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INTRODUCTION

elcome to Ultimate Power! This sourcebook offers an

expanded look at powers for the Mutants & Masterminds

roleplaying game, including how to mix-and-match a vari-

ety of basic power effects to create virtually any power you
might want to include in the game.

Superhuman powers are a cornerstone of comic book superheroes,
and have been ever since the first true costumed hero debuted in
Action Comics #1 in 1938. Since then, comic book heroes have pos-
sessed virtually every power under the sun, from the most obscure
and insignificant to the most powerful and universe-shaking abilities
imaginable.

Ultimate Power seeks to add to the basic system of super-pow-
ers available in Mutants & Masterminds to allow the game to truly
capture any sort of comic book hero or villain. It also refines rules
for handling powers, clarifies and expands existing ones, and offers
tools for creating your own unique abilities.

OVERVIEW

Ultimate Power is divided into three main sections dealing with
powers in Mutants & Masterminds:

Chapter 1: How Powers Work describes the basic components of
powers and how powers work in the context of the game.

Chapter 2: Power Creation describes the basic building blocks of
powers in the game: what they do and how much they cost, along
with how to modify and combine them to create entirely new pow-
ers.

Chapter 3: Powers puts the principles from Chapter 2 into practice,
providing numerous preSfabricated powers using a variety of effects,
modifiers, and power feats. You can use the powers from this chapter
as they are or further modify them to suit a particular character or
concept.

HOW TO USE THIS BOOK

The primary purpose of Ultimate Power is inspiration: this book
contains hundreds of superpowers with different modifiers, power
stunts, and variants, along with giving you the tools for creating
your own unigue powers.

Descriptions of power effects and modifiers have expanded,
hopefully clarifying how they work and what you can do with them.
Likewise, the number of sample powers has increased, giving you
more examples of how to create your own powers as well as ready-
to-use traits you can simply pick and choose for your Mutants &
Masterminds characters.

UNDER THE HOOD

Throughout this book, you'll find various Under the Hood boxes (like
this one). They take a look “behind the scenes” at the logic underlying
some design decisions and rules, and offer advice on how to handle
common problems or issues that might crop up. They give you an inside
look at how the game works and how to ensure you and your group
get the most out of it.

e o e
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Ultimate Power also introduces power structures formally into
the game: ways of organizing effects into different powers. These
already exist in the core rules (as Arrays, Variable Powers, and so
forth); but this book gives them a formal category of their own and
looks at them in more detail, making it even easier to handle differ
ent power structures in play.

There's a lot of material in this book, but don't let it overwhelm
you. The easiest approach is to go through step-by-step: review the
effects in Chapter 2, followed by the various power feats, modi-
fiers, and drawbacks. Take a look at how they're all put together
into powers at the end of the chapter. Then look through the vari-
ous powers in Chapter 3. You'll find many of them familiar from
the core Mutants & Masterminds rules, simply expanded with more
detail. Others are completely new; look them over to get a feel for
what they do.

In Chapter 2 and Chapter 3, you'll find a great many options.
In particular, you'll see various Alternate Power feats listed for
the powers in Chapter 3. Don't feel constrained by these lists;
they're by no means the only possible Alternate Powers for those
traits, just the most common ones. Likewise, while a great many
modifiers are discussed with each effect or power, they aren't nec-
essarily the only ones that can apply. Generally, if a particular
modifier isn't discussed, you can assume it applies to that effect
just like any other. Use the guidelines given in the modifier's
description in Chapter 2.

WHAT THIS BOOK IS NOT

While Ultimate Power is intended to be a comprehensive guide to
powers in Mutants & Masterminds, there are a number of things
specifically not included in this book:

First, apart from discussion of the Device structure (see Device
in Chapter 2), Ultimate Power does not include devices or equip-
ment of any kind. It's not a catalog of superscience technology or
magical artifacts (which warrant books of their own). You can cer
tainly use the guidelines in this book to create such things on your
own, but you won't find any worked examples in its pages.

Second, Ultimate Power doesn't go into depth on systems of
magic and mysticism, apart from an expanded write-up of the
Magic power. Such a detailed treatment of magic also warrants its
own book.

Ultimate Power only addresses powers; it does not provide
detailed treatments of skills or feats, or of characters based pri-
marily on them. Its effect guidelines can be useful in terms of
creating new feats (using the Powers As Feats guidelines, see
Mastermind'’s Manual, page 36), but otherwise, all the material in
this book is related solely to powers.

Finally, Ultimate Power is not the last word on powers in Mutants
& Masterminds. That authority rests solely with the Gamemaster
(GM): who decides what (if any) of the powers in this book should be
included in the game, how they're acquired, and ultimately how they
work. Just because a particular power is listed in this book doesn't
mean players have carte blanche to give it to their characters. If the
GM objects, then the “official” rules position say the GM is always
right.
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As always, keep Rule Number One (see Rule Number One,
M&M, page 7) in mind when addressing any issues raised by the
material in this book: Do what is the most fun for your game!
Don't let any published set of guidelines tie your hands, either lim-
iting what you want to do in your game or forcing you to do or
include something you'd rather not.

IMPORTANT TERMS

The following are important game terms used throughout this
book, collected here for easy reference. Readers may also with to
refer to the Important Terms section on pages 12-13 of Mutants
& Masterminds. Some terms are repeated here for ease of use and
some basic definitions from M&M have been expanded.

accurately perceive (also accurately sense): To notice some-
thing with an accurate sense, necessary to target a perception
range effect.

action: A character activity. There are standard actions, move
actions, full actions, free actions, and reactions.

active: An effect requiring some amount of deliberate effort to use
or maintain. This includes all effects with a required action other than
reaction or none and a duration other than continuous or permanent.

alternate power: One power that may be substituted for another
in an array, but not usable at the same time, giving a power dif
ferent options or “settings.” Alternate powers are acquired via the
Alternate Power feat.

array: A power structure made up of a collection of alternate pow-
ers, not all usable at the same time.

configuration: How a power's power points are allocated among
its effects, modifiers, feats, and drawbacks. Some power structures
allow powers to change their configuration. Each configuration is
considered a distinct and separate power.

descriptor: A term describing the nature of a power. A descriptor
may define how certain effects appear or function.

drawback: A minor hindrance that awards additional power points
to the character suffering from the drawback. A power drawback is
a drawback that applies to a particular power.

duration: How long a power effect lasts. Effects can have a duration
of instant, concentration, sustained, continuous, or permanent.

effect: An aspect of a power with defined game mechanics. Effects
are the basic “building blocks" of powers.

extra: A power modifier that enhances an effect, increasing its
cost. Extras permanently modify an effect.

flaw: A power modifier that limits a power, reducing its cost. Flaws
permanently modify an effect.

lasting: An effect requiring additional saving throws to overcome.
How often the additional saving throws occur is determined by the
effect's duration.

mental effect: An active effect that targets the mind. Mental
effects are noticeable only to the target and observers with ranged
mental senses like Mental Awareness.
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noticeable: An effect with a clearly noticeable display of some
sort. All active effects are noticeable to one degree or another
unless they have the Subtle power feat.

origin: A descriptor specifying where a power originates. For
example, a power that comes from a mutant genetic quirk has a
“mutant” origin.

passive: An effect requiring no real effort to use or maintain. This
includes all effects with an action of reaction or none and a dura-
tion of continuous or permanent.

power: A superhuman trait, like the ability to fly or shoot blasts of
energy. Powers are made up of one or more effects, possibly with
modifiers, power feats, and drawbacks, with one or more descriptors.

power feat: A minor enhancement or alternate use of an effect.
Unlike power modifiers, power feats are optional and can be used
or not with a particular effect as desired.

power level (also level): A limit on overall power and ability in
a campaign, also sometimes used to describe the overall power of
a character.

power modifier: An increase or decrease in a power effect’s
capabilities, also increasing or decreasing its cost. Extras increase
capabilities and cost while flaws decrease capabilities and cost.
Power modifiers are permanent changes to an effect.

power points: Points allocated to a character’s different traits dur
ing character creation, also awarded for advancement.

power stunt: A power feat—often an Alternate Power—acquired
temporarily through extra effort.

rank: A measure of a character's level of ability with a skill or
power.

source: A descriptor specifying from where a power draws its
effect(s). For example, a mystical power might have "magic” as its
source.

stack: Combine for a cumulative effect. If modifiers do not stack,
it is specified in the rules. In most cases, modifiers to a given check
or roll stack. If the modifiers of a particular roll do not stack, only
the best bonus or worst penalty applies. Sometimes there is a limit
to how high a stacked bonus or penalty can be, based on power
level.

structure: A way power components are arranged to create a
power. There are four power structures: normal, array, container,
and variable.

subtle: An effect that is difficult to notice, or only noticeable to a
specific and limited sense.

target (also subject): The intended recipient of an attack,
action, or effect.

trait: Any of a character's game-defined qualities: abilities,
bonuses, skills, feats, and powers are all traits.

unnoticeable: An effect that cannot be noticed, having no sort of
display. All passive effects are unnoticeable by default, unless they
have the Noticeable power drawback.
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CHAPTER ONE: HOW POWERS WORK

HAPTER 1. HOW POWERS WORK

n Mutants & Masterminds game-terms, a power is a collection of

effects, possibly including certain modifiers, feats, and/or draw-

backs, put together in a particular structure with one or more
descriptors explaining what the effects are and where they come
from in the context of the setting.

In broader terms, a “power” is any extraordinary trait not nor-
mally possessed by an ordinary human being. Generally speaking,
“normal” humans in M&M don't have powers. They may still be
quite extraordinary—a “normal” with 150 power points to spend
can have incredible abilities, skills, and numerous feats—and may
be able to hold their own against foes who do have powers, but
they still fall within a particular range of what's possible.

Powers allow characters to “break the rules” of ordinary reality
as we know it and do the sorts of amazing things you see in the
comics: fly, walk through walls, lift hundreds of tons, shoot beams
of energy that melt through steel, and much, much more.

This chapter looks at how powers are put together and how they
are used, expanding on material from Chapter 5 of Mutants &
Masterminds.

POWER COMPONENTS

Powers in Mutants & Masterminds are made up of certain basic
components: each power includes one or more effects and one or
more descriptors of those effects and their source. A power may also
include one or more modifiers—power extras or flaws—that change
how the basic effect works, one or more power feats, particular
stunts available to the power, and one or more power drawbacks,
specific limitations or restrictions on the power. All these compo-
nents are assembled in a particular structure to create the power.

EFFECTS

The basic component of a power is its effect, what the power
actually does. Effects are defined in game terms with little or no
regard for the actual cause of the effect, what it looks like, or how
it is described. The actual mechanics—what the effect does in the
game—is the important thing. This means one game-system effect
may encompass a wide number of "actual” effects. For example,
the Damage effect is used for anything that causes damage, which
includes a tremendous variety of damaging attacks, from more
powerful unarmed strikes to melee weapons, physical projectiles,
harmful energy emissions, chemicals, and so forth.

MODIFIERS

Modlifiers, much as you might expect, change the way basic effects
work. They customize an effect, retaining most of how it works
and adjusting a few things to suit a particular idea. For example, a
modifier might change an effect's default range, either improving
it (allowing a normally touch range effect to work at a distance) or
limiting it (forcing a ranged effect to only work by touch). Modifiers
that enhance effects are called extras and increase an effect's cost
along with its capabilities. Modifiers that limit effects are called
flaws and decrease the effect's cost as well as its capabilities.

Modifiers are permanent changes to an effect, essentially creat
ing an all-new effect out of the base effect. So a power that needs
an effect both with and without a modifier has to pay for two dif-
ferent effects rather than just one.

FEATS

Just as characters can have particular feats so can powers have
power feats; stunts or special capabilities of a particular effect.
Power feats work much like regular feats in that they are optional,
things an effect can do, but which the power user can choose to
use or not, as desired.

Power feats, as a general rule, tend to be less comprehensive and
sweeping than modifiers, since they don't entirely change how the
effect works. Instead, they tend to provide more options or small
benefits that aren't significant enough to qualify as modifiers,
or that are optional and better handled as feats or “stunts” of a
power.

Power feats are also significant because characters can use extra
effort to acquire them temporarily as power stunts (see Power
Stunts in Chapter 6 of Mutants & Masterminds).

DRAWBACKS

Also just as characters may have drawbacks, some powers and
power effects have drawbacks of their own. These are minor limi-
tations on an effect, usually things that aren't always a concern.
Like power feats, power drawbacks tend to be things that aren't
significant enough to qualify as modifiers but still significant in
the power's use. A drawback reduces an effect’s cost by a particular
amount, although generally not as much as a flaw.

STRUCTURE

A power's components are put together in a particular structure, a
way of assembling them to “build" a power. The normal power struc-
ture is simple: add up the value of the power's effects and extras,
subtract the value of its flaws to arrive at its cost per rank. Multiply
by the desired rank. Add the cost of its power feats, and subtract
the value of its power drawbacks to arrive at the final cost:

The normal power structure is used for most powers in Mutants
& Masterminds to one degree or another. However, the game also
offers other power structures that provide more flexibility, particu-
larly the ability to reconfigure a power during play, at the expense
of certain disadvantages, additional power point cost, or both:

e Array structures have a common “pool” of power points that
are shared among a number of different effects the user can
switch between from round to round. Essentially, the power
has a number of distinct “settings” that can be used one at a
time. Arrays provide a way to build powers with a great deal of
flexibility without a huge increase in cost.

HOWSROWERSEWORKS
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Container structures group a number of effects together into a
single power and affect how flaws and other overall modifiers
apply to them. They're best suited for lots of effects grouped
into a single power and usable (or at least accessible) all at
once.

Variable structures provide a “pool” of points much like Arrays,
except those points can apply to any power of a particular
descriptor, but with a greater cost than a comparable Array.
Variable structures provide the ultimate in versatility with a
commensurate cost, useful for building powers with highly vari-
able effects (often dependent on circumstances).

DESCRIPTORS

Lastly, powers have descriptors to tie together all the other compo-
nents. A descriptor is a term that describes what the power is, how
it functions, where it comes from, or some other aspect not covered
by its other components. Effects, modifiers, feats, and drawbacks
explain how the power works in game-terms. Descriptors provide
the flesh for that mechanical skeleton, explaining what the power
is in terms of the setting and the character wielding it.

Take the power to shoot laser beams, for example. In game
terms, this is a Damage effect (since it inflicts damage). Let's say it
also has the Penetrating extra, the Improved Range power feat and
the Full Power drawback. Now, a character in the context of the
setting isn't going to say, “I've got a Penetrating Improved Range
Full Power Damage effect.” Instead, she'll say, “I have the mutant
power to shoot focused beams of laser light." Terms like mutant,
laser, and light (and, to a certain degree, focused) are the power's
descriptors. That same effect could also have the descriptors, “I can
shoot armor-piercing spears over great distances” or “I have the
magical power to summon talons of energy that can rend targets
far away," along with many others.

Descriptors allow the basic power components to create many
different powers that have the same basic effect. So instead of a
hundred types of energy blasts, for example, there's a single Ranged
Damage effect, with lots of possible descriptors. This saves space
and provides a "common language” for powers.

Of course, descriptors are not solely for “color,” they also serve
a function in terms of how any given power works. For one thing,
certain effects are actually based on descriptors, such as a Nullify
effect that works on powers of a particular descriptor, or Immunity
to effects of a certain descriptor. Likewise, certain descriptors imply
various side effects and common sense things about a power: an
electrical power can conduct through water and certain metals,

but is insulated by rubber and other materials, a biological power
doesn't work on robots or other unliving constructs, and so forth.

SOURCE

One particular type of descriptor is a power's source, that is, where
it derives its energy or effectiveness. In the laser beam example,
the power's source is a mutant ability, from a quirk in the charac-
ter's physiology, as well as light, since lasers are coherent beams
of light.

A power's source may be used to define certain things about a
power, including how it interacts with other powers and how the
character may lose (and regain) use of the power under certain cir-
cumstances. A campaign might also have particular limits on power
sources set by the Gamemaster.

USING POWERS

The whole point of having amazing superhuman powers is using
them—hopefully in the neverending fight for truth and justice.
While the previous section looked at the basic components of pow-
ers, this section discusses how to use those powers in play.

“Using powers" technically refers to using a power's various
effects. For many powers, which have only one effect, this is the
same thing, for others, it can make a difference since a power's
various effects can have different requirements in terms of action,
duration, result, and so forth. For example, a laser light effect
might be scattered by prisms or thick banks of fog or mist. This
isn't a power drawback per se, simply a consequence of the power's
descriptors.

ACTIVE AND PASSIVE EFFECTS

Power effects can be defined as active or passive: active effects
require an action to use, and often an attack roll or check. Active
abilities normally only work when the user wishes them to do so,
unless they are out of the user's control (see Losing Control,
page 14). Active effects are noticeable by default, having some
kind of display associated with them. Examples of active abilities
include attack effects (Damage, Fatigue, Stun, etc.), movement
effects (Flight, Speed, Swimming, etc.), and some sensory effects
(Concealment, Illusion, Obscure, etc.).

Passive effects do not require an action to use or maintain: this
means they must have an action of reaction or none, and continu-
ous or permanent duration. They work automatically (whether the
user wants them to or not, if they're permanent). Passive effects

The Gamemaster sets the limit on the number of free actions a character can perform in a round. This also limits the number of free action effects
you can activate or deactivate in a given round (since both things require a free action).

Rather than setting a hard limit or choosing the limit from round to round, some GMs may prefer to use the following guidelines for determining
how many free action activation and deactivations a character can perform in a given round:

The first powerrelated free action is automatic. For additional powerrelated free actions that round, a Concentration check is required, DC 10 +
the additional number of free actions (so DC 11 for one extra free action, DC 12 for two, and so forth). If the check succeeds, the free actions all
occur normally. If the check fails, the character may only perform extra free actions equal to the amount by which the check result exceeds 10, or

none, if it is 10 or less. You can take 10 on this check if circumstances allow, meaning you can routinely take powerrelated free actions equal to your
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are unnoticeable by default, having no particular outward display
unless otherwise dictated by the power's descriptor in which case,
the Noticeable power drawback applies. Examples of passive abili-
ties include most defense effects (Immovable, Immunity, Protection,
etc.) and some sensory effects (like SuperSenses).

ACTIVATING AND DEACTIVATING EFFECTS

Activating or deactivating an effect takes a particular amount of
time, with the type of action determined by the effect: none, reac-
tion, free, move, standard, or full-round action:

NONE

The effect does not require an action to use; it is always in operation.
Effects like this are always passive and have either a continuous or
permanent duration.

REACTION

The effect operates automatically in response to some other circum-
stance, such as an attack. This is much like a ready action (see
M&M, page 158) except it requires no effort on the character's
part and does not count as an action (meaning a reaction is pos-
sible even if the character is stunned or otherwise unable to take
actions). The circumstance that activates a reaction effect should
be defined when the effect is acquired and must be approved by
the GM. A reaction can occur outside of a character's normal place
in the initiative order, and does not affect the initiative order.

FREE

The effect requires a free action to use or activate. Once an effect
is activated or deactivated, it remains so until your next round. As
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with all free actions, the GM may limit the total number of effects a
hero can turn on or off in a single round.

MOVE

The effect requires a move action to use. For movement effects,
the move action is part of the character's normal movement that
round.

STANDARD

The effect requires a standard action to use. Since characters are
limited to one standard action per round, this generally means
you can only use one standard action effect per round. Because
of this Gamemasters are cautioned against allowing standard
action effects to have their required action reduced to move or free,
although reaction may be appropriate for some powers.

FULL

The effect requires a full-round action to use. Some effects require
even longer than a full action to use, as given in their descriptions,
although generally this is only the case for effects modified with
flaws and power drawbacks.

See M&M, page 12, for details about the different types of actions.
Power modifiers may change the action a power's effect requires.

If you're unable to take the required action, then you cannot
activate the effect. You can activate a full action effect by taking
a standard action at the end of one round and another stan-
dard action at the start of the following round, but the second
standard action must be your first action that round, or else the
activation fails.
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Generally, so long as you're able to take the required action
unhindered, the effect activates. In some circumstances, the GM
may require a Concentration skill check to successfully activate an
effect, but this is usually reserved for maintaining an effect under
difficult circumstances (see Duration later in this chapter).

Note that you can only activate or deactivate an effect in a
round, not both. This is an important consideration for a variety of
tricks, including deactivating a defensive power like Insubstantial
(free action), making an attack (standard action), and becoming
insubstantial again (free action), not normally an option.

MULTIPLE ACTIVATIONS

Activating effects is limited by your available actions, which usu-
ally means you can only activate one standard action effect and
one move action effect, two move action effects, or one full action
effect in a round, along with as many free action effects as you
wish (and the GM sees fit to allow).

A set of Linked effects (see the Linked power modifier in
Chapter 2) may all be activated as a single effect with a single
action (indeed, they must be activated this way). Container struc-
tures can also be activated all at once, although their effects can
also be used individually.

The additional standard or move action granted by a surge use
of a hero point can also be used to activate an effect, up to and
including using it in conjunction with your normal standard action
to activate a full action effect in the same round as a move action.

POWER CHECKS

In some cases, you may be required to make a power check to
determine how well an effect works. A power check is just like any
other check: d20, plus the power's rank, plus any applicable modi-
fiers, against a Difficulty Class set by the Gamemaster. Unlike skill
checks, ability modifiers are not added to power checks. The results
of various power checks are described in this chapter.

TAKING 10 OR 20 ON POWER CHECKS

You can take 10 on a power check if you are not under pressure,
the same as with a skill check. You can take 20 on a power check
if you are not under pressure, there is no penalty for failure, and
you can take approximately twenty times the normal time required,
also the same as a skill check. If a power requires extra effort to
retry (see the following), and imposes a penalty for failure, you can-
not take 20 with checks involving that power.

RETRYING POWER CHECKS

Retrying a power check is sometimes more difficult than just retry-
ing an ability or skill check. Some effects require extra effort in
order to retry them against the same target in the same encounter
or scene (see Extra Effort, /&M, page 120). This does not usually
apply to power checks in response to something else, such as the
opposed power check to avoid having an effect countered or nulli-
fied. Specific instances of retrying power checks are detailed in the
various effect descriptions.

When you have failed to successfully use an effect that requires
extra effort to retry, you must either expend the necessary fatigue
(possibly using a hero point to offset it) or you have to wait until
the conditions change before trying again. Generally, this means
until the current scene is over, however long that might be. The GM
decides the exact amount of time that must pass in order to retry
an effect without extra effort, according to the circumstances of
the scene and the adventure.

Power checks for passive effects (if any) are never subject to
extra effort for trying again. Likewise, rolls and checks other than
power checks are not subject to fatigue from trying again, such
as attack rolls with a particular power, or skill checks involving an
enhanced skill (which is also usually a passive effect, and already
exempt).

OPPOSED POWER CHECKS

In some cases, usually when one power is used directly against
another, an opposed power check is called for (see Opposed
Checks, M&M, page 9). If a contest is entirely a matter of whose
power is greater, a comparison check (see M&M, page 10) may
apply: the character with the higher power rank wins automati-
cally.

For a particular use of opposed power checks, see Countering
Effects later in this section.

POWER CHECK VS. SAVING THROW

Some effects require compare the result of a power check against
the result of the target's saving throw to determine the result of the
effect. The opposed check is made immediately when the effect is
used.

POWER VS. SKILL CHECKS

On occasion a power may be opposed by a skill or vice versa. This
is a normal opposed check, comparing the power's check result
against the skill's check result. The same is true when an ability
score opposes a power (and vice versa), such as the Trip effect,
which is opposed by the target's Dexterity or Strength check.

As with activating free action effects, you can normally maintain an unlimited number of sustained effects. The GM may wish to impose a limit on
the number of sustained effects characters can maintain at once. Alternately, you can apply a penalty for maintaining multiple effects: either a -1 per
effect to any further power checks, or a required Concentration check (DC 10 + number of sustained effects) to use additional effects. For example,
if you're flying and maintaining a force field, you either suffer a -2 penalty on further power checks, or you need to make a Concentration check (DC

12) to use an additional effect, as the GM chooses.
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RANGE

Each effect has a default range at which it functions, that can be
changed using modifiers. Effect ranges are: personal, touch, ranged,
and perception.

PERSONAL

A personal range effect works only on you, the user. Personal
effects are therefore usually beneficial in nature. For a personal
range effect that works on others, apply the Affects Others extra
to the base effect (see Affects Others in the Extras section of
Chapter 2).

TOUCH

A touch range effect works on anyone or anything you can touch
(which usually includes yourself). Touching an unwilling subject
within reach requires a melee attack roll against the subject's
Defense, like an unarmed attack. Successfully touching the target
allows the effect to occur, although a normal saving throw against
the effect is permitted (if there is one).

RANGED

A ranged effect works at a distance with a range increment of (rank
x 10 feet) and a maximum range of (rank x 100 feet), normally ten
increments. So a ranged rank 10 effect has a range increment of
100 feet and a maximum range of 1,000 feet. A ranged effect suf
fers a -2 penalty to attack rolls for every range increment past the
first, to -18 at maximum range.

The Progression power feat can increase an effect's maximum
range, while the Improved Range power feat can increase its range
increment (see Power Feats in Chapter 2). So one Progression
(range) power feat moves the effect's maximum range from 10
increments to 25 increments (then 50, 100, etc.). One Improved
Range feat moves range increment from 10 feet to 25 feet, then
50, 100, and so forth on the Progression Table. For effects with-
out increased maximum range, this reduces the total number of
increments the effect has; if range increment and maximum range
are the same (the effect has only one range increment) then it takes
no penalties for range out to its maximum distance.

PERCEPTION

A perception range effect works on any target you can perceive
with an accurate sense—usually sight—without any need for an
attack roll. If the target has total cover or concealment from all
your accurate senses, your perception range effects cannot affect
it. The GM may require a Notice check to determine if you can per-
ceive the target accurately enough to affect it. Since perception
range effects do not require attack rolls, they cannot score critical
hits, nor benefit from traits that modify attack rolls, such as Power
Attack.

DURATION

Each effect lasts for a particular amount of time, which may be
changed by power modifiers. Effect durations are instant, concen-
tration, sustained, continuous, and permanent.

INSTANT

An instant effect occurs and ends instantly, although its results
may linger. Most attack effects are instant; the attack’s effect hap-
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pens immediately, although it may take some time for the target to
recover from it.

CONCENTRATION

A concentration effect lasts as long as you concentrate on main-
taining it. Concentration is a standard action and distractions may
cause your concentration to lapse (see the Concentration skill,
M&M, page 44, for details). If your concentration lapses, the effect
stops. Failing to take the necessary action to concentrate means
your concentration lapses automatically.

You can maintain a concentration effect as a move action rather
than a standard action for one round with a Concentration skill
check (DC 10 + power rank). Make the check each round you main-
tain the effect as a move action. A failed check means the effect
lapses.

SUSTAINED

A sustained effect lasts as long as you take a free action each round
to maintain it. Since you are capable of taking as many free actions
as you wish, you can generally maintain any number of sustained
effects, limited only by the Gamemaster's judgment (see Check
Penalty for Sustained Effects on page 12). If you are incapable
of taking free actions (stunned or unconscious, for example) then
the effect lapses.

You can maintain a sustained effect as a reaction (allowing you
to attempt to maintain it if you are stunned, for example) for one
round with a Concentration skill check (DC 10 + power rank). Make
the check each round you maintain the effect as a reaction. A failed
check means the effect lapses.
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Concentration checks to maintain effects with a lowerthan-normal required action are intended as a stopgap measure. However, a character with
a high enough Concentration bonus can theoretically maintain a concentration or sustained duration effect with a lesser action indefinitely, which
somewhat lessens the impact of those durations. The additional point cost helps to balance this somewhat (sufficient ranks in Concentration do cost
something), but may not always do so entirely. In games where this becomes an issue, the Gamemaster may wish to institute the following optional

rule.

The Difficulty Class of a Concentration check to maintain an effect as a lesser action increases by +1 per succeeding round that effect is maintained
in that way. So, for example, to maintain a sustained effect as a reaction rather than a free action is DC (10 + power rank) for the first round, then
DC (11 + power rank) for the second, DC (12 + rank) for the third, and so forth. If the character either resumes maintaining the effect at the normal
rate or stops maintaining it altogether for at least one round, the Difficulty increase resets to normal, and begins increasing again if the effect is

CONTINUOUS

A continuous effect lasts as long as you wish, without any effort
on your part. Once activated, it stays that way until you choose to
deactivate it, even if you are stunned or unconscious. Continuous
effects can still generally be countered or nullified to stop them
from working.

PERMANENT

A permanent effect is always active and cannot be turned off, even
if you want to. Permanent effects can only counter other effects at
the GM's discretion, although they may sometimes be countered
and can be nullified unless they also have the Innate power feat.

INVOLUNTARY DEACTIVATION

There are a number of ways in which characters may lose the ability
to maintain an effect: damage, distraction, or interference of some
kind or another. If conditions cause involuntary deactivation of an
effect, it occurs immediately, not on the user's next action. So, for
example, if you're stunned by an opponent's attack (and don't suc-
cessfully make a Concentration check), then any concentration or
sustained effects immediately stop working. Lasting effects remain
(see Lasting Results under the Result section), but they're no
longer under your control.

Once an active effect is deactivated (voluntarily or not) it must be
reactivated normally once you're capable of doing so. This is trivial
for a free action effect, but can be significant for effects requiring
longer actions, particularly ones with flaws adding other activation
requirements.

LOSING CONTROL

In addition to losing the ability to maintain an effect, it's possible
to lose the ability to control it, which is not necessarily the same
thing. An out of control effect may deactivate, but could do other
things as well.

A subject under Mind Control can be ordered to activate, deac
tivate, or use any power under his control. So you can order a
mind-controlled thrall to lower his Force Field, for example, or stop
maintaining any other effect. Targets may be strongly opposed
to certain powerrelated actions: turning off your Force Field is
one thing, shutting off your Flight power while high in the air is
another!

You can't use Mind Control to command a target to do something
he can't normally do, like turn off Protection (or any other perma-
nent effect) or exert active control over a passive effect. Likewise,
Mind Control doesn't abrogate any modifiers on the target's pow-
ers: if they don't work at night, for example, then your control isn't
going to change that.

Power Control gives you control over all of the target's active
powers: just as with Mind Control, you can make the subject's pow-
ers do anything they could normally do, but you have no control
over what the target does physically. So you can activate your vic-
tim's Blast power, for example, but you can't aim it (since that's a
physical action), you could raise or lower a Force Field; you can turn
off a target's Flight so he falls, or turn it on so he hovers, but you
can't direct where he goes (since that's also considered a physical
action). You can, however, cause a subject to teleport to a place
you determine, so long as it's within his capabilities. If the subject
has an Area effect, you can also set it off!

The Possession power gives you control of the subject's physical
traits, including powers, while you retain your own mental traits
(including powers). So you can possess a target with powers like
Blast, Flight, and Force Field, and use them all normally, but you
can't use the target's Mental Communication or Mental Blast pow-
ers any more than you can use his Craft or Knowledge skills.

An effect with the Uncontrolled flaw is never under your control!
Although it may sometimes do something useful, an Uncontrolled
effect is always under the Gamemaster's control and is considered
a passive effect. Among other things, this means someone usurp-
ing control of your powers doesn't gain any more control over it
than you have. It also means the effect may operate even when
you're normally incapable of using other effects, if the GM sees
fit.

An Unreliable effect, on the other hand, just doesn't work some-
times. When you fail a reliability check, treat it as an involuntary
deactivation of the effect: it stops working immediately (if it was
active) and can't be reactivated until you recover the effect in some
way. (See the Unreliable flaw description for details).

SAVING THROWS AGAINST EFFECTS

Active effects that work on other characters allow a saving throw
to resist them. The type of save (Toughness, Fortitude, Reflex, or
Will) depends on the effect and its modifiers. The DC of the saving
throw is 10 + power rank. So the DC of a Reflex save against a rank
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If you are in control of someone else or their powers, you can order them to use extra effort to enhance those powers, if you wish. However, ordering
this requires extra effort on your part, and may constitute a strongly opposed order for some uses of extra effort (GM's discretion). So, for example,
if you use Power Control to push a target's Explosion Damage effect, either for additional damage or for a power stunt, both you and the subject
suffer a fatigue result.

Both you and your subject may use a hero point (or GM Fiat) to negate the fatigue for the extra effort; even a Mind Control or Possession victim
may do so. GM Fiat awards player characters a hero point normally, but it cannot be used to negate the fatigue of the extra effort, since that falls

12 Snare effect is 22 (10 + rank 12). Toughness saves have a DC
of 15 + the attack's damage bonus (equal to the Damage effect's PROGRESSION
rank). A successful save means the effect doesn't work.

Many power effects are measured in terms of a progression in area,
mass, speed, and so forth. The Progression Table handles these

measurements for effect results in Mutants & Masterminds. Uses
of the table are referenced in the individual effects and modifier
descriptions.

PROGRESSION TABLE

HARMLESS EFFECTS

Some effects are listed as “(harmless)” after the saving throw type, _
meaning the effect is usually beneficial, but recipients may save 1 1
against it, if they wish. A successful save against a harmless effect

means the effect doesn't work. This particularly comes into play 2 2
with passive saving throw bonuses, like Immunity (see the follow-

ing sections). 3 >
STAGED EFFECTS : "
Some effects are listed as “(staged)” after the save type, meaning > 25
the amount by which the saving throw fails determines the out 6 50
come of the effect. The exact results of the failed save are given in

the effect's description. 7 100
FORGOING SAVING THROWS 8 220
Willing characters can forgo their saving throw against an effect, 9 500
if they wish. The player declares the intention to do so before the

effect is used. This includes characters that think they're receiv- 10 1,000
ing the benefit of a harmless effect, even if they're not! You can't 1 2500
forgo Toughness saves and there's no such thing as a "harmless” :
Toughness effect. 12 5,000
IMMUNITY k 10000
The Immunity effect (see Immunity in Chapter 2) allows char- 14 25,000
acters to automatically succeed on saving throws against certain

effects. Moreover, since Immunity is normally permanent, the 15 50,000
character cannot choose to forgo the save, even if the effect is 16 100,000
harmless. Characters with continuous or sustained Immunity can :
choose to turn the effect off in order to forgo their save and receive 17 250,000
the benefit of harmless effects, if desired. Even in those cases, you - —

can't forgo the save while Immunity is active, and it requires a free
action to voluntarily lower your Immunity. 19 1 million

RESUI.T 20 2.5 million

The result of any given effect is given in the effect's description
in Chapter 2, but effect results share certain common terms and
systems, described in this section.
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USING THE PROGRESSION TABLE

An effect's description will generally say something like, “the effect
begins at a value of X and each rank moves it one step up the
Progression Table,” where X is the starting value of the effect's
result.

So, for example, the Flight effect starts out with a speed of 10
miles per hour (100 feet per move action) at rank 1. Each Flight
rank moves speed one step up the Progression Table. Since the
value after 10 on the table is 25, Flight 2 is 25 MPH, Flight 3 is 50
MPH, and so forth.

Note that not all effects start their progression at the rank 1 on
the table; many start off with a higher base value and progress
from there. If necessary, you can extend the Progression Table by
following the same progression of 1, 2.5, and 5 then starting over,
increasing by a factor of 10.

EXTENDED RANGE OR AREA

An extended range power works at a particular distance (or over a
particular area) determined by its rank, as shown on the Extended
Range Table. Because the effect's range or area is determined by
rank, it cannot be changed using Range or Area modifiers. To alter
range or area, increase or decrease the effect's rank instead. If an
effect does not have area based on rank, it uses the Area extra to
work over an area.

Technically, extended range effects are personal, in that they
affect the user, but their "reach” is given on the Extended Range
Table. So, for example, ESP is a personal effect, in that it only
modifies the user's senses, but the distance you can displace your
point of perception with it is based on the Extended Range
Table. Likewise, Teleport is a personal effect—it allows you to move
instantly from place to place—but the distance covered is based on
its rank and the Extended Range Table.

Extended area effects are generally not personal, the effect covering

a particular area, either radiating from you (if
the effect is touch range) or that you
can center on a point within range
(if the effect is ranged).

1
2

w

EXTENDED RANGED & AREA

10 feet 5 ft. radius
100 feet 10 ft. radius
1,000 feet 25 ft. radius
1 mile 50 ft. radius
5 miles 100 ft. radius
20 miles 250 ft. radius
200 miles 500 ft. radius
2,000 miles 1,000 ft. radius
20,000 miles 2,500 ft. radius
200,000 miles 1 mile radius
2 million miles 2 mile radius
20 million miles 5 mile radius
200 million miles 10 mile radius
2 billion miles 25 mile radius
Same solar system 50 mile radius
Nearby star systems 100 mile radius
Distant star systems 250 mile radius
Same galaxy 500 mile radius
Nearby galaxies 1,000 mile radius
Anywhere in the universe 2,500 mile radius

LASTING RESULTS

An effect with “(lasting)" listed after its duration
means the target must recover from the effect by
making additional saving throws, with a cumula-
tive +1 bonus per previous save. A successful save
eliminates the lingering effect (and the need for
further saves).

An instant duration lasting effect
allows a new saving throw each round on the
initiative count when the effect occurred. So
an instant lasting effect that takes place on
initiative count 12 of a round offers a new
saving throw at initiative count 12 on the
following round, even if the effectuser or the

target's place in the initiative order changes.

A concentration duration lasting effect allows a
new save for each interval on the Time Table,
starting one minute after the effect occurs (then
5 minutes, 20 minutes, and so on). The effect
lasts until the target successfully saves or the
user stops concentrating whichever comes first.
If you stop concentrating, the subject gains a
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new save every round (like an instant lasting effect), with a +1
bonus per save, until the effect is eliminated. Once you stop con-
centrating on the effect, you can't start again without an entirely
new use of the effect.

A sustained duration lasting effect allows a new save for each
interval on the Time Table, the same as with concentration
duration, but does not require an action to maintain; its effects
continue until the target successfully saves. If you concentrate
during an entire time interval (taking a standard action each
round), the subject does not gain the cumulative +1 save bonus
for that interval. Once you stop concentrating on a sustained last-
ing effect, you cannot start concentrating on it again without an
entirely new use of the effect.

A continuous duration lasting effect does not allow new saves
at all; if the initial save fails, the effect lasts until countered or
reversed in some way. The GM should carefully regulate sustained
and continuous lasting effects in the game. Generally, there should
be some reasonable way to reverse a continuous lasting effect
other than countering or nullifying it, such as a medical treatment,
folk remedy, other powers, or the like. The GM decides what's rea-
sonable for any given effect.

It should be boted that there is no such thing as a “perma-
nent lasting” effect; continuous is as close as it gets, and the
Permanent flaw does not apply to the duration of lasting effects.
No effect in Mutants & Masterminds should be completely irre-
versible unless it is a plot device controlled by the GM, and even
then Gamemasters should consider carefully whether or not such
an absolute effect is fair.

EXTRA EFFORT AND LASTING RESULTS

The Willpower option of extra effort (see Extra Effort, M&\, page
120) allows you to gain an additional saving throw to recover from
the lasting result of a power. The save occurs immediately as a free
action on your turn and does not count as one of the normal saves
you make, although it does add to the cumulative save bonus if it
fails. If you're entitled to a normal save on that round, you get to
make it as well. You can spend a hero point to negate the fatigue
from the extra effort as usual.

TIME TABLE
N
1 3 seconds (1 action) 11 3 months
2 6 seconds (1 round) 12 1 year
3 1 minute (10 rounds) 13 5 years
4 5 minutes 14 10 years (decade)
5 20 minutes 15 50 years
6 1 hour 16 100 years (century)
7 5 hours 17 500 years
8 1 day 18 1,000 years (millennium)
9 1 week 19 5,000 years
10 1 month 20 10,000 years

HOW:POWERSEWORK:

Given that a saving throw against a lasting effect is still a save, the GM
may choose to allow a failed save against a staged lasting effect to still
reduce the effect, if the save result is better than previous results.

For example, failing the saving throw against the Stun power by 5 or
more results in the target being stunned. The victim gets a new saving
throw each round to overcome the stun effect. A failed save normally
results in no recovery, but the GM could rule that a successive save
that fails by only 4 or less changes the victim's condition to dazed, just
like failing the original save by 4 or less would have done. This allows
for incremental improvement in the victim's condition before complete
recovery.

NOTICING POWER EFFECTS

The ability to notice power effects follows certain basic guidelines:

» Active effects are noticeable in some way: a visible display, an
audible noise, a powerful vibration, and so forth. The exact
display associated with the effect depends on the powers
descriptors, approved by the GM.

» Passive effects are unnoticeable, although they can be notice-
able, if you wish (with the application of the Noticeable power
drawback).

» If a passive effect's duration is changed, it becomes noticeable,
unless the Subtle power feat is applied. This includes passive
effects added to an active Container structure. Active effects
remain noticeable, even if their duration is changed, unless the
Subtle power feat is applied to them.

* Sensory effects are by definition noticeable to the sense(s) they
affect. So a sightdependent effect is noticeable visually, and
so forth. This means mental sensory effects are noticeable only
to mental senses. The Subtle power feat can conceal the source
of a sensory effect, but not its actual effect on the senses. A
Subtle Visual Dazzle, for example, might use an undetectable
medium to cause temporary blindness, but victims of the effect
still know they're unable to see. Likewise, the Concealment
effect is "noticeable” in that concealed subjects actually "dis-
appear” from the affected sense, but they do not otherwise call
attention to themselves.

NOTICEABLE EFFECTS

Noticeable power effects are automatically detected by whatever
senses are appropriate, depending on their descriptors. Normally,
no Notice check is required, but the GM can ask for one if the cir-
cumstances wouldn't allow observers to take 10. The DC of the
Notice check is 10 (since observers can normally take 10 to auto-
matically succeed).

SENSORY EFFECTS

Sensory effects like Illusion and Obscure can conceal other effects
just as they do anything else. So the flash of an energy blast is
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If the Gamemaster allows, the Noticeable power drawback can apply to already noticeable effects, making them obvious. This is a step above just
noticeable: the effect truly draws attention to itself! An obvious effect is automatically detected by the appropriate sense(s). The base Difficulty Class
to notice it is -10, and any use of the effect imposes a +20 increase in DC for Stealth checks. Thus, rather than a hum or whoosh, Obvious Flight
might announce itself with the roar of rockets and a bright contrail. An Obvious Force Field more than just glows; it shines, making the user clearly
visible for some distance (200 feet, in fact, for the average observer taking 10 on a Notice check).

Gamemasters should adjudicate each instance of obvious power effects individually, and should beware of players trying to use the drawback simply
to gain “free” power points by applying it in cases where it isn't really a drawback at all, such as a character with no Stealth skill and no real need
for subtlety. Some GMs may prefer to handle obvious powers as a complication rather than a drawback, awarding a hero point to the player when the

concealed by a Visual Obscure effect just like an ordinary flashbulb
would be. Concealment hides personal range effects, but not oth-
ers, so an invisible hero's force field cannot be seen, but his force
blast can, unless it's Subtle.

MENTAL EFFECTS

Mental sensory effects are noticeable only to those directly affected
by them (who sense them automatically) and to observers with a
ranged mental sense, such as Mental Awareness.

Unnoticeable effects become noticeable with an application of
the Noticeable power drawback.

SUBTLE EFFECTS

Subtle power effects are either noticeable only with a Notice check
(DC 20) or automatically with a specialized sense other than the

standard visual, auditory, olfactory, tactile, and mental senses. This
usually means a SuperSense based in a different sense type (par-
ticularly detect, see Super-Senses). For example, an effect based
on invisible radiation is noticeable to a detect radiation sense (or
perhaps to infravision or ultravision, if it's the right wavelength),
but unnoticeable to other senses.

Noticeable effects can be made subtle with the application of
one rank of the Subtle power feat.

UNNOTICEABLE EFFECTS

Unnoticeable power effects are truly undetectable by any sense,
although their consequences may still be noticeable. So, for
example, the Protection effect (which is permanent) is normally
unnoticeable: you can't tell by looking at or even touching someone
with Protection whether or not they have an increased Toughness
save. However, you can certainly see (or at least surmise) that some-
one has Impervious Protection when you see bullets bouncing off
them! Likewise, although a Subtle Mental Blast may be completely
undetectable, the power’s victim still knows he's hurt (if the attack
damaged him), as do others if the attack does enough damage to
visibly stun the target or worse (although neither will necessarily
know the cause of the damage).

Noticeable effects can be made unnoticeable with the applica-
tion of two ranks of the Subtle power feat.

COUNTERING EFFECTS

In some circumstances one effect may counter another, negating
it. Generally for two effects to counter each other they must have
opposed descriptors. For example, light and darkness effects can
counter each other as can heat and cold, water and fire, and so forth.
In some cases effects of the same descriptor can also counter each
other. The GM is the final arbiter as to whether or not an effect of
a particular descriptor can counter another. The Nullify effect can
counter any effect of a particular descriptor (or even any effect at all)
depending on how it is configured (see Nullify in Chapter 2).

HOW COUNTERING WORKS

To counter an effect, take a ready action. In doing so, you wait to
complete your action until your opponent tries to use an effect. You
may still move, since ready is a standard action.

You must be able to use the countering effect as a standard,
move, or free action to ready it. Effects usable as a reaction do not
require a ready action; you can use them to counter at any time.
Effects requiring a full action or longer cannot counter another
effect in combat, although they may potentially counter ongoing
effects (see the following section).

HOWEROWERSEWORK
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Countering normally has no effect beyond negating an incoming effect. However, the GM may optionally wish to apply the following optional system
for handling situations where two combatants are contesting against each other, with the loser of the contest the target for the opponent's effect:
The defending character counters normally. However, if the countering effect is one that could potentially affect the attacker (e.g., Blast, Fatigue,
etc.), then the attacker also gets an opportunity to counter. If it fails, the attacker is hit by the defender's countering effect, which works normally. If
the attacker's counter succeeds, then it goes back to the defender, who may counter again, and so forth. Each full exchange of countering attempts
(one on each side) takes a round, and the contestants can only take free actions and reactions while so engaged. The first contestant to fail two
countering attempts in a row loses.

Example: Dr. Stratos blasts Bolt with a lightning bolt. The young hero uses his own Blast power to counter it (since it's also lightning). The GM
rolls a Blast power check for Dr. Stratos, getting a 5 for a total of (5 + rank 13) 18. Bolt's player rolls a power check for him as well, getting an
11 for a total of (8 + 11) 19, success! The two lightning bolts meet in mid-air in a crackling ball of energy that pushes back toward Stratos. The
villain sneers and pushes back, and both sides make power checks again. This time Dr. Stratos beats Bolt easily, a total of 27 versus 12, and the
ball lightning presses very close to the young hero. Gritting his teeth, Bolt pours it on. The GM rolls another power check for Dr. Stratos: a result
of 25! Bolt's player needs to roll a 17 in order to even tie! The roll is only a 15, not enough, so Bolt's player spends a hero point to re-roll, he gets
an 8, which becomes an 18 for a total of 26. The energy shifts back toward Dr. Stratos. In the final contest, Bolt manages to win again and the
ball of lightning strikes the surprised villain for his full +13 Blast damage!

If an opponent attempts to use an effect you are able to coun- + her Nullify rank). The GM makes a power check of d20
ter, use your countering effect as your readied action. You and the + Mastermind’s Mind Control rank. If Lady Liberty wins,
opposing character make power checks (d20 + power rank). If you Johnny is free of Mastermind’s control. If she fails, the
win, your two effects cancel each other out and there is no effect Freedom League will have to come up with another plan
from either. If the opposing character wins, your attempt to counter to neutralize their superfast teammate without hurting
is unsuccessful. The opposing effect works normally. him.
Example: Siren, goddess of the seas, is fighting the White If countering a lingering effect no longer under the user's control,
Knight. The hate-mongering villain hurls a blast of white- the countering character makes a power check as usual, but the
hot fire (a Ranged Damage effect of his Fire Control). Difficulty is simply 10 plus the rank or bonus of the effect, since
Having prepared an action, Siren’s player says she wants there's no real opposition.

to counter White Knight's fire blast with her Water Control
(a Move Object effect). The GM agrees the two effects
should be able to counter each other, so he asks Siren's
player to make a Water Control check, while he makes a Speed 10 power to create a strong enough backwash to
Fire Control power check for White Knight. Siren's player pull air away from the fire and extinguish it. The GM has
rolls a result of 26 while the GM rolls a result of 19 for Johnny’s player make a SuperSpeed check (d20+ 10, his

White Knight. Siren successfully counters the flame blast, power rank) against 14 (the intensity of the flames, plus
which fizzles out in a gout of steam. 10). Johnny wins and the flames are extinguished.

COUNTERING ONGOING EFFECTS INSTANT COUNTERING _ .
You can also counter a maintained or lasting effect, or the lingering ~ You €an spend a hero point to counter another effect as a reaction

results of an instant effect (like flames ignited by fiery Damage). Using an effect that normally requires a free, move, or standard
This requires a normal use of the countering effect and an opposed ~ action, without the need to ready an action to do so.

Example: Freed from Mastermind’s control, Johnny Rocket
sees a fire threatening people nearby. He uses his Super-

power check, as above. If you are successful, you negate the effect Example: The witch Seven and her teammates face off
(although the opposing character can attempt to re-establish it nor- against Malador the Mystic, who hurls a powerful spell at
mally). them. Seven's player chooses to spend a hero point, allow-

Example: Mastermind has placed Johnny Rocket under ing Seven a shot at countering the incoming spell with her
his Mind Control. Lady Liberty has the power to break own Magic before it hits. She and Malador make power
such bonds (the Nullify effect). She shines the light of checks (d20 + Magic rank). Seven manages to win and
liberty on her teammate and makes a power check (d20 counter the necromancer’s spell... this time.

HOWEROWERSEWORK
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You can also apply a Surge use of extra effort to the action required
to counter, although you still need to use that action to ready the
countering effect, so this is less effective than spending a hero
point for an instant counter.

Example: Siren uses extra effort to gain an additional
standard action on her round so along with her planned
attack and move, she can ready her Water Control power
to counter the flame attack she's expecting Pyre to make
later in the round. When Pyre's attack happens, Siren’s
player says she's using her readied action to try and coun-
ter it.

POWER AND SKILL SYNERGY

In some cases, powers and skills may be able to aid each other,
providing a bonus on checks similar to an aid bonus (see Aiding
Another, M&M, page 10). This is for powers that don’t normally
provide skill check bonuses; effects like Morph, for example, always
provide a set bonus based on rank. Some examples of possible
synergies include the following, although this list is by no means
comprehensive. Players and GMs should feel free to come up with
additional combinations as suits the circumstances of the adven-
ture.

ACROBATICS

Movement effects can provide a bonus on Acrobatics checks to
impress an audience or to handle certain difficult maneuvers (such
as tricky aerobatics aided by Flight).

BLUFF

A properly planned Illusion can provide a bonus to back up a Bluff.
Mind Reading can provide a bonus on Bluff checks by picking up
what a subject is thinking at the moment and adjusting the story
to match.

(LiMB

While the wall-crawling effect of SuperMovement makes Climb
checks superfluous, a power like claws (or a similar melee Damage
effect) or a Snare might be grant a Climb bonus by cutting hand-
holds or helping the user stick to a surface, respectively.

(OMPUTERS

Datalink allows you to use this skill at a distance but, if you're close
enough to operate a computer normally, it may provide you with a
bonus by increasing your reaction and response time. Comprehend
Machines may provide a bonus by providing useful information.

CRAFT

Various matter and material shaping effects like Transform can pro-
vide a bonus to Craft checks or simply allow you to make checks in
considerably less time.

DIPLOMACY

A successful use of Mind Reading can provide a Diplomacy bonus
by allowing you to tailor your message or argument to your
audience. Emotion Control and Diplomacy can be a devastating
combination for influencing attitudes.

DISGUISE

Effects like Morph and Shapeshift provide a +5 bonus per rank on
Disguise checks rather than a synergy bonus. Mind Reading can
enhance your ability to act like whatever you appear as (see Bluff).

ESCAPE ARTIST

Elongation already provides its rank as a bonus to Escape Artist
checks, while Insubstantial allows you to automatically succeed
on such checks. Anatomic Separation may grant a synergy bonus
or automatic success on an Escape Artist check, depending on the
situation. For example, being able to detach your hands allows you
to automatically slip out of handcuffs, but may only provide you a
bonus in getting out of a straightjacket. Move Object either grants
automatic success (if you're able to see and affect whatever is bind-
ing you) or a bonus (if you can't, but can still use your effect as
“extra hands"). Shrinking may also provide automatic success on
some escape attempts (shrinking out of bonds, for example) and no
help on others (such as escaping from an airtight cage).

GATHER INFORMATION

Various sensory effects, including Mind Reading or SuperSenses,
can provide a synergy bonus on Gather Information checks.

The increase power option of extra effort provides a flat +2 ranks by default. This ignores the power's cost per rank and generally ignores power level
limits as well. The fact that it's more effective for high-cost powers is balanced against being less effective for low-cost powers and only lasts for a

single use of the power at the cost of fatigue or a hero point.

Some Gamemasters may prefer to change the effect of increase power so it adds either 2 ranks or 4 power points to the power's effect, whichever is
less. So a power costing 2 points per rank or less gains 2 ranks but more expensive effects gain only 1, or even none, if they cost more than 4 points
per rank. Alternately, the GM can set a minimum gain of +1 rank, regardless of cost. This makes extra effort a bit less efficient but more consistent

across the board.

In either case, the increase power use of extra effort applies all the normal benefits of the additional ranks in the effect: more damage, greater

HOWSROWERSEWORKS
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HANDLE ANIMAL

Comprehend Animals can grant a bonus by allowing you to actu-
ally talk to animals, the same for Mind Reading to pick up on an
animal's mood and reactions.

INTIMIDATE

Any number of flashy or impressive effects can provide a bonus
on Intimidate checks, although effects like Growth or Shrinking
already apply an Intimidate modifier by default.

INVESTIGATE

SuperSenses, particularly microscopic vision and scent, can provide
a bonus to Investigate checks to find evidence.

MEDICINE

Diagnosis checks can benefit from SuperSenses, particularly X-ray
vision. Move Object can provide a bonus on surgery checks.

PERFORM

Flashy and impressive effects of any kind can provide
a bonus on some Perform checks to impress an
audience.

SLEIGHT OF HAND

Precise Move Object can provide a bonus for this
skill, while being able to sneak up on someone

unseen via a Concealment effect can do much
the same.

STEALTH

While Concealment and Obscure make
this skill superfluous, other effects can
provide synergy bonuses, like Super
Senses to “scout out” your
surroundings, or some forms

of Super-Movement.

SURVIVAL

In addition to effects like Immunity
abrogating the need for Survival
checks, various things can make
Survival easier, from SuperSenses and
SuperMovement to detect and avoid haz
ards to attack effects to aid hunting.

EFFECTS AND
EXTRA EFFORT

You can use extra effort to improve
your effects (as described in
Mutants & Masterminds on
page 120), at the cost of
suffering some fatigue (or
spending a hero point so you
don't suffer fatigue).

Generally speaking, you can
only apply one benefit from extra
effort to an effect at any given time. If using

HOWEROWERSEWORK

the optional rules for extraordinary or lastditch effort from the
Mastermind's Manual, multiple benefits and stacked benefits may
be possible (see Extraordinary Effort, Mastermind’s Manual,
page 82).

Extra effort only applies to active effects, since passive effects
by definition don't require effort. At the GM's discretion an active
use of an otherwise passive effect might be eligible for extra effort,
provided the effect's duration is not permanent, since permanent
effects cannot use extra effort regardless.

POWER STUNTS AND FLAWS

An Alternate Power stunt of an effect with one or more flaws on
it may remain limited by those flaws, at the GM's discretion. At
the very least, the Alternate Power will have fewer power points to
work with: Ranged Damage is worth 20 points, while
normal (touch range) Damage is worth only 10
points. So any Alternate Power of the
latter cannot have a value of

more than 10 power points.
It may be possible to per
form an Alternate Power
version of an effect without its
flaws, using extra effort to tem-
porarily overcome them. This
depends heavily on the flaw(s),
the effect's descriptors, and
the Gamemaster's judgment.
For example, a power stunt
that removes the Full Action
requirement from the Damage
effect mentioned previously, results
in a Damage 5 effect (10 points).
Alternately, it might apply another flaw
(like Distracting) in place of the
normal flaw; you can use the
effect faster but suffer a loss of

defense in this example.

The GM may decide some
flaws cannot be overcome in this way.
Uncontrolled is a particularly good
example since dodges around it tend

to invalidate how the flaw works. The
same is true for flaws like Permanent
(which prevents the use of extra effort
anyway) and Sense-Dependent.
Likewise, you may wish to set limits on
the flaws that can be applied to Alternate
Power stunts. Since the stunt is a one-
time effect, flaws like Limited are highly
situational. Limited to Men, for example, isn't
really a flaw if the intended target of the effect
is a man and you don't get to use it again with-
out additional effort. As usual, the guideline is
that a flaw with no real downside is not actually a
flaw and does not reduce an effect's cost.

WILLPOWER AND LASTING RESULTS

The willpower application of extra effort allows an
immediate new saving throw against the lasting result

ARN
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of an effect. This is regardless of the save required: Fortitude, Reflex,
or Will (lasting results don't require Toughness saves). You can even
make your normal save for that time interval and, if you're unsat
isfied with the results, use extra effort to make an additional one
immediately. Note this is not the same as spending a hero point to
re-roll: the additional save result is whatever is rolled on the die plus
your modifier; however, it does gain the cumulative bonus from previ-
ous failed saves (if any).

An additional save from willpower also comes regardless of when
the effect normally permits new saves. So, for example, if you're fight
ing a lasting sustained effect and you're not due a new save for an
hour, you can still use willpower to gain a new save immediately. This
is particularly important for fighting off lasting continuous effects,
which don't allow new saves at all; willpower still gives you a save,
even though you're not otherwise allowed one.

If you are fighting some sort of outside control with a lasting
result, such as Mind Control or Possession, the fatigue imposed by
extra effort for additional saving throws isn't applied until you are
free from the effect. This is primarily to stop characters from simply
using extra effort successively each round until they pass out in order
to deny their attacker control. It also imposes a certain risk: if the
GM uses the lastditch effort option from Mastermind’s Manual (see
Last-Ditch Effort, Mastermind's Manual, page 82), fatigue results
beyond unconscious may be treated as actual damage, resulting in
serious harm or even death once the effect ends if you've strained
yourself to your limit. Otherwise, once you've accumulated enough
“fatigue debt,” you simply can't use extra effort for willpower any fur-
ther: you're limited to the additional saves the effect normally allows.

EFFECTS AND HERQ POINTS

The uses of hero points include enhancing power effects (see M&M,
beginning on page 121). A primary use of hero points is overcom-
ing the fatigue from extra effort, essentially making all of the extra
effort options hero point options as well. Note, however, the char-
acter is still using extra effort in those cases, even if no fatigue is
accumulated.

In some cases, the benefits of extra effort and hero points may
be cumulative, such as using extra effort for a check bonus and
spending a hero point to improve the roll by rolling twice and tak-
ing the better result, in which case the check bonus applies to the
best check result.

A particular example is the power stunt option of extra effort and
the heroic feat option of hero points, which can stack, allowing you
to temporarily acquire two feats for one round, either two separate
feats or two ranks of the same feat. Note that power stunts have

to be power feats, while the heroic feat option extends to any non-
fortune feat available in the campaign. So you can use extra effort
to gain a Progression power feat and spend a hero point to gain
another, for example.

Although you can potentially gain more than one Alternate
Power feat, they'd have to apply to different effects, since you
can only use one Alternate Power in an Array at a time. You can
also use a power stunt to gain an Alternate Power feat and heroic
feat to make it Dynamic, so you only need to allocate some of the
power points from the base effect into the Alternate Power.

HERQ POINTS AND FLAWS

In addition to the option of using extra effort and a power stunt to
acquire a version of a flawed effect without the flaw(s), Gamemasters
may allow players to spend a hero point to automatically overcome
some flaws on effects for a round, using the effect at its full rank
rather than the reduced rank of an Alternate Power stunt.

This option already exists to some degree: spending a hero point
to avoid the fatigue of a Tiring effect, to re-roll the saving throw
against a Side-Effect, or to succeed on a check for an Unreliable
effect. This option just makes it simpler: the player declares and
spends the hero point and the chosen flaw doesn't apply for that
round. As with power stunts and flaws, the GM will want to ban
this option with regard to certain flaws, since the ability to over
come them severely reduces their value.

COMBINING EFFECTS

On some occasions, characters may attempt to combine their pow-
ers in order to complete a difficult task. There are three ways to
deal with this:

1) For individuals operating independently—such as a group try-
ing to lift a large, heavy object—simply add their separate
capabilities together. For example, three heroes with heavy
load carrying capacities of 10 tons, 24 tons, and 60 tons work-
ing together have a heavy load capacity of 94 tons.

2) Groups coordinating their attacks to overcome an opponent's
defenses should use the rules for combined attacks (see
Combined Attack, V&M, page 155). This applies to most
effects involving a saving throw.

3) Finally, characters trying to combine their powers into a single,
more effective, unit can use the following guidelines: the mem-
bers of the group must all be in contact, either physically touching
(each other or a common subject) or mentally linked (via Mental

In this option, when you use extra effort on an effect that fails (doesn't generate a high enough check result, doesn't increase power sufficiently, etc.)
you've pushed your power too hard and caused your effect to become temporarily disabled, much like failing a roll for the Unreliable power flaw (see
Unreliable, V&M, page 115, for details). The effect stops working and doesn't work until you're able to recover it. This might require some rest and
a successful Constitution check, repairing a Device, performing a particular ritual, meditating quietly, or what have you, as approved by the GM. Until

you're able to recover the disabled effect, it doesn't work.

This can be particularly problematic for other power structures: if an Array or Variable effect is disabled, the entire structure is disabled until it
recovers. If an effect in a Container is disabled, only that effect stops working, but if extra effort is applied to the entire Container, failure disables
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Communication). Coordinating the group in this way requires a
move action on the part of each person joining in the effort.

One character—usually the one with the highest rank in the
desired effect—is designated as the leader. Add together the
ranks the rest of the group has in the effect with the same
power source, then add half the ranks of effects with a differ-
ent power source. Use this total rank for a single aid check (DC
10). A successful check adds +2 to the leader's check, with an
additional +1 for every 10 points the check exceeds DC 10 (see
Aiding Another, V&V, page 10).

Example: In a case of unusual allies, Baron Samedi
(Magic 12), Lantern Jack (Magic 14), Medea (Magic 11),
and Seven (Magic 10) are aiding Eldrich (Magic 16) in
casting a spell to prevent the Unspeakable One from
entering (and destroying) Earth’s dimension. They are all
gathered in a mystic circle, with Eldrich as the leader.

The other mystics pool their Magic power ranks for a
total of (12 + 14 + 11 + 10) or 47 They then make an aid
check, rolling a 12, for a total of 59. That's enough for a
+6 bonus to Eldrich’s Magic rank: +2 for exceeding DC 10
(which the circle would have done regardless), plus 4 more
for exceeding the DC by 49; one point more on the roll
and the bonus would have been +7.

Although Overshadow s also present at the ritual, he
does not possess the Magic power, and so cannot assist.
However, he is using his Ritualist feat and Knowledge
(arcane lore) to secretly attempt to usurp control of the
spell so he can claim the power of the Unspeakable One
for himself...
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EXTRA EFFORT AND HERO POINTS

Extra effort and hero points are both usable when combining pow-
ers, but if the assistants wish to use a hero point to re-roll the aid
check, they must all spend one (GM's can waive this requirement
for non-player characters, if desired, or treat it as a normal use of
GM Fiat). Extra effort can add to the effective power rank of the
leader or an assistant; the improved rank has its normal effect, and
an assistant's improved rank counts towards the total rank for the
aid check.

DISCONNECTING

An aiding character who is stunned, knocked out, or otherwise
unable to assist is disconnected from the group and no longer
counted towards the aid bonus. So, continuing with the previous
example, if Eldrich’s first combined check failed and a mystic back-
lash rendered Seven unconscious, her 10 ranks of Magic would not
count for the next aid check.

Stunned participants can make a Concentration check (DC 10 +
rank of the cooperating power) in order to remain connected to the
group; at the GM's discretion, partial success may be possible, with
a number of effective power ranks equal to the check result, minus
10 (that is, the amount by which the check result exceeds DC 10).

Assistants relying on physical contact to combine powers are
disconnected if they lose contact for any reason, including knock-
back, being pushed, pulled, or otherwise moved from their place.
The same is true for participants using Mental Communication who
lose contact due to sensory effects like a Mental Dazzle or Obscure
(or just loss of the Mental Communication effect).




k_‘

) L

ULTIMATE POWER

i td
:

" ,ﬁ.r.nifs#ﬁﬁﬁgfgfﬁ/

o JEEE Sy
= I A

CHAPTER 2: POWER CREATION

he Mutants & Masterminds rulebook covers the majority of

powers seen in the comic books and suitable for characters

in the game, but the full range of powers is vast. This chapter

is i ntended to provide Mutants & Masterminds players and
Gamemasters with the necessary tools to build virtually any power
they wish for their games, expanding upon and refining the mate-
rial found in the M&M rulebook.

This chapter looks at the components of powers, starting with
effects and proceeding through modifiers, power feats, power draw-
backs, power structures, and descriptors. It then looks at how to
use these components to create powers.

EFFECTS

A power is made up of one or more effects. You can see examples
of how effects combine to produce powers in the Powers chap-
ter. This section looks at the various types of effects available in
Mutants & Masterminds. These effects are the basic "building
blocks" of the powers in the game; with them, you can create virtu-
ally any power you want.

EFFECT TYPES

Effects fall into certain categories or types. Effects of the same type
follow similar rules and provide descriptors for certain uses of other
effects. This section discusses the different effect types and the
rules governing them.

ALTERATION

Alteration effects change or transform in some way. Most alteration
effects work on their user, but can be modified to work on others as
well. Alteration effects targeting others require a standard action
and an attack roll as a default and always offer a saving throw.

ATTACK

Attack effects are used offensively in combat. They generally
require an attack roll and can damage, hinder, or otherwise harm
their target in some way. Attack effects require a standard action
by default and always offer a saving throw. Their duration is usually
instant although their results—whether damage or hindrance—may
linger until the target recovers from them.

DEFENSE

Defense effects protect in various ways, typically offering a bonus
to saving throws, or granting immunity (automatic success on a
save) against particular effects or conditions. Most defense effects
work only on the user. Defense effects tend to be passive in nature,
functioning at all times.

GENERAL

General power effects don't fit into any other particular category.
They're not governed by any special rules other than those given in
the effect's description.
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MOVEMENT

Movement effects allow characters to get around in various ways.
There are three types of movement: normal move, accelerated
move, and all out movement. A normal move is a move action and
allows you to move your speed. An accelerated move is a full action
(two move actions) and doubles your speed. All out movement is
also a full action and quadruples your speed. You lose your dodge
bonus while moving all out but gain a Defense bonus based on
your speed (see Movement Pace, M&M, page 33, for more infor-
mation).

Movement effects always require at least a move action to use,
but the move action is counted as part of the character's normal
movement.

SENSORY

Sensory effects enhance, alter, or work via the senses. Some sensory
effects improve the user's senses while others grant new senses or
influence the senses in some way.

Sensory effects that improve the user's senses are typically pas-
sive and continuous or permanent in duration, requiring no action
to use apart from that required to make the necessary skill checks
(such as Notice, Search, or Sense Motive). Sensory effects that work
on unwilling subjects are active, require a standard action as a
default, and allow a saving throw.

SENSE TYPES

Senses are grouped into sense types, descriptors for how different
sensory effects work. The different sense types, and the senses
included in them, are:

e Visual: normal sight, darkvision, detect, infravision, low-light
vision, microscopic vision, ultravision, X-Ray vision

* Auditory: normal hearing, detect, sonar, ultrasonic hearing
e Olfactory: normal smell and taste,, detect, scent

e Tactile: normal touch, blindsight (vibration), detect, tremors-
ense

e Radio: detect, microwaves, radar, radio

e Mental: detect, mental awareness, Mind Reading, Precognition,
Postcognition

MENTAL EFFECTS

Mental senses are a special case for sensory effects that work on
unwilling subjects: the subject must have an Intelligence score of
at least 1 in order for the effect to work. Non-intelligent subjects
are mindless and therefore unaffected. These sensory effects are
noted as “(mental)" after their type.

Mental effects are given as a separate effect type in the Mutants
& Masterminds rulebook, but in this book (and future Mutants &
Masterminds products) they're defined as a particular type of sen-
sory effect.
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TRAIT

Trait effects influence a target's traits: abilities, saves, skills, powers,
and so forth. Most trait effects are touch range, require a standard
action, and allow a saving throw. Trait effects don't work on traits
with the Innate power feat, since they cannot be altered (see the
Power Feats section for details).

TRAIT TYPES

Traits are grouped into trait types, descriptors for how different trait
effects work. The different trait types, and the traits included in
them, are:

* Abilities: all ability scores and saving throws

o Skills: all skills, attack bonus, and defense bonus (including
limited, but permanent, skill, attack, and defense bonuses)

¢ Feats: all feats

» Effects: each effect type is considered a separate trait type.
Alternately, all effects of a particular descriptor (regardless of
type) may be considered a single trait type, such as all magical
effects or all fire effects.

EFFECT DESCRIPTIONS

This section describes various effects available in Mutants &
Masterminds. Here is the format for effect descriptions:

Type: The effect's type.

Action: The action required to use the effect. Passive effects
have “(passive)" listed after their action, while active effects
have “(active)" listed after it.

Range: The effect's range.

Duration: The effect's duration. Effects with lasting results have
“(lasting)" listed after their duration.

Saving Throw: The saving throw used to resist the effect.
Harmless effects have “(harmless)” listed after the save type.
Staged effects have “(staged)” listed after.

Cost: How many power points the effect costs (per rank, if it is
available in ranks).

A description of the effect and what it does in game terms follows.

POWER FEATS

This section describes power feats relevant to the effect.

EXTRAS

This section describes extras relevant to the effect.

FLAWS

This section describes flaws relevant to the effect.

DRAWBACKS

This section describes power drawbacks relevant to the effect.
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ASSOCIATED EFFECTS

This section describes other effects commonly associated with the
effect and how they may work together.

If any of these later entries do not apply, they are omitted. So if
an effect has no particular extras associated with it, for example,
the Extras entry is omitted.

In various parts of an effect's description, certain circumstances
may require multiplying the effect's normal rank by a fraction (one-
half, two-thirds, and so forth). Unless specified otherwise, round the
results of all such fractions down to the nearest whole number.

Type: Alteration Action: None (passive)

Range: Personal Duration: Permanent

Saving Throw: None Cost: 1 point per rank

You have one or more additional limbs, such as arms, legs, tenta-
cles, or a prehensile tail (among others). You have one extra limb at
rank 1. Each additional rank moves your number of extra limbs one
step up the Progression Table: two at rank 2, five at rank 3, and
so forth. In-between numbers of additional limbs should be consid-
ered the nearest higher rank. So four extra limbs, for example, is
considered rank 3.

Additional Limbs do not allow you to take extra actions in
a round, although they do provide the benefits of the Improved
Grapple feat—grappling with some of your limbs and leaving others
free—and may make you more resistant to trip attacks (granting
you a +4 bonus on the resistance check if they make your stance
more stable). All additional limbs except your dominant limb are
considered your “offhand.” If you have the Ambidexterity feat, you
have no offhand penalties with any of your limbs.

If you apply all of your Additional Limbs to a grapple attempt
(rather than using the benefits of Improved Grapple to leave some
of them free), you gain a +1 grapple bonus per rank in Additional
Limbs.

POWER FEATS

* Extended Reach: Since Additional Limbs is a personal range
effect this power feat does not affect it. To extend the reach of
your limbs (additional or otherwise), use the Elongation effect.

* Innate: Additional Limbs are often innate qualities of a
character or creature's physiology, making this power feat
appropriate.

o Split Attack: While Additional Limbs do not grant any addi-
tional attacks, applying this power feat to the character's
unarmed attacks can reflect the ability of multiple limbs to
strike at different targets.

o Subtle: The "effect” of Additional Limbs—namely having
additional limbs—is not Subtle, an exception to the normal
guidelines on passive effects. At the GM's discretion, this power
feat can give a character "invisible” Additional Limbs, detect:
able only by certain unusual senses (rank 1) or not at all (rank
2). This works well in conjunction with the Projection extra (see
the following) and may make the Additional Limbs capable of
surprise attacks.
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POWER EFFECTS
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Additional Limbs Alteration None Personal Permanent None 1/rank
Anatomic Separation Alteration Move Personal Continuous None 2/rank
Array Special Special Special Special Special Special
Boost (Trait) Trait Standard Touch Instant Fortitude (H) 1-5/rank
Burrowing Movement Move Personal Sustained None 1/rank
Communication Sensory Free Extended Sustained None 1/rank
Comprehend Sensory None Personal Continuous None 2/rank
Concealment Sensory Free Personal Sustained None 2/rank
Confuse Sensory Standard Ranged Instant (L) Will 1/rank
Container Special Special Special Special Special Special
Create Object General Standard Ranged Sustained None 2/rank
Damage Attack Standard Touch Instant Toughness (S) 1/rank
Dazzle Sensory Standard Ranged Instant (L) Reflex/Fortitude 1-4/rank
Deflect Defense Standard Touch Instant None 1-3/rank
Density Alteration Free Personal Sustained None 3/rank
Drain (Trait) Trait Standard Touch Instant Fortitude (S) 1-5/rank
Elongation Alteration Move Personal Sustained None 1/rank
Emotion Control Sensory Standard Perception Sustained (L) Will (S) 2/rank
Enhanced (Trait) Trait None Personal Continuous None Varies
Environmental Control General Standard Ranged Sustained None 1-2/rank
ESP Sensory Move Extended Concentration None 1-4/rank
Fatigue Attack Standard Touch Instant Fortitude (S) 2/rank
Features General None Personal Permanent None 1/rank
Flight Movement Move Personal Sustained None 2/rank
Growth Alteration Free Personal Sustained None 3/rank
Healing Alteration Full Touch Instant Fortitude (H) 2/rank
Illusion Sensory Standard Perception Concentration Will 1-4/rank
Immovable Defense Reaction Personal Permanent None 1/rank
Immunity Defense None Personal Permanent None 1/rank
Insubstantial Alteration Free Personal Sustained None 5/rank
Leaping Movement Move Personal Instant None 1/rank
Luck Control General Reaction Perception Instant None 3/rank
Mind Control Sensory Standard Perception Concentration (L) Will 2/rank
Mind Reading Sensory Standard,/Full Perception Concentration (L) Will 1/rank
Morph Alteration Free Personal Sustained None 1-3/rank
Move Object General Standard Ranged Sustained None 2/rank
Nauseate Attack Standard Touch Instant (L) Fortitude (S) 2/rank
Nullify (Effect) Trait Standard Ranged Instant Will 1-3/rank
Obscure Sensory Standard Ranged Sustained None 1-4/rank
Paralyze Attack Standard Touch Instant (L) Will (S) 2/rank
Probability Control Alteration Reaction Personal Instant Will (H) 4/rank
Protection Defense None Personal Permanent None 1/rank
Quickness General Free Personal Continuous None 1/rank
Regeneration Alteration None Personal Permanent Fortitude (H) 1/rank
Shrinking Alteration Free Personal Sustained None 1/rank
Snare Attack Standard Ranged Instant Reflex (S) 2/rank
Space Travel Movement Move Personal Sustained None 1/rank
Speed Movement Move Personal Sustained None 1/rank
Stun Attack Standard Touch Instant (L) Fortitude (S) 2/rank
Suffocate Attack Standard Touch Concentration Fortitude 2/rank
Summon (Minion) General Standard Touch Sustained None 2/rank
Super-Movement Movement Move Personal Sustained None 2/rank
Super-Senses Sensory None Personal Continuous None 1/rank
Super-Strength Trait None Personal Continuous None 2/rank
Swimming Movement Move Personal Sustained None 1/rank
Teleport Movement Move Personal Instant Reflex (H) 2/rank
Transform Alteration Standard Ranged Sustained (L) Fortitude 3-6/rank
Trip Attack Standard Ranged Instant None 1/rank
Variable Special Special Special Special Special Special

Bold text indicates a power structure. (H) = harmless, (L) = lasting, (S) = staged
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UNDER THE HOOD: ADDITIONAL LIMBS AND EXTRA ATTACKS
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As a default, Additional Limbs do not grant characters the ability to attack multiple times in a round, as is the case with most traits in Mutants &
Masterminds, simply because multiple attacks tend to slow down and unbalance play. You can use any of the options presented in the Mastermind's
Manual (see Mastermind's Manual, page 110) for multiple or extra attacks if you wish to include them in your M&M game.

As an option for including the combat benefits of Additional Limbs in a game, consider allowing the application of the Autofire extra (see Autofire,
M&M, page 112) to the Strength bonus of a character with Additional Limbs, reflecting the ability to launch a flurry of melee attacks at a single
opponent, or to “spread” those attacks among a number of nearby opponents. This has the usual cost and effects of Autofire: 1 power point per point

of Strength bonus (not Strength score) so enhanced.

EXTRAS

In general, power modifiers affecting attacks (e.g. Affects
Corporeal, Area, Penetrating, etc.) should apply to the Strength of
a character with Additional Limbs rather than to the Additional
Limbs effect itself. Such modifiers applied to Strength affect all of
the character's limbs.

* Duration: Additional Limbs can be made sustained in dura-
tion for a net +0 modifier. This reflects the type of power a
character can turn on or off (growing or forming the addi-
tional limbs and then making them disappear just as easily).
This is also the case for Additional Limbs made continuous (a
+1 modifier) except the extra limbs remain until you choose
to eliminate them, even if you are stunned or unconscious.

* Projection (+1): Your Additional Limbs are merely a projec-
tion of your power rather than an extension of you. Therefore,
they are not vulnerable to attack on their own; any attacks
specifically against your Additional Limb(s) have no effect.
So, for example, one of your additional limbs could reach into
a container of acid to pull out an object without any risk of
harm. The GM may require Additional Limbs with this extra to
modify their duration to continuous or sustained, but this is
not essential. It's likely that Additional Limbs with this extra
are not eligible for the Innate power feat.

* Range: Like the Extended Reach feat, this modifier does not
improve the “reach” of the Additional Limbs themselves. For
that, use the Elongation effect.

FLAWS

» Distracting (-1): Coordinating the actions of multiple
limbs may be distracting indeed, applying this flaw to the
Additional Limbs effect results in the character losing any
dodge bonus while applying any extra limbs to an action.
This flaw should generally not apply to any creature that has
Innate Additional Limbs, especially if they are part of its natu-
ral physiology.

DRAWBACKS

e Noticeable: As noted under Subtle, Additional Limbs are
noticeable by default and probably shouldn't have this draw-
back unless they're a Projection or something truly unusual.

ASSOCIATED EFFECTS

Additional Limbs assumes the limbs are usable as arms or legs (or
both). Other sorts of limbs—wings, for example—are better handled
by other traits, such as Flight.
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Common effects associated with Additional Limbs include:

* Elongation: Additional Limbs often take the form of tentacles,
pseudopods, or prehensile hair with unusual stretching proper-
ties, making Elongation an appropriate additional effect. It is
often Limited solely to the Additional Limbs, the rest of the
character's body unable to elongate.

* Enhanced Strength: Additional Limbs may come with
Enhanced Strength or SuperStrength, particularly mechanical
or grafted-on limbs. As with Elongation, these effects may be
Limited solely to the Additional Limbs.

o Strike: A character's Additional Limbs might have natural
weapons such as claws or simply greater striking power, pro-
viding this bonus to melee damage. Note that Limited to
Additional Limbs is generally not a suitable flaw for Strike,
although the GM may approve a Power Loss drawback for Strike
if the characters extra limbs are easier to restrain or avoid than
normal limbs.

Type: Alteration Action: Move (active)

Range: Personal Duration: Continuous

Saving Throw: None Cost: 2 points per rank

You can split off parts of your body and keep all of them function-
ing (relatively) normally. The process of separation causes you no
harm, although it can be disconcerting to watch. You can split off
a number of segments equal to your power rank; so rank 1 might
allow you to detach a hand, arm, or foot (or even your head). Rank
5 could allow you to detach all your limbs (including your head),
and so forth. You choose how you separate when you acquire the
effect and it cannot be changed. Separating or reassembling your
segments requires a move action.

Your separate parts remain fully functional, so you can see out of
a separated eye, manipulate things with a separated hand, and so
forth. Separated parts are limited to whatever movement their form
allows, so a hand can crawl and a leg can hop, for example, an
eyeball can even roll, but a separated head or torso isn't capable
of much movement. You can use movement effects (such as Flight)
in conjunction with your separated parts. Separate parts have modi-
fiers based on their size (see Size, M&M, page 34) and retain your
powers, so long as they're related to that body part.

Each segment gets a move action each round, but you can only
take one standard action among them, regardless of how many
segments you break into. The GM assesses any suitable modifiers
to your actions based on your current state of disassembly.
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Separated parts have your normal Toughness save, but any failed
save renders a separated part staggered or disabled. A second
failed save renders the separate part immobile. When the damaged
part is reattached, remove its damage and add a bruised or injured
condition to your character's damage track. Your recover from this
damage normally.

EXTRAS

* Affects Others: With this modifier, you can use this power on
others, separating the body parts of another willing character.
To affect an unwilling subject, you need the Attack modifier
(see the following).

e Attack: An Anatomic Separation Attack allows you to forci-
bly remove someone's body parts! However, the target retains
control of any separated body parts, like a normal use of the
Anatomic Separation effect. Although you control which
part(s) separate, the target still controls them. For the ability
to control body parts you separate from the target, increase
the extra to +1 to represent the addition of a Linked Mind
Control effect, Limited to the target's separated body parts.
This control has a concentration duration, independent from
the Anatomic Separation Attack, which can be increased nor-
mally with the Duration extra.

* Range: An Anatomic Separation Attack can have this extra,
allowing it to work at normal range. A +2 extra extends it to
perception range.

e Variable Split (+1): You can choose how you separate when
you use the effect. So at rank 1, you can choose to detach any
individual body part.

FLAWS

e Action: With this flaw, separating your parts takes longer than
a move action. A standard action is a -1 flaw, while a full-round
action is a -2 flaw. Longer than one full round is a power draw-
back (see the Action power drawback).

e Permanent: If applied to Anatomic Separation, the Permanent
flaw means you cannot re-combine your body into a whole; you
are always separated into a number of segments equal to the
effect’s rank. You cannot have the Variable Split extra, and
maintaining any sort of secret identity is difficult, to say the
least.

DRAWBACKS

* Involuntary Transformation: If you have circumstances
where you lose control of your Anatomic Separation and lit
erally "go to pieces,” apply this drawback.

* One-Way Transformation: If you can freely separate your
segments, but reattaching or reuniting them is more involved,
requiring special tools or extra time, for example, apply this
drawback.

The Array power structure is located in the Power Structures sec-
tion (see page 108).

Effect: Trait
Range: Touch

Action: Standard (active)
Duration: Instant
Saving Throw: Fortitude (harmless) Cost: 1-5 points per rank

You can improve a trait or traits temporarily. You can boost yourself
or others by touch.

Take a standard action to use Boost. Each rank improves the
targeted trait by 1 power point. These temporary points fade at a
rate of 1 per round until they are gone and the trait returns to its
normal value (this rate can be slowed using the Slow Fade power
feat). Temporary power points that restore a trait back to its normal
starting value do not fade.

You can boost the trait again before the temporary power points
have faded, but you cannot add more than your Boost rank in
power points to a trait. Boosts are not cumulative; only the high-
estranked one applies to any given trait at any given time. So
combining Boost 3 and Boost 8 results in an increase of 8 power
points, not 11, and applying Boost 10 to a trait after 5 power points
have faded raises the temporary power points back to 10, not 15.

The cost per rank determines the effect of Boost:

* 1 point: Boost improves a single trait, chosen when the effect is
acquired (such as Strength, the Blast power, etc.). If the subject
does not have the targeted trait they may gain it temporarily,
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UNDER THE HOOD: BOOST

Boost poses two primary concerns in play. The first is the campaign'’s
power level limits. Generally, the GM shouldn't allow Boost to improve
the heroes' traits beyond these limits. The second is using Boost to
improve all or a significant portion of a subject's traits at once for a
bargain price. Gamemasters should be cautious about allowing this
type of Boost. Heroes who rely on some outside source of power,
occasionally losing their powers rather than having them fade over
time, should consider the Power Loss drawback instead.

at the GM's discretion. To affect a list of specific traits, one at a
time, acquire different Boosts as Alternate Power feats.

* 2 points: Boost can affect any trait suiting your descriptors,
one at a time. If the subject does not have the targeted trait
they may gain it temporarily, at the GM's discretion.

* 3 points: Boost affects all of a group of traits at once (ability
scores, skills, feats, or effects of a particular type or descriptor).
Each affected trait gains the benefits of the Boost. The subject
must have the targeted trait(s).

* 4 points: Boost affects all of the subject's powers at once.
* 5 points: Boost affects all of the subject’s traits at once.

You cannot Boost permanent or innate effects. Boosted traits must
generally remain within the campaign's power level limits, although
the GM should feel free to waive or modify this requirement as best
suits the needs of the game (see Buffing Powers on page 120 for
further discussion).

POWER FEATS

* Slow Fade: This power feat reduces the rate at which boosted
traits fade. The GM may set a limit on ranks in Slow Fade to pre-
vent abuse (such as boosts that take days or even longer to fade).

* Subtle: Boost is not Subtle by default and requires this power
feat for its effects to go unnoticed.

» Triggered: This power feat allows you to set a trigger for Boost
under a particular circumstance. Note that a Triggered Boost is
only good for one use before the trigger must be reset. For a
triggered type Boost usable over and over when circumstances
recur, change the power’s action to a reaction with the Action
modifier (see the following).

EXTRAS

* Action: Boost usable as a reaction can occur automatically
in response to a particular circumstance, such as when you
become angry or suffer damage, for example. Choose the cir
cumstance when you apply the modifier.

* Affects Others: Boost Affects Others by default. If it only
Affects Others, then it has a flaw (see Flaws, following).

* Alternate Save: You can change Boost's save to Will to reflect
a more mental-based effect.

* Duration: Boost's duration can only be changed with the
Slow Fade power feat and the Total Fade extra (see Total Fade,
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following). For long-lasting enhancements to traits, see the
Enhanced Trait effect.

e Range: Boost is normally touch range. A +1 extra enhances it
to ranged, while a +2 extra makes it perception range. Personal
range Boost has a flaw (see Flaws, following).

e Selective Attack: An Area Boost can have his extra, which is
quite useful in ensuring only the user's allies receive the ben-
efits of the Boost.

* Total Fade: A Boost effect with this modifier does not fade
slowly, but all at once when its normal duration is up. This is
useful for "binary” Boosts that are on/off rather than fading
slowly; one moment the Boost is full-strength, then it's gone.
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FLAWS

Emotional (-1): Your Boost is limited to either when you are
feeling a particular strong emotion or when others around you
are, such as only when you as particularly angry, or only when
you are surrounded by love, fear, or such. Among other things,
this means your Boost effect may be countered (or enabled)
by effects like Emotion Control. If your Boost activates auto-
matically in response to an emotion, apply the Action extra to
reduce it to a reaction instead; this flaw does not apply (since
reactions are already limited by circumstance).

* Fades: This flaw is already a part of the Boost effect and can-
not be applied to it (or removed from it).

e Others Only (-1): You can Boost other characters, but not
yourself.

¢ Permanent: Since Boost's duration cannot be altered this flaw
cannot apply to it.

e Personal (-1): Your Boost is personal range and affects only you.

» Restorative (-1): A Boost effect with this flaw only improves
traits up to their normal (purchased) values and is therefore
only good for restoring power points lost to some other effect,
like Drain. Traits restored to their normal value do not fade, just
as with a normal use of Boost.

e Tiring: A Boost may represent some sort of superhuman extra
effort (see Extra Effort, M&M, page 120). In this case, the Tiring
flaw is appropriate, making the effect work just like normal
extra effort by fatiguing the user.

Type: Movement Action: Move (active)

Range: Personal Duration: Sustained

Saving Throw: None Cost: 1 point per rank

You can burrow through the ground, leaving a tunnel behind if you
choose. You move at a speed of 1 MPH at rank 1. Each additional
rank moves your speed one step up the Progression Table, to a
speed of around 5,000 miles per round at rank 20, allowing you to
dig straight through the Earth to the other side! (Provided you can
survive the conditions near the planet's molten core.) Speeds per
rank are shown on the Burrowing Movement table.
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BURROWING MOVEMENT
1 1 MPH
2 2.5 MPH
3 5 MPH
4 10 MPH
5 25 MPH
6 50 MPH
7 100 MPH
8 250 MPH
9 500 MPH
10 1,000 MPH
11 2,500 MPH
12 5,000 MPH
13 10,000 MPH
14 25,000 MPH
15 50,000 MPH
16 100,000 MPH
17 250,000 MPH
18 500,000 MPH
19 1,000,000 MPH
20 2,500,000 MPH

You burrow through soil and sand at your normal speed. Burrowing
through hard clay and packed earth reduces speed one rank.
Burrowing through solid rock reduces it by two ranks. The tunnel you
leave behind is either permanent or collapses behind you immedi-
ately (your choice when you begin burrowing each new tunnel).

Note that Burrowing differs from the Permeate effect of Super-
Movement, which allows you to pass through an obstacle like
the ground at your normal speed without disturbing it at all (see
Super-Movement for details).

POWER FEATS

e Subtle: Your burrowing effect somehow dampens the usual
vibrations and noise associated with rapidly tunneling through
the ground, making it more difficult (or even impossible) for
those on the surface to detect your approach and movements
with effects like tremorsense (see the SuperSenses effect for
details).

EXTRAS

e Action: The action required to use Burrowing cannot be
decreased, since it includes moving through the tunnel, and
reducing the action needed for a character to move is not rec-
ommended.

Affects Others: The +0 version of this extra grants another
character the Burrowing effect. The +1 version is not required
to bring others along with you as you burrow unless you want
them to automatically keep pace with you; others can still fol-
low down the tunnel you leave behind at their own pace, even
without the Affects Others extra.

Area: At the GM's discretion, this extra—specifically the Burst
Area—can widen the size of the tunnel you burrow from large
enough to accommodate you to (rank x 5 feet) in radius, allow-
ing you to excavate large tunnels and even artificial caverns.

Penetrating: Normally, the hardness of the ground affects
only the speed at which you burrow. At the GM's discretion,
some superhard materials may be considered Impervious to
Burrowing, in which case this extra allows you to dig through
them, provided your Penetrating rank reduces the material's
Impervious Toughness to equal to your less than your Burrowing
rank.

Range: This extra either allows you to create tunnels at a
greater distance (without having to be at the end-point of
the tunnel as it forms) or, in conjunction with Affects Others,
allows you to grant the Burrowing effect to someone else at a
distance. Doing both requires two applications of the extra.

FLAWS
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Distracting: Burrowing may well be distracting, reducing
your dodge bonus while you are moving through the earth
(and leaving you more vulnerable to attack while doing so).
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If combat while you are burrowing is unlikely in the GM's
opinion, this flaw may be disallowed or reduced to a compli-
cation.

* Limited: Burrowing may be limited to certain circumstances or
materials, such as only loose sand and soil (leaving the charac-
ter unable to burrow through dense clay or solid rock), or only
snow and ice (being unable to burrow through earth and soil
at all).

ASSOCIATED EFFECTS

* Damage: The same trait that allows a character to burrow
through the earth—claws, drill-bits, digging beams—may also
grant the ability to inflict damage as an attack.

* Immunity: Burrowing assumes a pocket of atmosphere fills
the tunnel as it forms. However, for especially lengthy periods
underground, or trips that may involve pockets of natural gas
or the intense heat of the planet's core, the Immunity effect
(particularly life support, possibly with Affects Others) is desir
able.

* Super-Senses: Burrowing does not include the ability to see
where you are going while underground, so Super-Senses may
be helpful for long-range or rapid burrowing. Tremorsense and
X-Ray Vision are particularly useful in this regard (see the Super-
Senses effect for details).

Type: Sensory Action: Free (active)
Range: Extended Duration: Sustained

Saving Throw: None Cost: 1 point per rank

You can communicate over a distance using a medium other than
your normal voice. Choose a sense type as the medium for your
communication (see the list of examples). You may also use a spe-
cial sense type (neutrinos, gravitons, magical sendings, and so
forth) noticeable only to an appropriate form of the detect Super
Sense (see Super-Senses in this chapter).

The following are some types of communication associated with
particular sense types. This is by no means an exhaustive list, and
the Gamemaster is free to allow other sorts of Communication, as
best suits the character and the setting.

* Visual: laser or fiber optic link.

* Auditory: ultrasonic or infrasonic beam, "ventriloquism.”
» Olfactory: pheromones or chemical markers.

* Tactile: vibratory carrier wave.

e Radio: AM, FM, and short-wave radio bands, microwaves.

* Mental: telepathic transmission, psychic link, mystical send-
ing.

Base range for Communication is 10 feet at rank 1. Each additional
rank increases range as shown on the Extended Range Table.
Communication is instantaneous with any subject within your
range.
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The recipient of your communication must be within range
and have a means of receiving your transmission (super-sense, or
a receiver of some sort; a score of 1 or more in all mental abili-
ties is all that's needed to “receive” Mental Communication). You
can receive Communication of the same medium as your own.
Receivers can choose to ignore your Communication, if they wish.
Communication is language-dependent; you and the subject must
share a common language (see Comprehend to communicate
across language barriers). Your Communication is pointto-point
(sent to a single receiver within your range).

Activating your Communication effect is a free action.
Communicating, however, takes the normal amount of time. You
can apply the Rapid power feat to speed things up, provided your
recipient is capable of receiving communication at that speed.

Others with an acute sense able to detect your Communication
medium can “tap into"” your transmissions with a Notice check (DC
15 + your Communication rank). The eavesdropper must be within
normal sensory range of you or the receiver. Your Communication
can be blocked or “jammed" by sensory effects such as Dazzle or
Obscure affecting your transmission medium.

POWER FEATS

* Affects Insubstantial: As a sensory effect, Communication
does not need this power feat for insubstantial subjects to per-
ceive it.

* Dimensional: Communication with this power feat can
bridge dimensional barriers, reaching into other dimensions
and planes of existence. The Communication effect still has its
proximate range, and the GM may rule certain subjects “out of
range" of the effect, depending on their relative position in the
other dimension.

e Rapid: Your communication occurs 10 times faster than
normal speech. Each additional rank of this feat increases
communication speed by a factor of 10. This is useful for
high-speed computer links, “"deep sharing” psychic rapports,
and so forth.

o Selective: If you have the Area extra, you can choose which
receiver(s) within range get your Communication, excluding
everyone else. This allows you to go from a single receiver
(pointto-point) to all potential receivers in range (omni-direc-
tional) or anywhere in between.

e Subtle: Your Communication cannot be “overheard” (it is
encrypted, scrambled, or otherwise protected). If you apply the
feat twice, your Communication cannot even be detected (that
is, no one can even tell you are transmitting, much less what
you're saying).

EXTRAS

e Area: You can broadcast omni-directionally to every receiver
within your maximum Communication range at once. Note
this extra is only strictly necessary to communicate with every-
one over a wide area at once; since using and maintaining
Communication are free actions, the GM may allow a com-
municator to establish and maintain contact with multiple
discrete receivers—such as the members of the same team—all
in the same round.
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UNDER THE HOOD: REALISTIC COMMUNICATION

Communication is instantaneous within its range largely out of simplicity-and because instantaneous long-distance communication is a staple of the
comic books, which often feature galaxy-spanning alien civilizations. Realistic Communication effects are limited by the speed of light, and therefore
shouldn't be higher than rank 10, which is about the extent of instantaneous transmission at that speed.

If you wish, you can allow such realistic Communication to travel beyond its “maximum” range, it just takes longer to reach its destination: minutes
or hours within a solar system, and years (perhaps hundreds or even thousands of years) to cross the interstellar void. The ability to extend beyond
its normal range and the length of time it takes to do so generally even out, so costs can remain the same. It simply depends on the realism level of
the setting.

FLAWS

Duration: As a default, Communication requires only a
modicum of attention to maintain, making it sustained. Some
Communication effects may require greater focus, making
them concentration duration (and essentially limiting the user
to move and free actions while communicating).

Distracting: Communication use may be distracting, particu-
larly if it requires a degree of concentration to maintain (see
Duration, previously).

Limited: Communication may be limited to only members
of a particular group, such as a species, family, members of
an organization, and so forth. This is in addition to limita-
tions imposed by medium (that is, requiring subjects to have
a means of picking up on the Communication). Particularly
limited groups may qualify for a greater flaw (-2 or more) as
the GM sees fit.

Sense-Dependent: Communication itself is already sense-
dependent (in that the subject(s) must be able to sense your
communication medium to pick up your transmissions) and so
cannot have this flaw. However, other perception range effects
can be Communication-Dependent, meaning you must be in
communication with your subject for them to work (using your
Communication medium as a “carrier” for the other effect). If
your Communication is blocked in any way, the other effect
doesn't work. An example is a mental power that is Mental
Communication Dependent.

SOCIATED EFFECTS

AS

Comprehend: Since Communication isn't much use if the
person on the other end can't understand you, or you can't
understand them, Comprehend Languages is a common effect
associated with Communication.

ESP: Communication is often Linked with ESP, allowing for
“two-way" reception: the user can both send messages and per-
ceive the subject’s replies (assuming the subject does not also
have Communication). Communication may also be linked to
ESP to allow the user to both perceive a distant area and com-
municate with those present there.

Type: Sensory
Range: Personal

Saving Throw: None

Action: None (passive)
Duration: Continuous

Cost: 2 points per rank

You
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can comprehend different forms of communication; even com-

municate with subjects normally incapable of doing so. Each rank
allows you to choose one of the following options:
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Animals: You can either speak to or comprehend animals
(creatures with Int 1 or 2). You can ask questions and receive
answers, although animals are not any more friendly or coop-
erative than normal. Furthermore, wary and cunning animals
are likely to be terse and evasive, while especially stupid ones
tend to make inane comments. If an animal is friendly toward
you, it may do some favor or service for you. For two ranks you
can both speak to and understand animals.

Codes: You can decode various codes or ciphers automatically,
understanding them as if they were written or spoken in your
native language.

Electronics: You can verbally communicate with electronic
devices. Most are limited by their programming and peripherals
in terms of what they "know," and may not be able to answer
some inquiries. Machines tend to be cold and mechanical, and
may not be cooperative. At the GM's discretion, you can use
the Computers and Disable Device skills in place of Diplomacy
and Bluff when speaking with machines. For two ranks you can
both speak to machines and understand their replies.

Languages: For one rank you can either speak or understand
the language of any intelligent creature. You can speak only
one language at a time, although you can understand several
languages at once. For two ranks anyone able to hear you can
understand what you're saying, regardless of language (you
can effectively "speak” multiple languages at once). For three
ranks you can both speak and understand all languages at
once. Being able to read any language requires one more rank.
This effect does not enable you to communicate with creatures
that don't possess a language; see the other Comprehend
effects for that.

Objects: You can communicate with inanimate objects (other
than plants and electronics), granting them the ability to speak
to you or simply “reading” impressions from them. This requires
two Comprehend ranks. Objects only "know" about events
directly affecting them or occurring in their immediate area.
Gamemasters can apply the guidelines for Postcognition to
this effect (see SuperSenses for details).

Plants: You can either comprehend or communicate with
plants, both normal plants and plant creatures. You can ask
questions of and receive answers from plants. A plant's sense
of its surroundings is limited, so it won't be able to give (or
recognize) detailed descriptions or answer questions about
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events outside its immediate vicinity. For two ranks you can
both speak to and understand plants.

e Spirits: You can communicate with incorporeal and normally
invisible and inaudible spirit beings, such as ghosts or certain
extradimensional entities, depending on what beings exist in
the context of the setting. One rank essentially allows you to
function as a "medium” of sorts, speaking to spirits and com-
prehending their replies. However, you do not gain any ability
to summon or compel spirits. At the GM's discretion, this effect
may extend to undead creatures, demons, or other supernatu-
ral entities, depending on the setting.

EXTRAS

* Affects Others: Comprehend only includes the ability to speak
or understand the languages of others. If you wish to grant others
the ability to do the same (speak and understand your language,
for example, or give two others the ability to understand each
other without you acting as a translator) then apply this modifier,
usually at the +1 level to apply to yourself and others.

* Area: Comprehend that Affects Others can have this modi-
fier to grant its benefits to everyone in the affected area. Area
Comprehend can also have the Selective power feat to allow
you to “filter out" who does and does not gain its benefits.

FLAWS

* Distracting: Since the use of Comprehend in combat may not
be particularly important, the GM may wish to disallow this
flaw, as appropriate for the setting.
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Duration: Comprehend is normally continuous. If it requires
at least a modicum of focus to maintain, it may be sustained,
if it requires considerable focus or effort to maintain, its dura-
tion may be lowered to concentration. The GM can require
Concentration skill checks to maintain Comprehend under dif-
ficult circumstances if its duration is reduced, such as when
dealing with a babble of conversation all at once.

e Limited: You can only comprehend a broad type of subject
(only elves, canines, avians, or sea creatures, for example) as
a -1 flaw. You can only comprehend a narrow type of subject
(dogs, falcons, or dolphins, for example) as a -2 flaw.

¢ Permanent: Permanent duration is not considered a flaw for
Comprehend, given its effects. It does not apply.

e Unreliable: At the GM's discretion, an Unreliable Comprehend
effect may provide an incorrect or misleading translation on a
failed roll rather than simply not working at all.

Type: Sensory Action: Free (active)
Range: Personal Duration: Sustained

Saving Throw: None Cost: 2 points per rank

Using this effect, you gain total concealment from a particular
sense—usually sight or hearing—although you are still detectable
to other senses (even other senses of the same sense type). Each
additional rank gives you concealment from another sense; two
ranks give you concealment for an entire sense type.

Concealment from visual senses costs double (2 ranks for one
visual sense, 4 ranks for all visual senses). You cannot have con-
cealment from tactile senses, since that requires being incorporeal
(see Insubstantial). So at rank 5, you can have total concealment
from all visual senses (4 ranks) and normal hearing (1 rank), for
example. At rank 10 Concealment you have total concealment
from all sense types other than tactile.

While concealed, you can make surprise attacks against targets
unaware of your presence (see Surprise Attacks, M&V, page
163). Attackers have a 50% miss chance against you (a roll of
11 or better on d20), assuming they know where to attack at all!
Attackers able to perceive you with an accurate sense suffer no
penalties, and combat is resolved normally.

Someone can sense the presence of a concealed character
within three Notice range increments with an acute sense (see
Super-Senses for details) and a DC 20 Notice check, such as
using hearing to detect a character concealed from sight. The
observer gains a hunch that “something’s there" but can't accu-
rately perceive it (suffering the normal miss chance, for example).
A concealed character holding still is harder to notice (DC 30). A
concealed inanimate object or completely immobile creature is very
hard to notice at close range (DC 40). It's practically impossible
(+20 DC) to accurately pinpoint a concealed character's location
using an acute sense.

POWER FEATS

* Close Range: The “close range” where someone can sense
your presence with an acute sense is adjacent (5 feet) rather
than three Notice range increments.
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CONCEALMENT AND PERCEPTION RANGE
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Perception range effects must accurately perceive a target in order to affect it. This generally means you cannot target subjects with total concealment
from all of your accurate senses with perception range effects. Thus, foes with Visual Concealment (the most common accurate sense) can be quite
effective against characters relying on perception range attacks, unless the attacker has an unusual accurate sense to circumvent the Concealment.

This is one reason Visual Concealment costs extra.

At the Gamemaster's discretion, a successful Notice check to accurately locate a target with an acute sense may allow you to use perception range

* Innate: This power feat is appropriate for subjects with innate
or natural concealment qualities that cannot be nullified.

» Selective: You can vary your Concealment at will (a free action):
going from total to partial to no concealment, concealing some
parts of you and not others, or anywhere inbetween. If your
Concealment affects multiple senses, you can choose to affect
some and not others with this feat as well. Concealment is nor-
mally all-ornothing: either you are concealed or you're not.

o Subtle: Concealment is Subtle by nature and does not require
this power feat, since going unnoticed is part of its effect. It
may also conceal the display of your personal range effects
(see Noticing Power Effects, page 17).

EXTRAS

o Affects Others: The +1 level of this modifier allows others to
benefit from your Concealment effect while you are touching
them.

e Area: Concealment with Affects Others (previously) or Attack
(immediately following) may have this extra, affecting all sub-
jects in the area. To conceal an entire area, see the Obscure
effect.

e Attack: Use this extra for a Concealment effect you can
impose on others (whether they want to be concealed or not).
An invisibility ray, for example, is a Visual Concealment Attack.
A Concealment Attack calls for a saving throw, usually Reflex
or Will.

FLAWS

* Blending (-1): You “blend” into the background. Your
Concealment only functions as long as you move no faster
than your normal pace, since your blending can't adapt faster
than that.

e Limited: Your Concealment only works under certain condi-
tions, such as in fog, shadows, or in urban locales.

* Limited to Machines (-1): Your Concealment is Limited only
to senses with a technological descriptor. This includes ordi-
nary things like cameras and microphones as well as intelligent
robots (if such things exist in the setting).

» Partial (-1): Your effect provides partial rather than total con-
cealment (see Concealment, M&M, page 161).

» Passive (-1): Your Concealment only lasts until you make
an attack—defined as any action requiring a saving throw—at
which point it stops working until you reactivate it, which you
may do on the round after you attack.

* Phantasm (-1): Your Concealment is Limited to creatures
with Intelligence 1 or greater; unintelligent creatures and
machines (cameras, microphones, etc.) perceive you as if you
were not concealed at all. This usually indicates Concealment
that is some sort of mental or hallucinatory effect. This flaw
does not apply to Mental Concealment (which is already so
limited by definition).

* Sense Dependent: Concealment is already sense-dependent
and cannot have this flaw.

* Saving Throw (-1): Your Concealment offers a saving throw
(Fortitude, Reflex, or Will, chosen when the flaw is applied) for
anyone aware of your presence and actively looking for you.
Targets get a new save for each interval on the Time Table
that passes. This flaw is often combined with Phantasm (previ-
ously).

Type: Sensory (mental) Action: Standard (active)

Range: Ranged Duration: Instant (lasting)

Saving Throw: Will Cost: 1 point per rank

The target of this effect becomes confused, unable to indepen-
dently determine his or her actions. If the target's Will save fails,
roll on the Confused Behavior Table at the beginning of the
subject's turn each round to see what the subject does that
round.

CONFUSED BEHAVIOR TABLE

1-2 Attack the user of the Confuse effect.
35 Act normally.
6-10 Do nothing but babble incoherently.
11-14 Flee at top possible speed.
15-20 Attack the nearest creature.

A confused character unable to carry out the indicated action does
nothing (like a result of 6-10 on the table). Attackers are not at any
special advantage when attacking a confused character. Any con-
fused character who is attacked automatically attacks its attacker
on its next turn, as long as it is still confused. The target gets a new
Will save each round to shake off the Confuse effect, with a +1
bonus each round.
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CUSTOMIZED CONFUSE

Gamemasters may allow substitutions on the Confused Behavior
Table to customize the effect, such as changing “Do nothing but
babble incoherently” to “Sing and dance Broadway show-tunes" or
making "Flee at top possible speed” into “Close eyes and mutter ‘go
away, go away, go away,” or the like. As a general rule of thumb,
a 1-2 result should always be something detrimental to the power-
user, and 3-5 should remain “Act normally” but otherwise feel free

to modify (or expand) the Confused Behavior Table as desired.

POWER FEATS

* Incurable: At the GM's discretion, this power feat can simulate
a Confuse effect that cannot be countered by other powers,
only by time and the victim making a successful saving throw.
It may be suitable for Confuse effects that are particularly pow-
erful or unusual in nature.

* Reversible: You can reverse your Confuse effect at will as a
free action.

EXTRAS

* Alternate Save: Confuse may be based on Fortitude rather
than Will to reflect a biochemical effect, such as a drug or
pathogen. Such forms of Confuse are also often touch range
and may also have the Disease or Poison modifiers.

* Contagious: A Contagious Confuse effect might represent
some sort of “plague of madness” or “telepathic virus" that
spreads from subject to subject.

FLAWS

* Sense-Dependent: This flaw may reflect a Confuse effect
requiring eye contact or based on flashing lights, maddening

UNDER THE HOOD: CREATE OBJECT VS. SUMMON

Create Object and Summon are similar effects: both “create” things out
of nowhere. So when should a character have one and not the other?

Generally, Create Object makes inanimate objects, while Summon
creates or conjures creatures of some sort, capable of independent action
(albeit limited in the case of mindless creatures like robots or zombies).
So a character able to create “sculptures” of ice, for example: walls, slides,
columns, and so forth, should have Create Object. A character able to call
up animated snowmen, on the other hand, should have Summon, while
a powerful “ice elemental” may very well have both effects!

Gamemasters looking for a good guideline to use in conjunction
with Create Object can compare it to Summon of a similar power rank.
Roughly, both effects create things with a power level equal to their
power rank (limited by the campaign's power level, as usual), with
about 15 power points per rank. This amount may be lowered to around
5 points per rank for Create Object, simply because objects have only
one “ability score” (their Toughness) while creatures have many.

Use these additional points as a measure of the kinds of qualities
characters can bestow upon their created objects, if an object needs to
duplicate a particular effect as part of its structure or function.

For characters able to bring almost anything into existence, see the
Variable structure, although such a power is generally best treated as a
plot device and relegated solely to non-player characters.
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music, or an inhaled psycho-chemical, for example, rather than
affecting a target automatically. These version of Confuse must
be Perception range.

The Container power structure is located in the Power Structures
section (see page 111).

Type: General Action: Standard (active)
Range: Ranged Duration: Sustained

Saving Throw: See description  Cost: 2 points per rank

You can form solid objects essentially out of nowhere. They may be
made of solidified energy, "hard" water or air, transmuted bulk mat-
ter, ice, stone, or something else entirely, depending on the effect's
descriptors.

You can form any simple geometric shape or common object
(such as a cube, sphere, dome, hammer, lens, disk, etc.). The GM
has final say on whether or not a particular object is too complex
for this effect. Generally, your objects can't have any moving parts
more complex than a hinge. They can be solid or hollow, opaque or
transparent, as you choose when you use the effect.

You can create an object up to one 5foot cube in size per power
rank with Toughness up to your power rank. Created objects can be
damaged or broken like ordinary objects (see Damaging Objects,
M&M, page 166). They also vanish if you stop maintaining them.
You can repair any damage to a created object at will by using your
effect again (essentially “re-creating"” the object).

CREATED OBJECTS, COVER, AND CONCEALMENT

A created object can provide cover or concealment (if the object
is opaque) just like a normal object. Cover provided by a created
object can block incoming attacks, but blocks outgoing attacks
as well. Attacks hitting the covering object damage it normally.
Indirect effects can bypass the cover a created object provides
just like any other cover (see the Indirect power feat description).
Selective Create Object allows you to vary the cover and conceal-
ment your objects provide.

TRAPPING WITH OBJECTS

You can trap a target inside a large enough hollow object (a cage
or bubble, for example). The target gets a Reflex saving throw to
avoid being trapped. A trapped character can break out of the
object normally. Limiting the target's mobility in addition to trap-
ping them requires a Snare effect rather than Create Object (see
Snare in this chapter). You may wish to place a Snare in an Array
with Create Object (see Array in this chapter).

DROPPING OBJECTS

Dropping a created object on a target is treated like an Area
Attack based on the object's size (see Area Attack, M&M, page
159). The object inflicts damage equal to its Toughness, and
targets get a Reflex saving throw to evade the falling object. A
successful save results in no damage (rather than the usual half
damage).
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While a created object can potentially be wielded as an impro-
vised weapon, the Create Objects effect cannot otherwise create
attacks or other effects; you must acquire these separately (as
Linked effects or Alternate Powers in an Array, for example).

SUPPORTING WEIGHT

If a created object needs to support weight—created as a bridge or
support a weakened structure, for example—treat the object's effec-
tive heavy load strength as (Create Object rank x 5). So a rank 8
object can support 3 tons, the same as Strength 40 (or 8 x 5). More
than a heavy load causes the object to collapse. You can “shore up”
a created object by taking a full-round action and concentrating,
allowing it to support twice its normal heavy load for one round.
You can also use extra effort to double a created object's maximum
support for one round, and these modifiers are cumulative.

POWER FEATS

* Affects Insubstantial: Created Objects with this power
feat are also solid to insubstantial beings; half their normal
Toughness for one rank, full normal Toughness for two. This
allows a created object to block or entrap an incorporeal char-
acter, for example.

* Innate: Create Object with this feat makes objects that cannot
be nullified, they're essentially “real” objects for all intents and
purposes (although the user can "unmake” them at will unless
the effect is permanent).

* Precise: You can create more precise and detailed objects. The
exact parameters of Precise Create Object are up to the GM,
but generally, you can create objects with moving parts, and
considerable detail. A Craft skill check may be required in some
cases to create an object properly, but this feat grants a +4
bonus on the check.

* Progression: Each time you apply this power feat, the base
size of your objects per power rank increases one step on the
Progression Table (10-foot cube per rank, then 25feet, etc).
Other attributes based on rank (such as Toughness and save
DC) do not change.

o Selective: This feat allows you to make your created objects
selectively “transparent” to attacks, blocking some while
allowing others (yours and your allies’, for example) to pass
through them harmlessly. You can also selectively make your
objects solid to some creatures and incorporeal to others, such
as allowing one person to walk through a created wall, while
blocking another. It takes a free action to change the selective
nature of an object; permanent created objects cannot have
their selectivity changed once they are created.

o Stationary: Your created objects can hang immobile in the air.
They resist being moved with a Strength bonus equal to your
power rank. Unless you have the Tether feat or the Movable
extra, you cannot move a stationary created object once it's
placed any more than anyone else can.

o Subtle: The Subtle feat either makes created objects not
noticeable as such for 1 rank (they look just like real objects) or
not noticeable at all for 2 ranks (such as objects composed of
invisible force).

Tether: Your created objects can move along with you at your nor
mal movement speed, maintaining their position relative to yours.

EXTRAS

Area: The size and area of created objects is improved by
power rank and the Progression feat. This extra therefore does
not apply to Create Object.

Duration: Continuous Create Object makes objects that
remain until they are destroyed, nullified, or you choose to dis-
miss them.

Impervious: Applied to Create Object, this extra makes the
objects’ Toughness Impervious. As with Protection and related
effects, the GM may choose to limit Impervious Toughness to
no greater than the campaign's power level.

Movable: You can move your created objects around with a
Move Object effect at your Create Object rank (see Move Object
in this chapter for details).

FLAWS

Feedback: You may suffer damage when your created objects
are damaged (see Feedback flaw description for details).

Permanent: Permanent created objects last until destroyed or
nullified. Unlike continuous Create Object, you cannot choose
to dismiss such objects; they are truly permanent. You cannot
repair permanent created objects or otherwise alter then once
they're created.
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Type: Attack

Action: Standard (active)
Range: Touch Duration: Instant

Saving Throw: Toughness (staged) Cost: 1 point per rank

You have a damaging attack. Make an attack roll to hit the target.
The attack's damage bonus equals your rank. Damage is a basic
damaging effect, but has many possible variations using different
power feats and modifiers.

DAMAGE AND RANGE

The basic Damage effect is touch range, usable as a melee attack.
It does not take the user's Strength modifier into account unless
the effect has the Mighty power feat (see Power Feats, follow-
ing), in which case the user's Strength adds to the damage bonus.
A ranged Damage effect is usable at either melee or normal (rank
x 100 feet) range. A perception range Damage effect works at
any range, without the need for an attack roll, so long as the user
can accurately perceive the target. So a Damage effect usable at
melee and normal range that adds the user's Strength is a Mighty
Ranged Damage effect. See the following power feats and modi-
fiers for more information.

POWER FEATS

* Accurate: This power feat is functionally the same as the
Attack Specialization feat, except it is a quality of the effect
itself rather than a measure of the character's skill or talent
in using it.

* Affects Insubstantial: Depending on the descriptors, this
power feat can represent Damage attuned to a particular
wavelength, dimensional phase, radiation band, or supernat
ural source, allowing it to affect insubstantial targets.

e Mighty: Damage effects with this power feat stack with
your normal Strength damage, allowing you to apply your
muscle-power to enhance the effect. One rank of the Mighty
feat is sufficient for a touch range Damage effect to stack
with Strength (which is also touch range). For a normal
range Damage effect, each rank of Mighty allows 1 point of
Strength damage bonus to stack with the effect. So a char
acter with +4 unarmed damage needs Mighty 4 to add his
entire Str bonus to his ranged Damage effect. For percep-
tion range Damage effects, every 2 ranks of Mighty allow 1
point of Strength damage bonus to stack. Strength over the
amount allowed by the Mighty power feat rank doesn't stack
and doesn't apply to the effect. The GM should decide on a
case-by-case basis if ranged or perception Mighty feats are
appropriate.

* Precise: A Damage effect with this feat may be capable of
precision cutting, etching, welding, or the like, depending on
its descriptors. Ranged Precise Damage effects also gain the
benefits of the Precise Shot feat (see Precise Shot, M&M, page
63): ignoring the -4 penalty for allies in melee with a target.

» Split Attack: This power feat is commonly used with Damage
effects to represent the ability to make a single “focused”
attack or multiple smaller attacks against different targets and
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may suit characters with multiple clawed limbs, two- (or more)
handed fighting styles, dual weapons, and so forth.

e Subtle: Damage with this power feat may involve a medium

that's harder to notice: a nearinvisible gas, for example, or an
attack that occurs too quickly for the eye to follow. A Subtle
Damage effect may be suitable for making surprise attacks
under the right circumstances. To be most effective, Subtle
Damage effects need to be normal or better range, since it's
considerably easier to know the source of touch range Damage
(although, if the Damage is delayed in some way, perhaps not
even then).

Thrown: You can “throw" your Damage effect to hit a target
at a distance, with a range increment of (Thrown feat rank x
10) feet and a maximum range of five increments (Thrown feat
rank x 50 feet). This feat may represent a throwing weapon or
the ability to “throw" a natural melee attack like quills or claws.
If you have a Mighty Thrown Damage effect, you can add your
Strength bonus to the damage, but no more than the rank of
the Damage effect or the Mighty feat, whichever is greater.
Once you have used Thrown with a Damage effect, you can-
not use it again until you recover it. This may involve picking
up a thrown weapon, re-growing a natural weapon, building
up a sufficient charge, or the like. The exact circumstances are
up to the GM, but it should usually be something you can do
automatically at the end of a combat. For a “throwing attack”
you can use every round, either because of unlimited ammuni-
tion or a weapon that automatically returns to you after it hits,
apply the Range extra to make your Damage effect normal or
perception range, possibly with the Reduced Range drawback.

EXTRAS

Action: It's recommended the GM not allow move action and
free action Damage effects, due to their potential to allow char-
acters to make an overwhelming number of multiple attacks.
Reaction Damage effects are best handled by the Aura extra
(see the following) although the GM may find other suitable
applications of Reaction Damage effects, provided the circum-
stance doesn't create an effect so useful as to be unbalancing.

Alternate Save: Since Damage requires a Toughness saving
throw this extra is a +1 modifier when changing that save to
Fortitude or Will. A Fortitude Damage effect may involve direct
damage to a target's physiology, bypass normal physical pro-
tection, perhaps even an insidious physical degradation. Will
Damage bypasses the body altogether to strike at the mind or
even soul. In either case, the result of the saving throw is the
same, it's just a different save bonus that's used, and damage
is applied in the same manner, regardless of its source; char
acters don't have separate tracks for “physical” and "mental”
damage, for example.

Area: This is a common extra for Damage involving explosions
or spreading or engulfing attacks like gases, fiery clouds, and
so forth (see the Area extra description for details).

Aura: Damage is a common basic effect for an Aura. It may
represent a damaging energy surrounding you or some sort
of automatic or reflexive counterattack against anyone who
attacks you (see the Aura extra description for details).
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NDER THE HOOD: STRENGTH AND MIGHTY DAMAGE

The primary reason why the Mighty power feat pays a premium on extras like range is to prevent a strong character from taking Mighty Damage 1 with
a lot of extras, adding Strength bonus on top of it, and getting all the benefits of a high tricked-out Damage effect with almost none of the cost.

If you want a halfway point between requiring additional ranks of Mighty and not having Strength stack with Damage at all, you can allow
unmodified Strength to add to Damage at a lesser bonus, based on the Damage effect's cost.

Essentially, each point of Strength bonus provides an extra “power point” for adding to the Mighty Damage effect. For unmodified Damage—with
a cost of 1 point per rank—this is a 1-to-1 increase, 1 point of Str bonus equals +1 Damage. For Damage effects costing more, divide Str bonus
accordingly. So Damage with +2 in modifiers (costing 3 points per rank), divides Str bonus by 3 before stacking it; a +6 Str bonus would add only +2
damage to this effect.
This option involves a bit more complexity, but also offers more flexibility in terms of applying power modifiers and Strength to Mighty Damage.

Autofire: This extra is common for Damage effects, particu-
larly Ranged Damage like an automatic weapon.

Contagious: Contagious Damage remains so until the target
recovers from it (including if the damage is treated with Heal
or Regeneration). It may represent a damaging medium like a
chemical agent coating the target. Depending on the effect
and its descriptors, the GM may also allow certain other effects
to counter a Contagious source of damage.

Duration: Damage with a duration longer than instant con-
tinues to affect its target on succeeding rounds, requiring a
new saving throw each round on the attacker's initiative. This
usually represents an ongoing damaging effect of some sort.
This sort of Damage should have some reasonable means by
which it can be countered, such as dousing or smothering fiery
ongoing Damage.

Penetrating (+1): This extra allows Damage to overcome
the effects of Impervious Toughness. Reduce the ranks of the
Impervious modifier by the ranks of Penetrating Damage. So
Penetrating Damage 7 reduces the Imperviousness of a target's
Toughness by 7. So Impervious Toughness 11 would be treated
as +11 Toughness with only 4 ranks of Impervious (11 - 7). Any
remaining Impervious Toughness is applied normally against
the attack, so if the Penetrating modifier does not reduce the
Impervious modifier below the attack's damage bonus, the
attack still has no effect.

Range: The standard Damage effect is touch range. One
application of this extra creates a damaging effect useable at
normal range (although still useful at melee range as well),
while a +2 extra gets you a perception range Damage effect.

FLAWS

Action: A fullround action Damage effect suits an attack
requiring some preparation or additional “build-up." For
example, a "haymaker" punch might be a Full Action Mighty
Damage effect. Generally speaking, Damage effects requiring
longer than a fullround action are not useful in combat and
tend to be better suited as plot devices, wherein a villain's
death-ray needs to charge up for a minute or two, for example,
giving the heroes time to stop it before it's too late.

Distracting: A Distracting Damage effect is a bit of a
trade-off in combat, requiring some risk. It's good for things
like attacks that need bracing (such as certain weapons)
or require extra concentration (taking attention away from
potential threats).

Limited: Damage can be Limited in a number of ways.
The most common include only certain targets (living crea-
tures, machines, or supernatural beings, for example), or a
reduced effectiveness against some targets. For the latter,
apply the Limited flaw only to some of the effect's ranks,
such as Damage with half effect against targets wearing
armor (meaning half its ranks have the Limited to Unarmored
Targets flaw).

Range: Reducing the range of a Damage effect to personal
is more than just a flaw: it converts the effect into more of
a drawback, since the only one you can damage is yourself!
For characters with some sort of inherent or automatic abil-
ity to damage themselves, consider an appropriate drawback
instead. For example, minions that automatically self-destruct
when they're captured have a fairly severe Weakness, worth
about 10 power points. Of course, for non-player characters,
you can choose to just treat such things as plot devices and
not worry about their pointvalues.

DRAWBACKS

Full Power: You can only use your Damage effect at its full
damage bonus, meaning you can't “pull” your attacks (see
Pulling Your Punch, M&M, page 163) to inflict lesser damage
and you're likely to cause more property damage or collateral
effects. The GM decides when, and if, this drawback is truly a
drawback for a Damage effect.

Lethal: You can only inflict lethal damage with your effect,
which may limit its usefulness in some situations. 1 point.

Minimum Range: Your Ranged Damage effect cannot be
used at close range. This is a 1-point drawback if you must use
the effect at one-quarter its maximum range and 2 points for
one-half maximum range. A Ranged Damage effect only usable
at its maximum range has a Limited flaw.

Non-Lethal: You can only inflict non-lethal damage with your
effect, which may limit its usefulness in some situations. In par-
ticular, objects are unaffected by non-lethal damage. 1 point.

Type: Sensory

Action: Standard (active)

nge: Ranged Duration: Instant (lasting)

Saving Throw: Reflex/Fortitude Cost: 1-4 points per rank
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You can overload a target's senses of a particular type—usually visual
or auditory—rendering them temporarily useless. Make a ranged
attack roll against the target. If the attack hits, the target must make
a Reflex save to avoid the Dazzle effect. If the save fails, that sense
type is rendered useless. A successful initial save means no effect.

Each round thereafter the target makes a Fortitude save to
recover from the Dazzle attack. The target gains a +1 bonus to the
save each round after the first. A successful save allows the target
to use the dazzled sense(s) again, but at -1 on all rolls involving
them. The following round, the target's senses return to normal.
Targets immune to Fortitude effects cannot be dazzled. You are
immune to your own Dazzle effect.

Dazzle costs 1 point per rank if it affects one sense type, 2 points
per rank if it affects two sense types, 3 points per rank if it affects
three sense types, and 4 points per rank if it affects all sense types.
Visual senses count as two sense types, so a 3-point per rank Dazzle
effect could affect visual and one other sense type, for example.

POWER FEATS

* Affects Insubstantial: As a sensory effect, Dazzle already
works on insubstantial targets normally and doesn't need this
power feat.

* Incurable: A Dazzle effect with this power feat cannot have
its effects countered by another power (such as Healing) with-
out the Persistent power feat.

* Reversible: You can remove the lingering effect of your Dazzle
from a victim at will as a free action.

* Ricochet: Depending on the descriptors of your Dazzle effect,
you may be able to use this feat to ricochet it off a different
sort of surface, such as reflective surfaces for lightbased daz
zles, or resonant or echoing surfaces for sonic dazzles.

» Subtle: This power feat helps to obscure the source of the
Dazzle effect. Obviously, a dazzled character is aware of the
loss of a sense, but victims of Subtle Dazzle effects (and those
witnessing the attack) are less likely to notice what caused it.
This may be due to the effect using an unusual frequency or
particularly subtle medium, for example.

EXTRAS

* Alternate Save: Either Dazzle's initial or secondary save (or
both) may be changed to an alternate saving throw. The initial
Reflex save may be changed to Fortitude (for Dazzle effects
avoided solely through physical resilience rather than quick
reflexes) or Will (for effects avoided or overcome through will-
power). The secondary save may also be changed to Will for
the same reasons. Generally, Dazzle's secondary save can't be
changed to Reflex (unless the player comes up with a good
reason, such as being able to literally “shake off" an effect that
“sticks" with the target). Neither of the effect's saves may be
changed to Toughness. A target immune either of a Dazzle
effect's saves is automatically unaffected by it.

* Area: Different types of area extras can reflect Dazzle effects
that spread out or otherwise affect everyone in a given area.
In particular, Burst (omni-directional bursts of light or other
dazzling effects), Cone (for a cone of blinding light or deafen-
ing sound), Explosion (similar to a Burst, but weakening with

S oAt L HE

e —————————
N £ 30 S e i A

) ONcy
PR3 x
-~ ttggﬂ:tttt

b MRES I IIERERE TS /

Bsry
FRceeil |7

distance), and Line (for a broad dazzling "beam”). Cone and
Line Dazzle effects may be touch range so the area originates
with the user. The same may be true of Burst or Explosion
Dazzle effects that radiate out from the user (e.g., the character
becomes blindingly bright).

* Linked: Dazzle effects are often Linked to other effects to
duplicate the side effects of certain attacks, such as a damag-
ing laser that's also blindingly bright, or a lightning bolt that's
immediately followed by a clap of deafening thunder (see the
Linked power modifier for details).

o Selective Attack: This extra allows an Area Dazzle to affect
only those targets you wish, excluding others in the area.

FLAWS

* Sense-Dependent: Dazzle is already sense-dependent and so
cannot apply this flaw.

* Side Effect: A possible side effect of Dazzle might be to daz
zle yourself if you fail the attack roll (or your target successfully
saves, for perception range Dazzle effects).

Type: Defense Action: Standard (active)
Range: Touch Duration: Instant

Saving Throw: None Cost: 1-3 points per rank

You can block ranged attacks as well as melee attacks. This is like a
melee block (see Block, M&M, page 155) using your Deflect rank
in place of your normal attack bonus. You can attempt to deflect
any number of attacks in a round, but each attempt after the first
imposes a cumulative -2 modifier on the block roll. If you take a
full-round action to block, you take no penalty for deflecting mul-
tiple attacks. Once you fail a block roll you cannot deflect again
until your next turn.

Deflect rank is limited to the same value as your defense bonus
by the campaign'’s power level limits and your trade-offs (see Power
Level, M&M, page 24, for details). So if your Defense bonus limit
is +12, for example, then you cannot have more than 12 ranks of
Deflect.

ATTACK TYPES

The types of attacks you can deflect determine the effect's cost
per rank. For 1 point per rank you can choose one of the following:
slow projectiles (including thrown weapons and arrows), fast pro-
jectiles (like bullets), and energy attacks (like lasers and lightning
bolts). For 2 points per rank, you can deflect any two. For 3 points
per rank, you can deflect all ranged attacks. Deflect does not work
against attacks that do not require an attack roll, such as percep-
tion range and area attacks. See the Nullify effect for a means of
blocking such things.

MELEE BLOCK

You can use any level of deflect in place of your normal melee
block if your Deflect rank exceeds your normal melee attack bonus.
Otherwise, there's little reason to do so unless you have Deflect
extras that make it more useful than your normal melee block.
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CATCHING WEAPONS

By taking a -5 penalty on your block roll you can catch an incom-
ing physical weapon, including a projectile, when you successfully
deflect it. You can wield a caught throwing weapon normally, up
to and including throwing it back at your attacker with the normal
required attack action.

POWER FEATS

Accurate: This power feat does not apply to Deflect and does
not grant a bonus on block rolls with Deflect, since that bonus
is defined by the effect's rank.

Extended Range: Like other touch range effects, you can use
this power feat to extend the range at which you can deflect.
It may involve a tool or weapon that extends your reach or the
ability to move or contort in a way that does so, depending on
your descriptors.

Homing: This power feat does not normally apply to Deflect,
however, the GM may allow it to apply to reflected or redi-
rected attacks if applied to the Deflect power as a whole. Also
note that successfully deflecting a Homing attack is considered
a "miss," meaning the attack gets another chance on the next
round. A reflected or redirected Homing attack that hits a dif-
ferent target is a "hit" and ends the attack.

Interpose: This feat may be acquired as a power feat of
Deflect, allowing you to interpose yourself between an adja-
cent character and an attack in order to deflect it.

Precise: Deflect with this feat allows you to “catch” physical
weapons without a penalty on your block roll; use your nor
mal Deflect bonus instead. You do not gain the Precise Shot
benefit when reflecting attacks; to do so, acquire Precise Shot
separately.

Ricochet: Applied to Deflect, this feat allows you to ricochet
reflected and redirected attacks as the GM allows (depending
on the attack and its descriptors).

Subtle: Deflect with this power feat may not be immediately
apparent. While it is clear that attacks miss, it may be attribut-
able to chance, near misses, and similar circumstances rather
than any action on your part.

Triggered: This power feat lets you set up a single use of
Deflect in advance, usually enough to protect you from a one-
shot surprise attack or the like. For an "automatic” Deflect
effect usable an unlimited number of times, change the effect's
action to reaction (see the following).

EXTRAS

Action: You can reduce the action needed to block attacks.
If you take an action one "step” higher than required to block
that round, you take no penalty for blocking multiple attacks,
otherwise you have the normal penalty. If you can use Deflect
as a reaction you take no penalty for blocking multiple attacks
and you can continue to deflect even if you miss a block roll.

Area: With this extra you can make a single block roll for all
potential targets in the affected area. The roll result essentially
becomes the subjects’ new Defense, if higher than their normal

Defense (of 10 + defense bonus). This lasts for one attack per
target. You can make additional block rolls, with the usual pen-
alty for multiple rolls in a round.

Automatic (+1): You can deflect even surprise attacks, but
you must still be able to take the normal action required to use
your Deflect effect.

Range: Ranged Deflect works against attacks made against
any target within (power rank x 100 feet) range. You suffer a
-2 penalty on your block roll per range increment of (rank x
10 feet) between you and the target. Perception range Deflect
works against any attack you can accurately perceive. You must
still make a successful block roll, however.

Reflection (+1): You can reflect a blocked attack back at the
attacker as a reaction. Make a normal attack roll to hit with the
reflected attack.

Redirection (+1): You can redirect a blocked attack at any
target within the attack's normal range, as Reflection, above.
You must have the Reflection extra to take Redirection.

FLAWS
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Action: Successfully deflecting may take up all your attention
for the round, requiring a fullround action. In this case, you
lose the ability to take a full-round action to deflect and over
come penalties for deflecting multiple attacks.

Distracting: Since Deflect essentially substitutes for Defense,
it's up to the GM whether or not this flaw can apply. For Deflect
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requiring at least a move action (and therefore limited in how
often it can be used in a round), it should still constitute a flaw,
but for Deflect usable as a free action or faster, it does not.

* Duration: Deflect is an instant effect and its duration cannot
be changed. For longer “lasting” versions of Deflect, improve
the effect’s action (see the Action modifier, previously).

Range: Deflect's range cannot be decreased; this flaw does
not apply.

Type: Alteration Action: Free (active)
Range: Personal Duration: Sustained

Saving Throw: None Cost: 3 points per rank

You can increase your mass, and therefore your Strength and
Toughness. Every rank of Density active gives you +2 Strength (a
+1 Str bonus). Every two ranks give you +1 Toughness with the
Impervious extra (see Impervious under Protection). Every three
ranks give you a rank of Immovable and SuperStrength (see those
effect descriptions in this chapter) and move your mass one step up
the Progression Table: x2 at rank 3, x5 at rank 6, x10 at rank 9,

and so forth.

DENSITY EFFECTS

R Smoom _Touomess Iwwowsie_ SurekSaoioms_ Mass
1 +2 +0 - - x1.25
2 +4 +1 - - x1.5
3 +6 +1 1 1 X2
4 +8 +2 1 1 x3
5 +10 +2 1 1 x4
6 +12 +3 2 2 x5
7 +14 +3 2 2 X6
8 +16 +4 2 2 x8
9 +18 +4 3 3 x10
10 +20 ) 3 3 x12
1 +22 +5 3 3 x18
12 +24 +6 4 4 x25
13 +26 +6 4 4 x30
14 +28 W/ 4 4 x40
15 +30 +7 5 5 x50
16 32 +8 5 5 x60
17 +34 +8 5 5 x80
18 +36 HY) 6 6 x100
19 +38 +9 6 6 x125
20 +40 +10 6 6 x150

Additional Strength from Density does not improve your Strength-
based skills or the distance you can jump, since your mass also
increases. In fact, you automatically fail Swim checks while Density
is active at 3 ranks or more, because of your negative buoyancy.
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POWER FEATS

Affects Insubstantial: A character with Density may be able
to apply this power feat to Strength at the GM's discretion as a
reflection of increased density impeding the passage of insub-
stantial or incorporeal forms.

* Buoyant: Your Density is such that you can still swim with
Density activated. You do not automatically fail Swim skill
checks, although additional Strength from your Density still
does not add to your Swim bonus.

* Innate: This power feat is appropriate for beings that are
inherently denser, making their Density part of their physical
makeup. It should generally be coupled with the Permanent
modifier on Continuous Density.

o Subtle: Note that as an active effect Density is not Subtle by
default; the character is assumed to take on some other form
or outward manifestation of increased density (bulking up
or transforming to a dense material like stone, for example).
Density with the Subtle feat is less noticeable while 2 ranks of
the feat allow you to maintain an outwardly normal appear
ance regardless of your relative density.

EXTRAS

e Attack: A Density Attack grants all of the effect's benefits
along with increased mass, and “Limited to Increasing Mass" is
not a viable flaw for a Density Attack (since it actually makes it
a more effective attack, not less). For an example of an attack
that increases a target's mass or weight, making it difficult to
move, see the Gravity Control power in the next chapter.

» Reflective: At the GM's discretion, you can apply the Reflective
extra of Protection to the Impervious Toughness gained from
Density, representing extreme hardness or toughness and cost
ing 1 power point per 3 Density ranks. See Reflective under
Protection for more information.

FLAWS

» Distracting: Since it's reasonable for increased mass to make
a character somewhat less quick and graceful, this flaw may
apply to Density, causing you to lose your dodge bonus while
at an increased level of mass. If it only applies to a certain level
of Density (such as only after activating 6 ranks), apply the
flaw only to the higher ranks.

e Immobile (-1): When using Density, you are unable to move
from where you stand when you activate the effect, although
you can still take actions, so long as they don't involve move-
ment. If you are completely immobile (and helpless) while
using Density, increase the flaw's value to -3.

*  Permanent: Continuous Density may have this flaw, usually to
reflect a character that's always more dense and massive than nor-
mal. Permanent Density often has the Innate power feat as well.

ASSOCIATED EFFECTS

S oAt L HE

Damage: Denser fists may be able to strike harder blows than
even a dense character's enhanced Strength, in which case
Damage with the Mighty power feat is an appropriate addi-
tional effect.
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POWER STUNT: ““AS HARD AND IMMOVABLE AS DIAMOND!”

A common comic book stunt of Density is becoming tremendously dense and impervious at the cost of mobility. The default version of Density does
not do this: your extra Strength is assumed to compensate for the additional mass, allowing you to move normally. Gamemasters who want to allow

this sort of Density can use the following optional rule.

Characters can have ranks of Density that increase their Toughness save bonus beyond the normal power level limit of the campaign. However,
for each +1 increase to Toughness beyond the limit, the character suffers a -1 penalty to defense and -5 feet to base movement speed, reflecting a
reduction in mobility. This is essentially a dynamic Toughness/Defense trade-off that occurs during the game rather than beforehand. Characters at
this level of density can only move at normal pace, not accelerated or all-out. Defense bonus and movement speed cannot be reduced below 0 and

at 0, the character cannot move at all until Density decreases.

* Insubstantial: This effect may be based on the ability to
decrease mass and density, becoming less substantial. A char-
acter may have both Density and Insubstantial as Alternate
Powers in an Array (see the Array structure in this chapter).

o Shrinking: For characters who become more dense without
additional mass, essentially reducing the space between their
existing molecules and therefore their overall size, see the
Compression extra of Shrinking in this chapter.

* Super-Strength: Some dense characters become very strong.
Additional ranks of SuperStrength are a common effect associ-
ated with Density (as are additional ranks of Immovable and
Impervious Protection) and may be Linked to Density and stack
with its effects, subject to power level limits.

Type: Trait Action: Standard (active)

Range: Touch Duration: Instant

Saving Throw: Fortitude (staged) Cost: 1-5 points per rank

You can temporarily lower one of a target's traits: an ability, skill,
feat, or effects, chosen when you acquire this effect. You must
touch the target, making a normal melee attack roll, and the target
makes a Fortitude save.

If the save fails, the target loses 1 power point from the affected
trait(s) for each point the save missed the DC, up to a maximum
of the Drain rank. Lost power points return at a rate of 1 per
round, except for inanimate objects, which do not recover drained
Toughness; they must be repaired.

Example: Totenkopf's “death touch” is a Drain
Constitution 8 effect. A target hit with the Nazi villain's
deadly touch makes a Fortitude save (DC 18 or 10 + 8
ranks), losing 1 point of Constitution per point the save
misses the DC. So a Fortitude save result of 14 results in
4 points of lost Constitution. A save result of 6, however,
would result in only 8 points lost (the maximum of the
effect’s rank).

Drain's cost per rank determines the affected trait(s):

e 1 point: Drain affects a single trait (such as Strength score or
Will save bonus), chosen when the effect is acquired. (To affect
a list of traits, one at a time, use an Array of different 1-point
Drains, see the Array structure in this chapter.)

* 2 points: Drain affects any one trait suited to its descriptors,
one at a time, such as any one ability score, skill, or feat at a
time, or any one sensory effect, fire effect, or mental effect at a
time.

» 3 points: Drain affects all traits of a single type (ability scores,
skills, feats, one type of effect, or all effects of a particular type
or descriptor) all at once (subtracting its rank in power points
from each).

* 4 points: Drain reduces all effects at once.
* 5 points: Drain reduces all traits at once.

Gamemasters should carefully control, and may wish to limit access
to, the 4- and 5-point versions of Drain, since they are especially
powerful.

DRAIN AND OBJECTS

Drain normally has no effect on inanimate objects, only creatures.
Drain with the Affects Objects extra (see the Extras section) can
work on inanimate objects, and Drain can couple this with the
Limited to Objects flaw to work only on inanimate objects as a
+0 modifier. As a general rule, most inanimate objects have only
one trait (their Toughness) and Drain Toughness can weaken the
Toughness (and therefore structure) of objects.

Objects do not get saving throws against Drain; it has its full
effect on the targeted object. At the GM's discretion, held or car
ried objects may gain a Reflex save from their wielder to reduce the
Drain's effect, representing pulling the object out of harm's way at
the last moment. Devices always get a save against Drain (see the
following).

DRAIN AND DEVICES

Drain with the right descriptor(s) can lower the traits provided by a
Device (see Device in the Power Structures section in this chap-
ter). For example, a Drain that affects all magical powers could
potentially drain the powers of a magical device as well. Likewise a
Drain affecting electrically powered equipment could drain an elec-
trical device, and so on. This also applies to equipment, although
it tends to have fewer traits to drain, and the GM should feel free
to disallow any Device or equipment Drains that don't suit the
campaign or the power concept. For example, just because a Drain
Damage effect is possible doesn't mean a character should be able
to cause guns to do less damage; this sort of thing is better han-
dled by an all-ornothing effect like Nullify (see its description later
in this chapter).
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ULTIMATE POWER CHAPTER TWO: POWER CREATION

POWER FEATS

o Affects Insubstantial: Drain with this modifier can affect
insubstantial targets, even if the user can't normally touch
them.

* Extended Reach: A touch range Drain can benefit from the
effects of this feat.

* Incurable: Drain with this power feat cannot have its effects
countered by another power (such as Boost, Healing, or other
effects) without the Persistent power feat; the target must
recover from the Drain normally.

* Reversible: You can restore power points you have drained
from a subject at will as a free action rather than having to
wait for them to recover over time.

o Selective: A Drain effect capable of reducing more than one
trait at once can have this power feat, allowing you to choose
which traits are affected, while not affecting others. Note this
differs from the Selective Attack extra, which allows you to
choose which subjects an Area Drain affects (see the following
section).

* Slow Fade: This power feat extends the time it takes for lost
power points to return, one step up the Time Table per rank: 1
point per minute, 1 point per five minutes, and so forth.

o Subtle: Drain effects with this power feat are more difficult to
detect. Since Drain is normally a touch range effect, and the
actual effects (loss of power points) are usually apparent, a
Drain generally has to be normal or perception range to gain
much benefit from being Subtle.

EXTRAS

» Affects Corporeal: An incorporeal being needs this extra to
use a Drain effect—like a “life-draining” Drain Constitution for
a ghost—on a corporeal target.

o Affects Objects: Drain with this modifier works on inani-
mate objects, although the effect can still only drain traits the
objects possess. This is most often applied to Drain Toughness
for an effect that can weaken both creatures and objects. As a
+0 modifier, the effect only works on objects (things with no
Constitution), and not creatures with a Constitution score.

e Alternate Save: Certain Drains, particularly those affect
ing mental traits, may have Will as their saving throw rather
than Fortitude. This might also be the case for Drain effects
designed as mental or mystic powers.

* Aura: As a touch range effect, Drain can apply this extra,
suitable for a character whose touch automatically causes a
particular Drain effect.

* Contagious: This modifier suits a Drain effect based on a
disease or similar contagion, or something like a draining sub-
stance that covers targets and can potentially affect anyone
touching them as well. It's often used in conjunction with the
Disease modifier (see the following).

* Disease: Drain is the effect most commonly used for diseases,
which typically weaken a victim's abilities, and may affect

POWERSEREATION
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other traits. A Disease Drain works like the guidelines given
in Mutants & Masterminds (see pages 112 and 168). Disease
Drains are often comparatively low-ranked, the effect building
up over time.

e Poison: Like Disease, Poison is a common modifier for Drain,

which is the basic effect of most toxins. Poison Drains tend to
affect ability scores: Strength for weakness poisons, Dexterity
for paralytic poisons, Constitution for lethal toxins, and mental
ability scores for intoxicants, depressants, and similar neuro-
chemicals. Poison Drains tend to be higher rank than Disease
Drains simply because they act faster and take effect only twice.

* Selective Attack: This extra can be applied to an Area Drain

so it only affects some targets and not others. It can be com-
bined with the Selective power feat (previously), allowing you
to use an Area Drain to selectively drain certain traits only from
certain targets.

Total Fade: Traits reduced by a Total Fade Drain do not recover
gradually. Instead, they remain at their reduced power point
value until the entire trait would have normally recovered, at
which point the trait returns to its normal value. So, for exam-
ple, if a Total Fade Drain reduces a trait by 5 power points, the
trait would normally recover 1 point per round until it returned
to its normal value but instead remains at the lowered value
for five rounds, then regains all 5 lost power points at once.

FLAWS

Limited to Objects: Drain with Affects Objects and this flaw
works only on inanimate objects with no Constitution score.

Requires Grapple: You must grapple and pin a target in order
to Drain them (see Grapple in M&M, page 156, for details). The
Drain effect occurs immediately once the target is pinned, but
not until then.

Side Effect: This flaw may represent a kind of Drain effect
that “overloads” or even "feeds” on the user if it fails to drain
the target! The side effect might be straightforward Damage,
or a similar Drain effect against the attacker.

POWER STUNT: ALL TIED UP

Type: Alteration

Action: Move (active)

Range: Personal Duration: Sustained

Saving Throw: None Cost: 1 point per rank

You can elongate your body and limbs to extend your reach. You can
elongate 5 feet at rank 1; each additional rank moves your maximum
range (in feet) one step up the Progression Table: 10 feet, 25 feet,
50 feet, and so on. Past rank 6, you can't elongate your entire dis-
tance in a single move action. You can elongate up to (rank x 50
feet) per move action, up to your maximum distance. So at rank 10,
for example, you can elongate 500 feet per move action to a maxi-
mum of 5,000 feet, so it takes five fullround actions to reach your
maximum extension. “Snapping back” to your normal shape is a free
action, unless you elongate past rank 6, in which case retracting com-
pletely requires the same amount of time as elongating that distance.

You can use Elongation to make melee attacks at a greater distance
by elongating your limbs. It requires a full action to both elongate
(move action) and attack (standard action). Once elongated, you can
make melee attacks within your new reach as a standard action.

Your elongated attacks have a “range increment” of (power rank
x 10 feet), each increment beyond the first applies a -2 penalty to
your attack rolls and checks, since it's harder for you to coordinate
your limbs at a distance. If you can't accurately sense your target
at all (around a corner, for example), apply the rules for conceal-
ment (see Concealment, V&M, page 161). The range increment
is based on the distance between your target and your head (or
wherever your accurate senses originate), so if you elongate your
neck so your head is within one increment of your target, you suffer
no range penalties, although you'll be less aware of what's going
on around the rest of your body!

You gain a bonus to Defense against attacks on your elongated
limbs as if you were one size category smaller than usual (see Size,
M&M, page 34). So the elongated limb of a medium character has
a +1 Defense bonus (like a small character).

Elongation gives you a bonus on Escape Artist checks and grap-
ple checks equal to your power rank due to your greater flexibility
and reach.

In the comic books, a fast enough character attempting to evade a grappling attempt by an elongating opponent will sometimes trick the attacker
into tying himself up into knots! If you want to include this trick in your Mutants & Masterminds games, use the following guidelines:

A character who successfully avoids the melee attack to start a grapple from an elongated character, or escapes from a grapple with such a
character, can make an Acrobatics or Bluff check at a -5 penalty as a standard action against the result of the elongated character's Sense Motive
check. If the tricking character wins, the elongated foe is entangled. If the tricking character wins by 5 or more, the elongated foe is bound and
helpless. Getting out of being all tied up requires a full-round Escape Artist check by the victim, with a DC equal to the original Acrobatics or Bluff
check (including the -5 modifier). The normal Elongation bonus to Escape Artist checks applies to this check.

At the GM's discretion, a tricking character taking a fullround action on the attempt may add the rank of any relevant movement effect—particularly
Flight or Speed—to the skill check, representing the ability of a faster character to get the victim all turned around more easily. As with all forms of
tricking in combat, this variant grants a +1 bonus to the victim's Sense Motive check per time it is attempted in the same encounter.

Example: While fighting the Meta-Grue, Johnny Rocket tries to distract the alien super-soldier and trick him by running at super-speed around
him. He takes a fullround action and Johnny's player makes a Bluff skill check (+8 Bluff bonus, +10 for Super-Speed, -5 for the maneuver), get-
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Another common trick is for an elongating character to grab two anchor points (trees, lamp posts, telephone poles, fire hydrants, etc.) and allow
someone else to stretch them out to maximum extension, using them like the elastic of a giant slingshot to propel a projectile or even another

character through the air.

Add twice the character's Elongation rank as a bonus to effective Strength for throwing the object. So a Strength 10, Elongation 8, character can

innishot somethini with an effective Strenith of 26, for example. For added realism, limit effective rank to the Touihness of the anchorisi, reflectini

At rank 3 or higher, you can move more quickly than normal by
stretching out to a spot as a move action and pulling the rest of
your body in after you, or extending your limbs to give you a lon-
ger stride. The maximum distance you can move in this way is the
amount you can elongate in a single move action. You can take
two move actions to double the distance (as a full round action)
but you can't move “all out” with Elongation.

POWER FEATS

* Extended Reach: This feat does not apply to Elongation,
which provides its own means of extending your reach.

* Improved Range: This feat can improve the range increment
of your elongated attacks.

* Indirect: At the GM's discretion, this power feat can indicate
a form of Elongation that “bypasses” normal spatial relation-
ships or barriers, such as using the ability to generate spatial
“wormholes” or fold space to extend reach. This may allow you
to reach "through” walls (Indirect 1), punch someone standing
behind you (Indirect 2), or hit someone standing in front of you
in the back of the head (Indirect 3), good for surprise attacks.

EXTRAS

* Projection (+1): Your elongated limb(s) are a projection
of your power rather than an actual extension of your body.
Therefore, they are not vulnerable to attack on their own; any
attacks specifically against your elongated segments have no
effect. So, for example, an elongated “psychic hand” could
reach into a container of acid to pull out an object without
any risk of harm. This extra does not provide you with any addi-
tional protection for your normal body parts.

FLAWS

* Permanent: A character with a Permanent Elongation effect
is stuck at maximum extension for the effect's rank, so some-
one with Permanent Elongation 4, for example, has a 50-foot
reach and can cover 50 feet with a single move action.

DRAWBACKS

* Full Power: You can only Elongate out to your maximum
extension or return to your normal shape; you can't stop at
any point in between. This is only a drawback for more than
one rank of Elongation, and the GM should consider its value
before allowing it.

ASSOCIATED EFFECTS

* Immunity: Elongation—and an elastic body—may also provide
things like Immunity to falling damage (5 ranks).
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* Insubstantial: Elongation often implies or includes the abil-
ity to reshape your body in other ways. A truly elastic character
should also have the first rank of Insubstantial, able to flow
like a fluid.

*  Morph: Characters able to reshape their physical forms beyond
just elongating their body and limbs should acquire the Morph
effect at the appropriate level.

* Super-Movement: The ability to elongate may provide certain
SuperMovement traits, particularly swinging (by elongating
your arms) or slithering (elongating your body like a snake).

Type: Sensory (mental) Action: Standard (active)

Range: Perception Duration: Sustained (lasting)

Saving Throw: Will (staged)  Cost: 2 points per rank

You can instill different emotions in a target that fails a Will save
to resist. Failure by 10 or more means the target will not take any
hostile action unless attacked. You also choose the object of the
emotion. So you decide what the target loves, hates, fears, and so
forth. You can produce the following emotional effects:

e Calm: The subject adopts an indifferent attitude and does not
feel any strong emotion. Calm can counter any of the other
emotion effects and they may counter it (see Countering
Powers, M&M, page 70).

* Despair: The subject is shaken, suffering a -2 on attack rolls,
defense, and checks. Failure by 10 or more means the target is
overcome with hopelessness, helpless and unable to take any
actions.

e Fear: The subject is shaken, suffering a -2 on attack rolls,
defense, and checks. Failure by 5 or more means the subject is
frightened and flees from the source of the fear (specified by
the user) as quickly as possible. Failure by 10 or more means
the subject is panicked, dropping any held items and fleeing
blindly from the source of the fear. A panicked subject unable
to flee cowers and does not attack—most likely using total
defense instead (see Total Defense, M&M, page 159).

e Hate: The subject immediately becomes unfriendly. If the save
fails by 5 or more, the subject’s attitude becomes hostile. Hate
counters and is countered by love.

* Hope: The subject feels no fear or despair. Hope counters
those emotions and similar effects and is countered by them in
return.
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e Love: The subject’s attitude becomes friendly. If the save fails
by 5 or more, the subject’s attitude becomes helpful. If it fails
by 10 or more, the subject becomes fanatical. Love can counter
despair, fear, and hate and they may counter it.

The GM may allow other emotion effects, generally variations on
the previous. For example, extreme jealousy can be seen as hate
directed at a particular subject, anger as undirected hate making
the subject less friendly and more likely to take hostile action, and
so forth.

POWER FEATS

* Mind Blank: Targets don't remember time under your Emotion
Control; their memory of that time is blank.

e Subtle: Subtle Emotion Control is tailormade for true manipu-
lators, leaving victims wondering why they are suffering such
uncharacteristic bouts of emotion. Combined with a degree of
finesse in choosing the right feelings to impose, the controller
can escape notice altogether.

EXTRAS

e Alternate Save: Emotion Control may be based on Fortitude
to reflect a biochemical effect, such as a drug or control over
various hormones.

e Contagious: Contagious Emotion Control could be a conta-
gious disease or toxin or some sort or a contagious psychic
effect passed from one person to another.

FLAWS

* Limited to (one emotion): You can only cause one of the
listed emotional effects, not any of them. This is a common
flaw for power concepts involving a particular emotion rather
than the general ability to control emotions, such as a fear
based power.

* Sense-Dependent: Your Emotion Control works through a
target's senses rather than as a strictly mental effect. Examples
include eye contact (visual), voice or music (auditory), or phero-
mones (olfactory).

DRAWBACKS

* Noticeable: Your Emotion Control effect has some noticeable
element: your eyes or head glow, your subjects’ skin changes
color, a particular scent fills the air (perhaps differing accord-
ing to the emotion), and so forth. This drawback often occurs
in conjunction with the Sense-Dependent flaw.

ASSO(IATED EFFECTS

Fatigue: The ability to affect emotions may also involve the
ability to affect someone's sense of energy and drive, suited to
the Fatigue effect (with a +2 modifier if the effect is perception
range like Emotion Control).

e Mind Reading: Mind Reading (possibly Limited to a subject's
emotional state) can be a useful ability to have when you
intend to manipulate someone's emotions (see the description
of the Empathy power in the next chapter for more informa-
tion).

Action: None (passive)

Type: Trait
Range: Personal Duration: Continuous

Saving Throw: None Cost: Varies (see description)

You have an enhancement to a non-effect trait, such as an abil-
ity (including saving throws) or skill (including attack or defense
bonus). Since Toughness save cannot be increased on its own,
use the Protection effect instead of Enhanced Toughness (see
Protection later in this chapter).

The Enhanced Trait has the same cost at the trait's normal cost.
Its “rank” is considered equal to the trait's bonus or modifier. So 20
points of Enhanced Strength costs 20 points (since ability scores
cost 1 power point per ability score point) and is considered a rank
10 effect (since every 2 ability score points is a +1 modifier).

Enhanced Traits can be nullified like other effects (and unlike nor-
mal traits), but you can also apply extra effort to them and include
them in Arrays, Devices, and so forth (also unlike normal traits).
The GM approves any extra effort use in conjunction with your
Enhanced Traits. Enhanced Traits also have appropriate descriptors,
differentiating them from normal traits.

You can freely mix normal and Enhanced Traits, and their ben-
efits stack up to the limits of the campaign's power level. So a
character can have Dexterity 15 and Enhanced Dexterity 10 for a
total Dexterity score of 25 (a +7 bonus), so long as the total Dex
score is within the power level limits. If the character's Enhanced
Dexterity is nullified, he drops down to a +2 Dex modifier (from his
natural Dex of 15).

Note: This effect is called Enhanced Ability in M&W and applies
to ability scores. This version expands it to all non-effect traits, as
the GM sees fit.

POWER FEATS

e Alternate Power: Unlike normal traits, an Enhanced Trait
may be placed into an Array as a base or Alternate Power (see
Array in this chapter). The benefits of the Enhanced Trait only
apply so long as that Alternate Power of the Array is active.

* Innate: Enhanced Traits may be Innate, in which case they are
unaffected by trait effects, including Nullify. Note, however,
that enhancing effects like Boost also do not affect Innate
traits.

* Subtle: As a continuous effect, Enhanced Trait is subtle by
default and does not require this power feat. Enhanced Traits
with noticeable effects can have the Noticeable power draw-
back.

EXTRAS

* Affects Others: This changes the Enhanced Trait's range
from personal to touch, allowing you to bestow the effect on
someone else. As usual, the +0 version of this modifier means
you can only grant the Enhanced Trait to others, the +1 ver
sion means you can grant it to someone else while still using it
yourself. An Enhanced Trait that Affects Others generally can-
not improve traits beyond power level limits, although the GM
may modify this as desired.
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FLAWS

e Duration: An Enhanced Trait can have a sustained dura-

tion as a -1 flaw, meaning the trait must be activated and
maintained as a free action, and stops working if you are
unable to maintain it. Enhanced Traits cannot have an
instant duration, nor may they apply the Permanent flaw
(see the following).

* Fades: For an Enhanced Trait that requires activation and

fades over time, use the Boost effect rather than this flaw.

* Permanent: The Permanent flaw does not apply to Enhanced

Trait, because permanent Enhanced Traits aren't sufficiently
limited by it, and because normal permanent versions of the
traits are already defined in game terms.

DRAWBACKS

Noticeable: Your Enhanced Trait has some noticeable quality
to it, such as a physical change (unusually large muscles or
an enlarged head or brain, for example) or an effect accom-
panying use of the trait, such as glowing whenever you use
your Enhanced Strength. The quality must be such that it gives
some indication of what the Enhanced Trait is: merely looking
odd doesn't necessarily qualify for this drawback (it's more of
a social complication). Note that sustained duration Enhanced
Traits cannot have this drawback, as sustained effects are
already noticeable by default.
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Type: General Action: Standard (active)

Range: Ranged Duration: Sustained

Saving Throw: See description Cost: 1-2 points per rank

You can change the environmental conditions in an area: altering
the temperature, creating light, causing rain, and so forth (see The
Environment, /&M, beginning on page 167, for the effects of dif-
ferent environmental conditions).

Each of the following is a separate Environmental Control
effect. If you have one you can acquire others as Alternate Powers
in an Array (see the Array power structure), but you can then
only use and maintain one at a time. To use or maintain multi-
ple Environmental Control effects simultaneously, add their costs
together for the effect's total cost per rank (or see the Mix-and-
Match Environments option, following).

e Cold: You can lower the temperature in the area. For 1 point
per rank, you create intense cold; for 2 points per rank, you cre-
ate extreme cold.

* Distraction: You can create conditions to distract anyone
attempting to concentrate, such as driving rain, hail, dust
storms, and so forth. For 1 point per rank the distraction is DC
5, for 2 points per rank it's DC 10, and for 3 points per rank it's
DC 15 (see the Concentration skill description, M&M, page 44,
for details).

»  Gravity: For 2 points per rank, you can create a low-
gravity or high-gravity environment. You can acquire
the other effect as an Alternate Power. The attack
roll penalty for low-gravity does not affect characters
with a three-dimensional movement effect like Flight,
Swimming, or SuperMovement (air walking, wall-crawl-
ing, etc.). The attack penalty for high-gravity does not
affect characters with effective Strength scores greater
than 30 (including SuperStrength bonuses).

* Hamper Movement: You can hamper movement
through the area with high winds, icy or wet sur
faces, or similar effects. For 1 point per rank, you
halve movement speed through the area; for 2
points per rank, you reduce it to one-quarter.

* Heat: You can raise the temperature in the area.
For 1 point per rank, you create intense heat, for 2
points per rank; you create extreme heat.

» Light: You can raise the light level in the area, coun-
tering the concealment of darkness, but not other
forms of concealment. For 1 point per rank, you can
shed enough light to reduce total concealment to
partial and partial concealment to none. For 2 points
per rank, you can shed light as bright as a sunlit day,
eliminating all concealment provided by natural dark
ness. Obscure effects with the darkness descriptor
may be countered with a successful power check.

» Radiation: You can iradiate the area, exposing
everyone to a harmful level of radiation. For For 1
point per rank you can lightly irradiate. For 2 points
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OPTION: MIX-AND-MATCH ENVIRONMENTS

For especially broad Environmental Control effects, like the power to command the weather, the GM may wish to apply the following optional rule.
Rather than having a set list of effects the user can create, Environmental Control divides its cost for any given use among effects with appropriate
descriptors, making it a limited sort of Variable structure (see Variable later in this chapter).

So, for example, an Environmental Control effect costing 4 points per rank can distribute those 4 points among different effects as the user sees

fit. So one use it might be intense cold (1

oint), a DC 10 distraction (2 points), and hamper movement to one-half speed (1

oint) for a blizzard.

per rank, you can moderately irradiate an area. (See the
Mastermind’s Manual, page 125, for details on radiation levels and
exposure.)

e Visibility: You can reduce visibility in the affected area,
imposing a -4 modifier on Notice and Search checks. For more
significant obscuring of senses (via darkness, fog, etc.) use the
Obscure effect.

Your Environmental Control has a 5foot radius at rank 1. Each addi-
tional rank moves the maximum radius one step up the Progression
Table (with a radius of approximately 2,000 miles at rank 20, suffi-
cient to alter the environment of an entire continent!).

POWER FEATS

e Slow Fade: Environmental Control with the Fades modifier
(see the following) may have this power feat to extend the
time interval before the effect fades, although the GM should
carefully consider any such extensions.

EXTRAS

e Area: As Environmental Control already affects an area, it can-
not have (nor does it require) this extra.

* Independent: Environmental Control can use this modifier
where the effect's area diminishes once it is established, the
effect no longer under the control of the user. So, for example,
a character might have Environmental Control where a change
is made and then diminishes over time until it is gone or the
effect is countered (by the original user or someone else).

o Selective Attack: Since hostile environments may provoke sav-
ing throws or otherwise hinder targets, Environmental Control
is considered an “attack” for purposes of modifiers. With this
extra you can vary the environment within your affected area,
affecting some while not affecting others, or even mixing and
matching different environments (making part of the area cold
and another hot, for example).

Type: Sensory Action: Move (active)
Range: Extended Duration: Concentration

Saving Throw: None Cost: 1-4 points per rank

You can displace one or more of your senses over a distance, perceiv-
ing as if you were at that location, up to 10 feet away. Each additional
rank increases your range, as shown on the Extended Range Table.
ESP overrides your normal sense(s) while you are using it. Subjects
observed via ESP can sense it with a Notice check (DC 10 + rank).

You can make Notice and Search checks normally using your dis-
placed senses. To search a large area for someone or something,
use the extended search guidelines given in the description of the
Search skill (see Search, M&M, page 53).

ESP costs 1 point per rank for one sense type, 2 points per rank
for two sense types, 3 points per rank for three, and 4 points per
rank for all of your senses. Visual senses count as two sense types
(so visual ESP is 2 points per rank). You can use perception range
sensory effects via ESP if your ESP applies to their sense type and
an accurate sense (usually sight). Sensory effects targeted on the
spot where you have displaced your senses affect you normally.

POWER FEATS

* Dimensional: This power feat allows you to extend your ESP
into other dimensions with range proximate to your location in
that dimension. One rank of Dimensional allows you to sense
into a single other dimension, two for a group of related dimen-
sions, and three for any dimension in the setting suitable to
your ESP's descriptors. Dimensional ESP for an accurate sense
is especially useful for targeting other Dimension effects.

* Subtle: ESP already has a degree of subtlety. Applying one
rank of Subtle to ESP increases the DC to notice the effect to
20 + rank or makes it noticeable only to a particular unusual
sense (with the usual DC 10 + rank notice check). Two ranks of
Subtle make ESP completely unnoticeable, as usual.

EXTRAS

* No Conduit (+1): You are not affected by sensory effects tar-
geted where you have displaced your senses, but neither can
you use perception range effects via your ESP. Despite the built-
in limitation, this is an extra, since it allows you to use your ESP
to observe subjects in relative safety.

* Simultaneous (+1): You can use both ESP and your normal
senses at the same time, perceiving two locales like “translu-
cent" overlays of each other. This means you're more capable
of taking physical action while also using your ESP, although
the effect still requires its normal duration to maintain. The GM
may occasionally require a Notice skill check to sort out the
layered sensory information you receive.

FLAWS

* Distracting: Since it overrides your normal senses, ESP already
has aspects of this flaw, so it cannot be applied. If you normally
retain an accurate sense of your surroundings while using ESP
(for example, your ESP pertains to hearing and doesn't override
your vision), then the Distracting flaw may be allowed with GM
permission. This flaw may also be appropriate if your ESP has
the Simultaneous extra (see previous).
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Feedback: With this flaw, damaging attacks directed at where
you displaced your senses can affect you. Your sensory-point is
considered to have partial concealment from attacks (with the
usual 20% miss chance) and you use your ESP rank as your
Toughness save bonus against any successful attack. The feed-
back may be psychosomatic in nature or due to some sort of
disruption caused by an assault on the point where you have
redirected your senses. Note that sensory effects already work
on you via ESP and this flaw doesn't apply to them.

* Medium: You require a medium for your ESP, such as shad-
ows, flames, mirrors, open water, television screens, and so
forth. You can only perceive locations where your chosen
medium exists.

* Sense-Dependent: ESP is already Sense-Dependent and
cannot apply this flaw. At the GM's option another effect
can have the flaw ESP-Dependent, working only through the
“link" of ESP, regardless of the sense(s) involved. Since Sense-
Dependent effects already work on ESP users displacing the
effect's targeted sense(s), the modifier is of limited use, but
may apply to some unusual mental or magical powers aimed
specifically at remote viewers.

DRAWBACKS

* Noticeable: ESP with this drawback has an easily noticeable
display, like a glowing set of eyes or a phantom image of your
face, head, or body at the location you are observing. This
manifestation cannot be used for communication, however
(for that, see Associated Effects, following).

ASSOCIATED EFFECTS

Concealment: At the Gamemaster's discretion, the
Concealment effect can treat ESP as a "sense” regardless of
what sense(s) ESP affects. So Concealment 1 can be config-
ured as “Concealment from ESPR" preventing someone using
ESP from perceiving the user, without affecting other senses.
This suits certain sorts of magical “spells to ward against scry-
ing” or mental shields that block out the questing minds of
other psychics. Likewise, the GM can allow Dazzle, Obscure,
and other sensory effects to treat ESP as a single sense,
allowing for effects that temporarily “blind" or block out the
effect. Sensory effects that work against a particular sense
also affect that sense displaced by ESP. So a Visual Dazzle, for
example, can blind a Visual ESP user.

* Communication: ESP is the power to sense things going
on in a distant location. To send information, you need the
Communication effect, often associated or linked with ESP.
This allows two-way interchanges between distant points,
where the power user can sense what is going on some dis-
tance away and also relay information to those present able
to receive Communication.

Type: Attack Action: Standard (active)
Range: Touch Duration: Instant

Saving Throw: Fortitude (staged) Cost: 2 points per rank
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You can inflict fatigue on a target. Make a melee attack roll. The
target makes a Fortitude save (DC 10 + Fatigue rank). A failed save
means the target is fatigued: -2 to Str and Dex, -1 to attack and
defense, and cannot move all out. If the save fails by 5 or more, the
target is exhausted: -6 to Str and Dex, -3 to attack and defense,
and unable to move faster than normal pace. If the save fails by
10 or more, the target is unconscious. Targets immune to fatigue
are unaffected. Already fatigued characters suffering another
fatigue result become exhausted, while exhausted characters suf-
fering another fatigue result become unconscious. The target
recovers from the fatigue normally (see Fatigue, M&M, page 167,
for details).

POWER FEATS

* Incurable: A Fatigue effect with this feat causes fatigue
that an Energizing Healing effect cannot restore (see Healing
later in this chapter). The victim must recover from the fatigue
normally. Persistent Energizing Healing can restore Incurable
Fatigue.

* Reversible: You can remove fatigue conditions caused by your
Fatigue effect at will as a free action (even if your effect is nor
mally Incurable).

* Sedation: You can keep targets rendered unconscious by your
Fatigue effect from regaining consciousness (see the Sedation
power feat description for details.

EXTRAS

* Alternate Save: A Fatigue effect can be resisted by a Will
save rather than a Fortitude save (as a +0 modifier). The
effect still doesn't work on targets immune to fatigue and also
doesn't work on targets immune to Will effects.

FLAWS

* Limited to Fatigue: Your Fatigue effect cannot exhaust a target
or render them unconscious regardless of the saving throw result
or number of uses. The only condition it can cause is fatigue.

Type: General Action: None (passive)

Duration: Permanent
(see description)

Range: Personal

Saving Throw: None
(see description)

Cost: 1 point per rank

You have one or more minor features or effects that grant you an
occasionally useful ability worth about 1 power point. This effect is
essentially a version of the Benefit feat (see Benefit, V&M, page
59) but a power rather than a virtue of skill, talent, or social back-
ground. For example, diplomatic immunity or wealth are Benefits;
fur, the ability to mimic any sound, or a hidden compartment in
your hollow leg, are Features.

It's up to the GM what capabilities qualify as Features; gener
ally if something has no real game effect, it's just a descriptor. If it
has an actual game system benefit, it may be a feature. There's no
need to define every possible feature a character may have down to
the last detail.
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UNDER THE HOOD: FEATURES

The Features effect is intended to round out various minor traits and abilities characters might have, but it is entirely optional and not meant to
burden character design with needless amounts of detail. It's for traits with an actual game effect, not merely descriptors or background color (neither
of which should cost any points). Ultimately, the Gamemaster decides what traits merit a rank (or more) of Features and what Features are permitted

for any given game or setting, using the examples given here.

SAMPLE FEATURES

Some examples of possible Features include the following:

* Environmental Adaptation: This feat may also be a Feature
for some characters, depending on its descriptors and origin.

* Insulating Fur: You have a layer of fur that protects you from
sunburn and cold, giving you immunity to those environments.

* Internal Compartment: You can carry a portion of your
carrying capacity inside you body! You have a pouch or com-
partment of some sort, able to hold objects no larger than
about one-fifth your own size and weighing no more than your
light load.

* Iron Stomach: You can eat anything that's not toxic without
ill effects: spoiled or unpleasant food, for example. You get a
+4 bonus on Survival checks involving feeding yourself.

e Mimicry: You can imitate almost any sound you've heard, giv-
ing you a +10 bonus to Bluff or Perform checks to convince
others your mimicked sounds are real.

* Special Effect: You have some special effect, like a gust of
wind at the right dramatic moment, or ideal spotlighting, or
personal theme music. The GM may give you a +2 bonus for
favorable circumstances when your special effect is likely to
impress people or otherwise aid you.

* Temporal Inertia: You are somehow uniquely “anchored” in
the space-time continuum, making you immune to changes in
history. You recall the “true” version of historical events, even if
no one else does.

FLAWS

e Duration: Some Features may be sustained duration rather
than permanent with no change in cost. This suits active
Features a character has to use and maintain rather than hav-
ing them as passive traits requiring no effort whatsoever.

Action: Move (active)

Type: Movement
Range: Personal Duration: Sustained

Saving Throw: None Cost: 2 points per rank

You can fly through the air, including hovering in place. You have a
flying speed of 10 MPH (100 feet per round) at rank 1. Each addi-
tional rank moves your speed one step up the Progression Table:
25 MPH at rank 2, 50 MPH at rank 3, and so forth. At rank 19, you
can reach anywhere on Earth in a single move action. At rank 20,
you can accelerate to near the speed of light! Speeds per rank are
shown on the Flight Movement table.

FLIGHT MOVEMENT

1 10 MPH

2 25 MPH

3 50 MPH

4 100 MPH

5 250 MPH

6 500 MPH

7 1,000 MPH

8 2,500 MPH

9 5,000 MPH

10 10,000 MPH

1 25,000 MPH

12 50,000 MPH

13 100,000 MPH

14 250,000 MPH

15 500,000 MPH

16 1,000,000 MPH

17 2,500,000 MPH

18 5,000,000 MPH

19 10,000,000 MPH

20 Near lightspeed
CARRYING AND FLIGHT

You can carry up to a light load in flight with no reduction in speed.
A medium or heavy load reduces your speed to two-thirds and a
heavy load also reduces your all-out Flight speed to one-half nor
mal. You cannot carry more than a heavy load while in flight.

UNDERWATER FLIGHT

Flight works normally in vacuum or a gaseous medium (like a
planet's atmosphere). Moving through liquid, such as underwater,
flight speed is slowed to that of the equivalent rank of Swimming
(see the Swimming effect later in this chapter). This may also
include “liquid" atmospheres on alien planets. Essentially, Flight
includes the benefit of moving through liquids at Swimming
speeds. If it does not, you may apply a 1-point Power Loss draw-
back (doesn't work underwater). Likewise, an inability to fly in
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space may qualify for a drawback, if the GM expects it to ever
come up, otherwise it's best handled as a complication, on those
rare occasions when it happens. For movement through solids, see
the Burrowing effect as well as Insubstantial and the Permeate
effect of SuperMovement.

POWER FEATS

Maneuverability: If the option for flight maneuverability
(see Flight Maneuverability, Mastermind’s Manual, page 74)
is in use, then this feat grants an additional level of maneu-
verability (from average to good, or good to perfect) per
rank.

Subtle: The default Flight effect is normally noticeable,
whether from the rush of air, the roar of rockets, or a glowing
contrail or aurora. This feat reduces, and then eliminates, these
traces. If your Flight is completely Subtle, you do not need to
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make Stealth checks to move silently while flying (you do so
automatically), although you may still need to do so to avoid
being seen or otherwise detected.

EXTRAS

Affects Others: While characters with Flight can lift and
carry up to a heavy load while flying, this extra enables them
to transfer their Flight ability to others.

Attack: In order to send an unwilling target “flying,” see the
Move Object effect in this chapter and the Telekinesis power
in the next chapter. These should be used rather than a Flight
Attack effect, which is an unbalanced means of achieving
similar results, since a high rank Flight Attack could send some-
one flying into a wall or the ground at thousands of miles per
hour!

POWER STUNT: FLIGHT LEVERAGE

You can use the “thrust” generated by your Flight effect to help you push a heavy weight, provided it suits the effect's descriptors. You have to push
the weight in the direction you are flying, in which case you gain a bonus to effective Strength for carrying capacity equal to twice your Flight power
rank. So Flight 5 gives you +10 effective Strength, increasing your carrying capacity by four times for pushing a heavy object.

Example: Daedalus has to contend with a falling building after Talos takes out its main supports. The ancient inventor's power-armor allows
him to lift 24 tons as a heavy load, not nearly enough. Firing the armor’s anti-gravity flight systems at full-power, Daedalus swoops under the
collapsing building and pushes. He has Flight 5, so the GM gives him an effective +10 boost to Strength, pushing his heavy load up to 92 tons.
Still not quite enough, so Daedalus’ player uses extra effort to double his carrying capacity for a round for 184 tons, enough for the Golden
Greek to push the collapsing building back into place!
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* Duration: Continuous duration Flight operates even when

the character is stunned, unconscious, or otherwise unable to
sustain it. The user remains hanging in space, maintaining rela-
tive position to the ground, if necessary. Alternately, the user
might float safely down to the ground when unable to main-
tain Flight.

FLAWS

» Distracting: A clumsy or uncertain flier might suffer from this

flaw, losing dodge bonus at all times while flying rather than
just when moving all-out.

* Duration: Concentration duration Flight can represent an

effect requiring additional focus or effort on the character's
part; you can fly, but can't do much else at the same time.
Since concentration requires a standard action each round, it
also means you can't fly at accelerated or all-out speeds, just
the normal pace of your Flight rank. A useful Flight effect
cannot have a duration less than concentration. At the GM's
discretion, an instant Flight effect can serve as a single “burst”
of propulsion, suitable only for sending the character flying at
full speed in a particular direction for one round, but this type
of effect is better handled with Leaping (see the Leaping effect
description for details).

* Gliding (-1): You lose altitude equal to half the distance you

travel, meaning the maximum distance you can glide is twice
the height you start from. You may be able to gain altitude
occasionally by catching thermal updrafts and winds at the
GM's discretion. You cannot have more than 4 ranks in Flight if
it has this flaw.

e Levitation (-1): You can only move straight up and down,

not side to side, although you can allow yourself to be car
ried along by the wind. You cannot have more than 4 ranks in
Flight if it has this flaw.

» Platform (-1): Your Flight is reliant on some sort of platform

on which you stand or sit. If you suffer any knockback while
flying (see Knockback, M&M, page 165) or you are grappled
by someone standing on the ground, you're knocked or pulled
off your platform and cannot fly. You can regain the use of your
flying platform by reactivating your Flight effect (which may
require a Concentration check, depending on circumstances).

DRAWBACKS

Forward Only: You cannot back up while flying; you can only
fly straight ahead.

Low Ceiling: You cannot gain much altitude, remaining fairly
close to the ground. A ceiling (maximum altitude) of 30 feet
is a 1-point drawback, 15 feet is worth 2 points, and 5 feet is
worth 3 points. This drawback is suitable for "hovercraft” type
flight and similar effects.

Maneuverability: If the option for flight maneuverability
(see Flight Maneuverability, Mastermind's Manual, page 74) is
in use, then each reduction in maneuverability (from average
to poor, and poor to clumsy) is a 1-point power drawback.

Minimum Speed: You must fly no less than half your maxi-
mum speed or you “stall" and begin falling. You can restart

your Flight as a move action unless circumstances prevent it
(including other drawbacks). You can't hover while in flight.

* Power Loss: If your Flight is dependent on being able to flap
your wings, rockets with airintakes or jets that can be jammed,
and so forth, you can apply this drawback to reflect condi-
tions where your Flight effect may not function. If your Flight
has limitations that render it inoperative about half the time,
it should have the Limited flaw instead. Note that this differs
from having your Flight countered in that you lose it automati-
cally when your Power Loss occurs, with no opposed check.

* Reduced Load: If you cannot carry more than a medium load
while in flight, you have a 1-point power drawback. If you can-
not carry more than a light load, you have a 2-point power
drawback.

* Runway Required: You need a level runway to take off and
land. You can't take off or land vertically or hover.

* Wide Turns: You cannot execute a greater than 45 degree
turn per move action while flying, although you can slow your
flying speed while turning in order to make tighter turns, if you
wish. A combination of Minimum Speed and Wide Turns means
you can only bank widely at best.

Type: Alteration Action: Free (active)
Range: Personal Duration: Sustained

Saving Throw: None Cost: 3 points per rank

You can increase your size, and therefore your strength and durabil-
ity. Every rank of Growth activated increases your Strength by +2
and Constitution by +1. The additional Strength does not improve
your Strength-based skills, however, since your mass also increases.

Every four ranks of Growth active increase your size category by
one full level. So a medium creature with Growth at 4 ranks is large,
at 8 ranks is huge, at 12 ranks is gargantuan, at 16 ranks is colos-
sal, and at 20 ranks is awesome-sized. You gain all the benefits and
drawbacks of your new size category. (See Size, M&M, page 34 for
information on the effects of different sizes.) Your base movement
speed increases by 5 feet per size category you enlarge.

Intermediate ranks of Growth also increase size, but not neces-
sarily size category. See the Increased Size Table for a character’s
approximate size at any given rank of Growth.

POWER FEATS

* Alternate Power: If you have Growth, you can acquire
Shrinking as an Alternate Power feat.

* Growth Strike: You can add the momentum of increasing in
size to your melee attacks, literally enlarging under an oppo-
nent's jaw, for example. This gives you a +1 damage bonus per
size category you enlarge until you reach your opponent's size
and only works on opponents at least one size category larger
than you. So growing from medium to awesome size as part of
an attack does +5 damage, for example.

* Innate: Your size, or ability to change size, are an innate part
of your nature and cannot be countered or nullified. Innate is
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INCREASED SIZE

Awesome =12 +20 =20 +10 128 ft.+ 2 mil Ibs. + 40 ft. 20 ft. +25 Str 20
112 ft. 19
96 ft. 18
80 ft. 17
Colossal -8 +16 -16 +8 64 ft.  250K- 2 mil Ibs 30 ft. 15 ft. +20 Str 16
56 ft. 15
48 ft. 14
40 ft. 13
Gargantuan -4 AFll2 -12 +6 32 ft. 32K -250K Ibs. 20 ft. 15 ft. +15 Str 12
28 ft. 1
24 ft. 10

20 ft. 9

Huge -2 +8 -8 +4 16 ft. 4K -32K Ibs. 15 ft. 10 ft. +10 Str 8
14 ft. 7

12 ft. 6

10 ft. 5

Large -1 +4 -4 +2 8 ft. 500-4,000 Ibs. 10 ft. 10 ft. +5 Str 4
71/2 ft. 3

7 ft. 2

61/2 ft. 1

Medium +0 +0 +0 +0 6 ft. 60-500 Ibs. 5 ft. 5 ft. x1 0

particularly common for permanent Growth that reflects the
natural size of larger creatures.

* Macroverse: If you have Growth 20, you can enlarge past
awesome size, to the point where you cross a dimensional
barrier and enter a “macroverse” (which may or may not
really exist at the superatomic level, where our universe exists
within a single atom). Entering or leaving a macroverse is a
move action. In the macroverse, you lose your Growth effect,
but gain Shrinking equal to your Growth rank (and when you
shrink smaller than miniscule size, you leave the macroverse
and return to the normal universe at awesome size, where your
powers return to normal). This feat is only available if the GM
determines a macroverse exists in the setting.

EXTRAS

* Affects Others: You can grant the benefits of Growth to
someone else by touch, enlarging them up to your maximum
rank. As a +1 extra, both you and one other you are touching
can increase in size.
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Attack: A Growth Attack increases the size of an unwilling
target. While this grants the target all the benefits of increased
size, it also imposes all the drawbacks; being 30 feet tall can
be very inconvenient, especially if you have a secret identity to
maintain!

Duration: Continuous Growth allows you to remain at what
ever size you set for yourself until you choose to change it or
your effect is countered.

FLAWS

Action: This flaw does not apply to Growth; it is a power draw-
back instead (see the following section).

Dispersal (-2): You increase in size by dispersing your bodily
mass in some fashion over a larger area. You do not gain the
increased weight, Strength, Constitution, or carrying capacity
associated with Growth or the increased resistance to knockback
(since your mass doesn't increase), although you do gain the
other effects of your increased size. This flaw is most often asso-
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UNDER THE HOOD: GROWTH

Growth is a "package” of traits associated with larger than normal creatures: greater strength, toughness, carrying capacity, and so forth. These traits
come at a bit of a discount when bundled together as Growth due to some of the effect's inherent limitations: no modification to Strength-based
skills, reduction in attack and defense due to increased size, and the general inconveniences of being more than medium sized, like not fitting into
most buildings or vehicles and finding many structures unable to support your increased mass.

Note that these difficulties are taken into account in the point value of Growth: permanently and innately larger characters don't get drawbacks or
complications for their size, they're part of the package.

Also note that Growth tends to ignore real-world complications like the square-cube law, which says a huge or larger humanoid creature would be
structurally unable to support its own weight. Whatever rubberscience or supernatural explanation used to explain other impossible superpowers
applies here as well. In realistic settings, the GM may choose to limit Growth to appropriately shaped and structured creatures.

LARGER CREATURES

Innately largersized creatures in Mutants & Masterminds have the appropriate ranks in Growth with all of the associated effects and ability modifiers,
a permanent duration, and usually Innate (see Power Feats for details). This is suited to any creature that is naturally larger than medium size.

GROWTH ABILITIES AND POWER MODIFIERS

Any power modifiers applied to the Strength of a character with Growth can pay additional points to cover the character's Strength at increased
size, and must do so to extend their benefits to that enhanced Strength. So, for example, if a character has Growth 8 and the Penetrating extra on
his Strength bonus of +2 (costing 2 power points for an extra on an effective rank 2 trait), then an additional 8 points is required for the character's
full Strength bonus (at maximum Growth) to be Penetrating. This same is true of modifiers applied to the Constitution score or related saving throws
(Toughness or Fortitude) of a character with Growth. So a growing character with Impervious Toughness, for example, should take into account the
character's maximum Constitution, and therefore Toughness, while grown.

ciated with growing characters that also become Insubstantial,
turning into mist, for example, in which case Growth may be
Linked to that effect, although it is not required.

* Permanent: You are permanently at the maximum size for
your Growth rank. You gain all the benefits and drawbacks of
your size, but cannot turn off your Growth to achieve a smaller
size. Permanent Growth is often also Innate to reflect the natu-
ral size of larger creatures.

DRAWBACKS

e Action: Generally, requiring longer than a free action to
change your size is a drawback rather than an Action flaw,
simply because it doesn't limit the use of Growth much once
you've assumed a particular size. Taking a move action to grow
is a 1-point drawback, a standard action is 2 points and a full-
round action is 3 points, with each additional step on the Time
Table adding 1 point to the drawback (if the GM allows a lon-
ger Action drawback).

*  Full Power: A character with this drawback can only grow to
maximum size permitted by Growth rank and return to normal
size. You cannot “stop” at any intermediate size or size category.
This may limit the benefits of Growth in enclosed spaces or other
situations where attaining full size would be problematic. It
should only be applied to Growth greater than 4 ranks, since
anything less doesn't result in any significant disadvantage.

Type: Alteration Action: Full (active)
Range: Touch Duration: Instant

Saving Throw: Fortitude (harmless) Cost: 2 points per rank

You can heal damage conditions by touch. With a full-round action,
you can do any one of the following:

* Granta character an immediate recovery check for the subject’s
worst damage condition, with a bonus on the check equal to
your Healing rank. Bruised and injured conditional heal auto-
matically with no check required.

* Grant a bonus on saving throws equal to your Healing rank
against effects with disease or poison descriptors (or, in most
cases, the Disease or Poison extras, see Extras, following). The
bonus applies to the subject's next save against the effect.

* Stabilize a dying character with a DC 10 Healing check.

If the power check fails, you must wait the normal recovery time
for that condition or use extra effort in order to try again. If it is
successful, you can use Healing again normally. You must main-
tain contact with the target for the entire action required for the
Healing effect to occur. The subject must take a full-round recover
action, like using a hero point to recover (see Recover, M&V, page
121). The subject must also fail the saving throw against the effect.
Willing and unconscious subjects are assumed to do both auto-
matically.

You can use Healing on yourself. You can't cure your own
stunned, staggered, or unconscious conditions or stabilize yourself
(since you have to be able to take a full-round action to use your
Healing effect). Your own recover action is part of the full-round
action required to use Healing. You can use Healing to cure your
own disabled condition, but doing so is a strenuous action. If the
recovery check is successful, you suffer no ill effects. If it is not,
however, your condition worsens to dying. If you can use Healing
as a reaction, it can cure any of your conditions and its use is not
considered strenuous.

Since Healing allows a Fortitude saving throw, it does not work
on subjects Immune to Fortitude effects since they are assumed to
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save, and automatically succeed. It also doesn't work on subjects
with no Constitution score, since they are, by definition, not liv-
ing. (See the Affects Objects extra for a version of Healing that
affects such subjects.)

POWER FEATS

Stabilize: If you have this power feat, you don't need to make
a Healing power check to stabilize a dying character, your
Healing effect does so automatically, although it still requires
the normal action to use. You still cannot stabilize yourself
unless your Healing is usable as a reaction.

Persistent: You can heal Incurable damage (see Incurable in
the Power Feats section of this power).

Regrowth: When healing a disabled condition, you cause any
lost or destroyed organs and limbs to regenerate as well.

Reversible: Note that this power feat does not apply to
Healing, since it restores subjects rather than imposing a con-
dition from which they can recover.

EXTRAS

Action: This extra reduces the action required for you to use
Healing, but does not affect the recovery action required of the
subject. You cannot use Healing more than once per round regard-
less. To heal multiple subjects at once, apply the Area modifier.

Affects Objects (+1): Your Healing can also "heal” damage
to non-living subjects without a Constitution score or Immune

T g

[ (e

" ,ﬁ.r.nifs#ﬁﬁﬁgfgfﬁ/

o JEEE Sy
= I A

to Fortitude effects. The recovery check is made normally, using
your Healing rank as the bonus, since the subject has no Con
score. If you are limited solely to repairing objects, this is a +0
modifier. If you can heal or repair as needed, it is a +1 modi-
fier.

Area: Healing with this extra grants the same benefit to all
subjects in the affected area. Area Empathic Healing is an
unwise combination, as the healer takes on all of the damage
conditions of the affected subjects!

Contagious: Since Healing is an instant effect that removes
conditions (restoring subjects to the normal condition) rather
than imposing them, it cannot be Contagious.

Duration: Healing's duration cannot be changed from instant.
For a more longterm or “perpetual” Healing effect lower the
action required for Healing or use Regeneration later in this
chapter.

Energizing (+1): You can grant an immediate recovery check
for fatigued and exhausted conditions as well as damage con-
ditions. However, you take on the subject's fatigue condition
and you cannot use Healing to eliminate your own fatigue con-
ditions (although you can still use hero points to recover from
them). If the subject's recovery check fails, you must wait the
normal recovery time or use extra effort to try again.

Range: Healing with this extra can affect subjects at normal
range, requiring a ranged attack roll to successfully “touch”
the subject with the Healing effect. The GM may waive the
required attack roll for a willing subject holding completely still
(or a helpless subject unable to move), but the subject is also
treated as helpless against other attacks that round, making it
an unwise decision in the midst of combat. Healing with two
applications of this extra is usable at perception range and
does not require an attack roll to “touch” the subject.

Restoration (+1): Your Healing effect can restore power
points lost to traits from effects like Drain with the appropri-
ate descriptors, such as injury, disease, or poison. You restore 1
power point per Healing rank to the affected trait(s). If you can
only restore ability points, this is a +0 modifier.

Resurrection (+1): You can restore life to the dead! If the
subject has been dead for fewer minutes than your power rank,
the subject makes a DC 20 Con check with a bonus equal to
your power rank. If successful, the patient's condition becomes
disabled and unconscious. If the check fails, you can't try again.
If you apply the Progression feat, move the maximum amount
of time a subject can be dead one step up the Time Table (from
power rank minutes to power rank x 5 minutes, then power
rank x 20 minutes, power rank hours, and so forth).

Selective Attack: Area Healing may have this extra, allow-
ing you to choose who in the area does and does not gain the
effect’s benefits.

Total (+1): You can heal multiple damage conditions with one
use of Healing. For every 5 points the recovery check (including
your Healing bonus) exceeds DC 10, the subject’s next worst
damage condition heals as well. For example, with a DC 40
Healing check result, the subject would heal from six damage
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conditions, from most to least severe. This would allow a dying
subject to stabilize and completely recover from any and all
damage conditions.

FLAWS

e Empathic (-1): When you successfully cure someone else of a
condition, you acquire the condition yourself and must recover
from it normally. You can use Healing and Regeneration to
cure conditions you acquire in this way. You can have the
Resurrection modifier for Healing, but if you successfully use
it, you die! This may not be as bad as it seems if you have
Regeneration ranks applied to Resurrection, allowing you to
return to life (see the Regeneration effect for details).

* Faith (-1): You can only use Healing on subjects with the
same allegiance as your own (see Allegiance, M&M, page 118,
for details). This may represent a Healing effect limited to
those of the same faith or beliefs, such as one bestowed by a
patron deity. If your Healing works on everyone but those of an
opposing allegiance, this is a 1-point Power Loss drawback (if
that, depending on the GM's judgment).

e Limited to Lethal or Non-Lethal (-1): You can only cure
one type of damage condition: lethal or non-ethal, chosen
when you acquire Healing. The effect does nothing for the
other type of condition.

* Limited to Others (-1): You can only use Healing on others,
not yourself.

e Personal (-1): You can only use Healing on yourself and not
others. Your Healing is reduced to personal range.

* Restorative: Healing is by nature restorative and therefore
cannot apply this flaw.

o Temporary (-1): The benefits of your Healing are tempo-
rary, lasting for a short time, after which the subject's damage
returns. The Healing benefits last for one hour, then the subject
regains any damage conditions you healed. These conditions
stack with any others the subject acquired since the initial
healing, which may result in more severe injuries or even death.
If your Healing is even more temporary than an hour, apply
a 1-point power drawback for each step down the Time Table
(20 minutes, 5 minutes, 1 minute, etc.) to a minimum of a full
round, keeping in mind the effect must have a final cost of at
least 1 power point.

e Tiring: The effects of this flaw are in addition to the Energizing
and Empathic modifiers. So using Tiring Energizing Healing to
restore fatigue is doubly fatiguing for you.

Type: Sensory Action: Standard (active)

Range: Perception Duration: Concentration (see

description)

Saving Throw: Will Cost: 1-4 points per rank

You can create false sensory impressions. This ranges from visual
images to phantom sounds, smells, or even radar or mental images.

For 1 point per rank, you can create an illusion affecting a single
sense type. For 2 points per rank, you can affect two sense types.
For three points per rank, you can affect three sense types. At 4
points per rank, you can affect all sense types. Visual senses count
as two sense types. Your rank determines how convincing your illu-
sion is, including the DC for the Will save (10 + rank).

ILLUSION AREA

Your illusion occupies an area 5 feet in radius by default. To increase
the size of the illusion you can create, apply the Progression power
feat (see the Power Feats section of this power).

ILLUSIONARY EFFECTS

[llusions have no substance and cannot have any realworld effect.
So illusions cannot provide illumination, nutrition, warmth, or the
like (although they can provide the sensations of these things).
Likewise, an illusory wall only prevents people from moving through
an area so long as they believe it's real, and an illusory bridge or
floor is revealed as false as soon as someone tries to walk across it,
and falls through it!

DISBELIEVING ILLUSIONS

Characters encountering an illusion do not receive saving throws
to recognize it as illusory until they interact with it in some fash-
ion. A successful Will save against an illusion reveals it as false. A
failed saving throw means the character fails to notice anything
amiss. A character faced with clear proof an illusion isn't real
needs no saving throw. Senses with the Counters lllusion trait (see
Super-Senses) automatically detect illusions as well. If any viewer
successfully uncovers an illusion and communicates this fact to oth-
ers, they gain another saving throw with a +4 bonus. Circumstances
may grant additional modifiers to the Will save to uncover an illu-
sion, depending on how convincing it is.

MAINTAINING ILLUSIONS

Maintaining an active illusion (such as a fighting creature) requires
concentration, but maintaining a static illusion (one that doesn't
move or interact) is only a free action, effectively a sustained dura-
tion.

POWER FEATS

* Progression: Each time you apply this power feat, your
[llusion’s area moves one step up the Progression Table (10-t.
radius, 25 feet, 50 feet, and so forth). You can create a smaller
illusion than your maximum area, as usual.

* Subtle: lllusion is a Subtle effect by default, since it wouldn't
be much use otherwise. Therefore, Illusion doesn't require—and
cannot apply—this power feat.

EXTRAS

* Damaging (+3): Your lllusion is so realistic it can actually
inflict psychosomatic harm on anyone fooled by it. Your illu-
sions are capable of making attacks, which automatically hit
(since your illusions are as “skilled” as you choose to imagine)
and inflict damage up to your lllusion rank, or the damage
normally inflicted by whatever you're creating an illusion of,
whichever is less. Anyone who successfully overcomes your
illusion cannot be harmed by it and immediately recovers any
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UNDER THE HOOD: ILLUSION

Illusion is a broad-ranging effect, usable for a number of different things. A few common considerations for Illusion include the following.

DAMAGING ILLUSIONS

For illusions capable of inflicting damage, apply the Damaging extra. At the GM's discretion, this extra can even be made into a Linked Array with
a variety of attack effects, such as Fatigue, Nauseate, and so forth, allowing your illusionist to inflict conditions other than damage on targets. See
the Array power structure for details, keeping in mind the attack effects need to be perception range to match the range of lllusion and Linked to
the Illusion effect.

ILLUSORY APPEARANCE

Illusion can alter a subject's appearance, providing an essentially impenetrable disguise—at least until someone makes a successful save to see
through the illusion. However, for just the ability to alter appearance, use the Morph effect, which is generally more effective than Illlusion Limited
to Appearance.

MENTAL ILLUSIONS

The default lllusion effect is perceptible to anyone or anything (including machines) as if it were real. Some illusions exist solely in the mind, like
projected psychic hallucinations. This type of lllusion has the Phantasm flaw (perceived only by intelligent beings) and the Selective Attack extra,
since the illusionist can choose whether or not to project the illusion into a particular subject's mind, and therefore who can or cannot perceive the
illusion. This is a net +0 modifier, for the same cost.

MY ALLY, MY ENEMY

A common lllusion trick is to switch the appearances of an enemy and an ally, causing a foe's teammate to attack that enemy by mistake. You can
generally handle this with an opposed check of Illusion and Notice; if you win, the target is unaware of the switch and attacks the wrong target.

| DISBELIEVE!

Keep in mind characters don't get to make a saving throw to detect or overcome an illusion unless they have reason to believe the illusion is not real.
Given the rather fantastic things that can happen in Mutants & Masterminds settings, an illusion generally has to provide some evidence of its true
nature. Smart illusionists tend to keep the true nature of their powers secret, and smart Gamemasters require players to come up with something a

i1

bit more comprehensive than “I disbelieve!" to figure out when there are illusions at hand.

damage inflicted by it. This extra is essentially the same as a
Linked Damage effect with perception range, so the GM may
allow you to apply other modifiers directly to the Damaging
extra like an independent effect.

Duration (+1): Reducing lllusion’s duration affects the type
of action required to maintain an active illusion. Sustained
[llusion allows you to maintain an active illusion as a free
action each round. Continuous lllusion allows you to create
illusions that continue to exist (even interacting) until you
choose to dismiss them.

Selective Attack (+1): With this extra, you choose who per-
ceives your lllusion and who doesn't.

FLAWS

Feedback (-1): Although Illusion does not have a physical
“manifestation” per se, it can apply this flaw, in which case a
successful damaging attack on one of your illusions causes you
to suffer damage, using the guidelines given in the description
of the Feedback flaw.

Limited to One Subject (-1): Only a single subject at a time
can perceive your lllusion.

Phantasms (-1): Only creatures with Int 1 or more can per
ceive your lllusions, making them a mental sensory effect. They
are undetectable to machines like cameras and microphones.

S ¥ T HRRE R et

---- NRRENTRBEESRE T = LR T e

MR R RN XA T b TS R R S B = =T
NN | 10T IR B AR S A W e g T |

This flaw is commonly combined with Selective Attack, making
your phantasms detectable only to those intelligent beings you
choose.

* Range: It is left to the GM's discretion whether or not Illusion’s
range can be reduced at all, since being able to perceive the
affected area is important in creating and directing the illu-
sion. If lllusion is touch range, the character is only able to
alter the appearance of subjects in physical contact. In order
to solely alter your own appearance, see the Morph effect, pos-
sibly with the Phantasm and Saving Throw modifiers.

* Sense-Dependent: Illusion is already sense-dependent and
so cannot have this flaw.

Type: Defense Action: Reaction (passive)

Range: Personal Duration: Permanent

Saving Throw: None Cost: 1 point per rank

You're especially resistant to being moved by attacks. You gain
a +4 bonus per rank against all attempts to push, rush, trip, or
throw you, and reduce the distance you are knocked back by an
attack, adding your Immovable rank to your knockback modifier
(see Knockback, V&M, page 165).
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Additionally, when you're struck with a slam attack (see Slam, V&M,
page 158), you suffer less damage, while your attacker suffers more!
For each rank of Immovable, 1 point of damage bonus from the slam
attack is shifted from you to your attacker, up to half the attack's total
damage bonus. So a +12 slam attack against a target with Immovable
8 shifts 6 points of damage (or half) back to the attacker; the target
suffers +6 damage, while the attacker suffers +12! Slamming into an
Immovable target can be worse than hitting a brick wall.

To gain the benefits of this effect, you cannot move more than
your normal speed in a round. If you move at accelerated speed
(two move actions), your Immovable rank is halved. If you move all
out, you lose the benefit of Immovable for the round.

EXTRAS

e Unstoppable (+1): Your speed has no effect on your
immovability; you can move all out while retaining your full
effect rank. You also subtract your Immovable rank from an
opponent's Immovable rank before determining its effect,
including the damage from a slam attack, allowing you to slam
Immovable opponents for more damage than usual. You can-
not reduce an opponent's effective Immovable rank below 0.

FLAWS

e Action: Changing the action to use Immovable can create
an effect that requires some preparation: you have to “brace”
yourself, at least initially. This makes Immovable somewhat less
useful against surprise attacks or unexpected circumstances.

* Duration: Immovable's duration cannot be changed; to change
the effort it requires, change its required action instead.

Type: Defense Action: None (passive)

Range: Personal Duration: Permanent

Saving Throw: None Cost: 1 point per rank

You are immune to certain effects, automatically succeeding on
any saving throw or ability check against them. You assign ranks of
Immunity to various effects to gain immunity to them (with more
extensive effects requiring more ranks). These assignments are per-
manent:

e 1 rank: aging, disease, poison, one environmental condition
(cold, heat, high pressure, radiation, or vacuum), one type of
suffocation (breathe normally underwater or in an alien atmo-
sphere, for example), starvation and thirst, need for sleep, or
a rare power descriptor (such as your own powers, a close sib-
ling's powers, etc.).

e 2 ranks: critical hits, suffocation effects (no need to breathe
at all), or an uncommon power descriptor (such as chemical,
gravitic, necromantic, etc.).

POWER STUNT: EXTENDING IMMUNITY

STRONGEST ATTACK
--ANU I'M UNABLE
TO MOVE HIm!

e 5 ranks: alteration effects, dazzle effects, emotion effects,
entrapment (grappling, snares, or bonds), fatigue effects, inter-
action skills, trait effects, or a particular Damage descriptor
(such as bullets, cold, electricity, falling, fire, magic, radiation,
sonic, etc.)

* 9 ranks: life support (includes immunity to disease, poison, all
environmental conditions, and suffocation)

* 10 ranks: a common power descriptor (such as all effects with
cold, electricity, fire, radiation, or weather descriptors, for exam-

ple).
* 20 ranks: a very common power descriptor, all non-lethal

physical damage, all lethal physical damage, all non-ethal
energy damage, or all lethal energy damage.

* 30 ranks: Any effect calling for a particular saving throw—
Fortitude, Reflex, or Will—regardless of descriptors.

So for example at Immunity 11, you could have life support (9
ranks) plus Immunity to critical hits (2 more ranks), or life support

A Sustained Immunity effect (typically Linked to a power like Force Field) can be used for power stunts and a common one is extending your Immunity
to benefit others. This is an Alternate Power of Immunity, applying the Affects Others and Burst Area extras along with a duration of concentration
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There are characters in comic books just plain immune to certain things. Immunity is intended to provide this option in Mutants & Masterminds. It's
simpler at some point to say a character is immune to something than it is to bother rolling dice. Immunity also encourages creativity: if you can't
overcome a foe just by hitting him, what then? Encourage players to use tactics, cleverness, power stunts, and hero points to deal with foes immune

to their more conventional attacks.

If you find Immunity—especially broad immunities at higher ranks—is a problem in your game or ruining everyone's fun, feel free to restrict it (perhaps
to no more than 10 ranks) or eliminate it altogether, replacing it with Protection and saving throw bonuses with appropriate power modifiers

plus Immunity to aging (1 rank) and a rare power descriptor (1
rank), or any other combination adding up to 11 ranks.

DEGREES OF IMMUNITY

Some Immunity effects are a matter of degree. For example,
“immunity to cold” can range from the environmental effects of
cold (described in M&M, pages 167-168) to cold damage, to com-
plete immunity to all effects with the “cold" descriptor. The first
requires only 1 rank, and provides no resistance to other sorts of
cold effects. The second requires 5 ranks and only provides immu-
nity to cold Damage effects (even those with saving throws other
than Toughness). The third requires 10 ranks and provides com-
plete immunity to all effects with the “cold" descriptor—whether
Damage, Fatigue, Paralyze, or what have you.

POWER FEATS

* Selective: This feat gives you the ability to “lower” your
Immunity and allow harmless effects you'd normally save
against automatically to work on you. If you have the Affects
Others and Area modifiers (see this power's Extras), you can
use this feat to choose who benefits from your Immunity and
who does not.

EXTRAS

* Affects Others (+1): This extra allows you to grant the ben-
efits of your Immunity to others by touch. It's most commonly
used with life support, such as for projected force fields or con-
structs able to maintain a safe environment.

* Area: This extra is most commonly used in conjunction with
Affects Others, allowing you to spread your Immunity among
those in the affected area. For example, Area Immunity 9 (life
support) Affects Others, provides normal life support in a 45-
foot radius around you.

* Duration: Sustained duration Immunity may be suitable for
certain types of powers, particularly force fields or similar pro-
tective abilities requiring a modicum of concentration. It is a
net +0 modifier from Immunity's base permanent duration.

* Range: Immunity that Affects Others may have this extra,
allowing it to grant its benefits at normal or perception range.

FLAWS

* Limited (-1): You suffer half the normal effect rather than
being entirely immune to it. For environmental effects, you only
make checks half as often. For other effects, halve the effect's
rank before determining its saving throw DC. Alternately, if
your immunity is to an effect causing lethal damage, it can

cause non-lethal damage instead.
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Type: Alteration Action: Free (active)
Range: Personal Duration: Sustained

Saving Throw: None Cost: 5 points per rank

You can assume a less solid form, with each Insubstantial rank
becoming progressively less solid. You do not gain the ability to
assume lowerranked Insubstantial forms, but you can acquire a
lowerranked form as an Alternate Power of a higherranked one
(see the Array structure in this chapter). You can switch between
normal and Insubstantial form at will as a free action once per
round.

e Rank 1: You become fluid. You can flow through any sort of
opening, under (or around) doors, through keyholes and pipes,
and so forth. You cannot pass through watertight seals. You
can automatically flow out of any restraint—such as a snare or
grapple—that is not watertight. You automatically succeed on
Escape Artist checks. So you cannot flow out of a bubble com-
pletely enclosing you, for example, but anything less cannot
hold you. You can exert your normal Strength and can still carry
objects, although your manual dexterity may be limited (at the
GM's discretion).

A fluid character may attempt to catch a falling person or
object, cushioning the fall with the character’s flexible form.
This requires a move action, and reduces the falling damage
by the cushioning character's Toughness bonus (representing
flexibility in this case). Both characters suffer any remaining
damage. Higher rank insubstantial forms—lacking physical
Strength—cannot attempt this.

e Rank 2: You become a cloud of gas or fine particles. You have
no effective Strength in gaseous form, but you are immune to
physical damage. Energy and area attacks still affect you nor
mally. You can flow through any opening that is not airtight.
You can use your various other effects normally.

e Rank 3: You become coherent energy. You have no effective
Strength, but you are immune to physical damage. Energy
attacks (other than the energy making up your form) damage
you normally. You can pass through solid objects permeable
to your type of energy, but energy resistant barriers, like heavy
shielding or force fields, block your movement.

e Rank 4: You become incorporeal. You can pass through solid
matter at your normal speed and you are unaffected by physi-
cal and energy attacks. Sensory effects still work on you, as do
effects with the Affects Insubstantial power feat. Choose one
other reasonably common effect that works on you while you
are incorporeal. You have no Strength and cannot affect the

D
jeigl (L




CHAPTER TWO: POWER CREATION

I ST

n

BT FEEGH

Un

TTELLI
EHFPTITED

_Jf

| mi3aeas el

physical world with other effects unless you apply the Affects
Corporeal modifier. Your sensory effects work normally.

less you have Immunity to Suffocation (see the Associated

Effects section of this power), you must hold your breath while
passing through a solid object, and you can suffocate normally.
If you revert to solid form while inside a solid object for any rea-
son, you suffer Fortitude-based lethal damage equal to the object's
Toughness. If you are not disabled by the damage, you're immedi-
ately ejected from the object into the nearest open space. If you
are disabled, you're trapped inside the object and your condition
worsens to dying on the following round.

POWER FEATS

Duration: Extending the effect's duration to continuous
allows you to remain Insubstantial until you choose to return
to your corporeal form.

Progressive (+0): You can assume lower ranked forms of
Insubstantial, but you must progress through them in order to
reach higherranked ones. For example if you have Progressive
Insubstantial 3, you can assume fluid, gaseous, or energy
forms, but to assume energy form, you must first progress
through fluid and gaseous, becoming less and less substantial.
Since you can only activate the effect once per round, it takes
you three rounds of activating your effect to achieve.

FLAWS

Innate: Use this feat if your character's form is naturally or
innately Insubstantial, particularly if the effect is permanent in
duration.

Selective: This feat allows you to selectively make some
portions of your body insubstantial while keeping others sub-
stantial (or vice versa). This allows you to do things like reach
through a wall, solidify your hand to pick up an object or tap
someone on the shoulder (or punch them in the face), and
become incorporeal again to withdraw it on the following
round.

Subtle: This feat makes your Insubstantial nature less notice-
able to observers. One rank requires a Notice check (DC 20) to
detect that you are Insubstantial, while two ranks mean you
look entirely normal in Insubstantial form (which may cause
opponents to waste effort on you, not knowing that you're
immune to their attacks, for example).

EXTRAS

Action: Becoming Insubstantial is normally a free action,
meaning you can't switch to an Insubstantial form when
surprised, beaten on initiative, or otherwise unable to take
action. At the GM's option, applying the Action extra to use
Insubstantial as a reaction allows you to switch forms "reflex-
ively" in response to such hazards, even if it is not your turn, so
long as you are still capable of taking action.

Affects Corporeal: This extra is required for any effect that
works on corporeal targets while you are insubstantial at
rank 2 or greater (see the Affects Corporeal description for
details).

Affects Others: This modifier allows you to extend your
Insubstantial effect to another character by touch, taking them
Insubstantial with you. If you ever withdraw the effect while
someone is inside a solid object, see the effect’s description for
the unpleasant results.

Attack: Applied to Insubstantial, this extra makes it into a
touch range effect able to turn targets Insubstantial. This is
most effective for ranks 2 through 4, since the victim loses
some or all ability to interact with the physical world. The
default saving throw for an Insubstantial Attack is Reflex,
although it can be Fortitude or Will, as best suits the effect's
descriptors. You need to grapple a target in order to drag
them inside a solid object unless the target is already help-
less.

No Effective Strength (-1): This flaw applies only to rank
1 Insubstantial and removes your effective Strength while in
that form, leaving you with limited ability to affect the physical
world like the higher ranks of the effect.

Permanent (-1): This flaw locks you in your insubstantial
form; you cannot assume solid form. At the GM's discretion,
you can apply a +1 extra allowing you to revert to solid form
as a free action and a sustained duration. If you're unable to
take the free action required, you automatically revert to your
insubstantial form.

ASSOCIATED EFFECTS

The

following are some effects commonly associated with

Insubstantial.

“L |

Damage Aura: An energy form may have a Damage Aura
effect with the appropriate descriptor: electricity, fire, radiation,
and so forth. A liquid or gaseous form might also be corrosive
or poisonous, giving it a Damage Aura or another effect (like
Drain) with the Aura modifier.

Dispersal: Liquid and gaseous forms might have Growth with
the Dispersal flaw (see the Growth effect description for details).

Disruption Attack: A common comic book trick of incorpo-
real characters is the ability to pass an incorporeal hand or
limb through a target and partially solidify, creating a painful
molecular disruption. This is an Affects Corporeal Penetrating
Damage effect. It costs 3 power points per rank.

Drain: Some insubstantial forms have an Affects Corporeal
Drain attack, like the life-draining touch of a ghost or toxin car
ried in a liquid or gaseous form.

Flight: Gaseous, energy, and incorporeal forms are often
lighter than air, allowing the character to move three-dimen-
sionally. Flight effects associated with gaseous forms tend to
be slow (low-ranked). Incorporeal forms may slowly float or fly
at great speed. Alternately, the Super-Movement (air walking)
effect may be appropriate for some insubstantial forms.

Immunity: An insubstantial form may grant Immunity to cer
tain effects or conditions. In particular, life support is a common
effect of an insubstantial (and essentially non-human) form.

Nullify Electronics: The passage of some incorporeal or
energy forms disrupts electronics. This is an Affects Corporeal
Nullify Electronics effect with the Touch range flaw.
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Type: Movement

Action: Move (active)

Range: Personal Duration: Instant

Saving Throw: None Cost: 1 point per rank

You can make prodigious leaps. Rank 1 Leaping doubles your jump-
ing distances. Each additional rank moves the multiple one step up
the Progression Table. So at rank 9, you leap 1,000 times your
normal distance. At rank 20, you can make leaps of up to 5 million
times your normal distance! (Each foot becomes approximately
1,000 miles!)

You do not suffer any damage from landing after a jump, so long
as it is within your maximum jumping distance. Distance multipli-
ers are shown on the Leaping Movement table.

LEAPING MOVEMENT
N
1 x2 move action
2 x5 move action
3 x10 move action
4 x25 move action
5 x50 full round
6 x100 2 rounds
7 x250 3 rounds
8 x500 4 rounds
9 x1,000 5 rounds
10 x2,500 6 rounds
11 x5,000 7 rounds
12 x10,000 8 rounds
13 x25,000 9 rounds
14 x50,000 10 rounds
15 x100,000 11 rounds
16 x250,000 12 rounds
17 x500,000 13 rounds
18 x1,000,000 14 rounds
19 x2,500,000 15 rounds
20 x5,000,000 16 rounds

You can carry a light load while leaping with no reduction in dis-
tance. A medium load reduces your leaping distance to two-thirds
normal, while a heavy load halves it. You cannot leap carrying more
than a heavy load.

At rank 5 (50 times normal distance), you are in the air for
at least a full round before you land. Each additional rank adds
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another full round in the air. So a rank 10 leap (x 1,000 your nor
mal distance) lasts for six full rounds before you land. You can
act normally during this time, as if you were flying, but you can't
change your speed or direction without using some other effect.

Given the previously described time requirements, Leaping does
not have “all out” movement. You can make two leaps of rank 4
(25 times your normal distance) as two move actions; higher than
that rank, and Leaping takes the time given in the previous para-
graph.

EXTRAS

e Action: Since Leaping is a movement effect its required action
cannot be decreased below a move action.

* Affects Others: You can give someone you are touching the
ability to leap like you do. Note that since Leaping improves base
jumping distances (from Strength), different characters can leap
different distances at the same power rank. This usually means
Affects Others Leaping is most useful as a ranged effect.

o Attack: This extra cannot be applied to the Leaping effect to
send a target flying; that requires Move Object (see the Move
Object effect description for details).

FLAWS

* Distracting: Leaping short distances normally has no effect
on your defense bonus. This flaw suits a type of Leaping that
leaves you somewhat vulnerable to attack when you make a
leap.

* Acrobatics Check Required (-1): In order to use Leaping,
you must make an Acrobatics skill check (DC 10). Each point
your check total exceeds the DC allows you to use 1 rank of
Leaping, up to your total rank.

DRAWBACKS

*  Full Power: You can only leap your maximum distance; you
can make shorter leaps only by not using your Leaping effect
at all, just the normal jumping distance for your Strength.

ASSOCIATED EFFECTS

Immunity to Falling Damage: While you normally don't suf
fer any damage from a deliberate leap, regardless of distance,
this effect (requiring 5 ranks of Immunity) is common and use-
ful for characters jumping—and potentially falling—from great
heights.

Type: General Action: Reaction (passive)

Range: Perception Duration: Instant

Saving Throw: None Cost: 3 points per rank

You can use hero points to affect others in various ways (see Hero
Points, V&M, page 121). For each rank you have in the effect,
choose one of the following capabilities:

e You can spend a hero point on another character's behalf, with
the normal benefits.
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e You can bestow your hero points on others. You can grant only
one hero point to any given character in a round, but the recip-
ient may use the bestowed hero point(s) normally.

e You can spend one of your hero points to negate someone
else’s use of a hero point or a use of Gamemaster fiat (see
Gamemaster Fiat, M&M, page 124). This also eliminates the
setback of the fiat, so no hero points are awarded for it.

e You can spend a hero point to force someone else to re-roll a
die roll and take the worse of the two rolls. The target of this
last effect may spend a hero point to avoid having to re-roll.
GM fiat may do the same (earning you a hero point).

POWER FEATS

e Luck: The Luck feat may also be a power feat of Luck Control,
granting additional hero points useful for the various effects
given previously. The GM may wish to set a limit on the maxi-
mum rank of Luck (such as the power level of the campaign).

EXTRAS

e Area: Your Luck Control effect works equally on all targets in
the affected area. You spend only one hero point, although
the subjects are each affected individually. You must apply the
same effect to all subjects at once.

* Duration: Luck Control's duration cannot be changed from
instant, since none of its effects last more than an instant
regardless.

o Selective Attack: This extra, applied to Area Luck Control,
allows you to choose who in the area of affect is or is not
affected by it.

FLAWS

e Action: If the action required for Luck Control is increased
beyond a reaction, it is only usable during your turn each
round, which limits its usefulness in responding to the actions
of others.

e Range: Luck Control normally requires no attack roll; if
reduced below perception range, it does, either ranged or a
melee attack for touch range Luck Control.

* Saving Throw (-1): Targets of your Luck Control get a saving
throw—usually Reflex or Will-to avoid its effects, with a save
DC of (10 + rank). The Progression feat can increase the save
DC by +1 per rank.

* Side Effect: As a particular side effect of Luck Control, if your
effort to alter luck fails, you suffer a setback without earning
a hero point. Effectively the GM gains a “free” use of GM Fiat
against you (see Setbacks, M&M, page 122 for details).

Type: Sensory (mental) Action: Standard (active)

Range: Perception Duration: Concentration (lasting)

Saving Throw: Will Cost: 2 points per rank

You can control another character's mind, and therefore actions. To
use Mind Control, make an opposed power check against the result
of the target's Will saving throw. If you succeed, you control the
actions of the subject, or “thrall”, as long as you maintain the effect.
If you fail, there is no effect. You can try again, but the target gets
a cumulative +1 bonus to Will saves against Mind Control for each
successive attempt in the same encounter and trying again against
the same target in the same encounter requires extra effort.

The thrall's consciousness is largely suppressed while controlled,
meaning the subject cannot say or do anything without direction,
and has no memory of being controlled when the effect ends.

ISSUING COMMANDS

Issuing a command is a move action—separate from the standard
action needed to establish control (so doing both takes up a full
round). If the thrall has no means of understanding you, you can
only issue simple commands that can be conveyed with gestures
(like “come here" or “stop”).

Roll a new opposed check of Mind Control vs. Will save for each
interval on the Time Table that passes, starting at one minute,
with the thrall getting a cumulative +1 bonus per save. A thrall can
also use extra effort at any time to gain a new opposed check to try
and break free. Thralls commanded to carry out an action strongly
against their nature get a new opposed check immediately, with
a +1 to +4 bonus on top of the cumulative bonus, depending on
the type of command. Success breaks your control. These opposed
checks do not require extra effort from you.

Obviously self-destructive commands are automatically ignored,
but do not break your control. Potentially self-destructive com-
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mands, however, are not, although they may entail a new opposed
check. So, for example, you cannot simply command a thrall to
walk off a cliff, but you could walk him into a deathtrap or other
potentially (but not obviously) dangerous situation.

MULTIPLE THRALLS

You can establish control over as many thralls as the action and
duration of your Mind Control allow. At the default of a standard
action and concentration, this is only one thrall, since you cannot
take another standard action to use Mind Control again while main-
taining concentration. If your Mind Control is sustained, you can
establish control over one thrall, then attempt to control another
on the following round, and so forth. The GM may set a limit on the
number of thralls you can control at once (just like the limit on the
number of free actions you can perform during a round).

NOTICING MIND CONTROL

As a mental effect Mind Control has a degree of subtlety; noticing
that someone is under its influence requires a Sense Motive check
(DC 10 + Mind Control rank).

POWER FEATS

* Mental Link: You can give commands to your thralls mentally
over any distance (with no need to speak). Issuing a command
is still a move action, however.

* Subtle: Mind Control already has a degree of subtlety: only tar
gets of the effect and those with the appropriate sense (such as
Mental Awareness) detect its use. A rank of Subtle makes it a DC
20 Notice check for either to detect a use of Mind Control, while
two ranks make the effect completely undetectable.

EXTRAS

* Area: You can control everyone in the affected area: make a
single Mind Control check, opposed by the Will saves of all
potential targets. Compare the results individually against
each Will save to determine the effect. In the case of minions
or large groups of relatively undifferentiated subjects (random
crowds, etc.) the GM may choose to make a single Will save
for the entire group and compare it against your Mind Control
check result. Issuing commands to a group of thralls still takes
a move action per command, so it's easier to give a group of
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thralls the same command ("attack!") than it is to issue specific
commands to each one.

Conscious (+1): Your thralls are conscious and aware, but
completely obedient, effectively fanatically loyal. This means
the subject can be commanded to relate knowledge or use
skills based on mental abilities. Thralls are aware of being con-
trolled once the Mind Control ends, unless the effect is Subtle,
in which case subjects have no explanation for their unusual
behavior or simply no memory of it (your choice when you end
the control).

Effortless (+1): Additional Mind Control attempts against
the same subject in the same scene or encounter do not require
extra effort for you; you can try again as often as you like.

Instant Command (+1): You can issue commands to your
thralls as a free action. You must have the Mental Link feat to
apply this extra, since verbal commands cannot be issued this
quickly.

Sensory Link (+1): You can perceive everything one of your
thralls does, like an ESP effect (see ESP in this chapter). Your
own senses are inactive while using your sensory link and you
can only perceive through the senses of one thrall at a time.

FLAWS

Distracting: Mind Control may well be distracting for the
user, imposing this flaw while you are controlling one or more
thralls.

Limited to One Command (-1): You can give targets only
one command, like “sing and dance” or “live out your repressed
desires.” This command is chosen when you acquire the effect
and can't be changed.

Requires Grapple: You must first pin a target with a mental
grapple (see Mental Grapple, M&M, page 157) before you can
attempt an opposed Mind Control check. This makes the Mind
Control attempt a fullround action, regardless of how many
opposed checks the grapple takes, since it occurs only in your
target's mind.

Sense-Dependent: Your Mind Control works through a tar
get's senses to reach the mind. Examples include eye contact

Mind Control uses an opposed check rather than the usual fixed saving throw DC to allow players to spend hero points on their Mind Control efforts
and to introduce some variability into the effect so it's more of a mental struggle, as it usually appears in the comics. Gamemasters wanting more
dependability from Mind Control can switch it to a fixed save DC of (10 + Mind Control rank) like other powers.

Mind Control is a potentially problematic effect in game terms. For the heroes, it's not particularly heroic, nor is it especially dramatic for the heroes
to face off against a villain and have one hero solve the problem by mind controlling the poor slob. Mind controlling heroes are fairly rare in the
comics and tend to use the power reluctantly, if at all, making it more of a power stunt than a regular part of their abilities. Many heroes seem to
have Mind Control that's Limited to minions, and never really effective against major foes.

For villains, Mind Control poses the problem of removing control of a hero from the player's hands, which most players dislike. The most effective
Gamemaster tool for managing villainous Mind Control is GM Fiat and treating Mind Control as a complication; if a player is willing to have his hero
controlled and committed to roleplaying it accordingly, award the player one or more hero points for good roleplaying and going along with the story.
The heroes can then come up with a way to circumvent the Mind Control for later encounters in the adventure.

Non-player characters also make great targets for Mind Control: a villain can control or crowd of people or an NPC hero team and use them as
pawns against the players' heroes, giving them the additional challenge of overcoming innocents without inflicting any permanent harm.
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OPTION: STAGED MIND CONTROL

As given in the description, Mind Control is something of an all-ornothing effect: the target either fails the save and falls under the user's control, or
makes the save and does not. Those preferring a staged version of Mind Control can use one of the following options.

In the first option, the subject only falls under the attacker's control if the Will save fails by a certain margin. Failure by a lesser amount results in
some side effect as the victim fights off the attacker's mental influence. For example, failure by 10 or more causes the victim to fall under the attacker's
control, failure by 5 or more causes the victim to be stunned for one round, while failing the Will save causes the subject to be dazed for one round,
while success still means no effect. Modify this as desired to change the effectiveness of the Mind Control effect: such as failure resulting in a stun
result and failure by 5 or more establishing control. You can combine this “shake off” approach with the next option.

Mind Control might also be staged by the degree of control that it grants; the more the subject fails the Will save, the greater the user's control. For
example, mere failure of the Will save may allow you to order the thrall to do things he's normally inclined towards doing anyway (attack an enemy,
leave off a routine for some good reason, and so forth), failure by 5 or more can force the thrall to do things he normally wouldn't do (attack an ally,
break the law in some minor way), and failure by 10 or more can force the thrall to do things he's normally strongly opposed to doing (attack a loved

one, violate a personal code of ethics).

(Sight-Dependent), hypnotic music (Hearing-Dependent), and
pheromones (ScentDependent), etc (see the Sense-Dependent
flaw for details).

DRAWBACKS

* Noticeable: The effects of your Mind Control are noticeable
by means other than Awareness and Sense Motive: perhaps
your thralls" eyes glow, their skin changes color, or an unusual
scent like flowers or brimstone hangs in the air around them.

ASSOCIATED EFFECTS

* Mental Transform: For longterm mental conditioning or
brainwashing, see the Transform effect, particularly the mental
version of it.

* Mind Reading: The ability to control minds often goes with
the ability to read minds and vice versa.

Type: Sensory (mental) Action: Standard/Full (active)

Range: Perception Duration: Concentration (lasting)

Saving Throw: Will Cost: 1 point per rank

You can read another character's thoughts. To use Mind Reading,
make an opposed power check against the result of the target's
Will saving throw.

If successful, you can read the target's surface thoughts (mean-
ing whatever the target is presently thinking). Mind Reading
transcends language; you comprehend the target's thoughts
whether or not you share a common language. The target gets
an additional opposed Mind Reading check vs. Will save for each
interval that passes on the Time Table, with a cumulative +1
bonus per save.

If you lose the opposed check, you cannot read the target's
thoughts. You can try again the following round, but the renewed
attempt requires extra effort and the target gets a cumulative +1
bonus on the Will save per attempt in that encounter.

BLUFF AND MIND READING

If you can interact with your subject, a successful Bluff check
against the target's Sense Motive check result causes the subject
to think about a particular piece of information you're looking for,
such as a password or name, allowing you to pluck it from the sub-
ject's surface thoughts.

MIND PROBE

You can also mentally probe a target's mind for information. Take
a fullround action and make an opposed check of Mind Reading
vs. Will save. If you win, you can essentially ask any one ques-
tion and receive the answer from the target's mind. If the target
doesn't know the answer, then you know that. Especially personal
or guarded information grants the target a +1 to +5 bonus on the
Will save, while information the subject doesn't consciously know
(subconscious or forgotten due to amnesia, for example) grants a

““GET OUT OF MY HEAD!”

The ongoing Will saving throws against Mind Reading (and effects like
Mind Control) represent the struggle of the subject to eject a mental
intruder. For a more active attempt to force an intruder out of your
mind, use the following guidelines.

The subject of Mind Reading may, if aware of the attempt (assuming
the effect is not Subtle), initiate a mental grapple with the mind
reader. This grapple is handled normally and, if the subject wins, the
mind reader is ejected and the Mind Reading effect ends immediately.
However, subjects that lose the mental grapple are essentially at the
mind reader's mercy; they forfeit any further saving throws against the
Mind Reading effect and the mind reader can stay “in" the subject's
mind as long as desired (and the effect is maintained).

The subject of a Mind Probe can do the same: initiate a mental
grapple to eject the intruder, with failure meaning the mind reader
has complete and unfettered access to the subject's mind, able to ask
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Rather than following the normal rules for Subtle effects (see the Subtle power feat description), you can use the following optional rule for handling

Mind Reading and similar effects with the first rank of Subtle.

The effect’s user makes a Mind Reading check for “mental subtlety” while the subject of the effect makes an opposed Sense Motive check to pick
up on the subtle sensation of mental invasion. If the mind-reader wins, the subject does not detect the effect (whether or not it is successful), if the
subject wins, he senses the effect's use and whether or not it was successful. If someone knows you have invaded their mind, they can attempt to

+5 to +10 bonus on the Will save and the target can't choose to
forego the save.

You can continue to ask questions, one per round, for as long as
you maintain your mind probe, requiring a fullround action each
round. The target gets an additional opposed Mind Reading check
vs. Will save for each interval that passes on the Time Table, with
a cumulative +1 bonus per save.

If you fail your power check, you cannot probe the target's mind.
You can try again the following round, but the renewed attempt
requires extra effort and target gets a cumulative +1 bonus on the
Will save per attempt.

MENTAL GRAPPLING

You can use Mind Reading to initiate a mental grapple (see Mental
Grapple, M&M, page 157, for details).

POWER FEATS

* Subtle: As a mental sensory effect, Mind Reading has a degree
of subtlety, only noticeable to the subject or to characters with
an appropriate SuperSense, such as Mental Awareness (see the
SuperSenses effect). Subtle Mind Reading is less detectable,
requiring a DC 20 Notice check for either type of character to
sense it, while two ranks of the Subtle power feat makes Mind
Reading completely undetectable.

EXTRAS

* Action: Applying this extra to Mind Reading lowers the action
required for both reading surface thoughts and mental probes,
so a +1 Action extra moves those actions down to move and
standard, respectively.

* Area: With this extra, you can read the surface thoughts of
anyone within the affected area; make a single Mind Reading
power check and compare the result to the Will saving throws
of all potential subjects in the area. Retries and further opposed
power checks are the same as for reading a single subject. You
can only use the mind probe aspect of Mind Reading on a sin-

OPTION: DEFENSIVE MENTAL GRAPPLES ONLY

If you find the ability to initiate mental grapples via Mind Reading
problematic, you may wish to restrict the ability to initiate a mental
grapple to the subject of a Mind Reading attempt. That is, Mind
Reading subjects can initiate a mental grapple as part of an effort to
eject a psychic intruder, but mind-readers cannot do so on their own.
This makes mental grappling solely a defensive rather than offensive
capability, although a defender who loses a mental grapple is still

e —————————
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gle subject at a time; the Area modifier does not apply to it.
You can engage in a mental grapple with multiple opponents
at once using area Mind Reading, but you must win the men-
tal grapple check against all your opponents in order to break
off a mental grapple, should it go against you.

* Sensory Link (+1): You can "tap into" the senses of your sub-
jects, perceiving what they perceive while reading their minds
like an ESP effect (see ESP). Your own senses are inactive while
you are using your sensory link and you can only perceive
through the senses of one subject at a time.

FLAWS
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* Feedback: You suffer Feedback if a subject you are reading
is harmed, using your Mind Reading rank as the saving throw
bonus against the non-lethal damage. Additionally, you may
suffer Feedback at the GM's discretion from reading or experi-
encing particularly traumatic or emotionally-charged thoughts
of memories from the subject (a kind of Side Effect flaw).

e Limited by Language (-1): You can only understand the
subject's thoughts or memories if you share a common lan-

guage.

* Limited to Emotions (-1): You can only read or probe for
emotions and emotional associations, not coherent surface
thoughts or memories.

e Limited to Mental Grapple (-1): You can only use Mind
Reading to initiate mental grapples and cannot read thoughts
or perform mind probes.

* Limited to Mind Probe (-1): You can only perform mind
probes (taking the usual full round action) and cannot read
surface thoughts.

e Limited to Sensory Link (-1): If you have the Sensory Link
extra and this flaw, you can only tap into a subject's senses,
you cannot read their thoughts or probe their memories.

* Limited to Surface Thoughts (-1): You can only read sur-
face thoughts and cannot probe for information.

* Range: Ranged Mind Reading effects require a ranged attack
roll in addition to the effect's normal saving throw. Mind
Reading limited to touch range requires a melee attack roll
against an unwilling target and physical contact throughout
the effect’s duration; breaking contact ends the effect.

* Sense-Dependent: Your Mind Reading is dependent on a
sense other than just having to accurately sense the target,
such as needing to see his expressions (Sight-Dependent), hear
him speak (Hearing-Dependent), smell his changes in biochem-
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istry (ScentDependent), and so forth. Alternately, it may be
dependent on being in Mental Communication with the target
(see Communication).

Type: Alteration Action: Free (active)
Range: Personal Duration: Sustained

Saving Throw: None Cost: 1-3 points per rank

You can alter your appearance to that of other creatures or even
objects of the same mass. Your traits do not change; your new form
is merely a cosmetic change. You gain a +5 bonus to Disguise
checks per rank when using Morph to assume a different form. For
1 point per rank you can assume a single other appearance. For 2
points per rank you can assume any form from a broad group like
humanoids, animals, machines, and so forth. For 3 points per rank
you can assume any form of the same mass.

For the ability to change size as well as appearance see the
Growth and Shrinking effects. To take on the other traits of forms
you assume, see the Shapeshift power in the following chapter or
the Metamorph power feat in the following section.

POWER FEATS

e Metamorph: Morph only changes your appearance; you have
all the traits of your normal form. This feat allows you to have
an alternate set of traits, essentially a complete alternate char-
acter you change into. You can switch between sets of traits at
will, once per round, as a free action. Your other form(s) must
have the same point total as you and are subject to the same
power level limits. They must also have traits suitable to your
Morph effect. For example, if you can only Morph into human-
oid forms, then your alternate forms have to be humanoid. All
of your forms must have your Morph effect and Metamorph
feat(s). The GM may require certain additional common traits
for all of your forms. Each additional rank of this feat gives you
another set of traits you can change into. Metamorph is best
suited to characters with a defined list of alternate traits. For a
character able to transform into numerous forms with various
traits, see the Shapeshift power.

EXTRAS

e Attack: A Morph Attack imposes a different appearance on
the target creature. Unlike a Transform effect (see Transform
in this chapter), a Morph Attack is entirely cosmetic: you can't
change the target's traits other than appearance.

FLAWS

* Phantasm (-1): Your Morph effect is a mental illusion; only
intelligent (Int 1+) creatures perceive it. It cannot fool machines
like cameras or non-intelligent robots.

* Saving Throw (-1): Observers who have reason to believe
your assumed form is not real can make a Will saving throw
to penetrate your disguise (DC 10 + Morph rank). A successful
save reveals your assumed form as false, and anyone who com-
municates that information to others gives them a +4 bonus
on their Will save or Notice check.

ASSOCIATED EFFECTS

*  Polymorph: For a "polymorph,” able to assume a wide range
of forms with different traits (poly = many, morph = shape) see
the Variable structure in this chapter as well as the Shapeshift
power in the following chapter (which is an application of a
Variable structure for shapeshifting.)

Type: General Action: Standard (active)

Range: Ranged Duration: Sustained

Saving Throw: None Cost: 2 points per rank

You can move objects at a distance without touching them. Move
Object has no action/reaction; a moving object cannot drag the
character "holding on" to it, for example. This effect is also not con-
sidered “physical contact” or "touch” for effects requiring it.

Your effective Strength for lifting and moving objects with
this effect is 5 times your power rank (see Carrying Capacity,
M&M, page 35). By taking a full action and concentrating you can
increase this by +5 Str for as long as you concentrate, taking a
standard action each round to do so. This is in addition to using
extra effort to further double your carrying capacity.

This effect can move objects, but cannot perform tasks of fine
manipulation (like untying knots, typing, or manipulating con-
trols) without the Precise power feat (see the Power Feats for this
power). Objects equaling a heavy load or more move at a rate of
5 feet per round. Lighter objects move a distance each round like
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they were thrown with your effective Strength. Objects thrown as
attacks base their damage off your power rank as if it were your
Strength bonus.

Move Object cannot inflict damage directly; you can't "punch”
or "crush” objects with it. You can use it to make disarm and trip
attacks. Using Move Object to “grab” a creature is an attack similar
to a grapple with a Strength bonus equal to your power rank (see
Grapple, M&M, page 156). The target cannot grapple you and
you cannot inflict damage, only pin and hold the target immobile.
You can move a pinned target like you would any other object, so
long as the target remains pinned. Using Move Object to grapple
requires a standard action. You can throw a pinned target as a
move action (M&M, page 157).

POWER FEATS

* Subtle: Note that Move Object is not Subtle by default (as
some forms of telekinesis or psychokinesis are). The standard
version of this effect involves some noticeable manifestation
like a "tractor beam,” a glow around your head or hands (along
with a corresponding glow around the affected object), big
glowing hands, blazing “energy talons,” or the like. Apply the
Subtle feat for a less noticeable Move Object effect.

EXTRAS

* Damaging (+1): Your Move Object effect can inflict dam-
age, like an application of normal Strength with a Strength
bonus equal to its rank (not its lifting Strength of rank x 5).
This includes damaging targets in grapples and making ranged
“strike” attacks.

* Duration: Move Object generally cannot have a continuous
duration, since it is an active effect and requires at least a mod-
icum of attention to maintain. The GM may allow Continuous
Move Object as a variation that is not disrupted when you are
stunned, but that still requires your conscious attention (still
an active effect). There's no change in the cost of the Duration
extra, this is just a limitation of the Move Object effect.

* Range: Perception range Move Object can affect any object
you can accurately perceive, with no need for an attack roll.

FLAWS

* Distracting: Move Object may require sufficient focus that
you are distracted from other things, imposing this modifier.
This makes the effect less useful in combat situations.

* Duration: Concentration duration Move Object requires more
of your attention to maintain. You cannot concentrate to double
your lifting capacity with Move Object that requires concentra-
tion. Move Object with an instant duration is only useful for
throwing objects with a single burst of force, not holding or
moving them.

* Limited Direction (-1): You can only move objects in a par
ticular direction or path, such as only up and down (towards
and away from the ground), only directly towards or away from
you (attraction and repulsion), and so forth.

* Limited Material (-1): You can only move a particular type
of object or material, such as only metals, water, rock, plants,
and so forth. The GM may allow a -2 flaw for a particularly
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limited type of material (such as only precious metals, leaves,
or sand).

* Range: Since the Move Object effect works on things at a dis-
tance by definition, it cannot generally be reduced to touch
range. At the GM's discretion, a touch range Move Object
effect may represent “tactile telekinesis” or a supernatural
influence over objects you are able to touch, but such things
are usually better represented by the Enhanced Strength and
SupersStrength effects.

Type: Attack Action: Standard (active)
Range: Touch Duration: Instant (lasting)

Saving Throw: Fortitude (staged) Cost: 2 points per rank

You can inflict weakness on a target. You may do so through nau-
sea, momentary illness, pain, or even extreme pleasure. You must
touch the target, who makes a Fortitude saving throw. If the save
fails, the target is sickened, suffering a -2 penalty on all attack rolls
and checks. If the save fails by 5 or more, or on a second successful
use of the effect, the target is nauseated, unable to do anything
other than take a single move action each round. If the save fails
by 10 or more, or on a third successful use of the effect, the tar
get is helpless. The victim gets a new saving throw each round to
recover from the effects, with a +1 bonus for each previous save.

EXTRAS

* Alternate Save: Nauseate might be based on Will save as a
+0 modifier to represent a mental influence, induced vertigo,
or some similar effect.

e Area: An Area Nauseate effect works on all subjects in the
affected area; a Burst Area Will Nauseate effect can represent
a "vertigo field" surrounding the user, for example, while a
Cloud Area ScentDependent Nauseate effect might be a lin-
gering sickening stench emitted by the user.

* Duration: Longer lasting Nauseate effects may represent more
serious conditions, including serious illness or disruptions to a
target's physical or mental faculties.

FLAWS

* Sense-Dependent: Nauseate is often Sense-Dependent,
particularly ScentDependent to represent a sickening odor,
although it can just as easily be SightDependent (nauseat
ing swirls of color or light) or Hearing-Dependent (ultrasonics
inducing dizziness or nausea).

» Sicken (-1): Your effect cannot inflict more than a sickened
result.

Type: Trait Action: Standard (active)
Range: Ranged Duration: Instant

Saving Throw: Will Cost: 1-3 points per rank
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Nullify can counter particular effects, or perhaps even any effect
(see Countering Effects, &M, page 70). You can't nullify innate
effects (see the Innate power feat description).

Make a ranged attack roll to hit the target. Then make an
opposed check of your Nullify rank and the effect's rank or
the target's Will save, whichever is higher. If you are targeting
the subject of an effect rather than the effect's user, make an
opposed power check (Will save is not a factor). If you win, the
targeted effect turns off, although the user can re-activate it nor
mally. If you lose the opposed check, you do not Nullify the effect
and trying again against the same subject in the same encounter
requires extra effort. The cost per rank determines what you can
counter:

e 1 point: Counter any one effect of a particular descriptor at a
time (fire effects, magical effects, mental effects, etc.) or a sin-
gle effect of any descriptor (Mind Control, Snare, Teleport, etc.).
Choose the affected descriptor or effect when you acquire the
effect.

e 2 points: Counter all effects of a particular descriptor (such
as fire or magic) or type (like attack or sensory effects) at once.
Choose the affected descriptor or type when you acquire the
effect.

e 3 points: Counter all effects at once. This level of Nullify is
available only with the Gamemaster's permission and may
depend on the nature of effects in the setting.

POWER FEATS

* Affects Insubstantial: Nullify does not require this power
feat to affect insubstantial targets, or the Insubstantial effect
itself. You can attempt to nullify the effects of insubstantial
targets normally.

o Selective: If you can Nullify multiple effects at once, this
power feat allows you to choose which are nullified and which
are not.

EXTRAS

* Alternate Save: Nullify may require a Fortitude rather than a
Will save to represent an effect resisted by the subject's physi-
cal fortitude rather than strength of will.

e Area: An Area Nullify effect works on all targets in the area.
Make a single power check and compare the result against the
opposed power checks or Will saves of the targets. Targets lack-
ing any effects you can nullify are, naturally, unaffected.

e Duration: If Nullify's duration is increased above instant, any
countered effect is suppressed and cannot be re-activated until
the duration expires. The user of the countered effect may use
extra effort to gain another opposed Nullify check. If success-
ful, the effect can be re-activated.

* Effortless (+1): Trying again does not require extra effort for
you. You can retry a Nullify attempt an unlimited number of
times.

* No Saving Throw: You automatically Nullify effects with a
rank equal to or less than your Nullify rank with no opposed
check.

* Nullifying Field (+0): Rather than targeting a specific indi-
vidual, you can Nullify effects in a radius of (rank x 5) feet
around you as a standard action. This is a combination of the
Touch range (-1) and Burst Area (+1) modifiers. Some charac-
ters have a Nullifying Field as an Alternate Power of Nullify.
Some Nullifying Fields also have the Duration extra.

* Randomize (+0): Rather than being countered, the effect(s)
targeted by your Nullify acquire the Uncontrolled flaw and go
out of control (as dictated by the GM).

» Selective Attack: If you have an Area Nullify effect, this extra
allows you to choose who in the area is and is not affected by
it, nullifying some targets and not others.

» Side Effect: If you fail to nullify an effect, you might suffer
some kind of “backlash” or similar side effect.

Type: Sensory Action: Standard (active)
Range: Ranged Duration: Sustained

Saving Throw: None Cost: 1-4 points per rank

You can create total concealment in an area (see Concealment,
M&M, page 161). Obscure costs 1 point per rank if it affects one
sense type, 2 points per rank if it affects two sense types, 3 points
per rank if it affects three sense types, and 4 points per rank if it
affects all sense types. Visual senses count as two sense types, so a
3-points per rank Obscure effect could affect visual and one other
sense type, for example.

An Obscure effect can be centered on you or created at a dis-
tance as a standard action. It does not move once created, although
you can reposition an existing Obscure effect as a move action.
Characters suffer the effects of total concealment when unable to
perceive an opponent and may suffer other hindrances as the GM
sees fit. Your Obscure covers an area 5 feet in radius at rank 1. Each
additional rank moves the radius one step up the Progression
Table.

OBSCURING SENSORY EFFECTS

At the Gamemaster's discretion, you can have an Obscure that
works against a particular sensory effect, such as ESP or Mind-
Reading, suitable for certain psionic or magical powers that block
out those effects. You can't have a general "Obscure SuperSenses"
effect, since various SuperSenses are assigned to particular sense
types (see the Super-Senses effect for details).

0BSCURE EXAMPLES

* Visual: darkness, fog, smoke, blinding light, clouds of small
particles (dust, sand, insects).

* Auditory: counter vibration, sound-dampening field, ultra
“white noise," ultra-sonics.

* Olfactory: chemical neutralizer, odorabsorbing mist, overpow-
ering (but not nauseating) smell.

Mental: mental “null field," psionic static, ward against scry-
ing.
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* Sensory Effect: scrying ward vs. ESP, detect, or another spe-
cific sensory effect.

POWER FEATS

* Affects Insubstantial: As a sensory effect, Obscure already
affects insubstantial subjects with no need for this power feat.

* Subtle: Obscure by definition cannot be Subtle for those sub-
ject to its effects; they're automatically aware of the obscuring
of their affected sense(s). However, Obscure may be Subtle for
those outside its effect, such as a Visual Obscure effect that
leaves everyone in the area blind, but makes it appear to
anyone outside the area that there's simply “nothing there,"
obscuring the true area and its contents, but not obviously
so. The GM should adjudicate any applications of Subtle to
Obscure effects.

EXTRAS

* Duration: Continuous Obscure effects remain in place until
they are countered in some fashion.

* Independent: The Obscure effect requires no maintenance
from you, but fades by 1 power point of effectiveness per round
until it is gone. You cannot turn off an Independent Obscure
effect yourself unless you have the Reversible power feat.

¢ Selective Attack: You can choose who is and is not affected
by your Obscure effect. Those unaffected perceive normally, as
if the Obscure were not in effect.
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Limited to One Sense (-1): Obscure normally works against
an entire sense type, Obscure with this flaw works only against
a particular sense of that type, leaving the others unaffected.
This is most common for Obscure that only affects normal
vision but not other visual senses.

* Partial (-1): Your Obscure effect provides only partial rather
than total concealment.

e Phantasm: Your Obscure effect is mental in nature; only crea-
tures with Intelligence 1 or greater are affected. Machines and
other non-intelligent entities or devices are immune.

* Saving Throw: Subjects in the area of your Obscure effect can
make a saving throw (usually Will) to overcome it, DC 10 +
Obscure rank. They gain an additional save for each step up
the Time Table, starting at one minute.

* Sense-Dependent: Obscure is already Sense-Dependent by
nature and cannot have this flaw.

Type: Attack Action: Standard (active)

Range: Touch Duration: Instant (lasting)

Saving Throw: Will (staged)  Cost: 2 points per rank

You can reduce a target's speed and reaction time. Make an attack
roll, if successful, the target makes a Will saving throw. If the save
fails, the target is slowed and can only take a standard or move
action each round (not both). The target takes a -1 penalty on
attack rolls, Defense, and Reflex saves. A slowed target moves at
half normal speed. If the save fails by 5 or more, or on a second
successful attack, the target is paralyzed: helpless and unable to
move or take any actions. The target gets a new Will save each
round to overcome the effect, with a +1 bonus per previous save.

EXTRAS

e Area: An Area Paralyze effect works on everyone in the area;
each target makes a saving throw against the effect, with the
results determined individually, although the GM may choose
to make a single save for a group of minions or other minor
characters.

FLAWS

* Sense-Dependent: A perception range Paralyze effect might
be dependent on a visual hypnotic pattern, an entrancing song
or note, or some similar sensory requirement.

* Slow (-1): Your Paralyze effect cannot inflict more than a slow
result.

Type: Alteration Action: Reaction (passive)
Range: Personal Duration: Instant

Saving Throw: None Cost: 4 points per rank
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You have some control over the otherwise random whims of chance.
Each round, you can make your Probability Control rank the mini-
mum result of any one die roll you make. If the die comes up with a
lower result, use your power rank instead. So if you have Probability
Control 12, you can choose a die roll and be ensured a minimum
result of 12 on the die, treating any roll of less than a 12 as a 12.
A 20 on the die roll acquired through Probability Control is not
considered a “natural 20."

At rank 1, Probability Control only ensures a natural 1 on an
attack roll is not an automatic miss, if the total attack roll would
still hit the target's Defense. Higher ranks increasingly ensure reli-
ably good outcomes (or at least a degree of immunity to poor
ones) while the highest ranks ensure the character can regularly
accomplish amazing things. Probability Control's maximum rank is
the campaign's power level or 20 (whichever is less).

SPLIT PROBABILITY CONTROL

At the Gamemaster's discretion, you can split your Probability
Control among multiple die rolls in the same round, having a lesser
effect. So, for example, you could split Probability Control 12 into
two minimum die rolls of 6, for example, or any other combination
adding up to 12. In this case, the GM may wish to allow Probability
Control ranks greater than 20, but with no more than 20 ranks
assigned to any particular die roll in a round. The GM may wish to
require the Split Attack power feat for this rather than making it a
default capability of Probability Control.

ALTERNATE POWERS

Probability Control may become the base effect for an Array of
probability influencing effects. Generally, such effects should be
perception range, affecting anyone the user can accurately target.
Also note the Probability Control base effect is not available while
an Alternate Power is in use. To be able to use both, acquire the
Probability Array separately. The following are some examples of
suitable Alternate Powers:

* Damage: As a standard action, you can cause a damaging
"accident” to befall someone: a load of bricks falls on them,
they're hit by a car, or by a bolt of lightning out of the blue;
anything you can reasonably justify to the GM as possible (if
highly improbable). This is a Perception Range Penetrating
Damage effect with a rank equal to your Probability Control.

o Deflection: Attacks just seem to miss you. This is Deflect (all
attacks), Free Action, with a rank equal to your Probability Control.

* Move Object: The forces of chance help you out from time to
time, moving things out of your way (or into someone else's
way), creating a Move Action Perception Range Move Object
effect at your Probability Control rank. This effect is useful for
making trip attacks, among other things.

EXTRAS

e Area: You can extend your Fortune or Jinx extras (see the fol-
lowing extras) to affect an area. Everyone in the area is affected
equally and you must apply the same effect of Probability
Control to everyone, so you can't provide Fortune for some
while Jinxing others, for example. You'll most likely also want
the Selective Attack extra, allowing you to exclude your foes
from Fortune effects and your allies from a Jinx.

Fortune (+1): You can grant the benefits of your Probability
Control to someone else by touch. This is the Affects Others
extra for Probability Control.

Jinx (+1): You can afflict someone else with bad luck by
touch (requiring a successful melee attack roll for an unwill-
ing subject). The target gets a Will saving throw to avoid
the effect. If it fails, on one of the subject's die rolls for the
next round (chosen by you), a roll equal to or less than your
Probability Control rank is treated as a 1, or any other num-
ber up to your power rank (so having 6 ranks would allow
you to declare any roll of between 1 and 6). A 1 on the die
roll caused by Probability Control is not a “natural 1."

* Range (+1): You can use Fortune and/or Jinx at normal
range as a +1 extra. For a +2 extra, you can use either at
perception range. You must have the Fortune or Jinx extra(s)
to benefit from this extra.

FLAWS

* Limited to Fortune (-1): You can only use the Fortune abil-
ity of Probability Control; the effect doesn't benefit you. You
must have the Fortune extra to take this flaw.

Limited to Jinx (-1): You can only use the Jinx ability of
Probability Control; the effect doesn't affect you. You must
have the Jinx extra to take this flaw.

» Side Effect: If an outcome you're trying to alter occurs in
spite of your Probability Control, you suffer the effects of a
Jinx on your next action! Alternately, for a -2 flaw, every time
you grant a Fortune effect (including to yourself) you or an
ally suffer a Jinx effect on the following round as the scales
of fortune try to balance themselves.

Type: Defense Action: None (passive)
Range: Personal Duration: Permanent

Saving Throw: None Cost: 1 point per rank

You're particularly resistant to harm. You gain a bonus on your
Toughness saving throws equal to your Protection rank.

EXTRAS

Absorption (+3): In addition to helping you resist dam-
age, your Protection actually “absorbs" some of the incoming
energy of the attack, which you can use to improve your own
traits! Applied to Impervious Protection, this extra essentially
gives you a Linked 1-point Boost that operates automatically
when your Protection stops damage (see Boost for details
and the Absorption power in the following chapter for an
example).

* Force Field (+0): Rather than being a permanent quality,
your Protection is an active free action sustained effect you
must maintain, but can turn on or off, and improve using
extra effort. As an active effect, your force field is automati-
cally noticeable (as shown in this effect's Drawbacks) unless
you apply the Subtle power feat.
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POWER STUNT: “LIKE HITTING A BRICK WALL!”
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The Reflective extra is useful for creating characters with an “iron jaw" or “stonewall” effect, where attackers striking them in combat actually suffer
damage themselves! This is Reflective against melee damage; an attacker wielding a melee weapon does not suffer damage, however, the weapon is
subject to an immediate sunder attack from the reflected damage and may break!

This effect is particularly devastating when combined with the Immovable effect against slam attacks: the a

Impervious (+1): Your Protection stops some damage cold.
If an attack has a damage bonus less than your Protection
rank, it inflicts no damage (you automatically succeed on
your Toughness saving throw as with the Immunity effect).
Penetrating damage (see the Damage effect) ignores this mod-
ifier; you must save against it normally. This modifier can be
applied to the Toughness save bonus from Constitution as well
(costing 1 point per +1 save bonus made Impervious).

Reflective (+1/+2): Applied to Impervious Protection (see
the previous), this extra “bounces” any damage blocked by your
Impervious extra back at the attacker. This occurs automatically
when the attack happens and the reflected damage automatically
hits the attacker, who saves against it normally. If the attacker has
sufficient Impervious Protection himself, the attack has no effect
(and is not further reflected, if the attacker also has Reflective
Protection). As a +1 modifier, Reflective works against a limited
group of damaging effects, either melee or ranged or a reasonably
common descriptor (such as heat, light, or radiation, for example),
as a +2 modifier, it applies to all damaging effects.
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ttacker suffers the additional damage

FLAWS

* Fades: Your Protection is ablative; damage chips away at it. Each
time it provides its bonus, it loses 1 power point of effectiveness.
When reduced to O power points, it no longer protects you.

e Limited (-1): Your Protection applies to only one of a broad
type of damage (physical or energy). If your Protection applies
to only one of a narrow type of damage (edged weapons, blunt
weapons, electricity, fire, magic, etc.) it has a -3 modifier.

DRAWBACKS

* Noticeable: Protection with this drawback is noticeable to any-
one who sees you. You might have armored plates, steel skin,
or some similar clear indication of your greater Toughness. Note
this drawback does not apply to devices or equipment that pro-
vide a Toughness bonus; it is already a part of their nature.

Action: Free (passive)

Type: General
Range: Personal Duration: Continuous

Saving Throw: None Cost: 1 point per rank

You can perform routine tasks quickly. For purposes of this effect
a "routine task” is one where you can take 20 on the check (see
Taking 20, V&M, page 10). At rank 1 you perform such tasks at
twice normal speed (x2). Each additional rank moves your speed
one step up the Progression Table (x5, x10, x25, and so forth).
At rank 20, you perform routine tasks at 5 million times normal
speed! Tasks where you cannot take 20 (including combat actions)
are unaffected by Quickness, nor is movement speed.

You can take 10 and take 20 normally using Quickness and, if
your power rank is high enough, you may be able to take 20 on a
task in a single standard action (3 seconds) or less. If you can per-
form a task in less than a second, the GM may choose to treat that
task as a free action for you (although the GM can still limit the
number of free actions you can accomplish in a round as usual).
Among other things, this allows you to do things like take 20 on a
Disable Device check by trying all possible combinations of a lock
at great speed, or take 20 on a Knowledge check by reading all
available research materials in an instant.

EXTRAS

* Affects Others: You can give someone else the benefits of
your Quickness by touch. For a +1 extra, both you and one
other can benefit from the effect at the same time. This is use-
ful for helping an ally "keep up” with your quick handling of
certain tasks. Use the Progression feat to increase the number
of subjects you can affect at once.
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Quickness is obviously not realistic; it allows you to do things like disassemble an entire car in a single round at high enough ranks, but doesn't have
any effect at all on how many attacks you can make. Why? Two reasons: first because allowing any character potentially millions of attacks per round
would slow down the game and be hugely unbalancing (to say the least). Second, and perhaps more important, it's how superhuman quickness
works in the comics: speedsters do routine things in the blink of an eye, but in fights they don't really act more “often” than anyone else, they just
have certain special attacks. See the SuperSpeed power description for some examples of the special attacks and stunts speedsters might have, in

addition to their Quickness.

FLAWS

e One Type (-1): Your Quickness applies to only physical or
mental tasks, not both.

e One Task (-2): Your Quickness applies to only one particular
task, such as reading, mathematical calculations, and so forth.

Type: Alteration Action: None (passive)
Range: Personal Duration: Permanent

Saving Throw: Fortitude (harmless)  Cost: 1 point per rank

You recover from damage more easily. For each rank of Regeneration
you have, choose one of the following benefits:

* Recovery Bonus: You gain a +1 bonus on your Constitution
checks to recover from damage. At a +9 or better bonus, you
automatically succeed on recovery checks (since they are DC
10).

* Recovery Rate: You make checks to recover from a particular
damage condition faster than normal. Each rank moves the rest
time required to make a recovery check for that condition one
step down the Time Table. So, for example, characters normally
get one check per hour of rest to recover from being injured.
One Regeneration rank reduces that time to 20 minutes, two
to 5 minutes, three to 1 minute, and so forth. If the time is
brought below one action (3 seconds), the character gets a
recovery check for that condition once per round with no need
for a recover action. Each damage condition (Bruised, Injured,
Unconscious, Staggered, and Disabled) requires a separate
application of Regeneration ranks, as follows:

Bruised or Unconscious: One rank allows a recovery check after
one round, two ranks per standard action, three ranks once per
round with no recover action. Bruised conditions recover auto-
matically after the required time, with no check necessary.

Injured or Staggered: One rank allows a recovery check once per
20 minutes, two ranks per 5 minutes, three ranks per minute,
and four ranks per round, five ranks per standard action, and
six ranks per round with no recover action. Injured conditions
recover automatically after the required time, with no check
necessary.

Disabled: One rank allows a recovery check per 5 hours, two
ranks per hour, three ranks per 20 minutes, four ranks per
5 minutes, five ranks per minute, and six ranks per round,
seven ranks per standard action, and eight ranks per round
with no recover action. The dying condition is not affected by

Regeneration rank, but see the Diehard power feat in the fol-
lowing section.

* Ability Damage: One Regeneration rank allows you to
recover a point of ability damage per 5 hours, two ranks per
hour, three ranks per 20 minutes, four ranks per 5 minutes, five
ranks per minute, six ranks per round, seven ranks per standard
action, and eight ranks per round without a recover action.

* Resurrection: You can recover from death! If you die, make a
DC 10 recovery check a week later. If successful, your condition
becomes unconscious and disabled (from which you recover nor
mally). You must specify a reasonably common effect (or set of
uncommon effects) that keeps you from recovering from death,
such as beheading, cremation, a stake through the heart, and so
forth. You can increase the rate you make recovery checks from
death with additional ranks, separately from your normal recov-
ery rate. At nine ranks you can check to recover from death each
round. At ten ranks, you get a recovery check instantly whenever
your condition becomes dead. If successful, you don't die.

REGENERATION RECOVERY RATES

1 1 round 20 minutes 5 hours 1 week
2 standard 5 minutes 1 hour 1 day
action

3 no action 1 minute 20 minutes 5 hours

4 — 1 round 5 minutes 1 hour

5 — standard 1 minute 20 minutes

action
6 — no action 1 round 5 minutes
7 — — standard 1 minute
action

8 — — no action 1 round

9 — - — standard
action

10 — — — no action

Total Regeneration—the ability to make a damage recovery check,
including resurrection, every round without taking recover actions—
requires 35 ranks, not including ranks allocated to recovery check
bonus. If you also recover 1 point of ability damage per round,
increase cost to 43 ranks.
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REGENERATION AND NO CONSTITUTION

Characters lacking a Constitution score automatically fail recovery
checks and cannot recover from damage (as they are nonliving
beings). One rank of Regeneration applied to recovery bonus allows
such characters to make recovery checks, starting at -4, with each
additional rank improving the bonus normally (-3 at rank 2, +0
at rank 5, then increasing from there). Once able to make recov-
ery checks, no Constitution characters can apply other ranks of
Regeneration to speed up the time required to make checks.

POWER FEATS

* Diehard: When your condition becomes dying you automati-
cally stabilize on the following round, your condition shifting
to disabled and unconscious, from which you can recover (and
regenerate) normally. This is the same as the Diehard feat (see
Diehard, M&M, page 60) only as a power feat.

* Persistent: You can regenerate Incurable damage (see the
Incurable power feat).

* Regrowth: When you recover from being disabled (whether
normally or at an accelerated rate), you re-grow any severed or
crippled limbs and organs as well.

* Reincarnation: You must have Regeneration ranks applied
to Resurrection to take this power feat. When you make a
successful check to recover from death, you can “return” in a
completely different form! Re-allocate your power points to dif-
ferent traits as you see fit, limited only by your descriptors, the
campaign's power level limits, and the GM's approval. The new
form doesn't even have to be "human,” but choose carefully,
since once you return to life, your new form's traits are fixed,
unless you die again!

EXTRAS

* Action: Regeneration does not require an action, so its action
cannot be changed through modifiers. The Action modifier
can change the standard action required for Affects Others
Regeneration, at the GM's discretion.

* Affects Objects (+1): Your Affects Others Regeneration can
repair (regenerate) non-iving subjects with no Constitution
score. Reduce the normal recovery bonus granted by your
effect by 5; the subject makes recovery checks normally. If your
Regeneration only affects objects, this is a +0 modifier.

* Affects Others (+1): You grant another character the abil-
ity to regenerate by touch as a standard action. The effect
occurs at your normal regeneration recovery rate, so it can
be quite slow unless you have a lot of ranks of Regeneration.
Regeneration that Affects Others does not work on subjects
with no Constitution score unless the Affects Objects extra is
also applied. For “regeneration” that only affects others, see
the Healing effect instead.

* Area (+1): Affects Others Regeneration can have this extra,
allowing it to affect everyone in a given area. Use the Selective
power feat for the ability to choose who does and does not
benefit from the effect.

* True Resurrection (+1): When this extra is applied to your
Resurrection ranks of Regeneration (and only those ranks)
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you do not have to specify a circumstance that prevents your
Resurrection; so long as your body is not suffering further dam-
age, you can continue making checks to recover from death.
Continuous damage—such as at the bottom of the ocean or in
a live volcano—prevents you from recovering fully, since you are
damaged as fast as you can recover, unless you are immune to
that source of damage.

FLAWS

* Duration: Regeneration's duration cannot be modified, since
the allocation of its ranks determines how fast it operates.

e Source (-1): Your Regeneration only works when you have
access to a particular source, such as blood, electricity, natural
earth, scrap metal, sunlight, and so forth. Without this source,
your effect doesn't work and you recover at normal speed. At
the GM's discretion, a weaker form of the source means you
recover slower (your effective Regeneration rank is lower, in
other words, generally at least halved).

* Uncontrolled Reincarnation (-1): This works like the
Reincarnation power feat (see this power's Power Feats)
except you don't get to decide the traits of your new form, the
Gamemaster does! Again, the GM is limited by your descriptors
and the campaign'’s power level limits, and your new form must
be built on the same number of power points as your old one.
Otherwise, the GM is free to tinker with things like appearance,
traits, and so forth, although personality and memories remain
intact. You must have Resurrection to have this flaw, which
applies only to Regeneration ranks assigned to Resurrection. It
is often coupled with True Resurrection (or “True Reincarnation”
in this case).

DRAWBACKS

* Power Loss: If there's a form of damage you can't regenerate,
that may be considered a power loss drawback, with the value
based on how common the damage is. If damage is common
enough to make your Regeneration only about half as useful
(you don't regenerate bludgeoning damage, for example) it
may constitute a Limited flaw, at the GM's discretion.

Type: Alteration Action: Free (active)

Range: Personal Duration: Sustained

Saving Throw: None Cost: 1 point per rank

You can reduce your size. Every rank of Shrinking reduces your
Strength by 1 (to @ minimum of Str 1). Additionally, every four ranks
reduce your size category and Toughness by one. So a medium-
sized creature is small and -1 Toughness at rank 4, tiny and -2
Toughness at rank 8, diminutive and -3 Toughness at rank 12, fine
and -4 Toughness at rank 16, and miniscule and -5 Toughness at
rank 20.

You gain all the benefits and drawbacks of your new size. For
the effects of reduced size refer to the Reduced Size table and
the Size section of Mutants & Masterminds (see M&M, page 34).
Multiply your movement rates by the carrying capacity multiplier
shown on the Reduced Size table.
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REDUCED SIZE

Medium +0 +0 +0 +0 4-8 ft. 60-500 Ibs. 5 ft. 5 ft. x1 0
Small +1 -4 +4 -2 2 ft-4 ft. 8-60 Ibs. 5 ft. 5 ft. x3/4 4
Tiny +2 -8 +8 -4 1-2 ft. 1-8 Ibs. 2.5 ft. 0 ft. x1/2 8

Diminutive +4 -12 2 -6 6 in-1 ft. 0.25-1 Ib. 1 ft. 0 ft. x1/4 12

Fine +8 -16 +16 -8 3in6in. 0.90.1 Ib. 6 in. 0 ft. x1/8 16

Miniscule 112 -20 +20 -10 3inorless 1 oz orless 3in. 0 ft. x1/16 20
POWER FEATS extra. You shrink by compressing your mass into a smaller form,

Alternate Power: If you have Shrinking, you can acquire
Growth as an Alternate Power feat.

Atomic Size: If you have Shrinking 20, you can shrink down
past miniscule size to the atomic scale, allowing you to pass
through solid objects by slipping between their atoms. You're
effectively immune to attacks at a higher scale, although the
GM decides the effect of any given attack or hazard while you
are at atomic size.

Growth Strike: You can add the momentum of increasing size
to your melee attacks, literally enlarging under an opponent's
jaw, for example. This gives you a +1 damage bonus per size
category you enlarge until you reach your opponent'’s size and
only works on opponents larger than you are. So growing from
miniscule to medium size as part of an attack does +5 damage.

Innate: This power feat suits creatures and characters that are
naturally smaller than medium-sized when applied to perma-
nent Shrinking of the appropriate rank.

Microverse: If you have Shrinking 20, you can shrink down past
miniscule size, to the point where you cross a dimensional barrier
and enter a "microverse” (which may or may not really exist at the
subatomic level). Entering or leaving a microverse is a move action.
In the microverse, you lose your Shrinking, but gain Growth equal
to your Shrinking rank (and when you grow larger than awesome
size, you leave the microverse and return to the normal universe
where your powers return to normal). This feat is only available if
the GM determines a microverse exists in the setting.

EXTRAS

causing you to become stronger and tougher rather than more
delicate. You have Density as a Linked effect of your Shrinking:
each rank of Shrinking also applies a rank of Density to your
traits: your weight and carrying capacity modifier remain the
same regardless of size, but you gain Strength and Constitution
from your increased density.

Normal Abilities (+3): You retain your normal Strength and
Toughness scores and your normal movement speed when you
shrink, regardless of your size category. This extra includes all
three of the following modifiers, which can also be applied
individually.

Normal Movement (+1): You retain your normal movement
speed when you shrink.

Normal Strength (+1): You suffer no reduction in Strength
or carrying capacity when you shrink.

Normal Toughness (+1): You suffer no reduction in
Toughness when you shrink.

FLAWS

Permanent: Your Shrinking effect cannot be turned off and
you are permanently “stuck” at your smallest size (for your
Shrinking rank), so Permanent Shrinking 12 means you're
permanently diminutive (between six inches and a foot tall).
You can have any power feats or modifiers associated with
Shrinking, so long as they don't depend on the ability to
change your size (such as Growth Strike).

DRAWBACKS

Compression (+3): You must have the Normal Strength and
Normal Toughness extras (see both, following) to apply this

OPTION: SHRINKING AND RANGE

Shrinking characters with ranged attacks can be unusually effective: they gain combat bonuses without any real reduction in damage capabilities and
can operate very effectively from a distance. One means of limiting this is by applying a modifier for reduced size to the range of various effects.

Full Power: You can only shrink down to minimum size for
your rank and return to normal size, unable to assume any of

Take the carrying capacity multiplier for the character's size category and apply it to the range increment for all the character's ranged effects. So a

small character is at three-quarters normal range increment (rank x 7.5 feet), a tiny character is at one-half, and so forth. So a diminutive hero with Ranged

Damaie 8 has a ranie increment of 20 feet |8 X 2.5 ft.l and a maximum ranie of 200 feetl rather than 80 feet and 800 feet for normal size.
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OPTION: SHRINKING AND DAMAGE

Just as reduced size lowers effective Strength, so might it also reduce a character's Damage effects, and perhaps even other effects involving saving
throws. This option applies the Strength reduction of Shrinking (-1 point per active rank) to all of the character's effects requiring saving throws,
making them less effective, -1 power point per Shrinking rank. So a character using Shrinking 12 subtracts 12 power points from the effectiveness
of any powers allowing saving throws (reducing a Blast power by 6 ranks, for example). Characters with the Normal Strength extra don't suffer this
reduction.

the size categories in between. This drawback does not apply
to characters with 4 or fewer ranks of shrinking, as there is no
significant disadvantage associated with it.

ASSOCIATED EFFECTS

The following effects may be associated with Shrinking:

* Gliding: Given their reduced weight at smaller sizes, shrinking
characters may be able to glide along wind currents, acquiring
ranks in Flight with the Gliding modifier (see the Flight effect
description for more information).

* Internal Attack: A shrinking character with the Atomic
Size power feat can potentially pass into another charac
ter, then enlarge, causing a damaging molecular disruption
while ejecting from the target's body. This is a touch range
Penetrating Damage effect (since it bypasses Impervious
Toughness) and usually requires a move action to reach your
target, unless you start out in close contact when you
make the attack.

* Leaping: Smaller characters with the Normal Strength extra
(see this power's Extras) may not only be able to leap their
normal distance, but even greater distances, propelling their
reduced weight with their proportionately greater strength,
acquiring ranks in Leaping Linked to Shrinking.

e Transmit: A particular trick of shrinking characters with the
Atomic Size power feat is to “ride” telephone transmissions
through wires to their destination. This is a Teleport effect with the
Medium (telephone wires) flaw. Although it technically requires
the ability to shrink at the same time, the GM may allow it as an
Alternate Power feat of Shrinking so long as the character starts
and ends the trip at normal size, the “shrinking” in between being
nothing more than a descriptor of the Teleport effect. If the charac-
ter wants to enter or emerge from a transmission at less than full
size, however, the Transmit power should be acquired separately.

Type: Attack

Action: Standard (active)
Range: Ranged Duration: Instant

Saving Throw: Reflex (staged) Cost: 2 points per rank

You can restrain a target with bonds of ice, glue, webbing, bands

of energy, and so forth (whatever suits your descriptors). Make a

ranged attack roll. If successful, the target makes a Reflex saving
throw. On a failed save, the target is entangled, suffering a -2 pen-
alty to attack rolls and Defense, and a -4 penalty to Dexterity. If
the Snare is anchored to an immobile object (such as the ground),
the entangled character cannot move from that spot. Otherwise, he
can move at half speed, but can't move all out.

If the Reflex save fails by 5 or more, or on a second success-
ful Snare attack, the target is bound and helpless (see Condition
Summary, M&M, page 171). Each additional Snare “layered” onto
a helpless target increases the Snare's Toughness by +1, to a maxi-
mum of double its normal Toughness. A bound target gains cover
from the Snare (see Cover, M&M, page 160). Entangled characters
do not gain this benefit.

Targets can break out of a Snare using Strength or an effect
that doesn't require freedom of movement (this may restrict the
use of some powers and devices, for example). The Snare makes
Toughness saves like an inanimate object with Toughness equal to
its rank. If the trapped character has an attack with a damage

bonus 10 or more than the Snare's Toughness, he can break

the Snare automatically as a standard action. If the trapped

character has an attack with a damage bonus greater than
the Snare's Toughness +15, he can break the snare automatically
as a free action. Alternately, a Snare victim can attempt an Escape
Artist check to slip free as a fullround action, with a DC of 20 +
the Snare's rank.
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POWER FEATS

e Alternate Powers: If you want to use your snare to form
objects, acquire Create Object as an Alternate Power feat.

* Chokehold: At the GM's option, this feat may be available as
a power feat to a snare with a Tether (see Tether, following),
allowing the user to choke the target by exerting force on the
tether (such as with a noose, for example). For a snare that
suffocates victims on its own, see the Suffocating extra in the
Extras for this power.

* Obscures Sense: The snare obscures one of a bound target's
senses. It may cover the eyes or ears, for example. This has
no effect on targets that are only entangled. Each additional
sense obscured requires another rank of this feat; for 5 ranks,
the snare obscures all of a bound target's senses.

* Reversible: You can remove your snare from a target at will as
a free action.

o Subtle: A Subtle Snare effect may be transparent or shadowy,
or perhaps detectable only to particular senses (mystic chains
unseen by mundane eyes). A Snare with Subtle 2 is completely
undetectable except by its effect on the target.

* Tether: You have a tether attached to your snare, allowing you
to reel in or otherwise exert your strength against the target.
Its maximum length is rank x 100 feet.

EXTRAS

e Alternate Save: Generally, this modifier does not apply to
Snare; to create a "mental snare” based on Will save, see the
Mind Control and Paralyze effects instead.

* Area: An Area Snare effect works equally on all targets in
the area; each target makes a saving throw with the result
compared against the Snare's save DC. Likewise, each target
escapes from or breaks out of the Snare individually.

o Backlash (+1): Your snare reflects any internal attack that
fails to destroy it back on the ensnared character (who saves
against it normally). Attacks that destroy the snare are not
reflected.

e Constricting (+1): If you successfully bind (not entangle)
your target, the snare constricts and tightens, inflicting non-
lethal damage to the target equal to half the Snare's rank on
each of your rounds.

* Contagious: This extra can represent a snare that's “sticky,”
grows, or otherwise affects anyone coming into contact with
an already snared target.

OPTION: REDEFINING SPACE TRAVEL RANKS

o Engulf (+0): You "snare” targets by grappling them. This
includes creatures that swallow opponents whole or heroes
able to engulf targets in an animated cloak. Your snare has no
range and requires a melee attack roll. However, your target
is rendered bound and helpless on a failed save, rather than
entangled. Once you have engulfed the target, the snare has a
sustained duration. You suffer Feedback (see the Feedback flaw
description) from attacks against the snare, since you are the
snare! If you are stunned, any engulfed victims are freed.

* Regenerating (+1): Any damage that does not break the
snare disappears on the start of each of your rounds, making it
difficult to wear it down over time.

» Suffocating (+1): If you successfully bind (but not entangle)
a target, the snare covers or blocks the target's breathing pas-
sages. Victims can hold their breath, after which they begin
suffocating. Note this is not the same as the Suffocation effect,
which causes victims to begin suffocating immediately and
does not allow them to hold their breath.

* Transparent (+1): The snare can't be broken from the out
side, only the inside. Attacks on the snared target do not affect
the snare in any way, and it offers the target no cover.

FLAWS

* Entangle (-1): Your snare cannot inflict more than an entan-
gle result and cannot be layered.

* Medium (-1): Your snare requires a particular medium or
material in order to be effective, such as pre-existing plants,
ice, or mud, for example. Without your medium, you cannot
use Snare. More common media may qualify for a Power Loss
drawback rather than this flaw, and Snares that create their
own medium (the default effect) just have it as a descriptor,
not a modifier.

Type: Movement Action: Move
Range: Personal Duration: Sustained

Saving Throw: None Cost: 1 point per rank

You can travel faster than the speed of light through the vacuum
of space (but not in a planetary atmosphere). You can fly at light
speed at rank 1, crossing one light year per year. Each additional
rank moves you one step up the Progression Table. So rank 2
allows you to travel twice the speed of light, then five times, and
so forth. Speed per rank is shown on the Space Travel table. This
effect does not provide protection from the rigors of outer space
(for that, see the Immunity effect).

The speeds given for different ranks of Space Travel are just a guideline, suitable for most settings where space travel is common, but infrequent. In
other settings, you may wish to redefine Space Travel to simplify or provide more details. So, for example, rather than specific factors of the speed of
light, Space Travel might be given as slow interplanetary (taking days or weeks), medium interplanetary (taking a day or so), fast interplanetary (taking
hours or even minutes), and so forth with interstellar distances. This focuses more on the relationship to the speed of the plot in a story rather than
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SPACE TRAVEL

1 1c (speed of light)
2 2c

3 5¢

4 10c

5 25c¢

6 50c

7 100c

8 250c

9 500c

10 1,000c

1 2,500c
12 5,000c
13 10,000c
14 25,000c
15 50,000c
16 100,000c
17 250,000c
18 500,000c
19 1,000,000c
20 2,500,000c

Unlike the Flight effect, Space Travel does not work in an atmo-
sphere. Space Travel and Flight cannot be Alternate Powers of each
other in an Array (although one could be in an Array and the other
separate); in order to fly in both environments, a character must
have both effects separately.

Type: Movement Action: Move

Range: Personal Duration: Sustained

Saving Throw: None Cost: 1 point per rank

You can move faster than normal. You have a ground speed of 10
MPH (about 100 feet per round) at rank 1. Each additional rank
moves your speed one step up the Progression Table. At rank 19,
you can reach anywhere on Earth in a single move action. At rank
20, you can accelerate to near the speed of light! Speed per rank is
shown on the Speed Movement table.

You can carry up to a light load with no reduction in speed. A
medium or heavy load reduces your speed to two-thirds normal
while a heavy load also reduces your all-out speed to half normal.
You cannot use Speed while carrying more than a heavy load.
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SPEED MOVEMENT

1 10 MPH

2 25 MPH

3 50 MPH

4 100 MPH

5 250 MPH

6 500 MPH

7 1,000 MPH

8 2,500 MPH

9 5,000 MPH
10 10,000 MPH
1 25,000 MPH
12 50,000 MPH
13 100,000 MPH
14 250,000 MPH
15 500,000 MPH
16 1,000,000 MPH
17 2,500,000 MPH
18 5,000,000 MPH
19 10,000,000 MPH
20 Near lightspeed

EXTRAS

e Affects Others: You can share your Speed with another char-
acter you are touching, allowing them to travel at the same
speed as you. Note this isn't the same as simply carrying some-
one along with you while you move using your Speed, it is
granting them the same Speed movement as yours.

e Attack: This extra does not apply to Speed. For a “momentum
attack” that flings targets into things at high speed, use Move
Object or Trip with the Knockback extra instead.

* Duration: Speed generally cannot be continuous duration,
given the limitations on using it: a stunned or unconscious
character can't move, quickly or otherwise.

FLAWS

e Action: Like other movement effects, Speed cannot have its
action reduced below move, since it requires a move action to
use the effect.

* Duration: Concentration duration Speed can represent an
effect requiring additional focus or effort on your part; you can
move at high speeds, but can't do much else at the same time.
Since concentration requires a standard action each round, it
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also means you can't move at accelerated or all-out speeds,
just the normal pace of your Speed rank.

ASSOCIATED EFFECTS

* Quickness: While the Speed effect covers moving quickly, the
Quickness effect handles performing tasks faster, and the two
often go together (also see the SuperSpeed power in the next
chapter for an example).

* Super-Movement: The ability to move at high speeds may
also provide some SuperMovement effects, particularly Water
Walking or Wall-Crawling, Limited to only while moving at
high speed. See the Super-Speed power on page 193 for
examples of this.

Type: Attack Action: Standard (active)
Range: Touch Duration: Instant (lasting)

Saving Throw: Fortitude (staged) Cost: 2 points per rank

You can stun a target. Make a melee attack roll. If successful, the
target must make a Fortitude saving throw (DC 10 + Stun rank). A
failed save means the target is dazed. A save that fails by 5 or more
means the target is stunned. Targets failing the Fortitude save by
10 or more are unconscious and recover normally. The target gets a
new save each round to recover from being dazed or stunned, with
a +1 bonus per previous save.

POWER FEATS

* Reversible: You can reverse the effects of your Stun at will,
removing any conditions caused by it.

e Sedation: Once you have rendered someone unconscious,
you can keep them unconscious (see the Sedation power feat
description for details).

EXTRAS

e Alternate Save: Stun may be based on Will save to reflect
more of a mental effect than one resisted by physical Fortitude,
or based on Toughness for an effect that must overcome the
target's physical protection rather than fortitude.

o Sleep: This +0 modifier leaves targets rendered unconscious
by your Stun effect in a deep sleep instead, well suited for
“sleep enchantments” or certain psychic powers (see the Sleep
modifier description for details).

FLAWS

» Daze (-1): Your Stun effect cannot inflict more than a dazed
result.

Type: Attack Action: Standard (active)

Range: Touch Duration: Concentration

Saving Throw: Fortitude Cost: 2 points per rank

You can cause a target to suffocate. Make a melee attack roll. If
successful, the target makes a Fortitude saving throw (DC 10 +
Suffocate rank). Targets with Immunity to Suffocation are unaf
fected, although targets merely immune to certain suffocating
conditions (drowning, for example) are not unless your Suffocate
descriptors imply they should be.

If the save fails, the target takes a -1 penalty on attack rolls,
Defense, and Reflex saves, can only take a standard or move action
each round (not both), and moves at half normal speed. The target
must make a Constitution check each round (DC 10, +1 DC per
round), starting the round the Fortitude save fails. A failed check
means the character becomes unconscious. If the effect is main-
tained after that point, the character’s condition becomes dying on
the following round and dead the round after that.

A successful initial Fortitude save negates the Suffocate effect.
You can try again in the same encounter by using extra effort.

EXTRAS

* Alternate Save: Suffocate may be based on Will save for a
more mental effect, such as overriding the target's autonomic
nervous system and keeping them from breathing.

* Area: An Area Suffocate effect works on everyone in the area;
each target makes a saving throw and compares the result to
the effect's save DC. If you stop maintaining an Area Suffocate
effect, it stops working on everyone in the area at once.

* Duration: Sustained Suffocate requires only a free action each
round to maintain. Note that Suffocate is not a lasting effect,
so when its duration expires, the effect stops. Suffocate cannot
be continuous duration.

Type: General Action: Standard (active)
Range: Touch Duration: Sustained

Saving Throw: None Cost: 2 points per rank

You can call upon another creature—a minion—to aid you. This crea-
ture is created as an independent character with (Summon rank x
15) power points. Summoned minions are subject to the normal
power level limits, and cannot have minions themselves.

You can summon your minion to you automatically as a standard
action; it appears in the nearest open space beside you. You always
have the same minion unless you apply power modifiers allowing
you to summon different minions. Your minion automatically has
a helpful attitude and does its best to aid you and obey your com-
mands.

Unconscious and dead minions disappear. Defeated minions
recover normally except they recover from death as if they were
disabled. You cannot summon a defeated minion until it has com-
pletely recovered. Your summoned minions also vanish if your effect
is turned off, countered, or nullified.

POWER FEATS

* Mental Link: You have a mental link with your minions, allow-
ing you to communicate with them over any distance.

* Progression: Each time you apply this feat, move your total
number of minions one step up the Progression Table (2, 5, 10,
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etc.). Each minion is created with (rank x 15) power points. You
can still only summon one minion per standard action.

Sacrifice: When you are hit with an effect requiring a saving
throw, you can spend a hero point to shift it to one of your min-
ions instead. The minion must be within range of the attack
and a viable target. Needless to say, this is not a particularly
heroic feat. The Gamemaster may wish to restrict it to villains
or non-player characters (in which case a hero earns a hero
point when a villain uses this feat to avoid an effect by sacrific
ing a minion).

EXTRAS

Fanatical (+1): Your summoned minions have a fanatical
attitude and devotion to you.

Heroic (+1): Creatures you summon are not subject to the
minion rules, but treated like normal non-player characters.
Gamemasters should be particularly cautious about allowing
this extra for Summon effects used by player characters, espe-
cially ones summoning more than one minion.

Horde (+1): You can summon up to your maximum number of
minions with one standard action. You must have Progression
(see this effect's power feats) to take this extra.

Type (+1/+2): Minions are normally identical in terms of
traits. It's a +1 modifier to summon minions of a general type
(elementals, birds, fish, etc.), +2 to summon minions of a broad
type (animals, demons, humanoids, etc.).
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FLAWS

Saving Throw: None

Range: Personal

Attitude (-1): Your summoned minions are less than coopera-
tive. For a -1 modifier, they are indifferent. They are unfriendly
for a -2 modifier, and hostile for a -3 modifier.

Type: Movement

Action: Move (active)
Duration: Sustained

Cost: 2 points per rank

You have a special form of movement. For each rank in this effect,
choose one of the following:

Air Walking: You can "walk” on air at half your normal
ground movement speed as if it were solid ground, and move
up or down at a 45 degree angle at half speed (one-quar
ter your ground movement speed). For two ranks, you move
at your normal ground movement speed (half speed when
ascending or descending).

Dimensional Movement: You can move from one dimen-
sion to another. Dimensional Movement is instant duration.
For one rank, you can move between your home dimension
and one other. For two ranks you can move between any of
a related group of dimensions (mystical dimensions, alien
dimensions, etc). For three ranks you can travel to any dimen-
sion. You can carry up to 100 Ibs. with you when you move.
Each Progression power feat moves this amount one step
up the Progression Table (250 Ibs., 500 lIbs., etc.). Since this
effect can be extremely useful in some situations, the GM
should carefully requlate its use, possibly requiring modifiers
like Limited or Unreliable or even disallowing it for player
characters altogether.

Permeate: You can pass through solid objects as if they
weren't there. For one rank, you can move at one-quarter your
speed through any physical object as a move action and half
your speed as a full action. For two ranks, you can move at
half your speed as a move action and your full speed as a full
action. For three ranks, you can move at your normal speed
through obstacles. You cannot breathe while inside a solid
object, so you need Immunity to Suffocation or you have to
hold your breath. You may also need a Super-Sense (such as
X-Ray Vision) to see where you're going. Permeate is often
Limited to a particular substance (like earth, ice, or metal,
for example) as a -1 modifier (reducing base cost to 1 point
per rank). Permeate provides no protection against attacks,
even against materials you can pass through, although you
do gain total cover while inside an object (see Cover, M&M,
page 160).

Slithering: You can move along the ground at your normal
speed while prone instead of crawling at a rate of 5 feet per
move action. You suffer no penalties for making attacks while
prone.

Slow Fall: As long as you are capable of action, you can
fall any distance without harm. You can also stop your fall
at any point so long as there is a handhold or projection for

N e T

el

i1

ir-.‘-".' [
i .

LY~ o




LBy

==n

1)
P
CHAPTER TWO: POWER CREATION
i‘m{\:‘;fﬁﬁa:m;;aain-\-—rx : V“

ULTIMATE POWER

R
A TQE“-\\YT

= bt 1“«". = :: ‘ il ' 2 ) “
AP el | L e P
e - NS j

UNDER THE HOOD: SUMMON

Summon is a useful power; it doesn't cost much to summon up a horde of minions, giving you a /ot of effective actions per round! Gamemasters may
wish to limit large numbers of minions (summoned or otherwise) to villains and non-player characters. Player character minions are subject to the
campaign's power level limits. There are also practical matters limiting just how much minions can do at any one time.

First, directing your minions to do something is a move action. If you want to issue different commands to different groups of minions, then it's
one move action per command. So it's easier to tell all of your minions "attack!" than it is to issue complex commands to each one in the midst of
combat.

Second, Gamemasters may wish to have groups of minions use aid actions (see Aiding Another, &M, page 10) rather than rolling their actions
separately. For example, instead of rolling eight attacks for eight different minions, the GM has seven minions aid the eighth, giving that minion a +14
bonus from their aid actions. This makes groups of minions more effective and efficient overall. GMs should keep in mind the limits on the number
of opponents that can gang up on a character at once.

Also, Gamemasters should keep in mind that lower power level minions have limits. For example, while a group of eight minions may easily be able
to hit an opponent (especially if they use teamwork to give themselves one attack roll with a +14 bonus), they may not be able to hurt their target
quite so easily.

In particular, Gamemasters may wish to limit the use of the Heroic extra for Summon. Treating minions as normal characters can greatly slow down
combat, since it becomes that much harder to take them out of a fight.

MINIONS AS DESCRIPTORS

Some power effects might seem to be Summon, calling up minions to do things for the character, but are actually better treated as descriptors of other
effects. Take for example a shaman able to “summon” various spirits to perform magical tasks. By calling on particular spirits of the winds, he can
attack a foe with Suffocate. Is the “wind spirit” a minion? Technically, no, it's just a personified effect, since it cannot be attacked, interacted with, or
do anything other than create the Suffocate effect. The same is true of a character summoning a “minion” that acts as a shield, providing the Deflect
or Enhanced Dodge effect, but doing nothing else.

Consider carefully whether or not the particular effect a player wants really needs Summon Minion, or if the “minion” is really just a descriptor or
explanation for another effect, no different than “heat ray” is a descriptor for a Damage effect or “sticky webbing" is a descriptor for a Snare effect;
in neither case does the character need Summon Heat Ray or Summon Webbing to create the desired powers.

you to grab (such as a ledge, flagpole, branch, etc.). If you
have the Wall-Crawling effect (see following), then any sur
face provides you with a handhold. Slow Fall assumes you
are capable of reacting to your circumstances; for the ability
to fall any distance without harm whether you are capable of
action or not, take Immunity to Falling Damage for 5 points.

Swinging: You can swing through the air at your normal
ground movement speed, using a swing-line you provide or
available lines and projections (tree limbs, flagpoles, vines,
telephone- and powerlines, etc.).

Sure-Footed: You're better able to deal with obstacles and
obstructions to movement. Reduce the speed penalty for ham-
pered movement by one-quarter for each application of this
effect. So heavy obstructions or a bad surface only reduce
your speed by one-quarter rather than one-half, for example.
If you reduce the movement penalty to O or less, you are unaf-
fected by that condition and move at full normal speed.

Temporal Movement: You can move through time. Temporal
Movement is instant duration. For one rank, you can move
between the present and another fixed point in time (such as
100 years into the past, or 1,000 years into the future). For
two ranks you can move to any point in either the past or any
point in the future. For three ranks, you can travel to any point
in time. You can carry up to 100 Ibs. with you when you move.
Each Progression power feat moves this amount one step
up the Progression Table (250 Ibs., 500 Ibs., etc.). Temporal
mechanics and the effects of time travel are left up to the GM.
Since this is an extremely powerful ability, the GM should care-
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fully regulate its use, possibly requiring modifiers like Limited
or Unreliable or even disallowing it for player characters alto-
gether.

Trackless: You leave no trail and cannot be tracked using
visual senses (although you can still be tracked using scent or
other means). You step so lightly you can walk across the sur-
face of soft sand or even snow without leaving tracks and you
have total concealment from tremorsense (see Concealment,
M&M, page 161). This effect may be Limited to particular types
of terrain.

Wall-Crawling: You can climb walls and ceilings at half your
normal speed with no chance of falling and no need for a
Climb skill check. You still lose your dodge bonus while climb-
ing unless you have 5 or more ranks of Climb. An additional
rank of Super-Movement applied to this effect means you climb
at your full speed and retain your dodge bonus while climbing.
A third rank in Wall-Crawling allows you to “stick” to surfaces
with any part of your body, rather than just your hands and
feet (so you could, for example, hang from a ceiling by the top
of your head, or stick your back to a wall to leave your arms
and legs free). Wall-Crawling may be Limited to particular kinds
of surfaces (metal, stone, wood, etc.) as a -1 flaw. It may also
be Limited to only while moving.

Water Walking: You can move or stand on the surface of
water, quicksand, and other liquids without sinking. Water
Walking may be Limited to only while moving (making it more
“Water Running").
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UNDER THE HOOD: DIMENSIONAL AND TEMPORAL MOVEMENT

Dimensional and Temporal Movement, although potentially useful
and powerful abilities, are handled as SuperMovement options for
a relatively low cost. This is because the usefulness those abilities is
dictated by the nature of the setting (how time and dimensional travel
work there) and by the wishes of the Gamemaster. Players should be
aware that Temporal and Dimensional Movement are largely intended
as plot devices, not means to circumventing challenges. Unless the
game is specifically about time- and dimension-hopping (and perhaps
even then) the effects are largely enablers. The ability to travel back in
time and change history (for example) is more of an X-rait (see X-Traits,
M&M, page 211) than anything: too powerful to allow for heroes except
under very specific (and controlled) circumstances. Generally speaking,
heroes in the comics are trying to prevent others from changing history
rather than trying to change it themselves!

INCREASING SUPER-MOVEMENT SPEED

The default movement speed of most SuperMovement options is a
character's “normal ground speed.” For those with the Speed trait
(see Speed) this may be a considerable rate! The assumption is
that Speed affects SuperMovement modes like Permeate, Slithering,
Swinging, Wall-Crawling, and Water Walking just as it does normal
ground movement. If this proves unbalancing, or in a setting where
differentiated movement is more important, the GM may wish to
have Speed apply separately to each form of movement; so a char-
acter would have ranks of Speed for normal ground movement and
separate ranks for SuperMovement traits like Wall-Crawling and
Water Walking. (Note this changes the Wall Run and Water Run
power feats of Super-Speed to extras, among other things. See the
Super-Speed power description for details.)

EXTRAS

When applying modifiers to SuperMovement, you can apply the
modifier(s) to just one rank of the effect, some of them, or all of
them, depending on which movement mode(s) you want to mod-
ify. So it's possible, for example, to make Dimensional Movement
Unreliable while having Permeate Affect Others and applying no
modifiers to Sure-Footed. The GM should approve any distribution
of modifiers to SuperMovement. As usual, the total cost of the
effect cannot be reduced below 1 power point.

* Affects Others: This extra, applied to one or more of your
movement modes, allows you to take “passengers” along with
you, granting them the benefits of your movement mode(s) so
long as they are in close-contact with you (or within range, if
you add the Range extra to the effect as well). This extra is
particularly common for Dimensional and Temporal Movement
(often Affects Others and Area).

* Attack: Dimensional and Temporal Movement can apply
this modifier, allowing you to send an unwilling target
into another dimension or time! Since both options have
relatively fixed costs, the GM may allow additional ranks in
Dimensional or Temporal Attack to increase the effect's sav-
ing throw DC: 2 power points per additional rank. Like other
effects with the Attack extra, these Attacks are touch range
by default, making them ranged is a +1 extra and perception
range is a +2 extra.
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Type: Sensory

Action: None (passive)

Range: Personal Duration: Continuous

Saving Throw: None Cost: 1 point per rank

One or more of your senses are enhanced, or you have additional
sensory abilities beyond the normal five senses. Allocate ranks in
SuperSenses to the following effects. Some options require more
than one rank, noted in their descriptions.

Like all sensory effects, Super-Senses uses the sense types
described on page 68 as descriptors.

ENHANCED SENSES

The following effects enhance or improve existing senses, whether
one of the five normal senses or the additional senses listed in the
following section.

* Accurate (2 or 4 ranks): An accurate sense can pinpoint
something's exact location. You can use an accurate sense to
target something in combat. Visual and tactile senses are nor-
mally accurate for humans. Cost is 2 ranks for one sense, 4 for
an entire sense type.

* Acute (1-2 ranks): You can sense fine details about anything
you can detect with a particular sense, allowing you to distin-
guish between and identify different subjects. Visual, auditory,
and tactile senses are normally acute for humans. Cost is 1
rank for one sense, 2 for an entire sense type.

* Analytical (1-2 ranks): Beyond even acute, you can perceive
specific details about anything you can detect with an analyti-
cal sense, such as chemical composition, exact dimensions or
mass, frequency of sounds and energy wavelengths, and so
forth. You can only apply this effect to an acute sense. Normal
senses are not analytical. Cost is 1 rank for one sense, 2 for an
entire sense type.

* Counters Concealment (2 ranks): A sense type with this
trait ignores the Concealment effect; you sense the subject of
the effect normally, as if the Concealment wasn't even there.
So if you have vision that Counters Concealment, for example,
then invisible beings are visible to you. Concealed subjects
seem slightly “off" to you, enough to know they are concealed
to others. This trait does not affect other sources of conceal-
ment, such as obstacles or other effects (like Obscure).

* Counters lllusion (2 ranks): A sense type with this trait
ignores the lllusion effect; you automatically succeed on your
saving throw against the illusion if it affects your sense type,
realizing that it isn't real.

* Counters Obscure (2 or 5 ranks): For 2 ranks, a sense type
with this trait ignores the Obscure effect of a particular descrip-
tor, such as darkness, fog/mist, or smoke, for visual Obscure.
For 5 ranks, the sense type ignores all Obscure effects, regard-
less of descriptor.

» Extended (1 rank): You have a sense that operates at greater
than normal range. Your range increment with the sense is
increased by a factor of 10. Each additional time you apply
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this option, your range increment increases by an additional
factor of 10, so one increase makes the range increment 100,
two makes it 1,000, and so on.

Penetrates Concealment (4 ranks): A sense with this
trait is unaffected by concealment from obstacles (but not
effects like Concealment, Illusion, or Obscure). So vision that
Penetrates Concealment can see right through opaque objects,
for example, and hearing that Penetrates Concealment is unaf-
fected by sound-proofing or muffling materials, and so forth.

Radius (1-2 ranks): You can make Notice checks with a sense
against any point around you. Subjects behind you cannot use
Stealth to hide from you without some other concealment.
Auditory, olfactory, and tactile senses are normally radius for
humans. Cost is 1 rank for use with one sense, 2 ranks for one
sense type.

Ranged (1 rank): You can use a sense that normally has no
range (taste or touch in humans) to make Notice checks at a
normal range increment (-1 per 10 feet). This can be enhanced
with the Extended effect.

Rapid (1 rank): You can read or take in information from a
sense faster than normal: each rank increases your perception
speed by a factor of 10 (x10, x100, etc.) with a single sense,
double cost for an entire sense type. You can use rapid vision
to speed-read, pick up on rapid flickering between frames of
a film, watch video replays in fastforward speeds, and such,
rapid hearing to listen to time-compressed audio “blips,” and
so forth. If your sense is rapid enough, the GM may allow you
to take 20 with Notice checks using it as a full-action or even
faster. See the Quickness effect for guidelines on this. (Rapid
Sense is, in fact, essentially version of Quickness Limited to one
or more of your senses.)

Tracking (1 rank): You can follow trails and track using a
particular sense. Basic DC to follow a trail is 10, modified by
circumstances, as the GM sees fit. You only move at half nor-
mal speed while tracking. For 2 ranks, you can move at full
normal speed while tracking, for 3 ranks you can move all-out
while tracking.

ADDITIONAL SENSES

The effects here grant additional sensory capabilities or senses
beyond the normal five senses.

Communication Link (1 rank): You have a link with a partic-
ular individual chosen when you acquire this option, who must
also have this ability. The two of you can communicate over
any distance like a use of the Communication effect. Choose
a sense type as a communication medium when you select
this option; mental is common for psychic or empathic links. If
you apply the Dimensional power feat to your Communication
Link, it extends to other dimensions as well (see Dimensional
under Super-Senses' Power Feats for details).

Danger Sense (1 rank): When you would normally be sur-
prised in combat, make a Notice check (DC 15). Success means
you are not surprised and may act during the surprise round
(if any). Failure means you are surprised (although, if you have
Uncanny Dodge, you retain your dodge bonus to Defense).
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The GM may raise the DC of the Danger Sense check in some
circumstances. Choose a sense type for your Danger Sense.
Sensory effects targeting that sense also affect your Danger
Sense ability and may “blind" it.

(Descriptor) Awareness (1 rank): You can sense the use
of effects of a particular descriptor with a successful Notice
check (DC 10, -1 per 10 feet range). Examples include Cosmic
Awareness, Divine Awareness, Magical Awareness, Mental
Awareness, and so forth. You can apply enhanced sense traits
to your Awareness to modify it. Choose the sense type for your
Awareness; it is often a mental sense, but doesn't have to be.
Awareness counts as an “exotic sense” for noticing effects with
the first rank of the Subtle power feat (see Subtle under Super-
Senses' Power Feats for details).

Detect (1-2 ranks): You can sense a particular item or effect
by touch with a Notice check. Detect has no range and only
indicates the presence or absence of something (being neither
acute nor accurate). Choose what sense type your Detect falls
under (often mental). For 2 ranks you can detect things at a
normal range increment (-1 per 10 feet).

Direction Sense (1 rank): You always know what direction
north lies in and can retrace your steps through any place
you've been.

Distance Sense (1 rank): You can accurately and automati-
cally judge distances.

(Effect) Awareness (1 rank): This works like Descriptor
Awareness (previously) but applies only to one effect regard-
less of descriptor(s). Examples include Concealment Awareness,
Mind Control Awareness, Teleport Awareness, and so forth.

Infravision (1 rank): You can see in the infrared portion of
the spectrum, allowing you to see heat patterns. Darkness does
not provide concealment for objects differing in temperature
from their surroundings. If you have the Track ability, you can
track warm creatures by the faint heat trails they leave behind.

Microscopic Vision (1-4 ranks): You can view extremely small
things. You can make Search checks to see tiny things in your own
area. Cost is 1 rank for dustsized objects, 2 ranks for cellularsized,
3 ranks for DNA and complex molecules, 4 ranks for atomic
sized. The GM may require a Knowledge skill check, particularly
Knowledge (physical sciences) to interpret what you see.

Postcognition (4 ranks): Your senses extend into the past,
allowing you to perceive events that took place previously.
You can make Notice and Search checks to pick up on past
information in an area or from a subject. The Gamemaster sets
the DC for these checks based on how obscure and distant in
the past the information is, from DC 15 (for a vague vision
that may or may not be accurate) to DC 30 (for near complete
knowledge of a particular past event as if you were actually
present). Your normal (presentday) senses don't work while
you're using Postcognition; your awareness is focused on the
past. Your postcogntive visions last for as long as you concen-
trate. Postcognition does not apply to mental effects like Mind
Reading or any other ability requiring interaction with the past.
Postcognition may be Limited to past events connected to your
own “past lives" or ancestors, reducing cost to 2 ranks.
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Precognition (4 ranks): Your senses extend into the future,
allowing you to perceive events that may happen. Your pre-
cognitive visions represent possible futures. If circumstances
change, then the vision may not come to pass. When you
use this ability, the Gamemaster chooses what information to
impart. Your visions may be obscure and cryptic, open to inter-
pretation. The Gamemaster may require appropriate Notice skill
checks for you to pick up on particularly detailed information,
with a DC ranging from 15 to 30 or more. The GM can also
activate your Precognition to impart specific information to
you as an adventure hook or plot device. Your normal (present
day) senses don't work while you're using Precognition; your
awareness is focused on the future. Your precognitive visions
last as long as you concentrate. Precognition does not apply to
mental effects like Mind Reading or any other ability requiring
interaction with the future.

Radio (1 rank): You can "hear" radio frequencies includ-
ing AM, FM, television, cellular, police bands, and so forth.
This allows you to pick up on Radio Communication (see the
Communication effect). This is the base sense of the radio
sense type. It's ranged, radius, and accurate by default.

Time Sense (1 rank): You always know what time it is and
can time events as if you had an accurate stopwatch.

Ultra-Hearing (1 rank): You can hear very high and low fre-
quency sounds, like dog whistles or ultrasonic signals.

Ultravision (1 rank): You can see ultraviolet light, allowing
you to see normally at night by the light of the stars or other
UV light sources.

Uncanny Dodge (1 rank): This feat may also be a feature
of SuperSenses rather than training or talent (see Uncanny
Dodge, M&M, page 65). Choose a sense type for your Uncanny
Dodge; sensory effects of that type may overcome it.

SAMPLE SUPER-SENSES

Listed here are some examples of Super-Senses using the enhanced
and additional senses listed previously. Players should feel free
to take these pre-fabricated examples as abilities of Super-Senses
and to use them as models for creating their own unique Super
Senses.

Aura Reading (5 ranks): You can “"read” the invisible psychic
auras that surround all creatures, showing their mood, physical
condition, and any outside psychic influences affecting them.
Aura Reading is a mental sense, although the information
(the auras) is perceived as visual. Detect Mood and Physical
Condition (both ranged), Psychic Awareness.

Cosmic Awareness (2 ranks): You are innately "plugged
in" to cosmic forces, able to sense them at work in the universe.
You sense cosmic effects in your local area, plus you may pick
up on universe-affecting forces at a much greater distance (at
the GM's discretion). Apply the Extended option to expand this
sense's range. Additionally, you can spend a hero point to ask
“the Universe” (the Gamemaster) a direct question and get an
answer (essentially a specialized use of the inspiration aspect
of spending hero points). Cosmic Awareness and Benefit
(directed inspiration).
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Darkvision (2 ranks): You can see normally in the dark, even
darkness created by an Obscure effect (although other Obscure
descriptors, such as fog or blinding light, affect you normally).
Vision Counters Obscure (darkness).

Detect Magic (2 ranks): You can make Notice checks to
detect the presence of magical effects, creatures, and items,
with a normal modifier of -1 per 10 feet distance. Mental
Detect (magic), Ranged.

Detect Weakness (4 ranks): You can pick up on any poten-
tial weaknesses a target may have. A successful Notice check
(opposed by Bluff, Sense Motive, Stealth, or a trait of the GM's
choice) gives you insight into the subject's drawbacks, flaws,
and similar weaknesses. The Assessment feat may be added to
Detect Weakness for an additional rank. Detect Weaknesses,
Ranged, Acute, Analyze.

Ladar (3 ranks): By emitting infrared lasers that bounce off
solid surfaces, you can build an accurate picture of your sur
roundings, even when you cannot normally see them. Vision
Counters Obscure (darkness), Radius.

Low-Light Vision (1 rank): You can see twice as far in low-
light conditions as normal. Vision Counters Obscure (darkness),
Limited.

Radar (4 ranks): By sending out radiowave emissions that
bounce off solid surfaces, you can build an accurate picture of
your surroundings. Accurate, Radius, Ranged Radio Sense.

Scent (1 rank): You can differentiate and identify individu-
als by scent alone, although you cannot determine things like
exact location (since your sense of smell is not necessarily accu-
rate). Acute Scent.

See Invisible (2 ranks): You can see anything hidden by a
Concealment effect as it were not concealed. Vision Counters
Concealment.

Sonar (3 ranks): By sending out ultrasonic emissions that
bounce off solid surfaces, you can build an accurate picture of
your surroundings. Accurate Ultrasonic Hearing.

Spatial Awareness (4 points): You are mentally aware of
your surroundings, even when you cannot see them. Accurate,
Radius, Ranged Mental Sense.

Trace Teleport (1 rank): You can "track” another teleporter, pro-
vided your Teleport range is at least equal to theirs. Make a Notice
check, DC 10, +1 per round since the target teleported (+10 DC
per minute) and -1 to your check result per 10 feet between you
and the departure point (no modifier if you are on the same spot).
If the check succeeds you teleport to the place where your target
went (or the closest open space, if that point is occupied). If the
check fails, you don't go anywhere; you can't get an accurate
“lock." You only get one attempt to track a particular teleport, and
you can't take 10 or 20 on the Notice check. Track Teleport.

Tremorsense (3 ranks): You can accurately feel the loca-
tion of moving objects in contact with the same surface as you
(such as the ground). If used underwater, you can feel objects
moving through the water all around you, like a normal radius
sense. Accurate Ranged Touch.

* True Sight (10 ranks): You automatically see through any
Concealment, Illusion, or Obscure effect, see the true form of
any disguised creature (including traits that grant a Disguise
bonus, like Morph and Shapeshift), and see any deliberately
hidden or concealed item (secret door, hidden panel, etc.),
although the GM may require a Notice check to detect the lat
ter. Vision Counters Concealment, Counters Illusion, Counters
Obscure (all), Detect Hidden.

* X-Ray Vision (4 ranks): You can see through solid objects
as if they weren't there (such objects provide no concealment
to you). You have to define one reasonably common sub-
stance you can't see through, such as lead, gold, iron, wood,
or such. A subject with no concealment relative to you cannot
use Stealth to hide from you without a feat like Hide in Plain
Sight or an effect like Concealment. X-Ray Vision may be
Limited to particular substances (natural earth, for example),
reducing cost to 2 ranks. It is a commonly associated effect of
the Permeate ability of Super-Movement, allowing you to see
where you're going as you pass through a solid object. Vision
Penetrates Concealment.

POWER FEATS

e Alternate Power: At the Gamemaster's discretion, a "sen-
sory array" is an option if all the senses included are sustained
or continuous in duration, allowing the character to switch
between them as desired. Note that this may represent a cost
savings for a wide range of SuperSenses, but those senses
will not all be available at the same time, so the character
may miss certain things or not have the right sense(s) active
at the right time to avoid a particular hazard or pick up on an
important piece of information.

* Dimensional: This power feat allows you to extend your
senses into other dimensions. It's assumed to apply to all
your senses, allowing you to sense your proximate location in
the other dimension(s). For a more extended range, use ESP
with this feat.

* Extended Reach: This power feat does not apply to Super
Senses; they have their own options (notably the Extended
feature) for enhancing their “reach.”

* Improved Range: Likewise, this power feat does not apply
to SuperSenses; use options like Extended instead.

* Innate: The Super-Sense abilities of many creatures, particu-
larly aliens or constructs like robots, may be Innate, although
this does not prevent sensory effects like Dazzle or Obscure
from disabling them (which is different from countering
or nullifying them). See the Sensory Shield power for that
effect.

* Subtle: As passive effects, SuperSenses are Subtle by default
and do not require this power feat.

EXTRAS

Super-Senses often take advantage of the partial modifiers rule
when applying extras and flaws so they affect only particular
ranks (and therefore senses). See the information under Super-
Movement on applying modifiers to individual ranks of the
effect.
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UNDER THE HOOD: NORMAL SENSES

Senses in Mutants & Masterminds are broken down into sense types, used as a descriptor for sensory effects. Here are the traits of normal human
senses, for use when modifying them with enhanced sense traits from Super-Senses:

e Visual: Normal vision is ranged (with a -1/10 feet range increment), acute (able to distinguish fine details) and accurate (able to pinpoint to
locations of things). 5 points.

*  Auditory: Normal hearing is ranged (with a -1,/10 feet range increment), acute (able to pick up details like differences in tone), and radius (able
to pick up on sounds coming from any direction). Normal hearing is not accurate. 4 points.

e Olfactory: Normal human olfactory senses, which lump together smell and taste for descriptor purposes, are fairly limited. Although “ranged” (at
least for the sense of smell), ordinary human olfactory senses are neither acute nor accurate. The sense of smell is a radius sense, however, able
to pick up on scents coming from any direction. 3 points.

e Tactile: The normal sense of touch is, by definition, touch-ranged. It is acute, accurate (in that you know the location of anything you can touch)
and radius (in that you can feel things from any surface of your body). 4 points.

e Mental: \n Mutants & Masterminds terms, the “sixth sense” or mental sense type is considered fairly crude in normal humans, limited essentially
to interactions with the Sense Motive skill and awareness of mental effects used directly on you. Thus it is “touch” range and has none of the
enhanced sense qualities. 7 point.

Lacking one or more qualities of a normal sense can be considered a drawback (see Drawbacks, M&M, page 124). Normal sight, for example, is
worth 5 points as a sense, so being completely blind is a 5-point drawback.

Note that the value of any such drawback may be modified by whatever Super-Senses you have, however. For example, being blind is not nearly so
serious a drawback when you have another ranged, accurate sense to compensate, such as natural “radar” or “sonar”. Likewise, if you only lack the
sense part of the time (only during the day, for example), then the drawback may be common rather than very common (worth a point less). The GM
ultimately sets the appropriate value of missing sensory traits in the game.

* Affects Others: With this extra, you can grant the benefits of
one or more Super-Senses to another character. Apply Affects
Others only to the ranks of the chosen sense(s).

FLAWS

» Distracting: Using some Super-Senses may prove distracting
compared to one's normal senses, in which case this modifier
applies. It is best reserved for SuperSenses intended to be
used outside of combat, and shouldn't apply to senses that
help users avoid surprise or overcome concealment, since it
takes away much of their utility (robbing the user of dodge

* Attack: This extra does not apply to SuperSenses. For sense-
affecting attacks, use other sensory effects like Dazzle, Illusion,
and Obscure.

i1

* Area: The Area modifier only applies to SuperSenses which

Affect Others, and only to extend their benefits to everyone
in an area. Apply the Selective power feat for the ability to
choose who in your area does and does not benefit from the
SuperSenses. To affect the area of a sense, use the Extended
and Radius traits of the SuperSenses effect.

Range: Likewise, the Range extra only applies to Super-Senses
that Affect Others, extending the range at which you can grant
their benefits. To extend a sense's range, use the Extended,

Radius, and Ranged traits of the SuperSenses effect.

UNDER THE HOOD: PRECOGNITION AND POSTCOGNITION

Precognition and Postcognition can be problematic abilities, since they
provide players with considerable information. Keep in mind precognitive
and postcognitive information is often cryptic or unclear, and changes in
circumstances may lead to changes in visions of the future. If players use
either too often, feel free to have their visions become less and less clear
as the timelines become tangled by so much constant surveillance and
intervention. Generally, Precognition is best treated as a plot device for
the GM to provide information to the player as suits the adventure, similar
to a free use of the inspiration ability of hero points. In fact, GMs looking
to limit Precognition and Postcognition may wish to require extra effort or
hero points to use them, or require the Uncontrolled modifier.
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