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rules, new Edges
and Hindrances, common
gear, and a mega-ton of
customizable super powers!
This first chapter helps you
construct your hero or fiendish
villain. It helps to begin with
an idea of who or what your
character is rather than jumping
right into the superpowers, but
skimming through the lists and
checking out the art may give
you some great ideas as well.

1) Concept

How did your character
get his powers? Was she
the victim of a horrible
accident? An experiment
gone horribly wrong? An
alien from another planet?

Or is it the mastery of
arcane magic or high-tech
gadgets that gives your hero
her powers?




Free Edge of their cho
ing of play and must also meet
Juirements of the Edge as normal.

very character starts with a d4 in
ch of his five Attributes: Agility,
smarts, Spirit, Strength, and Vigor. You
then have 5 points to distribute among

them as you choose. Raising an attribute
costs 1 point per die type. Raising a d4
to a d§, for example, costs two of these
points (one point to a d6, and one more
to a d8).

You can't raise an attribute above d12
here, but you'll be able to exceed that
limitation when you choose your super
powers.

You also have 15 points to buy your
skills. Raising a skill by a die type costs

1 point as long as it’s no higher
than the attribute it’s linked to.

Characters with Arcane Background
(Super Powers) can also use their Power
Points to further increase their attributes
or take new Edges. See the next chapter
for details.

D) Gear

Your character starts with $1000 to
spend on gear. A list of items found
in most modern super hero settings is
found in the Gear Chapter.

6) Secondary Statistics

Once you've finished raising your
basic Traits with Power Points and
advances, it’s time to determine your
secondary statistics.

Charisma is a measure of your hero’s
likability, and is added to Persuasion
and Streetwise rolls. Your Charisma
modifier is +0 unless changed by Edges,
Hindrances, or Powers.




in appearance: a glowing ball of
energy, an amoeba with tentacles,

a large floating brain, and so on.

He suffers—4 to Charisma, and his
physiology is nearly impossible

for humanoids to figure out. Healing
rolls made to help the hero are made
at —4. Numerous roleplaying instances
should also be a major challenge as
well—he can’t get into restaurants, wear
a flak jacket, fit into a car, and so on, as
defined by his odd shape.

Your alien’s form may grant him
special perks, but these must be
bought as powers. If a glowing
ball of energy wants to be able to
pass through walls, for example,
take the intangibility power. In
other words, if your character doesn't
have a power, his form doesn’t grant
it to him “for free,” no matter how you
describe it.




not be an intrepid reporter or

butler, but your character has

person to which he is completely

oted and will do anything to protect.

his may be his wife or girlfriend, one
of his children, a minion, or even a pet.

The Dependent is a Novice Rank
character and, while scrappy in her
own right, just isn’t up to par with the
rest of the party. For whatever reason,
this doesn't stop the Dependent from
getting involved —often. She constantly
requires saving, reveals team secrets, or
otherwise causes your champion no end
of grief. Of course, every now and then,
the friend might just save the hero’s life,
but such instances should be rare.

If the Dependent ever dies,
your hero is grief-stricken

birth defects, or major mental
disorders not covered by other
Hindrances.

Powers that compensate for these
disabilities should downgrade or negate
the disability as appropriate.

Distinctive Appearance (Minor)

Your super’s appearance is somewhat
different from others of his race (a blue-
skinned human, a talking gorilla, etc),
and is relatively easy to spot, even out
of costume. This makes the character
easier to track down and pick out of a
crowd and can even cause troublesome
social problems among his own people.

The appearance must be present
in and out of costume to count as a
Hindrance —all supers are distinctive in
costume.




their foes when they should be killing
them, or foolishly revealing their master
plans when they think their opponents
are doomed. Your character suffers
from this same affliction.

The first round of any combat must
be spent announcing the doom of those
who oppose him. If for some reason he
must act instead, it costs him a benny.

Second, your character never delivers
a finishing blow to a foe. Instead, he
creates elaborate death traps, leaves
them to die, or orders his minions to
finish them while he stalks off well out
of earshot. Inevitably, these foes survive
and escape the minions, death trap, and
SO on.

Heartless (Minor)

The character isn't necessarily
Bloodthirsty (though she might be),
but she is willing to commit murder to

avoidable, su
gold, holy ground, or being in
Very rare substances—chunks o
alien’s home planet, lotus flo
are possible as well, but word of yo
weakness is out there and can be eas
appropriated by the enemy if needed.

Servitor (ajor)

Your character is the servant of a
greater entity that grants him his power.
While the avatar may have his own
plans, he ultimately serves his master’s
agenda, whatever that may be. This
must be fleshed out before the game
begins, so the Game Master can devise
the master’s plans and what his minion’s
role in it may be. Regardless, the master
cannot be defied. If it is, it unleashes its
full power upon the defiant lackey in
an attempt to show its other
minions what happens to those
who are disloyal.




The following new g
available to heroes and villains in
most supers settings.

BACKGROUNDJEDGES

Arcane Backoround (Super Powers)

Requirements: Novice
For supers campaigns, this

Edge replaces the version from

the Savage Worlds core rules.

Arcane Background (Super
Powers) works very differently from
all other Arcane Backgrounds. You
have 10 Power Points with which to
buy superpowers from those listed on
the following pages. No arcane skill is
required. Superpowers work “at will”
and require no roll unless the specific
power says otherwise.




This character is adept at fighting
and keeping track of multiple foes.
Opponents gain no Gang Up bonus
against him.

Take the Hit

Requirements: Novice, Vigor d10+
Characters with this Edge are good

at rolling with punches, are lucky, have
fate on their side, or are perhaps just
really tough. They add +2 to Soak rolls
made to eliminate wounds.

HIPJEDGES

Team players know how best
and benefit from their fellow he
in the midst of battle. A team pla
counts as an additional adjacent a
for purposes of determining Gang
bonuses as long as one other adjacent
ally is present. If a foe has some way to
ignore Gang Up bonuses, a team player
always provides at least a +1 bonus for
Gang Up.

Also, if using the Super Team rule, a
team player may replenish 1 lost Team
Point per session for the cost of only
one benny, and the team player may be
granted a benny at a cost of only 1 Team
Point.
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TTING RULES
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RONMENTAL
OBTIONS

A large part of the power level of
perpowered characters is dependent
on theirinteraction with theenvironment
and other outside influences. To adjust
e overall power level of a game, the
easiest way is simply to alter some basic
tenets of that interaction.

STREE TJHEROES!

If the campaign is about lower-
powered heroes, like those of the classic
pulps, “realistic’ champions, or more
street-oriented warriors, then apply the
following changes.

* All damage-causing powers lose
any automatic Heavy Weapon
ability. Instead, Heavy Weapon
becomes a +3 Modifier to any such
power.

.
ockb
ect.

apacity fc ers

with Su rength (m han a

d12) uses the weights for one level

lower on the chart (page 52). For
example, a d12+1 has an 80 Ibs. Load

Limit and 320 Ibs. Max Weight.

* Flight and Speed reduce their
effective movement (though other
effects remain the same); see the
Environmental Movement Options
chart for their new movement rates.

(COSMICIHEROES |

For a campaign with cosmic-level
heroes, those who can fly between solar
systems in a matter of days and blast
through spaceships, the changes are just
as easy as playing a street level game.

* All damage-causing powers gain
the Focus ability for free (meaning
they ignore the Armor of vehicles
and buildings) with no attack roll
penalty.

* Heavy Armor becomes a 1 PP inde-
pendent power that can be taken
without purchasing the base Armor
power.

he carr




TAL MOVEMENT OPTIONS

through a
unchecked.

* The carrying capacities for charac-
ters with Super Strength (more than
a d12) are all multiplied by 10.

* Flight and Speed have increased
movement rates as noted in the
Environmental Movement Options

GENRE
TONVENTIONS

Inherent Bravery

In some comics, ignoring the horrors
that may occur is either unimportant or
directly linked to a character’s core. In
either case, eliminate the Guts skill and
replace all Guts checks with Spirit rolls.

time the characters achieve a ne

Total Power: With this opti
characters have their full powers a
beginning of the campaign. They gz
the Arcane Background (Super Powe
Edge for free, and the GM provides
a total number of Power Points for
the characters to use. Using this rule,
characters should note their base Trait
levels before alterations from the Super
Attribute or Super Skill powers. These
base Trait levels are used for increases
using the normal rules for leveling up.

Power Points for games using the
Total Power option could be as low as
5 or 10 for characters that are basically
super-normals up to 60 for ultra
powerful characters. Standard
heroes would fall around the
3040 range.
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Knockhack

The concept of super-powerful
blows and blasts knocking characters
all over the battlefield is a staple of
the comic book genre. A successful hit
by a character with a Strength of d12

or greater causes the foe to
fly backwards 1d4”, plus an

10

point the hero can return to action.
Any wounds he sustained are still in
place unless they were healed somehow
during the downtime.

This doesn't mean characters can't
die. Particularly ruthless villains might
go out of their way to dispatch fallen
enemies. Death could also strike in a
suitably dramatic scene. If a champion
sacrifices himself spectacularly to
accomplish some important goal, his
death is real—but so is his legend.

This is not a good setting rule for dark
and gritty settings where the threat of
death should be ever-imminent.

Super Teams

Some heroes work together out of
necessity and others form teams that
become legends of their own. When
using this rule, the heroes gain Team




Unarmed Defenders

The Unarmed Defender rule
is generally inappropriate for
super-powered campaigns
and is ignored. This is a very
common Setting Rule in super-
powered genres.

HEROICSBENNIES!

Some games will focus specifically on
characters being “heroes” (even if they
act gruff and insocial), so the Heroic
Hindrance is a bit redundant. With
Heroic Bennies, every player has the
Heroic Hindrance but gains no points
for it. Instead, the GM has an additional
type of benny to provide: the Heroic
Benny (use a different colored stone,
chip, or whatever to signify this benny).




ower Points provided by the AB:
perpowers and Power Points Edges.

is option is more useful for altering
the power level of the players’ heroes
in comparison to other characters in

the setting as opposed to adjusting
the overall power level of the game.
In general, adjust the granted Power
Points by 20% for a slight but noticeable
alteration in power or by 40% for a
significant difference in a hero’s power
level compared to others.

RYPOINT: LEVELS

Super-powered characters are larger
than life, with faults and responsibilities
as great as their miraculous powers.
With Super Karma, supers may take
an additional Major Hindrance during
character creation to grant them extra
Power Points equal to those provided
by the Power Points Edge.




the price is right.

All modern gear uses standard
modern prices. New gear is listed in
this chapter. The Game Master should
decide what’s available in her setting.
She might also want to decide some
items are commonly available, but
others are found only on the black
market or within certain organizations.

Ablative Armor: This armor is de-
signed to absorb amazing punishment.
It’s relatively cheap, but bulky and
quick to degrade in battle.

When the wearer takes a hit that
would result in a Wound, the armor
takes the Wound instead, degrading
one level of protection in the process.
When it reaches Armor +0, the armor is
destroyed.

DuraWeave Armor: DuraWeave
armor is a form of body armor almost
as light as clothing. DuraWeave is very

ilitary personnel
funded supergroups, combat
comes in many shapes, size
configurations.

Advanced Combat Armor: Advance
combat armor is worn only by certa
elite military personnel and obscenel
well-funded or advanced supergroups.
It is highly prized by those who manage
to get their hands on it.

Tactical Helmet: The tactical helmet
is a heavy-duty helmet with integrated
short-range = communications  and
heads-up display, used primarily by
military and para-military operatives.

Force Belt: Limited to the realm of
science fiction until recently, these
devices generate force fields that
provide the wearer protection against
most energy and kinetic attacks.

Like ablative armor, the Force Belt
absorbs wounds, losing one level of
armor for each wound absorbed. Unlike
ablative armor, the Force Belt can be
recharged and used again
without replacing the device.




rmor

Combat

Hand Weapons

Electro-Lance: Electro-lances cover
a variety of staff-like weapons. When
activated, a powerful burst of electricity
is emitted that can stun or kill even the
mightiest undersea denizens.

The weapon causes 2d6 electrical
damage to anyone it even touches (+2
to Fighting rolls for a touch attack)

and gives a +1 Parry. When
used underwater, the electrical
damage applies to everyone

i

see notes
head

see notes

within a Small Burst Template in front
of the electro-lance. Electro-lances are
capable of ten blasts before requiring
a recharge. They also make efficient
bludgeons and defensive weapons
when their charges run out (Str+d4).

Vibro-Weapons: These weapons
generate ultra-high frequency vibra-
tions capable of cutting through the
heaviest armor.

Ranged Weapons
Blaster Weapons: Particle beam
weapons—known more commonly as




ND WEAPONS

“blasters” —may be used by advanced
or technically superior cultures.

Blaster Weapons may expend three
times the normal ammo to overcharge
their shots, making them count as
Heavy Weapons.

Gyrojet Weapons: Gyrojet weapons
have ammunition equipped with
internal mini-thrusters which propel it
through water or air and make minute
adjustments in course and speed.

Plasma Weapons: These deadly
firearms have a very short range but
pack a super-powered punch.

Special Weapons

Mega-Taser: Classifying the mega-
taser as a no-kill weapon is a bit of a
stretch. Almost any normal human being
hit by a charge from this short-range,
stubby pistol suffers a severe system
shock and may well die. Fortunately
for norms, the Mega-Taser is more often
used to incapacitate powerful supers on
the rampage. Its high-voltage charge
is ideal for stunning the superhuman
metabolism of the average
brick.

1y
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TIAL WEAPONS

Nullifier Gun: This weapon fires a
neutralizer ray that takes away super-
powers! In most settings, such weapons
should be expensive and rare.

When hit, a target must make a Spirit
roll at 4 or lose all super powers for 2d6
rounds! The nullifier gun can fire up to
5 shots before it runs out.

Netgun: This shotgun-sized rifle with
a bulbous barrel fires a super-strong,
ultra-soft net synthesized from spider’s
silk or advanced polymers.

With a successful hit, targets must
make an Agility roll versus the attacker’s
Shooting result. If successful, the target
gets out of the way; otherwise the victim
becomes entangled in the spider-silk net
and is at -2 to Pace and skills linked to
Strength and Agility until freed. The
victim must make a Strength or Agility
roll at -2 to get free. A raise frees the
victim and lets him act in the same turn.

th quick-hardening

aught in the area o

e an Agility roll ver

ing result or be caught
hardened foam. The foam is pe
until a solvent is applied or it

one wound (Toughness 10, vulr

to blunt or cutting attacks).

The foam-thrower is usually a vehic
mounted weapon due to its high weight,
but stronger characters may carry one '
personally.

Stun Wand: Utilizing a complex
neurochemical charge, the stun wand
delivers an atomized dose of super-
anesthetic to the target’s exposed flesh,
causing almost instantaneous numbness
without harming the heart or other vital
systems. The wand activates with the
touch of a stud located in its handle.

The stun wand only works on exposed
flesh. If the attacker makes a
successful touch attack (+2 to
Fighting roll), the victim must 17




depending on whether the user
5 lethal or nonlethal rounds. Either
amage from MetaStopper rounds

etaStopper ammunition can be
bught for any conventional ammo
7pe (including arrows and quarrels) at
0 times the regular cost.

Trick Projectiles

Trick projectiles
kind of thrown or launched projectile,
with prominent examples including:

encompass any

arrows, billiard balls, boomerangs,
darts, knives, and seemingly innocuous
kitchen implements. The range varies
according to the delivery system (a bow
fires a trick arrow farther than a normal
person can hurl a pool ball).
* Adhesive: This round discharges a
sticky, hardening goop that
traps the target and holds him

1§

Artificial Gill: Another useful item
is an artificial gill that allows breathing
underwater indefinitely. This tool is
invaluable for fighting aquatic invaders!

Autograpnel: This pistol-gripped
climbing device sports several hundred
yards of super-fine nylon cord that is
strong enough to support hundreds of
pounds of weight. More important, its
spear-headed tip can be fired into rock-
hard surfaces as its grappling claws
bury themselves deeply for a secure
hold. Once the user is confident in
the grapnel’s hold, he can activate the
winch action and hang on for the ride!
The autograpnel has a range of 12/24/48.
The grapnel is attached to a 50” long,
strong nylon rope. The winch allows
someone holding onto the gun (up to
300 lbs) to be pulled along at a rate of
10” per round.




AMMO

< PROJECTILES

Combat Drugs: In some settings,
narcotics manufacturershave developed
combat drugs designed to grant normal
humans a boost to match super powers.

The drugs are normally ingested
as color-coded capsules, with each
one augmenting a different physical
attribute. Red affects Agility, blue affects
Strength, and white affects Vigor.

The Game Master should decide
if the pills have side-effects. Here’s
a suggested system from our setting
book, Necessary Evil.

Side Effects: All three versions
have the same terrible side-affects,
including long-term loss of health (liver
and stomach damage) and
mental instability (including

19




mlinks may also allow
into (or talk to) centralized com-
systems at their headquarters, the
, standard radio waves, etc.
Unit: The Global Positioning
stem allows the user to get up-to-
e-second information from orbital
satellites on his current position on the
Earth. Current GPS units may be worn
on a watchband or hung on a cord from
the neck for easy access.

Holograph Projectors: Designed as
plug-ins for modern computers and
PDAs, these wondrous devices project
a three-dimensional image above the
screen, displaying pre-recorded mes-
sages or live chat as moving figures.

Med-Stims: Packaged in small,
plastic tubular injectors, Med-stims are
pressed almost painlessly into the skin

of the arm or leg and provide
an  immediate  anesthetic
20 treatment to nearly any injury.

are an ing

inert any na

signature, suc

super-humans. Naturally, these shackles
are feared and hated among the super-
human community. The shackles are
very strong (Toughness 14), requiring a
considerable force to break.

Rocket Packs: Rocket packs are
backpack devices attached via a secure
chest harness. The gizmos have simple
palm controls, allowing people to use
both hands while the rocket is placed in
“hover” mode.

In game terms, rocket packs allow
a person to fly with an Acceleration
of 6 and a Top Speed of 24, using the
Piloting skill to operate properly.
Fuel is expensive for the rocket packs,
approximately $50 per hour of flight
(maximum 5 hours).

Stealth Suit: Cat burglars, intelligence
operatives, and freedom fighters all
find stealth suits useful in getting in
and out of high-security facilities in one




CULAR WEAPONS

Repulsorlift: Many of the vehicles
below use a form of “repulsorlift”
technology. This is a generic term for
“hover” vehicles.

Repulstorlifts allow the vehicle to
achieve an altitude of up to thirty feet,
as well as vertical takeoff and landing
capability. Repulsorlift vehicles ignore
all terrain modifiers.

Sensor Suite: Advanced sensors
built into the vehicle negate situational
penalties to Notice rolls.

Flying Car

The Cessna Skyhawk is typical of
many small, single-engine prop planes
used for recreational flying.

Acc/Top Speed: 20/48; Climb: 10;
Toughness: 12 (2); Crew: 1+3; Cost:
$150,000

cargo section is completely enclo
the cab area, holding the drive
to two additional passengers, is of
Riding in the cab provides medium
cover. Hover lifts can cruise over la
or water and are even submersible, b
only provide underwater life support in
the cargo section.

Acc/Top Speed: 10/30; Toughness: 15
(4); Crew: 1+10; Cost: $650,000

Notes: Amphibious (Acc/Top Speed:
3/10); Repulsorlift; Sensor  Suite;
Submersible.

Paramilitary Patrol Vehicle

Armored patrol vehicles are used by
advanced supervillain and hero groups
for reconnaissance and police
actions. The version here is very
high-tech with a heavy laser.

2l




3/15);
(no situati
Submersible

Weapons:
20 * 2 x torpedoes (Range 40/80/120;
Cost: Military only Damage 4d10; AP 40, Heavy
Weapon)
* Wave Blasters (Range 12/24/4S;
Damage 2d10; RoF 2; AP 4;
underwater only).
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Formal Clothing
Normal Clothing

Communication
Item
Cellular Phone
Commlink
Walkie-Talkie

(2; Range 1 mile)

(omputers

Item

Desktop

Laptop

Handheld

GPS Unit
Holographic Projector

Cost Wt

200
20

Cost
20
N/A

150

Cost
800
1200
250
250
500

Nightvision Goggles
Passive
Active

Stealth Suit

- -
Special

Item Cost Wt
Nullifier Gauntlets 6000t 1

*Black Market Only
*Military or Black Market Only




owers. Unless stated otherwise,
ers cost a minimum of 1 Power

Most passive powers don't require
y sort of activation or skill roll; they
re simply always on. However, most
such powers offer the option to require
activation in exchange for a slight
discount. These are activated as “free
actions,” but stillmust come ona player’s
action card if in combat. That means a
character struck from ambush—before
he states he’s activating a particular
power—doesn’t have it.

Active powers, such as attack, ranged,
require a Shooting or Throwing roll as
usual and grant bonus damage for a
raise as normal.

Absorption (4)

Trappings: Waves of energy, body of
reflected matter, magic.

This ability allows a character to
absorb damage and negate
it, or even channel the energy
back into his body.

2

eliminates a wound.

Modifiers

* Requires Activation (-1): The
power must be activated. This is a
free action, but it isn’t the character’s
“normal” state (i.e., his absorption
works only when he’s actively
engaged it). If taken by surprise, the
power has no affect.
Transference (+3): Each wound
negated increases Strength or Vigor
one step. The increases last three
rounds.
Reflection (+5): This modifier
actually redirects the damage back
toward its source, as long as the
source is within the character’s line
of sight. Every wound absorbed
causes a wound to the original
attacker.

Aoeless (1)

The hero isn’t affected by the aging
process. This power should usually only
be purchased during character creation,




The basic power costs 3 points and
allows him to extend or compact
his body by 50%. This gives
him a Reach of 1” as well.
Rubbery bodies or those
made of matter (earth, sand, water,
insects, and so on) have +4 armor against
attacks resulting from other matter and
kinetics (including bullets, fists, etc.).
Bodies made of energy are exactly
opposite (+4 armor versus energy
attacks but no protection against
physical damage).
Modifiers
* Fall-Proof (+1): Heroes with this
modifier suffer half damage from
falling, crashes, or similar incidents.
They can never be killed by a
fall or crash (though they can be
Incapacitated).

Elastic (+1): Each ti

lifier is taken allows the
further modify his size, wi
thickness by an additional 5
his Reach by +1”. With More
+2, for example, he could g
150% larger (15" high for a typic
man) and has a Reach of 3”.
Replenish (+3): If the hero’s form is
actually made of energy or matter
and he contacts an identical, sub-
stantial source of energy or matter,
he may spend an action to make a
Spirit roll. A success grants him +2
steps in Strength for 5 rounds or
heals one wound.
Requires Activation (-1): The
power must be activated. This is a
free action, butitisn’t the character’s
“normal” state (i.e., he can
“flame on,” but doesn’t
walk around on fire all

%
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DIFIERS

the time). If taken by surprise, he is
caught in his normal form.

Animal Control (Varies)

Trappings: “Jungle” folk, animal
characteristics, high-tech devices.

The hero has the ability to control
animals within a number of miles
equal to his Spirit, and may even have

a constant animal companion.

2

CONTROL TABLE

control modifiers except Unique; in
which case, the character can only
transform into one specific animal
form.

Summoning (+5): The animal(s) can
be summoned and dispelled at will.
The creatures appear within 12” of
the hero.

Superpowers (Variable): Special
creatures can be created as well.
Start with the basic statistics of the
animal (or a similar creature) and
add Power Points at a cost of 1 point
per Power Point spent.

Telepathic Link (+1): The super can
call to animals via telepathy. They
understand his basic instructions,
and he can read their basicemotions.

Unique (Half): Halve the total cost
of the creature(s) if it is unique and




SWITCHABLE

Switchable (+1 per 3 Power Points):
This modifier allows a character
to switch between different sets of
powers. The character first buys
one power, and then pays 1 Power
Point for every 3 Power Points in
the original power (round up). Now
she creates another power equal to
the original cost, and she can choose
to use one or the other—but not
both powers at the same time. The
character can switch between the
powers as a free action. Switching
between powers connected by this
modifier counts as the same action
for purposes of not allowing a repeat
action in a round.

- Since using a Switchable power
- requires a free action to actlvate, they

cannot be easily replaced when
slain. Replacement should be an
adventure in itself and may require
a long trek to a remote location,
dangerous trials, and other
obstacles.

Animation (Variahle)

Trappings: Magic, nanobots, spirits.

The character can animate objects and
cause them to come to life. This requires
an action.

Example: Psi-clops has the
attack, ranged power with the
Extra Damage modifier doing
5d6 damage for 12 Power Points.
He takes the Switchable Modifier
costing +4 Power Points and creates
another 12-point power. He takes
attack, ranged again, but at 3d6
damage with two Extra Attacks.

Psi-Clops buys Switchable again
for +4 Power Points, but this time
(with the GM'’s approval) he takes
deflection at 6 Power Points and
parry at 6 Power Points. He cannot
take Requires Activation with either
power since he has gotten them via
Switchable.

Psi-clops has spent 20 Power
Points total (12+4+4) and may

The size of the object depends on
the number of points in the power, as
shown in the Animated Objects table.

A super can animate one object up to
the size allowed by his power level.

Multiple objects may be animated
from lesser categories of this power.
A character with animation at level 3,
for example, could give life to two
25-pound objects (level 2) or
animate three 10-pound objects

(Ievel 1) 27



\ATED) OBJECTS

ANIMATED)OBJECT:
Attribute

Spirit d4, S
Skills:

Pace: *; Parry: 5, Toughness: 6+ (Size

x2)

Special Abilities:

* Armor: Animated objects generally
have armor equal to their Size.

* Construct: +2 to recover from being
Shaken; no additional damage from
called shots; immune to disease and
poison.

* Size: Refer to the Animated Objects

table.

Aquatio (1)

Trappings:  Atlantean  heritage,
amphibious, sealed systems, pocket re-
breather.

The character is native to the water.
He doesn’t have to make Swimming
rolls to avoid drowning when in water,
and adds +2 to all Swimming rolls.




: or they wear) by ta
instead. —4 to his Fighting roll. If a
Modifiers with this ability attacks a tan

* Heavy Armor (+2): The armor is 9 Toughngss of 77 (60), he
considered Heavy Armor, and can Fhe 60 points of armor and
only be hurt by Heavy Weapons. its base Toughness of 17.

Requires Activation (-1):

The Knockback (+2): Your attacks caus

armor must be activated. This is a
free action, but isn’t the character’s
“normal” state (i.e., he doesn't eat,
sleep, and walk about in public
armored up). If taken by surprise,
the power has no affect.

Partial Protection (-1): The
armor only covers the torso of the
character. The head and limbs are
exposed.

targets to fly back 1d4” for eac

success and raise on the attack roll.

If you normally cause knockback,
this increases to 1d10”.

Nonlethal (+1): Foes wounded by
your attack can be rendered un-
conscious rather than risking death
after Incapacitation. It'’s your choice
whether any given attack is lethal or
not.

Reach (+1): Your hero’s natural

Attack, Melee (2/Level)

Trappings: Magical weapons, rock
hard-fists, hands charged with energy,
“super” martial arts.

attacks have a Reach of 1”. This
modifier may be purchased
multiple times to further

extend his reach.




ave a ranged attac
e range is 12/24/48, t
and the attack counts as a Heavy

2a Effect (+2/+4): For 2 additional
points, the attack affects an area the
size of a Medium Burst Template
or Cone Template. For 4 points it’s
the size of a Large Burst Template.
Everyone within the template
suffers the attack’s damage
Armor Piercing (+1/2): Every point
put into this modifier gives your
attack an AP value of 2 (2 points is
AP 4, 6 points is AP 12, etc).
Elemental Trick (+2): Your character
may add one option from the list on
page 37.
* Extra Damage (+3/d6): Your attack
does an extra 1d6 damage
for every 3 additional points

with you (huge chunks of metal,
shards of ice, etc). If the material
isn’t present, you cannot use your
power.

Awareness (3)

Trappings: Radar, sonar, Zen training,
amazing luck.

Characters with awareness suffer no
penalties due to bad lighting, fog, or
other obscurement. Cover modifiers for
solid protection (hiding behind a wall,
prone, etc.) apply normally.

Modifiers

* Danger Sense (+5): The power
serves as an early warning system.
All attacks against the character
suffer a -4 penalty as he dodges
ahead of the actual attack. This
does not stack with modifiers from
deflection, parry, flight, or speed. The




Not all powers are

your character. Some can reside in
technological or magical objects
instead. Devices are basically a
universal modifier that can be
applied to any power in this book.
The modifier is -1 for every 5 total
points (and part thereof) each power
costs after modifiers. Figure each
type of power the device grants
separately —with a minimum cost of
1. Absorption, which costs 3 points,
for example, costs only 2 points
if contained in a device. Armor +6
normally costs 4 points, but costs
only 3 if it’s a device (power armor, a
vest, and so on).

Note that a device that grants

~ bonuses to several attributes via
~ super attribute, gets a discount only

character also gets a Smarts roll to
detect ambushes or hidden dangers.
Requires Activation (-1): Your
character’s awareness must be
activated. This is a free action but it
isn’t the character’s “normal” state
(i.e., he doesn’t walk around with
his antenna up, bat ears out, etc.). If
taken by surprise, the power has no
affect.

rounds before they
must be reactivated. This modifier
is inappropriate if the device is
basically always on and ready to
go, even if it takes a while to start
initially.

Example: Zero wears a power
belt that grants him armor +9. It
gets a 2 point discount for being a
6-point device (1 for every 5 points).
That’s a cost of 4.

The belt also adds 3 steps to
both Strength and Vigor via super
attribute. That’s figured as a single
power costing 3 + 3 = 6 points, so
the cost here is 4 points as well.

The belt includes flight at 4x
Pace, costing a base 6 points (Zero

K110 /1 4, “ 0 (1K 111

Broadeast (1

Trappings:  High-tech  devices,
machine men, big braces.

The hero can tap into and control local
radio and television broadcasts within
one mile, further with a direct feed of
some sort.

Modifiers

* Manipulation (+5): This

dastardly power allows

|



ess the attacker
means of detecting
ating the intervening dirt.

owers strike by erupting from
their opponents and taking
surprise. When this occurs, the
rowing character makes an opposed
ealth roll versus the target’s Notice.
the burrower wins, she gains +2 to
~ attack and damage that round, +4 if

she gains a raise. If the target wins and

was on Hold, he may attack just as the

burrower erupts from the ground.
Solid rock, metal, and other hard

substances stop the tunneler cold.
Modifiers

* Super Tunneler (+3): The digger
can tunnel through rock, metal, and
other hard substances at the rate of
10 feet per minute.

character’s size by more than 50%.
Voice (+2): Your chameleon can
emulate voices as well. The mimicry
is perfect enough to fool voice
identification devices. Combined
with an assumed form, this modifier
increases the Notice roll allowed to
detect the chameleon to —4.

Construct (5)

Trappings: A robot, cyborg, mass of
wires.

This character is a living automaton,
cyborg, robot, statue, or android. Most
are products of alien technology, weird
science, or the supernatural. Player
character constructs have emotions and
can feel fear. Their emotions are often
complex, however, and many quest for
“true life.”

Constructs add +2 when attempting
to recover from being Shaken, do not




ot cause damagge
the character pa
3 during his move
Copied powers last for 12 hours
or until a new one is copied.
Modifiers
* Devices (+3): The power
can copy device effects as
well, usually by creating
a similar item
somehow —from

metal, magic,
or even tangible
illusions.

Extra Duration

(+3): The power is

retained until a new one

is copied.

Savant (+3): This powerful

copycat can choose to alter

the point cost of a target power

by dropping any or all modifiers
taken. Modifiers may only be
dropped from a power, not added.




Modifiers

* Midas Touch (-2): The cha
can’t turn off his power. Everything
he touches (except himself) with his
bare hands begins to decay.

* Rapid Decay (+2): Each time this
modifier is chosen, the amount
of matter destroyed in a round
doubles. It has no additional effect
on living beings.

* Strong (+2): Vigor rolls to resist
decay are made at 2.

Deflection (1)

Trappings: Swirling winds, obscure-
ment, distortion fields, energy.

This handy power deflects incoming
ranged attacks. If you want actual armor
from such attacks, see armor or force
control. To block melee attacks, see parry.

Every Power Point spent on deflection
subtracts one from Shooting, Throwing,




a2 Wild Card
the creator’s
control.

The duplicates must stay within 5”
of the creator. A dupe disappears if it
moves beyond this range—voluntarily
or otherwise!

Duplicates are always slightly off.
Perhaps they don’t sweat, don't cast
shadows, or have some other “defect.”
Those who make a Notice roll at -2 can
determine if a particular dupe is the real
character or not. Note that foes don’t
instantly spot the original —they simply
can tell whether or not a particular dupe
is real or not.

The duplicates may be “dispelled”
at the caster’s whim and automatically
vanish if the “original” is Incapacitated.

Modifiers

* Extra Duplicates (+3/Dupe): Each

time this is taken the character

make an Agility roll or be S
Normal buildings within t

of effect generally suffer sig
damage. Hardened buildings s
minor damage at best, but might
breached if the power is repeate
for several minutes.

Trigger (+1): If this power is used at
the heart of a fault-line, such as deep
within the earth at a tectonic plate,
and the character has this modifier,
the results can be catastrophic. Roll
a d6 when this is attempted (no
more than once per game week). On
a 6, a real earthquake is triggered.
The size of the earthquake and its
extent depends on the fault line, but
is generally a d4+3 in intensity on
the Richter scale and affects a d20
x 10 mile radius from the
epicenter.

3




can completely contain

lerwise negate the appropriate

in a Medium Burst Template so

auses no harm to those inside.

ect attacks of the same type that
ter the zone do half damage.

Damage: Energy control can be used
~ to injure targets by striking them

with force, surrounding them with
dangerous energy, dehydrating their
bodies, and so on. The attack is the size
of a Medium Burst Template. Everyone
within suffers damage equal to 2d6.
This counts as a Heavy Weapon. (If you
want a more powerful attack, take the
attack, ranged power separately.)
Modifiers
* Elemental Trick (+2): Your hero
may add one option from the list on
page 37.

linked to Agility and Strength until
freed. With a raise, the binding fully
restrains the target, who cannot make
any physical action except to try and
break free.

In either case, the target may make
a Strength or Agility roll at -2 to break
free. A raise allows the victim to break
free and act in the same round.

Modifiers

* Area Effect (+2): The snare is the
size of a Large Burst Template and
affects every target within.

* Ranged Attack (+2): Targets up to
12” distant may be bound with a
Shooting roll.

* Stronger (+3): The binding material
is very tough. Those caught within
it must make their Strength or
Agility rolls at —4 to escape.




The following options may be
selected by those who choose the
Elemental Tricks modifier to a power
The listed effects may also be used
for other power descriptors with
the GM’s approval. For instance,
Cold could be used for Temporal
powers, Air for Kinetic, Radiation for
Necromantic, and so on.

Air: A tremendous blast of air
buffets your foes. Everyone affected
must make an Agility check or be
knocked prone.

Cold: This power is imbued
with the frigid chill of ice. Anyone
affected by this power must make
a Vigor roll or be slowed. A slowed
character must discard and redraw
any face cards dealt for initiative (but
not jokers) the next round.

- Darkness: This energy form can be
~ used to dim the vision of your foes.
- Anyone hit by this power must make
- a Spirit roll. Failure means victims

Fire: Anything affected by this
power may catch fire. Treat most
targets as if they are one level higher
for flammability. Normally volatile
targets roll a d12 instead of a d6 to
avoid catching fire. See the Savage
Worlds rulebook.

Light: A tremendous burst of
dazzling light flashes along with
the power. Everyone affected must
make a Smarts roll or be Shaken.
This counts as sunlight for vampires
and the like.

Psionic: This power sends psychic
tremors through the targets’ minds.
Every living being affected must
make a Spirit roll or be Shaken.

Radiation: Radiation attacks cause
an extra +2 damage. This power
may also cause long-term damage
outside of combat. The victim makes
a Vigor roll at +2. If failed, he gains
the Terminally Il Hindrance. If
successful, the victim is forever

Expll]dﬂ [2] unaffected or reforms immediately

1 . . afterwards.
Trappings: Bombs, radioactive form,

gathering energy. ™ himself by standing still and
Your character has the unusual ability taking no other actions for one

to explode! His own body is either 37

The hero must first “prime”



to gain additional actions. A

ter may not perform the same

more than once in a round as

e can't make a gun fire faster

ould normally or attack with a

lee weapon in the same hand twice).
Modifiers

* Repeat Action (x2): This modifier

allows the hero to perform the same
action more than once per round.
Weapons may be wused twice,
movement doubled, etc.

Extra Limbs (4/LeveD

Trappings: Tentacles, tail, robotic
arm, extra-dimensional manifestation.

Your character has an additional

prehensile limb of some sort. He can

take an additional physical action with

it every round, and he does not

suffer from multi-action or off-

hand penalties while using it.

terrifying must yell, scream, glare, or
otherwise “activate” the power. No foe
may be affected more than once per
scene with this power.

Modifiers

* Scary (-2): The effect is permanent
or inherent and subtracts 2 from the
characters Charisma.

* Terror (+2): The Guts check is made
at 2.

Fearless (2)

Trappings: Unwavering gaze, iron
will, soulless.

Fearless characters never suffer from
Fear effects and cannot be Intimidated.

Pl (2-15)

Trappings: Wings, jetpacks, alien
abilities.

Your super can fly. The more points
put into the power, the faster he can




IGHTATABLE

bower allows a character to
create and control a force of pure energy
that can lift objects, form shapes, bind
enemies, or act as a protective barrier.
The Strength of the field is d8 initially,
and each additional level in the power
adds a further die step (level 4 is d12+1).
This is its damage if used to attack, how
much it can lift, and so on, just as if it

were a character. Those who are hit by
it suffer the force’s damage (its Strength
die, just like a character).

The character can reach 12” with his
force.

The force can form rough shapes—
giant hammers, fly swatters, scoops,
and so on. Fine manipulation (creating
a key or a Fabergé egg) isn't possible
with this power.

Modifiers

* Bind (+1): The character can use his
power to restrain foes. This requires
an opposed Strength roll between

each round if the attacker des
Roll Strength damage for the fo
normally.

Flight (+4): The force can be used to
“carry” the controller (and possibly
his associates depending on its
Strength), basically giving him the
flight power at half the level he has
in this power (two levels in force
control is equal to one level of flight,
10 levels gives level 5 flight, etc).
Focus (+3): Bypass and ignore the
armor of inanimate objects (not
people or the armor they wear) by
taking a -4 to the Fighting roll.
Force Field (+4): This

allows the controller to

create a bubble of energy




one. Those rolling a 1
ength die are Shaken as well.
dium Template (+2):
racter may use force control to
effect a Medium Burst Template
(this template can be used with all
of the other modifiers as well). If
used for Fighting or Binding, only
one roll is made and applied to all
foes underneath.

bilted (1

Trappings: Well-read, photographic
reflexes.

The character ignores the —2 penalty
when making unskilled rolls.

Growth (2/Level)

Trappings: Growth pills, words of
power, mutated metabolism.

10

Headquarters (2/Level)

Trappings:  Underground  base,
underwater  fortress, mountaintop
retreat, penthouse apartment.

This power grants your character
a headquarters—a relatively secure
location where he can retreat when the
going gets rough, and to store devices,
trophies, vehicles and the like. Every
level of the headquarters power provides
5 HQ Points to apply as outlined in the
Headquarters chapter (page 60).

You may choose to pool your HQ
Points with other characters to create a
super-HQ and share the cost. You may
also refer to the Headquarters chapter
for an alternative method of buying a
hideout.




ictim. Any more
s actual food, rest,
0 action using
the same process outlined
above. The GM must
check to see if an Extra

raise a character from the
The body must have been ¢

has expired or not before the
healer makes her roll. It generally
requires a Smarts roll on the
healer’s part to recognize whether
or not an Extra is beyond saving.

longer than 12 hours and
reasonably intact (approxi
75%). Resurrected victims re

to life with three wounds thi
fade at the rate of one per week,

Modifiers regardless of any other treatment,

* Refresh (+2): This power magic, miracles, or even the Revive
allows a healer to give her modifier.

C mradesatem orar .
. s dl) Heightened Senses (1)

respite. She makes a Spirit
roll as a flood of healing Trappings: Animal senses, mutation.
energies floods out from her The  character’s senses are

in a Medium Burst Template. heightened for some reason. He
Anyone within the template adds +2 to Notice rolls.

S [oc) autCauly Some characters with heightened senses

rec.overs frf)m Shaken. should have awareness as well. Check
Rejuvenation (+3): The character  there for more information.

can heal nonpermanent crippling




SMIONVAREAVAFEECT:
Dimensions
2” cubed
4” cubed
8” cubed
16” cubed
32" cubed

Modifiers

* Film Quality (+1): Cameras and
microphones detect and record the
illusions as well.

* Obscure Only (Half): Halve the
cost of this power if the only effect
is to inflict a sight-based penalty in
the area. The area is treated as pitch
darkness (-6 penalty). The cost may

be reduced by 1 more point
(to a minimum cost of 1) for
every two points the penalty is

based attack, such as air/wind, cold/
ice, fire/heat, radiation, darkness, light,
steel, wood and so on. Characters made
of a particular substance (such as sand
or insects) typically purchase this power
for the same type of matter or energy as
well.

You may choose this power multiple
times to select different immunities.

Background effects of the particular
energy type (walking through fire, in
a nuclear reactor, etc.) are completely
negated. Damage from direct attacks
from the selected energy form is halved
(roll normally, then halve the total).

Modifiers

* Requires Activation (-1): The
power must be activated. This is a
free action, but it isn’t the character’s
“normal” state (i.e., his immunity
works only when he’s actively




define the specific disease
caused by his infection (a
nasty cold, ebola, and so on),
but the effects are summed
up below. These may be
combined as well, so that

an infection could cause
an instant Shaken result
and eventual death.

TABL'E]
Cost Condition
1 Shaken
Fatigued
Incapacitation (1d6 hours)
Death in 1d6 hours
Death (Instant)

Modifiers
* Always On (-2): The character
cannot “turn off” her ability to




aser (+2): The character can phase
in and out very rapidly. A Spirit roll
is still required, but it counts as a
free action.

Interface (2)

Trappings: Robots, cyborgs, laptops,
“jacking in.”

Your hero can interface with electronic
gadgets, giving him much greater ac-
cess to its inner workings than others.
He gains +4 to rolls involving the use of
computers or other electronics.

Modifiers

* Code Breaker (+1): Using an audio

imitator, a mini-computer with
lockpicking software, a retinal
falsifier, or other device, your

I

for example,
invent at level 5 since invisibility is a
5-point power.

The inventor can make several devices
as long as he has the Power Points in
invent to pay for them. A super with
invent at level 10 could have two 4-point
devices and a third 2-point device.

The device invented requires 10
minutes times its original cost (a 5-point
invisibility belt takes 50 minutes to
assemble). Ultra-tech gadgets aren’t
really created in a few hours—the
inventor is assumed to have been
working on his many devices in his
spare time, but only puts the design
together when needed.

The devices created are permanent,
but must be disassembled for “parts”
to make a new device (thereby freeing
up the Power Points to invent something
new).




e, black cat.
‘ stantly suffering
minor slips, misfires, and other mishaps.
Any foe making a direct action against
your character—whether an attack, a

acter may actually
buildings in a single

Your character ignores falling
for heights up to his vertical d
This might occasionally be negatec
he is bound or unconscious and ca
land on his feet.




PING/ TABLE

e character can cause tech-
ological devices to simply
ail. To cause a malfunction,
the character picks a target
within 12” and makes a Spirit
roll, minus the modifiers
below. If successful, the device
malfunctions in some way.
Simple and moderately
complex devices just
stop working. Complex
devices lose a random
subsystem, determined
by the GM.

16
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R{CONTROLATABLE

within 24” to be manipulated. Any sort
of manipulation, including maintaining
hold, requires an action. The Toughness
of the material per section is 10.
Distraction: Matter can be manipu-
lated to distract foes by showering them
with dirt, glass, or other material. This is
an opposed roll of the controller’s Spirit

versus the target’s Agility. On a success,
anyone attacking the target gains a +2
until the victim’s next action. With a
raise, the target is also Shaken. Multiple
foes may be targeted at a —1 penalty for
each (showering three foes subtracts 2
from all opposed rolls, for example).

Note that matter control does not
allow your character to make attacks
with the material he controls. Take the
attack, ranged power for that.

Modifiers

* Binding (+1): The character has
enough speed and control over

Concentric  ring

energy, mesmerism, voodoo dolls

The power to control min
perhaps the ultimate ability.
the mentalist can contact and
another mind within 12” by maki
an opposed Smarts roll with the targe
This counts as an action.

Success means the target is completely
under the mentalist’s control. If the
character also has telepathy, he has a
mental link of infinite distance with his
victim. The subject may now venture
outside the controller’s range of 12” and
can mentally relay any information the
controller requires.

The subjects are complete slaves, but
being forced to attack loved ones or act
completely against their nature allows
them to make another contested Smarts
roll to break the link.

Any time the controller is
Shaken, sleeps, is knocked 47




taxing. It requires an
atically Fatigues the mi
or drugged targets suffer a —2
to their Smarts rolls.

" fier

ind Rider (+3): The telepath can
see, hear, taste, touch, and feel
through his target’s senses. Doing so
lasts as long as desired but requires
absolute concentration. Any other
action taken while mind riding is
considered a multi-action.

Minions (1/Level)

Trappings: Uniformed thugs, a gang.
Who travels around without a band of
faithful minions? Each time this power
is taken, your character gains a faithful
and reasonably loyal minion with the
following statistics. More competent
henchmen must be hired
through normal roleplaying.

{8

MINION

Trappings:
touch.

This handy power allows your hero
to negate others’ superpowers and
abilities. To do so, he must make a
successful touch attack. He then makes
a Spirit roll opposed by his target.

If successful, he may reduce any of the
target’s powers by a number of Power
Points equal to his level in negation.
The reduction in Power Points affects
positive Modifiers first, then the base
power. In the case of partial reductions
of a power, characters may only use
power effects they can pay for fully.

A character with this power may
instead negate one step of an attribute or
two steps of a skill per power level to a
minimum of d4.

The Power Points return after 2d6
rounds.

To steal someone’s abilities, see the
copycat power.




Power Point spent on this modifier
before the victim improves his
condition to Shaken.

Extra Power (+1): The victim’s
Vigor rolls are made at 2.
Extra Range (+4): The power

is tied to a ranged attack

of some sort, such as

special bullets,

a superpower,

and so on. You

must have attack,

ranged to use this modifier.

Parry (2/4/6)
Trappings: Claws, mystic

shields, fast reactions, “sixth
sense.”

Your character’s Parry increases by
+3 per level. Note that you're better
off increasing Fighting via the super




e Regeneration (+10): Your

o rolls to recover wounds every
ound. This can be upgraded from
Fast Regeneration for 5 points.

Trappings: Shrinking pills, magic
words, mutated metabolism.

The hero can alter his form to become
much smaller, down to 1” in height.
This inflicts attack penalties as usual (—4
for medium-sized foes). Foes are also
much less likely to Notice the character
(4 to Notice rolls versus his Stealth).

Given an average person of 6" in
height, the character loses one step
of Strength (minimum d4-2) and

Toughness (minimum 1) for
every quarter of his original
size he shrinks.

EVMODIFIERS

obstacle),
body (ala Fantastic Journey), and so
on.

Speak Language (2)

Trappings: Devices,
reading, latent skills.

surface mind

Your hero can speak any language.
Modifiers

* Written Word (+1): He can read and
write any language as well.

Speed (Variable)

Trappings: A blur of motion, powerful
legs.

Your character can run at incredible
speeds depending on the number of
points you put into it, as shown below.

The number listed under Penalty is
the modifier foes suffer when trying
to attack the speedster, assuming he’s
actually in motion. Surprise attacks




BEED.TABLE

e this modifier.

* Pummel (+2): Your character
can pummel a foe with a
multitude of quick strikes.
This is a Fighting attack
at —2 that consumes the
speedster’s entire action and must
use either fists or small weapons no
larger than knives. If the pummel is \
successful (he “hits”), the pummeler Bt“”“ [3)
has hit with enough of his blows Trappings:
to seriously rattle his foe and hit Thunder and lightning.
his weak spots. Add the penalty The very atmosphere trembles at your
others need to hit the speedster to  character’s whims. With this power he
his damage roll (add +8 to damage  can both summon and dispel storms.
with Sonic Speed, for example, +4 1d6 rounds after activating storm, a
for Super Speed, etc.). small tempest appears overhead, or an
Whirlwind (+5): By running in existing storm is dispelled.
a tight circle (the size of a Large The storm is 10 miles in diameter. The
Burst Template or smaller), every = power only works outdoors. In areas
creature within must make a  where storms do not typically
Strength roll or be sucked into a  exist (the desert) summoning
miniature whirlwind and thrown  a storm requires a Spirit roll at




ERHUMAN
RENGTH

Burst Template anywhere within
24”. All those within must make a
Strength roll or be knocked prone
and Shaken.

Lightning Strike (+3): The character
can call down a bolt of lightning
from a storm to strike a single target.
This requires a Spirit roll, which
acts as the character’s attack skill.
Powers, Edges, and other abilities
that generally subtract from ranged
attack rolls subtract from the
Spirit roll as well. Damage from
a lightning strike is 3d10, and it is
considered a Heavy Weapon. It has
no range modifier.

Stun (2)

Trappings: Electrical attack, mild
toxin, mind lash, deafening siren.

This power allows the user to place a
single Medium Burst Template up to 12”

—4, and may only be attempted once per
week.

When a storm is created, the

rain reduces visibility to 24”,

Y
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NG THE SCENERY

must make a Vigor roll or be Shaken.

Modifiers

* Larger (+2): The area of effect is a
Large Burst Template.

* More Range (+2): The range is 24”.

* Smarts (+1): The targets must make
Smarts rolls instead of Vigor rolls.

* Stronger (+2): Foe’s Vigor rolls are
made at 2.

Super Attribute (1/Step)

Trappings: Uncanny reflexes
(Agility), massive brain (Smarts), power
armor (Strength), religious conviction
(Spirit), huge size (Vigor).

This power increases your character’s
attributes, often from some sort of
supernatural enhancement. Each Power
Point spent increases an attribute one
step. A d12 becomes a d12+1, and so on.

at derived statistics, s
s, round down, so that a
oduces a Toughness of &
Modifiers

* Requires Activation (-
increase in attributes mu
activated. This is a free action,
it isn’t the character’s “norma
state (i.e., he doesn't eat, sleep, and
walk about in public with increased
attributes). Subtract -1 from the
total paid for this power, regardless
of how many attributes are affected.
The power always costs at least 1
point however.

Super Edge 2)

Trappings: Extraordinary training or
background, extension of superpowers.
Spending two Power Points
grants the character any one
Combat Edge allowed in the

¥




energies that allow them to

do nearly anything at whim.

The strength of a super sorcerer lies in
her flexibility. She can manipulate raw
magic itself instead of focusing on only
a handful of spells. (Magicians who
have two or three powerful spells
are easier to make by taking specific

powers with a magic trapping.)
There are a number of lesser sorcerers

on Earth. These dabblers use the
standard Arcane Background (Magic) or
(Miracles) rules and are far beneath the

i

level of the world’s “super sorcerers.”

Super sorcerers must have Spell-
casting at d8 or higher, a Smarts of at
least d8, and Spirit of d8 or more.

Super sorcerers can give themselves
any power in this book at will as a
“spell,” including any Modifiers, up to
their level in super sorcery.




power up. Feeling rlsky, he decides to
gamble and borrow his maximum to
add a 5 point attack power. He rolls a
4 on his Spellcasting die, so his spell is
successful but he must now roll on the
Backlash Table.

Swinging (3)

Trappings: Web-lines, cable guns.

Characters with any kind of cord,
rope, webbing, or other grappling
lines can move through certain types
of settings—such as the tall buildings
of large cities—with ease. The hero can
travel through such environments at a
Pace of 12.

In a tactical setting (on a battle map),
he can move to any point within 12”
that it is feasible to swing to.

The line can hold up to 500 pounds
safely.

ASH TABLE

Swingers who fall can make a single
Agility roll to catch themselves at the
midpoint of their descent.

Swingers may also make
a single Agility roll to grab
i




I) or damage targets with objects

y Fighting) as if it were wielded by a

aracter of the same Strength.

Actively using telekinesis counts as
an action, so while a villain may use
the power to carry five baseball bats,
striking with each of them is still five
separate actions (a -8 multi-action
penalty to each).

Living Creatures: If the telekinetic
wants to lift a living creature, the target
may try toresist with a Spiritrollopposed
by the caster. If the telekinetic wins, he
may pick up the target and move it up
to 2d6” per round. Smashing the victim
into something causes Strength damage

automatically. Dropping him
causes falling damage as usual.

ol

no matter hov
maintained.
Modifiers

* Broadcast (+1/+3): The telepath may

contact all minds within 1 mile.

This is not selective, however, and

must go to every sentient mind in

range. For 3 points, the message can

be broadcast across an entire world.

Teleport (3)

Trappings: A cloud of smoke, change
into a bolt of lightning, “phasing” out.

many connections are

Teleport allows a character to disappear
and instantly reappear up to 12” distant.
This counts as his movement for the
round and is not an action. Adjacent
opponents do not get a free attack
against the teleporting character.

The teleporter must be able to see his
destination to teleport with no roll. If he’s
teleporting to a place he’s previously




can teleport very rapidly, up to three
times per action. The character
can divide multi-actions or extra
attacks over the teleportations. If
the teleporter uses his ability to
maneuver around a single foe and
makes at least two attacks (via two
weapons, the Frenzy Edge, etc.), he
attacks from multiple sides just as

if the foe were being ganged up on,
which gives the attacker a +1 to hit
(+2 if making 3 attacks).

Taxi (+2): The teleporter gets a Vigor
roll to resist Fatigue caused by each
additional “rider.”

Teleport Other (+5): Characters
with this ability can feleport others
to them. If the target is friendly, the
teleporter makes a Spirit roll (one
individual per action, additional
targets may be transferred as a
multi-action). Hostile foes get an
opposed Spirit roll to resist being

teleported. This may be performec
as a multi-action as well to move
more than one foe in a single action.

Toughness (3/6/9)

Trappings: Big guys, dense skin,
reinforced bones.

Your character’s Toughness improves
by +2/+4/+6 from mystical protection,
super-strong skin, dense bones, etc.
Note that this is different from armor
because it cannot be negated by Armor
Piercing attacks.

Modifiers

* Hardy (+4): Your character
is so tough only the most




ance of life. Undead ignore two
of Wound modifiers and are
e to disease or poison.

Undead donotbenefit from the Healing
ill, but roll natural healing rolls once
per day. They suffer -2 Charisma in
close contact due to their clammy
skin and dark aura. (If your undead is

decayed, take the Ugly Hindrance.)

Undead who are forced to roll on the
Knockout Blow Table do not Bleed Out
or suffer permanent injuries—they’re
merely Incapacitated until healed.

Modifiers

* Vampire (-2): The undead is a

vampire. A wooden stake to the
heart (—4) that causes a single
wound or more Incapacitates him
instantly (this effect ends
immediately when the stake
is removed unless the vampire

this power allows your character to
have their own super-vehicle. The cost
of the power depends on the cost of the
vehicle you convert into a super-vehicle.

\VEHICIE!
Cost Vehicle Cost
1 Up to $10,000
2 Up to $50,000
3 Up to $500,000

Powers can be purchased for vehicles
at the reduced cost for devices (-1
Power Point per 5 points of powers).
While vehicles cannot go everywhere,
any defensive powers affect everyone in
the vehicle!

Modifiers

* Al (+1): Your wvehicle has a

rudimentary artificial intelligence
that allows it to follow any simple,
short, programmable instructions.




front flame-thrower.

* Secure Access (+1): Your vehiclehas  if indoors), and no other actic
ultra-high security (retinal scan,  allowed.

voice recognition) and can only Anyone touched by the w
be operated by someone with the ¢ make a Strength roll or be

proper access. Any unauthorized  prone. If their Strength die rolls a 1 th
access will trigger an alarm and  4re also Shaken.

may activate any security defenses, Modilitrs :
including any powers built into the . Larger Whirlwind G2

hicle. .
ik whirlwind uses a Large Burst

Wall Walker (D Template.

Haopines: Adhesivale: super- Twister (+2): The whirlwind has the
Srip E)graglir.nbs B SUP strength of a cyclone. Characters

A | must make Strength rolls at -2 or
Characters possessing this power can be sucked up and thrown 1d10”
walk on horizontal surfaces or even in a random direction (roll a d12)

upside down at their normal Pace (and for 2d6 damage (+1d6 if the victim
may run). As long as the surface can
support it, wall-walking characters may
carry their normal load limit with them
as they go.

hit a solid object in addition to
the ground). Thrown victims are
automatically Shaken
regardless of damage.

i




eats, create technology to defeat
s, or meet with other crusaders
meta-powered leagues.

LGELTINGPANIHQ

GMs have two options for how

characters gain a headquarters: Power

Points and the headquarters power or

- the Edge below. If using Power Points,
every 2 points spent on the headquarters
power provides 5 HQ Points.

Once the character has his HQ Points,
he can build his headquarters. The costs
of various components are shown in
parenthesis after the item’s name.

Headquarters (Social Edge)

Requirements: Novice.

The character has gained possession
of a building, cave, or lair of some sort.
Its exact nature is up to the character.

The hero has 5 HQ Points to spend on

the building and its contents.
Points can be saved to buy a
ﬁﬂ more expensive modification

At least one of the 5 initial HQ
Points must be spent acquiring a
building. There is nothing preventing
the character from owning multiple
buildings, but all contents and extras
must be paid for individually. Exactly
what shape the building takes is up to
you and the players to decide.

Every building must have a Size and
Location from the following tables.

Size

The Room entry lists how many rooms
(see Rooms) the building typically has.
A headquarters can be altered afterward
at 2 points per room. The amount of
actual money this costs depends on
the nature of your game. Many supers
campaigns don't really track funds, and
prefer to know generally whether the
heroes are “rich” or “poor.”

Points should generally cover these
costs, perhaps by spending cash or
calling in a favor from some individual
the champions have saved previously.



DQUARTERS) S1ZE

ere. A individual headquarters
may have only one location.

Location

Urban area

Deserted island/wilderness
Underground/extinct volcano
Underwater (base or submarine)
In space (in orbit, on the Moon)
Another planet/dimension

((2)ICONDITION

Some supers live in upscale conditions
with the latest high-tech equipment,
vehicles, and even servants. Others live
in squalor, barely ekeing out a living in
the slums.

The condition of the headquarters
determines not only the state of the
actual building, but also the contents. All

JARTERS{CONDITION

arters consist of one o

rooms, each with a defined p
Rooms can be added Ilater
headquarter’s current facility mo

You cannot add more roo
the headquarters has. If there is
more space, a bigger building must
acquired.

Command Center (+1)

The command center is somewhere
the team can gather to discuss plans.
Basic command centers have a pin-
board with a map of the city and
(maybe) a few chairs. A state-of-the-art
room has holographic maps linked via
satellites to give an up to the minute
view of the city, the country, or beyond.

The meeting room contains the head-
quarters” communication and moni-
toring equipment. The headquarters’
condition determines the capa-
bilities of the communications
array. A barebones system 6]




them susceptible to blackouts

bly caused by a supervillain), but
eans larger headquarters could

d by monitoring power usage.

/ith a generator, the heroes provide
eir  own electricity. Headquarters

tside a city must have a generator.

itchen & Dining (+1)

Even superheroes have to eat. If the
headquarters is designed for permanent
occupation, the occupants will need
somewhere to store, cook, and eat
food. Depending on the headquarters
condition, the kitchen may be a small
microwave and cooler or something
rivalling a 5-star restaurant, complete
with chandeliers in the dining room.

Add an additional +1 for advanced
greenhouses, hydroponics, or rooms

that actually create or provide
food.

bed in a communal room with shared
lavatory facilities up to personal
bedrooms with four-poster beds and
en suite bathrooms, depending on the
headquarters’ condition.

Specialist Library/Lab (+1)

Unlike a reference library, a specialist
library or laboratory is dedicated to one
core subject. This is a Knowledge skill
chosen when the room is purchased.
Using the library or lab grants a bonus to
the chosen Knowledge skill rolls equal
to the headquarters’ facility modifier.

Security Cells (+1 per 2 cells)

The addition of secure cells to the
base’s facilities allows the superheroes
to contain captives (even supervillains)
for questioning. The cells have a base
Toughness of 15, modified by the
headquarters’ facility modifier. The cells
are monitored by cameras.




+1

+2 ]

3 p to 10 miles d

+4 Up to 100 miles distant.
£+ Anywhere on the planet.

+8 Anywhere in any dimension.

Training Room (+4)

Atraining room mightbe asimple gym
or a computer-controlled chamber with
death rays and robot minions. When
a superhero at a headquarters with
training facilities uses an advancement
to increase skills (not buy new skills),
he may increase an additional skill by
one die type as long as it is not higher
than the linked attribute. This makes a
Training Room very desirable!

Workshop (+2)

The headquarters is equipped with
a workshop for creating and repairing
mechanical, robotic, electrical, and
electronic devices. All Repair rolls

[ILDERS

As well as dedicated rooms,
can have other features not vital
operations.

(amoutTaged (+2)

The headquarters is camouflage
to look like a regular building, be it a
school, hotel, basement in your mom’s
house, or whatever. The computers,
suits, vehicles, and other hi-tech crime-
fighting gear are hidden behind rotating
desks, revolving paintings, and secret
chambers.

If you want the actual building itself
to be hidden, you'll need to buy Well-
Hidden.

Defenses (Special)

HQ Points can also be used

to create defensive systems.
Use the Powers chapter as the 6%
[J




ngle Room Only (-3): The

fences only protect one room.

s must be declared when the

power is purchased. Moving the

defences to a different room at a
later stage costs 1 HQ Point.

Escape Pod (+1 per 3 occupants)

The headquarters has a built-in,
hidden escape pod that can be used for a
quick escape should it become overrun.
This can be a chute, teleportation pad,
short-range rocket, etc. The escape
pod is relatively small and can only
accommodate you and a couple of other
man-sized people or objects. It will take
you a mile or so away, allowing you to
make good your escape.

Secure Access (+1)

Only those people with the
64 proper key (chip implant,

Here are some sample headquarters
created with these guidelines. They are
non-setting specific and can be used in
any super setting with minimal changes.

The number in parenthesis after the
title is the total HQ Point cost. Numbers
in parenthesis after the Rooms header
are the total number of rooms available
and the number left to fill.

The Vigilante HQ (5)

Size: Small; Location: Downtown
(conurbation); Condition: Average

Rooms (3/1): Command Center,
Reference Library

Features: None

The vigilante’s headquarters might
be a lone hero’s only sanctuary, or just
somewhere he hides from unwanted
followers. This small lair is located in a
big city.




sig

arti
in . Altho
curre orly equir t has plenty
of roo expansion later. The base is
designed as a home-away-from-home
and contains living facilities, as well as
a basic communications system.

Orhital Spacestation (20)

Size: Large; Location: High Earth
orbit (space); Condition: Good

Rooms (10/4): Command Center, Ga-
rage, Generator, Kitchen/Dining Room,
Sleeping Quarters (sleeps 4), Specialist
Library (Alternate Dimensions)

Features: Escape Pod (x2; mini-
shuttle)

This small spacestation is located
in high Earth orbit and is perfect for a
small team with access to a spacecraft.
The version presented here has a lab
dedicated to the study of alternate
dimensions. The garage is designed to
accommodate a small shuttle. Although
the base currently only sleeps 4, there are
still four rooms unallocated, allowing
easy expansion for extra teamembers.
The escape pods can house 6 people.




pregenerated chara C
k changes, any of the
ecome a hero. |

NOVICE

e villains

Judith Marks was an Olympic archer
with money and fame—until she
got caught with illegal performance-
enhancing drugs. Stripped of her
endorsements, wealth, and fans, Judith
eventually vanished off the public radar.
But sinister forces (perhaps lead by
the most advanced technology villain
in your setting) saw Judith’s potential.
They outfitted her with deadly arrows
of advanced alloys and a special visor
to let her see in the dark. Arrowhead is
now a professional assassin willing to
take any job if the price is right.
Race: Human
Attributes:  Agility  d10,
Smarts d6, Spirit d6, Strength
d8 Vigor d8

6

Mixed Comb
Rope Trick Arrows.

Hindrances: Greedy
Heartless, Quirk (always fires a warning
shot first), Vengeful (Major)

Edges: Arcane Background (Super
Powers), Power Points

Super Powers:

* Attack, Ranged (8): Device. Armor
Piercing x2. Extra Damage x2.
Range 12/24/48, Damage 4d6, RoF
1, AP 4. Heavy Weapon (Armor
piercing arrows).

* Awareness (2): Device. Can detect
invisible objects and ignores
concealment penalties (radar visor).

* Darkvision (1): Device. Ignores all
darkness penalties (radar visor).

* Super Attributes (1): Agility + 1 step
(training).

* Super Edges (4): Marksman, Steady
Hands (training),

* Super Skills (4): Intimidation +2
steps, Shooting +6 steps (training).



>t ) XWIDOW

Gear: None.

Hindrances: Gloater, Quirk (vain),
Stubborn, Vengeful (Major)

Edges: Arcane Background (Super
Powers), Charismatic, Very Attractive

Super Powers:
* Infection (10): Strong. Foes must

make a Vigor roll at -2 or die
instantly (poisonous touch).

* Super Skills (4): Persuasion +4 steps,
Streetwise +4 steps (super sexy).

* Wall Walker (1): Can move on any
surface (sticky secretion).

D% BOOMER

Dick McClure was on holiday in
Australia when he came across a
curious black and blue boomerang
in an Aboriginal reserve. On closer
examination, the former copier

stantly possessed
horrible presence
from beyond the stars.
Race: Human
Attributes: Agility d8, Sma
Spirit d6, Strength d6, Vigor d8
Skills: Fighting d6, Guts
Knowledge (Occult) d6, Notice
Repair d6, Stealth d6, Throwing d8
[d12+2]
Charisma: -2; Pace: 6; Parry: 5;
Toughness: 6
Gear: Possessed boomerang.
Hindrances: Delusional (Minor: talks
to the spirit in his boomerang), Greedy
(Major), Mean
Edges: Arcane Background (Super
Powers), Luck, Power Points, Quick
Draw
Super Powers:
* Attack, Ranged 9):
Device. Extra Damage (x2).
Nonlethal. Range 12/24/48, 67




Damage 4d6, RoF 1. Knockback
1d6”. Heavy Weapon (boomerang).

* Flight (4): Device. 24” Pace,
opponents are -1 to attack when
he moves. The boomerang can use
this power to return to Boomerang’s
hand (boomerang).

* Super Edge (1): Device. Marksman
(boomerang).

* Super Skill (1): Device. Throwing +4
steps (boomerang).

> TONE

Weakness (Ma]or ice/cold)

Edges: Arcane Background (Super
Powers), Power Points

Super Powers:

» Altered Form (6): Living fire.

Replenish. +1 Reach. Can heal
damage or gain strength from
sources of fire (permanent effect).

* Attack, Ranged (5): Elemental Trick:
Fire. Range 12/24/48, Damage 2d6,
RoF 1. Heavy Weapon (fire bolt).

* Damage Field (5): Elemental Trick:
Fire. 2d6 damage to all adjacent
characters (flaming form).

* Energy Control (4): Heat/fire.
Elemental Trick: Fire. Nullify. 2d6
Damage. Medium Burst Template.
Range 12”7 (draws heat into or
projects it from his body).




Distinctive
or: croaks

Edges: Arcane Background (Super
Powers), First Strike, Power Points

Super Powers:

* Attack, Melee (5): Nonlethal.
Str+2d6. Heavy Weapon (powerful
kick).

* Leaping (5): Can leap 32” vertically

and 64” horizontally. Death from
above (powerful legs).

* Super Attributes (5): Strength +3
steps, Vigor +2 steps (enhanced
DNA).

% CIONE

Clone is one of many copies of the
same individual inhabiting different
dimensions. Known in this universe
as Michaela Donaldson, she considers
herself a top-class prankster. Her
preferred tactic in combat is to copy an
opponent’s power, negate the original,

Copycat (paras1t1c touch)

* Super Attribute (1): Spirit
(strong will).

P¥SELECTRON

Carol Benchley is a skilled compute
hacker, earning money by defrauding
banks and corporations. While hacking
a secret government site she discovered
the blueprints to an amazing suit that
would allow her to control electricity.
She stole the file, deleted the original,
and built the suit. Now she raids
corporations (and banks in particular) as
Electron—bane of all things electronic.

Race: Human

Attributes: Agility d8, Smarts d10,
Spirit d6, Strength d6, Vigor d6

Skills: Driving d6, Fighting
d6, Knowledge (Computers)
d10, Knowledge (Electronics) 69




su
Ranged
ange 12/2
, Medium
y Weapon (arc
: Control 4
gnetic. Nullify. Da
rge Burst Template
agnetic interference).
terface (2): Device. Codebreaker.
her to interface with
(universal  interface
device and decryption computer).

* Stun (1): Device. Range 12”, affects
Medium Burst Template (electric
discharge).

* Super Skills (2): Knowledge
(Computers) +2 steps, Knowledge
(Electronics) +2 steps (super genius).

* These Hindrances only affect her
when wearing her suit.

PRSFIRESTARTER

Justin Newman had a fascination with
fire since he was a young boy. As he grew
older and his powers manifested, he
became a pyromaniac, setting
fire to things just to watch
them burn. He began with

11l

* Damage Field (5): Elemental Trick:
Fire. Adjacent characters suffer 2d6
damage and may catch fire (fiery
aura).

* Darkvision (2): No penalties for
darkness (glowing eyes).

* Energy Control (4): Heat/fire.
Elemental Trick: Fire. Nullify.
Damage 2d6 (projected heat).

* Immunity (4): Fire/heat. Direct
attacks cause half damage (absorb
heat).

3¢ MK

Carla Boardman was a frustrated
scientist working at a government
research facility. One day she realized
that a new polymer could alter human
DNA to take on the properties of elastic.
In a moment of rashness and anger at




* Altered Form (8): Fall-Proof. More
Elastic +4. Can stretch up to 250%
larger. +5 Reach. +4 Armor against
matter or kinetic attacks (stretchy
body).

* Shrink (7): Density. Combined with
Altered Form, she can flow through
small apertures or assume the form

of a puddle of plastic (stretchy
body).

What do you get if you cross an
engineer with an insane lover of old
Roman epic movies? Gladius. This
lethal bruiser believes it’s his duty to
challenge worthy foes to gladiatorial
combat. Anyone he beats is given the
“thumbs down.” His armor resembles
an old-fashioned suit of gladiatorial
armor.




rated alone. He
that is precisely

ss without risking their own
s. Grapple wears what looks like a
e-piece fishnet stocking.
ace: Human
Attributes: Agility d12, Smarts d6,
Spirit d§, Strength d10, Vigor d8
Skills: Fighting d10, Notice d6,
Shooting d10, Stealth d8, Taunt d6
Charisma: +0; Pace: 6; Parry: §;
Toughness: 6
Gear: Net projector, grapple gun.
Hindrances: Big Mouth, Gloater,
Phobia (Minor: hospitals)
Edges: Acrobat, Arcane Background
(Super Powers), Power Points
Super Powers:
* Ensnare (8): Device. Area
Effect. Ranged Attack. Stronger
72 (net projector).

ALL

get his grubby hands on.

Race: Human

Attributes: Agility d8, Smarts d6,
Spirit d6, Strength d6, Vigor d6

Skills: Fighting d8, Guts d4,
Lockpicking d6, Notice d6, Shooting d§,
Stealth d6, Taunt d6

Charisma: +0; Pace: 8; Parry: 6;
Toughness: 7

Gear: None.

Hindrances: Distinctive Appearance
(bright pink skin), Greed (Minor), Habit
(Major: bubblegum), Weakness (Major:
ice/cold)

Edges: Arcane Background (Super
Powers), Fleet-Footed, Power Points

Super Powers:

o Altered Form (6): Fall-Proof. More

Elastic +2. Can stretch up to 150%
larger. 3” Reach. +4 Armor against

matter or kinetic attacks (made of
bubblegum).




a yellow hammer

and sickle on the
back. He and Sickle
always work together.

Race: Human

Attributes: Agility d4, Smarts d4,
Spirit d6, Strength d12+5, Vigor d12

Skills: Fighting d8, Intimidation d8,
Knowledge (Language: English) d4,
Notice d6, Stealth d4, Survival d4

Charisma: -2; Pace: 6; Parry: 6;
Toughness: 9

Gear: Sledgehammer, customized
super-steroids.

Hindrances: Clueless, Gloater, Mean,
Heartless

Edges: Arcane Background (Super
Powers), Brawny, Nerves of Steel,
Power Points




ances: Power Negat
Overconfident,

s: Arcane Background (Super
), Strong Willed

Super Powers:

* Jinx (8): Area Effect. Improved Jinx.
Anyone attacking someone within
2” of Jinx suffers misfortune on a 1
or 2 (bad luck).

* Malfunction (3): Causes machines
to malfunction (bad luck).

* Super Attribute (2): Spirit +2 steps
(strong ego).

* Super Skills (2): Taunt +4 steps
(bitchy).

2% KNAVE[OFCLUBS]

Jack Blunt, a.k.a. Knave of Clubs, is
an enforcer for hire. He lacks the brains
to formulate crimes other than

smash and grabs, but he makes

! a great henchman. He began

damage. Reach +2. Heavy Weapon
(telescopic club).

* Paralysis (2): Device. Extra Power.
Victims make Vigor checks at -2 or
paralyzed 1 round (neural device
built into club).

* Super Attributes (6): Device.

Strength +4 steps, Vigor +4 steps

(gained from club).

* Super Edge (2): Combat Reflexes
(advanced training).

%S 1 YCANTHROPUS

Leo Wolfcastle was a promising
science student with an interest in the
occult. Unfortunately, he was also poor.
He committed petty crimes to pay for
his meager living while in college, but
then was trounced and humiliated by a
local vigilante.




Gear: None.

Hindrances: Allergy (Major: silver),
Gimmick (must remove clothes),
Greedy (Minor), Heartless

Edges: Arcane Background (Super
Powers), Power Points, Quick

Super Powers:

* Attack, Melee (5): Nonlethal.
Str+2d6. Heavy Weapon (claws).

* Heightened Senses (1): +2 to Notice
rolls (animal senses).

* Immunity (4): Kinetic. Half damage
from fists, bullets, and blunt
damage (werewolf trait).

* Super Afttributes (6): Agility +2
steps, Strength +2 steps, Vigor +2
steps (wolfman form).

* Super Edges (4): Fleet-Footed (big
leg muscles), Frenzy (fast reflexes).

for over-fishing,
e, and all the usual
ersus humanity” tropes
His razor sharp teeth are too
in his mouth, giving him a mc
appearance that only enhanc
terrible reputation.
Race: Unknown

Attributes: Agility d8, Smarts d6,

Spirit d6, Strength d10, Vigor d10

Skills: Fighting d8, Guts d6,
Intimidation d6, Notice d6, Stealth d8,
Swimming d12, Tracking d6

Charisma: —6; Pace: 6 (12 swimming);
Parry: 6; Toughness: 7

Gear: None

Hindrances: Bloodthirsty,
Ugly, Vengeful (Major)

Edges: Arcane Background (Super
Powers), Power Points

Poverty,




e warped his mind, and he became
ious beast, seeking pleasure in
th of innocents. As an enforcer
, he must be kept on a tight leash

he goes off on a murderous rampage.

ace: Human

Attributes: Agility d6, Smarts d6,
- Spirit d6, Strength d12+5, Vigor d12

Skills: Fighting d8, Guts d6,
Intimidation d10, Notice d4, Track d6
Charisma: -8; Pace: 6; Parry: 6;
Toughness: 9
Gear: None.
Hindrances: Bloodthirsty, Distinctive
Appearance, Mean, Vengeful (Major)
Edges: Arcane Background (Super
Powers), Berserk
Super Powers:
* Attack, Melee (6): Str+2d6.
Knockback  1d10”. Heavy
76 Weapon (horns).

Toughness: 5

Gear: Pocket mirror, mirrored locket.

Hindrances: Habit (Minor: always
admiring her reflection), Phobia (Major:
darkness), Power Negation (when
she can't see any reflective surface),
Stubborn

Edges: Acrobat, Arcane Background
(Super Powers), Power Points

Super Powers:

* Attack, Ranged (10): Area Effect.
Extra Damage. Range 12/24/48,
Damage 3d6, RoF 1, Large Burst
Template. Heavy Weapon (shower
of glass).

* Duplication (5): Can generate one
double (pulled from a reflective
surface).

* Matter Control (5): Level 1. Glass.
Distraction. Binding. Can control
up to 20,000 Ibs (concentration).
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Hindrances: Allergy (Major:
sunlight), Bad Eyes (Minor), Disability
(Minor: bad stutter), Small
Edges: Arcane Background (Super
Powers), Fleet-Footed
Super Powers: Race: Human

* Armor (1): Device. +3 Armor (mole Attributes: Agility
suit). d8, Smarts d8, Spirit

* Attack, Melee (7): Device. Armor dé, Strength d6, Vigor
Piercing +2. Focus. Str+2d6, AP 4. 96
Heavy Weapon (digging claws). Skills: Fighting
d8, Lockpicking d10,
Notice d6, Stealth d10,
Throwing d6, Tracking
d6, Swimming d6

* Burrowing (4): Device. Super
Tunneler. Can burrow through rock
and metal as well as earth. Strike
from beneath (digging claws). 1

* Super Attribute (2): Device. Strength Charisma: +0; Pace: 6;
+3 steps (servos). Parry: 6; Toughness: 5

* Super Skill (1): Device. Climbing Gear: None.
+2 steps, Stealth +2 steps (mole suit Hindrances: Greedy (Major),
claws and stealth paint). Heartless, Loyal




d a psychotic rage.
path himself tends to stay
dden, forcing his mind-controlled
tims to commit outrageous acts of
olence and depravity.
Race: Human
Attributes: Agility d6, Smarts d12
Spirit d8§, Strength d4, Vigor d6
Skills: Fighting d4, Guts d6,
Intimidation d4, Persuasion d8,
Shooting d6, Streetwise d8, Taunt d8
Charisma: +1; Pace: 6; Parry: 4;
Toughness: 5
Gear: None.
Hindrances: Gloater, Habit (Minor:
laughs quietly to self), Overconfident,
Pacifist (Minor)

s

his
puppets and
attempt to bri

Jimmy’s rage at losing his only
“friends” manifested itself in the mutant
ability to control inanimate objects.
Jimmy’s father died that very night—
sliced to pieces by the same scissors he’d
used to destroy the puppets.

Jimmy’s Outsider Hindrance refers to
his complete inability to interact with
people.

Race: Human

Attributes: Agility d6, Smarts dS§,
Spirit d10, Strength d6, Vigor d6

Skills: Driving d6, Fighting d4,
Intimidation d8, Knowledge (Occult)
d6, Notice d6, Repair d6, Stealth d6,
Taunt d8

Charisma: -2; Pace: 6; Parry: 4;
Toughness: 5

Gear: “Lucky” scissors.




Ratkin is feral, savage, and pitiful.
He retreats quickly if obviously
overpowered.

Race: Human

Attributes: Agility d10, Smarts d6,
Spirit d6, Strength d8, Vigor d8

Skills: Climbing d8, Fighting d10,
Lockpicking d6, Notice d6, Stealth d10,

Taunt d6

Charisma: -3; Pace: 8; Parry: 7;
Toughness: 6

Gear: None.

Hindrances: Distinctive
Appearance, Habit (Minor:
strokes whiskers), Phobia
(Major: cats)

Edges: Arcane
Background (Super
Powers), Fleet Footed,
Power Points




30

s: Fighting d6, Knowledge

d6, Lockpicking
d6, Shooting d8§,
h

ds,

Charisma:
+2; Pace: 6; Parry:

5; Toughness: 6
Gear: None.

Hindrances: Delusional

(Minor: people

villain),  Gloater,

(Minor), Heroic

love a
Greedy

heightened her ablhty
to detect danger. She
carries a large scythe
and while not as strong
as her brother, Hammer
(see page 73) sheisaskilled
opponent. She is the brains of
the pair and formulates all
their plans. Her costume is
identical to her brother’s but
looks better on her slim, toned
body. Hammer and Sickle always
work together.
Race: Human
Attributes: Agility d8, Smarts
d6, Spirit d6, Strength d§,
Vigor d8
Skills: Driving d4, Fighting
di2, Intimidation de,
Lockpicking d6, Notice d6,
Stealth d8, Taunt d6




(advanced combat training).

Alfredo Montoya, alias Snoop, is the
mercenary others turn to when they
need someone or something tracked
down.

Snoop is an investigator and snoop
extraordinaire who sells his services to
the highest bidder—hero or villain. He
is a master not only of disguise but of
actual alter-egos, with contacts in every
walk of society.

Snoop dresses and acts like famous
detectives from fiction, altering his
clothing to match. If he wants to appear
as Sherlock Holmes, for example, he
wears a deerstalker hat and short cape.

Race: Human

Attributes: Agility d8, Smarts dS§,
Spirit d6, Strength d6, Vigor d6

Spore, as far as is known, wa
human. The creature seems to
humanoid fungus, created by anot
villain as a servant, henchman, a
assassin. It lacks much intelligence, bu
is remarkably strong and dexterous,
considering it’s a spongy plant.

Spore is a giant humanoid made of
moss, with glowing yellow eyes. It is
not known to bleed when wounded.

Race: Plant

Attributes: Agility d10, Smarts d4,
Spirit d4, Strength d12+1, Vigor d12

Skills: Fighting d12, Intimidation
d10, Notice d6, Stealth d10

Charisma: -6; Pace: 6; Parry: §;
Toughness: 9

Gear: None.

|




he latter responsible for the
of milk he drinks every day.
gblade hires himself out as an
sassin. His blades don’t register on
etal detectors, so he can travel or enter
secure areas easier than most.
Race: Human
Attributes: Agility d8, Smarts d6,
Spirit d4, Strength d6, Vigor d6
Skills: Climbing d6, Fighting d10,
Lockpicking d4, Shooting d8, Stealth d4,
Throwing d8
Charisma: +0; Pace:
Toughness: 5
Gear: None.

6, Parry: 7;

Hindrances: Anemic, Arrogant,
Power Negation (X-rays), Stubborn

Edges: Ambidextrous,

Arcane Background (Super

crimes pure
make some ¢
light blue wi
shoulders.

a cash). His
wave crests a

Race: Human

Attributes: Agility d8, Smarts d6,
Spirit d6, Strength d6, Vigor d6

Skills: Fighting d6, Knowledge (Surf
Culture) d4, Notice d6, Persuasion d6,
Shooting d8, Swimming d8, Taunt d6

Charisma: -1; Pace: 6 [8 swimming];
Parry: 5; Toughness: 5

Gear: None.

Hindrances: Curious, Habit (Minor:

speaks in surfer), Poverty

Edges: Arcane Background (Super

Powers), First Strike, Power Points

Super Powers:

* Aquatic (1): Can’t drown in water.
+2 to Swimming rolls (creates air
bubble).

* Attack, Ranged (5): Area Effect.
Nonlethal. Range 12/24/48, Damage
2d6, RoF 1, Medium Burst Template.




ei} IHEAD

coming and told his men
to run. They didn’t make

it, but Dirk dove into

a sandpit at the last
second and somehow
survived. @~ When he
awoke, however, his body
had fused with the sand

and he was forever after the

vengeful villain known as
Beachhead.

Race: Human

Attributes: Agility d10,
Smarts d6, Spirit d6, Strength
d12, Vigor d10

Skills: Boating d6, Fighting
d8, Intimidation d6, Notice d6,
Shooting d10,
Stealth d10

Charisma: +0;
Pace: 6; Parry: 6;
Toughness: 9

* Explode
(2): 3d6
damage in
Medium
Burst
Template
(ejects
sand).




a member of Japan’s special
forces, but fell afoul of local
Yakuza, whom he owed
money. He was forced to pay
> them back the only way he
Skills: Climbing knew how —by becoming a
6, Fighting ds, hit man.
otice d6, Stealth The armor was
d8, Survival supplied by the
dé6, Tracking d6, Velauzs  aindl
Swimming d4 resembles
Charisma: -2; blacklacquered
Pace: §; Parry: 6; samurai armor. His
Toughness: 12 powers are natural and
Gear: None. the result of years of martial arts
training. His reputation is that
he has never failed to complete a
mission.

Hindrances:
Allergy (Major:
nuts), Distinctive
Appearance (bear Race: Human

who walks Attributes:  Agility  d12,
upright Smarts d6, Spirit d6, Strength
8 4 and wears d12, Vigor d8




Unlike most supervillains, Chainsaw
(alias Pete Kopovski) doesn’t dream of
world conquest, financial wealth, or
other such lofty ideals. He wants to be
remembered for one thing—setting the
highest body count for a serial killer.

Pete knows he’s not smart enough to
avoid capture for long, so he often hires
himself out to others with more power
or better connections. He’s far more
concerned with the long-term body
count than the short term.

Race: Human

Attributes: Agility d10, Smarts d6,
Spirit d6, Strength d12+1, Vigor d6

Skills: Climbing d6, Fighting d12+2,
Guts d4, Intimidation d6, Notice dS,
Stealth d8

Sam Watkins, a former repo
Green Magazine, was trans
into the Crab when polluted s
triggered his latent genetic mutation.

Sam now resembles a six-foot ta
man-crab hybrid, with large pincer:
instead of hands. He was made lame
through an injury caused by one of the
many super heroes who have crossed
his path, but it doesn't affect his pace
too much due to his warped legs.

Race: Human

Attributes: Agility d8, Smarts d6,
Spirit d6, Strength d12, Vigor d8

Skills: Fighting d12+1, Guts d4,
Intimidation d8, Knowledge (Ecology)
d6, Notice d6, Stealth d6, Swimming d8

Charisma: +0; Pace: 4; Parry:
11; Toughness: 15 (9)

Gear: None.

$)




perhaps otherworldly) blueprint
e machine. He built the device,
d it, and —nothing happened.

0 it seemed.

Instead of moving through time,
lake had unknowingly altered the
ime stream around himself. His touch

ages flesh or inanimate matter at greatly
increased speeds.

For this reason, he always wears
gloves when not in the guise of Decay.
His rapid regeneration is actually eating
up his own body as well. His greatly
accelerated age is only slowed by
absorbing certain kinds of radiation, so
his heists often revolve around breaking
into nuclear reactors or other sources of
radioactive materials.

Race: Human

86

eration.
minute
metabolism).

Jeremiah Chesterton III was born to
money and spent his days in wasteful
opulence, surrounded by the best
life had to offer. To amuse himself he
dabbled in the occult, summoning
minor demons simply to annoy them.
One fateful day he read the wrong
ritual and summoned a demon whose
power he could not best. In a moment
of singular cruelty, the demon turned
him into a skeletal monster with razor
sharp claws and a paralyzing touch.
Now Chesterton lurks in the sewers, an
outcast from humanity.

Race: Human

Attributes: Agility d8, Smarts dS§,
Spirit d6, Strength d8, Vigor d8




2 levels of wounds. Immune
to disease and

poison. No

additional

damage

from called

shots

(ghoul).

Gravel is an alien being with power
over rock and stone. He came to earth
many years ago in a meteor, an exile
from his own world. Now he wants
nothing more than to smash his way
to the top of the power ladder. Gravel
resembles a mass of constantly moving
rocks and mud with red glowing eyes.
He should not be underestimated; his
powers allow him to cause destruction




but the courts provec
e crooks were back on the street in
Bert changed his modus operandji,
is lightweight nylon lasso, and
Hangman.
tunately, Hangman now takes a
view of any crime —even littering —
d punishes every lawbreaker. That
e too is now a criminal has obviously
- escaped his diminishing mind.
Race: Human
Attributes: Agility d12+3, Smarts d6,
Spirit d8§, Strength d10, Vigor d8
Skills: Fighting d10, Intimidation d6,
Stealth d10, Throwing d12+4
Charisma: +0; Pace: 6 [12 swinging];
Parry: 8; Toughness: 6
Gear: Noose.
Hindrances: Delusional (Minor: he’s
judge, jury, and executioner), Heartless,
Vengeful (Major)

8

Steve Nitro

world of bike racing when sabotage
by a rival cost him his young life. As
he lay dying in hospital, Nitro made a
deal with the dark powers to serve them
if they spared his life. They agreed,
and now Hell’s Angel serves his dark
masters as they bid.

Often he is sent to kill wayward
occultists who have tried to back out
of a deal. When Hell's Angel rides,
someone is going to die. Although he
looks undead, Hell’s Angel is very much
alive.

Race: Human

Attributes: Agility d10, Smarts d6,
Spirit d6, Strength d12+1, Vigor d12+2

Skills: Driving d10, Fighting d10,
Guts d6, Knowledge (Occult) d6, Repair
dé6, Shooting d8

Charisma: +0; Pace:
Toughness: 9

6; Parry: 7;




Wellington Fairbanks is a man with
an obsession. Since childhood he has
been interested in collecting animals,
whether for zoos around the world or
as trophies. His rifle appears to be a
standard hunting rifle but is in fact an
energy weapon, capable of killing or

stunning even the toughest prey. His
goal is to kill or catch as many unusual
or dangerous creatures as possible,
including superpowered beings and
aliens. He dresses like a big game hunter
from 1930s movies.

Race: Human

Attributes: Agility d8, Smarts dS§,
Spirit d6, Strength d6, Vigor d8

Skills: Fighting d6, Notice d8,
Shooting d6 [d12+1], Stealth d6, Survival
d8, Tracking d8




. . .
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Gear: Poisoned titanium dagger,

stealth suit, drugs, lockpick gear.

Hindrances: Cautious, Heartless,

Servitor, Wanted (Major: every law
enforcement agency on the planet)

Edges: Arcane Background (Super

Powers), First Strike, Level Headed,
Power Points (x2), Quick, Sweep
Super Powers:
* Attack, Melee (1): Device. Str+d4+d6.
Heavy Weapon (titanium dagger).

* Infection (8): Device. Strong.
Victims must make a Vigor roll
at -2 or die instantly (poisoned
dagger).

%

DAW

Race: Human

Attributes: Agility d10, Smarts d6,
Spirit d6, Strength d6 [d12+2], Vigor d6

Skills: Fighting d10, Guts d4,
Knowledge (Engineering) d6, Notice
dé6, Piloting d6, Repair d6, Stealth d10

Charisma: -2; Pace: 6 [48 flying];
Parry: 7; Toughness: 5

Gear: Winged supersuit.

Hindrances: Curious, Greedy (Major),
Mean, Heartless

Edges: Arcane Background (Super
Powers), First Strike, Power Points,
Quick

Super Powers:

* Attack, Melee (6): Device. Str+3d6.
Knockback 1d10”. Heavy Weapon
(clawed feet).

* Ensnare (4): Device. Stronger.
Trapped foes are —4 to escape (claws
attached to feet)




RV

1me is green
to resemble
scales and her hair is braided to look
like snakes. The energy blast comes
from her eyes.
Race: Human
Attributes: Agility d8, Smarts d8,
Spirit d6, Strength d8, Vigor d6
Skills: Fighting d8, Knowledge
(Antiques) d6, Lockpicking d8, Notice

d8, Persuasion d6, Shooting d8, Stealth
d8, Streetwise d6

Charisma: +0; Pace: 6; Parry: 6;
Toughness: 5

Gear: None.

Hindrances: Allergy (Minor:
reflective surfaces), Greedy (Major),
Phobia (Major: swords), Stubborn

Edges: Arcane Background (Super
Powers), Connections, Marksman,
Power Points (x2)

Super Powers:

* Attack, Ranged (10): Extra
Damage (x2). Nonlethal. Range
12/24/48, Damage 4d6, RoF 1.
Heavy Weapon (eye beams).

* Ensnare (4): Limb. Stronger.
Strength or Agility at —4 to escape
(prehensile hair).

e Extra Limb (11): Two limbs. Reach
+3 (prehensile hair).




owers), Power Points (x2)

Super Powers:

* Minions (10): Special—cost 2 per
minion. Has five zombies at his
beck and call. Use the standard
Zombie stats from Savage Worlds.
Necromancer can replace them at
the rate of one per day from any
available source (voodoo).

* Super Attributes (2): Smarts +2 steps
(gifted).

* Super Skills (1): Spellcasting +2
steps (well versed in occult).

* Super Sorcery (12): Level 4
(voodoo).

d6, Shooting
Charisma:
Toughness: 7

Gear: None.

Hindrances: Allergy (Major:
sunlight), Greedy (Minor), Ugly,
Weakness (Major: light)

Edges: Arcane Background (Super
Powers), First Strike, Power Points (x2),
Strong Willed

Super Powers:

* Ageless (1): Unaffected by aging
(living shadow).

* Attack, Ranged (9): Extra Damage
(x2). Range 12/24/48, Damage 4d6,
RoF 1. Heavy Weapon (bolt of solid
darkness).

* Darkvision (2): No penalties for
darkness (“darksense”).

* Deflection (4): Ranged attacks
against her are at —4 (confusing
shadows).




0; Pace: 6;
:8[17 (9)]
mored battlesuit, ad
drugs.
Hindrances: Delusional
he’s indestructible), Gloater,
Stubborn

Powers), Berserk, Combat Reﬂex
Improved Nerves of Steel, Powe

Points
Super Powers:
* Armor (6): Device. +9 Heavy
Armor (armored battlesuit).
* Attack, Melee 10):
Device. Elemental Trick:
Electricity. Focus. Str+3dé.
Knockback 1d10”. Heavy
Weapon (servo-assisted
electropunch).




ances: Alien Forr
umbs, Illiterate, Se

Hold the Line, Inspire, Power
ints (x2)

* Matter Control (5): Level 1. Plants.
Binding. Distraction. Can control
50,000 Ibs (plant symbiosis).

* Minions (15): Summonable. Can
summon five plant men from any
vegetation (plant control).

* Super Attributes (5): Spirit +1 step,
Strength +2 steps, Vigor +2 steps
(plant biology).

¥ POLTERGEIST

Clarissa Brown inherited her powers
from her gypsy mother. She
has no idea who her father

94 is. Clarissa was always of a

* Invisibility (5): Can become
invisible at will (concentration).

* Telekinesis (10): Level 4. More
Range. Range 24”. Strength d12+2
(concentration).

S REICHEUHRER!

Reichfuhrer is the grandson of a
former Nazi general and takes his
heritage very seriously. He despises all
non-Aryans—especially non-humans.
His powers, so he claims, are the result
of possession by Himmler’s spirit
following an experiment into occultism
as a youth. He wears a black costume
decorated with swastikas and leads his
loyal followers, Panzer (page 93), Stuka
(page98),and Uberfrau(page101), known
as the Fourth Reich.

Race: Human




(psionics).

* Mind Reading (3): One target.
Range 12" (force of will).

* Minions (10): Ten soldiers armed
with .50 caliber pistols with
MetaStopper bullets and wearing
Kevlar vests with inserts (fellow
Nazis).

S THE[SPIDER!

At the heart of every web lies a spider,
and the Spider, otherwise known as
billionaire antiquities dealer Hamilton
Smythe, controls the crime in much
of upstate New York. The Spider is
extremely careful never to leave any
clues to his involvement in a crime and
has many highly-paid lawyers to point
the finger of blame somewhere else.
Nothing illegal happens in New York

State without the Spider learning of it—
and usually running the show.

The Spider may not possess
many superpowers, but if he

Y




Winston Pike was frustrated. He
anted to be a children’s author but
never had that lucky break, even though

his stories were actually quite good.

While searching for inspiration,
he found an ancient tome in an old
and forgotten library. Unfortunately,
rather than use his powers for good, he
decided to make innocent people act
out his stories. He keeps a small pad of
sketches handy for improvisational use,
but prefers to work to a tight script.

Race: Human

Attributes: Agility d6, Smarts d10,

Spirit d8, Strength d6, Vigor d8
Skills: Driving d6, Fighting
9“ d6, Guts d6, Intimidation dé6,

Patricia Dalgleish’s unusual powers
developed when she was at college.
During a romantic moment with her
boyfriend she suddenly developed a
sudden itch on her arms. Scratching,
her nails pulled away great sloughs
of skin to reveal hairy arms! The more
she tugged, the more skin came away,
until she had removed virtually all her
flesh. Rather than looking all gooey,
she looked, and sounded, exactly like
her boyfriend. He freaked out, so she
slapped him. He dropped like a stone —
paralyzed by her touch.

Patricia snapped and killed the
unfortunate young man, which only
pushed her further over the edge.

Striptease seems like a sexy, confident
killer these days, but in fact she’s still
a panicked school girl who's entire life
changed in one hellish moment.

Race: Human




a Vigor -2 roll are
paralyzed for 2 rounds
(poison touch).

b d STROBE

When a supervillain
accidentally blinded
Josh Masters’ girlfriend
it nearly broke him. Josh
pulled through, though
emotionally scarred, and
vowed to get revenge at any
cost. He decided to use the
power of light as his weapon
of vengeance (an eye for an eye,
and all that) and constructed
a special silver suit capable of
emitting powerful blasts of light.

Race: Human




yzes foes for 1 r
ect).
leport (4): Device. Rapid Teleport.
teleport up to 12” (become
tons).

Klaus Von Richthofen claims to be
elated to the infamous Red Baron, but it
- is more likely he simply uses that alias.
A special suit, the prototype of which
was first tested in WWII, generates his
powers. The suit has a built-in jet pack
with lateral thrusters for tight turns,
twin blast cannons mounted on the
shoulders, and is lightly armored. He
has no qualms about killing innocents
and is very happy being a soldier in
Reichfuhrer’s (page 94) army.
Race: Human
Attributes: Agility d10, Smarts d6,
Spirit d6, Strength d6, Vigor d6

8

(6): Device. Pace 48.
Opponents are -2 to attack when he
is moving (rocket pack).

¥ ¢ SUPERNOVAN

Duke Barton was the pilot on a
returning space mission when the craft
was struck by radiation from a solar
flare. His body was forever altered,
throwing off lethal amounts of radiation
to anyone who came near him. With
modern science unable to find a cure,
he learned all he could about radiology
and determined to find a cure himself.

The tragic villain commits crimes
only to fund his research, but has
become somewhat deranged by the
many experimental chemicals ravaging
his body.

Race: Human




characters
(radiation

* Darkvision (1): Requires Activation.
No penalties for bad lighting (can
see all wavelengths of radiation).

* Energy Control (4): Radiation.
Elemental Trick: Radiation. Range
12”. Medium Burst Template.
Nullify. Damage 2d6 (opening
grilles in suit).

* Explode (4): Elemental Trick:
Radiation. 3d6 damage in Medium
Burst Template (gamma ray burst).

* Immunity (4): Radiation. Direct
attacks cause half damage
(“natural” immunity).

P TEAPEST:

Tempest, alias Johnny Salvatore, is a
mutant, born with the power to control
the weather. At first he used his powers
for good, but the storm within him has
pushed him down a darker path. Now

Ranged (11): No

Burst Template. Range 12
Damage 3d6, RoF 1. Heavy
(thunderclap).

* Immunity (4): Air/wind.
attacks cause half damage (
control).

* Storm (8): Downpour. Gale Force
Lightning  Strike. Has almost
complete control over the weather
(concentration).

* Super Attribute (2): Spirit +2 steps
(Zen training).

%S TROGLODYTE!

Troglodyte is not a specific
supervillain, but a member of the
race by that name. The race lives deep
underground, far from the gaze of man.
They are a splinter group in
humanity’s evolutionary path,
and fled beneath the earth to

%9




* Super Attributes (4): Agility +1 step,
Strength +2 steps, Vigor +1 step
(natural physiology).

S TURBULENCE!

Nick Storm, hick farm boy from out
west, manifested his mutant powers
afterbeing caughtinatornado. Although

he possesses a remarkable degree of
control over the air, Turbulence loves
nothing more than wrecking things,
whether by blowing them over or by
crushing them under air pressure.

Race: Human

Attributes: Agility d8, Smarts d6,
Spirit d6, Strength d8, Vigor d8

Skills: Fighting d8, Guts d6, Shooting
d12+1, Stealth d6, Taunt d10

Charisma: —2; Pace: 8 [32 flying];
Parry: 6; Toughness: 6

Gear: None.




fail a Strength roll at -2 are thrown
1d10” for 2d6 damage (tornado)

% UBERFRAU

Uberfrau is the persona of Frieda
Wagner, a result of the same genetic
experiments that produced Panzer.
Uberfrau has few true superpowers, and
those she has are genetic enhancements.
Her agility is a mixture of training and
genetic modification.

Frieda wears what can only be called
an SS dominatrix outfit, complete with
leather and whips. Her goal of world
domination is visualized through
eugenics programs to breed out racial
impurities.

Race: Human

Attributes: Agility d12, Smarts d6,
Spirit d8§, Strength d8, Vigor d8

* Super Edges (4): Block, Cc
Reflexes (martial arts).

A\VETERAN
¥ IALCHEMIST:

Nicholas Foucaultis actually the direct
descendant of the famous alchemist
whose name he bears. He uses his
powers not for the benefit of mankind,
but to finance his own research into new
chemical formulas.

Alchemist’s devices are potions.
Contrary to the standard power
descriptions, most must be targeted
with a Throwing roll. They have a
range of 3/6/12. Any power requiring an
attribute roll uses Alchemist’s
trait.

Race: Human ml




invisible (1nv151b111ty pot1on)

* Negation (3): Device. Level 1. More
Duration (negation potion).

* Super Attributes (2): Smarts +2
(super genius)

¥ BIACK(HOLE

Dr. Munroe was experimenting
with creating black holes in a particle
chamber when there was a terrible
accident. Gravity waves tore at his body
before safety mechanisms kicked in and
saved his life. The experience altered his
body and gave him the power to control
gravity and even to bend light around
himself. Unfortunately his mind was
warped as well, and he now seeks to
destroy everything in his path.

Race: Human




* Deflection (4): Opponents are —4
to ranged attacks (gravitational
distortion).

* Force Control (7): Level 3 (Strength
d12). Gravity. Damage. Bind.
Medium Burst Template (gravity
control).

* Super Attributes (12): Strength +6

steps, Vigor +6 steps (super dense
body).

SR LIACK(SCORPION

Black Scorpion is the code name of
an Arab terrorist leader in the Middle
East. He got his powers after irradiated
material at a hasty facility in the deep
desert leaked and wiped out most of
his cell. As Abdul Omar Rafsanjani
staggered away from the incident, he

Combat Reflexes,
Headed, Nerves of Steel, Power
(x2), Sweep

Super Powers:

* Armor (6): +6 Heavy
(chitinous skin).

* Extra Limb (5): One addition
limb. +1 Reach (scorpion’s tail).

* Infection (4): Opponents must make
a Vigor roll or die in 1d6 hours
(poison sting).

* Speed (5): Pace 48. Opponents are -2
to attack when he is moving (super
fast).

* Super Attributes (3): Agility +1 step,
Strength +2 steps (mutated DNA).

* Super Skills (1): Fighting +1 step,
Stealth +1 step (advanced training).

* Wall Walker (1): Can move along
any surface (strong grip).
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ONTROLLER!

Gear: Exceptionally advanced
computer (self).

Hindrances: Alien Form (computer),
Cautious, Disability (Major: small
appliance), Small, Vengeful (Minor)

Edges: Arcane Background (Super
Powers), Connections, Improved Level
Headed, Power Points (x3)

Super Powers:

* Armor (8): +9 Heavy Armor

(heavy shielding).

* Attack, Ranged (6): Nonlethal.

Medium  Burst  Template.

Ranged 12/24/48, Damage 2d6,

RoF 1 (electrical discharge).

* Broadcast (6): Manipulation.

More Range. Can tap into and

manipulate broadcasts within
one mile (graphics processor).




ADER!

3

his sword is drawn and a prayer spoken.
He makes an excellent ally for other
superhero groups—particularly those
facing off against more powerful foes.

Race: Human

Attributes: Agility d8 [d10], Smarts
d8, Spirit d8 [d12], Strength d8 [d12+1],
Vigor d8 [d12]

Skills: Driving d6, Fighting d8
[d12+2], Investigation d6, Knowledge
(History) d6, Knowledge (Religion) d8,
Notice d6, Riding d6, Stealth d8

Charisma: -1; Pace: 6; Parry: 8 [11];
Toughness: 6 [11 (3)]

Gear: Chain mail, holy longsword.

Hindrances: Code of Honor, Gimmick
(must draw sword and invoke a prayer),
Habit (Minor: always muttering
prayers), Loyal

Edges: Arcane Background (Super
Powers), Combat Reflexes, Improved

The Dark Angel is a being
another dimension. Given its g
appearance, it is likely a Hell dimensio
The fiend resembles a giant, jet-blac
humanoid with fiery-red hair, bat-like
wings, and a terrifying visage. It carries
a large spear in its hand.

Race: Hell Beast

Attributes: Agility d6, Smarts d4,
Spirit d6, Strength d12, Vigor d10

Skills: Fighting d10, Guts d6,
Intimidation d12, Stealth dé6

Charisma: —6; Pace: 6 (24 flying);
Parry: 7; Toughness: 7

Gear: Spear.

Hindrances: Bloodthirsty, Heartless,
Power Negation (holy ground),

Ugly
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sion (glowi

Dracovich is a Russian

llain who has come to the West

e his name in the underworld.

s amazing powers allow him access to

ost any location on Earth, and very

ew security measures can detect his

- near-perfect ability to become someone
else.

The source of his power is a genetic
mutation that allows him to alter his
physical form at will. He can form an
exact duplicate of anyone he meets if he
ingests a portion of their DNA.

Race: Human

Attributes: Agility d8, Smarts dS§,
Spirit d10, Strength d6, Vigor d6

Skills: Fighting d4, Lockpicking
d8, Notice d8, Persuasion d8,
Stealth d8, Streetwise d8, Taunt

ds8
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* Shrink (3): Can shrink down to 1”
(mutated metabolism).

* Speak Language (3): Written Word.
Understands all languages, both
written and spoken (natural talent).

¥ SEGO)

When famed college quarterback
Carlos Tyler was horrifically maimed in
a bus crash everyone expected him to
die. He was on life support for six years,
before his parents decided to switch it
off. To their surprise, Tyler didn't die—
he actually awoke.

While comatose, Tyler’s mind
underwent a dramatic change and
evolved a superego capable of
projecting itself on the material world as
a powerful physical force. Tyler’s body
may be all but useless, but his vengeful,




If you need a gizmo for a job, contact
the Fixer. Fixer—whose real name is
unknown—is a scientific genius with
a knack for being able to produce just
about any item imaginable at short
notice. His services aren’t cheap, and
those who have dealt with him know
never to double-cross him. Fixer isn't
just a “behind-the-scenes” villain—he
uses his devices to steal money and
parts to make more gizmos.

Race: Human

Attributes: Agility d10, Smarts d12,
Spirit d10, Strength d8, Vigor d10

Skills: Driving d4, Fighting d8§,
Knowledge (Engineering) d12, Notice
d8, Repair d10, Shooting d8

Charisma: -2; Pace: 6; Parry: 6;
Toughness: 7

Gear: Toolkit, parts for repairs.

Race: Human

Attributes: Agility d12, Smae
Spirit d6, Strength d6, Vigor d10

Skills: Driving d6, Fighting d8, No
dé, Shooting d12, Stealth d8, Tracki
de

Charisma: -2; Pace: 6; Parry: 6;
Toughness: 7 [13 (6)]

Gear: Armored fatigues, grenade
launcher, specialty grenades.

Hindrances: Arrogant,
Heartless, Vengeful (Major)

Edges: Arcane Background (Super
Powers), Combat Reflexes, Command,
Hold the Line, Power Points (x3)

Super Powers:

* Armor (3): Device.

(Armored fatigues).

Mean,

+6 Armor
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* Attack, Range (8): Device.

- Area Effect. Extra Damage.
Range 12/24/48, Damage 4d6,
oF 1. Medium Burst Template.
Heavy Weapon (grenade launcher).
* Negation (4): Device. Level 1:
Range 12”. Uses Shooting (energy

grenades).
* Paralysis (5): Device. Extra
Duration. Extra Range. Range

12/24/48. Paralysis lasts 2 rounds.
Uses Shooting (paralysis grenades).
* Stun (6): Device. Larger. More
Range. Stronger. Range 24”, Vigor
rolls are at —2. Uses Shooting (stun
grenades).
* Super Attribute (2): Agility +2 steps
(training).
* Super Edge (2): Marksman
m8 (training).

3¢ E{QUEEN

Ge e. ‘
Hind s:  Allerg o
heat/fire), edy (mino cifist
(Major), Weakness (Major: heat/fire)
Edges: Arcane Background (Super
Powers), Level Headed, Nerves of Steel,
Power Points (x2), Steady Hands

Super Powers:

* Armor (3): Requires Activation. +6
Armor (icy sheath).

* Deflection (1): Requires Activation.
Ranged attacks are at -2 (icy shield).

* Energy Control (2): Cold. Nullify.
Damage 2d6 (icy beams from
hands).

* Ensnare (10): Area Effect: Ranged
Attack. Stronger. Range 12”. Large
Burst Template. Foes are -2 to
escape attempts (volley of icicles).

* Matter Control (4): Level 1. Ice.
Distraction. Can affect 10,000
pounds (concentration).

* Speed (3): Pace x 4. Opponents are
-1 to attack when she is in motion




>% VATT

Shootmg d8 Stealth d6
Charisma: +0; Pace: 6; Par

Edges: Arcane Background (Super ToughEue?
Powers), Level Headed, Marksman, Gear: None.
Power Points (x3), Steady Hands Hindrances: Allergy (Minor: wate
Heartless, Weakness (Major: water)

Hlndrances Arrogant, Loyal, Heart-
less, Overconfident

Super Powers:
* Armor (6): Device. +9 Heavy Armor Edges: Arcane Background (Super

Powers), Combat Reflexes, Improved
« Attack, Ranged (16): Device, Nerves of Steel, Level Headed, Power

Area Effect. Extra Damage (x3). PointiS
Knockback 1d4”. Rapid Fire. Range Super Powers:
12/24/48, Damage 5d6, RoF 2. Large * Attack, Ranged (12): Extra Damage.
Burst Template. Heavy Weapon Nonlethal. Knockback 1d4”. Range
(missiles). 12/24/48, Damage 4d6, RoF 1.
* Damage Field (4): Device. Medium Heavy Weapon (electricity).
Burst Template. Foes in template * Damage Field (3): Adjacent
suffer 2d6 damage (electrical characters suffer 2d6 damage
defense screen). (electrical charge).
* Explode (1): Device. 3d6 damage * Energy  Control  (2):
in a Medium Burst Template (anti- Electricity. Nullify. Damage
personnel bombs). 2d6 (static field).

(armored battlesuit).
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3 THEJMONSTER

Stren 8 ste

(mons 5 strength).

e Toughness (9): +6
(super dense flesh).

Oskar Baumstein was

swimming in the sea

when a small octopus

bit him. Days later, he

was shocked to discover

e was growing slimy

tentacles from his torso!

Over the next few months

Oskar’s body transformed

into a cross between an octopus

and a human—even his own human

arms became tentacles, leaving

him with no hands or opposable

thumbs. Unable to lead a

normal life, Oskar turned to

crime, specializing in robbing
ocean liners.



steps, Vigor +2 steps (mutated
DNA).

* Super Skills (4): Stealth +4 steps
(chameleon skin), Swimming +4
steps (propelled by tentacles).

* Toughness (3): +2 to Toughness
(deep water adaptation).

* Wall Walker (1): Can walk on sheer
surfaces (suction-cup tentacles).

b4 PESTILENCE

Dr. Sarah Martin was exposed to a
secret government bio-weapon when
she treated a patient who had escaped
from a villainous research center. The
disease ravaged her body, leaving her
flesh covered in boils and pus, yet it
did not kill her. Pestilence is immune
to all diseases and heals damage
amazingly fast, but does not regenerate

followed by death in 1dé6
(super diseases).

* Regeneration (10): z
Regeneration. Makes a Vigor rol
every minute to heal damage (fast
metabolism).

* Super Attributes (5): Vigor +5 steps
(super immune system).

¥ SPROJECTOR)

Walter Beacon was fascinated by
special effects as a kid and decided all
he wanted to do when he grew up was
work in the movies. During college
he built a hologram projector creating
life-like illusions. When he
graduated, he approached a

11}




16, RoF 1. Heavy Weapon (laser).
ce Control (10): Device. Level
Bind. Strength d12+3 (energy

ser).

Illusions (13): Device. Film Quality.
Psychosomatic Trauma. Can create
objects in a 128” cube (hologram).

* Super Attribute (2): Smarts +2 steps
(super genius).

* Super  Skill (1):
(Engineering) +2
genius).

¥ SRINGHASTER

Davenport’s Circus may not be the
biggest in the world, but it boasts an
impressive array of animals, and for
good reason. Ringmaster uses his

mutant power of Animal

Knowledge
steps (super
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* Animal Control (16): Summoning.
Telepathic Link. Controls four lions
and a gorilla (mutant power).

* Attack, Melee (6): Device.
Nonlethal. Reach +1. Knockback
1d4”. Str+2d6+d4. Heavy Weapon
(whip).

* Ensnare (2): Device. Can entangle
foes (whip).

* Super Skills (1): Device. Fighting +2
steps, Intimidation +2 steps (whip).

P4 dSOOTHSAYER}

Katyana Drasilova was born to a
poor Romanian gypsy family. Like
her mother and her grandmother, she
had the gift of prophecy. Unlike her
ancestors, she had true magic powers
and could bend reality to her will. When




Gear: None.

Hindrances: Allergy
(Minor: heather), Curious,
Outsider (gypsy), Vengeful
(Major)

Edges: Arcane Background
(Super Powers), Improved Level
Headed, Power Points (x3), Strong

Willed

Super Powers:

* Awareness (8): Danger
Sense. Negates penalties for poor
lighting and other obscurement.
Opponents at —4 to hit. Smarts roll
to sense ambushes (intuition)

* Jinx (4): Improved Jinx. Opponents
suffer mishap on 1 or 2 on skill die
(evil eye).

* Super Sorcery (18): Level 6 (magic).

3 SURTUR!

™

Skills: Fighting

Guts d6, Intimida
Notice d6, Stea
Taunt d8

Toughness: 11
)]

Gear: Breast-
plate,  great-
sword.

Hindrances:
Arrogant,

Heartless, Overconfident, Weakness
(Minor: water)

Edges: Arcane Background (Super
Powers), Block, Combat Reflexes, Im-
proved Sweep, Power Points (x3)




reat to society. His preferred form
k is to take a long run up, curl

Attributes: Agility d12, Smarts d§,

Spirit d6, Strength d12+3, Vigor d12+2

~ Skills: Fighting d12, Guts d6,
Intimidation d6, Notice d6, Stealth d10,
Taunt d6

Charisma: -1; Pace: 48; Parry: 9;
Toughness: 9

Gear: None.

Hindrances: Bad Luck, Distinctive
Appearance (very shiny, oily skin),
Habit (minor: keeps shouting “Strike!”)

Edges: Acrobat, Arcane Background
(Super Powers), Combat Reflexes,

Improved, Level Headed,
Power Points (x2)

i

Race: Human

Attributes: Agility d8 [d12], Smarts
d8, Spirit d10, Strength d6 [d12+6],
Vigor d6 [d12]

Skills: Driving d6, Fighting dS§,
Healing d8, Intimidation d6, Knowledge
(Genetics) d8, Notice d6, Stealth d6

Charisma: -2; Pace: 6; Parry: 6;
Toughness: 5 [14]

Gear: None.

Hindrances: Gimmick (must be
angry or distressed), Mean, Heartless,
Vengeful (Major)

Edges: Arcane Background (Super
Powers), Combat Reflexes, Improved
Nerves of Steel, Power Points (x3)

Super Powers:

* Attack, Melee (9): Focus. Str+3d6.

Heavy Weapon (big teeth).




¥ QVANPYRE

Henry Oakman’s regular life Background
ended after a holiday in Transylvania, (Super Powers),
when a vampire attacked him. Instead First Strike,
of dying, his will to live (and desire Frenzy,
to be somebody) brought him back as Improved Level
an undead, with some of their powers Headed, Power
but few of their weaknesses. He Points (x2)

primarily feasts on young Super Powers:

ladies, often the homeless.  Animal Control (3): Swarm
He Plans to r}lle 4 W_Oﬂd of rats (domineering will).
fonie by him andgny * Decay (3): Foes must make a Vigor

o v SlEg roll or suffer a wound (life drain).
Race: Human

Attributes: Agility d8, Smarts d12,
Spirit d10, Strength d12+1, Vigor d12

1]




—she can't stop talking either.

s developed an overriding fear

ding still—believing that if she

oving she will lose her powers.
ace: Human

Attributes: Agility d10, Smarts d§,

pirit d6, Strength d6, Vigor d6

Skills: Fighting d10, Guts d4,
Intimidation d6, Notice d6, Stealth d10,
Taunt d8

Charisma: +0; Pace: *; Parry: 7;
Toughness: 5

Gear: None.

Hindrances: All Thumbs, Arrogant,
Big Mouth, Phobia (Major: standing
still)

Edges: Arcane Background (Super
Powers), First Strike, Improved Dodge,
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of reading
gaining the

has tormented him, trying his best to
make their lives a misery.

Race: Human

Attributes: Agility d8, Smarts d12,
Spirit d8, Strength d4, Vigor d8

Skills: Fighting d4, Knowledge
(Astronomy) d12, Knowledge (Biology)
d10, Knowledge (Chemistry) d10,
Knowledge (Genetics) d12, Knowledge
(Geology) d10, Shooting d8.

Charisma: -2; Pace: 8; Parry: 4;
Toughness: 6

Gear: None.

Hindrances: Heartless, Outsider (total
nerd), Phobia (Major: bladed weapons),
Vengeful (Major)

Edges: Arcane Background (Super
Powers), Fleet Footed, Nerves of
Steel, Power Points (x3), Scholar




Born to a sorceress and a now-dead
superhero, Fugue was destined to have
superpowers. His ability to time travel
developed quite early, and keeping
the infant from disappearing through
time was a permanent job. Fugue’s
time travel powers are limited to a few
minutes either side of the present.

During one temporal jaunt, he ran
into an alien visitor traveling back
through Earth’s history. Fugue and he
got into a small scrap, and the alien
vowed to come back and get revenge.
Fugue doesn’t know when he can expect
a rematch.

* Extra Actions (12): Four
actions (time control).

* Parry (4): Catch and Thr
Parry (alter time flow).

* Teleport (6): Rapid Teleport. C
teleport up to 12” in up to thre
segments (short time hops).

* Super Attributes (5): Agility +2
step, Strength +2 step, Vigor +1 step
(altered metabolism).

RS HARIEQUIN

When Dr. Nicola-Jane Bartez,
psychiatrist and amateur astronomer,
went to see the total eclipse in England,
she got more than she bargained for. As
the eclipse neared its maximum, strange
energy waves from the sun and moon
washed over her, starting a
rapid transformation—half her
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7

: Driving d6,
g d8, Guts d6, Healing

), Knowledge (Psychology) d6,
ooting d10, Stealth d6
Charisma: -1/-5; Pace: 6; Parry: 6;

Toughness: 7

Gear: None.

Hindrances: Bloodthirsty (evil side
only), Disability (Major: complete
split personality), Distinctive
Appearance, Habit (Minor:
argues with self in
two different voices),

Pacifist (Major: good
side only)

Edges: Arcane

Background (Super
Powers), Combat
"8 Reflexes, Dodge,

* Immunity
Light. Direct attacks
cause half damage (turns
black as night).

HVEGION

Dimensional physics has
always been a dangerous
field of study. With
unknown powers existing
in dimensions beyond
our own, the potential
for reward for the first
scientist to breech the
dimensional barrier —

and survive—drives

many to take great

risks. Dr. Lorraine

Parker took one

risk too many

and opened




Guts d4,

lge (Physics)

d8, Notice d8, Shooting d10, Stealth d6

Charisma: -1; Pace: 6; Parry: 6;
Toughness: 7

Gear: None.

Hindrances: Gloater, Habit (Minor:
always has to deliver her “opening
line”), Phobia (Minor: mirrors),
Terminally Il

Edges: Arcane Background (Super
Powers), Brawny, Combat Reflexes,
Command, Hold the Line, Improved
Level Headed, Inspire, Power Points
(x4), Steady Hands

Super Powers:

e Attack, Ranged (16): Extra Damage
(x2). Nonlethal. Rapid Fire (x2).
Range 12/24/48, Damage 4d6, RoF
3. Heavy Weapon (energy blasts).

* Duplication (15): Can create three
duplicates (dimensional twins).

* Force Control (4): Level 2 (Strength
d10). Range 12”. Medium Burst

>% NETRON

of retirement. His return to pub
has focused on committing parti
juicy crimes before rougher
become involved and the occas
direct apprehension of particular
thuggish supervillains.

Gallowham is now in his early 80s.
Although his vitality and strength have
gone, he is still as agile as an Olympic
gymnast. His suit—he still uses the
original —looks like a robot from a
B-movie, but it still functions perfectly
after 60 years.

Race: Human

Attributes: Agility d10, Smarts d§,
Spirit d8§, Strength d4 [d12], Vigor d6
Skills: Fighting d10, Intimidation d6,
Knowledge (Engineering) d6, Notice
d4, Persuasion d6, Repair d6,
Shooting d8, Streetwise d8§,
Taunt d6
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alfunction (2): Device. Can cause

achines to malfunction (magnetic
uption).

er Aftributes (3):

Strength +4 steps (servos).

Device.

Jose-Maria Barrabas earned a living
selling Aztec artifacts to rich western
museums and private collectors. An
ancient legend led him deep into the
jungle, where he found a lost temple.
To his amazement, he discovered
the temple had survived the Spanish
conquest and was brimming with
golden artifacts. Ignoring the warning
carved on the side, Jose-Maria ventured
into the catacombs.

The lure of the golden
statuette he found in the deepest
vault proved too tempting, and
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Toughness: 10

Gear: None.

Hindrances: Bloodthirsty, Distinctive
Appearance, Mean, Vengeful (Major)

Edges: Arcane Background (Super
Powers), Combat Reflexes, Frenzy, Level
Headed, Power Points (x4), Nerves of
Steel

Super Powers:

* Attack, Ranged (12): Extra Damage
(x2). Rapid Fire. Range 12/24/48,
Damage 4d6, RoF 2. Heavy Weapon
(death ray).

* Decay (5): Strong. Foe touched must
make a Vigor roll at -2 or suffer a
wound (death touch).

* Fear (3): Terror. Scary. Opponents
must make a Guts roll at -2 (undead
visage).

* Super Attributes (9): Agility +1 step,
Smarts +2 steps, Spirit +2 steps,




e a wolf hunter and
trapper. For days on end
he would wander the
forests, hunting wolves
and deer to sell at the
local market.

During a ferocious bliz-
zard, he sought refuge
in a small hut and was
welcomed by the owner—

an old crone of hideous

appearance and inhuman

strength. Over a bowl of

stew, the crone told Josef of her dream
of a free Russia, where everyone could
be their own person. Josef agreed with
her. The crone needed an agent to make
her dream a reality—she chose Josef.
Before he knew what was happening,
she wrestled Josef to the ground and
transferred part of her life force into
him. Josef gained magical powers, but
he also became the slave of Baba Yaga
(page 125).

(Major: Baba Yaga),
less, Power Nega
(holy ground), Weakne
(Minor: darkne

Powers), Charismatic

Combat Reflexe
Danger Sense,
Improved Dodge,
Improved Level
Headed, Power
Points (x4)

Super
Powers:

* Super Attributes (6): Smarts +3
steps, Spirit +3 steps (magical
enhancement).

* Super Skill (2): Spellcasting +4
steps (magical enhancement).

* Super Sorcery (27): Level 9
(magic).




ma: +0; Pace: 6 |
Toughness: 7 [16 (9
r: Powered armor.
drances: Greedy (Major),
ess, Wanted (Major: NATO),
kness (Minor: radiation)

Edges: Arcane Background (Super

wers), Improved Dodge, Improved

2vel Headed, Power Points (x4)

Super Powers:

* Armor (6): Device. +9 Heavy Armor
(armored suit).

» Attack, Melee (8): Device. Focus.
Strength +4d6. Heavy Weapon
(powered fists).

* Darkvision (1): Device. Negates all
darkness penalties (radar).

* Flight (8): Device. Can reach 240
mph. Opponents are —4 to attack
when he is in motion (rocket pack).

* Heightened Sense (1): Device.

+2 to Notice rolls (sensory
enhancement).

122

D3¢ PIPER

generate fear in humans and even
control their minds. Seeing a chance
to get rich quick—and get some babes
to fulfill his basest perversions—Klaus
bought a harlequin costume and became
the Pied Piper.

His Minions are citizens who the Piper
has controlled so often they have become
brainwashed slaves. This is simply
a way of accounting for his Minions
and cannot be used to permanently
brainwash other characters.

Race: Human

Attributes: Agility d6, Smarts d12
[d12+2], Spirit d8, Strength d6, Vigor
d10

Skills: Driving d4, Fighting d4,
Intimidation d8, Knowledge (Music)
d12, Stealth d8, Taunt d12




clubs, and other assorted
melee weapons (thugs).

* Mind Control (16): Device. More
Minds. Can control 9 minds at
once (pipes).

* Super Attribute (1): Device.
Smarts +2 steps (playing
the pipes).

L IACHYON

Dr. Bruce Roberts transformed into
Tachyon after sub atomic particles from
a faulty particle accelerator smashed
into his body. Roberts gained the power
to transform his physical form into
sub atomic particles, allowing him to
“teleport” by moving short distances at
light speed, and to pass through solid
matter by squeezing through the gaps
between atoms.

: None.
indrances: Alien
mass of swirling e
particles), Gloater,
less, Stubborn
Edges: Arcan
ground (Super P
Combat Reflexes,
proved Level Heade
Power Points (x4), Quick
Super Powers:
* Attack, Ranged (7): Elemental
Trick: Radiation. Rapid Fire. Range
12/24/48, Damage 2d6+2, RoF 2.
Heavy Weapon (tachyon beams).
* Extra Actions (6): Two extra actions
(super fast).
* Fear (3): Foes must make a Guts roll
(dark cowl).
* Intangibility (7): Phaser. Can pass
through solid matter (sub atomic
transformation).
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was constructed
0 programs—save
s and follow orders.
arly attempts were
with failure—several
s were aborted because
ders conflicted with his
ary programming. Since then

nk has become increasingly riddled

with logical flaws, and his programming
- is now fundamentally corrupted.

Tank is humanoid, but has a solid
metal shell and speaks in a grating,
mechanical voice. His nanobot auto-
repair system has actually evolved over
time. Where once they could repair
damage in a day, they now perform the
same task in minutes to keep Tank at
full fighting effectiveness.

He isn't much of a conversationalist,
but stick him in a fight and he’s a happy

robot—as happy as a robot
with no emotions can be, that

1/

(Super
Reflexes, Fir
Power Points (x4)

Super Powers:

* Armor (8): +9 Heavy Armor
(armored body).

* Attack, Melee (6): Str+2d6.
Knockback 1d10” (super hard fists).

* Construct (5): +2 recover from
being Shaken. No wound penalties.
Immune to poison and disease. No
extra damage from called shots
(robot).

* Regeneration (10): Fast
Regeneration. Makes a Vigor roll
every minute to heal damage
(nanobots).

* Super Attributes (6): Strength +4
steps, Vigor +2 steps (robot).




SENDARY

>t WAGA

do now is find him and eat him —alive.

Should Baba Yaga ever eat Oktober,
she gains all his superpowers and
retires from play. Her only interest is to
regain her strength.

Race: Human

Attributes: Agility d8, Smarts d10,
Spirit d10, Strength d12, Vigor d12

Skills: Fighting d8, Intimidation d8,
Knowledge (Arcana) d8, Shooting d8,
Spellcasting d12+2

Charisma: —2; Pace: 6 [48 in vehicle];
Parry: 6; Toughness: 8

Gear: Man-sized flying mortar and
pestle.

Hindrances: Arrogant,
Ugly, Vengeful (Major)

Edges: Ace, Arcane Background
(Super Powers), First Strike, Hard to
Kill, Improved Level Headed, Nerves of
Steel, Power Points (x5)

Heartless,

clear of the g
into the crowd.

Angry at the way fate had r
him of the chance to be somec
Gigante devoted his energ
superpowers—to crime.

Race: Human

Attributes: Agility d10, Smarts d
Spirit d10, Strength d12+1, Vigor d12+

Skills: Fighting d10, Intimidation
d10, Notice d8, Stealth d6, Taunt d8,
Throwing d10

Charisma: +0; Pace: 6; Parry: 7;
Toughness: 14

Gear: None.

Hindrances: Gloater, Illiterate,

Heartless, Vengeful (Major)

Edges: Arcane Background (Super
Powers), Brawny, Combat Reflexes.
Combat Sense, Command, First Strike,
Frenzy, Power Points (x5), Take
the Hit

12




> )DDESS

alf-plant),

(Super Powers), Block Com-
bat Reflexes, Dodge, First
Strike, Fleet Footed, Improved
Level Headed, Improved
Sweep, Power Points (x5), Strong
Willed
Super Powers:

* Armor (6): +6 Heavy Armor (thick
bark).

* Attack, Melee (8): Str+3d6.
Knockback 1d10” (powerful arms).

* Decay (5): Strong. Opponents must
make a Vigor roll at -2 or suffer a
wound (corrosive sap).

* Fear (3): Scary. Terror. Oppo-
nents must make a Guts roll at -2
(abomination).

e Fearless (2): Immune to Fear and
Intimidation (soulless).

* Matter Control (9): Level 1. Plants.
Binding. Gliding. Can control
50,000 Ibs (magic).




REAPER!

Attributes: Agility d8, Smarts d8,
Spirit d10, Strength d12, Vigor d12+2

Skills: Fighting d12+2, Intimidation
d8, Notice d8, Stealth d8, Taunt d8

Charisma: -3; Pace: 8; Parry: 10;
Toughness: 11

Gear: Scythe.

Hindrances: Distinctive Appearance
(rotting corpse), Habit (keeps list of
victims), Heartless, Servitor

Edges: Arcane Background (Super
Powers), Block, Combat Reflexes, First
Strike, Fleet Footed, Harder to Kill,
Improved Level Headed, Improved
Sweep, Power Points (x5), Trademark
Weapon (scythe)

Super Powers:

* Attack, Melee (6):

Str+4d6+d8. Heavy
(scythe).

Device.
Weapon

as priest and chief assassin. Inde
was he who gave the Thuggee
name. Thuggee was killed w
British crushed the cult, but Kal
his soul before it could be reincarnate
Thuggee was reborn in a statue of Ka
in 1913, and went on to control much o
India’s underworld before the British
superhero Raj killed him.

Reborn again in 1943, Thuggee played
a violent part in India’s freedom from
the British Raj and once again became
the kingpin of the criminal fraternity.
Ousted from India in 1995 by Deva and
her cohorts, Thuggee traveled first to
Britain and then to America. Now he
lives somewhere in the Midwest, where
he battles to rebuild the Thuggee cult.

Race: Human

Attributes:  Agility  d12,
Smarts d8, Spirit d10, Strength
d12, Vigor d12 I27




tra Actions (3): Has one
litional action (fast reflexes).

(statue form).

* Super Attributes (6): Agility +3
steps, Strength +2 steps, Vigor +1
step.

* Toughness (9): +6 to Toughness
(stone body).

[ HEKGRAVEYARD),
SHIET:

The Graveyard Shift is a team of
supervillains who primarily treat
what they do as an occupation. They

are known to be highly
professional and are well-
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SKuLL

will work itself out, but he’s too smart
to think it will. He is already looking at
potential replacements just in case.

Race: Human

Attributes: Agility d6, Smarts d10,
Spirit d8, Strength d6 [d12+1], Vigor d6
[d10]

Skills: Fighting d6 [d10], Guts d6,
Investigation d10, Notice d6, Repair
d10, Shooting d6 [d10], Throwing d4
[d8]

Charisma: +0; Pace: 6; Parry: 5 [7];
Toughness: 5 [13 (6)]

Gear: Commlink.

Hindrances: Cautious, Code of
Honor, Dependent (Maggie Moore),
Weakness (Minor: magnetism)

Edges: Arcane Background (Super
Powers), Mechanical Genius, Power
Points (x2), Team Leader




k, Force B
Curious,
werecat), Lo

ges: Arcane Back
steps (onboard comba (Super Powers), Att
computer).

HgSTASH

Sarah Lee Ashe has the ability to
take on catlike power, but is not an
actual werecat of the mystical nature.
Her powers come from a trip to the
Amazon where she contacted a
rare plant that caused her
to take on DNA of the
next creature she
contacted which
happened to
be a feline. She
was angry at
her condition
and took it out on
anyone she met in the area.

Eventually, she ran into Burn who
offered her the chance at destruction
while making money at the same time.




Attack, Melee (5):
Armor Piercing
+1. Str+2d6, AP
2 Heavy Weapon
(claws).
* Super Edges (4):
Combat Sense, Frenzy
(feral feline responses).
* Darkvision (1): Low Light
Vision (cat’s eyes).

* Heightened Senses (2): Tracking
(animal instincts).

* Leaping (1): Leaps 2” vertically and
4” horizontally (cat-like grace).

an offer. Take a
called it Prometheus’
Stone) up to some old
ruins and say some words.
The guy said if he survived,
he would pay Bobby a lot of
money to fly to Rio and burn up the
night.
As he finished the words and
he called the power of fire for
the first time, Bobby realized
this had been his destiny all
along. He thought the same
thing when he met the hot
cat girl, Slash, and when he decided
(though she claims it was her idea) they
would join the Graveyard Shift. Bobby
isn't going to take it well when reality
no longer matches up with his destiny.




ental Trick
all adjacent

] pponents are
-1 to attack him when moving
(flameriding).

* Super Attribute (2): Requires Acti-
vation. Vigor +3 steps (inner fire).

NS DEADEYE]

Deadeye is Bart King, previously
known as Quickshot, young sidekick
to the deceased Silver Archer. When
his mentor died, Bart “retired” but in
actuality spent years training himself
to be even better. He planned to return
as the new Silver Archer when he was
asked to work for the government
undercover and attempt to infiltrate
the Graveyard Shift. The goal was not
to take the team down, but to use their
connections to get information about
the activities of other criminals.

+0; Pace: 6;
:8(1)
ommLink, Composite
Quiver, Trick Arrows (2 Adhe
Bludgeoning, 4 Concussion, 2
Rope), 2 MetaStopper Arrows, 2
Arrows, Duraweave Suit.
Hindrances:  Disability  (Minc
undercover agent), Hard of Heari
(Minor), Heroic, Overconfident
Edges: Alertness, Arcane Background
(Super Powers), Marksman, Power
Points (x2), Steady Hands

Super Powers:

* Darkvision (1): Device. Ignores all
darkness-based modifiers. (multi-
spectrum eyepiece).

* Deflection (4): Shooting, Throwing,
and ranged attacks suffer —4 to hit
(evasive maneuvers training).




N

5% STONE

granite).

* Attack, Melee (5): Focus. Str+1d6,
Heavy Weapon (stony fist).

* Leaping (1): Leaps 2” vertically and
4” horizontally (powerful muscles).

on Skull approached her fairly soon * SpecdiG P'ace X2 (tirelcgger).

er her first couple of jobs, realizing * Super Attﬂbutes (11): Strength +8
she wouldn't last long as a criminal steps, Vigor + 3 steps (stone body).
without some expert guidance. He * Toughness (3): +2 Toughness (body
explained to Donna that a brick (like of rock).

e break had ever gone her way,

and take whatever she wanted
en on.



These are typical gang members or
thugs who depend more on brawn than
brains.

Attributes: Agility d6, Smarts d4,
Spirit d6, Strength d8, Vigor d8

Skills: Fighting d6, Intimidation d6,
Notice d6, Shooting d4

Charisma: -2; Pace: 6; Parry: 5;
Toughness: 7

Hindrances: Mean

Edges: Brawny

Gear: Knife or small club (Str+d4) or
pistol (12/24/48, 2d6, AP 1)

Attributes: Agility d8, Sma
Spirit d§, Strength d8, Vigor d8
Skills: Fighting d8, Guts d8
Intimidation d8, Notice d6, Shooting d
Stealth d6, Streetwise d6
Charisma: +0; Pace: 6; Parry: 6;
Toughness: 6
Hindrances: Loyal
Edges: Combat Reflexes -
Gear: Pistol (12/24/48, 2d6+1, AP 2) or
Uzi (12/24/48, 2d6, AP 1, ROF 3)

S ELITE[CRININALY

Elite criminals have the talent and
mentality to commit themselves to an
illegal career. They are high ranking
functionaries in organized crime in
some form or another, whether through
the mob, a villainous super agency, or as
aides to an organized supervillain. They
typically have other criminals under
their command.
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Skills: Driving d6,
Fighting d10, Guts
d10, Intimidation d10,
Notice d8, Persuasion
d8, Piloting d6, Shooting
d8, Stealth d6, Streetwise d12,
Throwing d8
Charisma: +4; Pace: 6; Parry: 9;
Toughness: 6
Hindrances: Greedy (Major), Over-
confident, Vengeful (Minor)
Edges: Charismatic, Combat
Reflexes, Command, Connect-
I'M ions, Fervor, Improved Block,

o




p¥S ENORWOUS /MONSTER

ange of 57, do Strengt
damage, and may only be use
targets no higher than 5” abo

beyond Huge and count as a
size category larger. Attacks against
them gain a +6 bonus from Normal
sized opponents. Creatures must
be Size +16 or larger to count as
Enormous.

Fear -2: Seeing an Enormous
Monster is horrifying even to the

Swipe: Using a tail, long arms,
huge paws this monster can rea
out and touch someone—har
Swipe attacks use the Mediu
Burst Template, have a 10” reach,
and do Strength+2d12 damage.

bravest souls. Anyone who sees an
Enormous Monster must make a
Guts check at 2.

Fearless: Enormous Monsters are ) q&lms
immune to Fear and Intimidation. S
Gargantuan: Enormous Monsters Dinosaurs are a staple of comic books.
have Heavy Armor and their na-  Whether they appear in lost lands, alien
tural attacks are Heavy Weapons.  zoos, or due to some time-traveling
Their Size modifier is added to the mishap, characters always seem to run

damage of their Stomp attacks. into them somewhere.
Innate Focus: All attacks by Enor-

mous Monsters ignore the Armor of ml

inanimate objects and vehicles. PrelEDls el Ay

dinosaurs with long, leathery |35







LANS, ROBOTS, AND

REANIMATES

An easy way to alter the foes listed
is to use the stats for “alien invaders”
from another planet or dimension.
Simple choose a power set for the
race and apply it to any of the stats
above. Examples could include:

Bruisers

® Super Aftributes (+3 Strength, +2
Vigor) [5 PPs]

Doppeloangers

o Chameleon (Voice) [5 PPs]

Reptilians
e Armor +3 [2 PPs]
o Attack, Melee +1d6 [2 PPs]

® Super Attributes (+1 Strength, +1
Vigor) [2 PPs]
o Extra Limbs (Tail) [4 PPs]

Winged Frighteners

o Attack, Melee +1d6 [2 PPs]

the command of a supervillain or
perhaps guarding the heroes” head-
quarters. Mixing and matching these
combinations canlead to ideas for ad-
ventures. Perhaps the paleontology
exhibit is animated at the museums
(“Undead” dinosaurs) or a huge
robot is rampaging through the city
(Enormous Monster with Construct).

Construct Ability

¢ Constructsadd+2 when attempting
to recover from being Shaken.

¢ Constructs do not suffer additional
damage from called shots (unless

otherwise specified in their
description).

e Construct Wild Cards never suffer
from Wound Modifiers.

e Constructs do not suffer from
disease or poison.

Undead Abili

reacting aggressively around known
or suspected predators (like
T-Rex) or possibly stampeding
in unusual and frightening

[RICERATOPS |

Triceratopses are dinosaur herbivores
with three horns on a shielded head. In
general, they act like most herbivores,
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ge: Medium characters add +2 to
attack rolls against a triceratops
due to its size.
* Size +6: A triceratops weighs more
than a bull elephant.

King of the dinosaurs, the T-Rex is a
deadly predator, capable of taking on
prey much larger thanitself and possibly
even smaller but super-powered prey.

Attributes: Agility d6, Smarts d4 (A),
Spirit d8, Strength d12+6, Vigor d12

Skills:
Stealth d6

Pace: 8; Parry: 7; Toughness: 16 (2)
Special Abilities:
* Armor +2: Thick hide.

Fighting d10, Notice d8§,

APTORTO

the family, t ‘
large horse). If found in a pack, there is
a Wild Card leader.

Attributes: Agility d8, Smarts d8(A),
Spirit d8, Strength d10, Vigor d8

Skills: Climbing d6, Fighting d8, Guts

dé6, Notice d8, Stealth d8, Swimming d6

Pace: 8; Parry: 6; Toughness: 7 (2)

Special Abilities:

* Armor +2: Velociraptors have thick
scaly hides.

* Bite or Rake: Str+d8.

* Size -1 to +3: The base Toughness
and Strength above reflect the small
velociraptor. Deinonychus is Size
+1, so add +2 to Toughness [9 (2)]
and increase Strength to d12+1.
Utahraptor is Size +3, so add +4 to
Toughness [11 (2)] and increase
Strength to d12+3.




Criminal
Elite 133

, Ranged 30
Attribute, Super 53 49

Autograpnel 18 Chainsaw 85
Awareness 30 Chameleon 32

Alchemist 101 Character Concept
Alien Form 3 1 .
Allergy 3 . Charisma 2 Damage Field 33
Altered Form 25 Baba Yaga 125 Clone 69 Danger Sense 30
Always On 43 Background Edges  Clothing 23 Dark Angel 105
Ammo 18, 19 6 Code Breaker 44 Darkness 37
Animal Companion Backlash 55 Cold 37 Darkvision 34
26 Beachhead 83 Combat Armor 13, Deadeye 131
Animal Control 26 Bear 84 14 Death From Above
Animation 27 Bind 39 Combat Drugs 19 46
Aquatic 28 Binding 47 Combat Edges 7 Decay 34, 86
Arcane Background Black Hole 102 Combat Sense 7 Defenses 63
6 Black Samurai 84 Command Center Deflection 34
Arcane Background Black Scorpion 103 61 Density 50
(Super Powers) 6  Blaster Weapons 14 Commlink 20 Dependent 4
Area Effect 30, 36, Blood Widow 67 Common Gear 23 Dervish 116
45 Bludgeon 18 Communication 23 Devices 31, 33
Armor 13,29 Boomer 67 Computers 23 Dinosaurs 114, 135,
Ablative 13, 14 Bounce 46 Concussion 18 137, 138
Advanced Brimstone 68 Condition 61 Disability 4
Combat 13, 14 Broadcast 31, 56 Construct 32
Combat 13,14 Bruisers 137 Construct Ability
Heavy 14 Builders 63 137

Modern 14 Building 60 Controller 104 139



Enormous Monster
135

Ensnare 36

Escape Pod 64

Explode 37

Extra Actions 38

Extra Damage 30

Extra Duplicates 35

Extra Limbs 38

Weapons 14
Generator 62

Genre Conventions

9

Ghoul 86
Gifted 40
Gigante 125
Gimmick 5
Gladius 71
Gliding 47
Gloater 5
Goddess 126
GPS Unit 20
Grapple 72
Gravel 87
Gravestone 132
Graveyard Shift,
The 128
Grenadier 107

Growth 40

41
Hell’s Angel 8
Helmet
Motorcycle 14
Tactical 13, 14
Hindrances 2
New 3
Holograph
Projectors 20
Hover Car 21
Hover Lift 21
HQ Extras 63
Hunter 89
Huntsman 90

Ice Queen 108

I 6

Musion 42
Immunity 42
Improved Jinx 45
Inanimate Object
32

Infection 43

A

Larger

59

Leadership Edges 7
Leaping 45

Legion 118
Library/Computer
62

Library/Lab 62
Light 37
Lightning Strike 52
Lycanthropus 74

Magnetron 119
Major Criminal 133
Malfunction 46
Maneuverable 40
Manipulation 31
Matter Control 47
Medical Center 62
Medical Gear 23



Natural Growth 9
Necromancer 92
Needs Water 29
Negation 5, 48
Net 18
Netgun 17
New Powers 7
Nightvision
Goggles 20
Ninja 77
Nocturn 92
Nonlethal 29, 30
Nullifier Gun 17
Nullifier Shackles
20

Plant Control 50

Plasma Weapons 15

Pod 94

Poltergeist 94

Power Modifiers 26

Power Negation 5

Powers
Absorption 24
Ageless 24
Altered Form 25
Animal Control
26
Animation 27
Aquatic 28
Armor 29
Attack, Melee 29
Attack, Ranged
30
Awareness 30
Broadcast 31
Burrowing 32

Infection 43
Intangibility 43
Interface 44
Invent 44
Invisibility 45
Jinx 45

Lair 40

Leaping 45
Malfunction 46
Matter Control
47

Mind Control 47
Mind Reading 48
Minions 48
Negation 48
Paralysis 49
Parry 49

Plant Control 50
Regeneration 50

Pummel 51
Puppet Maste

Radiation 37
Ranged Attack 36
Ranged Weapons
14, 16
Rapid Decay 34
Rapid Fire 30
Rapid Teleport 57
Ratkin 79
Reach 29, 38
Reanimates 137
Recurring Roles 10
Reflection 24
Refresh 41
Regeneration 50
Reichfuhrer 94
Rejuvenation 41

1]



Setting Rules 8
Shapechanger 26
Shrill 80
Shrink 50
Single Room Only

64
Skill, Super 54
Skyhawk 21
Slash 129
Slow Activation 31
Smarts 53

Super Attribute 53
Super Edge 53
Superhuman
Strength 52
Super Skill 54
Super Sorcery 54
Super Teams 10
Super Tunneler 32
Surveillance &
Stealth 23
Survival 23
Swinging 55
Switchable 27

Traits 2
Transference 24
T-Rex 114
Triceratops 137
Trick Projectiles 18,
19

Trigger 35

True Regeneration
50

Tsunami 82
Tunneler 32
Turbulence 100
Twister 59
Tyrannosaurus Rex
114, 138

Weapon Accessories
18,19

Weapons
Hand 14, 15
Ranged 14, 16
Special 15, 17
Vehicular 21

Well-Hidden 64

Whirlwind 51, 59

Winged Frighteners
137

Workshop 63

Worm 116

Written Word 50
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