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BATTLESUIT

My armor’s systems can
handle it. Stand back.

QUOTE:

A
B
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S

12
STR

12
DEX

10
CON

20
INT

14
WIS

10
CHA

S
A
V
ES

+2
DAMAGE

SAVE 

+6
MELEE

ATTACK BONUS
+6

RANGED

ATTACK BONUS

30/50
SPEED

+2
FORTITUDE

SAVE
+5

REFLEX

SAVE
+6

WILL

SAVE

Computers +10, Craft (Armor) +10, Disable Device +10,
Repair +10, Spot +5.

SKILLS

Aerial Combat, Great Fortitude, Power Attack, Talented,
Toughness.

FEATS

Choose your hero’s Energy Blast type (see
Energy Control, p. 69, for energy types).
You can substitute any of the following
powers for Energy Blast: Dazzle, Fatigue,
Snare, or Stun. You can substitute another
movement power such as Swimming,
Teleportation, or Tunneling for Flight and
Super-Flight. Any of these powers also can
be added to the Battlesuit as a power
stunt (substituting for one of its current
power stunts).

CUSTOMIZATION

K
N
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N

CH
A
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S

15/14
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+1
INITIATIVE

(DEX)

(FLIGHT)

Amazing Save (Reflex) +4 [Extra: Will; Cost: 2 pp; Total:
8 pp], Armor +10 [Extras: Energy Blast, Flight, Super-
Strength; Power Stunts: Blind-Fight, Darkvision, Radio
Broadcast, Radio Hearing, Super-Flight; Flaw: Device;
Cost: 6 pp; Total: 70 pp].

POWERS AND DEVICES

The Battlesuit wears a sophisticated suit of powered armor, a shell of advanced alloys that grants 
protection from most attacks and a suite of powers.

DESCRIPTION
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ELEMENTAL

YOU THINK YOU’RE SO TOUGH? 
LET’S SEE YOU STAND UP TO THIS! 

QUOTE:

A
B
IL
IT
IE
S

10
STR

14
DEX

14
CON

13
INT

12
WIS

13
CHA

S
A
V
ES

+2
DAMAGE

SAVE 

+6
MELEE

ATTACK BONUS
+8

RANGED

ATTACK BONUS

30/50
SPEED

+6
FORTITUDE

SAVE
+6

REFLEX

SAVE
+5

WILL

SAVE

Acrobatics +8, Bluff or Taunt (choose one) +8, Concentration
+8, Profession or Science (choose one) +5, Spot +5.

SKILLS

Accurate Attack, Dodge, Expertise, Point Blank Shot,
Power Attack, Precise Shot.

FEATS

Choose the element or energy that the
Elemental commands (see Element Control
and Energy Control in Chapter Five). 

CUSTOMIZATION
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17/15
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+2
INITIATIVE

(DEX)

(FLIGHT)

Amazing Save (Fortitude) +4 [Extras: Reflex,
Willpower; Cost: 3 pp; Total: 12 pp], plus choose one
of the following:
1) Element Control +10 [Extras: Three of Elemental

Blast, Elemental Movement, Elemental Shield, or
Shape Element; Power Stunts: Two of Create
Element, Destroy Element, Elemental Snare,
Suffocate, or Super-Flight; Cost: 5 pp; Total: 54 pp].

2) Energy Control +10 [Extras: Energy Blast and
Flight or Force Field and one of Energy

Absorption, Energy Field, or Energy Shapes; Cost:
5 pp; Total: 50 pp]. Add the Attack Focus (Energy
Blast) and Aerial Combat or Super-Flight feats.

3) Plant Control +10 [Extras: Plant Sense, Pollen
Cloud (Stun), Regeneration; Power Stunt:
Photosynthesis; Cost: 5 pp; Total: 52 pp]. Add the
Immunity (exhaustion) feat.

4) Weather Control +10 [Extras: Fog, Flight,
Lightning; Power Stunt: Fatigue; Cost: 5 pp; Total:
52 pp]. Add the Immunity (cold) feat.

POWERS

The Elemental commands one of the 
primal forces of nature.

DESCRIPTION

RP

DC

+1 +1 +0 +5 +2 +0

+0 +2 +2 +1 +1 +1
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GADGETEER

Yeah, I can fix it, 
just give me a second.

QUOTE:

A
B
IL
IT
IE
S

10
STR

14
DEX

10
CON

20
INT

18
WIS

10
CHA

S
A
V
ES

+3/+5
DAMAGE

(EVASION)

+5
MELEE

ATTACK BONUS
+7

RANGED

ATTACK BONUS

30/30
SPEED

+0
FORTITUDE

SAVE
+5

REFLEX

SAVE
+7

WILL

SAVE

Computers +18, Craft (Electronics) +18, Craft (all others, untrained) +15, Demolitions +18, Disable Device +18, Listen +6,
Open Lock +6, Profession (Inventor) +10, Repair +18, Science (choose one) +18, Science (all others, untrained) +15, Spot +6.

SKILLS

Dodge, Evasion, Expertise, Photographic Memory, Power
Attack, Talented (Craft and Repair).

FEATS

You can change around some of the Gadgeteer’s skills
to reflect different specialties or areas of expertise. You
also can substitute different powers for the Gadgeteer’s
devices, or split the power ranks up into different
devices (so long as no device has more than 10 ranks). 

CUSTOMIZATION
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18/16
DEFENSE

(FLAT-FOOTED)
6

HERO

POINTS

+2
INITIATIVE

(DEX)

(DEVICE)

Amazing Save (Damage) +3 (Extras: Reflex,
Willpower; Cost: 3 pp; Total: 9 pp), Super-
Intelligence +10 [Cost: 2 pp; Total: 20 pp].
Devices: Device +8 [Choose the Weapon power
or one of the following: Dazzle, Energy Blast, or
Snare; Flaw: Device; Cost: 1 pp; Total: 8 pp], Device
+8 [Chose one of the following powers: Armor,
Flight, or Teleport; Flaw: Device; Cost: 1 pp; Total:
8 pp], Gadgets +10 [Cost: 1 pp; Total: 10 pp].

POWERS AND DEVICES

The Gadgeteer knows how to handle nearly anything technical, from computers to alien super-
science. She can whip up just the right device for almost any situation and is the one to call if you
need to disarm a villain’s doomsday weapon as the counter clicks off the final seconds. 

DESCRIPTION

A
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MARTIAL ARTIST

Been scrappin’ me whole life,
kid. You can give up now and

save yourself a beating.
Personally, I hope you don’t.

QUOTE:

A
B
IL
IT
IE
S

18
STR

20
DEX

16
CON

13
INT

14
WIS

11
CHA

S
A
V
ES

+3
DAMAGE

SAVE

+12
MELEE

ATTACK BONUS
+13

RANGED

ATTACK BONUS

30
SPEED

+3
FORTITUDE

SAVE
+7

REFLEX

SAVE
+4

WILL

SAVE

Acrobatics +10, Balance +10, Bluff +6, Escape Artist
+10, Hide +10, Jump +6, Listen +6, Move Silently +12,
Sense Motive +6, Spot +6.

SKILLS

Assessment, Blind-Fight, Dodge, Evasion, Expertise,
Improved Disarm, Improved Initiative, Improved Trip,
Instant Stand, Iron Will, Lightning Reflexes, Power Attack,
Rapid Strike, Surprise Strike, Takedown Attack.

FEATS

You can drop some of the Martial Artist’s
feats in exchange for more skill ranks:
removing one feat allows you to add 2
skill ranks. You also can remove feats to
give the martial artist some weapons: one
feat gives the hero 2 ranks in the Weapon
power (p. 92). Substitute Taunt for Bluff
to create a Martial Artist that uses words
as weapons along with fists.

CUSTOMIZATION
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21/21
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+9
INITIATIVE

(DEX+IMP. INIT.)

Combat Sense +5 [Cost: 1 pp; Total: 5 pp].
POWERS AND DEVICES

The Martial Artist is a master of armed and unarmed combat, a living weapon. Super-soldiers, ninjas,
kung fu masters, and other trained fighters fall into this category. The Martial Artist is second to none
in combat, and (with the right combination of feats) can even take down much more physically pow-
erful opponents. Against minions, a Martial Artist is like a one-person army.

DESCRIPTION

JP

RP

+0 +2 +0 +5 +4 +0

+4 +5 +3 +1 +2 +0
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MIMIC

I can do anything 

you can do better.

QUOTE:

A
B
IL
IT
IE
S

12
STR

13
DEX

12
CON

12
INT

12
WIS

14
CHA

S
A
V
ES

+1
DAMAGE

SAVE

+6
MELEE

ATTACK BONUS
+6

RANGED

ATTACK BONUS

30
SPEED

+6
FORTITUDE

SAVE
+6

REFLEX

SAVE
+6

WILL

SAVE

Knowledge (Super-Powers) +6, Listen +6, Sense Motive
+5, Spot +6, Taunt +8.

SKILLS

Assessment, Detect (super-powers), Dodge, Improved
Initiative.

FEATS

You can substitute Mimic (skills) in place
of Mimic (powers) for a mimic that dupli-
cates a subject’s skills.

CUSTOMIZATION

K
N
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W
N

CH
A
R
A
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T
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S

17/16
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+5
INITIATIVE

(DEX+IMP. INIT.)

Amazing Save (Fortitude) +5 [Extras: Reflex, Willpower;
Cost: 3 pp; Total: 15 pp], plus choose one of the following:
1) Alternate Form +10 (solid form) [Extra: Continuous;

Power Stunts: Extra Forms (energy, explosive, gaseous,
liquid, semisolid); Flaw: Touch; Cost: 5 pp; Total: 60 pp].

2) Mimic Powers +10 [Extras: Additional Attribute
(feats), All Attributes, Expanded Powers (4 pts.); Cost:
6 pp; Total: 60 pp].

POWERS AND DEVICES

The Mimic can duplicate either the 
physical properties of things or powers of
others, simply by touching them. Alone,
the Mimic’s abilities are limited, but with
a simple touch the Mimic is the equal of
most opponents.

DESCRIPTION

RP

+1 +1 +1 +1 +1 +2
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METAMORPH

THERE’S MORE TO ME 
THAN MEETS THE EYE.

A
B
IL
IT
IE
S

12
STR

14
DEX

14
CON

12
INT

10
WIS

16
CHA

S
A
V
ES

+2
DAMAGE

SAVE

+6
MELEE

ATTACK BONUS
+7

RANGED

ATTACK BONUS

30
SPEED

+2
FORTITUDE

SAVE
+2

REFLEX

SAVE
+0

WILL

SAVE

Bluff +10, Disguise +10, Hide +8, Move Silently +8,
Spot +5.

SKILLS

Extra Limbs.
FEATS

You can change the extras on the
Metamorph’s power or add a flaw or two
if you want (gaining a free extra for each
flaw that you add). See the Shapeshift
power, p. 80, for details.

CUSTOMIZATION
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19/17
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+2
INITIATIVE

(DEX)

Shapeshift +10 [Extras: Elongation, Exact, Movement,
Plasticity, Protection; Cost: 7 pp; Total: 70 pp].

POWERS AND DEVICES

The Metamorph has an elastic, malleable body that can transform in any number of ways. The
Metamorph is a master of disguise, able to go almost anywhere and pretend to be almost anything
(from a mouse to an elephant, or even bigger). The Metamorph’s pliable flesh can resist most cuts
and impacts, and with a +10 bonus to Escape Artist checks, it’s almost impossible to hold a
Metamorph who would prefer to be free!

DESCRIPTION

DC

+1 +2 +2 +1 +0 +3

QUOTE:
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ORIGINAL

Don’t worry, 
you can count on me!

QUOTE:

A
B
IL
IT
IE
S

18
STR

13
DEX

18
CON

10
INT

13
WIS

12
CHA

S
A
V
ES

+4
DAMAGE

SAVE

+9
MELEE

ATTACK BONUS
+6

RANGED

ATTACK BONUS

30/50
SPEED

+4
FORTITUDE

SAVE
+1

REFLEX

SAVE
+1

WILL

SAVE

Listen +12, Profession (choose one) +4, Search +12,
Spot +12.

SKILLS

Durability, Penetration Vision.
FEATS

Alien visitor or perfect human from
tomorrow? The Original is a hero with
great strength, invulnerability, and the
power to fly through the air at great
speed. A role-model to heroes of all 
generations, the Original often leads a
quite ordinary private life that contrasts
sharply to the life-saving heroics that put
him in front of television cameras the
world over.

Some Originals have a heart of gold
and a code of honor while others are
hard-bitten warriors, trained for battle.
Whatever the case, the one thing others
can be sure of is that the Original will
never let them down.

DESCRIPTION

K
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W
N
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A
R
A
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T
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S

15/14
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+1
INITIATIVE

(DEX)

(FLIGHT)

Flight +10 [Power Stunt: Super-Flight; Cost: 2 pp; Total:
22 pp], Super-Strength +10 [Extras: Immunity,
Protection, Super-Senses; Cost: 7 pp; Total: 70 pp].

POWERS AND DEVICES

Choose ten Immunity feats for the Original (see
Immunity, p. 51).

CUSTOMIZATION
RP

+4 +1 +4 +0 +1 +1

A
R
CH
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Y
P
E

MYSTIC

By the Mists of Malador! 
I bid thee begone, 
Demon of Darkness!

QUOTE:

A
B
IL
IT
IE
S

10
STR

13
DEX

12
CON

16
INT

18
WIS

16
CHA

S
A
V
ES

+1
DAMAGE

SAVE

+4
MELEE

ATTACK BONUS
+5

RANGED

ATTACK BONUS

30/50
SPEED

+1
FORTITUDE

SAVE
+1

REFLEX

SAVE
+6

WILL

SAVE

Concentration +10, Knowledge (occult) +10, Sleight of
Hand +8, Spot +8.

SKILLS

Detect (magic), Indomitable Will, Iron Will, Skill Focus
(Knowledge—occult), Trance.

FEATS

Substitute other spells from the Sorcery
spell lists as desired (see p. 82). You also
can add flaws to the Mystic’s Sorcery:
each flaw allows you to choose five more
spells as power stunts.

CUSTOMIZATION

K
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N
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A
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S

16/15
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+1
INITIATIVE

(DEX)

(FLIGHT)

Sorcery +10 [Spells: Animation, Energy Blast, ESP, Flight, Force Field, Illusion, Mind Control; Power
Stunt: Neutralize (only vs. mystic powers); Cost: 7 pp; Total: 72 pp].

POWERS AND DEVICES

The Mystic has achieved mastery of the arts of magic, and can cast a wide range of spells. Most
Mystics achieve their power through years of study and practice. A Mystic also might have great
power as the result of natural talent or an inheritance of some sort (like being descended from a long
line of sorcerers or destined to be one of the greatest wizards the world has ever seen). Heroic mystics
protect the innocent from malevolent magical forces and creatures (such as demons and evil mystics).

DESCRIPTION

DC

+0 +1 +1 +3 +4 +3
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POWERHOUSE

Was that supposed to hurt?

QUOTE:

A
B
IL
IT
IE
S

20
STR

14
DEX

20
CON

10
INT

12
WIS

12
CHA

S
A
V
ES

+5
DAMAGE

SAVE

+11
MELEE

ATTACK BONUS
+8

RANGED

ATTACK BONUS

30/50
SPEED

+5
FORTITUDE

SAVE
+2

REFLEX

SAVE
+1

WILL

SAVE

Intimidate +5, Listen +5, Profession (choose one) +5,
Spot +5.

SKILLS

Durability, Immunity (cold, exhaustion, heat, pressure).
FEATS

A Powerhouse is simple and straightfor-
ward: tremendously strong and nigh
invulnerable to injury. Powerhouses are
like walking tanks. A Powerhouse may
come from a different species with innate
super-strength or may have been trans-
formed by radiation, genetic engineering,
magic, or by any number of other factors.

It’s best to give them wide berth.
Battles between multiple Powerhouses
can topple entire city blocks!

DESCRIPTION

K
N
O
W
N

CH
A
R
A
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ER
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T
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S

16/14
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+2
INITIATIVE

(DEX)

(LEAP)

Choose one of the following:
1) Super-Strength +10 [Extras: Leaping, Protection,

Shockwave; Cost: 7 pp; Total: 70 pp].
2) Growth +10 [Extra: Shockwave; Cost: 7 pp; Total: 70 pp].

POWERS AND DEVICES

You can drop Durability in favor of more Immunities (such as to starvation or suffocation), making
the Powerhouse even tougher.

CUSTOMIZATION

KS

+5 +2 +5 +0 +1 +1
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PSYCHIC

I sense powerful psionic forces
gathering. We must act quickly!

QUOTE:

A
B
IL
IT
IE
S

10
STR

13
DEX

14
CON

14
INT

20
WIS

14
CHA

S
A
V
ES

+2/+8
DAMAGE

(EVASION)

+5
MELEE

ATTACK BONUS
+6/+9*

RANGED

ATTACK BONUS

30
SPEED

+2
FORTITUDE

SAVE
+7

REFLEX

SAVE
+11

WILL

SAVE

Concentration +12, Diplomacy +8, Listen +10, Sense
Motive +10, Spot +10.

SKILLS

Dodge, Evasion, Indomitable Will, Psychic Awareness.
FEATS

If you prefer you can take two of the
power sets below left at 5 ranks each
rather than one at rank 10.

CUSTOMIZATION

K
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S

18/16
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+1
INITIATIVE

(DEX)

Amazing Save (Reflex) +6 [Extra: Willpower; Cost: 2 pp;
Total: 12 pp], plus choose one of the following:
1) ESP + 10 [Extras: Combat Sense, Precognition,

Postcognition; Cost: 5 pp; Total: 50 pp].
2) Telepathy +10 [Extras: Group Link, Mental Blast;

Cost: 5 pp; Total: 50 pp].
3) Telekinesis +10 [Extras: Energy Blast, Flight, Force

Field; Cost: 5 pp; Total: 50 pp].

POWERS AND DEVICES
The Psychic has extraordinary mental
powers. The powers may involve reading
and influencing minds (Telepathy), mind-
over-matter (Telekinesis), or extra-sensory
perception (ESP). These combine with the
Psychic’s formidable willpower and keen
mind to make a powerful package.

*attack bonus reflects mental attacks.

DESCRIPTION

KS

+0 +1 +2 +2 +5 +2
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TOTEM

BEHOLD THE POWER
OF THE WILD!

QUOTE:

A
B
IL
IT
IE
S

12
STR

16
DEX

14
CON

12
INT

14
WIS

12
CHA

S
A
V
ES

+2
DAMAGE

(ARMOR)

+7
MELEE

ATTACK BONUS
+9

RANGED

ATTACK BONUS

30
SPEED

+2
FORTITUDE

SAVE
+3

REFLEX

SAVE
+2

WILL

SAVE

See sidebar on page 17.
SKILLS

See sidebar on page 17.
FEATS

Totems often take on more than just the
abilities of the animals they mimic, but
also some of their physical traits. A Totem
may have the weakness Disturbing
because of a freakish appearance, impos-
ing a -5 modifier on the character’s
Charisma-based skill checks, but provid-
ing 10 more power points to spend.

CUSTOMIZATION

K
N
O
W
N

CH
A
R
A
CT
ER
IS
T
IC
S

19/16
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+3
INITIATIVE

(DEX)

(FLIGHT)

See sidebar on page 17.
POWERS AND DEVICES

The Totem embodies the abilities of a particular sort of creature. The character may be an animal of
that type given humanoid form, an otherwise ordinary person infused with animal DNA (through
genetic engineering or an encounter with a mutant version of the animal), or perhaps the Totem
channels the mystic spirit of the animal. Whatever the case, the Totem has extraordinary physical abil-
ities associated with his or her chosen animal.

DESCRIPTION

KS

+1 +3 +2 +1 +2 +1
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SPEEDSTER

You’ll be laid out 
on the floor before you even

decide to punch me.

QUOTE:

A
B
IL
IT
IE
S

14
STR

18
DEX

12
CON

10
INT

12
WIS

12
CHA

S
A
V
ES

+2/+15
DAMAGE

(EVASION)

+7
MELEE

ATTACK BONUS
+9

RANGED

ATTACK BONUS

80
SPEED

+2
FORTITUDE

SAVE
+14

REFLEX

(SUPER-SPEED)
+2

WILL

SAVE

Balance +8, Disable Device +8, Profession (choose one)
+5, Search +5, Spot +4, Taunt +5.

SKILLS

Dodge, Evasion, Identity Change, Instant Stand, Move-
By Attack, Rapid Strike.

FEATS

Choose a suitable Profession skill for your
Speedster, or substitute another skill if the
character is a full-time hero. Feel free to
switch the Speedster’s power stunts with
other Super-Speed power stunts 
(see p. 85).

CUSTOMIZATION
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29/15
DEFENSE

(FLAT-FOOTED)
5

HERO

POINTS

+14
INITIATIVE

(DEX+SUPERSPEED)

(SUPER-SPEED)

Amazing Save (Damage) +1 [Extra: Fortitude, Will; Cost: 3
pp; Total: 3 pp], Super-Speed +10 [Power Stunts: Spinning,
Wall Run, Water Run, Whirlwind; Cost: 6 pp; Total: 68 pp].

POWERS AND DEVICES

The Speedster is fast (a speed of 80 feet in combat and a sprint of over 8,000 mph!). Speedsters aren’t particularly
tough. They specialize in not getting hit and using their superhuman reflexes to avoid getting hurt. With their speed
they can plow through large numbers of minions and seem like they’re everywhere at once. A Speedster is fast
enough to run up walls and other sheer surfaces, and can change from civilian to costumed identity in an instant.

DESCRIPTION

DC

+2 +4 +1 +0 +1 +1

DC
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TOTEM ARCHETYPE OPTIONS
Choose one of the following options:

Bird
Abilities: +2 Dex.
Skills: Acrobatics +12, Intimidate +8, Listen +10, Move Silently +10,
Profession (choose one) +8, Search +11, Sense Motive +5, Spot +12.
Feats: Aerial Combat, Attack Finesse, Dodge, Evasion, Lightning
Reflexes, Move-By Attack.
Powers: Flight +10 [Flaw: Restricted—wings; Cost: 1 pp; Total: 10 pp],
Natural Weapon (claws) +5 [Cost: 2 pp; Total: 10 pp], Super-Dexterity
+4 [Cost: 4 pp; Total: 16 pp], Super-Senses +5 [Extra: Telescopic Vision;
Cost: 3 pp; Total: 15 pp].

Cat
Abilities: +4 Dex, +4 Cha.
Skills: Acrobatics +15, Balance +15, Bluff +10, Climb +10, Hide +15,
Listen +12, Move Silently +15, Taunt +10.
Feats: Attack Finesse, Darkvision, Dodge, Evasion, Instant Stand,
Surprise Strike.
Powers: Leaping +6 [Cost: 1 pp; Total: 6 pp], Natural Weapon (claws)
+2 [Cost: 2 pp; Total: 4 pp], Super-Dexterity +8 [Extras: Super-
Charisma +5, Super-Senses +8, Super-Strength +1; Cost: 9 pp; Total:
48 pp].

Fish
Abilities: +2 Str.
Skills: Acrobatics +12, Listen +10, Ride (Cetaceans) +12, Search +5,
Spot +10.
Feats: Aquatic, Blind-Fight, Blindsight (Flaw: Limited—Only
Underwater), Darkvision, Underwater Combat.
Powers: Mind Control +8 (Extra: Area; Flaw: Limited—marine life;
Cost: 2 pp; Total: 16 pp), Super-Strength +8 [Extra: Swimming; Power
Stunts: Dolphin Leap, Super-Swimming; Cost: 5 pp; Total: 44 pp].

Insect
Abilities: +4 Dex.
Skills: Hide +10, Listen +8, Move Silently +10, Search +6, Spot +10,
Taunt +8.
Feats: Aerial Combat, Dodge, Evasion, Lightning Reflexes, Surprise Strike.
Powers: Energy Blast (“Stinger”) +9 or Drain Strength (Venom) +9
[Cost: 2 pp; Total: 18 pp], Cling +6 [Cost: 1 pp; Total: 6 pp], Flight +6
[Flaw: Limited—Wings; Cost: 1 pp; Total: 6 pp], Shrink +10 [Cost: 2 pp;
Total: 20 pp].

Reptile
Skills: Climb +12, Hide +10, Intimidate +8, Move Silently +10, Spot
+10, Survival +10.
Feats: Darkvision, Extra Limbs (tail), Great Fortitude, Lightning
Reflexes, Scent, Surprise Strike.
Powers: Amazing Save (Damage) +6 [Cost: 1 pp; Total: 6 pp], Natural
Weapon (claws) +2 [Cost: 2 pp; Total: 4 pp], Regeneration +6 [Extra:
Regrowth; Cost: 3 pp; Total: 18 pp], Super-Strength +6 [Cost: 4 pp;
Total: 24 pp].

Spider
Abilities: +4 Dex.
Skills: Acrobatics +12, Hide +12, Move Silently +12, Taunt +5.
Feats: Attack Finesse, Dodge, Evasion.
Powers: Cling +6 [Cost: 1 pp; Total: 6 pp], Combat Sense +5 [Cost: 1
pp; Total: 5 pp], Snare (web) +8 [Extra: Swinging; Cost: 3 pp; Total: 24
pp], Super-Dexterity +6 [Extras: Leaping, Super-Strength; Cost: 8 pp;
Total: 48 pp].

RP

















































































































































































































































































ER
R
A
T
A

ERRATA MUTANTS &MASTERMINDS™ ROLEPLAYING GAME
P
A
G
E
1

E.
00
2.
00

P. 9: IMPORTANT TERMS
Hero Points: Change “characters” to “players.” Characters don’t spend
Hero Points, players do.
stack: Add “(or penalty”) after the word “bonus” in the last sentence.

P. 10–17: HERO ARCHETYPES
See the Revised Hero Archetypes file for updates.

P. 21
Insert the following sidebar at the end of this page:

P. 25: INTELLIGENCE
Delete the words “a lot of skills, particularly” from the second sentence.

P. 32: DEMOLITIONS
Remove the words “and disarm’ from the skill description.

Add the following to Special: A character with 5 or more ranks in
Demolitions gets a +2 bonus on Disable Device checks to disarm explo-
sive devices.

P. 36: INTIMIDATE
Add “or STR” to the parenthesis after the skill name. Super-strong charac-
ters should be pretty darn intimidating.

P. 45: EVASION
Change to read: “When making a Damage save, you can choose to use
your Reflex save bonus in place of your Damage save bonus, avoiding an
attack through agility and defensive maneuvering rather than sheer tough-
ness. You cannot evade the damage of area attacks and the GM may rule
that there are certain other attacks you cannot evade. You cannot use
Evasion if you are denied your dodge bonus to Defense for any reason.”

P. 47: PHOTOGRAPHIC MEMORY
Change the Prerequisite to Int 15+ or Super-Intelligence.

P. 48: RAPID HEALING
Change the +2 bonus to a +1 bonus. Add the following at the end of the
Special section: “So you recover your Regeneration power rank plus one
in hits per minute if you have Rapid Healing.”

P. 48: SKILL FOCUS
Add the Prerequisite: Ranks in the associated skill.

OPTION: REDUCED SKILL COSTS
Mutants & Masterminds characters generally rely on their
extraordinary ability scores (particularly super-abilities) to provide
skill bonuses. Some Gamemasters, however, may wish to run a more
skill-heavy game with a focus on less superhuman characters. In this
case, the cost of skills should be reduced, with one power point
granting a character two or three skill ranks rather than just one.

P. 49: TALENTED
Add the Prerequisite: Ranks in associated skills.
Remove: “13+ in the skills’ key abilities.”

P. 50: BLINDSIGHT
Add “or Super-Senses” to the Prerequisites.

P. 52: PENETRATING ATTACK
Replace its description with the following:

One of your attacks or powers is particularly effective in overcoming resistance.
Benefit: Choose an attack or power. When the target attempts to

resist that attack or power, reduce any Protection the target has by 2.
Once Protection is reduced to 0, any remaining reduction is applied to
the target’s saving throw bonus, which cannot be reduced below +0.

Special: You can take this feat multiple times. Its effects stack (if
applied to the same attack or power) or apply to a different attack or
power. Each application of this feat is considered a +2 increase in the
attack or power’s rank for purposes of stacking limits (see p. 58).
Defenses with the Impervious extra ignore the effects of this feat.

P. 53: SCENT
Add “or Super-Senses” to the Prerequisites.

TRUE SIGHT
Add “or Super-Senses” to the Prerequisites.

P. 56: POWER COSTS
Under “Extras” change the second sentence of the second paragraph to
read: “For example, if Sean adds the Protection extra to Protonik’s Super-
Strength (already at rank 10), he must spend 10 power points, one for
each rank Protonik already has, before increasing Protonik’s Super-
Strength another rank (which now costs 5 points per rank because of the
Protection extra).

Change the fourth sentence of the third paragraph to read: “Growth
(with a cost of 6 points per rank) increases the cost of Shapeshift by 5
points per rank as an extra (Growth’s normal cost, minus 1).

P. 61: ABSORPTION
At the end of the first paragraph, add: “This power is considered a
Protection bonus for stacking purposes.”

In the second paragraph change the word “absorb” to “store” and
insert “absorbed” before the first use of “damage bonus.”

In the third paragraph, change “the absorbed energy” to “stored energy.”

P. 61: ALTERNATE FORM
Under Energy form, drop the words “If you prefer” from the beginning of
the second sentence, so it starts “You have an Energy Field…”

Under Liquid form, change “Amazing Save (Damage) (below)” to
“Protection (p. 79)”

Under Semisolid form, add “like the Strike power (p. 84)” to the end
of the last sentence.
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P. 63: BOOST
Change the third sentence to: “You gain bonus ranks in that attribute
equal to your Boost power rank. For ability scores these are ranks in the
appropriate super-ability.”

P. 65: DENSITY CONTROL
Change cost to 6.

P. 68: DUPLICATION
In the last sentence of the first paragraph on this page, change “You
duplications” to “Your duplicates.” Delete the word “usually” from the
first sentence of the second paragraph.

Under the Horde extra, change “feat” to “extra.”

P. 68: ELEMENT CONTROL
Change Elemental Blast power stunt to an extra.

P. 69: ENERGY CONTROL
Change the Disintegration extra under Sonic and Vibration to a power stunt.

Change Energy Blast power stunt to an extra.
Replace the following Energy Type descriptions with the new text below.

Electricity: You can conduct electricity with a Damage bonus up to your
power rank harmlessly through your body and any conductive material
(such as water or metal) that you are touching. Anyone touching you or
the material (up to Normal range) must make a Damage save to avoid
the electricity’s Damage bonus.

Fire: You can cause flammable objects (paper, wood, etc.) within range
to burst into flames. Doing so requires a ranged attack roll and inflicts
damage equal to your power rank. You also can cause existing flames to
move as you direct within range, causing them to “leap” up to your rank
times 10 feet.

Kinetic: You can generate and control kinetic energy, the force of motion.
You can move objects at a distance like Telekinesis at your power rank.

Radiation: You can generate and control radiation. Note that this is
comic book radiation, visible as a glowing light with the effects of intense
light and heat. Your radiation doesn’t cause radiation sickness, cancer, or
genetic mutations like real-world radiation. You can surround yourself
with an Energy Field (p. 70) of radiation at your power rank.

P. 72: FORCE FIELD
Change “a Damage save bonus” in the first sentence to “Protection.” Add:
“Choose one of the below extras as a free power enhancement.”

Under Mental Shield change the text to read: “Your force field pro-
vides Mental Protection (p. 75) equal to its rank.”

GADGETS
Change this power’s description to read as follows:

You have the ability to come up with the right device for any situation.
you can allocate your Gadgets ranks to any power with a base cost of 2
or fewer power points simply by taking a half action and spending a Hero
Point. You cannot apply any flaws to this power to reduce its cost. You
may apply extras, but this divides your power ranks by the number of
extras, plus one. So one extra divides your ranks in half, two extras by
three, and do forth. Any fractional ranks are dropped. If this reduces your
power rank below 1, you cannot create a gadget with that power. You

may divide your power ranks between multiple powers as desired, but
each sperate power requires a half action (but only one hero point,
regardless of how many powers the Gadgets ranks are allocated to).

Example: Gimmick has a utility purse that holds a variety of crime-
fighting devices (Gadgets +10). With a half action and a Hero Point,
Gimmick can pull virtually any sort of device from her utility purse, from
acid to eat through metal bars (Corrosion) to smoke grenades (Obscure)
or shark repellent (Mind Control).

Like all variable effects (see p. 94), the Gamemaster should carefully
monitor and control the use of Gadgets, and has the right to veto a par-
ticular use of a gadget if it is inappropriate for the series.

Note that Gadgets includes the Device flaw in its cost. Individual
Gadgets, while still devices, do not receive a reduction in cost.

GROWTH
Add the following to the end of the power description: “Each time you
increase a size category, increase your speed by 10 feet and your reach
(the distance within which you may make melee attacks) by 5 feet.”

P. 73: ILLUSION
Add “For two extras” at the beginning of the Damaging extra.

P. 73: INCORPOREAL
In the last sentence of the first paragraph change “attack (melee attack,
ranged attack, Energy Blast, etc.)” to “effect (such as unarmed attacks,
iron weapons, a specific type of energy, etc.)”

P. 74: INCORPOREAL
Add the following to the end of Phase Attack: “Protection provides no
benefit, but a Force Field has its normal effect (reducing the DC of the
Fortitude save).”

P. 75: MENTAL BLAST
Change the third sentence to read: “The target’s Wisdom bonus rather
than Dexterity bonus applies as a dodge bonus to Defense.”

P. 75: MENTAL PROTECTION
Delete the words “as well as your saving throw bonus” at the end of the
first paragraph. They’re redundant and somewhat confusing (since they
imply that Penetrating Attack reduces Protection and save bonus at the
same time).

P. 76: MIND CONTROL
Change the second sentence of the second example to: “Argent now gets
a Will saving throw with a DC of 23 (Ego’s original Mind Control check
result).” This brings it in line with the power’s description.

P. 77: NATURAL WEAPON
Change the range from “Personal” to “Touch.” Change the saving throw
from “Fortitude” to “Damage.”

P. 77: NEUTRALIZE
Change the last two sentences to read: “The target makes a Will saving
throw or a check with the affected power rank (whichever has the greater
bonus) with a DC equal to the neutralizing character’s Neutralize check
total. Devices make a power rank check. If the attacker succeeds, the tar-
get’s powers are neutralized.”
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P. 77: OBSCURE
Delete the last sentence from the Selective extra. Remove “a number of”
from the first sentence.

P. 78: PARALYSIS
Change the power’s Duration to Sustained and the name of the extra to
Continuous.

P. 79: REGENERATION
Change the second sentence to read: “Spread this recovery out evenly
over ten rounds, so at rank 5 you recover one stun and lethal hit every
other round and at rank 10 you recover one hit of each type per round.”

P. 81: SHAPESHIFT
Change “three extras” to “five extras” under the Growth extra.

P. 81: SHRINKING
Add the following after the second sentence: “Your normal movement
rate decreases by 5 ft. per reduction in size category (down to an effec-
tive speed of 0 at Infinitesimal size).”

P. 82: SNARE
In the third paragraph, change the damage bonus needed to break a
snare automatically to “10 or more than the Snare’s rank.”

P. 85: SUPER-CHARISMA/INTIMIDATING PRESENCE
Add “plus your ranks in Super-Charisma” to end of first sentence. Add “plus
your Super-Charisma ranks” after “Charisma bonus” in the next sentence. 

P. 88: TELEPORTATION
Delete the “Effects: Movement” line.

Change Extended Teleport to a power stunt.

P. 89: TIME CONTROL
For Precognition and Postcognition insert “For two extras...” at the
beginning of each description (since both powers have a cost of 3).

P. 91: TRANSFORMATION
Change “three extras” to “five extras” under the Growth extra.

P. 92: TUNNELING
Change Rapid Tunneling to a power stunt.

P. 98: PERMANENT
Change first sentence to “An effect is made permanent…”

P. 99: STEP 5
Change the first minus sign in the power cost formula to an equals sign,
so it reads: “Power cost per rank = 1 + total number of effects,” etc.

P. 104: TRAVEL
Change the example to read as follows:

Example: Marathon has Super-Speed +10, giving him a base speed of
80 feet per round and a sprint speed of more than four thousand times
that (327,680 feet per round, about 32,000 mph, or more than forty
times the speed of sound!). At this speed, Marathon can circle the Earth
in under an hour.

P. 105: TABLE 6-3
Change the column headers to: Load, Max Dex Bonus, Check Penalty,
Speed, Sprint

P. 105: TABLE 6-4
Bump the “Str” headers over one column so it reads “Str 10 Heavy Load,
Str 15 Heavy Load,” etc.

P. 106: HERO POINTS
Add the word “completely” before the word “ignore” at the end of the
first sentence of the Ignore Fatigue section.

P. 107: NEW WEAKNESS
Add the following as a subset of the Disabled weakness.

Slow: The character’s movement is hampered due to lame or stubby
legs, malfunctioning servos, or zombified muscle tissue. A Disabled—Slow
character suffers a –5 penalty on Acrobatics, Balance, Jump, Move
Silently, and Ride checks. Reduce his base movement speed by 10 feet.

P. 112: IMPROVISED WEAPONS
Change the second and third sentences to read: “Such objects have a
damage bonus equal to the character’s Strength bonus or twice the
object’s hardness, whichever is less. If either the attacker’s Strength bonus
or the defender’s Protection bonus is greater than the object’s hardness,
the object is destroyed by the attack. Weapons that a character has paid
for with power points are assumed to be tough enough to withstand the
character’s full Strength, and provide their normal damage bonus.”

P. 115: VEHICLE COST
Change the first sentence to read: “To determine a vehicle’s cost in power
points, take its ranks of movement, add any armor or other features the
vehicle may have, then add any points of hardness it has greater than its
highest other rank.”

P. 116: COLLISIONS
Delete the third sentence of the second paragraph.

P. 118: HARDNESS
Change “hardness 20” in the first sentence to “the construct’s power level +5.”

P. 118 CONSTRUCT CHARACTERS
Change the beginning of the second paragraph to read:

Construct characters generally have Immunity super-feats to represent
their artificial nature. At a cost of 20 power points, a standard construct
has all the Immunities listed on pages 51–52, including Energy (cold and
heat). If you wish to give the construct fewer Immunities, reduce the 20-
point cost by 2 points for each Immunity the construct lacks.

P. 120: HEADQUARTERS FEATURES
Under Holding Cells change the end of the second sentence (after the
parenthesis) to: “or their basic hardness is increased by half the base’s
power level.”

P. 131: DAMAGE REDUCTION
Change the text under this header to read as follows:

Instead of reducing damage bonus, Protection and similar powers like
Force Field provide damage reduction, reducing the amount of damage
inflicted. Multiply the Protection rank by two and reduce the damage
inflicted by each attack on the character by this amount. If the damage is
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reduced to 0 or fewer hit points, it has no effect on the character. So a
hero with Protection +11 ignores the first 22 points of damage from each
attack, and attacks of three or fewer dice don’t affect the character at all,
except on a critical hit.

Amazing Save (Damage), Super-Constitution, and other bonuses to
Damage save do not provide damage reduction. Instead, they increase
the character’s hit points, adding a number of hit points equal to the
power’s rank per power level. So a level 10 hero with Super-Constitution
+6 and Amazing Save (Damage) +4 has an additional 100 hit points
(6x10 + 4x10 = 100).

P. 139: DAMAGE TO OBJECTS
The third paragraph should read: “The rules for impossible damage saves
(p. 127) do not apply to objects; if an attack has a damage bonus of 10
or more than the object’s hardness, the object is automatically broken by
the attack.”

P. 140: CONDITION SUMMARY
Under Grappled remove the words “do not threaten any area and” from
the last sentence.

P. 142: TRIP
Add “your size,” between “smaller than you” and “or one size category
larger” at the end of second sentence.

P. 152: TABLE 9-3
Please delete this table and replace with the the chart reproduced on
page 6 of this erratta. This chart may be cut out and pasted over the
exisiting chart in the Mutants & Masterminds rulebook.

P. 154: SUPPORTING CAST
Under Police Detective, change the Alertness feat to Talented (Listen
and Spot).

P. 155: SUPPORTING CAST
Under Police Officer, change the Alertness feat to Talented (Listen and Spot).

P. 163: THE FIGHT
Under Teamwork delete the third sentence. Change the beginning of
the fourth sentence to: “Captain Thunder may...”

P. 166: CAPTAIN THUNDER STAT BLOCK
Add the extra Energy Blast to his Energy Control (electricity) power.
Change his Animation extra to a power stunt. 

P. 168: SIREN STAT BLOCK
Change Elemental Blast to an extra of Element Control (water). Remove
Profession (psychologist) from her skill listing, but note that her mortal
form (Cassandra Vale) possesses this skill.

P. 172-177: SAMPLE VILLAINS
See the Revised Sample Villains file for updates. Green Ronin Publishing
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GENERAL QUESTIONS
Be sure to download the most recent version of the Mutants &
Masterminds Errata, available from the Green Ronin website
(www.greenronin.com), which corrects errors in the book and may answer
many questions. Corrections in the errata are not covered in this FAQ for
the most part, although the FAQ does take the errata and corrections into
account.

Can I use the Mutants & Masterminds rules with a genre or set-
ting other than superheroes?
Sure, if you want to. By setting the starting power level and limiting what
attributes (skills, feats, and powers) are available, you can use Mutants &
Masterminds to play in other settings or genres. For some genres you
may want to tweak the rules to make them more realistic or less “comic
book” in style. See Chapter Nine of the core rulebook for guidelines to
help you change the rules to suit your style of play.

How compatible is Mutants & Masterminds with other d20 RPGs?
M&M uses the core of the d20 game system, namely a d20 roll, plus
modifiers, versus a Difficulty Class (DC). It does not use many elements of
the d20 System, including classes, hit points, experience points, attacks
of opportunity, or any dice other than one 20-sided die. The game stats
are similar to other d20 games, and will be familiar to players who know
them, but they’re not 100% compatible. You can import material from
other games with a little conversion work, adjusting the stats as needed
to conform to the Mutants & Masterminds system.

HERO ARCHETYPES
Some of the hero archetypes don’t add up right.
See the Revised Hero Archetypes file, available from the Green
Ronin website, for updated and corrected game stats for the hero
archetypes. Secondary printings of the M&M core rulebook contain
these revised archetypes.

ABILITY SCORES
How do I assign a character a non-existent ability score?
Generally, you don’t. Non-existent ability scores are primarily for model-
ing things like constructs and there are particular rules dealing with them
on pp. 117–118. The GM may allow players to assign a character a non-
existent ability score as a weakness (p. 106), keeping in mind that
non-existent scores can severely hamper characters. Non-existent
Strength means the character cannot manipulate the physical world at
all. (Keep in mind that even a permanently incorporeal character can still
use Str to affect incorporeal things.) Non-existent Dexterity means the
character is utterly incapable of physical movement. Characters with non-
existent Intelligence, Wisdom, or Charisma are not recommended, since
they lack the free will and awareness to be player characters. Non-exis-
tent Constitution is effectively an advantage, since it makes a character
immune to many physical concerns and environmental hazards.
Characters with no Constitution scores aren’t true living beings and
should be built as intelligent constructs (p. 118).

SKILLS
Why are skills so expensive?
This is based on the way skills are often handled in the comics. Generally
speaking, comic book characters have either very few skills or they are
extraordinarily capable in a wide range of them. If you want your charac-
ter to be good at a particular type of skill, such as athletics or scientific
pursuits, you’re best off buying the appropriate Super-Ability for those
skills. For example, a character focusing on skills like Acrobatics, Balance,
Hide, and Move Silently benefits from having ranks in Super-Dexterity,
which improve all of those skill checks. Likewise, a character who is a bril-
liant scientist benefits from having ranks in Super-Intelligence. This
doesn’t necessarily mean that the character is “super-powered.” You can
define the Super-Ability as the result of intensive training or talent (see
Power Source, pp. 56–57). This allows you to lower the number of power
points the character has to invest in skills.

Alternately, if you prefer to have a more skill-intensive game, you can
simply lower the cost of skill ranks. Three skill ranks per power point
seems to work well for many groups.

FEATS
If I have the Attack Finesse feat, can I add my Super-Dexterity
bonus to my melee attack rolls?
No. Super-Dexterity does not provide an attack bonus.

It says that the Rapid Healing feat stacks with Regeneration.
How does this work?
Basically, you combine the effects of the two: Rapid Healing allows the
character to regain an additional stun and lethal hit when the character
recovers. Regeneration allows the character to recover its rank in stun
and lethal hits per minute. So a character with both recovers his
Regeneration rank, plus one, in stun and lethal hits per minute. Rapid
Healing does not double the rate of Regeneration.

Do Sidekicks take damage as minions?
No. Sidekicks suffer damage like regular characters. Note that Sidekicks
do not have Hero Points of their own, but players can spend Hero Points
on behalf of their characters’ Sidekicks.

Can I import feats from other games?
Yes, if you want, although some feats may have game mechanics or pre-
requisites not found in Mutants & Masterminds such as feats that
involve attacks of opportunity or particular class abilities. Some feats
may need to be modified to work in Mutants & Masterminds, and you
should always carefully consider a feat’s effects before allowing it into
your game. See the guidelines on creating new feats on p. 53 for some
general ideas.

SUPER-POWERS
How does power stacking work?
Basically, powers that affect the same attribute or die roll “stack,” that is,
add their bonuses together. The limitation on this stacking is that the
total bonus from powers to any one attribute or die roll cannot exceed
the character’s power level.
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For example, Amazing Save (Damage), Super-Constitution, Protection,
and Force Field all provide a bonus to Damage saves. Amazing Save and
Super-Con add a bonus to the Damage save roll, while Protection and
Force Field reduce the DC of the save (by reducing the attack’s damage
bonus). These benefits all stack. A character cannot, however,  have a
total bonus (increase in Damage save or reduction of DC) greater than
his power level.

Does the power level limit apply to all bonuses or only powers?
Only powers. Bonuses from ability scores, skills, and feats aren’t affected
by the stacking limit except were it specifically says otherwise.

Do extras and power stunts that duplicate other powers work at
the same rank as the base power?
Yes, unless stated otherwise, extras and power stunts that duplicate
another power work at the rank of the base power.

Can I “borrow” extras, power stunts, and flaws from other powers?
If it suits your character concept and the GM allows, yes. Keep in mind,
however, that some extras, power stunts, and flaws associated with spe-
cific powers are designed for those powers and may or may not be
suitable for other powers.

Can I make up new extras and power stunts?
Sure, check out the power creation guidelines on pp. 92–99 of the core
rulebook and the Power Creation section of this FAQ. You should always
check with your Gamemaster before creating a new extra or power stunt
for your character, and GMs have the final approval of any new extras or
stunts in their campaigns.

How are the stored points from Absorption used?
It works like this: Rebound has Absorption (physical) +10 with the ability
to channel his absorbed energy into an Energy Blast (kinetic). He’s
punched for +8 damage. His power absorbs it all, giving him 8 points of
“stored” energy. Rebound can now channel those 8 points into an Energy
Blast +8 on his next action, if he wishes. Before he goes, Rebound is
struck with another physical attack for +12 damage. Ouch! His
Absorption reduces the damage bonus to +2 (12 - 10 = 2). Rebound’s
stored energy goes up to 18 (8 + 10) and he makes a normal Damage
save against the remaining +2 damage bonus.

On his action, Rebound channels his stored energy into a powerful
kinetic Energy Blast. Although he has 18 stored points, his Energy Blast
can’t be more powerful than +10 (his power rank). So he goes with the
most powerful blast that he can, leaving him with 8 stored points,
enough for a +8 Energy Blast on his next turn (unless he absorbs more
energy before then).

Does Absorption still reduce damage after you’ve reached your
maximum storage capacity?
Yes, the character simply doesn’t add any more points to his storage
capacity. Such extra energy harmlessly “bleeds off.”

Do you need to buy the Ghost Touch extra to use the attack
powers associated with incorporeal Alternate Forms (such as
Suffocate in gaseous form)?
No. It’s included in the cost of Alternate Form.

Doesn’t Blending seem a little expensive when compared to
Invisibility? 
Well, Invisibility is more effective, as you’d expect, however Blending does
have a few minor advantages: it’s Continuous, so it doesn’t require con-
centration and it doesn’t go away when you’re stunned or incapable of
free actions. It’s unaffected by See Invisibility (which totally negates
Invisibility) and you can Hide from things like blindsight (which also
negates Invisibility). At close range, the chance of detecting an invisible
or blended character are basically the same on a Spot check (assuming
the same power rank).

How does Duplication work when creating multiple duplicates?
Normally, characters with Duplication can create a single duplicate as a
half action. The duplicate can have ranks and bonuses equal to the origi-
nal’s or the character’s Duplication power rank, whichever is less. The
character can continue creating duplicates, one per half action, up to a
maximum number equal to his Duplication power rank.

To create more duplicates rapidly, the character can accept a penalty
to his power rank. This lowers the maximum bonuses and ranks of the
duplicates but allows the character to create one additional duplicate per
half action per -1 rank penalty. This does not affect the character’s maxi-
mum number of duplicates.

So, for example, if Myriad has Duplication +10, she can create a single
duplicate (with up to +10 ranks and bonuses) as a half action. She can
create a total of 10 duplicates (requiring 10 half actions or 5 rounds, if
she does nothing else). If she chooses to lower her power rank to +6, she
can create an additional 4 duplicates with one half action, plus the base
one duplicate, for a total of 5 duplicates in one half action. She can reach
her limit of 10 duplicates in one round if she does nothing else.

Incorporeal seems really powerful. For 3 power points per rank
you can take it with Ghost Touch and be essentially untouchable.
You’re pretty much immune to physical attacks, yes, but there has to be
one type of attack that affects you normally (and it’s up to the GM how
common that attack has to be). You’re also still affected by environmental
conditions unless you have the Immunity extra, so you can suffocate, be
affected by gases, intense heat and cold, etc. Various powers still affect
you, like Dazzle, Fatigue, Force Field, Illusion, Mental Blast, Mind Control,
Neutralize, Paralysis, Slow, Snare (if it has the appropriate special effect),
Stun, and Suffocate. Some effects are up to the GM, depending on the
special effects of Incorporeal and the other power. Plus attacks with Ghost
Touch or the Mental extra, of course. And, if your Incorporeal power isn’t
Continuous, then all somebody has to do is stun you and you’re pretty
much defenseless. Powerful? Yes. Insurrmountable? Not really.

How does Neutralize work against devices?
It works just fine, actually. When a device is targeted with Neutralize, it
uses its power rank as its saving throw bonus. If a device is particularly
bound to its user in some way (in the GM’s opinion) it can use its power
rank or the owner’s Will save, whichever is greater.

Protection stops all damage less than its power rank? Isn’t that
too powerful?
Protection does provide a substantial amount of, well, protection, but that’s
its job. It’s worth noting that Protection must reduce an attack’s damage
bonus below 0 to negate it, so an attack with a damage bonus equal to the
target’s Protection bonus can still have some effect. There are also a num-
ber of powers that don’t have a damage bonus, and are therefore not
affected by Protection, such as Dazzle, Drain, Fatigue, Illusion, Mental
Blast, Mind Control, Paralysis, Slick, Slow, Snare, Stun, and Suffocate.
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If you find Protection too powerful or effective in your campaign, you
can modify it so that it only allows characters to ignore attacks reduced
to a damage bonus of less than -5, rather than 0. This means attacks
with a damage bonus of 5 less than the target’s Protection bonus still
have a small chance of affecting the target.

How much does Snare limit a target’s actions?
This is covered in the power’s description on p. 82, but may require some
interpretation from the GM. One successful use of Snare means the target
is entangled: -2 on attack rolls and -4 to Dexterity (with a commensurate -2
penalty to Defense). If the snare is anchored to an immobile object (such as
the ground), the target also cannot move. The target is still capable of tak-
ing physical action within the limits above: attacking, using powers, etc. An
exception is the Sorcery power, which is restricted when a character is
entangled, since he cannot “gesture freely” as the power requires.

A second successful use of Snare renders a target bound and helpless.
The target cannot move or take other physical actions. He loses his dodge
bonus to Defense and his Dexterity is treated as 0, applying an addi-
tional -5 to Defense. Attackers additionally gain a +4 bonus to hit the
target. The target is still conscious and capable of mental actions, includ-
ing using powers, at the GM’s discretion.

Additional uses of Snare after the second may, at the GM’s discretion,
increase the snare’s hardness by +1, up to one and a half times the origi-
nal hardness (which is equal to the power’s rank). Thus a character can
“layer” a snare over a target to reinforce it.

Can you turn extras on and off?
Yes. “The use of extras is optional. That is, if your hero has an extra for a
power, she can choose whether or not to use it. So a hero who has Energy
Blast with the Area extra can fire a normal blast or choose to fire an area
blast. You also can use your extras in any combination that you wish,
except where specifically prohibited by their descriptions. The GM may ban
some power/extra combinations in the game, when necessary” (p. 96).

Can you vary the area of an area-effect power?
Yes. A character can choose the area of a power that affects an area when
the power is used and can vary the area of an ongoing area-effect power
as a free action. The minimum area is a single five-foot square, while the
maximum area is determined by the power’s rank as given in the power
description. An area-effect power with the Full Effect flaw (p. 97) cannot
be varied; it must always be used to cover the maximum area.

POWER CREATION
How do I create new powers?
The guidelines for power creation are given on p. 92–99 of the Mutants
& Masterminds core rulebook. The basic process of creating a power
involves deciding what effects the power has, what (if any) modifications
to the standard effects are required (via extras and flaws), what limita-
tions the power has (via flaws) and adding up the power’s cost.

I found a power that doesn’t work exactly according to the
power creation rules. Why?
Although all the powers in Mutants & Masterminds were created using
the power creation guidelines given on pp. 92–99, some have been
slightly modified or “tweaked” in various ways, either for game balance or
style reasons, to give the powers the right look, feel, and game effect. We
encourage players and Gamemasters to do the same with their own
homemade powers and additions to the game. Power creation and
design is an art as well as a science and we wanted Mutants &

Masterminds to reflect that. Change things as you see fit to suit the style
of your campaign and of your gaming group.

CHARACTERISTICS
The example of travel on p. 104 seems to be calculated wrong.
Shouldn’t Marathon’s multiplier be ××1,024 instead of ××4,096?
No, because sprinting applies a ×4 multiplier to base speed to begin with.

Can you spend Hero Points to re-roll Damage saving throws?
Yes. You can spend Hero Points (and Villain Points!) to re-roll Damage
saves, just like any other die roll.

If you spend a Hero Point to overcome the fatigue of extra
effort, do you suffer the fatigue on the next round or is it elimi-
nated entirely?
It’s eliminated entirely. In essence, you don’t suffer the fatigue at all for
that particular use of extra effort.

DEVICES
How are the costs of vehicles figured?
A vehicle’s cost is the total of its movement ranks, its armor bonus, and
any other features it may have (such as weapons). Vehicles have hardness
equal to their highest rank for free. Any hardness in excess of this increas-
ing the vehicle’s cost on a 1-for-1 basis (+1 cost per point of hardness).

So a bicycle has movement 5 (5 pp) and hardness 5 (0 pp, since it’s
equal to the vehicle’s highest rank) for a total cost of 5 pp. A train has
movement 7 (7 pp), armor 8 (8 pp), and hardness 13 (which is 5 more
than the train’s highest rank, so it costs an additional 5 pp) for a total
cost of 20 pp.

How do you determine the Defense of a vehicle? 
Vehicle Defense = 10 + size modifier + speed modifier + maneuver modi-
fiers (if any) + driver’s Dex modifier as a dodge bonus.

Can a character use extra effort in conjunction with a device?
That depends on the nature of the device and the decision of the
Gamemaster. Certainly devices powered or influenced by the wielder’s
will/energy/thoughts/etc. can use extra effort, and GMs may permit
characters to “push” super-science devices through extra effort. The GM
may rule that some devices, like guns, either can’t use extra effort, or that
the wielder must spend a Hero Point to eliminate the fatigue of the extra
effort in order to apply it to that device. This limitation is not an addi-
tional flaw; it’s a facet of the Device flaw.

COMBAT
What’s the difference between Defense and Damage save?
Defense is how difficult a character is to hit, the base DC of an attack
roll. Damage save is a character’s ability to “soak” or shrug off damage.
Protection reduces the DC for Damage saves.

Why is the Difficulty Class for Damage saving throws so high?
The idea behind Damage save DCs is that, all other things being equal,
there is a 25% chance of no damage, a 25% chance of a hit, a 25%
chance of a stun result, and a 25% chance of a knockout or disabled
result. If you prefer to prolong combat in your games a bit, lower the base
Damage save DC to 10 + damage bonus. This provides a 50% chance of
no damage, a 25% chance of a hit, a 25% chance of a stun, and no
chance for an immediate knock-out or disablement between two equally-
matched opponents. If you prefer some variability in your Damage saves,
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either use the optional rule for damage rolls on p. 128 or set the Damage
save DC at 10 + 1d6 + damage bonus.

What happens if a Disabled or Dying character takes additional
damage?
Any attack that inflicts damage on a Disabled character shifts that charac-
ter’s condition to Dying. Any attack that inflicts damage on a Dying
character shifts the character’s condition to Dead. As per usual, attackers
can choose to inflict a lesser effect (such as unconsciousness) if they prefer.

When a character recovers from being Unconscious or Disabled,
how many hits do they have?
The same as they had before becoming Unconscious or Disabled. The
character recovers hits normally (see p. 129).

How do characters pick up and throw things at each other
in combat?
See the rules for Improvised Weapons on p. 112.

Does Super-Strength affect grappling checks?
Super-Strength does not add a bonus to the melee attack roll to begin
grappling but it does add its normal bonus to grappling checks.

SAMPLE VILLAINS
I have questions about the sample villains’ stats.
Please see the Revised Sample Villains file, which addresses issues with
the game statistics of those characters. Secondary printings of the M&M
core rulebook contain these revised villains.

MISCELLANEOUS QUESTIONS
The sample thugs listed on p. 154 have +3 weapons even though
they are only power level 1 and 2, respectively. Isn’t this against
the rules?
Technically, yes, however keep in mind that the Gamemaster is free to
bend the power level limits as needed for the campaign. This is particu-
larly true of NPCs, who generally don’t need to be as balanced as player
characters. Low-level NPCs may have items of equipment that exceed
their power level, if the GM allows.

Can I use published d20 creatures in my Mutants &
Masterminds game?
Such creatures are fairly easy to use in Mutants & Masterminds with just
a few modifications. Basically: 

• Take any ability scores the creature has over 20, divide the extra
amount by two, round down, and make that the creature’s rank in the
appropriate super-ability. 

• Give the creature a Damage saving throw bonus equal to its base Con
bonus plus any natural armor bonus that it has. Subtract the natural
armor bonus from its AC to calculate its new Defense. (This usually
results in most monsters being easier to hit, but more difficult to hurt.)

• Divide the creature’s maximum damage by 6 (round down) and make
that its damage bonus, if it exceeds the creature’s base Strength
bonus. Otherwise, just use the Str bonus. Drop multiple attack routines
and use the creature’s largest damage bonus or give the creature the
Rapid Strike feat.

• Convert any spell-like or supernatural abilities the creature may have
into ranks in the appropriate super-powers. 

Keep in mind that this system isn’t 100% exact (no conversion system is),
but it’s a good ballpark. Tweak the stats as needed to give the creature
the right feel.

Can I create a Mutants & Masterminds fan website?
Feel free! We only ask that you follow the restrictions of the Open Game
License contained in the back of the book and observe the restrictions on
Closed Content listed on the title page.

What these basically mean is that you can’t use the Mutants &
Masterminds name or logo without the permission of Green Ronin
Publishing. You also can’t provide information on the allocation or use of
power points for character creation of advancement. That doesn’t mean
you can’t create new powers and list their costs, just that you can’t list
the costs of powers from Green Ronin products or reproduce material on
spending power points to create or advance characters.

Which is the best superhero RPG?
Why, Mutants & Masterminds, of course! It even says “The World’s
Greatest Superhero RPG!” right on the cover!

Seriously, this question should be phrased, “which is the best super-
hero RPG for me?” and the truth is that we can’t answer that. There is a
plethora of superhero roleplaying games out there, each one different in
its own way, each with its good and bad points, and each with its own
fans (and, often, detractors). None of them is perfect because if one was,
everyone would be playing it!

Mutants & Masterminds is designed to be a medium-complexity, fast-
playing game that captures the feel and the action of superhero comics.
Like every hobby and every game, it’s a matter of personal taste. We rec-
ommend giving M&M a try and seeing if you like it. Give some other
games a try, too, if you want, and decide for yourself which is best based
on which one you have the most fun playing. After all, that’s what play-
ing a game is all about, right?

Green Ronin Publishing
PO Box 1723

Renton, WA 98057-1723
www.greenronin.com

Super Unicorn a design studio
12819 SE 38th St. #319

Bellevue, WA 98006-1395
www.superunicorn.com

Mutants & Masterminds is ©2002 Green Ronin Publishing. Reference to other copyrighted
material in no way constitutes a challenge to the respective copyright holders of that material.

Mutants & Masterminds, Freedom City, and Green Ronin are Trademarks of Green Ronin Publishing.



GAME STATISTICS

CHARACTER RECORD SHEET

Character Name  Group Affiliation 

Alternate Identity  Identity     Secret     Public 

Base of Operations  First Appearance 

Power Level/Max Power Rank Size Height

Sex Age Weight Eyes Hair

DEFENSE

SPEEDHERO POINTS

SUPER-POWERS

SAVES

ATTACKS

DAMAGE CONDITIONS

FEATS & SUPER-FEATS

DEVICES

BASE ATTACK
bonus
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constitution
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dexterity
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wisdom

CON
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dexterity
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strength
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wisdom

CHA
charisma

INT
intelligence

MELEE
attack bonus

RANGED
attack bonus

misc
modifier

indicates a stun hit. stun hits impose a cumulative -1 modifier to all further stun damage saves.
indicates a lethal hit. lethal hits impose a cumulative -1 modifier to all further lethal and stun 
damage saves.
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SKILLS

CHARACTER SKETCH

skills in bold are trained only

skill
modifier

ability
modifier

key
abilityskill name

ranks
modifier

misc
modifier

acrobatics  dex
balance  dex
bluff  cha
climb  str
computers  int
concentration  wis
craft ________________ int
demolitions  int
diplomacy  cha
disable device  int
disguise  cha
drive  dex
escape artist  dex
forgery int
gather information   cha
handle animal  cha
hide  dex
innuendo  cha
intimidate  cha
jump  str
knowledge __________  int
knowledge __________ int
knowledge __________ int
knowledge __________ int
knowledge __________ int
language   —
listen wis
medicine  wis
move silently  dex
open lock  dex
perform  cha
pilot  dex
profession __________  wis
read lips  int
repair  int
ride  dex
science _____________ int
search  int
sense motive  wis
sleight of hand  dex
spot  wis
survival  wis
swim  str
taunt  cha
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LIFT OVER HEAD
equals max load

LIGHT LOAD MEDIUM LOAD
LIFT OFF GROUND
2 × max load

PUSH OR DRAG
5 × max load

HEAVY LOAD

max
ranks

GEAR

CAMPAIGN INFORMATION

ORIGIN

WEAKNESSES

campaign

fellow heroes

sidekicks or minions

gamemaster power points

arch enemy
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