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Wa rn i ng! 
Vi olence and the S u pe rn atu ra l  

The fantasy world of Heroes Unlimited™ is violent, deadly and filled with superhumans, 

aliens, supernatural monsters, and strange powers. Superhuman mutants, aliens, and nefari

ous villains threaten, rob, torment and prey on humans. Monsters, gods, demons, magic, in

sanity, drugs, biological experiments, war and heroic adventure are all elements of this book. 

Some parents may find the violence, magic, super abilities and supernatural elements of this 

book inappropriate for young readers/players. We suggest parental discretion. 

Please note that none of us at Palladium Books condone or encourage the occult, the prac

tice of magic, the use of drugs, vigilantism or violence. 

New s u pe r  abi l i t ies for the Heroes Unlimitec:fM RPG, 2nd Edition. 
Com pati b le  with Ninjas & Superspies™, After the Bomb® 
and the enti re Pa l lad i u m  Boo ks® Megaverse®! 
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Powers Unlimited® Three 
Wel l  this is the th i rd i nsta l lment of the Powers Un l im ited 

series, and I on ly hope it is as wel l  received as the fi rst 
two books in the series. U nfortunately , some of what I 
wanted to put i n  th is book wou ld  not fit i n  the 96 pages 
orig ina l ly p lanned for th is boo k. In fact, Kevin had to i n 
crease the  page count to  1 28 pages to  sq ueeze i n  j ust the 
1 34 new super ab i l it ies ! Of cou rse , th is means there wi l l  
have to be  a Powers Un l imited ® Four someti me in  the 
futu re. 

How do I come up  with al l  these ideas for new super 
ab i l it ies? The gamer s ide of me makes dyi ng to have new 
su per ab i l i ties for my Heroes U n l imited ™ games and the 
just come to me.  This book is designed to not on ly g ive 
you r  characters a vast new powers , but to take them and 
create new possi bi l it ies, adventures,  heroes and v i l la ins .  

I have always loved Heroes U n l i mited ™ ,  and to be 
able to write a series of books that helps to expand the 
possi b i l it ies for the H U2 ser ies has been a g reat thri l l .  I 
persona l ly  feel  that, more than any other Pal lad i um RPG , 
Heroes U n l imited™ tru ly represents the unlimited possi

bilities in role playi ng ,  with more freedom to create the 
heroes of your d reams and more end less possi b i l it ies than 
any other RPG setti ng ,  period . Comic book RPGs g ive us 
al l  the opportun ity to be the noble heroes that we al l  wish 
we cou ld be. After a l l ,  that's why we play role-play ing 
games, right? 

Wel l ,  let's create some g reat new characters and set 
out on adventu re with Powers U n l imited ® Th ree. Have 
a su per game! 

- Carmen Bellaire, 2006 
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Anato m i cal  Man i pu lati on 
The super  being  possesses the un ique ab i l ity to rear

range h is own i nterna l  organs and tissue,  enabl ing h im to 
move vital organs to u nexpected locations with in  h is  own 
body ,  as wel l  as adjust the location of bones, carti lage and 
other interna l  structu res ,  wh i le  mainta in ing the norma l 
function ing of a l l  h is inte rna l  systems. 

The character can a lso make flesh pockets with i n  h is 
own body to hide smal l  i tems i nside h is body without any 
d iscomfort or  damage. Such i nterna l  rearrangement i s  
rare ly visib le  to  the naked eye , d isg u ised by  the charac
ter's own sk in and body shape. On ly if the character physi
ca l ly  moves his exterior features (nose, l i ps, ears) is there 
an obvious d istortion to h is body .  

1 .  S h ifting Internal  Organs:  The hero can sh ift the lo
cation of h i s  inte rna l  organs i nside h is chest, abdomina l  
cavity, pelvis, th ighs ,  neck and  head to prevent attacks 
from stri ki ng vita l organs ;  other  locations with i n  the body 
are j ust too smal l to support an i nternal organ .  The exact 
location is  dependent u pon the character and the organ(s)  
he is  shifti ng around .  For Example :  The hero cou ld move 
his bra in i nto his belly or pelv is ,  swapping it for h is sma l l  
in testi nes. Such a change wou ld prevent a head shot from 
ki l l i ng  the character, but a good kick to the pelvis/crotch 
has a 0 1 -50% chance of stu n n i ng the character ( red uce a l l  
combat bonuses and  attacks per  melee by  half for 1 06+1  
melee rou nds) ,  or even knocki ng h im  out  ( 0 1 - 1 0% 
cha nce) .  Lucki ly , any o rgans swapped aro u nd with in  the 
body become more resistant to damage due  to some i n 
nate aspect of  th i s  strange power. 

Duration:  The sh ifted organs can be ma inta ined i n  the ir  
new locations indefi n ite ly ,  but it takes 2 04 melee rou nds 
to swap a g iven set of interna l  organs around .  

Attacks per  Melee: No other actions  are possib le whi le 
sh ifti ng organs ;  it takes 204 melee rounds to swap out an 
organ for another. 

Effect: Once the character has sh ifted his bra i n ,  heart ,  
l ungs  and l iver to new locations with i n  his body ,  he be
comes immune to critica l stri kes and death blows d i rected 
at the "normal" areas and suffers on ly normal d amage.  
Add itional ly ,  i f  the bra in  is moved , the character ca nnot be 
knocked out by a blow to the h ead (as in the Boxing  ski l l ) ,  
bu t  i f  an opponent somehow knows the  location of  the 
bra in  (via the Living Anatomy abi l ity ,  X-ray Vision ,  a med i
ca l scan ,  etc. ) ,  the character can be knocked out as nor
mal when an attack is d i rected at th e new locations ;  the 
same appl ies for critica l stri kes and Death B lows . 

2. S h ifting Sensory Organs:  The character can a lso 
sh ift and move h is sensory organs .  Th is is norma l ly done 
with an eye(s) , but an ear(s) , the nose or  the tongue cou ld  
a lso be moved . A common tactic is to  p lace an eye on a 
han d ,  in order to see around  a corner by sticking the 
eye-hand around the corner. Another is moving an eye to 
the back of the head , to prevent being  su rpr ised . But s imi
lar tricks can be done with any of the sensory organs .  

Duration:  The shifted sensory organs a re harder  to main
ta in ;  five m inutes per level of experience ,  but it sti l l  takes 
204 melee rounds to move a g iven set of sensory organs 
around .  
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Attacks per Melee: No other actions are poss ib le whi le 
sh ifti ng organs .  

Penalties : I f  the character has sh ifted h is  eyes arou nd ,  i t  
wi l l  be more d ifficult to see due to the strange overlapping 
images and unusual  perspectives .  -2 penalty to stri ke , 
parry ,  dodge, and a l l  other combat moves. I f  the character 
has an eye looki ng in both d i rections ,  he can not be sur
prised . 

3. Flesh Pockets : By moving and a lteri ng the body's 
tissues,  a natu ral  pocket can be created with i n  the charac
ter's own body . The size of these pockets is l im ited to 
about twelve inches (0 . 3 m) cubed i n  tota l ava i lable vol
ume ,  but the d imensions can be alte red to fit the whim of 
the character. Th is wou ld a l low the character to h ide away 
a smal l  object , l i ke a p istol , hand g renade ,  kn ife ,  computer 

d isk ,  pocketbook, keys , etc. , but noth ing bigger than a 
handgun .  The outside of the flesh pocket looks l i ke norma l 
ski n ,  which it is ,  with no obvious open ings o r  access. Only 
the character h imself can access the i nside of the pocket 
without cutting h im open l i ke a fish .  

Duration:  Easy to  mainta i n ,  with a d u ration of  one hour  
per  level of  experience ,  but  takes 2 04 melee rou nds to 
create one .  

Attacks per Melee : I t  takes two melee actions/attacks 
(about 5 seconds) to i nsert or remove an item from a flesh 
pocket. 

Maximum Number of F lesh Pockets : One at leve ls 1 ,  4 ,  
8 ,  and  1 2 . 

4. Other A bi l ities & Bon uses : The character can ma
n ipu late and a lter his jo ints and bones, enabl ing him to 
eas i ly s l ip  out of handcuffs or manacles, wiggle out of 
ropes, cha ins or stra ightjackets ;  +25% to Escape Artist 
ski l l .  I f  that ski l l  is  not known , then the ch aracter has a 
base 40% chance of s l i pp ing h is  bonds. +206+3 to H it 
Poi nts. 

Awe Facto r (opt ional )  
Awe Facto r works the same a s  Horror Factor, on ly peo

ple are so impressed or amazed whenever the su per be
ing makes h is i n it ial appearance, all who see h im ,  
incl ud ing other superhu mans and v i l la ins ,  must ro l l  to 
save vs Awe Factor. To save, th e characters must rol l  a 
020 and get a n u mber eq ual  o r  h igher than the super be
ing 's  Awe Factor. A successfu l savi ng th row means that 
the character is  not awestruck and attacks/reacts without 
hes itation or  penalty ,  a nd does not have to rol l  to save 
aga in  u nti l the i r  next meeti ng .  

A fa i led ro l l  means  the awestruck i nd iv iduals lose i n itia
tive and one melee attack/actio n  for that one melee rou nd .  
Al l  subseq uent melee rou nds the ind iv idual(s) functions as 
normal .  

The Awe Factor on ly appl ies whenever th is  impressive 
being  makes h is  i n it ial appearance that day, and when he 
does someth ing  amaz ing  or ve ry heroic regard less of how 
many times the same i nd ividu als may have seen h im in  
the  past. 

Awe Factor: 1 04+ 1 0 , + 1  at levels 4, 8 ,  and 1 2 . 

Bon uses : A su per be ing with th is power is ,  h imself, +3 to 
save vs Awe and Horror Factor. 



Bio-A u ra 
The B io-Aura p rotects and affects the character's 

equ ipment and cloth ing  from h is  other super ab i l it ies. 
Thus ,  if the character can Alter Physical Structure: Fire , 
h is  cloth i ng ,  gun  and gear wi l l  not be i ncinerated when he 
transforms . I f  he can grow or shrink, so wi l l  h is  cloth ing 
and gear. L ikewise, a character capa ble of shape sh ift ing 
wi l l  not change out of his cloth i ng ,  and h is cloth ing or body 
armor changes (stretch es, expands,  transforms) with the 
character, mai nta i n i ng  its protective properties. In some 
cases, the cloth i ng  and gear seem to vanish when he 
takes on his Alter Physica l  Structu re (Le . , not v is ib le when 

he turns to rock, or fi re , or water, etc . ) ,  but rea l ly are sti l l  
there. The  armor's  S . D .C .  and A. R .  remain  u nchanged , 
but the cloth ing or a rmor a lso takes on  the same 
su per-powered traits as the character, so if the character 
is im pervious to fi re and heat, the cloth ing or armor is too.  

Simple weapons and tools also take o n  the traits of the 
character. As a resu lt ,  a sword wou ld  g row to match the 
new g iant-size hero .  (The g iant  weapon does on ly 1 D6 ex
tra damage, and a shru n ken weapon does 1 D6 less dam
age) .  Note: Personal items such as cloth i ng ,  wedd ing  
ring , necklace , watch ,  wal let, g lasses, etc. , are affected 
and protected by the ab i l ity ,  but there is a l imit to the 
amount of armor, weapons and equ i pment - restricting the 
character to just 100 pounds' (45 kg) worth of total cloth
i ng  and gear. Also note that any i tem(s) that are d ropped 
or th rown by the character, i nstantly l ose a l l  the B io-Au ra 's 
protective properties and retu rn to the i r  normal  state of be
i ng .  

Complex weapons and equipment, l i ke fi rearms, energy 
weapons, electron ics and mechan ical devices do  NO T 
change with the super bei ng ,  but ne ither a re they harmed 
by a transformation .  

Range:  Self. 

Cel l u lar Rot & Decay 
The super being is able to beg in  the process of ce l l u lar 

dete rioration in  any organ ic matter, both l iv ing and pro
cessed , i nclud ing humans ,  an imals ,  p lants ,  a nd wood , cot
ton and wool cloth ing ,  fu r, leather, paper, bones, food , 
organ ic po lymers ,  etc. The damage done is u n iq ue ,  be
cause the cel lu lar  structure of the ta rget is broken down 
(at least at the pOint of contact) and decay immed iate ly 
sets i n .  The wounds infl i cted on l iv ing creatu res take twice 
as long to hea l ,  and the damage done to non- l iv ing or
gan iC  materials cannot be repaired ( but the piece can be 
removed and rep laced , or patched . Note: Th is power on ly 
works on o rganic matter, and " l ife forms" made of m inera ls 
or other i norgan ic su bstances are not affected ,  l i kewise 
meta ls, ceramics, mach ines a nd energy forms cannot be 
affected by th is super ab i l ity .  

1 .  Rotting Wood , Cloth ing ,  Leather, Paper, Bones & 
Other Processed and Un l iv ing Materials : Organ ic  mat
ter that is a lready dead and processed such as a wooden 
door, leather stra ps, etc , a re easier to rot and weaken .  I n  
th is case, deterio ration/rotti ng beg ins immed iate ly . An oak 
door or a th ree foot (0 . 9 m) d iameter of wood flooring is  
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red uced to soft, crumb l ing  wood , easi ly punched th rough 
(two S . D . C . )  in  less than th ree min utes .  

Range:  I n itiated by touch,  but the deter ioration conti n ues 
on ly as long as the super being  is  with i n  range;  1 0  feet (3 
m) per level of experience.  

Lim itations:  A th ree foot (0 . 9  m) d iameter, or 30 Ibs ( 1 3 .5  
kg ) per touch , wh ichever is g reater. The  super being can 
affect one entire object if l ight  or smal l  enough ,  or part of 
the item, l i ke one leg of a ta ble or chair, one particu lar 
boa rd ,  etc . Touch ing a large area of wood ,  such as a 
fence, wa l l  or hu ll of a boat wi l l  affect one board/s lat. Fur
thermore ,  the su per being  can l imit the size from the maxi 

mum to the size of a peephole pushed through by h is fin
ger .  The super be ing may also touch a larger, heavier 
item,  l i ke a door or  tab le ,  more than once in severa l d iffer
ent p laces to affect the ent i re object. 

Duration:  The rotti ng/deterioration process takes place for 
two melee rounds per level of experience ,  per touch . So a 
fi rst level super  be ing touch ing an object once wi l l  red uce 
its S . D .C .  by 20% i n  two melee rounds ( 1 0% per melee) . 

Damage: Processed, nonliving material (wood , leather, 
rope, cloth ing , paper, bone ,  etc. ) ,  loses 1 0% of its orig ina l  
S . D . C .  eve ry melee rou nd ,  so most materia ls are reduced 
to a frag i le two S . D .C .  i n  1 0  melee rou nds (two and a half 
min utes) .  Th is power wi l l  a lso affect ru bber. Most o i l  prod
ucts , ru bber and organ ic  polymers wil l  be completely rot
ted away i n  one to fou r  m in utes. 

Attacks per Melee: Each use of the rott ing touch cou nts 
as one melee attack. 

2. Wither Fles h :  Affects a l l  l iv ing ,  organiC materia l ,  in
cl ud ing people ,  a n imals ,  p lants, trees, and other l iv ing or
gan ic matter, a lso by touch .  The on ly d ifference is that 
l ivi ng  be ings can heal back the damage infl icted by th is at
tack. 

Range:  Touch on ly .  

Duration:  I nstant .  To cause fu rther  damage the character 
must touch h is  victim ag a in .  

Damage: 2D6 + 1  add itiona l  po int  per  level of  experience. 
Damage is  fi rst i nfl icted u pon S .D .C .  and then Hit  Points 
when S . D. C .  are depleted , but H . P . cannot be red uced to 
less than 6 points .  Although this attack can be used to 
weaken and hu rt people ,  it can not kil l them outright. 

Attacks per Melee : Each use of th is power cou nts as one 
hand to hand attack for that melee rou nd .  

3.  Bonuses : +1  to  stri ke us ing th is power in  hand to 
hand combat, +2 to save vs d isease, inc lud ing spoi led 
meat, food and d rink ,  and  is  impervious to the Cel l u lar  Rot 
and Decay power. 

Corros ive Spray 
Characters with th is ab i l ity generate a spray of h ighly 

corrosive acid that can be released from either the palms 
of the hands or  from the character's mouth , but not both . 
The on ly problem with th is  corrosive acid is that it is harm
less against peop le ,  an i mals and organ ic ta rgets . It is l im
ited to damag ing  meta l ,  p lastic, ru bber, wood and 
ceramics, but not g lass, flesh or  other l iv ing materials  
(p lants ,  etc. ) .  Does ha l f  damage to  stone, brick or con-



crete. Thus ,  it can be used to damage an opponent's body 
armor, destroy a gun  or piece of equ i pment, melt the lock 
off a door or a t ire off a car, and s imi lar  uses . 

Range:  Touch o r  sprayed u p  to 1 0  feet (3 . 1  m) ,  +2 feet 
(0.6 m) per level of experience. 

Area of Effect: Aimed at a specific target (g u n ,  knife ,  lap
top, etc. ) ,  or  can cover a 3 foot (0.9 m) d iameter. 

Duration :  I n stant, but the corros ive l i qu id cont inues to in 
fl ict damage for 2 04 melee rou nds ( up  to two min utes) o r  
unti l washed away with water o r  any  clean ing solution .  

Damage:  506 damage i mmed iate damage +306 damage 
per each subseq uent melee rounds for 204 roun ds. Re
member, the acid on ly effects inorgan ic  materia l ;  no  dam
age to l iv ing beings,  plants or  other  l iv ing organ ic materia l  
( not even if  shot i nto an  opponent's eyes) . 

Attacks per Melee: Each acid spray cou nts as one melee 
attack. 

Bonus: +2 to strike on an Aimed Shot, +5 to d i sarm by 
targeti ng the weapon held in the opponent 's hand when 
us ing the Corrosive Spray attack. No bon us to strike if 
shooting wi ld .  

Defensive Wi l l  
Defensive Wi l l  is a power that temporari ly heightens the 

su per being 's  senses and reflexes fo r the exclus ive pur
pose of defense. When activated , th e character tu rns a l l  
h is  attention toward defend ing h imse lf or others u nder h is  
protection .  Th is power must be used at  the beg i nn i ng of  a 
melee rou nd and the super be ing is unab le to attack and 
i nfl ict damage for the ent ire period he is  on the defensive . 
However, h is defensive abi l it ies are magn ified to g ive h im 
ag i l ity and speed . 

Range:  Self; close combat. 

Duration:  Two melee rou nds (30 seconds) per level of ex
perience. 

Bon uses when the Defensive Wi l l  is in place : 

+3 on in itiative. 

+2 to automatic dodge ( ro l l  to dodge as usua l ,  but the 
act of dodg ing does not use up an attack) . 

+2 to parry .  

+3 to  ro l l  with impact. 

+4 to entang le or p i n .  

+5 to  pu l l  pu nch . 

+5 to d isarm. 

+6 to Spd attribute . 

+ 1 0  to S . D . C . 

Can dodge bu l lets and energy blasts with absolute ly no 
pena lty to dodge.  

Can deflect arrows , spears, th rown kn ives and other 
th rown objects with h is bare hands at half h i s  usua l  bonus  
to  parry and without inj u ry to  h is  hands or arms. 

Penalties : The character must remain  pu re ly on the de
fens ive for the ent ire melee round .  After a feat of Defen
sive Wi l l ,  the character's usua l  bonuses and S pd are 
red uced by half for 1 06+ 1 melee rou n ds .  
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D i m ensional  Pocket 
The character ca n create a true  " pocket" d imension that 

on ly the hero can access at wi l l .  To access the Dimen
s ional  Pocket, the super bei ng  must put his hand into a 
rea l pocket or smal l  bag of some ki n d .  When  the power is  
activated , a g lowing soft wh ite l ight  rad iates from the 
open ing of the pocket or bag . To those watch i ng ,  it is as if 
the character's  hand d i sappears as it enters the pocket, 
but in rea l i ty , he is just reach ing  into h is  personal  d imen
s ional  pocket. When he removes h is  hand from the 
pocket, it comes out ho ld ing  whatever object the hero was 
attempting to retrieve. Putti ng an object into the d imen
sional  pocket is  done the same way. 

S ince the Dimens iona l  Pocket requ i res an actual 
pocket or small bag - l im ited to the size of a woman 's  
pocket bag or  man 's  trouser pocket - the items that can 
be placed i nside the d i mension must be handheld and 
able to fit through  the open i ng .  The advantage is that 
many sma l l  items can be conta ined with i n  the d imensional  
pocket, such as a note pad , pen ,  ma rker, penci l ,  ca lcula
tor, P DA, cel l  phone ,  d ig ital camera ,  wal let & money ,  
wrench ,  screwdriver, kn ife , gun ,  hand grenade, bottled 
water, can of soda ,  and s imi lar . To retrieve a particu lar  
item,  the super be ing m ust remember the item and con
centrate on removing it from the pocket. I f  he forgets what 
is i n  the pocket, he is u nable to menta l ly su mmon up that 
item when he reaches i n to the pocket. There is no l imit to 
how long the character can store items safely i ns ide the 
pocket. 

Range:  Touch ,  and must reach i nto a real pocket to use 
th is power. 

Duration :  The D imensional  Pocket is permanent and its 
contents a re locked in stas is ,  frozen in t ime. 

Damage:  None. The characte r cannot use the Dimen
sional Pocket to harm others and can not p lace even t iny 
l ivi ng  creatu res, l i ke a mouse, i nto the pocket. 

Attacks per Melee : Retriev ing an item takes 7 seconds 
and uses u p  half  the character's attacks for that melee 
round .  I f  there a re more than 1 2  items conta ined ins ide 
the pocket, it wi l l  take a fu l l  melee round ( 1 5 seconds) to 
locate and remove a specific item.  

Dis persal  
This strange power  enables the super being to 

d iscorporate and d isperse h is  molecu les over a large 
area , effectively becoming i ntang ible and invis i ble ( i nvis i
b le even to heat, motion and other sensors) .  The charac
ter can hear and see everyth i ng  that transpires with i n  the 
area he is d ispersed over, but cannot move, fight, ta lk ,  
speak, use pSion ic powers or cast spel ls  wh i le d ispersed . 
Al l he can do is h ide  or observe. Wh i le d ispersed , the 
character is also invu lnerable to al l ki netic and energy at
tacks, inc lud ing fi re , heat, e lectricity ,  lasers,  bu l lets , 
punches, kicks, etc. H e  is ,  however, sti l l  vu lnerable to 
most pSion iC  attacks and mag ical  spel ls ,  and can be de
tected via P resence Sense and telepath ic probes/scans 
( reg isteri ng on ly as an u n seen presence) .  



This power is pr imari ly used to avoid combat, to h ide ,  
or to  spy on a particu lar  location by d ispersing over an 
area that the character wants to keep under observation . 
When the character reforms he  can pu l l  h i mself together  
a t  any spot with in  the  rad ius  he covers . 

Range:  Self. 

Area of Effect: The hero's body d isperses up  to a 20 foot 
(6. 1 m) rad ius .  

Duration:  The d ispersal can be mai ntai ned for 5 min utes 
per level of experience. 

Attacks per Me lee : Dispers ing  ta kes p lace i n  a coup le  
seconds and counts as on ly one melee attack/action .  
Re-materia l iz ing takes a b i t  longer and counts as  two me
lee attacks . 

Bonus:  Dispersal can be used as a dodge maneuver with 
a +3 bonus  to dodge. 

Dwarfi ng 
At fi rst g lance, th is  odd ba l l  power seems s imi lar  to the 

major super ab i l i ty Shrink, but un l i ke that power, the char
acter with dwarfi ng can only reduce h is heig ht by 50%; ex
actly by ha lf, no more or less . Strangely ,  the character' s 
normal we ight/mass is tripled when Dwarfed (no less than 
300 Ibs/1 35 kg ) ,  i ncreas ing h is  relative dens ity and 
strength . H is cloth ing ,  but not h is equ ipment ,  also shri nks 
with h im ,  to match h is  d im inu tive new size. This power 
turns the character i nto a sma l l ,  but tough  runt, rather l i ke 
a classic dwarf from fa i ry ta les and ro le-play i ng games.  

Attacks per Melee:  I t  takes on ly one melee attack/action 
to shri nk  to h is dwarf-size, or  to retu rn to h is  norma l size. 

Bon uses : Gains  a Natural A. R .  of 1 0  when dwarfed ,  
+ 1  D6x1 0 S . D .C . , +5% to Prowl ,  +2D4 to h is  P .S .  attribute .  
However, the P .S .  i s  not "super" u n less o n e  o f  the Super 
Strength ab i l it ies is a lso taken .  Due to the hero 's compact 
muscles and added strength when dwarfed ,  he can leap a 
d istance equal to h is P .S .  x2 feet (0 .6  m) ,  o r  x4 fo r those 
with Supernatu ra l  P .S .  Leaps can be made horizontal ly or 
vert ica l ly from a stand ing start , so a normal P .S .  of 1 2  can 
j ump  24 feet (7 .3  m) .  

Penalties : The character's Speed attri bute is  ha lved when 
dwarfed , a nd the hero is  a lso -2 to i n i tiative , parry ,  and en
tang le. 

Energy F ists 
The hero is able to generate sh immering  energy sur

rou nd ing both of h is arms and hands .  With the energy 
fie lds i n  p lace the hero is able to perform amaz ing  feats 
with them,  creati ng energy bu rsts by clapp ing h is hands ,  
performing energ ized punches and parry ing/deflecting in
coming ranged and melee attacks with j ust h is  arms/ 
hands .  The energy fie lds (both arms must be energ ized at 
the same time) can be erected at wi l l  and mainta ined unt i l  
cancel led . 

1 .  Energized Pu nch : With the energy fie lds over h is  
arms, the character can perform powerfu l energized 
punches, at least unt i l  he cancels the ab i l i ty ,  but the en
ergy fields prevent the hero from ho ld ing a nyth ing  i n  h is  
hands or perform ing de l icate tasks .  

1 0  



Range:  Hand to hand combat; self. 

Duration : Remains u nt i l  cance led or the character is ren
dered unconscious .  

Damage: 206 per punch,  or 406 for a power punch at
tack; p lus any bonus for a P .S .  of 1 6  or h igher. 

Attacks per Melee: Each punch counts as one melee at
tack, a power punch cou nts as two . 

Bonus:  + 1  to stri ke with fists and arms. 

2. Power Clap/B urst: The character can generate a 
burst of dead ly energy by s lamming h is  energ ized palms 
or fists together, l i ke an  explosion of energy that eru pts 
and fi res fo rward . 

Range:  1 0  feet (3 m) per level of experience .  

Duration:  I nstant .  

Damage: 1 04 points per level of experience; a lways in
fl icts fu l l  da mage .  

Attacks per Melee : Each power c lap counts as two melee 
attacks. 

3.  Parry/Deflect: The energy fields can be used to 
parry/block incom ing ra nged weapons such as arrows , 
bu l lets , lasers ,  energy beams/blasts , and s imi lar  attacks 
that are not area effect attacks (can not parry a g renade o r  
rocket blast) . Can not parry m issi les, vol ley attacks, area 
effect attacks or bu rsts/sprays of projecti les. Roll a norma l 
parry at +2, p lus any P . P .  attribute bonuses (no other  
parry bonuses app ly ) .  I f  successfu l ,  the attack is deflected 
and h its the g rou nd 406 yards/meters away . The charac
ter can not accurately deflect the attack into a specific en
emy target or location .  S uch a deflect ion may hit  an al ly or 
i n nocent bystander (up to the G . M . )  if used in  a crowded 
area. 

The protective Energy F ists a lso al low the- character to 
parry melee weapons with h is energy covered hands ,  
even energy-based melee wea pons, l i ke a flaming sword , 
Psi-Sword , energy blade ,  p lasma axe , etc. , without fear of 
damage or inj u ry .  

4. Other Abi l ities & Bonuses : + 1  to  d isarm and +3 to 
pu l l  punch .  

Energy Exp u l s io n : Heat 
The character is  able to generate a beam of coherent 

heat waves ,  without any flames. The character can gener
ate the heat beam from either his eyes , or  one or both 
hands.  The thermal energy from this power concentrates 
with in  its target as it passes th rough it. The natu re of the 
heat beam is such that it is  nearly impossib le to see, ap
pear ing on ly as a sh immeri ng ,  sem i-vis ib le ,  heat haze . 
The character with th is power is a lso resista nt to heat and 
fi re h imself, taki ng  on ly ha lf  damage. 

Range:  300 feet (9 1 . 5  m) maximu m .  

Duration:  I nstant .  

Damage: + 1 06 at levels 1 ,  3 , 6 ,  9 ,  1 2 ,  and 1 5 . 

Specia l :  The more powerfu l and experienced characters 
(3rd level and h igher) can reg u late the strength of each 
blast in i ncrements of 1 06 da mage. Un l i ke other Energy 
Expu lsion powers , the heat beam cannot be d ivid ed be
tween two targets . 
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Attacks per Melee : Each b last counts as one melee at
tack/action . 

Bon uses : As per the cha racter' s usual ly bon uses. The 
Heat Beam is  nearly inv is ib le ,  it looks l i ke a ray of heat 
haze,  making opponents -3 to parry o r  dodge. 

Energy Expuls i o n : 

L ig ht Exp losion 
The character g lows for 1 04 seconds and boom,  a 

powerfu l burst of l ight is generated i n  a l l  d i rections with ef
fects s imi lar  to a riot control fl ash g renade. Th is power is  
g reat for shak ing off numerous assa i lants , o r  for creati ng a 
rather spectacu lar d istraction .  The character with th is ab i l 
ity i s  natu ral ly resistant to l ight-based attacks (takes half 
damage from any l ight o r  laser attacks) and he can see in 
the brightest of l ight; ca nnot be b l i nded by strong l ight  or 
lasers. 

Range:  The l ight bu rst has a rad ius  of effect centered on 
the character and affects everyone with i n  a 30 foot (9 . 1 m) 
rad ius ,  +3 feet (0 .9  m) per leve l .  Range can be regu lated 
by i ncrements of one yard/meter. 

Du ration :  I nstant .  

Damage:  1 04 damage to everyone  i n  the blast rad ius ;  
damage does not  increase with experience. 

The l ight burst a lso temporari ly b l i nds everyone with in  the 
blast rad i us  for 404 melee rou nds .  Victims are - 1 0 to 
stri ke, parry and dodge , and those who pan ic and try to 
ru n have a 01 -75% chance of fal l i ng  o n  their face ( 1 06 ad
d it ional damage) per 1 0  feet (3 m) they try to travel .  

Attacks per Melee: Each l ight  bu rst cou nts a s  two melee 
attacks . 

Saving Th row: A savi ng th row can be made,  but req u i res 
a ro l l  of 1 6  or h ig her p lus any P . P .  bonuses ,  as the victim 
tries to sh ield h is eyes before the l ight  explosion goes off. 
Those who successfu l ly save are not b l i nded .  Those with 
cybernetic or b ion ic eyes are immune to the b l i nd ing l ight. 

Bon uses : Everybody with i n  the rad ius  of the b u rst of l ight 
takes damage and is l i kely to be b l i nded from the attack. 

Penalties : Careless use of th is  power may also b l i nd and 
harm a l l ies and i n nocent bystanders .  

Energy Expu ls i o n : Part ic le  Beam 
The character is able to project a raw beam of ener

g ized particles at his target, the beam is  s imi lar  to that 
used in particle beam weapons.  The character must a l 
ways generate the particle beam from h is eyes. 

Range:  400 feet ( 1 22 m) maximu m .  

Duration:  I nstant .  

Damage: 406+4; the damage cannot be modulated or de
creased by the character. 

Specia l :  When ro l l i ng  the 020 to strike with the particle 
bea m,  the norma l rules are mod ified as fo l lows. ONLY a 
Natural roll (not mod ified by bonuses) of 1 2-20 h its. An 
1 1 - 1 8 is on ly a nick, dOing the damage l isted above , but a 
ro l l  of 1 9  or 20 is a direct hit and infl icts 606+ 1 6  damage ! 
A n ick ind icates that the partic le beam merely g razed the 



target, wh ich probably means part of it is va porized . A fu l l  
on h it mea ns that i t  was blasted for the  fu l l  damage, and 
may have been atomized !  The particle beam can not be d i
vided between two targets. 

Attacks per Melee: Each b last counts as three melee at
tacks ! 

Bon uses : + 1  to stri ke on  Aimed Shots on ly .  

Penalty :  L im ited n u m ber  of shots per melee round and al
ways infl icts max imum damage.  

Energy Exp u ls i o n : Shadow Bolt 
The super being is  ab le  to g enerate a b last o f  i n ky 

blackness, l i ke an energy beam of pure darkness. The bolt 
is generated from h is eyes or  one or both of the hands.  

The character can also generate shadows on h is face 
and body to conceal h is features and make h imself s l ig htly 
harder to strike i n  combat; attackers are -1 on i n itiative 
and - 1  to stri ke the shadowy character when he seems to 
part ial ly b lend in with other shadows around h im .  The 
shadowy hero is  res istant to other shadow based attacks 
(half damage) ,  even if they are magical in nature .  

Range:  400 feet ( 1 22 m) maximum .  

Duration:  I nstant. 

Damage: 1 06 at levels 1 ,  3, 6 ,  9 ,  12 and 1 5 . 

Specia l :  Experienced characters (3rd level and h igher) 
can reg ulate the strength of each blast i n  increments of 
1 06 damage. U n l i ke some other Energy Expulsion pow
ers, the Shadow Bolt can not be d iv ided between two tar
gets . 

Attacks per Melee : Each b last counts as one melee at
tack/action . 

Bon uses : +2 to strike if an Aimed Shot, on ly +1 to strike if 
shooting wi ld . The Shadow Bolt is nearly i nvis ib le at n ight ,  
in  heavy shadow or  i n  unnatu ra l darkness, so opponents 
are -2 to parry or dodge the bolts. 

Energy Expu ls i o n : Son i c  Boo m 
A sonic wave of sound i s  generated by the super being , 

much l ike the sou nd of a jet breaki ng the sound barrier, 
accompan ied by a wave of force push ing out from the 
character. The son ic  boom rad iates out from the su per be
ing in the d i rect ion he points at with h is open palm(s) . 
Those h it by the sonic b last feel  as if they had been 
punched in the chest and knocked backward . Their ears 
a lso ring .  

Range:  300 feet (91 . 5  m) + 1 00 feet (30 .5  m) per  level of 
experience .  

Duration:  I nstant .  

Damage: 306 damage, p lus there is a 0 1 -70% + 1 % per 
leve l of experience l i ke l i hood the v ictim of the blast is 
knocked off his feet and backward 206 feet (0.6 to 3.6 m; 
fly ing characters are knocked back twice that d istance) .  
Getting knocked off h is feet causes the vict im to  lose in i 
tiative and one me lee attack. The amount  of  damage in
fl icted can not be reduced or  decreased by the character. 

Special Attack: Blast ing an opponent in the head at close 

range (with i n  1 0  feet/3 m) has a 0 1 -80% chance + 1  % per 
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leve l of experience, of temporally deafen ing h im .  On ly op
ponents with some form of hearing protection can escape 
deafness. A deafened opponent is -4 to strike, parry and 
dodge for the next 2 04 melees rounds and cannot hea r 
anyth ing but a rush ing  sound and r ing ing .  

Attacks per Melee: Each son ic boom counts as two me
lee attacks . 

Bon uses : Note that th is character cannot be deafened by 
any means .  

Penalty : Every t ime the power is  used it makes a loud 
boom that can be heard at a d istance of two mi les (3 .2  
km) .  Th is  wi l l  a lert others to the character's presence ,  and 
continued use wi l l  le t  others triangu late h is  location by the 
sou nd of the booms. 

Extraord i n ary I ntel l ig e n ce 
The character is a h igh ly i ntel l igent and mental ly flexi

ble ind ivid ual .  H i s  gen ius  tru ly sh ines with i n  his personal  
area of expertise , a category of ski l ls which he g rasps on 
an i ntu itive leve l .  Note: The G . M .  shou ld ensu re that the 
player selecting this su per ab i l ity plays the character ap
propriate ly ,  as the Extraord inary LQ. power is  as much 
about ro le play ing the character inte l l i gently , as it is having 
a h igh LQ. rating and the ski l l  bonuses that come with i t .  

Bon uses : I ncrease LQ. to 22 + 1 06 ,  and apply a + 1 0% 
bon us to a l l  known Language,  Literacy and Mathematics 
ski l ls .  In add it ion , the character is +2 to save vs mind con
tro l ,  possession and i l l us ions ( i nc lud ing  mag ica l  ones) , 
and selects one add it ional Secondary Ski l l  at leve ls 3 ,  6 ,  
9 ,  1 2  a n d  1 5 . Each new ski l l  starts a t  level o n e  with one 
add itional  ski l l  program.  

Area of Expertise (Special) : The character's extraord i 
nary inte l l i gence sh ines i n  one particu lar  area of  expertise . 
To reflect th is ,  the character's ski l l  percentages i n  h is area 
of expertise cont inue to i ncrease with experience and go 
wel l  beyond the normal 98% sk i l l  rati ng  cap !  

The player selects two skills from one o f  t he  fo l lowing 
ski l l  categories as h is area of expert ise: Communications, 

Domestic, Electrical, Espionage (excl ud ing  P ick Pockets , 
Sn iper and Wi ld erness Surviva l ) ,  Mechanical, Medical, 

Science, or Technical (may inc lude Computer Hacking 
found  u nder Rog ue ski l l s) ,  and gets a +20% bonus added 
to it in  add ition to any other bon uses from ed ucation ,  tra in
i ng  and LQ. bon us.  

For the two ski l ls  with i n  the character's area of exper
tise , the p layer must keep track of the character's tota l sk ill 
percentage ,  even beyond 1 00%,  because th is "extra" wi l l  
he lp  to offset ski l l  pena lties for tasks that are extremely 
d i fficu lt, executed under  stressfu l cond itions or i nvolve 
a l ien technology. Th is is done by tak ing the ski l l  over the 
top ,  say a ski l l  with a 1 35% profic iency ,  a nd subtracting 
any penalties that might  apply out of circumstance .  Th us ,  
i f  a pena lty of  -20% was app l ied to the ski l l  w i th  1 35%, the 
character is not bothered by the penalty because he sti l l  
has  a 1 1 5% ski l l  proficiency .  H owever, to  gauge the  actua l  
success, t he  character sti l l  has  to  ro l l  percenti le  d ice and 
rol l  98% or  u nder to execute the ski l l .  There i s  a lways a 
chance that even a character with Extraord inary I ntel l i -



gence wi l l  make a mistake sometimes (maybe he's too 
overconfident, just fu mbles, doesn't pay it enough atten
t ion because i t  is so easy ,  and so on ) .  I f  the ski l l  penalty 
was -60%,  then the cha racter with the ski l l  of 1 35% would 
perform it at 75% proficiency i nstead of h is  maximum 

98% , but he  sti l l  has a tremendous advantage at  getti ng i t  
right .  

Fi reworks 
An odd ab i l ity in wh ich the character can generate pyro

tech n ic fi reworks-l i ke d isp lays fi red from his hands,  com
plete with popp ing and whistl i ng  sou nds. These fi reworks 
can be used to create a d istraction ,  to b l ind an opponent ,  
s ignal  for help ,  or l ight up an  area with wel l  t imed fla res. 

1 .  F i reworks Display : The character can create a clas
sic fi reworks d isp lay by do ing noth ing more than point ing 
h is  hands to the sky and d i rect ing h is power u pwards.  Th is 
d isp lay of pyrotech n ics can be seen and heard up to two 
mi les (3 .2 km) away and  the fi reworks reach 1 000 feet 
(305 m) in the a i r, a l lowing them to be seen easi ly .  Th i s  
ab i l ity makes for a g reat a larm ,  signa l ,  d istress beacon or  
d istraction . The d isp lay can be shaped by the character to 
contro l the shapes, co lors ,  spacing and pacing of fi re
works bursts. Base Sk i l l  to Shape F i reworks: 45% +5% 
per level of experience. 

Duration:  The fi reworks d isplay can be mainta ined for up 
to five min utes (20 melees) per level of experience. 

Damage: None ,  the d isplay is harmless. 

Attacks per Melee :  Uses up al l  Attacks per Melee round .  

2. Fireworks Blast: The super  being can fi re a shower 
of g l itter ing wh ite and g reen sparks at an opponent or tar
get. 

Range:  50 feet ( 1 5 . 2  m) per level of experience. 

Duration:  I nstant. 

Damage:  204, + 1 04 at levels 2 , 4 , 6 , 8 , 1 0 , 1 2  and 1 4 .  

Attacks per Melee : Each b last counts a s  one melee at
tack. 

Bonuses :  +1 to strike if an Aimed Shot, no bonus to strike 
if shooti ng wi ld . 

3. F lare Burst: A bri l l iant fla re bu rst that hangs u p  i n  
the sky for 1 04 melee rou nds ( 1 5-60 seconds) before i t  
slowly descends to  t he  g round (takes another 1 04 melees 
to descend and burn o ut) . This fi reworks d isplay i l l umi
nates an a rea br ight enough to read . May be used as a 
signa l  beacon or to l i ght u p  a battleground at n ight. 

Area of Effect: 200 foot (61 m) rad ius .  

Duration:  1 04 melee rounds of maximum i l l um ination , 
+ 1 04 additiona l  melee rou nds where the l ig ht is half  and 
the flare descends to the g round .  

Damage: None ;  used to  l ight  an a rea or s ignal others. 

Attacks per Melee: Each flare counts as one melee at
tack. 

4. Ign ite F lammables : By shooting wh ite hot embers 
over flammable materia ls  (dry g rass, rags ,  d ry wood , gas
o l ine ,  etc. ) ,  the character can i gn ite fi res with h is fi reworks . 

Range:  200 feet (6 1 m) max imum.  

Duration :  I nstant. 
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Damage:  Just 1 04 damage, but there i s  a 01 -75% of ig
n iti ng  flammable materia ls .  F lammab les must be present 
i n  o rder to ign ite them and sta rt a fi re . H uman body hai r 
and flesh ,  g reen vegetation ,  damp cloth ing and s imi lar  
materia ls cannot be set on fi re with th is power. Th is does 
not create a blaz ing fi re , j ust a shower of hot embers that 
may ign ite combustib le materia ls .  

Attacks per Melee: Counts as one melee attack or act ion . 

F l i g ht :  Space 

By Wayne Breaux Jr. , repri n ted from Al iens Un l imited ™ :  
Galaxy Gu ide™ for your convenience. 

Fl ig ht: Space i s  a "space age" su per ab i l i ty i n  which , i f  
not for the envi ronmenta l  l im itations  of working at fu l l  
power on ly  i n  outer space, wou ld  be a major  super ab i l ity . 
L ike F l ight :  Wing less, th is power enables the hero to fly at 
impressive speeds in  the vacuum of space and i n  low 
gravity en vironments. The h igher  the g ravity ,  the slower 

the hero can fly .  I n  a h igh  g ravity env i ron ment no fl ight i s  
possible.  

Earth g ravity al lows the character to gl ide in a manner 
identical to the Flight: Glide minor super ab i l ity (about 
40-50 mph/64-80 km; see page 232 of H U2) ,  but he en
joys none of the bonuses that come with that ab i l ity . 

I n  low g ravity the hero can race through the a i r  at 
speeds eq ual to Flight: Wingless (200 mph/320 km ; see 
page 233 of HU2) ,  but speed does N OT increase with ex
perience and the character enjoys none of the bonuses 
other  than +4 to dodge when hovering  and +6 to dodge 
when fly ing at 90 mph ( 1 44 km) or  faster. 

In outer space, the ch aracter is res istant to cold and ra
d iat ion . He or she can survive i n  space with on ly a l ight ra
d iation su i t  or spacesu it (with or without a helmet) , can 
breathe without a i r  for one hou r per level of experience, i s  
invu l nerable to  sma l l  b its of  fly ing debris  (has to  avoid 
large  ch u n ks and spacesh ips or  suffer  i nj u ry ) ,  and can 
reach impressive speeds .  

The speed starts at  Mach Two ( 1 520 mph/2432 km) , 
and i ncreases by Mach Two per leve l of experience, so a 
fifth level super being can fly through space at speeds of 
up to Mach 1 0  (7600 mph/1 2 , 1 60 km) .  Of cou rse , the 
character can fly at slower speeds as he or she desires. 
Why g reat speed (and imperviousness to the cond it ions of 
space) is on ly possib le i n  outer space is u n known . 



Bon uses : The fo l lowing bon uses on ly apply when i n  outer 
space .  

+ 1  attack per  melee rou nd (d ue  to speed and fl ight  ca-
pab i l i t ies) . 

+ 1  on in itiative. 

+1 to stri ke , parry and d isarm. 

+6 to dodg e.  

+ 1  to rol l  with impact, pu nch or fa l l .  

+206+6 S . D .C .  

Ampl ified , keen vis ion - can see smal l objects u p  to  five 
mi les (8 km) away in space. 

Half damage from cold and rad iation (twice as hard to 
get rad iation sickness: 0 1 - 1 5% chance instead of 30% ; 
none if he uses a s imple i nsu lated space or rad iation su it) . 

Special Combo :  When combined with the Weightless

ness minor  ab i l ity (see page 50 of Powers Un l imited 
One TM ) the su per be i ng can fly twice as fast in an atmo
sphere .  

Focused Touch 
Focused Touch a l lows the hero to concentrate h i s  en

t ire strength i nto one powerful touch/strike . This touch can 
be de l ivered with a s lap ,  the fl i ck of a finger, or a l i ght tap ,  
bu t  i n  any  case i n fl icts d amage a t  fu l l  force as  i f  t he  char
acter had just de l ivered a clobbering punch . The advan
tage of th is attack is that  the super being doesn't exh ib i t  
any obvious combat action wh i le beating the snot out of 
somebody . In  fact, he may look l i ke a clumsy buffoon or  
even as i f  he 's  try ing  to  he lp  someone .  I n  add ition , t he  Fo
cused Touch can de l iver a fu l l  punch impact (ord inary 
punch or power pu nch) to a tiny  area with a tap of h is  fin
ger .  This wi l l  punch th rough a g lass window and plaster 
l i ke a bu l let ,  pou nd a na i l  i nto wood , shatter ch ina  and 
g lassware , and i n fl ict dou ble damage to a lock, h i nge ,  or 
any smal l  object. 

Range:  Touch on ly .  

Duration:  I nstant. 

Damage: As per the character's normal punch damage or 
power punch damage with h is  fu l l  P .S .  bonus ,  inc lud ing 
any add itiona l  damage from hav ing "super" strength . 

I n  the a lte rnative , a Focused Touch (and just a touch , 
l i ke a pat on  the back, a tap on the shou lder) can be used 
as a powerfu l push ing force to shove another character 
fa l l i ng forward or backward as if he was pushed with g reat 
force . The victim is  h u rled 2 04 yards/meters ,  loses i n itia
tive and two melee attacks, but suffe rs on ly 1 04 damage 
from the fal l .  Great for creating  d istractions,  pranks and 
caus ing trouble .  

Attacks per Melee : Each Focused To uch attack cou nts 
as two melee attacks u n less power punch force is used , 
then it cou nts as fou r  melee attacks/actions. 

Force Stri ke 
By th rowing  a pu nch ,  kick, knee, elbow or head-butt in 

the d i rection  of the opponent, the super being can u n leash 
a force to stri ke the opponent without ever actual ly touch
ing him. This ab i l ity creates a force attack that stri kes the 
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opponent with a l l  the power o f  the character's norma l 
hand to hand damage. Force Strike can be used with nor
mal hand to hand stri kes ,  natu ra l  weapons ( l ike claws or  
horns) and  power punch attacks, bu t  th is ab i l ity cannot be 
used in conju nction with any type of weapon ,  even melee 
wea pons. 

Range:  5 feet ( 1 . 5  m) per level of experience.  

Duration :  I nstant. 

Damage:  As per the character's normal damage for the 
type of punch ,  kick or  other attack used . 

Attacks per Melee :  Each force stri ke cou nts as one me
lee attack/action ,  un less it 's a power punch , which cou nts 
as two melee attacks/actions.  

Note: Can not be used to parry , but can be u sed to d isarm . 

Harmonic  Resonance 
The super being generates sy mpathetic v ibrations i n  a 

nearby object, causing that object to v ibrate at a harmon ic 
resonance frequency that wi l l  cause damage and make 
the object eventual ly explode .  Th is harmon ic resonance 
power can be used on a large variety of objects , inc lud ing 
items made out of g lass, crystal ,  pottery , ceramics, plas
tics , cement, brick, stone,  marble, etc. , but objects made 
of meta l or  ru bber are immune to th is  power (cars ,  guns ,  
mai lboxes , etc . ) ,  as  are people ,  an i mals and organ ic ma
teria ls (although they can be h u rt by the exp lod ing object) . 
The more durable the object being affected , the longer it 
wi l l  take to make it explode and the more damage those in 
the area of effect wi l l  susta i n .  Th is  makes the power most 
usefu l  for shatter ing windows, m i rrors , etc. , to create a d is
traction , causing confus ion ,  creating  panic and hurt ing 
people rather than as a d i rect method of ki l l i ng one's ene
mies. 

Range:  1 00 feet (30 . 5  m) +5 feet ( 1 . 5  m) per level of ex
perience.  

Area of Effect: The explod ing object wi l l  do damage in  a 
1 2  foot (3 .6  m) rad ius arou nd it .  

Du ration :  I nstant to beg i n  the harmon ic v ibrations ,  but the 
t ime it takes for the item to explode varies (see below) . 

Damage: The damage that is done is based on the natu re 
of the object be ing made to explode. 

Fragi le glass objects , l i ke a window, a vase, a g lass or 
a m i rror, etc. , are so frag i le  that they exp lode i nstantly 
(du ring that melee attack/action ) ,  do ing 1 06 damage with 
a spray of g lass shards to everyone in the rad ius .  

Pottery. crystal ware, ceramic statuary, and s imi lar  ob
jects are frag i le enoug h that they wi l l  explode after j ust 
one melee round ( 1 5 seconds) of harmon ic resonance ,  
do ing 206 damage to everyone i n  t h e  rad ius .  

Modestly du rable objects l i ke hard p lastic, heavy ce
ramics and h ig h-tech composite materia ls with less than 
50 S .D .C .  take a lot longer to succu mb to the harmon ics 
( 1 04+ 1 melee rounds) ,  but when they do, they i nfl ict 306 
damage to everyth ing in the rad ius .  

Durable objects with 50- 1 00 S . D .C .  w i l l  take 1 04 melee 
rou nds to explode for every 25  S . D . C . pO in ts (or fraction 
thereof) that they possess. When the object fi na l ly does 
explode it wi l l  do 506 damage to only 1 06 people/targets 



i n  the area of affect. Th is is because the explosion wi l l  re
su l t  in fewer, but heavier and more damag ing pieces of 
debris .  

Strong.  heavy objects made of cement ,  b rick, stone,  
marb le ,  etc. can a lso be affected , but wi l l  take one minute 
(fou r  melee rounds) to exp lode for every 1 0  S . D . C .  pOi nts 
(or fraction thereof) that they possess . When  the o bject fi 
na l ly  does explode it w i l l  do 1 08 damage to everyone i n  
the blast rad ius ,  h itti ng them with a smal l  p iece o f  debris ,  

but does 1 D4x1 0 damage to 1 04 people/targets i n  the 
area of effect with large chu n ks .  

Remember, meta l a n d  rubber cannot b e  affected by 
this power. 

Attacks per Melee: Uses up many attacks . I t  takes one 
melee attack/act ion to set up the harmon ic v ibrations in a 
sol id  object and another melee attack/action per melee 
round  ( 1 5  seconds) to mainta in  the harmon ic resonance ,  
p lus the time i t  takes t o  eventua l ly exp lode the object. 

Bon us:  The character with this power is resistant to v ibra
tion and sound-based attacks , tak ing half damage from 
them . 

I m m u ne to I l l us i ons 
This usefu l power makes the character tota l ly impervi

ous to al l forms of  illusion where a saving throw is a l lowed , 
both psion ic and magica l .  Automatica l ly saves and real
izes the images before h im are fa lse i l l us ions.  This a l lows 
the hero to spot an i l l us ion (aud itory ,  v isual or others) i n 
stant ly ,  and to  see th roug h  it . 

Note : The character can NOT see the i nvis ib le ,  nor see 
th rough camouflage ,  or  super ab i l it ies that put i n  place d is
gu ises or concea lment.  L ikewise, th is  ab i l ity can NOT see 
through ectoplasmic d isgu ises , metamorphosis or  other  
forms of  transformation or  shape-changing ab i l it ies be
cause they are not " i l l us ions" b ut physical  transformations .  

Range:  Self. 

Duration:  Constant and automatic. 

Bon us:  +1 to save vs Horror Factor. 

I m m u ne to 

Hi g h  Speed Ki net ic Attacks 
A form of l im ited i nvu lnerab i l ity , this power makes the 

character impervious to al l  high speed physical (or k inetic 
attacks) ;  they do no damage at a l l !  This means that bu l 
lets ,  arrows, rai l  gun rou nds ,  h igh  speed car crashes, fal l s  
from great heig hts, g renade sh rapnel , force bolts, and ba
sica l ly any physical impact that is travel ing faster than  1 20 
mph ( 1 92 km) ,  does no damage. 

However, slow speed physica l attacks a l l  do fu l l  dam
age , inc lud ing p u nches, kicks , chok ing ,  crush ing , bites , 
and attacks from melee weapons (swords, kn ives , clu bs ,  
baseba l l  bats and even th rown kn ives, sh urikens,  bal ls ,  
bricks, bottles and other objects) ,  a l l  of which move slowe r 
than 1 20 mph ( 1 92 km) . Note :  Even profess ional basebal l  
pitchers ra re ly th row the aerodynamic basebal l  faster than 
1 00 mph ( 1 60 km) .  
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Range:  Self. 

Duration:  Constant. 

Penalty : Tends not to notice g unfi re and may not rea l ize 
that his friends and a l l ies are in troub le when the shooting 
starts . 

I m m u ne to Melee Attacks 
This is the reverse of I m mune to H igh Speed Kinetic At

tacks , above. I n  th is case,  the super being is immune to a l l  

types of  (comparatively) slow physica l  melee attacks, such 
as punches, kicks, choking ,  crush i ng ,  b ites , and attacks 
from melee wea pons (c lubs,  swords ,  etc. ) .  Such attacks 
do abso lutely no damage at a l l  to the character. Even 
punches from Extraord inary or Su perhu man Strength 
don ' t  hu rt (no damage) and even S upernatural  Strength 
does half the usual damage .  Of cou rse , supe r-strong at
tacks or impact from a veh ic le mov ing s lower than 1 20 
mph ( 1 92 km) may sti l l  knock the character off h is feet or  
backward severa l yards/meters with the usua l  effect ( loses 
i n iti ative and one or two melee attacks/actions) .  L i kewise , 
wh i le  the character may not suffer physical i nj u ry from a 
co l l apsing bu i ld i ng ,  he wi l l  sti l l  get p in ned by the debris  
and cou ld suffocate from lack of a i r . Meanwh i le ,  bu l lets , 
arrows, force bolts, debris h u rled by tornado or h u rricane 
force wind , most car crashes, energy blasts, explosions ,  
g renade shrapne l ,  fi re , e lectric ity ,  etc. , a l l  do full damage. 

Range:  Self. 

Du ration : Constant. 

Penalty : Has some 1 055 of fee l ing  in his skin and fi nger
t ips ,  - 1 0% on a l l  ski l ls  that requ i re a de l icate sense of 
touch i ncl ud ing Palmi ng ,  Forgery ,  S u rg ical ski l l s  and most 
E lectrica l and Mechan ical ski l l s .  

I m m u ne to (Some)  S u pe r  Abi l it ies 
This ab i l ity makes the character tota l ly imperviou s to 

any super ability where a sa ving throw is a l lowed (but not 
aga inst pSion ics, spel ls or mag ica l  powers) ;  automatical ly 
saves. The hero is sti l l  vu lnerable to other super abi l it ies 
where a saving th row is not requ i red , physical attacks and 
th ings l ike energy blasts , super-strong pu nches, etc. 

Range:  Self. 

Du ration :  Consta nt. 

Bonus:  As above . 

Penalty :  Permanently redu ce the character's S . D . C .  by 
1 0% .  

Knock Back Attack 
With every physical blow, the super  be ing sends h i s  op

ponents fly ing with a d ischarge  of ki netic energy . Wh i le 
the character does not  have to be super  strong for th is  
ab i l ity to function ,  the stronger the super  be ing is ,  the 
more damage he does and the farther h is opponents are 
flu ng .  ONLY apply the amount  of damage that would be 
infl i cted by the character's physical b lows/punches/kicks 
and blunt weapons (cl ub ,  chai r, tree, car door, etc. ) .  Do 
not i nclude the damage from blade weapons,  bu l lets o r  
energy blasts . Note: Calculate the  damage that wou ld 



have been done,  even if the opponent is resistant  or im
mune to i t ,  i n  order to determine the d i stance he is  
knocked back. I f  an opponent is knocked down , he loses 
i n iti ative and one melee attack. 

Range/Distance Th rown:  Hand to Hand Combat. The 
d istance that the opponent is knocked back on a success
fu l stri ke is based on the damage done by the melee at
tack in question .  

01 -20 poin ts o f  damage - target is knocked back 1 06 
feet (0 . 3  to 1 . 8 m) .  

21 -40 points of  d amage - target is knocked back 2 06 
feet (0 .6 to 3 .6  m) .  

41 -80 pOin ts of  d amage - target is knocked back 406 
feet ( 1 . 2  to 7 . 3  m) ,  and there is a 0 1 -60% l ikel i hood of be
ing knocked down . 

81 -1 20 poi nts of damage - target is knocked back 606 
feet ( 1 . 8  to 1 1  m) and is knocked down . 

1 21 -1 60 poi nts of damage - target is knocked back 
1 06x1 0 feet (3 to 1 8 . 3  m) and is knocked down . 

1 61 -200 pOi nts of damage - target is knocked back 
206x1 0 feet (6 . 1  to 36 .6 m) and is  knocked down . Those 
thrown and knocked down by th is powerfu l attack lose in i 
tiative and two melee attacks .  

201  or more pOints of  damage - target is knocked back 
306x1 0 feet (9 . 1 to 54. 9  m) and is knocked down . Those 
thrown and knocked down by th is powerfu l attack lose the 
i n iti ative and two melee attacks . 

Note: The d istance knocked back is doubled if the hero 
has Su pernatu ra l  P .S .  Also note that the character can 
use handheld weapons in conj unction with this power, but 
do ing so does not i ncrease the d istance knocked back. 

Duration:  I nstant. 

Damage:  As normal for the hero 's P .S .  from melee at
tacks p lus damage from b lunt  weapons .  If the super  being 
stri kes with a large ,  heavy object, l ike a car ,  tree or brick 
wal l ,  when knocked back the o pponent wi l l  sustain an ad
d itional  406 pOints of damage from the impact. 

Attacks per Melee: As per the character's normal melee 
attacks. 

Bon uses : +3 to pu l l  pu nch and infl ict less damage than 
the maximum amount (any amount desired ) .  Also rol l  to 
pu l l  pu nch in order  to h it an opponent without the subse
quent Knock Back Attack taking  place .  

Li ng u istics 
The character has  a strange affin ity for lang uage, and a 

psychic ki nd of capab i l i ty to i ntu itively understa nd and 
speak most forms of sent ient comm un ications with i n  a 
matter of min utes ( 1 04 minutes) of l isten i ng to the lan
guage(s) i n  use. The character can understand any form 
of spoken or s ign lang uage (those based on hand s igns o r  
body language) ,  but does not  understand fore ign written 

lang uage/words,  includ ing  text on the internet or comput
ers. The L ingu istics super ab i l i ty does not apply to rad io ,  
television or  other  types of transmissions,  nor aud io ,  fi lm 
or videotape record i ngs  beca use the abi l i ty on ly works 
with l ivi ng ,  speak ing su bjects right there in the presence 
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(or nearby ) of the super bei ng . Furthermore ,  the ab i l ity to 
understand and speak an a l ien tong ue is temporary and 
on ly last as long as l iv ing people are speaki ng it around or 
to the character. Note: Ooes not apply to an imal  vocal iza
tion or talk ing to p lants ,  etc. , on ly l iv ing ,  sentient be ings 
who speak to commun icate . 

Range:  Must be ab le to see and hear the person (s) 
speaking ,  and requ i res the super bei ng to do noth ing e lse 

but focus on  the sounds and words .  For the fi rst 1 04 min
utes the character cannot engage i n  a ny other activity , but  
once the language is understood , he  too may jo in  i n  con
versation , perform a ski l l  wh i le  ta lk ing or l i sten ing ,  and  so 
on .  

Du ration:  As long  as that particu lar  languag e  is being 
spoken around the super bei ng ,  he rema ins fluent i n  it 
(90% ab i l i ty to u nderstand and speak it) .  1 0  m inutes per 
leve l of experience after the conversation or ta lk ing (from 
l ive people) ends .  Talk ing to oneself does not work to ex
tend one's abi l ity .  

A characte r with the  L ingu istics ab i l i ty can a lso perma
nently learn a fore ign and even a l ien language via the nor
mal method of study and practice as a permanent ski l l ,  
learns the language i n  one  th i rd t he  u sua l  amount o f  t ime, 
and gets a +25% ski l l  bonus .  

Attacks per Melee : Can not do anyth ing but  l isten for the 
fi rst 1 04 min utes i n  wh ich the character accl imates h im
self to the new language.  

Bon uses : The character starts with 1 06+ 1 addit ional lan
g uages and can learn two new languages for eve ry leve l 
of experience.  Note , the character does not have to imme
d iately select a new lang uage with each new level ,  but can 
store them up u nti l he finds a langu age(s) that in terests 
h im ,  say, the Atorian tongue .  

L i n e  Transit  
Wh i le touch ing a conductive materia l ,  the super being 

can become pure energy and travel a long i ts surface. He 
becomes a flash of  transmitted energy and moves through 
the conductive material (meta l ,  wires work best at enor
mous speeds ( 1  mi le/1 .6  km per melee action/every 3 sec
onds) .  Of cou rse,  he is l im ited to locations where the 
wiri ng  is connected .  

With the i nvention of -the telephone , cab le te levis ion ,  
electrica l wires and fiber optic commun ications systems, 
th is su per abi l ity enables the hero to travel from one cor
ner of a city to the next in a matter of seconds .  The super 
being  has an i nnate sense of where he wa nts to go and 
how to get there ,  and is proficient  i n  navigating through 
the local te lephone exchanges and networks of wires. The 
easiest way, of course, is  to call the place one wishes to 
vis it ,  then travel th rough the phone l i nes and jump out of 
the receiver, or pop out of a computer modem!  

The ma in  l imitation is the  need for hard wi ring/cable .  
This power does not work via wi reless sig na ls ,  rad io 
waves or other form of wireless tra nsmission . Further
more, attempti ng to travel d i stances g reater than 1 00 
mi les ( 1 60 km) is disorient ing u n less there i s  a d i rect con
nection and an open l i ne  he can fol low. Travel ing a d is-



tance g reater than 1 00 mi les ( 1 60 km) requ i res line 
navigation - Base Ski l l :  55% +4% per level experience 
(-5% pena lty for every 300 mi les/480 km of d ista nce). A 
fa i led ro l l  means the character emerges 3-1 8 mi les (4 . 8  to 
29 km) from h is  target location ( ro l l  3 06 to determ ine the 
d istance) .  If the location is u nfami l iar , he is lost i n  a 
strange place and does not know where he is u nt i l  he can 
get additional  i n format ion and  perhaps d i rections .  The 

character wil l  need to find  out where he  is at before he can 
try agai n .  

The  character a l so  needs an  outlet/exit po int  such as a 
rece iver, open te lephone l i ne ,  modem,  e lectrica l outlet, 
etc. , to exit at (or near) the desti nation point. 

Range:  Up to 1 00 mi les ( 1 60 km) with l i ttle d ifficu lty ,  but 
theoretica l ly ,  thousands of mi les if the connection is there. 

Duration:  Can be mainta ined for up to one melee round 
per  level of experience. 

Damage:  None ,  the power can not be used as a weapon .  

Parabo l i c  Heari n g  
The abi l ity to focus on one o r  two specific sounds  or  

freq uencies and ignore a l l  other  sources of  sound that in
terfere with heari ng the specific targeted sou nd .  The char
acter can focus on a s ing le person ,  so he can fu l ly 
concentrate on what that i nd iv idual  is saying .  The super 
being can even be i n  the no isiest environ ments ,  l i ke a 
concert ha l l  or convention  center, and sti l l  zone i n  on one 
specific someone speak ing from across the room. In short, 
the hero can tune out a l l  other sources of sou nd and con
centrate on one specific one .  The Parabol ic Hearing abi l ity 
is wonderfu l for eavesd ropp ing ,  co l lecti ng information , 
spy ing and espionage. 

Range:  L ine of s ig ht, when focusing on a specific sound/ 
voice/frequency source. The character may also scan for 
a familiar voice/sound  without v isual  ta rget confirmation u p  
to 2 0 0  feet ( 6 1  m)  p e r  level o f  experience, b u t  h e  has to 
tune out a l l  other sound  sources around h im and it wi l l  
take 1 06 melee rounds  to  locate the  sound.  

Duration:  30 m inutes l isten ing without pause , per level of 
experience .  In  br ief snatches of a few min utes here and 
there , un l im ited u se of the ab i l i ty .  

Attacks per Melee:  I n stant con nection/targeting from a 
visi b le target, use u p  1 06 melee rou nds to locate an un
seen or h idden aud io ta rget. Reduce the  number of melee 
attacks/actions ,  bonuses and sk i l l  proficiency by half when 
the character is l isten ing  i n  on someone and taking some 
other action at the same time (d istracted) .  

Bon uses : +2 on i n it iative , parry and dodge should the 
sou rce of the parabol ic focus attack the super being .  

Penalty :  H as no i n itiative and bonuses to  dodge or  parry 
are half whi le the character is so keen ly focused on one 
sound  sou rce , leav ing h im open to attack or su rprise from 
an outside force.  Can on ly hear  one or two voices/sou nds 
as the object of  heari ng .  Also see Range ,  above. 
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Pixie D ust 
The super  being produces a fine powder - a sort of 

"p ixie dust" - that is  ab le to make people or objects com
pletely we ig htless .  I t  works l i ke someth ing out of a fa i ry 
tale and defies a l l  logic .  The powder sparkles with energy 
and l ight when it is released on  its ta rget, and "poof, " the 
reci p ient of the d usting is  weig htless. Pixie Dust seems to 
work on  any sol id  matte r, both i norgan ic and organ ic a l ike .  
When the  d u ration ends ,  t he  target(s) g rad ual ly retu rn to 
thei r normal weig ht, slowly d rifti ng to the ground i n  about 

th ree seconds. One of the best uses of th is ab i l i ty is to ef
fortlessly move heavy objects , mach inery ,  and debris ,  or  
to  carry a heavy load by apply ing  a "p i nch" of the dust. 

Weight Limit: The maximum weight  that the Pixie Dust 
can make weightless is 1 , 000 Ibs (450 kg) + 1 00 I bs (45 
kg ) per level of experience .  

Range:  Touch , or th rown u p  to 8 feet (2 .4 m ;  no  bonuses 
to strike apply, natural  die ro l l  on ly ) .  

Duration : The people and l iv ing creatu res remain weight
less for two minutes per level of the super bei ng ,  or u nt i l  
the dust is removed via vacuum ing ,  a power bu rst of a i r  or  
wash ing or  heavy blast of  water. I nte l l igent be ings a lso get 
a saving th row to res ist the effect, but an imals and inan i 
mate objects do not. 

I nan imate objects rema in  weig htless for twice as long 

as a l iv ing creatu re (4 m inutes per level of experience) . 

Damage:  None,  but the target becomes completely 
weig htless and wi l l  float 304 feet (0 .9  to 3 .6  m) above the 
g round .  In this weig htless state of be ing ,  the vict im wi l l  be 
swept away by wind or easi ly pushed or pu l l ed a long l i ke a 
large  bal loon . 

Being we ightless is d isorient ing and  victims made 
weightless by Pixie Dust are -4 on i n itiative , -3 to stri ke , 
parry and dodge, and speed is reduced to j ust 1 0% of nor
mal and the person can on ly move by us ing  a swimming 
or run n ing motion .  (The on ly exceptions are character 
ski l l ed i n  Zero-G Combat; no penalties . )  

Saving Th row: I ntel l igent be ings can try to  resist becom
ing we ight less but need to ro l l  a 1 4  or h igher  on a 020 . 
An imals and inan imate objects get no  chance to save . 

Attacks per Melee: Each use or "p inch"  of Pixie Dust 
cou nts as one melee attack/action and  req u i res the super 
bei ng to successfu l ly spri nkle the dust on  the i ntended tar
get. 

Payload/Quantity : The su per be ing can generate (as if by 
mag ic) 1 0  "p i nches" of d ust (+5 addit ional  pe r each subse
q uent leve l of experience) with in  a 24 hour  period . Once 
he has spent h is dai ly pay load or supply ,  the character 
can 't generate any more ti l l  the next day/24 hour  period 
beg ins .  Note : The dust can N OT be col lected and stored 
as it becomes inert and powerless with i n  a few min utes af
ter its release. 



Power Sto m p  
The super being generates a fie ld o f  energy from h is 

legs and feet. The energy ca n be re leased by stomping 
one of h is feet o r  via kicks ,  u n leash i ng shockwaves and 
su per-powered kicks and leaps. The energy fie lds (both 
legs must be energ ized at the same t ime) can be erected 
at wi l l  and mainta i ned u nti l  canceled . 

1 .  S hockwave Stomp: Stomping one of h is feet on the 
g round ,  the character can generate a shockwave of h is  
energy that ri pples a long the g round toward a specific tar
get. Th is attack can on ly be done if the character is stand
ing  on the ground or a stable floor, l i ke ins ide of a bu i ld ing 
or on  the deck of  a large sh ip .  

Range:  20 feet (6. 1 m) per level of experience. 

Area of Effect: The shockwave h its everyth ing along the 
g round i n  a stra ight  l ine u nt i l  i t  stri kes the intended target 
or ru ns its fu l l  range ,  wh ichever comes fi rst. Each target 
along the path of the shockwave takes damage u n less 
they make a successfu l dodge. 

Duration:  I nstant .  

Damage:  406 points per stomp to everyone and every
th ing i n  its path . 
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Attacks per Melee: Each stomp counts as one melee at
tack. 

Bon us:  + 1  to stri ke with the shockwave at levels 1 ,  3, 6 ,  
9 ,  1 2  and 1 5 ; no other combat bonuses, even other bo
n uses to strike , apply to this attack. 

2. E nerg ized Kic ks :  When the legs are energ ized , the 
character can perform powerfu l energ ized kicks. 

Range:  Hand to hand combat, self. 

Duration :  I nstant. 

Damage:  306 damage per kick or 606 for a power kick 
attack. 

Attacks per Melee : Al l s ing le action type kicks cou nt as 
one melee attack/action , but a power kick counts as two. 

Bon us:  The character's usual  hand to hand combat bo
nuses to strike app ly to Energ ized Kick attacks. 

3.  E nerg ized Leaps: 1 2  feet (3 .6  m) h igh  and across, 
i ncrease d i stance by 50% with a runn ing start. 



Sca n Powers 
The character can sense the natu re (types of powers) 

of any super be ing he tang les with in close combat for 
more than one melee round  ( 1 5 seconds) .  Furthermore ,  
h e  can identify th e super  ab i l i ties possessed by a n y  sub
ject he del i berate ly targets for scanning. 

Only a s ing le  target can be scanned at a t ime and re
qu i res l ine of s ight ,  close proximity ( 1 00 feet/30 .5  m) and 
1 06 + 1  min utes of focused sca nn ing for the super being to 
know if the subject has super  ab i l ities and which ones they 
are .  The character can NOT, however, know the level of 
experience , his subject's  Power Category (Al ien ,  Experi
ment, Mutant, etc . ) ,  H it Poi nts , S . D . C . ,  ski l l s ,  cu rrent con
d i tion/health , age , or  anyth ing  e lse about the character. A 
scan wi l l  a lso ind icate if a character i s  psion ic, but not the 
specific psych ic ab i l it ies . 

The Scan Powers ab i l ity can NOT detect magic, artifi
cial augmentation such as bion ics or robotic exoskeleton , 
or ab i l it ies acq u i red th rough Physical Training, Special 
Training, Hardware (Genius) , or skills. Nor can th is ab i l ity 
be used to sweep a room looking fo r super beings ,  each 
person must be scanned one at a time.  

Range:  Close combat or  l ine of s ight up  to 1 00 feet (30 . 5 
m) away . 

Damage: None .  

Duration:  15  seconds of close combat or 1 06+1  min utes 
to conduct a scan on a s pecific i nd ivid ua l .  

Attacks per Melee:  Not app l icab le .  

Saving Th row: Psychics (who wi l l  sense they are be ing 
scanned by somebody, get  to ro l l  a save, and may be able 

to identify sa id i nd ividua l  if they can see him obviously 
looking at them) and any other character who knows he is 
bei ng  scan ned , can try to block the scan with force of wi l l .  
Psychics need a 1 4  or h ig her t o  save v s  Power Scan ,  a l l  
other  super  beings need to rol l  an 1 8  or h igher, without the 
benefit of any bon uses to save . Furthermore ,  super beings 
can on ly ro l l  to  save if they rea l ize they are being 
"sca nned . "  A successfu l save means the su per being with 
the Scan Powers ab i l ity can ' t  tel l  if they have su per ab i l i 
t ies or not  and the assumption wi l l  be that they do n ot. 

Shadow C l oak 
The character ca n wrap h imself i n  natu ral  shadows and 

pu l l  them around h im to create a c loak of darkness that 
conceals h is iden tity and helps to sh ie ld  him from attacks. 

1 .  C loak of Darkness : The character can wrap  h imself 
i n  shadows to the poi nt  of creating a flowing ,  cloud or 
mist-l i ke cloak of i nky b lackness around  h im .  The shad
ows mask h is face and true appearance and h ide much of 
his body. Opponents on ly see a part ial face and a hand , 
port ion of an arm ,  leg or foot th at seems to fade i n  and out 
of the shadowy darkness as the super being  moves. Th is  
makes shooti ng the  character with guns  and even punch
ing and close me lee combat d ifficu lt . (Note : All attackers 
see the i r  bonuses to str ike, parry , dodge,  d i sarm, and en
tang le ,  as we l l  as in i tiative and perception reduced by 
half. ) 
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I n  a reas of shadow and tota l darkness, the cloaked 
character ga ins +20% to Prowl , but can sti l l  be seen by i n 
frared , heat sensors, thermal- imag ing  optics, motion de
tectors , radar, sonar or s imi lar sensors/ab i l i t ies. 

Cloak of Darkness is ideal at n ight  and for ambush , h id
ing ,  and escape , especia l ly aga inst enemies who don ' t  
possess h igh-tech sensory eq u i pment or  n ight  optics. I n  
the daytime o r  u nder br ight l ig hts , the shadow cloak may 
look menacing ,  but the super be ing stands o ut aga inst the 
i l l um inated local background ,  actua l ly  maki ng it easier to 
see him (no Prowl bonu s  and -20% on the P rowl sk i l l  and 
no penalt ies to stri ke , pa rry o r  dodge) . 

' 

Range:  Self or self and one other if the other is he ld close 
( l i ke a hug )  and the two are try ing  to h ide i n  darkness. 

Horror Factor: 1 0  when C loaked in Darkness. 

Bonus:  As noted above . 

2. P rotection of Shadows : The character's Cloak of 
Darkness renders h im resistant  (ha lf  damage) to l ight and 
laser attacks as the shadows b leed away and d issipate 
some of th e l ight. 

I mpervious to all shadow-based attacks when the cloak 
i n  p lace. 

3.  Eyes of the N ight: When the character is cloaked in 
darkness he has Nig htvis ion 60 feet ( 1 8 . 3  m) +5 feet ( 1 . 5  
m) per level o f  experience. 

Shadow Mold i ng 
The su per being is ab le to reach h is hands into any 

nea rby shadow and mold that shadow into a va riety of 
s imple ,  usefu l weapons and objects . L imi ted to simple 
one-piece objects l i ke a sword , mace ,  c lub ,  pole, crowbar, 
cup ,  and so forth . The object created can not be h igh-tech 
in nature and can not have any moving parts or mu lti p le 
pieces at al l .  Th is  means  that the character cannot mold 
the shadows into g u ns ,  a rmor o r  even weapons or  items 
with jo ints or  flex ib i l ity , so no nets , sheets, rope, cha ins ,  
whi ps, bows, handcuffs ,  etc. The objects of shadow are 
rig id and sol id with 20 S . D . C . ,  b ut can not be destroyed be
cause they are noth i ng but shadow, except by mag ic o r  
l i gh t  based weapons/lasers (the latter does half damage) .  
Th is  ab i l ity might be a major power i f  not  for the fact that 
its creator must remain in contact with h is shadow objects 
at a l l  t imes or they s imply van ish back into the shadows 
they came from.  

Range:  Touch , the object(s) must remain i n  contact with 
its creator. 

Duration:  The shadow object remains unti l the d i rect con
tact/touch is lost. 

Damage: I nfl icts the same damage as the rea l  l ife equ iva
lent .  A weapon made of shadow is sti l l  a shadow, and as 
such , wi l l  do add itional  damage to anyone vu lnerable to 
shadows or darkness. 

Attacks per Melee : Each shadow object created requ i res 
three melee attacks/actions to create. The character is 
only l im ited by the number  of shadow objects that he can 
physica l ly hold and carry on  h is  person .  

Bonuses :  + 1  to stri ke a n d  parry with any shadow 
weapon .  



Shadow Trap 
This super ab i l ity causes a s i ng le shadow (per use) 

with in  range of its target to transform into a patch of shad
owy energy ,  capable of doing damage to anyone who 
stumbles i nto the Shadow Trap .  

The trap ,  i tse lf, is i mmobi le and can be dodged or  
avo ided i f  it is seen i n  ti me, but the tra p usua l ly appears to 
be no d iffe rent than any other shadow. As a ru le, the vic
tim won' t  know it is  there u nti l he has stepped into it. Al
though the damage feels l i ke a bu rn ing  sensation ,  the 
wou nds caused by it resemble frostbite. The trap on ly 
harms the l iv ing (peop le ,  an imals ,  plants ,  etc. ) ,  which 
means that i nan i mate o bjects , mach ines and the u ndead 
are all u n harmed by the Shadow Trap,  and can move 
across it without activating the trap.  As the super being 
grows in  experience ,  he can create mu ltip le S hadow 
Traps. The Shadow Tra ps are best used as stationary de
fenses and are on ly usa ble  i n  areas where shadows natu
ra l ly exist, but cannot be used i n  absolute darkness or 
under br ight l ights . 

Number of Shadow Traps : The character can s imu lta
neously create one Shadow Trap at levels 1 ,  3, 6, 9, 1 2  
and 1 5 . 

Area of Effect: A Shadow Trap  may be no larger than 1 0  
feet (3 m) i n  d iameter, a lthough the shadow does not actu
a l ly have to be c ircu lar i n  shape, i n  fact the shape of the 
shadow trap is the same as the existi ng shadow it was 
created from.  

Range:  Created by touch ,  or  u p  to  1 0  feet (3 m) away per 
leve l of experience start ing at level two .  But  once created , 
its maker does not need to remai n  with i n  the range area 
for the trap to remain in place. 

Du ration : Each Shadow Trap wil l  remain for 5 m in utes 
per level of experience. 

Damage: 4D6, p lus an add itional  +2 damage per level of 
experience .  In addition , the trapped ind ivid ual fee ls con
fused and wi l l  remain i n  the  Shadow Trap ,  momentari ly 
stu n ned for several seconds,  and loses 1 D4+ 1  attacks/ac
tions  for th at melee round  (or the next round  depend ing on 
when the trap is activated) .  Whi le  in the trap ,  the victim 
can not use any of h is  powers , perform a ski l l  or attack. 
The trap wil l remain i n  p lace even after its v ictim staggers 
out of its embrace and qu ickly rega ins  h is  senses , which 
mea ns the same character and others may repeated ly fa l l  
v ict im to the  same trap .  Note : A S hadow Trap can  be  ef
fectively disarmed by exposing it to strong l ig ht, such as 
overhead l ight, bright head l ights, brig ht lantern , l ight
based su per ab i l it ies or a mag ica l  G lobe of Day l ight  spel l ,  
provided t h e  l ight  i s  strong enough t o  e l im inate a l l  or most 
of the shadow. 

Attacks per Melee :  Each Shadow Trap takes two melee 
attacks/actions to create . 

Bon uses : The super being with th is  ab i l ity is immune to 
h is  own traps and is resistant (ha l f  damage) to other  
shadow-based attacks . 
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S h rapnel  
The character has a lesser form o f  Matter Expu ls ion ,  

bu t  one with a l l  t he  subtlety of  a fragmentation g renade .  
The character can hold i n  h is  hands a nd exp lode any sol id 
object to re lease a blast of shrapnel  fly ing out i n  a 1 80 de
g ree arc i n  front of h im .  U nfo rtu nately the shrapnel h its 
and damages everyone and everyth ing in the area of ef
fect. 

Range:  30 foot (9 . 1 m) area in front of the character in a 
1 80 degree arc, p lus 5 feet ( 1 . 5  m) per level of experi 
ence. 

Duration :  I nstant .  

Damage:  1 D6 pOints of damage per level of experience, 
and the damage cannot be reduced or decreased by the 
character. Anyone hit by the sh rapne l  b last has a 0 1 -40% 
chance of bei ng knocked down ,  los ing  i n it iative and two 
melee attacks/actions .  

Attacks per Melee:  Each blast of shrapnel  cou nts as two 
melee attacks/actions.  

Lim itations/Penalties : Area affect b last, wh ich means no 
a imed shots or long-range attacks are poss ib le ,  and inno
cent people or a l l ies mig ht get hu rt i n  the b last. 

Bonus:  The super  being is  res istant ( half damage) to ex
plosions, fly ing shrapnel and bu l lets. 

Space Native 
By Wayne Breaux J r. ,  reprinted from Al iens Unl imited ™ :  
Galaxy Gu ide ™ for you r  conven ience. 

This ab i l ity borders on  being a Major Super Power, en
abl i ng  the character to s u rvive and fu nction i n  the vacuum 
of space as if i t  were h is normal ,  natu ra l  environment.  I t  
a lso enables the character to survive ocean depths (un l im
ited ) or atop frozen mounta ins with m in imal a i r  and frig id 
temperatu res. The character is  impervious to cold , 
depressurization ,  and rad iation , breathes without a i r, can 
actual ly speak in a vacuum,  and  is invu lnerable to sma l l  
bits of  fly ing debr is (has to  avo id large chunks and  space
ships or suffer  i nj u ry) .  

Can survive i n  space completely unprotected for th ree 
days (72 hours) per level of experience without i l l  effect . 
Specu lation is that the character's body somehow absorbs 
solar energy and rad iat ion in p lace of food and water. Af
ter th is period has e lapsed , the Space Native can survive 
an add itiona l  two days per P . E .  po int ,  but slowly weakens 
and suffers from dehyd ration and starvation the same as 
anyone e lse deprived of food and water. 

Bon uses : The fo l lowing bon uses only apply when in outer  
space. 

+1 attack per melee rou nd ,  +2 on in it iative , +1 to strike ,  
parry ,  d isa rm and pu l l  p unch ,  +3 to dodge and +4D6+ 1 2  
S .D .C .  

Cold based magic does half damage; impervious to  a l l  
other types o f  co ld attacks (may be  immobi l ized by  being 
encased in ice, but suffers no  damage from it) . Gravity 

Manipulation attacks are ha lf as effective ( red uce damage, 
duration and other effects by ha lf) and is impervious to ra
d iat ion attacks .  



Special Combo :  When combined with the Weig htless
ness minor  power (see page 50 of Powers Unl imited® 

One ) ,  the S pace N ative power becomes viable i n  an at
mosphere, add ing  its fu l l  bonuses ( in  add ition to the nor
mal Weig htlessness bonuses) to the ch aracter when 
weightless . But for th is to be possib le the Weightlessness 
power must be activated . 

Sti c ky G l o bs 
The character can generate sticky g lobs wh ich ca n be 

fi red from h is hands or mouth (one or the other, not both) .  
The impact o f  the sticky g lobs is strong enough to knock 
most peop le's arm or leg agai nst a nearby object or wal l ,  
g l u i ng the person 's  l i m b  i n  p lace. Or the g lob may stick a n  
arm t o  the s ide o f  t h e  person 's  body ,  immobi l izi ng  it , o r  
one  leg to the  other ( reduce S peed by  95%) or a foot to 
the floor, g l u i ng  h im  to the spot. The g lob can also be 
used to g lue  a weapon or p iece of ev idence to the perpe
trator's hand or to clog the barre l of a gun  to prevent it 
from fi r ing ( not effective against energy weapons, wh ich 
burn right  through the goop) .  

Each Sticky G lob is a bout the s ize of a softba l l  or 
g rapefru it and spreads out  to cover a two foot (0 .6 m) area 
on impact with the target. The sticky bal ls of super-adhe
sive wi l l  adhere fi rmly to anyone who is struck or who 

touches it after it has been expel led (except for the char
acter who created it) . 

The victim stays stuck u nt i l  the Sticky Glob d is i nte
g rates, or unti l  the victim is  pu l led free by another person .  
The sticky g lobs wi l l  stick a person to the floor, tab le ,  wal l ,  
door, etc. , o r  just to h i s  own body . 

Once stuck i n  a Sticky Glob,  freeing the character re
qu i res a combined P .S .  of 50 (and uses up two melee at
tacks/act ions) ,  or a Supernatu ra l P . S .  of 27 or g reater to 
pu l l  the victim free. Otherwise, the v ictim wi l l  have to wait 
u nti l i t  d issolves natu ral ly . Try i ng to shoot th rough the ad
hes ive to free the victim wi l l  not work, and u sing fi re , heat 
or energy attacks wi l l  a lso see half the damage i nfl icted to 
the g lob a lso infl icted to the stu ck victi m !  

The adhesive g lobs may a lso be u sed to tempo ra l ly 
mend/hold together broken support beams, bridge g i rders ,  
ra i l i ngs ,  t he  side o f  a crumb l i ng  wa l l ,  and simi lar  struc
tu res, but the repair wi l l  be very short-l ived , making it good 
on ly in emergencies where people a re evacuated q u ickly . 

Range:  60 feet ( 1 8 .3  m) + 1 0 feet ( 3  m) per leve l of experi
ence. 

Duration:  Five minutes (20 melee rou nds) per level of ex
perience,  or the creator can make the g lobs d isappear at 
wi l l  by touching them. 

Damage: None,  but anyone trapped i n  a Sticky Glob wi l l  
be held i n  place and lose the use of whatever l imb then is  
g l ued to someth ing e lse .  G . M . s ,  use common sense i n  the 
use of th is power. 

Attacks per Melee :  Each Sticky Glob counts as one me
lee attack. 

Bon uses : Any hand to hand combat and P . P . attr ibute 
bon uses apply to the fi ri ng of Sticky Globs , but such bo
nuses are half when shooting wi ld or when moving and 
shooting .  
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Note: Th is  is the su per ab i l ity possessed by the v i l la in  
Sticky Pete i n  the Gramercy Island ™ sou rcebook. 

S u pervis i o n : A n g u la r  Vis ion 
Characters with th is ab i l i ty are ab le to warp l ight  i n  such 

a way as to look around corners ,  l i ke bei ng  able to look 
th rough a straw after it has been bent.  The l ight  can be 
warped from around a corner  with an ang le of 300 or 
more, and with experience, one can warp l ight around 
more than one co rner  (+ 1 at levels 4 ,  8 ,  & 1 2) .  Th is  power 
lets the hero spy on ,  or mon ito r others from a safe or con
cea led position . 

Range:  300 feet (91 . 5  m) + 1 0  feet (3 m) per level of expe
rience.  

Bon uses : Has perfect 20/20 vis ion .  

S u pervis i o n : Spectru m Vis i o n  
Super beings with Spectru m Vision are able to perceive 

energy that is outside of the normal huma n  range of vi
s ion . This includes various ranges of the e lectromagnetic 
spectru m, includ ing :  rad io waves (Broadcast TV, AM, FM ,  
Citizen 's Band ,  Short Wave ,  Walkie Talkies, etc . ) ,  electric
ity (active power flowing ins ide power l i nes ,  outlets, veh i
cles and devices ,  the charge i n  batteries and generators , 
static e lectricity , etc. ) ,  m icrowave frequencies (communi
cation relays, ce l l  phones,  microwave ovens,  etc . ) ,  both 
phase and force fie lds (both norma l ly invis ib le) ,  X-rays 
(produced by X-ray mach ines and super bei ngs us ing 
X-ray vision ) ,  gamma rays and a l l  forms of rad iation (any 
rad ioactive isotopes, transura n ic elements, nuclear reac
tors and weapons,  contaminated areas ;  note that the leve l 
of rad iation ,  the danger, in tenSity and type wi l l  a l l  be 
clearly seen by the character) . 

This ab i l ity inc ludes seeing the mag netic fie lds of the 
Earth , as wel l  as i nd ivid ual  magnetic fie lds around magne
t ized items and i ron/steel  objects . Always knows where 
mag netic north i s  and can see mag netic streams much 
l i ke dolph i ns  and whales,  and can use them as i nvis ib le 
land marks and even as a sort of h ig hway to find h is way 
around l i ke a homing p igeon .  

Range:  1 00 feet (30 . 5  m) + 1 0  feet (3 m )  per level o f  expe
rience. But range is  red uced by half in the city ,  due to the 
amount of background rad iation and e lectromag netic inter
ference. 

Bon uses : +5% to E lectrical sk i l ls ,  + 1 0% to Navigation 
and Wi lderness Surviva l sk i l ls ,  and +20% to Land Naviga
tion ski l l .  

Targeti ng 
The character perceives d ista nces d ifferently than the 

rest of us ,  a l lowing him to focus with more precision on 
d istant targets . H e  can a lso in tu itively pred ict bal l istic tra
jectories of arrows, th rown weapons ,  bu l lets and other  
projecti les . 

Bon uses : By judg ing  the trajectory and fi r ing arc of bows, 
crossbows , and th rown weapons,  the character can in
crease h is  norma l fi ri ng  range by 50%. 



All  ranged attack penalt ies are halved , includ ing penal
ties for fi ri ng  at extreme range.  

Ranged Weapon Bonus  (Guns) :  +1  to strike u nder any 
cond ition .  

Bows & Th rown Weapon Bonuses: +1 to stri ke at levels 
2 ,  5 ,  1 0  and 1 5  for Aimed or  Cal led Shots when us ing a 
bow,  crossbow or th rown weapon .  

Bon us Me lee Attack: + 1  attack per melee round when 
only a g u n ,  bow or  th rown weapons a re used for a l l  the at
tacks for the ent ire melee rou nd .  

Tra nsfixi n g  G aze 
L ike the eyes of a cobra , the character can transfix h is 

opponents with a mesmeriz ing stare .  The gaze holds the 
victi ms frozen in  p lace , u nable to move or  attack, and 
even menta l/psion ic ab i l it ies o r  spel ls are impossib le to 
use wh i le  transfixed . The on ly problem with th is power is 
that the su per being  i s  h i mself locked in th is stare down 
with his victi m .  This leaves the super being vu lnerable to 
attacks from other v i l la ins not locked i n  h is transfixing 
gaze,  or to those outside of the power's effective range.  

Anyth ing that breaks the eye contact between the char
acter and h is  victims i nstantly ends the gaze's effect, re

leas ing the victim from i ts infl uence .  It is q u i te possib le for 
one person to be pu l led away from the gaze whi le others 
remain under its influence .  L ikewise, if the character with 
the Transfixing Gaze is knocked down ,  b l i nded or forced 
to move, h is gaze is broken .  The effect is also b roken if  
the transfixed ind ivid ual (s) is  attacked . 
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Range:  Eye contact with a range u p  to 200 feet (61 m) .  
The victim must meet the cha racter' s gaze for the power 
to take effect. Th is can happen qu ite easi ly i n  combat s im
ply by attacking a victim and fo rcing h im to tu rn to confront 
the super bei ng .  

Du ration :  The gaze can be mainta i ned fo r fou r  melee 
rou nds (60 seconds) per level of expe rience .  

Damage: None,  b u t  those caught  i n  the transfix ing gaze 
are unable to take any actions u nt i l  the gaze is  broken . 

Maximum Number of Targets : The hero may transfix up  
to  two vict ims per  level o f  experience a t  any one t ime, pro
vided each looks h im in the eye. Looking into an oppo
nent's face/eyes is typ ica l j ust before someone attacks . 
Fu rthermore ,  a character with th is ab i l i ty has probably 
learned how to draw attent ion to h i mself and get more 
than 1 -3 people to look h im in  the eye/face , however, th is 
req u i res a publ ic address or making a spectacle of one
self. 

Attacks per Melee: Neither the character us ing the gaze 
or  those transfixed can take any action  whi le the gaze is i n  
effect. 

Saving Th row: The victim(s) may make a save vs mind 
contro l  (need ing 14 or h ig her) to res ist the effects of the 
gaze attack. 

Bonus:  The character is  immu ne to the Tra nsfixi ng Gaze 
of others ( i nclud ing vampires) and is +1 to save vs Horro r 
and Awe Factor. 

U n d e rwater Pro p u ls i o n  
I nstead of adapt ing the hero to a l ife u nderwater (see 

Underwater Abi l it ies i n  H U2) ,  U nderwater Propu ls ion rock
ets the super being th rough the waves in a s imi lar  man ner  
as a torpedo, but without any apparent means of  propu l 
s ion . U n less the character a lso has Underwater Abi l it ies , 
he wi l l  have to rocket across the surface of water, come to 
the su rface often , or use a SCU BA tan k  to avoid d rown ing .  

Water can be  as  shal low as two feet (0 .6  m) for th is 
ab i l i ty to work and have the character skim along the sur
face i n  a prone position .  

Speed Travel ing in Water: 1 50 mph (240 km) ,  p lus 1 0  
mph ( 1 6  km) per level of experience whether  it be on the 
su rface, j ust below the su rface or deep underwater. Can 
a lso leap up out of the water to 40 feet ( 1 2 . 2  m) .  

Bon uses when Underwater: Hold b reath u nderwater fo r 
u p  to two minutes (8 melee rounds)  per level of experi 
ence. 

Can withstand underwater  depths up  to 320 feet (97 . 5  
m ;  needs Underwater Abi l it ies to  end u re g reater depths) . 

+ 1  to in itiative (even when just floating i n  the water) . 

+ 1  to stri ke , parry and dodge (even when just floati ng i n  
t he  water) . 

+2 to dodge when trave l i ng  faster than 50 mph (80 km) 
underwate r. 

+ 1  to damage for every 20 mph (32 km) of speed . 

+20% bon us to a ny and a l l  swimming ski l ls .  

+ 1 5 to S . D . C . (a l l  the time ,  not  j ust when underwater) . 



Vocal izati on 
The character has a strong ,  clear voice and i s  a natu ra l  

pub l ic speaker ab le to h old the attention of an audience. 

The super being can man ipu late h is voice to produce a 
variety of u nusua l  effects. 

1 .  Ampl ify Speaking Voice : Th e character can ampl ify 
h is  voice to sound  deep and booming , equ ivalent to us ing 
a bu l l horn or  loudspeaker, but not loud enough to hu rt ear
d rums or cause deafness. The ampl ified voice remains  
clear and easy to  understand even at  great ranges. The 
vol ume of the cha racter' s voice can be control led at wi l l .  

Range:  Heard u p  to  a ha l f  m i le (0 .8  km)  away. 

Awe Factor: +2  to the character's Awe or Horror Factor 
( H . F . ) .  

2.  S peak in  a Wider Range o f  Sou nd :  The character 
can "speak" i n  both the u ltrason ic and subsonic range of 
sou nds ,  enab l ing him to speak to dogs and other an imals 
and artificia l  means of l i sten ing on  frequencies that can not 
be heard by humans .  (Note : Characters with Parabol ic 
Hearing or b ion ic heari ng  shou ld be able to tune into th is 
aud io freq uency without anyone else being able to over
hear  what he is say ing u n less they have a wider range of 
heari ng too .  U nfortunate ly ,  the Voca l iz ing character does 
not automatica l ly hear i nto these ranges of sound ,  u n less 
he has another power or  mechan ica l  means that a l lows 
h im to . 

Range:  Can be heard u p  to 1 00 feet (30 . 5  m) away, + 30 
feet (9 . 1 m) per level of experience .  

3.  Modu late Voice: The character is ab le  to  change 
the pitch and tone of h is  own voice to sound deeper 
(male) or h igher  (female o r  ch i ld- l i ke) , and general ly sound 
d ifferent than h is  natu ra l  speaking vo ice. Great for help ing 
to concea l h is identity and fo r making crank  telephone 
cal ls .  Serious ly ,  he can easi ly d isgu ise h is  voice (86% 
+ 1 % per level of experience) .  

Range:  Norma l speak ing range or i n  conj unction with Am
pl ify Speaking Vo ice. 

4. Mimic Sounds and Whistles : The character can 
mimic most natu ra l  and common sou nds i n  a way s imi lar  
to people who tra in  the i r  ears and voice to do bird ca l ls ,  
make an imal  no ises or sound effects . Th is ab i l ity can not 
be used to speak to an imals or mach ines, but to create 
sou nds that sound  conv inc ing ly real (especia l ly over a ra
d io or ce l l  phone) .  The super being has perfect pitch and 
vocal control so he can wh istle a tu ne at a professional  
leve l of qua l ity and s ing beautifu l ly ( if he has the S ing 
ski l l ) .  Base S ki l l : 70% +3% per level of experience. 

5. Power of Command : Once per minute (every fou rth 
melee rou nd) ,  the character is able to issue a sing le ,  s im
ple command ,  with no more than two words. Th e com
mand is genera l ly  issued to a crowd and can not be 

anyth ing complex, or i ntricate i n  n atu re .  S imple state
ments l ike "Run , "  "Stop , "  "F reeze , "  "Surren der, "  " Listen , "  
"Get out , " "Release h im , "  "He lp  h im , " "Cal l  9 1 1 , " etc. Ev
eryone who hears the s imple command , and fa i ls  thei r 
saving th row ( 1 2  or h ig her) ,  must comply with the simple 
command for the next 1 D4+ 1 melee actions/attacks (6-1 2 
seconds) .  Note: Commands that encourage vio lence ,  vio-
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lence on others ,  self-destruct ion , or  su ic ide ,  such as " ki l l  
h i m , "  " k i l l  yourself, " "shoot h im , "  "jump" (off a rooftop) ,  etc. , 
do N OT work. 

Range:  1 00 foot rad i us  (30 .5  m) of the speaker. 

Du ration :  1 D4+ 1 melee actions/attacks; the victi m feels 
they must perform a s ing le ,  s imple action ,  as per the com
mand g iven at least for a few seconds ,  but sometimes a 
few seconds is a l l  one needs to make a d iffe rence. 

Damage: None, just issues a s imple command . 

Attacks per Melee: Each u se cou nts as two melee at
tacks/actions and may on ly be used once every 60 sec
onds .  

Saving Th row: 12 o r  h igher  (M . E .  bon u ses app l icable) 
means the person(s) d oes N OT have to obey the com
mand .  Fu rthermore ,  characters with an M . E . of 24 or 
h igher and characters with mind contro l ab i l it ies of thei r 
own are impervious to the verbal command . Master psy
chics need only rol l  a 1 0  or h ig her to save . 

6 .  Bonuses (as appl icable) : + 1 0% to S ing ,  I m person
ation and a l l  spoken Language ski l l s ,  +5% to I nterrogation 
and Seduction . 

Wi n d ows 
The super being can look th rough one window, but 

choose to see the view out of any other wi ndow with in  
range of  th is  ab i l ity .  The character does not  have to  alter  
or even touch the window to u se th is power, he j ust con
centrates for a moment and looks through the window. 
The second window must be with i n  range of the charac
ter's power and he must be with in  5 feet ( 1 . 5  m) of the 
window he is looking th roug h .  Any other characters look
ing over the super being 's  shou lder can a lso see what the 
su per being  sees, as this ab i l ity a l ters the l i ght coming 
through the window, not the character's sig ht. This power 
is ideal for spy ing with i n  a city as there are windows ev
erywhere ,  looking into a nd out of a lmost every room in ev
ery bu i ld i ng .  I t  is also important  to note that those looking 
th rough the second window can also see the super  being 
(and anyone with h im)  as if  he was actua l ly looking 
through the window; the two windows are l i nked as long 
as the power is i n  effect. Smash ing or sp lash ing coffee,  
i nk, paint or  other  opaq ue su bstance or covering it ,  auto
matica l ly cancels the two-way effect. 

Range:  1 00 feet (30 .5  m) + 1 0 feet (3 m) per leve l of expe
rience.  

Du ration :  One minute per level of the super being .  

Damage:  None,  th is effect can not be used as an  attack. 

Attacks per Melee: Use all melee attacks/actions u nt i l  the 
character stops concentrati ng on viewing or the window is 
smashed or covered . 

Without S ustenance 
This ben ig n super ab i l i ty a l lows the character to exist 

without any type of outs ide sustenance or protection from 
the elements ,  a l lowing h i m  to su rvive i n  any Earth environ
ment. 



The character is never hungry o r  th i rsty , does not need 
to eat or  d ri nk  to survive (nor expel waste prod ucts) and 
can survive on ha lf the air or  air qua l i ty of a normal hu
man . He can also tolerate and survive temperatu res as 
hot as 1 1 0  degrees (43 . 3  C) or as low as 1 0  degrees 
Fah renheit  (-1 2 C) without i l l  effect (no heat exhaustion o r  
frostb ite/freezing ) ,  a n d  can function normal ly under such 
adverse cond it ions (no  penalt ies) . Nor  wi l l  the character 
suffer from decompress ion .  Note : The character is sti l l  
vu lnerable to  a i rborne gasses, poisons ,  and  tru ly extreme 
environments,  but he can survive better than the average 
person or even many su per be ings .  

food and water, rest and  warmth req u i red by humans for 
one day at the end of h is period Without Sustenance ,  he 
can function  i ndefi n ite ly on  a fraction of what an ord i nary 
person needs to su rvive . So a th i rd level character can go 
six days without any food or  water without i l l  effect. On 
day seven , he wi l l  feel  as if he has gone one day (24 
hou rs) without proper nourishment and suffers the corre
spond ing penalt ies (if a ny) .  However, i f  on day seven the 
character eats at least two good mea ls,  d ri nks 64 ounces 
( 1 .89  l iters ) of water, rests for e ight hours and sleeps for at 
least 7 ,  he suffers no  penalt ies or d iscomfort and can then 
go another six days without food and water (or out i n  hot 
or cold weather) .  Note: S leep deprivation is N OT part of 
this ab i l i ty , and the character needs to get at least six 
hou rs of s leep a day to function without pena lties. 

Range:  Self on ly .  

Duration:  Two days (48 hours) per level of  experience. As 
long as the character gets the usual  req u i red amount of 

New Major Super Abilities 
Absorb Matter 

Aerodynamics 

Alter Physica l  Structu re :  Air 

Alte r Physical Structu re :  Ash 

Alte r Physical  Structure :  Blood 

Alter PhYSica l  Structu re : Bone 

Alte r Physical  Structu re : Cora l  

Alte r PhYSica l  Structu re : Energy 

Alte r Physical  Structure :  Foam 

Alte r Physical  Structu re : Human Force Fie ld 

Alter  Physical  Structure : Glass 

Alte r Physical  Structu re : Goo or Gel 

Alte r PhYSica l  Structure : Mag net 

Alte r Physical  Structu re : Mercu ry 

Alter Physical  Structu re : Pebbles 

Alte r Phys ical  Structu re : Plastic 

Alte r Physica l  Structure : Rag Dol l  

Alter  Physica l  Structure :  Sponge 

Alter Physical  Structure : Vines 

Alter Physica l  Structu re :  Void (Reprinted) 

Alter PhYSical  Structure : Wax 

An imal Ab i l ities (New Types) 

An i mate Objects 

Bu l letproof 

Control the Vo id (Reprinted) 

Copy Energy Pattern 

Defensive I mmun ity 

D ismantle Mach ines 

Earth Possession 

Ectoplasmic Armor 

Ectoplasm ic Webbing 

Energy Conversion  

Energy Wi ngs 

En large I tems 

Flesh Works 

Force Man ipu lation 

Grant  Powers 

Gravity Waves 

I l l us ions 

I mmobi l ization Ray 

I ndestructi b le 

I n ha bitat ion 

J inx Power 

Ju n kyard 

Life Leech 

Mach ine Merge (Reprinted) 

Massive Damage Capacity 

Matter Expu ls ion :  Bone 

Matter Expu ls ion :  P lastic 

Matter Expu ls ion :  Wood 

Mega-Tai l  

Merge B io-Mass 

Meta l Man ipu lation 

Molecu lar Compression 

Monstrous Form 

Orb ital Spheres 

Pause Temporal F low 

Personal Recogn ition 

Pesti lence 

Petrificatio n 

Polymorph 

Porta ls 

Prod ig ious L imbs 

Prodig ious Mu lti p le Arms 

Rai nmaker  

Re-Channe l  Kinetic Energy 
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Rocket Charge 

Self-Explosion 

Shadow Man ipu lat ion 

Sl ime Generation 

Stretch Time 

Sub-Zero 

Super-Regeneration (Reprinted) 

Superl umi nal  F l ight  (FTL) (Reprinted) 

Swal lowing L imbo 

Swarm-Selves 

Techno-Form 

Transmutation 

Zombie Flesh 





Absorb M atter 
This wei rd power enab les the superhuman to tempo

rari ly absorb inan imate objects and materia l  into h is own 
body ,  making them d isappear complete ly. When th is hap
pens  the super being  bu lks up, becoming heavier and 
more formidable looking . I f  the bu lk  of the matter is  stone 
and concrete , the ski n  may take on the roug h appearance 
of those materia ls ,  if ha lf or more was meta l ,  the skin 
takes on a meta l l ic  ti nge .  The power i s  l im ited to inan imate 
objects , the hero can not absorb l iv ing creatures, but can 
absorb once l iv ing materials l i ke objects made from 
leather, ru bber, bone o r  wood . Absorbing an object into 
h imself enables the character to d raw u pon the object' s 
S .D .C .  and A R. ,  en larg i ng ,  strengthen ing and reinforcing 
h is own body to superh u man levels . The character can 
absorb any object (or combination of objects) eq ual to h is  
P .E .  attri bute nu mber t imes 20 i n  pounds (or  x9 i n  kg ) ,  
p lus 5 0  Ibs (22 . 5  kg ) per add it ional level o f  experience ,  
starti ng with leve l two. F o r  example: Kid Absorber has a 

P . E .  of 1 5  and is a leve l 7 Experi ment, so he can absorb 
up to 600 pou nds (270 kg) of objects at one t ime. 

Once an object(s) is  absorbed , the su per be ing gets the 
object's weight/bu lk ,  S . D . C .  and A R. temporarily added to 
his own , but the character's physical size doesn't i ncrease 
more than 1 0%,  althoug h the muscles become those of a 
bodybu i lder and hard as i ron .  

Armor Rating & S.D.C. : The Absorbed A R. is  a lways the 
A R .  of the material that is the majority of a l l  matter ab
sorbed . So if concrete , steel and wood were a l l  absorbed , 
whichever represents the g reatest percentage is the A R .  
and S . D . C .  used , a l l  the other weight (and cumulative 
S . D . C . )  counts as the dominant materia l .  So if 40% was 
ord i nary concrete , 30% steel and 30% wood, the A R. is 
that of con crete , A R . 1 5 . 

The S. D. C. listed with the A R. is the amount per 100 
Ibs (45 kg) of weight, so if 1 00 S . D . C .  is l i sted for the dom
inant material absorbed , and the cha racter has absorbed 
370 Ibs ( 1 66 .5  kg ) of weight ,  he has 400 bon us S. D .C .  (a l
ways round  u p) .  

Paper or Cardboard - A R. 6 - 40 S . D .C .  per 1 00 Ibs 
(45 kg) .  

Clothing/CarpetingNiny l - A R. 8 - 50 S . D . C .  

Glass o r  Porcelai n - A R .  7 - 60 S . D . C .  

Leather - AR .  1 0  - 7 0  S . D .C .  

Common P lastic or Bone - AR.  1 3  - 80 S . D . C .  

Rubber - A R. 1 3  (old ti res perhaps) - 90 S. D .C .  

Wood - A R. 13  - 1 00 S . D .C .  

Loose DirtlSand/G ravel - A R. 14  - 1 20 S .D .C .  

Soft or L ight Metal (ti n ,  a lum in um ,  n ickel ,  copper, gold ,  
etc. ) - AR.  14  - 1 40 S . D .C .  

Brick, Stone or  Ord i na ry Concrete - A R. 15  - 1 50 
S . D .C .  

Rei nforced Concrete (with steel )  - A R. 16  - 1 70 
S . D .C .  

Steel/I ron/Titan ium - AR.  16  - 200 S . D .C .  

Diamonds - A R. 18  - 220  S . D . C .  
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Mi racle Al loys or Super P lastics ( l i ke the plastic Boeing 
is p lann ing to use that is one th i rd the weight but 1 00 

t imes stronger than the conventiona l  a l um inum sheeting 
they are cu rrently us ing)  - A R .  1 7  - 240 S . D .C .  

Note: L iqu ids, ice, l ivi ng  matter and  i ntact o rgan ic materia l  
(p la nts, an imals ,  dead bod ies,  etc. ) ca n N OT be absorbed . 

The additional S. D. C. provided by the "absorbed" mate
r ials is used fi rst ,  the character's natura l  S . D .C .  next, fol 
lowed by  H it Points. 

There is usual ly no  point i n  absorbing smal l  objects l i ke 
ti n cans ,  books ,  bones,  toasters or g u ns ,  because they 
don ' t  provide enoug h weight and S . D . C. to make much of 
a d ifference, un less they can be absorbed in large quanti
ties from a huge pi le. La rge objects l i ke cars , refrigerators , 
scrap meta l ,  ch unks of concrete , steel beams, doors ,  
lampposts , etc. , offer the best "fueL"  

Note: Absorbed objects do NOT work whi le  i ns ide the 
cha racter's body ,  and devices no longer function after they 
are re leased from the character's body (typ ica l ly battered 
and broken) .  If a l l  o r  most of the extra S. D. C. provided by 
the object was u sed up whi le absorbed , then the objects 
were destroyed in the p rocess and on ly broken b its and 
pieces are released . I f  the absorbing super being is s la in , 
any objects i nside of h i m  are released , but any working 
objects were destroyed by whatever k i l led the character. 

Range:  Touch . To absorb an object, the super being must 
touch it .  

Duration:  Five m inutes per level of experience ,  but the 
process can be repeated as freq uently as every 1 0  min
utes after the last  absorption ended.  Once the duration of 
the absorption ends ,  or  the object(s) i s  released , the supe r  
being  returns t o  h is normal  leve l o f  power. 

Weight that can be absorbed : The character can absorb 
any object or combinat ion of objects equal to h is P . E .  at
tribute number ti mes 20 in pou nds (x9 in kg ) ,  p lus 50 Ibs 
(22 . 5  km) per add it iona l  level of experience , starting with 
leve l two.  Remember, S . D .C .  l isted above is per 1 00 I bs 
(45 kg) .  

Other Bon uses :  I ncrease pu nch and kick damage 2 

poin ts per every 1 00 I bs (45 kg ) of materials absorbed and 
+1 to ro l l  wi th impact per every 1 00 Ibs (45 kg) absorbed . 

Aerodyna m i cs 
The abi l ity to shape and  contro l  the forces of aerody

nam ics .  Wh i le the power does not actua l ly a lter the shape 
of a n  object or control the a i r  itself, it does create an en
ergy field a round the object be ing affected wh ich alters the 
a i r  flow to lower resista nce .  Man ipu lation of th is field can 
make non-aerodynamic objects - l i ke a carpet, phone 
booth or car - fly .  

1 .  Increase Aerodynamics :  The most basic aspect of 
th is power is to i ncrease the aerodynamics around an ob
ject a l ready capable of fl ight u nder its own power. Doing 
so i ncreases the object/veh icle/creatu re's possib le speed 
by 1 0% per level of the super  being 's experience. I ts l ifting 
power (the load i t  can carry wh i le  flyi ng)  and maximum al
titude are a l l  dou bled . Note : U nderwater th is ab i l i ty func-



tions as above, b ut the target's speed is only i ncreased by 
5% per level of experience .  

Range:  Touch or l i ne  of  s ight  u p  to  40 feet ( 1 2 .2  m) .  

Duration:  1 0  min utes per level of experience .  

Attacks per Melee :  I t  takes on ly one melee attack/action 
to i n itiate this effect on a s ing le object/vehicle/creatu re .  

Bon uses : + 1 0% to pi loti ng sk i l l  and evasive maneuvers .  

Number of  Targets Affected : On ly one object per  every 
th ree levels of experience can be affected at any one t ime. 

2. Decrease Aerodynamics : The ma n ipu lation of 
aerodynamics means  the power can be used to make an 
a i rp lane ,  b i rd or other fly ing  object lose i ts aerodynamics 
and decrease its fl ight capab i l it ies. Doing so decreases 
the object/veh icle/creatu re's  speed by 1 0% per leve l of the 
super being 's  experience. Lifti ng  power and maximum alt i
tude are not affected , but -40% on the pi loti ng  ski l l  or eva
sive maneuvers. Note :  For crash land ings ,  see page 89 of 
the HU2 ru le book. Underwater this ab i l ity wi l l  reduce a 
target's hyd rodyn amics, decreasing its speed as above . 

Range:  Touch or l ine of sight  u p  to 40 feet ( 1 2 .2  m) .  

Duration : 10 minutes per level of  experience . 

Damage: None,  u n less the flyer crashes. 

Attacks per Melee :  I t  takes two melee attacks/act ions to 
i n itiate th is effect on a s ing le  object/veh icle/creatu re .  

Number o f  Targets Affected : There is  no l im it to the 
number of targets that can be affected at one t ime. 

3.  P inpoint Defense : By focus ing the fu l l  force of his 
power against a single, small target, the character can 
g ive a s ing le projecti le the relative aerodynamics of a 
brick. This wi l l  cause a s ing le projecti le (bu l let , g renade ,  
arrow, spear, missi le ,  etc. ) to  s imply drop from the a i r, i n 
fl icti ng no damage to  h im  or anyone else. Th is  ab i l ity is  
used just l i ke a norma l parry ,  but at +4 ( i nclude any P . P .  
bon us to parry ,  but no other bon uses) .  I f  the parry fa i ls ,  
the projecti le stri kes its target and i nfl icts its normal fu l l  
damage. 

Range:  Line of sight ; must be able to see the object or the 
weapon fi r ing it to use the P inpoint  Defense on it . 

Duration:  I nstant. 

Attacks per Melee: Th is ab i l i ty takes the place of the 
character's normal parry when the projecti le is fi red at h im ,  
bu t  counts as  one  melee attack when focused on a projec
tile ai med at somebody else. 

N umber of Targets Affected :  On ly one; not effective 
agai nst bu rsts , sprays or vol leys. 

4. E nhance Thrown Weapons : Th is  power can not ac
ce le rate a bu l let, miss i le or other  modern projecti le 
wea pon ,  but can be appl ied to a th rown weapon or  arrow 
to i ncrease its range by 1 0% per leve l of the super be ing . 
Damage remains u nchanged . Not effective underwater, 
except when appl ied to spear g uns .  

Range:  Touch or l ine of  sig ht  for a s ing le th rown weapon ,  
arrow or crossbow bolt. 

Duration:  I nstant. 

Damage: As per the weapon as usua l .  

Attacks per Melee: Cou nts as one melee attack/action in  
add it ion to the act of  shooting o r  throwing the weapon . 
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Number of Targets Affected : One projecti le ;  not effective 
on bu rsts , sprays or vol leys. 

5.  Feather Fal l :  When the hero fi nds h i mself i n  the un
fortu nate position of  fa l l i ng from a g reat heig ht he can use 
this power to g ive h imself the aerodyn amic d rag to g l ide or 
float gently to the ground l i ke a feather. I t  can take qu ite a 
wh i le  for the character to reach the g round though ,  as he 
fa l ls  at on ly one foot (0 . 3  m) per second .  So the character 
may make an easy target on the way down . Note : If used 
i n  water th is ab i l i ty wi l l  cause the character to float on the 
su rface of the water l i ke an a i r-fi l led ba l loon and pop to the 
su rface if the character was u nderwater when it was i n iti 
ated . 

Range:  Self or one other with i n  l i ne  of s ight .  

Duration:  Lasts u nt i l  the hero successfu l ly reaches the 
g rou nd/safety . 

Attacks per Melee : I n itiati ng  Feather Fa l l  counts as one 
attack, and the character can not use any other aerody
namic ab i l it ies wh i le  th is one is in effect. 

6.  Generate F l ight: Wh i le the power cannot let the 
hero fly d i rect ly ,  i t  can be used to make an object the hero 
is s itti ng o n ,  rid i ng  i n  o r  ho ld i ng ,  fly under h is power. I t  
works b y  a lteri ng the aerodynamic fie ld rap id ly around the 
object in a c ircu lar  patte rn , with an effect s imi lar to a hel i 
copter's rotor b lades,  but without a l l  that noise .  Note: Not 
effective u nderwater. 

Range:  Affects a s ing le  object no  larger than your aver
age automobi le i n  size and weight. 

Duration :  1 0  m inutes per level of experience.  

Maximum Speed : 1 00 mph ( 1 60 km) + 1 0  mph ( 1 6  km) 
per level of experience.  

Maximum Attitude:  20, 000 feet (6096 m) .  

Attacks per Melee: The super be ing must spend half h is 
attacks per melee round to mainta in  f l ight .  Fai lu re to do so 
means  the object loses i ts fl ight  properties and crashes to 
the g round l i ke a stone .  

Number of Targets Affected : One.  

Alte r  Phys ical  Structu re : A i r  
With a thought, the cha racter can become a vapor o r  a 

gaseous cyclone of swi rl i ng  wind  and dust. This grants the 
hero the ab i l i ty to fly ,  makes him impervious to most physi
cal attacks and g ra nts h i m  severa l  special ab i l it ies. 

1 .  Partial I ntang ib i l ity : The character's body cannot be 
struck or harmed by any sol id objects , this i ncludes 
punches, kicks , swords ,  b lunt weapons,  bu l lets, arrows , 
cars ,  fa l ls ,  etc. Cold based attacks do half damage .  

Suffers fu l l  damage from rad iation ,  e lectricity ,  gasses, 
d iseases, magic, pSion ics and energy-based attacks. 

Vu lnerab i l i t ies: F i re ,  which consumes oxygen ,  does 
double damage, and be ing caught i n  a sudden vacuu m  or 
i n  outer space is incred i b ly damaging to the a i r  form hero ,  
caus ing h im  t o  take 1 D6x1 0 damage per melee round ex
posed . Of cou rse the character can change back to hu
man to  prevent fu rther damage . 

Explosions have one of two possible outcomes on  the 
character's body ( ro l l  percent i le d ice) .  01 -30% Blows the 



character 4D6x1 0 yards/meters away (no damage) ,  o r  
31 -00% D isperses a n d  spreads the body over a large 
area . The character takes 1 0% of  the damage from the 
force of the blast, but requ i res 2D4 m inutes to reform h is  
body of  swi rl i ng  a i r, and  he must do that before he can 
tu rn back i nto a h u man .  

Note : The cha racter can not pick up ,  l ift or touch any
th ing whi le he is i n  air form, nor  can he make any kind of 
melee attack. 

2.  Air Form and Cond itional I nvis ib i l ity : Whi le i n  gas
eous ,  vapo rous form , th e character is completely inv is ib le ,  
provided he remains tota l ly sti l l  and is ind istingu ishable 
from the rest of the a i r  a round him. Once the character 
moves, he is clearly v is ib le as a floating vapor with a 
vag ue human shape,  o r  becomes a swi rl i ng  mass of a ir ,  
l i ke a m in i-whirlwind i n  h u manoid form . Note that there is a 
continuous rush of a i r  when the a i r-based character 
moves, wh ich is clearly aud ib le and can be felt on the skin 
of everyone in  the area , making any type of prowl ing im
possible in  h is a i r  form . 

As a vapor or swi rl i ng w ind ,  the supe r  being can travel 
through a i r  ducts and vents, subway g rates,  leaky steam 
p ipes, and manhole covers , as wel l  as through cracks un 
der  doors and  any  open ing large enough  for a vapor/mist 
to enter. Note : The character can not pass th rough sol id 
objects or throug h a i rtig ht doors or conta i ners, nor  through 
force fie lds .  

3.  Hovering and Fl ight:  As a being  composed of noth
ing but a ir ,  hove ring and fly i ng  is  the character's natu ra l  
state . Hovers up  to 10  feet (3 m)  h i gh  even when just rest
i ng .  The character can fly at any speed u p  to 300 mph 
(480 km) +20 mph (32 km) per level  of experience i n  h is 
a i r  form, but can a lso float and fly at up to 20 mph (32 km) 
even when i n  h is norma l human form . Maxi mum Attitude :  
30 ,000 feet (9 1 44 m) .  

4. Wind B last Attack: The character can un leash a 
short, powerfu l b last of wind from a ny part of h is body 
(mouth , hands,  a rms, legs, etc. ) .  

Range:  1 00 feet (30 . 5  m) + 1 0  feet (3 m) pe r  level of expe
rience.  

Duration :  I nstant .  

Damage: 3D6 pOints of damage, p lus a 0 1 -50% chance of 
knocking an  opponent weig h i ng  less than 200 Ibs (90 kg ) 
off h is feet. 

In the alternative , the gust of wind can be used to knock a 
weapon or device out of an opponent's  hand ,  knocki ng it 
2D6 yards/meters away ; +3 to d isarm ,  but a d isarm attack 
on ly does 1 D4 points of damage. 

Attacks per Melee : Each Wi nd B last coun ts as one me
lee attack. 

Bonus:  +2 to strike , +3 to d isarm (as noted above) .  Can
not be used to parry i ncoming attacks from others.  

5.  Wind Push Attack: The character can a lso u n leash 
a powerfu l air b last that pushes an  opponent (or chair, 
cart, statue, etc . )  back 3D6 yards/meters and has a 
0 1 -88% chance of knocking a person off h is  feet and fly ing 
on h is backside. Damage is  l ig ht, one po int ,  but if knocked 
off his feet the v ictim loses i n itiative and two melee ac-
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t ions/attacks. Note: Red uce the chance of getti ng 
knocked back by half i f  the opponent is g iant-sized ( 1 2  
feeU3.6  m o r  larger) o r  weighs  800 pounds  (360 kg ) o r  
more. 

Range:  1 00 feet (30 .5  m). 

Du ration :  I nstant .  

Damage: 3D6 damage. 

Attacks per Melee :  Each use cou nts as one melee at
tack/actio n . 

Bonus:  +2 to stri ke. 

6.  Wind Bl ind Attack: With a Cal led Shot (at -3 to 
stri ke) , the character can b l i nd an adversary with a blast of 
wind that conta ins g rit or  dust, b l ind i ng  the ind ivid ual (-1 0 
to strike , parry and dodge) for 1 D4 melee rou nds .  

Range:  20 feet (6. 1 m) .  

Duration:  I nstant. 

Damage:  B l i nds  opponent, un less the eyes are protected 
by goggles,  helmet and visor, or wraparound sung lasses. 

Attacks per Melee : Each wind b last counts as one melee 
attack. 

7.  Tornado Transformation Attack: The character 
can sp in h i s  body composed of a i r, d ust and small objects 
into a sma l l  tornado.  

Range:  Self. In  th is form h is winds d i rectly affect a 20 foot 
(6. 1 m) d iameter ,  and a re felt at u p  to 1 00 feet (30 .5  m) 
away. 

Duration:  Five m inutes (20 melees) per level of experi
ence, but he can stop the tornado attack at any time be
fore that, shou ld he desi re to do so. 

Attacks per Melee : Once the character becomes the tor
nado (costs two melee attacks/actions) ,  a l l  he is capable 
of doing i s  using h is melee attacks to move around the 
batt lefie ld and attack/affect people with his tornado from.  

Damage:  At the outer edge of its rad ius ,  out to 1 00 feet 
(30 . 5  m) away , the tornado creates a strong wind but does 
no damage.  With i n  its ma in  20 foot (6 . 1 m) d iameter, the 
tornado does 1 D6 points of damage per level of experi
ence to everyth i ng  it h its/touches. Each tornado stri ke 
cou nts as two melee attacks. Double that damage for a 
power stri ke that uses u p  a l l  attacks for that melee round .  

An  Alternative to  Outright Damage: The super being 
can use the tornado to pu l l  people i n  and keep them there ,  
swi rl ing around with i n  h is cyclone body. Victims of th is at
tack are completely he lp less wh i le in the tornado (no at
tacks , not even mental or mag ic ones) .  When  the tornado 
stops/d isappears the i nd iv idua l  is d ropped to the ground 
and is d izzy and d isoriented fo r 2D4 melee rounds (-2 on 
i n it iative, -2 to strike and a l l  other combat maneuvers, and 
Spd and balance are ha lf; poor balance,  wobbly legs) .  

A character gets "caught  by the twiste r" if he is touched 
by the center 20 foot (6 . 1  m) d iameter of it. In this capac
ity ,  the tornado is an area effect attack that snatches up  
and  incapacitates everybody around it. Note that those 
caught in the tornado on ly take 1 D4 pOints of damage per 
min ute. 

S.  Wind Th rown Objects : The character can use h i s  
tornado vortex to  pick u p  and h u rl objects a t  a specific tar-



get. These can be sma l l  items l i ke kn ives, bricks, bottles , 
and s imi lar  items (one per leve l of experience) fl ung u p  to 
double the i r  normal  range and each doing an add itiona l  
1 D6 damage,  or a med i um-s ized item such as another  
person ,  garbage can ,  dumpster, mai l box, park bench , 
cha i r, sma l l  table , and s im i lar  objects weigh ing under 500 
Ibs (225 kg ) launched up  to 200 feet (61 m). 

Range:  Double the usua l  range for small items, up to 200 
feet (61 m) for an object up to 500 Ibs (225 kg) .  

Duration:  I nstant. 

Damage:  Small items: Their usual damage +1 D6 addi
tiona l ,  each .  

Med i um-sized item:  4D6 per 1 00 pounds (45 kg) ;  
2D4x1 0+1 5 for a 500  I b  (225 kg ) item !  Damage to  a hu
man being or  an imal  gett ing p icked u p  and tossed is 4D6 

damage if tossed comparatively gent ly ,  or 8 D6 (or 
1 D4x1 0)  if th rown hard .  In add ition ,  those struck by a me
d i um item or picked up  and tossed as a weapon ,  lose i n i 
tiative (the attacker has it) , l ose two melee actions/attacks 
(the time i t  takes to get h is  wits and back on h is  feet) and 
have a 0 1 -80% l i ke l i hood of d ropp ing whatever they were 
ho ld ing at the t ime. Characters who can fly, teleport ,  o r  
become weightless (and  perhaps a few others) can  stop 
themselves from h itti ng before impact and avoid taking 
any damage, but lose one melee act ion . L i kewise, an op
ponent who has a garbage d u mpster hu rl i ng  toward him 
can attempt to dodge. 

Attacks per Melee : Each Wind Th rown Object (or vol ley 
of smal l  items) ,  smal l  or med i um ,  cou nts as two melee at
tacks/act ions. 

Bonus: None. 

9.  Additional Bonuses and Abi l ities :  Can accurate ly 
measure a i r/wind speed and sense chang ing weather con
d itions at  45% +5% per level of experience. The character 
can ' t  be seen on infrared ,  thermal v is ion or heat sensors 
when i n  a i r  form . The character does not breathe i n  the 
conventiona l  sense, the character's altered form is com
posed of air wh ich i ncl udes oxygen ,  so he cannot be suf
focated or drowned in a i r  form. The hero speaks i n  a raspy 
voice whi le in  air form , and reta ins  his normal sense of 
s ight, hearing and sme l l ,  but cannot touch or taste any
th i ng  i n  a i r  form. 

Alte r Phys ical  Structu re : As h 
The character ca n tu rn h imself into a p i le of burnt ash 

and soot, l ike someth ing  scraped out of the bottom of 
one's fi rep lace. With the properties of ash at his command 
the soot character can perform a variety of su rpris ing 
feats. 

1 .  L imited Invulnerabi l ity : Projecti le weapons such as 
bu l lets , arrows, or  th rown objects do no damage, pass ing 
rig ht through the super bein g .  L ikewise, physica l  b lows 
(hand to hand pu nches , kicks , cuts, stabs,  clubb ing ,  etc. ) 
do NO damage. Explos ions w i l l  b low the character apart ,  
but he suffers NO damage and the su per be ing can reform 
with in  2D4+2 melee rou nds.  S moke, gasses,  poison and 
toxins a lso do NO damage to the character. 
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Fire ,  heat, plasma, and even magica l  fi re , do  one third 

damage to the character; after a l l ,  he i s  a l ready burnt ash . 
Mag ic and psion ic  attacks, as wel l  as water, laser, l ight, 
sou nd ,  and other energy-based attacks al l  do  full damage. 

Cold-based attacks do double damage to h im ,  and a pow
erfu l wind , 1 00 mph ( 1 60 km) or g reater, w i l l  prevent the 
character from tu rn ing  into ash ,  lest he be blown into a 
m i l l ion particles over a 50 mi le  (80 km) rad ius .  If that 
shou ld happen , i t  wil l take 3D6+6 hours for the su per be
ing to reform. Also see Penalt ies and L imitat ions (# 1 0) .  

2.  A lter Shape in  Ash Form : The  body o f  ash  can be 
pushed th roug h open ings as smal l  as a keyhole ,  the crack 
under  a door, and smal l  p ipes or narrow open ings as 
smal l  as an i nch wide,  but it wi l l  take a l ittle whi le to force 
through such a smal l  open ing ( 1  D4 melee rou nds) .  The 
character can push rig ht th rough bars,  cages , fencing ,  

barbed wire ,  cha ins ,  ropes, handcuffs , even fine wire 
screen ,  etc. and reform on  the other side (counts as two 
melee actions) .  O n ly a i rt ight confinement ca n conta in  th is  
character. Note: Movement in  ash form leaves a res idue 
of fi ne powder on any material the character was forced to 
squeeze through ,  as we l l  as d usty footprints wherever he 
wal ks (the same as if he had j ust walked through a p i le of 
ash ) .  

3.  Hovering and Gl id i ng :  The Ash altered body can 
tu rn in to a cloud of ash with a vaguely humanoid shape to 
the upper torso in order  to hover and blow about on the 
wind .  An Ash su per be ing has on ly 1 0% of h is norma l 
weight when he transforms into ash . This means the char
acter can hover u p  to 1 0-20 feet (3-6 . 1  m) above the 
grou nd and can g l ide on winds up to 20 mph to 50 mph 
(32 to 80 km) i n  h is transformed state . 

4. B l ind ing Attack:  The ash character can temporarily 

b l ind anoth er person or creature with a wel l  p laced blast of 
soot to the head , but such a shot is done without benefit of 
bon uses to stri ke and the target can attempt to dodge.  

Range:  30 feet (9 . 1 m) +5 feet ( 1 . 5  m) per level of experi
ence. 

Duration:  I nstant, see Damage for the duration .  

Damage:  Those b l i nded by the attack are -1 0 to strike , 
parry and dodge for 1 D4+ 1 melee rounds after the attack 
or u nt i l  the eyes are rinsed with water to get the i rritating 
ash and soot out of them. They wi l l  a lso have d ust and 
soot on  the i r  cloth ing  and in thei r ha ir. Not effective 
aga inst adversaries wearing a helmet, visor, gas mask, 
gogg les or wrapa round sung lasses/eyewear. 

Attacks per Melee : Each b last counts as one melee at
tack. 

5. Gag Attack: The ash character can temporarily 

make a vict im gag and cough for one melee rou nd ( 1 5  
seconds) ,  by fi rin g  a b last of ash at the i r  open mouth . This 
can be used to prevent someone from casting a spe l l ,  ca l l 
ing for he lp  or  ta lk ing on  a commun ications  device (ce l l  
phone ,  rad io ,  etc . ) .  Such a shot  is done without benefit of  
bon uses to  stri ke and the target can attempt to  dodge .  

Range:  30 feet (9 . 1 m)  +5 feet ( 1 . 5  m) per level of  experi
ence. 

Duration:  I nstant ,  see Damage for the du ration .  



Damage:  Those struck get a mouthfu l  of fine ash that 
sticks to the roof, tong ue and sides of the i r  mouth and 
tastes d isg usti ng ,  caus ing them to gag, cough ,  and spit i t  
out or fi nd someth ing to ri nse out  the i r  mouth . Victims lose 
1 D4+ 1  melee attacks and can not speak for one fu l l  melee 
round ( 1 5  seconds) .  N ot effective against adversaries 
wearing a helmet or  gas mask. 

Attacks per Melee : Each b last counts as one melee at
tack. 

Bon us:  On ly P . P .  attri bute bon us is appl icable to strike. 

6.  Cover a Victi m in  Ash:  I nstead of fi r ing a b last of 
soot, the character can cover his victim in  a spray of ash 
and soot that is  i rritating  and d istract ing .  The victim loses 
in iti ative fo r that melee round ,  p lus a l l  combat bonuses are 
at -1 for 1 D4 melees, and  the character looks an amusing 
mess,  red uci ng any attempts at seduction , charm,  d is
g u ise, impersonation ,  publ ic  speaking ,  and in terrogation 
by -20% u nti l he gets a shower and clean cloth i ng (dust ing 
oneself off does not get r id of al l  the fi ne power) . 

Range:  30 feet (9 . 1 m) .  

Duration :  As noted above. 

Damage: Penalties and d i rti ness. 

Attacks per Melee :  Each b last cou nts as one melee at
tack. 

Bonus:  P. P .  attribute and ski l l  bon uses are a ppl ica ble .  

7.  Cloud of Ash :  The hero can tu rn h is  own body into a 
cloud of ash . Everyone ins ide the cloud wi l l  cough and 
have troub le see ing un less they have a gas mask, the ap
propriate bionics, or s imi lar  env iron mental  protection of 
the head , eyes and th roat. Optic systems cannot see 
through ash so everyone else in and outs ide the cloud 
looks l i ke shadowy shapes without color or deta i l ;  -5 to 
stri ke, parry and dodge wh i le  stuck i ns ide the cloud . 

Range:  Can cover u p  to a 1 5  foot (4 .6 m) d iameter, but 
s i nce the ash form is so l ightweight ,  the su per be ing can 
hover and stay with h is victim ,  prov ided he isn't trave l ing 
faster than 20 mph (32 mph) or  able to rise up h igher  than , 
or fly out of, the ashen d ust cloud .  

Duration:  One minute (4  melee rou nds) per  level o f  expe
rience. 

Damage: None other than obscu red vision and related 
penalt ies. 

Attacks per Melee: The character cannot perform any 
other  attacks/actions whi le i n  cloud form, because he is  
the cloud .  

S.  Turn Invisible in Ash ,  Soot or  Smoke:  The charac
ter can turn complete ly i nv is ib le by merg ing with soot and 
ash , or in  any kind of smoke. Th is makes burnt out bu i ld
ings,  smoldering forests , fi res ,  and the s ites of a recent fi re 
perfect battlegrou nds and h id ing places for th is u nusual  
character as he can b lend i n  perfectly with the environ
ment  and stri ke without warn i ng .  In  such an  environment 
the ashen character is  +2 on  i n it iative , +1 to stri ke , parry ,  
dodge or any other combat maneuver, +20% to  Prowl 
(doesn't leave any footprints and b lends in with su rround
ings) .  

Range:  Self on ly. 

Duration :  As long as desi red . 
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9. Add itional Bonuses and Abi l ities : The character 
sti l l  has to breathe,  and is suscepti b le  to d rown ing , suffo
cation and d isease i n  the same situations as normal hu
mans ;  however, he can hold h is breath for th ree ti mes as  
long  as  a normal human . 

I mpervious to the effects of smoke ,  can see through it 
and has no d ifficu lty breath ing smoke even in  the middle 
of a rag ing fi re . The character can ' t  be seen on i nfrared , 
thermal vis ion or heat sensors.  

The character ca n not be bl inded by any type of i rritants 
to the eyes when i n  ash from.  Add 2 D4x1 0+20 to S .D .C .  
i n  ash  form only .  

1 0. Penalties & Limitations: Ash absorbs water and 
becomes heavy and th ick, l i ke mud . When this happens,  

reduce Spd ,  combat bon uses and the number of melee at
tacks by half. Furthermore, if more than half of h is  body is 
soaked , the ashen character can not use any of h is  c loud 
or ash blasting ab i l i t ies. He  can sti l l  go through bars and 
smal l  open ings but  oozes through  them l ike a th in mud . 
Remains wet and penalt ies stay i n  place for 1 D4 hours i n  
ash  form, or  4 D6+3 min utes if the  su per be ing turns  back 
to h u man form to d ry off. 

Ash is l ightweight  so pu nches and kicks from th is char
acter do on ly 1 D4 damage regard less of the character' s 
P .S .  However, the character can sti l l  l ift and carry the 
usual  amount for his P . S .  

Alte r  P hys i ca l  Structu re : Blood 
Wh i le  some may fi nd th is  power of transformation d is

turb ing ,  in the rig ht hands ,  it is an effective and powerfu l 
abi l i ty .  I n  the wrong hands ,  the power to become a being 
of pu re blood is a n ightmare waiti ng to happen .  

1 .  Increased Weight and Stre ngth : Flowing blood i n  a 
humanoid shape, h is weight is doubled and i ncrease P .S .  
by  1 D4+2 pOints ( ro l l  one t ime to  determine how strong 
the character is  whenever he transforms) , wh ich is consid
ered to be Extraord inary (same as the Minor Super abi l 
ity) ;  can carry 1 00 t imes P .S .  i n  pounds (or x45 i n  kg) and 
can l i ft 200 times . Fatig ues at ha lf the rate of normal hu
mans .  

2.  L imited Invu l nerabi l ity : Projecti le weapons such as 
bu l lets , arrows, o r  th rown objects do no damage,  pass ing 
right  through  the b loody being .  L ikewise, physica l  b lows 
(hand to hand pu nches , kicks, cuts, stabs, c lubbing ,  etc. ) 
do N O  damage. 

Electricity , lasers ,  l ight ,  energy ,  fi re and heat do fu l l  
damage, as do ps ion ics and magic.  

Explosions wi l l  b low the character apart, but he suffers 
no damage and the su per be ing can reform with in  2D6 
min utes. I ntense cold a b le to freeze the blood , ca uses a 
chemical change that h u rts the super being ( i nfl icts the 
usual damage, but  also reduce Spd and bon uses by half) .  

3.  Manipu late S hape: The blood being can squish , 
mold and puddle h is  physical form. This means he can 
pou r h imself th rough  the crack u nder a door, through a 
keyhole ,  down a d ra i n pipe ,  or squeeze th rough bars ,  
cha ins ,  ropes, etc. I f  there is  a crack water can  get 
through ,  so can this b loody bei ng .  



4. B lood Pool : The character can "puddle" (cover a 1 2  
foot/3 .6 m rad ius)  and cover hard su rfaces such as wood 
floori ng ,  l i no leum ,  t i le ,  painted surfaces,  even concrete . 
B lood is s l ippery ,  so a nyone walk ing through it has a 
0 1 -60% l i ke l i hood of s l ipp ing and fa l l i ng (vict im suffers 
1 D4 damage, loses i n it iative and two melee attacks/ac
tions) ;  0 1 -85% l ike l ihood when characters ru n through the 
poo l .  Note : Since blood is a lso genera l ly perceived as 
g ross and d isg usti ng ,  some people wi l l  not dare go 
th rough it , and wi l l  wait or  go  a round it whenever possib le ;  
Horror  Factor 1 1 .  

5.  Boil  the Blood : The super being can cause others 
to feel as if their  b lood is  boiling. What is actua l ly happen

ing is that the character is caus ing the victim's b lood to 
move and vibrate under h is  command . 

Range:  Touch , or l i ne of s ight  u p  to 30 feet (9 . 1 m) per 
leve l of experience.  Can affect one vis ib le victim at leve l 
one ,  + 1  at levels 3, 6, 9 ,  and 1 2 . 

Damage/Penalties : The sensation is terrify ing , d isorient
i ng ,  and a l ittle painfu l ,  i nfl ictin g  the fo l lowing pena lties (no 
physical damage) :  

-2 attacks/actions per melee round ,  -4 to i n itiative ,  -2 to 
stri ke, parry and dodge ,  a l l  sk i l ls  become d ifficult to per
form (pena lty of -20%) ,  and ski l l s  that requ i re fine dexterity 
are at -50%.  Furthermore ,  any action  that requ i res i ntense 
concentrat ion ( l i ke casti ng spe l ls ,  us ing ps ion ics, o r  us ing 
super ab i l i ties that requ i re the victim to mainta in  control of 
i ts effect) becomes difficu lt  to perform ,  requ iri ng a n  addi
tiona l  melee attack/action to be spent .  

Du ration : Penalties last on ly as long as the su per be ing 
concentrates on boi l i ng h is victim's b lood . During th is  t ime 
the su per bei ng can defend h imself, fol low h is victi m ,  wal k  
and  ru n ,  but he  can not use other  powers , perform ski l ls  or  
engage in  conversation . The i nstant h is attention is tu rned 
elsewhere ,  or he engages in active combat, or he stops 
the attack, the sensation stops and penalties van ish . 

Attacks per Melee: Each use cou nts as one melee at
tack/action , but no other powers can be u sed whi le the 
cha racter man ipu lates h is victi m .  

Saving Th row: 15  or h igher  (P . E .  bon uses app l icable) .  A 
successfu l save means the intended victim remains  com
pletely unaffected ,  but the blood being  has spent a melee 
attack nonetheless. 

6.  Life Drain ing Attack: The b lood be ing can d ra in the 
l i fe essence of another, flesh and b lood , l iv ing hu manoid 
(not an i mals) to heal h imself. 

Range:  Touch . 

Damage:  1 D6 pOints of damage d i rect to H it Points !  For 
each 1 D6 pOints of damage infl icted th is way on h is  victim ,  
the blood bei ng heals back 1 D6 S . D . C . a n d  one H it Point  
of damage.  

Duration : I nstant .  

Attacks per Melee: Each Life D ra in i ng  attack counts as 
two melee attacks/actions .  

Saving Th row: The vict im can fig ht back and res ist with 
h is  own force of wi l l ,  but req u i res a sav ing throw of 1 5  o r  
h i gher  (P . E .  bon uses app l icable) to  save. A successfu l 
save means the blood being spends two melee attacks 
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and gets noth ing from it; the intended victim suffers no 
damage. 

7 .  B lood Rage: The su per be ing  can send h imself into 
a B lood Rage,  both when i n  h is  hu man form and i n  h is  
blood form . During  th is  violent frenzy he can not te l l  friend 
from foe and wi l l  attack anyone around him unt i l  th e du ra
tion of the blood lust ends .  

Duration:  Each B lood Rage lasts for 1 D4 melee rou nds.  

Bon uses wh i le in Blood Rage:  I m pervious to Horror 
Factor and fear, inc lud ing psion iC o r  mag ica l ly induced 
fear .  +2 attacks/actions per melee round ,  +3 to i n itiative , 
+2 to stri ke and parry , -3 (m inus) to dodge,  +2 on a l l  sav

ing throws . +2D6 to hand to hand damage, and adds 60 
pOin ts to S . D .C .  for the d u ration of the B lood Rage. 

S.  Transfuse Others :  Can provide blood for transfu
s ions to others as a u n iversal donor (anyone,  regard less 
of type, can use h i s  blood) without damage to h imself. The 
amount avai lab le for tra nsfus ions is l imited to provid ing no 
more than 1 0  p ints per l evel of the character's experience . 
The transfusion can be performed through med ical means 
or the b lood being can g ive a transfusion simply by touch
ing the person i n  need . 

Range:  Touch . 

Duration:  I nstant transfu sion .  

Attacks per Melee : Each transfusion counts as one me
lee attack. 

Notes : This ab i l ity can be used in human or blood form. 
This power can also be used to feed vampires, the 
undead or other blood d ri nkers without doi ng damage to 
the character. 

9. Clot B lood (for  the purpose of heal ing others) :  
Can stop b leed ing  from cuts and open  wou nds in  others ,  
b y  touch . This p revents b lood loss a n d  restores o n e  H it 
Point per wound ;  each wound must be touched to stop the 
bleed ing .  

Range:  Touch . 

Duration :  I nstant. 

Attacks per Melee : Each touch cou nts as one melee at
tack. 

Note: Th is  hea l i ng  power can NOT be used to send a 
blood clot i nto the bloodstream to cause i nj u ry or damage 
to another person ( i . e . , stroke or heart attack) .  

10 .  Additional Bonuses & Abil ities : +2D6+40 to 
S . D . C . ,  heals twice as fast as n orma l ,  can accept any type 
of b lood , h imself, in a transfus ion , and has a Horror Fac
tor: 1 5  in b lood form. 

Alte r  Phys i ca l  Structu re : Bone 
The super being has the ab i l i ty to change h i mself in to a 

walking skeleton or cover h imself i n  a bony exoske leton 
(pick one,  can ' t  do both ) .  A character with th is power can 
be truly frig htfu l .  

The  character reta ins  a l l  five senses (s ight, hearing ,  
touch , etc. ) even thoug h he appears to  be noth ing more 
than a ske leton .  S imply by lay ing down and not moving 
(he can remain as sti l l  as a corpse) the character can 
feig n death (96% profic iency) .  But  when the hero i s  active 



i n  h is skeleta l form,  he i s  a terror to behold and has a Hor
ror Factor of 1 5 . 

The bone exoskeleton looks l i ke someone i n  a su it of 
armor made of bone; has growable weapons and may 
have horns and sp ikes as wel l .  The exoskeleton may have 
an organ ic-tech a ppearance (H orror Factor 8) ,  or look de
mon ic and monstrous (Horror Factor 1 1 ) . 

1 .  Increased Weight and Strength : Red uce we ight by 
half for skeleton form , i ncrease weight by 50% for 
exoskeleto n ,  i n  both cases i ncrease P .S .  1 06+1  pOints 
( ro l l  one time to determ ine how strong the character i s  
whenever he transforms) ;  con sidered to  be Extraord inary 
Physica l Strength (same as the M inor  Super Abi l i ty) and 
can carry 1 00 t imes P . S .  i n  pounds (45x i n  kg) and can l ift 
200 t imes. 

2.  Armor Rating 13 and S .D .C . :  Whether  a skeleton or 
a bony exoskeleton ,  the bone character has an A. R .  of 1 3  

and 2 1 3  S . D .C .  This means a n  attacker  must ro l l  a 1 4  or  
h igher  to  strike and i nfl ict damage. Any  rol l  to  stri ke eq ua l  
to  o r  u nder the A .R .  is harmless, even if it 's from a gun  o r  
energy blast. Rol ls above the  A. R .  1 3  i n fl ict fu l l  damage to 
the S .D .C .  When a l l  2 1 3  S . D . C .  are gone ,  da mage is done 
to H it Points .  Even i n  bone form the character is  vu lnera
ble to attacks i nvolv ing gas (he sti l l  b reathes ,  even though 
it may not look l i ke it) ,  mag ic and ps ion ic attacks , but is  
impervious to hypodermic need les (no  flesh to i nject) and 
drugs ,  un less they are eaten .  

Cold-based attacks do ha l f  da mage, and the  hero can 
fu nction i n  temperatu res as low as 5 deg rees Fah ren heit 
(-1 5 C) or as hot as 1 20 degrees (49 C) .  F i re ,  however, in
fl icts double damage. 

Exp losions, fa l ls and sim i lar  h i gh  impacts do half dam
age .  

3.  Bone Horns, Claws and B lades: The bon e  charac
ter can ,  at wi l l ,  g row sp ikes on the knuckles (404 dam
age) ,  claws on its fi ngers (306 damage pe r claw strike ) ,  
one large, sword- l ike blade from each forearm (406 dam
age) and a pair of horns on  the head (206 damage from 
head butts) .  Can also g row sp ikes on the shou lders ,  
th ighs and  head , bu t  they a re cosmetic and designed 
more to look omi nous than to use as weapons.  Bonuses : 
+ 1  to stri ke, +2 to parry , +3 to d isarm;  a lso inc lude any 
P . S .  damage bon uses to Bone Horns ,  C laws or  B lade at
tacks. 

4. Bone S hards : The character can g row and th row 
shards of bone that resemble smal l  kn ives . 

Range:  40 feet ( 1 2 .2  m) + 1 0  feet (3 m) per level of experi
ence. 

Damage: 1 06 per s ingle bone shard ,  o r  306 from three 
s imu ltaneously th rown shards .  

Duration:  The b lades turn to dust after one melee round .  

Attacks per Melee: Each creation  of  1 -3 shards counts as  
one melee attack/action and throwing them cou nts as a 
second .  

Bonus:  + 3  to stri ke. 

5.  Heal Bones: The super being can mend broken 
bones by touch ing  the i nj u red part of the body and con
centrating .  Each fractu re to be healed (most serious bro-
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ken bones have 1 04+ 1 fractu res/b reaks) uses up one 
enti re melee round  ( 1 5 seconds)  and a l l  the character's at
tacks/actions for that round ,  but i nsta ntly mends the break 
and restores 1 04 H it Points. The person healed sti l l  fee ls 
the pain and su bseq uent penal ties from the i nj u ry ,  but on ly 
for 24 hours !  

Range:  Touch . 

Du ration : I nstant. 

Attacks per Melee: Each healed fractu re uses up a l l  the 
character's attacks/actions for the ent i re melee rou nd .  

Note : Th is hea l i ng  power can NOT be used to break 
bone ,  on ly hea l .  

6.  Additional Bonuses & Abi l ities : The character's 
own bones are u n breakable and he is immune to d i seases 
of the bones !  Explosions ,  i mpact from fa l ls  and car 
crashes do ha lf damage,  +2 to ro l l  with impact (reducing 
damage by half again ) ,  +3 to save vs Horror Factor. 

Alte r  Phys ical  Structu re : Coral  
The power to tra nsform i nto t h e  red o r  p ink ,  l imestone 

and calciu m  based materia l  that composes dead cora l .  As 
such , the super be ing can breathe underwater, is hard as 
stone and can g row coral sp ikes and spines in and out of 
the water. Wh i le the character has a defi n ite affin ity fo r 
warm, ocean waters, he i s  capable of using h is powers i n  
most environments.  

1 .  Increased S ize and Strength : The character's 
mass/weight is dou bled , he becomes bu lkier ,  and is cov
ered with cora l  fin gers ,  sp ines,  and ridges. 

I ncrease P .S.  1 06+6 points ( ro l l  one t ime to determine 
how strong the character is  whenever he transforms) and 
is considered to be Extraordinary Physical Strength (same 
as the M inor  Su per Ab i l ity ;  can carry 1 00 times P .S .  in 
pou nds and can l ift 200 ti mes) whenever transformed into 
h is  coral  form. P . S .  increases to Superhuman (ca n carry 
200 t imes P .S .  in pounds and can l ift 300 times) whenever 
the character is submerged i n  warm, tropical ocean waters 
(not cool or cold lakes, r ivers or other cool seas). 

2.  Armor Rating and S .D.C. : The cora l  form has an 
A. R .  of 1 1  and 350 S . D .C .  Th is  means ,  in  most cases, an 
attacker  must rol l a 1 2  or h igher  to stri ke and i nfl ict dam
age . Any rol l  to stri ke u nder the Armor Rating (A. R . ) 
bou nces harmlessly off the cora l body (natura l  A. R . ) .  Rol ls 
above the A. R .  1 1  i n fl ict fu l l  damage to the S .D .C .  When 
a l l  350 S . D . C .  are gone ,  damage is done to H it Poi nts. 

When the rol l  to strike i s  1 2  or  h igher, lasers ,  fi re , bu l
lets ,  pu nches ,  energy bolts ,  and most attacks al l  do nor
mal damage. (None if the rol l  to strike is 1 - 1 1 . ) Li kewise , 
gas ,  ingested d rugs ,  magic and psion ics have fu l l  effect. 

Cold-based attacks do 50% g reater damage. 

Armor p iercing bu l lets , g renades and explosives infl ict 
half damage (to the 350 S . D . C . )  even with attacks in the 
4-1 1 range ,  and fu l l  damage if the rol l  to stri ke i s  1 2  or  
h igher. 

3 .  Coral Sp ines and G rowths :  The coral spines that 
cover the character's body cut, stab ,  jab and scrape any
one try ing to g rapp l i ng  or  wrestle with the character (p in  



maneuvers , crush/squeeze attacks or lea p/pounce at
tacks} and infl ict 2 D6 pOints of damage.  

The same spiny and jagged coral spi nes coat the super 
bei ng 's  hands ,  feet, el bows, should ers and knees,  and 
add 2D6 damage to pu nches and attacks from pu nch ing 
fists , el bows, knees or  shou lder  blocks. 

4. C reate and H u rl Shards of Cora l :  The character 
can create and hu rl 1 -3 sharp sha rds of coral at wi l l  
(cou nts as  one melee attack or  action) and  can use  them 
as th rown weapons or  to s l ice or stab l i ke a kn ife (cou nts 

as another  attack/action ) .  Th is ab i l ity can be used u nder
water or on d ry land with no red uction i n  its power. 

Range:  80 feet (24.4 m) +S  feet ( 1 . S  m) per leve l of expe
rience. 

Damage: 1 D6 per shard of cora l ,  or  3 D6 from three s imu l 
taneously thrown shards  or shards h eld between the fin 
gers and used l i ke a slash ing  claw. As many as  three 
shards can be th rown in a s ing le act ion/attack (counts as 
one melee attack). L ikewise, the character can create 1 ,  2 
or 3 shards  i n  a s ing le melee action .  

Duration : Creation i s  fast, th ree seconds .  

Attacks per Melee: The creation of 1 -3 shards cou nts as 
one melee attack/action and th rowing them cou nts as an
other  (two tota l ) .  

Bonus:  +2 to stri ke when thrown .  

5.  Create Coral Weapon : The character can grow a 
large sword , axe , hammer or c lub/mace i n  p lace of h is  
hand ( it 's located i n  the handle)  to use as a weapon .  

Range:  Hand to  hand combat. 

Damage: 3D6 per attack whether sharp or  b lun t. 

Du ration : As long as desi red . When the weapon is no  lon
ger needed,  the super being can have it meld back i nto h is 
forearm, reveal i ng  the hand once aga i n .  

Attacks per  Melee: Creation counts as one melee round ,  
and each attempt to  h it an opponent with the  weapon 
cou nts as one melee attack. 

Bon uses : Usual  attrib ute , combat and  W. P .  ski l l  bonuses 
app ly. 

6.  G row Reef Barrier: The su per be ing can grow a 
hard ,  reef- l ike barrier for the purpose of temporary de
fense,  she lter or fortification .  These barriers are strongest 
when g rown u nderwater, but can be created on d ry land 
as long as the reef has someth ing to be anchored to (floor, 
g round ,  wal l ,  etc . ) .  Th us ,  a ba rrier could be g rown i n  the 
midd le of a sewer, an office , a ha l lway ,  a busy street or on 
the ocean floor. 

Range:  Can be made to appear up to 1 00 feet (30 .S m) 
away +20 feet (6 . 1 m) per leve l of experience. 

Maximum Size and S .D .C .  of the Reef: 

Smal l  s ize up to 1 0xSxS feet (3x1 . Sx1 . S  m) :  A R . 1 0  
and 1 00 S . D .C .  (only ha lf the S . D .C .  o n  dry land) .  

Med ium s ize up  to 20x1 Ox1  0 feet (6. 1 x3x3 m) :  A R .  1 1  
and 200 S . D .C .  (on ly ha lf the S . D . C .  and - 1  to A R . on d ry 
land ) .  

Large size up  to 40x1 0x1 0 feet ( 1 2 .2x3x3 m) :  AR.  1 2  
and 2S0 S . D .C .  (on ly ha lf the S . D .C .  and �2 to A R .  on d ry 
land ) .  
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H uge size up to 1 00x20x20 feet (30 . Sx6x6 m) :  A R .  1 4  
and 4S0 S . D .C .  (on ly ha lf the S . D . C .  and -4 to A R .  o n  d ry 
land ) .  

Note: Always created as a horizontal wall structu re .  The 
maximum length is noted above , but a reef barrier could 
be g rown to fi l l  an  open door or a shorter length depend
ing  on the needs and des ires of  i ts  maker. Likewise, the 
heig ht can also be contro l led . The barrier may be a sol id , 
stone- l ike wal l  or a dense ,  semi-transparent  mess of fan 

cora l ,  or a jagged fie ld of fi nger cora l ;  a l l  have the same 
S . D . C . , j ust a d i fferent a ppeara nce. 

Damage:  None ,  it i s  a phys ical barrier/wal l .  

Duration:  2 0  m inutes per  leve l o f  experience before the 
construct turns b ritt le and  cru mbles to sand ; trip le the du
ration when made u nderwater. 

Attacks per Melee : Depends on the size of the reef bar
rier. Smal l :  two melee attacks/actions ,  Med ium :  fou r  melee 
attacks ,  Large :  a l l  melee attacks/actions for one melee 
round ,  or H uge:  al l attacks/actions for two melee rou nds 
(30 seconds) .  I f  construction is i nterrupted ,  the barrier 
stops at the place/size when the interruption took place .  
T o  conti nue  its expans ion the creator must start again at 
the point of interru ption .  

7 .  Limited Underwater Abi l ities : Can breathe indefi
n ite ly underwater (breathes both air and water) , can not 
swi m ,  but can walk a long the sea floor. I f  the Swimming 
ski l l  is take n ,  the character swims at the usual speed and 
abi l i ty as per the ski l l .  Maximu m depth to lerance is 1 000 
feet (30S m; reefs g row in ocean shal lows) . Sense the d i 
rect ion and speed of water cu rrents and t ides, changes in  
the cu rrents and t ides ,  weathe r  patte rns and d ramatic un
derwater d istu rbances with in  1 0  mi les ( 1 6  km) at  66% 
+2% per level  of experience. 

S.  Additional Bon uses and Abi l ities : I mpervious to 
the sting and po isons of je l lyfish ,  anemones, and s imi lar  
" reef' sea creatu res ,  +2 to save vs a l l  other types of poi
sons ,  and can sense the cond it ion and health of a natu ra l  
reef equal to  a sk i l l  o f  66% +3% per level o f  experience .  
Note: The character sti l l  has to breathe,  and i s  susceptib le 
to gases, suffocation ,  d isease and chemicals in  the water. 

Alte r Phys ical  Structu re : Energy 
The super being turns i nto a being composed of  raw 

energy.  H is appearance can be any color ( red , yel low, 
b lue , g reen , b lue-wh ite, etc . )  and he can take the fo rm of a 
sphere or humanoid shape made of energy.  Abi l it ies i n 
c lude fl ight ,  fi ri ng energy bolts, impervious to  energy, and 
hav ing a semi- intang ible body. 

1 .  Semi-Intangib le and Impervious to Most Attacks :  
A l l  physica l attacks such a s  pu nches , kicks ,  clubb ing at
tacks , sword strikes, a rrows, bu l lets , poison ,  and even ex
plOSives, s imply pass harmlessly th rough the energy 
character. However, the character h i mself i s  incapable of 
normal physical  attacks or  the abi l ity to pick up  o r  carry 
physica l  objects wh i le a creatu re of pure energy. Also note 
that the energy hero is effectively we ightless when trans
formed . 



Gasses, po iso n ,  d rugs and d isease do NO damage to 
the character whi le  in energy fo rm . 

Cold ,  heat, fi re , p lasma , electricity , and a l l  other en
ergy-based attacks do half the i r  normal damage to the en
ergy being . 

Mag ic and psion ic  attacks ,  as wel l  as l ight, laser, force 
fie ld , sou nd ,  and shadow-based attacks,  a l l  do full dam
age . Not on ly do force bolts and blasts do fu l l  damage, but 
a force fie ld can ho ld and conta i n  the energy being .  

2.  Energy F l ight :  Hoveri ng and fly i ng is the energy 
character's natural state and he can fly at a speed of 200 
mph (320 km) + 1 0 mph ( 1 6  km) per level of experience in 
his energy form. Cannot fly i n  h u man form. 

Maximum Altitude: Effectively u n l im ited , d ue to the fact 
that he is weightless. Becau se the character does not 
need to breathe i n  energy form he is even able to fly into 
oute r  space under  h is own power. (On Earth ,  the edge of 
space starts at about 50 mi les/80 km. ) 

3. Energy Punch/Strike: When i n  h u man form, the 
character can create an energy fie ld around  his fists that 
de l ivers 2D4 points of damage .  

I n  energy form the character can stri ke out with h is 
arms and hands (even though they are composed of en
ergy) or with a tendri l  of  energy that  appears out of  the en
ergy sphere. 

Range:  Hand to hand combat. 

Du ration :  I nstant. 

Damage: When in human form, 2 D4 damage. In energy 
form , 3D6 damage. The cha racter' s P .S .  bonus  is not 
added to these attacks because it is a release of energy 
that does the damage, not any actual physical blow. 

Attacks per Melee: Each cou nts as one melee attack/ac
tio n .  

Note: A n  Energy Punch can n ot b e  parried with a n  oppo
nent's hand or arm, because if touched , the opponent 
takes damage from the energy.  Try ing to parry with a 
hand held weapon or item can be done ,  but  even a suc
cessfu l parry means the character suffers half damage as 
the energy trave ls down and around the item to zap h is  
body. Parrying/blocking with a force fie ld is 1 00% effective 
(no damage) ,  and characters who transform into a ny i nor
gan ic  materia l  (stone, steel ,  ash ,  etc . )  or who are clad i n  
power armor suffer half damage. 

4. E nergy Bolts : The character is capable of fi r ing 
bolts of pu re energy from h is  eyes/face , hands or  energy 
tend ri ls .  Point and shoot. 

Range:  1 00 feet (30 .5 m) per level of experience . 

Damage: 3D6 damage + 1  D6 po ints of damage at levels 
2 , 4 , 8 ,  and 1 2 . 

Duration:  I nstant .  

Attacks per Melee : Each energy bolt counts as one me
lee attack. 

Bonus:  +3 to strike with the energy bolt (no other bo
nuses apply) .  

5.  H igh-Powered Energy Bolt: The character is capa
ble of fi ri ng a heavy energy b last from his eyes/face ,  
hands  or energy tendri ls .  Point and  shoot. 
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Range:  200 feet (61 m) per level of experience .  

Damage:  6D6 damage +2 pOints of damage per level of 
experience .  

Du ration :  I nstant .  

Attacks per Melee: Counts as two melee attacks/actions .  

Bonus:  +2 to stri ke (no other bonuses app ly) .  

6.  Additional Bonuses and Abi l ities : Impervious to 
rad iation ,  does not need to breathe whi le in energy form , 

can fly th rough smal l  open ings ,  between bars, under  
doors where there is  at  least a q uarter of  an i nch (6 mm) 
space between floor and  door ,  and s imi lar, etc. , and +40 
poin ts to S . D .C .  when in energy form. 

Alte r  Phys ical  Structu re : Foa m 
The hero i s  capable of transforming h imself into a mass 

of foam,  l i ke the stuff fi refighte rs spread on a fi re to put it  
out .  

1 .  Partial Intangib i l ity : The character's foam body 
can not be struck or  harmed by any solid objects; this in
c ludes punches, kicks , swords ,  b lunt weapons ,  bul lets , ar
rows, cars ,  force bolts, etc. 

Explosions have one of two possib le outcomes on  the 
character's body ( ro l l  percent i le d ice ) .  01 -50% Blows the 
character 4D6x1 0 yards/meters away (no damage) ,  o r  
51 -00% D isperses and  spreads the body over a large 
area . The character takes 1 0% of the damage from the 
force of the blast, but req u i res 4D4 m inutes to reform h is  
foamy body ,  and he must do that  before he can tu rn back 
into a human .  I mperviou s to gasses , toxins,  d rugs and d is
ease whi le foam. 



Electricity does no  damage. 

Lasers, fi re , heat ,  p lasma and other types of energy at
tacks do one th ird damage. 

Mag ic and psion ics a l l  do fu l l  damage. Freezing tem
peratu re red uces Spd by half and cold-based attacks do 
fu l l  damage ,  as do wate r based attacks. 

Note: The foam character cannot pick up ,  l i ft, or  carry 
anyth ing i n  foam form , nor  can he make any ki nd of physi
ca l ly  damag ing melee attack. 

2.  Man ipu late Shape : The foamy body can be 
squ ished, molded and pudd led as the character deems 
necessary or des irab le .  Consequently , he can pou r  h im
self throug h the smal lest of cracks , open ings ,  u nder a 
door, flow effortlessly th rough bars ,  fenci ng ,  screen mesh , 
cha ins ,  rope, etc . If there is a crack that water can get 
through ,  so can the foam being .  The passage of the foam 
body ,  however, leaves a tra i l  of soap- l ike res idue anyplace 
he was forced to squeeze through .  

3 .  F lame Retardant Foam:  The foam character can 
cover a ta rget i n  a layer of foam with his own body that 
smothers fi res and suffocates people .  The foam prevents 
oxygen from reach ing the i nd ividua l  covered in it and 
causes them to choke, pass out and ,  if not rescued suffo
cate ! Or the foam being  can spray a fi re reta rdant foam 
that is s imply a fi re retardant agent. Any person covered in 
the foam spray can s imply wipe it from the i r  face without 
threat of suffocat ion . 

Range:  Spray foam:  1 0  feet (3 m) + 3  feet (0 .9  m) per level 
of experience .  U se foam body to cover and suffocate : 
Touch .  

Area of Effect: Spray: 1 0  foot (3 m) d iameter. Body: 30 

foot (9 . 1 m) d iameter. 

Damage: Spray foam or us ing his own foam body wi l l  put 
out a fi re . When sprayed on a fi re , the flames go out i n  
less than one melee rou nd (304 seconds) .  

Suffocation Attack: However, the foam body can also 
be used to render l iv ing creatu res u n conscious in 204+2 

melee rou nds or  suffocate a victi m i n  304+8 melee 
rou nds.  To do th is ,  the foam being effectively wraps h im
se l f  around h is  vict im l i ke a foam cocoon .  Remember, th is  
is living foam so the super be ing can gauge when an op
ponent is about to lose consciousness (stays knocked out 
for 204+2 melee rou nds)  or  is about to die fro m suffoca
tio n .  To prevent loss of conscio usness or especia l ly death , 
the foam being can s im ply move the foam to create an 
open space around the head or  face. L ikewise, others can 
try to pu l l  a victi m out of the foam and/or wipe it off h is  
face (but  the super bei ng  can keep moving foam to cover 
the face again o r  to cover the rescuer) .  Note: See the 
APS : Void power (Remove Ai r/Suffocation  Attack) for de
ta i ls  on the effects of suffocation .  

I f  sprayed on a super  be ing  i n  APS:  F i re ,  APS : Lava , 
APS:  P lasma forms or a s imi lar  flame/plasma be ing ,  the 
foam wil l do 406 S . O . C .  damage per each new spray at
tack. To do addit ional d amage ,  another foa m  attack must 
be used as the foam is q u ickly bu rnt off by the h igh  heat of 
these characters . Coveri ng such an o pponent with his own 
body does 606+ 1 0  damage per melee round ,  but the 
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foam being also takes 206 points of damage per round . 
When  a l l  the S . O .C .  of a fi re-based Alter Physica l  Struc
tu re (APS) being is lost via th i s  attack, the APS fi re being 
retu rns to human form and is knocked out for 1 06 + 1  me
lee rounds .  

Duration : Sprayed foam bio-degrades i n  1 06 minutes . 

Attacks per Melee : Each spray cou nts as one melee at
tack. Covering an opponent with one 's own body to suffo
cate takes mu lt ip le attacks/act ions as noted above . 

Bonus:  +2 to entang le .  

4. S l ippery Foam:  The foam being can create and 
spray an u ltra-s l ippery foam to cover the surface of the 
g round or  floor to make it s l ippery.  

Range:  1 0  feet (3 m) per level of  experience .  

Area of Effect: 10  foot (3 m) d iameter area .  

Damage:  None ,  but  coati ng the g round causes anyone 
passing th rough the foa m  to reduce their  speed by 75% or 
risk s l ipp ing and fal l i ng  (0 1 -80% cha nce) . Those who fa l l  
lose i n itiative and  two melee actions/attacks , and s l ide fo r 
206 yards/meters. Veh icles h itti ng the s l ippery suds and 
foam at speeds over 30 mph (48 km) must rol l  to avoid 
skid d ing and crash ing ;  the d river is -50% to maintain h is  
control of  the veh icle ( ro l l  on p i loting  ski l l )  and even if con
tro l is main ta ined , he loses in i t iative and one melee attack 
from fight ing to mainta in  contro l .  A fa i led p i loting ski l l  ro l l  
means the veh icle sk ids and crashes (veh icle loses 
1 04x1 0% of its S . O .C .  and it takes 2 06 melee rounds to 
get the veh icle back on the road at ha lf its speed) .  

Duration :  1 06 min utes. 

Attacks per Melee :  Each spray cou nts as one melee at
tack.  

5.  Quick-Set Hardening Foa m :  The su per being can 
generate a foam that hardens into a sol id p lastic-l i ke sub
stance ,  s imi lar to some q u ick-set, spray-on insu lating 
foams,  on ly harder. This foam is  best used to patch holes, 

hold loose parts together, shore u p  defenses, create qu ick 
restra i nts, or  immobi l ize a captu red ta rget. 

Range:  Touch or up to 1 0  feet (3 m) per level of experi
ence. 

Damage:  None ,  used to patch and restra in .  

Amount: U p  to  one pound  (0 .45  kg) per  attack. 

Duration :  Produced and hardens in just an instant ( 1 -2 

seconds) .  

Attacks per Melee: Varies, see be low. 

A.R. and S .D.C.  of the Foam:  I n  al l cases th is  foam is  not 
permanent ,  but it does take a long t ime to bio-degrade ,  up 
to 2 04 hours .  I f  u sed to hold/restra in  a captive, he can be 
freed by hacki ng away the foam but risks damage from a 
missed attempt. 

Patch ing and Repairing I tems: When used to fix armor 
or equ ipment, patch a door  or  sea l a hole,  one use of the 
foam (one melee action worth) restores 206 S .O .C .  to the 
item per hole patched , bu t  does not a lter the item's A. R .  

Restrai nts or Manacles : Takes two melee actions to 
create and are a bout 6 i nches ( 1 5 cm) th ick. These re
stra i nts have an A . R .  of 1 0  and 25 S .O .C .  



Encase a Handheld Weapon :  A g lob o f  hardened foam 
can be used to  i ncapacitate modern or energy weapons.  
This counts as two melee attacks/actions and creates a 
g lob that wi l l  cover the weapon and its barre l .  A R. is on ly 
1 0  and the hardened materia l  has 35 S. D .C .  

Encase a Victim 's  Arms: Covers the torso and arms up 
to the neck,  so the jo i nts are held i n  p lace by the hardened 
foam .  This cou nts as five melee attacks/actions and cre
ates a foam with an A R .  of 1 1  and 50 S .D .C .  The vict im is  
effectively weari ng an armored straitjacket, h is l imbs 
frozen i n  whatever posit ion th ey were i n  when the foam 
hardened.  Speed and balance of the victim are reduced 
by half, a l l  combat bon uses (if any) are red uced by ha lf, 
and -2 attacks per melee. C l imb ing and any use of the 
arms and hands is impossib le ,  as is perform ing any ski l l s  
that requ ire thei r use .  

Encase a Victim 's  Legs:  Having one's legs and feet en
cased i n  hardened foam makes mob i l ity impossib le .  Th is  
cou nts as five melee actions and  creates a foam with an 
AR. 1 1  and 50 S . D . C .  The victim's speed is  zero, and a l l  
combat bonuses are red uced by 25%.  Obviously ,  runn ing , 
leap ing , dodg ing ,  acrobatics and gym nastics are impossi
ble; swimming is -30% .  The on ly cl imbing one can do is 
rappel l i ng  at - 1 0%.  

Encase a Victi m's Head : Even if the head is encased i n  
foam ,  the  victim wi l l  N OT suffocate, because the  foam is 
natu ra l ly porous and lets a i r  in ,  but the eyes wi l l  be cov
ered , effectively b l i nd ing  h im ( - 1 0 to a l l  combat ro l ls ) .  Th is  
cou nts as fou r  melee attacks/actions and creates a foam 
with an A R .  of 1 0  and 20 S . D .C .  

Encase an ent ire Victim :  Cou nts as 1 0  melee attacks/ 
actions and is real ly on ly effective if the victim is a l ready 
unconscious ,  bou nd ,  or u nable to move, otherwise the in 
tended target can s imp ly ru n away or keep wigg l i ng  to 
make the foam cocoon loose and ineffective. A R .  of 1 1  
and 85 S. D .C .  The vict im is  completely immobi l ized , un 

ab le  to  move a t  a l l ,  complete ly b l inded and u nable to  hear 
because he is tota l ly sealed i n  (but he  can sti l l  breathe) . 

6 .  Shoot Bal l  of Hardened Foam:  Us ing a t iny amou nt 
of his qu ick-set foam the character can produce a bal l  of 
hardened foam about as hard as a ba l l  of s lush made from 
snow and ice. This ba l l  is not th rown at the target, so 
much as it is fi red at the target, harden ing  on its way to the 
victi m.  After the bal l  of foam stri kes the ta rget it can be 
picked up and th rown by anybody; bio-deg rades i n  1 D4 

min utes. 

Range:  40 feet ( 1 2 .2  m) + 1 0 feet (3  m) per leve l of experi
ence. 

Damage: 2D4 points of damage each . 

Attacks per Melee: Each bal l  counts as one melee at
tack. 

Bonus:  +2 to stri ke on an  Ai med/Cal led Shot. 

7 .  Additional Bonuses and Abi l ities : The character 
can ' t  be seen on infrared ,  thermal v is ion or heat sensors ,  
and +3D6+ 1 8  to  S . D .C .  i n  foam form. 
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Alte r  Phys ical  Structu re : 

Hu man Force F i e l d  
An impressive transformation that tu rns the character 

in to a semi-transparent l ivi ng force fie ld .  The super being 
reta ins  h is normal shape and appearance although fea
tu res are imposs ib le to see as his force fie ld essence 
makes h im appear as if he were made of transparent 
g lass. He is visib le but without d isti nct features or  color, 
and tends to blend in with the su rround ing background .  To 
use h is force fie ld powers, the character assumes d ifferent 
shapes, fro m wal ls  to br idges, to domes and so on .  

1 .  S ize and Strength : U nchanged . 

2. S .D .C. :  As a l iv ing force fie ld , th e character's altered 
form has an A R .  of 1 4  and 700 S . D .C .  Th is means, in 
most cases, an attacker must ro l l  a 1 5  or h igher to stri ke 
and infl ict damage !  Any rol l  to stri ke u nder the Armor Rat
i ng  (A R . )  bounces off without harm. Rol ls  to stri ke that are 
above the A R. 1 4  i nfl ict fu l l  damage to the S . D . C .  force 
fie ld . When a l l  700 S . D .C .  are gone ,  damage is done to 
H it Points. 

The force field S . D .C .  regenerates at the impressive 
rate of 2D6 poi nts per melee rou nd ,  a l lowing him to 
q u ickly recover from any damage taken .  

Projecti les , arrows, bu l lets , explos ions ,  force bolts ,  
punches, kicks and most physical attacks do on ly half 
damage even when the force fie ld ' s  A R. is exceeded . 
However, blows from Extraord i nary P hysica l Strength ,  Su
perh uman Strength and Supernatu ra l Strength a l l  do fu l l  
damage, provided the  ro l l  to  stri ke is 14  or h igher. 

Lasers and l ig ht-based attacks do ha lf damage, but a l l  
other  forms of energy,  fi re, p lasma,  heat, co ld ,  and energy 
attacks do fu l l  damage. Magic,  psion ics,  and shadow pow
ers also do fu l l  damage. 

The character does not need to breathe at a l l  wh i le in 
force fie ld form. 

Because the character is ,  h imse lf, a walk ing force fie ld , 
he is immune to rad iation ,  pOison ,  d rugs,  and d isease i n  
h is  non-hu man form. 

Note : Although a force fie ld entity h imself, the character 
can NOT walk  th rough force fie lds/force constructs cre
ated by other super beings  or  advanced tech nology . 

3. Manipu late Body S hape :  The character can alter 
the shape and d i mensions of h is  force field body form to 
turn h imself in to a wa l l/barrier, bridge,  ramp,  dome o r  
other s imple ,  physical  structu re .  Th is i s  often d o n e  to 
b lock a passageway or road,  protect others from attack, 
bridge a gap or  r iver, or to s low the enemy, includ ing trap
p ing an enemy(s) or  protectin g  innocent people u nder a 
force fie ld dome. 

I f  try ing  to shape in to a wal l/ba rrier before an adversary 
stri kes a nearby a l ly ,  bystander ,  or other ta rget, both the 
attacker and the force being rol l  for i n itiative aga i n .  The 
high ro l l  wins, so if the force being matches or betters the 
ro l l  of his adversary ,  the barrier  is  created a spl it second 
before the attack h its its i ntended target. Of cou rse, the at
tack h its the force fie ld that is the body of the super being 
and he wi l l  take damage if the rol l  to stri ke was 14 or 



h igher. However, i n  most cases he knows he has S . D . C .  
to spare, and wi l l  regenerate lost S .D .C .  qu ickly . 

The force being can a lso stretch h is  body upward to 
look on a rooftop or to see up in the branches of a tree or  
to  get a b i rd 's  eye view (40  feetl1 2 .2  m p l us  10  feetl3 m 
per level of experience) . 

Range:  Self shape-sh ifting  to protect or stop others.  

Maximum Size of Force Field Barrier: Approximately a 
40 foot ( 1 2 . 2  m) square ,  p lus 1 0  feet (3 m) per leve l of ex
perience .  The actual  shape can be any s imple forms l ike a 
sphere ,  ramp,  p i l lar ,  box, dome,  doughnut, wedge or other 
basic shape.  Note: Cannot use a force field to crush or 
suffocate anyone . 

Duration:  Can ma inta in  the form for as long as des i red or  
unti l a l l  S . D .C .  is depleted . I f  the character loses a l l  of  h is  
force fie ld S . D .C . , he returns to  h is  h u man form and must 
wai t  at least 45 m inutes before he can use h is power 
aga i n .  Of course , the S . D .C .  ava i lab le wi l l  be on ly what 
has been recovered (8D6 or  1 D4x1 0+3 per m inute) . 

Damage:  None per se, becomes a barrier or protective 
sh ie ld .  

Attacks per Melee: Each shape-shifti ng  transformation 
cou nts as one melee attack/action . So does taking a par
ticu lar location or try ing to form around an enemy or i nno
cent bystander. 

4. Shape Force Weapons : The character can trans
form h is hands and forearms i nto any type of blunt melee 
weapon ,  l i ke a c lub ,  hammer, mace, bal l  and cha i n ,  box
ing g love, and so on .  Th ese weapons are made by vary ing 
the shape of h is force fie ld  body .  

Range:  Hand to hand combat, as if us ing a normal melee 
weapon .  

Damage: The weapon i nfl icts the  same amount of  dam
age as the real weapon of the same type, p lus any dam
age bonuses from P .S .  attri bute or appl icable ski l ls .  

Bon uses : +1 to strike , parry , and d i sarm, +2 to pu l l  
punch .  

5. Bolts of Force : The character can fi re bolts of  force 
generated from h is own internal  force fie ld . This is an of
fens ive attack and cannot be u sed wh i le the super being is  
us ing h is  body as a barrier (must be i n  hu manoid shape) .  
These bolts h i t  an  opponent o r  target l i ke a sledgeham
mer, but to strike an opponent ,  the character must see his 
target, have a clear l ine of fi re , poi nt and sh oot. The force 
blast is typ ica l ly emitted from the cha racter's handslfi nger
ti ps ,  but can also be fi red from h is eyes. 

Range:  1 00 feet (30 . 5  m) +20 feet (6. 1 m )  per level of ex
perience from the hands.  

Damage: 3D6 points of damage +1 D6 at experience lev
els 2 ,  4 , 7 ,  9 and 1 2 .  

Duration:  I nstant .  

Attacks per Melee: Each bolt of force counts as one me
lee attack. 

Bonus: +4 to stri ke on an Aimed/Cal led Shot. 

6 .  Fu l l  Body Force Bolt: The super be ing can "fire" h is  
enti re body at  a s ing le target, much l i ke a fly ing  body 
block/tackle perfo rmed at h igh speed , s lamming in to it l i ke 
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a h u man cannonba l l .  Note that the force fie ld form of the 
hero prevents him from taking damage from this attack. 

Range:  Up tp 500 feet ( 1 52 . 5  m) .  

Damage:  1 D6x1 0 +2 pOints of damage per leve l of experi
ence. 

Duration:  I nstant .  

Attacks per Melee : This attack may on ly be performed 
once per melee round and counts as two melee at
tacks/act ions. 

Bonus: +3 to stri ke. 

7. Other Bonuses : + 1 0% to Prowl when in force fie ld 
form , +30% to Prowl ski l l  when h id ing  i n  or travel ing 
th rough water. 

Alte r Phys i cal  Structu re : G l ass 
With a tho ug ht, the super bein g  can convert h is  human 

body into a humanoid made ent irely of  clear or colored 
g lass. Talk  about not throwing stones in a g lass house ! 
Wh i le th is does make being shattered a rea l  poss ib i l ity ,  it 
provides the character with a number of u n ique powers 
and abi l it ies i nnate to h is  g lassy form. 

1 .  I ncreased Weight and Strength : The character's 
weight is doubled , but the g lass man 's  heig ht rema ins the 
same. The physica l  strength does n ot i ncrease , but it is 
considered to be Extraord inary Physica l Strength (same 
as the M i nor Super Abi l ity)  whenever the character is 
transformed into a man of g lass, and he can carry 1 00 
t imes P .S .  in pounds and can l ift 200 t imes. Fatig ues at 
one-th i rd the rate of normal h u mans.  

2. Armor Rating and S.D.C . :  The man of g lass has 
200 S . D . C .  (sim i lar to bu l letproof g lass) and  when a l l  the 
S . D .C .  are gone,  damage is  done to the character's H it 
Po ints .  The g lass being has an  A R .  of 1 2  against o rd i nary 
punches, kicks, arrows , and low ca l iber bu l lets, but an 
AR. of on ly 9 when u p  against meta l ,  stone,  other  weap
ons made of such materia ls ,  and heavy ca l iber weapons 
( rifle ,  mach ine-g u n  and h igher) ,  as wel l  as any super
strength attacks. Furthermore, impacts from heavy , b lunt  
meta l weapons,  heavy cal i ber guns, explosives and fal l s  
have a 0 1 -20% chance of shatter ing the body provided the 
A R .  is penetrated and at least one point of damage is in
fl icted .  A shattered g lass character can reform and tu rn 
back to norma l ,  but  i t  wi l l  take 2D4 melee rounds to com
pletely reform (3D4 min utes if the shattered parts are scat
tered) .  

L ights ,  lasers and  l ight-based attacks, even mag ica l  
l ight, do no damage,  and the g lass character can NOT be 
b l inded by l ight .  

The character i s  resistant to cold and heat-based at
tacks, includ ing  mag ical  cold or heat, taki ng on ly half dam
age from these attacks , but fi re, lava , plasma and s imi lar  
attacks do fu l l  damage. 

Energy weapons and most physical attacks , as we l l  as 
gas, ingested drugs,  magic and psion ics have fu l l  effect. 

3. 360 Degree Vision : Being made of g lass means  
l i gh t  enters from a l l  d i rections ,  g iv ing the  character 360 
deg ree vis ion .  Fu rthermore ,  he can even "see" th rough h is  



own hand ,  arm or  body parts. The g lass be ing can ,  i n  ef
fect , see i n  all directions at once and catch g l impses of 
th ings go ing on a l l  a round h im .  However, he can on ly fo
cus on ,  ta rget or react to one th ing or person at a t ime. 
Sti l l ,  th is provides a number of combat bonuses. 

Bon uses : +2 on  i n it iative , +1 addit ional attack/action per 
melee rou nd ,  +1 to parry ,  +3 to automatic dodge ( the act 
of dodg ing does not use up a melee attack) , and can not 
be su rprised from beh ind  or above , except from h igh
speed , long-range attacks l i ke a sn iper's  bu l let, energy 
blast o r  m in i-miss i le fi red from a d istance away . 

4. B reak G lass : The character can shatter any type of 
g lass,  by touch , without making a sou nd .  He simply traces 
h is  finger in the shape , size and location he desires to 
break from a larger  pane of g lass (typ ica l ly a circle, square 
or rectang le;  making an X from corner to corner breaks 
the ent ire pane) , and the glass fal l s  away as q u iet as 
snowflakes . Used for breaking and entry ,  snatch and g rab 
jobs, vandal ism and misch ief. 

5. Create and H url G lass Shards : The character can 
generate and hu rl 1 -3 razor sharp shards of g lass. 

Range:  80 feet (24 .4  m) +20 feet (6 . 1 m) per level of ex
perience .  

Damage: 1 06 per  s ing le  g lass shard ,  or  306 from th ree 
shards s imu ltaneously th rown at the same ta rget. 

Duration:  A created shard lasts for 1 06 minutes. 

Attacks per Melee: The creation of 1 ,  2 or  3 shards 
cou nts as one melee attack/action and hurl i ng 1 -3 shards 
cou nts as another melee attack. 

Bon us:  The u sua l  bonuses from attributes, other sk i l ls  
and W. P .  Knife (as appl icab le) .  

6.  Manifest a S lashing Limb:  The character can trans
form h is hand and forearm i nto a bladed weapon that ex

tends h is  reach 4-5 feet ( 1 . 2  to 1 . 5 m) and is used l i ke a 
kn ife ,  sword or spear. 

Range:  Hand to hand combat, as if us ing a sword or 
spear. 

Damage: 306 plus damage bonuses from P .S .  attribute ,  
ski l l s  and appl icable other powers .  

Attacks per  Melee: Each slash o r  stab cou nts as one me
lee attack. 

Bon uses : +1 to d isarm and +2 to pu l l  punch .  

7 .  S hatter-Self P loy : A way to fake one 's  own destruc
tion ,  but the character remains  aware of everyth i ng  being 
said and done around h is shattered body .  Can reform in  
one melee round ( 1 5 seconds) . 

8. Red irect Light and Lasers :  L i ke a p rism, the g lass 
cha racter can captu re and red i rect l i ght. This means he 
can change a laser beam passing th rough  h is g lass body 
in to a harmless l ight beam or red i rect the laser at another  
target or back at  the person who shot  it !  He can a lso tu rn 
ord i nary ,  harmless l ight  i nto a focused beam of wh ite , yel
low or co lored l ight to use as a search l ig ht/flash l ight  or 
beacon .  

Range:  Maximum d istance for l i gh t  beams and red i rect ion 
is 500 feet ( 1 52 m) + 1 00 feet (30.5 m)  per level of experi
ence. 
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Damage: As per laser beam red i rected . 

Attacks per Melee : Each red i rection  of l i ght o r  laser, or 
tu rn ing ambient l ight i nto a l ight  beam counts as one me
lee attack/action .  

Bonus:  +3 to stri ke on a red i rected laser/l i ght beam at
tack, but no other bonuses (except P . P .  attri bute) apply. 

9 .  Add itional Bonuses and Abi l ities : The character 
can ' t  be seen on infrared ,  thermal v is ion or heat sensors, 
is + 1 5% to Prowl underwater, a nd is  +30% to P rowl by re
mai n ing motion less or  moving slowly (Spd 9 or less) un 
derwater. Heals two t imes faster tha n  a normal human . 
Has to breathe and is suscepti ble to g ases, d rown ing ,  suf
focation and d isease i n  the same situations as normal h u
mans.  

1 0. L imitations: This ch aracter cannot a lso have the 
powers of I ntang ib i l ity , I nvu lnerab i l i ty ,  Bu l letproof, o r  Force 
Fie lds ,  nor any power that is contrary to h is  g lass natu re .  

Alte r  Phys i cal  Structu re : 

Goo or Gel  
The super being can turn h imself i n to a bei ng com

posed of e ither a sticky goo or a s l imy gel .  The goo form is 
much l i ke a ch i ld 's school paste, wh i le  gel (the character 
can switch from one to the other) is l i ke a th ick automotive 
gel or g rease. Switch ing between the two fo rms takes one 
melee attack/action and may be done as often as desired . 
I n  goo form the character is ab le to stick to j ust about any
th i ng ,  whi le in  ge l  mode he is i ncred ib ly g reasy and s l ip
pery .  I n  either form he has a vaguely human shape. 

1 .  Partial Invul nerabi l ity : Because the character's 
body is co mposed enti rely of goo or ge l ,  objects such as 
bu l lets , arrows, kn ives , and swords that penetrate its 
smooth , s l imy h ide have noth ing  sol id to stri ke and do l i ttle 
damage. As a resu lt , project i les and stabbing weapons do 
on ly one q uarter their normal damage and those left or 
stuck ins ide the super  being eventua l ly fal l  to the g round 
i n  one or two melee rou nds .  Punches and kicks against 
th is s logg ing mess feel l i ke h itt ing a g iant water bottle and 
a lso do on ly one quarter  their  norma l damage; Superhu
man and S u pernatu ra l  P . S .  attacks do half damage.  

Explosive force d oes no damage,  but may b low holes in  
the character (or even b low h im apart) ,  causing the goo or  
ge l  to  pou r  out ,  coating  anyone nearby. I ron ica l ly ,  the 
character h imself is  barely i nj u red at al l and wi l l  reform in 
1 06 minutes. 

Cold and heat based attacks do half damage. 

Lasers,  fi re , e lectricity and other energy blasts do fu l l  
damage, as do mag ic and psion ic  attacks. 

2. Sticky Goo Body : When in  goo form there's a good 
chance that anyone attacki ng the character wil l get stuck 
i n  h is sticky body ;  20% chance per every 1 06 points of 
damage in fl icted by the attack; i . e .  the stronger the force 
or the g reater the penetrat ion into the body, the more 
l i ke ly the attacker is to get stuck!  Once stuck, a combined 
P .S .  of 50 is needed to pu l l  free - 40 for Superhuman 



P . S . ,  30 fo r Supernatura l  Strength - but even then the at
tacker loses 1 D4 melee attacks pu l l i ng  h imself loose. I f  
stuck, the super  being  can , h imself, attack t h e  trapped i n 
d ividua l .  Stuck v ictims are -4 to parry a n d  cannot dodge 
(not even automatic dodge) ,  and another pu nch ing attack 
may cause the other l imb to get stuck, leaving the attacker 
with no physica l  attacks or defense.  I n  most cases, the 
super being  can pummel  his captives with relative impu
n ity . Note : The gooey character can wi l l  h is victims to be 
released at any t ime. 

3. Spray Sticky Goo: The character can create and 
spray an u ltra-sticky ,  g l ue- l ike mixtu re .  

Range:  1 00 feet (30 . 5  m) + 1 0 feet (3 m) per  leve l o f  expe
rience. 

Area of Effect: 30 foot (9 . 1 m) area . 

Damage:  None,  but  coati ng  the g round causes anyone 
who walks on,  r ides over ,  or  fa l ls  in  the g l ue to become 
stuck to the floor. The super  be ing may also target hands 
to g lue a weapon or  object to it or the feet to adhere an 
adversary to the g round where he sta nds, but th is requ i res 
a Cal led Shot. 

Once stuck, free ing the character req u i res a combined 
P .S .  of 50 (and two melee attacks/actions) , or 40 for Su
perh uman P . S . ,  30 for S u pernatu ral  P . S . ,  to  pu l l  the victim 
free . I f  not the victim wi l l  have to wait unti l it d issolves nat
u ral ly .  Try ing  to shoot or bu rn through the ad hesive to free 
the victim wi l l  not work, and the vict im may take damage 
from the attempt. 

The adhesive goo can also be used to temporari ly 
mend/hold together  broken support beams, bridge g i rders ,  
and s imi lar  structures, b u t  the repai r  wi l l  b e  very short
l ived ,  l im iti ng the sticky goo's u sefu lness for repai rs .  

Duration:  The  goo  rap id ly bio-degrades in  on ly 4D6+4 
melee rounds (2-7 minutes) . 

Attacks per Melee: Each g l ue  blast counts as one melee 
attack. 

Bonus:  The character's usual  bonuses to stri ke apply .  

4. S l ippery Gel Body : When tra nsformed into gel  form 
the super being can s l ide a long the g round at a speed of 
40 mph (64 km) +5 mph (8 km) per level of experience . 
This i nnate s l i pperiness g ives the su per be ing certa in  ad
vantages, one being that the gel  character can not be 
g rappled , p inned , held i n  a body hold/lock, or t ied up  (he 
s l ips and squeezes out of any physica l  restra i nts in  1 D4 
melee act ions) ,  nor can he be picked up and th rown . He 
s imply s l ips free of a l l  attempts to g ra b  h im .  However, the 
gel form a lso prevents h i m  from being able to pick u p, hold 
or carry anyth ing because it wi l l  s imply s l ip out of h is 
hands. 

The character can perform a s l id ing  body block/ram at
tack that does 2D6 +4 damage per 20 mph (32 km) ,  with a 
0 1 -70% chance of knocking down h is  opponent. I f  
knocked down t h e  opponent loses t h e  i n it iative a n d  two 
melee attacks/actions. 

The gel be ing ca n squ ish ,  mold , and flatten h is body as 
he deems necessary or  desi rab le .  Conseq uently, he can 
pou r  h imself th rough the crack under  a door or squeeze 
through bars, chains ,  ropes, fenci ng ,  etc. If there is a 
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crack that very wet mud can get th rough ,  so can th is char
acter. Note : The goo form cannot man ipu late its shape i n  
t h i s  man ner because i t  sticks to whatever it is forced 
through .  

Bon uses for being Gel :  + 1  to dodge ,  +3 to rol l  with 
punch ,  fa l l  or impact. 

5. Spray Sl ippery Gel : The character can create and 
spray a s l i ppery mixtu re . 

Range:  1 00 feet (30 . 5  m) + 1 0 feet (3 m) per leve l of expe
rience .  

Area of Effect: 30 foot (9 . 1 m)  area . 

Damage:  None per se, b ut coati ng the g rou nd causes 
anyone pass ing over it to red uce the ir  speed by 75% or  
r isk s l ipp ing and  fal l i ng (01 -80% cha nce) .  Those who fa l l  
lose i n itiative and two melee actions/attacks , and s l ide for 
2 D6 yards/meters. Veh icles h itti ng the s l ippery gel at 
speeds over 30 mph (48 km) must rol l  to avoid skidd ing 
and crash ing ;  the driver is -60% to mainta in  h is  contro l  of 
the vehic le (ro l l  on p i loti ng sk i l l )  and  even if control is  
mai ntai ned , he loses i n itiative and one melee attack from 
figh ting to ma inta i n  contro l .  A fa i led p i lot ing s ki l l  rol l  means 
the veh icle sk ids and crashes (veh icle loses 1 D4x1 0% of 
i ts S . D .C .  and it takes 2 D6 melee rou nds to get the veh icle 
back on  the road at half its speed) .  

Duration:  1 D4 minutes per  leve l of  experience. 

Attacks per Melee :  Each ge l  spray cou nts as one melee 
attack. 

6.  S l ime Bolt: The character can draw on moistu re i n  
h is  own fo rm and  fi re a jet/stream of  s l ime a t  h i s  opponent .  
The impact is about twice as hard as a normal h uman 's  
punch ,  and leaves a s l imy res idue and g rease sta in  even 
afte r it d ries (washes out) .  May be cast in either gel or goo 
form . 

Range:  1 00 feet (30 .5  m) + 1 0 feet (3 m) per leve l of expe
rience. 

Damage:  2D4 +1 po in t  of damage per level of experience.  

Duration:  I nstant .  

Attacks per Melee : Each b last counts as one melee at
tack. 

Bon us:  The character's usual  bonuses to strike apply .  

7 .  Additional  Bonuses and Abi l ities ( in both forms) :  
The character can 't be seen o n  infrared , thermal v is ion o r  
heat sensors ;  he does not  breathe i n  the conventional  
sense,  the character's altered form conta ins suspended 
oxygen , so he cannot be suffocated or drowned i n  any 
man ner; and add 40 to S . D .C .  in  both goo and gel form. 

Alte r Phys ical  Structu re : Mag net 
The super being can transform into a natura l ,  l iv ing 

lodestone with sk in that looks l i ke g rey , smooth stone or 
meta l when th is ab i l ity is used . As a l iv ing magnet, he rad i 
ates a continua l  magnetic fie ld . Whi le  the character does 
not gain any special con trol over mag netism , his own nat
u ra l  magnetic fie ld  prov ides the character with a variety of 
specia l  ab i l it ies i n  h is altered state . 

1 .  I ncreased S ize and Strength: Weight rema ins  un
changed but  he adds 1 D4 feet (0 . 3 to 1 .2 m) to h is height ,  



and physical strength is i ncreased by 2D4 points ( ro l l  one 
t ime to determ ine how strong the character is whenever 
he transforms) .  P .S .  is considered to be Extraord inary 
(same as the M inor  S u per  Ab i l ity) whenever he is trans
formed , and he can carry 1 00 times P.S. in pounds and 
can l i ft 200 times . 

2. Armor Rating and S .D .C . :  The character has an 
A. R .  of  13  and 1 50 S . D . C . (p lus  body armor; see #4) .  Th is  
means ,  i n  most cases, a n  attacker must rol l  a 14 or  h igher  
to stri ke and i nfl ict damage .  Any rol l  to  stri ke under the Ar
mor Rating of 1 3  bou nces harmlessly off the altered body . 
Rol ls to stri ke of 1 4  or h igher, i nfl ict fu l l  damage to the 
S .D .C .  When al l S . D .C .  are gone,  da mage is don e to H i t  
Points. 
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Lasers, fi re , energy bo lts , exp losives, guns and most 
weapons, punches and kicks do normal damage when the 
ro l l  to strike is  1 4  or h igher. 

I mpervious to e lectricity (no damage) ,  and even magi
cal l ightn ing  does ha lf damage. 

Gas, ingested d rugs ,  magic and psion ics have fu l l  ef
fect . 

Can funct ion i n  a vacuu m  unt i l  h is  a i r  supply is gone .  

3. Magnetic Fie ld :  The character is cont inual ly sur
rounded by a strong magnetic field that wi l l  erase any 
mag netic tapes (computer and video tapes included ) ,  and 
d isrupt electrical freq uencies ( i nc lud i ng television and ra
d io frequencies) a round h im .  S mal l  metal items wi l l  contin
ual ly be attracted to the character, C l i ng ing to h is body i n  
the  most embarrassi ng ways. 

The character can a lso use the fie ld to pul l  h imself to
ward any i ron object that is g reater than h is own body 
weight. Maximum speed of travel is about 20 mph (32 
km) ,  and has a very l im ited range of 1 00 feet (30 . 5  m) p lus 

1 0  feet (3 m) per level of experience. Note : The character 
can not reverse th is effect, it is on ly an attractive magnetic 
fie ld . 

The hero's magnetic fie ld  a l lows h im to cling to metals 

(steel g i rders , vehicles, doors, gates,  towers , etc. ) that 
have at least 25% i ron .  This magnetic grip  is equal  to triple 
his normal P .S .  making it d ifficu lt to pul l  h im off or  loosen 
his grip (P .S .  of those try ing to pu l l  h im off must exceed 
h is  tripled P .S .  n u mber by at l east 5 poi nts) . Thus  he can 
sca le the outside of most bu i ld i ngs  by us ing magnetism on  
the  metal g i rders underneath the concrete o r  brick facade,  
cl i ng  or cl imb along the bottom of a he l icopter, cl i ng  to the 
roof or hood of a speed i ng veh icle, and  so on .  

Range:  A 20  foot (6. 1 m) rad ius centered on  t he  charac
ter. 

4. Makesh ift Metal  Armor: The super being can use 
h is  magnetic field to cover h imself with pieces of metal ob
jects and scrap to create a su it of meta l a rmor held to
geth er by h is mag netic field and  force of wi l l .  

Such armor has  an average A .  R .  o f  1 5  and  3D6x1 0+60 
S . D .C .  

Armor can not be  made un less there are meta l objects 
and scrap meta l to be used . 

Range:  Self on ly .  

Duration:  Can be held in  p lace u nt i l  a l l  the armor's S . D . C. 
has been depleted or un ti l  the super being i s  rendered un
con scious. May be d ispel led a t  wi l l .  

Penalty : The character must wi l l  h is  a rmor i n  place, which 
means he loses one melee attack/action per round  whi le 
the armor is i n  place .  

5.  Sense I ron : The character's magnet ic fie ld a l lows 
h im to sense the presence (and vag ue location)  of i ron , 
steel and i ron al loys with in  a 1 00 foot (30 .5  m) rad i us .  The 
exact size of the item or items is i mpossi ble to d iscern , but 
impressions wil l  be fe lt as to whether there is  much, l i ttle ,  
or none.  Location wi l l  be sensed as nearby or  at th e edge 
of the range. Th is ab i l ity can be used to detect objects and 
ore beneath the ground up to one foot (0 .3  m) deep per 
leve l of experience. 



6 .  Additional Bon uses and Abi l ities : Impervious to 
the effects of magnetism from other super beings ;  each 
one 's power cancels out the other's .  

Accu rately sense magnetic north and can use h is mag
netic sense to te l l  h is exact location to with i n  1 D4 feet (0 . 3 
to 1 . 2 m) .  Accu rately sense the presence and location of 
mag nets , natural  mag netic fie lds ,  or magnetism in  use up  
to  1 000 feet (305 m)  away . 

The character sti l l  has to breathe, and is susceptib le to 
gases, d rown ing ,  suffocation ,  heat, fatig ue ,  a nd d isease i n  
the  same s ituations as normal humans .  

Alte r Phys i cal  Structu re :  Merc u ry 
The on ly meta l on  Earth that is a l i qu id  at room temper

atu re is mercury .  Th is makes it behave s imi lar  to water, 
yet it has all the res i l iency of other  meta ls .  A super be ing 
who can transform into mercu ry takes on  these same in
cred ib le tra its , but without be ing  toxic to those who come 

in contact with h i m  he rema ins complete ly safe to the 
touch .  

1 .  I ncreased Weight and Strength : The hero be
comes a be ing of flowi ng  mercury ,  h i s  weight is doubled 
and h is physical strength is i ncreased by 1 D6+4 points 
( ro l l  one time to determ ine how strong the character i s  
whenever the  hero transforms) , whenever transformed . 

2. Limited Invu l nerabi l ity,  Armor Rating, and S .D .C . :  
The l i qu id meta l being  has an A. R .  of 15  and 300 S .D .C . , 
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however h is l iqu id  nature is such that any ro l l  to stri ke un
der the Armor Rating (A. R .  1 5 ) ,  whether it be a fist, club ,  
bu l let, arrow, knife ,  brick, goes right  th rough the character, 
but does N OT i nfl ict any damage. 

An attacker must rol l  a 16 or higher to strike and inflict 

damage. Al l  ki net ic attacks (pu nches, bu l lets , etc . )  that i n 
fl ict damage (from a ro l l  to  strike of  16  or h igher) on ly  do 
half damage! 

Explosions do on ly 1 0% their normal damage, but any 
exp losive damage g reater than 50 pOints blows the char
acter apart .  However, the super bei ng can reform with i n  
1 D6 melee rounds  ( i n  u n der  two minutes) .  

F i re ,  heat, e lectricity ,  lasers ,  and l ight attacks a l l  infl ict 
full damage, as do  psion ics and mag ic .  

In a l l  cases, damage is  subtracted fi rst from the S . D . C . ,  
a n d  when a l l  300 S . D . C .  are gone ,  damage is subtracted 
from H it Points. 

3.  Manipu late S hape/F low Like Liq u id :  The mercury 
being can squ ish , mold and pudd le h is  physical form. Th is  
means  he can pour  h i mself through the  crack u nder a 
door, th rough a keyhole ,  down a dra in pipe, or squeeze 
through bars, cha ins ,  ropes, etc. If there is a crack water 
can get th roug h ,  so can a character made of mercu ry . 

4. Bolts of Liqu id  Meta l :  The character can fi re pel lets 
of l i qu id metal that impact as hard as the average pisto l 
shot. 

Range:  1 00 feet (30 .5  m) +5 feet ( 1 . 5  m) per level of ex
perience.  



Damage: 4D6 

Duration:  I nstant .  

Attacks per Melee : Each b last counts as one melee at
tack/action . 

Bon us:  The character's usual  bonuses to strike apply .  

5. Body Weapons (mod ified) :  The character can tu rn 
h is  l i qu id l imbs in to a va riety of ancient, melee weapons -
i . e .  e longate and transform one to a l l  of h is fi ngers i nto 
stabb ing sp ikes, cutting kn ives , scythe-l ike claws, and so 
on; or the fi ngers and hand in to a two or three pronged 
fork, sword , axe, scissors , c lu b ,  hammer, metal bal l ,  and 
so on .  The "body weapon" is part of h is body and can not 
be removed .  L imbs can be e longated up  to double thei r 
normal length ( i . e .  a sword cou ld  be as long as the fore
arm and hand to twice as long) . 

Range:  Lim ited to reach ; u p  to double the reach of the 
normal l imb .  

Damage: Same damage as the real l i fe eq u ivalent ,  p lus  
any P .S .  damage bonus .  

Bonuses :  The character's usua l  bonuses to  strike apply .  

6 .  Extend Pseudopod : The mercu ry can extend two 
pseudopod l imbs from h is own body at fi rst level and an
other  one at  leve ls 7 and 14 .  Each pseudopod can reach 
up to 1 0  feet (3 m) per level of experience. If a pseudopod 
is severed from the character, it wi l l  reform with the char
acter with i n  2D6 melee rou nds .  They may be extend and 
retracted at wi l l ,  and may be reta ined for as long as de
s i red .  Each pair of pseudopods adds one melee attack/ac
tion .  

Damage: A slap/strike from a pseudopod does on ly 2D4 
damage (p lus any P .S .  damage bon us) ,  u n less power #5 
is u sed . 

7 .  Add itional Bonuses and Abi l ities : The character 
can endu re underwater pressure to depths of 1 200 feet 
(366 m) in  mercu ry form . 

The S .D .C .  of the mercury (300) recovers at a rate of 
2D6+6 pOints of damage per hou r. U n less physical ly 
heated (meta l ,  i ncl ud ing  mercury ,  ho lds heat we l l ) ,  the 
mercu ry fo rm is cool enough to avoid detection as a l iv ing 
bei ng by infrared or heat senso rs.  

8.  Vul nerabi l ities & Lim itations:  Speed is  reduced by 
half when in  mercury form. I t  is worth noting that the mer
cu ry has no i ron and is not effected by magnet ism. The 
character sti l l  has to breathe ,  and is susceptib le to gases , 
d rown ing ,  suffocation and d isease i n  the same situations 
as normal humans.  The character can function in  a vac
uum unti l h is a i r  supply is gone .  

Alte r Phys i cal  Structu re : Peb bles 
The character ca n tu rn h imse lf i nto a large mound of 

pebbles, rocks and stones. Wh i le th is is s imi lar  to the 
APS: Stone power, the character is not one sol id  mass . 
Thousands of pebbles and stones make u p  the charac
ter's body , many of wh ich are rou nd ,  a l most l i ke marbles , 
or smooth and ob long , a nd vary ing i n  size from a half inch 
rou nd ( 1 .2  cm) to two i nches (5 cm) rou n d .  The pebbles 
are held together  in  a rough ly huma noid shape, but the 
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character has control over h is shape. This enab les him to 
fi re off small bits of his own mass in shotg un- l ike blasts , 
lets h im ro l l  h is body th rough o pen ings  too smal l  for a h u
man or Stone APS to squeeze th rough ,  among a variety of 
other  ab i l it ies. 

1 .  I ncreased Weight and Strength : The character's 
weight is quadrupled and h is physical strength is i n 
creased by 3D4+3 points ( ro l l  one t ime to  determine how 
strong the character is whenever the hero transforms) ,  
and is considered to be Extraordinary Physical Strength 
(same as the Mi nor Super Ab i l ity) whenever transformed 
in to pebble form; can carry 1 00 t imes P .S .  in pounds and 
can l i ft 200 times , and fatigues at ha lf the rate of normal 
humans. 

2.  Armor Rating , S .D .C .  and Limited Invu lnerabi l ity : 
The character has an A. R .  of 1 4  and 300 S . D . C. Th is 
means,  in  most cases, a n  attacker must ro l l  a 14 o r  h igher 
to stri ke and infl ict damage.  Any ro l l  to stri ke under the Ar
mor Rating bounces harmlessly off the stony body even if 
it' s an energy attack. Rol ls of 1 5  or h igher infl ict fu l l  dam
age to the S . D . C .  When al l  300 S . D . C .  are gone, damage 
is done to H it Poi nts. 

Explosions wi l l  b low the pebble character apart, but he 
suffers no damage and the su per being can reform with in  
4D6 melee rounds .  E lectricity , lasers , l ight ,  energy,  fi re 
and heat do fu l l  damage ,  as do  psion ics and mag ic, pro
vided that such attacks beat the Natu ral A. R .  ( 1 5 or h igher  
to strike) .  The character can fu nction i n  a vacuum unti l h is  
a i r  supply is  gone .  

Project i le weapons  such as bu l lets, arrows , or th rown 
objects do no damage , bou ncing rig ht off the mass of 
stones. Li kewise , physica l  blows (pu nches, kicks , c lub
b ing , etc. ) do no damag e u n less the attacker has Super
human or Supernatu ra l  Strength (they do half and fu l l  
damage respectively) .  C a n  endure underwater p ressure 
u p  to depths of 2000 feet (61 0 m) .  Sti l l  has to breathe,  and 
is suscept ib le to gases , d rown ing ,  suffocation and d is
ease.  

3 .  Manipu late Shape: The pebble being can flatten out 
h is  physical form , as we l l  as bend and shape it as he de
s i res. Thus  he can ro l l  h imself th rough any space larger  
than two inches (5 cm) i n  ci rcumference; throug h  bars ,  
fencing ,  down a d ra inpipe ,  out  of  handcuffs, cha ins ,  ropes , 
etc. This means he can escape even the strongest bonds 
by chang ing i nto pebble form. 

4. Loose Marbles Tactic : By man ipu lati ng his shape 
the character can cover a floor, l i ke a bag of kid's marbles , 
caus ing anyone who steps on  them to s l ip  and fal l .  U nfor
tunately ,  he  can n ot use h is other powers whi le d ispersed 
l i ke th is .  Th is ab i l i ty can a lso be used to h ide,  appearing 
as a patch of g rave l ,  Zen stone garden ,  landscaping o r  
among other loose rocks or debris. 

Area of Effect: The cha racter can spread h is  form over a 
1 0  foot (3 m) d iameter + 5 feet ( 1 . 5  m)  per level of experi
ence. 

Damage:  None, but covering the ground with smal l ,  
smooth , often round  stones causes anyone passing 
th rough the area to reduce the i r  speed by 50% or r isk s l ip
p ing and fa l l i ng  (0 1 -50% chance) . Those who fa l l  lose in i -



tiative, two melee actions/attacks and s l ide for 1 D4 
yards/mete rs . Veh icles, characters and creatu res over 1 5  
feet (4 .6 m) ta l l  a re too large to be affected by this tactic. 

Duration:  As desi red , but uses up  al l of the character's at
tacks for that period . However, a lthough spread across the 
g rou nd ,  the character is sti l l  aware of (sees and hears) ev
eryth ing go ing on around h im .  

Attacks per  Me lee : Uses up  a l l  o f  the  character's at
tacks/actions for that melee round ;  can reform at the cost 
of two melee attacks the next round .  

5.  Shotg u n  Blast: The character can fi re shotgu n- l ike 
blasts of h i s  own body at an  opponent. The impact is a lso 
about  as hard as the average shotgun  blast. F ired from 
hands.  

Range:  30 feet (9 . 1 m)  +5  feet ( 1 . 5  m) per level of experi
ence. 

Area of Effect: As a Shotg u n-l ike blast, pebbles spread 
out to affect a 1 2  foot (3.6 m) area and may h it mu lti p le 
targets . 

Damage: This blast normal ly d oes 3D6 damage to a l l  tar
gets i n  the area of effect. But  if the b last is u sed against a 
s ing le  target with in  1 0  feet (3 m) ,  there is no area of effect 
and the target suffers 6D6 damage fro m the blast ! 

Duration:  I nstant. 

Attacks per Melee : Each b last counts as one melee at
tack. 

Bonus:  The character's usual bonuses to strike apply .  

6 .  B uckshot Blast: The character can fi re off a blast of 
pebbles i n  a l l  d i rections ,  l i ke a shot of buckshot/ 
scattershot. The damage is not as g reat, but  the effect i s  
s im i lar. F i red from hands or mouth . 

Range:  30 feet (9 . 1 m)  + 1 0  feet per level of experience. 

Area of Effect: As a scattershot- l i ke b last, pebbles spread 
out to affect a 20 foot (6. 1 m) area and may h it mu lti p le 
targets . 

Damage:  1 D4 points of damage to each person/target 
caught in the rad ius .  Damage is m inor, but  sti ngs .  Great 
for riot control and to frig hten people away. 

Duration :  I nstant. 

Attacks per Melee : Each blast req u i res three melee at
tacks/act ions. 

Bonus: None whatsoever, u nmod ified d ie  ro l l .  

7.  ROi l ing Rocks : Beca use the character is made up  of 
a p i le  of loose rocks and pebbles, he can ro l l  or skate 
a long any hard ,  flat su rface, the smoother the better (pol
ished wood ,  l i no leum ,  t i le ,  ice, and s im i lar, as wel l  as 
loose gravel ) .  Th is grants him a g rou nd speed of 60 mph 
(96 km) + 1 0 mph ( 1 6  km) per level of experience, half that 
speed along a concrete or asphalt road or h ighway be
cause it is  porous.  (Note : Can not rol l/s l ide a long soft 
earth/d i rt , sand ,  g rass or a debris fie ld . 

The super being can perform a rol l i ng  body block/tackle 
del iveri ng 4D6 da mage on impact p l us  +4 damage for ev
ery 20 mph (32 km) he is mov ing .  P lus  the victim is l i kely 
(0 1 -90% chance) to be knocked down and lose the i n it ia
tive and two melee attacks . 
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8. Landslide Attack: Simi lar to h is body block/tackle 
the character can perform a lands l ide attack against a s in
g le  target. The ta rget is  then covered and trapped with in  
the character's loose mass of  pebbles,  and can not move . 
Most effective against smal l  vehic les.  I ron ical ly ,  the victim 
or vehicle is not crushed of suffocated ,  but p inned under  
the stones .  

Range:  L i ne  o f  sight u p  to 20 feet (6 . 1 m) away . 

Damage:  Th is attack traps the targ et ins ide the super  be
ing 's  body , and the character can on ly hold one such vic
tim (th ree if they were stand ing close togeth er) or a sma l l  
veh icle a t  a time. The victi m of  th i s  attack is complete ly 
he lp less. Those trapped ins ide a vehic le can sti l l  speak 
and cast spel ls or  use psion ic  powers . Those trapped out
side of a vehicle can breathe but not speak; the use of 
psion ics ,  energy explos ion and other powers that don' t  re
qu i re speech or movement are poss ib le u n less the char
acter pan ics or i s  terrified (cla ustrophobic characters, for 
example,  wi l l  l ie  there ,  panic stricken , or pass out) .  Note: 
This ab i l ity may a lso be used to cove r and h ide or protect 

a comrade or i nnocent person with any attacks on the 
su rface inf l icted o n ly to the pebble be ing ,  those in  h is em
brace are safe .  

Duration:  C a n  b e  ma inta ined as long a s  the super bei ng 
des i res. 

Attacks per Melee : The land sl ide attack counts as two 
melee attacks/actions to trap a target. How long the peb
ble bei ng keeps his victim trapped is up  to him, but he 
can not use any other  powers whi le using th is one. 

Bon us:  The character's usual  bonuses to strike apply .  

9.  Notes : The character can ' t  be seen on infrared , ther
mal vis ion or heat sensors .  Pebble S . D .C .  regenerates at 
a rate of 3 D6 per hour. Makes noise when he wa lks and 
moves l i ke a c lun k ing and  g rind ing sack of marbles, -40% 
to P rowl .  

Alte r Phys i ca l  Structu re : Plasti c 
Ths super  being can tu rn i nto sol id p lastic, much l i ke a 

human-sized , kid 's  action fig u re .  

1 .  I ncreased Weight and Strength : The character's 
weight increases by 50% , and he takes on a smooth tex
ture to h is ski n ,  but  otherwise stays the same. The physi
ca l strength is increased by 1 D6+4 points (ro l l  one time to 
determine how strong the character i s  whenever the hero 
transforms) whenever transformed i nto p lastic form. 

2 .  A rmor Rating and S .D .C. :  The plastic man has an 
A. R .  of 1 3  and 320 S . D . C . ,  with most physical attacks 
(punches, bladed or b l u nt weapons, ord inary bu l lets ,  etc. ) 
which means the attacker must rol l  a 1 4  or h igher to strike 
and infl ict damage. Any rol l  to stri ke u nder the Armor Rat
i ng  (A. R . )  bou nces harmlessly off the plastic body .  When 
a l l  300 S . D . C .  are gone,  damage is done to H it Poi nts. 

Cold attacks do ha lf damage. 

Lasers,  fi re and heat attacks do 50% greater damage 

aga inst a p lastic man and bypass the A. R. t  That means a 
ro l l  to stri ke of 5 or h igher  h its and does i ncreased dam
age un less the ch aracter can dodge.  



Electricity and other types of energy blasts do normal 
damage when the ro l l  to strike is  14 or  h ig her, and half 
damage if 1 3  or  below. 

Armor p ierc ing bu l lets, explosive rounds, g renades and 
exp losives infl ict fu l l  damage when the i r  rol l  to stri ke is  1 4  
o r  h igher. 

Gas, ingested d rugs ,  magic and psion ics have fu l l  ef
fect . The character sti l l  has to breathe ,  and is suscepti ble 
to gases, d rown i ng ,  suffocation and d isease i n  the same 
situations as normal  h umans .  

Can end u re u nderwater pressu re up  to depths of 400 
feet ( 1 22 m)  and function  i n  a vacuu m  unti l  h is  a ir  su pply 
is gone .  

3.  En hanced Flexibi l ity :  L ike a g iant  k id 's  action  fig
u re ,  the character's l imbs can twist, bend ,  tu rn and fold 
themselves in to normal ly impossible d i rections and posi
tions for any normal human .  The character can a lso tu rn 
h is  arms and legs comp letely backwards in their sockets/ 
jo ints .  These flex ib le jo ints he lp the character to s l i p out of 
handcuffs or manacles , wiggle out of ropes or stra ight  

jackets, as we l l  as fit i nto smal l  a reas (su itcase , tru nk,  
etc. ) .  Can attempt to escape any bonds once per melee 
round  with the fo l lowing chance for success : Hands and/or 
feet tied with rope, handcuffed or cha ined - 80% l i ke l ihood 
of escape. Hands,  arms , legs and body bound with rope , 
cha ins ,  straps or stra ight jacket - 56% chance to escape. 
Be ing locked ins ide a room,  trunk  o r  a compartment wi l l  
trap/hold the  plastic man .  However, a ja i l  ce l l  or compart
ment with an open ing may a l low the character to escape. 

4. Man ifest a Bashing Limb: The character can trans
form h is hand and forearm i n to a b l unt weapon that ex
tends h is reach 4 feet ( 1 . 2  m) or s imply extend h is reach . 
Can also stretch the len gth of h is  legs to i ncrease height 
by 6 feet ( 1 . 8  m) .  

Range:  Hand to hand combat. 

Damage:  2D6 plus damage bon uses from P . S .  attr ibute 
and combat ski l l s .  

Bon uses : +1  to parry ,  d isarm ,  and pu l l  punch .  

S.  Additional Bonuses and Abi l ities : The character 
can ' t  be seen on infrared ,  thermal v is ion or heat sensors .  
Recovers lost plastic S .D .C .  a t  a rate of  2 D6 per  hour. The 
character's plastic form floats on water. 

Alte r  Phys i cal  Structu re :  Rag Dol l 
The super being can transform into a human-shaped 

bund le of cloth , rags ,  straw, cotton stuffi ng ,  stri ng ,  and 
s imi lar materia ls ,  as if he  were a l iv i ng  scarecrow. H is rea l  
face is obscured , appearing  e ither l i ke a featu reless sack 
or with sewn on featu res l i ke a Raggedy Ann  or  Andy do l l  
(mouth and eyes move , however, as if they were rea l ) .  
The appearance may be fa i rly ord i nary ,  cutesy , o r  scary . 
What the ind ividual looks l i ke is chosen when the player 
creates him and does not change.  

1 .  Reduced Weight and Increased Strength : Reduce 
weight by half, but general shape and size remain the 
same. I ncrease physica l  strength by 2D6 pOints ( ro l l  one 
t ime to determine how strong the character is whenever 
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the hero transforms) and is con sidered to be Extraord i nary 
(same as the Minor  Super Ab i l ity) whenever transformed . 
Can carry 1 00 t imes P . S .  i n  pounds and can l ift 200 times . 
Fatigues at one-tenth the rate of normal humans.  

2.  Armor Rating and S .D .C . :  Has an  A. R .  of 8 ,  so 
most attacks (a rol l  to stri ke of 9 or  h igher) wi l l  h i t  and do 
some measure of damage, except as noted below. 2 1 0  
S . D . C . i n  h is rag dol l  form and when a l l  the S . D . C .  are 
gone ,  damage is done to the character's H it Points .  

Impervious to sound ,  shadow and cold-based attacks, 
gasses, pOison , d rugs a nd d isease. 

Projecti les l i ke bu l lets and arrows do no damage at a l l ,  
and go right  th rough the rag character. 

C lu bs and b lunt  attacks , pu nches and kicks , as we l l  as 
stabb ing attacks and fa l l s  from great heig hts ,  on ly do 1 0% 
the i r  normal damage. 

Knives, swords,  and other "cutti ng" weapons do fu l l  
damage. Lasers, l ig ht, e lectric ity and other energy-based 
attacks do norma l damage to the strange character. 

Wind and water-based attacks do half damage. 

Explosions have one of two possible outcomes on  the 
character's body ( ro l l  percenti le d ice ) .  01 -40% Blows the 
character 2D6 yards/meters away (no damage) ,  or 
41 -00% blasts the character's body over a large area. The 
character takes ha lf of the damage from the force of the 
blast, but req u i res 3 D6 melee rou nds to reform his body , 
and he must do that before he  can tu rn back into a hu
man . 

Heat, fi re and  p lasma infl ict trip le  damage! 

The character does not need to breathe at a l l  and can 
function in a vacuu m  indefin ite ly ;  floats on water but gets 
waterlogged and wi l l  s i nk  after 1 D4+2 hours. 

3.  Horror Factor 1 1 :  There is just someth ing d istu rb ing 
about  th is strange character even if h is or her appearance 
is cute; a h u man-sized Teddy Bear, Bunny Rabbit ,  
Raggedy Ann ,  or other ch i ld 's dol l .  +2 for H . F . if the ap
pearance is a scarecrow, clown or other ominous looking , 
l i fe-sized rag dol l .  

4 .  Separate Body Parts :  The character can p u l l  apart 
h is  body parts, such as h is hand ,  hand and arm, foot, etc. 
and they wi l l  conti nue to move and do th ings he desires. 
This ab i l ity functions s im i larly to the Anatomical In depend
ence power described in Powers Un l imited® One , page 
1 2 , except that the body parts are not flesh and blood but 
rag doll parts. Note :  The character does not ga in  the 
S . D .C .  bonus  when separated into many parts ( red uce 
S .D .C .  by 20% for each missi ng arm and leg ) .  This a lso 
means  he can p l uck off one a rm and hold it i n  h is  other  
hand  to  extend h is  reach and g rab objects . 

Range:  Self; d istance :  l i ne  of s ight. He must be able to 
see the d ismembered body part in order  to contro l  it . 

Damage:  None.  

S. H ide Objects in  his Body : The cha racter can create 
gaps and pockets with in  the stuffing  that fi l ls h is  body. The 
size of these pockets is  l imited to about twelve inches (0 .3  
m) cubed i n  tota l ava i lab le volu me, but  the d imensions 
can be altered to f i t  the wh im of the character. This would 
a l low the character to h ide away a smal l  object, l i ke a g u n ,  



grenade, kn ife ,  computer d isk, book, etc. From the out
side , the pocket looks no d ifferent than the rest of h is  
body ,  with no obvious o pen ings or access. On ly the char
acter h imself can access the i nside of the pocket, without 
cutt ing h im open . The character can create one of these 
gaps or pockets in his stuffi ng at leve ls 1 ,  2 ,  4 ,  6 ,  8, 1 0 , 1 2  
and 1 4 . 

Duration :  U nti l the character changes back to h is  nor
mal human form. When the character changes back, any 
objects sto red i n  h im wi l l  s imply fa l l  to the g round at h is 
feet. 

6.  Additional Bonuses and Abi l ities : The character 
can 't be seen on infrared ,  thermal vis ion or heat sensors .  
Rag Do l l  S . D . C .  recovers at  a rate of  4D6 pO ints per hour. 

Alte r  Phys i ca l  Structu re : Sponge 
The super being can transform h imself i n to a l iv ing 

sponge,  able to soak up a variety of l iqu ids and gasses , 
with out do ing any harm to h imself i n  the process. 

1 .  Partial Invulnerabi l ity : Projecti les l i ke bu l lets and 
arrows do on ly 25% the i r  normal damage.  

Slash ing/cutti ng weapons l i ke knives ,  swords ,  axes, 
etc. , and explosives do half damage. 

Cold ,  fi re and electricity also do  ha lf damage, but most 
other  types of energy attacks , incl ud i ng lasers ,  particle 
beams and plasma, do fu l l  damage. 

Mag ic and psion ics do fu l l  damage. 

B l unt weapons, pu nches and kicks ( regard less of 
strength ) ,  impact and explos ions do no damage at a l l ,  a l
though an explosion may send the sponge character fly ing 
several yards/meters from the force of the blast. 

I mmune to gas attacks, d rugs ,  poison and toxi ns whi le 
the character is  i n  sponge form . 

2. Absorb and Expel L iqu ids : The h u man sponge can 
absorb all types of l iq u id without harm to h imse lf. Th is  
makes the character immune to any l i qu id -based attack, 
inc lud ing acids,  poisons ,  tox ins ,  gasol ine ,  drugs, water, 
water bolts and s imi lar attacks , etc . More importantly , any 
l iqu id-based attack can be captured , held and fi red back at 
its sou rce or at a completely d ifferent  opponent, as the 
su per bei ng wishes. On ly one red i rected attack can be 
performed for each attack leve led at the sponge character. 

Range:  200 feet (61 m) + 1 0 feet (3 m) pe r level of experi
ence. 

Duration : Can ho ld the absorbed l i qu id  for up to one hour 
per level of experience. 

Damage/Effect: Same as the orig i na l  attack leveled 
against the sponge character. 

Attacks per Melee : Each expel l i ng  of a l iqu id  counts as 
one melee attack/action . L i kewise, each absorption  of a 
l iqu id (up  to 50 gal lons/ 1 89 l i ters at a t ime) counts as a 
melee action/attack. 

3. Shoot Streams of Water :  The sponge man can 
d raw on any avai lable source of water to shoot streams of 
water at an opponent that hit with the force of a kick. The 
sponge character can a lso soak up and store enough wa-
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ter to fi re a number of water streams or b lasts eq ua l  to h is  
P . E .  attribute number, +1  add it ional water  bo l t  per leve l of  
experience . I f  the sponge man is stand ing i n  or  touch ing a 
sou rce of water, the character can fi re an  u n l imited num
ber of wate r blasts. 

Range:  300 feet (91 . 5  m) + 1 0 feet (3 m) per leve l of expe
rience.  

Duration:  I nstant. 

Damage: 2D6 damage per blast. 

Attacks per Melee : Each b last cou nts as one melee at
tack/action .  

Bonus:  The character's usua l  bonuses to  stri ke app ly .  

4. Absorb and Expel  Gasses : The character can ab
sorb any type of gas without harm to h imself, th is makes 
the character immune to any a i rborne po isons ,  toxins ,  
d rugs and s im i lar  attacks, etc. The sponge being can store 
the gas for a short t ime and re lease it later. On ly one type 
of gas can be stored at a time. 

Range:  Covers a 20 foot (6 . 1 m) area of effect around the 
hero. 

Duration:  The gas may be sto red for up  to one hour  per 
leve l of experience. The d u ration of the effects of the gas 
is as per the orig i na l  gas attack used against the sponge. 

Damage/Effect: Same as the orig ina l  attack which was 
leve led aga inst the character. 

Attacks per Melee :  Counts as one melee attack/action . 

5. Fi lter and Store Oxygen:  With the character's ab i l ity 
to a bsorb and store gases comes the ab i l ity to draw oxy
gen out of both the air and water. Th i s  enables the hero to 
breathe on land and underwater. His spongy body also re
ta ins  oxygen for an extremely long period of t ime, a l lowing 
the character to hold h i s  breath for one hour per level of 
experience .  

Range:  Genera l ly ,  se lf on ly .  However, t he  sponge charac
ter can slowly re lease b reathable a i r  in a sealed room so 
that others can breathe .  I n  th is  case,  the a i r  reserve is  
used u p  at a rate of  20 min utes per  level of  experience .  
HOWEVER,  i f  a water su pply is avai lable ,  such a s  an u n 
derwater spring i n  a cave-in ,  a i r  can b e  generated for a n  
i ndefin ite period for a l l  t o  breathe.  

6 .  Additional Abi l ities and Bonuses: Can't be seen 
on infrared ,  thermal v is ion or heat sensors,  regener
ates/heals 2x faster tha n the normal hea l ing rate for hu
mans .  Can make h imself float on top of water or s ink 
below the waves (but can breathe i n/under water) . + 1  D4 
to P . S .  and 1 D6x1 0 to S . D . C .  when in sponge form. 

Alte r Phys i ca l  Structu re : Vi nes 
The super being can transformation into a humanoid 

seeming ly composed of a mass of tang led vines. Wh i le 
vag uely hu man-l i ke i n  shape, the character has no  obvi
ous nose, mouth , ears o r  other facial featu res to speak of; 
eyes peek out from u nder  leaves or may appear as a pai r 
of berries. Even the hero's fingers and toes are made of 
v ines or a tang le of vines twisted together. His v ine body 
al lows the character to perform a variety of feats , inc lud ing 



entang l i ng opponents, ty ing them up ,  c l imbing ,  and swing
ing from a rope- l ike v ine that  shoots out from the hands 
l i ke a swing  l i ne ,  among others .  

1 .  Increased S ize and Strength : The character's 
weight is tri pled and 1 D4 feet (0 .3  to 1 .2 m) is added to 
the character's he ight. I ncrease Physical Strength 2D4+2 
points ( ro l l  one time to d eterm ine how strong the character 
is whenever the hero transforms) and is considered to be 
Extraord inary Physical Strength (same as the Minor Super 
Abi l ity) ,  wh enever he is transformed . Can carry 1 00 t imes 
P .S .  in  pou nds and can l ift 200 times . Fatig ues at half the 
rate of normal hu mans. 

2. C utting Thorns :  Thorns can be made to grow along 
the fingers and/or kn uckles or s ide of the hand (cou nts as 
one melee attack/action ) and used to cut and slash (2 D6 
damage per each attack/successfu l stri ke) . Thorns may 
also be made to cover the body (uses up all melee attacks 
for one ro und to g row) , and anyone grappl ing with the 
character or try ing to apply a wrestl ing style pin ma neuver, 

crush/squeeze attack or  leap/pou nce attack, is stabbed 
and cut, taki ng 1 D6 points of d amage per attack. 

Range:  Touch. 

Duration:  As long as desired ; can be g rown and retracted 
at w i l l .  

Damage:  2D6 damage per  attack. 

Attacks per Melee :  One melee action/attack to g row the 
thorns ,  and each slash i ng ,  cutt ing stri ke cou nts as one at
tack. 

Bon uses : +5% to C l imb ,  + 1 0% to Escape Artist ski l l ,  and 
the character's usual bonuses to stri ke apply for attacks . 

3. Vine Whip:  A super being can play out a length of 
v ine and use it l ike a wh ip to strike opponents a short d is
tance away. 

Range:  Close combat; up  to 1 2  feet (3 .6 m)  away . 

Damage: 4D6 per wh ipp ing stri ke . 

Attacks per Melee: Each wh ip strike cou nts as one melee 
attack. 

Bonus:  The character's usua l  bon uses to strike apply , + 1  
to d i sarm, + 2  to entang le .  

4. Swing Vine:  The character can th row out vi nes to be 
used as swing l i nes,  both for cl imb ing  rappel-sty le and to 
swi ng from tree to tree or  bu i ld i ng to bu i ld i ng .  The only re
qu i rement is that there is a sol id su rface for the Swing 
Vine  to attach itself to . 

Range/Le ngth of the Vine:  U p  to 30 feet (9 . 1 m) per leve l 
of experience.  

Weight Tolerance: The swing v ine can be used to hold 
the character's weig ht + 1 00 I bs (45 kg ) per l evel of experi 
ence. 

Bonus: The character's usual  bonuses to stri ke apply .  

5.  Lasso: The hero can use h is v ines to loop/lasso an 
opponent l i ke a la riat. The rope trick d oes not entang le the 
enti re body of the victim ,  but on ly lassoes/g rabs one l imb 
or the upper torso, poss ib ly p inn ing both arms to the body 
(01 -55% chance) .  

Range:  Can reach u p  to  1 0  feet (3 m) +5  feet ( 1 . 5  m) per 
leve l of experience. 
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Damage:  None per se, the attack j ust ties up part of the 
vict im and helps to h i nder the opponent (-2 to stri ke, parry 
and dodge; -5% to Escape Arti st ski l l ) .  

Number of  Rope Tricks : The  v i ne  character ca n loop/ 
lasso as many as 4 (+1 at leve ls 3 , 6 ,  9 ,  and 1 2) v ictims at 
any one t ime or the hero can lasso one vict im mu lti ple 
t imes (accumulative penalt ies) .  

Attacks per Melee: Each use cou nts as two melee at
tacks. 

Bonus:  The character's usual  bonuses to stri ke apply .  

6.  Vine Lattice Work: The v ine being can create a lat
tice work-l i ke weave of v ines to g row up the side of wal ls ,  
provided the wal ls  are made of  brick, stone or co ncrete . 
The lattice (basical ly a rope ladder made of v ines) is fou r  
feet ( 1 .2  m) wide a n d  g rows at a rate o f  1 0  feet (3 m )  ta l l  
per  melee round of  concentration by its creator. Given 
enough time, the lattice work of v ines can go all the way 

up to the top of the bu i l d i ng ,  even if it is a mu lti-story sky
scraper. 

Range:  The super  be ing must be touch ing the wal l  to 
g row the v ines u pward .  

Damage: None .  

Duration:  The v ines last for 1 5  minutes per level of  the 
super bei ng ,  but can be made to wither and drop away 
anytime sooner if its creator so des i res it, with a s ing le 
touch .  

Attacks per Melee : Uses u p  a l l  attacks i n  a melee rou nd 
per every 1 0  feet (3 m) of height. 

Weight To lerance:  The latt ice work of v ines can hold the 
super bei ng 's  we ight and an addit ional 600 Ibs (270 kg ) 
per level per leve l of experience. 

Bon uses : +20% to C l imb sk i l l  of everyone cl imbing the 
latt ice of v ines .  

7.  Vine Netting : The character can grow a horizonta l  
v ine netting  to catch people or objects fa l l i ng ,  or a net- l ike 
vine wa l l  to b lock an entrance ,  doorway or even a road . 
For the net to work, there must a lways be fou r  corners to 
which it can attach ( lamppost, wal l ,  truck, etc. ) .  The net
t ing can be made 1 0  feet (3 m) in d iameter per melee 
round (every 1 5  seconds)  u p  to a maximum diameter of 
50 feet ( 1 5 . 2  m) .  

In  the alternative ,  the character can create a net  that 
shoots out from h is fingert ips and forms in  th in  air to d rop 
upon and entang le  a s ingle ,  human-sized opponent 
( rough ly s ix feetl 1 . 8  m i n  d iameter) . Such netting attached 
to a wa l l ,  but coveri ng a door, can be used to hold the 
door  shout, or  bar entrance if the door opens outward 
rather than i nward . Each 6-1 0 foot section of nett ing has 
4D6+24 S . D .C . , destroy the S . D .C .  and you destroy, s l ice 
or r ip through  the netting . 

Range:  Touch or u p  to 20 feet (6 . 1  m) away ; l i ne of sig ht. 

Damage:  None ,  but b locks or entang les. 

Duration :  The netting lasts for two minutes per level of 
the super bei ng ,  but can be made to wither and drop  away 
anytime sooner if its creator so des i res it, with a s ing le 
touch .  

Attacks per Melee: Creat ing a smal l ,  s ix foot ( 1 . 8  m) d i-



ameter net cou nts as two melee attacks; creating a larger,  
anchored net cou nts as fou r  melee attacks. 

Bon uses : +3% to entang le .  

S.  Additional Bonuses and Abil ities : He regener
ates/heals lost V ine S . D .C .  at a rate of 2 D6 points per 
hou r. Lost v ine l i mbs i nstantly start to regrow in  1 D6 min
utes . Any lost l imbs are present when changed back to 
human form, but the l i mbs feel  numb and heavy for 24 
hou rs (arm & hands :  -2S to ski l ls  requ i ring hands and dex
terity , and all combat bon uses are reduced by half; lost 
legs : reduce Spd by SO% and ski l ls l ike Acrobatics , 
C l imb ing , Prowl i ng ,  Swimming ,  etc. are -40% ) .  

I n  v ine form, the character breathes in  carbon d ioxide 
and expels oxyg en ,  the opposite of humans.  Also, this 
hero breathes th rough h is whole body which makes it al
most impossib le to suffocate h im .  

The  character can ' t  be  seen on  infrared , the rmal v is ion 
or heat sensors. The character's v ine form floats on water. 
Add 1 D6x1 O+SO to S . D . C .  whi le i n  vine form . 

Alte r Phys ical  Structu re : Vo i d  
By Wayne Breaux J r. ,  reprinted from Aliens Un l imited ™ :  
Galaxy Gu ide ™ for your conven ience .  

The character can shift h is  physica l  structure to  a sol id ,  
i n ky blackness with what looks l i ke "star-flecks" through
out .  He keeps h is phys ica l  shape and is so l id enough to 
i nte ract with the materia l  world ,  but seems somehow i n
substantial and i nhuman - a wa lk ing p iece of the vo id .  

When i n  vo id  form, the character breathes without a i r  
and is impervious to cold ,  rad iation ,  depressurization ,  zero 
g ravity and the hazards of space . I n  fact, he  can survive 
indefin itely in  space,  l i ke a fish in water. 

Natural A. R. 1 0  and + 1 D4x1 0+20 to S. D. C. when i n  
void form. Lasers do ha lf damage, bu t  a l l  other forms o f  
energy and  attacks do fu l l  damage. 

This a ltered form defies g ravity and is  v i rtua l ly we ight
less, a l lowing him to fly at speeds of up to 1 00 mph ( 1 60 
km) .  

Tra ns-atmospheric capa bi l it ies : Even though  the char
acter cannot leave an atmosphere u nder h is own power, 
he can land on a p lanet without burn ing up in the atmo
sphere.  This is done by al lowing h i mself to q u ickly d rift 
downward in a straight l i ne and land on the g round .  

The character can speak i n  the  vacu u m  of  space and 
does not need any art ific ial means of  propu ls ion or sur
viva l (he is nourished by starl ig ht) . 
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Fights as if he has the Zero Gravity Combat ski l l  and 
does not suffer any penalt ies for fig ht ing a nd moving in  
space or when i n  a we ightless state ( incl ud i ng the use of 
the Weig htlessness power, see Powers U n l imited® 
One,  page SO) .  

Bon uses (due to speed and fl ight capabi l ities ) :  +1 at
tack per melee rou nd ,  +2 on i n it iative, + 1  to strike , parry 
and disarm, +4 to dodge , and + 1  to ro l l  with impact , punch 
or  fa l l .  

Special Abi l ities Applicable Only When in "Void " 
Form: 

One with the Darkness : On ly the g l itter ing star flecks 
with in  h is body wi l l  g ive away h is  posit ion .  Sti l l ,  the char
acter is d i fficu l t  to see at n ight  or i n  darkness. Other than 
the tiny stars visible with i n  the body of his void form, the 
character's shape seems to merge with the n ight, making 
attackers -1  to strike a nd parry when fight ing h im .  Add i
tional ly ,  h is  movements are fa i rly s i lent, g iv ing h im a natu
ra l Prowl ab i l ity of 40% in  the d ay l ight  and 7S% at night or 
i n  space. 

In space , the hero is ind isti ngu ishable from the rest of 
the "void , "  un less he wi l ls h imself to be seen or is moving 
rap id ly .  I f  stay ing sti l l  or  mov ing at a speed of 12 or less , 
he i s  completely invis ib le (attackers a re -4 to stri ke , parry 
and dodge h im) .  

The Ch i l l  of the Void : The character's body is as cold as 
outer  space. Anyone touch ing him without the proper pro

tection (g loves, i nsu lat ion , fu l l  armor, etc . )  takes 1 D6 
points of damage every t ime they touch h im or he touches 
them (add to normal punch damage). On ly characters who 
are themselves made of ice or complete ly immune to cold 
do not suffer this cold damage, and even characters resis
tant to cold or from an i ce world sti l l  take half damage. As 
noted previously ,  wh i le  in void form, the super being is  im
pervious to cold ,  i nclud ing  mag ica l  co ld and even l i qu id ni
trogen .  

N ightvis ion and S u nvision :  The  character can see i n  to
ta l darkness, even mag ica l  darkness, darkness created 
with su per ab i l ities ,  or the utte r b lackness of a black hole ! 
L ikewise, the character can n ot be b l i nded by intensely 
brig ht l ight and can look in to the heart of a star without i l l  
effect. Normal ran ge of  s igh t  for both . 

Depressu rize: The character can use a ranged attack 
that h its victims with a flash of depressurization s imi lar  to 
that of an exposed body in space. Victims who are resis
tant or immune to the effects of depressurization are not 
affected by th is power, but a l l  others suffer the fo l lowing : 
-8 to stri ke , parry , and dodge and -2S% to ski l l s  for 1 D4 
melee rounds .  Even  if the victi m makes a successfu l save 
( 1 6  or h igher  with no bonuses) ,  the penalties are on ly re
d uced by half. The attack is i nstantaneous and momen
tari ly stuns and d isor ients the victim .  

Range:  1 00 feet (30 . S  m ;  appears as a bolt of  black en
ergy) ,  or by touch . 

Damage: None,  see above . 

Duration:  I nstant, with the effects lasting for 1 D4 melee 
rou nds.  

Attacks per Melee : Each b last counts as one melee at
tack. 



Bon uses : +3 to stri ke on an Aimed shot, no bonus  if 
shooting wi ld .  

Note: This power can also be used to cu re the bends. 

Remove Air/Suffocation Attack: When in void form, the 
character can force the oxygen fro m a localized area , 
caus ing those ca ught i n  the area of effect to choke, pass 
out and/or suffocate ! 

Range:  1 5  foot (4 .6 m) d iameter g lobe around the charac
ter or in a specifi c  room or area.  Anyone enteri ng the sta
tionary area of effect im med iately suffers from the lack of 
a i r. They can move out and escape the effects, but  may 
not real ize they can do so . I f  locked i n  an a i rless room,  
they have no place to  g o  u n less they can break down the 
door or escape by some other means.  

Damage:  The typ ica l i nd iv idua l  has about two minutes be
fore they pass out and about 3-4 min utes before they suf
focate and d ie !  B ut, those with an independent a i r  supply ,  
ins ide a spacesuit  or  power armor, or who breathe without 
a i r, are NOT affected by th is power. This abi l ity can not be 
used on the ins ide of an environ mental su it. 

A vict im can hold his b reath for approximately 5 sec
onds per P. E. attribute point ,  provided he has some idea 
the attack is coming  ( Le . , a hero or v i l la in  that has fought a 
void character before and  see n or experienced th is ab i l 
ity) .  The v ictim(s) is -2 to strike , parry ,  and dodge unt i l  he 
passes out (see the depressurization and suffocation  ru les 

i n  Aliens Un l imited : Galaxy Guide™ for deta i ls ) .  Note 
that heroes wi l l  NOT ki l l  someone this way and shou ld 
cancel  its effects as soon as the target passes out, if not 
sooner. Victims who pass out but get air before s uffocat
i ng  are usual ly unconscious for 1 D6 m in utes. 

Duration:  The effect can be mainta i ned for as long as the 
void character desires. But for each melee that the attack 
is mainta ined it reduces the ch aracter's melee attacks/ac
tions  by one for that melee rou nd .  

Void Bolt : A short b last of i ntensely co ld energy that 
can even damage sol id  items l i ke metals and stone (it 
makes the bond between the i r  particles brittle and weak
ens the i r  overa l l  structu re somewhat) . So cold it actual ly 
burns  when it h its .  

Range:  500 feet ( 1 52 .4  m) + 30 feet (9 m)  per level o f  ex
perience. 

Damage: 4D6 per b last. 

Duration:  I nstant .  

Attacks per Melee : Each b last cou nts as one melee at
tack. 

Bon uses : +3 to stri ke on an Aimed shot, no bonus if 
shooting wi ld .  

Alte r  Phys i cal  Structu re :  Wax 
At a moment's notice th is  character is ab le to transform 

h imself i nto a be ing composed of wax, which g ives h im a 
number of un ique abi l i t ies. 

1 .  I ncreased Weight and Strength : The character's 
weight is doubled . PhYS ical Strength is i ncreased by 2D6 
pOi nts ( ro l l  one t ime to determ ine  how strong the character 
is whenever the hero transforms) .  

48 

2. The Wax Body Has Partia l Invu lnerabi l ity : Projec
t i les l i ke bu l lets and arrows do no damage at a l l .  

Knives, swords,  axes, c lubs/blu nt attacks , pu nches and 
kicks do on ly 1 0% thei r normal damage ,  and if the soft, 
mal leable body is cleaved i n  ha lf, a l imb or  the head 
lopped off, the character can p ick it u p  and it merges right  
back l ike noth ing ever happened (cou nts as two melee at
tacks) .  

E lectricity, lasers and energy bolts a l l  do normal dam
age to the waxy character, as do  mag ic and psion ics. 

Heat and fi re do double damage .  

Co ld  based attack do no  damage ,  a l though freez ing or 
below freezing temperatures wi l l  redu ce Spd by ha lf. 

Gas, ingested d rugs ,  magic and psion ics have fu l l  ef
fect. 

3. Make Wax Impressions & Molds : The super  being 
can make molds of keys, too ls ,  footp rints a nd even casts 
of faces, hands and smal l  objects . The mold can then be 
used to make a worki ng copy (where appl ica ble, such as a 
key) or to make a cast for identification pu rposes (face , 
footprint , tool mark, etc. ) .  F ingerpri nts are a lso eas i ly cap
tu red on wax. 

Making a re l iable but s imple wax impression or mold 
cou nts as two melee attacks/actions ,  and e laborate ones 
cou nt as six. 

4. Wax Mask: The wax hero can man ipu late h is form to 
tempora l ly a l ter h is featu res to look human ,  whi le reta in ing 
h is  wax form. Th is ab i l ity is not un l i ke the d u mmies fou nd 
i n  a wax museu m ,  and h id ing  among such dummies is  
easy (equa l  to  90% prowl ) .  H is body wi l l  appear very s imi
lar to h is  n ormal one ,  but to complete the i l l usion the hero 
wi l l  also need to d ress appropriately , as cloth ing is not re
prod uced . Although  he can man ipu late h is waxy face 
rather d ramatica l ly ,  th is power does not let the character 
alter  h is sk in tone  (appears the same as h is  normal hu
man sk in  tone although with a g lossy/waxy qual ity to  it) , 
nor can he alter  h is normal  human shape. 

Facia l  featu res such as the nose, ears ,  mouth/l ips ,  jaw, 
cheeks, eyebrows , forehead , and hair l ine can be altered 
with a thought to make the character appear older, youn
ger ,  oppOSite sex , etc. , but he can N OT grow facial  hair ,  
g row or reduce hair length , nor  a lter the color of the ha i r, 
skin , or eyes. Th is means  he can also try to copy the ap
pearance of others ,  but  wi l l  requ i re makeu p, a wig and 
other cosmetics to complete the deception .  

Range:  Self  on ly .  

Duration:  30 minutes, + 1 0 m inutes per level of  experi
ence. 

Attacks per Melee : I t  on ly takes one melee action to alte r  
h is  featu res .  

Bon us:  +20% to D isg u ise and + 1 0% to I m personation 
ski l l s .  

5. Liquefy Self: With a thought,  the super being can 
melt h imself in to a poo l of l iq u id  wax. In th is state , the 
character cannot take damage from bu l lets , b lunt objects , 
blades or other  physica l ,  kinetic attacks. Even exp los ives 
on ly blow h im i nto smal l  pools of wax that can merge back 
together with i n  3 D4 melee rou nds .  The cha racter reta ins  



h is  senses, though he can not speak, and h is  S pd and 
number of melee attacks are halved ; ski l l  performance is  
at -40% and the character ca nnot perform any sk i l ls  in
vo lv ing hands.  However, the l i qu i fied hero can flow 
through t iny cracks and open ings ,  cl imb  u p  wal ls with 90% 
proficiency ,  and h ide under  fu rn itu re and smal l  spaces. 

Range:  Self on ly .  

Duration:  30 min utes per level of experience. 

Attacks per Melee: Half the normal number of attacks , 
punches do  ha lf the ir  normal damage ( includ ing half dam
age bon uses) ,  handheld weapons can not be used and the 
character doesn't have access to h is other powers. 

6. Expel Hot Wax :  A bolt of h ot l i qu id  wax can be ex
pel led from the character's fi ngers or mouth . 

Range:  20 feet (6 . 1 m )  per level of experience.  

Damage:  3D6 po ints of damage from the hot wax, p lus an 
addit ional 1 D6 damage for the next melee round as the 
hot wax cools off. 

Duration:  I nstant; cools off in one melee rou nd .  

Attacks per  Melee: Each bolt o f  wax counts as one  me
lee attack. 

Bon us:  The character's usual  bonuses to str ike apply .  

7.  Watertight Seal :  The wax character can exude a 
th i n ,  warm coatin g  of wax to tig htly seal sma l l  and med ium 

conta iners (plastic box, ja r ,  b riefcase) ,  as wel l  as  th in 
cracks and windowsi l ls to make them watertight. He can 
a lso use h is l iqu ified body to seal/p lug larger open ings 
such as the cracks under  and around a door as wel l as a 
keyhole to help muffle sou nd ,  keep out  gasses and to pre
vent  water or other beings with Alter Physica l  Structu re 
powers from squeezing throug h the open ing as a i r ,  gas o r  
l i qu id .  The on ly d rawback is  the wax super being is us ing 
h is  own body to p lug the open ings and can not leave the 
door without withdrawing the wax and  leav ing the cracks 
open .  Any item sealed in wax req u i res 1 2  more poi nts of 
P . S .  than usual to open un less the wax is melted or 
scraped away fi rst (takes 2 D4 or 4D6 melee rou nds re
spectively) . 

8. Add itional Bonuses and Abi l ities : Ad d 2D4x1 0 
poin ts to S . D .C .  i n  wax form , regenerates wax S . D . C .  at a 
rate of 3D6 per hour, does not need to b reathe in wax 
form , the wax itse lf is oxygenated , +5% to C l imb ing ski l l .  

A n i mal  A b i l it ies , New Types 
These are a selection of new an imal  ab i l it ies to add to 

the ones found on page 251  of the H U2 ru le book. 

New Ran d om Animal Type Table: 

01 -05 Serpent (New) 

06-1 0 Fish 

1 1 -1 5  Rodent (New) 

1 6-20 Cat; sma l l ,  domestic 

21 -25 Cetacean (New) 

26-30 Bear 

31 -35 Primate; lower (New) 

36-40 Mustel id 
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41 -45 Pachyderm (New) 

46-50 Canine 

51 -55 Marsupia l  (New) 

56-60 Cat; big , wi ld 

61 -65 I nsect (New) 

66-70 Bi rd 

71 -75 Nocturna l  

76-80 Crustacean (New) 

81 -85 Hoofed 

86-90 Arachnid (New) 

91 -95 Repti le 

96-00 Bat (New) 

N ew A n i ma l  Ty pe Descri ptio ns 

Arachnid 

Physical Traits : Tough ,  dark,  wiry ha i r. Tiny, black eyes, 
with no ears to speak of and a very th i n ,  lanky bu i ld . 

Abi l ities and Bonuses : 

1 .  Wal l  crawl i ng ,  same as the Adhesion power on page 
228 of Heroes Un l imited ,  Second Edition (HU2) ru le 
book. 

2.  Poisonous b ite, same as the Venomous Attack minor 
power on page 48 of Powers U n l imited® One . 

3. Leap u p  to 8 feet (2 .4  m) stra ight up  or lengthwise. 

4. Add 1 D6+ 1 to P . P .  attribute. 

5. Add 2 D4+2 to P .S .  attribute; which is considered Ex
traord inary . 

6. +3 to ro l l  with impact from fa l ls .  

7.  Can control u p  to 1 D6 spiders and/or scorp ions per 
leve l of experience. Note: Most spiders i n  North America 
are non lethal  and even a B lack Widow spider or scorpion 
wi l l  have to bite its victim two or  more times to ki l l  an  adult .  
Spiders of Austra l ia ,  Asia and South America i nclude 
many dead ly types .  

Bat 

Physical Traits : Large,  p ronounced ears ,  pug or uptu rned 
nose, long arms, short legs and mi lky wh ite eyes. 

Abi l ities and Bonuses : 

1 .  Gl id i ng :  Same as the Flight: Glide power on page 
232 of the HU2 ru le book. 

2. Echo-location : Same as the echo-location portion of 
the Sonar power on page 42 of Powers Unl imited ® One .  

3 .  Horror Factor of 1 2 , most people are frightened by 
even smal l bats . 

4. Add 1 D4 to P .  P .  attribute .  

5. Add 1 D6 to P .  E .  attri bute. 

6. Track the smel l  of b lood,  l i ke a va mpire bat, is possi
ble at a sk i l l  of 50% +4% per level of experience .  

7.  Can control u p  to  3 D6 bats per  level of experience ;  
bats are mostly harmless. 

Cetacean 

Note : This fami ly of an imals inc ludes do lph ins ,  porpoises, 
ki l ler  whales and a l l  the larger  true whales. 



Physical Traits : Smooth , bald head with almost no body 
hair; large ,  round ,  cari ng  eyes , and webbed fingers and 
toes . 

Abi l ities and Bon uses : 

1 .  Sonar:  Same as the Sonar power on page 42 of 
Powers U n l imited ® One , but without the echo-location 
portion  of the power when on  d ry land . 

2. Hold breath for u p  to 5 m inutes per point of P . E . ,  p lus 
an add it iona l  5 m in utes per level of  experience .  

3.  Natu ra l  swimmer with a 98% ski l l  profic iency .  
Swi mming speed is five t imes the hero's normal speed . 

4. Add 2 D6 to P . S . attribute; which is Extraord inary 
when on  land ,  but is Supernatu ra l i n  the water. 

5. Add 2D4 to P .  E. attri bute. 

6.  Add 3D4x1 0 to S . D . C .  

7.  Depth tolerance :  2 m i les ( 3 . 2  km) . 

8 .  Can control one whale or up  to 1 D4 porpoises,  dol
phins or  ki l ler  whales,  +1 per level  of experience. 

Crustacean 

Physical Traits : Th in  arms and legs, large ,  strong hands;  
tan or ruddy complection and red or brown ha i r. 

Abi l ities and Bonuses : 

1 .  Natu ra l  Armor Rating  of 1 3 . 

2. Natu ra l  Swimmer with a 98% ski l l  profic iency .  
Swi mming speed is  five t imes the character's norma l 
speed . 

3. Breathe underwater (and a i r) i ndefi n itely .  

4. Add 1 D6 to P .S .  attribute. 

5.  Depth tolerance:  1 m i le ( 1 . 6  km) .  

6.  Can contro l  up  to 2D6 sh rimp ,  crabs,  lobsters and 
other  crustaceans per level of experience .  

Insect 

Physical Tra its : Large eyes,  sma l l  ears , th in  waist, and 
tough  ski n and min imal body ha i r. 

Abi l ities and Bonuses : 

1 .  Wal l  crawl ing , same as the Adhesion power on page 
228 of the HU2 rule book. 

2.  Gl id ing ,  same as the F l ig ht :  G l ide power on page 232 
of th e HU2 rule book. 

3.  Anten nae-l ike ha i rs ,  same ab i l it ies as the Antennae 

power on page 48 of Powers Un l imited ® One , but with
out the fee lers portion of the power (after a l l ,  they are not 
actual antennae) .  

4. Add 1 D4 to P . P . attri bute. 

5.  Add 1 D6+2 to P .S .  attribute. 

6 .  Add 2D6 to Spd attr ibute .  

7 .  Add 4D6+ 1 2  to S . D . C .  

8.  Can control up  to 1 D4x1 0 i nsects o f  a n y  type + 1 0 per 
level of experience. 

Marsup ial 

Physical Tra its : Strong ,  powerfu l legs with large feet. 
Poi nted face and ears with th in  arms and smal l/narrow 
shou lders.  

50 

Abi l ities and Bonuses : 

1 .  Enhanced Leaping , same as the Enhanced Leaping 
power on page 25 of Powers U n l imited® One .  

2 .  Stomach Pouch:  The character has a natu ra l  pouch 
on h is stomach . Th is pouch is large enoug h to a l low h im 
to h ide 1 D4 smal l objects, l i ke a g u n ,  g renade, kn ife ,  com
pute r  d isk, pocketbook, key , etc. The outs ide of the stom
ach pouch looks l i ke normal skin with no obvious open ings 
or  access. On ly the character h imself can access the in
s ide of the pouch . 

3. + 1  on i n itiative ,  + 1  to rol l  with impact. 

4. Does an extra 2D6 points of damage from all kick at
tacks. 

5.  Add 6D6 to Speed attri bute. P lus  the character's legs 
have special " rubber band" muscles that let the su per be
ing run at fu l l  speed wh i le  suffering on ly half the u sual fa
tig ue  of a human runner. 

6 .  Can control u p  to 2D4 marsupia ls per level of experi 
ence. 

Pachyderm 

Note: For the pu rposes of th is power only ,  th is fa mi ly in 
c ludes the elepha nts, h i ppopotamus and rh i noceros. 

Physical Traits : Flat face and big eyes, with huge ,  
stocky, overdeve loped features and wide, heavy hands 
and feet. 

Abi l ities and Bonuses : 

1 .  Natura l  Armor Ratin g  of 9 .  

2.  Seism ic Sen se :  Same as the  seismic sense portion 
of the Seismic power on  page 38 of Powers Un l imited® 
One. 

3.  Keen heari ng ,  but not on a su perhuman leve l ;  can 
hear about twice as wel l as an ord inary human .  

4. Add 3 D6 to P .S .  attri bute ;  which is considered Su-
perh uman .  

5. Add 2D4 to P . E . attr ibute .  

6.  Add 2D6x1 0+30 to S . D .C .  

7 .  Can control 1 D4  e lephants ,  h ippopotamus and rh i 
noceros, + 1 per level of  experience.  

Primate, Lower 

Note: This fami ly of an imals incl udes mon keys, lemurs ,  
chimpanzees, orangutans  and the g reat apes. 

Physical Traits : Flattened nose , round eyes , and bar
rel-chested , with long ,  th i n  arms, fingers and toes. 

Abi l ities and Bonuses : 

1 .  Natu ra l  Acrobatic ski l l :  Back fl i p  at 85% +5% per 
leve l of experience, C l imb ing  at 90% +1 % per leve l of ex
perience, Sense of balance at 90%, Walk tig htrope at 75% 
+3% per level of experience and has absolutely no fear  of 
heig hts . 

2. Add 1 D6 to P .S .  attribute ;  which is considered Ex-
traord inary .  

3. Add 2 D4 to  P . P . attr ibute. 

4. Add 1 D4 to P . E . attri bute. 

5.  Add 1 D4x1 0 to S . D . C .  



6. Can control u p  to 2 D4 lower primates + 1  D4 per level 
of experien ce .  

Rodent 

Physical Traits :  Large buckteeth , pOinted nose ,  sma l l  
ears, and wiry muscles. 

Abi l ities and Bon uses : 

1 .  Digg ing  and Tu n ne l i ng  (but  not Excavation) ,  same as 
the Muste l id an ima l  type on page 2 53 of the HU2 ru le 
book. 

2.  Natu ra l  c l imbing ski l l  is 76 % +2% per level of experi 
ence. Rappe l l i ng is not inc luded.  

3. Exceptional ba lance : Mainta in  gr ip ,  ho ld or footing is 
70% +2% per level of experience. Walk  tig htrope is 60% 
+2% per level of experience .  

4. Leap u p  to 8 feet (2 .4 m) straight up  and 15  feet (4 .6 
m) lengthwise. 

5.  Resistant to toxins ,  poisons and d i seases: +4 to save 
and the effects are ha lf as severe, with a d u ration half as 
long as normal ,  when the character fa i ls h is  sav ing throw. 

6. Extraord inary sense of smel l  a l lows the character to 
detect very fa int scent traces and fo l low them.  Tracki ng by 
smel l  a lone is possib le at a sk i l l  prOfic iency of 40% +4% 
per level of experience . Recogn izes a common scent at 
70% +3% per level of experience. Recogn iz ing a person 
by scent a lone is a lso poss ib le at 50% +2% per level of 
experience .  

7.  Add 1 D6  to  P .  E .  attri bute. 

S.  Add 1 D4x1 0 to S . D . C .  

9.  C a n  control u p  t o  2D6 rodents per level o f  experi 
ence. 

Serpent 

Physical Traits : Smal l  ears,  round  eyes, rough or scaley 
ski n ,  m in imal body hair ,  pointed tongue .  

Abi l ities and Bonuses : 

1 .  Poisonous bite ,  same as the Venomous A ttack minor  
power on page 48 of  Powers U n l imited® One . 

2. Natura l  c l imbing ski l l  is 72 % +2% per level of experi 
ence, rappel l ing i ncluded .  

3.  Exceptional balance: Mainta in  g rip ,  ho ld or  footing is  
70% +2% per level of  experience. Walk  tig htrope is 60% 
+2% per level of  experience. 

4. Add 6D6 to S . D .C .  

5.  Add 1 D4+ 1 to  P .P .  attribute. 

6.  Can control u p  to 2 D6 snakes (but not l izards or  tu r
tles) ,  + 1  D6 per level of experience. 
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An i mate O bjects 
The character can an imate and contro l  any nearby in 

an imate object, regard less of i ts  natu re ,  caus ing the object 
to respond and attack at the behest of the super being .  I t  
is l i ke the character has  a remote control for everyth ing 
around h im.  Tables, cha i rs ,  ladders and s imi lar  furn itu re 
can be made to walk ,  run a nd attack people. Drapes, 
sheets , ropes and chains can be made to entang le and 
wh i p  peop le. P istols, rifl es and other g uns can be made to 
fi re on the i r  own , or veh icles can be made to run over peo
p le .  Al l  of these tactics are possib le for th is character, g iv
i ng  him nearly un l imited options .  

N umber of Objects : The cha racter can an i mate th ree ob
jects at  level one , + 1  add itiona l  object at  levels 3 ,  6 ,  9 ,  1 2  
and 1 5 . The heaviest s ing le object that the super be ing 
can an imate is eq ual to 1 00 Ibs (45 kg ) per l evel of experi 
ence. 

Statistics for the Animated O bjects : Most an imated ob
jects have effective P . P .  and P .S .  attri butes of 1 0  each , 
but the carry ing and l ifti ng capacities are based on the na
tu re of the object in  question .  So an an i mated table could 
eas i ly carry an average man ,  because an average man 
can stand on a normal table without damag ing it . But that 
same an imated table cou ld not pick up  or carry an  auto
mobi le ,  because the car wou ld cru sh it. Use common 
sen se.  

The Spd attri bute of th e an imated object is equa l  to 
twice the level of the super be ing who an i mated it, so a 
5th level character can g rant the object a Speed of 1 0 . 
Objects that can "sl i ther" a long the g round ( l i ke a rope or  
cha in )  have a Speed that is equa l  to  the  character's leve l 
x3 , and objects with " legs" have a Spd that is equa l  to the 
su per being 's  level x1 0 .  I f  the object is des igned to move 
under  its own power, l i ke a motorcycle, the an imated ob
ject has the usual maximum speed of that vehic le ,  but if 
someth ing l ike a b icycle ,  pu l l  wagon ,  lawn mower, vacuum 
cleaner, fa n blades, etc. , Spd is  the  super  being 's  leve l 
x1 0 .  

The S .D .C .  and A. R .  o f  the an imated objects are the 
same as the orig ina l  i nan imate objects . 

Range:  The su per be ing can an imate an object from up  to 
30 feet (9 . 1 m) + 1 0  feet (3 m) per level of experience, with 
l i ne  of s ight to the objects. 

The range of attack for most an imated objects is  l im ited 
to close combat and engag ing  in the eq u iva lent of hand to 
hand combat. On ly an i mated weapons ,  l ike fi rearms , 
crossbows, energy weapons,  spray cans ,  etc. , w i l l  have 
the i r  normal range and damage .  

Duration : An imated for as long as the  super being  con
centrates on an imati ng the item(s} ,  however, he can use 
no other powers while an imati ng  inan i mate objects . 

Damage:  Damage is based on  the relative size and 
weight of the an imated object, but weapons and other ob

jects desig ned to do damage, (or vehicles us ing the 
impact/crash ru les) i n fl ict their  usual  range of damage. 

Tiny or Lig htweight: U nder one pound (0.45 kg ; sewing 
need le,  spoon ,  penci l ,  te lephone,  smal l  toys, rag do l ls ,  
magazines, etc. ) :  1 D4 po ints . 



Smal l :  1 -1 0  Ibs (0 .5 to 4 .5 kg ; hammer, scissors ,  
knives, handg u ns ,  stap le gun ,  na i l  gun ,  hand dri l l ,  most 
hand held tools ,  pots , pans and kitchen items, weed wh ip ,  
fish ing pole ,  hardcover books, go l f  clu b , toaster, rope, tow
els ,  etc . ) :  1 06 .  

Moderate : 1 1 -20 Ibs  (4 . 9  to 9 kg ; large pipe wrench ,  
cha insaw, stool ,  lamp,  kitchen cha ir ,  bicycle, microwave 
oven ,  curta ins ,  etc . ) :  2 06 .  

Med ium: 2 1 -50 Ibs (9 . 5  to 22 . 5  kg ; table, bench , lawn 
mower, snow blower, computer, smal l  pr inter/copier ,  etc. ) :  
306 .  

Large: 51 I bs to 1 00 Ibs (23 to 45 kg ; heavy table ,  easy 
cha i r, love seat, couch , heavy gas barbecue g ri l l ,  copier ,  
heavy she lvi ng ,  computer h utch ,  jackhammer and l ight in
d ustria l  eq u ipment,  etc. ) :  406.  

Verv Large or H eavv : 1 0 1 to 200 Ibs (45 .5  to 90 kg , 
desk, large d resser, bed ,  refri gerator, stove , heavy fu rn i
tu re ,  table saw, etc. ) :  506.  

H uge or H eavv : 20 1  to 500 Ibs (90 .5  to 225 kg or more ;  
motorcycle , rid ing  lawn mower, snowmobi le ,  golf cart, 
heavy equ ipment,  and so on) :  406 damage + 1 06 per 1 00 
Ibs (45 kg) of weight .  

Note: Objects made primari ly of meta l ,  brick, or stone or  
other very so l id  material do an  add itional  1 06 damage. 

Attacks per Melee : The an imator must spend one melee 
attack/action to an imate each object . Then the character 
must spend a l l  h is melee attacks/actions in each subse
quent melee round  to keep all the objects an imated . Each 
attack from an an imated object counts as one of his own 
melee attacks. So if the super being has five attacks per 
melee,  he can on ly have h is  an imated items attack a tota l 
of five t imes. That may be five attacks from one item, o r  
the five attacks may be d iv ided between severa l  items.  
Note: The an imated objects can a lso be d i rected to per
form mundane tasks l ike clean ing ,  sweeping ,  rearrang ing 
fu rn itu re ,  moving other  objects , act ing as a mount  to ride ,  
etc. , but the an imated objects have no ski l ls  and can on ly 
perform the s imp lest of tasks as wi l led by the contro l l i ng 
super being .  These an imated objects are not  inte l l igent 
and have no free wi l l  of their own , so d isab l ing the super 
bei ng an imating them causes a l l  of the objects to retu rn to 
normal ,  stopp ing and fa l l i ng  to the ground or becoming in
ert and l ife less. 

Bon us:  Each an i mated object is +1 to strike, parry and 
dodge at levels 1 , 6 and 1 2 . No other bonuses apply.  

B u l letproof 
The Bu l letproof character has a strange affi n ity for bu l 

lets of  a l l  types. H is flesh is capable of physica l ly "absorb
ing"  any bu l lets fi red at h im ,  regard less of their ca l iber o r  
number, even mach ine-gun  rounds ,  and rocket propel led 
grenades can be absorbed without detonating .  The charac-

ter can then  re-fire those same b u l lets/shel ls/g renades at 
another ta rget simply by point ing one of h is  palms at the 
in tended target (o r "sp itt i ng" them at the target) , wh ich can 
be the same person who shot at h im  i n  the fi rst p lace, o r  
another ta rget enti rely .  Or i f  t he  su per being  wishes, he  
can s imply let the rounds  bounce harmlessly off h is  skin o r  

absorb them and cause them to  fa l l  harm lessly to  the 
g round .  The character can also tel l  the type, ca l iber and 
properties of a bu l let/shel l/g renade j ust by looking at it . 

1 .  Re-Fir ing Absorbed Rounds:  Shoot back with any 
rou nds that he has a l ready absorbed . 

Range:  60 feet ( 1 8 .3  m) per level of experience. 

Duration:  The bu l lets/shel ls/g renades absorbed must be 
fi red as his next attack or  i n  the next melee rou nd ,  or they 
are lost. Of course, the character does not have to use the 
rou nds absorbed and can ignore them,  letti ng them fa l l  to 
the g round a few seconds later .  

Damage:  I f  bu l lets/shel ls/g renades are fi red back, the 
damage is equa l  to the normal damage of the round(s) .  
For example :  I f  the character absorbs a bu rst of bu l lets 
that wou ld have done 24 points of da mage to h im ,  he may 
fi re those same bu l lets back at h is  attacker  or another tar
get, doing the same 24 pOints of damage. 

Attacks per Melee: Each shot or bu rst cou nts as one me
lee attack. 

Bonus:  +2 to strike with absorbed bu l l ets/she l ls/grenades, 
but no other bonuses apply .  

2.  B u l letproof S kin :  Not on ly can he absorb rounds  
fi red at h im ,  bu t  h i s  ski n is "bu l letproof' and therefore re
sistant to damage .  No projecti le ,  rocket shel l ,  g renade, ar
row or th rown object can hurt h im; not even armor p iercing 
bu l lets , explosive rounds ,  g renades and  exp losive shel ls .  

The Bu l letproof character is  sti l l  susceptib le to po ison ,  
toxi ns ,  d isease, fi re , heat, p lasma, e lectricity ,  lasers ,  a l l  
energy-based attacks , pSionics,  and magic.  Even ord inary 
punches, kicks and handheld weapons  such as a knife o r  
cl ub  infl ict damage, although a l l  k inetic-based attacks do  

5 2  ha l f  damag e. 



Bonus:  Ad d 1 D4x1 0+5 to S . D . C .  

3.  Sense Bul lets , Shel ls a n d  Grenades : The charac
ter can sense the number, ca l i ber ,  ty pe and properties of 
any bu l lets , shel ls and grenades i n  any weapon or con
ta iner  he touches and instantly knows if an ammo c l i p ,  belt 
or conta iner  is empty , fu l l ,  how many rounds  it ho lds and 
the type of ammo . Also has th e Recogn ize Weapon Qual
ity sk i l l  at  a proficiency of 80% +4% per level of experi
ence, but the ski l l  on ly covers weapons that fi re bu l lets/ 
she l ls/g renades, it does not cover ancient weapons ,  blade 
or h igh-tech energy wea pons. 

Control the Void  
By Wayne Breaux J r. ,  reprinted from Al iens Un l imited ™ :  
Galaxy Gu ide ™ for your conven ience. 

This power enab les the super being to man ipu late and 
m im ic the cond itions of outer space . This means the char
acter on ly has i nfl uence over outer space when actua l ly i n  
space. He or  she is far less powerfu l i n  an  atmosphere .  

1 .  S pecia l  Resistance (at a l l  times and in a l l  envi
ron ments ) :  Can see al l  spectrums of l ight, resistant to 
heat and fi re (they do half damage; mag ic fi re does fu l l  
damage) ,  res istant t o  laser attacks (they do half damage) ,  
and is impervious to  rad iation ,  cold and pressure .  

2. Star Blast: A powerfu l bolt of searing energy that 
can be used i n  space or any environment. However, range 
and damage are ha lf anywhere other than i n  outer  space 
(spacesh ip ,  space station ,  on a p lanet, etc. ) .  

Damage:  1 D6x1  0 i n  space (5D6 e lsewhere) . 

Range:  1 000 feet (305 m )  + 1 00 feet (30 .5  m) per level of 
experience .  

Duration:  I nstant. 

Attacks per Melee : Each b last counts as one melee at
tack. 

Bon uses : + 1  to stri ke on  an a imed shot. 

3. Bolt of Cold : A blast of b lack energy that is so cold it 
actual ly bu rns  when it h i ts .  

Range:  500 feet ( 1 52 m) .  

Damage: 3D6 +1  D6 per  level of  experience per  blast. 

Duration:  I nstant .  

Attacks per Melee : Each b last counts as one melee at
tack. 

Bon uses : +2 to stri ke on  an Aimed shot. 

4. Radiation Heat Blast: This abi l ity can be used i n  
space or a ny env i ronment .  

Range:  1 00 feet (30 . 5  m) +20 feet (6 m) per level of expe
rience.  

Damage: 3 D6 from one hand or  eye,  or  6D6 damag e by a 
s imu ltaneous attack from both hands or eyes. The victim 
exposed to the rad iation  heat b last must rol l  percenti le 
d ice A rol l  of 0 1 -30% means they have rad iation s ickness 
(see page 268 of the HU2 for the effects, penalt ies and 
duration of the rad iat ion sickness) . 

Duration:  I nstant. 

Attacks per Melee: Whether one or two s imultaneous 
blasts, it cou nts as one melee attack/action .  
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Bon uses : +3 to stri ke on a n  Aimed shot, + 1  to stri ke if 
shooting wi ld . 

Control Over S pace, the fol lowing can only be done 
when in  s pace! 

5.  P rotection from S pace: The character can negate 
a l l  of the harmfu l condit ions of space (Le .  negate the cold , 
stop harmfu l rad iation ,  create a pocket of a i r, etc. ) around 
h imself and/or ins ide a cri pp led spacesh ip or a 1 5  foot (4 .6 
m) d iameter bubb le around others.  This can be main
ta ined for as long as the character consciously desires to 
keep it in p lace . 

Flawless Sense of D i rection and Distance in Space: 
This ab i l ity works to a range of one l ight year per level of 
experience .  The character can look at a planet and us ing 
th is power, wi l l  be ab le to tel l  how fa r away it is and how 
long it wi l l  take to get there us ing d ifferent forms of con
veyance; + 1 0% bonus to a l l  navigation ski l l s .  

Gravity Wel l  and Gateway Activation :  The cha racter 
can use g ravity wel ls ,  b lack holes and i nterstel lar Gate

ways (without the necessary codes or equ ipment) to jump 
from one location to  another. The character must see the 
g ravity we l l  or Gateway he wishes to activate , either 
through a viewport, magnetic wal l ,  or  from outside a 
spacecraft. The activation  req u i res a melee round of con
centration , but any s ize wel l  can be opened/activated . 
Once the wel l  is open ,  the character a nd/or another  
spacecraft can fly th rough to another  part of  the galaxy . 
The open ing lasts on ly a few seconds and closes 1 D4 
seconds after he enters the porta l .  Th is  ab i l i ty can also be 
used to ease the tri p through  a d imensional  s iphon or  
black hole , reducing the damage by half; h owever, such 
rigorous testing of th is power requ i res the character's tota l 
concentration ; no melee attacks or actions can be taken 
whi le  ins ide a s iphon or black h ole .  

6 .  Meteor Shower: The character can create one 
smal l ,  soccer bal l-sized meteor per leve l of  experience 
and hurl them at a s ing le target, one at a t ime or i n  vol leys 
of two or more.  

Range:  U p  to 6000 feet ( 1 829 m) .  

Damage: Each one does 5 D6 poi nts of  damage .  

Duration:  I nstant .  

Attacks per Melee: One at a t ime o r  a vol ley of two or  
more count  as one melee attack. 

Note: In the alternative , the character can d i rect an  exist
i ng  meteor weig h ing up to one ton per level of h is  experi
ence to avoid h itt ing h im ,  or to chang e its cou rse, pick up  
speed and be  d i rected to  h i t  a specific target. I n  th is case , 
range is doubled and the meteor does 2D4x1 0 d amage 
per ton !  

Copy Energy Pattern 
By Carmen Bel la i re and Kevin Siembieda.  

The character is able to take on the properties of any 
type of energy he comes in to contact with .  Wh i le th is 
means he must take some damage to use any new en
ergy patte rn , the damage is  m in imal ,  just a few points, as 
the adaptation to the new energy form is  nearly i n stanta
neous.  The powers and abi l it ies of this su per ab i l ity are 



noticeably less than the re lated Alte r Physical Structu re 
powers as the super being can NOT actua l ly assume an 
energy form, but he can take on  i ts properties and un leash 
it h i mself. 

I f  the energy is i nnately damag ing ,  the character on ly 
suffers 204 paints of damage - regard less of its orig ina l  
damage - as h is body analyzes and empowers h im  with 
that type of energy.  In this reg ard he is part energy mimic 
and part energy sponge.  For example ,  i f  shot with a laser 
he takes 2 04 damage from the i n it ia l b last, is impervious 
to a l l  futu re laser attacks (at least for 1 5  m in utes per leve l 
of experience or unt i l  he assu mes a d ifferent energy pat
tern ) ,  ANO he is able to fi re laser b lasts of h i s  own ! 

Range:  Self/touch, the hero must touch o r  be touched by 
the energy to copy its u n ique energy pattern . 

Duration :  1 5  min utes per level of experience. 

Fire Energy Bolts & Damage:  Varies as fol lows.  In al l  
cases, the character can u n leash the maximum d amage 
or reg u late it i ncrements of the base die for each power. 
For example ,  a seventh level super being copying electric
ity cou ld  u n leash a blast of e lectricity that does 806 o r  
1 06 damage, or  anyth i ng  i n  between .  

Electricity: 2 06 + 1 06 per level of experience. Range : 

200 feet (6 1 m) per leve l of experience. 

Energy (other than  what's specifica l ly l isted ) :  1 06 per 

leve l of experience .  Range: 200 feet (61  m) per level of 
experience . 

F i re/Flame/Lava/Heat: 1 06 per level of experience .  
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Range : 1 00 feet (30 . 5  m) per level of experience.  Note : 
Plasma has its own entry .  

Lasers: 1 06 per level of experience . Range: 300 feet 
(91 . 5  m) per leve l of experience. 

Magic: Magic i s  a form of energy, so he is able to cal l  
upon i t  i f  he  is attacked b y  a magic spel l  or weapon . I n  th is 
case, he is not immune to mag ic, but is +6 to save vs ad
d itiona l  magic attacks . Furthermore ,  he takes no damage 
and suffers no i l l effects if he successfu l ly saves vs magic, 
and suffers half d amage, pena lties and du ration even if he 
fai ls  to save. However, the only type of mag ic he can per
form is un leash bolts of magical energy that do 1 04 dam
age per level of experience .  Range: 1 00 feet (30.5 m) per 
leve l of experience. 

Microwaves :  Microwaves pass right through most types 
of a rmor, ignor ing the A . R .  to hit the ind ivid ual  ins ide the 
armor as if he was not weari ng any armored protection . 
Oamage:  1 04 points of da mage per level of experience to 
organ ic materia ls on ly ( i . e . , the S . O . C .  and Hit Poi nts of 
the person ins ide the a rmor, veh icle or robot) . Range: 30 
feet (9 . 1 m) per level of experience.  

Particle Beam: 1 08 (or 2 04) per level of experience. 
Range : 1 20 feet (36 .6  m) per  leve l of experience. 

Plasma: 2 06 + 1 06 per level of experience. Range: 200 
feet (6 1 m) per level of experience. 

Psion ics: Psych ic  ab i l it ies d raw on the power of the 
mind and a lso use a form of energy he  is able to cal l  u pon 
if he is attacked by psychic ab i l it ies. In th is case , he  is +4 



to save vs addit ional  ps ion ic attacks, takes no damage 
and suffers no i l l  effects if he  successfu l ly saves, and suf
fers half damage, penalties and d u rat ion even if he fa i ls  to 
save. However, the on ly types of psionic powers he can 
perform are either Telekinesis (basic abi l i t ies) or create 
and use a Psi-Sword that does 306 damage. Range : 
L im ited as per the usual  constra i nts of that psionic ab i l ity .  

Rad iation :  1 08 per level o f  experience .  Range: 60 feet 
( 1 8 . 3  m) per leve l of experience. 

Shadow Powers : 1 04 per level of experience ; fi res 
bolts of darkness . Range: 1 00 feet (30.5 m) per level of 
experience . 

Note: Kinetic energy,  e lectromagnetism, sound and cold 
are NOT forms of energy th is character can copy or  use in 
any way , so cold attacks, punches, kicks, kn ives, swords ,  
guns ,  explos ions and impacts from fa l ls  a l l  do damage.  

Attacks per Melee: Each energy blast counts as one me
lee attack. 

Lim itations:  The character can change h is form as often 
as once every melee round ,  p rovided that he  has the en
ergy source, but can on ly copy one type of energy at  a 
t ime (cannot fi re laser beams and  bolts of flame) .  

Other Powers & Abi l ities : 

1 .  Immunity : The super being i s  immune to whatever 
type of energy he is cu rrently copy ing and able to u n leash .  
So if he is cu rrently copy ing fi re, he i s  immune to  a l l  sorts 
of fi re and heat, even mag ic fi re , and takes no d amage 
from them . 

To ga in  immun ity and the ab i l i ty to use a particu lar type 
of energy , the character must touch that energy form (a 
flame from a fi replace , candle or  cigarette l ig hter, e lectrica l 
wire ,  get b lasted by a laser, etc . ) .  H i s  very next melee ac
t ion/attack he is able to copy and u n leash that form of en
ergy .  He can a lso hand le or walk  through  that type of  
energy (fi re, electricity , rad iation ,  etc . )  without fea r  of  i n 
j u ry .  

I f  struck by  a second or  th i rd type of energy when al
ready copying one type,  he can choose to copy and un
leash it instead , or keep the  one  he was a l ready us ing . 
Note: The Copy Energy power on ly a l lows the su per be
ing to copy and use one type of energy at a t ime. 

2.  Energy Fists : I n stead of fi ri ng  an energy bolt ,  the 
character can energ ize h is fists and i nfl ict the same range 
of damage as l isted above with h is pu nches (P .S .  damage 
bon uses do not apply) .  

3.  Bonuses : +506+ 1 0 to S . D . C . ,  +1 on i n itiative . 

Defensive I m m u n ity 
A u n ique power in wh ich the character can adapt to any 

one type of attack and cou nter it . Th us ,  if adapting to 
physical b lows/strikes/attacks, the character can automati 
ca l ly  parry or dodge them and takes no damage u n less it 
is a n  attack from beh ind , above or  su rprise that he doesn ' t  
see coming .  I f  adapti ng  to g unfi re , the character can 
dodge a l l  i ncoming gunfi re and ru n through a ha i l  of bu l 
lets , provided they are i n  front of  h im and he can see ALL 
h is  attacker/shooters.  In  the case of a specific energy at-
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tack (fi re , laser, e lectricity ,  etc. ) the character becomes im
pervious to i t .  So adapting to fi re , the character can wal k  
th rough an inferno without gett ing bu rned or  sufferi ng  from 
smoke inhalation . Adapting to cold the character can sur
vive freezing and even sub-zero temperatu res. If adapted 
to lasers, laser blasts h it and do no damage and other  
forms of  intense l ight  do  not  b l i nd  or harm the character! 
Adapti ng to d isease makes the su per bei ng impervious to 
d iseases. And so on . 

There is a catch,  he can on ly develop h is defensive im
mun ity against a single type of attack, at any one t ime. 
The defensive immun ity wi l l  beg in  working automatical ly 
the fi rst t ime the character is exposed or  attacked by it i n  
combat, adapti ng to  that fi rst assau l t  aga inst h im ,  before 
that attack can do any fu rther damage to h im (making h im 
temporari ly immune to it) . But  after that  fi rst attack the 
character must switch from one immun ity to another im
mun ity based on the ty pes of attacks that are being lev

eled at h im as he sees fit, or he may remain with the in itia l 
defensive immun ity .  

Range:  Self. 

Duration:  1 0  m inutes per  level of experience, or u nti l  he 
switches h is defensive i mmun ity to cover a new type of at
tack, at wh ich point  the du ration beg ins again from the 
moment wh ich the hero switched his immun ity .  

Damage:  None ,  purely defensive power. 

Attacks per Melee : I t  takes one melee attack/action to 
consciously switch from one defens ive immun ity to an
othe r. Note that the in it ial defensive immu n ity does not 
take a melee attack/act ion to adapt to that very fi rst attack 
of the combat. 

Bon uses : Ad d 1 D6x1 0 to S . D . C .  and +20% to save vs 
coma/death ( in  add it ion to any P . E .  or other bonuses) .  

Dis mantle Mach i nes 
The character has a strange i n fluence over mach ines of 

a l l  types. Whi le the super bei ng can not contro l ,  enhance 
or bu i ld a mach ine ,  the hero can cause one to fa l l  to 
pieces with a touch or focused thoug ht!  This doesn't  dam
age or destroy the mach ine ,  but  takes it apart, red ucing it 
to its component parts. Given enough t ime, someone with 
the know-how ca n reassemble/rebu i ld  the mach ine to per
fect workin g  order. Depend ing on the mach ine ,  that could 
take a few minutes ,  a few hours,  or days to rebu i ld .  

This power is l im ited i n  scope and works best on smal l  
or s imple mach ines and e lectron ic devices such as a gun 
(any kind ) ,  hand g renad e or  a ny s imple explosive device 
( rendering it harmless) ,  ce l l u la r  phone,  MP3 player, rad io ,  
te levis ion ,  keyboard ,  laptop ,  computer, toaster, vacuum 
cleaner, and s im i la r  handheld or sma l l  devices. The super 
being can a lso use the powe r to u ndo straps, buckles , 
handcuffs, simple locks and  lock ing mechan isms, a nd 
s imi lar .  Note: The character can N OT cause a large ma
ch ine ,  device or  vehicle such as a nuclear generator, mis
s i le ,  a i rp lane,  tan k, ca r or  even motorcycle to fa l l  into 
pieces , but he can affect items i n  the vehicle such as the 
rad io ,  GPS,  speedometer, seat belt, door locks,  bu i lt- in 
g u n ,  and so on. Al l  of wh ich can q u ickly cause troub le fo r 



the enemy .  Treat each "d isti nct" component of a larger  
mach ine o r  veh icle as an i nd ividua l  sma l l  mach ine ,  so 
each p iece must be less than 25 pounds ( 1 1 .25 kg) i n  
weight and counts as two melee attacks. For  exa mple : 
One of the whee ls can be made to fa l l  off a car (each 
weighs around 25 pounds/1 1 . 25 kg) ,  but the eng ine can
not be made to fa l l  apart ,  as it' s too big , complex and 
heavy . 

Range:  Touch , or u p  to 1 0  feet (3 m) per level of experi
ence starting at level two;  l i ne  of sig ht and concentration 
requ i red . 

Duration:  I nstant. The mach ine then remai ns d ismantled 
unti l someone puts it back together aga in .  

Weight Limit: 25 pou nds ( 1 1 . 25 kg) .  

Damage:  None,  but the d ismantled mach ine is useless 
unti l someone puts it back together ag a in .  

Attacks per Melee: Coun ts as one melee attack/act ion i f  
d ismantled by touch and used on a smal l  mach ine ,  g u n ,  
rad io ,  etc. , that is  one,  ent ire ly ,  self-conta i ned item (and 
weighs less than 25 Ibs/1 1 . 25 kg) .  Cou nts as two melee 
attacks/actions if the item is ta rgeted by l i ne  of s ig ht. And 
cou nts as th ree melee attacks if the device is part of a 
larger, more complex mach ine  or veh icle. 

Note: Does not work on  Artificial I nte l l igences (A l . s) ,  an
d roids ,  large robots or  power armor, but ca n be used on 
thei r hand held weapons ,  loose gear, and obvious weapon 
or sensor systems. 

Bon uses : The character has an i nnate aptitude for work
ing on mach ines and ga ins a + 1 0% bonus on a l l  Mechan i 
ca l and E lectrica l ski l l s .  However, the super being  does 
NOT have to know anyth ing a bout mach ines to have and 
use th is  power. 

Earth Possess i o n  
This we ird power enab les the super being to chan nel 

the Earth and control/use sand , soi l ,  rock, stone,  and s imi
lar aspects of the Earth as if he were able to possess a 
p iece of the land and make it do as he des ires. Th is i n 
cl udes the  su per being touch ing  the  g round with one l imb 
and caus ing a s i ngle l imb of  earth o r  rock, etc. , to  form 
around h is other hand or leg to punch at or kick h is  oppo
nents, or to blast them with rock, sand or  particles that fly 
from h is  fi ngertips ,  and even to create a sort of go lem-l i ke 
fig u re with wh ich to attack h is  o pponents. 

1 .  L imbs of Ea rth : The super bein g  can touch the 
g round ,  sa nd ,  clay, stone or b rick, and have it cover h is  
own arm and hand l i ke a g iant, earthen extension of  h i s  
own . To h im the  earthen extension is l i ke a l ightwe ight 
g love and he can wie ld it effortlessly to pound  h is  enemies 
and extend h is reach . This g ives h is  pu nches the equ iva
lent of Supernatu ral P . S . ;  one or both arms may be so en
hanced . The same can be done wi th  the legs,  add ing s ix  
feet ( 1 . 8  m)  to h is  he ight ,  i ncreasing Spd by 1 0% and g iv
ing h is kicks Supernatu ral P .S .  and damage capab i l it ies. 

Range:  Adds 5 feet ( 1 . 5  m) to his reach or 6 feet ( 1 . 8  m) 
to his heig ht. 

Duration : The Earth L imb(s) may be mainta ined for up to 
five min utes per level of experience. 
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Damage:  As per P .S .  enhanced to be Su pernatu ral  (see 
page 294 of the HU2 ru le book for deta i ls  on S upernatu ra l  
P . S . ) .  

Attacks per Melee : Creating each Earth L i m b  takes one 
melee attack/action .  Attacks wi th  the l imb each count as 
one of the character's rema in i ng  attacks/act ions per melee 
round .  

Bon uses : The l imbs are resistant  to  heat, fi re and  co ld 
(half damage), the character i s  sure footed and is +1 on 
i n iti ative, and +2 to stri ke and d isarm. 

2.  Possess Earth : By stand ing on the g round or touch
ing the g round (not a concrete s idewalk  o r  meta l beam,  
but actual grass and earth ,  sand , c lay or  d i rt) , the super 
being  can take possess ion of the g round around h im and 
make it do any of the fo l lowing :  

A) Stone Attack:  Can make stones ( includ ing brick, 
but not concrete) , large or  smal l , j ump from the g round 
to h it a target. 

Range: 30 feet (9 . 1 m )  per level of the su per be ing ;  l i ne  
of  s ight. 

Damage: Pebble: 1 point of damage. Smal l stones: 1 D4 
each .  Med ium ( basebal l  or  brick-sized) :  1 D6 each . 
Large (soccer ba l l  or cin der block-sized) :  2D6 each . 

Number of stones Contro l led :  One at level one,  + 1  ad
d itional  at leve ls 2, 4 , 6 ,  8, 1 0 , 1 2 , and 1 4 . 

Attacks per Melee: Each i nd ividua l  stone or vol ley of 
two or more coun ts as one melee attack. 

Bon uses: As per the character' s usual  bonuses. 

B) Earth F ist: The super  be ing can make an arm and 
hand larger  than a human bein g  (8 feetl2 .4 m ta l l )  form 
out of the g round to g rab ,  hold or pu nch an opponent. 
The fist has an A R. of 1 2  and 50 S . D .C .  I f  destroyed , 
the super being can't  make a new one for one fu l l  me
lee round ( 1 5  seconds) .  On ly one can be made at a 
t ime. 

Damage: 2D6 points per punch. I f  g rabbed and held , a 
combined P .S .  of 30 or g reater is needed to pry the fin
gers loose and escape. 

Attacks per Melee:  Each pu nch or g rab counts as one 
of the character's own melee attacks. 

C) Earth Ripple : The character can make the earth 
move as if i t  were an undu lati ng  wave under the feet of 
one target or an a rea 1 0  feet (3 m) in d iameter. 

Damage: Those stand ing  on ripp l ing earth fi nd it nea rly 
impossib le to keep  their  footing  and there is a 0 1 -75% 
chance they wi l l  fa l l  to their knees or  rema in  stand ing 
but off balance .  In  either  case , they lose i n itiative , are 
-2 attacks and a l l  combat bon uses are reduced by half. 
Penalties rema in  in p lace for as long as victims remai n 
on the ri pp l i ng  earth . 

D) Earth Roar: The g round groans and roars as if 
meta l and stone were being torn asu nder. Roll to save 
vs Horror Factor 14. A fai led rol l  means the victim(s) 
loses i n it iative and one melee attack for that melee 
round .  

E) Earth Sh ield : The  super being  can make a smal l  
earthen wa l l  to appear to b lock incoming attacks , even 



from guns  and energy b lasts . The su per be ing and h is 
attacker both ro l l  i n itiative . H ig h rol l  wins .  I f  h is attacker 
is the win ner, then the wal l  was not erected in t ime to 
block the attack and  the super being takes fu l l  damage. 
I f  the wal l  comes up  i n  t ime, it takes al l  damage from 
that one attack. The creat ion of each Earth Sh ield 
cou nts as one melee attack. The wa l l  fades back into 
the g round a few seconds after it blocks an attack. 

F) Earth Meld : The su per be ing seems to melt right 
into the g roun d !  He can not move nor attack in  any way , 
but he is aware of h is i mmed iate surround ings and can 
speak to those with i n  a 20 foot (6. 1 m) d ia meter from 
the pOi nt he van ished . Of cou rse, wh i le he i s  melded to 
the earth , he can not be struck or hu rt by physical at
tacks, but can sti l l  be affected by psionic attacks . An 

Earth Meld uses u p  two melee attacks/act ions, and 
costs another two to retu rn to huma n  form . I t  ca n be 
mai ntained for five m inutes per level of experience. 

G) F irm Footing : The su per be ing can walk across any 
ledge,  cl imb any earthen surface , or  a rea of loose earth 
or crumbl ing stone ,  as wel l  as any b ridge or construc
tion that is attached to the earth , without fear of it 
breaking loose, fa l l i ng apart ,  or pu l l i ng  out of the earth 
even if it is  damaged, loose, crumb l i ng  or  is otherwise 
u nstable to anyone else. L ikewise, the character wi l l  not 
sl ip on mud or gravel and can travel across them at fu l l  
speed . 

3. Sense Su rrou ndings : By knee l i ng  down and scoop
ing up a handfu l  of d i rt/earth , the super be i ng can "see" 
through the eyes of the Earth , letti ng him know the loca
t ion of everyth ing with in  the range of the ab i l ity and "see" 
and "hear" everyth ing that goes on with i n  th is same area . 
A g reat way to fi nd a friend ,  enemy or  specific target per
son or to catch a g l impse of a n  enemy or target to know 
where he/they are and what they are say ing .  

Range:  The character can sense everyth ing with in  1 00 
feet (30 . 5  m) per level of experience. 

Duration:  Lasts for one melee round  ( 1 5 seconds) as he 
moves h is fingers to let the earth fi lter th roug h them.  

Damage:  None.  

Attacks per Melee :  Uses u p  a l l  attacks for that melee 
round .  

Penalties : No chance to  dodge or  parry i n  coming attacks 
with out breaking the l i nk  to the Earth and getting  no read
ing at a l l .  

4. Create Earth Golem : By touch ing  the earth (with h i s  
hands  or feet) ,  t he  super  bei ng  can create a large figu re 
from earth/so i l ,  sand , rock, mud ,  and other e lements ( i ron , 
s i lver, etc. ) d rawn from the earth u pon which he stands (or 
touches) .  

The Earth en Golem can be a separate looming entity 
he controls l i ke a zombie ,  respond ing  to h is  every thought 
and command , or  it can be molded a round h is  own body 
as if it were some sort of robot exoskeleton or power ar
mor. 

A separate ,  puppet-l i ke Golem or Automaton can 
act independent of its creator, but has on ly ha lf his at
tacks/actions per melee rou nd .  L ikewise, the Golem's cre-
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ator has on ly ha lf his u sual  attacks/act ions per melee as 
he must concentrate on mainta in ing  h is  earthen automa
ton .  However, he can command the th ing  and d ivide h is  
attacks between two or more opponents. H owever, it has 
no mind of its own ,  so the Golem wi l l  do on ly as told and 
tends  to fo l low the lette r of its command . Th i nk  of it as a 
dumb robot best su ited for com bat, heavy labor, smash ing 
th i ngs,  and fo l lowing s imple comma nds.  Physical Attri b
utes :  P .S .  1 D6+20 and is  Supernatural, P . P .  1 7 , P .E .  1 6 , 
P . B .  6 ,  and Spd 1 2 . The Golem does not have access to 
any of the character's other super  ab i l it ies , ski l ls ,  memo
ries or powers. 

Earthen Exoskeleton :  If an earthen  body is g rown 
around the super being 's  own , it fun ct ions l ike power ar
mor and adds to h is own ab i l it ies . Personal ity ,  memories , 

ski l l s ,  1 . 0 . ,  M . E . ,  M .A. , P . E . are a l l  the same as the char
acter who creates the exoske leton .  The elementa l outer  
skin doubles the  character's size, p rovides considerable 
A R .  and S . D .C .  and boosts the creator's own physical  at
tributes. 

Physica l  Attribute Bon u ses (Exoskeleton) :  P .S .  is dou
bled and becomes Superhuman. P .P .  is i ncreased 1 D6 
points ,  P . E .  1 D4 pOints ,  P . B .  1 D6 (molded to be impres
sive looki ng ,  even hero ic) ,  Spd is increased by 50% (not 
appl icable to super-speed powers , on ly ord inary speed , 
and i n  fact, wi l l  reduce super  speed , if any, by 75%) .  The 
super being  i nside the earthen  armor can also use h is  
other super  ab i l it ies, but  each use cou nts as two melee at
tacks and has half  the usual  range.  However, th e g iant 
earth body a lso p rovides bonuses of + 1  attack per melee 
round ,  +2 to strike, +2 to rol l  with impact and usi ng on ly 
physica l  attacks and/or any of the earth powers that co
mes with th is abi l ity cou nts as one melee attack per each 
use. The earthen body s inks in water, but provides an a i r
tight conta i nment that enables the wearer to walk on the 
bottom of lakes and seas without trouble (one hour a i r  
supply per  level of experience) . Weight is  1 D4 tons .  

A R .  & S . D .C .  (fo r  Golem or Exoske leton) :  Armor Rat
ing (A R . )  and S. D .C .  vary depending on what the body is  
made of. Whatever they a re ,  attacks that h i t ,  bu t  wh ich fa l l  
under  or equa l  to  the  AR.  do NO damage. Attacks that 
are h igher than the A R. do fu l l  damage to the exterior  
earthen h ide .  A R .  and S . D .C .  are as fol lows : 

Earth/Dirt/So i l :  A R. 1 3  - 275 S . D .C .  

Mud :  A R. 12  - 200 S . D . C .  

Sand :  A R .  1 3 - 3 0 0  S . D .C .  

Clay:  A R .  14  - 350 S . D . C .  

Rock: A R . 1 5 - 425 S . D .C .  

L ight  Meta l (N icke l ,  Al um inum ,  Tin ,  etc. ) :  A R . 1 3  - 220 
S .D .C .  

Heavy Metals (Lead,  S i lver, etc . ) :  A R .  1 5  - 450 S . D . C. 

I ron :  A R. 1 6  - 500 S . D . C .  

Remember, the actua l  materia l  from which the body i s  
made must b e  avai lab le i n  sufficient quantities for the 
super being  to d raw u pon them to bu i ld  his body . Trace 
amou nts a re not sufficient .  Fortunately ,  earth/soi l ,  clay and 
sand  are u sual ly ava i lab le everywhere. 

F i re ,  plasma ,  and cold attacks do half damag e.  



Energy b lasts, water attacks, and most phys ical attacks 
do fu l l  damage. 

The character i ns ide h is earthen  exoskeleton is sti l l  vu l
nerable to mag ical and psion ic attacks , except fo r 
Bio-Man ipu lation because h is  real body cannot be seen .  

Explosions and fa l ls may knock h im off h is feet, but the 
damage is done to the o uter body , not the person i nside.  

Range:  Golem :  L ine of s ight .  Earthen body: Self  on ly .  

Duration:  The character can mainta i n  h is Golem or h is 
earthen body for one hour per level of experience .  At the 
end of the du ration  the earthen  body or Golem seems to 
melt back i nto the earth without a trace ! 

Damage: As per strength and type of attack. 

Attacks per Melee: As noted above , ha lf for the Golem 
and its creator when both coexist, +1 when using earthen 
exoskeleton .  Each punch ,  kick or use of an Earth Posses
sion power coun ts as one melee attack. It takes one fu l l  
melee round ( 1 5  seconds) to  create a Golem or  
exoskeleton .  

5.  Other Abi l ities and Bonuses : +2 to  save vs pos
session or mind contro l ,  +4 to save vs E le mental mag ic ,  
+6 to save vs Earth E lementa l  magic ,  can h old breath for 
1 D4+4 min utes, +3D6 S . D . C .  to the character's human 
form . 

Ectoplasm i c  A rm o r  
Through the enhanced contro l  of ectoplasm , the char

acter is able to cover h is own body i n  a sort of ecto-armor. 
The ectoplasm covers the character's body, even h is face , 
and sol id ifies into a mi lky white ,  ru bbe r- l ike materia l  that is 
l i ke a flexi ble, but strong second skin .  The Ecto-Armor has 
i ts own S . D .C .  and Armor Rati ng .  When the S . D . C .  of the 
ectoplasm ic armor is depleted , it tu rns into a mist a nd van
ishes ,  but the su per being can create a new ectoplasmic 
armor if g iven enough t ime. The cha racter can create the 
ectoplasm ic armor after on ly two melee rounds (30 sec
onds) .  

Ectoplasmic Armor is po rous to the a i r  so it does n ot in
terfere with the super be ing 's  breath ing  and does not pro
tect aga inst gas, smoke ,  d isease or  rad iation .  However, it 
does protect against normal cold and heat, keeping the 
cha racter comfortable i nside th e armor. As a second ski n ,  
there are no  Prowl or movement penalt ies . I t  also has a 
number of formidable featu res u n ique to ectoplasm . 

1 .  Natural Armor Rating and S .D .C . :  The Ecto-Armor 
covers him completely and d isg u ises the character's looks 
and identify ing marks, l i ke scars or fin gerpri n ts ,  but he can 
see th rough it j ust fine and h is sense of touch is  un im
pai red . 

Natural  Armor Rati ng:  The character's Ecto-Armor 
starts at an AR .  of 1 2 , plus 1 add itiona l  po i nt to the A R .  
a t  levels 2 ,  4 ,  8 and 1 2 . Any attacks equal  t o  or below the 
Armor Rat ing do no damage. 

Any rol ls  to strike that are above the A R. do damage 
fi rst to the Ecto-Armor. When the S . D .C .  of the Ectoplas
mic Armor is dep leted ,  it d isappears and al l  subsequent 
damage is infl icted to the super  being h imse lf. 
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S . D . C .  of the Armor: 1 50 +25 points per leve l of experi
ence. I f  the Ecto-Armor is  completely depleted of its 
S . D . C . ,  it cannot be recreated with its fu l l  S . D .C .  for one 
hou r. But if the a rmor is not tota l ly destroyed , its S .D .C .  
w i l l  regenerate a t  a rate o f  3D6 S . D . C . pe r  min ute and  it 
wil l be complete ly rega ined after just 1 0  m in utes of rest. 

The armor is tota l ly we ightless and has no movement 
or ski l l  penalties. The hero 's Ecto-Armor complete ly cov
ers any cloth ing , weapons or  equ ipment the hero was 
wea ri ng when he created the Ectoplasmic Armor. 

Resistant to heat, fi re , p lasma and cold , even magical  
fi re or cold , which a l l  do  half damage when the armor is 
up .  

The Ecto-Armor provides a +4 bonus  to save vs  pos
sess ion ,  cu rses and attacks from ghosts. 

2. Ecto-Weapons:  The Ectoplasmic Armor can "g row" 
a weapon such as an ecto-sword , axe ,  mace, claws, o r  
s imi lar  handheld melee weapon (cou nts as  one  melee at
tack/action )  extend ing  from the hand or forearm. 

Damage ( regard less of actua l weapon design) :  2D6+2 
damage. 

Note: I t  can a lso g row c l imb ing claws (+ 1 0% to C l imbing 
ski l l  when sca l ing a wal l )  or extend a tentacle of ectoplasm 
(up to six feet/1 . 8  m) to press buttons ,  snare, pick up  and 
bring to the wearer smal l  objects such as a set of keys,  
coffee cup ,  ce l l  phone ,  P DA, gun ,  kn ife and so on .  The 
tentacle on ly has a P.S .  of 7 and can not stri ke out to infl ict 
damage, strang le , entang le  or tie up. The wearer of Ecto
Armor can use the tentacle with the same precision as h is  
own fi ngers. 

Bon uses : The character's usual bon uses to stri ke, parry 
and d isarm apply . 

3. Ectoplasmic Sh ield : The character can also create 
a sh ield out  of pu re ectoplasm. The Ecto-Sh ield can be 
used to parry hand to hand attacks , inc lud ing pu nches ,  
kicks, handhe ld melee weapons,  thrown objects or  fa l l i ng 
debris ,  as wel l  as try to b lock/parry incoming energy blasts 
and gunfi re ,  but with no bon uses whatsoever, just straight 
D20 rol ls .  Note: The sh ield can also be used to block at
tacks and to actual ly stri ke ghosts , other ectoplasmic at
tacks and Astra l Travele rs/beings .  See Ghost Slayer, next . 

S . D .C .  of the Sh ie ld :  50 + M . E .  attri bute nu mber, + 1 0  
pOin ts per level of experience .  I f  the Ecto-S h ield i s  com
pletely depleted of its S . D .C . , it d isappears and cannot be 
recreated with its fu l l  S . D .C .  for one hour. But if the shield 
is not tota l ly destroyed , i ts S . D .C .  wi l l  regenerate at a rate 
of 3 D6 S. D .C .  per m inute. Getti ng struck by the sh ield as 
a bl u nt weapon does 2D4 damage. 

4. G host S layer :  Wea pons and sh ie lds made of ecto
plasm can strike and hu rt most supernatu ral  E ntities , 
ghosts, sp i ri ts ,  Astra l Be ings ,  and Astral Travelers .  If they 
can be seen ,  they can be attacked . 

Damage: Same as noted previously + 1 D6 damage to 
ghostly su pernatu ra l be ings .  Fu rthermore,  Ecto-Weapons 
can a lso damage any energy bei ng, shadow or etherea l 
creature other tha n  characters with the I ntang ib i l ity power, 
doi ng 1 D6 damage per successfu l str ike. 

Bon uses : The character's usual bonuses to stri ke, parry 
and d isarm apply . 



Ectoplas m i c  We b b i n g  
Another form o f  adva nced ectoplasmic contro l ,  the 

character can create strands of webbing created out of ec
toplasm. Be ing made out  of ectoplasm, webbing can be 
created on demand and evaporates shortly after the char
acter is fi n ished with it .  Because the strands/l i nes are 
made of ectoplasm, the character can wind/pu l l  the l i ne 
back into h imself and " reel"  h imself to  the connecti ng point 
as wel l  as " reel in"  anyone caught by the ectoplasm web
b ing . The strands of ectoplasm can a lso be used to b ind 
pr isoners a nd swing from place to p lace. 

1 .  Ectoplasmic Net or Web:  The character can gener
ate a web of sticky, wh ite ectoplasmic fi bers remin iscent of 
a spider's webb ing ,  on ly  it is someth i ng ent i rely d ifferent .  
The strands of webbing are e mitted from the character' s 
fingers; po int and shoot. Point ing with a s ing le  finger un 
leashes a s ing le strand strong enough  to  support its cre
ator and up to 200 I bs (90 kg) of add it ional  weight per 
leve l of experience.  Releas ing severa l  ecto- l ines from 
th ree or more fi ngers creates the webb ing or netting ef
fect . These strands of Ecto-Webbing  can be used as a 
sticky web or net to ca ptu re and ho ld prisoners ,  used to 
strap down cargo and equ i pment, or used as a safety net 
to catch a fa l l i ng person or debris .  An ectoplasmic web 
l ine can be spun i n  just one melee attack/action by the 
su per being ,  a net counts as two,  and a larger net or web 
may requ i re an ent ire melee round  of concentration and 
work. 

Getting caught i n  the strands of Ecto-Webbing red uces 
the victim's number of attacks/act ions by ha lf, cau ses the 
loss of in itiative , and -5 to strike , parry and dodge,  plus the 
vict im wi l l  have to cut h imself free. B ind ing  targets com
pletely is a lso possible with th i s  webb ing ,  but it req u i res at 
least fou r  melee attacks/actions .  Completely bou nd vic
t ims are physica l ly he lp less in the web as if tied up by 
rope.  Ectoplasmic l i nes and webbing have 40 S . D .C .  and 
hold i ts victi ms with the eq u iva lent of a Supernatu ral P .S .  
30  +2 poi nts per level o f  the i r  creator' s experience. 

When a net is needed to catch a fa l l i ng  victi m ,  it can be 
spu n without stickiness on most of the nett ing .  The outer  
edge  of  the  net sti l l  sticks to  fixed objects , l i ke lampposts , 
trees, veh icles, wal ls ,  etc. , to a nchor the netting and al low 
it to be used l ike a fi reman's trampo l i ne  to catch the fa l l i ng  
ind ividua l .  The netti ng can a lso be u sed as a s imp le  bar
rier to block a ha l lway/passage ,  or  to temporari ly hold a 
door or win dow closed.  

Range:  Netti ng/webbing may be fi red u p  to 60 feet ( 1 8 . 3  
m) away + 1 5  feet (4 .6 m)  per  level o f  experience. 

Area of Effect: The web can be attached to (and spread 
out between) objects i n  a 30 foot (9 . 1 5  m) rad ius .  

Weight Tolerance: 600 Ibs (270 kg ) +200 I bs (90 kg ) per 
leve l of experience. 

Du ration :  The webbing lasts for as long as the hero re
mains i n  contact with the strands of ectoplasm, and it wi l l  
remain for another 10  m inutes per  level o f  its maker, be
fore it evaporates into noth i ngness, leav ing beh ind no 
traces of its existence. On the other  hand ,  i ts creator can 
make it d issolve and van ish at wi l l ,  one strand at a t ime or  
a l l  at once ,  as he desi res .  
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Damage: None;  holds and b inds .  

Attacks per Melee: An ectoplasmic web l i ne  can be spun 
i n  j ust one melee attack/action  by the super bei ng ,  a net 
cou nts as two , and a larger net o r  web may requ i re an en
tire melee round of  concentration and work. 

Bon uses : +2 to strike with an Aimed/Cal led Shot (p lus  
any P .P .  attribute and ski l l  bonuses) ,  otherwise on ly the 
character's usual bonuses to stri ke apply .  

2. Ectoplasmic Line: Creating a s ing le l ine of ecto
plasm, the character can use it as a swing l i ne .  The 
Ectoplasmic L ine a l lows the super  being to use h is  
Ecto-Webbing as a q u ick shooting g rapple and swing l i ne 
to swing from b u i ld ing  to bu i ld i ng ,  or to rappel across 
open ings between bu i ld ings and chasms, and other  
swi ng ing  and  cl imbing  pu rposes. I t  can also be  used to 
snare the character's opponents and to ree l them in and 
tie them up .  

An  Ectoplasmic L ine  can be  " reeled" back into the char
acter, either pu l l i ng  the hero u p  to where the l ine was se
cured ( l i ke a winch) or pu l l i ng an object or victim back to 
the super bei ng .  The "pu l l " of the l i ne is equal to the char
acter's own P .S .  and the ent ire length of the Ecto-L ine can 
be reeled i n/played out in j ust one melee attack/action ,  al
lowing for q u ick ascents or descents. 

This Ectop lasmic Line has 40 S . D .C .  per 1 0  feet (3 m). 
Vict ims tied u p/bound in the Ecto-L ine are held with the 
equ ivalent of a Supernatu ra l  P .S .  30 +2 points per level of 
experience .  

Range/Length o f  L ine :  1 00 feet (30 . 5  m )  per leve l o f  ex
perience.  

Weight To lerance:  600 Ibs (270 kg) +200 I bs (90 kg ) per 
leve l of experience. 

Note : The character can swing through the city (or for
ests) at a speed of 60 mph (96 km) +5 mph (8 km) per 
leve l of experience, provided there are sufficient bu i ld ings ,  
lampposts , trees, rad io towers, etc. to swing from. 

Duration:  Same as netti ng ,  above. 

Damage :  None .  

Attacks per Melee:  Each use counts as one melee at
tack/action . 

Bon uses : +2 on i n it iative (to shoot fi rst) , +2 to strike or 
d isa rm with an Aimed/Cal led S hot (p lus  any P.P .  attri bute 
and ski l l  bonuses) ,  otherwise on ly the character' s usual  
bon uses to stri ke apply. 

3.  Ectoplasmic Bolt: Rather  than using an Ecto-Line 
the character can fi re a short length or bolt  of "hardened" 
Ectoplasmic Webb ing that stri kes i ts target with the force 
of a punch .  Ectoplasmic Bolts are meant to evaporate 
qu ickly i nto noth i ngness. 

Range:  1 00 feet (30 .5  m) per level of experience . 

Duration:  The Ectoplasmic Bolt on ly lasts for 1 D4 melee 
rounds after it has been fi red ,  before it evaporates com
pletely . 

Damage:  1 D6 + 1  per level of experience .  Also note that 
th is "bolt" can h it and i n fl ict fu l l  damage to spi rits , ghosts , 
Astral Travelers, and energy beings.  

Attacks per Melee: Each bolt  counts as one melee at
tack/action . 



Bon uses : The character's usua l  bon uses to strike apply .  

4. Ectoplasmic Whip :  The character can p lay out a 
short length of h i s  Ecto-Line a nd use it as a wh ip  for me
lee combat. 

Range/Length of Whi p :  1 2  feet (3.6 m) maximum, but 
6-8 feet ( 1 . 8  to 2.4 m) is more common and manageable.  

Duration : The Ectoplasmic Wh ip  lasts for as long as the 
hero remains i n  contact with it and for j ust 1 D4 melee 
rou nds after it has been dropped,  before it evaporates in to 
th i n  a i r. This prevents other people from us ing the wh ip  
against the  hero .  

Damage: 2D6 per stri ke (p lus P .S .  damag e bon us) .  But  
the Ectoplasmic Whip can also be u sed to entang le and 
d isa rm. 

Attacks per Melee: Each whip counts as one melee at
tack. 

Bon uses : +1 to strike , +2 to d isarm or enta ng le (p lus any 
P . P .  attribute and ski l l  bonuses) .  

5. Other Abi l ities and Bonuses : The character does 
not get stuck i n  h is own Ecto-webs or l i nes ,  but may fa l l  
vict im to those created by othe rs.  Has no fea r  of  heights o r  
speed , and gets a + 1 5% bon u s  to  the  Acrobatics and/or 
Gymnastics ski l l s .  + 1 D4 to P . S .  attri bute, +2 to P . P .  attri b
ute and +2 D6 to S .D .C .  

Energy Co nvers i on 
The character can convert one type of energy into an

other  with a thought, in  a manner  s imi lar  to Transm utation . 
With some creative imag inat ion the super  being can use 
this ab i l ity to protect or destroy . A s imple flash l ight can be 
tu rned into a laser, a rag ing fi re cou ld  be tu rned i nto a d is
play of harmless dancing  l ights , and so on .  

Range:  Can affect an energy sou rce by  touch (making an  
energy beam that h its h im into a harmless beam of  l ight ,  
for example ,  or an  energy weapon he is hold i ng fi re some
th i ng  d ifferent than usual )  or  up to 200 feet (6 1 m) away , 
provided he has a clear l ine of s ight on  the energy source 
or energy beam. The range of the energy being fi red is  
ha lf that of the weapon/energy that it orig inal ly was ,  l i ke 
tu rn ing the l ight from a h igh -powe red spotl ight into a 
p lasma blast or bolt of flame or ion beam, etc. 

Duration:  I nstant resu lts , as long as the super  being is 
touch ing or  focused on the sou rce of the energy.  

Damage/Effects : The character is ab le to turn one form of 
energy i nto another. Th is can be to p rotect h imself or oth
ers by tu rn ing energy hazards such as fi re , laser beams, 
electricityll ightn i ng ,  damag ing  energy  b lasts and s imi lar  
dangers into harmless energy , such as l ight, or chang ing 
damaging energy into less damag ing blasts (can reg u late 
the damage infl icted by i ncrements of 1 D6) .  

S im i larly, harmless energy can be converted into dam
ag ing  energy cau sing 1 D6 poi nts of damage per level of 
experience .  By th is method the su per being  can tu rn a 
flash l ight, radar gun ,  laser pOin ter, or s imi lar  harmless de
vice into a lethal  laser ,  p lasma or  other ranged energy 
wea pon .  Each converted blast or bea m counts as one me
lee attack/action .  
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Attacks per Melee: Each use cou nts as one melee at
tack/action .  But to susta in  a convers ion req u i res min imal  
concentration , so the character must spend one melee at
tack/action per round to mainta in  the effect, but th is en
ab les the hero to engage i n  combat o r  other actions wh i le  

us ing th is ab i l ity .  Fa i l u re to do so means the energy con
vers ion ends immed iate ly .  

Bon uses : The character is  resistant to energy, taking on ly 
half damage from energy-based attacks (heat, fi re ,  elec
tricity ,  and other types of energy) .  

Note: Th is  power can NOT affect/transform the fo l lowing :  
Shadow powers or  bolts, k inet ic energy (pu nches, bu l lets , 
fa l l ,  etc . ) ,  o r  sound ,  nor psionic powers or magic weapons 
and magic spel ls u n less the weapon or  spel l u n leashes an 
energy force such as fi re , l ightn i ng ,  etc. 

Energy Wi n gs 
With a thought, th is character can create a set of En

ergy Wings ,  much l i ke the Winged Fl ight power, but these 
wings appear to be made of pure energy, includ ing fi re , 
l ight, p lasma, oth er energy fie ld and even shadows (pick 
one) .  Energy Wings  enable the character to fly h ig her and 
i n  env ironments without a i r, i nc lud ing outer space . 

Average Wingspa n :  Va ries from as smal l  as 6-8 feet ( 1 . 8  
to 2 .4)  to as large a s  1 6  feet ( 4 . 9  m ) .  This can make pas
sage through narrow spaces d ifficu lt, even though the 
wings can be folded back to about ha lf their width to g l ide 
th rough sma l l  open ings  and narrow corridors .  

S.D.C .  of  Energy Wings:  80 each , bu t  recover lost S . D .C .  
a t  a rate of 1 D6 points per  m in ute. Note : Energy Wings 
can not be used as sh ie lds or to parry i ncoming attacks . 
Project i le weapons such as bu l lets , a rrows, or th rown ob
jects do no damage, passing right th roug h the Energy 
Wings without damag ing  them.  L ikewise, physica l b lows 
(hand to hand pu nches, kicks , cuts, stabs, c lubbing ,  etc. ) 
do no  damage to the Energy Wings.  Other energy attacks , 
mag ic, psion ics and shadow powers do fu l l  damage to the 
wings but req u i re an Aimed or Cal led Shot to h it. 

Fl ig ht Stats & Bonuses : Appl icable on ly if there is room 
for the energy wi ngs to be used . The character can hover 
several  i nches above the g round du ri ng  combat i n  order to 
use h is fu l l  bon uses. 

Fl ight Speed is 360 mph (576 km) p lus 30 mph (64 km) 
per level of experience . Maximum Altitude:  30,000 feet 
(9 , 1 44 m), but ca n also fly in outer space.  

+ 1  attack/action  per melee rou nd .  

+ 1  to  i n it iative. 

+2 to stri ke with a punch or  melee weapon wh i le i n  
fl ight. 

+2 to dodge when hovering or fly ing u nder 90 mph ( 1 44 
km) ,  but he is +6 to dodge when fly ing faster. 

+2 to damage for every 60 mph (96 km) of fly ing speed 
when strik ing with a weapon (someth ing other than fists o r  
the  energy wings) .  

+40 to S . D . C . of the winged character. 

The hero is  u naffected by th in  a i r, h igh altitudes or 
G-forces less tha n 5. Can hold his breath fo r up to 8 min-
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utes . Can go from zero to h is  maximum fl ight speed i n  
rough ly one melee ( 1 5 seconds) .  The acts of  taking off 
and stopp ing or land ing each count  as one melee at
tack/action . 

1 .  E nergy Wings as Weapons:  Anyone touch ing or 
brush ing against the wings wi l l  take 206 points of dam
age.  The winged character can also u se the wings,  both in  
fl ight  and wh i le on the groun d ,  to s lash and  burn oppo
nents. 

Range:  Touch ; half the wingspa n .  Wi ngs with the maxi
mum 1 6  foot (4 . 9  m) wingspan can reach up to 8 feet (2 .4 
m) away , per each energy win g .  

Damage: 306 + 1 06 points o f  damage at levels  2 ,  4 ,  7 ,  
1 0 , a n d  1 3 . 

Bon uses : As per the character's usua l  bon uses. 

2.  Energy Blast: The super being  may also focus the 
energy of h is own wings to fi re an energy bolt from h is  
hands .  

Range:  200 feet (61 m) + 1 00 feet (30 .5 m)  per level of  ex
perience start ing with level two .  

Duration:  I nstant. 

Damage: 406 points of damage from a s ing le b last, 806 
(or 1 04x1 0+4) fi ri ng two simu ltaneous b lasts, one from 
each hand , at the same target. Rol l  fo r each blast to strike , 
with the second blast suffering a pen alty of -1 to strike. I f  
both blasts are fi red s imu ltaneous ly a t  two d ifferent tar
gets , both blasts are -2 to strike . 

Attacks per Melee : Each blast (even if fi red s imu lta
neously) cou nts as one melee attack. 

Bon uses : As per the character's usua l  bon uses. 

E n l arge O bjects 
By Carmen Bel la i re and Kev in  S iembieda 

This super ab i l i ty a l lows the ch aracter to en large inan i 
mate , non l iv ing objects to g igantic proport ions,  increasing 
thei r s ize ,  weight and mass.  The character s imply focuses 
his power on the object and wi l ls  it to g row. 

Objects increased in s ize by th is method remain en
larged for on ly a short period of t ime before retu rn ing to 
normal . A character with the I tem Reduction power can 
negate the effects of th is ab i l ity early , retu rn ing the object 
to norma l ,  and of course the character ca n end the en
largement at  wi l l .  The en larged items are often used to 
block passageways, to stop movi ng veh icles, or to be 
th rown on an opponent ,  en larg i ng the item just as it h i ts 
the victim ,  damag ing and entrapp ing h im .  

Enlargement Conversion Formula :  For a rough  conver
s ion of any tiny object en larged ,  mu lt ip ly its size i n  inches 
by fou r  and tu rn that value i nto feet. Th is means a 3 i nch 
long toy car becomes a 1 2  foot (3 .6  m) long toy car the 
size and weight of a rea l  one (but can NOT be d riven ; it' s 
sti l l  a toy and has no eng ine) .  

Size Limitations : An item must be smal l  enough to fit i n  
the  palm of  a closed hand. For  most ad u lt males, that 
means noth ing larger than an Matchbox or Hot Wheels 
car; rough ly 2-3 i nches long by one to one a nd ha lf inches 
wid e.  



The typica l  pen or ma rker can be en larged because 
they are th i n  and most of the object fits i n  the closed hand . 
By contrast, a penci l ,  spoon ,  fork, kn ife ,  and s im i la r  ob
jects are too large .  (The typical fu l l-s ized penci l  i s  about 

30% larger  than the typ ical  pen o r  Sharpie marker) . Cred it 
cards ,  p lay i ng cards and bus iness cards can NOT be used 
because they are too large (even though  flat) and the av
erage person cannot close h is hand a rou nd one com
pletely when flat. A cu rled bus iness card o r  p lay ing  card 
wou ld  work, but the transformed item wi l l  remain cu rled , 
l i ke a tube, when the object is en larg ed .  Cel l  phones, s i l 
verware ,  computer d iscs, sung lasses (though a popped 
lens might work) and s im i lar, a re al l too big to be en larged . 
At least 85% of the item must fit i n  a c losed hand . 

Examples of En larged Objects : The fol lowing l ist is an 
example of en largement and what  the item rough ly trans
lates i nto when en larged . 

A pea or bead = a bowl i ng  bal l .  

A marble = a large  wrecking ba l l .  

A pen  or  marker = a telephone pole. 

A toothpick, p in  or sewing need le = a spear or  jave l i n .  

A paper cl ip  = a bent bar o f  metal  t he  size of  a snow
board (smal l )  or surfboard ( large paper c l ip) .  

A coi n  or a button = manhole cover or large d isc or  
sh ie ld .  

A key (one)  = a metal door or  beam. 

A chain from a n ecklace = heavy cha in  su i table fo r an 
anchor. 

A dang l ing  earing = a ba l l  and chain .  

A i nch length o f  stri ng o r  thread = rope or cab l ing .  

A inch length of thread or th in  elastic = a whip or 
bun gee cord . 

A razor b lade = a meta l sheet the size of a car door or  
is the equ iva lent of a large g u i l loti ne  blade,  or sheet of  
meta l .  

A sma l l  spool of th read = i ndustrial rope or a coi l  of ca
ble.  

A book of matches = a large portfol io case , each match 
the size of a large ,  handheld wooden torch (or clu b  if un 
l i t) .  

A sma l l  toy car = an actua l  car or car-sized obstacle .  

A sma l l  toy sold ier  = a l i fe-sized statue .  

A smal l  ch i ld 's  bu i ld i ng  b lock (Lego) = a brick wa l l  the 
size of a m in i-va n .  

Enlarged S .D.C. : Since w e  are ta lk ing t iny objects , the 
en larged i tem wi l l  have the fo l lowing S . D . C . ,  Smal llTh in : 
1 D4x1 0 ,  Med i um :  2 D4x1 0 ,  and  Large:  3D6x1 0 S .D .C . ; 
doub le S . D . C . if the object is made of metal or stone.  

Enlarged A.R. :  S mal l  objects made large wi l l  have an 
AR. of 6+1 D6, u n less they are made of metal or stone,  i n  
which case AR.  i s  9+ 1 D6 .  

Range:  Touch or can be th rown u p  to  1 0  feet (3 m) per 
leve l of experience before the object is completely en
larged and h its the mark. 

Duration :  F ive m inutes (20 melee rou nds) per level of ex
perience.  
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Damage:  Being h it by a ti ny object suddenly made h uge 
wi l l  do 4 D6 ,  1 D4x1 0 or 2 D4x1 0 damage (for sofa to car
sized items) depend ing on the final s ize and the object 
th rown . Game Masters , p lease use common sense when 
apply ing damage .  The vict im may a lso be trapped under  
the en larged object and u n less the v ict im has some form 
of "super" P .S .  to he lp get h im  unp i n ned , he is stuck unt i l  
he can be rescued or f ind some way to get out .  The en
larged object may a lso be dodged ( i n  most cases, proba
bly too large to parry) .  

En larg ing t iny objects i n to large  ones is  also g reat for 
creating obstacles and barriers to s low down a pursuer, as 
wel l as to block an open ing o r  passageway,  bar a door, 
and to cause confusion . 

Attacks per Melee : It takes two melee attacks/actions to 
en large a s ing le object. 

Bon uses : As per the character's usual  bon uses,  -2 to 
stri ke due to the odd size and n atu re of the thrown object. 

Note: Th is power can N OT be used with any other Growth 
or G iant power, and ca nnot be used by g iant-s ized char
acters. 

Fles h  Wo rks 
One of the most g ruesome of super ab i l it ies, F lesh 

Works a l lows the super being to reshape and scu lpt the 
flesh of l iv ing bei ngs and an imals .  The t issues and flesh of 
the victim can be molded and altered by the super being 
to f it  h is  whim. Lucki ly , these changes are on ly temporary 
and the victim wi l l  retu rn to normal after a short t ime. 

1 .  Sense Health of F les h :  Can "see" the genera l  
hea lth of  the flesh ,  ski n  and muscle of another pe rson or  
an imal .  Th is w i l l  reveal whether  that i nd ivid ual is human ,  
mutant, al ien or someth ing e lse ,  as wel l  as i f  the flesh is  
hea lthy or sick/d iseased (cancer, warts , rashes, and  other  
sk in  and sca lp d isease/cond it ions,  muscle i nj ury or  sore
ness, wou nds to the flesh and where they are located , 
etc. ) .  The super being can also te l l  if the other i nd ivid ua l  
has few, many or a great amou nt of S . D. C .  and Hi t  Points ,  
and  if any  spe l ls ,  powers or psychic infl uences a re cu r
rently caus ing the subject pain or physical i nconvenience 
(but  cannot identify the natu re of the spe l l ,  pSion ics, o r  
other  super abi l ity) .  

Range:  Touch or l ine of sight  with in  1 5  feet (4 .6  m) .  

2.  F lesh Control : The ab i l i ty to take control of  a part of 
another person's body. Used subtly , i t  can make a person 
twitch or jerk a s ing le fi nger, caus ing h im to accidental ly 
press a button or  pul l  a trigger. ( " I  d idn 't mean to shoot! 
The g u n  just went off! " )  Or it may be used to cause an 
eye l id  to twitch ,  fl utter o r  win k  (with vary ing conseq uences 
or  s imply to torment) , cause goose bu mps o r  ha i r  to stand 
up o n  end as if frightened (d istracts the victi m ,  making h im 
-2 o n  i n itiative and -1  to strike, parry o r  dodge) ,  cause a 
particu lar patch of skin to itch (same pena lties as goose 
bumps) ,  and s imi lar. 

B latant use of Flesh Contro l  is to make an ent ire body 
part - hand ,  arm , foot, mouth , to stop working (can ' t  pu l l  a 
trigger, press a button ,  ra ise a n  arm, th row a punch ,  ca l l  
for he lp ,  etc. ) or to do someth ing contrary to  the  actua l  



person ,  making h im jump ,  stu mble ,  kick, punch ,  stab an 
a l ly ,  d rop h is weapon/tool/money ,  and so on .  The person 
bei ng man ipu lated is as surp rised as anyone when h is  
l imb lashes out  or  fa i ls  to  respond .  Th is same power can 
be used to make a person mu mble (can ' t  make a person 
completely not speak nor  to say someth ing un i ntended) ,  
spit ,  snort, or clear h is th roat. 

Range:  Touch or u p  to 50 feet ( 1 5 . 2  m) + 1 0 feet (3 m) per 
leve l of experience; l ine of s ight .  

Duration :  One s imple melee action/attack. 

Damage: None ,  j ust momentary loss of contro l .  

Attacks per Melee : Each contro l l i ng  action counts as one 
of  the super being 's  own melee attacks/actions.  

Saving Th row: Appl icab le  on ly when the victim real izes 
his body is being contro l led by another, and then req u i res 
a ro l l  of 1 6  or h ig her ( P . E .  bon uses appl icable) to save. A 
successfu l save means the v ictim reta ins contro l  of h is  
body .  

3.  Crawl ing  Fles h :  An i mpressive and eerie abi l i ty that 
makes the skin of victi ms to undu late and wriggle as if 
someth ing is moving or crawl i ng  underneath it !  The effect 
covers the ent ire body and  is q u ite horrific and d istract ing 
although pa in less . 

Range:  Touch or 50 feet ( 1 5 . 2  m) + 1 0  feet (3 m) per level 
of experience ;  l i ne  of s ig ht. 

Duration:  Two melee rou nds (30 seconds) per level of ex
perience. 

Damage:  None,  but see penalt ies below. 
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Attacks per Melee: Each i n fl iction of Crawl ing Flesh 
cou nts as two melee attacks/act ions. 

Saving Th row: On ly by ro l l i ng  a save of 12 or h ig her 
(P . E .  bonuses app l icable) does the victim resist the effects 
of the power (no  penalties) .  

Penalties : Horror Factor 14 to every person who sees the 
flesh crawl i ng ! Th is sca res most people who see the vic
t im and a fa i led H . F . rol l  means they lose i n itiative and one 
melee attack for that one melee rou nd when it is first seen . 

The vict im with C rawl ing Flesh loses some sensation  of 
touch ,  is i ncred ib ly d istracted , and scared (weirded out) 
h i mself. The fol lowing penalt ies apply for the duration of 
the Crawl i ng  Flesh :  -3 on  al l  i n it iative ro l ls ,  -25% on al l  ski l l  
performance, red uce a l l  com bat bonuses by one  point 
each .  

4. Paralys is Fles h :  This  attack temporari ly paralyzes a 
part of its v ictim's body ,  immobi l iz ing  that particu lar  l imb .  A 
para lyzed hand means that the person can not pick u p  o r  
ho ld  objects , write, or u se the  hand  i n  any  way. A para
lyzed arm means the l imb dang les uselessly at the per
son 's  s ide.  A para lyzed leg wi l l  make stand ing  d ifficult and 
movement difficu lt ( reduce speed by 80% a nd -2 to parry 
and dodge) .  The super being must touch the l imb to para
lyze it. I nternal  o rgans can not be affected , so the heart, 
l u ngs ,  etc. cannot be stopped . Note : Paralysis can not af
fect people i nside power/body armor, nor andro ids ,  robots 
or cyborgs .  

Range:  Touch .  

Duration :  One min ute (4 melee rounds) per level of  expe
rience. 

Damage: None,  just temporary,  isolated paralysis. 

Attacks per Melee: Each paralyz ing touch counts as two 
melee attacks/actions .  

Saving Th row: 14 or  h ig her (P . E .  bon uses a ppl icab le) .  A 
successfu l save means no effect, the l imb works perfectly .  

5. Sculpt Flesh :  The super being  is  ab le  to push,  move 
and change l ivi ng  flesh as if he were working clay ! Th is 
ab i l ity can be used to change h is own or  another person 's  
featu res to look l ike someone e lse ,  a l ien ,  monstrous or  
g rotesque.  He can a lso change the  sk i n  color, create o r  
remove sk i n  b lemishes, b lotches, age marks, b i rth marks , 
moles, p imples, make the sk in appear you ng or wrinkled 
and aged , etc. Al l of wh ich are especia l ly usefu l  in creati ng 
d isg u ise, impersonations ,  making someone look l i ke 
someone else, tormenting ca ptives by d isfig u ri ng  the i r  
face or body, and so  on .  Note : There is no d ifficu lty 
chang ing a subject's featu res with th is  ab i l ity , but to make 
an ind ividua l  look exactly l i ke another  person req u i res the 
Disguise ski l l .  

The super be ing can restore flesh (sk in  and mu scle) 
that has been damaged from acne ,  fi re/bu rns ,  d i sease , 
poison , i nj u ry or tortu re by erasing scars a nd blemishes, 
and restoring the flesh to i ts natu ra l  health and vital ity ,  or 
vice versa . The abi l ity can also temporari ly erase tattoos, 
sca rs and brand ing  marks. The hea l i ng  is done by working 
it with h is hands to ru b and smooth out the areas of the 
body to be restored and focus ing his ab i l ity to the desired 
effect. 



I n  the alternative , the super being  can create scars, 
b lemishes, p imples, rashes, d i sfig u re ment and even open 
wou nds. He can rearrange facial featu res, and mold the 
flesh anywhere on the body, i nclud ing  twist ing and d isfig
u ri ng  l imbs, creating a h unched back, cripp led look ing fi n
gers ,  and so on .  The end resu lt of serious d isfigu rement is 
-2 on  attacks per melee round ,  red uce Spd and combat 
bon uses by half and ski l l  perfo rmance is  -20%.  Thankfu l ly ,  
there is no physical  pai n from the Scu lpt ing of  Flesh , but 
there may be emotiona l  trauma,  especial ly to those who 
don ' t  know the changes are tempora ry .  Note: Cannot be 
eas i ly used in  combat un less the in tended victim is a l 
ready paralyzed , immobi l ized or  u nco nscious .  

Range:  By touch;  self or  other. 

Duration : Disfigurement on ly lasts for 5 m in utes (20 me
lee rounds) per level of experience, but changes made 
with the purpose of disguise or  impersonation last fo r 20 
min utes per level of experience .  

Damage:  None per se, other than penalt ies. 

Attacks per Melee: Each act of flesh scu lpt ing counts as 
one melee attack/action . 

Saving Th row: 1 4  or h igher  ( P . E .  bonuses appl icable) is 
needed to resist d isfig u rement. 

Bon uses : +1 5% to D isgu ise and + 1 0% to Impersonation  
and I nterrogation ski l ls .  

6.  Heal  the Flesh of Others :  By us ing h is  i nfl uence on 
flesh ,  the character ca n heal others with the lay ing  of 
hands and concentration . Heals wounds and restores 2D6 
H it Points and 2D6 S .D .C .  per touch . Can on ly heal physi
ca l wou nds,  NOT diseases, drugs, tox ins and poisons. 

Range:  Touch . 

Duration :  Permanent resu lts. 

Attacks per Melee : Each lay ing  of heal ing hands counts 
as three melee actions/attacks . 

7 .  Other Abi l ities and Bon uses : The super being 
hea ls th ree times faster than a norma l human and without 
scarri ng .  + 1 D6 to H i t  Poi nts per level of experience ,  + 1 5% 
to save vs coma/death , and never suffers from skin  rashes 
or acne ( un less de l i berately created for the purpose of d is
gu ise) .  

Force Man i pu l at ion 
The super bei ng can generate and manipu late a force 

that is neither energy nor  matter, but someth ing akin to 
Telekinesis .  

1 .  L ift and Hold Objects : Simi lar  to Telekinesis,  the 
pu l l i ng  force can be used to l ift/d rag objects or people i nto 
the a i r  and hold them there .  The object/victim can be 
made to fly across the room or to s imply be suspended a 
few feet off the floor. The object or victim being held by 
th is power can a lso be spun a round ,  fl ipped upside down 
or moved around as des ired .  B ut this power is  not Teleki
nesis ,  so it can not be u sed to fl i p  switches, push buttons 
or perform any fi ne  man ipu lation of  the objects being  held . 

Maximum Weight:  500 pounds (225 kg) + 1 00 pou nds (45 
kg) per leve l of experience .  

Range:  200 feet (61  m) +20 feet (6 . 1  m) per  leve l of  expe
rience. 
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Duration:  The object can be held suspended unti l  the 
character ceases his concentration . 

Damage :  The object/victim being held can be smashed off 
the g round or other  sol id object, taki ng 2D6 points of dam
age. 

Attacks per Melee: Fortu nately ,  on ly m in imal concentra
tion is req u i red , enab l i ng  the character to engage i n  com
bat or other  actions  wh i le us ing th is ab i l ity .  However, the 
character must s pend one  melee attack/action per round 
to  maintai n the effect. Fa i lu re to  do so means the ob
ject/victim being held comes crash ing to the grou nd . Mu lt i
p le objects can be held , prov ided that the character has 
sufficient attacks/act ions per melee round to hold each of 
them . 

Bonus : +2 to strike when s lamming the held object/victim 
off a specific target. 

2. C rush Objects :  Another ab i l ity avai lable with this 
power is that of crush ing  an object/v ictim held in  its pu l l .  
The  object is  crushed by  "pu l l i ng" its outsides towards the 
center with the fu l l  force of the power. Note the object 
must fi rst be held with the Lift and Hold Objects abi l ity be
fore it can be cru shed , and the attacks/actions per melee 
needed are accumu lative . 

Maximum Weight:  500 pounds (225 kg ) + 1 00 pou nds (45 
kg) per level of experience .  

Range:  An object a l ready bei ng he ld  and  with in  200  feet 
(6 1 m) +20 feet (6 . 1 m) per level of experience.  

Duration:  The object be ing held can be crushed u nt i l  the 
character ceases h is  concentration .  

Damage: Crush ing an object does 6D6 pOi nts of  damage 
per melee round .  

Attacks per  Melee: Sl ightly more concentrat ion is  re
qu i red than just ho ld ing an object, but  the character is sti l l  
ab le  to  engage in  combat or other actions wh i l e  us i ng  th is  
ab i l i ty .  However, the character must s pend three melee at
tacks/actions per round to ma i nta i n  the effect. Fa i lu re to 
do so mea ns the object/victim is released . 

Bonus:  None.  

3.  Pu l l ing Heavy Objects : Even heavier objects can 
be pu l led along the g round with the Force Man ipu lation . 
This ab i l ity could be used to pu l l  a bus load of people out 
of danger, or pu l l  a d isab led veh icle out of the way . 

Maximum Weight: 3000 pounds ( 1 350 kg ) + 1 000 pounds 
(450 kg ) per leve l of experience .  

Range:  20 feet (6. 1 m) per level o f  experience.  

Duration : The object can be pu l led a long u nt i l  the charac
ter ceases his concentration .  

Damage: None.  

Attacks per Melee:  Ful l  concentrat ion is  requ i red to pu l l  
a long  an object this heavy , mean i ng  that the character 
can not take any other actions wh i le do ing so .  He can ta lk ,  
shout or walk  a long wh i le  towin g  h is  bu rden ,  but he cannot 
use any other powers , or make any other k inds of attacks 
whi le  th is abi l ity is being used . 

Bonus:  None.  

4. H u rl Heavy Objects : The most devastati ng use of 
th is abi l ity is to h u rl a heavy object th rough  the a i r  by "pu l l -



i ng"  it rap id ly towards the target, then re leas ing the object 
at the last moment. Wh i le  the a im ing for such an attack is  
d i fficu lt, the  resu lts are qu ite i mpressive. Of cou rse, both 
the target and the object being th rown wi l l  take damage in  
the attack. 

Maximum Weight: 3000 pounds ( 1 350 kg ) + 1 000 pounds 
(450 kg ) per leve l of experience. 

Range:  20 feet (6. 1 m) per level of experience.  

Duration:  I nstant. 

Damage:  The target takes 1 D4x1 0 damage per 1 00 
pou nds (45 kg ) thrown ,  the object be ing th rown takes half 
that damage. 

Attacks per Melee: This attack req u i res considerable ef
fort , so it cou nts as th ree melee attacks/actions .  

Bonus:  +2 to stri ke , i ncl ud ing  any P . P .  attri bute bonus  to 
stri ke, but no other  bon uses are app l icable .  

G ra nt Powers 
Unusual even among super ab i l it ies , th is  power does 

not grant the super being any addit ional  specia l  ab i l ities ,  
i nstead it a l lows h im to temporari ly g rant a super power to 
an otherwise ord i nary character! Note : Does NOT work on 
other  beings with su per ab i l it ies ! 

The power insti l led can be one of the su per be ing 's  
own ,  other ab i l ities (excludes Grant  Powers) at half the 
level of power/experience that he is cu rrently, or  a Ran
dom Minor Super Ability at first level strength/potency. 
The super being reta ins all of h is  own ab i l it ies ( Le . , he can 
g ive out a copy of one of his own powers without los ing 
that power h imse lf) . 

The g ranti ng of a super  ab i l ity can on ly be i nst i l led i n  an 
ord i nary , mortal person .  Th is may be done as a means to 
protect h im or get h im  or her out of harm's way , or to pro
vide pol ice or rescue people with super ab i l it ies to he lp 
them in  the i r  task,  or  i nst i l led i n  ord inary people to assist 
the authorit ies o r  the super  be ing in a rescue,  battle o r  
fight ing crime. Grant Powers may b e  used to temporari ly 
empower a sidekick, assistant ,  or  henchman ,  or be g iven 
out as a reward for services rendered . 

Note: Wh i le the super being can g rant powers to others ,  
he can NOT g rant h imself any  additional  su per ab i l it ies. 
Grant  Powers does not work on fe l low super be ings,  crea
tures of magic, immorta ls ,  deities or su pernatu ral beings .  
However, crime-fighters who fa l l  i nto one of  the non-super 

ability Power Categories, l i ke Hardware, Physical  Tra in i ng ,  
Ancient Weapons Trai n i ng  or  Special Tra in ing may be 
granted powers . Psychics, mages, b ion ic characters, mor
ta l a l iens ,  and i nte l l igent  mutant an imals can a lso be 
g ranted a super ab i l ity ,  but the duration is half as long as 
when used on  a " normal h u man . "  

Personal Cost: For  each power g ranted (to d ifferent peo
ple, one per i nd iv idua l )  the super being  burn s  up 1 06+6 of 
his own Hit Points. 

Range:  Touch , or u p  to 1 0  feet (3 m) per level of experi
ence starti ng at level two ; l i ne  of s ight .  

Duration:  Three min utes ( 1 2  me lee rounds) per level of 
experience of the su per be ing who is granting the power. 
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Damage:  As per the super ab i l ity g ranted . 

Attacks per Melee : Bestowing a power counts as two 
melee attacks/actions .  

Bon uses : +5 to save vs attacks that wou ld take and bor
row, negate or cancel out any of th is character' s super 
ab i l it ies. Furthermore ,  th e Grant Powers abi l ity ,  itself, can
not be sto len ,  copied , m imicked or negated by another  
super  being ,  mag ic or device. 

G ravity Waves 
The super bei ng tu rns h i mself in to a gravity wel l ,  caus

ing a l l  objects and people to be inexp l icably pu l led toward 
h im .  He can also reverse the power, creat ing a wave of 
gravity that pushes away and knocks down a lmost any
th ing with i n  its range .  The g ravity waves can even be fo
cused i nward to a l low the super being to fly via anti-g ravity 
fl ight. 



1 .  Generate Gravity Waves : The character can create 
waves of g ravity that draw a l l  objects and people towards 
h im .  

I t  i s  incred ibly d i fficu lt  to  break free of  the g ravity 
waves, requ i ri ng  a speed of Mach 1 + or some form of 
anti-g ravity fl ight to get out of the range of the gravity 
waves. 

Range:  Point with the hands ,  focus on a specific target 
(weapon , person ,  veh icle) and a wave of gravity pu l ls  that 
one particu lar  object or i nd ivid ual  to the super being from 
up  to 500 feet ( 1 52 .4 m)  away . Or  the character can rad i
ate a g ravity fie ld 1 00 feet (30 . 5  m) i n  d iameter to pu l l  ev
eryth ing ,  in a l l  d i rections ,  to h im .  

Duration:  I nstant b last u sed to  d isarm or g rab someone 
and bring them over qu ickly,  or  a field that lasts as long as 
the character mainta ins  h is concentration .  

Effects/Pu l l :  The fol lowin g  l ists the weights (for people 
and objects) and the d i stance that each is pu l led towards 
the hero . 

1 0 , 00 1  I bs or more (4500 .5  kg or more) object - d rawn 
1 04 feet (0 . 3  to 1 . 2 m) closer per melee round .  

5 , 00 1 -1 0 ,000 Ibs (2250 . 5  to  4500 kg )  object - d rawn 
1 06 feet (0 . 3  to 1 . 8 m) closer per melee round .  

2 , 50 1 -5 , 000 Ibs  ( 1 1 25 . 5  to  2250 kg) object - drawn 206 
feet (0 . 9 to 3 .6  m)  closer per melee round .  

1 000-2 ,500 I bs (450 to  1 1 25 kg) object - drawn 506 
feet ( 1 . 5  to 9 . 1 m)  closer per melee round .  

500-999 Ibs  (225 to  449 . 5  kg ) object - drawn 1 04x1 0 
feet (3 to 1 2 . 2  m) closer per melee rou nd .  

1 00-499 Ibs (45  to  224 . 5  kg) object - d rawn 204x1 0 
feet (6. 1 to 24.4 m)  closer per melee round .  

1 1 -99 Ibs (4 .9  to  44 . 5  kg) object - d rawn 2 06x1 0 feet 
(6 . 1 to 36 .6 m) closer pe r melee round .  

10  I bs  or  less (4 . 5  kg  o r  less) object - d rawn 404x1 0 
feet ( 1 2 . 2  to 48 .8  m) closer per melee round .  

Note: A protective g ravity fie ld stops a l l  objects/people 
1 04 feet (0 .3 to 1 . 2 m) from the supe r  bei ng ,  and p revents 
the objects from slamming into h im ,  but bri ngs them close 
enough to be easi ly struck in melee combat. This natura l  
buffer does not  prevent the  v icti m(s) from attacki ng the 
character i n  melee combat. The super  bei n g  can use th is  
power s imu ltaneously with the  Grav ity Wave Sh ie ld ,  bu t  
not  with the  ab i l ity to  Reverse Gravity Waves or h is  
Anti-Gravity F l ight ab i l it ies. 

Damage: No d i rect damage, but objects/people can be 
d rawn to with i n  striki ng range of the super being ,  d is
armed , or pu l led i nto the path of an oncoming veh icle, the 
wait ing arms of the law, etc. , provided they are between 
the victim and the gravity-wie ld ing super bei ng .  

Attacks per  Melee: A qu ick b last used to  d isarm, snare a 
weapon or device , or to pu l l  an opponent to the super be
ing in  one qu ick gestu re cou nts as one melee attack. 
Heavy items typ ica l ly take 2 or more melee attacks; so 
many feet (meters) per melee action/attack u nt i l  the target 
reaches the super  being . Once the heavy item is i n  front of 
the super being ,  he must spend one melee attack/action 
per round to mainta in  the g ravity fie ld to keep h is adver-
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sary close . Fai l u re to do so means the effect of the gravity 
waves ends immed iate ly and the objects/people are no 
longer d rawn toward the character. 

2. Reverse Gravity Waves (Push) :  By creating a field 
of reversed gravity waves the character is able to push a 
specific person or object away from h im .  The push of 
these g ravity waves is noticea bly stro nger than the pu l l  of 
his normal gravity wave ab i l ity . B lasti ng an opponent with 
a push g ravity wave wi l l  send h im fly ing  dozens of yards .  
On ly characters who can fly (by any means)  can stop 
themselves from slamming i nto a wa l l  or object, and can 
figh t  the g ravity push ,  reducing the d i stance by ha lf. Only 
cha racters with a Su pernatu ra l P .S .  of 45 or  the a bi l ity to 

travel  ( ru n ,  fly ,  whatever) faster than Mach 1 can break the 
g ravity wave and exit, or fight  to hold their cu rrent position 
with out los ing g round .  

Range:  Point with t he  hands ,  focus on a specific target 
(weapon ,  person , vehic le) and a wave of g ravity pushes! 

repels that one particu lar  object or ind iv idual  away from 
the super being. The blast can be used on targets u p  to 
500 feet ( 1 52 .4 m) away.  Or the character can rad iate a 
g ravity fie ld 1 00 feet (30 . 5  m) i n  d iameter (with h im in  the 
center) to push everythi ng  away from h im ,  i n  all d i rections .  

Duration:  I nstant b last o r  a fie ld that lasts as long as the 
character mainta ins  his concentration . 

Damage/Effects from Pus h :  Same d istance as pu l l ,  
above, on ly the  target is  bei ng pushed away rather than 
pul led toward the super being. Typica l ly ,  vict ims land with 
a th ud on their  bottoms (01 -75% ch ance;  loses i n itiative 
and two melee attacks , and takes 1 06 damage; +406 
damage if s lammed in to a wal l ,  veh icle or other large 
heavy object, half  that if s lammed into another person) .  

Note : This power can not be used with the Generate Grav
ity Waves ab i l i ty or Gravity Wave Sh ield ab i l ity ,  but it can 
be u sed with Anti-Gravity F l ight .  

Attacks per Melee : A q u ick blast used to d isarm, knock 
away a weapon or device, or to push an opponent away 
from the super be ing in one q u ick gesture counts as one 
melee attack. Heavy items typ ica l ly take 2 or  more melee 
attacks; so many feet (meters) per melee action/attack un
t i l  the  target is pushed to  the  maximum d ista nce. Once the 
heavy item is at a su itab le d istance away, the super being 
must spend two melee attacks/act ions per round to main
ta in  the gravity fie ld to keep h is adversary at a d istance . 
Fai l u re to do so means the effect of the gravity waves 
ends immed iately and the objects/people are no longer 
held at bay . 

3. Gravity Wave Sh ield : The man ifestation of a gravity 
sh ie ld that causes a l l  physica l  attacks , inc lud ing bu l lets , 
g renade shrapne l ,  m iss i les, ra i l  gun  rounds ,  pu nches ( re
gard less of the attacker's P .S . ) ,  kicks, swords and other  
melee weapons, car crashes or  s im i lar  attacks , to  stop 
short of h itti ng the super  being . This power functions as a 
parry ( ro l l  a 020 as normal)  against a l l  incoming physica l  
attacks ,  inc lud ing those from beh ind or surprise , on ly the 
usual bonuses are NOT added to th is g ravity parry . How
ever, the character is +3 to parry (+ 1 at leve ls 4, 8 and 1 2 ) 
us ing th is aspect of h i s  power. Note that a vol ley of bu l lets 
or a n umber of th rown items count  as one parry.  A suc-



cessfu l parry means  that the attack stops short of the 
super being ,  hangs in m ida i r  for a m in ute and floats to the 
ground ,  and the character suffers no damage from the at
tack. 

4. Anti-Gravity F l ig ht: The su per be ing can hover and 
fly but at low speeds .  H owever, as an anti-g ravity power, 
the character can use i t  to breach a planet' s gravitationa l  
pu l l  and float into outer space. 

Maximum Speed : 50 mph (80 km) .  

Height/Altitude: Effectively u n l i mited , right up in to oute r  
space. However, trave l i ng  h ig her tha n 30,000 feet (9 1 44 
m) requ i res the u se of a spacesuit and oxygen supply o r  

env ironmental  armor. The character may be able t o  g o  
in to space , b u t  he sti l l  needs p rotection from the cold and 
an a i r  supply to breathe .  Note: I f  the character goes into a 
th i n  atmosphere unprotected he loses two melee at
tacks/actions per round and cou ld lose consciousness and 
fa l l  to the Earth ( impact is automatic death from that 
heig ht) . 

5. Other Abi l ities and Bon uses : The character is im
mune to a l l  other  g ravity man ipu latin g  powers or effects , 
as h is power cancels the other out, and v ice versa. Can 
sense the exact g ravitational  forces at work on any object 
(e . g .  there is 0 . 1 7  G on Earth 's moon) ,  gets +306 to 
S . D .C .  

I l l us ions 
I nsp i red by Kevin Siemb ieda 

The su per being is a master of i l l usions ,  able to create 
a phantasm of anyth ing  he desires.  An i l l usion looks, 
sou nds and feels real i n  every way to those affected ,  on ly 
the senses of taste and smel l  are not rep l icated . The im
age can be of a car, g u n ,  sword , wal l ,  snarl i ng dog , pol ice 
officer, crowd of people , v i l la ins ,  a l iens ,  monsters or de
mons,  etc. I l l us ions are l imited to the character's personal  
knowledge and experience .  C reating an i l l us ionary image 
of a specific or exotic creatu re based u pon d escriptions or 
enti rely by memory is l i kely to resu l t  in a flawed i l l us ion , 
but us ing a picture ,  photo o r  video-image works much 
better. 

Number of Simu ltaneous I l lus ions : One i l l us ion can be 
created at levels 1 ,  3 ,  6, 9 ,  1 2  and 1 5 ,a l lowing for a maxi 
mum of six s imu ltaneous i l l us ions by the t ime the super 
bei ng reaches level 1 5 , regard less of the type of i l l us ions 
created . 

Duration:  The character's i l l us ions last as long as the 
hero contin ues to concentrate on  mainta in i ng  them. 

Attacks per Melee: I t  requ i res one melee attack/action to 
create a new i l l us ion ,  but once created it on ly takes two 
melee attacks/actions per rou nd to mainta in  a l l  of the 
su per being 's  cu rrent i l l us ionary images. 

Saving Th row: On ly by rol l i ng  a save of 16 or  h igher 
(M . E .  bon uses appl icab le) does the v ict im see through the 
i l l us ion .  Super be ings o r  an imals with a heig htened sense 
of smel l  (or taste if the situation  arises) can not be fooled 
by these i l lus ions i n  c lose combat, and w i l l  a lways see 
th rough them for what they real ly a re .  However, from a 
d istance, the i l l usion sti l l  works fine .  L ikewise , any super 
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being  with radar or sonar  wi l l  real ize that the i l l us ions have 
no substance and the images must be fa lse i l lus ions .  

Seeing Th rough the I l l usions : To see through an i l l usion 
is extremely d iffi cult , fo r the person must be completely 
sure that it is not real .  The sh adow of a doubt at the last 
m in ute co uld have terri b le conseque nces. Depend ing on 
the ci rcumstances, the victim of an i l l us ion may attempt to 
figh t  it by convincing h imself th at it is not rea l .  

One  way is  i f  the other characters i n  the  group  present 
a convincing argu ment or  evidence to show the i l l usion for 
what it rea l ly is (or isn 't, as the case may be) .  This " rea l i ty 
check" g ives the character a chance to make a new sav
ing th row with a bonus  of +2 to save. A successfu l save 
means  the victim instantly sees th rough the i l l usion . 

Another way to fig ht the effects of an i l l usion is by notic
ing  i ncons istencies or flaws i n  rea l i ty such as a missing 
shadow on a brig ht day, or  a massive creatu re walk ing out 
of a smal l  room,  and so on .  I f  these th ings are noticed , the 
player can rol l  to see if his character is convinced that it' s 
an i l l usion . This " real i ty check" g ives the character a 
chance to make a new saving th row as often as once ev
ery melee round  with a bonus  of +2 to save . A successfu l 
save means the v ictim i nstantly sees th rough the i l l us ion .  

I n  a s imi la r vei n ,  the  u se of  super abi l it ies, mag ic or 
psion ic detection spel ls can be of g reat advantage in  com
bati ng i l l us ions .  A Sense Magic ,  Sense Evi l ,  See th e I nvis
ible, and X-Ray Vis ion can al l be usefu l  in real iz ing that 
the sights and sounds are i l l u sions. Also, psionic probes 
such as See Aura, Detect Psion ics, Sense Magic, Sense 
Good or Evi l ,  Telepathy and Presence Sense are ex
tremely he lpfu l ,  p rovid ing  the psion ic ind ivid ual with a bo
nus of +2 to save (can be tri ed once per melee round ) .  
Here's why .  I l l us ions have NO physical substance or biol
ogy . Consequent ly ,  noth ing  wi l l  reg ister, because it is not 
real .  Also, an i l l us ion is  not ev i l ,  magic, or psionic i n  na
ture ,  nor does it have an au ra ,  or  thoughts to be picked up 
from a telepath ic scan .  Most convinc ing of al l ,  it has no 
presence.  

Death by I l lusion : An i l l usion  can appear to be so rea l is
tic that the person u nder its i nfl uence can be made to be
l ieve that he is be ing beaten ,  slashed , mashed , bu rned , 
etc. The victim can be made to feel  the sl ice of a b lade or  
the heat of fi re . Because he is  feel ing the  i l l usion ,  he is a 
part of its actions and imagi nes suffering damage from its 
attack, bleed ing ,  bu rn i ng ,  etc. Even though all of th is is  
just i l lus ions ,  the player must ro l l  damage for h is character 
as if it were rea l .  

Combat can be short o r  d rawn out depend ing on the 
victi m's perception of his enemy (overwhelming ,  an eq ua l ,  
a wimp,  etc . )  and the i ntent ions of  the i l l usion ist. When the 
l iv ing character be l ieves his Hit Points have been reduced 
to zero or below, he wi l l  bel ieve he has d ied and wi l l  col
lapse.  In  real i ty ,  h is body is whole and healthy, but the i l l u 
s ion  has created such a flood of  sensations that it has 
shocked h is system ,  tem porari ly knocking him out for 204 
melee rounds .  

I f  the death i s  particu larly gruesome, the character may 
remain u nconscious  for twice as long and/or suffer perma
nent mental s ide effects (G . M .s ,  use your d iscretion but a 



rol l  on the phobia table o r  even the random insan ity table 
may not be out of l i ne) .  I f  the i l l us ion of death is extremely 
sudden,  horrendous or  devastati ng ly real ,  l ike being atom
ized by a l ig htn ing  bolt or bei ng torn to pieces by a pack of 
wolves , there is  a 0 1 -50% chance of the character lapsing 
into a coma and actual ly dying u n less he receives med ica l  
treatment (+20% to  survive) . See  recovery from a coma in  
the  HU2 ru le book on  page 1 8 . H owever, death and seri
ous trauma are ra rit ies. 

Note that it  is possib le for the l iv ing victim of an i l l u s ion 
to defeat h is i l l us ionary opponent. An extremely confident ,  
pos itive or  d riven character may actual ly defeat h is  i l l u 

s ionary foe (plays out  l i ke a normal combat) . When th is  
happens,  the  i l l us ionary enemy is  k i l led and the  i l l usion i n 
stantly ends.  A character with an extremely h igh  M . E .  
(20+) may also b e  able to defeat h i s  imag inary adversary 
i n  the course of (perceived) normal combat. 

Types of I l l usions: 

1 .  I l l usionary Objects : The su per be ing  can create 
s imple objects , l i ke a sword , sh ie ld ,  g u n ,  g renade , chair ,  
tab le ,  wal l ,  tree, parked bus or  other  s imple object. I l l u 
s ionary objects a re s imple to  create and d ifficult  to see 
through (-2 to save) .  

Range:  Touch/hand-held ,  or u p  to  1 0  feet (3 m) for a sta
tionary object. 

Damage: If an i l l us ionary weapon is created and fi red , the 
vict im wil l be l ieve he has suffered genu ine  damage, see 
blood, and react accord ing ly .  Th us ,  a character who be
l ieves he has been seriously wou nded wil l react with a l l  
t he  usual penalt ies, and even fa l l  over u nconscious i f  he  
th i n ks he has  been rendered near  death ! I n  real i ty ,  he has 
suffered NO damage from the i l lus ionary weapon at a l l ,  
bu t  won't  know that unt i l  the  i l l usion ends !  

2.  I l l usionary Opponents :  The super be ing  can sum
mon up  a l l  manner of  i l lus ionary opponents to  battle h is  
enemies, from known enemies to  so ld iers ,  wi ld an imals ,  
monsters, d ragon s, g iant robots, and on and on .  

Range:  Line of  s ight  up  to 1 00 feet (3 m) per  level of  ex
perience. 

Attacks per Melee : The i l l us ionary opponent wil l  have 
from 4 to 6 attacks per melee depend i ng  on its nature (up  
to  the  G .M . ) . 

Damage:  Aga in ,  the vict ims of the i l lus ion wi l l  be l ieve they 
take damage from attacks that h it them,  and respond ac
cord ing ly .  The amount of damage depends on what the i r  
"opponent" i s  us i ng  against them (fist , gun ,  energy blasts , 
etc . ) .  Th us ,  a character who bel ieves he has been seri 
ous ly wou nded wi l l  react with a l l  the usual  penalt ies, and 
even fa l l  over unconscious if he  th i n ks he has been ren
dered near  death ! I n  real i ty ,  he  has suffered NO d amage 
from the i l l us ionary opponent at a l l ,  but won' t  know that 
u nti l the i l l usion ends !  

Bon uses : Most i l l us ionary opponents are presented as 
serious and dead ly opponents and are +3 to i n itiative and 
+6 to stri ke , parry and dodge (no other  bon uses apply) .  

3.  Creating an i l l usion of  a s pecific person known to 
the vict im(s) of the i l l us ion is very d ifficu lt ,  u n less that per
son is extremely fami l iar  to the i l l us ion 's  creator or he has 
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a pictu re o r  video as a constant sou rce of reference.  Use 
the fol lowing table when the i l l us ion ist attempts to create 
the i l l us ion of a particu lar  person .  

Range:  Line o f  s ight u p  to  1 00 feet (30 . 5  m)  pe r  leve l of 
experience .  

Attacks per  Me lee : The i l l us ionary opponent w i l l  have 
from 4 to 6 attacks per melee depend ing on its nature (up  
to  the  G . M . ) . 

Damage: Same as #2 , above. 

Success ratio based on the degree of knowledge & fa
mi l iarity :  Rol l  percent i le d ice to determine the qua l ity and 

perfection of  the i l l us ion whenever an i l l us ionary d isgu ise 
is u sed . A fa i led rol l  means a flawed i l l us ion ;  rol l  on the fol
lowing table to determine  just h ow flawed . 

• Su bject i s  extremely wel l  known to the i l l usion maker: 
0 1 -96% l i ke l i hood that the i l l us ion is perfect. 

• Su bject studied extens ive ly: 0 1 -86% l ikel i hood that the 
i l l usion is perfect. 

• S u bject studied on ly a few ti mes: 0 1 -60% chance that 
the i l l us ion is  perfect. 

• Subject seen o n ly a few t imes: 0 1 -30% chance for a 
perfect i l l us ion . 

• Su bject seen once or twice: 0 1 - 1 5% chance for a per
fect i l l us io n .  

• Su bject seen very br iefly/a pass ing g lance:  0 1 -05% 
ch ance of a passable i l l usio n .  Very flawed un less the 
ro l l  was with i n  the narrow marg in  of 0 1 -05% . 

• S u bject u n known ,  based on an  e laborate descri ption : 
0 1 - 1 0% chance of a passable i l l us ion.  U n mistakably 
flawed u n less the rol l  was with in  the narrow marg in  of 
0 1 - 1 0%.  

• S u bject u n known ,  based on  vag ue description :  0 1 -02% 
chance of a passable i l l usion . U nmistakably flawed un
less the ro l l  was with i n  the narrow marg in  above. 

Determin ing the degree of a flawed i l lusion:  An unsuc
cessfu l i l l us ion means that i l l us ionary d isgu ise is flawed in  
some noticeable way : the wrong ha ir  co lor, no mustache ,  
too fat, too skinny ,  too ta l l ,  too short, too old , wrong race , 
etc. Rol l  on the fo l lowing tab le at the very fi rst moment the 
i l lus ion is created to see just how flawed it is .  

01 -20 U n mistakably flawed : 01 -90% l ike l i hood that 
the victim(s) of the i l l us ion wi l l  notice the flaws and in
stantly see th roug h the i l lus ion . 

21 -40 Very flawed : 0 1 -70% l i ke l ihood that the victi m(s) 
of the i l lus ion wil l notice the flaws and wi l l  see th rough the 
i l lus ion with i n  1 04 melee rounds .  

41 -70 Somewhat flawed :  0 1 -40% chance th at the vic
t im(s) of the i l l u s ion wi l l  notice the flaws and wi l l  see 
th rough the i l l us ion with i n  1 06 melee rounds .  

71 -00 Sl ig htly flawed : 01 -20% chance that  the vic
tim(s) of the i l l usion wi l l  not ice the flaws and wi l l  see 
th rough the i l l us ion with i n  204 melee rounds .  

4. I l l usionary Disguise:  The su per being can create a 
s ing le i l l us ionary i mage over h imself. The i l l us ionary d is
gu ise is used to completely hide one's own featu res and 
cloth ing .  Can be an old man, pol ice officer, super-hero ,  
woman ,  ro bot, etc. The best d isg u ises are the s implest ,  



l i ke chang ing the color and sty le of clothes, ha i r, sk in and 
facial featu res .  

Impersonation i s  a lso possib le if the  character has  that 
espionage ski l l ,  but the i l l us ionary d isgu ise wil l not hold u p  
under close scrutiny .  I f  t h e  featu res a re those o f  a specific 

person , use the tab les above to determine the level of per
fection or flaws. Remember, on ly a character who doesn ' t  
make h is  saving th row wi l l  see the i l l us ionary d isg u ise ,  
a n d  the i l l us ion w i l l  not h ide t h e  character' s ident ity from 
sti l l  cameras, video cameras or electron ic detectors . 

Range:  Self. 

5. I l l usionary Dupl icates : The su per be ing can create 
i l l us ionary dup l icates of h imse lf to confuse h is  enemies.  
Wh i le  the d upl icates do not attack or  act on their  own ,  they 
do mimic the i l l us ion ist' s every movement exactly . These 
dup l icates are a great way to confuse,  scare and d istract 
an opponent or an angry mob.  The confus ion cau sed by 
the i l l us ions provides the super bei ng a bon us of +2 to in i 
tiative, + 1  to  stri ke and +2 to  dodge .  Each of  the i l lus ion
ary dup l icates created cou nts towards the super being 's  
maximum number of  i l l usions poss ib le .  

Range:  Self, dupl icates rema in  with in  10 feet (3 m) of  the i r  
maker and ape h is every movement a nd words.  

Damage: None,  the dupl icates just confuse and distract 
the enemy .  

6.  I l l usionary Panorama:  The fina l  step i n  the mastery 
of i l l usion is the creation of an ent ire panoramic environ
ment .  Th is  cou ld be a bu i ld i ng ,  a forest, a volca no, etc. 
Everyone in the area is affected , but wh i le  b i rds ,  insects , 
and non-threaten ing wi ld l ife/an imals may be heard o r  
seen i n  the  d ista nce, there are no menacing  monsters o r  
attackers .  This i l l us ion is l im ited to  the  panoramic sett ing 
of the artificial environment, and the panorama sti l l  only 
cou nts as the creation of one i l l us ion .  H owever, the i l l u 
s ion ist can introd uce/add an attacker(s) as per any of the 
other  of i l l usionary ab i l it ies described previously .  

Range:  Up to 50 feet ( 1 5 .2  m)  away per level of experi
ence. 

Area of Effect: 280 foot (85 . 3  m) rad ius .  

Damage: None,  un less the i l l us ionary env i ron ment i s  i n 
nately hosti le ,  l i ke the inside of a rag ing volcano,  then the 
i l l us ion wil l be perceived the same ways as n umbers 1 & 2 
and the victim wi l l  respond accord i ng ly to th reats , danger,  
attacks and obstacles. 

Bon uses : The super being who created the panorama 
can blend i nto h is  i l l us ion and effectively d isappear, a l low
ing h im to stri ke at h is enemies from u nseen positions and 
with the e lement of su rprise; +3 to i n itiative and +2 to 
stri ke from beh ind ,  above or su rprise . Can o n ly d isappear 
when h is opponents have lost s ight of h im .  

7 .  Other Abi l ities and Bonuses: +6 to  save vs  i l l u 
s ions ,  +4 to  save vs fear/Horro r Factor. 

I m m o b i l izat ion Ray 
The super being can fi re a ray that s imu lta neously im

mobi l izes and su rrounds  and protects the target. The ray 
a lso makes the ta rget (person or object) weightless, a l low-
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i ng  the super being to effortlessly move th e immobi l ized 
target. The target and super be ing are con nected together  
by  the  ray , mean ing that for as long  as the  ray is emitted 
and held on that particu lar vict im or object, it is he ld in the 
I mmobi l ization Ray. However, the su per bei ng can not use 
the hand projecti ng the ray for any other pu rpose and he 
loses one melee attack per rou nd and ski l l  performance is  
- 1 5% whi le he sp l its h is concentration  to ma inta i n  the ray . 
The super being can on ly project and mainta in  a tota l of 
two Immobi l ization  Rays, one from each hand ,  and must 
release one to immobi l ize a new target. 

The protective aspect of the ray makes whatever is 
held i nside the beam immune to physical attacks , taking 
no damage from them, i nclud ing  bu l lets, grenades , explo
sives ,  punches ( regard less of the attacker' s P .S . ) ,  kicks , 
swords ,  other melee weapons,  or any other purely physi
cal damage .  But the ray 's  protective field does not protect 
aga inst fire, cold , e lectricity ,  p lasma, rad iation , particle 
beams, other energy-based attacks , psion ics or mag ic  
(except for physical psion iC  or mag ic attacks) ,  pOison ,  tox
ins ,  d isease,  gasses, suffocation ,  d rown ing ,  etc. ; a l l  do full 
damage to the ca ptive i ns ide the ray . Thus,  the Immobi l i 
zation Ray has a variety of uses, from protecting i nnocent  
bystanders , to  captu ring opponents, or moving heavy de
bris/objects , among an assortment of other appl icat ions. 

Weight Tolerance:  200 I bs (90 kg) per level of experi
ence, is the maxi mum weight that can be held in  each I m
mob i l ization Ray, regard less of the actual size/d imensions 
of the person or  object.  Note: Double the weight if  this 
power is possessed by a Mega-Hero. 

Range:  40 feet ( 1 2 . 2  m) + 1 0  feet (3 m) per level of experi
ence. 

Duration:  Two m inu tes (8  melee rounds)  per leve l of ex
perience .  

Damage: No d i rect damage ,  but the person affected can
not move a muscle o r  u se a power, not even to speak (no 
spe l l  casti ng)  or  use a ps ion ic or other mind power. Fur
thermore, t ime seems to pass much more q u ickly for the 
person trapped i ns ide the ray (each minute seems l i ke 
one melee rou nd/1 5 seconds) , so he doesn't  even real ly 
know what 's going on around h im whi le trapped . (Sees 
on ly b its and p ieces in random g l impses . )  Note :  The pro
tective aspect of th is power prevents the su per being from 
l iftin g  a victim h ig h i n  the a i r  and dropping h im .  Nor  can 
the immob i l ized target be used l i ke a cl ub  or batter ing ram 
to hammer other people .  

Attacks per Melee : I t  takes one melee attack/action to 
fi re and establ ish the I mmobi l ization Ray, and uses up one 
addit ional  melee attack per melee per round to mainta in 
the ray and keep the victim held ins ide .  

Bon uses : As per the character's usual  bonuses to stri ke . 

I ndestructi b l e  
By Carmen Bel la i re and Kevin Siembieda 

The character, h i mself, is  not indestructib le ,  but he can 
touch an i nan imate object and make it indestructib le .  Uses 
for this power are many,  but it does take some creative 
thought  to properly apply the ab i l ity to its maximum effec-



tiveness. The I ndestructi b le ab i l ity makes the i nan imate 
object invu l nerab le to fi re ,  co ld ,  rad iation ,  energy-based 
attacks ,  and pure ly phys ica l psion ics or mag ic damage, as 
wel l as impacts , explos ives and all types of physica l  at
tacks . 

The character ca n on ly g rant indestructib i l ity to one ob
ject or item at a t ime, and that item must have some rig id
ity ;  can not affect l iv ing creatu res, p lants, etc. , nor soft 
materia ls l i ke cloth , cloth i ng ,  a th in  plastic bag , and so on . 
S i nce on ly one item can be made indestructible at a time 
if a door is made indestructi ble , the lock ins ide it, and th� 
door jamb around it are not, nor  is the adjo in i ng  wal l .  If a 
tabletop is made indestructi b le ,  the legs  are not, nor are 
any items lay ing on the table. Thus ,  the super being  could 
make one of the doors, or the front  or back window of a 
car I ndestructi b le ,  but not the ent ire car, nor  the eng ine .  
The part made I ndestructib le must be separate and d is
t inct from the whole. The object must also be with i n  the 
su per being 's  weight l i mit , wh ich is  200 Ibs (90 kg) per 
leve l of experience .  Machines and eng ines with moving 
parts and many attached or  l i n ked components cannot be 
made indestruct ib le eith er, on ly s imp le items,  but that is  
more formidable than you might  th i nk. 

Some Examples for the use of I ndestructi b le (object) : 
Making an ord inary yardstick I ndestructib le means it cou ld 
be used l i ke a l ightweight metal p ipe or c lub  to parry a 
swo rd or other weapon and strike back, do ing 1 06 dam
age . Or the yardstick could be used to bar a door or used 
l i ke a crowbar to pry open a door and  so on .  S im i larly, a 
toy Lig htsaber, broomstick, tab le leg , or s imi lar  item made 
I ndestructible cou ld also be used l i ke a weapon to attack 
(do ing 1 06 ,  204 ,  or 206 damage depend ing  on the weight  
and size of the item) or to parry a rea l  sword , cl ub ,  or even 
a chainsaw or magic weapon ! 

A simple lock bu i l t  into a door (or the door jamb if it was 
made I ndestruct ib le) would not break u nder extreme force 
nor could it be shot out with a gun .  Th is cou ld buy critica l 
m in utes as the attacker must chop th rough or smash 
down the door, or  fi nd a nother way i n .  In the alternative, a 
door cou ld be made indestructi ble to prevent gunfi re from 
coming th rough it. Th is  is even more im pressive (and 
amus ing)  when a pane of glass i s  made i ndestructi b le ,  
whi le an i ndestructi b le toy rubber ball or an ice cube cou ld 
be thrown l i ke a rock ( 1 04 damage) .  A Frisbee, paper 
plate, or a piece of cardboard or plastic made I ndestructi 
b le cou ld be tossed into a mach ine to jam i ts gears l i ke a 
wrench .  L ikewise, a la rge p iece of cardboard ,  plastic ,  
wood panel ing or  simi lar large sheet (or garbage can l id )  
cou ld be made I ndestructi b le and used as a sh ield to 
block gu nfi re ,  energy beams and other attacks. S imi larly ,  
an overtu rned tabletop, desk or  one length of wall (but not 
any windows in  the wa l l ,  nor the entire house) cou ld be 
made indestructi ble to stop g u nfi re , energy blasts , fi re , or  
to  withsta nd a whirlwind .  An entire cardboard box (they 
are usual ly one piece made to fold )  can be mad e I nde
structib le to keep whatever is i nside safe ;  wh i le  a flat card

board box cou ld  be su itable for use as a sh ie ld , protective 
cover, or p latform to stand on/walk across.  
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As for body armo r, wh i le  a j umpsu it and even a jacket 
can not be made I ndestructi b le (too soft and mal leable ma
teria l ) ,  the power could be used on  part of the character's 
body armor - perhaps h is  he lmet if ta king a beati ng to the 
head ,  or h is chest if be ing fi red u pon , etc - without any i l l  
effect because th e armor is  broken down i n  parts or seg
ments (the A R. wou ld remain unchanged but that particu
lar  part of the armor would take no damage whatsoever) . 
Reminder:  Does not work on l iv ing beings or cloth/ 
clothes, on ly inan imate objects and materia ls .  An object 
made I ndestructi ble becomes rig id ,  harder  and more sol id , 
thou gh its weight and mass are not a l tered . 

Weight Limit :  200 Ibs (90 kg) per level of experience . 

Range:  Touch .  

Duration:  Two m in utes per level of  experience or for as 
long as the super bein g  mainta ins h is grip/touch on the 
item.  

Damage: None ,  a l though a n  indestructi ble object may be 
used as a makesh ift weapon or too l .  Use common sense 
for assign i ng  damage, and  never more than 206 pOints of 
damage. 

Attacks per Melee : Making someth ing I ndestruct ib le 
takes on ly one touch and counts as one melee attack/ac
tion .  

I n ha b itatio n  
By Carmen Bel la i re & Kevin  S iembieda 

An unusual  power that enables the super being to cre
ate a l i nk  between h imself and the enti re bu i ld ing he i s  
cu rrently i nside .  

1 .  Menta l Mapping :  The l i nked character wi l l  not on ly  
get a com plete mental p icture of the enti re layout/floor 
plan of the bu i ld i ng (the schematic appearing i n  the char
acter's m ind) ,  but he ' l l  know the location of every hal lway ,  
room ,  closet, access pane l ,  service entrance, a i r  d uct , 
window, door, e lectrical out let, wir ing , control pane l ,  e lec
trica l box, sta irwe l l ,  e levator, escalator, conveyor system ,  
hyd rau l ic  p ress, secu rity system,  a larm,  automated bu i ld
ing featu re (weapons,  sensors ,  etc. ) ,  and fixtu re that is a 
permanent part of the bu i ld i ng !  Thus ,  the character can 
eas i ly fi nd h is  way th rough  any part of that s ing le bu i ld ing , 
and not on ly avoid its security and alarm systems, but 
knows where they a re and can deactivate , c i rcumvent and 
control them !  

Note: Furn ish ings a n d  equ ipment such a s  desks ,  cha i rs ,  
fi le cab inets , computers ,  office su pply items, and so on , 
that on ly p lug  i nto bu i lt- i n  outlets and sit on a desk or the 
floor, cannot be seen in the mental map nor located or 
control led .  S im i larly ,  the su per bei ng cannot sense where 
people are ,  but h e  can use the bu i ld ing to he lp h im locate 
them (see number  two , below) . 

Range:  One ent ire bu i ld ing  u p  to 1 00 , 000 square feet 
(9290 sq . m) per level of experience (wh ich may l imit the 
character to one or a few floors in the largest of bu i ld ings) .  

Duration :  The ent i re time ins ide the bu i ld ing ,  but fades 
with in  one min ute after leavi ng the bu i ld ing .  



2. Tap and Use Bui ld ing Features : With a thoug ht, 
the super being can mental ly tap i nto and use any of the 
bu i ld ing 's  bu i l t-i n  featu res .  Th i s  means he can see what
ever its secu rity cameras see, wi l l  know when and where 
an a larm has been tripped , te l l  when any door wi red to a 
security system has been opened , and s imi lar. 

Fu rthermore ,  the bu i ld i ng  and any secu rity systems rec
ogn ize the su per being  as part of the bu i ld ing itself, so he 
does NOT tri p a ny secu rity systems or a larms when he 
goes by. Even more impressive, the super being can ,  with 
a thought ,  tu rn off (or on )  a ny secu rity system (even 
bu i l t-i n wa l l  safes) , a larm , inte rcom system, camera ,  etc . 
He can also make a security camera to turn/repos it ion it

self/point in a d ifferent d i rection ,  or tu rn off for a moment 
or ent irely . This a lso appl ies to bu i lt- in weapon systems, 
e lectron ics ,  locks , etc. Th us,  the l i n ked su per being can 
open any locked door, whethe r  the lock is a manual  key 
lock, touch pad , or e lectron ic !  Along these l i nes ,  the super 
being  can shut off a l l  the water or e lectric ity or l ights o r  
heat or  a i r-cond it ion ing i n  the  ent ire bu i l d i ng ,  or to  just a 
particu lar a rea or one specific room .  

Range:  Any fixtu re with in  the  bu i ld i ng that the  hero cur
rently occu pies and with in  500 feet ( 1 52 . 5  m)  of the hero .  

Duration : The character can contro l  the bu i ld i ng 's  fixtu res 
as long as he remains in the bu i l d i ng .  

Damage:  Normal man-sized doors and windows do 206 
damage when they stri ke an opponent, and heavy indus
tria l  doors can do as much as 6 06 damage when they 
come down on someone.  Water fixtu res ca n be made to 
pou r out on  the floor, making it s l ippery (0 1 -45% chance of 
making it s l ippery enoug h to make an opponent fa l l  down . 
Opponents who fa l l  lose the i n it iative and two melee at
tacks/actions . )  E lectrica l outlets can be made to send out 
an e lectrical d ischarge,  stri k ing an opponent with i n  20 feet 
(6 . 1 m) ,  do ing 406 damage. M ost heavy i ndustria l  equ ip
ment wi l l  do  1 06x1 0 damage, but heavy hyd rau l ic  presses 
can do as much as 206x1 00 damage. Esca lators can be 
sent out of contro l ,  h u rl i ng  opponents across the floor 
(same penalties as fa l l ing on a wet floor) or e levators , 
d ropping them to the i r  deaths.  Heati n g  or coo l ing systems 
can make the in terior of the bu i ld ing  u nbearable .  These 
are just a few of the possi b i l it ies for a character with this 
power (other damages a re left up  to the G . M . ) .  

Attacks per Melee : Each act o f  co ntro l over the bu i ld i ng  
cou nts as  one  melee attack/action . 

Lim itations & Penalties: The super  being cannot i n fl u 
ence, use or control alien technology bu i lt into the bu i ld
i ng ,  but he wi l l  know that  it is present and  where it is  
located . The character can not use o r  control any bu i lt- in 
weapon or system that is control led by an Artificial Intelli
gence (A. I.) nor one that is bei ng man ua l ly contro l led by a 
manned operator. I n  the latter case, if the super being 
taps that system before an operator i s  ca l led i n  to operate 
or fix the system,  the super be ing mainta i ns  control be
cause he tapped it fi rst .  He loses contro l  on ly if he  rel i n 
q u ishes h is control and an outs ide operator steps i n  
afterward to  take over operations .  

Bon uses : Automated and wi red systems wi l l  never react 
to or attack the super be ing ,  and even those that m ight be 
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contro l led by an A I .  or manned operator are known to the 
character so he is +4 to dodge any weapon or security 
systems, and +20% on ski l ls to deactivate , reroute or alter  
the system.  

3.  Condition and Repa ir  of the Bui ld ing : The charac
ter also knows the age and general  condit ion of the bu i ld
ing  as wel l  as any specific defects , damage ,  and hazards 
(bad wiring , rotting  sta i rs, loose ra i l i ng  or  t i les,  etc. ) i n  the 
bu i ld i ng ,  and gets a +30% bon us on the sk i l ls  req u ired to 
repa i r  them.  

Range:  Same. 

Duration :  Repairs are made i n  half the usual t ime and are 
always top notch . 

J i nx Power 
Wh i le most peop le  bel ieve th is strange abi l ity is a " luck" 

based power that i nfl icts the v ict im with bad luck, in truth 
th is power affects the victim 's  sense of self-confidence 
and worth with devastat ing resu lts. 

Range:  Touch , or via a beam of pale red l ight  up  to 1 0  
feet (3 m) per level of experien ce start ing at level two.  

Duration:  Two melee rou nds (30 seconds) when the vic
t im is "j i nxed"  by the super being  but i s  not the target of h is  
or her focu sed wrath . 

I n  the alternative , the super  being can target any one 
vict im,  j i nx h im ,  and remain focused on h im via l i ne  of 
s ight to keep the J inx  in p lace for as long at the character 
keeps h is eyes on h is  victim .  

Damage:  Al l  o f  the  victim 's  super  ab i l it ies, psion ics or 
mag ic spe l ls  on ly infl ict half the i r  normal damage/effects 
and , in the case of psion ics and mag ic, cost twice the nor
mal I . S . P . or P . P . E .  to use.  The v ictim's normal combat 
bonuses a re also red uced by half and critical strikes do no 
addit ional damage (even a Natu ral  20 on ly does norma l 
damage) .  The victim's d eath b low or knockout/stun punch 
on ly does 1 06 damage. Al l  kick attacks by the victi m have 
a 0 1 -60% chance of causing h im to trip and fa l l  down 
( loses i n itiative and  one melee attack) . Attempts to pull 
punch or disarm get none of the character's usual bo
nuses. The victim 's  Prowl skill tu rns in to a c lumsy rol l ,  
making no ise every t ime i t  is tried . All other skills are per
formed at a whopping -30% penalty, but on ly duri ng crit i
cal situations .  Th e G . M .  can add other minor occu rrences 
of " bad luck" if he so des ires.  

Attacks per Melee: Each use of th e J inx Power cou nts as 
ALL the melee attacks/actions for that melee round .  

Saving Th row: 1 6  or  h igher  ( M . E .  bonuses appl icable) . A 
successfu l save means the J inx  attack does not work and 
the i ntended victi m remains  completely unaffected .  

Bon uses : The  super  being ,  h imse lf, is immune to the J i nx  
and  a l l  forms o f  " l uck" or self-confidence affecting super 
ab i l it ies, pSion ics or  mag ic spel ls .  

J u n kyard 
Another u rban or "city" power l i ke I n habitation ,  th is ab i l

ity g ives the character a wei rd infl uence over garbage , 
trash ,  debris ,  scrap ,  ru bble and j unk  of a l l  k inds.  The 
super being  can summon a layer of j unk  from the loca l 



area to cover and form a protective exoskeleton around 
h is  own body.  He can a lso man ipu late and hurl barrages 
of j u n k  and form wal ls  and barriers made of scrap and de
bris . I t  is  l i ke the character has a wei rd form of Telekinesis 
over the d iscarded materia ls of human existence .  Note :  
Un less stated otherwise , t he  re lated powers can be  used 
in human form or when encased in  Junk  Armor. 

1 .  J unk A rmor: With a thought and force of wi l l ,  the 
super being  creates an outer h ide  out of scrap and debris .  
Just how formidable th is exoskeleton of junk is depends 

on what it is predominantly composed of .  The j unk  j ust ad
heres to the character's skin/surface and fa l ls  away when 
al l  i ts S .D .C .  is gone or the person i n side is knocked out .  
Armor is not environmenta l ly sealed ,  so the character i n 
s ide  is sti l l  affected by  gas  attacks, powerful sme l ls ,  d is
ease, heat and cold ;  fat igues at normal rate. Armor makes 
the character 50% larger than he  was without it . 

J u n k  Armor, A.R. & S. D.C.  based on the Primary Type 
of Scrap:  

Paper. Cardboard and/or  Rags & Household Trash :  
A R . :  7 ;  1 D4x1 0+ 1 5  S . D . C .  

Leaves. Twigs & Organ ic Garbage:  A R .  8 ;  1 D6x1 0+ 1 0  
S . D .C .  

Broken Pottery. Bottles and Glass: A R. 1 1 ;  2D4x1 0+20 
S . D .C .  

Bones and/or Sticks: A R. 1 2 ; 2 D6x1 0+30 S . D .C .  

Scraps of Wood & Na i ls (Furn itu re) :  A R. 1 3 ; 
2D6x1 0+25 S .D .C .  

Hard Plastic. Wi re and/or Soft Metal (Ti n ) :  A R.  1 3 ; 
3D6x1 0+25 S . D . C .  

Rubber/Old Ti res: A R. 1 4 ; 4D6x1 0+40 S . D . C .  

Broken Cement .  Bricks & Asphalt :  A R .  1 5 ; 5 D6x1 0+60 
S . D .C .  

Scrap Metal & Steel :  A R . 1 6 ; 6D6x1 0+ 1 00 S . D . C. 

Range:  The j unk  is attracted from the surround ing 200 
foot (6 1 m) rad ius ,  + 1 00 feet (30 .5 m)  per l evel of experi
ence. 

Duration:  30 min utes per leve l of experience.  When al l  
S . D . C .  is destroyed , the J u n k  Armor can not be reformed 
ti l l  after 1 D6x1 0 min utes of rest. If the character is ren
dered unconscious,  the Junk Armor fa l ls  i n to a heap of 
trash ,  but can be reformed in to the a rmor, with whatever 
S . D .C .  was left, as soon as he wakes up .  

Damage: Punches and kicks do an add itional  1 D6 dam
age from a l l  types of  materia l ,  except Scrap Meta l ,  wh ich 
does an extra 2D6 damage. 

Attacks per Melee : I t  on ly takes two melee attacks/ac
tions  to i n it ial ly form the Junk  Armor. 

2.  Move Scrap: The character can s lowly move/sh ift 
large amou nts of debris ,  scrap ,  rubble and j u n k  of a l l  types 
as i f  it were being pushed by an inv is ib le Te leki netic force ; 
eq ua l  to a Spd of 6. Th is  aspect of the power can be used 
to d ig out victims trapped under  p i les of rubb le ,  or for sort
i ng  through p i les of trash looki ng  for salvage or va l uables,  
or to transport it to a new location .  

Weight Li mit: 6 ,000 I bs (2 , 700 kg ) +200 Ibs  (90 kg) per 
level of experience. 
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Range:  20 feet (6. 1 m)  per level of experience.  

Duration:  For as long as the character main ta ins  h is  con
centration on moving or sifti ng throug h  the  j u nk. 

Damage:  None. S imply moves j u n k  from one p lace to an
other  or sorts th rough it l i ke an inv is ib le hand or  rake . 
Can not be made to d rop o n  somebody , but can be 
pushed , l ike a plow, on top of a vehic le ,  s ign post, etc. The 
mou nd of debris moves to s lowly and ma kes too much 
noise to catch anybody by surprise u n less they were 

knocked o ut. I n  that case , the victim is bu ried al ive , 
trapped/pi n ned , and  takes 1 D4x1 0 damage per 1 000 I bs 
(450 kg) of debr is .  If the victim manages to survive being 
crushed , h e  wi l l  s uffocate with i n  2D6+3 minutes. 

Attacks per Melee: I t  takes one ent ire melee round ( 1 5  
seconds) to move a trash hea p  2 0  feet (6. 1 m) ,  using up 
a l l  the attacks for that round .  

3.  Wal l  of  Rubble:  The J u n kyard ab i l ity can be  used to 
create a wal l  of hard packed ru bble ,  scrap and junk  from 
the surrou nd ing a rea . U sed to create obstacles, barricade 
streets and a l ley and to create bunker- l ike fortificat ions.  

Range:  Can erect one wal l/barrier at a t ime up  to 1 00 feet 
(30 . 5  m) away +20 feet (6 . 1  m) per level of experience .  
Draws on j unk  and trash from t h e  surround ing 200 foot (61 
m) rad ius ,  + 1 00 feet (30 . 5  m) per leve l of experience. 

Duration:  The wa l l  of rubb le is permanent once created . 

Size of the Rubble Wa l l :  1 0  feet (3 m) ta l l ,  5 feet ( 1 . 5  m) 
thick, but the length ca n be extended 1 0  feet (3 m) long 
per level of experience. 

A.R. of the Rubble Wal l :  2 D4+8 

S.D.C. of the Ru bble Wal l :  1 D8x1 0+60 per level of expe
rience. 

Damage: None ;  used to create a barrier or obstacle .  

Attacks per Melee: Uses u p  fou r  of the character's at
tacks to create one wal l  of rubb le .  

4. H u rl Debris : The character can cause chunks and 
pieces of rubble and debris with i n  a 60 foot ( 1 8 .3  m) ra
d ius  to rocket towards a n  opponent. 

Range:  1 00 feet (30 . 5  m) + 1 0 feet (3 m) per leve l of expe
rience. 

Duration:  I nstant. 

Damage: Smal l  debris  (bottle, brick, fry ing pan , etc. ) :  3D6 
damage; Med ium-s ized debris (cinder block, o i l  d rum ,  
cha i r, car seat, etc . ) :  6 D6 damage; Large debris (car door, 
car bumper, shelv ing u n it, tab le ,  door, desk, easy chair , 
love seat, etc. ) :  1 D6x1 0+8 ,  plus there is a 0 1 -75% chance 
the victim may be knocked down by a large p iece of debris  
and lose i n itiative and two melee attacks. 

Attacks per Melee : Each h u rled chunk  of debris, regard
less of size , coun ts as one melee attack. 

Bon us:  As per the character's u sual  bonuses . 

5. Nai l  Gu n/Projecti le Shooter: Appl icable on ly when 
wearing J u n k  Armor, th e character can fi re nai ls from h is  
fingers as  if they were a n  automatic na i l  gun  or other pro
jecti les (b its of meta l ,  shards of g lass or stone,  and s imi
lar) .  

Range:  5 0  feet ( 1 5 .2  m )  + 1 0 feet (3 m )  per level of experi
ence. 



Damage:  2 D6 per each na i l  or projecti le fi red . He can fi re 
one projecti le from each of the fou r  fi ngers one at a t ime 
or i n  vo l leys of 2, 3 ,  o r  4 (doing 4D6, 6 D6 ,  or 8D6 points of 
damage respectively ) .  

Attacks per Melee :  Each s ing le shot or vol ley of  2-4 
cou nts as one melee attack. 

Bon us:  As per the character's u sual  bonuses. 

6.  Create Animated Trash-Ma n :  The super being can 
use junk  to create a wi re armature- o r  mannequ in- l ike fig 
u re (human or common an ima l  shape ,  but noth ing  b igger 
than human-sized) to serve h im as a fighti ng  compan ion , 
or obedient worker or ass istant .  The trash-man can carry 
out s imple commands g iven to it by its creator on ly ,  but 
the construct on ly has the most bas ic of i nstincts and no 
ski l ls at a l l ,  l i mit ing it to manua l  labor and the s implest 
chores l i ke d igg ing d itches , carry ing loot or gear, open ing 
a door, stocki ng a shelf  or attacking a n  ind icated ta rget us
ing its fists or s imple melee weapons  (no g u ns) .  I t  takes 
two complete melee rou nds to create the th i ng .  

Animated Trash-Man Stats : Equ ivalent I .Q .  4 ,  no M . E . o r  
MA,  P .S . , P .P . ,  P .E .  and Spd  are 1 0  each and  P . B . 4 ;  i t  
looks l i ke a wire armature or  a manneq u i n  made from 
scrap or trash .  A. R .  1 D4+5 (no  attacks under  the A. R .  i n 
fl ict any damage) .  S . D . C . 1 D6x1 0+40. Horror Factor: 1 0 , 
but on ly for those who have never seen the an imated 
trash before . Range: The Trash-Man ca n not venture more 
than 1 , 000 feet (305 m) from its creator or it fal ls  apart in a 
heap of j u nk. Duration of Animated L ife : One hour  per 
level of its creator's experience.  Damage: 2 D6 damage 
from punches or kicks , or by s imple melee weapon such 
as a club ,  p ipe,  knife or sword . Attacks per Melee :  Fou r. 
Bon uses: None.  

7.  J unkyard Sense:  Can't  ever get lost i n  a j unkyard ,  
landfi l l ,  garbage d u m p  or  s imi lar env i ronment ,  can sense 
any instab i l ity i n  the scrap p i les ,  and can recog n ize scraps 
and parts that can be sa lvaged and so ld . 

Life Leech 
By Carmen Bel la i re & Kevi n S iembieda 

This dead ly power can be used to d ra in  the l i fe force 
from other l iv ing beings and the sto len l ife force can be 
used to in crease the character's own powers and to hea l 
h is  own wounds.  

Leech Life : Dra in  Life Force. By touching the bare 
flesh of an opponent o r  i n nocent ,  the su per being can 
d ra i n  away part of the victim's very l i fe force . The attacker 
must touch bare skin to use the l ife d ra in ing  power ;  armor 
and even cloth ing  wi l l  b lock a nd prevent the d ra in  of l ife 
force. Th us ,  th is may requ i re the attacker to make a 
Called Shot to touch a ba re hand or part of the head or 
neck to us h is power. 

Range:  Touch. Pu l l ing away from the c lutches of a Life 
Leech wi l l  break any l i fe force steal i ng  con nection ,  and an 
opponent can successfu l ly parry an attem pt by the Life 
Leech to touch h im by using a weapon or  object, o r  us ing 
a g loved hand or arm covered i n  a sleeve. 

Damage:  Each l ife force d ra in i ng touch steals 2D6 points 
direct from the victim 's Hit Points! M u ltip le Life Leech 
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touches can d rai n a victim to zero H it Po ints ,  p lacing the 
vict im i n  a coma.  Without med ica l treatment, an  o rd inary 
human wil l rema in  in a coma for 3D6 hours and may d ie 
( ro l l  to save vs coma a nd death every hou r i n  a coma) .  
Most su perhumans remain i n  a coma for 1 D4 hours ,  but 
wi l l  recover even without med ical attention . Note: The Life 
Leech can stop short of putting  h is  victims in a coma or  

ki l l i ng  anybody. Good g uys wi l l  try never to  pu t  another  
person 's  l ife i n  jeopardy .  Most  bad g uys don' t  care , and 
the worst hope to k i l l  the i r  v ict ims, or strike them down 
whi le they are in a weakened state or a coma. 

Duration:  Sto len H it Points can be used immed iate ly or 
held for one min ute (4 melee rou nds) per level of experi
ence before they are used . If not used with in  that t ime the 
stolen l ife force energy s imply fades away without benefit 
to the Life Leech .  

Attacks per Melee : Each touch d ra ins H it Poi nts and 
cou nts as one melee attack/action . 

Bon uses : As per the character's usual  bon uses. 

Saving Th row: On ly by rol l i ng  a save of 16 or h ig her 
(P . E .  bonuses a pp l icable) does the victim remain  com
pletely unaffected ;  no H it Points sto len .  Cyborgs and 
al iens are +4 to save, and robots and androids are im
mune to th is power, as are characters enclosed i nside a 
suit of environmenta l  power armor or locked i nside a veh i 
c le .  However, even characters with an Alter Physical 
Structu re power such as ice, rock, meta l ,  etc. are vu lnera
ble to th is touch beca use even though they tu rn i nto 
someth ing other than flesh and blood , they are sti l l  alive. 

Sto len Hit  Points can be used in any of the fo l low
ing ways : I n  a l l  cases, the sto len H it Points can on ly be 
used by the super  being with the Life Leech power as fol
lows. 

1 .  S usta in  Self: I nstead of eating or drink ing l ike a nor
mal human , the super  be ing can l ive on the l ife energy of 
others .  Th is l i fe force p rovides the character with al l  the 
nutrit ion of a balanced mea l ,  i ncl ud ing al l the requ i red vi
tamins ,  m inera ls ,  salts, fi ber, ca lories, and other d ietary 
requ i rements .  The character can also supplement h is  nor
mal needs for s leep or  oxygen by burn ing  off the H it 
Poi nts of other people .  

Range:  Touch . 

Life Force Cost: S ix sto len H it Points counts as one 
mea l ,  two H i t  Points re places 30 minutes' worth of oxy
gen/air ,  and fou r  H it Poi nts provides rest equ ivalent to fou r  
hou rs of s leep. 

2. Heal Se lf: The character can use sto len H i t  Points to 
hea l h is  own wou nds and i nj u ries.  

Range:  Touch .  

Life Force Cost : Two sto len H it Poi nts hea l one of the 
super being 's  lost H it Po ints or 1 D4 S . D .C .  poi nts. 

3. E n hance Strength : By rap id ly burn ing the sto len l ife 
force, the super  bei ng can temporari ly enhance h is  own 
strength , ga in ing  2 D4 pOints, and increase his strength to 
Superhuman leve l for a short period of time. This may be 
done mult ip le times,  and each additional  use adds +1 D4 
additional points to the character's P .S .  and i ncreases the 
cu rrent d u ration by another four melee rounds. 



Life Force Cost: Req u i res 7 sto len H it Points to enhance 
P .S .  to Superhuman Strength or 1 4  H it Points for Super

natural Strength . 

Range:  Touch.  

Duration:  One min ute (4 melee rou nds) per level of expe
rience. 

Damage: As per Su perh u man P . S . ;  can carry 200 times 
his enhanced P . S .  in  pounds and can l i ft 300 t imes, fa
tig ues at half the rate of normal h u mans and increased 
P . S .  provides add itional  damage bonuses (see page 1 5  of 
the Heroes U nl imited RPG,  2nd Edition .  Or Supernatu
ra l P .S .  on page 294) .  

4. Increase Speed and Reflexes : Stolen l i fe force ( H it 
Poi nts) can be burned to i ncrease S pd by 50% a nd pro
vide one extra attack per melee round  and a bonus  of + 1  
o n  i n itiative and + 2  to dodge. 

Life Force Cost: I t  req u i res 1 0  sto len H it Points .  

Range:  Touch . 

Duration:  One minute (4 melee rou nds) per level of expe
rience.  

5.  Increase H is Own S u per Abi l ities : Stolen l ife force 
( H it POints) can be bu rned to i ncrease the range of a 
power or energy blast by 30% and damage by 206 points. 

Life Force Cost: I t  req u i res 1 5  sto len H it Points .  

Range:  Touch . 

Duration :  30 seconds (2 melee rounds)  per level of expe
rience. 

6.  Steal the Super Abi l ity of Another:  The character 
can use stolen H it Points to momentari ly steal one super 
ab i l ity or one ps ion ic power from a superhuman victim !  
Wh i le  the Life Leech h a s  the power, h i s  vict im does NOT. 
The stolen super ab i l ity is at the same level of power as 
the character it was taken from ,  but the Life Leech does 
not have any personal  experience with it ,  so any bonuses 
that come with the power do N OT app ly .  

Life Force Cost: I t  requ i res 20 sto len H it Points a l l  taken 
from the same vict im with the one su per ab i l ity that is be
ing sto len .  

Range:  Touch . 

Duration:  One melee round ( 1 5  seconds) per level of ex
perience. 

7.  Energy Blast: The character can use the sto len l ife 
force (H it POi nts) to generate a blast of destructive energy .  

Life Force Cost: Fou r sto len H it Poi nts per 1 06 pOints of 
damage. 

Range:  1 00 feet (30 .5  m) per level of experience . 

Duration : I nstant. 

Damage: 1 06 per 4 Hit Points sto len (tops out at 1 06x1 0 
req u i ring 40 H it Points) .  

Attacks per Melee : Each b last cou nts as one melee at
tack. 

Bonus:  As per the character's u sual  bonuses . 

8. Other Abi l ities and Bonuses : I mmune to having h is 
own l i fe force dra ined and cannot be turned into a vampire 
or zombie,  +4 to save vs possess ion , and  recogn izes 
vampi res, supernatu ral  parasites, and fe l low Life Leeches 

74 

for what they are .  +206 to his own H it Poin ts, but he can 
on ly draw upon the sto len H it Points of others to use any 
of th e powers noted previous ly . 

Mac h i ne M e rge 
B y  Wayne Beaux J r. ,  repri nted from Al iens Unl imited ™ :  
Galaxy G u ide™ for your conven ience .  

U n l i ke the Mechano-Li n k  power, wh ich menta l ly con
nects a character to the knowledge and/or persona of a 
mach ine ,  Mach i ne  Merge enables the su per being to 
transform parts of h is body i nto techno-biologic tendri ls  
that can attach themselves to a non-sentient mach ine ,  i n 
clud ing computers, weapons,  and veh icles. Wh i le merged 
i n  this way , the character and machine become one, g iv
ing h im u n precedented ski l l  and  control over the device .  
Un l i ke Mechano-Li n k, no  knowledge or information i s  
passed on . I nstead ,  the  l i nk  boosts the  character's existi ng 
ski l l  with the mach ine .  I f  the super be ing has a ski l l  i n  the 
use and operation  of that mach ine h is ab i l it ies are in 
creased five leve ls h igher  tha n he actua l ly i s .  Note : For 
the majority of sk i l ls ,  th is trans lates i nto a +25% bonus 
that lasts the ent i re t ime the character is l i nked/merged 
with the mach ine .  I f  the character has no ski l l  or tra in ing  i n  
the mach ine ,  he u ses i t  a t  a 5th level proficiency .  

For example,  a 3rd level character who merges with a 
veh icle type he is  ski l led i n  d riving ,  p i lots it as if he were 
e ighth leve l .  On the other  hand ,  the character can p i lot a 
veh icle he has never seen before at 5th level proficiency 
due to h is  merg ing  with it !  Merg ing  with a radar or motion 
tracking system wi l l  boost the 3rd level super being 's 
Read Sensory I n struments ski l l  to 8th level (or 5th level if 
he has no formal tra i n i ng  with it) . Merg ing with a ta rgeting 
system or weapon with a targ et ing computer  enab les the 
super being  to combine h is natural  P . P . and combat ski l l  
bon uses to  stri ke with those o f  the weapo n !  Even i f  the 
character has no W. P .  with that weapon,  if it' s electron ic ,  
he now uses it as if he has a 5th level W. P .  

This power is especial ly formidable if the character has 
computer ski l l s  and  merges with a computer. F i rst, the 
character uses these ski l l s  at five leve ls h igher than nor
mal (a 3rd level character operates the computer as if he 
were 8th leve l ) .  Second ,  the character has impressive 
power i n  the v i rtua l  world  of the computer. 

Bonuses when using computers (or Cyber-jacking) :  

+2 addit ional  attacks/actions per  melee round ,  +2 to 



stri ke and parry,  +4 to dodge,  +20% to computer ski l l s  
agai nst passive security and suffers no penalties against 
coma and death shou ld  he d ie  i n  the v i rtual world .  

Lim itations:  

1 .  When merged with even one machine ,  the character 
is d istracted .  Any ski l l s  other than those i nvolving the ma
ch ine(s) with which he is merged are performed at -1 5%,  
and  he is - 1  on i n itiative for every device he  is con nected 
to ( i . e .  for two devices he is -2 on in i tiative, with th ree de
vices he is at -3 , and so on) .  

2.  Can on ly merge w i th  one mach ine  at  level one and 
one additiona l  at levels 3 , 5 , 7 , 9 , 1 1 , 1 3  and 1 5 . 

3. Can on ly merge with mach ines that have some sort 
of e lectron ics ,  inc lud ing most Earth automobi les, comput
ers, electron ics , sensor  systems, optic systems, energy 
weapons and household app l iances. Kn ives , clu bs and 

other  melee weapons  as wel l  as most revolvers, p isto ls 
and conventional  rifles are s imple devices that do not 
have electron ics and ca nnot be merged to the i nd ivid ua l .  
Vib ro-B lades, energy weapons ,  and other  h ig h-tech gear 
that have electron ics or  computer ch ips i ns ide them can 
be merged with and used with g reater ski l l  and ease as 
described above. 

Other Notable Machine Merge Abi l ities : 

Concealed merg ing and constant  access : The charac
ter can merge with sma l l  e lectron ic  devices by absorb ing 
them partia l ly i nto h is own body ! Th is  means any hand
held device such as a rad io ,  commun icator, language 
translator, pocket computer, e nergy weapons and simi lar  
can be absorbed and accessed by the character. This can 
be strange or downrig ht g ross as one th i rd to half of the 
item wil l stick out of the body . Wh i le it can be concealed 
by cloth ing , a hat, etc. , it looks odd and even frighten ing 
when revealed . Merg ing  with a palm computer (say in  the 
chest) enables h im  to access whatever is  on the computer  
as needed ,  provid ing ca lcu lati ng  capabi l it ies and i n forma
tio n .  Merg ing with a ce l l  phone or  rad io effective ly g ives 
the character "bu i lt- in "  commun ications  enab l ing h im to re
ce ive and make calls without hav ing to phys ical ly d ial - it i s  
a l l  done with a thought and the  incoming messages go un
heard by  others d i rectly to  h is  head (the character sti l l  has 
to speak aloud to respond) .  

Note: Although easi ly concea led by clothes ,  i f  the merged 
device is accidenta l ly or de l iberate ly damaged ,  the l iv ing 
character is also inj u red (after a l l ,  they are one) .  So if a 
computer sticking out of the character's chest takes 1 0  
poin ts of damage,  the character con nected to it takes 
damage too, on ly it 's half that damage, in th is case five 
poin ts (fi rst to S . D . C . ,  then to H it Poi n ts) .  I f  the mach ine is 
destroyed , the character takes the damage as j ust de
scri bed , but is a lso momentar i ly d isoriented from i ts loss : 
Red uce speed by 20%, ski l l  performance is -20%,  red uce 
attacks per melee by one ,  and a l l  combat bonuses are -2 
for 1 D4+ 1 melee rounds .  

Extend Tendri ls :  The character's fi ngers can extend l i ke 
tend ri ls  to reach out and l i nk  with mach ines.  Range is one 
foot (0 . 3 m) per level of experience. These tendri ls should 
be thought  of as cables or condu it fo r the pu rpose of con-
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nection and can not be used as weapons or to enta ng le an 
opponent. 

Usu rpi ng Contro l :  A character with the  power to Ma
ch ine  Merge automatica l ly becomes the overrid ing  force 
over a mach ine when there is no Artific ia l  I ntel l igence .  
Thus ,  he can steal contro l  o f  any  manned veh icle or de
vice ,  u n lock/open electronic locks ,  turn a larms or  radios or 
l ig hts on and off and other e lectron ic devices not con
nected to a computer, make them stay on or  off wh i le he is  
con nected to i t ,  send transmissions,  and so on , with abso
lu te dominance. 

When merged with a computer the character is ins ide it, 
but fu nctions more l ike a v i rus or outside force or  hacker 
pitted aga inst the computer operator, Artific ia l  I nte l l igence 
or in ternal  security defenses. 

Power armor, env i ron menta l  su its and armor, and robot 
veh icles a re such that the p i lot is effectively " l i nked" to it .  
Thus ,  the best a character with Mach ine Merge ca n do is 
g rapple with such an opponent and merge with the armor 
i n  an  attempt to confuse and impair  i t .  Th is means whi le 
merged he can s h ut off the targeti ng computer, radar, op
tics, and s im i la r  fu nctions ,  one at a time, each count ing as 
one melee attack/action . Th is forces the p i lot/wearer to 
tu rn them back on via mental or verbal  com mand. This is 
done as qu ickly and eas i ly as the Mach ine Merge can shut  
them down , but i t  sti l l  u ses u p  a melee action and is  d is
tracti ng .  Note : Weapons and l ife support systems cannot 
be tu rned off or p laced u nder the super being 's  control be
cause they are both key systems under the d i rect contro l  
o f  the  p i lot or  AI , but a l l  secondary systems are vu lnera
ble,  inc lud ing fly ing  speed .  Robots and androids with Artifi 
cial I ntel l igence (AI ) ,  and Transferred I n tel l igence are 
impervious to Mach ine Merge.  

Mass ive Damag e  Capacity 
There are a few rare su perhumans who are not tru ly in

vu lnerable ,  but can susta in  so much damage that they 
might as wel l  be i nvu lnerab le .  These juggernauts of physi
cal might can wa lk  th rough  the dead l iest battlefie lds with
out much fear of death or  pe rmanent i nj u ry .  But it's sti l l  
true that i n  t ime a hero with th is power can b e  k i l led by 
even conventiona l  weapons.  

Natural Armor Rating :  Starts out with a natural A R. of 9 ,  
+ 1  point of A R. at leve ls 3 ,  6 ,  9 ,  12  and 1 5 . Any ro l l  to 
stri ke by an oppo nent that fa l ls u nder or equal  to the A R .  
does no damage. 

Increased H it Points : Starts out with 2D6x1 0 add itiona l  
H it Points, + 1 0  per level of  experience .  

Increased S.D.C . :  Starts ou t  with 1 D6x1 00 addit ional 
S . D . C . ,  + 1 00 per level of experience. 

Other Bonuses: The character regenerates one S . D .C .  
poi nt  or H it Po int every two m inutes (o r  30  per  hou r) .  Fa
tigues at one th i rd the rate of normal humans.  + 1 D4 to 
P . E .  attribute and + 1 0% to save vs coma/death (th is is i n  
add it ion to any  P . E .  bon us) .  

Vul nerabi l itieslWeaknesses : The cha racter is com
pletely vu lnerab le to the effects of d rugs,  poison , toxi ns 
and d isease (fu l l  damage and effect) , as wel l  as psion ics 



(normal damage and/or effect) and mag ic spe l l s  and 
mag ic weapons ( both infl ict dou ble da mage) . 

Note : G . M . s  may want to restrict th is super ab i l i ty to 
Mega-Heroes on ly .  

Matter Exp u ls i o n : Bone 
Orig ina l  concept by Kev in  Siembieda 

S im i lar to the other matter expu lsion powers , th is one 
al lows the su per being to generate bone fo r various and 
d iverse pu rposes . 

1 .  C reate Bone Claws : The character can g row claws 
of bone from h is  fi ngers l i ke a cat or one or two large bone 
blades from the back of his hands. Bone weapons appear 
at w i l l .  

Range:  Close combat on ly .  

Damage: 3D6 + any damage bonuses from combat ski l l s  
and P .S .  attribute ,  regard less of the type of  claw created . 

Duration:  Remains as long as the character wants them,  
otherwise they fade back i nto the ch aracter's body when 
they aren't  needed or he is knocked u nconscious or ki l led . 

Bon uses : +1  on in it iative, + 1  to parry and d isarm , and +2 
to pul l  punch when us ing Bone Claws . 

2. F i re Shards of Bone : Point  and shoot. Dagger-l i ke 
shards are fi red from the fou r  fi ngers .  

Range:  1 00 feet (30 .5  m) +50 feet ( 1 5 .2  m)  per level of  
experience .  

Damage: 1 D 6  per each shard fi red . He can fi re o n e  from 
each of the four  fi ngers ,  one at a t ime or i n  vol leys of 2 ,  3 ,  
or 4 (do ing 2D6 ,  3D6 ,  or 4D6 poi nts of  damage respec
tive ly for a s imu ltaneous vol ley ) .  

Attacks per  Melee: Each si ng le shot or vol ley of  2-4 
cou nts as one melee attack. 

Bonus:  As per the character's u sua l  bonuses . 

3. C reate Bone Spear: A five foot ( 1 . 5  m) long ,  bone 
spear forms from one of the forearms at wi l l .  I t  can be 
used as a handheld weapon or  th rown . 

Range:  Close combat or th rown u p  to 1 00 feet (30. 5 m)  
+ 1 0 feet (2 m)  per level of  experience. 

Damage: 3D6 + any damage bon uses from combat ski l ls 
and P.S.  attri bute .  

Duration:  Remains as long  as the  character desires. 
When done with the spear, it is  reabsorbed into the body 
and can be recreated at any time; u ses up two melee at
tacks to create . I f  the spear is lost or abandoned , it cru m
bles to dust after one hou r, but  the super being cannot 
create a new one for 24 hou rs .  

Bon uses : +2 to strike when th rown , + 1  to  parry and d i s
arm with the spear. 

4. Bone Armor: Can cover h imself with flexib le ,  bone 
p lates that fu nction l i ke a su i t  of armor. Works on ly on the 
su per being  h imself. 

Natural  Bone Armor A.R . :  1 4 ; any attack equa l  to or be
low 14 does no damage.  

5.  S .D .C .  & Bonuses : Bone Armor has 1 00 S . D . C .  +20 
add itional  per level of experience, +2 to ro l l  with punch , 
fa l l  or impact; cracked bones hea l complete ly with in  
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1 D6+6 hours and the character is immune to d isease that 
attacks the bones such as a rth ritis ,  leu kemia and bone 
cancer. 

Matter Expu ls i o n : P lastic 
Orig ina l  concept by Kevi n  Siem bieda 

S im i lar to the other matter expu ls ion powers , th is one 
a l lows the super being to generate p lastic to various and 
d iverse effects. 

1 .  Shoot Plastic Bul lets : The character can fi re a 
bu rst of plastic bu l lets that seem to appear out of th i n  a i r  
and rocket towa rds the  target a t  the  speed of  a norma l 
bu l let. Point and shoot. 

Range:  300 feet (9 1 . 5  m) +50 feet ( 1 5 .2  m) per level of 
experience .  

Damage: 1 D6 points o f  damage per bu l let. He can fi re 
one from each of the fou r  fingers ,  one at a time or i n  vol
leys of 2 ,  3 ,  or 4 (doing 2 D6 ,  3D6, o r  4D6 pOints of dam
age respectively for a si mu ltaneous vo l ley) .  

Attacks per Melee: Each s ing le  shot or vol ley of 2-4 
cou nts as one melee attack. 

Bon us:  As per the character's u sual  bonuses. 

2.  C reate Plastic Hand held Melee Weapon :  Any ki nd 
of b lunt, handheld wea pon such as a plastic staff, b i l ly  
cl ub ,  tonfa ,  nunchaku , c lub ,  mace , hammer, bal l ,  and s imi
lar, out of th in  a i r, appearing rig ht i n  h is hand at wil l .  

Range:  Close combat or  u sua l  th rowing range for that 
type of weapon .  

Damage:  Same damage as is usual for that type of 
weapon (typical ly 1 D6 to 2 D6 damage) ,  p lus any appl ica
ble damag e bonuses from P .S .  attribute and W. P .  B l unt. 

Duration:  Remains  as long as the character wants it or 
keeps it on his person ( ideal ly in hand) ,  otherwise it fades 
into th in air 1 D4 min utes after it is thrown , d ropped or put 
aside .  

3. E ncase in  Plastic :  The character can a lso encase 
objects and peop le in p lastic. Smal l  targets as large as a 
microwave can be com pletely encased in 1 -3 seconds 
(counts as one melee attack/action) .  Smal l  targets l i ke a 
gun or isolated body parts on  a hu manoid such as the 
hands or feet to b ind an opponent take 2-5 seconds and 
cou nt as two melee attacks/actions. The plastic encase
ment has an A. R .  of 1 2  and 20 S . D. C .  +5 points per leve l 
of experience.  

Larger targets u p  to the s ize of a love seat or 50 ga l lon 
drum ( 1 89 l iters) o r  ha lf the body ( l i ke the feet and legs up 
to the h ips ,  or  hands ,  arms and u pper torso) take 5-7 sec
onds to encase and counts as th ree melee attacks. The 
encasement has an A. R .  of 1 2  and 25 S .D .C .  +5 poi nts 
per level of experience. 

Range:  Touch or 5 feet ( 1 . 5  m) per level of experience. 

Damage:  None u n less the head is  encased and no oxy
gen can get th rough .  Most l iv ing creatu res and humanoids 
suffocate and d ie with in  1 D4+3 minutes after the i r  a i r  sup
ply is cut off. No damage if the head is left exposed and 
able to breathe .  



Duration:  1 5  m inutes per level of experience ,  but can be 
canceled and made to d isappear upon the command of 
the super being who made the plastic or by a d ifferent, but 
h igher leve l being with the same power. 

4. P lastic Armor:  Can cover h imself with hard plastic 
plates that fu nctions l i ke a su it of armor. Works only on the 
super being  h imself. 

Plastic Armor A .R . :  1 3 ; any attack equal  to or below 1 3  
does no da mage.  

5. S . D.C.  & Bonuses : P lastic armor has 90 S . D .C .  + 1 0  
add itional per level of experience,  + 1  to ro l l  with punch , 
fa l l  or impact. 

Matter Exp u ls ion : Wood 
Orig ina l  concept by Kev in  Siembieda 

S imi lar  to the other matter expu ls ion powers , th is one 
a l lows the super bei ng to generate wood to various and d i 
verse effects . 

1 .  Shoot Wooden Arrows : The character can fi re an 
arrow/slender wood bolt  from each of h is  fou r  fi ngers.  

Range:  1 00 feet (30 .5  m) per level of experience . 

Damage: 1 D8 per each arrow fi red . He can fi re one from 
each of the four  fingers ,  one at a t ime or i n  vol leys of 2 ,  3 ,  
or 4 (doi ng 2D8,  3D8, or 4 D 8  pOints o f  damage respec
tive ly for a s imu ltaneous vol ley ) .  

Attacks per  Melee: Each si ng le shot or vol ley of  2-4 
cou nts as one melee attack. 

Bonus:  As per the character's usua l  bonuses.  

2.  Spl inter Attack: The character can fi re a bu rst of 
3D6+ 1 0  t iny sp l inters from h is hands ;  covers a one foot 
(0 .3  m) d ia meter. 

Range:  1 0  feet (3 m) +3 feet (0 .9  m) per level of experi
ence. 

Damage: 1 D6 points of damage to bare ski n ,  but are 
stuck i n  the flesh and continue to h u rt when touched , and 
are a constant d istraction  u nti l each is removed (uses up 
one melee attack/action per the removal of each one) .  The 
d istraction imposes penalties of - 1  to i n itiative and -1  to 
stri ke, parry ,  and entang le ,  as wel l  as - 1 0% to ski l l  perfor
mance.  (-30% if the location of the sp l i nte rs affects the 
performance of the ski l l .  For example ,  if a hand is shot 
with sp l i nters, every time he touches someth ing  or the 
sp l i nters are brushed against or squeezed , i t  hu rts and he 
refra ins fro m usi ng the hand to its fu l l  capab i l ity , hence the 
severe penalty . )  

Attacks per  Melee: Each sp l i nter b last cou nts as  one  me
lee attack/action .  

Bonus :  +2 to a specific body part/area (face, hand ,  foot, 
etc. ) on a Cal led Shot. 

3. C reate Wooden Handheld Weapon : The character 
can create any kind of bl u nt handhe ld weapon (quarter
staff, c lub ,  maU l ,  nunchaku , th rowing sticks , etc . )  as we l l  
as pointed weapons such as a spear, jave l i n ,  and stake 
out of th in  air, appearing  right  in h i s  hand at wi l l .  

Range:  Close combat or u sual  th rowing range for that 
type of weapon .  
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Damage:  Same damage as is usua l  for that type of 
wea pon (typical ly 1 D6 to 3 D6 damage) ,  p l us  any appl ica
ble damag e bonuses from P .S .  attribute and W P .  B l unt. 

Duration:  Remains as long as the character wants it or 
keeps it on h is person ( ideal ly i n  hand) ,  otherwise it fades 
into th in  air 1 D4 min utes after it is th rown , d ropped or put 
aside.  

4. Wood Armor: Can cover h imself with wood plates 
that fu nction l i ke a su it  of armor. Works on ly  on the super 
being  h imself. 

Wood Armor A.R. :  1 2 ; any attack equa l  to or below 1 2  
does n o  damage. 

5.  S .D.C.  & Bonuses :  Wood armor has 75 S . D.C .  + 1 0  
add itional  per level of experience ,  floats i n  water, + 1  to ro l l  
with punch ,  fa l l  o r  impact, + 1 0 %  to cl imb trees a n d  con
structs made of  wood . N ote that wood weapons are partic
u larly effective aga inst vamp i res and select other  
supernatural be ings and monsters. 

Mega-Tai l  
The su per being possesses a large,  powerfu l tai l  with 

Su pernatu ral Strength , even if  the rest of the character's 
body is not that strong . Every Mega-Tai l  possesses one 
u n ique feature that adds to its power and capabi l it ies. 

Mega-Tai l  Size/Length : The Mega-Ta i l  is thick and long ,  
taperi ng to  a th i n  wh i p  a nd a po in t  l i ke that of  an ig uana' s 
tai l ,  and is 1 D6+ 1 2 feet (3 .9  to 5 . 5  m) long .  

S.D .C.  and A.R. : The Mega-Tai l  has  1 D4x1 00+80 S . D .C .  
( ro l l  once to determine S . D .C .  and that is a lways the 
amount of the ta i l ) .  Armor Rati ng :  1 5 . The tai l  a lso regen
erates 1 D4x1 0 S . D .C .  per hou r and can regenerate com
pletely i n  48 hours if it is d ismembered or otherwise 
destroyed . 

Tai l  Strike Damage:  Use the character's P .S .  attribute 
number to determine the strik i ng/h itt ing power of the 
Mega-Ta i l .  

P .S .  of  15  or less : 2D6 + P . S .  d amage bon us .  

P .S .  o f  1 6  to 2 0 :  3D6 +P .S .  damage bonus .  

P .S .  of  2 1  to 25:  4 D6 +P .S .  damage bonus .  

P .S .  of  26 to 30:  5D6 +P .S .  damage bonus .  

P .S .  of  3 1  to 35:  6 D6 + P . S .  damage bonus. 

P .S .  of 36 to 40: 1 D4x1 0 + P . S .  damage bon us .  

P .S .  of  41  to 50:  1 D6x1 0 +P .S .  damage bon us .  

P .S .  of  5 1  to 70:  2 D4x1 0 +P .S .  damage bon us .  

P .S .  of 7 1  or more :  2D6x1 0 +P .S .  damage bonus .  

Mega-Tai l  Un ique Feature : The p layer must choose or 
rol l  for one special featu re .  O nce selected it can not be 
changed . 

01 -20 H ammer Tai l :  The semi-prehens i le  tai l  is capped 
with a hammer or club-l i ke mass of bone that is used l i ke 
a bu i lt- in  mace. Damage as determ ined a bove , p lus an 
add itional  106+6 points of damage from the tai l  c lub ,  and 
there is a 0 1 -65% chance that anyone h it by the ta i l  wi l l  be 
knocked down , lose the i n it iative and two melee at
tacks/actions reg a in ing the i r  footing .  The tai l  is +2 to stri ke 



and parry ,  and + 1  to d isarm , dodge and pu l l  pu nch;  on ly 
the character's P . P . attribute bonus ( i f  any) may be added 
to th ese bonuses. 

21 -40 Slash ing Tai l :  A semi-prehens i le  tai l  t ipped with a 
wicked slash ing blade or  stegosaurus- l ike sp ikes. Damage 
as determ ined above , plus an add it iona l  206 points of 
damage from the ta i l  b lade. The ta i l  is +2 to stri ke , +3 to 
parry and disarm ,  and +4 to dodge and pu l l  punch ;  on ly 
the character's P . P . attr ibute bonus ( i f  any) may be added 
to th ese bonuses. 

41 -60 Tai l  Blaster: The t ip of th is semi-prehensi le ta i l  
has a natu ra l energy blaster th at fi res one of the fo l lowing 
types of energy: e lectricity, energy,  fi re, or  laser beams. 

Range : 1 20 feet (36 .6  m) per leve l of experience. 

Duration : I nstant. 

Damage: 1 D6 poin ts +1 D6 at levels 2 ,  4 ,  6 ,  8 ,  1 0 , 1 2  
and 1 4  (do not add i n  any  other damage bonuses to b last 
damage) .  

Attacks per Melee:  Each blast coun ts as one melee at
tack. 

Bon uses: +2 to stri ke with energy blasts; no  other bo
nuses apply .  + 1  to stri ke as a c lubb ing or slash ing ta i l  
(damage as determined above without any add itiona l  
damage bonuses) .  

61 -80 Th ree-Fi ngered Grip: The prehensi le ta i l  ends 
with a three-fingered hand or  th ree tendri ls  that work l i ke a 
hand . Eith er has a l l  the dexterity of the character's normal 
hands and can be used to perform ski l ls that needs hands ,  
l i ke fi ri ng a p istol , operati ng mach inery ,  etc. I t  a lso adds a 
bon us of + 1 5  to C l imb ing/Rappel l i ng ski l l ,  and + 1 0% to 
Gymnastics and Acrobatics. The character can use h is  ta i l  
l i ke a mon key t o  swing from g i rders ,  bu i ld ing ledges , etc . 
that can support h is  we ight. The ta i l  is + 1  to stri ke and 
parry ,  +4 to dodge,  entang le and pul l  punch .  Damage is  
half the  amount  de l ivered by  a punch and ta i l  wh ip  at
tacks , above. 

81 -90 Venomous Stinger: 1 D6 damage, regard less of 
P . S . ,  from the st ing p lus  poison (same as the Venomous 
Attack Minor  power on page 48 of Powers Un l imited 
One TM , except the poison can on ly be del ive red by the 
venomous stinger. The semi-prehensi le ta i l  is +4 to stri ke , 
and + 1  to parry , dodge,  and pu l l  punch . Also note that the 
character can elect to sti ng  (1 D6 damage) or swat (half 
the usual  P .S .  damage determ ined above) , but not i nject 
poison .  

91 -00% Material izing Tai l :  The character can have 
any of the above type of ta i l ,  on ly he can make the ta i l  ap
pear and d isappear ( it' s  not i nvis ib le , it can be made to 
physica l ly come and go) .  The Mega-Tai l  materia l izes on 
command and ca n be su mmoned at  wi l l .  This he lps pre
serve the character's secret identity ,  because the 
Mega-Tai l  only appears when the character needs it .  

Attacks per Melee : The character may use any or none 
of h i s  attacks/act ions wi th  the Mega-Ta i l .  Each tai l  attack 
cou nts as one melee attack. 

Other Bon uses: A M ega-Tai l  prov ides one additional at

tack per melee round, provided the tai l  is used for at least 
one of those attacks. The Mega-Tai l  is i ncred ibly strong , 
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able to support the character's fu l l  body weig ht p lus h is to
tal carry ing capacity based on the ta i l ' s  Supernatu ra l P . S .  
(Carry 300 t imes P . S .  i n  pounds ,  l i ft 500 times . )  

A semi-prehensile tail means it is flexib le and mobi le ,  
able to provide add it iona l  balance and s lash 1 80 degrees 
from side to s ide . In the case of the Blade, Blaster and 
Stinger tai ls ,  the ta i l  can also be ra ised and positioned to 
poi nt  and stab forward . However, a semi-prehensi le ta i l  
does not have th e mobi l ity o f  a monkey's ta i l ,  and can not 
be used to operate mach ines,  fi re a weapon ,  tu rn knobs , 
cl imb ,  entang le o r  swin g  th rough trees. Gear can ,  how
ever, dang le from the ta i l .  

A completely prehensile tail, l i ke the  3-F ingered Grip ,  i s  
l i ke that o f  a mon key's and can be  used for swing ing from 
a trapeze, g i rders or tree l imbs,  pick up  and carry items, 

d rive a veh icle, open doors,  and  use weapons,  and  oper
ate mach ines .  

Penalties : The s ize and length of the ta i l  can sometimes 
get i n  the way , even if i t  is  tucked up ,  a long the back and 
over l i ke a squ i rrel or monkey;  -1 0% to Prowl/h ide ,  -50% 
to D isg u ise and I mperso nation un less the character has a 
Materia l iz i ng Tai l or another shape-chang i ng abi l ity that 
can get rid of the tai l .  

Merge Bio-Mass 
By Carmen Bel la i re & Kevi n S iembied a  

A bizarre power i n  which the su per being merges h is 
own body (b io-mass) with that of another being ! The char
acter's physical body co mpletely d isappears into the body 
of another person or  large an imal  as if he were physical ly 
possess ing h im .  There is  no o utward s ign of the charac
ter's presence or body,  on ly that of h i s  host body . The vic
t im does not appear to be heavier, bu l kier or altered i n  any 
man ner. The power is  l im ited to merg i ng with fel low hu 
manoids ,  provided they are o rgan ic  i n  natu re ,  and large 
an imals .  Excludes other  beings with Major S uper Abi l it ies , 
p lants ,  insects , microbes and an imals smal ler tha n  you r  
average, med ium-sized dog . Merg i ng  with another l iv ing 
creatu re a l lows the character to h ide i n  the body of an
other  and gain access to p laces on ly that person can en
ter. 

The victim will be unaware of the su per be ing 's pres
ence if his body was i nvaded wh i le  unconscious,  asleep or  
from beh ind .  Even if t he  victim is  aware of  the  super be
i ng ,  there is noth ing he can do to expel h im  or red uce h is  
i n fl uence .  The on ly way to  avoid M erge B io-Mass is  to 
avoid bei ng touched by the s u per  be i ng or making a h igh 
sav ing th row. 

Once the super being is merged with the victim ,  he 
sees, hears and experiences everyth ing h is host does. I n 
s ide the host body the super  bei ng cannot be da maged or  
ki l led by i nju ries to  h is  host, but  if the host is k i l led  he i s  
forcibly expel led from the body and is  d isorientated ( loses 
the i n itiative, -3 to strike , parry ,  dodge,  and all other  com
bat ro l ls ,  and loses ha lf h is melee attacks/act ions for 2D4 
melee rou nds) . The on ly power the su per be ing can use is 
Merge B io-Mass wh ich means he ca n exit  the body any 
time ,  but a lso th at he can j ump  from one host body into 



the body of a new host by touch .  The on ly requ i rement i s  
that the  current host touches another l iv i n g  bei ng .  Th is  
means he can jump from person to  person th rough  a 
crowd without exposing/revea l ing  h imself. Th is  power can 
make the character the perfect spy .  

The super being cannot d raw u pon and use  any  the 
host person 's super ab i l it ies, psion ic  or  mag ica l  powers 
(nor  any of h is own additiona l  powers except Merge 
Bio-Mass) . L ikewise, a lthough he has i nvaded the per
son 's  body , the super being ca n not read h is  mind , fee l  h is  
emotions ,  feel  h i s  pai n ,  use h is  ski l ls or  knowledge, or  
make h im do anyth ing against h is wi l l .  

Range:  Touch . The super be ing m ust touch t h e  des i red 
host body to merge with h im .  Can on ly i n hab it one body at 
a t ime. 

Duration:  The merge ca n be mainta ined indefin ite ly with
out harm to the victim or  the super being .  However, the 
super being  sti l l  has a few basic physical needs such as 
food and water, req u iri ng  to come out to eat and d ri nk  
sooner or  later. H e  can  go 48 hou rs without water and  96 
hou rs without food .  If h is  vict im doesn 't real ize he is physi
ca l ly  i nhab ited , the supe r  bei ng  wi l l  have to exit when the 
person is asleep or  otherwise d istracted; i . e . , the victim 
wou ld not notice if the super being exited from h is back 
whi le being jostled on a crowded street, subway, e levator, 
concert ha l l ,  etc. Of cou rse,  the super  being can exit any
time he wishes. 

Damage:  The merg i ng and exiti ng  does not cause any 
damage or  d iscomfort to the v ictim .  Of cou rse, upon exit
ing ,  a spy may have to incapacitate or k i l l  h is  host (and 
other eyewitnesses?) so that he can ' t  be identified or an 
a larm ra ised to his i ntrus ion or sudden appearance . 

Attacks per Melee: It takes one melee attack to merge 
with/or leave a h ost body .  No attacks/actions wh i le  ins ide 
the host body. 

Saving Th row: The host can try to resist if he knows the 
super bein g  is try ing  to i nvade his body;  rol l  a 16 or h igher  
(P .E .  bon uses a pp l icab le)  to  save. A successfu l save 
means  the su per be ing was not able to enter  his body and 
the character remains exposed and open to attack by h is  
intended v ictim and others .  

Note: Merge B io-Mass does not  work on fe l low su per be
ings who possess Major Su per Abi l it ies, creatu res of 
mag ic or supernatu ra l  be ings .  However, characters who 
fal l  in to one of the non-super ability categories, l i ke Hard
ware, Physical Tra i n i ng ,  Ancient Weapons Trai n ing  or  
Special Tra in i ng ,  as wel l  as Psych ics ,  mages, bion ic char
acters and mutant an imals ,  can also be merged with , but 
they wi l l  fi nd  it easier to save against (+2 to save) and wi l l  
have some idea about what j ust happened to them. 

Specia l :  I f  the super  being also has the Transferal/Pos
session power, he can fi rst merge with his v ictim and then 
he can use his Transfe ra l/Possession to take contro l  of 
the victim .  Mainta in ing  both of these powers s imu lta
neously is demand ing ,  so the character loses half his at
tacks/actions and combat bonuses per melee, and can not 
use any of his other  powers (on ly those two) . Rare.  
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Metal Man i p u lati on 
The character ca n man i pu late and a lter meta ls by some 

type of molecu lar  contro l  and i nfl uence. In our  modern 
world the man ipu lation and  shap ing of metal can be a tru ly 
devastating  ab i l ity . 

1 .  Mold and Shape Meta ls :  The super being can mold 
meta l as if it were wet c lay.  Any k ind of metal can be 
scu lpted , i ncl ud ing  copper, ti n ,  bronze, si lve r, gold , n ickel ,  
i ron , steel , titan i um ,  meta l a l loys, etc . The metals can be 
molded,  shaped,  scu l pted ,  flattened out, pu l led and re
formed at the wh im of the character to create specific 
meta l parts,  tools or  weapons;  equal  to a ski l l  proficiency 
of 60% +S% per level of experience. 

Maximum Weight:  20 Ibs (9 kg ) of meta l per leve l of ex
perience .  

Range:  Touch.  

Duration:  The power lasts 1 0  m inutes per activation . 

Damage:  None,  but 3D6 if used agg ressively on ob
jects/beings made of meta l .  

Attacks per Melee : Varies with the t ime needed to mold 
and create a particu lar item.  

2 .  Melt  and Cool Meta ls :  By melt ing and  coo l ing met
a ls ,  the character can be smelt down raw metal o res and 
mix h is own meta l a l loys, both with a ski l l  of SO% +S% per 
level  of experience .  Th is a lso means  the character can 
touch and burn a hole throug h a metal door or beam in  a 
matter of seconds,  melt a lock, handcuffs, door  h inge ,  the 
barrel of a gun ,  chain ,  etc. , to melt (or freeze) a metal part 
as precise as the fi ri ng p in  of a g u n ,  the trigger mecha
n ism,  a specific screw, bolt or weld , and so on. The char
acter can effectively become a h u ma n  weld ing torch with 
resu lts in seconds.  Cool ing/freezing  meta l or parts may 
jam a weapon or gear, make the meta l  brittle (effectively 
red ucing i ts A R. and S . D .C .  by 20%) and s im i lar. As long 
as the character can see or touch the component he can 
affect it. 

Maximum Weight:  20 Ibs (9 kg) per level of experience. 

Range:  Touch or f ive feet ( 1 . S  m) d istance; l ine of s ight 
and concentration  requ i red . 

Duration :  I nstant resu lts , but the meta l wi l l  remain hot or 
coo l  for 2D6 melee rou nds before retu rn ing to normal .  

Damage: Touching super hot or  l i qu ified meta l wi l l  do 4D6 
damage, ice cold metal 1 D6 damage.  

Attacks per Melee:  Each use of th is ab i l ity counts as fou r  
melee attacks/actions.  

3 .  Harden and Weaken Meta ls :  The character can a l
ter the tens i le strength of any meta l ,  wh ich does n ot alter 
its S . D . C . ,  but it does reduce or  i ncrease the armor rat ing 
of a n  object (or creatu re/super  be ing)  made of meta l .  Can 
i ncrease or  decrease the Armor Rati n g  (A R . )  of the object 
by one A R. point  at levels  1 ,  3 , 6 , 9 ,  1 2  and 1 S . Maximum 
increase is AR .  1 9 . The character can a lso weaken welds 
and jo int connections, red uci ng  their  S . D . C .  and A R. by 
half .  

Range:  Touch , or five feet ( 1 . S  m) d istance; l ine of sight 
and concentration requ i red . 



Duration:  I nstant, but the a lteration  of the tens i le strength 
is permanent. 

Damage:  None,  but objects/be ings made of metal can 
have their AR .  reduced . 

Attacks per Melee: Each u se of th is ab i l ity cou nts as 
three melee attacks/actions .  

Bonus:  None.  

4. Sharpen Metals : The character ca n sharpen the 
edge on any relatively th i n  metal object (an inch or less 
th ick) by ru bbing it between his fingers .  Th is aspect of the 
power can be used to sharpen man made weapons and 
tools  as wel l as to create b lade weapons,  na i ls ,  and s imi
lar. 

Range:  Touch .  

Duration:  Unti l reasonable use du l l s  the b lade.  

Attacks per Melee: Each use of this ab i l ity counts as fou r  
melee attack/action .  

Bon us:  A blade sharpened by  th is power is +2  to  dam
age. 

5. Restore Meta l :  The super being can restore rusted , 
fatig ued , dented , cracked ,  damaged and scrap metal to as 
good as new. 

Maximum Weight:  20 Ibs (9 kg) per level of experience.  

Range:  Touch .  

Duration:  I n stant resu lts . 

Damage:  None .  

Attacks per Melee :  Each restorative touch cou nts as one 
melee attack/action .  

S.  S hoot Metal Pieces : By touch ing metal with one 
hand and pointi ng  with the other, the super being can 
channel  and fi re metal bal l  bearings or blade-l ike shards 
from h is  fi ngers .  

Range:  200 feet (6 1 m) + 1 00 feet (30 .5  m) per level of ex
perience.  

Damage: 206 pOints of damage per bal l  bearing/bu l let or 
b lade. He can fi re one from each of the four  fi ngers ,  one at 
a ti me or  in vol leys of 2, 3 ,  or  4 (doing 406 ,  606, or 806 
pOints of damage respectively for a s imu ltaneous vol ley) .  

Attacks per Melee:  Each si ng le shot or vol ley of  2-4 
cou nts as one melee attack. 

Bon us:  As per the character's u sual  bonuses . 

7. Metal I nvulnerabi l ity : The character is impervious 
to a ny object made of meta l ,  inc lud ing swords, kn ives , 
axes, hammers ,  other  melee weapons made of meta l ,  as 
wel l as metal tipped arrows, b u l lets and other metal pro
ject i les,  sh rapnel , etc. When they hit ,  they sting ,  and wi l l  
pu t  holes i n  h is  c loth ing/costume,  bu t  do no physical dam
age to the super being h imself, bouncing r ight off of h im .  
L ikewise, t he  punches, kicks and bu i lt-i n  weapons (b lunt  
or blade) of any being made of meta l ,  i nclud ing  cyborgs ,  
power armor and robots , that strike the Meta l  Man ipu lation 
character i n  hand to hand combat do 25% their norma l 
damage. 

S.  Sense Metals : The character instantly recogn izes 
the metal conte nt of ore ,  scrap  or  parts he sees o r  
touches, and can sense the presence (and vague loca-
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tion )  of any meta l with i n  a 30 foot (9 m) rad ius .  Location 
wil l  be sensed as nearby or  at the edge of the range.  Th is  
ab i l ity can be used to  detect metal objects and ore be
neath the g round up to two feet (0.6 m) deep per level of 
experience .  S im i larly ,  the character can scan a person o r  
bag/conta iner  b y  moving  h is  h a n d  over the person or item 
to detect any meta l or concea led meta l weapon on the 
person or  in the conta iner. Range is one foot (0 .3  m) and it 
takes one melee round  to completely scan one person .  I n  
this case, the character can sense exactly where the 
meta l item is located/concealed . 

9. Other Abi l ities and Bonuses : This abi l i ty also g ives 
h im the eq u iva lent of the Recognize Weapon Quality (and 
tools) ski l l  with a proficiency of 80% +2% per leve l of ex
perience. Can appra ise the va lue of any precious meta l ,  
ore ,  o r  jewel ry by s igh t  a lone  with a proficiency of  70% 

+2% per level of experience .  Can g rasp and hold onto any 
metal weapon or  object with a vice-l i ke g ri p  that prevents 
d isarming h im.  

Molecular  Com p ress i o n  
By compressing the spaces between a i r  o r  water mole

cules, th is power creates "hard "  a i r/water that can be used 
l i ke a barrier, sh ield , armor or projecti le .  To a fa r lesser 
degree, molecu lar compress ion can even be used on  solid 
materia ls ,  but the effects are n ot nearly as impressive, nor  
as effective as when used on a i r, water or a combination 
of the two . Un l ike the h igh-tech Air Oensifie rs of Fabrica
tors I nc. , this ab i l ity to dens ity molecu les is  far mo re flexi
ble and under the complete contro l of the su per bei ng .  

1 .  A i r  S ludge:  A basic u se of  th is ab i l i ty is to  compress 
the air and moisture molecu les arou nd h im to th icken it. 
The effect makes it d i fficu lt for those around the su per be
ing to move freely . 

Range:  20 foot (6. 1 m) rad ius around the super bei ng ,  
with h im i n  the  center a nd the  effect fo l lowing h im wher
ever he goes. 

Duration:  The compress ion lasts for as long as the hero 
concentrates. 

Damage: None,  but everyo ne/th i ng  with i n  the s ludge area 
fi nds  it d i fficult to move : Reduce Spd by 30% , -1 attack/ac
t ion per melee round ,  -2 on i n itiative and a l l  combat rol ls .  
P lus  the super be ing can see and fee l  bu l lets and projec
t i les come toward h im ,  enab l ing h im  to attempt to dodge 
them without penalty .  Note : Objects/people that move 
faster than 200 mph (320 km) are u naffected by th is ab i l 
ity .  

Attacks per  Melee: Having to  focus and concentrate on 
mainta in ing  the i nvis ib le Air  S ludge means the su per be
ing loses two of h is own attacks per melee round ,  but  he is 
otherwise unaffected by the effect. 

2. Molecu lar Barrier: Man ipu lati ng a i r  and moistu re 
molecu les, the character can effective ly create a barrier of 
"hard" a i r/water (a sort of force fie ld )  to b lock open ings ,  
doorways or create a wa l l .  The barrier appears as a sort of  
ro l l i ng ,  l iqu id haze, s im i la r  to  the effect of  heat vapors ris
ing from the g round ,  so it is v is ib le if one is  pay ing atten-



tio n .  Once created,  the barrier  can not be moved , though 
i ts maker can cancel it at any t ime.  

Such a Mo lecu lar Barrier  can be sha ped as a wal l ,  c ir
cle or bubble to stop or deflect a veh icle ,  charg ing  oppo
nent, projecti les and energy b lasts. On ly lasers and l ight  
beams, sound waves and vib ration  go rig ht through ,  but 
they are s l ightly d iffused and do one d ie less damage .  
L ikewise, most forms of psion ic  attacks and mag ic spel ls 
are not impa i red by the barrier un less they are some sort 
of physica l man ifestation such as a Ps i-Sword or  F i re Bal l .  

Barrier S ize : Two feet (0 .6  m)  th ick,  10  feet (3 m)  h ig h .  
Length i s  S feet ( 1 . S  m )  per level o f  experience .  

Barrier S .D .C. :  Each molecu lar barrier  has 40 S . D . C . + 1 0  
S . D .C .  per level of experience ;  +40 S . D .C .  u nderwater. 

Range:  Can be created around or in front  of its maker or 
up to SO feet ( 1 S . 2  m) away , +S ( 1 . S  m) per level of experi
ence; l i ne of s ight .  Range is ha lf u nderwater. 

Duration :  S minutes (20 melee rou nds) per level of expe
rience ;  the d u ration is ha lf  u nderwater. May be negated by 
its creator at any t ime. 

Damage: None, but  anyone punch ing/kicking the barrier 
takes 1 06 damage. Runn i ng or  ramming in to the barrier  
does 1 06 pOints of damage fo r every 20 mph (32 km) of 
speed and has a 0 1 -S0% chance of fal l i ng  down back
wards, los ing  i n itiative and  two melee attacks. 

Attacks per Melee: It req u i res th ree melee attacks/ac
tions to create a molecu lar barrier. 

3.  Molecular  Sh ie ld :  The character can create a shie ld 
that is just as effective as the molecu lar barrier i n  stopping 
incoming attacks , but wh ich moves with the character j ust 
l i ke a physical  sh ie ld used by the knig hts of o ld .  

Shield S ize: Two foot (0 .6  m) round sh ie ld .  

Shield S.D.C. :  60 S . D . C .  + 1 0 S . D .C .  per level of experi
ence; +20 S .D .C .  u nderwater. 

Range:  Self on ly .  

Duration:  S minutes (20  melee rou nds) per level of  expe
rience; the d u ration is ha lf u nderwater. 

Damage:  1 06 (plus P .S .  damage bonus) when used as a 
b lunt  weapon .  

Attacks per  Melee : U ses one melee attack to  create the 
sh ie ld .  

Bon us:  +3 to create/use a sh ie ld to b lock/parry an incom
ing attack. 

4. Compression Bolts : The character can fi re a bolt of 
hardened a i r/water. 

Range:  SO feet ( 1 S . 2  m) + 1 0  (3 m) per level of experi
ence; the range is half u nderwater. 

Duration:  I nstant. 

Damage: 1 06 per l evel of experience ;  can decrease the 
amo u nt of damage as desired by i ncrements of 1 06 .  

Attacks per  Melee : Each bolt fi red counts as  one  melee 
attack. 

Bon us:  As per the character's u sual  bonuses . 

5. Compression Armor:  The super being can sur
round h is  body and  costume with a force fie ld- l ike form of 
protection .  A. R .  1 4 , S . D . C .  1 00 + 1 0 poi nts per leve l of ex-
perience .  
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Range:  Self on ly. 

Duration:  2 m inutes (8 melee rou nds) per level of experi
ence. 

Attacks per Melee : Having to focus and concentrate on 
mai nta in ing  the a rmor means the super being loses two of 
his own attacks per melee rou nd ,  but he is otherwise un
impaired . 

6. Compression Weapons : The character can use h is  
power to compress the molecu les i n  so l ids to tu rn simple 
objects i nto more effective weapons. For instance ,  a s im
ple stick can be made into a baton as hard as steel o r  a 
rope held out stra ight and  then compressed can be used 
as a staff. Wh i le  th is does not enhance normal wea pons ,  it 

means the character can tu rn ord i na ry items i nto weap
ons .  

Range:  Touch . 

Duration:  2 minutes (8 melee rou nds) per level of experi
ence.  

Damage: 1 06 or 206 based on  the s ize of the makeshift 
weapon being used. 

Attacks per Melee: U ses up two melee attacks to in itia l ly 
create a Compressed Weapon . 

Monstrous Form 
By Carmen Bel la i re and Kev in  S iembieda 

L ike a true Dr. Jeky l l  and Mr .  Hyde , th is character is 
able to transform i nto a monstrous ,  su perhu man version of 
his human self. The monstrous character's physical traits 
are rad ica l ly altered , he ga ins 1 04+ 1 feet (0 .6  to 1 . S m) in 
heig ht and 1 D4xSO Ibs (22 . S  to 90 kg) to h i s  weig ht. H i s  
fingerprints and  facial  structu re a re rad ica l ly  a ltered , bu t  
are always the  same when  i n  h is monstrous  form. Any  ob
v ious ,  recogn izable ma rks , such as tattoos, b i rthmarks , 
scars, etc. a l l  d isappear i n  h is  a ltered form . 

Monster Body: The transformation  i n to a monster masks 
the character's true appearance, so the monster does not 
look l i ke the character's huma n  form . The h ead and face 
may look 0 1 -20% demonic,  2 1 -40% repti l ia n ,  4 1 -60% fe
l i ne ,  6 1 -80% can i ne or 8 1 -00% ape- l ike (p ick one or ro l l  
percenti le  d ice) . The body is th ickly muscled and may be 
covered in  ha ir  or completely ha i rless . The fingerna i ls  and 
toena i ls  harden in to wicked claws (206 damage +P .S .  bo
nus  if any) su itab le for combat and/or cl imb ing (+ 1 0% to 
C l imb ski l l ) .  The skin is l i kely to take on  an u nnatu ral color  
(wh ite , black, g rey, g reen , b lue ,  pu rple ,  ye l low, orange,  
etc. ) ,  and the powerfu l muscles p rov ide a strength eq ua l  
to Superhuman P. S. (can carry 200 t imes P .S .  i n  pounds  
and can l ift 300  ti mes) . 

Monster A .R. & S.D.C. :  The character's h ide toughens 
and takes on a d ifferent skin tone (p layer's  choice). A. R .  
1 06+8.  S . D. C . :  3D6x1 0+40 is  added t o  t h e  character' s 
usual S . D . C . ,  + 1  D4x1 0 S . D . C .  per level of experience. 

Al ig nment Change: L ike Hyde, the monstrous version of 
the character is more savage and monstrous .  This means 
the character's a l ignment is red uced by one step i n  h is  
monstrous form as fol lows: P rinci p led becomes Scrupu
lous ,  Scru pulous becomes U n princip led , U n pri ncip led be-



comes Anarch ist, Anarchist becomes Aberrant, Aberrant  
becomes Miscreant, and M iscreant becomes Diabol ic .  D i 
abo l ic remains D iabol ic . 

Special Abi l ities in Monstrous Form :  Because each 
mon strous form is  d ifferent, the player must pick 1 D4+2 of 
the fol lowi ng special ab i l it ies for his monstrous character, 
and once chosen they may not be cha nged at a later t ime. 

A predator's vision .  Sharp eyesig ht; perfect 20/20 day
l ight  vis ion ,  N ightvision 2000 feet (6 1 0  m) .  

A predator's keen hearing: Roug h ly eight t imes bette r 
than the average huma n ,  +2 on i n itiative . 

A predator's sen se of smel l .  Track by scent l i ke a 
b loodhound 66% +2% per level of experience (+20% to 
fol low blood scent) .  

A predator's sen se of taste .  An altered sense of  taste 
enables the character to eat raw, rotten and putrefied 
meat (an imal  or h u manoid)  without a bad taste or danger 
of getting i l l  from it. 

Bio-Regeneration :  5D6 H it Poi nts or S .D .C .  per  hour  
and  recovers from the  effects of  fatigue ,  d rugs,  poison and  
d isease i n  half t he  t ime of  an o rd i nary human .  

Bio-Regeneration Supe rior: 2D6 H it Points or S . D .C .  
per melee round and the  monster can also regrow lost 
l imbs (or port ion thereof) i n  24 hours ,  but it exists on ly i n  
h is  monster form. Note: Cou nts as  two Special Abi l i ty se
lect ions. 
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Combat Fangs: Large mouth with teeth and fangs for 
biti ng .  Bite attack does 3 D6 damage. 

Combat Reflexes ( Defensive) :  The character's i nsti ncts 
and reflexes are geared towards h is own self-defense ,  
with the fo l lowing bonuses: + 2  to parry , + 3  to d isarm, +4 
to dodge, +5 to rol l  with punch , fa l l  or impact, and the 
character has automatic dodge ,  mea n ing he must rol l  to 
dodge as usua l ,  but  the act of dodging does NOT use u p  a 
melee attack. + 1  to auto-dodge at levels 1 ,  3, 6, 9, 1 2  and 
1 5 . Note: Offensive Combat Reflexes cannot be chosen if  
Defensive Reflexes were picked .  

Combat Reflexes (Offensive) :  The i nstincts of a h unter 
or k i l ler: +3 to stri ke , +1 to parry and dodge, and +2 to ro l l  
with punch , fa l l  o r  impact, + 1  attack per  melee rou nd and 
+ 1  D6 damage from pu nches, kicks ,  or claw attacks i n  
hand to  hand attacks . Note: Defensive Combat Reflexes 
can not be chosen if Offensive Combat Reflexes were 
picked . 

Fur  covered Body: Doesn't need to wear a costume if 
he doesn't want to , resi stant to cold (half damage) ,  +4D6 
S . D . C .  

I ncreased Strength and End u rance: The character is 
huge and bristl ing with muscles , +2 D6 to P .S .  and +1 D4 to 
his P . E .  attribute . Note: N ot ava i lable if Supernatu ra l  P .S .  
is selected . 

I ncreased P .S .  to Supernatu ra l :  + 1  D6+3 to P .S .  and  i t  
is Su pernatu ra l Strength .  Can  carry 300 times P .S .  i n  
pou nds and can l i ft 500  t imes. Fatigues a t  half the rate o f  
normal hu mans. (See the  HU2 ru le book, page 294, fo r 
the Supernatu ral  P .S .  damage) .  Note : Counts as two spe
cial ab i l ity selections .  

I ncreased Speed & Leg M uscle Strength : With wiry and 
qu ick l imbs,  the monstrous character reacts i ncred ib ly 
fast, +1 D4x1 0 to h is  Speed attri bute, + 1  on in i tiative, and 
can leap 1 0  feet (3 m) h igh or 1 5  feet (4 .6 m) long from a 
stand ing position , 50% g reater d istance from a run n ing 
start. 

Prehensi le Feet/Toes: The character's feet resemble 
those of a monkey or  ch impa nzee, with long , finger-l i ke 
toes , and a thumb- l ike b ig toe for g rasping and hold ing . 
The prehens i le foot is not developed enoug h to th row an 
object or fi re a g u n  with any accuracy (-6 to stri ke) ,  but 
can easi ly pick up and ho ld or carry items, press buttons ,  

u nt ie rope, turn doorknobs, pu l l  levers and even p lay the 
p iano (although not too wel l ;  half normal ski l l  with hands) . 
When  barefoot, the character is + 1 5% to C l imb or rappel 
( i f  he  has no formal C l imb ing s ki l l  use 30% as a base ski l l  
proficiency) ,  is + 1  to dodge,  and  can  use  h is  feet l i ke 
hands .  Limitations: Please note that the use of feet to 
perform ski l ls l ike Computer Operation or Pick Pockets 
suffers a ski l l  penalty of -25%.  H igh ly techn ica l  ski l ls ,  such 
as Mechan ics ,  E lectron ics, Medica l ,  Demol itions ,  P i loting 
Ai rcraft and so on ,  are impossible to perform with any ac
cu racy (-60% ski l l  penalty when us ing feet) . 

Prehensi le Tai l :  The p rehens i le  ta i l  is typical ly long  (3-4 
feet/0 .9-1 . 2  m) and n imble ,  ab le to gr ip  objects l i ke that of 
a monkey and some l izards .  It can seize and  g rasp, hold 
and carry and even use s imple tools l i ke a wrench , screw-



driver, or hammer, as wel l as s imple weapons such as a 
cl ub ,  knife ,  sword , etc. The ta i l  is a lso he lpfu l for C l imbing 
(+ 1 5%) and Acrobatics (+ 1 0% )  and can turn knobs, press 
buttons ,  and provides one extra attack/action per melee 
round .  

Tail Bonuses: The ta i l  itself is + 5  to  dodge and + 1  to 
stri ke and parry (only P . P .  attri bute bonuses can be added 
to these) .  The ta i l  is  q u ite strong ,  able to support the char
acter's fu l l  body weig ht when suspended above the 
g round (dang l ing by h is ta i l  l i ke a mo nkey or swing ing on 
tree l imbs) , but it can on ly carry the equ iva lent of one th i rd 
of the cha racter's normal P . S .  amount  or d rag half that 
amou nt. 

Tail Penalties: The tai l  can not be u sed to u ntie rope 
and a iming and firing a gun  i s  cl umsy at best, -4 to stri ke 
with guns ,  -6 to stri ke with a th rown object. 

Tough H ide/Ski n :  T h e  s k i n  is scaly, th ick and  hard ,  
l umpy,  hard a n d  rough l i ke tree bark or other  odd appear
ance. Add 1 D6x1 0+40 to S . D . C .  

Orb ita l  Spheres 
The character ca n whip up a series of smal l spheres of 

energy/force that ci rcle the super be ing l i ke the e lectrons 
of a n  atom.  Together, these orbital spheres form a tight  
defe nse against most i ncoming physical attacks . 

The spheres provide the su per be ing with a h igh 
chance to parry al/ i ncoming physica l  attacks, from a l l  d i 
rect ions,  includ ing  arrows, bu l lets and energy blasts ! 
Magic spel ls and pSion ics, as wel l  as gas attacks and 
other  area effect attacks sti l l  get th rough .  

For  each orbital sphere ,  t he  bonus to  parry is + 1 , so  i f  
three spheres are i n  p lace they are +3 to  parry ,  i f  s i x  are i n  
p lace, they are +6 to  parry , and so on . 

Orb ita l Spheres can also be d i rected to attack an oppo
nent l i ke a fly ing bowl ing bal l .  

Number of  Spheres : One per  level o f  experience . 

Range:  The spheres orbit with i n  two feet (0 .6 m) of the 
character, but they can be sent to attack up to 300 feet 
(9 1 . 5  m) away. 

Duration:  The spheres can be summoned at any t ime and 
mai ntai ned for up to five m inu tes (20 melee rou nds) per 
level of experience. 

Defensive Bonuses : +1 to parry al l  i ncoming physical at
tacks per each Orbital Sphere. Thus ,  if there are th ree 
spheres the bonus  is +3 ,  if there a re six the bonus is +6 , 
ten spheres means  a + 1 0 bonus  to parry !  

Damage: 1 08 pOints o f  damage p e r  sphere .  As a n  offen
sive weapon one or more Orbital Spheres can be made to 
break orbit and attack an adversary or target. The spheres 
may sent out one at a time or h u rled in vol leys of 2, 4 ,  o r  6 
at a t ime (608 maximum damage) , each stri king the same 
target i n  u n ison for g reater  damage. Each vo l ley is consid
ered a s ingle melee attack, and the super being makes 
only one ro l l  "to strike" for the ent ire vol ley .  The target may 
attempt to dodge , but he is -1  for each sphere in the vol
ley; rol l  on ly once to dodge the ent ire vol ley. A fa i led ro l l  
means getting  clobbered by  the  ent ire vol ley .  
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After the sphere h its (or  misses its target) it retu rns to 
the super being .  The spheres can be targeted and de
stroyed to reduce the i r  n umber, but the attack must be an 
Aimed or  Cal led Shot. Each sphere has 1 06+1  S .D .C .  per 
leve l of its creator's experience .  Destroy ing an Orbita l  
Sphere i nfl icts 1 06 pOints o f  damage to its creator and i t  
can not be  re-summoned for 1 04 ho u rs after its destruc
tion .  Rema in i ng  Spheres van ish at the end of the i r  d u ra
tion , but can be summoned again afte r five minutes . 

Attacks per Melee: Each vol ley of spheres fired cou nts 
as two melee attacks (one to h it and one to retu rn ) .  
Parry ing i ncoming attacks is  an automatic react ion and 
does not u se u p  a melee attack. 

Bon uses : +1 to stri ke per each sphere i n  a vol ley .  

Pause Tem poral  F l ow 
The super  being has the ab i l i ty to stop (or "pause") t ime 

for a l im ited period . Time itself wi l l  actual ly be halted with in  
the  area u nder h is  infl uence. The time d istortion is not  per
manent and t ime "snaps back" to normal with in  a few sec
onds after the character has stopped using h is/he r  super 
ab i l i ty .  

1 .  Pause Individ uals a nd/or Vehic les in Time: The 
super being  can pause up to two ind iv iduals or one veh icle 
(car, truck, boat, etc. ) per every five levels of experience ,  
for a s  long a s  h e  concentrates on maintain i ng the power. 
Targets of the time d istortion have no idea what is  go ing 
on ,  but they can not do or  say ANYTH I NG wh i le they are 
stopped i n  t ime. When the du ration  ends,  the paused ind i 
vidua ls/veh icles retu rn to normal ,  do ing what they were 
dO ing before they were frozen i n  t ime. 

Because t ime is  actua l ly  paused for the targets/vict ims, 
they are effectively tota l ly immune to a l l  outside forces ; 
completely immobi le and invu lnerable to al l  attacks for the 
duration of the power. Not even magic or psion ics can 
harm or affect the targ ets wh i le  they are frozen i n  t ime. 
For th is reason ,  and because th is ab i l ity takes the charac
ter's  total concentrat ion to mainta in ,  the best use of th is 
ab i l ity is to provide tem porary protection to innocent by
standers or to isolate a v i l la in  long enough for he lp to ar
rive on the scene .  This makes th is aspect of the abi l ity the 
most powerfu l ,  even it if is  rather ben ign .  

Range:  1 00 feet (30 .5  m) +5 feet ( 1 . 5  m)  per  level o f  ex
perience; l imited to one or two targets on ly .  

Duration : One m inute (4 melee rou nds) +1 melee round 
( 1 5 seconds) per level of  experience.  The effect can be 
cancel led by its maker at any t ime and  i nstantly ends if he 
is knocked out or s la in .  

Attacks per Melee: Mainta i n i ng the tempora l  pause re
q u i res nearly tota l concentration ,  so h e  must spend a l l  but 
one of h is  melee attacks/act ions d u ring each round he 
wishes to mainta i n  th is  effect. Fai l u re to do so means the 
affected ta rget(s) retu rn to normal and are free to carry on 
as if  noth ing  had happened at a l l .  

Saving Th row: On ly those who save aga inst the effect by 
rol l i ng a 1 5  or h igher (M . E .  bonuses app l icable) remain 
completely unaffected . 



2. Time Bubble: The character can "pause" t ime i n  the 
area around h im ,  creat ing one smal l  bubb le around  h im
se l f  where t ime has stopped for a few min utes. L i ke the 
ab i l i ty to pause specific i nd ivid uals ,  the character and ev
eryone and everyth ing in the Time Bu bble with him are 
completely immobi le and invu l nerab le to harm.  Forms an 
impenetrable barrier preventi ng  any outs ide forces from 
affecting those inside the bubb le .  I f  there is a downside to 
the use of this ab i l ity it' s the fact that a l l  those i ns ide the 
bubble are frozen ( incl ud i ng the hero) and can take NO 
actions u nti l the du ration of the power ends .  This means 
that th is ab i l ity is l imited to defens ive uses on ly .  For exam
�: I f  there is a rag ing fi re , the hero can use the t ime bub
ble to protect a smal l  a rea u nt i l  the flames have had t ime 
to d ie down or fo r the fi refighte rs to arrive. 

Range:  A 20 foot (6. 1 m) rad ius a round the su per bei ng ,  
+S feet ( 1 . S  m) per  leve l of  experience starting  with leve l 
two . 

Duration : One m inute per leve l of experience. 

Saving Th row: None. 

3.  Temporal Sl ip: The character can freeze al l  t ime , or 
step out of ti me, depend ing o n  how you look at i t .  The 
world around the character is  frozen i n  p lace ,  a l l  motion 
around him is stopped , b i rds hang in mid-fl ight  and people 
are frozen in  mid -step .  Everyth ing around h i m  is  frozen in 
place, and everyth ing around him is tempora l ly indestruct i
b le .  The character cannot physical ly hu rt a ny l iv ing crea
tu re or damage any item frozen i n  t ime. But he ca n move 
th rough h is  phys ica l  envi ron ment,  open d oors, g rab an 
item ,  ru n away , read a computer screen , set traps,  etc. To 
others ,  it wi l l  appear as if the hero d isappeared for a few 
seconds and then sudden ly reappeared at a d ifferent loca
tio n .  This makes Tempora l  S l i p  ideal  for q u.ick escapes. 
Note: Whatever actions the character takes d u ring the 
Temporal S l ip  melee round a re unseen and u nknown to 
the other characters frozen in t ime. 

Range:  Self on ly .  

Duration:  One melee round  ( 1 S seconds) worth of ac
tion s. 

Attacks per Melee: None,  on ly takes a spl i t-second to 
use and g ives the character a "free" melee round of ac
tions .  The super being can on ly use th is ab i l ity once per 
m in ute and no more than three t imes per level  of experi

ence per every 24 hour  period d ue to the power's 
demanding nature. 

4. S uspended A n imation:  The character can put h im
self into tempora l  suspended an imation .  I n  th is state, he is  
immune to a l l  outs ide forces and no t ime passes for the 
character. He can preprogram his ab i l ity to wake him from 
the suspended an imation  i n  any n umber of years he 
wishes. The character cannot set the wake up cal l  for less 
than a year, due to the natu re of the power and the d iffi 
cu lty i nvolved . U pon wa king it is as if no t ime has passed 
for the character, he wi l l  not have aged one day. He may 
a lso suspend a few persona l  items ( up  to SO Ibs/22 . S  kg 
per level )  with h im .  

Range:  Self on ly. 

Duration:  Progra mmed for one year, or up to two years 
per level of experience as a maximum time l im it. 
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5. Mental ly Pause ClockslTimers : The abi l ity to men
tal ly pause the i nterna l  mechan isms of clocks , wrist
watches and  a l l  t imepieces . Wh i le the character can not 
selectively s low o r  speed up a t imepiece, he can pause it 
for as long as he concentrates on  the t imer(s) .  

Range:  1 00 feet (30 . S  m) or  by touch ;  l i ne of sight. 

Area of Effect: U p  to fou r  d i fferent clocks/timepieces 
with i n  the speCified range .  

Duration:  As long as the character desires and concen
trates .  No other  attacks/actions are poss ible wh i le  the 
character i s  concentratin g .  The clock is paused for the du
ration  and resu mes its norma l function a t  the  end  of  the 
duration , count ing down from the same moment the t ime
piece was paused at. 

6.  Additional  Bonuses : Pause Tempora l  Flow can be 
a compan ion power to both Stretch Time and Slow Motion 
Control, so these bonuses are not accumulative if you 
have two (or th ree) of these powers .  The character has an 
u ncanny sense of t ime and is  never late ,  un less he wants 
to be. Knows the day and time with i n  1 04 minutes without 
hav ing to refer to a t ime piece. +3 to save vs t ime altering 
powers ,  mag ic or effects from others, includ ing kinetic en
ergy attacks that s low th ings down . + 1  to i n itiative at levels 
1 , S , and 1 0 . 

Personal  Recog n it ion 
B y  altering  the persona l  recognit ion abi l i ty o f  those 

around h im ,  the super bei ng can provoke a variety of re
sponses in other peop le .  He can make others see h im as 
a persona l  friend , an a uthority figu re or a horrific fiend , 
among other  possib i l ities .  I t  is important to note that the 
super being  has no  con tro l  over who the victim(s) see h im 
as .  I f  he u ses h is  Best Friend persona l  recogn it ion on a 
busy street, one victi m may see h im as an o ld h igh schoo l 
buddy,  a cop might  th ink  the character is h is partner and a 
v i l la in  may see h i m  as h is  favorite henchman .  Al l of th is 
happens s imu ltaneously , with each of the victims seeing 
the super being as thei r own best friend and react ing ac
cord i ng ly .  Thus ,  i n nocent bystanders wi l l  treat an Authority 

Figure with respect, a v i l la in  wi l l  probably attack (or avo id) 
h im on s ight. These confl icti ng recog n it ions mean the 
character wi l l  have to take care when using this ab i l ity .  

There are no i l l usions o r  physica l  changes generated by 
th is abi l ity , so wh i le  the v ictims wi l l  react to h im as a d i ffer
ent person ,  any cameras ,  video recorders and  those out of 
range wi l l  a l l  see the character for what he rea l ly is .  

Range:  20 foot (6. 1 m)  rad i us  per level of experience sur
rou nd ing the super bei ng ,  or the character can focus the 
effects on just one ind iv idua l  with i n  1 00 feet (30 . S  m) per 
leve l of experience; l i ne  of s ight. 

Duration:  The effect lasts as long as the character main
ta i ns  h is  concentration .  

Arc hetypes of  Recog n ition :  The character can on ly  use 
one of  these Personal  Recogn it ion ty pes at any one t ime, 
regard less of whether he uses it as a rad ius  effect or 
agai nst a s ing le v ictim .  

Authority F igure:  The super bein g  appears to be some 
type of authority figu re ,  l i ke a pol ice officer, m i l itary officer, 
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j udge,  pol it ician ,  mayor, p riest, etc . , as seems to best fit 
the situation .  The victim wi l l  fo l low any reasonable instruc
tion s, commands or req uests made by the "Authority F ig
u re . "  On ly those who hate and/or defy authority figu res wi l l  
react with hosti l i ty or defiance .  

Best Friend :  Seen as victim's best friend and long t ime 
pal . The victim wil l  want to help and assist " h is friend" and 
bel ieve anyth ing that sounds reasonable.  I f  the character 
is engaged i n  combat the victi m(s) w i l l  jo in  i n  the battle to 
he lp  out as much as he can .  

Hated Rival or E nemy:  Appears as one of the victim's 
hated enemies or  riva ls .  Th is may i nclude a school  bu l ly ,  
bus iness associate , competitor, crim ina l  (or hero) ,  
su per-v i l la in  or even a sib l i ng  or  re lative. The v ictim is  
l i ke ly to  ig nore ,  d istrust and defy anyth ing the  " riva l "  asks 
or tel ls h im ,  and depend ing on the magn itude of emotion 
and the si tuation , may do anyth ing  he can to undermine ,  
attack, captu re ,  a rrest o r  get  the u pper hand on h is  rival or  
enemy.  The victim wi l l  ignore a l l  other  targets and concen
trate on the hated character. 

Hel pless Victim: Appears to be an i n nocent bystander 
or  he l pless ind iv idua l ,  l i ke a ch i ld ,  i nva l id ,  etc. in  harm's 
way and i n  need of help. Heroes, the authorities and peo
ple of good a l ignment wi l l  want  to try to help the i n nocent 
person get to safety , whi le crooks and v i l la ins may try to 
use the i n nocent person as a hostage,  h u man sh ield or  
d istraction . 

Homeless Person :  Sees the super h u man a s  a vaga
bond/trans ient and probably ignores h i m  altogether .  

Horrific Fiend : Sees the character as some sort of 
fiend ,  demon , or monster conju red u p  from the victim 's  
own fears .  Th is wi l l  g ive the su per be ing a Horror Factor of  
1 D6+ 1 2  and most victims wi l l  try to avoid the dan gerous 
looking creatu re . On the other  hand , heroes and the au
thorities may attack h im .  

I ntimate Lover: The character appears to be the victim's 
lover, g i rlfriend/boyfrien d ,  spou se, ex-lover, etc. Most who 
see their loved one wi l l  do anyth ing to keep  that person 
safe ,  but wi l l  also become jea lous if others react to thei r 
lover i n  the same man ner. And if it 's an ex-lover . . .  who 
knows what emotions m ight boil over. 

Powerfu l Superh u man : Others see the super being as 
some other very powerfu l ,  su per being - typical ly more 
powerfu l than he tru ly i s .  He wi l l  seem 2D4 levels h igher 
than normal and can u se the victim's fa lse perception of 
h im to b luff and i ntim idate h im and those around h im who 
are weaker and frightened of the brute. Vi l la ins and 
heroes may see the superhuman as a threat and concen
trate their attacks and attention on h im .  Heroes who see a 
champion may fee l  they have their backs covered or a 
new a l ly to jo in  a battle they can not win . 

Attacks per Melee: Fortunately ,  on ly m in imal concentra
tion is req u i red ,  enab l ing the super being to engage i n  
combat or other actions wh i le us ing  th is  ab i l ity .  However, 
the character must spend one melee attack per me lee 
round to mainta in  the effect. 

Saving Th row: 1 6  or h igher  ( M . E .  bon uses appl icab le) 
saves. A successfu l save means the intended victim sees 
the character for what he real ly is. 



Pesti lence 
By Carmen Bel la i re and Kev in  Siembieda 

The character can generate a i rborne ,  fast acting d is
eases to u nderm ine  and  impa i r  h is  opponents. These 
super-bugs take effect in a matter of a few seconds,  but 
than kfu l ly ,  on ly last a short wh i le before the unnatu ral d is
eases wear off. 

Range:  Touch . Heroes must be carefu l not to accidenta l ly 
infl i ct a d isease o n  an i n nocent bystander. 

Duration:  Two m inutes (8 melee rou nds) per level of ex
perience.  At the end of the d u ration ALL penalties end, 

and the v ictim recovers i nstantly from the d isease, on ly 
any damage i nfl icted remains .  There is no l i ngering i l l ness 
or infection left in  the victim when the pesti lence ends.  

Damage, Penalties & Effects : Based on  the type of d is
ease.  May be any of the fol lowing .  

Fever: I n fl icts a terri b le  fever. Victims are burn ing  up ,  
d izzy ,  wea k, v is ion is b lu rred ,  t he  body aches and  it is  d iffi
cu lt to concentrate . Red uce speed and i n itiative by half, -2 
melee attacks/act ions per round ,  combat bonuses are 
half, sk i l ls suffer a -30% pena lty . The victim wi l l  want to 
find somewhere to sit down and rest. 

F lue-Li ke I l l ness: The victim is  immed iate ly affl icted 
with a terr ib le coug h ,  ru n ny nose and ach ing muscles, he 
fee ls awfu l and wants to lay down . He can continue to 
fight  but is at half h is  normal combat bonuses and attacks 
per melee , loses the i n itiative (if he had it) , and loses 
2D6+ 1 20 S . D .C .  (not H it Poi nts) per melee unt i l  he is 
down to on ly 30% . 

Lung I nfection : The v ictim coughs,  wheezes and can not 
catch his breath . Th is i l l ness is especial ly effective against 
characters with the powers of super-speed and flight as 
they are unable to trave l faster than 25% the i r  usual speed 
and lose ha lf the i r  attacks per melee . Worse, the speed
ster or flyer must stop and  rest for one melee round (has 
on ly two melee attacks/actions that round)  after on ly 1 D4 
melee rounds of combat, super  speed or flyi ng .  

Ki l ler  Headache:  The victim has a bruta l ,  th robbing 
headache that makes concentrat ion d ifficu lt .  Al l sk i l ls  are 
-30% to perform ,  mag ic spe l l s  take u p  twice the usua l  
amount of  time to cast and cost 20% more P . P . E. ,  and 
pSion ic powers do  half their  no rmal d amage and have half 
thei r normal du ration and range .  Also redu ce speed and 
a l l  combat bonuses by half. 

P lague:  Vict im turns pale and b lotchy,  becomes de l i ri 
ous ,  is burn ing u p  with fever, and is so weak that he can 
bare ly stand .  Looks l i ke he 's hoveri ng on death 's  door!  
The victim has on ly two attacks/actions  per melee round ,  
no bonuses o f  any  ki nd and  fu rthermore ,  is  -4 on  a l l  rol ls .  
Ski l l  performance is -60%. I f  the character tries to engage 
i n  combat or exerts h imself i n  any other way , there is a 
0 1 -35% chance of co l laps ing and fa l l i ng i nto a coma ( ro l l  
to  save vs  coma, but  a t  +25% to  save) ,  and medical he lp  
may be needed . 

Power Deb i l itation :  The i l l ness attacks what makes the 
character superh uman ,  muscles ache and the character 
feel s  weak and t i red . Super Strength (a l l  types) tu rns into 
ord i nary P .S .  and reduce the P . S . n u mber by ha lf! Powers 
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of super-speed a re red uced by 75% and the character 
loses two melee attacks per roun d .  Characters with fast 
hea l i ng/bio-regenerative powers can NOT heal whi le i n 
fected . ALL other powers see the  amount  of damage, du 
rat ion and range reduced by  HALF. Combat bonuses are 
a lso half. Ord inary people, psych ics, mages, and non
su per-powered categories of heroes are not affected by 
th is d isease! 

Rashes: Large ,  ug ly rashes form on the victim's ski n ,  
red ucing P . B .  b y  ha lf. These rashes are s o  itchy a n d  d is
tract ing that the victim has no i n it iative , a l l  combat bo
n uses are at -2 and loses ha lf his melee attacks/actions 
scratch ing the rashes. 

Sickness: Victims feel  s ick to thei r  stomach , suffer  from 
headaches , ru nn ing  s inuses, watering eyes, nausea, vom
iti ng ,  cannot hold food down and have a strong need to 
s leep. If the victi m tries to push h imself (a lways ro l l  at the 
beg inn i ng of each melee round) ,  there 's a 0 1 -45% chance 
of col laps ing i nto uncon sciousness for the n ext 2D4 melee 
rou nds .  Fast and sudden movement has a 0 1 -70% l i ke l i 
hood of ca using vomiti ng ,  which uses up  1 D4+2 melee at
tacks/act ions. Fu rthermore ,  the character has no bonuses 
to fight or defend h imself while vomiti ng .  Otherwise, -3 on 
a l l  combat bon uses, -2 attacks per melee, -20% on  ski l l s  
and remem ber to ro l l  for col lapse every t ime the character 
exerts h imself. 

Attacks per Melee : It takes two melee attacks/actions to 
i nfl ict the u nnatural d isease u pon a victi m .  

Saving Th row: A rol l  of 14 or  h igher, with any appl icable 
bon uses vs d isease added in .  Once a victim has been af
fected with a d isease he/she can not be i nfl icted with an
other  one unt i l  the fi rst d isease's d u ration ends. Th is  
i ncl udes any natura l ly occurrin g  i l l nesses the vict im may 
have, so havi ng a common co ld or a flu wi l l  make the vic
tim temporari ly immune to th is  power (as would an immu
n ity to d isease) .  A successfu l save means the in tended 
i l l ness has no effect at a l l .  If a v ictim saves once aga inst 

that particu lar  Pesti lence he can not be infected by it for 48 
hou rs ,  but h is attacker can try to infl ict a different unnatu
ra l d isease u pon h im .  Characters with I nvu lnerab i l ity are 
immune to th is power even though they can catch o rd i nary 
i l l nesses. 

Bonuses :  The character is  tota l ly immune to all d iseases. 

Petrifi cati o n  
A frighten ing  power of transfo rmation that can change 

any l iv ing creatu re or  i nan imate object i nto sol id stone ! 
Actual ly ,  some superh u mans with Petrification can tu rn 
the i r  targets into crysta l ,  meta l ,  or wood rather  than stone.  

The effects of petrification  are instant, but than kfu l ly ,  
temporary .  The transformed person , creatu re or object 
turns i nto stone (or  one of the s imi lar  properties noted pre
viously) ,  renderi ng  him i mmobi le .  A petrified character is 
p laced i n  stasis and remembers noth ing of the time that 
he was tu rned to stone .  I f  the petrified character has a 
l imb broken whi le a lte red ,  it wi l l  be m issing when restored 
to h is normal form and med ical attention wi l l  be req u i red .  I f  
the petrified character i s  somehow smashed/blown u p ,  the 
l i fe essence i nside is destroyed .  When the duration ends ,  



the transformed character/creatu re/object wi l l  be retu rned 
to its normal  form , i gnorant to what happened . 

Range:  Touch . 

Duration:  Three hours,  p l us  one  hour per level of experi 
ence. That's melee rou nds ,  not hours ,  for characters with 
the power of Invulnerability or Earth Possession, and 
those who can Alter Physical Structure: Stone, Pebbles, 

Glass, Sand, and Metal are completely immune.  

S.D.C.  and A.R. of the Victim : Varies with the materia l ;  
most Petrification powe rs (80%) tu rn the victim to stone ,  
but there a re some alternative materia ls .  

Crystal Transformation :  900 S . D .C .  with an A R. of  1 5 , 
it takes 450 points of damage to snap off a l imb .  

Meta l Transformation : 1 600 S . D . C .  with an  A. R. of  1 8 , i t  
takes 800 points of damage to snap off a l imb .  

Stone Transformation :  1 200 S . D .C .  with an A R. of 1 7 , 
it takes 600 pOints of damage to snap off a l imb .  

Wood Transformation :  800 S . D . C .  with an A R. of  1 4 , i t  
takes 400 pOints of damage to  snap off a l imb .  

Damage:  None ,  u n less someone damages or  destroys 
the petrified character. 

Attacks per Melee: Each petrify ing touch cou nts as two 
melee attacks/actions .  

Saving Th row: 1 5  or  h igher  ( P . E . bonuses appl icable) to  
save. A successfu l save means the petrification d idn ' t  
work, th is  t ime. 

Bon us:  The super bei ng  with th is power is ,  h imse lf, im
pervious to Petrification .  

Polymorp h  
The character possesses the u nusual  abi l i ty to shape 

change i nto inanimate objects. Whi le the character ca nnot 

take on the form of other people or l iv ing creatures, nor  
h igh-tech equ ipment,  weapons or veh icles, Polymorph en

ables the super being to become s imple objects such as a 
bou lder, park bench , length of fenc ing ,  d oor, sheet of 
wood ,  cha i r, couch ,  desk, tab le ,  lamb,  chest, she lf, axe , 
shove l ,  push cart, wagon ,  b icycle ,  etc. He can a lso 
Polymorph to look like a stove ,  refrigerator, microwave 
oven ,  toaster, te levis ion , cop ier, pri n ter, computer, mon i 
tor, gun ,  or complex device ,  but h e  does not  actual ly 
work!fu nction as an electron ic device or complex mach ine .  
Even the door to  the 'fridge wi l l  not  open , h is appearance 
is fake , but effective as long as nobody tries to use the 
item .  

This abi l ity enab les the hero to  h ide i n  p la i n  s ight, as 
long as he takes care to pick objects that match his sur
rou nd ings.  Furthermore , by chang ing  i nto a stop s ig n ,  
one-way s ign , o r  traffic barricade,  the character  can impai r 
or red i rect traffic or block a path .  He  can arm another hero 
by becomi ng a sword or  a c lu b (but not g u n s) ,  and could 
try to bl uff or fake out a n  adversary by tak ing on the ap
pearance of a gun or bomb. 

Statistics : The character reta ins  most of h is  normal attri b
utes . Even though he has tu rned i nto an i nan i mate object 
he can sti l l  move , bend and twist, b ut of course he can 
a lso stay perfectly sti l l  to make the i l l us ion complete .  Re-
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gard less of his appeara nce, the character reta ins h is own 
S . D .C .  and H it Poi nts, but ga ins  the A R. of the object he 
turns i nto . The character does lose his ab i l ity to speak u n
less he morphs part of h i s  body in to h is h u man form . 

When the character takes the form of objects with legs, 
h is  Spd attribute remains  the same as h is  h u man form , but 
if the object has no legs or j ust feet o r  stu bby legs, then he 
can only shuffle o r  s l ide along at 1 0% his normal S pd .  I f  a 
length of cha in ,  he can sl i ther  a long the g round  at half h is  
normal Spd attri bute. F ina l l y ,  if the character takes a 
shape with whee ls, l i ke a b icycle, skateboard or wagon , 
h is  speed is i ncreased to three t imes faster. 

Range:  Self on ly. 

Duration:  1 5  minutes per level of experience .  

Damage: Min imal .  Even a weapon rarely does more than 
3D6 damage. Attacks per Melee: Each Polymorph trans
formation counts as one melee attack/action , and even re
tu rn ing to h is human form counts as one melee attack! 
action .  Note: The character does not have to change back 
to human form to take the shape of a new object. He can 
switch from one appearance d i rectly to another with just a 
thou ght (sti l l  counts as one me lee attack) . 

Lim itations:  S imple objects , as noted previously , no e lec
tron ics, g u ns or complex devices with eng ines or a lot of 
moving parts . Nor  can he Polymorph in to a dead body,  
ske leton o r  an imated corpse/zombie .  

Lastly , the character can assume the form of an object 
that is as smal l  as a p isto l ,  hammer or toaster, and as 
large  as a refrigerator. Note : The character takes on the 
fu l l  weight of any object that he tu rns i nto . 

Portals 
The character with th is power can  create porta ls that 

function as two-way doorways over short d istances.  These 
Portals can be used for travel ,  to escape a locked room or  

prison cel l ,  as wel l  as a defense or  to  ga in  access to 
places where he doesn 't belong .  A Portal wi l l  usua l ly cir
cumvent a larm systems and most defenses and fortifica
tions .  A Porta l appears as a circle or rectangu lar door 
shape made of crack l ing energy about 1 0  feet (3 m) ta l l  
and  five feet ( 1 . 5  m) wide .  Looking into the  energy fie ld re
vea ls noth ing  about what is on the other side ,  you have to 
go th rough one to fi nd  out  where it leads. Consequently , it 
is best to know what awa its o n  the other s ide of the wa l l  
when the  portal is created .  

1 .  Portal Travel :  At wi l l ,  the  super being can create a 
porta l to travel through any wa l l  or locked door, or be
tween any two short poi nts. One portal wil l open right  next 
to the character, and the other  wi l l  open a short d istance 
away.  Wh i le it is best to have l i ne of sight on both loca
tions ,  the character can open a porta l to a location that he 
can not see , prov ided he knows a l ittle  someth ing about it 
( it 's the basement, a storage closet, the room at the end of 
the ha l l ,  etc . )  and it is i n  his range.  The second Porta l 
opens to that second ,  nearby location .  Problem is ,  if the 
Porta l 's  creator doesn 't know what waits at the second lo
cation ,  the Porta l cou ld open d i rectly into traffic, over a 



swimming poo l ,  i n to a room fi l led with enemies, o r  other  
dangers or  problems. With practice , the character can pre
vent fa l l i ng  damage by open ing  a porta l j ust a few feet 
above the g round and then open ing the other  rig ht i n  front 
of h i mself as he fa l ls .  Th is  way he wi l l  strike the g round af
ter fa l l i ng  on ly a few feet and take no damage.  

Range:  A portal can be made by touch or  created up  to 1 0  
feet (3 m) away per leve l of experience. 

Travel d istance can be as short as just the other side of 
the door, wal l ,  floor  or cei l i ng ,  or as g reat a d istance as 
300 feet (9 1 . 5 m) +30 feet (9 . 1 m) per level of experience.  

Duration:  Travel between the two points is done in  an in
stant, but once a Portal is  created , it remains open for 1 D4 
melee rounds .  I ts creator cannot shut it sooner. 

Damage:  None ,  a lthough one cou l d  step i nto a dangerous 
situation .  Another  danger is  the porta ls remain open long 
enough for an enemy or  pu rsuer to fo l low. 

Attacks per Melee: C reating  a pair  of portals (one at each 
end ; an exit and entrance porta l )  cou nts as two melee at
tacks/actions .  

2.  Portal  Attack :  The porta ls can be used to perform a 
s imple attack. By open i ng  a porta l beneath an  opponent o r  
i n  front o f  a rap id ly moving one ,  a n d  open ing the other  
porta l h igh u p  i n  the a i r, the opponent wi l l  fa l l  a g reat 
height ( up  to the porta l ' s  maxi mum range) .  The character 
wi l l  have to make a successfu l stri ke rol l  and the opponent 
can try to dodge out of the way (at a -4 dodge pena lty) .  
But the attack ca n not be parried and armor ratings do not  
app ly  agai nst th is type of attack. 

Range:  A portal can be made by touch or  created up  to 1 0  
feet (3 m) away per leve l of experience. 

Duration :  Remai n s  open for 1 D4 melee roun ds. 

Damage:  Based on the he ight of the fal l ,  typica l ly 1 D6 per 
1 0  feet (3 m) .  The vict im can try to ro l l  with the fal l  for half 
damage. Appeari ng somewhere you d id not expect to be 
via Portals is not physical ly damag ing ,  but is d iso rienting 

and requ i res 1 D4+2 melee rou nds to fig u re out what hap
pened , where you are and where the super bei ng  is  (or  
was last) located before you went through the porta ls .  

Attacks per Melee: Creatin g  a pair of portals counts as 
two melee attacks/actions.  

Bonus:  +2 to stri ke but no  other  bonuses apply .  

Prodig ious Li m bs 
By Kevin S iembieda 

An abi l ity that enables the character to i ncrease the 
size and length of his l i mbs to monstrous proportions. To 
some on lookers ,  this power may seem as if the character 
has a Stretch ing or elastic-type power, beca use the size of 
the l imb en larges the farther it gets from the body. That 
means an enlarged and exten ded arm wil l  e nd with a fist! 
hand the s ize of a sports car (8-1 1 feet!2 .4 to 3 . 3  m long 
from the ti p of the index finger to wrist, 6-8 feet!1 . 8  to 2.4 
m wide for the average man) ,  but the arm tapers to norma l 
by the ti me it reaches the shou lder. An en larged a rm has 
Su pernatu ral P .S .  and d ramatica l ly  i ncreased S .D .C .  
weight, mass and  punch ing power. Yet despite th e mas-
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sive and d isproportionate size, the s u per  be ing can use it 
as natura l ly as could be without affecting h is balance or  
crush ing the  rest o f  h is body. 

Bon uses to the Character in Human Form :  Superhu
man P .S .  i n  human form, +2D6 to H it Poi nts and +4D6 
S . D . C. 

1 .  P rodigious Hands and Arms:  The super  being can 
i ncrease the s ize and le ngth of h is  hands and  arms to 1 0  
t imes thei r normal size and length ;  that's approximately 
2 . 5  feet x 1 0  feet = 25 feet (0 .76 m x 3 m = 7.6 m)  for the 
average human .  The character can regu late the s ize and 
length of h is arms from norma l to maximum .  At maximum 
size and length the  character's hand is large enough to 
g rab  and hold an adu lt i n  h is  hand as if the victim were an 
action fig u re. 

I ncreased P . S . :  At a n y  size over 1 5  feet (4 .6 ) ,  the super 
bei ng 's  Prod ig ious L imb gets a 1 D6+6 bonu s  to P . S . and 
becomes Supernatural Strength .  Any s ize shorter than 1 5  
feet (4 .6 m) is Superhuman . 

I ncreased S .D .C .  (for the l imb on ly) :  The g iant-s ized 
l imb has 1 0  S . D . C .  for every foot (0 . 3 m) of length . A 1 5  
foot (4 .6 m) l imb has 1 50 S . D . C . ,  a 2 5  foot (7 .6  m) has 
250 ! 

Damage (Arm & Hand) :  1 D 1 0 damage for every five 
feet ( 1 . 5  m) of length beyond 1 0  feet (3 m) .  That's +3D 1 0 
damage at 25 feet (7 .6 m) ! P l us  damage bonuses for h igh  
P . S .  beyond  15  and  add itional  damage from Supernatu ra l  
P .S .  as is appl icable. Remember, P .S .  is S u perhu man up  
to  1 5  feet (4.6 m) .  

An en larged hand and arm can ho ld  an  opponent and 
has a 0 1 -36% chance of pi nn i ng  both arms,  +4% per leve l 
of experience sta rting at level two . If th is is the case, the 
vict im can not use h is arms to fight  back. Breaking the 
hand 's  hold requ i res the victi m ,  or victim and his a l l ies, to 
have a combined Su pernatu ra l P .S .  that exceeds the Pro
d ig ious L imb super being 's  by at least 1 0  pOints. 

Bon uses (Arm & Hand) :  + 1  on i n itiative, +2 to strike , +5 
to g rab/ho ld/entang le ,  b ut is -4 to dodge. P .P .  attri bute 
and Hand to Hand Combat sk i l l  bonuses may also be ap
pl ied to these bonuses . Lost S . D . C .  of en larged l imbs 
hea ls  at a rate of 2 D6 S . D .C .  per hour whether i n  human 
form or en larged ,  p rod ig ious form. 

2.  P rod igious Feet and Legs :  The super being can in 
crease the s ize and length of  h is feet and legs to  1 0  t imes 
the i r  normal size and length ; that's approximately 3 feet x 
1 0  feet = 30 feet (0 .9  m x 3 m = 9 . 1  m) for the average hu
man . The character can regu late the  length and  size of  h i s  
legs from normal to  maximum.  At maximum size, the  char
acter's foot is the size of a pickup truck and he towers 30 
feet (9 . 1 m) off the g roun d .  

I ncreased P .S . : Same as the arm, above. 

I ncreased S . D . C .  (for the l imb on ly) :  Same as the arm ,  
above. Damage (foot and leg) :  Same as the arm,  above. 

An en larged foot can stomp a person as if he were a 
cockroach or a car as if it were a metal toy . Apply ing care
fu l p ressure with the foot, the su per being has a 0 1 -40% 
(+4% per level of experience stating at leve l two) chance 
of p inn ing  the ent i re body of h i s  victim (arms and legs) flat 



under  h is  foot without ki l l i ng  h im .  This is a carefu l and cal 
culated stomp attack that does one th i rd damage and p ins 
the opponent un less he manages to dodge, but counts as 
two melee attacks . I f  p i nned,  the victim cannot use h is  
arms to fight  back. B reaking the foot's ho ld  req u i res the 
vict im,  or v ict im and his a l l ies, to have a combined Super
natu ral P .S .  that exceeds the P rod ig ious L imb su per be
ing 's  by at least 1 8  points d ue to the weight and leverage 
of the prod ig ious super be ing .  

Bon uses (foot and  leg) :  I ncrease Spd by  1 0% for every 
5 feet ( 1 . 5  m) of heighUlength of the leg . +3 to strike with 
stomp attack, + 1  with kick attacks, but is -4 to dodge. P . P .  
attri bute and  H a n d  to H a n d  Combat ski l l  bonuses may 
also be appl ied to these bonuses. Lost S .O .C .  of en larged 
l imbs heal at a rate of 206 S . O . C .  per hour. 

Pro d i g ious M u lt i p l e  A rms 
By Kevin S iembieda 

The super being has 2-6 extra arms and hands (or ten
tacles as the case may be) .  A l l  extra l imbs are identica l 
and on ly appear when the character assumes his super
human identity .  U nti l the mu ltip le l i mbs are sum moned 
forth , the character appears completely human .  Note :  
This ab i l ity can not b e  combined with P rod ig ious L imbs.  

Select one of the fol lowing types of P rod ig ious Mu lt ip le 
Arms, but once the selection  is made, it can not be 
changed . 

Two Extra Human Arms : The super being has two ad
d itional  arms that can be made to a ppear at wi l l .  P .S .  is  
the same as whatever the character usua l ly has. 

Bon uses: +2 attacks per melee rou nd ,  +2 to strike , 
parry ,  and d isarm ,  and +2 to pu l l  punch ;  a l l  are in addit ion 
to other app l icable combat bonuses from combat ski l l s ,  
P .P .  attribute and other  powers. + 1 5% to Cl imb/Rappe l ,  
+ 1 0% to  balance ,  +5% to  a l l  Electrica l ,  Mechanical  and  

other  ski l l s  ( l i ke surgery ,  Acrobatics, Gym nastics, etc. ) 
where having an extra pair  of arms and hands wou ld 
come in  handy (no  pun i ntended) .  

Fou r Insect Arms:  The super  be ing has two pairs of  
i nsect arms (that' s fou r  arms) he  can make appear, at  wi l l ,  
a long the ri b cage ,  under  h is  h u man a rms.  That's one  pai r  
(two insect arms) on each s ide ;  fou r  tota l .  I nsect arms 
don ' t  have human fingers or hands,  but end i n  a pai r  of 
sickle-shaped claws s imi lar  to many beetles. The claws 
can be used to press buttons ,  hook and pu l l  levers, and 
work a computer key pad , but they can NOT turn a door 
knob nor p ick up  and carry items or  hold and use tools or  
weapons. The insect a rms a re twice the length of the 
character's normal arms, typical ly a bout 6-7 feet ( 1 . 8  to 
2 . 1  m) long and bend l i ke an i nsect's .  

Superhuman P .S .  for I nsect L imbs: Regard less of the 
su per being 's  usual level of strength , be it normal or  Su
pernatu ra l ,  the i nsect a rms have a Su perh uman P .S .  of  
306+20.  I f  the ch aracter a l ready has Superhuman or Su
pernatural  P .S . , do  not  adjust the arms' P .S .  to  eq ua l  i t  nor  
h is  P .S .  to equa l  that of the a rms, they are u n ique u nto 
themselves and have a separate P .S .  rati ng .  
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Superior C l imbing:  The i nsect arms can be used to 

cl imb any porous surface , i nclud ing  trees,  stone ,  brick, 

concrete , steel and pain ted su rfaces. Base Cl imb ing Ski l l :  

85% + 1  % per leve l  o f  experience start ing a t  level two . 

Rate of cl imbing on porous su rfaces is equa l  to the char

acter's ru nn i ng speed ! H alf speed on  plastiC .  Cannot c l imb 

smooth su rfaces l ike g lass , ice or h i gh ly pol ished , smooth 

su rfaces . 

Damage Bonus: The pai r  of s ickle-l i ke clawed feet can 
be used as slash ing weapons to infl ict 208 (or 404) dam

age +P.S.  damage bonus  per pa i r  of slash i ng  b lades.  1 08 
(or 204) damage from one sickle claw, but they a re usu
a l ly used i n  tandem. 

Bon uses: +1 attack per melee per pa i r  of i nsect arms 

(+2 tota l when a l l  fou r  are used) ,  + 1  to stri ke, parry , and 

d isarm per each i nsect arm (that' s +4 when a l l  fou r  a rms 
are in use) .  Is also +2 to pu l l  pu nch and  +2 to entang le .  Al l  

bon uses are i n  add ition to other appl icab le combat bo
n uses from combat ski l l s ,  P . P .  attribute and other powers .  

Six Prehensile Tentacles : The supe r  being can make 
as many as three pairs of tentacles (that's six tentacles) 
appear at wi l l .  The tentacles a re s imi lar  to those of an oc
topus (no fingers or hands) ,  but are p rehens i le  and can be 
used together to operate mach i nes, p ress buttons,  pu l l  le
vers ,  tu rn knobs , work a com puter key pad , pick up and 
carry items, tools and weapons with surpris ing ag i l ity .  The 
tentacles are located a long the s ide of the character, un 
de r  h i s  normal arms. Each is th ree t imes longer than the 
character's normal arms, typica l ly about 9-1 0 feet (2 .7  to 3 
m) long and can bend i n  ways a huma n  arm can not. 

Supernatu ra l P .S .  for Tentacles:  Regard less of the 
su per being 's  usual  level  of strength , be it normal or  Su
pernatura l ,  the tentacles have a S upernatu ral  P .S.  of 
2 06+20.  I f  the character a l ready has Supernatu ra l P . S .  
a n d  i t  i s  g reater than the tentacles, do  N OT i ncrease the 
P . S .  of the tentacles the equal  to h is ,  these extra a ppend
ages are u n iq ue u nto themse lves and have a separate 
P .S .  rating . 

Superior C l imbing :  The tentacles can also be used to 
cl imb most su rfaces, inc lud ing smooth surfaces, by us ing 
the sucker cups located on  the u nderside of each tentacle . 
Base Cl im bing Sk i l l :  72% +2% per level of experience 
start ing at level two . Rate of C l imb ing is eq ual to half the 
Spd the character can run (ha lf that Spd agai n  when 
cl imb ing smooth or pol ished su rfaces) . 

Bon uses: + 1  attack per melee per pair of tentacles (+3 
tota l when al l  s ix are used) ,  +1 to stri ke , parry ,  and entan
g le per each tentacle (that' s +6 when a l l  s ix  tentacles are 
used) .  I s  a lso +3 to pu l l  punch and +2 to d isarm. Al l  bo
nuses are in add it ion to other appl ica ble combat bonuses 
from combat ski l l s ,  P . P . attri bute and other powers. 

Rai n make r  
By Carmen Bel la i re & By Kevin Siembieda 

The power to create precip itation ,  ra i n ,  snow, etc. The 
character has the ab i l ity to summon ra in  from a clear sky ,  
or to  create snow ,  sleet or  ha i l  i n  t he  midd le o f  summer. 



The amount and ferocity of the ra in  can range from a gen
t le sprin kle to a downpour  of ra in  o r  sleet and ha i l .  The 
abi l ity works outs ide o r  indoors and can be made to affect 
an a rea or hover over j ust one ind ivid ual or location , l i ke i n  
the cartoons.  

In add it ion to var ious combat a ppl ications, th is ab i l ity is 
g reat for crowd contro l  (send ing  people for cover) , creat
ing confus ion ,  red uc ing v is ib i l i ty ,  reducing safe speeds of 
travel on roads by creating  s l ick su rfaces, and practica l 
jokes.  

Note: Un l i ke the Contro l  E lemental Force: Ai r power, 
which is the man ipu lation of the a i r  and winds,  this power 
is l im ited to ra in  and re lated forms of precip itation associ
ated with ra i n ,  but th is is sti l l  a formidable abi l ity ,  and to
gether these two powers g ive a super being considerable 
control over the weather. 

Rai nmaking Abi l ities, Damage & Penalties : 

Range:  400 feet ( 1 22 m) ,  p l us 40 feet ( 1 2 .2  m) away per 
leve l of experience; l ine of s ight or  clear knowledge of the 
target's location (must know exact location) .  Note : Range 
is x1  0 for M ega-Heroes. 

Duration:  In combat the Rain maker  can on ly mainta in  h is  
power for one m inute (4  melee rou nds) per  level of  experi
ence, but outs ide of combat the effects can be maintai ned 
for one hour per level of experience .  Once it is created the 
force wi l l  stay in effect without any active effort on the 
character's part, but the hero can manipu late the effect 
anytime he l i kes, i ncreasing the i ntensity or the type of 
" ra in "  (each change cou nts as one of the character's me
lee attacks) .  Of cou rse , the Ra inmaker  can tu rn off the 
ra in anytime he d es i res. 

Area of Effect: Up to a 300 foot (9 1 . 5  m) rad ius ,  +30 feet 
(9 . 1 m) per level of experience ,  may be affected at a time . 
Note: Area of Effect is x 1 0 for Mega-Heroes . 

Attacks per Melee: To make it ra i n  cou nts as one melee 
attack, and each change of the precip itation  (downpour ,  
s leet, ha i l ,  etc. ) counts as one new melee attack. 

Damage: Based on type of precip i tation , as fol lows: 

Light Rain : A spri n kle or l i ght ra i n .  No damage but gets 
people wet and wi l l  get most people moving toward shel
ter. 

Rai n :  A strong ,  steady rai n .  No  damage , but it wi l l  get 
most people runn ing for cover. Those who stay i n  the rain  
wi l l  get drenched i n  a matter of 1 06+ 1 melee rou nds .  Visi
b i l ity is red uced to about one mi le ( 1 .6  km). 

Heavy Ra in :  A heavy down pou r. No  damage, but it wi l l  
send most people ru nn i ng  for cover and u nwi l l i ng  to  go out 
i n  the ra i n .  Those who stay i n  the ra i n  wi l l  get d renched i n  
a matter of  1 04 melee rounds .  Visi b i l i ty is reduced to  1 000 
feet (305 m), -1 5% on p i loti ng ski l l s .  Note : Radio and cel l  
phone range is reduced by 40%.  

Torrential Rain :  A monsoon downpou r  and strong 
winds (30 mph/48 km) . People flee fo r cover and have no 
des i re to go i nto the ra in  whatsoever. Those who stay i n  
the  rai n  wi l l  get d renched i n  a matter of  one melee round 
( 1 5  seconds) .  Vis ib i l ity is reduced to j ust 60 feet ( 1 8 . 3  m)  
m inus  5 feet ( 1 . 5  m) per level of  the Rainmaker. -30% to 
pi loti ng ski l ls for a i rcraft and g round veh icles . Note :  Radio 
and cel l  phone range is reduced by 90%.  
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Roads/ground where it is rai n i ng  are covered in pools 
of water and there is a 0 1 -70% of hyd roplan ing and loss of 
contro l ,  result ing i n  a crash for veh ic les and super beings 
travel ing faster than 40 mph (64 km) .  Damage is 206 
poi nts per 1 0  mph ( 1 6  km) over 40 m ph (64 km) . Coming 
to a qu ick stop is impossib le ,  and the veh ic le (or superhu
man)  skids 1 06 yards/meters per  1 0  mph ( 1 6  km)  above 
40 (64 km) and add an extra 4 06 damage to any crash .  

Freezing Rain :  Rain  that h its the  su rface as fine ,  wet, 
frozen particles that q u ickly covers everyth ing with ice .  
The  coating  is an eighth of  an i nch th ick per  every 10  m in 
utes of  freezing rai n ,  bu t  even an e igh t  o f  an i nch is  
enough to wreak havoc. 

The pel lets of rai n  are rarely large enough to sti ng un
protected ski n ,  a l thoug h a person wi l l  defi n itely fee l  i t ,  and  
the  ra in  creates a tin kl i ng sou nd as it h its . Note : Rad io 
and cel l  phone range is reduced by ha lf. 

The danger comes from the freezing aspect of the rai n .  
Windows are coated i n  ice and i mpossib le to  see through 
with in  1 04 minutes, and the wi ndow wipers of veh icles wi l l  
have a hard t ime kee ping up and get clogged every 
1 06+1  min utes , req u i ri ng  the d river to stop and get out to 
scrape the window (not appl icable to ai rcraft) ; -60% to p i
loting  ski l ls for ground veh icles and a i rcraft a l i ke ,  but  -70% 
for a i rcraft land ing on ice covered roads.  

Roads/ground/su rfaces where it is ra i n i ng are covered 
i n  a sheet of wet ice with in  one minute, making even walk
ing across it a d i fficult p roposition ! Veh icles and superhu
mans travel ing faster than  a S pd of  6 (that's crawl ing a t  a 
sna i l 's  pace) have a 0 1 -96% l i ke l i hood of s l id ing out of 
control and fal l i ng or crash ing .  

Those on foot take 1 06 damage from the  fa l l ,  sl ide 1 04 
yards/meters , lose i n itiative and  two melee attacks/actions 

from the fal l .  Getting  back on the i r  feet wi l l  take another 
two melee attacks/actions .  

Veh icles and super speedsters go ing  faster than a Spd 
of 6, can not stop or  s low down on  the ice ,  lose control and 
s l ide 1 0  yards/meters fo r every 1 0  mph ( 1 6  km; or fraction 
thereof) unti l  they stop ,  hit a d ry patch where the ice ends 
or crash in to someth i ng .  Crash damage is 2 06 points per 
every 1 0  mph ( 1 6 km) and  add an extra 204x1 0 d amage 
to any crash .  

Freez ing R a i n  that lasts for more than 4 0  minutes wi l l  
create such an icy bu i ld  u p  that i t  wi l l  create a hazard to 
wires.  I ce that remains frozen on electrica l wires for more 
than two hours (or ice th icker than two inches) wi l l  pu l l  
down 1 04x1 0% of e lectrica l wi res. 

Hai l :  Bal ls of ice that fa l l  from the sky with ra i n .  Hai l  
bal ls  rang ing  i n  size from that of pea (no damage) to mar
ble,  wal nut ,  and golf ba l l-sized p ieces wh ich infl ict 206 
points of d amage per melee round to people and an imals 
who don't take shelter .  Does on ly minor damage (one 
point  every fou r  melee rounds) to hard structu res l i ke cars 
and bu i ld ings with an A . R .  of 1 3  or less, no damage to 
items with an A. R .  of 1 4  or h igher ( i nclud ing su per be
ings) .  However, the no ise ( loud cl unks and rata-tat-tat of 
the ha i l ) ,  d istract ion of the fa l l i ng  ra in  and ice, constant 
movement, and reduced vis ib i l ity are d istract ing even to 



superhumans not hu rt by the fa l l i ng  ice. Note: Radio and 
cel l  phone range is reduced by SO%. 

Combatants in a hailstorm lose two melee attacks per 
round ,  a l l  combat bon uses a re reduced by half and to 
speak or cast mag ic spel ls the character must cover h is  
mouth and shout .  Fu rthermore ,  the g round becomes s l ip
pery , cove red i n  water and  ba l ls  of ice i n  just one min ute 
(4 melee rounds) .  Th us ,  characters on foot moving faster 
than a Spd of 1 0  have a 0 1 -80% chance of s l ipp ing and 
fa l l i ng ;  take 1 06 damage from the fa l l ,  s l ide 1 04 yards/ 
meters , lose i n itiative and two melee attacks/actions from 
the fa l l .  Getti ng back on  their feet wi l l  take another one 
melee attack/action .  

Veh icles and su per speedsters go ing  faster tha n  1 0  
mph ( 1 6  km) can not stop or  s low down on the loose ice ,  
lose contro l a n d  s l ide 1 0  yards/meters for every 20 mph 
(32 km; or fractio n  thereof) unt i l  they stop,  h it a d ry patch 
where the ice ends ,  or crash i nto someth ing .  Crash dam
age is 206 pOints per every 20 mph (32 km) and add an 
extra 1 06x1 0 damage to any crash .  

Visi b i l ity is reduced to j u st 1 00 feet (30 .S)  m i n u s  S feet 
( 1 . S  m) per level of the Rainmaker. -SO% to pi loti ng  ski l ls  
for a i rcraft and ground veh icles a l i ke .  

Sleet: I s  a mixtu re of ra in  and slush that sti ngs when i t  
h its people ,  but does no  damage. People flee for cover 
and have no desi re to g o  in to the sleet whatsoever. Those 
who stay in the sleet wi l l  get d renched in  two melee 
rounds (30 seconds) and  the i r  cloth ing/bod ies coated i n  
s lush .  Note: Rad io and  cel l  phone  range i s  reduced by 
60% . 

Visi b i l ity is reduced to just 1 00 feet (30 .S  m) m inus  S 
feet ( 1 . S  m) per level of the Rainmaker. P lus the icy 
rain-s lush mix wi l l  coat windows, making it impossible to 

see out of them i n  1 06+4 m inutes, and the window wipers 
of vehicles wi l l  have a hard t ime keep ing u p  and get 
clogged every 1 06+6 m inutes , requ i r ing the d river to stop 
and get out to scrape the window (not app l icable to a i r
craft) ; -40% to p i loting ski l ls  for g rou nd veh icles a nd a i r
craft a l ike ,  but -SO% for a i rcraft land i ng on s lush covered 
roads. 

Roads/ground where it i s  s leeti ng are covered i n  pools 
of water and freezing slush, creati ng a 0 1 -90% chance of 
hyd roplan i ng or s l id ing out of contro l ,  resu lt ing in a crash 
for vehicles and super bei ngs trave l i ng  faster than 30 mph 
(48 km) .  Damage is 206 points per 1 0  mph ( 1 6  km) over 
30 mph (48 km) . Coming to a q u ick stop is impossib le ,  
and the ve hicle (or superhuman)  skids 2 04 yards/meters 
per 1 0  mph ( 1 6  km) above 30 mph (48 km) ;  add an extra 
1 04x1 0 damage to any crash . 

Other Rainmake r  Abi l ities : 

1 .  Can cause a loud ,  eerie th u nderclap that wi l l  frighten 
(0 1 -80% chance of pan icking)  an imals ,  making them want 
to ru n away, as wel l  as startle peop le ;  save vs Horror Fac
tor 9 .  

2. Can fi re a piece of go l f  ba l l-sized ha i l  at an opponent. 
Range: 1 00 feet (30 . S  m) .  Damage: 1 06 .  

3.  Can sense when rain  i s  coming a n d  pred ict i ts sever
ity a nd approximate arrival t ime (with i n  1 06 min utes) at a 
ski l l  percentage of 80%+2% per leve l .  

91 

4. Resistant to cold ,  water and e lectrica l attacks, with 
each of them doing only half damage .  

5.  Suffers ha lf the usua l  penalt ies from any of  the con
d itions above and can travel ,  o n  foot, twice as fast before 
any penalt ies kick i n .  

Re-Channel  Ki neti c E n e rgy 
By Carmen Bel la i re and Kev in  S iembieda 

The character with th is power can a bsorb any type of 
physical/ki netic energy attack, i nc lud ing bu l lets, arrows , 
ra i l  gun  rounds,  missi les, explosives, car crasheS/impact, 
fa l ls  from great he ights , force bolts ,  punches, kicks, and 
any type of impact from cl ubs and other  b lunt  weapons 
(swords and other  weapons that cut or sta b do fu l l  dam
age) and takes no damage from such attacks. This power 
enables the super  being to absorb the energy from the im
pacUblow and expel that kinetic energy i n  a force that in
fl icts the same amount  of damage from that orig ina l  
attack! (So the o rig ina l  attacker  must sti l l  ro l l  for the dam
age that he shou ld have i nfl icted . )  Th is ki netic force can 
be del ivered as a punch ,  kick or force b last, and can be 
retu rned immed iate ly or held for as long as two melee 
rou nds (30 seconds) and u n leashed at his attacker or a 
d i fferent ta rget. For example: I f  the super being is h it  with 
a su per-pu nch that shou ld have done 23 pOi nts of damage 
(a lways have the attacker rol l  for damage) , he absorbs the 
force of the attack and he can strike back with a punch , 
kick or force blast that does 23 points of damage without 
having to rol l  d ice. Whatever damage there was from the 
impacUkinetic force of the attack leveled at the su per be
ing is the damage he can fi re back with .  Do not add i n  any 

damage bonuses the character may have for h is own P .S .  
or other powers. 

This ab i l ity is real ly formidable when the damage in
fl icted u pon  the superhu man is tremendous, say an attack 
from a h ig h  Supernatural P .S . , explosion or car crashli m
pact where the damage cou ld be SO-300 points .  The char
acter is n ot knocked down or back from the impact, 
absorbs th is energy (measured by the damage it should 
have infl icted) ,  and he is  able to u n leash that damage, in 
i ts ent irety , u pon another i nd iv idua l  or target! 

Range:  Hand to Hand Combat or  even just a touch , or as 
a force b last that has a range of 1 00 feet (30.S m) per 
leve l of experience; l i ne  of s ight .  

Duration:  I nstant, return ing the force of the blow with h is  
next attack. However, the character can opt of  ho ld the ki 
netic energy of one  particu lar  attack for up  to 30 seconds 
(two melee rounds) ,  ho ld ing the kinetic force in  reserve 
wh i le he chooses not to fight  back at the moment o r  to 
stri ke with a d iffe rent one of h is powers , or h is own fists , 
etc. The reserved energy can be used as one of h is at
tacks anytime over the n ext 30 seconds (2 melee rounds) .  
I f  it is not used , it harm lessly fades away. Note: He can 
NOT col lect u p  the force/damage of several attacks, hold 
them,  add the damag e  together, and fi re it off as a 
super-blast of force. He can on ly un leash the force of one 
attack at a time.  H owever, he can swap out the kinetic en-



ergy/force/damage of one attack fo r another if he so 
chooses. 

Damage:  As described above. 

Attacks per Melee : Each re-chan neled force b last or at
tack counts as one melee attack/action .  

Bon uses : +2 to  strike with a ny melee attacks us ing the 
absorbed kinetic energy whether it is  a punch,  k ick or 
b last. Impervious to a l l  k inet ic energy and physical at
tacks, includ ing  attacks via Te lekinesis and mag ic spel ls  
that del iver a punch-l i ke impact. I s  not  knocked back or  off 
h is  feet from an im pact o r  explosion , remains stand ing and 
can retu rn the attack immed iate ly. 

Weakness : Takes damage from energy blasts , fire , heat, 
cold , gas attacks , poison ,  drugs ,  d isease, psion ics and 
mag ic, as wel l  as weapons that cut and stab.  

Roc ket C h a rg e  
The character can perform brief, but amazing bu rsts of 

speed , su rrounded by a protective fie ld .  The i nteraction 
between the fie ld and the g round causes the surface the 
super being  is ru nn i ng  on  to catch fi re , leaving a flaming 
tra i l  wherever he runs .  

1 .  Rocket Run : The moment the character starts run
n ing ,  a protective fie ld  surrounds h im .  The field prevents 
the ru nner from creati ng a son ic boom and makes h im i m
pervious to damage from impacts and crashes, but i nfl icts 
damage to anyth ing that he stri kes (see the Rocket 
Charge be low) . The cha racter is able to run at a speed of 
1 500 mph (2400 km)/Mach 2, + 1 00 mph ( 1 60 mph) per 
leve l of experience. He can reach his maximum speed in 
just one melee attack/action  ( rough ly 3 seconds) and stop 
just as qu ickly than ks to the same protective fie ld .  Unfortu

nate ly, the character can on ly keep up this speed for 1 04 
melee rou nds per level of experience before he must stop 
for 1 04 melee rounds to let h is protective field restore it
self. 

The character ga ins the fo l lowing bonuses whi le run-
n i ng :  

+ 1  melee attack/action .  

+3 to  in itiative. 

+1 to stri ke , parry and dodge.  

+3 to ro l l  with punch ,  fal l  or  impact. 

+2 to damage fo r every 1 00 mph ( 1 60 km) of speed 
from punch ,  body ram,  or leap kick. 

2. Rocket Leap:  Can leap 20 feet (6 . 1 m) h igh  or 
across for every 1 00 mph ( 1 60 km) of speed and land 
safe ly on h is feet i n  a dead stop or  h i t  the g round runn i ng ,  
though a t  half the speed he atta ined a t  t he  moment o f  the 
leap.  Leaps at speeds lower than 1 00 mph ( 1 60 km) are 
on ly 1 0  feet (3 m) .  

3.  Rocket Charge :  The ch aracter's pr imary means of  
attack is to  s lam head fi rst i nto an opponent us ing h is  
Rocket Charge.  

Range:  Hand to hand combat, with a l i ne  of sight  from the 
character's starting poin t. 

Duration:  I nstant. 
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Damage: 206 damage per 1 00 mph ( 1 60 km) of speed 
p lus damage bonus noted above. In add it ion , there is a 
0 1 -80% chance of knocking down any  opponent struck by 
the Rocket Charge .  Anyone knocked down loses their  i n i 
tiative and two melee attacks/actions  as they rega in  thei r 
foot ing .  

Attacks per Melee : Counts as one melee attack/action 
with a short run( under 700 mph/1 1 20 km) ,  or two melee 
attacks/actions with a longer run and g reater speed (800 
mph/1 280 or faster) . 

Bonus:  + 1  to stri ke p lus P . P .  attribute bonus  on ly .  

4. Ricochet Attacks :  The character can rocket h imself 
at one opponent and ang le h imself i n  such a way that he 
bou nces off and ricochets to h it a complete ly  d ifferent tar
get. Th is can be done severa l  t imes as part of a s ing le at
tack. The character may bou nce off as many as three 
targets at level one ,  +1 additional  target at levels 4, 8 and 
1 2 , provided they are al l  with i n  60 feet ( 1 8 . 3  m) of each 
other. 

Range:  Hand to hand combat, with mu lti p le targets with i n  
60 feet ( 1 8 . 3  m) o f  each other. 

Duration:  I nstant. 

Damage: On ly 506 damage (no bonuses) per target, be
cause the super being is bou nci ng off severa l  targets i n  
rap id succession .  I n  add ition , there is a 0 1 -45% chance of  
knocking down any opponent struck by  the ricochet at
tacks. Anyone knocked down loses the i n it iative and two 
melee attacks/actions as they rega in  their  footi ng .  

Attacks per  Melee :  Counts as two melee attacks/act ions 
regard less of the nu mber of targets struck. 

Bonus (Ricochet Attack  only) :  +2 to stri ke at levels 1 ,  3 ,  
6 ,  9 ,  and  12 .  No other bonuses to  strike apply and the 

p layer must rol l  a separate ro l l  to strike for each target 
he's try ing to h it, and as soon as one target is missed , the 
ricochet attack ends ,  even  if the character has more rico
chet targets left. 

5. Flame Wave: The character's protective fie ld causes 
a F lame Wave to fo l low h im wherever he ru ns.  The flame 
is small and usual ly sputters out in 206 seconds,  less than 
a melee round .  With carefu l p lann ing ,  however, the Flame 
Wave can be used to start fi res by runn ing across or 
through h igh ly combust ib le material such as spi l led oi l  or 
gasol ine ,  d ry grass, rags ,  curta ins ,  and s imi lar. P la in 
wood ,  t i le or  l ino leum floori ng wi l l  not burn ,  the fi re goes 
out before the wood catches fi re , but i t  wi l l  leave a brown , 
charred mark. 

The fi re wil l  bu rn u nt i l  someone puts it out or the fi re 
burns itse lf out .  Oamage depends on what's in the area 
and how q u ickly the fi re spreads. G . M .s , use common 
sense. 

6.  Other Abi l ities and Bonuses : + 1 06x 1 0  to S .O .C .  
F i re and  heat attacks do half damage to th is character, but  
p lasma,  mag ical fi re and a l l  other forms of energy do fu l l  
damage. T h e  super be ing can accurately j udge d istance 
to with i n  1 04 feet (0 .3  to 1 . 2 km) .  J udges the speed of any 
moving object with in  1 06 mph ( 1 .6  to 9 .6 km) .  



Self-Explos i o n  
I nsp i red by Aaron Ol iver 

This power turns the character into a walk ing bomb of 
incred ib le power and ab le to b low h imself up and take ab
solutely no damage from the experience !  I t  is important to 
note that the character is completely u nharmed by the use 
of this power (doesn't b leed from it, feel any pai n ,  etc. ) 
and recovers qu ickly and fu l ly after each use of this b i
zarre ab i l ity .  

1 .  Explode Self: The character's body seems to be at
omized when  he triggers the explosive reaction .  I n  real ity , 
h is  body is converted to energy that su rvives the explosion 
and reforms i n  3D4 melee rounds .  

Range:  Self/touch . 

Area of Effect: 20 feet (6 . 1 m) rad ius ,  p l us an additiona l  
two feet (0 .6  m) per  leve l of experience. The character can 
reduce the blast rad ius  to concentrate i n  on a smal ler  area 
as des i red . 

Duration :  I nstant .  

Damage:  4D6x 1 0  damage + 5  points of damage per each 
leve l of experience at the center of the blast ( 1 0  fooU3 . 5  m 
rad ius) ,  ha lf that damage from shrapnel and explosive 
force to the remainder of the blast rad ius .  Everyth ing i n  
the  blast rad ius  takes da mage. 

Attacks per Melee : Each use cou nts as th ree melee at
tacks/actions .  

2. Explosive Touch :  The su per be ing can focus h is ex
plos ive energy i n to h is  hand to exp lode a specific item 
such as a lock, tumbler ,  door, etc. , rather than the larger  
rad ius  effect. Th is  is  typical ly used for precis ion work. 

Range:  Self/touch . 

Duration:  I nstant .  

Damage: 2D6, 4 D6 damage, 6D6 damage,  1 D4x1 0 dam
age , 1 D6x1 0 damage or 2 D4x1 0 d amage +2 pOints of 
damage per each level of experience. The character can 
pick the amount of damage i nfl icted and on ly the exact 
item touch ed exp lodes. Note : For some reason ,  on ly 2 D6 ,  
4D6 and 6 D6 damage can be i nfl icted on  an organ ic  being 
or l iv ing creatu re by touch .  Perhaps i t 's  because they don ' t  
conduct the exp losive energy as efficiently as hard tar
gets . Maxi mum damage can be i nfl icted u po n  b ion ic l imbs,  
robots ,  androids, body armor and power a rmor. I nterest
ing ly  enough ,  h itti ng armor with the explosive touch ex
plodes the armor and does m in imal  ( 1 0%) damage to the 
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character i nside the armor. L i kewise,  the self-explod ing 
su per being can target a hand held weapon , backpack, jet 
pack, attached weapon or a rtific ial l imb,  etc. , worn/at
tach ed to an opponent 's body ,  b lowing it up ,  but  doing 
m in imal col latera l damage ( 1 0%) to the person .  That's 
how precise the Explosive Tou ch is .  

Attacks per Melee:  4D6 and  6D6 counts as one melee 
attack, g reater damage counts as two melee attacks. 

Bonus:  + 1 5% ski l l  bonus  to the Safe-Cracki ng ski l l  and 
+ 1 0% to a l l  Demol it ion sk i l ls .  

3 .  Explosive Punch or Kick: The character's punches 
and kicks explode on contact to i nfl ict cons iderab le dam
age with each impact. Range:  Touch . 

Duration:  I nstant. 

Damage:  6D6 .  P .S .  damage bonuses do NO T app ly .  

Attacks per Melee:  Each use cou nts as one melee at
tack/action . 

Bon uses : Same as the character's usua l  bonuses to 
stri ke and disarm . 

4. Explos ive Leaps : The character can channe l  an ex
plos ive force through h i s  feet sufficient to p ropel h im into 
the a i r. Th is may be done from a stand ing sti l l  position or  
on the  ru n .  

Range:  Self, the blast propels the character 2 5  feet (7 .6  
m) +5 feet (+ 1 . 5 m) per  level of experience. The leap can 
be horizontal or vertica l .  

Duration:  I nstant. 

Damage:  2D6 damage to the g round/floor at the blast 
pOin t. 

Attacks per Melee: Counts as one melee attack/action .  

5.  Critical Mass Explos ion :  Th is  is an extremely pow
erfu l explOSion ,  the largest the character  can create . How
ever, it is extremely dangerous ,  both to the super being 
and those around h im .  After us ing th is devastati ng explo
sion it takes 4D6 weeks for the cha racter to reform h is  
body, he permanently loses 1 D6+3 H it Points, one P .B .  at
tri bute point ,  and has a 0 1 -33% chance of permanently 
losi ng h is Self-Explosion super ab i l ity .  

Range:  Self. 

Area of Effect: A tota l b last rad ius of 500 feet ( 1 52 m) .  

Duration : I nstant .  

Damage:  Everyth ing i n  the blast rad ius  takes damage ,  
with the g reatest damage being  at  the epicenter. 

The Critica l  Mass Explosion Does : 

1 D6x1 00 points of damage to the fi rst 1 00 feet (30 . 5  m) 
at th e center. 

5D6x1 0 pOi nts of damage to the fo l lowing 1 00 feet 
(30 . 5  m) .  

2D6x1 0 pOints of  damage to the next 1 00 feet (30 . 5  m) .  

1 D6x1 0 points of damage to the su bsequent 1 00 feet 
(30 . 5  m) .  

4D6 points of  damage to the fina l  1 00 feet (30 .5  m) .  

Tota l Blast Rad i us: 500 feet ( 1 52 m) .  

Attacks per Melee : This Crit ical Mass Explosion requ i res 
one minute (4 melee rou nds) of concentration to set up .  
The Critica l Mass Explosion must then be  the fi rst attack 



of the 5th melee round  and complete ly destroys the char
acter's body .  

6.  Other Abi l ities and Bonuses: I mpervious to explo
sions and shrapne l  (sti ngs  but takes no damage whatso
ever) . 

Fa l l s  and h igh  speed impacts do half damage.  Al l  other 
types of attacks d o  fu l l  damage . 

+ 1 0% to save vs coma/death ( i n  add it ion to any P . E .  or  
other bonuses) .  Add 1 D4x1 0 to S . D . C .  

Shadow M an i pu lation 
The ab i l ity to man i pu late a n d  contro l  shadows, a l lowing 

the character to create a variety of effects. 

1 .  A lter S hadows: Can increase or decrease shadows 
in the area by up to 1 0% per level of experience. He can 
a lso shape and d istort existin g  shadows to make them 
longer, deeper and more int imidati ng .  Th is makes the 
shadows look ominous ( Horror Factor 1 2) ,  and/or p rovides 
more shadows for cover or  the use of other shadow-based 
powers .  

Range:  1 00 feet (30 . 5  m) +20 feet (6. 1 m) per level of ex
perience .  

Duration:  1 0  m in utes per level of  experience . 

Damage: None .  

Attacks per Melee :  Each use of  Alter Shadows counts as 
one melee attack/action . 

2. Shadow of Concealment: A shadow that seems to 
swa l low u p  the super  be ing and/or others,  making  them 
seem to d isappear. N ightvis ion and i n frared optic systems 
do not work i n  a Shadow of Concealment and therma l 
sensors and mot ion detectors show noth ing . Used to con
cea l people ,  objects or self in  the  shadow. I ntense l ight ,  
however, w i l l  negate the shadow and revea l a l l  h id ing  i n 
s ide .  Note: Anyone and everyth ing ins ide a Shadow of 
Concealment is h idden .  

Range:  Can create the Shadow of Concealment up to 1 00 
feet (30 . 5  m) away +20 feet (6 . 1 m) per level of experi
ence. Maximum area of concealment is 20 sq uare feet 
( 1 .86 sq . m) per level of experience. 

Duration:  1 0  min utes per level of experience .  

Damage: None .  

Attacks per  Melee: Creation counts as  two melee at
tacks/actions .  

3.  S hadow Awareness : The character is able to sense 
when others l i ke h im are near, i nc lud ing those with 
shadow abi l it ies, any being made of or transformed into 
shadow, any shadow melded creatures,  and den izens 
from the Realm of Shadows l i ke Shadow Beasts . How
ever, wh i le the super being is aware that a creatu re(s) i s  
near, he does not  know the exact location or  the  identity of  
the  person (s) or creatu re who possesses the  power. 

The super being can also see in the complete absence 
of l i ght, as if it were daytime, and magical ly (or super ab i l 
ity)  created darkness that normal ly proh ib its vis ion , a l 
though the range of vis ion is red uced to 200 feet (6 1 m) .  

Range:  "Shadow Awareness" is  automatic, and wi l l  sense 
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any shadow bein gs with in  a 1 20 foot (36 .6  m) rad ius +20 
feet (6 . 1  m) per level of experie nce . 

4. Strength of Shadows :  The character d raws 
strength from shadows. When th is happens,  the 
shadow(s) d isappear completely for the d u ration of the 
power. The Strength of Shadows provides the character 
with the fo l lowi ng bonuses: + 1  D6x1 0 to S . D . C . ,  + 1  melee 
attack/action ,  +4 to damage in hand to hand combat, +2 to 
save vs mind contro l ,  +4 to save vs l ig ht-based attacks 
and b l indness, + 1 0% to save vs coma/death , and + 1 0% to 
the Prowl ski l l .  

Range:  Self. 

Du ration:  One minute (4 melee rounds) per level of expe
rience .  

5 .  S hadow Blast: A bolt of shadowy b lack energy fi red 
from the eyes or the hands .  

Range:  200 feet (61 m) + 1 0 feet (3  m) per level of experi
ence. 

Duration:  I nstant .  

Damage: 5D6 pOints of damage, +1 D6 damage at leve ls 
3 , 6 , 9 ,  12 and 1 5 . 

Attacks per Melee : Each Shadow Blast cou nts as one 
melee attack. 

Bon uses : Same as the character's u sua l  bonuses to 
stri ke. 

6.  S hadow Wrap:  The character is ab le  to man ipu late 
a victim's own shadow to b ind and ho ld them !  When th is 
power is  used , the ta rget's shadow stands u p  off the 
g round or steps off the wal l  and wraps itself around the 
vict im l i ke a sheet. The shadow then beg i ns  to constrict ,  
eventua l ly hold ing the vict im snug ly ,  and p revent ing any 
movement. 

The vict im may attempt a saving  th row, but needs a 1 6  
o r  h igher to save . A fai led rol l  means he is bound tight and 
u nable to move for the d u ration  of the attack. A P . S .  of 40 
or a Supernatu ra l  P .S .  of 30 or h igher  can b reak out of the 
Shadow Wrap but wi l l  spend 1 D6+ 1 melee actions/attacks 

try ing  to do so. Strong l ight  ( i nclud ing  a G lobe of Dayl ight 
spe l l )  wi l l  i nstantly d ispel the shadow and free the ind ivid
ua l .  

Range:  Can be cast up  to  20 feet (6 . 1  m) away + 1 0  feet 
(3 m)  per level of experience .  On ly one person can be at
tacked at a time. 

Duration:  Fou r  me lee rou nds (one m inute) +2 melee 
rounds per level of experience .  I ts creator may cancel  it at 
any time. 

Damage :  None, but  the v ictim cannot see, move, attack or 
defend h imself; it is  as i f  he were bou nd in  a stra ightjacket 
from head to toe . He can speak, though h is words are 
muffled , but a spel l  cou ld sti l l  be cast. Psion ics can a lso 
be used , thoug h  remember the victim can not see, u n less 
the creator of the Shadow Wrap has del iberate ly left h is  
head/face uncovered . 

Attacks per Melee: It takes two melee attacks to infl ict 
the Shadow Wrap on a s ing le  v ictim .  

Saving Th row: 16 or  h ig her wi l l  a l low the victim to wiggle 
or dodge free before he gets wrapped up  in the shadow, 
but he loses one melee attack/action in the process . 



Bon uses : The Shadow Wrap is +4 to strike and entang le ;  
no other bonuses apply .  

7. Wal l  of Shadows : A towering wal l  of darkness that 
exists only as a black wa l l .  No l ight  can pass th rough the 
wal l  and lasers and l ight  b lasts are stopped cold .  Nor can 
anyone see what is ins ide the shadowy barrier or what' s 
on the other s ide of it. N ightvis ion o r  optic systems that 
normal ly enable someone to see i n  the dark can't  see a 
th i ng .  

Any  l iv ing bei ng or  veh icle attempti ng to pass th rough 
the wal l  can do so,  but at a sna i l ' s  pace of  only two feet 
(0.6 m) per melee round (super-speedsters can move at a 
speed of 6 feeU1 . 8  m per melee round)  and lose a l l  com
bat bonus,  whi le attacks per melee are reduced by ha lf. 

Height of the Shadow Wal l :  1 0  feet (3 m) ta l l  +2 feet (0 .6  
m) per level of  experience .  

Length of the Shadow Wal l :  20  feet (6. 1 m) long + 1 0 
feet (3 m) per level of experience .  

Thickness of the Shadow Wal l :  6 feet ( 1 . 8  m) +2 feet 
(0 .6 m) per level of experience .  

Range:  The shadow wal l  may b e  created up  t o  4 0  feet 
( 1 2 . 2  m) away per level of experience .  

Duration:  1 D 4  melee rou nds pe r level o f  experience . 

Damage: None ,  but  victims can stumble and fal l  i n  the 
darkness (01 -40% chance) ;  1 D4 poi nts of damage ,  lose 
the i n itiative (if they had it) and lose one melee attack/ac
tion .  

Attacks per  Melee : I t  takes three melee attacks/actions to 
create a Wal l  of S hadows. 

8.  S hadow Meld : The ab i l ity to become invis ib le in 
shadows or  darkness. The on ly req u i rement is that the 
shadows must be man-sized or larger. Exposu re to bright 
l ights wi l l  d ispel the shadow and reveal the character. 
Idea l for h id i ng .  

Range:  Self on ly .  

Duration :  As long  as des i red . 

Attacks per Melee: Usi ng  Shadow Meld cou nts as one 
melee attack. 

9. L imitations & Pena lties : The character's eyes are 
jet b lack! Sun l ight  h inders the character's s ight and ab i l i 
ties . D i rect sun l i ght or  br ight  artific ia l  l ight reduces vis ion 

by half and the super  being suffers a penalty of -3 to i n itia
t ive and al l  combat bon uses. For th is reason ,  the charac
ter is l i kely to try to stay i nside bu i ld ings or move from 
shadow to shadow d u ri ng  day l ight hours .  

The character a lso  takes dou ble damage from lasers 
and l ight-based attacks, i nclud ing l ig ht-based mag ic 
spel ls .  

1 0. Other Abi l ities and Bon uses : I m pervious to a l l  
shadow attacks, and  fee ls  most comfortable i n  t he  dark. 

Can generate dark shadows across h is  face and body 
that can be used to conceal his featu res and identity .  

The character can s l ip  h is  shadow, so that he has no 
shadow whatsoever, making it easier for h im to  sneak 
around un noticed . Th is and the character's a bi l ity to sl ip i n  
a n d  out o f  the shadows, he lps i n  sk i l ls  such a s  Prowl ,  
Tai l ing and Survei l lance, a l l  + 1 5%.  See page 50 of the 
HU2 ru le book fo r deta i l s  on  Ta i l i ng .  
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S l i m e  Generati o n  
The character can prod uce a v i le ,  noxious s l ime that 

has the smel l  of blood , b i le ,  vomit ,  feces a nd u ri ne  com
b ined ,  a smel ly s l ime that cou ld  make a mag got retch . The 
repu lsive sl ime can be sprayed onto a victi m or  object, it 
can be used to cover the g rou nd ,  or i t  can be used to coat 
the character h imself. Whi le  th e s l ime can make even the 
strongest stomach queasy , the su per be ing with th is 
power is completely immune to its horrific smel l  and a l l  
s im i lar nauseati ng scents. 

1 .  Bolts of Sl ime : The character can fi re a bolt of s l ime 
that stri kes with a thud and sp latters l i ke a water bal loon 
(covers a 5 fooU1 . 5  m d iameter per b last of s l ime) .  

Range:  20 feet (6. 1 m) per level  of experience. 

Duration:  2D6+ 1 2  minutes , when the s l ime fina l ly d ries 
in to a crusty crud ,  or u nti l it is washed way with o rd inary 
soap  and water (takes 1 D4+2 melee rou nds to clean ) ,  
whichever comes fi rst. 

Damage:  1 D6 damage when the s l ime h its someone d i 
rectly, p lus the victim must save vs the nauseati ng s l ime.  

Nauseating Stench:  S l ime has a stomach-tu rn ing 
stench .  Characters with a P.E.  of  1 4  or  less have a 
0 1 -93% l i ke l ihood of los ing their  l u nch ,  those with a P.E.  
1 5-24 have 0 1 -75% chance ,  and even those with a P.E.  
25 or g reater have a 0 1 -50% chance .  Vomiti ng causes 
the character to lose al/ attacks fo r one melee rou nd ( 1 5  
seconds) and if attacked whi le retch i ng ,  they are -3 o n  i n i 
tiative, -3  to  parry and dodge,  and ca n not perform a ski l l ,  
cast a spe l l  or use  psion ics .  

Even characters who manage to  ho ld  on  to  the i r  stom
ach contents are d istracted by the terri b le smel l  and wi l l  
want to  get away from it as soon as possib le .  Stench 
Penalties : As long as they are with i n  a 40 foot ( 1 2 .2  m) 
rad ius  of the sl ime they are - 1  on i n itiative , -1 to parry ,  dis
arm and pul l  pu nch ;  do ing a ski l l  takes 30% longer and 
suffers a - 1 5% penalty on ski l l  performance. Double the 
range and the penalt ies for characters with Heig htened 
Sense of Smel l  or An ima l  ab i l it ies. Tri p le the penalt ies 
when the ind iv idual  is covered in s l ime .  (Time for a wash ! )  

Coati ng an object in s l ime makes it impossib le for any
one but the s l ime maker  to pick it u p  o r  use without danger 
of i t  s l ipp ing out of h is hands .  There is  a 0 1 -80% chance 
that the item cannot be carried or used without s l ipp ing out 
of the hands;  rol l  once for every melee round and for ev
ery attempt to use the s l imed item. S l imed guns are -4 to 
strike and melee weapons  are hard to use and hold onto 
(-3 to strike, -2 to parry ) .  Pe nalties rema in  in effect fo r 
2D6+ 1 2  m inutes, when the s l ime fina l ly d ries into a crusty 
crud , or unt i l  it is washed way with ord inary soap and wa
ter (takes 1 D4+2 melee rounds to clean) ,  wh ichever co
mes fi rst. Stench remains at half potency even after the 
s l ime d ries . 

S l ime S l ippery F loor: S l ime bolts can also be used to 
cover the floor, g round and street where people travel .  
Goi ng across a patch o f  s l ime-covered floor (or having 
s l ime-cove red feet) must be done at a Spd of 5 or less . 
Goi ng faster than a Spd of 5 has a 0 1 -80% chance of the 
character s l i pp ing and fa l l i ng  (1 D6 damage, loses i n itiative 



and two melee attacks/actions ;  -25% on P i loting ski l l  rol ls) . 
Rol l for every five feet ( 1 . 5  m) of s l ime one has to trave l 
across when going  faster than Spd 5 .  

Eye Shot: I f  the s l ime is  shot i nto an opponent' s  eyes 
( req u i res a Cal led S hot) ,  he is temporarily b l inded (- 1 0 to 
stri ke, parry and dodge) .  B l i ndness lasts for 204 melee 
rounds or u nti l the eyes are rinsed with water or eye 
d rops. No damage ,  otherwise. 

2. Coat Self with S l ime:  The su per being can coat 
h imself in h is  own s l ime to make h im d ifficu lt to wrestle , 
p in ,  bear h ug or  entang le  i n  hand to hand combat. Anyone 
strik i ng/grapp l ing/hold i ng  the s l ime maker is -4 to stri ke/ 
hold/entang le and has a 0 1 -60% chance of s l ipp ing and 
fa l l i ng  on the s l ime surround ing  h im. I f  the attacker fal ls ,  
he takes 1 04 damage, loses h is  gr ip/hold on the s l ime 
maker, loses i n itiative and must spend two melee actions 
gett ing back on h is own feet. ALSO rol l  for the stench fac
tor! Rol l  to see if the opponent can avoid vomiting  every 
time he g rapples with the s l ime maker. Vomiti ng is l i kely to 
g ive the s l ime maker  t ime to escape or counterattack. 
S imi larly , the s l ime covered super being can attempt to 
escape any bonds once per melee round with the fo l low
ing chance for success: hands and/or feet tied with rope , 
handcuffed or cha ined - 70% l i ke l i hood of escape. Hands ,  
arms,  legs and body bound with rope,  cha ins ,  straps or  
stra ightjacket - 60% chance to escape; or if the character 
has the Escape Artist ski l l ,  he gets a +30% bonus to es
cape. 

3.  S l ime S l ider: The super being can exude s l ime from 
h is  feet to s l ide across smooth (ti le ,  l i noleum ,  wood , etc. ) ,  
a n d  reasonably smooth su rfaces ( includ ing concrete , as
phalt and even g rass and  carpeti ng) at double his usual  
runn i ng speed as if he were travel ing a long a water s l ide .  
To mainta in  the s l id ing ab i l ity the character uses u p  th ree 
melee attacks per round .  

4 .  Bonuses: Immune  to  h is own s l ime and  can pick u p  
and use a ny s l i med or  s l ippery object without pena lty . H e  
can also trave l across a s l ime covered floor witho ut dan
ger of fa l l i ng  and without penalty ; ha lf  the percentage 

chance and half the penalties to s l i p  and fa l l  on any wet or 
s l ippery surface even when go ing at fu l l  speed. 

I mpervious to h is own s l ime's stench , +4 to save vs a l l  
stench-based attacks and suffe rs ha lf the penalties for half 
the d u ration time. 

+306 to S . O . C . ,  + 1  to P . E . ,  + 1 0% to ba lance ,  and + 1 04 
to S pd .  

Stretch Ti  me 
The super being has the ab i l ity to modify time for short 

periods with in  a l imited range .  Time itself wi l l  actual ly be 
affected with in  the area u nder h is  i nfl uence .  The t ime d is
tort ion is not permanent and t ime "snaps back" to normal 
with in  a few seconds after the character has stopped us
ing h is su per abi l ity .  

1 .  Speed up  Ind ividua ls and/or Ve hic les :  The super 
bei ng  can i ncrease the speed of h imself and  as many as 
two other  i ndividua ls or  one vehic le (car, truck, boat, etc. ) 
for a brief period of t ime . Targets of the "speed u p" effect 
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feel  as if they are moving faster than those around  them,  
and that everyone and everyth ing  e lse is  moving slowly 
wh i le  they are moving fast. 

Bon uses : The speed of the affected person (or veh icle) is 
i ncreased by 50% , they ga in  one add itional  melee attack, 
and are +2 on i n it iative, and +2 to stri ke , parry and dodge .  
Can a lso dodge a bu l let, energy beam or  thrown object 
with out penalty , because the sped-u p characters can see 
it moving toward them at what appears to be a reduced 
speed . 

Range:  Self and as many as two others by touch . 

Duration:  One m inute per level of experience with at least 
a one minute break between u sage. 

Attacks per Melee : Engag ing  the power on oneself 
cou nts as one melee action/attack, and each add itiona l  
character (up to two) a lso cou nts as one melee attack/ac
t ion each . 

Saving Th row: None.  

2.  S pl it-Second Acceleration : The ab i l ity to i ncrease 
time and speed on h imself for a sp l it-secon d  to a l low the 
character to th row h igh  speed p unches and kicks. 

Range:  Self, but the attacks are leveled against others. 

Duration:  Takes a spl it-second . 

Attacks per Melee: As below. 

Damage:  

Fast Punch - 206 damage;  cou nts as one melee attack. 

Super Fast Punch - 406 damage;  cou nts as two melee 
attacks . 

Fast Kick - 306 damage;  counts as one melee attack. 

Super Fast Kick - 606 damage ,  but counts as two me
lee attacks . 

3. Accelerate Th rown Weapons : The character can 
accelerate any th rown weapons,  j ust as he releases them 
to i n crease their  range;  increase by 50% and does an ex
tra d ie of damage .  The item m ust be th rown and does not 
work on a rrows, crossbow bolts, bu l l ets, energy b lasts or 
modern weapons.  (See throwing ranges on page 235 of 
the Heroes U n l imited RPG , 2nd Edition .) 

4. Warn ing  Gl impse about the Futu re : The super be
ing can touch someone or an object or pause to th i nk  
about h is  next action (wa lking through  a particular door, 
attacki ng someone ,  taki ng a specific action ,  saying some
th ing  to a particu lar  person ,  etc . )  and see what wi l l  happen 
if he does so. Th is  functions as a sort of vis ion o r  smal l  
g l impse of the future i n  which the character is able to see 
what happens in the next 6-1 0 seconds after he makes h is  
one move . Th is  i s  a way to  avert traps, avoid mistakes , 
prevent a dangerous reaction ,  etc. This g ives h im some 
ins ight on what or what not to do and also provides bo
n uses to parry and dodge if  he sees an incoming attack. 

To use the Warn ing  G l impse about the Futu re ,  the 
character must focus and wi l l  i t  to happen , burn ing up one 
of h is melee attacks/act ions .  H owever, the abi l ity can on ly 
be performed fou r  times per level of experience per 24 
hou rs ,  and no more often than once every four  melee 
rounds (one minute ) .  

Range:  Self on ly .  



Duration:  About three seconds/one melee action . 

Attacks per Melee :  Uses u p  one .  

Bon uses : +4 to parry ,  dodge,  rol l  with impact, and pu l l  
punch .  

Note: Stretch Time is  a compan ion power to both Pause 
Temporal Flow and Slow Motion Control, so these bo
n uses are NOT accumu lative if you have two or three of 
these powers. 

5. U ncanny Sense of Time & Bonuses : The character 
has an u ncanny sense of t ime and is never late , un less he 
wants to be .  Knows the day and  t ime with in  1 04 minutes 
without having to refer to a t imepiece. 

+3 to save vs time alter ing powers and mag ic, + 1  to i n i
t iative at levels 1 ,  5 ,  and 1 0 . 

S u b -Zero 
This character has the abi l ity to create and man ipu late 

aspects of cold , and wh i le  the production of ice is not the 
mai n focus of this power, it' s often a side effect of this ab i l 
ity .  

1 .  Generate Extreme Cold/Absorb Heat: The su per 
bei ng can absorb the heat from the surround ing area and 
make it co ld at a rate of -25° Fahrenheit ( 1 3 . 9  C) per me
lee rou nd or - 1 00° Fah renheit (55 .6 C) per minute .  The 
temperature can be reduced to as low as -1 00° Fah renheit 
below zero (-73 .3  C) .  At these incred ib ly low temperatu res 
extreme t issue damage is possib le ,  so l ids wil l become 
frag i le  and atmospheric gasses l i qu ify and freeze.  

Range:  Affects 50  foot ( 1 5 .2  m)  rad ius  + 1 0  feet (3 m) per 
leve l of experience rad iat ing from around the super bei ng .  

Damage/Effects : 70° Fahrenheit (2 1 . 1  C): Average room 
temperatu re . 

50° to 35° Fah re nheit { 1 0  to 1 7  C: Uncomfortably cold 
as temperatu res approach freezing .  The u n natural cold 
wil l be noticed by those around  the super being alert ing 
them that someth ing  strange is go ing on. 

34° to 0° Fahren heit ( 1 . 1  to - 1 7 . 8  C) :  Water freezes at 
32° Fah ren heit (0 C)caus ing the water in the atmosphere 
to condense i nto snow and ice (any stand i ng water wi l l  
a lso freeze) ,  making the g round  hard ,  and water freeze . 
Frozen water is s l ippery .  Any accumu lation of snow wi l l  
a lso make the g round wet and  icy. Speed must be  re
duced by half or there is a risk of s l ipp ing and fa l l i ng . 
Try ing to travel at a faster speed has a 0 1 -50% chance of 
fa l l i ng  or crashing i n  a veh icle. Those on foot who fal l  s l ide 
1 06 yards/meters , lose i n it iative and two melee at
tacks/actions. The p i lots of veh icles suffer  a -20% P i loting 
ski l l  penalty and may crash , suffering  206 damage for ev
ery 20 mph (32 km) he was trave l i ng .  The same is true fo r 
su perhuman speedsters . 

Anyone i n  the a rea without warm,  winter cloth ing (or 
powers to compensate) wi l l  become numbed by the cold 
and suffer the fo l lowing  pena lt ies: -2 to i n itiative , -1 to 
stri ke, parry, dodge and -2 to ro l l  with punch ,  fa l l  or im
pact, and the numbness and penalt ies last for 204 melee 
rou nds even after the v ictim leaves the frozen area of ef
fect. 
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_ 1 ° to -35° Fahrenheit (- 1 8 . 3  to -37 .2  C) :  A l l  the above, 
p lus hypothermia and frostbite wi l l  beg in on those u npro
tected against the cold for more than 1 0  min utes. The vic
tim 's  skin becomes co ld to the touch , h is extremities 
(fingers ,  toes, nose and ears) feel  frozen and his l i ps have 
a purp l ish hue to them.  The victim suffers -20% to ski l l  
performance, -1  melee attack/action , -4 to  i n itiative, -2  to 
a l l  combat ro l ls ,  Spd is ha lved and the vict im wi l l  have a 
hard t ime tal ki ng clearly . Frostb ite wi l l  occur  after about 20 
min utes of exposure ;  1 06 damage per every 20 minutes . 
Vict ims wi l l  need 206x1 0 min utes of being  warm and d ry 
to retu rn to fee l ing normal and warm, but any d amage 
taken from the frostbite wi l l  remain  and may need med ica l 
care .  

-36° to -1 00° Fah renheit  (-37 . 8  to -73 . 3  C) :  Al l  the con
d it ions of  the  fi rst entry compou nded by  extreme cold tem
peratu res.  Extreme hypothermia and frostbite wi l l  have 
beg u n  to set in by th is point .  The victim wi l l  be overcome 
by violent sh ivering and his ab i l ity to perform complex 
tasks is clearly i mpaired . The victi m suffers -40% to ski l l  
performance, red uce attacks/actions per  me lee by  half, no  
i n iti ative, a l l  combat bon uses a re reduced by  half, speed is 
red uced 75%, and the victim can not stand for more than 
1 04+3 melee rou nds at a time ,  u n less he  i s  braci ng h im
self against someth ing .  Has a hard t ime talk ing clearly . 
The severe frostbite wi l l  cause 4 06 damage for every 5 
m in utes of exposu re.  

Duration : Varies. The temperatu re wi l l  r ise 25 deg rees 
Fah renheit  ( 1 3 .9  C) per melee rou nd when the character 
ceases us ing h is power or if he  leaves the area of effect , 
u nti l it reaches its normal starti ng  tem peratu re once more.  

Attacks per Melee:  Requ i res the concentration  of the 
super bein g  to mainta in  the extreme cold for more than 
1 06 minutes . I f  he stays i n  the area and focuses to main
ta i n  the co ld ,  it requ i res a l l  except one of h is  melee attacks 
each round .  I f  he leaves the area, the cold stops after 1 06 
min utes and the temperatu re q u ickly returns to normal .  

Note : This ab i l i ty can be used to counter the heat generat
ing  effects of powers l i ke APS: F i re and Control Rad iation . 

2. Bolts of Cold : A short blast of i ntensely cold energy 
that can even damage solid items l i ke metals and stone (it 
makes the bond between the i r  particles brittle and weak
ens the i r  overa l l  structu re somewhat) - so cold it actual ly 
burns when it h its .  

Range:  500 feet ( 1 52 . 5  m) + 1 0  feet (3 m) per level o f  ex
perience. 

Damage: 1 04 per l evel of experience, plus side effects . 
These Bolts of Cold cause a very th i n  coati ng of ice on a 
target and instant  numbness (-2 to i n itiative , -1 to stri ke , 
parry ,  dodge and -2 to rol l  with punch ,  fal l  or impact fo r 
1 04 melee rou nds) .  

Duration:  I nstant damage,  penalties from numbness last 
for 1 04 me lee rou nds .  

Attacks per Melee : Each bo l t  of cold counts as one me
lee attack. 

Bon uses : Sa me as the character's usual  bonuses to 
stri ke. 



3. S ub-Zero Freezing Blast: An i ncred ibly powerfu l 
blast of co ld that can ma ke sol ids brittle and frag i le .  

Range:  1 0  feet (3 m) per level  of experience .  

Damage:  Varies. 

Sea led Sh ut: Can be used to freeze a lock, door, win
dow, l i d ,  trun k, whee l ,  gear, and s imi lar, closed/stuck as if  
it were g lued or  welded closed and u nopenable or unable 
to move. Requ i res a P .S .  of 45 or  g reater (or a Supernatu
ra l P .S .  of 30 o r  g reater) to force open and uses up 1 D4+ 1 
melee attacks/actions i n  the effort. Forcing the item open 
does 2D6 points of damage to it. Note: Otherwise, one 
must expose it to warmth/heat (at least 70 degrees Fahr
enhe it) and wait 1 D6+6 minutes for it to thaw out to open 
the item. 

Freeze Objects : A b last of super-freez ing cold that 
causes most objects made of metal ,  stone ,  ceramics ,  
plastic or  wood (ma i lbox, armored/metal door, brick wal l ,  
telephone pole, etc. ) t o  become incred ib ly britt le for a 
short period of ti me. The object can then be shattered to 
pieces if smashed with a heavy object or a g reat deal of 
force ,  l i ke a Superh u man or Supernatu ral  P .S .  powered 
punch or shot with a heavy cal i ber bu l let or any attack that 
does more than 34 pOints of d amage .  This can be usefu l 
when the character needs to smash th rough a locked door 
or wal l ,  or he wants to completely destroy someth ing .  Wil l  
a lso instantly freeze as much  as 200  gal lons (757 l iters) o f  
water into a sol id brick that remains frozen for 1 D4 hours .  
Note : Objects are brittle enough  to  shatter from 35 poi nts 
of damage for 1 D4+4 melee rou nds .  

Freeze the Living :  People and an imals do NOT become 
britt le when  struck by this power, in stead they take 5D6 
damage and lose complete fee l ing  i n  the l imb or body part 
targeted , as is if is para lyzed , on ly it feels as if it is on fi re . 
Freez ing a n  arm or hand makes it completely useless , 
freezing both makes us ing weapons or too ls impossib le .  
Freez ing and immobi l iz ing one leg reduces the victim's 
Spd by 50%,  freez ing both makes the victim unable to 

move. The Sub-Zero attacker can a lso freeze a person 's  
feet to the g round .  Freez ing the face/head makes the 
character u nable to do more than mu mble a nd freezes the 
eye l ids shut (B l i nd :  -1 0 to strike, parry , d odge and d is
arm) .  Note: The numbing effect lasts fo r 1 D4+ 1  melee 
rou nds.  

Duration:  See above . 

Attacks per Melee: Each Su b-Zero Freez ing Blast cou nts 
as two melee attacks . 

Bon uses : Same as the character's usua l  bonuses to 
stri ke. Targeting a specific item or l imb  req u i res a Cal led 
Shot. 

Note: Characters who are I nvu l nera ble or I ntang ible ,  o r  
impervious to co ld ,  suffer no  damage or  penalt ies from 
th is attack. 

4. Ice Constructs : The super be ing is  able to freeze 
the moistu re out of the a i r, enab l ing  h i m  to fo rm s imple ice 
armor and melee weapons, tools ,  and  other  items created 
from ice .  This ab i l i ty is l imited to items that the character 
can shape with h is bare hands .  

Range:  Touch or th rown . 
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I ce Armor, A R. and S . D . C . :  The character can create 
armor, remin iscent to the a rmor p lating  worn by the 
kn ig hts of o ld .  The ice a rmor is qu ite hard and wi l l  h ave 25 
S . D .C .  per level of experience and an A R. of 1 4 .  

I ce Weapons:  S imple melee or th rowing weapons,  such 
as swords ,  kn ives,  spears ,  javel ins ,  c lubs ,  axes,  etc. , can 
be created . Each ice weapon wi l l  have 2 D4x 1 0 S . D . C. and 
an A R. of 12 and infl ict damage eq u ivalent to i ts meta l 
cou nterpart (typical ly 1 D6, 2D6 ,  3D6 damage) .  I ce tools 
such as screwd rivers ,  hammers, wrenches, crowbars ,  
handcuffs , etc. a re a lso possi ble w i th  s imi lar  S . D .C .  and 
A R .  

Reproduci ng o r  creating an " ice scu l pture" i s  also possi
b le if the character has the Art ski l l  (+ 1 5% bon us) .  

Damage: Same as their  rea l  world eq u ivalents . Character 
shou ld have the appropriate W. P . s  to make the best use 
of th is ab i l ity .  

Duration:  Lasts u nti l  the item melts, but ice item(s) remain  
co ld and  preserved wh i l e  i n  t he  possession o f  the super 
bei ng .  

Attacks per  Melee: Simple ice weapons/tools can  be  cre
ated in one melee attack/action .  I ce a rmor is more d ifficu lt 
to create so it requ i res al l  the actions of one fu l l  melee 
round  to make. 

Bonus:  +1 to stri ke with any ice weapon .  

5.  P reserve Ice :  Any ice constructions on the super be
ing 's  person (be lt, backpack, etc. ) or nearby (with in  1 0  
feeU3 m) remain cold and perfectly preserved ; do not melt . 

6 .  Ice Sl ide:  By focusing his cold on  the g rou nd before 
h im ,  the character can condense the water out of the a i r  to 
form a sl ick runway or ramp made out  of ice to s l ide on . 
The super being can travel a long h is  ice s l ide as fast as 
he creates it, al lowi ng for an impress ive speed of 60 mph 
(96 km) .  The character has complete control over his d i 
rection and speed , g iv ing  h im a +2 to  dodge wh i le  sl id ing . 
The character can pu l l  u p  to twice h is  normal  carry ing ca

pacity (based on h is  P . S . )  a long the ice sl ide with h im,  but 
this reduces h is  s l id ing speed by 25%. 

The ice s l ide can on ly be created a long the ground and 
can not be used to cover l iv ing be ings or to cover the sides 
of wal ls or trees. Nor can he create ice under the feet of 
others to cause them to sl ip and fal l .  However, the charac
ter can bowl over whoever is i n  h is  way by performing a 
h igh-speed body b lock do ing 2D4 d amage + 1  D4 per 20 
mph (32 km) .  

The  ice left beh i nd  qu i ckly melts in  one  melee round 
( 1 5  seconds) .  The ice s l ide can not be elevated more than 
1 0  feet (3 m) per level of experience off the ground .  Any 
h igher than that and the sl ide wi l l  co l lapse, and the char
acter wi l l  fa l l  to the g rou nd  ( loses i n it iative and two melee 
attacks) .  The ice s l ide can be used to cross water, but the 
tra i l  left beh ind  sti l l  melts q u ickly and cannot be used by 
others to cross the water u n less they are being pu l led 
across by the character generati ng the ice s l ide.  

7 .  Other A bi l ities , Bon uses, and Limitations : Char
acter is immune to extreme co ld and cold-based damage,  
even mag ical co ld ; no  damage .  Never s l ips and fal ls  on 
ice;  can travel across ice at fu l l  speed without pena lty . 



Suffers double d amage from mag ic fi re, but half dam
age from ord i nary fi re . 

Can estimate a i r  temperature with in  1 D4 degrees Fahr
enheit . 

S u per-Regenerati on 
By Wayne Beaux J r. ,  repr inted from Al iens Unl imited ™ :  
Galaxy Gu ide™ for your conven ience .  

One might  th i nk  of th is  as the cosmic version of  Hea l ing  
Factor. Qu ite s imply ,  it provides the character with super
natu ra l hea l ing ab i l it ies and h ealth . This character never 
gets sick, rarely t i res, a lways has energy, and recovers 
from inj u ries at amaz ing  rates.  Many supernatura l  crea
tures wi l l  h ave some level of regeneration , but  it is rare to 
find th is ki nd of hea l ing among morta ls ,  thus its classifica
tion as a Major S u per  ab i l ity . 

Bon uses & Abil ities : 

Impervious to d isease. Poisons and d rugs last on ly one 
tenth their usual  d u ration  (typ ica l ly 1 5-60 seconds) ,  and 
have one th i rd the i r  normal  effecUpenalties or  damage. 

Heals damage at the rate of 2D6 points per melee 
round  (or 1 D4x1 0+4 per m inute) .  Never scars,  no matter 
how g rievous the wounds .  On ly wou nds from mag ic may 
leave some minor  scarri ng .  

I nj u ry to  i n terna l  o rgans heals completely i n  a matter of 
min utes. A lost o rgan wi l l  completely regenerate with in  an 
hou r. Massive i nj u ry to the heart or bra in  is pai nful but not 
letha l ,  eve n if 90% is  lost! I t  wi l l  regrow with in  a matter of 
1 D6x1 0 m inutes. However, such severe trauma wil l  make 
the character weak for 1 D6+ 1 hours .  Reduce speed , at
tacks per melee rou nd ,  combat bonuses and ski l l  perfor
mance by half for the du ration of the recovery t ime. 
Moreover, the hea l ing  of add itional  S . D .C .  and H it Point  
damage d u ring th is  period is at half as the body strugg les 
with the stra in  of the phenomenal  amount of heal ing it 
must do .  

Note : Such g rievous i nj u ry to the bra in  wi l l  cause the 
character to forget the exact cause of death and the most 
trau matic moment. (" I remember see ing the miss i le  vol ley 
coming at me and then .  I g u ess they h it me? The next 
th i ng  I remember is bei ng  pu l led out of the ru bble by a res
cue team. " )  If it seems appropriate , the G . M .  may make it 
so the character does not remembe r the 6-24 hours be
fore his or her near death experience. 

Reg rows lost l imbs. A fi nger ,  toe, hand or  foot wi l l  
reg row with in  24 hours .  An ent ire a rm or  leg ,  with in  48 
hou rs .  More than one l imb 3D6+ 72 hours .  H alf or more of 
the body , 2D6+ 1 0 days . Duri ng  this period , the character 
suffers from the penalt ies noted above under  "massive in 
j u ry" as  well as  the obvious penalties from the i nju ry .  
Note: Decapitation , complete destruction o f  the bra in and 
being  blown to b its or atomized spel ls death ,  and Super
Regeneration is i mpossib le .  
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S u perl u m i nal  F l i g ht ( FTL) 
B y  Wayne Beaux J r. ,  reprinted from Al iens Unl im ited ™ :  
Galaxy Gu ide™ for your conven ience .  

The incred ib le power to  fly a t  the  speed of  l ight !  How
ever, un l i ke the other fl ight powers ,  S u perl u mina l  F l ight is  
not  a versati le th ing capable of maneuverab i l ity and fi 
nesse .  The human body is n ot meant to move at such 
speeds, not even superhuman ones,  thus the use of th is 
ab i l i ty is straightforward : speed of the g reatest mag nitude.  
Each leve l of experience enab les th e character to reach 
one factor, starti ng  with the speed of l ight ,  factor 1 ,  at fi rst 
leve l .  Tu rn i ng at such speeds takes mi l l ions  of mi les and 
cou ld never be done on  the proverbial d i me ,  let alone 
with in  an atmosphere ,  so the character can on ly trave l 
from point  to point or fol low a spacecraft trave l ing at 
around the same speed . In short, d espite the super be
i ng 's  smal l size, he uses the same maneuvering ru les as a 
spacecraft . H is  one advantage ,  however, i s  acce leration 
and stopping power, for this ab i l ity acce lerates to top 
speed in  a matter of th ree seconds and the character can 
stop just as qu ickly. 

Abi l ities & Bonuses : 

+3 to dodg e when fly ing at FTL and +3 to rol l  with im
pact, punch or fa l l .  

Can  fly at speeds greater than the speed of l ight: One 
factor for each level of  experience .  Level one  = factor one ,  
level two = factor two, and  so on .  

L im ited vu lnerab i l ity to outer  space: The most basic, 
fl imsy spacesu i t  o r  a simple air mask and oxygen tan k/a i r  
supply is sufficient to  keep the character al ive wh i le i n  
space.  Of  course , for th is  character, he is basical ly fly ing 
Faster Than L ight or v i rtua l ly stopped . When  travel ing at 



FTL speed , the character's metabol ism slows to a crawl 
(us ing up  on ly five m inutes of a i r  for every 24 hours of fly
i ng ) .  Thus ,  he ca n trave l for hours ,  days, weeks, and even 
months without any i l l  effect from h u nger or ag ing .  It is 
on ly after he stops fly i ng  at FTL that the character's nor
mal metabol ism kicks back i n  and he wi l l  req u i re the usua l  
n utrition ,  water and a i r  to mainta in  h is  body. 

The character can also survive three times longer i n  
oute r  space without a n y  protection ,  a n d  suffers half the 
usual  pena lties and damage from exposu re to space. 

Wh i le  fly i ng  at th e speed of l i ght the character is pro
tected from the dangers of space (vi rtua l ly breathes with
out a i r, impervious to cold , rad iation ,  depressurization , 
etc. ) and col l is ions with smal l  b its of fly ing debris cause 
them to atomize (the character is unharmed) .  However, he 
is not protected from co l l is ions with anyth ing h is own size 
or la rger. To col l ide with a large object/spacecraft wil l cre
ate a col l is ion com parab le to an interceptor or meteor (see 
the rules and damage tab le elsewhere) .  

Meanwh i le ,  the super  be ing wi l l  suffer the fol lowing: 
4D6x1 0 points of damage to the character's S .D .C .  and 
H it Points (may be a fata l crash) ,  p lus rol l  percent i le d ice 
to determine other  i nj u ry (see the Serious Damage Table 
on page 1 9  of HU2 for complete penalt ies) : 

01 -20% Knocked out and  unconscious for 1 D4 hours 
(may suffer temporary amnesia or concussion at the 
G . M . 's d iscretion ) .  

21 -40% Fractu red arm. 

41 -60% Fractu red leg . 

61 -80% B roken R ibs or Pelvis .  

81 -00% Torn arm or  leg  muscle (G. M . 's cho ice) .  

This super being  has a keen sense of d i rection , can 
plot a cou rse by looki ng  at maps and charts (equa l  to a 
Navigation ski l l  at 60%) ,  and can find any p lanet o r  space 
coord i nate he has ever v is ited . Likewise, the character 
can sense when he is approach ing h is  destination . 

Limitations:  

No Slower Form of  F l ight: The character cannot fly 
s lower tha n FTL Factor One - except when slowing down 
to land or taki ng off ( reaches factor one i n  th ree seconds) . 
Thi

.
s means he cannot fly to p laces with i n  close proximity,  

wh ich for th is super bei ng  is  anyth ing closer than 1 00 , 000 
mi les ( 1 60 , 000 km). On Earth , th is means he cou ld f ly to 
the moon i n  a heartbeat (a few seconds) but cannot fly 
from New York to Ch ina ,  or to the store down the street. 
He can not hover, g l ide or  do any other  type of fly ing un
less he possesses another fly i ng  super ab i l ity or artificia l  
means Uet  pack, etc . ) .  

No P inpoi nt Lan d ings: A character with Superl um ina l  
F l ig ht can decelerate q u ickly enough to land on a planet 
without impacti ng l i ke a meteor and does not burn u p  in 
the atmosphere coming or  go ing .  However, he wi l l  have 
troub le land ing at a specific l ocation/space port/city and 
has on ly a 0 1 -30% chance of land ing at the exact location 
des i red . At leve ls  1 -5 the character wi l l  land 1 D4x1 000 
mi les ( 1 600-6400 km) away , at levels 6-1 0 he wi l l  miss it 
by 1 D6x1 00 mi les ( 1 6 0-960 km), and at level 1 1  and 
h igher he wi l l  land with i n  1 D6x1 0 mi les ( 1 6-96 km) .  
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No �ffin i ty to Space: U n l i ke other "space" oriented pow
ers, th iS character does not share any special affin ity with 
outer space, so Navigation , Zero Gravity Combat and 
other space related ski l l s  shou ld be selected to ma ke him 
or her a capable space traveler .  

Swa l l owi n g  Li m bo 
The character possess the un ique  ab i l ity to generate an 

extra-d imensiona l l imbo with in  the s i l houette of h is own 
body. The super be ing can not enter the l imbo h imself be
cau se h is own body forms the porta l th rough wh ich the 
l imbo is entered . I ns ide this extra-d imensiona l  space there 
is noth ing  but a black void where even t ime and space 
seem to stand sti l l .  Th is l imbo state m ight  be considered a 
d imensional bubble i n  between the norma l d imensions.  
Anyone/th ing forced in to the swal lowing l imbo is stored 
there u nti l  the d u ration ends or they are re leased by the 
su per bei ng .  Even when two or more people/objects oc
cu py the l i mbo at the same time, they cannot interact, be
cause there is no l ight to see by or atmosphere to carry 
sou nd .  But  any victims in the l imbo wi l l  not suffocate or  
starve because no  t ime passes for them.  Those trapped 
ins ide just wait help lessly u nt i l  they a re released . 

To those outside the l imbo ,  it appears as if the ind ivid 
ua l  has d isappea red after touch ing the su per bei ng .  For 
an instant, observers wi l l  see the su per be ing and victim 
tu rn into a n  i nky blackness as the victim van ishes. Th is is  
actual ly a brief g l impse of th e i nsid e of the swal lowing 
l i mbo. A s imi lar blackness is  seen when the vict ims/ob
jects are released from with i n  the l i mbo.  These are the 
on ly times that the ins ide of th e Swal lowing Limbo can be 
g l impsed . 

Because it 's the super being 's  s i lhouette that is the 
doorway to the l imbo, not j ust his actua l  body, many super 
bei ngs with this power use a cape or  c loak to expand the i r  
s i l houette and  make it easer to  swal low larger  vict ims and 
objects. 

The uses of the Swal lowing Li mbo are many. It can be 
used to swal low and protect an i nnocent bystander or to 
capture a particu larly vic ious v i l la in .  It 's important to note 
that anyone held i nside the swal lowing l imbo is completely 
protected from harm and is  not damaged even if the super  
bei ng is ,  h imself, inju red . I f  the super be ing is ki l led ,  how
ever, everyth ing and everyone held i n side the l imbo is re
leased u n harmed . For the people so captu red , the time 
between their captu re and re lease seems l i ke no  more 
than a few seconds, even days or weeks have passed ! 
That also means those captu red i n  the th roes of combat 
wi l l  come out swi ng ing . 

Holding Capacity :  Regard less of the size of the charac
ter's s i lhouette , the swal lowin g  l imbo can on ly hold one 
person per leve l of experience as we l l  as 1 00 I bs (45 kg ) 
per level of experience of non l iv ing objects/items. 

Range:  Touch , hand to hand combat on ly .  

Duration:  The act o f  "swal lowing"  a person i n  t h e  l imbo of 
the su per bei ng 's  body cou nts as one  melee action and 
takes on ly a few seconds .  The i nd iv idua l  can be held i n  
the  l imbo state for 30 minutes per  level of  experience 



each .  However, start ing at 6th leve l ,  the super  being can 
keep as many as two victims in  l imbo for 1 D6 days per 
level  of experience. Time starts t ick ing from the moment 
the ind ivid ual (or item) was placed i n  l imbo .  When the 
su per being has fi l led up his persona l  capacity ,  he must 

remove people o r  objects from l imbo if he is to be able to 
add anyone else. 

Damage: None, the swa l lowing l imbo just holds/conta ins 
its v ictims/objects . 

Attacks per Melee: Counts as two melee attacks/act ions 
to swal low one person/o bject. 

Note: If th is power is  possessed by a Mega-Hero,  the 
number of people he can keep i n  l imbo is three per level 
for as long as th ree months per level of experience .  
Weight for non l iv ing  items is 5 0 0  I bs (225 kg) per level of 
experience .  

Swarm -Se lves 
The character can cau se h imself to sp l i t  apart i n to a 

swarm of m in i -selves, each with a fraction of the power of 
the whole. Each Swarm-Self is  about the size of a 6 inch 
( 1 5  cm) ch i ld ren 's  actio n  fig u re .  These mini-selves share 
the super being 's  thoughts ,  memories, personal ity ,  and 
mental attributes ( I . Q . ,  M .A. and M . E . )  i n  a sort of g roup 
mind .  I n  fact, when the swarm forms back i nto one whole 
person ,  the experiences of each min iatu re Swarm-Self wi l l  
be  remembered as if it were the personal experience of  
the i nd iv idua l  super  bei n g .  

Swarm Attri butes :  The character's P . P . ,  P . E . ,  and 
P . B .lappearance are unchanged i n  the min iatu re versions , 
but P .S .  is red uced to one third of what it is i n  human size; 
round up. (For example:  I f  the character has a Superhu
man P.S.  of 47 i n  h is  normal form, each of h is Swarm
Selves wi l l  have an Extraord inary P .S .  of 1 6 . )  As strange 
as it may seem,  when the character "swarms , "  the m in i 
selves are a l l  d ressed exactly as the orig ina l  was when he 
d iv ided into the swarm and the Swarm-Selves wi l l  be 
armed with m in i  vers ions  of whatever weapons and equ ip
ment the o rig ina l  was a rmed with . Each of the min i-selves 
wil l be just a half pound (0 .225 kg) and the i r  (normal/ord i 
nary) Spd attribute rema ins u nchanged . 

Attacks per Melee: Each Swarm-Self has two attacks 
per melee round  regard less of what the character my have 
i n  human size, but each a lso h as an automatic dodge ( ro l l  
to  dodge as always, but  the  act of  dodging does not use 
u p  a melee attack/action ) .  

Other Super Abi l i t ies: Reduce al l  aspects of other super  
ab i l it ies (the i r  range ,  damage ,  du ration ,  Spd ,  etc. ) by 75%.  
That means super speedsters wi l l  run (or fly)  at  a quarte r 
of the i r  usu a l  super-speed . 

Combat Bonuses: Red uce combat bonuses to zero (un
mod ified d ie rol ls  on ly)  except as noted u nder Bon uses & 
Limitations ,  below.  

Number of Swarm-Selves: The number of min i-se lves 
is based on the character's Hit Points; d ivide the number 
of  H it Points by five ( rou nded down) to  get the n u mber of  
Swarm-Se lves created . 
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H it Points and S . D . C . :  Each Swarm-Self wi l l  have a to

ta l of five H it Points and 50 S . D .C . ! The hero's A. R .  ( i f  
any) remains  u nchanged . 

The character's n ormal S . D .C .  is not used in h is swarm 
form and damage done to the S . D .C .  of the Swarm-Selves 

does not affect h i s  normal S . D . C. in a ny way , nor does the 
loss of normal S . D .C .  affect the S . D . C .  of the swarm . 

On the other hand ,  the loss of H it Po ints i n  human-size 
red uces the number of Swarm-Selves that are created 
and the loss of Swarm-Selves reduces the hero's tota l H it 
Po ints when he transforms back to norma l .  When on ly one 
Swarm-Self is rema in ing  the character is  forced to retu rn 
to h i s  human size and form. The character cannot spl it up  
aga i n  in to h i s  Swarm-Se lves , u nt i l  he has  healed back up  
to  a m in imum of  1 0  H it Po ints. 

Range:  Self. One of the major l im i tations  of th is power is 
that the Swarm-Selves operate as a swarm, fighting  i n  un i 
son ,  and must stay with i n  close prox imity of one another. 
The maximum d istance that they may ventu re apart is only 
20 feet (6. 1 m) .  A member of the swarm forcibly taken out
side of th is maxi mum range lapses i nto a coma state , re
vivi ng on ly upon being brought  back into p roximity of the 
rest of the swarm , and wi l l  die with i n  1 D6+ 1 0  m inutes if 
not reun ited . (The human-sized super bei ng has to re
cover from the loss of H it Po ints as if he had been i nj u red , 
but once h e's hea led , that self can be created again . )  

Duration:  Can function as a swarm for u p  to o n e  hour  per 
leve l of experience. 

Bon uses ahd Limitations:  The smal l s ize of the Swarm
Selves ma ke them ideal for spying ,  reconnaissance, sur
ve i l lance, searches and rescue miss ions,  as wel l  as am
bush and theft. They can also engage i n  combat, but  have 
l imited range,  strength and ab i l ity ,  even when fig ht ing i n  
u n ison as a swarm. 

+6 to automatic dodge , +20% to P rowl/h ide ,  Ta i l i ng ,  
Detect Ambush,  and Camouflage ,  and +1  D6+3 to  H it 
Points .  

Due to the ir  smal l  s ize and re lative toug hness, the 
Swarm-Selves take on ly half the n ormal damage from 
physical attacks, incl ud i ng punches,  kicks ,  stomp attacks , 
and a l l  b l u nt attacks. Fu l l  damage from blade weapons ,  
guns ,  energy attacks, explos ions ,  mag ic, psion ics and 
anyth ing e lse. 

The d im inutive selves can on ly carry up to 20 Ibs (9  kg) 
and can ' t  use fu l l -sized guns  a nd advanced weapons with 
any measu re of accuracy (-4 to stri ke, parry and d isarm 
even on a Cal led Shot) . Wea pons that are m in iatu rized 
with them on ly do 20% of the damage they do at fu l l  size. 

Swarm Combat Tactics:  Due to the n umber of Swarm
Se lves and their sma l l  s ize, the character has a n u mber of 
special attacks avai lable to h im when i n  swarm form . 

1 .  Swarm Attack: The swarming  attack is the most ba
sic form of attack where al l the Swarm-Selves attack one 
opponent from several  d ifferent  locat ions ,  h eights and an
g les ,  l i ke a swarm of  angry bees or fi re ants .  Tactics usu
a l ly i nvolve try ing to  d isable ,  confuse ,  and separate thei r 
target from h is teammates. 



2. D istract, l u re and h ide. Another favorite p loy is to 
make noise, or even shout to make it sou nd l i ke so meone 
(b ig )  is i n  the room or nearby and l u re one or  two oppo
nents out to see who's there or to attack an i ntruder .  
("Who's there? Show you rself. "  "Hey Joe, d id  you hear 
that?" "Sou nded l i ke it came from over there . " )  By h id i ng ,  

l i ke mice, there seems to  be  nobody there ,  bu t  t he  vict im 
has been l u red away from h is  post or  can be conti n ued to 
be l u red farther (or in to a trap or  ambush) by conti nu ing 
the noise and h ide tactic .  

3. Trip  Attack: Most humans don' t  expect to be at
tacked by a swarm of ha mster-sized opponents at the foot 
or ankle leve l ,  and are usua l ly taken by surprise from such 
attacks. Th is means  an opponent is usual ly easi ly tri pped 
and knocked to the g rou nd .  1 06 damage from the fa l l ,  the 
vict im loses i n itiative and two melee attacks, and has a 
0 1 -50% chance of d ro pp ing whatever he was hold ing 
when he fe l l  (weapon , flash l ig ht, important document or 
evidence,  etc. ) .  

4. The  Gu l l iver Attack:  After a successfu l trip attack, 
the swarm can u se a ny avai la ble str ings/wi re/cords to tie 
the victim up as he flou nders on the g rou nd .  They can 
also swarm and attack whi le  he's off balance us ing 
punches, m in iatu re weapons or  other powers ( if any) .  

5.  Bump and Grab:  Another ploy is to have part of the 
g roup attack or l u re the subject away whi le the others g rab 
important evidence and make a run for it, h id i ng i n  the 
shadows, u nder a desk or  tab le ,  etc . ,  unti l they can jo in  
thei r other selves and make a break for i t ,  idea l ly ,  u nseen .  

Tec h no-F o rm 
This super being is ab le to a lter h is physical form of 

flesh and b lood to that of a mach ine .  The mach ine-form is  
und isti ngu ishable from some type of  advanced robot, and  
even h is  i nterna l  systems wi l l  be mechanica l  in  natu re .  
This new form offers severa l  benefits over t h e  character' s 
normal organ ic body, because the Tech no-Form can 
transform into a variety of mechan ica l  forms , l i ke a jet, he
l icopter, car, hydro-fo i l ,  submarine ,  crane and winch , con
veyor belt, and s im i lar  mach ine forms . 

1 .  Basic Techno-Form Abi l ities : A character trans
formed into some form of mach ine  takes on al l  the i nnate 
advantages and d isadvantages of be ing a mach ine .  F i rst 
is h is appearance. The character wi l l  remain the same 
general  size as his human form, but appears as a sleek 
metal l ic  man with exposed p istons and armored plating .  
The looks o f  t he  Techn o-Form reflect the character's per
sona l ity ,  but he o r  she a lways looks robotic. 

Being a mach ine ,  the character a s i l icon bra in  and is 
immune to mind-affecti ng  powers , drugs, poisons and d is
eases that affect h u mans .  Also immune to powers that af
fect the b io logica l ,  i nclud ing  B io-Man ipu lation .  This is not 
a l l  as  good as it may sound  as the Techno-Form is vu lner
able to a l l  spe l ls ,  psion ics, and  powers that affect ma

chines, i nc lud ing powers l i ke Telemechan ics and 
Mechano-L ink, a lthough the Techno-Form does get a sav
ing th row (saves on  a 1 5  or h igher, i nclud ing any M . E . at
tribute bon uses aga inst such powers) .  
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The Techno-Form has a m in imal se nse of touch , and 
no sense of taste o r  smel l ,  but  h is  senses of s ight and 
heari ng are improved . The d i min ished sense of touch 
g ives the character a -20% pen alty on all ski l ls  that requ i re 
a de l icate touch ,  l i ke Demol itions ski l ls ,  Pick Locks , Pick 
Pockets, Pa lm ing , Su rgery,  etc . 

The Techno-Form's mechan ical s igh t  inc ludes perfect, 
20/20 color vis ion and exceptional  long-range s ight  eq ua l  
to  an  sn iper's  telescopic rifle scope, enab l ing the charac
ter to read a sma l l  s ign or recogn ize a face from up to two 
mi les (3 .2  km) away , as wel l  as N ightvis ion with a range of 
2000 feet (6 1 0  m). His cybernetic hearing  lets the charac
ter hear a wh isper at up to 200 feet (6 1 . 5 m) away, and 
that hearing g ives h im a n  automatic dodge on a l l  attacks ; 
even from beh ind/su rpri se. 

The character's mechan ica l body and l imbs g ive h im 
the  equ ivalent of Superhuman Strength i ncreased by 
2 04+4 po ints (ro l l  one t ime to determine  how strong the 
character is whenever he takes on his mach ine form) .  Can 
carry 200 times P .S .  in pou nds  and can l ift 300 times, but 
the Techno-Form never gets fatigued . 



Tra nsform ing from human form to h is  Tech no-Form or 
back on ly requ i res one melee attack/actio n .  I t  is a lso im
portant to note that the Tech no-Form character can not 
transform an isolated part of h is body by i tse lf, i t 's all o r  
noth ing .  

2.  Increased S.D.C.  and A.R. :  The Tech n o-Form has a 
Natural  A R . of 1 3  and 400 S . D . C. Thus ,  an  attacker must 
ro l l  a 1 4  or h igher to stri ke and  infl ict damage. Any ro l l  to 
stri ke under the Armor Rating (A R . )  bounces harmlessly 
off the armor plat ing (Natu ra l A R. ) .  Rol ls a bove the A R .  
1 3  i nfl ict fu l l  damage to the S . D . C .  Wh e n  a l l  400 S . D . C .  
are gone,  damage is d o n e  t o  H it Po ints .  

The S .D .C .  of the Techno-Form recovers at only half 
the normal rate of a flesh and blood human , but eati ng at 
least 1 0  Ibs (4 . 5  kg) of meta l i nstantly restores 4D6 S . D . C .  
p e r  every 1 0  Ibs (4 . 5  kg ) consu med ! 

Armor pierci ng bu l lets, explosive rounds ,  g renades and 
l ight  explosives infl ict fu l l  damage when the i r  rol l  to  stri ke 
is 1 4  or h ig her, and half damage (to the 400 S . D .C . )  even 
with attacks that fal l  under 1 3 . 

The hero is immune to gasses, pOisons, toxi ns,  d is
eases, co ld-based attacks (no damage) ,  and  the vacuum 
of  space, and  does not  need to  breathe .  The Techno
Form remains susceptib le to fi re ,  heat ,  p lasma, e lectricity 
and other energy-based attacks, a l l  of which do fu l l  dam
age .  So do most types of mag ic  and pSion ics .  

3.  Vehicular Tra nsformations : The Techno-Form can 
transform his body from huma noid to any type of vehicle 
and most types of i ndustria l  mach i nes (stamping press , 
cutter, conveyor, d ri l l  press, band saw,  etc. ) .  Th is transfor
mation can on ly happen when in Techno-Form ( not hu 
man ) and  counts as  two melee attacks/actions .  L ike a 
l ife-sized transforming toy robot, the character's mechan i 
ca l l imbs and body sh ift, fo ld and reform i n to the type of 
veh icle desired . In some cases, however, the veh icle is 
half the size of the gen u ine a rticle ,  s uch as a jet, steam
ro l ler, steam shovel , etc. Reta ins  memory ,  voice, a nd per
sonal ity whether in Tech no-Form or vehicu lar or other  
mach ine fo rm. Also reta ins contro l o f  h is  new form even if 
there is a seat for a p i lotld river. The Techno-Form's 
S . D . C . ,  A R. and mechan ical senses a l l  remain the same 
as wel l ,  they do n't increase j ust because the vehicu lar  
form may be a tank. 

Sample Vehicular Forms : (The G .M .  may design addi
tiona l  forms as desired . )  

Cargo Truck: Ho lds up to 4 passengers ,  we ighs 2 tons ,  
80 mph ( 1 28 km) maximum speed , 20 ,000 Ibs (9 , 000 kg ) 
max imum cargo load , no weapon systems. 

Gun Emplacement: No passengers,  weighs 1 . 5 tons ,  
immobi le can non , no  cargo  space, arti l lery gun  ( 1 D6x1 0 
damage, 1 . 5 m i le/2 .4 km range ,  each round fi red bu rns u 

ter, 2 , 000 Ibs (900 kg) maximum cargo load ,  no weapon 
systems. 

Jet F ighter: Ho lds 1 passenger, weighs 1 ton ,  700 mph 
( 1 1 20 km)/mach one maximum fl ight speed , needs a run
way to take-off, 45 ,000 feet ( 1 3 , 7 1 6  m) maximum a ltitude ,  
no cargo space, a i r  to a i r  chain-gun  (4D6 damage, 5 , 000 
feetl 1 , 524 m range ,  each rou nd fi red burns  up  one H i t  
Point, +3 to strike ) .  

Mai n Battle Tan k: Ho lds u p  to 4 passengers, we ighs 20 
tons ,  60 mph (96 km) maximum speed ,  a l l-terra in  veh icle , 
no cargo space,  main  battle cannon ( 1 D4x1 0 damage,  
5 ,000 feetl 1 , 524 m range ,  each round fi red burns u p  1 D4 
H it Points, +2 to strike) .  

M i n i-Submarine :  Holds u p  to 2 passengers,  weighs 
1 , 000 Ibs (450 kg ) ,  60 mph (96 km) maximu m underwater 
speed , 1 . 5 mi les (2 .4 km) maximum depth , 800 Ibs (360 
kg) maximum cargo load , no weapon systems. 

Motorcycle:  Holds 1 passenger (does not need a r ider 
to stay upright) ,  we ighs 500 Ibs (225 kg) ,  1 25 mph (200 
km) maximum s peed , 200 Ibs  (90 kg) maximum cargo 
load , no weapon systems. 

Passenger Bus :  Ho lds u p  to 46 passengers, weig hs 4 
tons ,  80 mph ( 1 2 8  km) maximum speed , 4 , 000 Ibs ( 1 , 800 
kg) maximum cargo load , no weapon systems. 

Sports Car: Ho lds u p  to 2 passengers ,  weighs 1 ton , 
200 mph (320 km) maximum speed , 1 , 000 Ibs (450 kg ) 
max imum cargo load , no  weapon systems. 

Note: The Techno-Form character can not tra nsform di
rectly between veh icu lar  shapes, but must fi rst transform 
back to h is  h u ma noid robot form before he can transform 
into a d ifferent veh icu lar shape .  Also note that the charac
ter can turn i nto a ny type of veh icular form that he desires 
and is  on ly l im ited by the types of veh icles that the charac
ter has see n before .  

The Techno-Form character is  cons idered to have a 
ski l l  of 80% + 1  % per level of experience in pi loting  what
ever veh ic le shape the character is cu rrently turned i nto . 
But the character can a lso create s imple controls (there 
wi l l  be no advanced avion ics o r  radar, the pi lot wi l l  have to 
re ly on h is  own v is ion)  and a l low other characters to p i lot 
h im if he so wishes. However, the character insti nctively 

p i lots h imself and does not need an actua l  d river. The ve
h ic le form can be mainta ined i ndefi n ite ly . 

1 D6 H it Poi nts, + 1  to strike) .  

Hel icopter: Ho lds up to 4 passengers ,  weighs 1 , 000 I bs�ii�� 
(450 kg ) ,  1 25 mph (200 km) maximum fl ight speed , 5 , 000 
feet ( 1 , 525 m) maximum a ltitud e ,  VTO L capable ,  2 , 000 Ibs 
(900 kg) maximum cargo  load, no weapon systems . 

Hyd rofo i l :  Ho lds u p  to  4 passengers ,  weighs 1 , 000 Ibs  

(450 kg) ,  1 00 mph ( 1 60 km)  maximu m speed on the  wa-
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Transm utation 
The character possesses the startl i ng  ab i l i ty to trans

mute one type of matter into a nother .  Wh i le  th is transmu
tation  is  not permanent ,  i t  can be used to generate a 
variety of effects , l i ke chang ing  the floor u nder an  oppo
nent's feet into water so that h e  fa l ls  th roug h to the room 
below, or chang ing a bank vau lt door i nto g lass so that the 
character can look i nside the vau lt , or chang ing an  oppo
nent's sword into ru bber. The possib i l it ies a re on ly l im ited 
by the character' s imag ination .  

Range:  Touch , or up  to  10  feet (3 m) ;  l i ne  o f  s ight .  

Maximum Weig ht: An object to be a ltered (or portion 
thereof) cannot weigh more tha n  50 I bs (22 . 5  kg) per leve l 
of experience.  

Duration :  The transmutation on ly lasts for 1 04 min utes 
per level of experience. The character can make a specific 
transmutation permanent by spend i ng 206 S . D . C . and 
one poi nt of P . E . ; once spent ,  these points can not be re
covered . 

Damage/Effects : The object can be transformed in to a 
si ng le  pure substance, l i ke i ron ,  copper, go ld ,  carbon ,  
mercu ry ,  oxygen , etc. , o r  a s i ng le compou nd l i ke water, 
rubber, a lcohol ,  C02 and s imi lar. The shape of the object 
does not change if it remains  a sol id and wi l l  return to its 
orig i nal  form when the d uration of the effect ends .  Turn i ng 
an object into a l iqu id o r  gas,  however, means that it wi l l  
respond accord ingly ,  effective ly destroying  it as the  l iq 
u id/gas is d ispersed . 

Transmuted objects no  longer function as in tended , so 
a b icycle changed into gold cannot be pedd led and a door 
tu rned in to g lass wi l l  not open . Also a port ion of a larger  
object can be transmuted prov ided that it 's a separate and 
d ist i nct portion of the b igger object. For i nstance, the char
acter cou ld  change a ti re of a speed ing car in to water, 
thereby forci ng the car to a crash ing stop ,  but he cou ld not 
tu rn just half of the car i nto water. If the object i s  trans
formed into someth ing frag i le  and then  shattered , the ob
ject wi l l  be a p i le of pieces when  it retu rns  to normal .  

Note: This power can not be used t o  transform or a lter any 
l iv i ng  creature or  intel l igent be ing i n  any manner. Th is i n 
cl udes characters who can Alter Physica l  Structu re into 
Stone ,  Steel ,  P lastic, Rags o r  any other i norgan ic sub
stance ,  and inorganic materia l  that possesses a l ife es
sence such as the Tech no-Form and certai n  al ien beings .  

Attacks per Melee:  Each use of the Transmutation power 
cou nts as one melee attack/action . 

Bonus:  The character with th is  ab i l ity and any items on 
h is  person are immune to any form of forced transmuta
t ion/alterat ion . 
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Zom bie F l es h  
The character does not seem to d ie ,  even when he has 

had huge holes b lown th rough his chest or has been man
g led , d ismembered or crushed ! The character feels no 
pain and has m in imal  b lood loss, even from the most 
g rievous of wounds .  I n  many respects this is s imi lar  to a 
very g ruesome version of invu lnerab i l ity . Holes and 
wou nds i n  the character's Zombie F lesh regenerate and 
c lose i ncred ib ly q u ickly, maki ng  even the dead l iest physi
cal wound just an inconven ience. The hero can even have 
a massive head wou nd or be decapitated and survive ! 

Abi l ities, Bonuses and Vu lnerabi l ities : The effect of this 
g ruesome form of invu lnerab i l i ty is  that the character is  ef
fectively immune to physica l  attacks, taking no debi l itating 
damage from them.  I nstead ,  knife wounds ,  bu l lets , g re
nades, explosives, punches ( regard less of the attacker's  
P .S . ) ,  c l ubs ,  other  melee weapons,  car crashes, fa l ls  from 
great heig hts and any other pu re ly physical damage muti 
late and pu nch ghastly holes i n to the character's  body,  but 
he keeps on function i ng  as if noth ing is wrong ! Fu rther
more, those holes and damage mi racu lously heal i n  short 
order. 

The super being suffers no penalties or pain from phys
ical damage, but if a l imb  is b lown off, the character wi l l  
suffer from the  loss of  that l imb ,  a t  least u nt i l  i t  can be re
attached or g rows back (overn ight) .  So if the character i s  
decapitated he wi l l  be b l i nded u nti l  the head can be reat
tached (or g rows back i n  24 hours) ,  or the character could 
s imply look th rou gh h is  own eyes wh i le  he holds onto h is 
head u nt i l  it can be reattached . I t  on ly takes the hero 1 04 
melee attacks/actions to reattach a severed body part by 
s imply hold ing  the l imb i n  p lace ! A lost l imb or even head 
will regrow in 1 2  hours or 24 hours respectively. If blown 
into severa l large p ieces it wi l l  take 48 hours to pu l l  h im
self back togethe r. I f  the p ieces are kept apart by some 
outs ide force for more that 48 hours ,  the character wi l l  d ie .  

Wh i le  the zombie- l ike super being is more or less im
mune to physica l  harm ,  h is  power does not provide the 
same protection against other forms of attack/damage . 
F i re ,  co ld ,  e lectricity ,  p lasma, rad iation ,  particle beams, 
other energy-based attacks , d rown ing , psion ics and magic 
(except for physical ps ion ic o r  magic attacks) a l l  do fu l l  
damage. Poison ,  toxins ,  d rugs ,  d isease, gasses, and  a l l  
other  forms of  attack/damage do  ha l f  damag e .  

Bio-Regeneration :  The character regenerates 1 06 
S . D . C.lH i t  Points per melee round .  

Bon uses : +3D6x1 0 to  S . D . C . , +2D4x1 0 to H it Points .  

Add 206 to the P . S .  attribute, which is  considered Su
perh uman for the purposes of l ifting and carry ing th ings .  

+30% to save vs coma/death (th is is i n  add ition to any 
P . E .  bonus) .  





New Ra ndom 
S u per Ab i l it ies Ta bles 

At last we provide you with a new, co mplete set of ran
dom supe r  ab i l it ies for the  HU2 ru le book, and Powers 
Un l imited ® books one ,  two and three combined .  Both 
the minor and major ab i l it ies are d ivided i nto two basic 
cha rts , the Defen sive Abi l it ies Charts , which conta in  pro
tective/defensive powers , enhanced attribute powers , sen
sory powers, self-alteration powers and movement re lated 
powers for runn i ng  away from combat. The Offensive Abi l 
it ies Charts conta in  a l l  the combaUattack powers ,  as we l l  
as  t he  manipu lation and  contro l type powers . To  use  these 
charts you just p ick if you want your  character to have a 
defensively or offensively oriented power, then rol l  on the 
appropriate chart .  This g ives you some contro l  i n  shaping 
an otherwise random hero.  

M i n o r  S u pe r  Ab i l it ies 
Defensive M i no r  A b i l i t ies C h a rt  
0 1  U nderwater Ab i l it ies (HU2 )  

02  Hardened Sk i n  (PU 1 )  

03 I mmu ne to Super Abi l it ies (New) 

04 Supervision :  X-Ray (HU2)  

05 I mpervious to F ire & Heat ( H U2)  

06 Personal Force F ie ld  (PU 1 )  

07 U ltra-Hearing (PU 1 ) 

08 Sl id i ng  (PU 1 ) 

09 I mpervious to Shadows & Darkn ess (P U 1 )  

1 0  Unnoteworthy - Forgettab le (P U 1 )  

1 1  Heightened Sense of Hearing  ( H U2) 

12 Sensory Orb (PU 1 )  

1 3  Life Sense ( P U 1 ) 

1 4  Supervision :  Spectru m Vis ion ( N ew) 

1 5  Extraord inary I nte l l igence Quotient (New) 

1 6  Heightened Sense of Taste (HU2 )  

17  Mechan ical Awareness (P U 1 )  

1 8  Sleeplessness (PU 1 )  

1 9  Scan Powers (New) 

20 I mpact Resistance (P U 1 ) 

21 Danger Sense (PU 1 )  

22 Heightened Sense of Awareness ( PU 1 )  

23 Extraord inary Physical Prowess ( H U2)  

24 Heal ing  Power (PU 1 )  

25 Without Sustenance ( New) 

26 Mask - No Face, No Identity (P U 1 )  

27 I mmune to Psion ics (PU 1 ) 

28 Hyperdensity (PU 1 ) 

29 Impe rvious to D isease & I l l ness (PU 1 )  

30 Fl ight: Hover (PU 1 )  

31 I ndestructib le  Bones (PU  1 )  
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32 Sense Death & Destruction  (PU 1 )  

33 Livi ng Anatomy ( P U 1 ) 

34 I mpervious to Cold & Freez ing ( PU 1 )  

35 Un-Trackab le ( PU 1 )  

36 Extraord inary Mental  End u rance ( H U2) 

37 Antennae ( P U 1 )  

38 Shadow Meld (PU  1 )  

39 Heal ing  Factor  ( H U2)  

40 Fl ight : Wing less ( H U2 )  

41  Supervisio n :  Advanced S ight ( H U2) 

42 I mmune to Mag ic ( PU 1 )  

43 Parabol ic H earing  (New) 

44 Supervisio n :  C i rcu lar  Vis ion (PU 1 )  

45 Dispersal ( N ew) 

46 Energy Sh ie ld  (PU 1 )  

47 I ncreased Durab i l ity ( P U 1 ) 

48 Space Native (New) 

49 I mpervious to Sound & Vi brations (PU 1 )  

50 Energy Resistance ( H U2) 

51 Fl ight: I nsect (PU 1 )  

52 I mmu ne to Physica l  Attacks (New) 

53 Heightened Sense of Balance ( P U 1 )  

54 Abnormal E nergy Sense ( PU 1 )  

55 Fl ight :  Space (New) 

56 I mpervious to Control & Possess ion (P U 1 )  

57 Hold Breath (PU 1 )  

58 Extraord inary Menta l  Affi n ity (HU2)  

59  Radar  (HU2 )  

60 I mpervious to  Poison & Toxins ( PU 1 )  

6 1  Extraord inary Physica l  Beauty ( H U2) 

62 Heightened Sense of Touch ( H U2)  

63 Supervisio n :  Angu lar  V is ion (New) 

64 Alter Physical Body ( H U 2 )  

6 5  Motion Detection ( PU 1 )  

66 Lightn ing  Reflexes (PU 1 )  

67 Extraord inary Speed (HU2)  

68  Fl ight :  Energy ( P U  1 )  

69 Heig htened Sense of Recal l  (PU 1 )  

70 Supe rvis io n :  Paranormal S ight ( PU 1 )  

7 1  Crim ina l  I ntu it ion ( PU 1 )  

72 Dens ity Wal king  ( P U 1 )  

73 I mpervious to Fear & Terror ( PU 1 )  

74 Heightened Sense of Time (P U 1 ) 

75 Extraord inary Physica l  Strength (H U2) 

76 Sidestep ( P U2)  

77 Fl ight : Winged ( H U2)  

78 Supervisio n :  N ightvis ion ( H U2)  

79 Super  H i bernation & Stas is F ie ld  (PU 1 )  

80 Phys ica l  Perfection (PU 1 )  

8 1  Enhanced Leaping ( PU 1 )  

82 Wave Rider (P U 1 )  

8 3  Extraord inary Physical Endurance (HU2 )  



84 I mpervious to Energy & E lectric ity ( PU 1 )  

85 Longevity (P U 1 )  

86 Heightened Sense of Smel l  (HU2 )  

87 I mmune to Kinetic Energy (New) 

88 Supervision : Thermal  Vision ( PU 1 )  

89 B lu r  (P U 1 )  

9 0  Sonar (PU 1 )  

9 1  I ron Wi l l  (PU 1 )  

92 Evasion (New) 

93 Supervision : U ltrav iolet & I nfrared (HU2 )  

94 I mpervious to Lig ht & Lasers (PU  1 )  

95 U nderwater Propu ls ion ( N ew) 

96 Shadow Cloak (New) 

97 Qu i l l s  & Spi nes (PU 1 )  

98 Fl ig ht :  Gl ide ( H U2)  

99 I mmune to  I l lus ions (New) 

00 Supervision :  Acute Sight ( PU 1 ) 

Offe ns ive M i nor  Abi l it i es Chart 
01 -1 0  En ergy Expuls ion ( ro l l  on  the sub-chart) 

1 1  Bubble Glue (PU 1 )  

1 2  Energ ized F ist (New) 

1 3  Animal Brother (PU 1 )  

1 4  Energy Claws (PU 1 )  

1 5  Stench (PU 1 ) 

1 6  Frequency Absorption (PU 1 )  

1 7  Anatomical Manipu lation (New) 

1 8  Toy Contro l  (PU 1 ) 

1 9  Mental Stu n (H U2) 

20 Nig htsta lki ng  (HU2)  

21  Seismic Power (PU 1 )  

22 Bookworm ( PU 1 )  

23 Tentacles of Hair  ( PU 1 )  

24 Cel l  Rot & Decay ( N ew) 

25 Sleep Dust (PU 1 )  

26 Wh ip Attack (PU 1 )  

27 Shrapnel (New) 

28 Heavyweight (PU 1 ) 

29 Charge Object with Explosive Energy ( P U 1 )  

30 Knock Back (New) 

31 Shadow Shaping ( P U 1 )  

32 Solar Powered (PU 1 ) 

33 Energy Wh ip  (PU 1 ) 

34 En large Body Parts (PU 1 )  

35 Dimensional  Pocket (New) 

36 Power Bands (PU 1 ) 

37 Fireworks (New) 

38 Superhuma n  Strength (H U2) 

39 Weig htlessness ( P U 1 )  

40 Focused Touch ( N ew) 

41 L ingu istics (New) 

42 Super  Wind B last ( PU 1 )  
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43 Lifti ng  Fie ld (PU 1 )  

44 Body Weapons ( H U2 )  

45  Grav itationa l  P lane  ( PU 1 )  

46 Shadow Ste pp ing ( PU 1 )  

47 Dwarfing (New) 

48 Speed Tasking (P U 1 )  

49 Power Chan ne l l i ng ( H U2)  

50 Bend L ight  ( H U2 )  

51 Wi ndows (New) 

52 Anatomica l  I ndependence (PU 1 )  

53 Claws ( PU 1 )  

54 Power Wea pon (P U 1 )  

55 Sticky Globs (New) 

56 Super  Boun ce (PU 1 )  

57 Pixie Dust (New) 

58 Glow Bug ( P U 1 )  

59 Color Man ipu lation ( PU 1 )  

60 Doorway (P U 1 )  

6 1  Harmon ic Resonance (New) 

62 Swing  L ine ( PU 1 )  

63 Warp Sound ( PU 1 )  

64 Gun  L imb ( PU 1 )  

65 Lunar  Strength (PU  1 )  

66 Force Stri ke (New) 

67 I n stant Ward robe ( PU 1 )  

68 Corrosive S pray ( N ew) 

69 Giant (P U 1 ) 

70 FabriC/Coth Materia l  An imation ( PU 1 )  

7 1  Targeting ( N ew) 

72 Venomous Attack (minor ;  PU 1 )  

73 Detonation or  Explosive Power ( PU 1 )  

74 Battle Rage (PU 1 )  

75 Adrena l ine Surge ( PU 1 )  

76 Spit Sp ikes (PU2)  

77 Res in  (PU 1 )  

78 I mmovab i l i ty ( PU 1 )  

79 Transfixi ng Gaze (New) 

80 Earth Empowerment (PU  1 )  

81 Power Stomp (New) 

82 Beastmaster ( PU 1 )  

83 Supe r  Burrowi ng ( PU 1 )  

84 Mu lti-Tasking  ( P U  1 ) 

85 Manipu late Kinetic Energy ( H U2 )  

8 6  Alter Physical Structu re o f  L i m b  ( P U  1 )  

87 Shadow Mold ing (New) 

88 I n stant Wea pon ( P U 1 ) 

89 Conduct Electricity ( PU 1 )  

90 Exploding Spheres (PU 1 )  

9 1  Adhesion (H U2) 

92 DiS integration (PU 1 ) 

93 Voca l ization (New) 

94 Tractor Beam (PU 1 ) 



95 Fly ing Force Disc ( PU 1 )  

96 Shadow Tra p (New) 

97 Mu lti p le L imbs (HU2)  

98 Feral (PU 1 )  

99 Live Wire (New) 

00 Choice of C lock Man ipu lat ion ( H U2 )  

OR one  of the fo l lowi ng opt ional powers : 

Awe Factor (optiona l ;  New) 

B io-Aura (optiona l ;  New) 

Horror  Factor (optiona l ;  HU2)  

E n e rgy Expuls ion S u b -Chart 
01 -05 E E :  F ire ( H U2)  

06-1 0 EE :  Force Blast (P U 1 ) 

1 1 -1 5  EE :  Icy M ist (PU 1 )  

1 6-20 EE :  Electricity (H U2) 

21 -25 EE: Heat (New) 

26-30 EE :  Plasma (PU 1 )  

31 -35 EE :  Force (PU 1 )  

36-40 EE :  U ltrasonic Screech ( PU 1 )  

41 -45 EE :  Cold (P U 1 )  

46-50 EE :  Son ic Boom (New) 

51 -55 EE :  Electrical F ie ld (HU2)  

56-60 EE :  L ight Explosion (New) 

61 -65 EE :  Energy Aura (PU 1 ) 

66-70 EE :  Shadow Bolt ( New) 

71 -75 EE :  Energy ( H U2)  

76-80 E E :  Di rected Sound ( P U 1 )  

81 -85 EE :  Flame Ring (PU 1 )  

86-90 EE :  Electromag netic Pu lse (P U 1 )  

91 -95 E E :  Particle Beam (New) 

96-00 EE: L ight (HU2)  
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Maj o r  S u pe r  Ab i l it ies 

Defens ive Major A b i l it i es Tab l e  
01 -20 Alter Physica l  Structu re ( ro l l  o n  the su b-chart) 

21 Zombie Flesh (New) 

22 Matter Expu lsion : Metal/Steel ( P U 1 ) 

23 Mimic (HU2)  

24 APS:  Bone (New) 

25 Alter Metabol ism (H U2) 

26 Massive Da mage Capacity (New) 

27 Regeneration U lt ima (PU 1 )  

28 Prod ig ious L imbs (New) 

29 Amph ibious (PU 1 )  

30 Mega-Wings ( PU 1 ) 

31 Sonic Power ( H U2 )  

3 2  Negative Matter ( H U2 )  

33  I mmortal ity ( H U2 )  

34  Power Touch ( PU 1 )  

35 Matter Expu lsion :  Wood ( New) 

36 Alter Facial Featu res & Physical Statu re (HU2 )  

37  Su per-Consumpt ion ( PU 1 ) 

38 Defensive I mmun ity ( New) 

39 Reconstruction (PU  1 )  

40 Sonic Absorption & Reflect ion (H U2) 

41 Copy Energy Pattern (New) 

42 Lycanthropy (H U2)  

43 Portals  (New) 

44 Stretch ing (e lasticity ;  H U2 )  

4 5  Sonic F l ight  (H U2)  

46 Spin at  H igh  Velocity (HU2 )  

47  Re-Channe l  and  Expel En ergy ( PU 1 )  

48 Holog raph ic Memory Projection  (HU2) 

49 Animal  Abi l i ties (HU2 ;  New) 

50 I ndestruct ib le (New) 

51 Adapt to Env i ronment (H U2)  

52 Gateways ( PU 1 )  

53 Divin e  Heal ing  ( PU 1 )  

54 Polymorph (New) 

55 Energy Win gs (New) 

56 Dimensional  Room ( PU 1 )  

57 Mu ltip le Be ings/Se lves ( H  U2) 

58 Totem Energy Aura (P U 1 ) 

59 An imal Metamorphosis (H U2) 

60 Chameleon (HU2)  

61 Bio-Armor (H U2)  

62 Orbital Spheres ( N ew) 

63 Energy Absorption (HU2)  

64 Matter Expu lsion :  P lastic (New) 

65 Copy Physica l  Structu re ( H U2)  

66 Rocket F ists (PU 1 )  



67 Molecu lar Compression (New) 

68 Shapechange (H U2)  

69 Absorb B io-Mass ( PU 1 )  

70 I nvis ib i l i ty (H U2) 

71 Matter Expu lsion : Stone ( PU 1 )  

72 Mu lti p le Lives (HU2)  

73 Super-Regeneration (New) 

74 Force Aura (H U2) 

75 Bu l letproof ( New) 

76 Karm ic Power (HU2) 

77 Generate Fog & Smoke ( PU 1 )  

78 Cloaking (H U2) 

79 Super lumina l  F l ight  ( New) 

80 Divine  Aura (HU2) 

81  Absorb Matter (New) 

82 Create Force Constructs ( PU 1 )  

83 Shri n k  (HU2)  

84 Tech no-Form (New) 

85 Matter Expu lsion : Bone ( N ew) 

86 Create Force Fields (HU2)  

87 Copy Animal Attributes ( P U 1 )  

88 Swarm-Selves (New) 

89 Rocket Charge (New) 

90 Earth Possession ( New) 

91 Sonic Speed (runn i ng ;  HU2)  

92 Monstrous Form (New) 

93 I ntang ibi l ity (HU2) 

94 Ectop lasmic Armor (New) 

95 Growth (HU2)  

96 Matter Expu lsion : C rysta l (P U 1 )  

97 Re-C hannel  Ki netic Energy  (New) 

98 Grant Powers (New) 

99 Merge Bio-Mass (New) 

00 I nvu lnerabi l i ty (HU2)  

Offensive Major  A b i l it i es Tab l e  

01 -20 Alter Physica l  Structu re ( ro l l  o n  the su b-chart) . 

21  Bio-Ghost (H U2) 

22 Control the Void (New) 

23 Sub-Zero (New) 

24 I mmobi l ization Ray (New) 

25 Grav ity Man ipu lation (HU2)  

26 Swal lowing Limbo (New) 

27 Super  Power Punch (PU2)  

28 I nhab itation (New) 

29 Vertigo Field (PU 1 ) 

30 Petrification (New) 

31 Weapon Meld ing ( PU 1 )  

32 Control Density (PU 1 )  

33 Mega-Tai l  (New) 

34 Gem Powers (HU2)  
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35 Pesti lence (New) 

36 Spira lNortex (PU 1 ) 

37 Junkyard (New) 

38 Shadow Man ipu lation (New) 

39 Control Elementa l Force: Water ( H U2)  

40 Energy Doppleganger (PU 1 ) 

41 Darkness Control ( H U2) 

42 Sl ime Regeneration  (New) 

43 Control Others (HU2)  

44 Geo-Thermal Energy (PU 1 )  

45 Self-Explosion (New) 

46 Control Elementa l Force: Ai r (HU2)  

47 Transmutation (New) 

48 Control Rad iation ( H U2)  

49 Persona l  Recog n it ion (New) 

50 Friction Control (P U 1 )  

51 Major  Abi l ity of Cho ice o r  Two M inor Powers 

52 Prod ig ious M u lt ip le L imbs (New) 

53 Pause Tempora l  F low ( N ew) 

54 Supe rnatu ra l  Strength ( H U2)  

55 Mach ine Merge ( N ew) 

56 Control Kinetic Energy ( H U2)  

57 Force Man ipu lat ion ( New) 

58 Mechano-L ink  (HU2)  

59 Ectop lasmic Webb ing (New) 

60 Control E lemental Force: Earth ( H U2) 

61 Su pernatu ra l B ite/J aws ( P U 1 ) 

62 Rainmaker ( New) 

63 Tentacles ( H U2) 

64 Chemica l  Secretion  (PU 1 ) 

65 Flesh Works (New) 

66 Control I nsects & Arachn ids (H U2) 

67 Alter Physical Structu re : E nergy (New) 

68 I tem Reduction (H U2) 

69 Gravity Waves (New) 

70 Natu ral Combat Abi l ity (H U2) 

71 Mag netism (HU2)  

72 Vibration (H U2) 

73 En large I tems (New) 

74 Life Leech ( New) 

75 Slow Motion Control (HU2)  

76  Transferal/Possession ( H U2) 

77 Plant Contro l  (HU2 )  

78 An imate Objects ( N ew) 

79 Weig ht Man ipu lation  (HU2)  

80  Alter L imbs (HU2)  

81 Aerodynamics (New) 

82 Venomous Attack (major; PU 1 )  

83 Distort Space ( PU 1 )  

84 Teleport (HU2)  

85 Control E lemental Force: F i re (H U2) 

86 Dismantle Mach ines (New) 



87 Weapon E nergy Extens ions (PU 1 )  

88 L iquefaction (PU  1 )  

89 Super-Energy Expuls ion ( H U2) 

90 Borrow Power (PU 1 )  

91 Directed Force (PU2)  

92 Stretch T ime (New) 

93 Energy Conversion (New) 

94 Disru ptive Touch ( H U2)  

95 Meta l Man ipu lation (New) 

96 Mi rror Mastery (PU  1 )  

97 I l l us ions (New) 

98 Negate Super Abi l it ies ( H U2)  

99 J inx Power (New) 

00 Contro l Static Electricity ( H U2) 

Alte r  Phys ical Structu re S u b-Table 
01 -02 APS: Vo id (New) 

03-05 APS: Lava (PU 1 )  

06-08 APS: B lood (New) 

09-1 0 APS: Metal (HU2)  

1 1 -1 2  APS :  Plastic (New) 

1 3-1 5 APS: Energy (New) 

1 6-1 8 APS: Stone (HU2 )  

1 9-20 APS :  Putty (PU 1 ) 

21 -23 APS: Smoke or M ist (H U2) 

24-25 Tech no-Form (New) 

26-28 APS: Magnet (New) 

29-30 APS: Pebbles ( New) 

31 -33 APS: Ice (H U2) 

34-35 APS: Oi l  or Tar (PU 1 ) 

36-38 APS: Acid (PU 1 ) 

39-40 APS: Glass (New) 

41 -42 APS: Ash (New) 

43-45 APS: Wax (New) 

46-48 APS: Air (New) 

49-50 APS: Wood (PU 1 )  

51 -53 APS: Vines ( New) 

54-55 APS: Electricity ( H U2) 

56-58 APS: Sand (PU 1 )  

59-60 APS: Me rcury (New) 

61 -63 APS: Bone (New) 

64-65 APS: P lant (HU2)  

66-68 APS:  Shadow ( PU 1 )  

69-70 APS: Goo or Gel  (New) 

71 -73 APS: F i re (HU2)  

74-75 APS:  Vapor or Fog (P U 1 )  

76-78 APS: Sponge ( N ew) 

79-80 APS: Cora l  (New) 

81 -82 APS: Liq u id (HU2)  

83-85 APS :  L i gh t  (PU 1 )  

86-88 APS: Rag Dol l  (New) 

89-90 APS: Crystal (P U 1 ) 

91 -93 APS: Foam (New) 

94-95 APS: Ru bber (P U 1 )  

96-98 APS: Plasma (H U2) 

99-00 APS: H u man Force F ie ld (New) 



The Rifter® Subscription 
The Rifter® is your doorway to unlimited imagination and 

numerous Palladium role-playing worlds . It offers new heroes, 

powers, weapons, magic and adventure for your games .  It pres

ents new villains, monsters and dangers to battle, and new ideas 

to consider. 

It helps you unlock your imagination by showing you what 

garners, just like you, have created. That ' s  right, many of the ar

ticles and source material are written by ordinary garners and 

fans like you.  Other articles are by freelance writers and staff. 

The Rifter® is made for you, our fans. Each issue presents 

unofficial (and sometimes official) source material, adventures, 

characters, monsters, villains, powers, weapons, equipment, 

ideas and fiction for Rifts®, Chaos Earth®, Splicers®, Be

yond the Supernatural™, Heroes Unlimited™, Ninj as & 
Superspies™, Palladium Fantasy RPG®, Nightbane®, 

and/or any variety of other Palladium games and world settings .  

It ' s  also a place where we test new ideas, and showcase new 

games,  like Dead Reign®and the upcoming Mechanoids® Space. 

It is also a way to get the latest news, coming attractions, and 

sneak previews of upcoming Palladium products, events and se

cret proj ects . 

Sourcebook 
As a sourcebook, each issue of The Rifter® presents op

tional and/or official source material for a variety of Palladium' s  

role-playing settings - Rifts®, Phase World®, Palladium Fan

tasy RPG®, Heroes Unlimited™, Nightbane®, Beyond the 

Supernatural™, and other titles such as After the Bomb®, 

Ninj as & Superspies™, Rifts® Chaos Earth ® ,  Splicers®, 

and others. Every issue includes material for 3-6 different Palla

dium RPG lines .  

Magazine 
As a magazine, each issue includes the latest news and 

goings on at Palladium Books, information on new product, our 

schedule of releases, convention appearances, special offers, and 

even sneak previews and extra "official" material for new Palla

dium games or sourcebooks . 

Talent Show 
The Rifter is unlike anything on the market because it is a 

way for you, the fan, the unpublished writer and hopeful young 

artist to get published and break into the industry. 

No other game company does that, so take advantage of the 

opportunity to see your work and your name in print! You'll get 

a small payment (about $ 1 0  per printed page of text), four free 

copies of the issue your work appears in, and bragging rights to 

all your friends . Best of all, you get to share your ideas with 

thousands of other Palladium garners. 

1 1 1  

Think it can't  happen to you? Think again. Many of Palla

dium' s  artists and writers got started in The Rifter®, including 

Apollo Okamura, Brian Manning, Mike Mumah, Carl Gleba, 

Todd Yoho, Brandon Aten, Taylor White, Jason Richards, and 

many others. 

Palladium is always looking for written material for Rifts®, 

Chaos Earth®, Beyond the Supernatural™, Nightbane®, 

Palladium Fantasy RPG®, Heroes Unlimited™, Ninj as & 
Superspies™, After the Bomb®, and all our game lines .  We ' d  

also like t o  see cartoons and comic strips .  

Send your "article/source material" (5-30 pages) or  art sam

ples (photocopies, never original art), to The Rifter® Submis

sions Dept, 390 74 Webb Court, Westland, MI 481 85. 

Subscribe Today 
Lock in the current price and discount 

The price of The Rifter® is $ 1 3 .95 retail (a steal for 96 
pages of RPG source material and adventures), but a subscrip

tion saves you even more money, and you have the convenience 

of delivery right to your door. All prices are in U . S .  dollars. 

• $39.80 - that's only $9.95 each, a savings of $ 1 6 , and Pal
ladium picks up the shipping cost. Note : This rate is limited 
to subscribers in the USA only. 

• $61.80 - Canada. Our apologies, but Palladium Books can 
no longer cover the increased cost of postage to other coun
tries . We hope you understand. 

• $75.80 - Overseas : Overseas subscriptions are charged an 
additional fee for overseas shipping costs . Sorry. We are only 
passing along the additional postage costs, but it is hefty. Our 
apologies . 

• Free Shipping anywhere in the USA. 

• Great Savings. 

• A Megaverse® of adventure and fun. 

• How to order. Send mail orders with a check or money order 
payable to Palladium Books (for $39. 80 in the USA) to : 

The Rifter® Subscription Dept. 

39074 Webb Court 

Westland, MI 4 8 1 8 5  

Credit Card Orders : Can be made on our web site 

(www.palladiumbooks. com) or by telephone 734-271 -2903 (this 

is an order line only) . 

Check or Money Orders : Send them to the address above 

with a note indicating which issue number you want your sub

scription to start. 

Please indicate what issue number you' d  like your sub

scription to start (i .e . ,  last issue, current issue, next issue, or 

when your current subscription ends).  

This offer is good till December 3 1 , 20 1 8 .  
© Copyright 2012 Palladium Books ]nc. www.palladiumbooks.com 



Explore the Palladium Megaverse® 

The Palladium "Fantasy" 
Role-Playing Game® 

A world of epic fantasy, incredible magic and amazing beings including 
the shape-changing Changeling, ferocious Wolf en, monstrous Melech, 
dragons, giants, trolls, dragons and creatures that defy description. Players 
can create scores of human and inhuman characters. 

Combat is fast and fun. 
Magic is different! There is spell casting wizardry, the wards of the 

Diabolist, the circles of the Summoner, and the powers of Druidism. Plus 
the mind-powers of the Mind Mage, elemental magic, the enchantments of 
the Alchemists, the blessings of the priest, the dark magic of the witch and 
magic items and creatures galore. 

Sourcebooks define the world, offer new types of player characters, dif
ferent player races and monsters, adventures and/or adventure ideas. This 
line is currently Palladium's second best seller (behind RiftS® and just 
edging out Heroes UnlimitedfM). • $26.95 - 336 pages. 

Rifts® 

Dimensional Rifts are tears in the very fabric of space and time. Portals 
to other worlds. Doorways that allow the incredible, monstrous and magi
cal to invade our world. Reshaping it into an alien landscape that is both 
frightening and wondrous, alien and yet strangely familiar. 

Super-science, bionics, power armor and robots collide with the forces 
of magic, Techno-Wizardry, dragons and demons from the Rifts. Human
kind struggles on the brink of extinction, and the possibilities are endless. 

Discover a world where anything is possible and you are limited only 
by your imagination . • $39.95 - 376 page hardcover RPG. 

Heroes Unlimited™ RPG, 2nd Ed. 
Create any type o f  superhuman hero you can imagine. 
Aliens, mutants, robots, cyborgs, super-soldiers, psychics, 

super-sleuths, martial arts masters, gun-toting vigilantes, super-geniuses, 
masters of magic, demigods, Mega-Heroes and more! 

Over 100 super abilities, plus scores of sub-powers and 40+ psionic 
powers. Over 100 magic spells, plus enchanted weapons and objects. 

Everything one needs to play other than dice and friends are in this 
complete role-playing game. Cover by Jim Steranko. Written by Kevin 
Siembieda • $26.95 - 352 pages. 

After the Bomb® RPG 
Discover the world of mutant animals. Play it as a stand-alone game en

vironment or combine it with Heroes UnlimitedfM, but check it out. 

Mutant anirnal creation rules that make building your mutant characters 
fast, fun and challenging. Over 1 00 mutant animals presented. More than 
40 animal powers and psionics; many more if you include weird abilities 
exclusive to certain animal species. • $24.95 - 224 pages. 

Ninj as & Superspies™ RPG 
Over 40 different types of martial arts, oriental mysticism, and superhu

man abilities combined with spies, gizmos, super-vehicles, cybernetic im
plants and disguises, and more to create the ultimate spy and combat 
game. A complete role-playing game with everything you need to play. A 
complete game in itself as well as completely interchangeable with 
Heroes Unlimited™. Written by Erick Wujcik . •  $20.95 - 1 76 pages. 

Nightbane® RPG 
The world has never been the same since Dark Day. Some say the world 

governments have been supplanted, taken over by .. .  god only knows 
what. That dopplegangers can steal one's identity and life, and that de
mons and monsters lurk in the shadows. Creatures of evil who serve the 
Nightlords. 

But the lords of shadow are not unopposed. There are creatures of light 
as well as creatures born from darkness but champion the light. These are 
the Nightbane. Ordinary people, many teenagers, able to shed their human 
facade and assume a supernatura1 alter ego. A monstrous, inhuman visage 
imbued with superhuman power and the stuff of magic. Written by C.J. 
Carella. • $24.95 - 240 pages. 

Beyond the SupernaturarM RPG 
A game of horror, mystery, & dark secrets 

BTS-2TM is a stark, plausible reality where ghosts, demons, psychics, 
and magic are real, yet remain unknown to the world at large. Player char
acters are part of the secrets, part of the problems, and humanity's only 
true hope of dealing with the unexplained. Truly unique characters that 
will challenge and excite those who play them. New P.C.C.s include the 
Psychic Medium (and Spirit Guide), the Diviner and Autistic Psychic Sa
vant, all with new and unique abilities. Characters like the Psychic Sensi
tive, Nega-Psychic and other original P.C.C.s get a face lift, new powers, 
and more details. The secrets of the supernatural, ESP, and magic re
vealed . •  $24.95 - 256 pages. Written by Kevin Siembieda and Randy 
McCall. 

Splicers® RPG 
Splicers® is a new science fiction RPG set on a devastated world 

where machines rule, and human beings are vermin who are hunted and 
exterminated. The human struggle is complicated by a nano-virus that in
stantly turns metal objects touched by human flesh into killing machines. 
Consequently, humans have been forced to turn to organic technology to 
battle the world-dominating machines if they hope to reclaim any portion 
of their planet for themselves. Mega-Damage System - compatible with 
RiftS®, Phase Wor/dID, Chaos Earth™ and Mechanoid Space™ . •  $23 .95 
- 224 pages. Written by Carmen Bellaire. 

Palladium Books Inc. 
39074 Webb Court www.palladiumbooks.com 
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● Imagine Earth transformed into an alien landscape.
● Humans exist – barely. And we are not alone.
● Aliens and monsters emerge from the Ris – holes torn in the fabric of 
space and me, connected to countless worlds and realies.

● Ancient gods, demons and magic have returned.
● Magic and technology clash.
● Hund● Hundreds of character classes, many inhuman.
● Ris® Ulmate Edion is the core RPG rule book.
● Expansive world se ng with 90+ sourcebooks to draw upon.
● Ris®, your portal to endless adventure.
● Limited only by your imaginaon.

Other RPG Worlds from Palladium Books®:
● Ris® – the ulmate role-playing experience.
● Ris® Chaos Earth® – Play the apocalypse as it happens.
● Splicers® – Weird science. Bio-tech bales insane robot legions.
● Robotech® RPG – All eras of the TV show brought to life.
● Dead Reign® RPG – Can you survive the Zombie Apocalypse?
●● Palladium Fantasy RPG® – Unique world, monsters as player characters, 
magic and more.

● Heroes Unlimited™ RPG – Play any hero; mutants, aliens, cyborgs, superhu-
mans, mages, immortals and more.

● Nightbane® RPG – Conspiracy, magic, horror and monsters.
● Beyond the Supernatural™ RPG – Modern horror and suspense.
● Ninjas and Superspies™, and more.

www.palladiumbooks.com
© 2014 Palladium Books. Ris®, Megaverse®, Nightbane® and other tles, slogans and likenesses are trademarks of Palladium Books, Inc.    
Palladium Books - 39074 Webb Court, Westland, MI 48185 USA – 734-271-2903 order line.

®
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®

Role-Playing Game and Sourcebooks
● Four generations of heroes and mecha ● Giant transformable robots ● Alien 
invaders ● Battle for control of the Earth ● Combat takes to the stars ● All pre-
sented in a core rule book and dynamic set of epic sourcebooks ● Easy to learn 
● Fun to play ● Quick character generation ● Fast combat ● Captures the action 
and adventure of the anime TV series ● Isn’t it time you joined the adventure?
Robotech® “Core Rules” – Shadow Chronicles® RPG Hardcover
All the rules and informaon a player needs to start a Robotech® 

role-playing campaign with Admiral Rick Hunter and the United Earth 
Expedionary Force trekking across the galaxy.
● Human mecha: Alphas, Betas, Cyclones & much more.
● Five character classes. 25 different Military Speciales.
● I● Invid mecha, Haydonites, and alien enemies.
● Quick roll character tables. Make a character in 15 minutes.
● A complete, stand-alone RPG.
● 224 pages. Cat. No. 550HC. 8½ x 11 size, hardcover.

Robotech®: The Macross® Saga Sourcebook – Cat. No. 551
AA treasure chest packed with the iconic mecha, vehicles, weapons and 

characters that made Robotech® famous. Valkyries, Destroids, ground 
vehicles, aircra, spacecra, weapons, Zentraedi soldiers, Zentraedi 
mecha, alien invaders, heroes, villains, and more.
● All the iconic Macross mecha, vehicles, weapons & characters.

Robotech®: The Masters Saga™ Sourcebook – Cat. No. 552
Tons of never before seen stats and descripons for the many 

weapons, armor, mecha and robots of the Army of the Southern Cross.
● The Army of the Southern Cross™ – all 15 branches and their mecha!

Robotech®: New Generaon™ Sourcebook – Cat. No. 554
The bale for the liberaon of Earth starts here.

● Ki● Kit-bashed mecha combining parts from different mecha.
● Invid Hives, world overview, key characters and adventure ideas.

Robotech®: Genesis Pits™ Sourcebook – Cat. No. 555
The Invid Genesis Pits, their purpose, funcon.

● Inorganics and other war machines of the Invid Regent.
● Genesis Pit mutaons and monsters.

Robotech®: Expedionary Marines Sourcebook – Cat. No. 553
  Join the UEEF (United Earth Expedionary Force) led by Admiral Rick 
Hunter as they travel across the galaxy liberang planets from the 
bondage of the Invid Regent, the Robotech Masters and other tyrants.
● New mecha, weapons, and character classes of the UEEF Marines.
● New alien species and allies. Planet hopping and more.



© Palladium Books Inc. Robotech® is a Registered Trademark of Harmony Gold USA, Inc.
Palladium Books, 39074 Webb Court, Westland, MI 48185-7606. Order line: 734-721-2903.
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Zentraedi Glaug Command™ – Cat. No. 55403
This diverse pack provides your Zentraedi forces with greater taccal 

capabilies; three game pieces total. $36.95 retail.
● 1 Glaug Officer’s Balepod – the fast and deadly mecha of Zentraedi 
field leaders.

●● 1 Quel-Regult Scout Balepod – the stealthy eyes and ears of your 
Zentraedi bale force; electronic warfare capabilies.

● 1 Quel-Gulnau Recovery Pod – enhances the Glaug’s ability to bring 
in Balepod reinforcements. Note: This figure has NEVER before 
been offered by any company.

Zentraedi Arllery Balepods™ – Cat. No. 55402
Give your Zentraedi legion greater firepower with these arllery and 

support Balepods; four game pieces total. $36.95 retail.
● 4 Zentraedi Support Balepods, each of which can be made into:

Gluuhaug-Regult – Light Arllery Balepod
Serauhaug-Regult – Heavy Arllery Balepod
TTelnesta-Regult – Experimental Parcle Beam Balepod
Four game pieces total.

Zentraedi Regult Balepods™ – Cat. No. 55401
Expand your Zentraedi forces with their main infantry bale mecha; 

six game pieces total. $36.95 retail.
● 6 Regult Taccal Balepods – the lightning quick Regults, armed with a 
pair of parcle cannons and auto-cannons, aack in wave aer wave.

UEDF Spartan/Phalanx Destroids™ – Cat. No. 55203
Add some long-range power and up-close punch to your army with 

these valuable Destroids; four game pieces total. $32.95 retail.
● 2 Spartan Destroids – civil defense, riot control and deadly in hand to 
hand combat.

● 2 Phalanx Destroids – a walking, long-range missile arllery unit.

UEDF Tomahawk/Defender Destroids™ – Cat. No. 55202
Expand your Destroid squad with these formidable walking tanks; 

four game pieces total. $32.95 retail.
● 2 Tomahawk Destroids – the main bale tank of Destroids, brimming 
with powerful parcle beam cannons for arms, and wielding a 
baery of missiles and an array of other weapons.

●● 2 Defender Destroids – a long-range, an-aircra juggernaut capable 
of shoong down incoming Zentraedi Balepods and Gnerl Fighters.

UEDF Valkyrie Wing™
– Cat. No. 55201
Build your fleet of Earth defenders with the Valkyrie Veritech 

Fighter; six game pieces total. $36.95 retail.
● 2 Valkyries in Fighter mode.
● 2 Valkyries in Guardian mode.
● ● 2 Valkyries in Baloid mode.
● Mulple heads for making the VF-1A, VF-1J, VF-1R & VF-1S.

Note: Each product contains plasc game pieces requiring assembly and painng. Glue not included. This is not a toy. Small parts, not suitable for children under the 
age of 13. Adult supervision advised. Images shown here are not to scale.

A fast-paced, strategy bale game that captures the speed and acon of Robotech®. 
Play Earth defenders or Zentraedi invaders.
● Scalable from small squad skirmishes to mass bales.
● Turn-based system of play and uses D6. Two or more players.
● 34 highly detailed game pieces. 6mm scale.
● 112 page color rule book with paint guide and index.
● 53 laminated, color game cards.
● 24 cu● 24 custom dice, two decal sheets and more.
● Assembly and painng required. Glue not included.
● $99.95 retail – Cat. No. 55100 – shipping now!
● Available in North and South America, the EU, Australia & New Zealand.

Main Boxed Game – Cat. No. 55100 – Available Now!
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Beyond the Supernatural™ RPG        Nightbane® RPG
Other horror titles from Palladium Books®

Fear the Reaper™ Sourcebook
 Heroes who, like knights of old, travel the highways fighting zombies 
and helping survivors.
● Comprehensive background on the Road Reapers.
● Their code, missions, weapons, strategies and tactics.
● The Terror Zombie and more.
● $12.95 ● $12.95 retail – 48 pages – Cat. No. 234. Available now.

Graveyard Earth™ Sourcebook
 The Zombie Apocalypse across the globe; provides a world overview 
and many adventure ideas.
● Many tables for settings, encounters and adventure hooks.
● Random Safe Havens by region, and Survivor Leaders.
● How to get home from abroad, zombie threat levels & more.
● $12.95 ● $12.95 retail – 64 pages – Cat. No. 235. Available now.

Hell Followed™ Sourcebook
 This big, 160 page sourcebook begins to redefine the zombie genre. It 
broadens the field of possibilities and expands upon the modern zombie 
mythos. It is full of twists and surprises you will not expect.
● 11 new types of terrifying zombies.
● 7 player characters, plus Masked Lunatics – heroes or madmen?
● 21 disasters to complicate survival, and urban survival.● 21 disasters to complicate survival, and urban survival.
● Government enclaves, conspiracy theories and more.
● $20.95 retail – 160 pages – Cat. No. 236. Available now.

The Dead Reign® RPG series
Dead Reign® RPG – “Core Rules.” It is the aftermath of the zombie 

apocalypse. The dead reign and the living fight against impossible odds. 
Can you survive? Find out with this fast-paced horror game. Easy to 
learn. Fast character creation and combat.
● Zombie combat and survival rules, vehicles and equipment.
● ● 6 iconic Character Classes plus Ordinary People (40+ occupations).
● 7 types of zombies, plus the Half-Living.
● 101 Random Scenarios, Encounters, Settings and other tables.
● $22.95 retail – 224 pages – Cat. No. 230. Available now.

Civilization Gone™ Sourcebook
Civilization has crumbled to nothing. There is no army. No govern-

ment. No help coming. What now?
● Madmen, Psychopaths, villains, heroes and protectors.
● House, home and survivor camp tables, resources & encounters.
● $12.92 retail – 64 pages – Cat. No. 231. Available now.

Dark Places™ Sourcebook
Travel the rails and urban underground to move about undetected by 

zombies.
● Worm Meat, Bug Boy, Sewer Crawler & Impersonator Zombies.
●● Traveling the rails, sewers and other dark places.
● Random encounter tables, boxcar content tables, and much more.
● $12.92 retail – 64 pages – Cat. No. 232. Available now.

Endless Dead™ Sourcebook
The zombies grow in number and strangeness. Can humankind 

survive?
● Zombie amalgamations, tables and encounters.
● New playe● New player characters & timetables for your campaign.
● Weaponizing vehicles, vehicle combat rules, and military bases.
● Creating survivor caravans, hideouts, Safe Havens & more.
● $16.95 retail – 96 pages – Cat. No. 233. Available now.

Can YOU survive the Zombie Apocalypse?
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– $20.95
       830 Rifts® DB 4: Skraypers™ – $20.95
       831 Rifts® Index Volume Two™ – $16.95
       832 Rifts® WB 17: Warlords of Russia™ 

– $24.95
       833 Rifts® WB 18: Mystic Russia™ – $20.95
       834 Rifts® WB 19: Australia – $24.95
       835 Rifts® WB 20: Canada™ – $24.95
       836 Rifts® WB 21: Splynn Dimensional 

Market™ – $24.95
       837 Rifts® WB 22: Free Quebec™ – $24.95
       838 Rifts® WB 23: Xiticix Invasion™ – 

$20.95
       839 Rifts® Coalition Wars®: Sedition™ 

– $20.95
       840 Rifts® Coalition Wars®: Coalition 

Overkill™ – $16.95
       841 Rifts® Coalition Wars®: Sorcerers’ 

Revenge™ – $16.95
       842 Rifts® Coalition Wars®: Cyber-

Knights™ – $16.95
       843 Rifts® Coalition Wars®: Shadows of 

Evil™ – $16.95
       844 Rifts® Coalition Wars®: Final 

Siege™ – $24.95
       845 Rifts® Game Master Guide™ – $26.95
       846 Rifts® Aftermath™ – $24.95
       847 Rifts® DB5: Anvil Galaxy™ – $20.95
       848 Rifts® Book of Magic™ – $26.95
       849 Rifts® Adventure Guide™ – $24.95
       850 Rifts® Bionics Sourcebook™ – $16.95
       851 Rifts® DB 6: Three Galaxies™ – $20.95
       852 Rifts® Dark Conversions™ – $24.95
       853 Rifts® Chi-Town ‘Burbs™ – $9.95
       854 Rifts® The Tolkeen Crisis™ – $12.95
       855 Rifts® The Black Vault™ – $9.95
       856 Rifts® The Vanguard™ – $9.95
       857 Rifts® WB 24: China One™ – $20.95
       858 Rifts® WB 25: China Two™ – $20.95
       859 Rifts® DB 7: Megaverse Builder™ – 

$16.95
       860 Rifts® DB 8: Naruni Wave 2™ – $16.95
       862 Rifts® WB 26: Dinosaur Swamp™ – 

$20.95
       863 Rifts® MercTown™ – $20.95
       865 Rifts® Merc Ops™ – $20.95
       866 Rifts® WB 27: Adventures in Dino-

saur Swamp™ – $20.95
       867 Rifts® Mercenary Adventure Source-

book – $12.95
       868 Rifts® WB 28: Arzno™ – $20.95
       869 Rifts® WB 29: Madhaven™ – $16.95
       870 Rifts® John Zeleznik Coloring Book 

– $5.95
       871 Rifts® Machinations of Doom™ – 

$18.95
       872 Rifts® DB 10: Hades™ – $24.95
       873 Rifts® DB 11: Dyval™ – $24.95
       874 Rifts® WB 30: D-Bees of North 

America™ – $24.95
       875 Rifts® DB12: Dimensional Outbreak 

– $24.95

       MI8006 Cyborgs Pack #1 – $18.00
       MI8007 Simvan & Ostrosaurus Pack – 

$18.00
       MI8008 Coalition Skelebots Pack #1 – $18.00
       MI8009 Coalition SAMAS Pack #1 – $22.00
       MI8010 Coalition Sky Cycle Pack – $22.00
       MI8011 Coalition Dog Pack #2 – $18.00
       MI8015 Damaged Skelebots Pack #1 – 

$12.00
       MI8016 Cyber-Adventurers Pack – $18.00
       MI8017 Rogues & Scout Pack #1 – $18.00
       MI8018 Brodkil & Witchling Pack – $18.00
       MI8019 Damaged Skelebots Pack #2 – 

$18.00
       MI8020 Psi-Stalkers & Scouts Pack #1 – 

$18.00
       MI8021 Shadow Beast – $12.00
       MI8022 Mystic Knight – $6.00
       MI8023 Lord Magus – $6.00
       MI8024 High Magus – $6.00
       MI8025 Coalition Psi-Stalker – $6.00
       MI8026 Coalition Dog Boy in DPM-D1 

Armor – $6.00
       MI8027 Coalition Dog Boy #2 – $6.00
       MI8028 Coalition Dog Boy #3 – $6.00
       MI8029 Coalition Dog Boy #4 – $6.00
       MI8030 Coalition Dog Boy #5 – $6.00
       MI8031 Glitter Boy – $20.00
       MI8032 Glitter Boy Pilot – $6.00
       MI8033 Kydian Overlord – $20.00
       MI8034 Dragonsaurus – $10.00
       MI8035 Slaver and Slave (Atlantis) Set – 

$10.00
       MI8036 Crazy – $6.00
       MI8037 Juicer #1 – $6.00
       MI8038 Juicer #2 – $6.00
       MI8039 Cyborg #1 – $12.00
       MI8040 Cyborg #2 – $12.00
       MI8041 Cyborg #3 – $6.00
       MI8042 Coalition Officer – $6.00
       MI8043 Coalition Grunt #1 – $6.00
       MI8044 Coalition Grunt #2 – $6.00
       MI8045 Coalition Grunt #3 – $6.00

When placing an order by mail, please 
add money for shipping and handling. Add 
$5.00 for orders totaling $1-$50, $10.00 for or-
ders totaling $51-$95, and for orders totaling 
$96-$200 please add $15.00 US. Double the 
amount for Canada, and quadruple it for over-
seas orders. For more shipping options, order 
online at www.palladiumbooks.com.

Allow 2-4 weeks for delivery.

Make checks and money orders payable to: 
Palladium Books

Check release dates for new products. If 
the book you order has not been released yet, 
your order will be held as a backorder until the 
product is available. Please note that prices are 
subject to change without notice.

Orders can also be placed by phone, at 
(734) 721-2903 (order line only). Please have 
your credit card information when you call.

www.palladiumbooks.com

       876 Rifts® Megaverse® in Flames™ – 
$24.95

       876HC Rifts® Megaverse® in Flames™ 
Gold Hardcover Edition – $50.00

       877 Rifts® Heroes of the Megaverse® – 
$16.95

       878 Rifts® Sourcebook: Shemarrian Na-
tion™ – $16.95

       880 Phase World®: Fleets of the Three 
Galaxies™ – $16.95

       881 Rifts® WB 31: Triax™ Two – $24.95
       883 Rifts® DB 14: Thundercloud Galaxy™ 

– $20.95
       884 Rifts® Vampires Sourcebook™ – $20.95
       885 Rifts® WB 32: Lemuria™ – $24.95
       886 Rifts® Black Market™ – $24.95
       886HC Rifts® Black Market™ Hardcover 

Gold Edition – $60.00
       887 Rifts® WB 33: Northern Gun™ One 

– $24.95
       888 Rifts® WB 34: Northern Gun™ Two 

– $26.95
       889 Rifts® Sourcebook: Coalition States, 

Heroes of Humanity™ – $20.95
       890 Rifts® Dimension Book 15: Secrets of 

the Atlanteans™ – $24.95
       890HC Rifts® DB 15: Secrets of the 

Atlanteans™ Gold Edition – $50.00
       891 Rifts® World Book: Sovietski™ – 

$24.95 (coming)
       892 Rifts® Sourcebook: The Disavowed™ 

– $16.95 (coming)
       893 Rifts® CS: Heroes of Humanity™ 

Arsenal Sourcebook – $16.95 (coming)
       894 Rifts® Haunted Tech™ – $16.95 (coming)
       895 Rifts® Living Nowhere™ – $16.95 

(coming)
       2510 Rifts® & The Megaverse® Art Book 

– $22.95
       2510-HC Rifts® & The Megaverse® Art 

Book, Hardcover – $50.00
       2510-CML Rifts® & The Megaverse® Art 

Book, Collector’s Masterwork – $125.00

Miscellaneous Products
       600 Deluxe Revised RECON® RPG – 

$22.95
       2537 Gamer Coffee Mug – $10.00
       2545 Dead Reign™ Coffee Mug – $10.00
       2554 Palladium Bookmarks, Set One – $5.00
       2555 Palladium Bookmarks, Set Two – $5.00
       2561 Property of Chi-Town Library Pencil 

– $0.50 each
       2562 Future Visions™ – The Artistry of 

Charles Walton II – $13.95
       2566 Glitter Boy Mouse Pad – $9.95
       2567 Old Ones Mouse Pad – $9.95
       2568 Zombie Graveyard Mouse Pad – $9.95
       2575 Rifts Poker Cards 1 (full color) – $11.99
       2576 Rifts Poker Cards 2 (line art) – $11.99

Note: T-tshirts and other products can be 
found online: www.palladiumbooks.com

Rifts® Miniatures
       MI8002 Xiticix Pack – $18.00
       MI8004 Coalition Dog Pack – $18.00
       MI8005 Men of Magic Pack #1 – $18.00



www.palladiumbooks.com
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Unleash your imagination™

Powers Unlimited® Three
Expanding the Megaverse® of the Heroes Unlimited™ RPG, Second Edition
133133 new, unique, weird, frightening, and amazing super abilities for your Heroes Unlimited™ campaigns 
(Minor, Major, and new Animal Abilities). Including such abilities as Absorb Matter, Alter Physical Structure: 
Energy, Dwarfing, Earth Possession, Ectoplasmic Webbing, Enlarge Items, Force Strike, Illusions, Junk-
yard, Life Leech, Matter Expulsion: Bone, Pixie Dust, Slime Generation, Transfixing Gaze, and Zombie 
Flesh, among many others.
Just one small corner of the infinite Palladium Megaverse®! Limited only by your Imagination.™
● 133 new Super Abilities and numerous sub-powers.
● 46 new Minor Super Abilities.
● 77 new Major Super Abilities.
● 19 new types of Alter Physical Structure.
● 10 new Animal Ability types.
● New Random Power Tables.
● 112 pages of wonderment by Carmen Bellaire and Kevin Siembieda.

$16.95
Cat. No. 523Cat. No. 523
ISBN-10: 1-57457-152-4
ISBN-13: 978-1-57457-152-3

Powers Unlimited® One
● More than 120 new Minor Super Abilities.
● More than 45 new Major Super Abilities.
● New psionic powers and more.
● 96 pages, Cat. No. 521. Written by Carmen Bellaire.

Powers Unlimited® Two
● ● 11 new power categories and subsets.
● Immortals, Empowered, Natural Genius, Gestalt & others.
● Supersoldiers, designer (genetic) heroes & symbiotes.
● Weaknesses, minor abilities, inventions and more.
● 96 pages, Cat. No. 522. By Carmen Bellaire & others.

Other Heroes Unlimited™ Titles:
Mutant Underground™ – Mutant society & adventure.
Century Station™ – 90+ heroes & villains in a detailed citCentury Station™ – 90+ heroes & villains in a detailed city.
Gramercy Island™ – 90 villains & 101 adventure ideas.
Aliens Unlimited™ – HU2-style galactic adventure.
Aliens Unlimited™ Galaxy Guide™ – Spaceships & more.
Armageddon Unlimited™ – Minion War™ Crossover.
After the Bomb® – Compatible Mutant Animal RPG.

Ninjas & Superspies™ RPG
● 41 different martial art styles. Dozens of mystic powers.
● Superspies and secret organizations.
● Gimmicks, cyborg agents and more
● 176 pages, Cat. No. 525. Written by Erick Wujcik.

Heroes Unlimited™ Game Master’s Guide
● ● Vigilantes, law and punishment.
● New magic, vehicles, equipment and more.
● 10 full adventures, plus G.M. tips and ideas.
● 224 pages, Cat. No. 516. Written by Breaux & Siembieda.
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