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High technology is a staple element of comic books. Countless heroes and villains
don powered armor and high tech battlesuits to gain superhuman power. Through
technology and innovation, otherwise mortal characters can walk among gods.
This book is designed to give players and game masters access to several ready
made battlesuits, which can be the basis for new heroes or villains. Because of

the unique design of these templates, the battlesuits contained within this book
may alternatively be applied to existing characters, augmenting those characters
abilities.

Each battlesuit in this book contains a listing of Maximum Character Stats at
PL10, which breaks down the maximum allowable stats for a character wearing the
armor. These stat maximums are based on the rules listed in the M&M rulebook, and
are subject to the same rules for stat trade-offs.

Also contained within this book, you will find statistics for androids and robots.
These are built as player characters, with options for purchasing them as minions or
sidekicks included as well. These Constructs are included to help round out a high-
technology campaign. Whether looking for a robotic butler to serve your battlesuit
hero, or simply seeking a Construct player character, the Construct section of this
book holds something for you.

Thank you for picking up HARDTECH HEROES.

BATTLESUITS




AMETHYST
POWERSKIN Advantages (16 PP)
The Am ethy st Powerskin Benefit (Status. The bearer of the Amethyst Powerskin is accorded a great deal of

respect among mystics), Benefit (Can instantly don Amethyst Powerskin), Diehard,
Improved Critical (Blast) x3, Luck x5, Ultimate Effort x4 (Fortitude, Dodge,
Toughness, and Will checks), Weapon Break

is a mystical artifact
designed for high-end

campaigns in which magic Powers (138 PP)
is common. The suit’s Blast (Light, Magic, Accurate 2, Homing 2, Penetrating 6) 10
unique qualities make the | Flight (Magic) 10
wearer nearly impervious | D2z2le (Magic. Vieual 10
to maagical attacks. as lllusion (Magic, Visual, Independent) 15
9 ’ , —
, Immunity (Magic, Life Support) 10
well as granting the Protection (Magic, Impervious 11) 11
abi“ty to ﬂy and arather Strike (Magic, Penetrating 3) 3
impressive light-based Complications (-30 PP)
Blast. Removable (-30 points)
Maximum Pilot Stats at Power Level 10
Close Attack 17 Dodge 9/0
Ranged Attack 10 Parry 9I0
Damage on7 Toughness 9I0

Device PP Cost 154 Actual PP Cost 124

(*) As Character
2 (+) Add to Character

>y For GMs, the Amethyst Powerskin provides an excellent
NN tool to challenge magic-oriented characters. The
/- \ d 5 G Immunity to powers using the Magic descriptor
[ i\  (which can be customized to Mystic, Sorcery,
" ~/\)| or whatever descriptor is common in a particular
V(A campaign) forces sorcerous characters to think
I\ creatively and apply strategy and planning to defeat
afoe wearing this armor.

CHAPTER 1 BATTLESUITS
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The Arsenal Battlesuit Advantages (6 PP)
isa walking weapons (+) Equipment 6 (Mounted Rocket Launcher, + 10 damage bonus, Explosive, Area extra. Carries 6
array. Designed with the rockets)
philosophy that you can Powers (80 PP)
never be over-armed for a Blast (Plasma Cannon) 8
given situation, this armor Communication (Selective, Radio) 3
boasts plasma cannons, Immunity (Life Support) 10
missiles, and state-of-the- Protection (Impervious 11) 11
art strength enhancement Strike (Penetrating 5) 5
for the wearer. The turbines | Power-Lifting
within the plasma cannon Move Object (only away from) 6
housings can be used to Complications (-17 PP)
knock foes back via Move Removable (-17 points)
Object, giving the wearer Maximum Pilot Stats at Power Level 10
room to utilize the suit’s Close Attack 15 Dodge 9/0
versatile and deadly ranged | Ranged Attack 12 Parry 910
fyeapons. Damage 0 Toughness /0
Device PP Cost 86 Actual PP Cost 69
(*) As Character
(+) Add to Character

For GMs, the Arsenal Battlesuit

creates an opportunity to inflict severe
collateral damage. The weapons built
into the armor allow the villain to
destroy property and endanger innocent
bystanders quite effectively. With eleven
ranks of Impervious Protection, any
villain using this armor won’t be easy to

put down.

CHAPTER 1 BATTLESUITS
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BEETLE
The Beetle Battlesuit is

designed for medium

level campaigns. While

not overtly powerful,

the Beetle Battlesuit is
extremely versatile. While
concentrating a good
portion of resources on
combat powers such as
Impervious Protection and
Strike, the Beetle Battlesuit
is extremely well equipped
with sensors, making it

the perfect purchase for

an investigative pilot.
Though the suit lacks the
ability to fly, it compensates
with ranks in Movement:
Swinging and Movement:
Wall Crawling.

For GMs, the Beetle
Battlesuit can augment any
thinking villain. With the

vast amount of sensory data available to the
pilot of the Beetle Battlesuit, an antagonist
could stand well against heroes who utilize

concealment or invisibility powers.

CHAPTER 1

Advantages (2 PP)

Inventor (the suit contains a database of technical manuals, which allow the wearer

to perform repairs, if they have the appropriate skills), Weapon Break

Powers (
Communication (Radio, Selective) 3
Immunity (Life Support) 10
Protection (Impervious 14) 15
Strike 6
Movement (Swinging, Wall Crawling: full speed, not vulnerable) 3
Senses (Accurate 4, Acute 2, Extended 1, Radius 2, Blindsight 4, Darkvision 2,
Direction Sense 1, Distance Sense 1, Infravision 1, Microscopic Vision 1, Radio
1, Time Sense 1, Tracking 1, X-Ray Vision 4) 26
Power-Lifting 5
Complications (-20 PP)
Removable (-20 points)
Maximum Pilot Stats at Power Level 10
Close Attack 14 Dodge 510
Ranged Attack 20 Parry 5/0
Damage 0] Toughness 5/0
Device PP Cost 100 Actual PP Cost 80
(*) As Character
(+) Add to Character
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ENFORCER
Skills (2 PP) The Enforcer Armor is
(+) Climb 4 designed for low-level
Advantages (O PP) campaigns. Ideal for street level
None characters that are secking a
Powers (43 PP) slight technological advantage,
Communication (Selective, Radio) 4 this armor offers the wearer
Protection (Impervious 7) 7 Protection and added damage
Strike 3 through the Strike power.
Movement (Wall Crawling: full speed, not vulnerable) 2 Movement is also considered,
Power-Lifting 2 with the armor’s ability to
Complications (-9 PP) adhere to virtually any surface.
Removable (-9 points)
Maximum Pilot Stats at Power Level 10 For GMs looking to create an
Close Attack 17 Dodge 1310 army of well-armed thugs with
Ranged Atiack 20 Parry 1310 moderate combat capability,
Damage 0 Toughness 1310 the Enforcer Armor could
Device PP Cost 45 Actual PP Cost 36 serve their purpose. The low
cost of the suit makes it a
(*) As Character o .
perfect buy for minions with a
(+) Add to Character

technological bent. The comparatively low stats allow the
armor to be stacked with other Attack/Defense enhancing
abilities as well, allowing the suit to be used as added punch

«. »
in case of emergency.

CHAPTER 1




MAGNUS

The Magnetic Advantages (O PP)

Amplification Generation None

and Neutralization Suit Powers (67 PP)

(MAGNUS for short) is Immunity (Life Support) 10
designed for medium to Energy Control (Magnetic. Dynamic Alternate Effect (x7) Affliction, Blast, Com-

high level campaigns. With | munication [Selective, Radio], Force Field, Flight, Concealment: Radio, Nullify

a wide array of powers Electronics) 16
based on Magnetic Control, Protection (Impervious 3) 3
this suit of armor is Senses (Detect Ferrous Metal, Extended x2, Range)

massively powerful. Beyond Complications (-13 PP)

the massive magnetic Removable (-13 points)

capabilities of the armor, the Maximum Pilot Stats at Power Level 10

MAGNUS suit is durable Close Attack 20 Dodge 1/0
enough to withstand small | Ranged Attack 4 Parry 110
arms fire. The array on Damage 0 Toughness 110
Magnetic Control does Device PP Cost 67 Actual PP Cost 54

limit the amount of power | (*) As Character

that the MAGNUS suit can | (4) Add to Character

access at any given moment,

but with eighteen ranks to
divide throughout the array,
the suit allows the wearer a

wide range of versatility.

For GMs the MAGNUS suit
offers a powerful nemesis

for any PC party. When
placed against lower level
characters, the MAGNUS can
be a terrible foe, challenging
entire groups of PCs. In
higher-level campaigns, the
MAGNUS armor is perfect
for a megalomaniacal enemy.
Crafty GMs could utilize the
MAGNUS armor as a looming
threat or an object of pursuit
as heroes and villains race to
acquire the armor or plans to

build the armor.

2 o
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OSHELLHEAD

The Shellhead Battlesuit Advantages (O PP)
is designed for low to None
standard-level campaigns. Powers (70)
While the Shellhead Blast (Fire) 4
Battlesuit itself does Communication (Selective, Radio) 4
not wield a great deal Flight 5
of power, it makes up Immunity (Fire Descriptor) 5
for this with versatility. Protection (Impervious) 5
If given to a character Strike (Penetrating 4) 4
built to augment the Senses (Infravision, Radio, Time Sense) 3
suit’s strengths, the Power-Lifting 2
Shellhead Battlesuit Complications (-14 PP)
holds the potential to be Removable (-14 points)
an extremely effective Maximum Pilot Stats at Power Level 10
crime-fighting tool. With 1550 atrack 16 Dodge 1510
Blast and Penetrating Ranged Attack 16 Parry 15/0
Strike, the suit offers Damage 0 Toughness 1510
ranged capability while I pp gy 70 Actual PP Cost | 56
augmenting the damage a "
character can deal in close (1) Ao Character

(+) Add to Character
combat.

For GMs, the Shellhead Battlesuit offers the perfect opportunity to create a pyromaniac threat. Able to start
blazes while remaining immune to the effects of fire, the Shellhead Battlesuit could easily be the homemade
construction of a mechanically inclined firebug. Alternatively, the suit could be created for altruistic purposes

such as firefighting and rescue work, but fall into the wrong hands, giving the characters additional incentive

to stop the villain by way of tracking the suit down to return it to its proper, more heroic, owners.




STARFIGHTER

The Starfighter Battlesuit is
designed for high-level space
faring campaigns. With Space
Travel, Life Support, and
several ranks of Impervious
Protection, this armor is well
suited to deal with the rigors of
deep space. Advanced sensors
allow the suit to search the
infrared spectrum of light,
navigate nearly flawlessly,

and search for radio signals.
The Starfighter Battlesuit can
sustain a pilot over long periods
of time and thus facilitate

interstellar travel.

Advantages (5 PP)

(+) Ranged Attack 1 (Targeting system)

(+) Equipment 4 (Energy Rifle, + 9)

Powers (120 PP)
Communication (Area, Selective, Radio) 5
Flight 10
Immunity (Life Support) 10
Concealment (Area, Radio, Visual) 5
Protection (Extra: Impervious) 15
Space Travel 3
Strike 12
Senses: (Direction Sense, Distance Sense, Infravision, Radio, Time Sense) 5
Powerlifting 10

Complications (-27 PP)

Removable (-27 points)

Maximum Pilot Stats at Power Level 10

Close Attack & Dodge 510
Ranged Attack 10 Parry 5/0
Damage 0 Toughness 510
Device PP Cost 137 Actual PP Cost 110
(*) As Character

(+) Add to Character

For GMs, the Starfighter Battlesuit can provide an
excellent weapon to arm extraterrestrial enemies. A

single alien invader using such weaponry could

constitute quite a threat for average power level

heroes. An entire army of aliens with such gear

could make a nearly unstoppable invasion

fleet.

BATTLESUITS
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Constructs.

Androids, robots, and artificial intelligences are a staple of high-technology
comics and fiction. In keeping with the high-tech theme of this sourcebook, we have
included two Constructs to add to your campaigns. These Construct descriptions
include game statistics and story ideas for both players and GMs. Each construct
also includes a precalculated cost for purchasing it as a Minion or Sidekick.

CHAPTER 2 CONSTRUCTS
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Indispensable Assistant is not geared toward direct conflict,

the skills available to the robot make it a credible threat. As a

Construct with a Presence score, the Indispensable Assistant has
a very complex A.I. program, granting it a personality and emotions. It
is possible that the Indispensable Assistant in service to a villain could be
made to see the error of its ways, and be recruited to the side of good by

persuasive players .

CHAPTER 2

Gender Height ldentity
Age new | Weight 2501bs. Base of Operations
PL 6 Eyes none Group Affiliation
Abilities (56 PP)
STR -3 AGl 1 FIG AWE | 5
STA - DEX 0 INT 5 PRE | -3
Offense (O PP)
‘ Initiative ‘ 0
Defense (O PP)
Toughness
(STA) 2 Dodge (AGL) 1
Fortitude
(STA) - Parry (FGT) -2
Will (AWE) 5
Skills (9 PP)
Expertise (Science) 6
Investigation 2
Perception 4
Technology 6
Advantages (1 PP)
Inventor
Powers & Devices (54 PP)
Protection (Impervious 2)
Strike
Communication (Rapid, Internet)
Immunity: Fortitude Effects
Complications (30 PP)
Nonability: Stamina, Intellect, Presence (30 Points)
Equipment, Vehicles & Headquarters
None
Minion Ranks: 6 | Sidekick Ranks: 18

ASSISTANT
The Indispensable Assistant is

created as a Minion or Sidekick
for use with technologically
oriented PC’s. With high ranks
in Expertise and Technology
skills, the Indispensable Assistant
makes the perfect lab aid for

the enterprising inventor. For
characters that pilot a battlesuit,
but lack the technical knowledge
for repairs and upkeep, this
simple robot can be an invaluable

ally, at a very low cost.

For GMs the Indispensable
Assistant can create several
pitfalls. Should the heroes attack
a tech-wielding villain, they
could easily run afoul of said

automated

While the

villain’s
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SYNTHETIC
Gender nla | Height 6 ldentity SERVANT
Age New | Weight 300 Ibs. Base of Operations The Synthetic Servant
PL 11 | Eyes Blue Orbs Group Affiliation is the ultimate
Abilities (58 PP) butler/housekeeper/
STR 0 | AGl 0 FIG -2 AWE 3 sidekick for any
STA - | DEX -1 INT 1 PRE 3 group of heroes. With
Offense (O PP) advantages like Jack-
‘ Initiative ‘ 3 of-All-Trades and an
Defense (22 PP) array of skills, the
Toughness Dodge Synthetic Servant can
(STA) 0(7) (AGL) 8 anticipate its master’s
Fortitude Parry needs and help in
(STA) 0 (FGT) 4 planning for virtually
Will (AWE) 9 any scenario. The
Skills (21 PP) Synthetic Servant’s
Deception 2(5) ability to mimic nearly
Expertise (Science) 10(11) any machine also
Insight 2(5) makes this android
Investigation 4(5) a very useful ally
Perception 2(5) when the party needs
Persuasion 2(5) mechanical aid.
Sleight of Hand 2(1)
Stealth 2(2) For GMs the Synthetic
Technology 8(9) Servant can become
Treatment 4(5) a PC party’s worst
Vehicles 4(3) nightmare. In
Advantages (3 PP) diabolical hands, the

Fearless, Improved Initiative, Jack-of-All-Trades

Powers & Devices (91 PP)

Communication (Selective, Radio),

Comprehend (Languages 2, Machines 2)

Force Field (Impervious 7)

e

Shapeshift (Limited: Machines Only)

Immunity: Fortitude Effects 30

Complications (30 PP)

Nonability: Stamina, Strength, Agility (30 points)

Equipment, Vehicles & Headquarters

None

Minion Ranks: 11 ‘ Sidekick Ranks: 33

sheer versatility of the
android can make it a
worthy challenge for
characters, even those
of superior power.

As the right hand of a
more powerful villain,
the Synthetic Servant
can be truly terrifying,
sort of a Swiss Army

knife of evil assistance.

CHAPTER 2 CONSTRUCTS
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SYNTHOID

The Synthoid is a complex artificial being designed with the capability to absorb and redirect energy. The
Synthoid’s advanced design makes it nearly impervious to harm. As the Synthoid absorbs energy it becomes
more powerful, making attempts to attack it not only futile, but also foolish as most attacks simply fuel the
construct. The Synthoid has a rudimentary A.I. but is programmed with advanced technological knowledge.

This knowledge is complimented by the Synthoid’s ability to interface and communicate with computers.

For GMs the Synthoid can be a true technological terror. GMs can play the Synthoid as a cold killing machine.
Armed with intelligence, but lacking in morality, the Synthoid can be an emotionless enemy with no regard
for its victims. As an alternative, the Synthoid can be played as the misunderstood monster. Being fully
equipped with emotions and human thought, the creature’s appearance or actions could be misunderstood by

the public, and even the heroes, causing society to shun the creature. This may lead to altercations with the

PCs as citizens mistake the Synthoid for an evil creature.

Gender N/A Height 6 Identity
Age New Weight 400 bs. Base of Operations
Group
PL 12 Eyes Red Affiliation
Abilities (98 PP)
STR 12 AGI 5 FIG 5 AWE 3
STA (* DEX 5 INT -4 PRE 4
Offense (O PP)
Punch Initiative 17
Blast
Defense (20 PP)
Toughness (STA) Dodge (AGL) 10
Fortitude (STA) Parry (FGT) 10
Will (AWE) 13
Skills (7 PP)
Perception 6(9)
Stealth 2(7)
Technology 6(2)
Advantages (5 PP)
Fearless, Precise Attack, Improved Initiative x3,
Powers & Devices (60 PP)
Blast (Energy Absorption: Electricity, Light, Cosmic) 15
Comprehend (Languages 2, Machines 2) 4
Protection (Impervious 14) 14
Strike (Energy Absorption: Kinetic, Penetrating 7) 7

Complications (30 PP)

Nonabilities (Stamina, Intellect, Presence) 30

Equipment, Vehicles & Headquarters

None

Minion Ranks: 12

Sidekick Ranks: 36

CHAPTER 2

CONSTRUCTS
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of

the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”’Contributors” means the

copyright and/or trademark owners who

have contributed Open Game Content;
(b)"Derivative Material” means copyrighted
material including derivative works and
translations (including into other computer
languages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in which
an existing work may be recast, transformed or
adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute;
(d)?Open Game Content” means the game
mechanic and includes the methods, procedures,
processes and routines to the extent such
content does not embody the Product Identity
and is an enhancement over the prior art

and any additional content clearly identified

as Open Game Content by the Contributor,
and means any work covered by this License,
including translations and derivative works
under copyright law, but specifically excludes
Product Identity. (e) “Product Identity”

means product and product line names,

logos and identifying marks including trade
dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other
visual or audio representations; names and
descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and
special abilities; places, locations, environments,
creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered
trademark clearly identified as Product identity
by the owner of the Product Identity, and
which specifically excludes the Open Game
Content; (f) “Trademark” means the logos,

names, mark, sign, motto, designs that are

APPENDIX A

used by a Contributor to 1dentity itselt or 1ts products or
the associated products contributed to the Open Game
License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modity,
translate and otherwise create Derivative Material of
Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2.The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to
or subtracted from this License except as described by
the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this
License.

3.Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of this
License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grantYou a
perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content,
You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open
Game ContentYou are copying, modifying or distributing,
and You must add the title, the copyright date, and the
copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use

any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element
of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark

or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly
licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The

use of any Product Identity in Open Game Content does

OPEN GAME LICENSE
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not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you
are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed
under any version of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game ContentYou
Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with respect
to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically
if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this
License.

14. Reformation: If any provision of this License is held to
be unenforceable, such provision shall be reformed only to
the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of
the Coast, Inc.

System Reference Document, Copyright 2000, Wizards

of the Coast, Inc., Authors Jonathan Tweet, Monte Cook,
Skip Williams, based on original material by E. Gary
Gygax and Dave Arneson.

Modern System Reference Document, Copyright 2002-
2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek,
Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David
Noonan, Stan!, Christopher Perkins, Rodney Thompson,
and JD Wiker, based on material by Jonathan Tweet, Monte
Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce
R. Cordell, John Tynes, Andy Collins, and JD Wiker.
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Mutants & Masterminds, Copyright 2002, Green
Ronin Publishing; Author Steve Kenson.

Advanced Player’s Manual, Copyright 2005, Green
Ronin Publishing: Author Skip Williams.

Silver Age Sentinels d20, Copyright 2002,
Guardians of Order, Inc.; Authors Stephen Kenson,
Mark C. Mackinnon, Jeft Mackintosh, Jesse Scoble.
Mutants & Masterminds, Second Edition, Copyright
2005, Green Ronin Publishing; Author Steve
Kenson.

DC Adventures Hero’s Handbook, Copyright 2010, 3
Green Ronin Publishing; Author Steve Kenson.
Mutants & Masterminds Hero’s Handbook,
Copyright 2011, Green Ronin Publishing; Author
Steve Kenson.
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