2 levels 

of Shrinking, rounded d o v,rn, to a 

maxim .um Strength of 6 . 

COMMENTS 
A great way to go unnoticed --without 

a ctually being invisible. A sk illful player 

will find ways to gain from this. Try to 

take advantage of your size to set up 

situations where you strike against 

mi.defended enemies. 

Rules for Action Box: 
• Shrink to (min. size) 
• Shrinking increases Reflexive Dodge 
• (Insect Strength Option; 

+l Strength/2 Levels shrunk, up to 6) 
• Duration at will 

Getting smal l can be a big advantage, 
especial ly if you also get stronger, like Wasp. 

EXAMPLE 
l1Vasp has a Shrink Action Number of 8 and 

bought the Insect Strength option. She wnnts 

to shrink t-0 112.-inch tall, so she puts 7 stones 

into Shrink_ She is ncr..v 112.-inch ta11, her 

Strength has increased to 5, and her Reflexive 

Dodge has in.creased by 4 to 6. 

SOCIAL SKILLS 
Cost Level = Action Number 

DESCRIPTION 
Social Skills reflect a character's ability to 

interact wi th other characters and 

situations. They also reflect an ability to 

"speak the language" of a culture, from 

knowing gang signs to u_nde.rstanding 

hacker ja rgon. Characters can use their 

Social Skills to find out info.n:nation, deal 

wjth authority figures, convince an NPC 

to give or d o something, and in filtrate 

organizations, just to n ame a few. Usua Hy 
characters will use their Social 51.<ills 

Action in i.n teractingwithNPCs played by 

the Gl'vl, not for interactions with another 

p layer. Y\lhen i t comes to intei:acting with 

another p layer, the GM and players may 

decide th a t the Social Skills Action is 

ovenuled by the player's own, real 

abilities to converse and function . Social 

Skills is a general Action , but you may add 

one Specialty per Action Number or 

increase in Action Number during play to 

indica te p articular prowess. 

I 
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COMMENTS 
This is usually the second most important 

Action you will 1.1se during the gam.e . 

Every single Marve] Charncter h as it, to 

some degree. It alJows you to interact 

reasonably with the ou tside '"'orld and can 

be molded to suit you,: e.nvuonment. You 

don't have to s tart o u t ,.,vith it big, b ut 

investing Lines in Social Skills can round 

out your characte,:. Feel free (under the 

GM's s upervision) to make up you,: own. 

Specialties include 
(feel free to make up your own): 

Streetwise • Underworld • Socialite 
Charm • Persuasion • Diplomatic Protocol 
Professional Criminal • Military Protocol 

Gang Lifestyle • Political Culture • Hacker 
Law Enforcement • Etiquette • Academia 
Blue Collar• Language & Culture • Clergy 

Rules for Action Box: 
• Interaction with NPCs 
• (Insert Specialties) 

EXAMPLE 
Black Cat has a Soci.al Skills Action Number of 

3. She is trying to get information about a ne-uJ 

gang moving into town. She puts 3 st.ones into 
her Social SJ.dlis and asks around. She has the 

SpecialttJ, "Streetwise," so she is able to use 

these 3 stones to overcome other people's 

Resistance to revealing useful information. 

This Resistance would be expressed btJ their 

Social Skills or their Intelligence. She could 

also use this Action to try to talk people into 

doing various things, or into spotting someone 

who seems out of place on tile streets. 

STEAL SUPERPOWER 
Cost = 30 white stones 

DESCRIPTION 
S teal powers w ith a touch and gain the use 

of those powers. If you touch the victim for 

J second, you get to use his powers at his 

Action Number for 1 min u te (2 Panels ). 

Any restrictions the victim had still apply 

to you. You also g e t 1 minute 0£ the 

victim 's memories, during which time you 

can ask the GM 1 question. Your victim is 

knocked out for 1 minute. Prolonged 

contact for a whole Panel allows you to use 

the victim's p ower for 30 miJ.1.utes and get 

the ansv.rers to 3 questions. (t also results in 

the transfe,: of some of the personality of 

the victim (in a sense, you have two mind s 

working in your nlind at the same ti.me.) 

This can be a roleplaying challenge. The 

victim is unconscious for 2 minutes . Touch 

him for n1.ore than 2 Panels, an d your 

victim falls into a coma and the t ransfer is 

pennanent: He loses his powers and you 

gain them as well as chunks of your 

victim's psyche! 

Important: This power can not b e 

controlled and is always triggered through 
direct contact (except for r are edl torial 

excep tions!). All victims' psyches "live" in 

the mind of the user. Pern1.an ently stolen 

pm,vers get their uwn new Action Boxes. 

COMMENTS 
Dangerously powerful if played to the 

max. (You go around "collecting" powers, 

etc.) Beware abuse of t h.is. As the GM, you 

can all.ow such powers, b u t constant 

restraint mus t b e a element of this power. 

Have fun roleplaying that v i c t ims' 

psyches live in the mind of the user. 

Rules for Action Box: 
• Steal superpowers by touching victim 
• Use stolen power's Action Number 
• 1 second touch = 1 minute use 
• Renders vi.ctim unconscious 
• Prolonged contact causes 

permanent theft 

EXAMPLE 
Rogue wakes Wolverine up during a 

nighhnare and 111/olverine accidentally stabs 

Rogue with his claws for 6 stones of drrmage. 

Rogue loses two white stones of health. Rogue 

takes off her gloves and touches Wolverine for 

2 seconds. She gains the use of his Accelerated 

Healing Factor far two full minutes and heals 

both white stones site lost ( 1 white per 2 

Panels). She also gains two minutes of 

vVolverine's memories, in this instance the 

nightmarish recollections of his torture and 

abuse in the Weapon X project. 

STRETCHING 
Cost Level = Action Numbe.r + 5 Levels 

DESCRIPTION 
You a,:e capable of becoming highly 

malleable at will. As such, you can s tretch, 

deform, expand or compress yom.-self. 

Maximum distance stJ:etched is 200 feet 

per Action Number. Effective Strength is 

reduced by 1 stone £o,: e ver y 200 feet. You 

can be as thin as a sh eet of pap er, b e come 

a human parachute, or b alloon around a 

bomb nearly instantaneously. This power 
reduces the cost of Touglu1.ess by 1 Level, 

reflecting the fact tha t you can deform as 

the impact occurs. 

COMMENTS 
\Ve highly recommend that you buy 

increased Toughness rf you take this 

A ction, as you' ll often find yourse lf using 

this power to become a human shield! 

Rules for the Action Box 

• Stretch 200' per red stone 

• -1 Strength per 200' (min. l Strength) 

• Can be as thin, thick or bent as needed 

EXAMPLE 
Mr. Fantastic has this Action Number at 8. He 

wants to reach OILt across the sh·eet to grab a 

falling balnJ He puts 7 stones into this Action. 

which allows him to stretch 11p to 1,400 fe<'i; 

even though the G!vf tells him the c!zild is a11/y 

200 feet away, he doesn't want to risk miss111g 

the child! He stretches the 200 feet and cntclies 
the child easily. Later, 1\1fr. Fantastic is atfncked 

by a group of 3 thHgs with machine guns. Ht 
u&>s his Stretching Action to become 11 shield 

to protect people from the b11liets (counti11g Oli 

his Toughness to resist injury). 1f !he area to l,· 
protected was 100 feet wide, he could becomea 

barrier 100 feet 7.nJ 16 feet Tiig/1. He could 

instead stretch toward the villains, adding his 

Stretching Action to his Close Combat (3) j()r 
a maximum attack of JJ stones, which he conld 

split as he wanted between the villains. 

TECHNOLOGY 
Cost Level = Action Number + 1 Level 

DESCRIPTION 
This Action allows you to figure o ut and 

o perate machines, computers and even 

alien technology. C omp are to tal of Action 

Number and Intelligence Bonus to 

D ifficulty on the Technology row of the 
D&R Chart. T his is not an Inven tion 

Action, but it can still serve to get a 

character out of many a n a rrow scrape. 

O ften a little knowledge can unlock more 

than even the 1nost talented safecracker. 

In telligence Bonus inclu.ded. 

COMMENTS 
High ly re commended. Jt is commonly 

matched "vith s cenario description or item 

specs, and is a good general Action. 

Unlike Invention, it is geared towards 

simplkity rather than complexity. This 

Action can open u p the knowledge locked 

in computers and even , in the right 

circumstances, stop armies. 

Rules for Action Box : 
• Intelligence Bonus 
• Action # + Intelligence vs. 

Difficulty of Technology 

EXAMPLE 
Doctor Doom has a Technology Acl.i-011 

Number of 8 and an InteWgence of 8. He finds I 
a strange object from a Kree Starship and tries 

to figure it out. Kree Teel, has a Difficulty of7 



011 the D&R Chart, nnd gets a Situaticmal 

Mmf~fier of +2 to Resistance for having 

w1/moum properties. So it Jms a Difficulty of 7 

,2nd a Resistance of 9 to being figured out. 

Docior Doom could spend 9 stones for a Panel 

~11d figure out lzow to use the devi.ce. 

TELEKINESIS 
Cost level = Action Number + 2 Levels 

DESCRIPTION 
Can be used in lieu of Combat. May 

manipulate, grab, throw objects (stones vs. 

Resistance similar to liftin g). When lifting 

or throwing, or levitating self o r others, 

treat Action Number as Sb·ength. Add 1 

:;tone Difficulty per 10 feet of djstance. You 

can buy Force Field at -1 to Cost Level if 

}'OU also b uy Telekinesis. Telepaths can 

buy this for -1 to Cost Level. 

OPTIONS : 
• -1 to Cost Level if b ought with Telep athy. 

• .;.2 to Cost Level for Intelligence Bonus. 

• "-1 to Cost L-evel for a \Veapon Ivlodifier. 

• -1 to Cost Level of Force Field ii 
purchased with Telekinesis. 

COMMENTS 
More expensive than C lose 

Combat, but the ability to 

manipulate objects a t range 

makes it worth the price. 

It can give h.igh-Jntelligence, 

low-Strength characters 

a good strong "grip" 

on the real world. 

Rules for Action Box: 

• Use as Close Combat or 

Ranged Combat 
• Manipulate objects, levitate self/objects 

Use Action Number as Strength 

• Costs 1 stone/10 feet of distance 

EXAMPLE 
Jean Grey has a Telekinesis Action Number of 

6, and an Intelligence of 5 (she paid for the 

Bonus). She sees n speeding car (speed 5) about 

to nm into a crowd, and puts all 10 stones 

from Jr.er Energy Rese,-ve into Telekinesis to 

stop it. Looking on the D&R, we find a. car 

weighs 4 stones. Situational Modifiers /.hat 

a17ply are 1 stone for even; stone of ground 

speed at which the car is traveling, or 5 stones. 

So the total Resistance to this AcHon is 9 

stones, and she is able to stop the car before it 
hits the people. She is exfuwsted, but the people 

are safe. To continue holding the car in the air 

would. cost her 5 stones the next Panel, and 6 

stones the Panel after that, so Jean is going to 

need to put the car down. the Panel after that. 

(She regenerates 5 stoJ1es per Panel.) 

J uggernaut may be invulnerabie to Telepathy, 
b ut Jean Grey's Telekinesis has him a ll wra pped up. ----------------

TELEPATHY 
( MESMERISM] 

Cost Level = Action Number+ Options 

DESCRIPTION 
This is a powerful set o f abilities that 

involve o,rcrcoming the mental Resistance 

of others a nd making them see or do as 

you desire. J f the target is aware an.d 

attempting to .resist, you must overcom e 

their mental defense (Intelligence plUS-any 

specified Mental Defenses). If target is 

unaware, success is normally automatic. 

You can use Telepathy to com1nunicate 

and crea te m ental links with others. 

Unassisted Telepathy is a medium-range 

A ction (4 on the D&R), except in the case 

of extreine circun"\Stances with .intimate 

characters, like Jean Grey and Scott 

reaching across time and space. 

Intelligence Bonus is not included, but you 

can buy it at a discount ( +2 instead of +5 t o 

Cost Level). Includ es a Defensive Modifier 

(vs. m ental attacks only) equal to Action 

Number. The magical version of this 

Action is called Mesmerism. 

Read minds, ESP: If mental d efense 

i s overcom e, 1 stone to read surface 

thoughts, + l stone to be undetected, + 1 for 

deep thoughts, +1 for multiple targets, etc. 

OPTIONS 
• illusions: ( + 1 to Cost Level) O vercome 

m ental defense and project images 

directly futo minds. + 1 for broadc;st. 

1 s tone/Panel to m aintain. 

• Proje ct T houghts/ Control Others: (+2 to 

Cost Level) Overcome mental defense. 

+l for broadcast. 1 stone/ Panel to 

maintain control. Includes Illusions 

(above) at no co st. 

• Cl·eate links ·with others: ( + 1 to C os t 

Level) 1 stone/Panel. 

• Telepathic Com.municati01"\S: (+l to Cost 

Level) 1 stone/Panel, +l for broadcast, 

+ 1 pe1· o ther effect (security of 

co mmunication, e tc.). 

• Mental Bolts: (+l to Cost Level ) If 
mental defense is overcome, stones 

cause damage like any othe r a ttack or 

stun victim for as many Panels as red 

stones of damage. 

• Repai:r M:inds: (+1 to Cost Level) Can 

repair Action Number of mental 

damage per P anel. Acts like a Healing 

Action for m ental d amage. 

• Intell igence Bonus: (+2 to Cost Level). 

• You may buy Telekinesis a t a discount of 

- 1 to Cost Level. 

j 

I 
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J Blob could crush Jean Grey like a n 

eggshell. But what of it? Jean G rey can 
rendeJ· him helpless with a m ere th ought. 

Rules for Action Box: 

• Project yo ur m ind into other m inds 

• Use a s Ranged Combat , Range: 4 , may 

add stone s for d istance as per D&R 
1 stone/Panel to maintain control, 
cont inue effect 

• (Insert options) 
Rule for Modifier Box: 

• (Action Number) + mental defense + 

Inte lligence vs. mental attacks 

EXAMPLE 
Jean Grey ha..~ a Telepathy Action Number of 7 

and all of the Options. Her Intelligence is 5. 

She sees a dn,g-crnz.ed gunman about to shoot 

an innocent hostage. She puts 7 stones into 

Mind Control to stop him, make him release 

the hostage and drop the gun. The GM checks 

the gunman's Intelligence (human-normal, or 

2 stones) and any Situati.onal Modifiers that 

apply ( + 1 Resistance because subject is ,m 

dmgs) and comes up with a total Resistance of 

3 stones. Jean's 7 stones overcome that 

Resistance easily and the gunman drops the 

gun, releases the hostage, and waits for her 

next command. 

TELEPORTATION 
Cost Level= Action Number+ 2 Levels 

DESCRIPTION 
The ability to vanish from your current 

location and instantly appear somewhere 

else (possibly tra veling through another 

dimen sion). D istances are crossed without 

traveling the intermedia te space. No 

Ability Bon us allowed. 

Stonl!s Distance teleported 
spent (approximate} 

1 stone 10' (other side of door ) 
2 stones 30' (up or down 1 floor, 

into next room) 
3 stones 1 mile 
4 stones 100 miles 
5 stones 1,000 mi les 
6 stones 3,000 mi les 
7 stones 6,000 mi les 
8 stones Anywhere on Earth 

distances, must buy at Action Number 8 . 

• +2 to Cost Level to telep ort to othe r 

dimensions, planes, e tc. 

• -1 to Cost Level, if you must spend 1 red 

stone p er ' 'guest." 

COMMENTS 
This is obviou sly useful for both 

infiltration and escape. T his powe r is 

als o highly suitable for scouts- and 

thieves- from Vanisher to Nightcrawler. 

Rules for Action Box: 
• Vanish, reappear up to Action Number 

distance 
• Effect includes c lothes, anyone touched 

for free 
• May spend extra stones for precision 
• (You may want t o write in stones 

and distances.) 

EXAMPLE 
Nightcrawler has a Teteportation Action 

Number of 6, but must pay for "guests." He 

wants to teleport through a solid wall on the 

other side of the room outside into the street, 

bringing Wolverine and Colossus with liitn. 

The wall is about 15 feet ac.vay. To play it safe lie 

uses 5 stones and they safely teleport 011.t of the 

building and onto the street. For 6 stones they 
could have teleported a mile away. 

THIEVING 
Cost Level = Action Number 

DESCRIPTION 
Thieving seems to be one of the common 

specialties of Sup er Heroes w h o often fin d 

the1nselves in embarrassing circumstan ces. 

Many characters have this Action , and it 

does prove useful, especially when alJ else 

fails. Thieving is a general Action, b u t you 

m a y add one Specialty per increase in 

A ctio n num ber to indicate particular 

prowess. Includes Agility Bonus. T his 

Action could also be modified into Private 

Investigatin g, or eve11 Spying by someone 

w ho doesn't want to be .known as a thief. 

In that case, add appropriate Specialties 

SlJch as fingerprinting, profiling, e tc. 
Specialties inc lude 

(feel free to make up your own): 

Lockpicking • Robbery • Electronic Theft 
Fraud • Rackets • Move Silently 

OPTIONS Shadowing • Safecracking • Pickpocket 
• -1 to Cost Level if travel through other Con Artist • Blend In • Evasion • Fencing 

rea lm is required (e.g., brimstone); yo u Burglary • Stolen Property • Hiding 
appear in a cloud of smelly smoke. 

• -1 to Cost Level i.f range limit 3 m iles. COMMENTS 
• -1 to Cost Level if you can oru.y teleport A great set of survival skills that you can 

to where you1 ve already been. tailor to suit your particular ne eds. 

• Agility Bonus 
• General thieving skills 
• (Insert Spec ialties) 

EXAMPLE 
Gambit has a Thfo-ving Action of 6 and ar. 

Agility of 3, for a total of 9 stones of possib/t 

effect. He wants to take a ketJ out of a person~ 

pocket without tf,at person knowing it. He 

puts 6 stones into this Action and tells the GAi 

that he is taking the key. The GM checks tlze 

target's Agility (human-normal, 2 ) mt.I 

whether he has an'!! skills he could use to resis! 
this Action, such as Thieving, Black Ops 01 

even Ninja. This victim has 1w sllch skt1ls and 

gets his pocket picked. 

TONGUE/TAIL/ 
TENDRIL WHIP 

Cost level = Action Number + 2 Level.s 

DESCRIPTION 
l s it C lose Combat a t a distance? Is ii 

Ranged Combat within range? Or is it ju,st 
that some characters h a ve really long 

appendages that can get truly annoying? 
(Toad, O mega Red, D octor Octopus, etc.) 

The character is considered beyon d Oose 
Comba t range for retwn damage (unless, 

of course, they are actually within Close 

Comb a t range). The tongue, tail or tendril 

is still vulnerab le, up to 1 white stone's 
damage. This Action works like Combat, 

except that if it succeeds, it can e ither do 

damage or i t can be used to grab or 

rnanipulate objects . If using a weapon, 

then you m.ay add a Weapon :l'vfodifier, for 
a price. The extra ston / of damage as a 

weapon reflec ts its s uperior accuracy. May 
be used after stones are revealed.. It can 

also be used for m ovement. 

OPTIONS 
• + 1 to Cost Level for a Weapon J.vfodifier 

COMMENTS 
Like Telekinesis, can manipulate and 

"acquire" a t a distance. Its u tility h as a l(lt 

to do with what other powers go with it 

(Toad, for example, has Leap ing a nd Wall 

Climbing to complemen t this power). 
Rules for Action Box: 

• (Insert Weapon Modifier if purchased) 
• Use like Close Combat within range 
• Does damage or manipulates/grabs 
• If used as weapon, +l stone damage 
• May be used after stones are revea led 
• Maximum damage to appendage is 

1 white stone 



EXAMPLE 

If\1d11J2S a TonglJe ll\/hip Action Number of 3. 

Ip Combat with Cyclops, Toad waits imtil all 

;/011cs are revealed to find that Cyclops has 2 

sw11.us in defense and 6 stones in his Optic 

B/a,i. Toad puts 3 stones into his Tongue Whip 

dtack and uses his to11gue to grab Cyclops' 

risor away J,-om him, causing Cyclops' Optic 

Blast to go wild. 

UNSTOPPABLE 
Cost Level = Action Number + 3 Levels 

DESCRIPTION 
Tue ''Irresistible Force." This power gives 

the character the ability to crash through 

a11ything up to thefr Action N umber o n 

the D&R Hardness TOW and keep o n 

moving. If in l-us wa}'~ it's best to stand 

aside or suffer the consequences. Choose 
either Strength OT Speed Bonus. 

COMMENTS 
A limited-scope power, but one w i tl1. a lot 

of punch under the right circumstances. 
(And you should have enough left over 

im, say, a little mental defense?) 

Rules for Action Box: 
• (Strength or Speed Bonus) 
• Can burst through walls, etc. 
• 2x Damage 

EXAMPLE 
Juggernaut is in a hurry to get to an a/1-you

can-eat buffet at Hungry Bob's House of 

Bratwurst mu! runs into a building in his way. 

Because he's hungry, he's using his 

Unstoppable Action for his movement and has 

6 stones in it. The building has concrete walls 
(a Resistance to bein.g smashed of 6 on th.e 

D&R), so with 6 stones in Unstoppable he 

bursts 1.hrough and keeps going. (If the wall 

was very thick, the GM could give it a 1zigher 

Resislance, but evm the Glvf knows better 

than to get between fuggern.aut and lunch.) 

VEHICLE OPERATION 
Cost Level = Action Number 

DESCRIPTION 
Driving, steer ing or otherwise pilot ing 

vehicles (as w ell as o perating their 
weapon s, if an _y). You may operate any 

vehicle with a Difficulty Number equal to 

or below your A ction Number, even if 

you've never operated it before. You get 

one Specialty per Action Number, and you 
get to add a Specialty per Action N un:tber 

increase, so you can pick which vehicles 

you can drive as you go and seize 

opportunities as strange vehicles become 

av ailable during play. When you are in a 

vehicle, y o u can try to run. people d o vvn, 

smash other vehicles and fight, as in a 

tank, helicopter or fighter p lane, and your 

Action Number acts as a Bonus for this. 

Almost anyone can drive a norn:lal car, b u t 

a p,ofessional driver will obviously d o 

b etter behind the wheel. For more 

infor mation on vehicles, see P. 84 & 107. 

Note: Son.1.e vehicles have Resistance 

Numbers, like spacecraft, which reflect the 
need for multiple operatoi.-s. You can still 

opera te these vehicles w ith less than the 

fLill Resjstance, but you may not be able to 

utilize all systems fuJly. 

COMMENTS 
Useful. Since there are interesting cars and 

vehicles all over the Marvel Universe, 

there should be ample opportunity to 
exploit ti-us Action during norn1.al play. 

Rules for Act ion Box: 
• Operate vehicles 
• {Insert Specialties) 

EXAMPLE 
The Human Torch has VehicTe Operaticm at 

Action Number 5. So, he can figure out how to 

fl.1/ the Space Shuttle (Dtffipclty 5) but would 
need help to overcome the Resistance (l8) to 
fully operate all of its systems. (He could 

probably fly it, but landing might l1e a bit 

tough.) Now, if he were driving his hotrod, 

which has a Resistance of 1 to operate, at n 

speed of5 (125 mph, or + 2 stones' Resi.stance 

Sihmtionnl Modifier), he would have 2 ext-m 

stones to apply to Situational Modifiers like 

dealing with traffic or talking on a cell-pho11.e. 

VENTRILOQUISM 
Cost Level = Action Number 

DESCRIPTION 
You are able to throw you r voice (5' per 

stone spent) and make it seem as if it 

comes from a differentlocation/direction. 

This can result in son1e rather amusing 
side effects. 

COMMENTS 
A good, oddball (often villainous) way 

to confuse detection d evices, other 

characters, etc., especially if unexpected . 



Rules for Action Box: 

• Range = 5'/stone 

EXAMPLE 
A mutant named the Larynx }ms this Action at 

4 . He's being chased by a gang of anti-mutant 

toughs who want to beat him up to make an 

example of him. He ducks behind a newsstand, 

and then tlzrows his voice dmon an alley behind 

a dumpster to confuse the gang into thinking 

he's there. The dumpster is 15 feet away. So 

urrn..1 spends 3 stones to ihrow his 1Joice behind 

the dumpster and taunts his attackers, and 

when they go down the alley to check it out he 
runs the other way into a subway. 

WALL-CRAWLING/ 
CLIMBING 

Cost Level = Action Number 

DESCRIPTION 
Sarne as normal. movement, but along 

walls, ceilings, etc. This could b e due to a 

sticky secretion, barbed skin or even 

specialized train ing. Can be used for 
escap e or pursu it i f the ci..t-cumstances a re 

appropriate. Includes your choice of 

Agi.lity or Strength Bonus. 

COMMENTS 
Like a lot of rela ted m ovement Actions, 

potentially quite u sefo l in an urban 

environment. 

Rules for Action Box: 

• (Agility or Strength Bonus) 

• Movement on surfaces regardless of 
orientation 

• l stone/ Panel to cling 
• Stones = speed on running row of 

D&R to a maximum of 75 mph 

EXAMPLE 
Toad has this Action Number at 5, and can add 

in his Agility of 4 . He wants to climb a wall 

while dodging bullets to make his escape. He 

puts a.ll 9 of his available stones into this 

Actwn. He needs to spend 1 to cling to the 

wall, and I more for Speed to moi,e up it and 

into snfety. This would mean he could divert 7 

of these stones into defense as he climbed. 1f he 
wanted to climb faster he would have to put 
fewer stones into defense and more into Speed. 

If it was raining 11eavily, he might have to 

auercome a +1 stone to Resistance Situatio11al 

Modifier for the min. The GM might even 
throw in an extra Situational Modifier if the 

fruilding was especially slippen.1 (aluminum or 
glass walls, for example). This would leave him 

with only 2 stones to add to his defense (cli-mb 

a.t 2, cling at 1, movement at 2, Situational 

Modifiers at 2). 

WEB-SLINGING 
Cost Level = Action Number 

DESCRIPTION 
Spider-Man's favor ite mode of travel. To 

find out how fast you're moving, use the 

Running row of D&R Ch.art x.2, up to a 

maximwn speed of 125 mph. So, 2 ston es 

of Web-Slinging a re all it tak es to move 

at maximu1n speed. .lvlany unu sual 

movemen t Actions can u se this as a 

template (cybernetic appendages, p sionic 

tentacles, etc.). Includ es an Agility Bonus. 

COMMENTS 
A prime method of travel/ escape and 

purs uit. Ideal for lone-heroes. Fun, too. 

Rules for Action Box: 

• Agility Bonus 

• Movement only 

• Stones = 2x Running Speed on D&R t o 
a maximum of 125 mph 

• Add stones for weight carried 

EXAMPLE 
Spider-lvlan is in a hurry to get to the scene of 

a crime. He has Web-Slinging at 6 and can add 

his Agility Bonus of 6 to overcome Resistance. 

He puts 2 stones into this Action, whichgi<(· 
him the maximum spee.d allowed of 125 mr 
(double the rate for running on the D&R)mi>: 
races through the city. Now, if he was camji,,j 

something that weighed 3 stones, he Wlnil 

have to put 5 stones in this Action to mow,;. 
his m.aximum speed. 

MAGIC 
In Niarvel, alr.nost any A ction (Mastery o: 

Elem ents, Telepathy, Healing F actor, Fom 

Blast, et c.) have a magical rath er th?Ji 

m utagenic origin. If a m utant use, 

Telepath}'~ then i t is a mutan t p ower. lf • 

Master of Magic uses it, it is a magic.: 
po,,ve,- and then it's called tv1esm.erism. 

For the most part, both Action s won 

the same way, and the same description is 

used. Of course, there may be some 

different implications in dealing with 

magical and non-magical Actions: Magical 

D efense wou ld only defen d agaLnSi 

Mesmerism, but l'vlental Defense woutc 

defend against both 01.1.ttant Telepathy anc 
.magical Mesmerism. 

Here is the most important thing ti'· 
understand about magic i.n the .i'vfar va 

Universe R olepla yi;1g Game: No matter 

how you d escribe a magical A c tion, yo, 
s t ill spend red stones, and they are treated 

just like any o ther red stones. If they arc 

used to attack someone, then they do 

da_mage like any other. stones. If they al\' 

used to create an effec't or to a ccomplish a 

task, then t h e stones are compared to the 

task's Resistance. 

If you wa.nt to use Magic, you can 

learn a n y Action and h ave it Ix> 

magi,cal.. .as long as you first learn Nlas!el") 

o f M ·agie- Once you 've leamed .tvlastery of 

M a gic, then you can also lean, Sorce~'. 

Sum r noning and \l\7itchcraft, whid1. are thf 

major branches of Magic. You 1nay leam 

Web- Sl inging may look compficaced, but in game terms it 's just m oving 
at 2x runn ing spe€d on the D&R chart. 



more than o n e of these; for instance, 

Docto.r Strange knm•vs both Sorcery and 

Summoning. There is also an Action called 

~1agicaJ Travel, w hich combines Flying, 

Teleporta tion a nd o ther movement 

.\cfions into one, and can o n ly be learned 

by a Master of Magic. 

There are also some Actions which are 

magical in nature, b ut anyone can use 

them. For example, Hex-Sp heres is an 

Action which represents the use of O'\aos 

~fagic but can be used by non-magical 

characters like the Scarlet Witch (who, 

regardless of her name, is a n'\utant, n ot a 

-.,.,itch). Another exam p le is the Absorbing 

Man, whose p owers, Transform Self by 

Touch and Absorb Power, are m agical 

Actions. The A b sorb ing Man is not a 

Master of 1v1agic; his powers were given to 

him by Loki, an Asgardian g od. 

Actions which are -1nagical in nature 

but which anyone can use are found 

11iihin the previou s Actions. The Magical 

Actions which only a Master of Magic 

may use are listed next: 

Mastery of Magic • Sorcery •Summoning 

Witchcraft • Magical Travel 

MASTERY OF MAGIC 
Cost Level= Action Number + 2 Levels 

DESCRIPTION 
As with Mastery of Elements, all y o ur 

effects should be related to your branch of 

~fagic. This is a prerequisite to learning 

:iie following: Sorcery, Summoning and 

Witchcraft. Note that often, the stones of 

damage don e by Magical Actions don' t 

bave an impact on white stones, but rather 

rtpresent the effectiveness and duration of 

the magic. vVhen they d o have an impa ct, 

thenmagical stones of d amage are j t L<;t the 

'>'lllle as non-magical stones of d amage. 

Mastery of Magi.c 
i.nc1udes 

the fo11o wi.ng 
• Manipulation o f Magic. These a re all the 

minor spells, e ffects, etc., that m.agicians 

in books (in cludil"lg com.ic boo ks) are 

able to achieve -with little or no effort. It 

is used to n"lanipulate energy into 

shapes, effects and other materials

create ice sculp tures, n1ake fire (or 

fireworks), blow smoke rings and the 

like. Also includes Telekinesis. 

• ~fagical Barrier. A specific example o f 

~fanipulation 0£ Magic that you may 
use quite frequently. You may describe 

your barrier however you t.v:ish. Stones 

spent = effect. ff you make a 3-stone 

When it comE:s t o Sorcery, you cah do anything you can describe ... 
n you've got the stones. 

wall of ice, it -will take 3 red stones £or 

somebody to ove rcome its Resistance. 

(And if you made i t o u t of flame, then 

people would take flame d a-1nage if they 

tried to com e through it.) Stones spent 

for Duration or Range don't count 

towards effect. Like Force Field, but 

without d ouble defensive s tones. 

• Magic Blast. Like Force Blast. 

• Magical Defense Modifier. Add your 

Action Number 's \vort h of stones of 

defense against any magical attack or 

effect for free. 

• Illusion/P restidigitation. Stones vs. 

Intelligence (area effect)- (Not limited by 

Restriction # 1, below.) 

• Enables you to team the major branches 

of M·agic: Sorcery, Summoning and 

Witchci-aft. (Other branches to come in 

futu re supplements: Druidic Arts, 

Neo:omancy; and more.) 

• Enables you to learn Nlag:ical Travel. 

• G ives you the ability to do magical 
research and work ·1,vith items that are for 

Masters of Magic only, such as spells, 

incantations, -1nagical books, artifacts, etc. 

• The following Actions and Modifiers are 

not included as parts o f Mastery of 

Magic, Sorcery, Summoning and 

,Nitchcraft unless specified, but may 

be bought at a d iscount of - J to the 

Cost Level: M.agica I Healing, Telepathy, 

Energy Absorption/Re flection, Hex

Spheres, Transform Self, Transform Self 

by Touch, Transform Others. 

RESTRICTIONS 
The following 4 restrictions are very 

important to the p ractice of Magic in this 

game. Some or all of the1n app ly to 

everything you do with 1v1astery of Magic, 

Sorcery, Summoning and vVitchcraft. 

1. For Duration of effects, excep t '"'here 

specified, add stones a ccording to the 

Dtu·ation row on th~ D &R O'\art. These 

stones don' t count towards effect. 

2. For range or area of effects, except 

,,vhere specified, add ston es according to 

the Range or Area row on the D&R 
Chart. These stones d o not count 

towards effect. 

3 . No effect of Mastery of Magic may use 

n'\ore than 6 s to nes, including Bonuses 

or Modifiers, unless oth envlse specified. 

4 . You must spend 1 Panel in p reparation 

for any effect. 

OPTIONS 
• (+ 1 to Cost Level, each) 

• Accumulate Energy l\(lodifier: You can 

rege11etate extra stones into your Energy 

Reserve, up to your tvfastery of Magic 

Action Number. (Not limited by 

Restriction #1.) 

• Increase Action Nun,ber Modifier: For 

every how· of prep aration, you get 1 free 

stone to use in a n y lvlagical Action, up to 

2x Action Number. (Not limited by 
Restriction #l.) 



COMMENTS 
No matter what the magical effect 

described, a red stone of magical effort has 

just the sa·me impact as any o ther red 

stone. Just like any other Action, the 

p layer describes what they're doing, and 

t he GM describes how it works out. For 

instance, let's say a Master of Magic was 

about to be attacked by a group and 

\,vanted to stop them. He could simply 

spend 3 stones in Manipulation of Magic 
to turn the ground w,der them into a huge 

hole into which they would fall. 

According to the Area row on the D&R 
Chart, 3 stones would make a 25 ft. 

d_iameter hole appear. (We don't know 

where the dirt that was in t he hol.e went, 

and "'' e don't care.) 
Rules for Action Box: 

• (Insert Intelligence Bonus, if bought) 
Manipulation of Magic 

• Magic Barrier 
• Magic Blast 
• Energy attack, Range 4 
• Split stones for multiple targets 
• (Insert Options) 

Rules for Modifier Area : 
• Magical Defense = + Action Number 

EXAMPLE 
Baron '!Vlardo has n Mastery of Magic Action 

Number of 3 as we/ I as an Intelligence of 6 (fte 

bought the Bo1111s), for a total of 9 stones of 
effeci. After breaking f-11to a museum to steal ,m 

ancient mystical book, lie is chased btJ tfte 

museum guards into a corridor with a giant, 

locked bronze door. f-Ie uses his M.astenJ of 

Magic to first build a wall of fire berc.Veen 

himself and the guards. He spends 6 stones for 

a f1uge wall tlzat seems to be made up of 

w,·ithin.g, fiery snakes and will spend one 

stone/Panel to keep it burning. (They would 

bun1 anyone who came through a! 6 stones of 

fire damage per Panel)_ The next Pan.el, still 

using his Mastery of Magic, he prepares to cast 

a 5-stone blast of mystic energy al the bronze 

door, bursting it open. (Looking at the 
Hardness row on D&R, doors are 3, walls are 

4, brass is 5. Morda wants to be sure it opens 
so he uses 5 stones.) 

SORCERY 
Cost Level = Action Number + 2 Levels 

DESCRIPTION 
Sorcery is the most versatile branch of 

Magic. As a Sorcerer, you can pretty much 

do anything you can i.magi.ne. The effects 

are as va.ri.ed as making -everyone around 

you we.ighfless or opening up the side of a 

mountain so you can walk through it. 

You can make the table come to life and 
dance arom,d the room, or you can turn 

the wheels of a fleeing car into blocks of 

concrete. But regardless of what you 

dream up, in the end, you're still spending 

red stones, and they work just like any 

other red s tones. Sorcerers often use spells 

and items, especially b ooks of magical lore 

and incan tations such as i:he Books o f the 

Vishanti or the Eye of Agamotto. l'o learn 

Sorcery, you must have Mastery of !Magic, 

and your Sorcery Acti.on Number can 

never be more than twice yo1.u Mastery of 

t,.-1agic Action Number. You may want to 

buy an Intelligence Bonus at the normal 

cost of +5 to Cost Levels. 

H er:e ro-e a few specific effects i n cluded 
in S orcery: 

• Location. Find direction or exact 

location of specific objects. 

• Sleep. Stones vs. Intelligence. May not 

be used in Combat. Duration: 5 

minutes/stone of " damage" (stones 

over lntelligence of target). 

• Stun. Stones vs. Durability. Nfay be used 

i n Combat. Du.ration: 1 Panel/stone of 

"damage" (any e..-xtra stones over the 

Durability of th.e target). 

RESTRICTIONS 
J . For Duration of effects, except where 

specified, add stones according to the 
Duration row on the D&R O,art. These 
i,tonc:. don't count to,..va.rds stones of 

damage of the effect. 

2. For range or area of effects, except 

where specified, a d d stones a ccording to 

the Range or Area row on the D&R 

Chart. "These stones do not count 

towards effect. 

COMMENTS 
Sorcery involves a lot of cooperation 

benveen the player and the Gtvl. Since, like 

Doctor Strange, you will be playing with 

the very fabric of the world, much of what 

you do has no concrete definition. Be 

creative, be resourceful and be aware that 

sometimes the Gtvl may have to say, 

"Sorry, you just can't do that," for the sake 

of game balance and continuity. 
Rules for Action Box: 

• (Insert Intelligence Bonus, if bought) 
• Variable range effects and attacks 
• Split stones for multiple targets 
• Sleep: Stones vs. Intelligence. 

5 minutes/stone damage 
• Stun: Stones vs. Durability. 

l Panel/stone damage 

EXAMPLE 

Doctor Strange has a Sorcery Action Numt~~ 

of 8, and an Intelligence of 6 (he bought 1/r 

Intelligence Bonus), for a total of 14 stones~ 

effect. He needs to get ln; tfze two 6-armed giart. 
guards of an ancient temple, and decides to pu: 

them to sleep. He Summons forth his mysn, 
energies and tells the GM he is putting 6 sto11!'l 

into his Sorcery Action, 3 stones per guard. D« 

GM compares this effect to their Intellige11a 

(they're bigger, but not smarter than human,~ 

their Intelligence is human normal o/2) and Ii! 

rules that the guards fall asleep. 

SUMMONING 
Cost Level = Action Number + 2 Levels 

DESCRIPTION 
Summoning is the Action of bringing intc 
this plane of existence Demons and extrc

dimensional beings- Invoking is a major 
part of Summoning, but rather than 

bringing the being into this plane, you jmt 

brh, g its power. You will probably use! 

Invoking far more than Summoning. 

Once Summoned, a being must be 

controlled or it ,,..rill escap e, ei ther bacb 

where i t came from or to run loose or. 
Earth. Once a being has escaped , onl} 

Binding can bring it back under contra' 

While you control a Demon o r o ther being 

you can command its Actions. lt can fighl 
for you, or ans,ver your q1.,estions, Cl' 

transport you w other places, '\vorlds and 

planes of existence. The Demon generate 

its own stones of energy, which it can USl' 

on your behalf. Each Demon has diliereni 

Actions, so not every Demon is right for 

every purpose. \l\lhile it is possible to 

cornpel o bedience, there is often more to 

be gained by tact and diplomacy. You an: 

Summoning beings of independen: 

intelligence and will, so don't b e surprisec 

if what you called to ignores or attack:

you. You must have Mastery of Magic, aJ\d 

your Summoning Action Number CJr 

never be more than twice your Mastery II' 

Magic Action Number. You m ay want b: 

buy an lntelligence Bonus at tl'le nonna. 

cost of +5 levels to cost. 

RESTRICTIONS 
l.For Duration of effects, except whei>; 

specified, add stones according to th: 

Duration row on the D&R Chart. The:.: 

s tones don' t count tovvards effect. 

2. For range or area of effects, except ., 

specified, add stones according to th, 

Range Ol' Area row on the D&R Chart 

These s tones don't count to-wards effea. 



How to Summon 
To Summon a being, you must put as 

many red s tones into your S1.uumoning 

Action Box as the Durability of the 

Demon. Since Durability determjnes how 

many red s tones of energy a Demon can 

use, in essence what you're doing is 

decicling how much energy you'll want 

your Demon to be able to use in whatever 

task you will be giving it. 

Unles.s you are Summoning a specific 

Demon whose name you know, when you 

Summon a Demon or being, you are really 

creating i t to your specifications. 

Summoners are advised to generate a 

shopping list of known Dem.ons as part of 

your f.qufpn1ent List; on ce you know a 

Demon by name, you don't need to specify 

and pay for the extras, just Durability. 

\lames are power. If you know the name of 

a Demon or being, magical research will 

almost always (except in rare cases) yield 

how mud ,. it costs to Summon it, as well as 

its Control Factor and Binding Factor. 

You can also split stones an d Summon 

more than one being at a time. So you can 

put 3 stones into Summoning a 3 

Durability Demon, or 3 stones into 

Summoning three J Durability D emons. 

So far in the process, while you know 

the Durabili ty of the Demon you are 

Summoning, you may not know what 

other Abibties or Actions it h as. (You may 

wanl an lee Dt:utull a.ml yuu may get a 

Flame Demon. And vvhen it con1es to 

Demons, Gru:nesMasters can get as weird 

and annoying as they want.) Next you 

may add 1 stone for each other Ability, 

Action or Modifier you wish to specify for 

the Demon you Summon. You may even 

specify the Ability, Action or Modifier 

Number, again by adding a stone for each 

number you sp ecify. 

For example, if you wanted to 

Summon a Flame Demon v\l:ith a 4 

Durability (4 stones) that can shoot Flame 

Blasts-at your enemies (1 stone), can fly (J 

; lone), and can protect you in a Force Field 

of flame (1 stone), you would have to 

spend 7 stones to Summon it. If you 

wanted t o designate that the Force Field 

had an Action Num ber of9 (1 more stone), 

that would cost 8 stones total. Now, if you 

happened to know the Demon was named 

Toro-Nak, then. you could Sum.mon it for 

only 4 stones (i ts Durability). 

How 
Mai.ntai..n 

to 
Control 

Once you've Summoned the being, you 

need to maintain your control over it or it 

may escape. To do this, you must spend as 

many stones (or other values) as specified 

by the being's Control ·Factor. The ·ways of 

Demons and otherworldly beings are 

myster ious and o ften make little sense. 

The Control Factor may be as simple as 1 
red stone p er Panel (or n1ore, or less), as 

costly as 1 of your white s tones of health 

fOJ· a stated period, or it may be as unusu al 

as sacrificing a dov e once pei· how 01 

singing a song backwards while stan ding 

on your head . It may expect heavy 

payment or obeisance in return for 
extraordinary service. The Control Factor 

is made up b y the GM or provided with an 

existing Demon. 
Dem.01,s ,,vi:l.l attempt to depart when 

they see fit or if you gjve them an 

oppoi:turuty. They may be ven geful, so 

beware! Some beings are willing to be 

reasonab le, will respond to favo·rable 

treatment and v\7.ill fight for you, but very 

How to Bi.nd 
Binding is the act of gaining contro.l over a 

Demon o r beiJ1g that is uncontrolled, 

whether because it broke free oc was never 

controlled in the first place. To bind a 

being, you m ust spend red s tones to 

overcom e the Binding Fa<tor. Be aware 

that Binding F'actors can be very high. 

Magical research will usually tell you how 
ntuc.:h i t will cost to bind a Demon. 

How to Invoke 
Invoking is -when you ask a being to do 

something for you w ithout actually 

h aving to Sum.mon and conb:ol that being. 

The being you invoke may ignore you, or 
it may take some tim.e for that being to 

notice you and respond. Sometimes, it v.riU 

respond just to tell you no. However, if it 

says yes, then you can use its power to 

accomplish what you wish. For all intents 

and p urposes, invoking is the same as 

Summoning and except the 



Demon or being doesn't show up, just its 

power. You m.ust spend 1 stone of your 

energy for every 2 stones of invoke d 

power. For each Panel you \.Vant your 

invocation to last, you must spend one red 

stone. You may p re-pay your red stones 

for duration. So, for example, if you 

wanted to invoke 10 s tones of a god's 

powers, you would have to spend 5 stones 

in your Action Box to do .it. Then, for every 

Panel you want the invocation to last, you 

would need to spend 1 more stone. If you 

wanted the invocation to last for 4 Panels, 

you could put 4 more stones into your 
Action Box, and then it would last for 5 

Panels before you would have to spend 

more stones. Remove one stone of 

Dutatio11 from th.e A c tion Box each turn 

untiJ they are a ll gone. Keep the stones 

you have invoked sep arate from the 

s tones you put in for Duration. Invoked 

s tones come fro1n the General Pool. If the 

s tones have been invoked for a .specific 

purpose, they may only be used for that 

Magical Travel, like other magical Actions, can take many more forms 
than we' ve l isted in th is guide. Be creative. 

purpose. But if you didn't specify what 

you ,.vere invoking the stones for, you mar 

then put them into your E.riergy Reserve. 

COMMENTS 
Summoning is a favorite "second ary·· 

Action for many Masters, and an exclusiYe 

field in and of itself. invoking is the most 

commonly used aspect of this branch of 

Magic. It's safer than Summoning, and irs 

an easy way to increase your avajJable 

energy .. .if you are on good terms \Vith 

powerful beings. This is very much plol

driven. If the Gtvl entertains the notion 

of alt ernate dimensions filled with 

interesting Demons, this Act-Lon can be a 

good and interest ing choice. If not, then ii 

might be better to invest elsewhere. The 

GM makes up the Demons, and can 

choose-to li mit their availability. (See NPC 

list for a few sample Dem ons. Future 

s upplements, like the X -l'v:len suppleme1tt, 

will include more Demons.) Also a word 

of advice: Dem.ons ai·e dangerous. lvfake 

sure you have what i t takes to contrnl a 

Demon befor e you Sununon it, or you 

could find yourself serving the Demon 

instead of the other way around. 

Rules for Action Box: 
• (Insert Intelligence Bonus, if bought) 
• Call and control Demons and direct 

their energy 
• Summoning: stones vs. Durability, +1 

stone/specification 
• Maintaining Contrc;al: stones (or other) 

vs. Control Factor 
• Binding: stones vs. Binding Factor 
• Invol<ing: 2 for 1 stones; 

Duration I red/Panel 

EXAMPLE 
Doctor Strange needs to invoke a pawerfu1 

being to help bind a Demon so Strange Cllli 

move 011 to fight the evil villain whr 

Summoned the Demon in the first place. H e hD~ 

a Summoning Action Number of 7 and ail 

Intelligence of 6 for a total of 13 stones in effect. 

He puts 7 stones into this Action, wliirh 

invokes the power of the being, producing a 
14--stone effect that causes mystical bands cf 
glo·wing energy to appear abo11t the Demon, 

enough to match the Demon's Binding Factqr 

of 13 stones, w ith a stone to spare. He also puts 
9 stones in advance into Duration, meaning 

that the invoked po,ver will hold the Demon f(lf 
6 more Panels before Doctor Strange nmsl 

worry about putting in any more stone,; t., 
maintain the invoking (and therefore t/11 

binding). Now Strange is free to go fight t/i,• 

Evi1 One and save the w orld. 



WITCHCRAFT 
Cost Level = Action Number + 2 Levels 

DESCRIPTION 
Witchcraft is a branch of l'vlagic based on 

nature and life energy. It is often folk

magic or ri tual or religious Magic, utilizing 

potions, chan:ns, blessings ru:1d curses. 

tleavy on affecting people indirectly. Use 

asa catch-all template when designing any 

similar form of Magic, including Voodoo, 

\lative American Magic, Shamanism, 

Dnudic Arts and ancient religious .tvlagic 
(Egyptian, Sumerian, etc.). You must have 

potions. She has a vVitchcraft Action Number 
of 6 and Intelligence of 5 (she bought the 
option), for a maximum effort of 11 stones. 

Quite upset that her beauty sleep has been so 
rudely interrupted, she puts 11 stones into her 
Witchcraft Action to change them a7l into 
mice, dividing her stones into 4, 4 and 3 

respectively. 111e GM checks their Resistance 
to this effect (which in this case are normal 
human: 2 stones Intelligence and 1 stone 
Durability for a total of 3 stones each). Site 

succeeds in turning two of t/1e three into mice 
for 5 minutes e,ich. The third tun1s tail and 
run.s, leaving his companions behind. The 
Black Witch then calls out to her familia·r, a 

Mastery o f Magic, and your VVitchcra.ft large black cat named Alexander, whose 

Action Number can never be 1nore than favorite meal is .. . mice. 
twice your Mastet·y of Magic Action 

Number. You may want an h tteUigence 

Bonus a t normal cost of +5 to Cost Level.. 

Witchcraft i.ncludes 
(but i.s not 
li.mi.ted to] 

• Cu.Tse. Like the A c tion Bad Luck (except 

you can also use Luck). 

• luck. Like the Action Good Luck 

(except you can also use Curse). 

• Hex Spheres. 
• Turn others i.J.1.to beasts. Stones vs. 

Durability and Intelligence; Duration = 
5 minutes/stone of damage. 

• Fear. S tones vs. Intelligence; subtract 

damage from red stones currently 

engaged in an Action. 

• Herbalist. 2x Natural Healing rate. 

• Poisons. Stones of damage/Panel until 

antidote or result (kill, paralyze, etc.). 

• Potions. Love, sleep, control and more. 

Stones vs. appropriate Ability. 

• Zombies. 

• Familiars, fetishes, etc. 

RESTRICTIONS 
1. For Duration of effects, except w•here 

specified, add stones according to the 

Duration row on the D&R Chart. These 

stones don' t count towards effect. 

2. For range or area of effects, except 

where specified, add stones according to 

the Range or Area row on the D&R 

Chart. These stones do no t count 

towards effect. 
Rules for Action Box: 

• (Insert Intelligence Bonus, if bought) 
• Variable range effects and attacks 

EXAMPLE 
Emify "Angel" Smith, a.k .a. the Black Witch, 
,mkes rrp one n.ight to fi11d three burglars 
bm1ki11g into her in11e1· sanctum to steal her 

MAGICAL TRAVEL 
Cost :::: Action Numbe.r + 2 Levels 

DESCRIPTION 
Magical travel always requires at least 1 

PaneJ to prepare. lt can only be learned if 

you know Mastery of Magic. ff you don't 

have the specific Specialty, you can still 

engage iri that foon of travel, but you will 

b e subject to a 2- stonc Situational 

l\,fodifier. You may bring guests who are 

touching you for 1 stone/person, except in 

Teleportat ion, where guests are free. 

Specialties include 
(feel free to make up your own}: 

Teleportation • Flying • Astral Travel 
Dimension Walking • Phase Shift 

COMMENTS 
All these Special ties can be taken as 

separate Actions. But Masters of Magic 

can put it all under one hat , and it 

generally pays to do so. Beware of Magical 
Travel without the appropxiate Specia.lty. 

"Vh.ile you can do it, it becomes quite 

dangerous. \Vithout the Specialty it is easy 

to get lost on the Astral P lru.1.es, and if you 

don't f ind your way back to your body i t 

will eventually d ie. Using this Action 

without a Specialty incurs a 2-stone 

Situational Modifier. You must also spend 

s tones to move about the Astral Plane (one 

s tone for "nonnal" speed), and if you run 

out of t:ed stones you fall into a coma and 

die if you're not brought back somehow. 

Without the Specialty, t rying to 

Dimension Walk is usually a one-way 

ticket to nowhere. You have no way of 

knowing where you are, o r where you're 

going. If you o n ly "go" one dimension, the 

GM should allow you to return, but if you 

go further than that, you had bet ter find 

some way to navigate or you 're lost. 

Rules for Action Box: 
• Magically powered movement 
• Requires 1 Panel preparation 
• Add l stooe/person carried 

(except Teleportation) 
• If not moving, 1 stone/Panel to 

maintain state 
• (Insert Specialties) 

EXAMPLE 
Baron Morda has a 1\t1agical Travel Action of 5 

and an Intelligence of 6 (he bought the Bonus), 
so lte can spend 11 stones in one Panel with 
this Act ion.. He wan.ts to travel to the 
Night111are Dimension to recruit a force of 

nightmare bein<:>>s for an attack on Doctor 

Strange. The GM decides that this has a 
DifficulhJ of 2 (The Earth plane is the "prime 
plane.") Deciding that for his world the 
Nightmare Dimension is connected to our 
dimension, the Glvlfigures it is a distance of 2 

stones away. If, for some reason, Mordo 
wanted to enter the Nightm.are Dimension at 
an exact point, the GM might charge him 
another stone for the passage. The Baron 
spends one Panel to prepare, then opens a 
portal to the Nightmare Dimension and steps 
though. He is now in the Nightrruzre 

Dimension and can stmJ l·1ere as long as he 
likes. It would take him 3 stones to return to 
Earth when he is ready (2 for the distance 
between Nightmare and Earth, and 1 to 
re-enter the prime plane). 

EXAMPLES OF 
MODIFIERS 

Modifiers allow you to add free stones 

( from the General Pool, not your Energy 

Reserve) to some aspect of play, including 

Action Boxes o r directly to your Defense 

Area. Modifiers don't need stones in play 

to b e active; they are ''always on." 

lmportant note: ·Modifiers can't be 

improved by assigning Lines. For the most 

part, Modifiers don't change! over time 

o ther than by something major 

happening. Characters can lose thei r 

Modifiers in the course of play due to an 
accident or the Actions of anothet: 

character. Experimentation can impact on 
]Vfodifiers, for better or for worse. (See 

Changing Your Abili ties, Super Powers 

and Modifiers section on P. 72.) 

Note: V\l'hen Modifier Box Rule says 

"+x" i.t m eans " + Modifier #'s worth of." 

r 



NTIUM SKELETON 
Cost = 3 white stones 

DESCRIPTION 
Wolverine jsn't the only characteT with an 

A d amantium. Skeleton. An aggressive 

Weapon X pwgram and o ther powers that 

be have given other charncters (and 

villains) this Modifier. Prevents broken 

bon es, crushed skulls, etc. If a cquired 

during p lay, increase character's 

Durability by 1 (you have to pay for the 

extra Durability by ta.king on additional 

Challenges, see P. 70). If Adamantium is 

.removed, you lose a s tone of Dw:ability. 

COMMENTS 
Not a bad investment if you' re going to be 

in the thick of things. At least you won't 

h av e to worry about busting your ankle. 

Rule for M odifier Box: 
• Adamantium Skeleton 

ANIMAL SENSES 
Cost Level = Modifier Number 

DESCRIPTION 
Costs no stones to use, is active at all times, 

at level of Modifier N umber. 0 1.oose your 

Animal. This gives you the h eightened 

senses of that animal in_ the wild, such as 

keen scent, hearing, night vision, etc. The 

GNl should normally inform the character 

what he can sense without being asked by 

the player. v\Then re levant, in order to sense 

things, compare the Modifier number 

against Resistance to detection. You may 

(or may not) w ish to learn separate Acti_ons 

associated with this pm.,,.er:, such as 

Hunting or even a variant of Force Blast 

that lets you emit various unpleasant 

secretions, quills, etc., but you have to pay 

for that separate ly. You may also buy 

Reflexive Dodge at - 1 to Cost Level. 

COMMENTS 
Often more thart the sum of its parts. 

Identifying with an animaJ can benefit 

roleplaying and p rovides plot hooks. 

Rule for M odifier Box: 

• Animal Senses, Modifier # 

vs. Resistance to det ect ion 

ARMOR PENETRATION 
Cost Level = + 3 Cost Levels 

to Close Combat 

DESCRIPTION 
The Marvel U niverse is filled with things 
that can cut through metal (and o ther 

characters) like butter: Adamantium, 

Vibranium, mystical blades, alien alloys 

and more. For characters, this lvlod.ifier 

represents the power to pierce, cut through, 
dissolve or otherwise ignore Toughness or 

Defensive Armor such as Kevlar. The exact 

method used should be described carefull:5~ 

as it can make a big difference in p lay. 

Sometimes the description you choose can 

open up opportunities (or the opposite). 

Armor Penetration is treated as a Modifier 

for Close Combat . (Some specialized 

Ranged Weapons have this capability.) 

A lso, there are limjtafions: Wolverine's 

claws are only one foot long, so it would 

take him a little while to dig his v.ray into 

the sid e of a battleship. 

Note: Although the d escription may 

say "Ignore enemy armor," ignore this 

description if the arm or is made of the 

same thing as whatever you're using to 

penetrate it. And even with this tvlodifier, 

you still can't penetrate Adamantium. 

COMMENTS 
This is a counterbalance to Defensive 

Armor and Tou ghness- no enemy 

Toughness, no advantage. And it's not 

cheap. But it can be worth i t (and you can 

cut your way out of a burning tank-not a 

bad thing to be able to do). 

Rule for Modifier Box: 

• Armor Penetration, I gnore enemy 
armor/Toughness 

CLAWS 
Cost Level = Modifier Number +4 Levels 

DESCRIPTION 
This is treated as a Modifier for Oose 

Combat. The Modifier stones arc free. 

I£ _you ,vant to appear human, you'll Ii.ave 

to pay extra for retractable claws. 

OPTION 

• + 1 to Cost Level for either retractable or 

extendable. 

COMMENTS 
For those Hand-to-Hand fans dedicated to 

the attack. Adama.ntium claws, for 

example, adds an Armor Penetration 

Modifier to your C lose Combat. 

Rule for Modifier Box: 

• Claws, ( Retractable), ( +X) 

t o Close Combat 

DEFENSE~ ENERGY 
Cost Level = Modifier Number 

DESCRIPTION 
Not a shield. Good vs. all forms of energy 

a ttacks for as many stones as your 
Modjfier Number. 

COMMENTS 
A common power for those w h o come 

fron1. energy-filled env irorunents. 

Rule for Modifier Box: 

• Energy Defense, + X stones to defense 
vs. energy attacks 

DEFENSE~ MAGICAL 
Cost Level = Modifier Number 

DESCRIPTIONS 
Good vs. all forms o f magical attack for as 

many sto nes as the Modjfier Nwnber. 

COMMENTS 
A p layer with Magical Defense (especially 

if purchased v,ith the Advantage that it 

benefits others) can be a lifesaver. 

Rule for Modifier Box: 

• Magical Defense, +X stones 
vs. magical attacks 

DEFENSE~ MENTAL 
Cost Level = M odifier Number 

DESCRIPTION ,. 
,'Vant to stop those pesky telepaths from 

reading your mind ? Good vs. all forms of 

mental attack for as m any stones as. the 

Action Number. This costs no s tones to use 

and is active all the time. Telepaths have 

this power naturally, but non-telepaths 

may pu_rchase it separately. This Defensive 

Modifier is added to your Intelligence for 

defense against Telepathy and any other 

relevant mental spells (hypnotism, etc.). 

COMMENTS 
This is a useful (and relati lYely inexpensive) 

way to cover a s trong man's weak flank. 

Rule for Modifier Box: 

• M ental Defense, +X stones to 

Intelligence vs. mental at tacks 

EXTENDED LIFE/ 
IMMORTALITY 

Cost = 3 white stones 

DESCRIPTION 
TI1.e prob lem ,vith finding the fm.mtain of 

youth is that jt onJy means that you won't 

die of natural causes like old age, sickness, 



~r or disease. It doesn't keep you from 

g shot, poisoned, bludgeoned, etc. 

vou pay for this power, you also get 

"nnine which age you wish to appear, 

rate a t which you wish to age. 

COMMENTS 
, , a fair amoun t, but has advantages 

.>me from a large number of past 

·ctions, hangers-on, and the like . 

,pense adds som e "rarity value." 

Rule for Modifier Box: 
£. ,tended Life (or Immortality), 

-on't die naturally 

1 HEALING FACTOR 
~ level = Durability Number + 2 Levels 

DESCRIPTION 
have the abili ty to heal rapidly and 

er from fatigue with incredible 

. Heal 1 white s tone per hour. 

nerate 3 red s tones per Panel for 

2 white stones of health you have. 

-\ction Number. A lso called Self

r for Powered Armor. 

COMMENTS 
useful for the lone character. 

,vhite stone/hour may not help in 

",at, but it allows Spidey or Goblin 

.re for a brief period and be back 

ion without undue delay. 

Rule for Modifier Box: 
- ealing Factor: Heal l white stone 
,cf hour, Regenerate 3 red stones 
er 2 whites per Panel 

HEALING FACTOR~ 
I ACCELERATED 

st Level = Durability Number + 4 Levels 

DESCRIPTION 
have the ability to heal immediately 

"->cover fatigue with incredible speed. 

1 white stone per 2 Panels. 

"lerate 3 red stones per Panel for 

2 white stones of hea lth you have. 

lodifier Number. This is also called 

Repair, En ha11ced for PoweredAnnor. 

COMMENTS 
v expensive, highly powerful. Ideal 

e c haracter who operates alone and 

tinually in the thick of the fray. 

Rule for Modifier Box: 
- ccelerated Healing Factor: Heal l 

~ite stone per 2 Panels, Regenerate 3 
d stones per 2 whites per Pane l 

IMMOVABILITY 
Cost = 3 white stones 

DESCRIPTION 
This makes you an "immovable object" for 

as long as you're conscious, no matter who 

or what hits you. No Modifier Number. 

COMMENTS 
Not the most potent power Ln the old 

arsenal, but its fixed cost makes it a 

worthwhile investment for characters 

with high Durability. 

Rule for Modifier Box: 
• Immovability: Can't be moved 

until/unless l<nocl<e d out. 

LUCK (PERSONAL] 
Cost level = Modifier # +6 Levels 

DESCRIPTION 
Yes, there are Super Heroes in the Marvel 
Universe whose power is Luck (Black Cat, 

Lo11gshot). This version is the autonwtic, 

uncontrollable kind that affects you or 
your oppouent:,' Actions without costing 

you stones. That's why it's so expensive! 

Use in or out of Combat. Often plot-based. 

You must d1oose between Good and Bad 

Luck; you may not purchase both. 

Choose one 
GOOD LUCK: Add up to your Modifier 

Nwnber in free stones to any Action so 

that you succeed by 1 stone. 

Note: If you'd still be unable to succ~ed 

after adding your extra stones, you do not 

get to add any stones. 

BAD LUCK: Subtract up to your Modifier 

NUJnber in stones from any Action of yow· 

opponent so that he fails by 1 stone. (His 

stones are still spent, however.) !t costs 

you no stones to do thi.s. 

Note: If you're still unable to cause his 

Action to fai l after subtracting your 

maximum stones, you do not get to 

subtract any stones. 

COMMENTS 
Ideal for playe1·s who like to play it close 
to both sides of the lint>. Notice that t11is 

power naturally results in a lot of close 

shaves! The GM should have fun making 

up outrageous reasons why actions just 

barely succeed or fail. 

Rule for Modjfjer Box <choose one): 
• GOOD LUCK: (+X) stones to your 

Action to succeed by l stone. 
• BAD LUCK: (-X) stones from 

opponent's Action so it fails by l stone. 

PRESCIENCE 
Cost = 6 white stones 

DESCRIPTION 
This is superior to mere Animal Sen ses. 

It warns a character of danger unseen 

and unheard shortly before it happens, 

unless specifically masked by more stones 

than the level learned. A convenient tool 

for the GM to Jet a character know if 
trouble is around the corner. The practical 

application of the power is that the player 

may chru1ge her stone allocation after she 

becomes aware of the enemy attack. 

COMMENTS 
If you are a lone character, th.is power is 

extremely valuable. 

Rule for Modifier Box: 
• Prescience, May change stone 

allocation after enemy attack 
stones are revealed 

RADAR SENSES 
Cost Level = Modifier Number + 2 Levels 

DESCRIPTION 
Senses function with s uperhuman 

sharpness. Fingers can fee l t11e faint 

impressions of ink on a printed page, 

a ll owing reading by touch. Perceive 

minute changes in the temperature and 

pressure of the surround ing atmosphere. 

identify indlviduals by smell alone, no 

matter how they might try to camouflage 
their natural odor. Tell whether someone 

is J ying by I istening to changes in the 
heart's rhythm and identify people by 

the specific patterns of their heartbeats. 

Also, the ability to sense the proximity and 

arrangement of objects. Often used to 

modify the Concentration Action. 

COMMENTS 
This is especially useful fo1· a character 

interested in pie.king up small clues. 

Rule for Modifier Box; 
• Radar Senses: Perce ive minute details 

at range of 10' per Modifier #. 

• Modifier vs . Resistance. 

REFLEXIVE DODGE 
Cost Level = Modifier Number + 3 Levels 

DESCRIPTION 
This Modifier gives you the ability to 

dodge blows instinctively. Spider-Man 

gets something simi lar as part of his 

Spider-Sense. Lt costs no stones to use and 

is active aJJ the time. In practical terms, this 



is a Defensive Modifier and works the 

san-1e way that Toughness docs. Does not 

protect universally-for instance, it has no 

effect against Actions like Telepathy or 

against Area Attacks (no plac1..• to dodge!). 

COMMENTS 
The fact that this power effectively gives 

you frt.>c stones in defense C\ ery Panel 

makes it hugely valuable, hence its 

expem,e. ft is abo a fact that no matter how 

well you can dodge, you ma) be helpless 

the first time a telepc1th shows up. 

Rule tor Modifier Box; 
• Reflexive Dodge, ( +X) stones to 

defense. 

SELF-CONTAINED 
LIFE FORM 
Cost = 3 white stones 

DESCRIPTION 
Sometimes this sort of goes without 

saying (like if you're a blob of energy). But 

i.f you are a humanoid being, you can 

purcha!:>e this Abili ty as an "c>-.tra." You 
may abo purch~sc this at I stone per 

single aspect, such as "No need to 

breathe" or "No n1..-ed to eat." 

COMMENTS 

TARGETING 
Cost Level= Modifier Number+ 4 Levels 

DESCRIPTION 
Ad ds Modifier's worth of stones to 

Ranged Combat (allack only, not defense) 

or variable range energy attacks like Force 

Blast. It can never more than double thc, 

norm.:11 Modifier of the weapon you arc 

using. Thb is the power which makes an 

otherwise normal human hero Like 

Bullseye or Hawkeye stand out from the 

rest. With extra attack stones, you can now 

afford lo use one of them purely for effect. 

COMMENTS 
Ta rgeting allows a player to opera te a t a 

TRANSFORM SELF 
Cost Level = See Below 

DESCRIPTION 
This Modifier g ives you the powe, 

transform from onc, form (usua lly h ur 

to another. You pay for both forms 

they were separate heroes, except you 

only ha lf ( round up) for the Les:; cxpen, 

of the two forms. You decide w hid , i!, 

"natural" form. You must buy e\ 

Ability and pay for all Actions you war 

use in each form. You still only ha• 

Action Boxes, and can only assume 

super powers of one form at a lime 

formula also works for Vampires 

Were-creatures. If what you turn into 

distance. It is a purely offensive choice and creature, this allows you a special affi 

is not cheap. A good choice for sniper with that creaturC' and an ability to 

types who intend to hit v,.ithout being hit 

in return. Good buy for a potential 

assassin or mercenary. 

Rule for Modifier Box: 
• Targeting, (+X) stones 

to Ranged Attacl<s 

TOUGHNESS 
Cost Level = Modifier Number+ 3 Levels 

DESCRIPTION 

as that creature; in other words, 

"speak/ think" werewolf, tiger, haw!,.. 

However, if you want their Anima l Se1 
you'll still have to pay for them. 

Transformation takes one pane 

occurs at will, unless you pure 

Disadvantages s uch as "Power 01.1 
Control" as the Hulk did. 

Important: Write your Tran:;fo 
Abilities, Actions and Modifiers ne 

your "norn'lal" ones. 

Why give up on lhe good things in life? This protects you (without spending 

Eating ... breathing ... drinking a refreshing stones) against am physic.ii damage 

glass of cold water on a hot !:>l1mmer's day. 

Ali well, to each his own. 

Rule for Modifier Box: 
• Self-contained Life Form, No need to 

sleep, breathe, eat/drinl< (etc.) 

SONAR SENSE 
Cost Level = Modifier Number 

DESCRIPTION 
Detects sonar reflections (100' per l\ilodificr 

Number). This gives a character a 3-D 

contour picture of the physical elemenb 

in his or her enviromnenl. WiU detect 

invisible physical objects. 

COMMENTS 
Detects size/shape of physic.ii objects (it 

determines if they are in fact phvsical), but 
not if something is alive, etc. 

Rule for Modifier Box: 
• Sonar Senses, perceive outlines/shapes 

at range of 100' per Modifier #. 

Modifier vs. Resistance. 

(including energy beams, etc.). It can 

consist l'>f Armor, Hardened Skin, 

Superhuman Mass, exoskeleton, Magical 

or Technological means, whatC'\ er. This 

"flavor" should be described carefully, as 

it can occasionally m,,ke a big difference in 

play. Docs not protect unh crsally-for 

instance, against Actions like 'Iclcpathy. 

OPTIONS 
• '\Jullifies Armor Penetration (+l to 

Cost Le-.el) 

• Nullifies 2x D.im,1gc from Firearms or 

Projectiles (+1 to cost level) 

COMMENTS 
The fact that this power effectively gives 
you free stones i11 defense every Panel 

makes it hugely , aluable, hence it'> 

expense. It does not protect against mental 
intrusion, however. 

Rule for Mo_difier BIUl~ 
• Toughness (or a colorful description 

like Steel Skin, Superhuman Mass, etc.), 
{ +X) stones to defense. 

To Buy 
1. Build your le:;scr form's Abili tie-. 

Modifiers, paying half rate. Pay l1l 

rate for Actions, however. (You 

buy c-.erv Abilitv. You must pa, 

Actions you want to use in each fu 
2. Build your e nhanced (i.e., 

"expensive") form, paying for 
Abilities, Actions, \rfodifier'>, etc 

normal rate. (You must buy 
Abi lity. You must p.iy for a ll l\ctio, 

want lo use in each form.) 

Examples 
• Colossus transforms from a ,., 

human form to living steel and 
enhanced Abilities, Toughness, l 

Actions are applicable in both L 

and non-huma n form. 

• Bruce Banner can't always c 
whether he turns into the Hulk, ,.,. 

lets the GM make trouble for him1 

• Photon turns into n high-energy 

w ith improved Actions and Abilititc 

Note: The Human Torch and Bea 

not have this power. Torch's abili 

transform into flame comes from 
Mastery of Fire. Beast is what he j._ 

does not transform. 



COMMENTS 
b usually advisable to create a normal 

man form (costing a mere 4 to 6 white 

mes, divided in half) and concentrate all 

, rest into a powerful mutated form like 

llossus or the Hulk. You can also build 

o medium-power forms that provide 

-eat flexibility. Remember to buy 

·reased Durability at the start to provide 

ough energy for your increased Abilities! 

Often the form you choose to 

nsform into wi.ll have self-control 

,ues. 1£ you change into a Werewolf or 

, Hulk, then it's up to you to roleplay 

;it new form. You must become the 

rnpaging beast. You must roleplay it 

en if it messes things up for your tm

nsfonned self. This is not an easy task. 

t the a lternative is to give up control of 

ur now "out-of-control" self to the 

mesMaster, and what fun is that? 

Rule for Modifier Box; 
Transform Self, write altered Abilities, 
Mod ifiers, Actions next to normal ones. 

EXAMPLE 
·11 Piotr Rasputi/1 wa11ts to transfor111 i11to 
-ssus, he fells the GM he's changing into 
lfher /om,. His Strength, Durability and 
,:ltness increase. ft costs 110 stoues to 
1sfor111, and he may change back at will. 

TRANSFORM SELF 
BV TOUCH 

Cost = 30 white stones 

DESCRIPTION 
, Modifier a Uows you to assume at w i II 

physical proper ties (height, weight, 

sity, hardness, Toughness, and 

eability) of anything you touch, thus 

iing your Abilities and Defense. This 

ides different materials, forms of 

~y, and mystical abilities (like Thor's 

nmer). Consult the D&R for the correct 

~ ls of Touglu1.ess or other factors based 

'1e material or element you tum into, 

1se com.men sense. For instance, if 

transform into watei; you get all of 

properties of water. If you lose 
,ciousness, then you automaticalJy 

rt to your normal state. 

In altered form 
u cannot al ter your Intelligence. 

u equal the attributes of whatever 

,u tum into. For example, Lf you 

rn into a tree you would be as 

.igh as wood. 

• .1ration at will. 

COMMENTS 
lt's very expensive, but it's adaptable to 

the degree where it can really pay off. 

You'll probably want to carry around a 

selection of objects whose properties 

you'd want to turn into. 

Rule for M odjfier Box; 
• Transform Self by Touch, take on 

physical properties at will by contact. 

EXAMPLE 
Absorbing Man is nm11i11g awtry from the 

police when he's shot by tita11i11m steel-tipped 
bullets. lnstend of being wounded he chooses to 
tmnsfom, into steel. He 110w has n Toughness 
of 6-the hardness of steel-and turns to face 
the amazed cops. He can stay in his 

transformed stale as long as Ile wants or is 

conscious, nnd 111ay Transform bnck at will. 

TRANSFORM OTHERS 
BV TOUCH 

Cost = 15 white stones 

DESCRIPTION 
This Modifier allows you to transform 

your enemy into a material or an object of 

your choice, but you must specify which 

solid material (stone, gold, glass, etc.) or 

object (toad, sword, bird, etc.) when you 

buy your power. Lf transformed into a 

material, the victim is immobilized for o.ne 

hour. If transformed into an object, the 

victim is that object for one hour. 

1ransformation occui-s by touch, so you 

must first overcome your victin1.'s 
defensive stones with Close Combat or 

touch him (including clothing) in some 

other way. His Defensive Modifiers don't 

count, excepr for Reflexive Dodge. 

COMMENTS 
Unsophisticated, but it's a good, basic, 

solid knockout blow at a reasonable 1=>rice. 

Simple, direct and a good combination 
with Oose Combat. 

Rule for Modifier Box, 
• Transform others by touch into (fill in 

material or object) for one hour, must 
overcome defense first. 

EXAMPLE 
Grey Gargoyle walks up to an unsuspecting 
bank guard mid touches hi111, transforming 
him into a granite-like stone substance for an 
hour. He then proceeds to herd all the 
custo111ers into the vault a11d rob the bank. 
(if the guard had seen /tim coming, Gargoyle 
would ltave l1ad to first get through tlw guard's 
defense 11si11g an Action like Close Combat.) 

VISIONI ENHANCED 
Cost Level = 1 red stone/option 

x Modifier Number 

DESCRIPTION 
This consists of severa I options which can 

be purchased in any combination you 

desire. (This can be modified for other 

senses.) If you pie.I< 5 options, and want a 

Modifier Number of 4, it would cost you 

20 red stones (i.e., 6 white and 2 red). 

A minimum Modifier of 1 means that 

you can only see into the spectra you 

purchase. Numbers above 1 are necessary 

to overcome stones applied for 

concealment sud1 as Invisibili ty, Tech, 

Magic, or Situational Modifiers like rain. 

OPTIONS 
• See in Darkness. 

• Infrared (see body heat/heat in general). 

Can see heroes using Invisibility if your 

ModLfier can overcome it. 

• Phased objects (objects slightly out of 

phase, either spatially or temporally). 

• UV (Ultraviolet energies, the other end 

of the spectrum from Infrared). 

• Microwave Energy (many modern 
communication and control systems use 

this). 

• Microscopic, very small (small as ceU 

size, lOOx per level). 

• Telescopic, Range to Modifier Number 

(perfect detail within line of sigh t). 

• X-Ray Vision (resisted by intervening 
material (i.e., lead); Range: 2). 

• See into other dimensions (including 
supernatural, ghosts, Demons). 

• See Auras and magical forces (non-tech 

characters only). 

• See energy patterns and forces (For 

Powered A.r.mor, Robots or Cybernetics, 
only). Can !<<?e invi!"ible if yo<.u: Modifier 

can overcome it). 

COMMENTS 
A cheap, effective way to overcome the 

natural limitations of the organic eye. 

You never know when seeing what would 

normally be hidden will save your life or 
just come in handy. (For example, 

Microscopic vision can be very useful 

when combined with a knowledge skill if 

you're looking for clues!) 



CHANGING YOUR 
ABILITIES, SUPER POWERS 

AND MODIFIERS 

At some point during play, you may find it necessary or 
desirable (or unavoidable) that one of your Abilities, super 

powers or Modifiers will change. You'U get zapped by gamma 

rays. Or you may decide that you want to be stronger and 

perform a series of experiments on yourself. Or an evil Super 
Villain like Magneto wiU rip out your Adamantium Skeleton. 

When that happens, you and the GarnesMaster will decide 
how much things increase or decrease. 

Here's how it works. For every stone of increase, you must 

pay for the new level as if you were buying it originally, minus 

the cost of the current level you have. You start the process with 

no white stones to buy the increased level. You must pay for 

your purchase by getting white stones from the original list of 
Challenges or by adding 01allenges from the list below. 

You may d1oose to get stones from the same Challenge (up to 
the printed limits) or in a combination of Challenges. You may 

also add in any white stones you saved when you first created 
your character. 

What happens if your Abilities, super powers or Modifiers 
decrease during play? Do you get any s tones back? 

Unfortunately, if that happens, you're plain 01:!,-0f luck. Sorry. 
Note: This process doesn't apply to acquiring new Actions 

which you could learn normally, such as Close Combat 
o.r Thieving. 

Note: The 0"1allenges below are not available at start. 

Description 
You owe someone(s) a favor(sl 

Someone is out for revenge againsl you 

Someone becomes envious of you 

New powers sabotage old relationships 

Give up a sample of DNA, blood, etc. 

Reduce one Ability and add il to another 

Cursed! (Your power, life, loved 
ones, teammates, companions, etc.) 

Branded an outlaw 
(criminal, murderer, etc.) 

Your family rejects you (if it didn't already) 

You lose your job 

You are considered a traitor/disgrace 

Joined the enemy/sold out 
with various hideous consequences 

You are now possessed by a Demon/ 
unstable force, wi I lful entity, etc. 

The GM puts you on a dark path of his 
choosing; you find out the hard way 

You have supernatural restrictions <like a 
vampire needs a coffin, must avoid sunlight> 

Extra stones 
1-5 stones 

1-5 stones 

1-2 stones 

1- 2 stones 

1-3 stones 

Original cost 

1-5 stones 

1-3 stones 

1- 3 stones 

1 stone 

2- 3 stones 

1-2 stones 

1- 5 stones 

1- 5 stones 

1- 5 stones 

Background and Origin 

When. you're creating a Super Hero, you also have to create 
your background and your origin. I.n addition to the cause of 

your super power, we're talking about two main subjects: 
Wealth Rating Modifier and Team Affiliation. 

Wealth Rating Modifier 

For every level of Wealth Rating Modifier you want your 
character to have, you must pay the appropriate number of 

stones listed below. Spending zero n"!eans you have bought .. 
Wealth Rating Modifier of zero. (There is a reason so man 
Super Heroes are broke.) 

Wealth can take a character far, if that's youi- s tyle. Ki:ngpir 
is one such example. So is Norman Osborn. Heroes like Reed 

Richards also opt for wealth. You can get a lot of plot advantagt. 

out of your wealth. Your Wealth Rating Modifier may go up 

and down, depending on what else .is going on in the world. 
Also, see the Equipmen t and Vehicles lists for what thing!, 

cost. Some groups have wealthy benefactors funding theu 

efforts, sucl1 as the X-Men (Professor X) and the Avenger. 
(Tony Stark), and they get whatever they need from the team 

(see below). Other Super Heroes use their wealth to fund their 

own careers, such as Moon Knight. Still others inherited 

their wealth and status and their responsibility as a 

Super Hero, such as Black Panther. 

The following list shows Wealth Rating Modifiers costs: 

Wealth Per Month/ Cost 
Rating Description/ Per Issue in stones 
Modifier Net Worth Income to get it 

-1 Dead Broke ($0) $0 2 white refund 
0 Broke ($5,000) $500 No cost 
1 Okay ($25,000) $2,000 1 red 
2 Well-Off ($100,000) $7, 500 2 red 
3 Wealthy ($250,000) $10,000 1 white 
4 Mi l lionaire $20,000 2 white 
5 $10 Million $100,000 3 white 
6 $100 Million $1 million 4 white 
7 Bi llionaire $10 million 6 white 
8 $10 Billion $100 million 9 white 

9 $100 Billion $1 Billion 12 white 
10 Trillionaire $10 Billion 15 white 

At any point, you may reduce yow· Wealth Rating Modifier by 
1 Level, and receive the difference between the Levels in cash. 

Team Affiliation 

Team Affiliation is very important if you want access to the 
benefits a team can provide: h·aining, ed ucation, housing, 
transportation and even income. Plus, Super He1·0 teams 
usually have very cool toys and costwnes. 

Any team affiliation is free, but you must live up to your 
obligations and adhere to the team's moral code (or lack 
thereof!). The Wealth Rating Modifiers for various teams are 

listed below. For most villainous teams other than A.I.M., the 
acquisition of wealth is an ongoing issue. 

TEAM 

X-Men 
Avengers 

Defenders 

S.H.I.E.L.D. 

A.I.M. 
N.Y.P.D. 

F.B.I. 

C.l.A. 

Homeland Security 

Wealth Rating Modifier 

2 
3 

0 

3 
2 
1 
2 
2 

2 



Origin: How You Got Your Super Power 
-Jow did you get yow· abilities? Believe it or not, all of the 

housands of characters that have appeared in the Marvel 

u niverse since August 1961 have gotten their powers from one 

Jf the following causes: 

1 
2 
3 
4 

5 
6 
7 
8 
9 
J.0 
11 
12 
13 
14 
15 

Mutant 
Human-Serum or Drug taken once 
Human-Serum or Drug taken each time 
Human-Training 
Fundamental Force of Nature 
Gamma/Nuclear Radiation 
Cosmic Radiation 
Armor or Cyborg 
Asgard i an/Sp i ri t/G od/Dem igod 
Enchantment/Magic/Sorcery 
Alien 
Human or Mutant with Technological Enhancement 
Human or Mutant with Magic/Mystic Enhancement 
M utagenic Accident 
Possessed by/Interfered with by Ancient/Demonic forces 

As you can see, some of these categories are big enough 

to ddve a truck through. Mutagenic accident is any non

repeatable occurrence that caused a mutation, from chentical 

spills to electrocution to bites from radioactive spiders. And 

Mutant, well, that covers anyone born as Homo S11pe1·ior, which 

means you can have bolts of energy that shoot out from your 

eyes or cont.rel the weather o r anything in between. 

In other words, the real art to an origin story is in the 

telling. And that's where you come in. This is your chance to be 

like wi·iters and artists who create Marvel's characters. Nothing 

is too crazy. After all, we're talking comic books here. "Bitten 

by a radioactive spider, Peter Parker ... " 

Other Aspects of Your Character 

There are p lenty of other aspects you may want to create for 
vour character. Do you have friends? Lovers? Pets? Are your 

parents alive? Do you know yolll· backgrolU1.d? What do you do 

for a living? Where do you live? Usually, you and/or the 
G amesMaster should create this background as you both see fit, 

as long as it works within the overall nature of the Campaign. 

These elements could be important in play, depenclli1.g upon the 

,.tyJe of the game and the desires of those involved. 

You should write down a 

character on the Character 

your Character Action Display. 

brief description of your 

Profile Record side of 

Keeping Track of Supplies 
(or not) 

n other games, it is very important to know exactly how much 

ammunition a character carries; how many arrows you have; 

now much web-.fluid Spider-Man carries with him. Depending 

.. pon the style of game you play, you may or may not get too 

,pecific about equipment. 

The real question is, how important is it to you? We've 

~ esigned Marvel to be simple and fun. So we've left that 

.1ecision up to you. What kind of game do you, as players and 

'"'amesMaste1; want to play? 
For instance, you can play that Spider-Man never runs out 

t web fluid for his Web Shooters, or you can play that each 

anister provides an exact number of uses or amount of web 

scharged. (We provide this information in Spidey's profile, 

but using it is up to yoll.) Ts it worth keeping track of 

how much fluid he uses just to have him n1n out on occasion? 

That's up to you. If you do, you'll spend a lot of time 

bookkeeping. If that's what you want, then the player and the 

GM should agree upon some numbers that work for the 

c haracter and write them on the equipment list next to the item. 

Check them off as used. But we suggest that less detail is more 

fun in cases like this. How much fun is it to have Spider-Man 

web-slinging arOLmd town, only to come up short in the 

middle of an Adventure because the player forgot to bring 

enough fluid? Su re it's real, but bow often does it happen in the 

comics? A general list allows p layers to show they have the 

item, without having to get into quantities. 

However, if the story warrants it, the GamesMaster 

shouldn't be afraid to warn the player, "Spider-Man, you've 

used an awful lot of fluid so far webbing up the entire Giants 

footbalJ team. r think you may want to think about going home 

for a refi ll." Or, "The endless waves of zombie mobsters just 

keep coming, Punisher. You're starting to run low on ammo. 

You may want to think about getting ou t of there." Just be fair 

when sprinkling in the realism and it can add a little spice to 

your play sessions. 

Note: The above does not apply to Powered Armor. See the 
Powered Armor rules for am.munition restrictions. 

Equipment 
Think about it. How much equipment does your average Super 

Hero use in the comics? How often do you see Spider-Man 

reaching into his backpack for a torch? Can you imagine 

Wolverine lugging arow1d a 60 lb. pack filled with food? 

There's a pretty good reason for this. Marvel Super Heroes 

usually hang out i11 a pretty civilized area, not some dank 

dungeon out in the middle of nowhere. If Ben Grimm gets 

hungry, he stops at the corner pizza place for a slice and a soda. 

Well, maybe three or four slices, but you get the pictme. 

Marvel Super Heroes travel light, and so should you. 

That doesn' t meaJ, you shouldn't take what you need. 

Hawkeye, Punisher and Nick Fury make s ure they've got all 

the s pecial equipment they need. That's what your equipment 

list is for. Don't worry about the food and stuff, and neither will 

we. Of cou.rse, if you're planning a h·ip to the m iddle of 

nowhere, make sure you've stocked up your vehicles. 

You don't want to crash-land in the Arctic without any food. 

Here are a few exan1.ples of some normal equipn1ent yow· 

character might carry: 

• Cash (the amount can vary a Jot) 

• ID Cards 

• Street Clothes 

• Cell-phone or other communication device 

Special Equipment 
Special equipn1.ent, however, is a little different than supplies . 

Even if you don' t track web fluid, you still need to Jjst 

Spider-Man's Web Shooters. And where would Cyclops be 

without his VJSor? Or Hawkeye without an assortment of nifty 

arrows? List your special equipment on your CAD. Special 

equipment often has impact on play; sometimes it adds 

Modifiers into every Combat. Make sure you list those 

Modifiers so you can refer to th.em. Whenever we provide you 
with an existing Super Hero's statistics, we'll also list any 

special equipment they have. When designing you1· own special 



equipment, you can look at existing characters for ideas, or 
come up with your own inventions. Players and GamesMasters 
will have to work together in developing special equipment; 

equipment that is too powerful can unbalance the Adventure or 

create conflicts between the players. (For creating new 

equipment during play, see Inventing in Actions.) 

For examples of existing special equipment, see the Super 
Hero and Super Villain Profiles on P. 16-36 and Appendix C: 
Equipment on P. 125. 

Weapons 
Weapons are any tool that a character uses in Combat. 

A weapon can be a rock, a magic hammer or a phased-plasma 
rifle in the 40-megawatt range. Weapons can be used for Close 

Combat or Ranged Combat, and sometimes both. ln either 
instance, the weapon's description includes the Weapon 
Modifier, which is the number of free stones from the General 

Pool the weapon adds to the attack. Anything that is 
considered inherent to the cha racter, such as Wolverine's 

Adamantium claws, is not considered a weapon, but may add 

free stones to an attack. 

Weapons should be listed in the Equipment section of your 
CAD. See Appendix A: Weapons, P. 124 at the back of this 
guide for a 1 ist of various weapons and 
their Modifiers to help you choose 

weapons or create your own. 

Vehicles 

Vehicles are also types of 
equipment that should be added to your 

equipment list. In some instances, group 
affiliation provides access to vehicles and aircraft, 

such as the X-Men's Blackbird or the Avengers' 
Quinjets. In other instances, the vehicle is owned by the 

character, such as Ghost RideJ·'s motorcycle. In the Marvel 
Universe, if you want a vehicle, you can usually get one 

somehow, so feel free to give your character a vehicle if 

you want. Just remember to make sure that you also have 

appropriate Action that lets your character use it, such 
Vehicle Operation, and perhaps even an appropriate Special 

See Appendix B: Vehicles, P. 124 for a list of various vehic:., 

and their Modifiers to help you in choosing vehicles or comir 

up with vehicles of your own: 

Powered Armor 
Ever since the days that Tony Stark first put on the Iron M 
armor, fans have been fascinated by Powered Armor. Now ye, 
too can build and wear your own suit of high-flying, Uni-Bea 
blasting, damage-dismissing Powered Armor. 

If you want to play a Powered Armor character, you st, 
have to build your own character. We suggest includir 

Technology and Inventing if you plan on modifying ao

upgrading your o•vvn armor. Or, you can plan on letting othe, 
do it for you, and just think of yourseJf as a "driver." Whiche, 

route you choose, you may also want to include a hefty Weal 
Rating Modifier. There are two reasons for this: Fii"st, it gi, 

you access and resources for upkeep and upgradin 

And second, whatever your Wealth Rating Modifier happer 
to be, you get that many free white stones to use towards yo 
At-Start Weapons and Modifiers-on the house! 

Using Powered Armor 
Powered Armor operates via a neural interface that pick~ 1, 

signals directly from your character's brain. Th 
m.eans that you don't need to put stones in 

special Action Box to operate your Powere, 
Armor. But .it also means that whi 

operating your Powered Armor, you Illil. 

only do one other Action per Panel. Yo1 
Powered Armor may do as man 

Actions as its SuH In telligenc 
(S.I.), see below. 

Abili ti es, Modifiers, Actior 
etc., for your armor go 011 your CAL 

Keeping your character's white ar 

red stones separate from yo 
Powered Armor's stones on tJ, 

same CAD can be tricky, b 
you'll figure it out. We have faith in you. Putting ston 

into Actions and defense 'Works the sa1ne way '"' 
Powered Arn,or as it does for any character. 

There is one special limit on Powen: 
Armor to look at before we start. 

Life Support 
Unless your Powered Armor is op

to the environment, you n,ust provi 
for Life Support. See the Life Support Special Modifier belo, 

That covers the limit. Now let's build some Powen. 
Armor. We'll start with your suit's AbiJities. 

Artificial Abilities 
You must buy at least 1 in all these Albilities except Speed. A 

up the cost using the Character Gene1·ation Costs on P. 38-4C 
normal, but then onJy pay half that total (round fractions up 
Intelligence/S.I. (Suit Intelligen ce)-You can only do as m, 
Actions with your Armor as you have points in your ..., 
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ng different weapons systen1s counts against your S.l., too.) 

lso affects how well your Armor can resist people trying to 

it over from the outside (see Combat), and you may also 

vour Tech Level to your S.l. for this 7.1-·pose. S.I. Number 

1::,0 the communications level (ei,er to get a message 

ugh or jam the enemy's commu~ations). S.I. is used for: 

• ....idar. Distance= 2x S.l. on the Range row of the D&R Chart, 

rnited by the horizon. 

• onitoring conununications. 

• ·nuning other communications. 

• ~nding com.munications (including false ones that seem to 

">me from the ene1ny). 
lectronic Interface/Controller. This allows you to link up 
"d conunwucate with other machines. 

-ength-works exactly the srune as for your character. 

u must use your armor's Strength when wearing it. 

,~ility-works exactly the same as for your character. You 

.i,,t use your armor's Agil ity when wearing it. 

--eed-the armor's ground speed. You may use your Speed 

~tead, ru1d must use it if the armor has no propulsion systems. 

urability-These are the sto11es that power your armor. 

· e regular DurnbiJ.ity, they cost x3 and each white stone 

"lerates 3 red stones to power all the suit's Actions. 

mage con-ies out of yow· Suit's white stones of heal th generated 

its Durability, the same way it does out of your character. 

ACTIONS 

ce you've bought a1J your suit's Abilities, it's time to buy 

tions. Actions may include C lose and Ranged Combat, 

.~ht and others. So1ne have "discow1.ts" and are listed below, 
~ng with their costs. 

Many of the Actions that can be bought with your armor 

I have a reduction in cost to reflect the fact that they a.1·e 

'1nology and not inborn powers, and that they are lost if the 

,nor is lost. Actions without a discount are pennitted as well, 

ou like, bu t they cost the same as Normal Actions. 

Close and Ranged Combat 
Special Armor Rule 

u can use your own Close/Ranged Combat Action Number 
vour suit's; it's your choice. Energy con1es from the suit either 

)· However, if you have a Specialty in Powered Armor 

,mbat (Ranged or C lose), you can add both numbers together. 
The following Actions can be fotmd in the list of Actions on 

-12-67. Actions listed below can be pu1·chased at the stated 
--count. Any other Actions cost full price. (The name in 
ren thesis is the Normal Action equivalent, if different.) 

Close Combat (Cost Level = Action Number- 1) 

Ranged Combat (Cost Level = Action Number - 1) 

Energy Absorption/Reft ection*CCost Level = Action # + 3) 

J:"1ight (Cost Level = Action Numbe1· - 1> 
rorce Fie ld* (Cost Level = Action Number+ 2) 
·mage Inducer/Holographic Projection* (Create Illusions) (Cost 

evel = Action Number - 1 l 
;nvention (Cost Level = Action # + 4) C Hero's action, not armor's) 
lnvisibilily (Cost Level = Action Number) 
0 hase Shift (Cost Level= Action Number+ ll 
Surface Adhesion (Wall-Crawling) (Cost Level = Modifier # - 1) 

Tendril Whip (Cost Level= Action Number+ 1) 
... ractor Beam* (Telekinesis) (Cost Level =Action#+ 2) 
Joice/Sound Projection* (Ventriloqu ism) (Cost Lvl =Action# -1> 

(*May be included as an extra function of an Energy Weapon 

Systern instead of a separate Act ion. See P. 76, Energy Weapons.) 

Combat 

Stones from your C lose Combat stay in your Close Combat 

Action Box. The Weapon Modifier stones for each weapon get 

added into that box. You may only use one weapon per limb 

pei: panel, providing you have enough S.T. and enough Close 

Combat stones . 

Stones from your Ranged Combat are reallocated into yow· 
Weapon System Action Boxes, with a minimum of one red 

stone per Weapon System being used. The Weapon Modifier 

stones go into their 1·espective Action Boxes. You may only use 
as many Weapon Systems as you have enough S.I. and Ranged 

Combat stones for. 

Defense and Vulnerabilities 

Powered Armor can be attacked in the usual manner (i.e., good 

old violence), or specifically targeted by an enemy's 

Technology Action plus their Intelligence Bonus. 

To defend against a normal attack, you would put stones of 

energy and Defensive Modifiers into yom· Powered Armor's 

Defense Area on the CAD. Any attacking stones that get past 

your defense do damage to your suit's white stones. 

To defend against a Technology attack, first it would 

require the attacker to have prepai·ed a device ahead of time 

(but you might be surprised how often that happens!). ft also 

could be an attack via coinputer virus to s h ut down or jam. 

communications, etc. Your suit can defend agaj.nst being 

disabled or shut down (or even taken over) by adding stones 

from your Tech Level (in defense) to your S.J.'s worth of stones 

in your s uit's Defensive Area. When your suit has no more 

white stones, st1bseguent dan1age affects the character inside. 

MODIFIERS 

Modifiers give yom· Powered Armor its oomph! The two most 
important are weapons, those cool things that a ll Powered 

Armor is covered with, ru:,.d Toughness, which reflects the 

Armor of the suit. Remember, wha tever yoU.J· Wealth Rating 

Modifier is, you get that many free white stones to use towards 
building youi· At-Start Weapons ru:,.d Modifiers. You may add 

your own stones to these free ones. 

Weapons 

Close Combat Weapon Modifiers are listed as equipment. 
But each separate Ranged Combat Weapons System will have 
its own box. This is because C lose Combat weapons are carried 

separately, but Ranged Combat Weapons Systems take up 

Action Boxes on your suit. List the Weapon Systen-i's Modifier 
where the Action NU01ber would go in the weapon's Action 
Box on the CAD. You still add the Weapons Modifier Number 

worth of stones to yow· Combat Action, howeve1·. But with 
Powered Armor, the stones that power some Weapons 

Modifiers come from you1· suit's Energy Reserve, as opposed to 

the General Pool. See each Weapon System for details. 

Modifiers 

These include sensors, communications and n, 01:e. Son-ie of 
these also have discounts, which are listed below. 



I Weapons Modifiers 

Close Combat Mega-Weapon Modifiers 
Cost Level= Modifier N umber 

These Weapons Modifiers are added to the Powered 

Armor's Close Combat Action just the way they are for normaJ 

Close Combat. You m ay use on e Weap on MocLifier per limb per 

Panel. List them in the Equipment section of the Powered 

Armor's CAD. They are usually huge, 4-5 stone versions of 
normal weapons. The s tones for Close Combat Weapons 

Modifiers come from the General Pool. Note that most 

weapons carried by Powered Armor have a higher maximum 
allowable Modifier Number than norma l hand-held weapons. 

Examples of Mega-Weapon Modifiers; 
Giant Axe (+4) costs 2 white s tones 
Giant Sword (+5) costs 3 white stones 

• Use limit: 1 Weapon Modifier per limb per Panel 

• Maximmn Modifier Nmnber ( +6) per weapon 
• Normal damage 

Powered Armor Ranged Weapons 
System Modifiers: 

All Weapon Systems have different sh·engths and limitations. 

Each comes with its own instructions. Use of any Weapon 

System counts against the 5.1. operating linut, as does the 
Combat Action employing it (J for each weapon system, 1 for 
Combat Action). 

Energy Weapons 
Cost Level = Mod ifier Numb er - I 

Th ere are many types of Energy Weapon systems. Uni
Beams, Pulse Beams, Repulsor Rays, Laser Beams, Particle 
Bearns, Plasm.a Beams, etc. The stones for Energy Weapons 

come from the suit's Energy Reserve, not the General Pool. Use 
the energy beams listed below or invent your own by picking 

and choosin g from the Options and Functions aJso listed below. 

• Maximum Modifier Number: +10 

• S tones come from suit's Energy Reserve 
• Normal damage 
• Can be used as cutting and welcLing tools, esp. lasers 
• Can b e multi-use 
• Limit: 1 Ftmction per Panel 

OPTIONS: (with extra costs) 
(You may not apply any Advantages or Disadvantages to any 
Powered Armor Weapons System that are not lis ted in this 
section.) 

• 2x Damage: +2 to Cost Level 
• Area Effect: +2 to Cost Level 
• Range: For each Range Number above 5 on the D &R Chart, 

ad d 1 white stone to cost. For each Range N umber below 5, 

s ubtract 1 w hite stone from cost. 
• Can do Stun Dan1age at will: costs 1 white stone extra. 

Damage is taken out of target's Energy Reserve. 
• Extra Functions: Each Energy Weapon System may have 

n1ore than one function. Functions a re merely Actions that 
can be included as part of an Energy Weapon System and 
don' t need their own Action Box. Any Action tha t you and 
the GM agree upon can be a fttnction. Each extra function 

reduces the System's Maximum Modifier Number by 

(If you add 3 Functions to an Energy Weapon with 
Maximum Modifier Number of 10, then tha t MaximUl'1" 

MocLifier Number is reduced to +7 and can only add 7 stone; 

to a Ranged Combat attack. Each system may onJy perforrr 

one function per Pan el. List the function on the same box a 

the Weapons system, as you would a Specialty. 

BEST USE: Energy Weapons are potential ly the high es 
MocLiiier of the weapons. The stun option also allows a h ero tt 

avoid the deadlin.ess of bullets. With .functions, they can b.. 
ve1·y flexible, as with Iron Man's U11-i-Beam. 

Types of Energy Beams 
Iron Man's Uni-Beam (+7) 

Cost = 25 white stones 

Energy Beam with 3 extra fu nctions: 
• Range: 5 

• 2x Damage 
Extra Functions: 

1. lmage Inducer/Holographic Projector 
2. Tractor Beam 

3. Communications Modifier /Sensors/Searchlight 

(S.l. ftmctions), no additional cost 
Iron Man's Unibeam costs 9 wrute stones fOl· the Energy bear 

with 2x Damage (Cost Level 8), p lus 4 for the Image Induct: 
(Cost Level 6), plus 12 for the TraC"tor Bea m (Cost Level 9), fo 

a to tal of 25 w hi te s tones. 

h, Uni-Beam's Action Box it would say "Uni-Beam" +7, wi t. 

Image Inducer (holograph p rojector), Tractor Beam, an 

Com mun ications Modifier written in as fu nctions. 
Iron Man's Pulse Beam/Bolts: (+7) 

Cos t = 9 white s ton es 
• Range: 5 

• 2x Damage 

Iron Man's Repulsor Rays: (+5) 
Cos t = 1 wh ite s to.ne 
• Range: 3 
• Stun option 

Plasm a Beam: (+7) 

Cost= 20 w hite ston es 
• Range: 8 
• Normal damage 
• Stw, option 
Extra Functions: 

1. Force Field 

Proton Blast (+4) 

Cost= 7 white stones 
• Range: 6 
• Area Damage 
• 2x Damage 

Sonic Beam: (+7) 

Cost = 9 white stones 
• Range: 4 
• 2x Damage 
• S tun option 



Rocket Launchers 
Cost Level = Modifier N umber + 2 

• Maximum Modifier Number: (+8) 

• Stones come from General Pool 

• Attack can be e ither Armor Penetration or Area Attack; 

specify when loading 

• 4 row""Lds per system per load 
• Range: 5 

")PTIONS (cost extra) 

• 2x Damage+ 1 red stone extra per point 

BEST USE: Special use against mission-critical targets with 
'iigh defense Modifiers. 

Firearms 
Cost Level= Modifier Number+ 1 

• \lfaximum Modifier Number: (+6) 

• Stones come from Genera I Pool 

• 2x Damage 

• Range: 4 

• Specify type and effect of ammunition when loading. Exotic 

materfals (Yibranlwn, Adamantium, depleted manium, etc.) 

requfre appropriate wealth or access. 

• Load: 16 panels of use per load. Additional loads of 16 
panels reduce Speed and Flight by 1 per Load. 

WTIONS 

• Silenced systems 

EST USE: Standard gun situations. Mm,l cust-dficient bet for 

s tandard attack against an average hero. 

Flamethrowers: 
Cost Level = Modifier N umber 

• Maximum Modifier Number: (+4) 

• Stones come from suit's Energy Reserve 

• Range: 2 

• 2x Damage 

• Area Attack (Risk of setting fires, which can either spread or 

bwn out; it depends entirely on the si tuation you are in.) 

BEST USE: Attacks on groups where the intent is to kill as 

many people and cause as much destruction as possible. Ideal 

for situations where you can "smoke out" an enemy. 

Grenade/Canister Launchers: 
Cost Level= Modifier Number+ 2 

• Maximum Modifier Number: (+4) 

• Stones come from General Pool 

• Area Attack (Area= Modifier Number only) 

• Can be a fragmentation attack or knockout/ disabling gas (vs. 
Durability). Specify which is loaded. 

• Load: 12 

• Range: 4 

BEST USE: Attacks on groups where the intent is to disable, 
but not kill. 

Electromagnetic Pulse (EMP): 
Cost Level= Modifier Number 

Disrupts all operating energy sources within area affected, 
including yotu· own. 

• Stones = Area Affected on Al·ea Row of D&R Cha1·t 
• Duration= 12 panels 

OPTIONS 

• Partial Shielding, allows basic movement, + 1 to Cost Level 

• Total Shielding, no disruption, +7 to Cost Levels 

Powered Armor Modifiers 
The foJLowing Modifiers caJ, be found in the 

Examples of Modifiers on P. 67-71 and can be 

purchased at the stated discount. Any other Modifiers 

cost full price. (The name in parentheses is the non

Powered Armor equivalent, if different.) 

For example, if you buy Surface Adhesion (Cost level 

= Action Number - 1) at a Modifier Number of 3, it 
would cost a mere 2 red stones. At a Modifier N umber 

of J 0, it would cost only 12 white stones. 

• Energy Defense 
(Cost Level = Modifier Number - 2) 

• Self- Repair ( Healing Factor or 
Accelerated Healing Factor) 
(Cost Level = Suit's Durability Number+ 1) 

• Sensors ( Enhanced Vision) 
(Cost Level = 1 red stone for every 
2 Options x Modifier Number) 

• Stability (Immovability) 
(Cost Level = 2 white stones> 

• Targeting 
(Cost Level = Modifier Number+ 2) 

• Toughness 
(Cost Level= Modifier Number+ 1) 



Special Modifiers 
For Powered Armor 

Collapsible/Portable: 
Cost = 1 white stone 

Getting into and out of Powered Armor can be a real pain. Tony 

Stark gets arow,d this by having his lron Man suit collapse into 

a portable suitcase. (You may use another form of carcying 

case). The suit can be put on/taken off in less than 1 Panel. 

If you don't pay for this option, then you must put on and 

take off the suit manually. Number of Panels = Durability + 

Toughness of suit. 

Note: Doom and Wru· Machjne don't have the Collapsable/ 

Portable suit Option and must take sever.al panels to "suit up." 

Stealth Technology 
Cost Level= Modifier Number 

Protection vs. Radar, Infrared and other technological 

detection, and ability to detect other Stealtl, at the same level. 

Electrification 
Cost Level = Modifier Number +1 

lf you hit the enemy, or ii the enemy hits you, this deals 

back the Modifier# worth of attack If the attack gets through, 

the target is aJso stunned for a Panel. This coLmts as a free, 

separate attack up to the Modifier Number if you are touched 

by an enemy. Maximum level = Durability of :;Ldt. 

Translator 
Cost = 1 white stone. 

Translates most known languages into any other. (Exotic 

exceptions at GM discretion.) 

Life Support 
Cost= 1 red stone per 2 hours, 2 white for permanent 

Most suits only provide a sealed environment with life support 

for a few hours, but if you pay for it your suit can become a 

permanent environment. 
NOTE: You must spend at least one red stone for your suit's 

Life Support, unless it's open to the environment. 

Self-Repair 
Cost Level = See below 

See Healing Factor or Accelerated Hea!Jng Factor in the 

Modifiers list. It costs the san,e and works exactly the same way, 

except that it is based on your suit's Durability and only affects 
your suit. The suit wi 11 also seek safety and power down to heal. 

Exclusivity 
Cost = 1 white stone 

Recognizes its owner (or other authorized personnel) and will 

not allow others to use it. (Maybe it just needs a key.) 

Artificial Emotion (AE) 
Cost Level = Modifier Number 

Acts as a Mental Defense Modifier, for what it's worth. Shictly 
for those who want to go there. The prnctical implication of this 

is that your suit gets a personality, played by the GM. 

Robots 
Robots a.re built the same way PoweJ·ed Arn1-or is built (but 

without the attached hero or the free stones from Wealth). The) 

pay for Abilities, Actions and Modifiers at the same rate as 

Powered Armo1·. A Robot may choose to appear human, but 

then it would not be eligible for the "Doesn't Appear Human 

challenge. 
Note: 1£ you like, you can use" A.I." instead of "S.J." when 

referring to a robot player's full-blown .Artilicial Intelligence. 

Bionic and Cybernetic Enhancements 

Whether you're replacing a lin.b or organ that you've lost 

during play, or you're starting off with one or more 

cybernetically enhanced body parts, the impact is basically the 

same. TI,e cost of the part is based on the increased Ability o r 

Modifier it gives your character. 

Enhanced Abilities: 
Cost Level = Ability Nttmber (See Character Creation costs) 

lf you're starting out with a cybernetic body part, it doesn 

cost you more. lt's just part of your Ability and it costs the sam 

as ii it were a real part. (You pay for any Modifiers or Weapons 

see below.) 1f you' re replacing a missing part or increasing yo1.. 

Abilities through modifications, you pay only for the differenc~ 

between what the relevant Ability was and what it is becomin,: 

Even though you may only be replacing a single limb or othL 

body part, your increased Ability is considered to cover t~ 

whole Ability. Por example, i£ you get a Cybernetic Arm thw 

increases your Strength from 4 to 6, you pay for the differen .. 

between the two, which is 2 wh ite stones. Unless you lose t:J,

enhanced body part, you may use that new Ability any tim 

(Assw:ning that it makes sense, of course. A cybernetic ar 

can't increase Speed.) 



\ctions, Modifiers and Weapons Modifiers: 
Cost Level = Power ed Armor Costs 

ou can include any Action, Modifier or Weapon Modifier that 

akes sense in your bionic or ,cybernetic part, from Energy 

eapons and Flamethrowers in yottr new arm to Advanced 

ech·on.ic Cotmtermeasures in yow· eye. You buy it as if it were 

an aspect of Powered Armor, including any discounts U1at may 

be available. It gets its stones from the same p lace the Powered 

Armor version does. And keep in mind that if it is a Weapon 

System like a rocket law1cher or a fi.reann, you may have 

diminished storage capacity for ammunition. That's up to you 

and your GamesMaster to work out. 

THE ACTION RESOLUTION SYSTEM [ARSJ 
\1arvel, all roleplaying boils down to the following situation. 

player describes what he wants to do. The GamesMaster 

kes into account all the relevant factors that represent 

.esistance to that Action, and tells the player whethe r the 
ction s ucceeded, and, if so, how well. Everything else is just 

:;uring out how it all happens. 

rn many instances, Actions don't need rules to govern 

.em. Talking, thinking, eating, walking, hanging arnu.nd, 

.aying pool or cards-these things just happen. The players 

~ibe what they do, the GM describes any interaction w ith 
PCs, and that's that. 

Sometimes, even if an Action is more complex, U,e GM may 

ecide tilat it is easily w ithin the capabili ties of the character, so 

e re won't be any need to figure it out. We don't need to figure 

t whether the Hulk can smash in a normal door, now do we? 

But tilere are also many types of Actions that require a 

ructure to figure o ut exactly what happens. Can the X-Men 

"'troy Magneto's machine in tune to save NYC? If the G reen 

>blin attacks Spider-Man, who wins? Can Daredevil sneak 

•o Kingpin's headquarters without getting caught? For these 
~tions, we have the Action Resolution System, or ARS. 

The ARS is really simple. ln essence, there is one equation 

tile resolution of all Actions: 

Stones of Effort vs. Stones of Resistance = Results 

ff U,e Super Hero spends as n,any stones of effort as there 

stones of Resistance, then the Action succeeds. U U,e Super 

ro puts rn fewe1· stones of effoTt than stones of Resistance, 

Action fai ls. To successfully overcome the Resistance, you 

\' need to match the stones of Resistance w ith an egual 

-nber of your own stones. It's the same whether it's Combat, 

lying a plane, or defusing a time-bomb, or figuring out how 

,to p a deadly virus. There are no dice to roll, no percentages 
"igure out. Said anoilier way, the ARS is: 

Action Numbe r + Ability Bonus + Modifiers 
vs. 

Defense Number (or Resistan ce) + Modifiers 
= Resul ts 

, pie, right? So le t's get into the details of how it works. 

ARS IN ACTION 
ou're a player, the way you describe what you want to do is 

a ke a number of red energy stones and place them onto an 
10n Box. The basic number of stones you may put into an 

ion is defined by the Action Number. So, if the Action 

Number for C lose Combat is 7, you cru1 place up to 7 stones in 
tilat Action Box. 

Next, you may add as many Bonus or Modifier stones as 

are allowed. So, if yow- Close Combat Action has an Agility 

Bonus (and if it does, you will write that in !the Action Box of 

your CAD), U,en you may add as many stones as your Agility 

Nun,ber to the stones already in U,e Action Box. Let's say you 

have an Agility N umber of 4. This means you could add 4more 

stones for a total of lJ stones in C lose Combat. Ii you were 

attempting Close Combat with a weapon, you would add the 

Weapon Modifier Nwnber instead of your Agili ty Bonus. 

You now have tile maxin,um number of stones you 'JI be 

using for this Panel in your Action Box. Next, you may remove 

any or all of those stones and reallocate tilem into your Defense 

Area on your Character Action Display. Depending on how 

dangerous yow· opponent is, you will probably want to put 

between 2 and 5 stones into defense, a lthough for some foes, 

extra defense is a really good idea. 

Finally, you tell the GamesMaster if you are a ttacking one 

target or more and, if so, how many stones you are directing at 

each target. Witil 11 stones in C lose Combat, you could a ttack 

up to 11 targets each with 1 stone, or one target with all 11 
stones, or any combination in between. 

RESISTANCE 

lf an Action is unopposed, i.e., tilere is no extra Resistance, then 

it succeeds. The Resistance to U,e Action is equal to the cost in 

stones of doing the Action. The minimum number of s tones it 
takes to do an Action is 1 stone. 

The GamesMaster has already allocated stones to tile 

Actjons and Defenses of the NPCs. The GM a lready knows 
U,e Difficulty Level and Resistance of any obstacles. 

For each target, the GamesMaster adds up how many 
stones the target has alloca ted to defense. The GM then adds in 

any add itional Defensive Modifiers the target h as, like Kevlar 

Armor or Toughness. Dependi.r,g upon the attacker 's 

Modifiers, Defensive Armor may not apply. Por instance, 
Wolveri.r,e's Adamantium claws nulljfy most Toughness and 

Defensive Armor (except other Adamantium). FinalJy, the GM 

adds or s ubtracts any s tones for Situational Modifiers U,at 

affect th e Action, such as darkness or fighting on a slippery 

surface. The final total of stones is the Resistance Number. 

The GM then compares tile n umber of stones of Effort in 

the Action to the number of s tones of Resistance. If the first 
number is equal to the second, ilie Action succeeds. Any extra 
stones above U,e Resistance Nun,ber represents damage done 
to U1e target. 



DIFFICULTY (D) AND RESISTANCE (R) CHART 
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DIFFICULTY: 0 @ @ (t {O @ @ @ @ 
- - ~ - = 

ACTIVITY & Up to 100 lbs 100-250 lbs 250-1,000 lbs 1,000 lbs-2 tons 2-5 tons 5-10 tons 10-25 tons 25-50 tons 50-75 tons 75-100 tons 

RESISTANCE 
R=O to lift, throw R=@to lift, throw R=i to lift, throw R=O to lift, throw R=G} to lift, throw R=@ to lift, throw R=@to lift, throw R=~ to lift, throw R:e0 to lift, throw R=@ to lift, throw 
+O per panel +O per panel +O per panel +O per panel +O per panel +O per panel +O per panel +O per panel +O per panel +O per panel 
carried or 10' carried or 10' carried or 10' carried or 10' carried or 10' carried or 10' carried or 10' carried or 10' carried or 10' carried or 10' 

WEIGHT thrown. thrown. thrown. thrown. thrown. thrown. thrown. thrown. thrown. thrown. 
Use Strength to Lift Personal Computer Newspaper Machine Motorcycle (2,000 lbs:l Ton) Minibus Medium Truck School Bus City Bus SR71 Blackbird Space Shuttle (93t) 
or Carry. You may use Garbage Can, Dog Refrigerator City Mailbox Car/SUV Lightweight Truck Elephant/T. Rex F-16 Falcon Garbage/Hvy Truck C-130 Hercules Small Locomotive 
all • 1n energy pool. Park Bench Siberian Tiger Polar Bear/Rhino Huey Helicopter Blackhawk Subway Car Ml Abrams 025tl 
Throw Damage= • x2 Cruise Missile 

RUNNING 5 to 10 MPH To 20 MPH To 40 MPH To 75 MPH To 125 MPH To 250 MPH To Mach 1 To Mach 2 To Mach 5 To Mach 20 
Also Web-Slinging, 80 yds/Panel c. 200 yds/Panel c. 400 yds/Panel c. 750 yds/Panel c. l mile/Panel c. 2 mi./Panel (750-1:mphl c. 12 miJPanel c. 30 miJPanel c. 120 mi./Panel 
Wall-Crawling, etc. 1 block 2 blocks 5 blocks 10 blocks 20 blocks fi=@ c.6 mi./panel R=O R=0 R=0 
Use Speed. No cost R=O R=O R=@ R=@ R=@ fiacing Car R=O 
to move under 5mph. Normal Human Athlete/Dog Peak Human/Cat Enhanced Human Highway car chase. 

Fox/Grizzly Bear Jackrabbit/Cheetah 

FLYING 10 to 30 MPH 31-150 MPH 151-160 MPH 161-200 MPH 250-750 MPH Mach 1-2 Supersonic Escape Velocity Sublight Speed Light Speed 
Add Extra e for R=O R=O R=O R=O R=@ R=@ Mach 2-4.6 To Mach 4.7-7 D=9 Flight 186,000 MPS 
carrying extra weight (Near-Hover) MLB Fastball/Hawk Peregrine Falcon Blackhawk WWII Fighter Concorde R=@ R=@ R=O R=@ 
(as lifting) Glider Apache Chopper (Natural limitl Helicopter 747 F-16 Falcon Bullet from gun 

WWI Biplane Titan II ICBM 

AREA/LEAPING To 5' To 10' To 25' To 50' To 100' To 200' To 500' To 1500' To 1 mile 3+ miles 
Use Str, Agl, Spd or 
Acrobatics. Also Use 
for diameter of Area. 

RANGES Close Combat Very Short Range Short Range Medium Range Long Range Bombardment Cruiser Range Battleship Range Missile Range Extreme Range 
10 feet 30 Yards 100 yards 1/4 mile/500 yds. l mile/1,760 yds Range 10 miles 20 miles 100 Miles 5,000+ miles 

3 miles 

DURATION 1 Panel 10 Panels 120 Panels 500-1,000 Panels 3,000 Panels 10-15,000 Panels 20,000 Panels 100,000 Panels 11 million Panels 100 million Panels 
1 hour A few hours 1 day Several days 1 week 5 weeks ,1 year 1 century 

I 

ENVIRONMENTAL Low-Level Noxious Gas Intense Heat Burning Building Poisonous Gas High-Level Huge Storm Caught in Firestorm Totally hostile 
DAMAGE Radiation or Cold Radiation containing large prolonged or (intensified heat) environment/ 
etperson/Panel of I chunks of debris repeating blast-like Ground Zero/ 

exposure I 1 ' 1 situation Instant annihilation 

HARDNESS TV, computer, small Car window, Kick in door, Tear door off car., Brass or bronze Uproot tree, punch Rip steel, punch Knock support from Bring down a Destroy/Devour 
(Break or Smash) appliance Furniture, Rip light metal break handcuffs, work, break though concrete through vaults, pull under major bridge skyscraper, bust a Worlds 
Use Strength. H=Leather, Wood H=Hard Plastic H=Bulletproof Glass, Smash Walls telephone poles wall, bend bars guns off tanks H=Super Hardened dam H=Alien Alloys, 
GM may also add Brick H=Lead, Copper, H=lron H= Steel H=Diamond, Steel Alloy H=Omnium Steel, Secondary 
Resistance as desired I Aluminum Titanium Steel Advanced Military Adamantium 

Alloys 
----------

OPENING LOCKS Latch Common Lock, Commercial Lock, Jail Door, FBI/UN- Bank Vault, Fort Knox, Supernatural Advanced Alien Legendary, Alien, Overcome a god's 
Use thieving or similar R=O Padlock, Handcuffs Standard Safe Level Security X-Men Mansion SHIELD Security Defense, Tombs R=7,000·15,000 • Supernatural treasure defenses 

R=8 R=0 R=lOO I R=l,200 I R=3,000 e R=7-5,000+ I R=3,000+ I R=l0,000+ I 



DIFFICULTY: 0 @ 8) ~ 
~ 

ACTIVITY & VCR, Common Simple Computer, Programming, Most Medical Tech, SHIELD/Interpol- 1 .AIM Devices Kree Technology · Time Machine Highly Complex Alien Machine 
RESISTANCE Appliances, Cars Communications Large Computer Normal Hi-tech Level Devices 1 .Alien Devices Shi'ar Tecmology I Alien Machine (using unknown 

Equipment Systems State-of-the-Art principles) 
TECHNOLOGY I I 

·-- - - -------
VEHICLEOPERATION Bikes, Simple Trucks R=O Basic Planes R=O Fighter Jets R=@ Space Shuttle Fighter Spacecraft Complex Alien Alien Heavy Cruiser Space Battleship Space Station 
R=D unless given Machines, Cars, Armored Personnel Blackbird R=i Helicopters R=O R:OEa Rd ) Spacecraft R=2,000 e R=S,000 Operations 
R is /panel to SU Vs, Motorcycles Carriers R=O Quinjet R=-@ I I R=o0-100 e R=7,500 e 
operate. May combine Tank R=~ I 

! • to overcome R 1 1 , 
i 

General Education Secondary School High School College Master's PhD Level Multi-PhD level Recognized leading World Authority l(llO,'IS most fem, a11 l(llO,'IS almost a11 
Level Degree-level Scholar in area of expertise kOOM"t facts. - --- --- ---- ----
Games Checkers Poker, Monopoly, Bridge, Chess, Go, Chessmaster, Chess Grandmaster World Champion World Premier Master of any game Can beat anyone at Unbeatable at any 
( Zero-level, Tic Tac Most Arcade Stratego, Risk, Clue, Settlers of Cataan, Go@ Q-Level, Go @ l Don level Chess Player Go-master having played it his own game except game not 

!Toe, Odds/evens.l Games Computer Games Simple Wargames Complex Wargames once. the gods. involving luck. 
-- --

Scientific Specialty Undergraduate Graduate Level PhD-Level Expert Researcher Expert Specialist Nobel Prize· Level legendary Ability Mad Scientist Level World's Best Interplanetary 
(not Q(fflal kroNledge) Level ( Bachelors') (Masters') Expert 

I $10 million/ 
-- --

Wealth Okay Well-Off $250,000$10,000 Millionaire $100 million/ Billionaire/ !$lo billion/ $100 billion/ $1 trillion/ 
Net Worth/Monthly or $25,000/$2,000 $100,0001$7,500 Avengers, $1 milliorv $100,000 $1 million $10 million $100 million $1 billion $10 billion 
Issue Income N.Y.P.D. X-Men, AIM, FBI, SHIELD $20,000 Wasp Professor X Green Goblin Tony Stark, Kingpin, .Small Nation Kang 
-l=Dead Broke, $0 CIA, Homeland Henry Pym Doctor Doom 
O=Broke, $Sk/$50 Security 

DIFFICULTY: ® @ 
·-

Intelligence Below Normal Normal Above Normal Gifted Genius Exceptional Genius Exceptional Genius Supergenius Superhuman Immeasurable 
Green Hulk Abomination Rogue, Gambit Daredevil, Elektra Beast, Jean Grey Forge, Apocalypse Bruce Banner/ Doctor Doom Reed Richards, 

Spider-Man Henry Pym 
-

__ , __ -
Strength Normal Athlete Peak Human Enhanced Human Superhuman E1m:ed S~man Metahuman Enhanced Maximum Incalculable 

Bruce Banner Cyclops, Storm Kingpin, Elektra Wolverine Beast, Spider-Man rv ister Sinister Venom, Ultron Metahuman Metahuman Green Hulk, Thor, 
Blob, Rogue Thing, Iron Man Sliver Surfer 

I Agility 
-- -
Normal Athlete Peak Human Enhanced Human Superhuman Eiim:ed Sl4)erlunan Metahuman Enhanced Maximum Incalculable 
Bruce Banner Storm, Cyclops Elektra, Gambit Wolverine, Sabretooth Beast, Quicksilver 

. Super Skrull, Metahuman Hercules Metahuman Spider-Man Apocalypse - -
Speed Normal Human Athlete Peak Human t Enhanced Human Superhuman Subsonic Mach Speed Supersonic Quicksilver 

Bruce Banner Gambit, Jean Grey Elektra, Bullseye Toad, Thing Spider-Man, Beast S Iver Surfer Electro 

- --
Durability Normal Athlete Peak Human Enhanced Human Superhuman &narced Slf,Eli1uman M~tahuman Enhanced Maximum Immeasurable 

rn res after a few (Tires after 5 min./ (Tires after l hour/ (Tires after few hrs/ (Tires after 1 day/ (Tires after several (Tires after 1 wk Metahuman Metahuman (Ti res after 
seconds/1 Panell 10 Panels) 120 Panels) 500-1,000 Panels) 3k panels) days.-10k/15k 20k/Panels) (Tires after 5 wks/ (Tires after 1 year/ 100 million Panels) 

Bruce Banner Hawkeye, Jean Grey Cyclops, Elektra Spider-Man, Beast Wolverine, Sabretooth Panels) Blob, Thing Green Hulk 100k Panels) 1 million Panels} 
Silver Surfer 

How to use this chart: The Activity is described along the left side of this chart. The Difficu lty of doing something at that range, weight, speed, technical level, etc., is represented by the 
numbers in the red circles along the top of the chart. The information in each box then represents the resistance to doing that activity at that Difficulty. It also lists real-world equivalents. 
Often, it also lists an illustrative example. If no Resistance is given, then use the Difficulty as the Resistance. To be able to attempt an Action, the total of your Action Number, Ability Bonus 
and Modifier must be= to the Difficulty. To succeed at that Action, the stones of effort you put in must= the Resistance to that Action. 
The Marvel Universe Roleplaying Game TM & © 2003 Marvel Enterprises, Inc. All Rights Reserved. 



ESCAPING 
Just as in real life, there is more than one way to escape an 

attack, whether it be Close Combat or Ranged Combat, from a 

rifle shot to an energy blast. 

In Close Combat, if you choose to run away while your 

attacker chooses to attack, and you go first in the Panel order, 

then you should be able to get away. Sim.ply put as many 

stones as you can into Speed, combine it with an Action that 

aids your escape if possible, and you should be able to break 

contact. Unless your attackel· read your mind and also put her 

stones into pursuing you, she'll be left fighting air. 

If your attacker goes first, then the attack occurs first: 

If you sw-vive, you can get away. 

It's a little harder when running away from a ranged 

attacker. [n that case, if you put as many stones into defense as 

you can while looking for some cover, you'll have your best 

chance of getting away. How you a!Jocate stones could matter to 

the GamesMaste1~ who may apply Situational Modifiers to your 

choices. You can put all your stones into Speed, in which case 

you're limited to your top speed. Or you can add Speed stones 

into your defense, along witl1 stones from some other Actfon, 

which may slow you down a little but make you harder to hit. 

Finally, as a last reso1·t, at any point during play you may 

also escape by spending a white stone of health and forfeiting 

any red stones you were planning to spend. 

Once you have escaped, what you do next is up to you. You 

may run away, you may hide, you may jump into a vehicle and 

drive away. Your attacker would need to catch you again to 

attack you if it were a Close Combat. For Ranged Combat, she 

may attack you again if she can see you and you're within 

range, so remember not to give her a clear shot. 

UNOPPOSED ATTACKS 

If you attack someone who is unaware of your attack, he will 

not have time to have al.located any stones for Defense. 

The GM may also decide that, depending upon the situation, 

such as tl1.e type of attack and your Action Number, you may 

also ignore his Defensive Armor or other Modifiers. There are 

no special "Ambush" rules in Marvel. With al l Actions being 
resolved as they occur, unless someone has actively put stones 

into nis defense, the only defense he has will be Modifiers that 

a re always on. But Modifiers like that can include Toughness, 

or Reflexive Dodge, or even Spider Senses. In otl1.er words, 

even if you have the drop on someone, it doesn't mean that 
victo1·y is automatic. 

For characters that do not have Defensive Modifiers such as 

Toughness or Reflexive Dodge, we suggest keeping a minimal 

number of stones in your Defense Area during times when you 

may be at risk. TI'lat way, if you are attacked, you will be on 

yow· guard and able to avoid being the victim in an 

Unopposed Attack. A good rule of thumb is only to use as 

1nany stones as you automatically regenerate. Also, remember 

that fue stones that end up in yottr Defensive Area still need to 

come from an Action, so for this purpose use an Action that 

would help you defend yourself or avoid being ambushed, 

such as Close Combat, Hunting and Tracking or Black Ops. 

KNOCKING OUT AN OPPONENT 
Super Heroes know how to pull their punches and knock 

people out. Whenever the red stones of damage exceed the 

number of white s tones in a character's health (for example, it 

4 red stones of damage are done to a character with 3 white 

stones of health), the character can choose to be knocked out 

rather than actually lose those stones as damage. TI1.e period of 

time the character is knocked out (unconscious) for is 2 

Panels/stone of damage that wou ld have been done. (So in this 

example, the character would be knocked out for 2 Panels.) 

The player attempting to accomplish this must put in 

enough red stones to knock the opponent out, and will succeed 

in doing so unless the opponent chooses to take the damage 

instead. (Since Super Heroes do this all the time, they are pretl) 

good at it.) The GamesMaster will make this decision for NPCs 

In true comic book fashion, NPCs will nearly always choose to 

be knocked out rather than seriously injured. 

MULTIPLE ACTIONS IN A PANEL 

You may do up to 2 Actions per Panel. Just distribute s tones 

among them as desired. (Exception: Powered Armor can do its 

S.l. Number of Actions per Panel.) Each Action gets its relevant 

Ability Bonuses or Modifiers. Diverting stones to defense does 

not count as a separate Action. 

For example, if Wolverine were struggling with Sabretooth 

while driving a speeding car, he could keep one hand on the 

wheel (2 red stones) and put the rest into Close Combat. 

Characters can also use two sepa1·ate Combat Actions in tht.> 

same Panel. For instance, Cyclops could be firing his Optic 

Beam while fighting Cliose Combat. These two Actions would 

be considered separate attacks, even if they were against the 

same target. 

ACTIONS THAT COMBINE 
STONES 

lf two Actions work together, then they rnay add their tota 

number of stones into a single attack or effect. TI'ley still count 

as two Actions for that I'anel, however. (You may not combjne 

two Actions and then do a third in a single Panel.) 

However, not all Actions work together. For instance, you 

can combine Close Combat and Flying, with s tones from both 

adding into the same attack. But you cannot combine a Close 

Combat attack with a Ranged Combat attack, even if they're 

against the same person. They must be resolved as two 

separate attacks, witl'l each attack needing to overcome tl1e 

opponent's defensive stones. 

The rule of thumb is that if the energy of each Action is 

complementary, fuen iliey can be added. For instance, if Rogue 

flew into an opponent while also putting red stones into Close 

Combat, then tl1e red stones of energy used in Flying would 

add their force to the red stones of Close Combat 

This combined total would be compared against he 

opponent's defensive stones, which would only count once 

not twice, as they would have against two separate attacks. 

Anofuer example of a complemental·y Action i,
Concentration, which is often used to overcome Situationa 

Modifiers such as noise, confusion, dish·actions, etc. A characte 
can add it to a relevant Action (such as Ranged Combat o 



lastery of Magic) when trying to overcome these Modifiers. 

However, if the energy of the Action is not complementary, 

I-ten the stones cannot be added. For instance, ei thei· Phase 

-,hift or Invisibility may work welJ when used aJong with Close 

'--ombat, but they can't combine their energy. The energy of the 

hase Shift or lt,visibility is used to create those effects. 

rhey might make the Close Combat more deadly by turning it 

n to an unopposed attack, but they don't actually increase the 

.. tones of effort represented by the attack. Also, two Combat 

.\ctions may never combine into a single attack. For instance, 

,one of the fol lowing may combine: Ninja, Ranged Combat or 

Close Combat. 

Examples of Actions 
that can combine stones 

• Close Combat and: 

• Flying, or other stones representing speed 

• Transform into damage-causing element, 

like fire 

• Telekinesis 

• Unstoppable 

• Black Ops 

• Force Field (Offensive stones only) 

• Concentration and many other Actions 

• Gambling and either Telepathy or Telekinesis 

• Leadership and Socia 1 Skills 
• Tuchnulu15y a!ld Geuentl Knuwle<l1c,e 

• Auobatics and Ninja 

• Acrobatics and Shrink/Expand 

• Black Ops and Thieving 

• Business Ski!Js and Telepathy 

Actions that cannot combine stones 

• Ranged Combat and Close Combat, Ninja 

• Flight and Ranged Combat 

• Acrobatics and Astral Travel 

• Invention and Close or Ranged Combat 

• Invention and Technology 

• Invisibility and Astral Travel 

• Leadership and Thieving 

• Unstoppable and Vehicle Operations 

• Steal Superpower and any o ther Action 

Example 

Daredevil is on the roof of a two-story bujlding and perceives 

mugging in the alley below him. He asks the GM if in this 

ase he could combine his Acrobatics with his Close Combat, 

nd the GM agrees he can, as the energy of the Acrobatics 
-anslates into force he can use in the Close Combat. Putting 3 

~tones into Aci·obatics and 3 stones into Close Combat, 
Daredevil leaps down and attacks the mugger. Daredevil lands 

-.n the mugger with 3 stones of Acrobatics plus 3 stones of 

Close Combat, so he hits the mugger with 6 stones of effect. 

What about the falling damage? Falling from a two-story 

1-iuilding would nonna Uy do 2 stones of falling damage, but that's 

1utomatically negated by his Acrobatics. 

UNDEFINED ACTIONS 
1ere are often many paths to the same result. The goal of the 

rvel Universe Roleplaying Game is to enable players to act 

like Super Heroes, not inhibit them. Sometimes, what you want 

to do will be perfectly described by an already defined Action, 

like using Vehicle Operation to fly a plane. But sometimes 

you'll want to do something for which you don't have a 

pre-defined Action. In that case, you can use any relevant 

Ability. For Hfting, use Sh·engtl1.. For any problem-solving, use 

Intelligence. For athletics or athletic-oriented activity, use 

Agility. You may put up to your character's Ability Number in 

stones into the task. Additionally, if two or more Abilities are 

applicable, then you could add both, limited by the Multiple 

Action rules defined above. See P. 42 for a list of Normal 

Actions and the relevant Abilities. 

TIME, DISTANCE 
AND COMIC BOOKS 

H you've p layed any roleplaying games before, you know that 

most of them have pretty exact notions of time. They have lots 

of rules designed to help you figure out exactly how Jong 

son1.ething takes, how fast something moves and how far it can 

move in a panel. 

But because the Marvel Universe Roleplaying Grune adapts 

comic books to a roleplaying game, we decided to keep things 

simple. The basic unit of time is a Panel. A Panel is defined as 

anything a player could describe to a GM that a Marvel a rtist 

could draw in a single Panel and a Marvel writer could write in 

"' suilg.le caplioi1. J.n olhe1 wo1·ds, fftos l Panels w-ill descxibe a 

single Action, but some could represent periods from the blink 

of an eye to hours or even days. We've al\ seen Panels in the 
comics that showed Reed Richards buried in his lab with a 

caption that read "72 intense hours later ... " only to emerge in 

the next Panel with a new Demol.ecularizing Restabilizer. 

A Panel is a representative period of time. In a comic book, 

if Spidey needed to Web-Sling his way from lower Manhattan 

to upper Manhattan, a trip of many minutes, we might see a 

couple of Panels as he swung past some fun landn1.arks, but we 

wouldn't see the whole trip. 1f Wolverine were fighting rus way 

through a dozen ninjas, we wouldn't see him fight every single 

one. We might see a sta1-ting Panel where he was facing them. 

We might see one or two Panels of Combat, and then we'd see 

a wrap-up Panel with Wolvedne moving past a pile of 

no longer functional ninjas. The Marvel Universe Roleplaying 

Game Panels are just the same. A Panel isn't "I hit you and you 
hit me"-it's a bunch of punches. 

That means you don't have to describe every little thing 

that happens in the course of play. It's okay to spend more time 

on the fun stuff and less time on the needless detail. You and a 

GamesMaster can fight out an intense battle between 

Sabretooth and Wolverine Panel by Panel, until one of them is 

too beaten and bloody to continue. But you may want to 

condense a long intercon tinental plru1e flight into a single Panel 

to save time and energy. (Wouldn't you like to condense the 

school day or your daily commute the same way?) 

Even though the exact definition of a Panel is up to players 

and GamesMaster, there is a need for son1.e average 

bend11narks by which to determine certain consequences and 

factors. We've decided that the average Panel is 30 seconds 

Jong, for the pttrposes of figuring out things like the average 
distance you can move, or how n1.uch damage you might take 

if you were in a room with a leaky nuclear reactor. 

Note: Many people who play Marvel ignore the next few 



paragraphs. They feel they are too detailed for the kind of game 
they want to play. Many of them have simply decided that 

1 stone= 10 ft/Panel, and leave it at that. Some just say, throw 

in an extra stone (or two) and you'll get there in time. But for 

those players and GMs who want some detail (but not too 

much!), we present the following: 

In the D&R Chart, you' ll find columns for Land Speed and 

Flight Speed. Remember that the Difficulty on the Chart 

represents the ability to fly or run at a certain speed. And the 
Resistance on the Chart is how many stones you must spend to 

actually do it. You' ll see moving at 5-10 mph has a Difficulty of 

1 and is the speed an average person can run. 11-20 mph has a 
Difficulty of 2, and is the speed at which aJ, athlete can run. 

21-40 mph has a Difficulty of 3 and is the top speed of a peak 

human, or someone like Gambit or Storm. In order to move 

faster than that, you need to be an enhanced human or greater. 
So what does all this mean? Well, in practical terms, an 

average person can move 264 feet (88 yards) in 30 seconds, for 
a cost of 1 stone. Gambit could move over 4 times that far in the 

same 30 seconds (or 4 football fields), for the cost of 2 s tones. 

Keep in mind, in real life, an athlete who can run a 

4-m.inute mile i.s covering 220 yru·ds in under 30 seconds. 

Currently, there are runners who can do the 100-yard dash in 9 

seconds. Of course, tl-iey might not be able to keep it up for 

long, but a Super Hero can. 
As you can see, we're talking about comic book distances 

and speeds, because if you can find anyone who can nm 

4 football fields in 30 seconds, sign him up for the NY Giants! 

But those are the ranges for Super Heroes, so those are the 

ranges we're using. (Maybe not getting too hung up on speed 
and distance makes sense after all!) 

Flight Speed works the same way, except your average 
h1.1man can't fly. But Rogue can fly at 150 mph for a cost of 1 

stone, or 750 mph for a cost of 2 stones. That means that, on 

average, Rogue can fly a little over 6 miles in a single Panel at 
a cost of 2 stones. 

Remember, in comic boo.ks, while getting there i.n the nick 
of time is important- defil1ing the nick isn't. Trust us. That way 
lies complexity, and calculators. We know th.is will make some 

of you uncomfortable. But Super Hero numbers have always 
been a bit loose. Here, common sense and correct decisions 
matter more than fiddling 11vith the math. 

Flashback Panel 
Once per Mission, you can call for a Flashback Panel. Jus t yell, 
"Flashback!" and all play will stop while we go back to a 

relevant event in your mind You may be remembering 
standing over the dead body of your friend the day you 
dedicated your life to fighting crime. Or a moment during your 
training, when your mentor showed you a particular trick that 

would come in handy now. It happens in comic boo.ks all the 
time. Basically, what you're doing is asking the GM to give you 
a positive Situational Modifier in return for your roleplaying. 

To get the +1 stone Situational Modifier added to your 
Action's stones (or your defensive stones), you must first cite 

the Flashback. "I think back to the time when my master taught 
me how to ... ," or "I blink back tears remembering how my best 
friend died at the hands of ... " The incident you refer to must 
have some relevance to the situation at hand. (It doesn' t 
actually have to have happened, or even to be written down on 
your Character Profile Record. The GM just has to buy it.) 

And if y ou' re really clever, your Flashback Panel could lea 

to additional Modifiers. Remembering the day you sworv 

vengeance on Doctor Doom or the day you swore you'd inven 

a cure for the Legacy Virus might get you some extra ju.ice frorr 

the GamesMaster. And remember, the better yow- story and th~ 

better yo1.1 roleplay, the more likely you'll also earn yourseU " 
Line of Experience. 

VEHICLES IN GAME PLAY 
To operate a vehicle, you must have a high enough Vehid1; 

Operation Action Number, lntelJigence or Agility to overcom1; 
the Difficulty of the vehicle. Vehicles also have Resistance 

Numbers, which represent ongoing effort per Panel to operate 
the vehicle, or the need for more than one person to help 

operate the vehicle. (For Lnstance, a Shi'ar Battle Cruiser needs 
a crew of 200.) You'll find the difficulties of various vehicles 

listed on the D&R Chart for reference. Even if you can't 

overcome the entire Resistance, that doesn't necessarily mean 

you can't operate the vehicle. It just means you can't operate al. 

of the vehicle's systems. ("Captain, I can give ye warp engines 

but I got nobody manning the phasers!") 

Once you know you can operate the vehicle, then add your 
Vehicle Operation stones and any relevant Modifier stones to 

tl-ie Maneuver Modifier stones. The GM compares those stone:, 
to the stones of Resistance. As with any Action, if your stones 

equal the Resistance, you succeed. If your total is less than th~ 
ResistaJ,ce, you crash the vehicle. 

Note that only stones in Velucle Operation get added to 

the Maneuver Modifier; if you are using your IntelJigence or 
Agility to operate the vehicle, they don't get added. ln other 

words, your lntelUgence and Agility may allow you tc 
overcome the Difficulty of the operation, but they don't add 

their stones to overcoming tl-ie Resistance. 

Vehicles have the following specs: 
• Description 
• Difficulty to Operate 

• Resistance to Operate 
• Defense Modifier: how mud, damage the vehicle subtract::, 

from each a ttack on it 

• Vehicle Damage: the am.ow-it of damage a vehicle can take-
before becoming inoperable 

• Maneuver Modifier: how maneuverable the vehicle is 
• Speed: how fast the vehicle drives or flies 
• Weight: how many stones the vehicle weighs, important for 

collisions and damage 
• Weapons: Many vehicles do not have weapons 

To avoid being hit or fired upon by a vehicle is the same a-. 

avoiding being attacked by Close Combat or Ranged Combat. 

Land Vehicle Combat 
Just as in real Life, getting into a car or a plane can b, 

dangerous. Also as in real life, vehicles can be used as weapon,, 
The faster vehicle usually gets to decide whether it wants to hu 
be lut, or escape. Of course, circumstances like traffic and othe, 

conditions may also have an effect. 

Collisions 

Th is is almost exactly like normal Close Combat betwee 
characters. Keep the following in mind: 



• Vehicle Operation is treated like Close Combat. 

• Speed of Impact and Vehicle Weight are treated as Weapons 
\llodifiers to Close Combat (add free stones). 

• Vehicle Maneuver Modifier is treated like a Weapon Modifier 

(if attacking) or Reflexive Dodge (if defending). 

Attack = Speed of Impact + Vehicle Weight + Maneuver 

todifier + your Vehicle Operation Action 
Defense = Vehicle Defensive Modifier. Also, stones from 

taneuver Modifier and your Vehicle Operation Action may be 
-eallocated from your attack to your vehicle's defense. 

o determine Speed of Impact: 
• Head-on Collision: Add both speeds together. 

• Rear-end Collision: Subtract higher speed from lower speed. 
• Head-to-side Collision: Use speed of the striking vehicle. 
• Sideswipe: Speed of impact = 1 

For reference, vehicles travel at a speed of 2-5 and their 

eight is 4 for a car, 6 for a trnck and 9 for a tank. Defensive 

lodifier is 1 for a car and goes up to 5 for a tank. 

Weapons in your vehicle 

If the vehicle has built-in weapons, they can be used for 
om bat. Use the same formula as air-to-air combat (see below). 

If you or a passenger have stones of attack to shoot out of 

':'>Ur car, then you can attack as well. 
Calculate each attack os o scporotc, normal Ranged Com.bot 

rtack vs. the target vehicle or passengers (if visible), splitting 

mong targets as desired. 
Use the target vehkle's Defensive Modifier as defense for 

)th the vehicle and the passengers wj thin. Passengers also use 

tieir own personal defense. As with Ranged Combat, stones 
om the attack may be reallocated to defense. 

'>hooting Out Tires: Targeting the tires of a moving vehicle 
curs a 2-stone Resistance Situational Modifier. 1f a tfre takes 

s tone of damage, it is punctured. Speed and Maneuver of the 
th.er car is reduced by 2 stones per tire shot out (until they 
~achzero). 

Air-to-Air Combat 
\s in normal character vs. character combat, both sides put 

~tones into a ttack and/or defense, and either or both 
ombatants may take damage in the same Panel. 

Flying Vehicles vs. Flying Vehic1es 

his is almost exactly like normal Ranged Combat between 
haracters. U you come within weapons range of an enemy 
ehicle, you can attack it (or vice versa). For comba t, keep 

:he following in mind: 
• Vehicle Operation is treated like Ranged Combat. 
• Vehicle Defense Modifier is treated like Toughness. 
• Vehicle Maneuver Modifier is treated like Targeting (if used 

in attack) or Reflexive Dodge (if used in defense). 

• Vehicle Maneuver Modifier is treated like Agility to see who 
gets to shoot first eacl1 Page . 

.\ttack = Vehicle's Weapon Modifier + Maneuver Modifier+ 
iour Vehicle Operation Action 

Defen se= Vehicle Defensive Modifier. In addition, stones from 

Vehicle Maneuver Modifier and your Vehicle Operation Action 

may be reallocated from your vehicle's attack into your 

vehicle's defense. 

Hits accumulate against Vehicle Damage. When this is 
exceeded, the vehicle is shot down. The faster aircraft can 

escape or force combat just as the faster character can in 

normal combat. 

Character vs. Flying Veh icles 

Use the previous formula for attack and defense of vehicle. 

The character attacks and defends as in normal Ranged Combat. 

See Appendix B: Vehicles, P. 125 

ARS EXAMPLES: 

Non-Combat: 
How Would Black Cat Open a Safe? 

Let's say Black Cat wanted to open a safe. She has a Thleving 
Action Number of 5 with an Agility Bonus of 3. 

The GM looks at the specs of the Safe. It has a Difficulty of 
S and a Resistance of 12. ft's made of hardened steel with a 

Physical Resistance of 30, and booby-trapped to go off with 10 

stones of damage if opened in any other way except through 

the combination locks (though the GM doesn't volunteer this 
information unless asked). The GamesMo.ste1· decides it's a 

common safe that anyone with a 5 or better would recognize. 

So the GM embellishes the story a little and tells Black Cat, 
"You recognize it. It's a Morelli Type-6 Safe. They're pretty 
common, and well within your abilities. How much do you 

want to put into the effort?" 



Black Cat replies, "Well, if the safe is so familiar to me, 
shouldn't l ki1.ow how much effort?" 

The GM replies, "Good point. You figure somewhere 

between about 10-14 stones should do it." 

Black Cat decides that she's not in a hurry, so she'll put 3 

stones of effort into it, so as not to outstrip her Rege.neration 

rate. She figures it should take her 4 or 5 Panels to get it open, 

and tells that to the rest of the p layers. If she was in a hurry, 

though, she cou ld put up to 8 stones into the effort in the fi rst 

Panel, (5 from Thieving and 3 from Agility), and then 4 stones 

the next Panel (which is all she'd have available after 

regenerating). That would succeed in opening the safe in two 

Panels, but .leave her pretty tired for a Panel or two. 

Combat: The X-Men vs. 
the Brotherhood of Evil Mutants 

Cyclops, Jean Grey and Gambit have seen Mystique, 

Sabretooth and Blob going into a warehouse late at night. 

They follow them inside and then split up. Gambit volunteers 

to take the left side, and Jean and Scott take the right side. 
Let's follow Gambit 6rst. 

Gambit moves down the left corridor of the warehouse, and 

comes to a large loading dock a rea. He finds Blob just a few feet 

away, looking into a cabinet whose door has recently been torn 

off. They are well within C lose Combat range of each other. 

PAGE ONE 
At the s ta rt of this Page, nere's the status of every character and 

what they say they're doing in their Panel: 

Gambit: Has 9 stones available in h..is Energy Reserve. 

Blob: 

A ctions : 

He puts 5 into C lose Combat plus 3 Free stones 

from his +3 Quarterstaff, and then shifts 3 stones 

into defense (plus 1 free stone for his Kevlar). 

He has 4 stones remaining in his Energy Reserve. 

Has 18 stones available in his Energy Reserve. 

He puts 12 into Close Combat (1 from his C lose 

Combat Number, 8 from his Strength Bonus, and 3 

from his Durability Bonus) and doesn't worry 

about defense (he gets +4 from his Toughness 

Defensive Modifier). He has 6 s tones remaining in 

h is Energy Reserve. 

In order of Agility, Gambit goes first, followed by Blob. 

1. Gambit attacks Blob (defense 4) with 5 stones of 
Close Combat. 

Result: 1 stone gets through, and Blob loses 1 white stone. 

2 . Blob attacks Gambit (defense 4) with 12 stones of 

C lose Combat. 

Result: 8 stones get through. Gambit chooses to be knocked 

out for 16 Panels, rather than Lose all 3 of his whi te stones and 

be down to two red stones and on the verge o.f death. 
Obviously, trading Close Combat blows wifu Blob wasn't the 

best idea. So let's see what would have happened if Gambit 

had done it differently. This time, Gambit wiU s tay out of 

reach of the much slower Blob. 

PAGE ONE 
A t the start of this Page, here's the s tatus of every character and 

what tl1.ey say they're doing in their Panel: 
Gambit: Has 9 stones available in his Energy Reserve. He 

Blob: 

Actions: 

puts 7 stones in to Charge Objects (6 from ._ 

Action number and 1 from his Agility Bonus) ar 

charges up a +2 Throwing Spike. For a secor, 

Action, he takes 2 stones from his Agility ar 

shifts it into defense (plus 1 free for his I<evla; 

He has O stones left in his Energy Reserve. 

Has 18 stones in his Energy Reserve. He puts 

in to Close Combat (1 from his Oose Comb. 

Number, 8 from hjs Strength Bom.1s, and 3 from h 

Durability Bonus) and doesn't worry aboi; 

defense (he gets +4 from his Toughness Defensh 

Modifier). He has 6 stones in his Energy Reserve 

1n order of AgiJity, Gambit goes first, followed by Blob. 

1. Gambit attacks Blob (defense 4) with 9 s tones of Charge, 

Object, and uses his AgiH ty / defense to stay away from Blob 

Result: 5 stones @ 2x Damage get through, and Blob loses., 

white stones. 

2 . Blob attacks Gambit (defense 3) with 12 stones of Clos.. 

Combat. 

Result: At an Agility of 1 and a Speed of 1, Blob can't get clos. 

enough to the quicker, more agile Ga1nbit to hit him . 

PAGE TWO 

At the start of this Page, here's the status of every d1aracter an ... 

what they say they're doing in their Panel: 

Gambit: Regenerates 3 stones to biing his Energy Reser. 

up to 3 stones. He puts 1 stone into his Agility anc. 

shifts it into defense (plus 1 free for his Kevlar 

Blob: 

Actions : 

He has 2 stones remaining in his Energy Reserve 
Now down to just 2 white stones, Blob onl 

regenerates 2 stones, bringing his Energy Resen 

up to 8 stones. He uses 2 stones of Sh·ength to pie 

up and throw a chair (+1 s tone Weapon Modifier 

and doesn't worry about defense (he gets +4 fror 

his Toughness Defensive Modifier). He has 

stones remaining in his Energy Reserve. 

In order of Agility, Gambit goes first, followed by Blob. 

1. Gambit stays away from Blob and d ucks behind a dumpster 
on the loading dock. 

Result: Gambit successfuUy du.cks behind the dumpstc 

before Blob can throw the chair because he goes first. 

2. Blob throws the chair a t Gambit (defense 2 + 2 stones <. 

Situational Modifier for the defensive va lue of the dumpster 

for 3 stones of Ranged Combat. 

Result: It doesn't matter what Gambit's defense is, becau.s.. 

since he's hiding behind tl1.e dumpster when Blob throws th 
chair, the chair will hi t the dumpster. The dumpster doesn 

1·eally notice the chair that hi.ts it. 

PAGE THREE 
At the start of this Page, here's the status of every character an 
what they say they're doing i11 their Panel: 

Gambit: Regenerates 3 stones to bring his Energy Resen 

up to 5 stones. He puts 5 stones into Char~ 
Objects (and charges up a +2 Throwing Spike 
He leaves his defense at +1 free for his Kevla 

Blob: 

He has O stones remaining in his Energy Resen·e 

Regenerates 2 stones, bringing his Energy Reser. 
up to 8 stones. He uses 6 stones of Strength to pie 



~ : 

up and throw another chair (+1 stone Weapon 

Modifier), and puts 1 stone into Close- Combat, 
shifted into defense (in addition to the +4 from his 

Toughness Defensive Modifier). He has 1 stone 

remaining in his Energy Reserve. 

o rder of Agility, Gambit goes first, followed by Blob. 

Gambit attacks Blob (defense 5) with 7 stones of Charged 

O bject. 

Result: 2 stones@2x Damage get through, and Blob loses his 

,ast 2 white stones, reducing him to two red stones of health 

and knocking him out. 

Blob would have thrown the chair at Gambit (defense 2) for 

7 stones, but before he can do it Gambit's charged spike 
explodes, knocking rum out. 

ow let's see how Jean Grey and Cyclops are doing on the 

..,posite side of the warel,ouse. As they come around a big 

ack of boxes they see Sabretooth and Mystique about 20 feet 

,•ay, out of Close Combat range. 

"AGE ONE 
t the start of this Page, here's the status of every character and 

"lat they say they're doing in their Panel: 

,an Grey: Has 9 stones available in her Energy Reserve. 

,•clops: 

She puts 8 stones into TeJepathy (7 stones come 

from her Action Number and 1 stone comes from 

her Intelligence Bonus), and then shifts 4 of them 

into defense, in addition to her +l Defensive 

Modifier for her Kevlar. She has 1 stone remaining 

in her Energy Reserve. 

Has 9 stones available in his Energy Reserve. He puts 

9 stones in Optic Blast. He leaves his defe1,se at+ 1 for 

his Kevlar. His Energy Reserve is empty. 

-...abretooth: Has 15 stones available in his Energy Reserve. 

He puts 11 into Close Combat (7 stones come from 
his Close Combat Numbe1; and 4 come from his 

Agility Bonus) plus 2 free stones for his claws, and 

then shifts 3 into defense (plus 1 tree for Reflexive 

Dodge). He has 4 stones in his Energy Reserve. 
'vstique: Has 9 stones avajjable in her Energy Reserve. 

~ti__QM: 

She puts 5 stones into Ranged Combat ( +4 for her 
gun.), then shifts 3 stones into defense. She has 4 

stones remaining in her Energy Reserve. 

., order of Agility, Sabretooth would go first, then Jean, then 

, ·clops and Mystique simultaneously. But because Sabretooth 

, out of range, his Close Combat attack would happen last. 
Jean Grey directs 4 stones of Telepathy at Sabretooth. 

Result: She overcomes Sabretooth (Intelligence 3), 

:.uccessfully seizing conh·ol of his mind. 
_ Cyclops blasts Sabretooth (defense 4) with 9 stones of his 

Optic Blast. 

Result: 5 stones@ 2x Damage get through to do 10 stones of 

damage. Sabretooth loses 4 white stones. 

'.\lystique shoots Jean Grey (defe1,se 5) with 6 stones. 

Result: 1 red stone gets through@ 2x Damage and Jean Grey 
oses 1 white stone. 

Sabretooth's Attack never gets through because Jean Grey 

-.tops him cold with her Telepathy before he can reach either 

Ii.e r or CycJops. 

Following this exchange, Mystique tun,s tail and runs, leaving 

behind a telepathically controlled and heavily wounded 
Sabretooth. 

But what wou Id have happened if the attack had been at 
close range? For instance, if Jean and Scott were making their 

way around a big stack of boxes and saw Mystique and 

Sabretooth standing just a few feet away. 

PAGE ONE 
At the start of this Page, here's the status of every character and 
what they say they're doing iJn their Panel: 

Jean Grey: Has 9 stones avaiJable in her Energy Reserve. She 

puts 9 stones into Telepathy (2 stones come fron, 

her Ability Bonus, and 7 come from her Telepathy 

Action Number), and then shifts 4 of them into 

defense, in addition to her +l Defensive Modifier 

for her Kevlar. She has O stones i:emaining in her 

Cyclops: 

Energy Reserve . 

Has 9 stones available in his Energy Reserve. 

He puts 9 stones in Optic Blast, then shifts 1 stone 

into defense (+1 free for his Kevlar). His Energy 

Reserve is empty. 

Sabretooth: Has 15 stones avaiJable in bis Energy Reserve. He 

puts 11 into Close Combat (7 stones come from his 

Close Combat Number, and 4 come from his 

Agility Bonus) plus 2 free s tones for his claws, and 

Jeaves his defe1,se at +l free for Reflexive Dodge. 

He has 4 stones remaining in his Energy Reserve. 

Mystique: Has 9 stones available in her Energy Reserve. 

Actions: 

She puts 5 stones into Ranged Combat (+4 for her 

gtm), then shifts 4 stones into defense. She has 4 
stones remaining iJ, her Energy Reserve. 

In order of Agility, Sabretooth would go first, then Jean, then 
Cyclops and Mystique sirnultaneously. 

1. Sabretooth instantly ILmges at Cyclops (defense 2) with 12 
stones. 

Result: 10 red stones get tlu·ough. Rather than lose all of his 

white stones, Cyclops chooses to be knocked out for 20 

Panels. 

2. Jean Grey directs 5 stones of Telepathy at Sabretooth. 

Result: She overcomes Sabretooth (lnteUigence 3), 
successfully seizing control of rus min.cl, but not before he 

takes out Cyclops. 

3. Cyclops is knocked cold, out of the fight before he can shoot 
Sabretooth with his Optic mast. 

4. Mystique shoots Jean Grey (defense 5) with 5 stones. Because 

the range is shorter than normal, the GamesMaster adds a 1 
stone Situationa] Modifier from the GeneraJ Pool. 

Result: 1 red stone gets through @ 2x Damage and Jean Grey 

loses 1 white stone. 

PAGE TWO 

At the sta_rt of this Page, here' s the status of every character and 
what they say they're doing in their Panel: 

Sabretooth: After regenerating 6 stones, Sabretooth has 10 

stones available in .his Energy Reserve. But he's 

letnder Jean Grey's Telepathic conb·ol, which keeps 
him out of the fight. 

Jean Grey: Because Jean's energy is intelligence based, she 

regenerates 5 stones, bringing her Energy Reserve 



up to 5 stones. (Her white stones remain at 1.) 

She puts 5 stones into Telepathy, and sticks with 

her +1 Defensive Modifier from her Kevlar. 

She has O stones remaining in her Energy Reserve. 

Cyclops: Cyclops has 9 stones available in his Energy 

Reserve. But he's stiU knocked out. 

Mystique: Mystique regenerates 3 stones, brir1ging her 

Energy Reserve up to 7. She puts 5 stones into 

Ranged Combat (+4 for her gun), then shifts 4 

stones in.to defense. She has 2 stones remaining in 

her Energy Reserve. 

Actions: 

ln order of Agility, Jean goes first, then Mystique. 

I.Jean Grey directs 1 stone of Telepathy to maintaining her 

control over Sabretooth and directs the remaining 4 stones at 

Mystique (Intelligence 3). 

Result: Jean successfully takes control of Mystique while 

maintaining control over Sabretooth. 

2. Mystique would have shot Jean (defense 1)- and with 5 

stones getting through@ 2x Damage, she could have killed 

her!-but she was already under Jean's telepathic control. 

Next Panel, Jean could regenerate more than enough stones to 

keep both Sabretooth and Mystique under control, and would 

continue to do so until she was back up to fuU power. Eventually, 

Scott would regain consciousness, or Gambit might join her, and 

together they could restrain their opponents tmtil they decided 

what to do with them and the (still knocked-out) Blob. 

How You Learn 
and Gain Experience: 

The Add-A-Line SyscemTM 

When you have come to the end of every Mission or Issue, your 

GamesMaster will award each player between 1 and 5 Lines of 

Experience. These Lines are bestowed on your character for 

accomplishing your Mission Objectives, for playing the game 

well and for the quality of your roleplaying, all at the discretion 

of the GM. Think of them as "lines of the story" you just played 

out. You record your Lines on the Character Profile Record side 
of your Character Action Display. Depending upon how 

frequently you play, you should have enough room for at least 

a year's worth of play on your CAD. 

When you have 10 Lines of Experience in any Action, you 

can increase the Action Number for that Action by l . You may 

also chan.ge the name of an Action when you upgrade it, or add 

a new rule/Specialty to it that reflects the renamed Action. 

If you come up with a Line that doesn't fit into an existing 

Action, you can create a new Action or Specialty with that 
name on it. Each character may have up to 9 Actions. 

All Lines of Experience consist of two parts. First, the 

description of what you did, and second, assigning the Line to 

a specific Action, or Specialty within an Action. The more 

accurate the descxiption of what you did, the more useful it 

might be. For instance, let's say you fou.ght Mystique 

underwater using your Close Combat. When you write down 

your Line it could say, "Fought Mystique, Close Combat," and 

that would be okay. But it might not be as useful in the future 
as, "Fought Mystique underwater, Close Combat." lt's still the 
same Line, right? But someday in the future, when you're again 

fighting underwater, and the nasty old GamesMaster is tryin

to reduce your effectiveness (because the Issue's instructior

say, "-1 stone to all Close Combats underwater withou 

experience"), you can say to the GamesMaster, "Hey, I', 
fought underwater before," point to it on your character shet: 

and avoid the I-stone penalty. 

Let's say you go on a Mission. You have one fight with th.. 

Brotherhood of Evil Mutants using your Close Comba· 

another where you use your Ranged Combat; you a lso steal 

plane and fly away, you reason with an anti-mutant mob at th, 

airport and you escape from that mob and hide. After th, 

Mission the GamesMaster says you have earned 3 Lines o 

Experience. 
Here are some of the Lines you could w1ite on you; 

character sheet, and some different ways you could write them 

Line 1: Flew a plane, Vehicle Operation. 

Line 2: 

Line 3: 

Line 4: 

Fought Brotherhood of Evil Mutants, Clo!* 

Combat. 

Escaped from a mob and hid, Black Ops (or 

Spying, or Ninja, etc.). 

Reasoned with an anti-mutant mob, Social Skills. 

But wait: We just showed you 4 Lines of things you did, even 

though the GamesMaster onJy gave you 3 Lines. That's unfair 

isn't it? Shouldn't you receive a Line for each ne,, 

accomplishment? 
Actually, no, you shouldn't. The limit on the number o 

Lines you can eain per Mission or Tssue is actually based on tl"lt:

experience each Marvel Super Hero has achieved over th,. 

years in the comics, trai,slated into this gam.e system. [t wi. 

allow your character to learn new things and increase you; 

power in a reasonable fashion. (This limit also happens to be .-i 

niticaJ game-balai,cing mechanic, one that prevents character

from getting too strong too quickly.) 

Even though you can take only 3 Lines of Experie.nce for 

that mission, there are few limits on what those lines can be 
That's up to you, with a little bit of input from t1' 

GamesMaster. For instance, the GM would probably object t 

you taking the "Flew a plane" Line under the category of "Flt" 

a plane, Interdimensional Teleportation." 

Here's a11.other example: Your character wants to develO' 

computer skills. You armounce to the GM tl1.at you ar 

practicing v.tith the laptop and studying computers on yot.. 

dowi, time during the Mission. After the Mission is over, yo 
could add a Li.ne stating, "Studied my computer, Technolo~ 

The idea is that players have control (within limits) of how th,... 

advance in power. The "Add-A-Line" system is designed 

empower players, not restrict them. 

Telling Your Story 
Through Lines of Experience 

Many roleplayers like to keep a record of what their charact 

has done. Some players even create elaborate journals 

record everything they do, filling notebooks with charactt 

that they've played for decades or longer. In Marvel, yo

Character Profile Record will function as a ntlni-joun> 

lt won't tell you everything, but it will tell you anytlung t 

mattered for your character develop1nent, and for m 
players, that's enough. Since each CPR has enough room 

about a year's worth of Lines, stapling each year's CAD/C' 

together will provide you with a journal that expands a 

lasts the whole life of yow· character. 



THE MARVEL UNIVERSE BRIEFINGS 
The following briefings are designed to give you a very 

'>asic overview of a very complex place. The Marvel Universe 
.. over 40 years in the making, fueled by the imaginations of 

housands of writers, artists and editors. To attempt to give you 
a fuU background on the Marvel Universe would take more 

pages than there are in this entire guide. Future supplements 

will get into many of these subjects in greater detail, as they 
pertain to the characters and groups in those supplements. 

But for now, aJJ we can say is jump in feet first and kick 
ou r legs really hard. Remember, there are plenty of p laces you 

·an go to find out more about the Marvel Universe. First 
and foremost, there are tl,e comic books themselves. 

Then there are all those great tradepaperback compilations. 
Finally, there's Marvel.com, as well as dozens of great fan sites 
ut there on the Internet. 

NEW YORK CITY 
AND SURROUNDINGS 

"he Marvel Universe revolves around New York City. It's a big, 

f->ustling city filled with power and money, so naturally it 
tb·acts more than its share of Super Heroes and Super Villains. 

\lost of Marvel's Super Heroes spend their time in New York 
eilher living their secret identities or actively looking for and 

'ighting evildoers. 

Some characters have even appointed themselves 

~1ardians of a specific neighborhood, like Daredevil in Hell's 
Kitchen. Spider-Man grew up in Queens, but fights crime all 
)Ver the city. Doctor Strange's Sanctum Sanctorun, is in 

Loreenwich Village. The Avengers Mansion is on the 
ashionable Upper East Side of Manhattan, not all that far from 
he Fantastic Four's home in Four Freedoms Plaza, next to the 

u nited Nations. The Punisher hunts all over the five boroughs. 
ne X-Men's base of operations is the Xavier Institute and 
'T\ansion in Westchester, about 20 miles north of New York. The 

lorlocks live in the sewers and tunnels below the city. And of 
.ourse, the Marvel editorial offices are located in NYC. 

Because New York is so big and has so many people and 
uildings, it offers plenty of abandoned buildings to use for 
riminal hideouts and secret laboratories, sewer systems and 

~ubway tunnels for U1ings that hide in the deep and the dark 
nd soaring canyons of steel to use as the settings for your 
arious Adventures. 

New York is the center of commerce and finance for the 
ntire world, as it is in real life. Mai·vel's New York includes the 
1ain offices of Stark Industries and Osborn Industries among 
s larger companies. Its proximity to thTee major airports has 
ade it a center of international transportation, and helicopters 

-,n,e and go from the various heliports ru,.d rooftops around 
f-ie city. 

The United Nations is in New York, meaning that the heads 
r nations both friendly and unfriendly visit often, including 

'"'octor Doom, the monarch of Latveria. Witl, all this 

ternational activity and intrigue, it's not unusual for the 
... H.I.E.L.D. heli-carrier to be seen flying overhead. 

New York is also the social center of the world, which 
eans celebrities, jet-setters and the world's most influential 
eople spend plenty of time attending its theaters and events, 

eating in its restaurants and partying in its clubs. All of this 
business, politics and society attracts crime. New York is a 

hotbed of organized crime, with many different groups trying 

to muscle in on the Maggia or depose the Kingpin, who runs 
the entire East Coast crime syndicate. There are plenty of other 

gangs and criminal organizations waiting in the wings or 
moving in from other places. 

THE PLANET EARTH 

Although they are primarily New Yorkers, the X-Men, the 
Avengers and the Fantastic Four often have adventures in other 

places around the world-and beyond. 
Many significant locales in the Marvel Universe correspond 

to places i11 our t·eality. Marvel Super Heroes have fought 
behind the Tron Curtain against the Soviets during the Cold 

War. They've tried to keep the peace in the Middle East, fought 

warring factions in the former Yugoslavia and fought terrorist 
organizations around the world. Sometimes, though, the 

countries don't always have the same names as they do on the 
maps we study in school. 

There are also many places on Earth that only exist in 

the Marvel Universe. You can tap these exotic locations as 
settings for your Adven lu1·es. They include: 

• Atlantis: The undersea kingdom where Prince Namor, the 
Sub-Mariner, watches over his subjects. Atlantis and other 



undersea powers are often at war with each other, and 
sometimes with the countries on the surface. 

• Latveria: The Eastern European country Doctor Doom rules 

with his iron fist. 

• Genosha: A country that has at various times either enslaved 

or been run by mutants. 

• Subterranea: The underground world where the Moleman 
presides over his many subjects. 

• The Savage Land: TI1e hidden jungle land on Antarctica 

where dinosaurs still walk the earth and dozens of primitive 
tribes still live. 

• Wakanda: The African country ruled by T'Challa, the Black 
Panther. One of the wealthiest nations, it is the sole source of 

Wakandan Vibranium, a rare and expensive material. 

• Krakoa: A malevolent "living" island made up of a single 

entity that survives by draining the life energies of mutants. 

!rt other words, the Marvel Universe is filled with great places 

outside of New York to set your Adventures. Future 

supplements will include many of these locations, but you 

don't need to wait. Just pick up a Marvel comic set in any of 

these exotic locales. Or feel free to make up new settings 
yourself. The w1iters at Marvel do, so why can't you? 

THE UNIVERSE 
Residents of the Marvel Universe know of quite a few alien 
races and worlds, though only a few people are aware of even 

a fraction of the extraterrestrial and other-worldly threats that 
Super Heroes have repelled over the years. Virtually every 

Marvel Super Hero has had at least one extraterrestri 
encounter. Among the most important of the alien races th.. 

tend to show up are the following: 

• Shi'ar: Professor X was the official consort of the Shi'a 

Empress for a time, and the X-Men still have access to lots c. 

cool tecl1nology from them. 
• Kree: A race of beings who have been a t war with the Skrull 

seemingly forever. Captain Marvel comes from the Kree. 

• Skrulls: A race of beings who have been at war with the Kn, 

seemingly forever. Skrulls can shape shift, and some ha\ 
super powers, which make them formidable enemies. 

• Watchers: An ancient race of super beings who have pledge,;. 
not to interfere with the affairs of lesser races, but simply t 

observe their actions and development. The Watcht

assigned to Earth has broken this promise often, m o, 

significantly in order to aid the Fantastic Four when the 
defended the earth from Galactus, the devourer of worlds. 

• 1nhumans: An advanced offshoot of the human race, th 

Inhumans live in their city, Attilan, located in the "Blue Area 

of Earth's moon. 

T11 addition to these major aliens, there are many others 

including: the Lumina, the Arcturans, the Celestials, the Brood 

the Aakon, the Beyonders and the Cotati. Two of Spider-Man ,,. 
worst enemies, Venom, and his psychotic offsp1ing, Carnage 

are alien symbiotes from another dimension. 

You can use any of these aliens, and as many others as yo1.1 
want to invent, when creating your Adventures. U you ar 
playing, say, a Silver Surfer cosmic campaign, these races w il 

probably play a more significant role than if you're focusing or 
Daredevil. Future supplements v.rill give you many mop 

details about these races. 
Human experience of space is much more extensive in th

Marvel Universe than in the real world. Super Heroc 
frequently end up in space, often u:1 the pursuit of Sup,:, 

Villains. Bases of operation situated on space stations, satellite 
and even on asteroids (like Magneto's former secret bas. 

Avalon, on Asteroid M) are co1nmon. We've also met colorh. 
groups like the Starjammers, who are intergalactic pirates. 

There are also m.any, many different dimensions and plane 

of existence, some or which are fully populated. Each of the-, 
places has its own gods, Demons and other powerful being,,. 
Some of these realities operate under physical laws similar t 
our own, but others bear no resemblance to the reality ,, 
know. There are alternate-dimevsion Earths, as well as the ant 
matter universe known as the Negative Zone, which Ree, 

Richards discovered. 
Speaking of gods, Thor and the other Norse gods live 

Asgard, where Thor's father Odin ruled until his recer 



emise. Thor has taken a pledge to help the inhabitants of 
'idgard (that's us here on Eaxtl1). The Greek gods, including 

ercules, Live on Olympus. 111ese supernatural worlds can be 

L'ached only through magic, but they do exist, and can be a 

ctor in your scenarios, i.f you want. Both Thor and Hercules 
.1\'e been Avengers. 

GOOD AND EVIL 
IN THE MARVEL UNIVERSE 

'l the Marvel Universe, good and evil exist, but figmi.ng out 
hich one is which can be confusing, and staying on this or 

'iat side of tile Jaw can often prove easier than knowing right 
)ITT wrong. 

Many Super Heroes are criminals as far as society is 

oncerned. Ask The Daily B11gle and iliey'U tell you Dared.evil 
n d Spider-Man are just as bad as the Punisher. But ti'ley 
c tually couldn't be more different. Spider-Man tries 

eally hard to do what he ilii.nks is right. Daredevil 
~ obsessed with justice, even if it is his 

\Vn particular version. And the 
unisher? The Punisher kills the 

uilty, plain and simple. 

The X-Men and the 
"rotherhood of Evil Mutants are 

"0th considered criminals by 
o n-mutant society. Ironically, 
~en ti'lough the X-Men are 
von, to protect the hum.ans 

hat hate and feas ti'lem, the 
'lvernment has actually 
-ed. some members of 
e Brotherhood of Evil 

u tants to hunt them 
,wn. Seen from their own 

ints of view, however, 
•th the Brotherhood and ilie 
\llen each believe they are 

.::hting for their people: 
u tan.ts. They're just fol lowing 
fe rent paths. 
Some Super Meroes have all 
luck. The Avengers often 

ork f01· the U.S. Government or 

.e United Nations and 
, publicly recognized as champions and defenders of ti'le 
,rid. The Fantastic Four aTe A- list celebrities. 
Each individual or team will have their own rules of 

)ral it, and may be treated differently by the law, the general 
blic and, especia lly, other Super Heroes. Most battles 

tween Super Heroes (and almost every hero has fought some 
lier hero before boti'l realize that U1ey are on ti'le same side) 

-.ult from differi_ng views of what the right course of action is. 
vers in the Marvel Universe may confront similar conflicts 
'deology, which can have an impact on ti'le accomplishment 
he ir goals. 

There are a few really large and predictably evil groups for 
ayers to fight. Hydra and A.LM. are two international 
rrorist organizations, often operating with the backing of rich 
,d powerful benefactors behirtd U1e scenes. The Hand is a 
min.al cartel of mystica l ninjas iliat wOI"k for hire and also 

pursue mysterious agendas of U1eir own. Closer to home, 
organized crime on the east coast is divided up between the 

Kingpin's organization and the Maggia. Facing them are 

groups like S.H.l.E.L.D., a quasi-governmental spy agency 

whose motives can sometirnes be as questionable-or even as 

ruthless and immoral- as those U,ey oppose. Captain America, 

on tile other hand, always protects America, and in ti'le most 
upright and moral fashlon . 

Heroes may become, or be perceived as becom.ing, villains 
for a time, and vice versa. Rogue started out as a villain 

but become a force for good as a member of ti'le X-Men. 
And Magneto has been both ti'le mortal enemy of U,e X-Men 
and U1ei.r leader. 

Marvel stories always hold out the hope of redemption for 
ti'leir characters. You can be redeemed for your previous sins. 
You can be forgiven if you make amends. There are groups, like 

U1e Masters of Evil, who once were bad but tried to redeem 
themselves as ilie Thunderbolts, led by Hawkeye, who 

himself has been boti'l a good-guy Avenger and a 
wanted criminal. 

Elektra is an assassin-for-hi.re, but her Jove 

for Daredevil and her own sense of honor make 

her a hero to many. This is because, in the 
end, she follows her own morality. Like 

the Pwusher, if someone iliinks he's 
doing what's right, even ti'lough U1e 
l;:iw might disagree, ti'len he may still 

be a hero. It is often the relationship 

between a character ai,d his own 
morality iliat determ.iJ.,es whether he is a 
hero or a villain. 

Tlus is what drives Spidey to keep at it 
in spite of all the hardships he has had to 
endure. Because, according to his sense of 

morality, wiU, great power ti'lere must also 
come great responsibility. You can't 11.ide 

from your responsibility and still be a hero in 
the Marvel Universe. 

THE SCIENCE 
OF THE MARVEL 

UNIVERSE 
Marvel writers have always blended ti'le cutting 
edge of science and medicine with the 

imagination of comic books. 111is means that basically anything 
you can think of, any technology tilat you need to make your 
Adventures fun and exciting, you should feel free to invent. 
Don't get hLLI1g up on whether it exists or not; ti'le Ma.rvel 
writers never did. If you need it, put it into your campaign. 

ln the Marvel Un..iverse, time travel and interdimensional 
travel boU, exist, and there are scientific methods to accomplish 
them. You can create drugs or technology iliat can do anyiliing 
at all. Of course, some of these scientific advances can pose 
extreme danger to civWans and heroes alike, but that's okay. As 
long as ti'lere is a possible way for the heroes to save ilie day, let 

you_r creativity go wild. Ii you can til.ink of a need for anytlu.ng, 
you can fudge U1e "scientific" reason behind i.t. (And if that 
seems unreasonable, you can always blame Magic, gods or the 
supernatural.) 

There are super powers that arrive thl"ough normal genetic 



mutation, while others ar,e created through experimentation 
and accidents that arose during those experiments. 

And radiation in all its forms-X-ray, cosmic, gamma, 

nuclear-has often resulted in mutants and other super

powered beings. Whether it's a radioactive spider biting 
Spider-Man or a radioactive isotope causing both Daredevil's 
blindness and his enhanced senses, the results of radiation 
exposure are unpredictable, so you can use radiation however 

you want to enhance your story. 
Different races and cuJtures have their own science and 

technology. Some have developed incredible weapons, while 
others have focused on ways to heal their people. Alien races 
have used advanced technology against us, forcing us 
to find a way to defeat it and fueling our own scientific 

advances. 
Most of these advances are kept secret from the general 

scientific community. Reed Richards (Mr. Fantastic), the most 
brilliant scientist on Earth, has become the primary keeper of 
advanced technology that no one knows what to do with 
(mostly because he's about the only person in the world who 

has any chance of figuring out how it works). 
Of cow·se, many incredible advances in Marvel science 

have also come from super-intelligent humans. Leading 
scientists and inventors in the Marvel Universe include Reed 
Richards, Tony Stark (Ison Man), Bruce Banner (The Hulk), 
Doctor Doom, Doctor Octopus and Henry Pym (Yellowjacket). 
Even Peter Parker has been knowTt to figure out some 

complicated equations in his day, not to mention inventing his 
amazing Web Shooters and webbing. 

Tony Stark and many others have come up with powerful 
and useful technology, but some of it has gone awry. 

Bruce Banner got caught in his own gamma ray experiment 
and was turned into the Hulk. Reed Richards and his 
companions took off in his own space ship without sufficient 
cosmic ray shielding and became the Fantastic Four. 
The android superhero, the Vision, was created with 
Heru·y Pym's technology-not by Pym- but by one of Pym's 

greatest creations, the evil robot, Ultron. 
Although some discoveries are used for the selfish gains o f 

one group or individual, others are made available for a good 

cause. The X-Men, for example, use a lot of the Shi'ar 
technology they have received. Many of Iron Man's and the 

Black Panther's inventions have ended up in the service of the 

Avengers. And many Super Heroes wear costumes made from 
unstable molecules, invented by Reed Richards. 

There are two .important substances that exjst onJy in the 
Marvel Universe: Adamantium and Vibranium. Adamantium 

is the strongest metal in the world, a virtually indestructible 
man-made s teel alloy. Vibraniurn comes in two forms: 
Wa.kandan Vibranium absorbs vibratory energy, making it 
useful for weapons, armor, aircraft, etc.; Antarctic Vibraniwn 
has properties that weaken other metals. There is very 
Adamantium or Vibranium available, and both are very, very 

expensive. In other words, you can build a pretty good story 
around acquiring some. Members of the Weapon X projects, 
like Wolverine and Sabretooth, have indestructible 
Adamantium-laced skeletons. 

When it comes to medical science in the Marvel Universe, 
you can be cured of almost anything, but not everything. Many 
mutants died from the Legacy Virus before Beast found a cure. 
And the best medical minds in the world couldn't prevent the 

original Captain Marvel from dying of cancer. 
But death in the Mru·vel Universe, though it does occur, 

doesn't have to be penuane:nt. There are characte1·s that have 
really died and really come back from the dead, like Elektra, 
and there were many characters we thought were dead but 
really weren' t-like Captain America (in suspended animation 
for decades), Jean Grey (held in stasis by the Phoenix entity), 
and the Green Goblin (impaled by his own Goblin Glider, but 
he got better). 1n other words, in the Marvel Universe, and 
therefore the Mru-vel Universe Roleplaying Game, death is onJ) 

as reaJ as the players and GamesMaster want H to be. 

POLITICS AND THE PRESS 
IN THE MARVEL UNIVERSE 

Tabloid newspapers are a traditiona l staple of New York life, 
and TJ,e Daily B11g le is Marvel's example of how it's done. The 
Bug le is always looking for some way to pin the latest problem 
on poor old Spidey, who of course works there in his alter-ego 
photographer Peter Parker. The Daily Bugle and other pres» 
outlets are excellent sources for information, leads and clues 

about the current Mission. 
Most news personalities in the Marvel Universe are the 

same as in our world, like Connie Chung or Larry King 
although Marvel has some personalities of their own- Tit 

Daily Bugle's editor-in-chief, J. Jonah Jameson and Robbit 
Robertson come to mind, as well as cable news reporter Trish 
Tllby, who once had a relationship with Beast. 

The world is aware of Super Heroes and they are new-. 
A few reporters even work the Super Hero beat, like Ben Urid 
of the Bugle. But the news doesn't a lways get the story straigh 
and they are often given half-truths to avoid panicking th 
populace. The press has its ovvn agenda, whether it's profit <

personal advancement, so it rarely does the right thing. 
Reporters and people with video cameras can be a n.uisan, 

to Super Heroes. Investigative journalists have often tried 
make a nam.e for themselves by trying to discover the tru. 

identity of one of our heroes, and they can do the same 
player characters, too. An investigative reporter ca.rt folio 
players around to write about their exploits in. an effort to kees 



the players on their moral and legal toes. This can be a real 

thorn in the s ide of a group of heroes. There the players are, 

minding their own business, trying to fight some evil, and this 

nosy civilian tries to catch them in a compromising situation. 

Many New York- based Super Heroes have champions and 
individual contac ts in the police and the government, as well as 

in the press. When adventurin6 in your world, keep this in 

mind. Local people are easy to make up. Local politics often 

interfaces with crime, especially organized crime and corporate 

crime. The Green Goblin, Justin Hamm.er (who has been the 

head of AIM) and the Kingpin all have extensive connections 

with local poLiticians and bureaucrats. 

All levels of government-local, national and 

international--can impact on play. Government officials are 

often among the sleaziest characters in the Marvel Universe. 

They a re frequently planning or moving against the Hulk, 

Spider-Man, the X-Men, etc. There is always some bill bein g 

proposed to curb the activities of Super Heroes, which would 

probably become law if it weren't necessary to ask Super 
Heroes for help in fighting even more dangerous forces from 

..me to time. 
Sometimes it's a matter of control. The government 

"ucly states their support for the Avengers. But because 

der-Man stays independent, and thus is harder to monitor, 

.IS often branded a Super Villain. TI:1e government can be the 

.a guys, even though there are some good people in the 

.-eaucracy and police. Anyone from the Punisher and Elektra 

Spider-Man and the Hulk can find themselves protecting 

~.Ja r people from uncaring govenunent forces. 

:\llutants are a major concern for national and international 

,·errunents. Anti-mutant laws and secret programs to keep 

-utants in line have reared their ugly heads from time to time. 

11:'"ter Gyrich is usually running some progran1. that messes 

ith mutants, and the Sentinels keep corning back with 

...nding from some government agency or other. Senator Kelly 

- often involved, when he's not busy sponsoring anti-mutant 

gislation. But most countries have also used mutants in their 

wert operations. Many countries have their own mutant 

rce, like Alpha Flight in Canada. Even the Soviet Union had 

ne, of which Omega Red is a homicidally v iolent reminder. 

lembers of both the X-Men and the Brotherhood have ended 

p working for the U.S. government in the past. 

International politics is very important in dealings with the 

o untries of Genosha, Atlantis and Latveria, especially when 

ilia.ins use their political status as cover for their evil plans. 

ften the United Nations gets involved, and then S.H.I.E.L.D. 

- s ent in to deal with super-powerful beings. Sometimes, this 

involvement results in the outrageous destruction of h u man 

lives. Cold War and real world politics are represented, 

sometimes by using a real country, other times by making up a 

new county as a stand-in. During the Cold War, Wolverine and 

Sabretooth were fellow operatives for the CIA; Natasha 
Romanov, the Black Widow, is a former Soviet spy. 

The beauty of Marvel is that it takes place in our l,Jniver~e, 
n1.ore or less, so you can take any scenario from our real world, 

and just plug in the Super Heroes you want to use. 

SOCIETY, FAMILY AND FRIENDS 

The social lives of Marvel characters are just like tbose in the 

real world. Son"le are complicated, and some are private. Some 

characters are socially coru1.ected and rich, like Tony Stark (Iron 

Man) or Janet Van Dyne (the Wasp), while others have to work 

for a living in addition to saving the world, like Peter Parker. 

Some characters are rich. Reed Richards' inventions have 

made him very rich, though he always needs more money to 
finance his experiments. Others, like the Pllllisher, figure out 

ways to get what they need. In out system, it's easy for your 
d1aracter l:o have whatever money she needs, unless the GM 
makes it clear that the scenario requires money to be an 

important element of the Adventure. 

Many heroes would not be who they are if not for their 

civilian jobs. What would Daredevil be if he ever stopped being 

Matt Murdock, the blind lawyer and champion of the poor and 

downtrodden? Other people are defined by their jobs, like 

Elektra (Assassin) and Nick Fury (former Agent of S.H.I.E.L.D. 

and now its leader). Or Captain America, for that matter. 

Captain America is now a member of the Aven gers and, 

like most heroes with a membership in a team, has his expenses 

paid for. Team members e ven get medical insurance, and you 

can guess how much that would cost if your occupation were 

"Super Hero!" (Few people rem.ember that Captain An1.er ica, 

Steve Rogers, once worked for his living as an Art Director!) 

Even Super Heroes have to live somewhere, and their 

lodging often becomes a part of their character. Doctor Strange's 

Sanctum. Sanctorun1. and the Avengers' mansion are places that 

we have con1.e to know intimately, as well as Peter Parker's 

series of apartments and his Aunt May's house in Queens. 

Family can be very significant in a char acter's story, either 

a s a n1.otivating force, as with Spidey and the Punisher, or as 

important companions in their current lives, as with the 

Fantastic Four. Some heroes have sidekicks who can be very 

important cl"laracters, but not every hero needs one. 

Many super-powerful beings are related to other super-



powerful beings, and quite a £ew heroes and villains have 

spent som.e dangerous adventures searching £or, or £ending off, 

every kind of relation. Long-lost twins, unknown offspring, 

and even clones can pop up to add complications to any super 

hero's life. Sometimes, the son of an old villain becomes a new 

villai.J.1- (like the Green Goblin's son becoming Green Goblin II), 

or a new hero (Quicksilver and Scarlet Witch, who are 

Magneto's children, started off bad and now are good). 

We know very little about the lives of some characters, 

while we know everything about others. We know everyone 

Peter Parker has ever dated, his co-workers, friends and of 

course his Aunt .lV[ay. But we know next to nothing about 

Elektra. It depends on the character, just like it will with the 

ones you'll play and crea te. Players will act out as much of their 

personal llie as they want. It's up to them to decide if they want 

to get into that aspect of their d1aracters' lives. 

MAGIC 
IN THE MARVEL UNIVERSE 

In the Marvel Universe, Magic is real. There are magical 

characters and villains, and they are generally very powerful, 

but they tend to interact mainly with other magical characters. 

Doctor Strange is the Sorcerer Supreme and tends to monitor 

the world for any major magical activity, so he sometimes helps 

out the rest of the heroes. I£ the players ever find them selves in 

over their heads when dealing with the occult, consider having 

Doctor Strange pop in and lend a hand. Don't think of it as 

cheating; Marvel has done this more times than we can count. 

If it helps you to understand how Magic works, think 0£ it 

as just another flavor of radioactivity. There are di£ferent 

schools (or brandies) of Magic, from Sorcery (most o~en 

practiced by Doctor Strange) to Summoning to Witchcraft 

(enchantingly performed by Agatha Harkness) to Druidic 

Magic (best exemplified by Anthony Druid). Doctor Strange's 

oldest enemy is Baron Mordo, a dark sorcerer. 

Magic comes from three major sources: 

• Personal powers of the soul, mind or body. 

• Powers gained by tapping this universe's an,bient magical 

energy and employing it for specific effects. 

• Powers gained through tl,e tapping of extra-dimensional 

energy by invoking or surnn.oning entities or objects of 

power dwelling in mystical dimensions. 

One of the most commonly called-upon beings invoked b· 

those spells is the Dread Dormarnmu, the ruler of his magica 

dimension and a major foe of Doctor Strange. 

Any and all of these kinds of Magic can come into play i..

any situation if you think if will make the game mon: 

interesting. Be careful how you employ Magic, though, and use 

it consistently with the Magic Action rules we've provided 

Un.less a player has some magical ability, he may quickly be o u 

of his deptl, against a magical foe, which would make for a 

very unsatisfying game. 

There is heavy crossover between gods and l'vlagic, since 

Magic is often one of a god's powers. The Absorbing Man h ru

the magical ability to absorb the properties of any materiaJ-thb 

is a power that he, a human, got fron, the Norse god Loki, whc 

was attempting to defeat Thor. 

There are villains and items tl1at are magical. Magic 

weaponry is common, such as the Black Knight's sword and 

the Wrecker's crowbar. Magic can do anything. It can even 

involve time travel. Both Doctor Strange and Baron Mordc, 

have magically traveled back tluough the ages. Merlin himseh 

has shown up in the Marvel U niverse; in fact, the Blad 

Knight's sword was actualJy forged by him. 

GODS AND THE 
SUPERNATURAL 

IN THE MARVEL UNIVERSE 
The Marvel Universe, like our world, has many different 

religions, and many different ideas of what or who a god is. 

Many religions have multiple beings who are gods, like the 

Norse gods of Asgard (including the Mighty Thor) while other 

beings have powers and abilities that can only be described as 

godlike. Some of these gods have come into contact with the 

people of Earth, specifically the super-powered beings who are 

called upon to protect Earth from the sometimes thoughtless 

and selfish Actions of their fellow gods. The gods often need to 

be reminded that we should be left alone. You can employ an) 

of these entities in your stories, or you can create whole ne,, 

religions and their respective deities if you think it will enhance 

your game. 

Gods are astonishingly powerful, even when compared 

with other characters in the Marvel Universe. When Thor uses 

his powers here on Midgard (that's what he calls Earth), h e's 



>tolding back from 

using his full power, as 

,,e've seen when h e 

·ought against the Ice 

Giants in Asgard. 

The damage done 

by gods can often be 

reversed or made to 

disappear. Sometimes it 

can be even be undone 

by people like Doctor 

Strange, but other times 

t can only be undone 

by the creator of the 

dam age. It all depends 

on the writer, and in this 

case the writer is you . 

Beings worshiped 

by ancient cultures are 

still alive and thriving 

in the Marvel Universe. 

There are many stories 

involving gods, demi

gods and spirits from 

Greek, orse, Egyptian, 

_ ative American and 

Hindu religions, who 

are either trying to 

reassert themselves and return to their former glory, or just 

want to be left alone after being messed with by a less than well 

intentioned human seeking personal power. 

There have been many weird relationships between gods 

and humans, some friendly, others romantic. For instance, 

Hercules is a demigod, since one of his parents was human, but 

he is still an Avenger and often hangs out with humans. Most 

gods stick to their own realn1.S. But those that travel among us, 

like Thor and Hercules, aren't necessarily believed to be actual 

deities by the general public. 

Some gods also seem to be pretty bored in their enchanted 

realms, since they keep messing around "vith Earth, often in 

their attempts to get back at each other. 111.e Enchantress is 

always scheming to get Thor to be her lover, while Loki is 

always trying to kill him. 

Supernatural beings are not limited to gods. Marvel has its 

share of villai.J1.5 and even heroes who are vampires such as 

\1[01·bius and Blade, and werewolves and Demons such as 

G host Rider. Supernatural enemies are yet another type of 

adversary for your players to fight off or to become. 

These beings are usually earth-bound, but many other 

supernatural beings come here to visit when they're called-or 

when they want something. In the Marvel Universe there is a 

Satan, a Mephisto, and a Satannish. There is a place called Hell, 

and another called Limbo. There are Demons and sorcerors 

,-.uch as S'ym, N' Astirh and Belasco and magical planes of 

e xistence from which they appear, . The Demon plane has 

opened up into Manhattan at least a couple of times, and 

contrary to what some detractors of New York City might say, 

·ou could definitely tell the difference. Luckily. like so many 

-.upematural events, all traces of these incidents ,vere ,.,riped 

-:,ut by the time they were over. 

Conclusion to the 
Roleplaying Section 

Well, that's that. You've read all the rules you need to play the 

Marvel Universe Roleplaying Game. There's nothing left to do 

except grab a blank Character Action Display and fill it in with 

either an existing Marvel Super Hero or one of your own 

creation and start playing. 

Of course, if you ' re planning to be a GamesMaster, 

you ' re not quite done yet. Read on, brave soul. Read on. 



GAMESMASTER SECTION 
SO YOU WANT TO BE A 

GAMESMASTER? 

If you're reacling this, you've either volunteered to be the 

GamesMaster, or you drew the short straw. Maybe you're the 

one person in the group whom everybody else gets to read the 

rules. Either way, you're in for one of the most challenging 
forms of gaming there is. Not everyone is cut out to be a 

GamesMaster. And some people wouldn't do anything else. 

First of all, let's talk about who the Gamesl\llaster is. In a 

roleplaying game, the GM is the god of her m,vn universe. In the 

Marvel Universe Roleplaying Game, think of the GM as the 

Marvel editorial s taff, the artists and writers all rolled up into 

one. If you're the GM, you 're the person telhng the story ... with 

one important exception: Some of the characters in your story 

can think and act for themselves. 

We're talking about your players. They decide what they're 

going to do and how they're going to do it. It's your job to tell 

them how it all turns out. 

As the GamesMaster, you'll need to read all the rnJes in this 

guide. You'll help players through the process of developing 

their m,vn characters or let them know which Marvel Super 

Heroes are available for them to play. You'll decide which Issue 

your players will play, whether it's one that we provide or one 

that you create on your own. 
But that's just part of your job as GM. You'll also have to 

interpret the results of all the Actions that take place in the 

game. You'll actually be "playing" all of the non-player 

characters, or NPCs. And that means you'll be constantly 
describing what goes on, -wha t the universe does, and how it 

responds to the players. Your job is to set the scene, to describe 

where the players are. Tell them what they see. Be their eyes and 

ears. If you don't describe it, they can't know it's there. It's your 

story to tell, with the players making decisions which may or 

may not work in their favor. 

How much fun your players have largely depends upon 

how well you tell that story. Part of what makes Marvel Comics 

so exciting is the way the writers and artists tell the s tories: 

colorful descriptions filled with excitement and danger, brave 

Super Heroes and evil villains, monUlllentaJ struggles, amazing 

inventions and exotic settings. 
Stan Lee once said that one reason so much of the N1arvel 

Universe took place in New York City is that Marvel's offices 

were located there. If they needed a scene, they just looked out 

the window. But you don't have to live in NYC to do what they 

did. Just use what you know. Describe a city street you've seen. 

A shopping mall. A warehouse on the outskirts of town you've 

passed a hundred times. If the players are at a school, describe 

any school you know. If you need bystanders, use your friends, 

your family. Use what you already know and you will never 
run out of ideas. Because the Marvel Universe takes place in our 

wi.iverse (n~ostly). 
If you've GamesMastered other roleplaying games before, 

you1l find this game easier than any other you've played. And 

if you've never GM'd before, you'll quickly come to appreciate 

how intuitive Marvel is to run. The system. is simple and 

straightforward, designed to support you in telling a fast-paced, 

exciting Marvel Com.ics story without bogging you dowTt in lots 
of charts, tables and die rolls. And once you've gotten the hang 

of assigning stones of Resistance to what your players are 

doing, you'll find that you rarely need to refer to the rules at all 

The D&R chart and your understanding of the world that 

you're in charge of will be all that you need to GamesMaster. 

But 1.mtil that time, £eel free to refer to the book whenever 

you need to. It's okay for you to have to look things up. It's even 

okay for you to discuss things with your players. They're 

learning too. You've taken on a big, exciting and rewarcling role. 

You are the GamesMaster. 

Before you read this section, you should read the first 

half of this guide. That's where you'll find most of the rules for 

playing this game. 

Once you 've finished the roleplaying section of the guide, 

you'll be i-eady to tackle this one. We've divided it into four 

parts. The first is a basic discussion of how to GamesMaster, 

called "The Art of GamesMastering." The second is a nuts-and

bolts discussion of "Considerations of Game Play." And the 

third is about characters and experience, simply called 

"Characters." The fourth, "Adventures," is about creating and 

running Adventures, whether yours or ours. It's followed by 

the premiere issue of the Marvel Universe Roleplaying Game 

We Live Here, Too!, which is a complete adventure in itself. 

The Art of 
GamesMastering 

FOUR TOOLS FOR STORYTELLING 
Here are four simple tools to ren1ember when you are 

GamesMastering a comic book s toryline. 

Synergy 
Synergy is the idea that all the elements of your story come 

together to create something bigger than the sun1 of each. 

Things you've done m.onths ago can show up again in such a 
way as to have your players sit back and say, ''We never sav,• 

that coming, but we should have!" You have all of your NPCs 

and the whole world at your disposal to thrill, amuse and 

challenge your players. Use everything. 

Plot Hooks 
A plot hook is a bit of infonnation that leads the p layers in a 

direction you want them to go. It can be a clue they discover, a 

bit of advice from an NPC, an event they witness or a rUlllor 

they hear. Almost everything that's going on in an Adventure 

can be used as a plot hook. 
The players may meet someone who needs help. As the 

saying goes, "No good deed goes Lmpunished." What w-ill the 

players do if someone says, "Help! They're after me!"? 
Encounters can be used to steer the players back to the 

storyline or take the story somewhere else. As GM, you're like a 
fisherman, so provide the players with baited hooks and let 

them nibble. 

Conservation of Storyline 
TI1ere's nothing wasted in Marvel Comics. It all gets reused. I. 

saves you effort, but it does son, ething much more. It helps giYe 

the players a sense of an interrelated universe. If you ha-1:e 



.:idy introduced a lawyer into the game, and the players 

d or meet a lawye1~ it could be the same one as before. Any 

in they let run away, any crook that escapes, any car they 

d have bought-they all might come back to haunt them! 

-nember, the crook that Spider-Man let get away ended up 

'lg Uncle Ben and changing Peter Parker's life forever!) You 

t have to do th.is all the time, though, and th.rowing in some 

d ends is a lso a useful storytelling tool. 

Synchronicity 
idea of synchronicity in storytelling is that events seem to 

h·e around the players. For instance, if a character wants to 

the martial arts, her chances of finding a martial arts 

er increase. Of course, the teacher she finds wW have plot 

....s of his own: enemies, debts, p1·evious membership in 

rl societies, etc. 

The most important application of synchronicity is that 

n players are looking for adventure, it usually finds them. 

-ip to a shopping mall led Dazzler, Psylocke, Rogue and 

~ to meet Jubilee. If Spider-Man hadn't torn his costume 

ng the Secret Wars, he never would have needed the 

b iotic suit that became Venom, one of his biggest enemies. 

-..ynchronicity also helps you determine overall style of play. 

.e players act a certain way, then it's okay to have that style 

· up in the game. So, for example, if your players kill all 

- prisoners, then most villains will kill their prisoners, too. 

Jf the players are interested in a certain subject, you should 

have it show up in your story. After all, the players are your 

audience, and if you make the game about something they're 

not interested in, they may not enjoy themselves. 

Let's say the players are interested in traveling, and 

no amount of prodding and poking will get them into the 

storyline. As GM, you can't ever force the players to do 

anything. But the Law of Synchronicity is there to help: It says 

that if the players are doing something, so are others, like NPCs. 

So wherever the players travel, sooner or later the villains v,,ill 

show up. If the players get wise and figure out that you'll let the 

adventure find them wherever they go, then you can always 

fool them. Have them fail to encounter the villains who, in the 

players' absence, wreak havoc that the players cou ld have, 

and should have, prevented. Keep your players guessing . 

WINNING AND LOSING IN GM TIME 
As the GamesMaster, it may seem that you are playing against 

the players. After all, you're playing the people they' re 

attacking, right? But try and remember that as a GM you're 

not in this game to win, you're in it to create the best, most 

enjoyable story you can. If you run a great game, then the 

players (and you) will have fun. They'll probably succeed at 

their objectives. But to do thfa, they'll have to defeat villains 

you've created. They'll have to solve your puzzles. In essence, 

for them to win, your characters have to lose. So, how do you 

keep your perspective? You have to develop a split 

personality. You have to play all of your NPCs from 

their own point of view, trying to beat the player 

characters. But you should also try to identify with 

your world as a whole. View the villains as a 

disease, and the player characters as the cure. This 

allows you to be happy and root for the players 

while at the same time presenting believable NPCs. 

It also helps you keep the players honest. As the 

keeper of the whole world, you have the right to get 

upset if your supposed Super Heroes act 

i_mproperly, or less than nobly. And it's okay if you 

have your world respond accordingly. 

ENCOURAGE ROLEPLAYING 
If you pretend to be your NPCs, it makes it easier for 

your players to pretend to be their characters. Refer 

to your players by their characters' names, not their 
own. Encourage them to give detail ,,vhen describing 

their Actions. The more they do, the more exciting 

and evocative the game wiU be. This is their chance to 

write their own comic book. Enjoy the process. Let 

loose! Give extra Lines of Experience for better 

descriptions and let the players know you're doing 

so. Then just sit back and listen. Some of the most fun 

you can have as a GM is listening to players who are 

really into the game. 

KEEP THINGS MOVING 
One of the toughest jobs a GM has is keeping things 

moving. There are many distractions that can derail 
your session. At the start of the session, players will 

want to allocate the Lines of Experience they received 

at the end of the last Issue. Some will want to discuss 
this privately. Others will want to d iscuss this 



indefinitely, with no rea 1 regard for the other players' time. GMs 

have been dealing with this dilemma forever. Now you will too. 

Our only advice is that physical assault is illegal _in all 50 states, 

so don't do it. 

During p lay, a player may want to speak with you in 

private. Obviously, the player should be allowed to do this , 

since someti1nes what he needs to discuss would give away 

information his character would rather keep secret. But as GM 

you also have to manage these interruptions so that the other 

players don't get upset. It's good to try taking these breaks at a 

point where the group needs to plan their next s teps or during 

a meal, snack or bathroom break. 

When you are ready for the players to do something and 

they're all sitting around talking, just ask them, "What do you do 

next?" If necessary, remind them that as the GM it's your job to 

present a situation but it's up to them to do something about it. 
lf tht:" pla.y er.s can't tTI_akc up thc:h- rn.it.1.ds about whut: to 

do next, you can always offer them options. "Do you check 

out that abandoned warehouse over there?" "Does anyone use 

heightened senses to sweep the area?" Feel free to remind them 

that time is passing. Ask them, "Do you all just stan.d around 

talking?" And if they still can't figure out what to do, perhaps 

it's time for you to offer them some other options from later in 

the storyline. 

PLAYER CONFLICTS 
Players will also sometimes come into conflict with each other. 

Whether this is character-based or personality-based, your 

players are looking to you to keep thmgs friendly. This can be 

very unpleasant, and it's certainly not what you signed 011 for 

when you agreed to GM. 
Sometimes you may need to speak to one or both of the 

players privately, either separately or together. You will have to 

remind them that their interpersonal problems risk ruming 

everyone else's enjoyment. You may have to point out that if 

this continues, you will have to separate their characters and 

split the campai gn. Sometimes you may 11eed to discuss this 

with the whole group. After all, it's their gaine, too. 

This is why it is very important to consider the personalities 

of your players when arranging your play sessions. Group 

dynamics can play an important role in determining how long 

your campaign will last. 

WHAT TO DO WHEN 
PLAYERS DON'T SHOW UP 

Th.is can be a problem for the new GM. But it's not the end of 

the world. Keep in mind that even ill comic books, events occur 

that keep characters av,ray. In the comics, they turn it into a new 

challenge, and so should you. "Yes, if Wolverine were here, he 

could use his claws to slice his way through the steel doors. But 

he's not, so you'll have to figure out another solution." 

lf you had expected to drop a hint to the players in a 

particular way, such as through Spider-Man's Spider Senses 

tingling or Jean Grey using her Telepathy, and that player 

doesn' t show up, you have to find another way to give the 

players the clues they need. Maybe someone with a Social Skill 

Specialty like Streetwise could get it from talking with the NPC, 

or maybe someone with Animal Senses might get the clue from 

a strange smeU. If nothmg else works, you can always have an 

NPC like Nick Fury or Prof. X contact the players and deliver 

the necessary information. 

Th is is also a good time to bring an NPC Super Hero into the 

game. If the players need a certaill type of character to complete 

their Mission, then it's a great time for one of these to show up. 

Chalk it up to Synchronicity! 

Also, if the current campaign is centered around one 

character, you shouldn't cancel the session. The players who 

showed up deserve to have fun just the sa1ne. If you don't have 

another Issue or Adventure ready, then you should just wing it. 

Set up a random meeting with some villains and fight it out. 

Have a rampaging Super Villaill like Juggernaut or Sabretooth 

show up outside the diner where the p layers are hangillg out 

and let them take him on. (It happens all the time in the comics!) 

Or you can all decide to spend the time working on 

character development. It's a rare player who turns down one

on-one time spent with the GM. 
If a player shows up late, just work hin:i into the story. You 

can be as creative or transparQnt as you like. "Sorry I was late, l 

stopped to rescue the passengers on a bus that was tottering 

over a bridge ... " In comic books, it's always legitimate for a 

missing companion to show up just ill the nick of time! But 

however you do it, it's you r job to manage it so the late player 

doesn't disrupt play for everyone else. 

WHAT TO MAKE UP .. . AND WHEN 
As the GM, yow· job is to enforce and interpret the rules. So is it 

ever okay to change the results? For every roleplaying game, the 

answer has always been, yes, but only a little, and don't admit 

to it. Remember, your characters are writing their own s tory, b ut 

so are you. And nobody likes i t when his character dies. 

In games "vith dice, every once in a while a bad luck die roll 

ends up with a character dying in a freak accident. So in grand 

old GamesMastering tradition, GMs decided that sometimes 

they had to cheat. They even have a name for it: fudging. 

Now, in Marvel, there are no die rolls. So if a character dies 

it's because he did something that got himself killed. Maybe 

that time, he should have run away instead. 

For the game to be real and believable, a character should be 
able to die. If a character can't die, where's the challenge? If\,., 

didn't believe that a character was in danger when we read ~ 

comic book, where would the excitement come from? But at th 

same time, there haven't been too many Marvel Super Heroe

who have died over the years and stayed dead, now have there 

The X- Man, Colossus, gave his life to end 
the legacy Virus and save mutantk/nd. 



Our advice to you is to make sure that nobody sees what's 

going on behind the GamesMastering screen but you. Nobody 

,cnows whether the Resistance is 6 stones or 7 s tones, do they? 

So just do what Niarvel has done all these years- tell a good 

s tory-and you 'U do fine. The neeclJess death of a Super Hero 

serves no one, least of all your players. But if they willingly 

sacrifice th eir lives to save others, as Colossus did to end the 

Legacy Virus, then you should let them die. Glorious, heroic 

d eaths are retold by players over and over again and become 

the stuff of legend. 

KEEPING YOUR NPCS ALIVE 
Take advantage of the knockout rules for your NPCs. 1f you let 

the heroes kill them, you'll run out of NPC villains. And face it, 

\ilarvel h as been using the same villains for -10 years. It's not 

easy to invent another Doctor Octopus. So pile a building on top 

of them. Drop 'em into the ocean. Let them disappear in an 

explos ion or fire. But protect them. They are an endangered 

species. The players are out to exterminate them. Remember, a 

hero never kills an unconscious enemy. It's just not right. 

CONSEQUENCES OF CHARACTER 
ACTIONS 

The Marvel Universe is relatively moral. Good guys are only 

good guys as long as they act morally. Players that belong to a 

group like the Avengers and hurt innocent bystanders or kill 

their enemies unnecessarily should face some consequences of 

their actions, from a stem reprimand o r hearing to being 

d rnrnmed out of the group. That kind of behavior might be 

okay for an agent of S.H.J.E.L.D., but not for an Avenger. 

And that's an important point. If your players are playing 

characters ~vho are less shining moral beacons, such as the 

'Punisher, Nick Fury, Elektra or D eadpool, then your world 

,;houldn't hold them to the same standards as those goody 

•wo-shoes heroes like the Fantastic Four. If the Punisher kills 

those that deserve death in his eyes, then that's good 

roleplaying . If Morbius has to kill to s tay alive, well, that's his 

:,articular cross to bear. And sometimes, the Hulk is going to 

smash up some unfortunate soldiers who were just following 

orders. It's a cold, cruel world out there. 

If players want to call for help rather than handle something 

themselves, you sh ould rarely let that settle the problem. They 

are Super Heroes, after all. If the players call on the cops rather 

than hanclJe the problem themselves, then there will probably 

be a terrible slaughter of the brave souls in blue, with public_ 

opinion and the good graces of the law turning against the 

players. And if the players don't tackle something they should, 

make sure it comes back to bite them. 

A FEW FINAL 
WORDS OF ADVICE 

Never forget that as a GM, you are in charge of the game, and 

thus the world. Never let a group of your players control play. 

This is not a democracy! On the other hand, you have to listen 

to your p layers and keep their concerns and requests in mind or 

they may walk out on you, and that's no fun either. 

The most important rule is to listen to your players. They 

will tell you what you need to do. If they're interested in playing 

out a conversation, they'll star t talking to your NPCs. If they 

want to fight, they'U go looking for a fight. Listen to them. 

Remember to encourage the weaker players. Try and give 

them easier problems to draw them out. li people split up and 

go different ways, it's a great time for the weakest player to 

have an encounter. (But not one that he can't handle.) If a big 

fight is going on and a p layer feels that he cannot compete, then 

add a lesser villain, like a henchman or lackey, for him to deal 

,,vith. With proper guidance and nurturing, initially weak 

p layers can grow into some of your best players. 

In any case, be careful not to let anyone be ignored or have 

nothing to do. Keep everyone irrvolved. 

Make sure you ask all the players what they are doing on 

every Page. Even if they're in an extended Panel so that they're 

not doing anything on this Page, simply acknowledge that 

they' re still doing whatever they're doing and then move on. 

There is nothing more annoying for a player than thinking that 

the GM is ignoring him. 

Considerations 
for Game Play 

In this section, we're going to discuss the more practical aspects 

of the Marvel game system. 

GETTING STARTED: 
GAMESMASTER SET-UP 

There are a few things you're going to need to GarnesMaster. 

You're holding the first in your hands right now: this guide. 

Keep it w ith you at all times. Even once you 

know the system cold and don't think 

you'll need this book anymore, it's 

still a good idea to keep i t lying 

around. Besides, the D &R Chart 

(Difficulty and Resistance Chart) is on P. 80-81 of this 

book, and you 're definitely going to need that. You should 

bookmark the D&R Chart, and also the list of Situational 

Modifiers on P. 104. You'll be referring to those pages more 

frequently tl,an any others. 

Next, you'll need a table or flat surface to put you r stuff on. 



"Location-wise, it's u sually a good idea if you can set your area 

up so that you can see your player's CADs. 

You'll want a large screen th.at yolL can set up to hide your 

area from your prayers' view. 11,at's because you don't want 

them to be able to see what you're doing with yow· NPCs. The 

screen also creates a useful separation between you and them. 

that lets you focus on your NPCs while your players are 

focusing on their own CADs. 

You'll need to have a large pool of red and white stones (or 

other m.arkers you may be using instead of stones). Not only 

will you need this for the NPCs under your control, but you'll 

find that extra stones come in handy when your players forget 

theirs. You'll need around 25 white stones and 100 red stones to 

cover yourself and the General Pool. And if you're providing 

stones for all of your players, you'll need 3-5 white and 9-15 red 

stones per player, too. 

You'll need a small bag or box that ,,vill allow people to 

reach in and pull out stones without seeing what they're 

getting. Tt's for those few times when you do need to come up 

with a random outcome, like seeing who gets hit if a weapon or 

super power goes out of control. 

Finally, you 'll need all of the information about the Mission 

and Issue you're running for your players: maps, lists of items 

or thin.gs that may show up during the course of p lay like 

weapons, equipment, vehicles, etc. And of course, you'll need 

all of the Non-Player Characters that you're in charge of. 

WHERE DO YOU PUT 
ALL YOUR NPCS? 

One of our designers said tl,at be stopped playing ro/ep/aying 

games and started GamesMastering because playing one 

character just wasn't enough. You sit around, waiting for the other 

players to go until it's your turn again. But as the Garn.esMaster, 

you get to be lots of players, and you ' re always going. 
That's the good news and the bad news. You get to be lots 

of players . That brings up the question, "Where do you put 

them all?" If you used a full CAD for each NPC, you would 

never have enough room. 
Most GamesMasters simply list their 1'TPCs in a similar 

fashion to the way we do in the "Examples of Basic Non-Player 

Characters" section on P. 112-113. Write dO\•Vn all of the 

important information about your NPCs on a few sheets of 

paper, with more than one NPC to a sheet, and just refer to those 

sheets when you need them. 
But even if you have all of the data listed on paper, how do 

you handle the stones? 
One of our playtest GamesMasters came up with a clever 

solution that seems to work really well for handling NPCs an.d 

their s tones. 
He photocopied the right hand side of the CAD. Then, he 

used the 9 em.pty Action Boxes to represent 3 NPCs per sheet. T.n 

each box along the top, he wrote the important information 

about each NPC: Abilities, Actions and Action N umbers. He 

used those top boxes for holding the white stones of health for 
each NPC. He used the middle row of boxes as their Energy 

Reserve, and put all of their stones there. And he used the 

bottom boxes as their Action Boxes, and put that Panel's stones 

into each one as he worked out what each NPC was doing. 

Finally, he put any defensive stones up in the top box with the 

white s tones ~vhere they were easy to see. 
With this method, that GM got 3 NPCs to a sheet, and 6 

NPCs took up the same space as one single CAD. Since it \ 

rare that he ever had more than 12 NPCs active at any giver 

time, it was easy to keep things under control. And he pre-madt' 

these NPC CADs based on the Mission he was about to nm, sc 

they were ready and waiting for him when he needed them. 

STONE USE IN STORYTELLING 
A player who puts stones in a task is telling you how important 

she feels her goal is, and what she's willing and able to do about 

it. And as GamesMaster, the stones of Resistance you put into 

play are tools you can use for telling your side of the story. 

U a player has given an excellent description of his actions 

and has put in all the stones he can but still doesn't hav e enough 

to succeed-and the story wou Id be better if he did accomplish 

his task-then you can reduce the Resistance by one or more so 

that things ~vork out. 
Also, allow p layers to spend stones on description- you'll 

find it's usually worth it. U a player is in a place where people 

can watch the Action, then tempt the player with, "Do you want 

to spend a stone on looking good?" After all, players direct their 

characters' Actions through the use of stones, and if they want 

their characters to be noticed, it's not a bad idea for them to put 

some extra effort into it. 

HOW DO YOU DETERMINE 
DIFFICULTY LEVELS 

AND RESISTANCES? 
Scenario-based elements will describe their levels of Difficulty 

and Resistance in the Issue. If there's a secret vau l t, the Mission 

will tell you tl1at ,,ault's D&R. When you're making up your 
own Adventures, consult both the Equipment List on P. 125 and 

the Difficulty and Resistance Chart on P. 80-81 of this guide. 

You'll find a vvide range of activities and i ten1.s and a set of 

benchmarks by which you can determine anything you or your 

players can dream up. 
If you are w,certain of the D&R for a situation, look for 

something similar on the D&R Chart and then add or subtract 

stones of Resistance as you see fit. For instance, the D&R Chart 

lists the Resistance of lifting a Garbage Truck at 8 s tones, and a 

modern Main Battle Tank at 9 stones. So if the players have to 

lift a Tanker Truck filled with fuel, you can figure that it's either 

8 or 9 stones. 
The same goes for players describing Actions that don't 

have Action Boxes. Look at your D&R chart for something close 

then make something up. Don't get hung up on getting it 

exactly right. Keep the story moving. Stones are just a tool for 

you to tell the story. Stones are your friends. They're not 

supposed to be big, ugly formulas or percentages. After all, this 

is comics, not brain surgery. 
As a GamesMaster, you're always asking two questions: 

What is the Difficulty Level? What is the Resistance? 

For example, if a player says, " I want to kick in that door, 

you ask yourself, "What is the Difficulty Level of that Action?" 

The D&R says the Difficulty of kicking in a normal door is 3 

and that you can add extra Resistance if you want to. If you 

don't add extra Resistance, then the Difficulty is the Resistance 

and it takes 3 stones to kick in the door. But you could also adci 

Resistance, for a door "'rith a Difficulty of 3 and a Resistance o 
5. It's up to you. Keep in mind that it is possible that Resistanet 

can be lower than Difficulty, too (e.g., Running, Flying). 

Another example: Rogue says, "I want to Ay down, scoop 



up Gambit, and Ay him out of danger." You then ask yourself, 

does the Difficulty matter? Well, no, Rogue can fly and carry 

oeople, so Difficulty is not applicable. So you ask, what is the 

Resistance to that Action? 

Here's how you'd figure that one. 

U an Action is unopposed, it succeeds (i.e., the Resistance to 

the Action is equal to the cost in stones of doing the Action). But, 

if, let's say, the vehicle was about to explode, then you might 

add a few stones for the time pressure. If Rogue didn't put in 

enough Speed, then she might not get there in time, or the 

explosion might catch both her and Gambit. Now, how many 

~tones does that mean you should add? That's up to you. Stones 

give you the chance to tell the story the way you want. But to be 

iair, you have to decide in advance, and you shouldn't tell 

Rogue what you've decided. That's the w1known in the 

equation. You might say to Rogue, "There's a possibility the 

burning vehicle will explode. Do you want to hurry?" You've 

given Rogue the problem. Now it's up to her. She doesn't know 

the answer, so she has to guess. Just like in real life. We don't 

know. We take our best shot. lf Rogue doesn't pull out all the 

stops, she might not succeed. 

DESCRIBING DIFFICULTY 
AND RESISTANCE 

Vhile you may want to be vague about Resistance in your 

description since players can eventually overcome Resistance 

vith more effort in subsequent Panels, you should describe an 

~ction's Difficulty differently. A player with an Action umber 

-,f 5 will never be able to overcome a Difficulty of 7. For this 

-eason, you should rely on descriptive language to provide the 

.,(ayer dues as to Difficulty. Comparisons work particularly 

·ell. "Those bars are definitely too tough for you to bend. 

'iow Beast, on the other hand, would have no problem." 

':>r, "You've never seen any equipment like it. You're pretty sure 

Reed Richards could figure it out, but you realize you'd better 

nd a different solution." Anotl1er way to give them a clue is to 

,;ve them a reference to something they know, have done 

r failed to do in the past. "It's a lot harder tl1an Doctor Doom's 

-\nti-grav trap that you were barely able to figure out" or 

Remember that time you tried to fly that Kree Spaceship 

nd failed? Well, this is harder." If you provide clues like that 

,., tl1e players, and they still want to try, Jet them. Have fw'l with 

our descriptions of their failed attempts. Sometimes failure to 

gure out how to use something properly means u sing it 

mproperly, with unintended results an unfortunate, but 

requent, outcome. 

What happens when the Super Hero's stones don't overcome 

the Resistance of the problem? How do you interpi:et the results? 

This is where the context of the story comes in. Tf Sabretooth 

and Wolverine are bashing away at ead1 other and didn't do 

any damage, you say, "You and Sabretooth continue to pound 

away at each other, each one dodging and parrying. Neither of 

you gets in a good hit this Page." 

If Cyclops were firing his Optic Bean1 for 4 stones at Toad, 

who has 5 stones in defense, you might say, "Toad leaps out of 

the way at the last second." Tf Cyclops fired 4 stones at Blob, 

whose Defensive Modifier automatically absorbs the first 4 

stones, you might say, "Cyclops, you hit Blob dead-on with 

your blast, but it doesn't even rock him. He seems to absorb it 

all and stares back at you with his typical stupid grin." 

If five cops are firing guns at Spider-Man, for a total of 3 

stones each, and Spidey has a 4-stone defense, then you might 

say, "Spidey, as the cops fire at you, you dodge and weave 

through a hail of gunshots. one of them even come close to 

hitting you." Now, let's say one cop was able to put 5 stones into 

it, which means 1 stone would hit for double damage. Tli.en you 

might say, "You do your best to keep bouncing around through 

the hail of gwtlire, but one of the cops wings you and you take 

1 "vhite stone of damage." 

HOW TO USE 
SPECIALTIES AND LINES 

How should you, the GamesMaster, be accounting for 

Specialties and Lines? They're tl1e interaction between specific 
experiences and your storytelling. You should feel free to reduce 

the Resistance or Difficulty of a problem in favor of a character 

who has an appropriate Specialty or an applicable Line. 

Why? Because somebody who has climbed a mountain 

before (even if it was just once) s hould have an easier time than 

someone who hasn't. A Line represents a little bit of experience, 

all the way up to 9 Lines. At 10 Lines, it becomes a Specialty, and 

then it carries tl1e full force of all of the experience that the 

Action umber reflects. 

Specialties provide more data to work with than l ines. If a 

Super Hero is facing injas and has Martial Arts as a Specialty 

in his Oose Combat, he can face them on better terms than if he 

only has boxing, a one-on-one sport. ln that instance, it would 

s till mostly be about the Action Number and directing stones 

against multiple targets, but you may decide to add or subtract 

a stone as a Situational Modifier to reflect Lines or Specialties. 



Specialties exist to overcome Situational Modifiers. 1f 

someone is picking up an unusual alien blaster, but she has the 

Energy Weapons Specialty as part of her Ranged Combat, then 

you could skip adding the "Using a strange weapon/ device, + l 

stone Resistance" Situational Modifier. 

Jf you decide that the "No previous experience, +1 stone of 

Resistance" Situational Modifier should apply to an Action, 

then if a character doesn't have any previous experience, you 

should add the stone of Resistance. Previous experience could 

be as little as a Line, or as much as a Specialty. 

Make sure to use this information i:n your descriptions. Use 

the aspects of different Specialties to add color to your 

descriptions. "Kingpin keeps mov ing around to try and grab 

you in his big, strong arms, while Daredevil, you keep dodging 

and ,,..,eaving, seeking an openin.g for a shot to his jaw." Or, 

"You've only got 3 stones for your Agility, but you did c limb 

that mountain once, so you have a pretty good idea of 1,ow to 

approach that slope." Or, if you're describing a combat where 

nobody did any damage to their opponents, you can explain it 

with, "That X-Man_ Multi-Style h·aini:ng sure is helping you out. 

Every move he tries, you know a move to counter him." 

SITUATIONAL MODIFIERS 
Situational Modifiers are another tool for you to tell the story 

and have your world interact with your players. Some 

Situational Modifiers add 1 or m.ore stones from the General 

Pool to a player's Actions or Defense. And sorne Situational 

Modifiers add one or 1nore stones of Resistance to an Action 

being attempted. 
Remember how we said that as GamesMaster, you in.terpret 

the world around the players? Well, Situational Modifiers are 

one of your main tools for doing that. Is it dark, so the players 

have a harder tune seeing what they're doing? TI-ien add a stone 

of Resistance to reflect the reduced visibility. Is a character 

doing something that he's never d one before, like trying to fly 

an alien spacecraft? Then add a stone of Resistance for trying to 

operate a new or strange device for the first time, and 1-3 stones 

for unintelligible controls. 

If you want, you can give hints to your players about the 

type of Resistance they're encountering when you are applying 

Situational Modifiers. "You've never done this before, and 

you're not even sure you understand ho-w the controls ,vork, so 

you may want to throw in a few extra stones just in case." 

Remember, anything can affect the situation. The n1ai:n uses 

for Situational Modifiers are: 
1) To account for the effects of actual situations. 

2) To encourage and reward roleplayi.ng. 
On P. 104, we've listed of a wide range of Situational Modifiers 

you can use in play. Feel free to come up with your own to fit 

whatever situations you find your players in. 

Use them like spice---for flavor. Sometin1es you don't need 

to add them at all. Situational Modifiers should not dominate 

the flow of play. It's a good genera] rule to apply only one or 

two at a time, although you need to be fair in their use. The 

more experienced you get as a GarnesMaster, the better you 'll 

unders tand when and how you want to u se the.m. 

Some of the Situational Modifiers we provide should only 

be applied to the first Panel of an encounter, and some should 

be appli.ed throughout the en counter. Some Modifiers should 
only be a pp lied once per Mission. For example, the Mod i£ier for 

"operating on home turf" should only be used once, and only if 

it is important to the flow of play. But if you feel the players 

n eed the help, you can give it to them every Panel. Reme1nber, 

Situational M.odifiers are your tool for taking into account all 

the factors you feel are important for telling a good story. 

The following sections wiU address son1e of the main areas 

w h ere Situational Modifiers may arise. After that, we'U provide 

a list of Situational Modifiers that you can use. This is not 

intended to be an exhaustive list. We want to teach you how to 

think about Situational Modifiers so you can come up with your 

own and apply them yourself. 

Familiarity, Practicing 
and Preparation 

If a d-iaracter has done something before, especially if he's taken 

one or more Lines or has a Specialty in it, then you may w'ant to 

subtract a stone fron1 the Resistance. If a character is evading 

hunters on his home turf, you might subtract 1 stone of 

Resistance in his favor. 

If a character tells you in advance that he is practicing 

something, and it comes up during play, feel free to award him 

the Modifier stone. (Practice in the X-Men's Danger Room or the 

rigorous training the Avengers undergo are two examples.) The 

Modifier applies to the practiced Action only, and shou ld on.Ly 

be awarded once per Issue. 

Flashback Panel 
When a character calls for a Flashback Panel, she's basically 

requesting a positive Situational Modifier. In other words, she's 

asking you to give her a break in retuin for adding to the 

s toryJi:ne. It happens in comic books all the tin1e, and it's okay 

to let it happen here, too. However, it's important to keep 

Flashbacks at a mi:ni:mum to avoid eating up the group's 

playing time with too many individual concer ns. That's why we 

li:nut Flashbacks to one per player per Mission. You can vary 

this, if you want. 
To get the +1 stone Situational Modifier added to her 

Action's stones (or defensive stones), the player must first cite 

the Flashback. After asking for the Flashback Panel, the p layer 

would say something like, "I think back to the time when my 

master taught me how to ... ," or, "I blink back tears 

remembering how my best friend died at the hands of .. . " The 

incident she refers to n-tust have some relevance to the situation 

at hand. It doesn't actually have to have happened, or to be 

-w-ritten down on her Character Profile Record. It just has to be 

plausible. If the player is really clever, then her Flashback Panel 
could even lead to additional Modifiers or plot hooks. If she is 

remeinbering the day she swore vengeance on the villain who 

killed her family, or the day she pledged that someday she'd 

learn to fly, she might well deserve additional Situational 

Modifier stones in h er favor. 

Style 
Often a character will ,,vant to spend an extra s tone or two 

looking good or making his effect appear impressive (making 

his fire blast look like a flaming dragon, flying a victory roll 

through the attacker's ene1·gy beams, etc.) There n1ig ht even be 

storyline advantages to be gained by putting on a good show. 

If so, then the amount of stones he spends on style are 
countered by adding stones to the Resistance. H ow n-iany stones 

is a judgment call. (See the list of Situational Modifiers for some 
examples.) [t is possible that he will only add 1 s tone to a 
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:fficult task when in fact he should have added n.vo. In this 

=, if the Resistance ends up being higher than his attempt, 

o t only does he fail, but it behooves the GamesMaster to point 

ut to him that he was so busy trying to show off that he wasn't 

,;mcentrating enough on the Action and failed to succeed 

">eeause of it. 
Situational Modifiers also give you the d1ance to reflect 

.,layers' attitudes in the results. Tf a player is attempting 

mething truly heroic, you may determine that his Action 

.:!eserves that extra bit of energy that seems to go along with 

1oing what's right. Alternately, if a player is less eager to jump 

rt and save the day, you may feel a negative Modifier is in 

rrler. It's up to you. But Situational Modifiers give you 

1-te ch ance to reward heroic play or penalize non-heroic 
,:,lay in the game, withou t cheating. And remember that just 

",ecause we suggest these Modifiers, it doesn't mean you 
.ave to use them. 

Specific Effect 
... ike stones for style, spending stones for a specific effect (like 

,-hooting the gun out of an opponent's hands) can backfire on 
the player. However, if it's really important (like throwing 

..omething to hit th e disarm button before the nuclear 

'X>mb goes oft') and the character puts more th an enough 

stones into her Action towards that specific effect, then she 

should succeed in saving the world. The list of Situational 

Modifiers will give you some examples of specific effects in 

the Style Modifiers, as well as a generic Specific Effect 

Modifier under General Modifiers. 

Weight 
For most characters, carrying something lessens their Speed. See 

the D&R chart for weight modification. Add the appropriate 

stones for extra weight and time carried. 

Environment 
Frequently, the con ditions under which your characters are 

acting will affect their Actions. Fog and darkness n1ake it 

tougher to see someone a t a distance. Ice makes surfaces 

slippery. Fog may add 1 stone of Resistance to the D efensive 

stones of someone being attacked by Ranged Combat. For really 

thick fog, add 2 s tones. Flying into a strong wind may add 1 

stone of Resistance to a Super Hero's Action. Doing something 

on ice adds 1 stone to the Resistance to that Action. 

Environmental conditions can be helpful, too. It's easier for 

Storm to create lightning dwing a thunderstorm. 

Distance and Close Combat 
Close Combat is defined as any combat that occurs between 

characters who are no more than a few feet apart. It is assumed 

that they can move the short distances separating them 

without needing to expend any s tones to do so. There are also 

no Distance Modifiers in Close Combat. Keep in rnind that a 

high-Strength, low-Agility attacker like the Hulk will h ave a 

harder time hittirtg a character with Instinctive Dodge or high 

Speed like Daredevil or Quicksilver, so add stones accordirtgly. 

For Combat using a Ranged Weapon like a gun at distances 

of less than a few feet, you may want to add the "Point-Blank" 

or "Shorter than normal range" Situational Modifiers. Players 

have the choice of using either their Close Combat or their 

Ranged Combat Actions in such cases. 

Distance and Ranged Combat/ 
Long Range Actions 

When distance is relevant to resolving an Action like throwing 

something, add 1 stone of Resistance for every 10 feet of 

distance. Weapons and Actions like Force Blast include 

effective ranges in their descriptions; if the shot is past that 

range, hit them with a +1 stone Si tuational Modifier. 

Remember that a character with a high Action NUJ11ber in 

Ranged Combat can probably hit at extreme range. For ranges, 

see Appendix A: Weapons, P. 124. 

Complexity and 
Operational Modifiers 

From operating unfamiliar tedmology to flying or driving in a 
heavily congested area, your players vvill often engage in 

Actions that have high Situational Modifiers. And it doesn't just 
affect Vehicle Operation. It's harder to Web-Sling through traffic 

or in bad weather, too. It's harder to track or tail someone who 

is trying to lose you on a crowded city street. (Of course, it may 

be easier to .remain W1Seen as well.) Again, we've provided a 

few examples to give you a sense of the kinds of Modifiers y ou 

should feel free to add as your storyline requires. 



NOTE: GP = General Pool. R = Resistance. When we say"+ stones 
from GP," you may instead subtract stones from Resistance. When 
we say "+ stones R", you may choose to subtract stones from the 

appropriate Action Box. The effect is the same, so choose whichever 
procedure you feel most comfortab le with. 

General Modifiers 
Using an Abil ity instead of an Action 
No previous experience 

No experience when experience matters 
Previous experience (relevant Line) 
Previous experience (relevant Specialty) 
Specific effect 

Preparation/Flashback Modifiers 
Prep, taking care/time to aim 

Rushing, taking less time than requ ired 
Practice 

Flashback Panel 
Always wanted to do it 
Lifelong promise/sworn vengeance 

Style Modifiers 
Acting Heroically 

Showboating, showing off 

+1-3 stones R 
+l stone R 

+2 stones R 
+l stone from GP 

+2 stones from GP 
+2 stones R 

+l stone from GP/Panel 
prep up to 2 stones max. 

+l stone R 
+l stone from GP 
+l stone from GP 
+l stone from GP 

+2 stones from GP 

+l stone from GP 
+1-2 stones R 

+l stone from GP 

Complexity and Operational Modifiers 
Minimum Resistance to operate anything 

Never operated type before 

Confusing/unintel ligible controls 

Unknown properties 

Designed to require special training 
Traffic, Heavy traffic {land or air) 

Sudden direction change (or violent maneuver) 
Driving against traffic 

+l stone · 
+1-2 stones ; 
+1-3 stones · 
+1-3 stones ; 
+1-3 stones ; 
+1-3 stones · 

+l stone• 
+l stone: 

Operating vehicle while talking on a cell -phone +1 stone : 
Ground Vehicles @ Speeds over 3 +l stone R/stone of speed above 
Weather +1-4 stones R based on severi~ 
Hunting and Tracking Modifiers 
Target is well known to hunter +l stone from G: 
Subject is wounded +l stone from G: 

Flight Modifiers 
1 stone of weight carried +l stone : 

Teleportation, Magical Travel Modifiers 
Unfami liar area +l stone R to all non-combat Actior-
Weird & unfamiliar area +2 stones R to non-combat Actio,. 
Familiar area +l stone from G=-
Extremely familiar area (Home, HQ) +2 stones from G; 
Travel without Specialty +2 stones R {lost at GM discretio.-Saving a friend/the city/an innocent 

Real cool description by player +l stone from Gp t-_E_x_t_r_a_'....,'p_a_s_s_e_n.::cg_er_s_'_' ___________ +_ l_s'---t'---o...:n.:.ce:....e:p...:e..:.r...!p'---e'---r-'s~o 
Shot that counts, last chance to save day 
Overcoming or playing into a challenge 
Ignoring a Challenge 

+1-2 stones from GP Inventing Modifiers 
+l stone from GP A well -stocked Laboratory and staff No Bo nL 

Doubles ti,r, 
Quadruples tim-

+1-2 stones of R A poorly stocked old garage or junkyard 

Movement Modifiers 
Stationary Action while moving +l stone R/stone of speed 
Stopping a moving object +l stone R/stone of speed 

Weight Modifiers-Handling Objects, Gravity 
Obj ect is resisting + stones R for weight, effort resisting 

+l stone R Object has awkward shape 
Object is fragile and it matters 

Heavy gravity/rapid acceleration 

Area Effect Modifiers 

+1-2 stones R 
+l stone R (until acclimated) 

+l stone R per G (Gravity) 

Decreasing area affected +l stone R/stone decrease on D&R 
Tough crowd (soldiers, lots of cover) +1-2 stones R to Area Effect 
Weak crowd (kids elderly injured) +l stone damage to Area Effect 
Environmental Modifiers 
Extremes of Hot/Cold 
Incremental hours of exposure 
Extremes of Weather 
Restricted sight: dark, fog, smoke 

+l stone R 
increase by +l stone R/hour 

Add stones of effect to R 
+1-2 stones R 

Restricted relevant perception +1-2 stones R based on severity 
Poor footing, ice, slippery surfaces +1-2 stones R 
Helpful weather conditions +1-2 stones from GP 
Ranged Combat Modifiers 

No tools or materials 

Telepathy Modifiers 
Subject is drugged/crazy 

Subject is distracted 
Subject is exclusively resisting the Telepath 
Talking to subject 

+l stone: 
+l stone from Gp 

+l stone:
+l stone from Gt" 

Gaining trust of subject +l stone from G~ 
Self-Doubt +l stone ; 
Social Interaction/Communication Modifiers 
Acting very strange +l-2 stones : 
Asking too many questions +l stone : 
Spilling your hand +1-2 stones • 
Being very "cool," fitting in +l stone from G= 
Being very different, "uncool" +1-2 stones ; 
Ignoring protocols and precedents +1-2 stones ; 
Subject knows you and is your enemy +1-2 stones ; 
Overcoming subject's rational belief +l stone : 
Overcoming subject's irrational be lief +2 stones : 
Convincing to betray feared authority figure +l stone ; 
Threatening someone ru led by fear +l stone from G: 
Buttering up someone ruled by vanity +l stone from G':' 
Bribing subject who fears he'I I be caught +3 stones 

Thrown objects +l stone R/10' distance t-----cH-a-a_v_i-;-:n:-:g_a-=g_o
7
o_d:-r_e--:p-:u:-:ta=-t_i--=o-=-n=-_________ +_l_s_t_o_n_e_f_r_o_m_ G_= 

+2 stones R Health-Related Modifiers Beyond specified range 
Shorter than normal range +l stone from GP Impaired (Drunk, drugged, ill, no sleep) +1-3 stones · 
Point-Blank range +2 stones from GP 
Moving Target +l stone R/stone of target speed 
Firing at a single target in a crowd +l stone R 
Firing from cover/being fired at while totally hidden +4 stones R 
Firing from cover/being fired at while partially hidden +2 stones R 
Combat (All Forms) Modifiers 
Specific effect, disarming 
Unopposed/ambush 
First time under fire or in combat 
Operating on home turf 
Using a strange weapon/device 
If attacking a large target 
If attacking a very smal l target 
Attacking opponent from above 

+2 stones R 
+2 stones from GP 

+l stone R, one time only 
+l stone from GP, once/Mission 

+l stone R, 1st time only 
+l stone from GP 

+l stone R 
+l stone from GP 

Broken Bones: 6 weeks 
Sprains: 3 days 
Burns: 4-8 weeks 

+1-3 stones · 
+l stone R (for sprained part on 

+l stone R/2 wks recover-
Serous internal injury: 4-8 weeks 
Poisoning: 3 - 7 days 

+l stone R/2 wks recover 
+l stone · 

+l or more stones 
+l stone 

+l stone R for first two d.a 
Stunned for 1 par 

get 2 red stones of hea 
Cor
De. 

Disease: varies 
fllness: 2 weeks on average 
Common Cold : 2 weeks 
Losing your last white stone 

l red stone of health left 
No stones of health left 



Social Interaction/ 
Communication Modifiers 

amesMastering the interaction between players or PCs can 

t tricky, especially in areas like interrogation. How the players 

rry themselves, what they say, and how they deal with the 

ersonalities of the NPCs are all sirnuJated in this game through 

e use of stones, but they're also affected by how the players 

:tuaily play their roles. We've listed a nwnber of Situational 

1odiliers for a w ide variety of Actions, including but not 

'Jllted to: Social Skills, Black Ops, Investigating/Detecting, 

usiness Skills, Gambling, Creating Illusions and Shap e 

--hifting. And these Modifiers just scratch the sw·face. When you 

o:-e GamesMastering situations like these, feel free to add 

lodifiers to reflect your PCs' attitudes, Resistance to the 

iforts of the players, and even built-in hatreds, prejudices, etc. 

Health-Related Modifiers 
nese Situation al Modifiers are s u ggested adjustments to 

\ctions during the time period the character wouJd suffer from 

fie condition. The GM should u se common sense in applying 

hem: if a character's arm is broken, then she can't use it. 

DAMAGE 
Tl combat, damage is the nwnber of stones that remain after 

d efenses are subtracted from an. attack. But the Marvel Universe 

s a dangerous place, and damage can also come at you when 

·ou least expect it. 

Falling Damage 
\'hen a character falls, he can end up taking damage. Think of 

t as the fall attacking the character. You figure out the 

attacking s tones" at a rate of 1 s tone per 10 feet fallen. Subtract 

he appropriate Defensive Modifiers. For example, if Cyclops 

'ell 30 feet, he wouJd take 3 red s tones o f damage -1 stone for his 

!(evlar body armor. But if Blob fell 40 feet, he wouJd take no 

damage because of his -!-stone Defensive Modifier. However, 

.is a 3-stone object (he weighs in at 976 lbs.) he would make a 

-,ice-sized dent in the pavement. 

Once you 've detennined damage from failing, you can 

modify that damage before you remove any white stones of 

fiealth. An Acrobatics Action or a character's Agility Ability can 

modify the damage that occurs from falling. Subtract 1 stone of 

damage for every Action Number of the character's Acrobatics. 

Subtract 1 stone of damage for every 3 stones of a character's 

.\gility Number, rounded down. Note that the character doesn't 

have to have allocated any stones into Acrobatics or Agility for 

them to modify the damage. 

Non-Combat Damage 
Car crashes. Earthquakes. Falling debris. You name it, in the 

\,farvel Universe it can kill you. As with falling damage, 

described above, the GM should assign an appropriate number 

o f stones worth of "attack" based on the severity of the event. A 

i;ood way to figure out the attacking stones is to compare the 

event Lo fd lling. ls whatever' s happening worse than falling 10 

feet? If not, then make it 1 stone. Is it worse than falling 20 feet? 

If not, then make it 2 s tones. And so on ... 

Environmental Damage 
Sometimes, characters will take damage from a condition in the 

e nvironment itself or the effects of their Actions, such as 

radiation leaks, poison gas, a poisonous a tmosphere or sinular 

conditions. If this is a scenario-based condition, the scenario will 

tell you the rate of damage. But if it's your own scenario, then 

the amount of damage is up to you. See the D&R Chart for 

examples of env iron.mental damage. Feel free to modify them 

however you'd li.ke. And remember that not ail Defensive 

Modifiers work against all forms of environmental damage. 

Kevlar may stop a bullet, but it doesn't do a thing against 

radiation or the vacuun1 of space. 

Collateral Damage 
and Bystanders 

Not every Action always goes as planned, and some powers 

and weapons are messier than others. So how do you figure out 

who gets hurt and who doesn't? 

Marvel uses the concept of collateral damage. There can be 

collateral damage whenever a large ar ea-effect Action occurs, 

such as Avalanche's earthquakes or Storm whipping up a 

massive hurricane. Collateral damage can also occur when a 

power misfires, like if somebody were to knock off Cyclops' 

Ruby Visor. Or when big things start getting thrown around, 

like if the Hulk and Abomination were tossing buses around 

and one flew into a crowd. And if a missile slammed into the 

side of a building and sent chunks of concrete falling onto the 

heads of bystanders below, we'd want to know who got 

squashed and how badly. 

Now since this is just a comic book roleplaying game and 

not real life, we're really much more interested in how collateral 

damage affects the player characters, and the relevant NPCs. 

Sure, we care about the bystanders, but not as much. 

PLAYER CHARACTERS AND NPCs 

First, Jet's look at how to figure out how a misfire or a super 

power gone out of control wouJd affect the Player Characters 

and relevant NPCs. 

The GM puts 1 red stone into a small bag for every relevant 

player character and NPC who might be in the way of the path 

of destruction. T11en the GM puts in at least 1 white stone to 

represent who gets hit. If the item causing the collateral damage 

is really big or causes multiple target damage, like a machine 

gun, then the GM can put in more than 1 white stone. Finally, 

everyone reaches into the bag and draws out a s tone. 1£ it's 

white, that person has been hit, and the stone stays out of the 

bag. If it's red, that person puts the stone back in the bag and 

the next person draws. Everyone draws once, or until all the 

white stones have been drawn. 

Jf only one person draws a white stone, he gets hit ·with ail 

the stones of damage, which are then compared to his defensive 

stones. If more than one person draws a white stone, they split 

the stones of damage equally, with odd stones discarded. If 
e veryone has drawn and there are still white stones, the GM can 

assign those stones to innocent bystanders and have fun 

describing the destruction and mayhem. 

Area effects are even easier to figure out. A ll the people in 

the area are hit by the total force of the area effect, which is then 

compared to their defensive stones. 

BYSTANDERS 

You really don't need to figure out what happens to the 

bystanders at ail. Just announce that there were casualties, or 

even fatalities, and leave it at that. 



But let's say you do want to know. Here's what to do if you 

have a large nwnber of people in the target area, and you want 

a quick way to figure out how many got whacked without 

having to figure ou t what happened to each of them 

individually. Each of these methods will produce results similar 

to what would occur if you figured it all out individually, taking 

into account Modifiers and other factors. 

AREA EFFECTS 

Bomb blasts, hurricanes, earthquakes, e tc. The crowd in the area 

suffers 10% dead and 20% injured for every stone of effect. That 

means that if there were 10 s tones of effect, everyone in the area 

would normally be dead. 

NON-AREA EFFECTS 

The following are all examples of n on-area effect collateral 

damage: The Hulk throws a bus into a crowd, a missile hits a 

building and debris falls down on the crowd below, a villain 

does a drive-by machine-gunning into a group of innocent 

bystanders. The crowd suffers 1 injured for every stone of the 

a ttack, and o ne killed for every 3 s tones of the attack. 

To figure out the falling debris damage, you can use the "is 

it worse than falling" formula described earlier. You can also 

compare the total stones of the missile to the Resistance of the 

m aterial the building is n-tade from on the Hardness row of the 

D&R Chart. This is figured as the force of the blast to the 

building minus the building's Resistance to damage, plus or 

minus any GM-applied Modifiers for falling damage. 

Putting It All Together: 
How to GM Catching 

a Falling Character 
Let's say Mary Jane Watson was thrown out of a 3-story 

w indow while Spider-Man was down on the street 30 yards 

away. C o uld he catch her in time? 

It turns out something as simple as catching a falling person 

is really quite complex. And so the way Marvel solves it is ve1-y 

important for understanding and resolving alJ sorts of 

questions that may come up. Which is w h y we're going to 

spend a little time going into a b it of detail. 

[n the real world, people and objects fall varying distances 

over time until they hit a constant velocity. In the firs t second, 

Mary Jane would fall 14 feet. In the next second, she'd fall 

another 30 feet or so. In the next second, she'd fa ll 50 feet. But 

that's n ot the really important part of the equ ations. The fall 

itself can kill you before you hit the ground, thartks to the stress 

put on your body b y the dramatic chan ge in air pressure. If you 

do survive the fall, then the impact can kill y ou. But people do 

figure it out. Bungee jumpers do similar things every day. Stunt 

people learn how to fall from great heights. Skydivers fall from 

very great distances for a long time without succumbing to the 

pressure or the jerk of the parachute as it opens. 

To figure out the "Falling Mary Jane" problem in real life, 

you would need to engage in a very co1nplex series of 

interrelated equations that depend on th e speed of the person 

falling (which varies up to a certain point), the speed of the 

person catching h er and his distance from her, the distance 

fallen, the mass of the person falling, the S treng th of the person 

catching her and probably a few other variables like terrain, air 

pressure and the size of the object being caught. 

Do you really want to spend your ti_me figuring that out? v\e 

at Marvel Universe Ro leplaying Gam e headquarte r s say 0! 
So h ow do you figure out the Difficulty and Resistance o 

someone trying to catch someone falling? 

Some GMs who like a really s imple gam e use the following 

method. They merely assign a Resistance Number from 1-10 

based on their sense of how the s tory is going and how like!) 

the character is to succeed o r not, and then let Spidey kno" 

what he n eeds to do: "You'd n eed to spend a total of 8 stone:, 

to catch her." This a llows the GM to force Spidey to spend the 

effort without spending a lot of time calculating. 

Using your judgment like that and making up a number is 

fine. Or you can use the D &R Chart to actually figure thin~ 

out. But if you prefer to follow a simple formula, here's what 

we recommend. 

To model a burst of speed, the character must put in 1 stone 

of Speed for every 10 yards d is tance and 1 stone of Strength for 

every stone of falling damage. If Mary Jane w ere fall ing from 3 

stories, Spider-Man were 30 yards away, and Spidey put in 6 

stones (3 from Speed and 3 from Stren gth ), then he'd catch her 

and s he'd take no damage. 

If Mary Jane were falling from 6 stories and Spidey were 60 

yards away, he'd need to put in 6 s tones of Speed and 6 stone:, 

of Strength to save her. But he doesn't have that much Speed 

so unless he can figure out an o ther way to get there or some 

way to stop her fall, then MJ would take 6 stones of damage 

which would actually kill her. If he did figure out a way to get 

there, he has a 5 Strength, so MJ would take 1 stone of damage 

(A clever player might think to use Web-Slinging to travel the 

distance and then use Ranged Combat to catch h er in a web 

remembering of course to account for the velocity and not stop 

her too abruptly, but that's a d iffe rent story and one whicJ, 

doesn't serve our example.) 

ow, what if the chara cter doing the catching were flying"' 

Again, rather than have you , the GM, matching vectors and 

velocities and determining angles of approach, let's keep i 

simple. For flying, d iv ide everything in the above formula by 3. 

Why? Flyin g means you not only get there faster, but you car 
also absorb m ud1 of the impact damage (which is energy) into 

your flight. 

So in that last example, if it were Rogue catching MJ in tht 

last example and not Spidey, she'd need to put in 2 stones o 

flight speed and 2 stones of Strength. 

Also remember that for tricky stuff like this, you can 

expect the players to figure it out with out your he lp and ther 

hold them responsible for fai lure if they don't guess righ 

They'll build up a tremendous amount of ill will if you don 

set them on the right track. (By the way, we'd let the playee 

w h o thought of Web-Slinging grab her. .. it's well witlur 

Spidey's capability to save her that way!) 

One last thing. Feel free to modify this equation in any w .:: 

you want. If it were Quicksilver doing the catching, h 

distance ,vould become irrelevant. If it were Blob and he" .? 

30 yards away, he'd never get there in time, so it wouldi, 

matter how many s to n es h e put into the a ttempt. 

Now, what's the lesson to be learned from this? If you 

modeling an entire Universe, you can get as complicated 

you want. But if you keep it simple, you can stiJJ give 

players a challen ge, it will still be exciting and it won't slo 

down play. You can use the basic thinking in this equation 

many things that may com e up in play. 



Vehicles: When Players 
Get Behind the Wheel 

,-o operate a vehicle, the operator must have a high enough 

~ction Nwnber in Vehicle Operation to overcome the Difficulty 

,f the vehicle. She may also use her Intelligence or Agility, but 

then these stones will not add to her Maneuver Modifier. 

Vehicles also have ResistarlCe Numbers, which represent the 

'leed for more than one person to help operate the vehicle. (For 

JtStance, a 200-man Shi'ar Battle Cruiser!) You'll find the 

D ifficulties of vehicles listed on the D&R chart for reference. 

Some characters (and NPCs) will use vehicles as weapons. 

Think of ramming as Oose Combat and firing as Ranged 

Combat. To avoid being hit or fired upon by a vehicle is the 

:,ame as trying to avoid being attacked by C lose Combat or 

Ranged Combat. See P. 84-85 for more on Vehicle Combat. 

To determine the results of driving and flying i:n situations 

w here it is not a given that the operator will succeed, the vehicle 

o perator adds her Vehicle Operation stones and any relevant 

Y!odifier stones to the Maneuver Modifier and you compare 

that total to the Resistance you have assigned to the operation. 

See the D&R Chart on P. 80-81, Appendix B: Vehicles on P. 124 

and Situational Modifiers on P. 104.) If the character has no 

Vehicle Operation Action and is using her ln.telligence or Agility 

to operate the vehicle, then do not add those stones to the 

Ylaneuver Modifier. Only s tones in Vehicle Operation get added 

to the Maneuver Modifier. 

If the character has the ability to operate a vehicle, but has 

never done it (i.e., has no Lines relating to it and can't point to a 

p revious occurrence), then you should add 1 or more stones to 

the Resistance. If the character has multiple Lines that mention 

this vehicle type, then you should let her add a stone to her 

Action from the General Pool. 

For special maneuvers, like pulling a 180-degree turn at 

high speed, you should add 1 or more stones of Resistance 

w hich the player will need to overcome to successfully 

complete the maneuver. 

Note: In some instances, the scenario may include other 

conditions or specifications that apply as well. 

Also note: Many special vehicles will have self-destruct 

m echanisms, ejection seats and the like. The GM is encouraged 

to use these devices if the players insist on experimenting with 

unfamiliar vehicles without having relevant Actions or 

Special ties. One suggestion is to put 2 red stones and 

• whit e stone in a bag and pick 1 out: If it's white, 

the p layers set off the ejector seat, or whatever else you've 

arranged for their entertainment. 

Characters 

CHARACTER CREATION 
~ s can sometimes be the most labor-intensive and time

.:onsuming aspect of any roleplayLng gam.e. When all yolll· 

..,layers are creating characters at the same tin,e, such as at the 

~tart of a Campaign, it's okay to ask them each to wait their 

u m. And of course, when a new player joins, your old players 

.c.hould be willing to give that player the same ti.me as they got 

·hen they created their o"vn characters. But we have foU11.d that 

it's at all possible, have a new player create his character 

"">efore the next play session, not during it, so you and the player 

-an take as much time as you need without feeling rushed. 

Many other roleplaying games leave character creation up 

to the roll of the dice. The Marvel Universe Roleplaying Game 

lets players create their own Super Heroes out of their own 

imagination, much the way the great Marvel creators did. As 

GamesMaster, your job is to awaken the creative soul within 

your players. And the first and most important way to do th.at 

is to listen. 

Let the player talk about the character h e is creating. We 

have fow,d that i.f you let the player talk W1.til he's done and 

take good notes, you'll end up with all the data you need to help 

him create his own Super Hero. If you find that he's a little 

reluctant or W1certain about how to proceed, feel free to prompt 

him. But never Lnterrupt. You'll lose what he was about to say 

and take the chance of missing out on somethLng truly original 

A good way to prompt him is by asking which Super 

Heroes he likes and why. Were there any powers he ever wished 

he could have in real life? 

The player should be able to visuaUze his character. Does he 

fly? Does he fight? Does he have a major flaw? Is he a mutant, a 

monster or just a human with a special power? Hov,, did he get 

his power? How does it affect his outlook on life? It's important 

for players to have a sense of the characters they want to play so 

they'll enjoy playing them. 

Once this is done, see if these powers are already written up 

in the Actions section of the rules. If not, find the closest match 

and 1nodify it. 

If the powers a player wants aren't listed, try to find a 

sin1.ilar power or an Action that has the same size effect and use 

those costs. An example would be if a player wants to play a 

character with the power of firing quills out of his body. You 

could look at the quills as a ranged attack much like a Force 

Blast, but with a limited range and, of course, requiring quills. 

If a player wants to have an Action that does dan,age at a 

distance, look for powers like Force Blast. D oes the power allm,v 

movement? Take a look at Flight. Both Spidey's Web-Slinging 

and Iceman's Ice Slide have a lot in common with Rogue's 

Flight from a game-mechanics point of view. 

Remembet~ if your player wants to build a character that has 

never appeared before, that's a good thing and should be 

encouraged. On the other hand, there is nothing wrong with 

modifying an already-existing character. Some players and 

GamesMasters often like to start with a character that already 

exists and tweak it a bit here and there to make it their own. One 

of our favorites during playtesting was to take Jean Grey, 

change her gender, transform her Medical Skills into Detective 

Skills and play Gene Gray, the Psychic Detective. 

This brings up the issue of how many Character Generation 

Stones to use. If a player is modifying an existing character like 

Thor or Jean Grey, won't that character be more powerful than 

a newly created JO-stone d,aracter? Yes, it will. Is that okay? 

Yes, it is. Will some players complain? Yes, they will. Players 

often complain when they think another player is getting 

son,ething they're not getting. It's a sticky issue, and we address 

it more fulJy in the section on "Balance Between Players or 

Characters" on the next page. But as for number of stones, if you 

and your players decide that you want to play more powerful, 

more advanced characters and fully formed gods, then feel free 

to increase the number of Character Generation Stones 

accordingly. T1y a 60-stone campaign. Or even a 70-stone one. 

It's your world, and the choice is up to you . . . and to your 

players, of course. 



Keep in mind th.at while a character can combine Actions 

and Modifiers like ice cream flavors, there are some 

con1binations that taste better than others. Try to keep a player 

within the theme she has created. If she wants to be a super

strong fighter, then it might not make too much sense to also be 

a telepath. If she's decided that she wants to play a character 

like Wolverine, then Invention might not be appropriate. 

With the character creation rules it is possible to build 

almost any Super Hero or Super Villain, so some limits are 

needed. Watch out for people building unreasonable characters 

or exploiting the character creation rules for pure power. Since 

the idea of this system is to allow the players to build a lmost 

any characters that they want, there is room for misuse. 

If a player is a few stones short designing the character he 

wants, then you might suggest some Abilities he may want to 

reduce or Actions he might not really need. Or you can help the 

player find some Challenges that will get him the stones he 

needs while adding depth and dimension to his character. The 

system has been designed so that the only way to get to the 

power levels that most Marvel Super Heroes have is to take 

some Challenges. 

If the player really needs more stones for something integraJ 

to his character, and he hasn't been frivolous by taking Actions 

or Abilities outside his character's theme, then you can be more 

generous and help him find bigger Challenges that would be in 

keeping with his character. 

And always keep in mind the story about the player who 

came up with a cl1aracter named Spider-Man. In order to get all 

his amazing powers, he needed a Jot more stones than he was 

given to start with. What he needed was for the Ga.mesMaster 

to come up with a really big Chall.enge. So the GamesMaster 
said, "Spider-:tvlan, I will generously give you all your great 

power and all your amazing abilities. But in return, your 

Challenge is to be responsible for your friends, for your loved 

ones, and even for innocent souls you've never met. I will 

constantly plague you with angst, so that you ·will never have it 

easy. I will interrupt your life with no mercy. And when you fail, 

the people you love will suHer the most." 

When in doubt, remember that the idea is to en"lpower 

your players and let them do what they're trying to do, not 

reshict and taunt them. 

CHALLENGES AND 
DISADVANTAGES IN PLAY 

As we've said before, Marvel characters have flaws, feelings 

and real human problems to go along with their s uper powers. 

As GM, part of your job is making sure your players roleplay 

their characters' Challenges and Disadvantages. 

How do Challenges and Disadvantages work as a game 

mechanic? They interact with the game in one of two ways. 

They either have sped fie impact on the use of Actions or 

Modifiers within the game, or they influence roleplaying. 
Let's start with Challenges and Disadvantages that 

influence Actions within the game. As GM, you should n-y and 

bring your players' problems into play. For instance, without his 

Ruby Visor, Cyclops' Optic Blasts are impossible to control, and 

he has to keep his eyes closed. So have someone like Toad steal 

the Visor with his tongue. Or have it get damaged in an 

explosion. Storm's weather control is very powerful, but it can 

cause harm to innocent bystanders and her fellow players. 

Create situations where Storm has to choose between doing 

what vvi.11 work and endangering others. Rogue can't make 

physical contact without stealing energy and memories. So put 

her in situations where she can't avoid touching someone, or 

where she has to make a hard choice if she does. 

One built-in Challenge that all characters face involves their 

relative power. Energy beams, earthquakes, hurricanes and 

supersonic speed are just some of the awesome powers your 

players will be wielding in this game. A Super Hero should 

have little problem against an ordinary criminal; the Challenge 

is controlling his power so as not to kill his opponent or level the 

neighborhood. If a p layer misuses or abuses his powers, then 

confront him with the consequences of his Actions as we 

discussed earlier. 

Then there are the Challenges and Disadvantages that 

influence roleplaying. When players create their own 

characters, they will be following a formula that forces them to 

incorporate at least one Challenge into roleplaying their 

characters. Some of these Challenges will be simple to play and 

GM, such as fear of heights. Others, such as "Compulsion to 

stick up for the underdog" or " Haunted past," require 

addressing through plot development. 



Most of these Challenges are psychological in nature and 

are part of how the character sees his relationship with the 

,·orld. TI-us means Challenges revolve around the question of 

.:haracterization. Tiunk of your players as actors playing their 

"Oles. The player acting as Spider-Man should express Peter 

" arker's teenage angst and his feeling of guilt over the death of 

ti.is uncle through his inaction. The whole "with great power 

:here must also come great responsibility" thing. 

You need to create opportunities for a character's 

Challenges to be activated. For Spider-Man, put him in 

,ituations where he has to d1.oose between doing lus duty or 

J ealing with everyday things like school, work, family and 

·riends. For Wolverine, endanger his sidekicks. Bring up his 

-nysterious past in ways that surprise and unsettle him. Put 

:rim in a situation where he has to choose between his better 

":1.ature and Jus instincts, like running off to chase Sabretooth or 

,ticking with the group and following Cyclops' orders. 

These Challenges aren't resolved through Modifiers. These 

.ire Challenges that can only be expressed through roleplaying 

nd plot. If the players address their Challenges in play, as GM 

'OU can award them Lines for good roleplaying. Players who, 

n play, express their agony should get credit for it. Players who 

.:onveniently ignore their Challenges aren't roleplaying their 

.:haracters well. So, they would get fewer Lines for roleplaying 

han other players do. 

Take someone playing the Hulk, for instance. When he tun,s 

n to the big green guy, he had better smash some things up. He 

"eeds to play Hulk as if he were virtually, but not totally, out of 

.:ontrol. He doesn't have to kill hls fellow players, for instance. 

But if he's playing Hulk as both smart and strong, he's not 

playing the character correctly. (Well, okay, if he's playing the 

1-{ulk during the period in the comics where he was the smart 

:,1y in the green body, or the Grey Hulk, then that's different. 

"13ut you know what we mean!) 

Now, some GarnesMasters would take over playing the 

Jiulk at that point. They'd say that when Bruce Banner 

--ra.nsformed into the Hulk, the player lost control of hin1.. And 

:.hen the GamesMaster would play the Hulk the way he should 

-.e played. But players won't like that, and you may find that 

hey lose their trust in you. And that' s never a good thing. 

Instead, we suggest that the way you deal with a situation 

.ke that is to explain to your player what kind of roleplaying the 

.:h.aracter requires, and don't give lurn any Lines of Experience 

or roleplaying until he starts actually playing the role. 

ASSISTING PLAYERS 
WITH CHARACTER ORIGINS 

L.SUally, you will want to help players come up with their 

'1aracters' origin stories. It allows you to tie the players into 

o ur storyline, building plot hooks for your use later. Also, 

o metimes players want to come up with truly outlandish 

rigins that just don't work, even for comic books. 

The process itself is pretty simple. First, make sure you 

T\derstand what the character is Like, and who the player wants 

he d1.aracter to be. Then look at the list of Origins on P. 73. 

.'hich origin makes tl1.e most sense? If the character wants to be 

-ritelligent and a scientist, then an experiment gone awry always 

orks nicely. Anytlung from "Serum or Drug taken once" to 

\l[utagenic Accident" to any of the "Radiations" would fit tl1.e 

ill. If the character wants to be a teenager and doesn't really 

:.ave a strong feeling for an origin story, then make her a 

mutant. One day she hit puberty and there she was, super 

powers and all. If that's not working, there's always 

enchantni.ent. Or possession. Maybe she's an alien, stuck here 

on Earth; maybe she's a spirit or demigod. If Marvel has been 

able to squeeze thousands of characters out of those 15 origins, 

you and your players should have no problem a t all. 

SETTING CHARACTER GOALS 
Listen to your players when they create their characters. What 

are their goals? Do they set themselves any particular 

Challenges, such as avenging a parent's death, righting a great 

wrong or curing a disease? 

Also remember that not every player "''ill have sim.ilar 

goals. Some may want to rule the world, while others may want 

to protect a world that hates and fears them. 

Work their goals into your Adventures. Give the players 

what they're looking for and they'll play that much more 

intensely because it ,-vill mean more to them. And ren1.ember to 

award them extra Lines if they achieve those goals. 

BALANCE BETWEEN 
PLAYERS OR CHARACTERS 

Other roleplaying games are very concerned that all of the 

characters in a group have roughly the same power. GMs try to 

set up groups of people who all have about the same experience 

level as players. They feel it makes for n1.ore balanced playing 

groups, where everybody can make equal contributions. But 

tl,at's not the way it works in the Marvel Universe . 

1n the Marvel Universe (and therefore the Marvel Universe 

Roleplaying Game) nothing is balanced, but everybody has 

something to contribute. The biggest reason for thls is that each 

character has his own unique super power. Sometimes, 

characters who seem to be less important find ways to become 

tl1.e most important of all. The tiny Wasp has been one of the 

most important Avengers for decades. Sue Storm seemed to 

play second fiddle to Reed Richards until Reed disappeared, 

and Sue proved she was an invisible force to be reckoned witl1.. 

You should encourage your players to do the same thing. In the 

Marvel Universe, everybody matters. 

That goes for players as well as characters. IVlarvel is simple 

enough that even beginning players should 11ave no problem 

playing alongside more experienced, older players. The 

youngest playtester we had was 8 years old, playing Beast, and 

he was beating up on the Brotherhood of Evil Mutants right 

alongside a player five times his age. 

In 40 years of comic books, Marvel has pretty much matched 

up everybody against everybody else at some time or another, 

and yet the good guys hav e usually managed to make it out 

alive. Spider-Man has fought the Hulk, and lived to joke about 

it. And what's fair about that? Tf the most powerful character 

always won, then how come GalachlS didn't eat our planet at 

least once out of all the times he's dropped in for a visit? 

That said, you may find tl1.at some of your players really, 

really, really want to be as strong as the other characters they're 

playing with, and tli.ey won't play unless they are. They don't 

want to take on more Challenges, they just want to be "equal" 

to the Hulk and Thor. When that happens, we suggest giving in. 

After all, the Marvel Universe Roleplaying Game is all about 

letting p layers be tl1.e Super Heroes they always wanted to be. 

And it's witlun your power as GarnesMaster to make their 

dreall1.S con,e true. 



AWARDING 
LINES OF EXPERIENCE 

Between 1 and 5 Lines should be awarded at the end of every 

Mission or Issu e. If you award them after every Mission, your 

players will advance more quickly than if you award them after 

every Issue. This is not always desirable. Also, the more 

frequent ly you award Lines, the more ti.me you must spend 

with your players deciding where to put the Lines. We suggest 

awarding a range of 1-3 Lines per Mission or 1-5 Lines per Issue. 

Here are some basic guidelines for awarding Lines to 

your players: 

• 1 Line should be awarded for just showirtg up for the game. 

• 1 Line or more should be awarded for roleplaying the 

character very well. This can be determined by the G M by 

asking just a few questions: 

- Did the player play out any Challenges that she has? 

- Did she roleplay her character the way it's designed? 

- If the character has an alter-ego (like the Hulk) or is in.sane 

(like Bullseye or the Green Goblin), did the player live up 

to the requirements of the role? 

• 1 or more Lines relating to Mission Objectives. Mission 

Objectives are given with each Mission to provide a 

framework for events, goals and direction for the players. 

Completing the Mission Objectives is vitally important. If 

there's a winning or losing aspect to the game, then 

completing Mission Objectives is it. Whether you are using a 

pre-made Adventure or ma.king up Adventures of your own, 

you should include at least a Primary Objective, and possibly 

a Secondary Objective and a Bonus Objective as well. At least 

one Line s hould depend entirely on the successful completion 

of Mission Objectives, and any player who has a direct hand 

in completing a Mission should get a Line. If a player has 

directly contributed to more than one Objective in a Mission, 

then that player should probably receive more than one Line. 

• 1 Line for the best player or group of players, if any. If 

someone did something really cool or very clever, then she 

should get another Line. 

As the GM, you will see some games where the players 

s pend all their time talking or digressing, and never get to the 

Mission. If the players fail the Mission, or if in the opinion of the 

GM they leave the world worse off than it was, then they should 

get no Lines for Mission Objectives. (Of course, if they skipped 

the Mission for a good reason, like saving the world, then you 

may want to consider awarding them special Lines.) 

In summary, you award Lines based on what your players 

have done that Mission or that Issue. Players allocate their Lines 

into Actions related to what they received the Line in. And it's 
your right to approve where tJ1ey aJJocate tJ1ose Lines. They 

must allocate them to something connected to the Adventure in 

which they experienced them. The Add-A-Line System is 

supposed to empower players, not drive GMs crazy. lf the 
Action to which a player -wants to allocate a Line makes no 

sense, then don't allow it! As GM, it's your call. 

ADVENTURES 

USING PRE-MADE ADVENTURES 
First, read all the Missions that make up the Issue. As the GM, 

your role is to ease the flow of play, control pacing and resolve 

Actions. You need to be fam.iliar with the en.tire Adventure. By 

having read the Issue, you'll know where you need to get ti-

players to go. You'll be equipped to steer them there and 

respond if they wander off track. 

The rules are here to help direct the flow of play, not restri ... 

it. Marvel is designed with the assumption that your player-

want to play a Marvel Super Hero doing Super Hero sorts 

things in a Marvel sort of world. 

Remember, this is a role.playing game. If the player-

describe a plan that is outside the scenario, don't stifle them. G 

with the flow. You'll have plenty of opportunity to redirect their 

back into the storyline, so you never have to appear to b
forcing them to go someplace they don't want to go. 

The Adventure we provide, We Live Here, Too!, features 

chase to find a m.utagenic drug laboratory. This 3-Mission Issu 

is designed with the idea that the players will go the way " 

want them to go. But what if they don't? For irtstance, what 

the players decide that the way to find the lab is to g, 

underground at the more trendy clubs in tov,m and use ther 
Social Skills to uncover the source? Then just skip to the club i1' 

Mission 2. (You can change the club's name and description o 

the interior, and use it as more than one club. Of course, th e, 

won't fu1d what they're looking for until they get to Club N oi!" 

but they can have fun clubbing until then.) 

As the GM, you must roll with the punches and keep up 
with the players. Remember, they have free will . If the players g 
off the storyline, give them a chance to create their own. If 
player comes up with a strange idea, your first thought as G~ 

should be to empower that player, not stop him. Whatever th. 

players come up with, as long as you keep directing them bad 

into the storyline, you 11 have plenty of material to help y ou tel 

a great story. Which is what this is all about anyway. 

CREATING AND 
PLANNING ADVENTURES 

Creating Adventures can be a lot of fun. The .first thing L. 

consider is for whom you're designing the Adventure. What d 

your players like? If they prefer combat, plan for fights. If the, 
like to talk, put in people to be questioned. If they like solviP._ 

problems, fill your Adventures with m ysteries and puzzles. 

Next, decide on a theme. This can be as simple as a robber 

or as complex as a plan to take over the world. You should h a, 

a dear understanding of what's going on, even if it may be le. 

clear to the players. In comics, this is called the backstory and 

the first thing you need to create. 

When looking for a theme to design an Adventure aroun... 

look at previous Issues and see if there are any lost plot hoo"' 

to pick up: a villain who escaped or just got out of jruL 

bystander the players interacted with. Villains can return 

plague the players; bystanders can ask them for help. 

Another strategy is to make up a group of encounte:

choosing villains, henchman and the like, then ask the playe 
what they are doing at the moment, and work an encm.mr 

with the villains into the situation. Many a Marvel story folio 

this pattern: "You're walking down the street ,vhen all o; 

suaaen ... "Keep a vi.JJam or rwo on hand .foI qwt::k encovnter 

A group of human robbers can make a b ig impact on the g al"" 

and give the players an easy victory. Such encounters can ab 

be used to keep the gan1e moving when the players have -

clue what to do next. 
And ren1ember, this is Marvel. One of th.e best opponen 

for a Super Hero to fight is another Super Hero. Gues t-:;.-



Super Heroes show up in other character's comics all the time, 

usually leading to a misu.nderstancling and then a battle, until 

the two sides get a chance to talk and realize it was all one big 

mistake. (Or not.) 

For other ideas, consider playing issues of your favorite 

comic books! These can be eiU1.cr current, ongotng storylines or 

classics from your collection. Your players can act out the stories 

~" ,vri tten, using the origina I Super Heroes, or they can put their 

TI characters in the story. Imagine playing your favorite issue 

f Amazing Spider-Man or Uncanny X-Me11. Your players will 

probably make different choices than the original participants, 

resulting in a completely different ending. 

Marvel will periodically produce new supplements, 

complete with new Issues for you to run for your players. 

Usually our lssues will have 3 Missions in Ui.em, and the 

average Mission will include 2-3 Scenes in it. Each Mission has 

a distinct set of Mission Objectives. You and your players 

should be able to easily complete a Mission in an evening. You 

usually won't be able to play an entire Issue in a single session. 

All of the Missions in an lssue are unified by a common 

theme and build to a common di max. You can choose to follo"v 

this same pattern when making up your own adventures. 

The first Mission is the setup: The players learn of the 

problem and can gather information about it. There are many 

ways to introduce Ui.e players to the Mission. They can read 

about it in the papers or see it on the news. They can meet 

someone who has a problem. They can get a panicked call from 

a friend needing help. An old enemy can confront them. There 

are nearly as many reasons for an Adventure as tli.ere have been 

\il.arvel Comics, and Ui.at's saying a lot. 

Once you've got tli.e players off and running, they should 

have a series of encounters. These can be anything from finding 

out critical information to battling villains. Make sure iliere is 

enough going on so everyone has something to do. 

1n the second Mission, the players should begin to unravel 

Ui.e foe's plan. There should be an even more difficult Combat 

situation or problem to solve. Remember, ,ve're building up to 

Ui.e big cUmax in the third and final Mission of the Issue. 

The third Mission is Ui.e climax of the entire story. The 

players attempt to resolve the Issue, frequently involving a 

knock-down, drag-out battle. 

Players should never be forced into an Adventure. Even if 

vou have designed Ui.e greatest story in the world and the 

players won't bite, don't sweat it. It's pretty easy to lead your 

characters into Ui.e Adventure you want them to have. There are 

dozens of ways to get to the place you need them to be. 

Be aware Ui.at if you want Ui.e players to do something, you 

may have to give them a good reason to do it. For example, in 
order to get the players to hunt down a villain, that villain may 

"irst have to attack them or someone they care about. 

If the players decide to follow up a strange clue or are 

looking for trouble, tli.ey should probably find it. But not 

always. A good dead end now and then really keeps the players 

on tli.eir toes. 

SETTING MISSION AND 
ISSUE DIFFICULTY LEVELS 

::,etting obstacles for players is important. Your job is to 

'Ontinually determine Ui.e right level of clifficulty to 

... eep challenging and stretd1ing your players. 

fissions should take about 2 hours to play. If the 

players are breezing tli.rough them, that's a good signal U1at 

they're too easy. If the players are beating the villains too easily, 

then make the villains more powerful. But don't make them so 

strong that Ui.e players get disheartened. 

Balance the villains' powers against that of the players. 

Keep in mind that if Ui.e players can't fly, Ui.en villains who can 

will just escape. If the players can fly, then make sure to throw 

in a Flying villaiJ.1 every once in a while. 1f tl1e players have 

powerful Ranged Combat attacks, Ui.en the villains may not 

have the chance to do anythir1g before they are al\ beaten unless 

they also have Ranged attacks. Throw in some telepathic 

enemies, or goons with energy weapons. 

A general rule is an eye for an eye. But keep in mind that it 

doesn't always have to be a fair fight. Sometimes your players 

should have to nm away and regroup. And if they choose to 

stand and fight against overwhelming odds, well, that's what 

Super Heroes are supposed to do, isn't it? 

Keep Ui.e number of villains i.n Une wiU1. the nu.ni.ber of 

players. Tf you find that you arc n.mning a game for fewer 

people than you had thought, reduce Ui.e number of foes to keep 

it in line with the players' powers. 

When figuring out appropriate enemies for your players, it 

can help to add up all Ui.e stones the players have, as well as the 

number of Ranged Combats and Close Combats attacks, and 

use Ui.ese as benchmarks for designing villains with similar 

attributes. The villains should have enough power to force the 

players into making real choices as to what to do. 

If the players are mopping up the opposition "v:itli.out a real 

fight, then increase the opposition. Don't hesitate to add more 

goons, Super Villains and bystanders to an encounter in 

progress to make it more of a challenge. Give Ui.e opposi tion 

some really neat energy weapons with unusual effects, like Area 

Stun or Freeze Rays. 



On the other hand, if the player s are losing all the time, then 

make the opposition easier. Your players will only have fun i£ 

they a re challenged , b u t a t the same tin1e they should aJso feel 

that they h ave a fighting chance. Sometimes GamesMasters add 

villains just to keep a fight going, or because they really want to 

smash the players. But we believe the players have a right to 

win i£ they haven't done anything too s tupid. 

Remember your players' C hallen ges and use them. If a 

player is blind, then have the villains ·wear gang colo rs. It's up 

to you to h elp your players cherish their Ch allenges as parts of 

th eir ch aracters, and roleplay them to the hilt. How m uch fun 
would i t be to play Daredevil i£ he could see? 

Creating Non-Pl ayer Characters 
Gl\1:s p lay all the characters that the p layers encounter, 

including regular people and the occasional Super Hero. 

Usually this means playing all of the bad g u ys, from Super 

Villa.ins to the lowest level goons. Even th e sb·on gest Super 

Hem often h as to get past a gang or two of regular bad guys 

before finding out what's really going on and who is behind all 

the trouble. You'll want to h ave as m any of these characters as 

possib le set up before the Adventure starts. It can really slow 

down play i£ your p layers h ave to sit around while you figure 

out their next opponents. 

We've provided you ·with som e basic f\.fPCs below. Feel free 

to use as many of these as you need to n1atch up with the team 

of players you are rwui.ing the game for. And remember, Marvel 

criminals are often arm ed w ith in teresting weapons and 

a.b ill.ties. You can easily add some fun and vary the mix by 

giving the lead goon an enhan ced Strength, o r some kind of 

weap o n the p layers don't recognize. 

Also remember that you don't h ave to fully flesh out NPCs 

who a re just there to provide inform ation . You can have 

P rofessor X give the X-Men an assignment without having a 

fu lly filled-out CAD on him. When Spider-Man asks a 

newspaper vendor a q u estion, yo u don't need to know more 

abou t the vendor than the answer to the q u estion, and maybe 

e no u gh of a description of how he looks to g ive yoLu- play ers a 

sense of reality. 

Examples of Basic 
Non-Player Characters 

So you want to put together a gang of vi.Ila.ins to go after 

your p layers? Maybe some police to get in the way? Here are 

some NPCs you can u se to populate your game. otice th at 

your stan dar d human can be built for abou t 7 s tones or less 

using the same character creation system players u se to create 

their characters. 

The following are basic NPCs: 

HUMAN (INNOCENT PASSERBY) 

ABILITIES 
Intelligence: 1 or 2 . Stre ng t h : 1 , Agility: 1 , Speed: 2 , 
Dura bility: 1 
STONES: 1 white , 3 red 
EQUIPMENT: Cell-Phone. S wiss Army Knife (+1 ], Ca s h 
ACTIONS: Offic e J ob: 3 , Social S kills: 2 Offic e Politics, Family 
a nd Friends, Vehicle Oper a tion: 1 

BEHAVIOR: Will r un away from danger. May run the wr ong w a y. 

May decide to be heroic and g e t in t he way. 
[To make a d ifferent sort of person, just add Actions 
A teacher would have Teaching at 2 or 3 , for example .) 

STREET-LEVEL LEADER O R ELITE :MINION 

ABILITIES 
Intelligence: 1 or 2, S t rength: 2, Agility: 2 , Speed: 2 , 
Durability: 2 
STONES: 2 w hite. 6 red 
EQUIPMENT: Cus t om Pis tol (+2). Knife (+1). Ce ll-P hone , 
Some Cash 
ACTIONS: Close Combat: 2 [ + Weapon or Strength), 
Ranged Combat: 2 (+ Weapon). Vehicle Operation : 1, 
Leadership: 2 , Social S kills: 2 P r ofessional Criminal, Gang 
BEHAVIOR: May be a member of o r ganized crime or may leac 
a cell or sect ion for a m ajor villain . W il l tend to be smart 
sensible , tough a nd deter mined. W ill often intervene to hand e 
t hings himself. He will not w illingly reveal his boss or contacts 
unless s uffering at least 3 red stones of damage under 
questioning or if a p la yer w it h at least a 3 in any r e le var · 
Social S kill threatens him [Resis t ance 4 stones). 
(This is a lso a beefed-up human. Add to Stre ngth and ma ke 
t hem football p layers, or to any other Ability or Action fa: 
special effects .] 

LOOKOUT, THUG (KID) 

ABILITIES 
Intelligence: 1 o r 2 . Stre ngt h : 1, Agility: 2 , Speed: 2, 
Dura b ility: 1 
STONES: 1 w hite, 3 red 
EQUIPMENT: P is t ol [ + 1). Knife ( + 1), Ce ll-P hone 
ACTIONS: Close Combat: 1 ( + Agility or Weapon), 
Range d Combat: 1 (+ Weapon). Ve hicle Opera t ion: 1 
BEHAVIOR: W ill not confront, but will try to a vo id contact a n
r e port back fo r further instructions (breaking contacr 
dela ying for backup , etc. ). Cou ld be a kid in over h is head. 
[Add Thie ving a t 1 or 2 and you've got a perfect pickpocket.] 

ALL-PURPOSE MINION 
(PUNKS, GOONS, HENCHMAN) 

ABILITIES 
Intellige nce: 1. S t rength: 1 , Agility: 1 , Speed: 2, Dura bility: 
STONES: 1 white, 3 red 
EQUIPMENT: Knife or Brass Kn uckles ( + 1 ). Pistol ( + 1 ). 
Some Ca sh 
ACTIONS: Close Com bat: 1 (+ Str ength or Wea pon). 
Ranged Combat: 2 + (Weapon). Veh icle Operatio n: 1 
BEHAVIOR: Not particularly brig ht; does not fight part icular' 
fair. Us ua lly found in the employ of villains. Will not w illingly r e ve;;. 
any information unless s uffering at least 3 red stones c 
dam age under questioning or if a player w ith at least a 3 in a 
relevant Social S kill threatens him (Resistance 4 stones). 
[This can be a soldier, a guard, any m in or person w ith s o w 
idea of how t o fight. ) 

STANDARD COP 

ABILITIES 
Intelligence: 1 , Strength: 1 , Agility: 1, Spe ed: 2 , Durability· 
STONES: 1 w hite , 3 red 
EQUIPMENT: Nightstick [+ 1 ). P istol (+ 1 ] , Kevlar Vest 
(+1 J Defense , Handcuffs, 2-w ay Ra dio 
ACTIONS: Close Combat: 2 [ + Agility or Weapon). 
Ranged Com bat: 2 (+ W eapon). Crimino logy: 1 
[+ Int elligence], Vehicle Operation: 1 
BEHAVIOR: Usually non-hostile , but w ill respond to any obvio 
illegal activity. May po ssibly be bribable (GM discretio~ 
Can and will call for backup, if necessary. 
[Firemen a r e s imilar except instead of Ranged Combat t:P 
get a n Action Number of 2 in Fire fighting and Axe (-2 
To make a supercop type, just increase an Ability. A S tren'""' 
o f 3 would be one of the strongest cops in the w o rld.) 



ARMED SECURITY GUARD 

ABILITIES 
telligence: 1, Strength: 1, Agility: 1, Speed: 2, Durability: 1 

STONES: 1 white. 3 red 

EQUIPMENT: Pistol [ + 1 ), Cell-Phone 

.\CTIONS: Close Combat: 1 [+ Strength or Weapon). 
==langed Combat: 1 [+ Weapon). Vehicle Operation: 1 

BEHAVIOR: Will confront for official purposes . Will be less 
suspicious if everything seems to be in order. Will call for 
~ckup if he suspects trouble. 

GENERIC SUPER HERO ES/ 
SUPER VILLAINS/D EMONS 

-fere are a few generic super-powered types to flavor your 

-ampaign. Remember that when you' re choosing opponents for 

our players, if you want to keep play exciting, then give the 

illains powers similar to the heroes. Tf your heroes can fly, you 

-hould throw in villains that can fly too. If the players have 

ranged attacks, the villains will never get close enough to make 

t a fight unless you give the villains ranged attacks as weU. 

Ve've aJso thrown in a few Demons that you can use as a basis 

for creating whole hordes of nastiness. 

The following are 30, 40 and SO-stone NPC Super Heroes or 

Super Villain templates (no Challenges). Customize th em by 

substituting Actions and adding 01allenges. 

30-STONE SUPER HERO/SUPER VILLAIN 

ABILITIES 
ntelligence: 2, Strength: 2 , Agility: 3, Speed: 2, Durability: 3 

ACTIONS: 

Close Combat: 5 [Agility or Weapon) 

=tanged Combat: 3 [Weapon) 

Social Skills: 3 

Jehicles: 3 
::hoose 2 of the following 

• Ice Blast Level: 8 
• Perception: 7 

• Flight : 7 
• Thieving: 8 

40-STONE SUPER HERO/SUPER VILLAIN 

ABILITIES 
"ltelligence: 3, Strength: 6, Agility: 6 , Speed: 3, Durability: 5 
llCTIONS: 

~nged Combat: 5 (Weapon) 

Social Skills: 3 
3Jack Ops: 3 

::HOOSE 1 of the following 

~ Close Combat: 1 [Strength & Agility or W eapon) or 

3 Close Combat: 6 (Str ength or Weapon) 
•i,oclFIEAS 
~oughness: 5, Enhanced Healing Factor 

SO-STONE SUPER H ERO /SUPER VILLAIN 

:.SILITIES 
::elligence: 6, Strength: 6, Agility: 3, Speed: 3. Durability: 4 

:..CTIONS: 

:ose Combat: 3 (St rength or Weapon] 

.,.e Mastery: 7 (all Options] 

(Ing: 5 

,ocial Skills: 3 

'ou can substitute any Master y for this char acter. Note that 
ng is purchased at discount of - 1 Cost Level because it is 

e ng bought with a Mastery. 

The following are sample Demons to be used for Summoning 
or other magical purposes: 

WARRIOR DEMON 

This is a strong, powerful w arrior Demon. For w eaker 
Demons , lower Abilities, Act ions and Factor s . 

ABILITIES 
Intelligence: 1, St rength: 7, Agility: 3 , Speed: 3 , Durability: 5 
ACTIONS: 

Close Combat : 7 (Strength) 

Force Beam: 5 

Fly: 3 

FACTORS: 

Control Factor: 5 

Binding Factor: 21 

KNOWLEDGE D EMON 

This is a good t emplat e for other non-combatant Demons. 
For a Trans po rtation Demon, for example, subs t itute 
Teleportation or Flight for General Knowledge, and switch 
Intelligence and Speed. 

ABILITIES 
Intelligence: 7, Strength: 3, Agility: 1. Speed: 1. Durability: 3 
ACTIONS: 

General Knowledge: 7 [Intelligence) 

FACTORS: 

Control Factor: 1 red stone + 1 new fact/5 Panels 
Binding Factor: 5 

ENERGY-STEALING D EMON 

This is a dangerous Demon. Once called, it is unwilling to leave 
without having drained at least 1 victim. Demon takes 1 white 
stone upon successfully being Summoned. It doesn't have to 
be from you. but it must be from someone in t he immediate 
vicinity. 

ABILITIES 
Intelligence: 2 , Strength: 2, Agility: 7, Speed: 5, Durability: 5 
ACTIONS: 

Drain Energy: 7 

Close Combat: 3 (Agility) 

FACTORS: 

Control Factor: 1 white stone in advance, 1 white 
stone/victim 

B inding Factor: 1 5 

Creating Maps and Locations 
Maps are good to have, though not necessary. They make it 

easier for you and your players to keep track of where you are 

in relation to everyone else (which can be important in a big 

fight). These can have as much detail as you like, from very 

exact representations to basic outlines of the area. UsuaUy they 

are just used to give the players a general idea of what they 

see,and where the threats are corning fron1. 

Some GMs prefer to have the players draw the map as the 

story moves along, creating a picture of what they see based on 

your verbal descriptions. This can serve to keep your players 

reaUy involved. Role-playing is a game of the imagination ... 

force your players to use theirs! 

You can also recycle and adapt maps. Just because you call 

it "Green Goblin's Secret Lab" in one Issu e doesn't mean you 

can't caU it "Ultron's Underground Lab" in the next. Just change 

things a bit to keep th.em guessing. 

Most Marvel Adventw·es take p lace in New York City. If you 

live outside New York we suggest using a tourist map. 



THE PREMIERE ISSUE: 
WE LIVE HERE~ TOO! 

A MARVEL UNIVERSE ROLEPLAYING GAME ADVENTURE 

Warnin g! The players should NOT read this. ONLY the 

GamesMaster should read this section. This section contains the 

storyline and solutions to all the problems encountered, so it would 

defeat the purpose for anyone playing to have foreknowledge. 

For one thing, it would spoil an important part of the fun if, 

as a player, you already know what m y steries lie around 

the corner. And beware! Not only is the wrath of the GamesMaster 

terrible (and occasionally fatal), but your GM will change the story 

around and you'll wind up with wron g answers anyway! So if you 

are a player, please make life easier on everyone (especially you!) 

and read no further. 

YES., THIS MEANS YOU! 
G ood. N o w we're alone. And that's good, because we've got an 

especially fun, 3-Mission Introductory Issue for you to throw at 

your players. 

U nlike o the r roleplaying games, the Marvel Universe is set in 

NYC and its environ s. And while future supplements may take 

you to exotic places like Genosha and the Savage Land, we' re 

going to start right here at home in NYC, just like Marvel did aJJ 

those years ago. 

As the GamesMaster, part of your job is to create a world for the 

players to play in. Even though you a re playing a specific scenario 

and going on a relatively well-defined Mission, there is (in theory) 

a whole world going on around you, one that may affect your 

players and be affected by them. 

This requires a conceptual background. For this game, think of 

New York Ci ty : big, dark, full of promise and pain. This is where 

your players live and it is where th.is scenario is taking p lace. 

This first Issue has been written using examples for the X-Men, 

Spider-Man and Daredevil. But it could just as eas ily accommodate 

the Punisher, the Avengers, the Fantastic Four, or any other lineup 

you w ish to play. And it can most defmitely be run for w1ique 

characters created by you and your players. 

MISSION 1 

GamesMaster Briefing 
[You may reveal this to players): 

PRIMARY OBJECTNE: 
Find out where people are getting the R drug. 

SECONDARY OBJECTNE: 
Cut off the supply of R at the street level. 

BONUS OBJECTIVE: 
Get a sample of the R drug so somebody can fabricate a cure 
and undo the mutations. Clf you're playing the X-Men, then 
Beast and Jean Grey would do it. If Spider-Man is the 
protagonist, then he would want a sample for Dr. Curt Conners. 
If it's Daredevil, he'd probably bring the sample to a friend at 
St. Vincent's Hospital. You get the picture. Just modify the 
scenario for whichever of the starting heroes are playing.) 

There is a new drug called "ReNew" appearing on the stre 

of N e,,._, York that is causing mutations in normal teenagt. 

TI1e mutations begin s maJl : noses elongating into snouts, t 

lengthening, nails turning into claws. With continued use, 

mutations increase. Skin changes into fur o r scales, eyes devel 

secondary lids, tails begin to grow. 1lle n1uta tions take place\\ 

users sleep. Its only effect on mutants is to render them tempora 

unconscious. Apparently, the drug is becoming popular becaU5' 

also infuses the use r with strong and gratifying feel in gs 

righteousness, clouding the mind. The mutations a re othen, 

harmless, so the mutated teens are going back to school, in 

becoming celebrities to some of their fellow s tudents. Tub 
fue}j11g more experimentation with the mutagenjc drug. Abou 

out of 1,000 uses results in a muta tion. Its origins are a myst 

Stories and rumors are beginning to app ear in the m edia. No Ol"" 

"claiming credit" for the drug, a nd the press is speculating 

criminal mutants may be behind the drug's existen ce. lt's stil 

new story, but it is starting to cause real concern. Of course, her 

are not the only ones who read the papers. Villains, each 

motives of their own, have also taken what turns out to be w 

than a cursory interest in what has come to be known as Rer-.:e 

The weather is overcast and the wind is blov,ing from w e; 

east. The Gam.esMaster should make a note of the wind direc 

on each map to provide clues for characters with acute senses 

Wolverine's sense of smell. 

Here are a few sample headlines to reveal to your p la: 

Among the obvious red herrings and despite the prejudicial s 

there will be u seful info including where the players n eed to ,. 

their investigations. 

NEWS ITEMS! DAILY BUGLE: 
• Spider-Man Front-Man for Black Market? Is Spider-Man reall 

front-man for the million dollar black market in rare species ra 

from the Savage Land? 

• New Security Laws! Legislation is being considered for _ 

mutants and anti-n'lutant zealots alike. 

• ReNew Turns Teens into Mutant Freaks! New Drug Ca 

Mutations in NYC High Sch ool Students. (Inner City High S.. 

is pictured). 

• ls Nobody Safe? Rumors that ReNer,v is the .vork of a deno 

mutant conspiracy to s ubvert our society by changing our childr 
into mutants. 

• Feds and Freaks: Goverrunent and Mutants Secretly Work, 

Together. New evidence proves Brotherhood and the governrm. 

have cooperated in the past. (The Bro therh ood h as n1ade a d 

,,vi.th the FBI and are currently "working" with the FBI aga. 

domestic terrorism, and the press has gotten wind of it.) 

ENTRY POINT 
FOR THE PLAYERS 

There are many n1otives for the players to go on the Miss 

regardless of their backgrounds. They all h ave reasons tc 

concerned about the n1utagenic drug, s ome of which are reflecta.. 

the following Mission Objectives on the next page: 



• If the p layer is Sp ider-Man, the story has been in the Bugle 

and on its website. Peter can be assigned to go to Inner City 

High School to take pictures of the mutated kids. 

• If the player is Daredevil, his HQ is located near Inner City 

High School (Hell's Kitchen), and he would naturally be 

interested in stopping the drug trade in ReNew. He may 

automatically assume it's another chance to nail the Kingpin. 

• If the players are X-Men, they are interested in aJl things 

mutant, and certainly a mutagenic drug that is causing 

mutations and stirring up anti-m.utant sentiment. 

C M NOTE: All the abovementioned Super Heroes, in spite of 

their powers, are people who respect the privacy of others 

within reason) and act with restraint. They will be reluctant to 

cause damage to public property and will have no desire to 

tangle with the law or otherwise attract unnecessary attention. 

In the case of Telepathy, for example, Jean Grey would be 

agajnst intruding on an innocent person's mind unless 

it was her only choice. Cyclops would probably agree. Beast 

could eloquently discuss the sanctity of an individual's mind 

and the right to avoid self-incrimination. (Wolverine, on the 

other hand, would probably say, "Just do it," though, especially 

if Cyclops weighed in on the other side ... ) 

But the fact remains that being a Super Hero also carries a 

w ider responsibility to society. Neither the GM nor the players 

,,hould ever forget that! 

GM should dearly focus p layers on Inner City High School 

as the first place to start. The players will know of the high 

school from the news headlines or television, and the GM can 

make up more news stories to steer them in the right direction. 

Scene 1 
(Refer to Area Map of High School/West Side Hwy.) 

Ther e are many students hanging around outside whatever 

time they get there, with a teacher and a security guard at the 

door. Resistance to answering questions = 2 stones. 

The p layers need to find out that the mutagenic drugs are 

being sold alongside the West Side Highway a block or two 

.away from the school. Most of the play in th.is scene will take 

p lace around the school and near the West Side Highway on 

he Area Map ,ve've provided. If for some reason players end 

up going into the sd1ool, that's okay. Just describe your own 

--chool, or any school you remember. 

No one seems willing to talk to the players . The teachers 

,•ill try and stop players from interrogating students. 

Guards will try and remove them from the area. Students will 

ne reluc tant to discuss anything with o utsiders/ strangers and 

TEACHER 

ABILITIES : 
Intelligence: 3 

Strength: 1 
Agility: 1 
Speed: 1 

Durabi lity: 1 

ACTIONS: 
Teaching: 3 

EQUIPMENT: 
Cell-Phone 
Pens 
Papers 

G) 8 

BEHAVIOR: He is just outside the school on a smoking 
break. He w ill be very reluctant to talk with anyone about 
anything. If bothered will retreat into the school. 

will ignore, avoid contact with or even insul t the p layers. 

A few of them will simply refuse to answer and walk away. 

The players should let them go-they are totally unwilling 

to answer questions and w ill profess to know nothin g 

ii confronted. They are provided as a possible trap to egg 

your players into imprudence and/or overreaction. 

If the players spend at least 2 stones on an appropriate 

Social Skill, they will be able to zero in on the students more 

likely to talk to them. But nnt u nti l the p layers have played 

at least 2 stones in (any) appropriate Social Skill will even 

the most approachable of those in front of the school be willing 

to talk. Unless extra stones are p layed, the GM should portray 

the s tudents as evasive. They will be taciturn in any case. 

They will all know where ReNew is being sold but are 

(understandably) not necessarily eager to revea l to just anyone 

that they have this knowledge. Perhaps they are afraid the 

players are narcs and want to appear "not in the know," so they 

will need reassurance. Perhaps the students don't want to risk 

finking anyone out and need to make sure you won't go to 

the principal. Maybe a teacher sort of susp ects but doesn't want 

SECURITY GUARD #1 

ABILITIES: 
Intelligence: 2 

Strength : 2 
Agility: 2 
Speed: 2 

Durability: 2 

ACTIONS: 

EQUIPMENT: 
Gun (+1) 
Handcuffs 
Cel l- Phone 

Close Combat: 2 (+ Weapon or Strength) 
Ranged Combat: 2 ( + Weapon) 

® 0 

BEHAVI OR : He is trying to get through the day without 
any problems. He will be friendly enough to the players, 
but knows very little about what is going on. 

SECURITY GUARD #2 

ABILITIES: 
Intelligence: 2 

Strength: 2 
Agil ity: 2 
Speed : 2 

Durability: 2 

ACTIONS: 

EQUIPMENT: 
Gun (+l) 
Handcuffs 
Cell-Phone 

Close Combat: 1 (+ Weapon or Strength) 
Ranged Combat: 1 <+ Weapon> 

® 

BE HAVI OR: This is his first day on the job. He is very jumpy 
and has a tendency to yel I. 

KIDS 
(HANGING AROUND OUTSIDE SCHOOL> 

ABILITIES: 
Intelligence: 2 

Strength: 2 
Agility: 1 
Speed: 2 

Durability: 1 

ACTIONS: 

EQUIPMENT: 
Box Cutter 
Cell-Phone 

Close Combat: 1 (+ Weapon or Strength) 
S ocial Skills: 1 Teenager 

BEHAVIOR: These k ids are hard cases; they will resist 
talking to the players with 2 stones worth of attitude. 
See the write-up for details. 



to know or face the reality. 1£ the players persist intelligently 

(additional stones in Social Skills wouldn't hurt), give the players 

the information they are after, but make them work for it (they wiJJ 

value it more). 

There are also mutated teens in the school. They will probably 

be the center of their own little cliques by now. Have fun making 

up what they look like. However, they are dead ends for 

information. As they'd put it, "No way man, you've got to earn 

your tail. I ain't ma kin' it easy for you to be cool like me!" They also 

have Mental Defenses of 10, thanks to the drug. 

GM Note: This will serve as a simple tutorial on the use of 

Social Skills. Players will have to place stones in Social Skills to 

overcome a Resistance of 2 stones (Difficulty 0, Resistance 2). 

If a player puts 1 stone in, the person you're talking with is partly 

convinced. Playing another stone next Panel would be enough to 

overcome the Resistance and make him or her willing to talk with 

you. Persistence, good roleplaying, extra stones can result in extra 

information. For example: "I don't remember seeing her around 

here. Tran sfer student?" (indicating Mystique). Or maybe, "I used 

to like playing sticl<ball at lunch in the lot until those muties took it 

over." The idea is not to give i t all away, but also not be afraid to 

drop a wee hint (or even a false clue) or two to "reward" extra 

effort and keep your players (reasonably) on track. 

lf the players strike out at the high school (or insist on avoiding 

it entirely), but at least don't cause a scene (or worse), all is not lost. 

If they search the area around the high school area for the dealers 

and any of the p layers puts 3 stones (Resistance) into either 

Streetwise, Professional Criminal or Black Ops, they will 

eventually spot the oper ation. (Players don't always get a second 

chance, but we're being nice seeing as how we're just starting out. 

Besides, you'll be continually amazed a t how good your player 

will become at figuring out logical ways around what you thoug. 

were insoluble problems.) 

GM Note: If Jean Grey does put enough stones into Telepath 

and the players are all willing to wait, then she can find out th 

ReNew is being sold near the highway. This is common k:nowled1-

for students around the school. The GM is encouraged, however 

give her a side plot like, "You sense a student is going to com.mi 

robbery that evening," or the like. 

Once the players have found out where ReNew is being so 

that is all the players need to do at this point. They now kn 
where to head next. 

Mystique is also at the high school, Shape Shifted to look lik, 

regular student. T11e Brotherhood, of course, is also d eei:

interested in anything that causes mutations, especially if it's be 
blamed on mutants, and they (Magneto, in particular) may e' 

assume it is a govenunent or anti-mutant plot to defame muta 

and turn the public against them, so she's there to investigate._ 

will avoid all contact with the players and depart immediate!

discovered. 
Tf the GM is asked if Wolverine can smell anything unus

the answer is no, unless the GM decides that Sabretooth is a ro 

and he's upwind. Why? Wolverine would recognize Sabretcx, 

scent anywhere. When it comes to Mystique, however, ~ 

though we know she's around, Wolverine doesn't, and 

wouldn't recognize her scent that day unless he'd smelled 

already. (Perfwnes, deodorants, even shampoos all have scei> 

them, and unless she wore the same one as the last time he sm 
her, he'd have nothing to go on.) Sabretooth, on the other h

never wears perfume. 



Scene 2 
(Refer to Area Map of High School/West Side Hwy) 

Once the players approach the highway, here is what they see: 

,,everal low-level drug dealers hanging around and two beat

ap vans parked nearby. 

GM Note: The ReNew dealers are all mutants. The minds 

f the dealer and his goons have been affected by the drug and 

i:tave Mental Defenses of 10. The feelings the drug creates 

:ombined with the thick haziness it induces are so 

verwhelming that only a world-class telepath such as Prof. X 

.:ould reach the mind of someone on ReNew. A player who 

ttempts Telepathy using fewer than the required stones (see 

,rpc descriptions below) will be unable to read th.rough the 

,ta tic and undergo an irresistible impulse to break contact. 

A patrolling cop car causes a temporary cessation of 

.1ctivity by a quick blast from their siren. When the car has 

passed, activity resumes. The tvvo cops in the car are less 

-::oncemed with the dealers than they are vvi.th their next break. 

Besides, the dealers have lookouts and warning systems. 

t's the old game: the cops drive by, the dealers scatter, then 

regroup once the car has turned the corner. 

A Shape Shifted Mystique is trying to make a buy in order 

to find out where the drugs are coming from. She has a homing 

.:levice she wants to plant on the dealer. The device gives off an 

ultrasonic signal. Even if the players know this, they don't have 

•he frequency and thus can't trace the signal. 

Toad is also present (Blob, as well, if the GM feels it 

,·arran ted), assign.ed to act as cover for Mystique and retreat 

,·hen she makes her buy. The players may notice Toad and 

Blob, even if they don't recognize Mystique in disguise. 

"abretooth could be added, if the player group is powerful. 

U the players have hUiried through Scene 1, they could get here 

t,efore the Brotherhood. 

TI,is fight can take place under the highway, in a city

,treet/warehouse environment just east of the highway, or on 

h e parkland to the west of the highway that runs along the 

1-iudson River. (Or the players can even dodge traffic on the 

>ugh.way!) Or any of the above---it all depends where the 

players decide to go, and at what point they decide to take 

\ction. If the dealers flee, some vvill head for the warehouse. It 

even possible that one or more of the dealers will take to the 

rjver. (Swimming will require 1 or 2 stones per Panel of 

"Ontinual effort, if it comes to that.) 
If your players have decided to chase the dealers into 

:raffic, they do so with cars whizzing past. Treat each one as a 

~ or 5-stone attack per car "coming through." 

To comple te the Primary Objective, the players need to find 

tie Mutant Dealer Gang Leader in order to find out where he's 

.-:etting his ReNew. The Mutant Goons can tell th.em which of 

he unsavory lot under the West Side Highway is actually 

:he dealer. lf coerced (see his description for how to do that) the 

:::)ealer will tell the players his source: The Duke, who hangs 

ut at the Club Noir and is m entioned in Mjssion 2, Scene 1 and 

p pears in Scene 2. 
If the players want to complete the Secondary Objective, 

ttey need to put the dealers out of commission. There are a 

wnber of ways to accomplish this . Spidey might web up the 

ealers and leave them for the legal authorities. The players 

night knock them out and call 911. If they killed the dealers, 

tiey would accomplish their secondary objective---but they 

might well get themselves in serious trouble: with the law, a 

disappointed Professor X, etc. Consequences for unnecessary 

killing can be dire indeed, and the GM is justified in making life 

difficult (or even impossible) for them if they wreak havoc. 

Note: To analyze the sample of ReNew: Difficulty of 5 

(Medical, Science, similar Action), and Resistance of 40. 

Results of analysis: You need a purer sample. 

MUTANT DEALER 
(GANG LEADER) 

ABILITIES: EQUIPMENT: 
Custom Pistol (+2) 
l<nife (+l) 
Cell-Phone 

® 0 
Intelligence: 2 

Strength: 4 
Agility: 2 
Speed : 2 

Durabil ity: 2 
Packets of the drug ($20 each) 

ACTIONS: 
Close Combat: 2 <+ Weapon or Strength) 
Ranged Combat: 2 C+ Weapon) 
Social Skills: 2 Profess ional Criminal, Gangs 
Vehicle Operation: 1 

DEF MODIF: 
Toughness: (+2) 

BEHAVIOR: He will have been affected by the drug, making 
his Mental Defense = 10. Smart, sensible, tough and 
determined. Wil l often intervene to handle things himse lf. He 
wil l not willingly reveal his source unless suffering at least 3 
red stones of damage under questioning or if a player with at 
least a 3 in a rel evant Social Skill threatens him (Resistance 
4 stones) . 

4 MUTANT GOONS 

ABILITIES: 
Intel ligence: 1 

Strength: 1 
Agility: 2 
Speed: 5 

Durabil ity: 1 

ACTIONS: 

EQUIPMENT: 
Pistol (+l) 
l<nife (+l) 
Cell- Phone 

Close Combat: 1 ( + Weapon or Agility) 
Ranged Combat: 1 (+ Weapon) 
Vehicle Operation: 1 

BEHAVIOR: They've been affected by the drug; Mental 
Defense = 10. Al I-purpose minions. Not particularly bright; 
don't fight fair. If they suffer at least 3 red stones of damage 
under questioning, or if a player with at least 3 in a relevant 
Social Skill threatens t hem ( Resistance 4 stones), they w ill 
reveal that their boss (the Mutant Dealer) knows where the 
drug comes from and wil l point him out. 

MUTANT LOOKOUT 

ABILITIES: 
Intelligence: 1 or 2 

Strength: 1 
Agility: 2 
Speed: 5 

Durability: 1 

ACTIONS: 

EQUIPMENT: 
Pistol (+l) 
Knife (+l) 
Cell- Phone 

Close Combat: 1 <+ Weapon or Agility) 
Ranged Combat: l (+ Weapon) 
Vehicle Operation: l 

BEHAVIOR: He will have been affected by the drug, making 
his Mental Defense = 10. Will try to avoid any kind of 
confrontation a nd report back for further instructions 
(breaking contact, delaying for backup, etc.). Could be a 
young kid in over his head . 



HINTS 
FDR BEGIJUJUJJUG GAMESMASTERS 

We realize that people might be playing a roleplaying game for 

the firs t time, so we want to keep these ear ly encounters short and 

simple. Mission 1 is the first part of a 3-Mission Issue. 

You should make it as obvious as necessary (through hints via ne·ws 

releases and the Like) that the players need to show up at 

the high school. If players are coming from different "directions" 

(such as Spider-Man and Wolverine), they can actually meet at the 

high school and team up there. 

In Mission 1, Scene 1, all the players have to do is find out from 

someone near the school where the dealers hang out. This can be 

tricky-they need to approach a potentially cooperative student, 

teacher, etc. and play at least 2 (preferably more) in Social Ski lls in 

order to get the answers they need. The players should be made to 

suffer serious negative consequences if they resort to physical 

violence or intimidation: cops called, kids injured, student press 

taking pictures, etc. Mystique's hanging around in disguise, 

but the players probably won't (and don't need to) spot her. 

Scene 2 is a Little more involved. In any order, you want your 

players to: 

1.) Confront a couple of members of the Brotherhood (unless they 

have been very speedy in all decisions). 

2.) Coerce the dea le1·(s) to reveal where to get ReNew. (Primary 

Objective) 

When the players find the dealers they will have their first fight. 

Unknown to your p layers, the Brotherhood is after the formula, too. 

Mystique, in disguise, is just completing her buy when the players 

arrive. Have Toad and Blob appear and attack the players to cover 

for Mystique, who slips away. As soon as Mystique has broken 

contact, Toad and Blob will leave, too. The players will have fought 

a round or two, familiarized themselves with Combat, and the 

villains will escape (for now). There will be dealers there who have 

the info that the players need. 11,e players have to defeat or threaten 

them, so Combat is possible (an easy battle to familiarize your 

players w ith fighting). You may want to remind the players that 

they can usua lly get away with knocking out the bad guys-but 

killing is another matter! The players need to ,vatch their steps. 

They never know when there's a security camera around. They can 

also get their sample now for a Bonus Objective. 

ote: If players do get a sample, it ,v:ill turn out that they need 

the actual essence of the pure drug. The samples are cut down so 

much that they only create mutants in about 1 out of 1,000 users, 

and therefore the odds of the players getting a mutation-causing 

drug are so unlikely as not to happen. Also, if a "natural" mutant 

were to take ReNew, he would eventually become impaired ,-vith 

flu-like loss-of-energy symptoms that wou ld remain until cured, 

but he wouldn't be vulnerable to additional mutation. He would 

lose the use of 2 red stones/dose taken for the next 6 hours. 

MISSION 2 

PRIMARY OBJECTIVE: 

Find the next link in the supply chain of ReNew. 

SECONDARY OBJECTIVE: 

Find out who is the ultimate source of ReNew. 

Scene 1 
(Refer to Area Map of Warehouse District in the 
West 50s, and the Interior Map of Warehouse) 

When the players follow their information, they will end up 

an area filled with warehouses. The action in this scene will oca. 

in the parking lot across the street from Club ! oir, and possib 

inside the warehouse, eventually moving into the dub itseli. 

In the parking lot are 1 Mid-Level Dealer and 5 Goons. They a 

near an SUV with smoked-glass windows. As in Mission 

the dealers involved are themselves affected by ReNew, makir 

Telepathy extremely difficult. 

The Duke has recently received a caU from his boss at the d ru, 

lab, which is in a toxic waste plant on the East River. They nee, 

"volunteers" to test a new version of ReNew, R2, and The Duke h.. 
been asked to provide them. Interestingly, anyone who tries to jo 

the gang, ,-vho wants to make a large buy, or who asks to see the b 

boss will also be taken by The Duke to the toxic waste plant. In oth, 

words, the next stop is the toxic waste plant, one way 

another. The Duke is the only one who deals with "The Boss." 

If you want, you can make one or more of the dealers mutate, 

too. Again, have fun with their mutations. Dogface, Ratma 

Monkeybutt are all perfectly appropriate mutations. 

The Brotherhood (Mystique, Toad, Blob, Sabretooth) is he.r 

also, and will forcefully intervene. They are after the same info th. 

the players are after. GM should wait until players are engagt 

before the Brotherhood jumps in. Let the players play for a bit. 

Unbeknownst to the players, Bullseye, under orders from tti 

Kingpin, is hanging out (using 2 stones in Black Ops to ~ 

unnoticed) in the background. His Primary Objective is 

" negotiate" (coerce) the dealers into Kingpin's em ploy (10% f, 

them, 90% for Kingpin). His Secondary Objective is to end tJ 

encroad1ment on Kingpin's territory, shouJd he fail at his fiI'

He is here to provide the GamesMaster with a direct hand in tr

game to keep things moving. He may hang back and simply let t' 

dealers get trashed by the players (which completes his Seconda

Objective), but will take an opportunity to get to The Duke so as 

complete his Primary Objective (with a Bonus Objective f 

obtaining a sample for his boss.). Keep in mind that he is a deade• 

shot and will exploit this ability, keeping his distance. He can sho 

up to provide some action at any point during this m.ission, at G 

discretion. He may just try to go unnoticed and report to Kingp 

that Heroes and the Brotherhood are involved. Maybe he'll dec1 .... 

to pick off the guy your players were about to get their informati, 

from! Remember, the purpose of Bullseye is to give y0\.1, the GM, 

added element of control over what happens. You don' t need to u 

him at all or play out his objectives, if you don't want to. Ar 

remember, Bullseye is insane, so you can have him act any way) 

want him to act. 
The GM should have some fun with this scene. All the play<!" 

really need to do is to collar The Duke, who is inside the Club l:\;c 

The other dealers are in the parkjng lot, handling the street sale 

Have them scatter like mice and lead your players on a mer-

chase, endirig up in a free-for-all inside the Club Noir. 

If the p layers spook the dealers, they'll make a break for 

2 goons jump in the SUV. They try to run down Blob, who laui:: 

at them as the SUV smashes into him, to little effect. Another gl 

ducks into the nearby warehouse. 
If the players handle it well and don't scare off the dealers 

scare them but still catch them), they'll find out that The Duk, 

the man to see and he's inside the dub. The Duke is holding Cl 



PASSERBY 

ABILITIES: 
Intelligence: 2 

Strength: 2 
Agility: 1 
Speed: 1 

Durability: 1 

~CTIONS: 

EQUIPMENT: 
Cell- Phone 

Close Combat: 1 C+ Weapon or Strength) 

?EHAVIOR : Just wants to buy some ReNew as quickly as 
c;sible and get out of there. 

:, MUTANT GOONS @e 
ABILITIES: EQUIPMENT: 

Pistol {+l) Intel ligence: 1 
Strength: 1 

Agility: 1 
Speed : 2 

Durability: 3 

l<nife or Brass l(nuckle ( +l) 
Packets of the drug ($20 each) 

~ CTIONS: 
Close Combat: 1 C+ Weapon or Strength) 
qanged Combat : 2 (+ Weapon) 
{ehicle Operation: 1 

3.EHAVI OR: Are not particularly bright; do not fight 
ticularly fair. They wil l have been affected by the drug, 
ing their Mental Defense = 10. They know where The 
e picks up the drugs, but they don't know any further 

a Is. They will not willingly reveal this information unless 
ering at least 3 red stones of damage under questioning 
$ a player with at least a 3 in a relevant Social Ski I I 

eatens him (Resistance 4 stones) . 

Description: Large Ground Vehicle, can carry 6 t o 8 people. 
Difficulty to Operate: 1 Speed: 5 
Resistance to Operate: 1 Weight: 4 
Defense Modifier: 1 Vehicle Damage: 8 
Maneuver Modifier: 2 Weapons: None 

in the club with a couple of the goons and some very attractive, 

only s lightly mutated women. As long as tl1.ey end up inside 

the club, 2 stones of Social Skills will let them figure out that the 

guy with the horns, dripping with gold cl1.ains and mutant 

babes, is probably the dealer they're after. 

Toad and Mystique will have gone into the Club after 
The Duke as well. 

It is possible that the play will involve a passerby o r even 

a local street person. We have provided one of each for use by 

the GM as h e or she sees fit. If you don't use the drunk now, 

you may want to recycle him at the toxic waste plant later. 

Scene 2 : Club Nair 
[A Techno Goth Club) 

Across the street from a Warehouse. 
{Refer to Interior Map of Club Noir) 

In this scene, it's tin1.e for a b ig fight in the club. There are 5 

armed bouncers plus The Duke and his 2 goons to deal with, as 

well as M ystique and Toad, to be joined shortly by Blob and 

Sabretooth. Add in a shot of goth and tech.no club kids, 

all revved up ~-vith punches to throw. Shake well. 

The Heroes' moral code should prevent them from killing 

any of the Brotherhood. But even so, as GM, you want to make 

sure that you have the Brotherhood ar ound for the next Mission, 



I 

THE DUKE 
A MID-LEVEL MUTANT DEALER: 

ABILITIES: EQUIPMENT: 
Custom Pistol ( +2) 
Knife (+1) 
Cell-Phone 

@0 
Intelligence: 2 

Strength: 2 
Agility: 2 
Speed: 2 

Durability: 3 
Packet of ReNew (for own use) 

ACTIONS: 
Close Combat: 2 (+ Weapon or Strength) 
Ranged Combat: 2 (+ Weapon) 
Leadership: 2 
Social Skills: 2 Professional Criminal, Gangs 
Vehicle Operation: 1 

BEHAVIOR: His mutation is horns. Refers to himself as 
"The Duke" and always answers in the third person: "The Duke 
is pleased to meet you." He will have been affected by the drug, 
making his Mental Defense = 10. He is not someone to be 
underestimated. He knows where and when the drug wi ll 
be delivered, and a lso knows Green Goblin is somehow involved. 
He wi ll, however, refuse to answer until 1 white stone's actual 
damage is done to him o r he is persuaded by someone with an 
appropriate Social Skill; Resistance= 4. 

) 

so have the m choose to b e knocked o ut ra the r than hurt really b ad. 

You ca n also h ave them pull an escap e if they've los t m ore than 1 

white stone (except Sabre tooth). 
Although not an Objective, it might be nice if the players made 

sure that The Duke and his fellow d ealers fell into the hands of 
the law. Even if it isn ' t a Mission Objectiv e, it might be worth a Line! 

GM N ote: Remem ber to ask the p layers how they pla n o n 

getting into the club. Are they in costume or s treet clothes? Some of 
the charact<?rs znay b e underag e and n1.ig ht h ave tro uble g etting 

ABILITIES: 
Intelligence: 1 

Strength: 2 
Agility: 1 
Speed: 2 

Durability: 1 

EQUIPMENT: 
Knife or Brass Knuckle ( +l) 
Baseball Bat ( +l) 
Pepper Spray ( +4 removes 
red stones of energy as 
damage) 

ACTIONS: 
Close Combat: I C+ Weapon or Strength) 
Ranged Combat: 2 <+ Weapon) 
Vehicle Operation: I 

BEHAVIOR: They're not particularly bright and they don't tigr · 
particularly fai r. 

A LOCAL DRUNK 

ABILITIES: 
Intelligence: 1 

Strength: 1 
Agility: l 
Speed: 1 

Durability: 1 

EQUIPMENT: 
One bottle of cheap wine 

ACTIONS: 
Close Combat: 1 (+ Weapon or Strength) 

BEHAVIOR: Will claim to know the answer to any questior
Knows nothing of interest. Will beg and plead for money; if give 
any, he wil I want more. He feels oppressed by society and that tr 
universe is plotting against him. 



• the bouncer s . This is a goth club---som e of the p a trons 

ay be carrying concealed weapons. If yo u want to really 

ake things up , have some of them join the fray jf trouble 

-eaks out. It is dark. The predominant color of clothing is 

ck. Some goth patron s wear white face makeup with red o r 

ck lipstick (women and men). D ress cod e is techno o r goth, 

'uch means lots of leather, studs, spikes, daggers-as-jewelry. 

rne people may b e w earing finger collars with claws on the 

d. The club has a central raised dance floor that resembles a 

n e altar for sacrifices. There is also a balcony with a Lucite 

or, where people go to see, be seen, or look down on the 

'leers below. 

The players have to capture The Duke and force him to tell 

.:!ID where th e dru g com es from (and w h atever else they can 

d out, mayb e even the fac t that he's seen the Green Goblin a t 

plant once or twice, probably to buy drugs from the Boss). 

MISSION 3 
PRIMARY OBJECTIVE: 

Shut dow n the production of ReNew and keep the 
Brotherhood from obtaining the secret. 

SECONDARY OBJECTIVE: 
Obtain a sample of the pure drug essence (unavailable in 
previous Missions ) so a cure can be fabricated to undo 
t he mutations. ( Dr. Felix's laptop can provide this info, 
but a pure sample makes it quicker and less uncertain, 
so grab that as wel I, if you can! l 

BONUS OBJECTIVE: 
Get hold of Dr. Fe lix (o r his laptop), and take him 
into custody. 

Scene 1 
(Refer to Interior Map of Toxic Waste Plant) 

The action in this scene \<vill take place inside the Toxic Waste 

Plant. The plant is heavily d efended by Arm ed G u ards, 

Mutated Minions and a few really nasty Elite M u tated Minions, 

all working together~ more or less. H arris is the m an in charge 

and the person The Duke calls Boss. (Additional G uards can be 

added freely ns reinforcem.ents, as ap propria te .) 

The securi ty system/alarm has a D ifficulty of 3 vs. Thieving 

or Black Ops, 4 vs. Technology, and a Resistance of 9 s ton es. 

(Mystique migh t get in by impersonatin g a guard.) 

Dr. Felix, creator of the drug, is ins.ide the plant. He is 

cowardly and will go along with any o rder given (Resistance 0). 

He is also way out of his league, at the mercy of forces h e can 

neither compreh end nor control and has becom e a complete 

pav.rn in the entire affair. He is not on ReNew, and if forced to 

take the pure form, will m utate into a rodent. 

Remember that drunk from outside the C lub Noir earlie r? 

If you didn't use him then, you may want to use him now. 

Make him a former O sbon1 Industries employee who knows 

nothing that the players can not find out themselves, nam ely, 

this is the right spot to look for the lab, and where the side doors 

are. However, if they don 't give him some money for booze or 

otherwise shut him up, he may make so m uch n oise that h e tips 

off security. 

You sh ould Jet the players get here first, then have the 

Brotherhood sh ow up 3 Panels after Action has begun. 

That way the Brotherhood comes in at the worst moment. 

Sabretooth, Mystique, Blob and Toad should all be p resent. 

They were planning to attack the guards and grab D r. Felix 



(or his laptop, which is lying on his desk). They are waiting for a 

pickup from Magneto, so they are planning to neutralize the 

plant's defenses and remain in place until their pickup (sd,eduled 

for a half hour after the players arrive). This time they're not 

planning on running away. 

Upon arrival, the Brotherhood will attack the players, resulting 

in a wild free-for-all behveen the players, the Brotherhood and the 

guards (who wiJI regard both the players and the Brotl1erhood as 

their enemies). 

If the players get here first and have aheady secured Dr. Felix 

in such a way that the Brotherhood cart't free him, the Brotherhood 

will try to get the players to admit where they are hiding the 

Doctor, then try to get him back. 

Bullseye is lurking around as welJ. He will be happy to wait 

until an opportunity arises to grab Dr. Felix (icing guards 

as necessary) and/or his laptop during the resulting chaos. 

(He gets a Bonus for getting both-Kingpin wants the formula for 

the dmg and the brai11 who thought it up.) If the laptop is 

destroyed, Felix also has his notes backed up in his PDA. 

When one side captures Dr. Felix and attempts to leave the area 

(or at GM discretion), Green Goblin shows up. His overriding 

concern is to keep the others from discovering the involvement of 

Osborn Industries with ReNew. His Objectives are to kilJ Dr. Felix 

and either to recover or destroy his notes. He'll probably attempt a 

hit-and-run ambush using his glider, blast out Felix and his laptop 

v.rith a pumpkin bomb and depart, cackling v.rith glee. (Goblin's 

plan had been to develop a mutagenic drug to sell to the m ilitary 

or create an army of mutants. Depends on his nt0od that day.) 

Until he shows up, the Green Goblin will spend most of the 

time lurking nearby, unobtrusively watching the action, and 

awaiting his opportunity to swoop in and strike if necessary. 

6 ARMED GUARDS 

ABILITIES: 
Intelligence: 1 

Strength: 1 
Agility: 1 
Speed: 2 

Durability: 1 

ACTIONS: 

EQUIPMENT: 
Pistol (+2) 
Cell-Phone 

Close Combat: 1 C+ Weapon or Strength) 
Ranged Combat: 1 C+ Weapon) 
Vehicle Operation: 1 

G) 

BEHAVIOR: Unofficially on the Osborn Industries Payroll ... 
they don't know that) . Will confront for official purposes. Wi 
less suspicious if everything seems to be in order. Will cal • 
backup if they suspect trouble. 

THE BOSS " HARRIS" 

ABILITIES: 
Intelligence: 3 

Strength: 1 
Agility: 1 
Speed: 2 

Durability: 2 

ACTIONS: 

EQUIPMENT: 
Custom Pistol (+2) 
Special Dart Gun {+3) 
Cell - Phone 

Close Combat: l <+ Weapon or Strength) 
Ranged Combat: 2 (+ Weapon) 

® 0 

BEHAVIOR: Unofficially on the Osborn Industries Pay,-c, 
knows he works for the Green Goblin. Needs to test the lat 
version of ReNew ("R2"), wh ich is loaded int o his dart gun. 
shoot anyone who gives him an excuse, but wou Id prefer a play 



3 ELITE MUTATED MINIONS 
UZARD-LIKE APPENDAGES) 

SHARKFACE, SLASHER AND WHIPLASH 

ABILITIES: 
Intelligence: 3 

Strength: 3 
Agility: 3 
Speed: 3 

Durability: 4 

ACTIONS: 

EQUIPMENT: 
Custom Pistol ( +2) 

Close Combat: 4 C+ Weapon or Strength) 
Ranged Combat: 2 ( + Weapon) 
Social Skills: 2 Gangs, Professional Criminal 

MODIFIERS: 
Sharl<face has Bite (+2) 
Slasher has Claws (+2) 
Whiplash has Tail ( +2) 

DEFENSIVE MODIFIER: 
Toughness: ( +3) < Lizard-hide skin) 

BEHAVIOR: Fanatically loyal and highly addicted to 
ReNew. Will fight to the death. 

6 MUTATED MINIONS 
(THE GM CAN MAKE IT MORE IF HE SEES FIT.) 

ABILITIES: 
Intel ligence: 2 

Strength: 2 
Agi lity: 2 
Speed : 2 

Durability : 3 

ACTIONS: 

EQUIPMENT: 
Custom Pistol (+2) 
l<nife (+I) 
Cell-Phone 

Close Combat: I <+ Weapon or Strength) 
Ranged Combat: 2 <+ Weapon) 
Social Skills: 2 Gangs, Professional Criminal 
Vehicle Operation: I 

DEF MODIF: +2 (Ant-like carapace) 

@e 

BEHAVI OR: Fuzzy, ant- like in appearance. Affected by the 
drug. Mental Defense= 10. Loyal. Will not run away unt il 
they feel there is no real hope of v ictory. 

Between the toxic waste, th e raw materials for ReNew and 

t-ie che.111.icals th a t Dr. Felix uses in th e manufacturing process, 

~e plant is an explosion waiting to h app en. The slig htest spark 

...,uld s tart a dangerous toxic blaze. The p revailing w inds off the 

-.ast River would drive the toxic cloud straight into Manhatta n. 

If ReNew is b urned and inhaled , then th e drug becomes 

·en m ore potent, altho ugh the effects wear off faster. Of course, 

toxic was te is burned along w ith ReNew, the mutation rate 

-ses to 1 o u t of 100, an d may be irreversible in m any instances. 

ReNew 2, or R2 for s hort, can cause m utations in existing 

-nutants as well. If a p layer is shot w i th o ne of the n ew ReNew 

jarts, then h e will begin to change in the near future, longer 

,oses, m o re fingers; have ftm. This is a ready-made plot hook 
nto the n ext s tory. 

If the players dump the drugs into the r iver, consid er the 

.,lot h ook of Hudson River mutant m onsters for some fu ture 
.,lay session. 

W ith all of the Sup er Villains out to get or kill Dr. Felix and 

.:;et hold of h is drug, your p layers m ay n o t achieve all of their 

>bjectives. If th ey do, reward th em accordingly with Lines. 

As long as they ge t a sample of the p ure drug o r the formula, 

so they can cu re the p revious m uta tions, they s ho LLld consider 

th.is a victo ry. If th ey can dispose of the lab and its con tents 

without too m any people b eing exp osed to burnin g toxic 

n"lutatin g chemicals, that's even better. 

If they su sp ect that OsCorp was behind the whole thing 

(proof of w J,jd1. is unlikely given the Green Goblin's resis ta n ce 

to Telepa thy and re ticence to admit his involvement in 

nefarious schemes), and that fact matter s to your players, 

you have a great plot h ook for an ongoing cam paign. 

Whether the players wait for the cops o r take off o n their 

own, it's a good idea after th e Ivlission is over to bave the m 

regroup and discuss how their p lan, an d the Issue, went. 

And of course, p layers w ould love to b e awarded th e ir 

Lines as soon as the Issue is over. (P layer s want w h at they want 

when they want i t . D on't worry .. . y o u'll get used to it!) 
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APPENDIX A: WEAPONS 
The world of weapons is one of unlimited customization. The number of 
stones listed below represents the normal maximum, but feel free to 
customize any weapon in pretty much any way you want. Weapons can 
be made more powerful through magic, divine b lessing or technology. 
For game balance, however, we suggest putting a maximum limit of 10 
stones on any weapon. And no hand-carried, non-energy, non-magical 
weapon may go above 4 st ones, no matter what the modifications. The 
number in parentheses is the Damage Modi fier. For details, see Damage 
Modifiers below. AP = Armor Penetrating. For an explanation of 
Collateral Damage, See P. 105 in the GamesMasters Section. 

WEAPON WEAPON MODIFIER RANGE 
Knife 1 Stone* 1-2 
Small Gun 1 Stone (2x Dmg.) 2 
Zip Gun 1 Stone (2x Dmg.) 2 
Saturday Night 
Special 1 Stone (2x Dmg.) 2 
Derringer 1 Stone (2x Dmg.) 2 
Sling 1 Stone 2 
Throwing Star 1 Stone* 2 
Darts 1 Stone* 2 
Small Quill 1 Stone* 2 
Standard Gun 1 Stone (2x Dmg.) 3 
Automatic Pistol 2 Stones (2x Dmg.) 3 
Small Bow 1 Stone* 2 
Dart Thrower 1 Stone* 3 
Cheap Rifle 1 Stone (2x Dmg.) 3 
Standard Bow 1 Stone* 2 
Crossbow 2 Stones* 3 
Sword 2 Stones* 1 
Katana 2 Stones* 1 
Sai 2 Stones* 1-2 
Submachine Gun 3 Stones 3 

(2x Dmg., Collateral) 
Spear 2 Stones 1-2 
Lance 3 Stones 1 
Standard Rifle 2 Stones (2x Dmg.) 3 
Hunting Rifle 2 Stones (2x Dmg.) 5 
Assault Rifle 3 Stones 4 

(2x Dmg., Collateral) 
Long Bow 3 Stones* 4 
Heavy Crossbow 3 Stones* 3 
Catapult 3 Stones (Area) 4 
Grenade 4 Stones (Area) 2-3 
.50 cal. Machine Gun 4 Stones 4 

(2x Dmg., Collateral) 
Recoilless Rifle 4 Stones (2x Dmg.) 5 
Small Artillery 4 Stones (Area) 5 
Small Missile 4 Stones (2x Dmg.) 8 
Main Battle Tank 5 Stones (2x Dmg., AP) 6 
Sidewinder Missile 5 Stones (2x Dmg.) 9 
Hellfire Missile 5 Stones(2x Dmg., AP) 8 
Large Artillery 5 Stones (Area) 7 
Energy Weapons: 6 Stones St 
(Laser, Blaster, etc.) 
6 and 8-Inch Cannon 6 Stones 7 

(2x Dmg., Collateral} 
Space Cannon** 6 Stones lOt 

(2x Dmg., Collateral} 
Ship-type Cannon 7 Stones 

(2x Dmg., Collateral} 
6 

10 & 12-Inch Cannon 7 Stones 7 
(2x Dmg., Collateral} 

Heavy Energy Blaster 7 Stones 6t 
Cruise Missile 7 Stones (Area} 10 
Battleship/18-Inch Gun 8 Stones 8 

(2x Dmg., Collateral} 
Starship Main Gun** 8 Stones lOt 

(2x Dmg., Collateral) 
Starship Blaster & Laser 10 Stones up to lOt 
* Note: Quills, darts, arrows, bladed weapons, etc., can be more 

easily poisoned, drugged, etc., than bullets. 
**For use in outer space only. 
t Range increases to extreme range (anything in line of site) 
if in outer space. 

Difficulty To Operate 
Difficulty of a weapon = stones' damage of the weapon minus 2. If you 
do not have Ranged Combat to that level, then the GM w ill add a 
Modifier to the Resistance equal to 1 stone for each level below the 
Difficulty you are. 
NOTES ABOUT WEAPONS 
Firearms in Close Combat 
Any firearm used in Close Combat to hit someone physically (using a 

rifle or a pisto l like a club, or throwing ill counts as 1 stone, with no 
Damage Modifier. If the weapon has a bayonet or is somehow modifit:, 
then it counts as 2 stones. 
Small arms and other short-range firearms can be used in Close Corr
with the same Weapons Modifier as they wou ld have in Ranged Comw 
Energy Weapons: Lasers, Blasters 
Remember, everything in a laser's path reduces its effect, even just p ~ 
air. Lasers work great in outer space, but in an atmosphere they have 
short ranges (which is why the army only uses them for targeting). It 
a good idea for the GM to note what k ind of energy weapon it is and 
what its Technology Level is in case a player wants to take one apart 
recharge it. These should be treated l ike any other weapon otherwise 
Grenades 
While a grenade is an Area Attack, if someone throws his body on it, 
it should count as a Direct Attack only against h im, but with a 2x or 
Damage Modifier. If someone is right next to it when it goes off, you c.:: 
also give him the same Modifier, but keep it as an area effect. 
DAMAGE MODIFIERS 
Once a weapon is determined to have hit its target and done damage 
then you multip ly the damage stones done by the Damage Modifier 
( if there is one) to get the actual damage. Most fi rearms have a 2 x 
Damage Modifier. 

When it comes to energy weapons, you can make the Modifier 
whatever you'd like. By changing the multiplier to 2x or 3x, you can 
model increased damage from high-tech weapons. By adding an effect, 
you can model special attacks that are unique to energy weapons, such , 
- Stun damage only for X Panels. 
- A ny damage done has a unique effect. 

( Such as turned to stone, or coated in Ice and immobilized, etc.>. 
- Anyone facing the weapon when fired is blinded temporar ily. 

Double Damage (2xl from firearms or projectile weapons below ~ 
stones is nullified by Toughness. However, if an energy weapon has bee 
modified to deliver 2x Damage or greater, then Toughness or ~mor do 
not nullify it, unless the Toughness specifically says it nu ll ifies 2 
Damage (Such as Hulk) . 

APPENDIX B: VEHICLES 
Note: Any vehicle may be a1·mored or have its performance increased. 
For armored vehicles, increase Defense Modifier and Vehicle Damage 
and lower Speed and Maneuver Modifier. For increased performance 
increase Speed and Maneuver Modifier. 

Motorcycle 
Description : 2 people, max. 
Difficulty to Operate: 1 
Resistance to Operate: 1 
Defense Modifier: 0 
Vehicle Damage: 2 
Maneuver Modifier: 4 
Speed: 5 
Weight: 2 
Car 
Description : Carries 4-6 people. 
Difficulty to Operate : 1 
Defense Modifier: 1 
Resistance to Operate : 1 
Vehicle Damage: 4 
Maneuver Modifier: 3 
Speed: 4-5 
Weight : 4 
Limo 
Description : Can carry up to 
8 people, plus driver. 
Difficulty to Operate: 1 
Resistance to Operate : 1 
Defense Modifier: 1 
Vehicle Damage: 5 
Maneuver Modifier: 3 
Speed: 5 or 6 
Weight: 4 
SUV 
Description: Large Ground 
Vehicle, up to 8 people. 
Difficulty to Operate: 1 
Res istance to Operate : 1 
Defense Modifier: 1 
Vehicle Damage: 8 
Maneuver Modifier: 2 
Speed: 5 
Weight: 4 
Small Trucl<Nan 
Descript ion: Usually room for 2 
people up front and space for 
either 2 tons of junk or 10 people 
crowded together in back. 
Difficulty to Operate: 1 

Resistance to Operate: 1 
Defense Modifier: 0 
Vehicle Damage: 12 
Maneuver Modifier: 2 
Speed: 5 
Weight: 5 
Trucl< or Bus 
Description: City buses can carr, 
up to 65 people when crowded. 
Trucks can carry 3 to 6 tons of 
cargo. 
Difficulty to Operate: 2 
Resistance to Operate : 1 
Defense Modifier: 1 
Vehicle Damage: 15 
Maneuver Modifier: 1 
Speed: 3 to 5 
Weight: 6 CTruckl, 7 (Bus) 
Armored Personnel Carrie 
Description: All-armored vehide 
designed to bring soldiers up clo 
to the enemy without getting 
them shot to pieces. 
Difficulty to Operate: 2 
Resistance to Operate : 1 
Defense Modifier: 3 
Veh icle Damage: 20 
Maneuver Modifier: 2 
Speed : 4 
Weight: 6 
Weapons: Machine Gun (+3), 
Range 4. 8 Missiles (+4), RangE -
Armor Penetration. Smoke-ma; 
Tani< (M-1 Abrams) 
Description: Average crew of 4 . 
Difficulty to Operate: 3 
Resistance to Operate: 3 
Defense Modifier: 5 
Vehicle Damage: 30 
Maneuver Modifier: 2 
Speed: 4 
Weight: 9 
Weapons: Main Cannon C+S) v. 
Armor Penetrating, 2x Damage 
or Anti-Personnel Shells, A rea 



Effect, Range 6. Machine Guns: 1 
(+4l and 2 (+3>, Range 5. 12 
Anti-Tank Missiles (+5), Armor 
Penetration each. Ir vehicle has 
laser range-finder, (+2l Targeting 
M odifier. Smoke-maker. 
Small Private Plane 
Descript ion: 1 Pilot and 1-4 
oassengers. 
Difficulty to Operate: 3 
Resistance to Operate: 1 
Defense M odi fier: 1 
'ehicle Damage: 3 
1aneuver Modif ier: 3 

Speed: 4 to 5 
Weight: 6-7 
Weapons: None. 
Helicopter 
Description: Small, light and 
quick, usually room for 2-4 
people. Some helicopters are 
bigger; some carry weapons. 
Difficulty to Operate: 4 
Resistance t o Operate: 1 
Defense Modifier: 1 
Vehicle Damage: 5 
Maneuver Modi fier: 4 
Speed: 4 
Weight: 5-6 
Weapons: None. 
Large la e 
Description: Crew: 1-2. 
Commercial transport. Payloads 
and passenger capacity varies. 
Difficulty to Operate: 3 
Resistance to Operate: 2 
Defense Modifier: 1 
Vehicle Damage: 20 
Maneuver Modifier: 2 
Speed: 5 
Weight: 9 
Weapons: None. 
Jet Fighte 
Description: Crew: 1-2. 
Difficulty to Operate: 4 
Resistance to Operate: 2-3 
Defense Modifier: 2 
Vehicle Damage: 15 
Maneuver Modifier: 6 
Speed: 7 
Weight: 7 

Weapons: 16 C+5l Missiles, Range 
5-7. Machine Guns or Cannon 
( +4), 12 panels of ammunition, 
Range 4-5. Radar: Range 8. 
Blackbird 
Description: Powered by 2 Shi'ar 
ram jets, this vehicle can p_erform 
vertical t ake-offs and landings. 
Can carry 7 comfortably. Carries 
3 months' survival gear, all-band 
communications, can operate in a 
vacuum, carries a Shi'ar cloaking 
device w hich makes the Blackbird 
invisible to most detection 
systems C Radar, Enhanced Vision, 
etc.) as well as the human eye. 

Difficulty to Operate: 3 
Resistance to Operate: 3 
Defense Modifier: 4 
Vehicle Damage: 50 
Maneuver Modifier: 8 
Speed: 7 
Weight: 9 
Weapons: None. 
Qui :Jet 
Description: Vertical takeoff and 
landing capability. Seats 7. These 
vehicles are available to Avengers 
at all times and are used regularly 
by them. 

Difficulty to Operate: 3 
Resistance to Operate: 2 
Defense Modifier: 4 
Vehicle Damage: 30 
Maneuver Modifier: 6 
Speed: 7 
Weight: 8 
Weapons: None. 
.aohi'ar Starship 
Description: Crew 60. 
Difficulty to Operate: 7 
Resistance to Operate: 60 
Defense Modifier: 7 
Vehicle Damage: 200 
Maneuver Modifier: 7 
Speed: 10 
Weight: 10+ 
Weapons: Many, mostly Energy 
Weapons (+8-10). 

APPE DI 1.. EQUIPMENT LIST 
The way to think about items and equipment is to consider whether 
they are integral to a character's power or just extra equipment. For 
,nstance, Captain America's Shield, Thor's Hammer and the Silver 
Surfer's Surfboard are integral to the character and could be thought 
of as one of the character 's super powers. So they should be treated 
the same way as Cyclops' Optic Blast or Wolverine's Healing Factor. 
In other words, you have to pay for them to have them, but they're 
,vorth it. 

Other items are more like ordinary equipment, even if they are 
unique. The Punisher's weapons are certainly unique, but no single 
weapon is integra l t o the character. Black Cat's grappling hook or 
Daredevil's Billy Club are important to them, in fact they're even 
,ece~sary, but they shouldn't be thought of as a power. If Daredevil 
ost his Billy Club he could get another one made. But where could 

Captain America get another shield? So, for items like these, if a 
character wants t hem at the start, they shouldn't be prevented from 
having them even if they can't afford them. If a player wants their 
·haracter lo have a cool motorcycle, a great secret hideout or a trained 
,awk as a sidekick, the GamesMaster should let them have it. These 
-,,ay also be gained during play, or requisi t ioned from their team. 

Remember, the goal is to enable players to play the Super Heroes 
they want, but not to let them take advantage of the situation. I n other 
words, the GM must impose reasonable limits. One-of-a-kind items are 
ust that. 

To build your own i em at ~ta, t · 
Decide what the item does and simply add up those separate costs. I f 
·he item uses stones from your Energy Reserve, then pay for it as if it 
.vere an Action. If the item gets its stones from the General Pool, pay 
'or it as if it were a Modifier. If you make an Action into a Modifier, 
add +3 to the normal Cost Level. Costs are cumulative. 

amples: 
1. You want a cape that gives you Flight at 3 . It costs 4 white stones 

if t he cape supplies the stones and 1 white stone if you supply them. 

2. You want a magic ring that gives you a +3 _M ~gical Defense 
Modifier which costs l white stone. A magic ring t hat .3:dd~d 2 to 
your Reflexive Dodge would cost 3 white stones. A magic ring that 
did both at once would cost 4 white stones. 

BASIC EQUIPMENT 
i/EAPONS WEAPON MODIFIER 

Box cutter (+l> 

Baseball Bat l+l) 
low-Quality Knife l+l) 
Brass Knuckles C+ll 
Cheap Gun C+l) 

Coad-Quality Knife (+2) 
M ace/Pepper Spray (+4) Stun damage 

Throwing Stars (+l) 
Good-Quality Gun (+2) 
Stun Gun (+2l Stun damage 
Grenade (+2, Area Effect) 
l<evlar Armor (+l) Defense 
Custom Pistol (+3) 
Custom Rifle (+4) 

Antidotes (various). Specific use for poisons, etc. 
First-Aid l<it ( Heals 1 red stone of health) 
Handcuffs (Difficulty 4, Resistance 6) 
Gas Mask (protection vs. gas attacks) 

Metal Detector (Range 1) 

Tracing Device ( " Bug" ) 
( Range 7, Duration 1 week, +4 vs. detection) 
Communicator ( Specialized, scrambled) 
Thieving Equipment C+l-3) 
Scuba Gear (1 hr. air supplY, 1 stone to disable) 
Underwater Meta l Detector (Range 2 ) 
Laptop Computer (Tech. to operate: 1, to break: 1 ) 
Fireproof Gear (+4 vs. fire) 
Telescope (Enhanced Vision 2, telescopic) 
Microscope ( Enhanced Vision 2, microscopic) 
Parachute ( Nullify fa lling damage, min. 100' altitude) 
Voice Detector (3 stones to overcome) 
Retinal Scanner (+4 for verifying ID) 
Speedboat CD:l , R:l, DM :O, VD:3, MM :3 , S:3, W:3) 
20' Sailboat CD:2, R:3, DM:O, V D:3, MM:2, S:2, W:3) 
Electron Microscope ( Enhanced Vision 10, Tech 4 ) 
Summer Home or Hideout (3-6 rooms.> 

COST 
$5 

$15 
$5 

$50 
$50 

$100 

$20 
$20 

$500-1, 000 
$200 
$200 

$1,200 
$5,000 

$10,000 

$20-? 
$50 

$50 

$50 

$250 

$400 
$500 

$100-1,000 
$1,000 
$1200 

$1,500 
$2,500 

$500-$3,000 
$500-$3,000 

$5,000 
$25,000+ 
$25, 000+ 

$40,000 
$80, 000 

$125,000 
$200,000+ 

H.Q. (small, well-defended base) 
(3-6 rooms. Walls +2 Toughness.) $500,000 
Henchman/Goon (avg. I -stone Abilities) $10-20,000/yr. 
Space or Environmental suit (2 hrs. life support) $500, 000 
Luxury Yacht CD:2, R:4 , DM:l, VD:6, MM:2, S:3, W:6) $1.5 million 
Mansion (20+ rooms) $2-10 million 
Fact ory (c. 100 workers) $10 million 
Advanced Lab (Allows invention w ithout penalties) $10 million 
Lear Jet ( See Vehicles, Appendix 8 ) $10 million 
Tank ( See Vehicles, Appendix B l $5-10 million 
Magnificent Palace (100+ staff. 100-500 rooms) $15 million 
Private Island ( Have fun describing ) $20 million 
Fighter Aircraft <See Vehicles, Appendix B l $50 million 
Personal 747 (See Vehicles, Appendix Bl $200 million 
A ircra ft Carrier CD:4, R:1500, DM:8 , VD:100, 
M M :l , S:3, W:10+) 
Robotics Plant ( Design/Manufacture of Robots) 
M ajor Governmental Program ( U.S. Defense Budget> 
U.S. Budget 

U.S. Gross National Product 

CUSTOM-DESIGNED ITEMS 

$5-10 billion 
$10 billion 

$300 bi llion 

$3 trillion 
$10 trillion+ 

You must buy these items at the start or acquire them through play. 
Enchanted I tems only available to Masters of Magic (any branch ). 
Certain items are only available to team members (or teams get them 
for free). In instances where the Modifier Number is not specified, then 
you get to determine it. Players and GMs should feel free to change 
the descriptions, values and costs of the i tems to reflect their own 
campaign style. 

GENERAL RULES FOR ITEMS 
• Items t ake 1 stone of Damage unless otherwise noted. 
• Items act as Modifiers, i.e., stones come from General Pool, 

unless otherwise noted. 



Amu let of Agamotto [Doctor Strange] 

High-Tech A rmor/Costume 
+2 [Green Goblin, Daredevil, YellowjackeU 
+3 [Magneto] 

Cost 2 w hite stones 

3 white stones 
Cost 4 white stones 

Masking Grenades [Green Goblin] 3 white stones for 6/mission 

Cloak of Levitation {Doctor Strange] 4 white stones 

Pumpkin Bombs [Green Goblin] 6 white stones for 6/mission. 

High-Voltage Gauntlets C+3l [ Green Goblin] 6 white stones 

Diamond Stickpin w/ Paralyzing Gas (+Sl[l<ingpinJ 4 white stones 

Walking Stick with Laser Beam [Kingpin] 

Eye of Agamotto [Doctor Strange] 

Silver Surfer's Surfboard 

Captain America's Shield (+6) 

Armored Van: ( Like the Punisher's) 

Smoke Bombs: + 2 Modifier to most escapes 
(Cost: 2 red stones for access to 6/Mission.l 

9 white stones 

12 white stones 

25 white stones 

26 white stones 

$100,000 

Gobl in G lider: (See his sheet for specs.) Goblin stole his! 
(Cost : 6 white stones, hardly used.l 

Micro-Cerebra: locates mutants. Disguised as a watch. Only available 
to X-Men. May be programmed with a particular mutant's pattern. 
Beeps when target located. 

• Proximity scans, Range: l 
• Tech: 2 to operate, 7 to repair, modify 

Communicator: Allows secure voice communicat ions within a 5-mile 
radius (but this is variable). Most have cell-phone capability as well. 
Most teams provide one. 

• Duration: indefinite. 

Image Inducer: A small device that allows one to change his 
appearance. It only holds one or two "images." Often used by mutants 
with extreme appearances to pass for human; standard equipment for 
X-Men if requested. 

• Modifier# = Resistance to detection (1 image/Modifier#) 
• Tech Level: 0 to operate, 7 to repair, modify 
• Duration : 24 hours. Recharge: l hour 
• Cost Level = Modifier # + 3, or 2 white stones for #1 

l<ree Army l(nife: A high- tech, a l l-purpose pocket tool of l<ree 
design. Features: 3 miniature molecular-edged blades (+l), armor 
penetration/mini-blowtorch C+ll/lockpick (+2 to opening locks)/ 
electromagnetic probe (+ll/mini-laser beam (+ll/sonic corkscrew C+ll, 
armor penetration/power scissors (+1)/tweezers/toothpick 

• Tech Level: 1 to operate, 7 to repair, modify 
• Cost: 2 white stones 

Computer Bug: Scans hard drives on computers on which it is planted 
and downloads all data (10 GB per Panel l and sends it to the user via 
radio. The bug is self-powered and is destroyed if it takes any damage. 

• Modifier# = Resistance to being discovered, Resistance to 
detection or scanning 

• Modifier# vs. target computer's Al or Resistance 
• Modifier#= Tech Level to reprogram, follow data back to source 

Onl ine Encyclopedia Hearing Aid: When it hears a word followed by a 
key phrase, it looks up the word or phrase and whispers any entries into 
your ear. People with enhanced hearing may hear the whispering. Works 
like General Knowledge Action. 

• Cost Level = Mod ifier # 

Memory Remover/Restorer: Looks just like a pocket penlight. Hides 
biological memories. Target may attempt to resisted with Intelligence if 
aware. At Modifier Number 7 it can also be used to restore memories. 
Memories can be recovered through Telepathy, extended therapy, etc. 

• Tech Level: 2 to operate, 9 to repair, modify 
• Cost Level = Modifier# +2 

Anti-Gravity Device: Shoebox-size device with control panel, handle, 
smooth surface which can attach to any object. Reduces weight to 0, up to 
Modifier# ( Strength Row on D&Rl. Takes l Panel to attach or detach. 

• Tech Level: 4 to operate, 7 to repair, modify 
• Damage: 2 stones 
• Cost Level = Modifier # 

Jet Boots: W hile wearing you can fly at Speed 3. They can carry up to 3 
st ones of weight. Solar-powered, recharge for 5 minutes for 2 hours use. 

• Tech Level: 2 to operate, 5 to repair, modify 
• Damage: 2 stones 
• Cost : 3 white stones. 

Grappling Hook C+l>: 30-yard, ret ractable micro-cord with sure-grip. 
Can raise up to 3 stones of weight. 

• Modifier: Combat <+ll, Acrobatics (+ll 
• Cost: 1 white stone 

T he fo l lowing items are the kind of items you'l l find protecting 
the secret bases of evil villains, organizations or corporations: 

Floating Eye: Guided, remote-sensing device. Form can be an eye, 
featureless metal bal l, flying ball with wings, etc. Can be mechanical, 
magical or biotech. Remote control device with a screen to see what the 
eye sees. If magic, control led by thought (Telepathy not required) . Feel 
free to increase any of the numbers to make it more effective. 

• Agil ity: 1 , Speed: 2, Durabil ity: 3, Range: 4, Vehicle Damage: l 
• Mod ifiers: Reflexive Dodge: 2, Toughness: 1 , Enhanced Vision: 2, 

all options. 
• EM P burst/Self-Destruct: Area = 3 
• Tech Level : 2 to operate, 5 to reprogram, disable 

Infrared Security System: A beam of light or a series of overlapping 
infrared or laser beams designed to be tripped by anyone walking into 
the room. It can be an alarm/sensor system which silently notifies 
security, or it could close doors, sound alarms and activate security 
and weapons systems. 

Defense: A fine m ist spray (or vision extending into t he infrared) w ill 
reveal such beams. Actions such as Tech, Thieving and Black Ops could 
also be used to detect or deactivate. Use Actions such as Acrobatics, 
Wall-Crawling, Tech, Thieving, and Black Ops to evade. 

• Modifier # = Resistance to Detection, avoidance, deactivation 

Life-Form Detector: Sensors that detect life forms within a given area 
and display them on a screen like a radar screen. 

• Area= Modifier# <See D&R chart> 
• Tech Level : 3 to operate, 7 to reprogram 

Mutant Detector: Sensors that detect mutants, mutagenic beings, etc. 
Tricky, far from foolproof-many Situational Modifiers may app ly, 
depending on the circumstances. They can be supplemented by (or used 
to supplement) inherent abilities within characters to detect mutants, 
such as Professor X's. 

• Modifier Number= potential range, D&R chart to operate 
• Tech, Telepathy and abil ity to detect mutants can be used to 

overcome D&R; extra stones can then be added to modifier 
number for increased range 

• Tech Level : 7 to repair, modify (and operate if no Telepathy or 
Det ect Mutant) 

Tangle Nets: These shoot out at high speed and engulf victims wi t hin 
target area, often giving a powerful electric shock to knock out people. 

• <+BJ per net vs. Agility or defense to capture, extra stones of 
"Damage" do stun damage per turn vs. red stones of energy. 

• Area Effect within Area of 1 
• Damage: 2, Hardness: 1 

Mechanical Tentacles: Grab and hold people. Tentacles have a hardness 
to break and take damage of twice their own Strength. 

• Range:2 
• Strength : 2+ 
• Damage/Hardness: 2x Strength 

Weapons Emplacements: Machine guns, lasers, flamet h rowers, etc. 
Turrets, inset into sl iding panels in walls, etc. They can be radio
controlled or have their own Al. See Powered Armor for examples 
of weapons systems you ~an adapt. 

• Range: 1-2 
• (+2-4), 2x Damage (depending upon type of weapon) 

Knockout Gas: Vents or nozzles fill area with gas. Knockout, paralyze, 
induce sleep, etc. Can deploy quickly or slowly, be stronger or weaker, 
visible or invisible at your choice. 

• Modifier#= Area Attack vs. Durability to render unconscious 
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