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Super Points
1: 10

2: 40

3: 80

4: 150

5: 300

6: 600

7: 1,250

8: 2,500

9: 5,000

10: 10,000
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One can imagine more tables than this, each successive one displacing the left column by one more row.

Types of Damage

1. Crushing / Concussion

2. Slashing

3. Piercing

4. Energy


i. Heat


ii. Electricity


iii. Exotic
5. Entropy
6. Corrosion

Modifiers common to all powers
Fatigue:
Fatigue causes penalties to all actions. One fatigue point is subtracted each minute, or each 10 seconds of rest, where the character does nothing. Once 4 fatigue is built up, it causes 1 point of fatigue to become permanent until the character gets a full night’s rest. In terms of penalties, the first two points of fatigue are “free”, then 3 points causes -1 to all rolls, 4 causes -2, etc.
No fatigue: 1
Adds 1/16 fatigue per round or use: .98
Adds 1/8 fatigue per round or use: .95
Adds 1/4 fatigue per round or use: .90
Adds 1/2 fatigue per round or use: .85
Adds 1 fatigue per round or use: .75
Adds 2 fatigue per round or use: .60
Adds 3 fatigue per round or use: .50
Adds 4 fatigue per round or use: .40
Adds 5 fatigue per round or use: .30
Character passes out instantly upon use: .20
Overcharging:

Minor overcharge: A power can be overcharged to 1.1 times its normal effect, but at +1/2 fatigue per round or use, or 1.5 times the normal rate (whichever is more). Ammo powers consume 1/10 of ammo stores or at dobule the normal rate (whichever is more).
Moderate overcharge: A power can be overcharged to 1.25 times its normal effect, but at +1 fatigue per round or use, or double the normal rate (whichever is more). Ammo powers consume 1/5 of ammo stores or at four times the normal rate (whichever is more).
Heavy overcharge: A power can be overcharged to 1.5 times its normal effect, but at +2 fatigue per round or use, or four times the normal rate (whichever is more). Ammo powers consume 1/3 of ammo stores or at ten times the normal rate (whichever is more).
Supercharge: A power can be overcharged to 1.75 times its normal effect, but at +5 fatigue per round or use, or ten times the normal rate (whichever is more). Ammo powers use up all of their remaining ammo. Ammo stores must be at 90% or more to supercharge.
KO charge: A power can be overcharged to 2 times its normal effect, but the character is incapacitated for the duration of the fight.
Coma charge: A power can be overcharged to 3 times its normal effect, but the character’s damage state is reduced to coma. Only has 2.25 times normal effect if the character has regeneration.

Death charge: A power can be overcharged to 5 times its normal effect, but the character is killed instantly. Only has 2.5 times normal effect if the character can regenerate from death.
Power cannot be overcharged: .85
This modifier cannot be used with any power that does not benefit from being OCed, most notably but not limited to the following powers: Teleportation (if used primarily as a defensive power rather than for travel), Intangability, Invention, Regeneration, Alternate Forms.
Ammunition:

Some powers consume bullets, power cells, or other items. Character is assumed to secure more ammo between sessions or whenever he has enough time. Rounds or uses before reload cannot be more than half the total ammo supply.
Item runs out of ammo after 500 rounds or uses: .99

Item runs out of ammo after 250 rounds or uses: .98

Item runs out of ammo after 100 rounds or uses: .95
Item runs out of ammo after 50 rounds or uses: .90

Item runs out of ammo after 20 rounds or uses: .85
Item runs out of ammo after 10 rounds or uses: .80
Item runs out of ammo after 5 rounds or uses: .70
Item runs out of ammo after 3 rounds or uses: .60
Item runs out of ammo after 2 rounds or uses: .50

Item runs out of ammo after 1 round or use: .35
Item must be reloaded after 50 rounds or uses: .99
Item must be reloaded after 20 rounds or uses: .98
Item must be reloaded after 10 rounds or uses: .95
Item must be reloaded after 5 rounds or uses: .90
Item must be reloaded after 3 rounds or uses: .85
Item must be reloaded after 2 rounds or uses: .80
Item must be reloaded after every round or use: .70
Arguments for limited ammo:

Ammo shared by another power (if character has two or more ammo-using powers): -5

Arguments for reloading:

Reloading takes 1 round: +0
Reloading takes 2 rounds: -20
Reloading takes 3 rounds: -30
Reloading takes 4 rounds: -40
Reloading takes 5 rounds: -50
Damage to Self:

Reduces character to “hurt”: .90
Reduces character to “injured”: .80
Reduces character to “wounded”: .70
Reduces character to “critical”: .50
Incapacitates character: .35
Puts character into a coma: .20
Kills character: .05
Arguments for self-damage (only apply this argument to the “kills character” modifier if the character can come back from the dead):
Character’s regeneration, healing powers, or companions can heal him within 1 hour: +25

Character’s regeneration, healing powers, or companions can heal him within 10 minutes: +50

Character’s regeneration, healing powers, or companions can heal him within 1 minute: +75

Character’s regeneration, healing powers, or companions can heal him within 10 rounds: +100

Charge time:

Chargeable powers can be released early at a fraction of their normal power according to the fraction of time they had to charge. A power than takes an hour to charge can be released after 10 minutes at 1/6 the normal effect. Powers are not considered fully charged by default.
It takes a full round to charge the power, and it cannot be used until the next round: .98
It takes two rounds to charge: .95
It takes five rounds to charge: .90
It takes a minute to charge: .85
It takes 10 minutes to charge: .80

It takes an hour to charge: .75
It takes a full day to charge: .60
It takes a week to charge: .50
It takes a month to charge: .30
It takes a year or more to charge: .10
Arguments for charge time:

The character can do nothing else while the power charges: -40
The power is often activated in the middle of a fight: -80
Recovery time instead of charge time (the power is fully charged by default): +50
Duration:

Some powers have a fixed duration once activated. They still add fatigue and use ammo on a per-round basis. Continuous powers can only be used with a charge time if they have a fixed duration or variable recovery (below).
10 minutes: 1

1 minute: .99

30 rounds: .98

10 rounds: .95

5 rounds: .93

3 rounds: .90

2 rounds: .85
1 round: .80
Arguments for duration:

The power is locked into the full duration and cannot be shut off early: -20

Power cannot easily be re-activated immediately, or requires successful attack roll: -80
Variable Recovery:

For some powers, the delay before they can be used again depends on how long they were on. This is common for devices that overheat.

Recovery time = 1/8 duration: .99
Recovery time = 1/4 duration: .98
Recovery time = 1/2 duration: .95
Recovery time = duration: .90
Recovery time = 2 x duration: .88

Recovery time = 4 x duration: .85

Recovery time = 8 x duration: .83

Recovery time = 16 x duration: .80

Leeched powers
The power is granted by another, and...

It cannot ever be taken away: 1
It will only be removed with the granter’s death, and he is nearly omnipotent: .95
It will only be removed with the granter’s death, and he is very powerful: .90
It will only be removed with the granter’s death, and he is moderately powerful: .80
It will only be removed with the granter’s death, and he is easily killed: .70
Its granter will take it away if angered or betrayed: .80
Its granter will definitely take it away during the course of the campaign: .50
Temporary powers (cannot be used with cheap or replaceable devices)
The power will last a year before disappearing forever: .95
The power will last 6 months: .90
The power will last 3 months: .85
The power will last 1 month: .80
The power will last 1 week: .60
The power will last 1 day: .45
The power will last 1 hour: .35
Limited uses (cannot be used with cheap or replaceable devices)
The power can only be used 100 times before it is lost forever: .90
50 times: .80
20 times: .70
10 times: .50
5 times: .35
3 times: .25
2 times: .20
Once: .10
Bestowment
Hero can “bestow” the effect of a power upon others that is normally only used on himself. A teleporter can teleport someone else. A hero with a force field may use it to protect others. In order for it to work on someone else, the character must hit them with the power. Form, radius, speed, and other such modifiers from the Offensive Power Builder are used to define its characteristics.
Bestowed powers last as long as the hero likes, but he cannot use a bestowed power again until he has reclaimed it.

Power can be bestowed: 1.2
Power can only be bestowed, and cannot be used on the hero himself: 1
Once bestowed, the hero can still use the power for himself: 1.5
Availability:
Some supers have powers that do not work in certain conditions, or their effectiveness is reduced.

Power fails to work in special circumstances: 1 (all powers are susceptible to this under the negation rules)

Power fails to work in certain uncommon circumstances (+15% Investigation or Insight for enemies): 0.9
Power fails to work in certain common circumstances (+30% Investigation or Insight for enemies): 0.7
Power works only in certain uncommon circumstances: 0.3
Innate powers
The majority of superpowers are innate. The superhero can’t teach someone else to do what he does (at least not without great difficulty) or explain how he does it. It just happens.
Powers granted by devices

Not all powers are innate. Many of the most powerful characters in comic-dom, such as Kang the Conqueror, actually have no powers of their own. The devices and magic talismans that power their superheroic feats can vary greatly. All of the modifiers for innate powers still apply.
Melee Weapons:

Super-strong characters are made all the more dangerous when they wield weapons instead of their fists. The result of a severity roll for fists and other crushing attacks is always 2, plus 1 for each 3 MoS as normal. Severity for concussive attacks is always 1. Slashing and piercing weapons roll severity as normal.
If the character is not strong enough to shatter normal weapons, then his weapons do not have a super point cost.

As strength increases over the course of the campaign, the cost of the weapon must also increase. These weapons are super because they can withstand the character’s strength. If he gets stronger, his weapon must get stronger, too.

Crushing weapons with damage 1.5 cost .4 times the SP cost of the character’s strength

Crushing weapons with damage 2 cost .8 times the SP cost of the character’s strength

Crushing weapons with damage 2.5 cost 1.2 times the SP cost of the character’s strength

Crushing weapons with damage 3 cost 1.6 times the SP cost of the character’s strength

Weapon does slashing or piercing damage: 1.5
Weapon penetrates armor: Use table in the offensive power builder

Other effects or modifiers: Use tables in the offensive power builder
Ranged Weapons:

It’s rare, but some supers use ranged weapons whose damage depends on their strength. Modifiers are the same as for melee weapons and offensive powers.

Crushing weapons with damage 1.5 cost .5 times the SP cost of the character’s strength

Crushing weapons with damage 2 cost 1 times the SP cost of the character’s strength

Crushing weapons with damage 2.5 cost 1.5 times the SP cost of the character’s strength

Crushing weapons with damage 3 cost 2 times the SP cost of the character’s strength

Availability:
The drawback of most device-based powers is that they no longer work if the character is separated from the device. The .98 modifier is most often used for characters with power-suits. The suit is worn at all times, but if it were removed, the character would have no powers. The .70 modifier is most often used for vehicles, unless the vehicle is small enough to be taken anywhere (ie. a jetpack).

Power is always available: 1

Device is carried at all times, but can be seperated from the hero: .98
Device often must be left behind: .70
Device can only be used at the hero’s home: .30
Arguments for Availability:

If the character is separated from the device, the power is not negated completely, but its effectiveness is reduced: Add a value equal to (1 minus the % reduction in effect)
The Transfer Rule:

Devices, such as vehicles, that must often be left behind, can be given the same powers as the hero. For instance, if a character has a 20 damage beam attack, his vehicle may also have a 20 damage beam attack. If he can fly, so can his vehicle. Only powers that the hero does not have, or the difference between the base costs if the vehicle’s version is more powerful, must be paid for. However, the character may not activate his own power and the vehicle’s equivalent simultaneously. This arrangement also does not grant more ammo stores or limited uses, nor does it allow a character to fire a recharging power early.
Destructability:
25% of item’s HP: 3/4 functionality until repaired

50% of item’s HP: 1/2 functionality until repaired

80% of item’s HP: 1/4 functionality until repaired

100% of item’s HP: Item non-functional until repaired

150% of item’s HP: Item destroyed

The device is indestructible: 1
The device is hardened: .95
The device is destructible: .85
The device is fragile: .70
The device can be replaced if destroyed: .98, .92, and .85 respectively
The device cannot be repaired if damaged: .90, .70, and .40 respectively
The following table shows how much damage is required to destroy hardened items. For destructible items, divide by 2. For fragile items, divide by 4.
	Power level
	Damage Required

	1
	40

	2
	80

	3
	150

	4
	300

	5
	600

	6
	1,200

	7
	2,500

	8
	5,000

	9
	10,000

	10
	20,000


Arguments for destructability:

Device is exposed: +0

Device is behind only type I or only type II defense if character has both: +40

Device is behind defenses: +50

Remotely located device: +100
Characteristics:

The device is located in a remote location: 1
The remote device can be jammed or interrupted: Use negation chart above

The device cannot be hidden or concealed, and its function is obvious: .95
The device is bulky and cumbersome for the super (cannot sprint with it, -2 all rolls): .70
Transferability:

No unwanted person can use the device: 1.1
No one else can use the device: 1 (Teammates cannot use it either)
Others can use the device: 1 (Villains can use it, too)

Strength
Comic rule #1: Heavy objects don’t buckle from the stress of being picked up.
Comic rule #2: Super-strength punches don’t always penetrate like they should. Fist sized holes can be punched through walls, but the impact is usually spread out over a wide area, hurling foes backward instead of a fist exploding out their backs. Super strength punches therefore do concussive damage instead of crushing, which means severity equals “glancing”.

Comic rule #3: Super strong characters never use weapons that aren’t specially made for them. This is because the weapon would shatter into a million pieces and do far less damage than the super’s fist.

Each super point gets 1 point of strength. This translates to 1 damage, either hand to hand or with a heavy thrown object. It takes 1d3 rounds to find and pick up a suitable object, unless the landscape is barren and there is nothing that would qualify.
Carrying Capcity:

Characters with greater carrying capacity have great “gradual strength” for lifting and carrying, and comparatively less “explosive strength” for fighting. There is no increase in damage either for hand to hand or thrown objects. There is an increase in damage for grapppling and dropping heavy objects from height.
Character can lift 50 kg per point of strength: 1

Character can lift 100 kg per point of strength (strength x2): 1.5
Character can lift 200 kg per point of strength (strength x4): 2
Character can lift 300 kg per point of strength (strength x6): 2.5
Character can lift 400 kg per point of strength (strength x8): 3
Character can lift 500 kg per point of strength (strength x10): 3.5
Hit Points
Each super point gets 4 hit points.

Mobility
1 super point for 2 MV. When moving at super speed, difficulty to be hit in combat increases by the same amounts as the quickness power below. Use current movement rate for the left column on cost table 3. If one super speed character is chasing another, this bonus does not count.
Quickness

This power uses cost table 3. In the left column is the cost in super points. In the middle column is the added difficulty to be hit in combat.
Instinct

This power uses cost table 3. In the left column is the cost in super points. In the middle column is the bonus to hit in combat. This power is not only for heroes considered speedsters. Some supers have good enough instincts to hit a speedster in combat, even though they themselves are not super fast. This applies to both ranged and melee attacks.
Speed
This power uses cost table 3. The number of free extra actions that the character is allowed to take each round. Each rank also grants +3 initiative. Cost is given in the left hand of the above table, and number of actions in the far right.

Reflexes
A character can either see a few fractions of a second into the future and react accordingly, or is simply fast. +3 initiative per rank, but no extra actions. Use table 1 for cost. If taken together with Speed, use the highest initiative, but do not add them together.
Leap

Base cost is 5% of super points. Distance and speed values multiplied by power level. Distance values can represent either a vertical or horizontal leap. Horizontal leaps attain 1/3 the height of a vertical leap.
Distance
2 meters: -2%
5 meters: -1%

10 meters: +0%

25 meters: +1%

50 meters: +2%

100 meters: +3%

250 meters: +5%

Speed

5: -1%
10: +0%

25: +1%

50: +2%

Other
Suffers normal damage upon landing: +0

Suffers no damage upon landing: +2%
Flight
10% of super points, with the modifiers listed below. Movement rate values are multiplied by the character’s power level.
Flight Speed

Flight is at 1 MV: -2%

Flight is at 2 MV: -1%

Flight is at 4 MV: +0%
Flight is at 6 MV: +1%

Flight is at 8 MV: +2%

Flight is at 10 MV: +3%

Flight is at 12 MV: +4%

Flight is at normal movement rate (considering super speed): +5%
Super speed for flight, independent of ground speed: 1 SP for 3 MV instead of 2.
Teleportation

Base cost is 15% of super points.

A teleporter can instantly disapparate and reappear at any spot he can see, within range. He will be facing the same direction when he reappears. He cannot normally appear directly behind someone since their body blocks his view of that spot, only when the foe already has his back to the character or the character is looking down from a significant height. This power can be used defensively. Provided that the character beat’s the attacker’s initiative, he can teleport to dodge an attack. This power uses a custom recovery time cost structure.

Teleportation can also be used offensively to drop heavy objects onto peoples’ heads. Like with strength, it takes 1d3 rounds to find a suitable object, with a normal attack roll, 25 speed, and damage based on Power Level:

1: 4 damage

2: 8

3: 15

4: 25

5: 50

6: 100

7: 200

8: 400

9: 800

10: 1,600

Recovery time
None (can teledodge an unlimited number of attacks and make 1 max range jump per round): +40%

1 phase (can teledodge 1 attack per phase and make 1 max range jump per round): +25%

1 round: +0%

2 rounds: -1%

3 rounds: -2%

4 rounds: -3%

5 rounds: -4%
Range
5 meters: -5%

10 meters: -3%

15 meters: -1%

20 meters: +0%
25 meters: +1%

35 meters: +3%

50 meters: +5%

100 meters: +10%

Speed
Instant: +0%

1 phase: -1%

1 round: -2%

3 rounds: -3%

5 rounds: -4%
Waterbreathing and Swimming:

5% of super points. Movement rate values are multiplied by the character’s power level.
Speed is at 1 MV: -1%

Speed is at 2 MV: +0%
Speed is at 4 MV: +1%

Speed is at 6 MV: +2%

Speed is at normal movement rate (considering super speed): +3%

No waterbreathing: -2%

Hold breath for 10 minutes: -1%

Hold breath for 1 hour: +0%
Breathe water: +1%
Hold breath indefinitely (immune to asphyxiation): +20%

Intangibility
Character can turn intangible at will. He cannot be harmed or physically interacted with in any way, but he also cannot affect the environment around him: 25% of starting SP

Recovery time
None (can engage and disengage intangibility an unlimited number of times during a round to make or dodge attacks): +25%

1 phase (can engage or disengage intangibility once per phase): +15%

1 round: +0%

2 rounds: -2%

3 rounds: -5%

4 rounds: -8%

5 rounds: -10%
Invisibility

Character is camouflaged or hard to see: Use cost table 2. Middle column is added DF to be seen.
Character can turn completely invisible: 15% of starting SP.

Invisible even to basic enhanced vision: +10%
Invisible to additional ranks of enhanced vision: Use table 2. Left hand for cost, right hand for ranks.

Silent
Character makes little sound when moving: Use cost table 2. Middle column is added bonus to stealth.
Character makes no sound at all: 10% of starting SP.

Super Vision
Character has superhuman powers of seeing.
Bonus to spot skill: Use cost table 2, middle column.

Night vision (can see well in all lighting conditions): 2%

Enhanced vision (can see things or people normally invisible or camouflaged): 5%
Additional ranks of enhanced vision: Use table 1. Left hand for cost, right hand for ranks.
X-Ray Vision (can see through multiple thin walls or one thick wall): 10%
All around vision (cannot be snuck up on by non-invisibles, no bonus to attacks from behind): 5%

Super Hearing
Character has superhuman powers of hearing.

Bonus to alertness, hearing range extended by 10 meters times the bonus: Use cost table 2, middle column.
Invention
Comic rule #4: Inventors always invent things between one issue and the next, no matter how much time has actually passed.

Character can invent any number devices capable of replicating super powers, but these inventions deduct from a pool of invention super points that regenerates slowly. A string of inventions will leave the genius fresh out of ideas, and taking a break will allow the ideas to flow freely again.
A character does not have to have this power to be an inventor. He can be said to have invented the devices that give him his powers, and can invent new ones or improve on old ones every time he spents SP. This power is for characters who are constantly inventing new things.

The invention power has two attributes: the maximum pool of SP, and the regeneration rate of that SP. The max SP is equal to 2/3 the SP cost of the power. The regenerate rate defaults at 10% per session.
Regenerate Rate
5% per session: .75
10% per session: 1
15% per session: 1.2
20% per session: 1.4
25% per session: 1.6
35% per session: 1.8
50% per session: 2
Mass-producable: Cost x 3. Non-reproducible items only have one prototype, which would have to be re-invented to be replaced. Rate of production would depend on the capabilities of the factory or lab. Such a factory costs $1,000 per SP per day.
Consumable: .25. Item is used up after one use. Applies to ammunition or grenades. Invented items have to use this modifier and cannot use the temporary power version.
Healing
Reverse 1 damage per 2 SP

Sicknesses, poisons, diseases, etc. are given an equivalent point value in damage.

Regeneration
Character heals or repairs himself automatically over time. A coma counts as 5 states. Death counts as 10, if the character is capable of coming back from death at all.
Heals 1 damage state per day: 1 (this is the normal state of regeneration)
Heals 1 damage state per hour: 2% of starting SP
Heals 1 damage state per 10 minutes: 5%

Heals 1 damage state per minute: 10%

Heals 1 damage state per 30 seconds: 15%

Heals 1 damage state per 10 seconds: 20%

Heals 1 damage state per 5 seconds: 25%

Heals 1 damage state per 3 seconds: 30%

Heals 1 damage state per 2 seconds: 40%

Heals 1 damage state per second: 50%

Character will regenerate even from death...

But there is an easy way to keep him dead: x 1.5 (min 15%)
But there is a moderately difficulty way to keep him dead: x 2 (min 15%)
And it is difficult to keep him dead: x 2.5 (min 15%)
He can never be killed and will always come back: x 4 (min 15%)
Omnipotence
This power can duplicate any power with a value equal to 1/5 of its SP. A wizard that can cast a wide variety of spells might have this power. Only one power at a time can be mimicked. Any Offensive Power Builder or Defensive Powre Builder modifier can be used on a per-power basis, as well as modifiers to that specific power. Universal modifiers that apply to every power modify the omnipotence power itself. For instance, should the omnipotence user choose to take a charge time of 2 rounds, then that will be the charge time no matter which power is being duplicated. Duplicated powers cannot change these universal modifiers in any way, and will not affect ammunition stores, charge times, or any other parameter.
Duplicated powers can replace already-possessed powers, but not augment them. For instance, a character who can duplicate 50 SP can replace a 30 Resistance Type I defense with a 50 Resistance one. It does not become an 80 Resistance defense.

A character can mimick more than one power per round or phase, and can, for instance, use an attack power and then switch to a defensive power to block an incoming attack if he can beat his opponent’s initiative, but this cannot overcome frequency-of-use limitations on powers like teleportation and intangibility. Also, once a new power is mimicked, the old one disappears completely, regardless of duration or other considerations.

There is one exception to the rule that the old power completely disappears, however. Type 2 defenses “remember” their level of depletion, so a character cannot duplicate a Type 2 defense, and then replace it with a brand new, full strength one when it gets depleted.

The following power-specific modifiers are inapplicable, and cannot be duplicated:

Maximum Force Only (because the amount of SP can be varied, this modifier is meaningless)

In addition, the following powers are inapplicable, and cannot be duplicated:

Invention
Alternate Forms

Any merit, flaw, trait, skill, or ability
Alternate Forms
Some supers have one set of powers that are always ready to be used at all times, but there are many that different sets of powers that can be activated either at will or under certain conditions. Sometimes these heroes look completely different and may even be a different person in these forms. A super who can control his density to become either a speedster or a powerhouse at will would be an example of someone with two power sets who can control the change. The Hulk or the Submariner would be examples of supers who cannot control their change. There is a larger amount of variety possible in this power than almost any other. To make things easier, we make three versions of this power, since the relative costs of the modifiers must be completely different under different circumstances.
Weak / Strong Forms
This is the first of the alternate forms powers. It refers to a situation where a super’s normal form is much weaker than his alternate form. Depending on just how weak the main form is, and other factors, this power gives the strong form a small to large SP bonus instead of costing SP. Base bonus is 50%.
Weak Form Modifiers:

1/2 of starting SP: 0.5
1/4 of starting SP: 1
1/8 of starting SP: 1.25
No SP (strength set to 2 and HP set to 8): 1.5
Controllability:

The super can change to the strong form at any time: 0.5

The change can only be made under certain common conditions: 1

The change can only be made under certain uncommon conditions: 1.5

The change can only be made under certain rare conditions: 2

The change happens randomly (every 1d6 x 10 real life minutes or GM-given value): 1.5

The super cannot control the change: Same as for controllable change, except in the following circumstances...
Arguments for uncontrollable change:

Alternate form has an undesirable modifier: Apply the modifier twice

Destructive Alternate Forms:
These modifiers apply to alternate forms who are psychotic, wantonly destructive, or otherwise dangerous to fellow group members and innocents.

Super can control the change: 1.25
The change is made under certain common conditions: 2

The change is made under certain uncommon conditions: 1.5

The change is made under certain rare conditions: 1.25

The change happens randomly: 2

Duration:

Super can stay in the alternate form indefinitely: 0.25
Super can stay in the alternate form indefinitely, but drawbacks prevent him from doing it all of the time (form frightens people, too large to fit through doorways, etc.): 1
Super can stay in the alternate form for 10 minutes: 1
Super can stay in the alternate form for 1 minute: 1.1

Super can stay in the alternate form for 30 rounds: 1.25

Super can stay in the alternate form for 10 rounds: 1.5

Super can stay in the alternate form for 5 rounds: 1.75

Super can stay in the alternate form for 3 rounds: 2
Recharge time (3 round to 10 minute duration)
No recharge time: 0.50
Recharge time of 1 round: 0.75
Recharge time of 3 rounds: 0.90
Recharge time of 5 rounds: 1
Recharge time of 10 rounds: 1.1
Recharge time of 1 minute: 1.25
Recharge time of 10 minutes: 1.5
Recharge time (indefinite duration)

No recharge time: 0.25
Recharge time of 1 round: 0.35
Recharge time of 3 rounds: 0.50
Recharge time of 5 rounds: 0.75
Recharge time of 10 rounds: 0.90
Recharge time of 1 minute: 0.95
Recharge time of 10 minutes: 1
Recharge time equals time spent in strong form: 1
Fatigue / round
Some strong forms accumulate fatigue each round, and must eventually switch back before losing consciousness.

No fatigue: 1

Adds 1/16 fatigue per round: 1.05
Adds 1/8 fatigue per round: 1.1
Adds 1/4 fatigue per round: 1.2
Adds 1/2 fatigue per round: 1.35
Adds 1 fatigue per round: 1.5
Adds 2 fatigue per round: 1.75
Adds 3 fatigue per round: 2
Adds 4 fatigue per round: 2.5
Adds 5 fatigue per round: 3
Equal Forms
A character has an equal forms power when his forms have the same amount of SP. Rather than bestowing a refund, this power costs SP for all forms. When the GM awards XP and SP at the end of a session, the full amount is granted to each form. There is a -6 penalty to initiative when switching forms and using that form’s power in the same round.
Number of Forms
2: 20% of starting SP
3: 30% of starting SP
4: 40% of starting SP

each additional form: +10% of starting SP
Controllability:

The super can change forms at any time: +0

The change can only be made under certain common conditions: -10%

The change can only be made under certain uncommon conditions: -15%

The change can only be made under certain rare conditions: -25%

The change happens randomly (every 1d6 x 10 real life minutes or GM-given value): -25%

The super cannot control the change: Same as for controllable change, except in the following circumstances...

Arguments for uncontrollable change:

Alternate form has an undesirable modifier: Apply the modifier twice
Skills
Same set of skills across all forms: +0

Different set of skills for each form (can spend XP differently for each form): +5%
Recovery time
None (can change forms at will): +10%
1 phase (can change forms up to 3 times per round): +5%

1 round: +2%
2 rounds: +1%
3 rounds: +0
5 rounds: -1%

10 rounds: -2%

30 rounds: -3%

1 minute: -4%

10 minutes: -5%

Recovery time equals time spent in form: -5%

Not applicable (random change, etc.): +0
Status attacks

Use the modifiers in the offensive power builder for range and other characteristics. Status attacks can be tacked onto an offensive power, meaning that the power inflicts the status as well as doing damage, if the modifiers are identical. Whether it is tacked on or not, it shares the same modifiers as offensive powers.
Duration is follows the normal recursive formula according to the difference between the ranks of the status attack and status defense after contact is broken.

Paralysis encompasses all effects that leave the target unable to move.

Asphixiation: Use Table 5. Left column for cost, right column for ranks of attack.

Rank 1: Target gains +1 Fatigue Level per round. Applies to actual fatigue for characters with Power Pack.

Rank 2: Target gains +2 Fatigue Levels per round.
Rank 3: Target gains +3 Fatigue Levels per round.
Rank 4: Target gains +4 Fatigue Levels per round.
Rank 5: Target gains +5 Fatigue Levels per round.

Rank 6+: Target gains +6+ Fatigue levels per round.

Mind control: Use Table 5. Left column for cost, right column for ranks of attack.
Rank 1: Target must carry out one command. Will not harm friends.

Rank 2: Target must carry out one command.

Rank 3: Target must carry out a set of instructions.

Rank 4: Target complies with all orders.

Rank 5: Target is under full telepathic control.
Turncoat (subset of mind control): Use Table 4. Left column for cost, right column for ranks of attack.

Rank 1: Target suffers -4 attack penalty.

Rank 2: Target will not harm super.

Rank 3: Target will not harm group.

Rank 4: Target protects super.

Rank 5: Target fights against friends.

Berserk (subset of mind control): Use Table 3. Left column for cost, right column for ranks of attack.

Rank 1: Target suffers -4 defense penalty.

Rank 2: Target will not cease attacking current target.

Rank 3: Target switches to closest enemy.

Rank 4: Target switches to closest person.

Paralysis: Use Table 4. Left column for cost, right column for ranks of attack.
Rank 1: Target suffers -2 all rolls.

Rank 2: Target suffers -4 all rolls.

Rank 3: Target suffers -6 all rolls.
Rank 4: Target can take no actions, and suffers -8 on defense rolls.

Rank 5: Target is rendered unconscious or completely paralysed for normal duration.
Rank 6: Target is rendered unconscious or completely paralysed for 1 minute.

Rank 7: Target is rendered unconscious or completely paralysed for 10 minutes.

Rank 8: Target is rendered unconscious or completely paralysed for 1 hour.

Stun (subset of paralysis): Use Table 3. Left column for cost, right column for ranks of attack.

Rank 1: Target suffers -2 all rolls.

Rank 2: Target suffers -4 all rolls.

Rank 3: Target suffers -6 all rolls.

Rank 4: Target can take no actions, and suffers -8 on defense rolls.

Rank 5: Target can take no actions, and suffers -10 on defense rolls.

Rank 6+: Target can take no actions, and suffers -12+ on defense rolls.

Blindness: Use Table 3. Left column for cost, right column for ranks of attack.
Rank 1: Target suffers -2 Awareness and Ranged.

Rank 2: Target suffers -4 Awareness and Ranged.
Rank 3: Target suffers -6 Awareness and Ranged.
Rank 4: Target suffers -8 Awareness and Ranged.
Rank 5: Target is blind. All ranged attacks and spot rolls automatically fail.

Deafness: Use Table 1. Left column for cost, right column for ranks of attack. Counts as a sub-type for cost of immunity.
Rank 1: Target suffers -2 Awareness.

Rank 2: Target suffers -4 Awareness.
Rank 3: Target suffers -6 Awareness.

Rank 4: Target suffers -8 Awareness.

Rank 5: Target is deaf. All alertness rolls automatically fail.
No duration (status only persists as long as the target is being hit by the attack): .75
Permanent (status persists until cured or removed in some way): 1.5

Offensive Power Builder
Damage: 1 damage per SP

Form:

Touch / Self (hero is not immune to radius powers centered on him): .90

Destroyable projectile: See below
Projectile (requires successful attack roll, includes rays, beams, jets, etc.): 1
Radius spell centered on caster (caster is immune to his own harmful powers): 1.2
Destroyable Projectiles:

The attack or power is a projectile that can be shot down in flight. Base modifier is .90. Arguments listed below cannot raise the value of the modifier above 1.

DF 5 to hit: -.05

DF 10 to hit: -.03

DF 15 to hit: +0

DF 20 to hit: +0.01

DF 25 to hit: +0.03

DF 30 to hit: +0.05

DF 35 to hit: +0.07

DF 40 to hit: +0.09

DF 45 to hit: +0.1

Any hit will destroy the projectile: +0
To determine how much damage will destroy the projectile, look up the PL on the Destructability table and divide by...

8: +0.03

4: +0.05

2: +0.08

1: +0.1
Sighting:

Divides effective distance to the target.

Effective distance divided by 2: 1.2
Effective distance divided by 4: 1.3
Effective distance divided by 10: 1.5
Radius:

There is no attack roll if a target is caught in a radius. The only way to dodge is if the power’s speed is exceeded by the target’s movement rate. Speed of the projectile and propagation speed of the explosion are separate and need to be paid for separately. A speedster can either outrun the explosion or the projectile to avoid taking damage. Teleporters or intangibles can also avoid radius attacks, provided they can activate their powers in time. The character still rolls an attack to see whether or not the projectile is on target.
“Projectile” and “explosion” are not to be taken literally. There are radius powers that are neither carried by a physical projectile nor physically explode on impact.

2 meters: 1.1
5 meters: 1.3
10 meters: 1.5
25 meters: 1.75
50 meters: 2
100 meters: 2.5
250 meters: 3

500 meters: 3.5
Cone attack:

A cone attack affects everyone in a cone facing outward from the character. There are two characteristics, the length of the cone (distance from the character to the farthest point), and the width (distance from one side to the other at the farthest point). Draw straight lines between the character’s square and the two endpoints to find out which squares fall into the cone’s area of effect.
Like with radius, a cone attack cannot miss, but it can be outrun.

Length:

1 meter: 1

2 meters: 1.02
3 meters: 1.05
5 meters: 1.15
10 meters: 1.25
25 meters: 1.4
50 meters: 1.5
100 meters: 1.75
250 meters: 2

Width
2 meters: 1

4 meters: 1.02
6 meters: 1.05
10 meters: 1.15
20 meters: 1.25
50 meters: 1.4
100 meters: 1.5
200 meters: 1.75

500 meters: 2
Wide Beam attack:
Effect is listed in meters, and means the number of meters to either side of the target that the spell’s effects extend. Wide beams cannot miss, but can be outrun. Beams wider than 50 meters would be shaped like cones, and should use that shape.
2 meters wide: 1.1
5 meters wide: 1.3
10 meters wide: 1.5
25 meters wide: 1.75
50 meters wide: 2
Multi-Projectile attack:

Attack is made simultaneously against multiple targets, each with a seperate attack roll. This shape tends to have a lower maximum number of targets than radius, cone, and wide beam attacks, but is more discriminating and does not hit allies or the hero himself.
2 targets: 1.3

3 targets: 1.5

4 targets: 1.75

5 targets: 2

6 targets: 2.5
7 targets: 3

8 targets: 3.5
Penetration
-1 per 2 pts damage: .75
-1 per 4 pts damage: .85

-1 per 8 pts damage: .95

-1 per 16 pts damage: .98

0: 1

1 per 16 pts damage: 1.02
1 per 8 pts damage: 1.05
1 per 4 pts damage: 1.15
1 per 2 pts damage: 1.3
1 per 1 pts damage: 1.5
2 per 1 pts damage: 2
Ignores armor: 3
Speed
Cannot be automatically dodged by anyone with super speed below a threshold. Bullets have speed 250 for pistols and 500 for rifles.
25 (+12 iniative for defender): .95
50 (+9 init for defender): 1
100 (+6 init for defender): 1.02
250 (+3 init for defender): 1.05

500 (+2 init for defender): 1.08
1,000 (+1 init for defender): 1.1

1,500: 1.15

2,000: 1.2

2,500: 1.25
Lightspeed (cannot be auto-dodged by anyone): 1.50
Accuracy:

-5: .75
-4: .80
-3: .85
-2: .90
-1: .95
0: 1
+1: 1.1
+2: 1.15
+3: 1.2
+4: 1.25
+5: 1.3
Cannot miss: 2

Fixed ATs are used instead of the character’s Ranged combat skill and are not influenced by any of the character’s skills, abilities or powers. These attacks are self-guided.

AT = 8: 0 SP
AT = 12: 10 SP
AT = 16: 40 SP
AT = 20: 80 SP
AT = 24: 150 SP
AT = 28: 300 SP
AT = 32: 500 SP
AT = 36: 1,000 SP

Cannot miss: 2,500 SP
Versatility
Choice of two sub-types of energy: 1.02
Choice of two types of damage: 1.05
Choice of three types of damage: 1.10
Choice of four types of damage: 1.15
Choice of five types of damage: 1.2
Choice of any type of damage: 1.25
Persistent Damage

Contact is broken when the attacker no longer has a line of sight or the target leaves the area of effect.

Persistence (once hit by the attack, damage continues over subsequent rounds until contact is broken or attacker engages in another action): 1.2

Unattended Persistence (once hit by the attack, damage continues over subsequent rounds until contact is broken): 1.5
Full Persistence (once hit by the attack, damage continues over subsequent rounds until duration runs out)

1 minute duration: 3

30 rounds duration: 2.5

10 rounds duration: 2

5 rounds duration: 1.8

3 rounds duration: 1.6

2 rounds duration: 1.4

1 rounds duration: 1.2
Knockback

Knockback is the strength of the push. The character is thrown back one square for each 2 points of difference between his strength and the knockback. If the character strikes a hard object or surface, he is dealt damage equal to the knockback, otherwise damage equals ¼ of the knockback. Standard crushing attacks deal 1 knockback per point of damage.
None: .90
1 per 2 points of damage: .95
1 per point of damage: 1
2 per point of damage: 1.25
3 per point of damage: 1.5
4 per point of damage: 1.75
5 per point of damage: 2
Controllability

Reducing the damage will similarly reduce the amount of fatigue used for applicable powers.

Maximum force only: .90
Controllable in 25% increments: 1
Controllable in 5% increments: 1.02
Controllable in 1% increments: 1.05
Radius, length, and width of appropriate attacks can be reduced or eliminated: 1.1
Telekinesis

Push or pull can only hurl something away or yank something toward the character. Full control can hold targets in place, levitate objects or people, and perform similar tasks in addition to hurling them about.

Push or pull: 3 Knockback for 1 SP
Full control: 1 strength and/or 2 knockback for 1 SP
Force Walls
3 strength for 1 SP

Characters with strength greater than the wall can push it 1 meter per round. Damage equal to 5x the wall’s strength or more will shatter it. Characters with 5x the strength of the wall can ignore it, pushing or pulling it at normal movement speed.

The standard wall is 3m by 3m. The character can add 3m by 3m sections, but the strength of the wall is divided by the number of sections. A wall smaller than 3m by 3m is not stronger, however.

Wall can be made into a trapping sphere: 1.1
Wall persists until it is broken: 1.5
Type of Damage:

Crushing (severity = 2 + 1/3 MoS): 1

Non-crushing (roll for severity): 1.5
Even damage (severity always normal): 1.25
Concussive damage (severity always glancing): .50

Miscellaneous:

Only enemies are affected: 1.5
Attack travels through walls and solid objects: 1.25
Continuous (attack is a continous beam or jet, or a machinegun-like series of projectiles, +4 to hit in subsequent rounds and each point of MoS provides another hit): 1.5
Duration (once hit by the attack, damage continues for a set number of rounds): x(1.1 + .1 each round)
Attack can hit intangible targets: 2
Defensive Power Builder

There are two types of defensive powers. The first one functions like armor. It has a set resistance value, and can absorb an unlimited number of hits with that much damage or less, but will not absorb any damage in excess of that.

The second has no set resistance value. It has a pool of hit points and a regeneration rate. It will absorb any amount of damage until its hit points are depleted, and it will then collapse and absorb no further damage until it has regenerated.

The two can be combined to create a power that shrugs off a specific amount of damage and then absorbs the rest.

Type I Defense Power

Resistance: 1 damage per SP

Type II Defense Power

Hit points: 4 per SP

Regeneration: 2 per round per SP

Type I resistance not subtracted from damage before Type II power drained (if character has both and Type I’s resistance is more than 10% of Type II’s HP): 0.9
Versatility
Protects against only 1 type of damage: .40
Protects against 2 types: .60
Protects against 3 types: .80
Protects against 4 types: 1
Protects against 5 types: 1.25
Protects against all types of damage: 1.5
Status Defense
Character is resistant to one or more status attacks. Subtract ranks of the hero’s defense from ranks of the attack.

Protection against all status attacks: Use table 4. Left column for cost, right column for ranks of opponent’s attack subtracted.
Protection against one status attack: Use table 1. Left column for cost, right column for ranks of opponent’s attack subtracted.
Immunities
The character is immune to one of the 3 sub-types of energy damage: 10% of starting SP

The character is immune to two of the 3 sub-types of energy damage: 20% of starting SP

The character is immune to one of the 6 types of damage: 25% of starting SP
The character is immune to one sub-type of status attack: 10% of starting SP
The character is immune to one type of status attack: 20% of starting SP

Merits

Cost

The cost or refund for merits and flaws depends on the magnitude.

Magnitude 1: 5% of starting SP

Magnitude 2: 15%

Magnitude 3: 25%

Magnitude 4: 35%

Magnitude 5: 50%

Costs for existing abilities are equal to the XP value divided by 5 in % of starting SP.

Insight

Character sometimes has flashes of inspiration, figuring out how to negate another’s power (if it can be negated).

Magnitude 1: 30% chance
Magnitude 2: 45% chance
Magnitude 3: 60% chance
Magnitude 4: 75% chance
Magnitude 5: 90% chance
Investigation
Character can discover how to negate the powers of another, or find out his secret indentity or other pertinent information. Assumes that the character spends a day investigating his mark. If he actually trails his mark and risks discovery, move percentages up to the next magnitude.

Magnitude 1: 45% chance.
Magnitude 2: 60% chance.
Magnitude 3: 75% chance.
Magnitude 4: 90% chance.
Magnitude 5: 95% chance.
Magnitude 6*: 100% chance.
Power Pack
Powers with drain do not fatigue the character, they merely deplete a power reserve.

Magnitude 0 (trait): 10 fatigue, reserve does not recharge until next issue
Each +1 magnitude: Recharges +1 fatigue / minute

Each +2 magnitude: +5 fatigue reserve

+1 magnitude: There is a choice whether a power uses the power pack or fatigues the character
Rules

Power Negation
This is one of the most important aspects of a superhero game. In comics, the heroes rarely have a stand-up fight with the villains and win. Either the villain has an ace in the hole (“If you ever want to see your Aunt May alive again...”), or the villain is too powerful, and the hero must find a clever way to beat him. Power Negation deals with the latter.

The second time a villain is encountered, the heroes can reveal their plan. It usually takes the form of either luring him into a trap (“If we get him to fight us at the city power plant, the magnetic field will interfere with his invisibility”), or using a character’s powers in a clever way (“If I reconfigure my death ray, it will create a reverse atomic polarity magnetic... something and then we’ll see how strong he is!”) If the players put some thought or effort into the plan, then it should reduce the villain’s power enough to make it an even match. If they did not put much thought or effort into it, the plan should fail and the players should be forced to flee again with a bruised backside.
This can also be used against the players. There are some combinations of powers that are “uber”, and players who use these will often smirk in satisfaction at their own invulnerability. This is one of the ways to deal with them. There are others, as shown below.

Dealing With “Uber” Characters
There are a few combinations of powers that are “uber”, meaning that they seem to make a character completely invincible. This is an illusion. There are many ways to harm these characters, as I will demonstrate.
The most obvious example of an “uber” combination is intangibility or no-delay-teleportation combined with high initiative. This will make characters almost impossible to harm. However, there are several ways to beat them. One, higher initiative. A speedster can hit them before they are able to turn intangible or teledodge. Two, stealth. These powers only work against attacks they can see coming. Three, area effect. For short-range teledodgers, a radius attack will do the trick. Four, status attacks. For intagibles, various status attacks can take them out of commision.
So as you can see, this combination is really not as invincible as it seems. Against most people it is, but that’s true of many superpowers. Powers aren’t supposed to have counters available to any and all types of heroes. If they did, they wouldn’t be super.
Called shots and destructable devices
Some heroes use devices for their powers that can be damaged, disabled, or destroyed. These devices can be damaged with a called shot, or by a radius or cone attack. If damaged with an area attack, all devices sustain only half damage, full damaged for a called shot. Such called shots suffer a -3 to hit. There is no severity roll.
Where does a missed shot land?

Usually it does not matter where a missed shot ends up, but with radius attacks, it becomes of critical importance.

A missed shot lands in a random direction from the target square, at a random distance that grows according to range and MoF (Margin of Failure).

For direction, roll 1d8:

1 = North

2 = North-East

3 = East

4 = South-East

5 = South

6 = South-West

7 = West

8 = North-West

For distance, roll 1d4, and modify with the following:

1. Multiply by MoF

2. Multiply by 1/100 of the distance to the target, ignoring all fractions.

The resulting number will give the precise square that the attack lands. Sometimes, this will still be close enough to catch the target in the radius. Other times, it may hit an innocent bystander. Given a high enough MoF, it may even blow up at the attacker’s feet!
Example Heroes of Each Power Level
1
The Punisher from Marvel, Ozymandias from Watchmen, Bruce Lee from real life.
2

Batman from DC, Invisible Girl as originally debuted (her only power was turning invisible).
3
Captain America (minus the shield) from the Avengers, Mr. Freeze from Batman, Mystique from X-Men.

4
Few characters from comics inhabit this level. Mostly lesser heroes and sidekicks to greater ones.

5

A common PL in comics. The X-Men and their foes, early Fantastic Four.
6

Also fairly rare. Magneto and Professor X before their powers were exaggerated.

7

Examples abound. Spiderman, Iron Man, later Fantastic Four.

8

The Hulk, Thor, the Submariner.

9

Silver Surfer, Wonder Woman, Martian Manhunter.

10

Superman, the Flash, Green Lantern.

Greater than 10

Exagerated Superman, Galactus, Beyonder, Ego, Monitor, etc.
