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Costs of Powers
There are five cost structures for powers: 

1. Each SP buys x points of effect. Effect could be points of damage, resistance, hit points, etc. These are called “incremental buy”.

2. A certain effect costs a flat amount of SP. Used mainly for speed powers or others where the effect should not necessarily scale linearly to the cost. These are called “flat buy”.

3. A certain effect costs x% of starting SP. Used for a variety of powers . Useful for powers that should be available to lower Power Level heroes but are not “gimmes” for high PL ones. These are called “percentage buy”. Because heroes at very high power levels should have access to more of these types of powers, there is a cost limit of 10 SP per percentage point, so a power that normally costs 15% of starting SP would cost a flat 150 SP. This only comes into effect for heroes at Power Level 7 or higher.
4. The cost depends on another power. Used for melee and ranged weapons. These are called “proportional buy”.

5. A certain effect costs a flat amount multiplied by the Power Level. These are used for powers that are out of reach for low Power Level heroes but very cheap and common for high PL ones.

Modifiers
There are a variety of factors that make one hero’s power different from the next, even if they are both fly and shoot bolts of lightning. These are modifiers, and there are three varieties of them.

1. The first are “decimal modifiers”, like .95 and 1.2. Whichever cost structure was used to arrive at the base cost for a power, that cost is multplied  by the first modifier. That sum is then multiplied by the second modifier, etc. There is no limit to the number of modifiers a power can have.
2. The second are “percentage modifiers”, used with percentage buy powers. They add x% to the base cost. A +2% modifier to a “10% of starting SP” power would come out as 12% of starting SP.
3. The third are “flat modifiers”. They add a set amount to the base cost of the power. Remember that the base cost is multiplied by all of the decimal modifiers. There is no real distinction between a flat modifier and combined powers.
Arguments
An argument modifies a modifier. This may seem complicated, but it is much better than having a list of separate modifiers a mile long to account for variation in them.

1. “Decimal arguments” are like decimal modifiers, and they are multiplied by the modifiers. They can be used with a value greater than one, and sometimes include a minimum value. A modifier with one of these arguments always has at least that value.
2. “Flat arguments” are like flat modifiers that add a set amount.
3. “Add” or “Subtract” arguments add or subtract a decimal or percentage from a modifier. A value of 1 adds or subtracts 1% or .01 to or from a modifier. For decimal modifiers with values less than 1, small additions or subtractions can make a huge difference in the power’s cost as the modifier approaches either 0 or 1. For that reason, there are some special rules. It takes an argument value of 2 to add or subtract .01 to or from a modifier with a value .60 or above. This increases to 3 for .70, 4 for .80, 5 for .90. In reverse, it takes 2 to add or subtract .01 to or from a modifier with a value .40 or lower, 3 for .30, etc. So a -50 argument will take a .53 modifier down to .25 (13 to .40, 20 to .30, 15 to .25, and the remaining 2 cannot affect any more change), but will only take a .98 modifier down to .88. These arguments will not increase a modifier above 1, or below .01. There are no such rules for adding to modifiers with costs above 1.
