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Beguiling
The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Combat Reflexes

Gain one additional reaction each turn.

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Other Traits and Tags

Traits: Connections: Celebrities.

Tags: Alternate Form (Archangel), Extreme Appear-
ance, Heroic, Hounded, Krakoan, Public Identity,
Rich, X-Gene.




o

st 2 targets

Fast Attacks (Sharp) Ll

stant |
vs Melee Dx

‘within reach.
Success: Affected target/s suffer % damage.

ffected damage and this character
may make a bonus attack vs another target within reach.

Hit & Run (Sharp) /A

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense
against a target.

Success: Target suffers damage + character can move ; their
Run Speed for free.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move ¥ their Run
Speed for free.

Snap Shooting 2
Action: Standard | Duration: Instant | Range: Varies.
ged Agility the Agiility

esoftwo targets.
Success: Affected targets suffer /2 damage.
ge + Bleeding.

Suppressive Fire 2 [0}

Action: Standard | Duration: Instant | Range: Varies.

Effect: Makes an Agility attack vs target’s Vigilance defense.

Success: Target suffers Focus damage after Health DR.

2 Success: Target suffers double Focus damage after Health

DR+ Stunned for 1round.

Vicious Attack (Sharp) o
\dard

Effect: Make a Melee attack vs Melee Defense agamst atarget

Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect

(Sharp: Target is bleeding).

Weapons Blazing 2 (5}

Action: Standard | Duration: Instant | Range: Varies.

Effect: Make a single Agility check vs Agiity defense of two
separate targets.

Success: Affected targets suffers /s damage.

2 Success: Affected targets suffers damage and character
makes a bonus attack with this power against any available
target, with the same effect.

Riposte (Sharp) (0]
Action: Reaction | Duration: Instant | Range: Reach
Trigger: An enemy makes a close attack against the character
that fais.
Effect: Make a Melee Attack vs Melee Defense against target.
Success: Target suffers damage.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Iconic Weapon ] o

Techno-organic win

«  Whenin Archangel form, can fire feathery flechettes (treat
like a submachine gun) and can act as a protective barrier
(20 points to shatter).

OTHER POWERS

£ Evasion @, Flight 20, Mighty 10.
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Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Elemental Blast (Ice)

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage +
element’s special effect (Ice: Paralyzes target for one round).

Elemental Burst (Ice) & o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Ice: Paralyzes target for one round).

Elemental Grab (Ice) &2

Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Make a ranged Ego attack vs target’s Melee defense.
Breaking free requires a successful Melee check against target
number 20.

Success: Character grabs the target with their element.

@ Success: Character grabs the target with their element +
Pinned + Suffer the element’s special effect (lce: Paralyzes
target for one round).

Elemental Barrier (Ice) !

Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: The character forms a wall (4 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. Onafailure, the target choos-
es which side of the barrier they're on. The barrier provides 10

points of protection.
Success: Attacker chooses the side of the barrier the target is on.
ss +element
target for one round).
Inspiration £] (0]
'dard | Duration:1round |
llyin earshot. Th tion

checks until the start of the character’s next turn.

Elemental Protection 1(Ice) o0
Action: Standiard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 10 points of damage or less
are instantly absorbed, and the protection continues. If an
attack does more than 10 points of damage, it destroys the
protection.

Elemental Reinforcement (Ice) (V]
Action: Reaction | Duration: Instant | Range: Self.

Trigger: Damage gets through an elemental power

Effect: The character can transfer any Health damage that gets.
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

Elemental Sphere (Ice) & 00
Action: Standard/Reaction | Duration: Conc. | Range: 10 sp.
Trigger: The character is attacked or otherwise in danger.
Cost: the
Effect: The character envelops themselves—and any chosen
people—in a protective sphere comprised of their element.
When formed, make an Ego check vs Agiity defense of
unwanted characters in the enclosed space. Attacks on the
sphere are against the character's Ego defense and acts as
character's Elemental Protection power.
Success: Move any unwanted people within the sphere’s pe-
rimeter to spaces outside of the sphere.
butalsosuffer damag
cial effect (Ice: Paralyzes target for one round).

OTHER POWERS

£ Discipline1@.

Elemental Prc

1ents spe-
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S & TRAITS

Big (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

External Awareness

The character has a telepathic link with all other Ex-
ternals. This allows them to know where other Exter-
nals are, when other Externals are first killed, when an
External kills another External, and telepathically call
for other Externals.

Fearless
Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.Infector (Techno-Organic virus)

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Presence o —

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Other Traits and Tags
Traits: Connections: Super Villains. "3
Tags: Black Market Access, Externally Immortal,
Extreme Appearance, Hounded, Linguist (all known
human languages), Public Identity, X-Gene.
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Banging Heads I2 [0}
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee Attack vs Melee Defense of two enemies
within reach. If either attack fails, both fail entirely.

Success: Targets suffers damage.

@ Success: Targets suffers damage + Prone.

Clobber 2
Action: Standard | Duration: Instant | Range: Reach.
vsatarget'sh Defen
Success: Target suffers damage.
Target:

ge

Elemental Blast (Energy) £
Action: Standard | Duration: Instant | Range: 10 sp.

d Agility Att:

0

withanedge s Agil-
ity Defense. Add +1 to the character's Agility damage bonus for
every 2 points of Focus spent.
s "

2 Success: Affected target suffers double total damage + ele-
ment's special effect (Energy: Blinds target for one round).

Elemental Burst (Energy) ¥ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

@ Success: Target suffers double damage + element’s special
effect (Energy: Blinds target for one round).

Ground-Shaking Stomp 2 o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Agility Defense of every target
within 7 spaces.

Success: Target suffers half damage.

@ Success: Target suffers damage + Prone.

Smash 2 0
Action: Standard | Duration: Instant | Range: Reach.
Effect: Makes a close attack with edge. Add +1 to Melee damage
bonus per 2 Focus spent.
Success: Target suffers damage.

Target: e

unned for 1round.
Unrelenting Smash 2 ®
Action: Standard | Duration: Instant | Range: Reach.
Effect: Make a Melee check vs Melee Defense of all enemies in
reach.
Success: Target suffers Vadamage.
(@ Success: Target suffers damage + Prone.
This character may then move up to ¥z speed then pay 15 Focus
to perform the attack again until they run out of speed or Focus.
Targets can only be affected once by this power per turn,

Copy Power ZZ (5]
'dard | Duration: C |Range:10sp.

Effect: Pick one power of another character in range and dupli-

cate it as if it was always yours. When using such a power, they

must pay any cost normally as wel.

Inspiration ]

Action: Standard | Duration: 1 round | Range: Earshot.

Effect: Inspire an ally in earshot. The ally gains edge on all action
checks until the start of the character’s next tumn.

Crushing Grip I (]

‘Trigger: Target s grabbed.

Effect: Make a Melee attack vs Resilience Defense of grabbed
target.

Success: Target suffers damage.

@ Success: Target suffers double damage + Pinned.

Energy Absorbtion L]

Action: stant 3
Trigger: The character suffers Health damage.

Effect: Ignore any Health damage done to them (after applying
any DR), and add it to Focus instead. May increase Focus up to
double their regular maximum Focus. After combat, any extra
Focus gained fades away.

Immovable I2

Action: Rea i wstant 3
Trigger: Character is knocked back/prone.
Effect: Reduce the knockback distance (equal to their Melee
Defense) in spaces.

Quick Toss 22

|

Trigger: A person the character can pick up is grabbed.

Effect: Throw the grabbed person at another target. Determine

rangeby rankand Ys size. Make
jed inst a target. Failure n thrown

person after which they fall prone within 1space of the target.

Success: Target also suffers damage.

(-]

o

o

iof
ttack

Target also suffer
Healing Factor ] o

Action: Passive | Duration: Instant | Range: Seff.
Effect: At the end of this character's turn, they regain Health equal
to their Resilience Score.

OTHER POWERS

t3  Accuracy 10, Briliance 10, Discipline 10, Mighty 4 @,
Sturdy 3@, Uncanny 20.
& Jumplo.

AROCALYPSE
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Combat Expert
» | Gain an edge on Melee attacks against enemies of p o o o o
Rank1.

Combat Reflexes

* | Gain one additional reaction each turn.

| Fearless
Gain an edge on any action checks required to deal
with fear.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Quick Learner

If the character fails an action check, they gain an

DlIBARMIES edge on the check if they try the same action again
X 5 ontheir next turn.

Situational Awareness
MULTIPLIER Gainan edge on initiative checks.

x5 Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.

MULTIPLIER

MULTIPLIER

x7
[ |
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Orders ®
Jnlimited.

Effect: Gives an order to a target with whom they ve established a Te\er
pathic Link and who has no Focus left. Make a Logic check vs target

Telekinetic Attack 3 ©  Logic cetense. The command must be to do something that can be
| 2 less. If it the charac-
the check Ifit roet
Success: Target suffers damage. se'ves e charecte s doubletrouble an e crece
@ Success: Target suffers double damage + Stunned for Tround. Success:Targetcomplie with the oders.
53
Telekinetic Grab 3 ) S ° thls power against this sametarget.
atarget Barrier 3 e
Breaking free requires TN20 Melee check. | 0
Success: Target | mind. Effect:
@ Success: horizontally). Makes a Logic check vs Agility defense of any- target inthe
he barrier
are against s Logic
defense. thatdo10|
ly absorbed, and the barrier continues. If an attack does more than 10
points of damage, it destroys the barrier. Either way, the attack leaves
Astral Form B [5) those behind the barrier unharmed.

Effect: Can project an avatar into the Astral Plane, leaving their physical
body in a deep trance in the real world. If Rank 4+, can take on a trans-
parent Flight 25,

Cloak 1 e
U their pr of people

inrange. TN to detect the character is the character’s Logic defense.

Cloak Group &1

| 1005p.

o

1005p.

Success: Character chooses which side of the barrier the target winds

upon.

@ Success: Character chooses which side of the barrier the target winds

upon + target Paralyzed for 1 round.

Telekinetic Manipulation =3 o
" P -

Effect: Character can manipulate objects in their line of sight with their

mind. The size of the object s determined using the number of ranks the

character has in the Brilliance power (see Mighty). If opposed, make a

Logic check vs opponent's Agilty defense.

ink =

Effect:( pr upte
5 other persons within 10 spaces—within range. TN to detect the charac-
teristhe character's Logic defense.

| Jnlimitedt

Effect:
seenbefor, poviding bot character anitarget are i hesame diren-

Command [ © sonif
Jnlimited. Onafailure,
Effect: Make a Logic check vs Logic defense of target with an existing ~ Inthisway fortherestof the day.
ToosicLink i :C: for one round.
fit the @Success: it tfor the rest of the day.
heck has double trouble on the check.
Success: The target complies with the ordler.
against this same target.
ESPEI (]

| 005p.

Effect: Can sense the presence of others within range. This tells them

the person's location and general status. It can also identify if they have
not. If unwiling ,makeal eck vs

each target' Vigiiance defense,

Success: Ta

3 Success: Target sensedi+ can identify the source of any powers the

targethas.

Mind Interrogation [ 5]
i Jnirvitedt

Effect: Delve into the mind of a single person with whom they have
established a Telepathic Link. This requires a Logic check vs target's
Logic defense.

Success: Can ask a single simple question and get the answer from the
target's mind.

M_ Rea ng[x]_

Effect: C:

Effect: Instantly moves between universes.

Telekinetic Pmtechon 21 (]
Duration: C
Trigger: The character is attacked or otherwise in danger.
\ny attacks < 20 roed.
Ifan attack > 20 dar remains
unharmed

OTHER POWERS

3 Briliance 2@, Flight 2@, Uncanny 10.

tablished a Telepathic Link Makeal s

Success: Canread the target's surface thoughts.
s : th

answer from the target’s mind.
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The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Dazzle = (-]
Action: Standard | Duration: Instant | Range: 20 sp.

Effect: Make an Ego check vs target's Vigilance defense.
Success: Target s Blinded for 1 turn.

@ Success: Target suffers damage + Blinded for 1turn.

Molecular Destabilization =
Action: Standard | Duration: Instant | Range: Reach.
Effect: Make a close attack vs object their size or smaller.
Success: The object explodes. All targets within 2 spaces of the
object (except the character) suffer damage.

Success: As success, but all targets suffer double damage
ignoring Health DR.

SpeedBlast 2

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged attack.

Success: Target is stunned for 1round.

@ Success: Target is stunned for 1round + Prone.

llumination &=

Action: Standard | Duration: Concentration | Range: 50 sp.
Effect: The character illuminates one object or point within
range and line of sight, with bright light. The character can
maintain concentration on the effect even if they move out of
range or line of sight.

(-]

(-]

REACTIONS ZHE

Blur’2

Action: Standard/Reaction | Duration: 1round | Range: Self.
Trigger: The character is attacked.

Effect: Any attacks against the character have trouble.

Catch Bullets 2

Action: Reaction | Duration: Instant | Range: Self.

Trigger: A ranged attack using physical projectiles (arrows,
bt made against the character—ora chx

‘within their character’s reach.

Effect: Make an Agility check, using the attacker’s attack result
asthe target number.

Success: Attackis nullified.

+ .

Blazing-Fast Fists 2 (0]
Action: Passive | Duration: Permanent | Range: Self.

Effect: The character has an edge on all Melee attacks.
Lightning Actions 2 o

Action: Passive | Duration: Permanent | Range: Seff.

Effect: The character has one extra standard action and one
extra reaction each turn. Additionally, they can tur their Mar-
vel die to a Fantastic success when making an initiative check.

SpeedRun2'2

Action: Passive | Duration: Permanent | Range: Seff.

Effect: Outside of combat, the character can move up to 50
times as fast as their increased Run Speed.

OTHER POWERS

£ Discipline 10, Flight 20, Sturdy 10.

AR ORA




BANSHEE

Determination
When demoralized, do not gain trouble on all ac- p © © o o «
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Investigation

Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

Other Traits and Tags

Traits: Connections: Super Heroes.

MELEE CLEEES Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.
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Elemental Blast (Sound) i

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agiiity Attack with an edge vs target's
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + el
ement’s special effect (Sound: Deafens target for one round).

Elemental Burst (Sound) i o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2@ Success: Target suffers double damage + element’s special
effect (Sound: Deafens target for one round).

Elemental Ricochet (Sound) &2 (1]

Action: Standard | Duration: Instant | Range: 30 sp.

Effect: Make aranged attack vs target n line of sight.

Success: Taget suffers damage.

@ Success: Target suffers damage + character selects a new

target in line of sight and makes a new attack vs that target,

adding the new range to the previous attack’s range. This can
an ot fantastic or runs out of range.

Elemental Barrier (Sound) ! (]
Action: Standard | Duration: Concentration | Range: 30 sp.
Effect: The character forms a wall (6 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. Onafailure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.
Success: Attacker chooses the side of the barrier the target is on.
Assucc 1t (Sound: Deaf-

enstarget for one round).

Elemental Protection 2 (Sound) i [o]
Action: Standard/Reaction | Duration: Conc. | Range: Self
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

OTHER POWERS

) Accuracy 10, Discipline 10, Evasion @, Flight 20,




HEA!

AGILITY

RESILIENCE

:]VIGILANCE ﬁ |
:]EGo @ |

LTH

DEFENSE

12

DEFENSE

10

DEFENSE

I'n

x1
1

MULTIPLIER

MULTIPLIER

x1

MULTIPLIER

x1

Gullible
People lying to this character gain an edge on their
Ego checks to persuade the character of something.

Honest

Gain trouble when making an Ego check that in-
volves telling a lie. However, gain an edge on any
friendly Ego (persuasion) checks in which they're
truthful.

Gear & Weapons
@ Knife (Range: Reach)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Surprising Power (Flight 1).

Tags: Dependents: More than a dozen young chil-
dren, Extreme Appearance, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Hit & Run (Sharp) /A (0]

Action: Standard | Duration: Instant | Range: Reach.

i lingpeyrurel OTHER POWERS
againstatarget.

».o o o o { success Target suffers damage + character canmove Ytheir 3 FIght10.

Run Speed for free.
2 Success: Target suffers double damage + Weapon Effect

o o o o o (Sharp:Targetis bleeding) + character can move ¥ their Run
Speedforfree.
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Logic

Enduring Constitution
May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fearless
Gain an edge on any action checks required to deal
with fear.

Interrogation
Gain an edge on Ego or Logic checks made when
asking questions.

Investigation

Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Gear & Weapons

@ Plasma Gun (Range:20)
Agility Damage Multiplier +2.
Connected by cable to Bishop’s cybernetics that
allows him to spend 5 Focus to activate Elemen-
tal Infusion as a reaction.

Other Traits and Tags

Traits: Connections: Police, Connections: Super He-
roes, Extra Occupation.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, Streetwise, X-Gene.
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Double Tap 2 (0]
Action: Standard | Duration: Instant | Range: Varies.

Effect: Make a ranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

@ Success: Target suffers double damage + Bleeding.

Elemental Blast (Energy) [ (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage +
element’s special effect (Energy: Blinds target for one round).

Weapons Blazing 2

Action: Standard | Duration: Instant | Range: Varies.

Effect: Make a single Agility check vs Agility defense of two
separate targets.

Success: Affected targets suffers half damage.
2 Success: Affected targets suffers damage and character
makes a bonus attack with this power against any available
target, with the same effect.

Elemental Infusion 2 (]
Action: Standard | Duration: Concentration | Range: Self.

Effect: The character infuses their energy into a handheld
weaponintheir grasp. When the character getsa Fantastic suc-
ces:

\gwith the the energ;
¢ * * * °| Elemental Burst (Energy) (0]

Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.

Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special .

effect (Eneray: Biinds target for one round). Sniping &

Action: Standard+Movement | Duration: Instant | Range: Varies.

Headshot i (-] attack vs enemy 20+

Action: Standard | Duration: Instant | Range: Varies. Success: Target suffers damage.

Effect: Make a ranged ith trouble on an enemy within Target

the weapon's range.

Success: Target suffers double damage + Stunned (1rnd).

Target unned (1rnd).
Slow-Motion Shoot Dodge [ .
Action: Standiard | Duration: Instant +wground |Range:varies.  Energy Absorbtion[] (-]

Effect: Make a single ranged Agility check vs the Agility de-

fenses of two targets. When this character moves, is moved, or

startstheir next turn, they instantiy fall prone. Until that happens,
ll attacks inst their Agi fensek

Success: Affected targets suffer /2damage.

(DSuccess: Affected targets suffer damage + character canuse

this power again against any available target.

Snap Shooting

Action: Standard | Duration: Instant | Range: Varies.
Effect: \ged Agility check vs th

esof two targets.

Success: Affected targets suffer Vs damage.

(@ Success: Affected targets suffer damage + Bleeding.

Stopping Power 2

Action: Standard | Duration: Instant | Range: Varies.
Effect: The character makes aranged attack on an enemy.
Success: Target suffers damage.

2 Success: Target suffers double damage + character makes
another ranged attack on the target.

o

(-]

o

Suppressive Fire 2

Action: Standard | Duration: Instant | Range: Varies.

Effect: Makes an Agity attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DR.

2 Success: Target suffers double Focus damage after Health
DR+ Stunned for Tround.

Action: Reaction | Duration: Instant | Range: Self.

Trigger: The character suffers Health damage.

Effect: Ignore any Health damage done to them after applying
any DR),and add it to Focus instead. May increase Focus upto
double their regular maximum Focus. After combat, any extra
Focus gained fades away.

Slow-Motion Dodge [1

Action: Reaction | Duration: Instant | Range: Self.

Trigger: Enemy makes an attack vs this character’s Agility
defense.

Effect: The enemy gains trouble on the attack

OTHER POWERS

t3  Accuracy 2 @, Discipline 2 @, Uncanny 10.
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[ TAGS & TRAITS

Beguiling

The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Bloodthirsty

After they knock someone unconscious, they must
make a Challenging Ego check to keep from continu-
ing to attack them until they're dead.

Combat Reflexes

Gain one additional reaction each turn.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

External Awareness

The character has a telepathic link with all other Ex-
ternals. This allows them to know where other Exter-
nals are, when other Externals are first killed, when an
External kills another External, and telepathically call
for other Externals.

Fearless
Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Other Traits and Tags

Traits: Connections: Super Villains.

Tags: Black Market Access, Externally Immortal,
Hounded, Krakoan, Public Identity, Sorcerous, Su-
pernatural, Villainous, X-Gene.
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Bolts of Balthakk B 0

Summon Portal &
Effect:

[}

tothemthat

‘The character can closeit at wil.

s
sight. Add +1to Agility damage bonus for every 2 points of Focus spent.
Success: Target suffers total damage.

| 0.

Effect:
horizontally). Makes a Logic check vs Agility defense of any target in the

@ Success: Tround.
the barrier
Flames of the Faltine ® (-] K are against the ch s Logic
Action: Standard | Duration: Instant | Range: 10 sp. defense. thatdo10
ly absorbed, and the barrier continues. If an attack does more than 10
Success: Target suffers damage. points of damage, it destroys the barrier. Either way, the attack leaves
3 Success: Target suffers double damage + Ablaze. those behind the barrier unharmed.
o . Success: Character chooses which side of the barrier the target winds
Telekinetic Attack 3 © won
|Range: 2 a : Character chooses which side of the barrier the target winds
P Tround.
Success: Target suffers damage.
= Success: Target Tround. ineti i ion 23 o
IR
Telekinetic Grab 3 ©  Effect: Character can manipulate objects in their line o sight with their
i | 2 mind. The size of the object! ranksth
ic attack vs a target character has in the Briliance power (see Mighty). f opposed, make a

Breaking free requires TN20 Melee check.
uccess: Target is grabbed with the character's mind.
iccess:

Logic check vs opponent's Agity defense.

Astral Form® e

Effect: Can project an avatar into the Astral Plane, leaving their physical
body in a deep trance in the real world. If Rank 4+, can take on a trans-

ink 1 o

tted

Effect:
seen before, providing both characterand terget are i the seme lmer-
sion. fftarget mak
Onafailure,
o this way for the rest of the

: Can communicate with the target for one round.
= Success: Target cannot shut the character out for the rest of the day.

parent Fiight tral Plane: 25.
Command [ e
i Jniimited.
Effect: Make a Logic check vs Logic defense of target with an existing ~ Brain Drain & (]
TekpatricLin if i
it the  Trigger: Th
Chackhasdouble rouble o he ok o
Success: The target complies with the order. Success: Target suffers damage to Focus and character heals half that
against this same target @ Success: Target suffers damage to Focus and character heals that
. much Focusthemselves.
Dispel Spell & ®

o
Effect: Make an Ego check vs target's Ego defense who ses a magic
power that requires concentration

Telekinetic Protectlon 21 o

Duration: C
Tigger: The charactersattacked or therwisein danger.

Success: Targ poweris broken.
@Success: Target 's concentration s broken entirely.

Sense Supernatural & o
i i |Range: 500

Effect: The character can reach out with their mind to sense the pres-

ence of superatural people, places or things within range. This tells

them the location of the supernatural thing and its general status. If the

taregt wishes to conceal themselves, make an Ego check vs each tar-

get's Vigilance defense.

Success: Character senses the target.

3 Success: As success but character can also identify if the target is

cursed or demonic.

Ifan attack > 20 damage, destroys the pvotecuon but character remains
unharmed,

OTHER POWERS

&1 Briliance 10, Discipline 2@, Sturdy 10, Uncanny 20.

BIFACK{RPRIESIE:




AGILITY

DEFENSE

14

RESILIENCE | JILLAC

Al 12
28
58

DEFENSE

I'n

(Non-comaan

+2

R: -

MULTIPLIER

x4

MULTIPLIER

x3
[ |

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Villains.
Tags: Black Market Access, Hounded, Krakoan, Pub-
lic Identity, X-Gene.
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Elemental Blast (Earth) i 60
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage +
element’s special effect (Earth: Target moves at half speed
for one round).

Elemental Burst (Earth) i o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2@ Success: Target suffers double damage + element’s special
effect (Earth: Target moves at half speed for one round).

Elemental Grab (Earth) i (5]
Action: Standard | Duration: Concentration | Range: 15 sp.
Effect: Make a ranged Ego attack vs target's Melee defense.
Breaking free requires a successful Melee check against target
number 20,

Success: Character grabs the target with their element.

@ Success: Character grabs the target with their element +
Pinned + Suffer the element’s special effect (Earth: Target
moves at half speed for one round).

Elemental Push (Earth) &

Action: Standard | Duration: Instant | Range: LOS.
Effect: Make an Ego attack vs target's Agility defense.
Success: Move the target in any direction, up to 3 spaces.
{2 Success: As success + target suffers damage + Prone + el-
ement's special effect (Earth: Target moves at half speed for
one round).

Animal Bond [ (0]
Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: The character can communicate telepathically with one
animal of their choice (Krakoa), and they must have befriended
the animal before.

(]

Elemental Barrier (Earth) i (]
N‘.ﬂoﬂ Standard | Duration: Concenlrallom | Range: 30 sp.
forms, f their ele-

ment w\thln range. Make an Aguhty Attack vs Agility Defense of
any target in the affected spaces. On a failure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
(Earth: Target

Tt
moves at half speed for one round).

Elemental Infusion (Earth) i

Action: Standard | Duration: Concentration | Range: Sel

Effect: The character infuses their energy into a heasdhekd

‘weaponintheir grasp. When thecharactergetsa Fantastic suc-
th the weapon, add th

(Earth: Target moves at half speed for one round)

Elemental Prison (Earth) &£ (1]
Action: Standard | Duration: Concentration | Range: LOS.
Effect: The character picks a point within their line of sight and
traps any chosen targets within up to 15 spaces—in a prison
comprised of their element. When the Elemental Prison is
formed, the character makes an Ego check and compares the
rest stthe Agi
spaces. Attacks against the prison are agamst the character’s
Ego defense. Any attacks against the prison are absorbed as
st the character's tion power.
Sum. Traps the target within the prison’s perimeter.
{2 Success: Traps the target within the prison’s perimeter + suf-
fer damage + element’s special effect (Earth: Target moves at
half speed for one round).

Elemental Protection 2 (Earth) ! (o]
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

Elemental Sphere (Earth) i (1o +]
Action: Standard/Reaction | Duration: Conc. | Range: 15 sp.
Trigger: The character is attacked or otherwise in danger.
Effect: The character envelops themselves—and any chosen
people—in a protective sphere comprised of their element.
When formed, make an Ego check vs Agility defense of
unwanted characters in the enclosed space. Attacks on the
sphere are against the character's Ego defense and acts as
character’s Elemental Protection power.
Success: Move any unwanted people within the sphere’s pe-
rimeter to spaces oulside of the sphere.

it also suffer
cial effect (Earth: Target moves at half speed forone round)

OTHER POWERS

t)  Discipline 10, Evasion ©.
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Combat Reflexes

Gain one additional reaction each turn.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Gear & Weapons

@ Di Field D:
Agility Damage Multiplier +1.
Blink can use her Teleport Object and Teleport
Other powers on any person or object she hits
with these daggers.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Extreme Appearance,
Heroic, Hounded, Krakoan, Public Identity, X-Gene.

Range: 5)
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Double Tap

Teleport Blind £ ®

Effect: The character teleports to someplace they've never been and
never seen, up ou
Up t0 400 ti

Ifthe

Action: Standard | Duration: Instant | Range: Varies. solid, they are pushed out of it but suffers dk from
tandard heck o

‘Success: Target suffers damage. is pac If

@ Success: o. their por

Snap Shooting O Teleport Together [ [}

Action: Standard | Duration: Instant | Range: Varies. Range: Self

Effect: Make a single ranged Agilty check vs the Agilty defenses of  Trigger: The targetis arabbed.

twotargets. Effect: telepor

Success: Affected targets suffer Vs damage. them, into clear spaces they can see or have been to, up to 40 spaces

away. OL Upto 400! the

N targetdoesnot mustg

‘Weapons Blazing % 5]

Action: Standard | Duration: Instant | Range: Varies

Effect: Make a single Agility check vs Agilty defense of two separate

targets.

Success: Affected targets suffers Ydamage.

T Success: Affected targets suffers damage and character makes  glink Defense [ o

a bonus attack with this power against any available target, with the
sameeffect.

Inspiration ] (0]

until the start of the character’s next turn.

Teleport Object (] [}
Effect: The character can teleport along with them an object within
reach as far away as their Teleport power normally allows them. The

object (and things attached to or inside of it) can be up to 4 sizes big-
gerthanthem.

Trigger: The character or an ally within reach is the subject of a ranged
attack.

Success: The projectile from the attack is teleported away, someplace
safe.

jainst

DSuccess:
just madeas the attack check

Change of PlansEl

Action: Reaction | Duration: 1 round | Range: LOS.
Trigger: Anally has trouble on an action check.
Effect: The ally gains an edge on that action check.

Teleport Other (] . (]

‘Trigger: The target is grabbed.

Effect: The character

of a target they have grabbed. If the check is successful, the character
can teleport the target as far away as their Teleport power normally
allows them in combat. If the target winds up in something solid, they

pushed out of it but suffer
equal to a standard action check. The damage multiplier is 1 for every

" pace area. ) their body is
Blink 1 o y v
Trigger: The character is attacked.
EMfct T character tloparts o 3 cesr 5o they canseeor have m
beento, up
they are now out of reach or line of sight, the. attack autcmaucal\y fails. If

line of sight, R

5 Iconic Weapon[] o

Blink Barrage 11 © o Field rs.

Effect: The character teleports several times in quick succession and
winds p in a clear space they can see or have been to, up to 4 spaces
away. t

Teleport 20 (o)

Effect: The character teleports into a clear space they can see or have
been to, up to 40 spaces away. Otside of combat, the character can
teleport up to 4000 spaces away.

« Agility Damage Multiplier +1
+ Blinkcan use her Teleport Object and Teleport Other powers on any
person or object she hits with these daggers.

OTHER POWERS

3 Accuracy20.
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Big (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Public Speaking
Gain an edge on Ego checks when attempting to
persuade groups.

Other Traits and Tags
Tags: Hounded, Krakoan, Public Identity, X-Gene.




Banging Heads 2
i dard | Durati

stant | X

Effect: Make a Melee Attack vs Melee Defense of two enemies
‘within reach. If either attack fails, both fail entirely.

Success: Targets suffers damage.

(2 Success: Targets suffers damage + Prone.

Clobber &2

Action: Standard | Duration: Instant | Range: Reach.
Effect: Make a Melee attack vs atarget’s Melee Defense.
Success: Target suffers damage.

(3 Success: Target suffers double damage + Prone.

Ground-Shaking Stomp IZ

o

Action: Reaction | Duration: Instant | Range: Self.
Trigger: The character suffers damage from afall or is knocked

prone.
Effect: The fall doesn't damage the character. If they are prone,
they stand up. If they'd like, they can also jump a number of
spaces, up to their Run Speed.

Crushing Grip I&

Action: Reaction | Duration: Instant | Range: Reach,
Trigger: Target is grabbed,

Effect: Make a Melee attack vs Resiience Defense of grabbed
target.

Success: Target suffers damage.

(-]

(1]
Action: Standard | D wstant |
Effect: Make a Melee check vs Agility Defense of every target
within 5 spaces.
Success: Target suffers half damage.
2 Success: Target suffers damage + Prone.

SmashZ o0
Action: Standard | Duration: Instant | Range: Reach.

Effect: Makes a close attack with edge. Add +1 to Melee dam-
age bonus per 2 Focus spent.

Success: Target suffers damage.

= Success: Target suffers double damage + Stunned for 1
round.

Inspiration ] [0}
'dard | Duration:1round |

llyinearshot. Theally tion

checks until the start of the character's nextturn.

Target suffers double damage + Pinned.

Immovable I2

Action: Reaction | Duration: Instant | Range: Self.

Trigger: Character is knocked back/prone.

Effect: Reduce the knockback distance (equal to their Melee
Defense) in spaces.

Quick Toss 2

Action: Reaction | Duration: Instant | Range: Reach
Trigger: A person the character can pick up is grabbed.
Effect: Throw the grabbed person at another target. Determine
range by Mighty power rank and the grabbed person's size.
Make ranged attack against a target. Failure inflicts damage
on thrown person after which they fall prone within 1 space of
the target.

Success: Target also suffers damage.

= Success: Target also suffers damage + Prone.

Slip Free %

Action: Reaction | Duration: Instant | Range: Self.
Trigger: The character is grabbed or pinned.
Effect: The character is not grabbed or pinned.

Flexible Bones 1% o
Action: Passive | Duration: Permanent | Range: Seff

Effect: Gain Health Damage Reduction 1and edge on Agility
checks for contortion and escape.

(]

©

OTHER POWERS

3 Mighty 2@, Sturdy 30, Uncanny 10, Wisdom ©.
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Big (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Hive Mind

The character is connected to others of their kind by
a telepathic network with an unlimited range and an
unlimited number of members. When given orders
by the leader of that network, the character must
make an Ego vs. TN 18 action check or follow those
orders. On a Fantastic success, the character can
choose to permanently break free from the network.

Infector: Brood Implantation

This applies to Queens only. The character can infect
a target with a disease, which must be chosen along
with the trait.

Situational Awareness
Gain an edge on initiative checks.

Venomous

When the character uses sharp Melee Weapons
powers and gets a Fantastic success, they have the
option of causing a target to be poisoned rather than
bleeding.

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Brood
fleet).
Tags: Alien Heritage, Extreme Appearance, Public
Identity, Villainous.




Fast Attacks (Sharp) Ll

vs Melee De

o

st 2 targets

‘within reach.
Success: Affected target/s suffer % damage.

ffected damage and this character
may make a bonus attack vs another target within reach.

Hit & Run (Sharp) /A [0}
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense
against a target.

Success: Target suffers damage + character can move ; their
Run Speed for free.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move ¥ their Run
Speed for free.

Vicious Attack (Sharp) i

Action: Standiard | Duration: Instant | Range: Reach

Effect: Make a Melee attack vs Melee Defense againsta target,
Success: Target suffers damage.

3 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Whirling Frenzy (Sharp) A
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Melee Defense of every target
within reach.

Success: Target suffers ¥; damage.

@ Success: Target suffers damage + Weapon Effect (Sharp:
Targetis bleeding).

Additional Limbs £

Action: Passive | Duration: Permanent | Range: Self.

Effect: Lift objects, use tools or otherwise take actions that nor-
mally require the use of a hand. Also grants an edge in Melee
and Agility checks.

OTHER POWERS

3 Flight 1 (except for Queens) @, Mighty 10, Sturdy 10,
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Fearless
Gain an edge on any action checks required to deal
with fear.

Infector: Techno-Organic Virus
The character can infect a target with a disease,
which must be chosen along with the trait.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons
@ Customized Pulse Rifle (Range: 20)
Agility Damage Multiplier +1.
Can use Elemental Burst through this weapon.
@ Grenades (Range:10)
Agility Damage Multiplier x2.
@ Sword (Range: Reach)
Melee Damage Multiplier +2.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes, Ex-
traordinary Origin.

Tags: Black Market Access, Extreme Appearance,
Heroic, Hounded, Krakoan, Public Identity, X-Gene.
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Elemental Burst (Energy) 8

Action: Standard | Duration: Instant | Range: 10 sp.
it target's Agility Defense.
Success:Targetsuffers ers damage
SSuccess: Target
(Energy: Blinds tavgel foroneround).
Telekinetic Attack 23

Action: Standard | Duration: Concentration | Range: 30 sp.
Effect: Makes a Logicattack vs target's Melee defense.

Success: Target suffers damage.

@ Success: Target suffers double damage + Stunned for Iround

Telepathic Blast [

Action: Standard | Duration: Instant | Range: LOS.
Effect: Make a Logicattack vs target infine of sight.
Success: Target suffers damage to Focus.

@ Success: Target suffers double damage to Focus + Stunned
forlround.

Astral Form [

Action: Standard | Duration: Concentration | Range: Sef.

Effect: Can project an avatar into the Astral Plane, leaving their

physical body in a deep trance in the real world. If Rank 4+ can
P | Flight Speed 36.

Cloak
Action: Standard | Duration: Concentration | Range: 120 sp.
Effect: Uses a mirage to block their prosence from the minds of

Mind Reading 1 (0]
Action: Standard | Duration: 1round | Range: Unlimited.

Effect: Can read the thoughts of a single person with whom they
have established a Telepathic Link. Make a Logic check vs target's
Logicdefense.
Success: Can read the targetssurface thoughts

the answer from the target’s mind.

Mirage 51

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Creates a full-sensory mirage that affects any target with
‘whom they have estabiished a Telepathic Link. The mirage can be
of anything the character desires, and it can move freely.

Telekinetic Manipulation
Action: Standard | Duration: Concentration | Range: 30 sp.

Effect: Character can manipulate objects in their line of sight with
their mind. The size of the object is determined using the number
of ranksthe character Ifop-
posed, makea Logic check vs opponents Agilty defense.

Telepathic Link o
Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they have
met or seen before, providing both character and target are in the
same dimension. If target is unwilling, make a Logic check vs target's
Vigilance defense. Onafailure, the character cannot attempt to com-
municate with the target in this way for the rest of the day.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest of
the day.

Telepathic Network 21

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can communicate telepathically with a group of willng,
linked people, each of whom they have met or seen before. The

o

people in range. TN to detect ‘s Logic
defense.

Cloak Group &1

Action: Standard | Duration: Concentration | Range: 120 sp.

Effect: Uses a mirage to block their presence—and the presence of
up to 6 other persons, within 10 spaces—with range. TN to detect
the character s the character's Logic defense.

Combat Su [e]

Up to 30 people.
of the commuication, s long a5 everyone involved is i the same
dimension.

Action: Standard | Duration: 1rour

Effect: Once per battle, the character

©® Changeof Plans = 5]

i tion: 1oL 0S.

Ifthe ally makes an action check before the start of the charac- E"““ Theal gans anedge on hatacton check
ter's next tum, the ally automatically rolls al on their Marvel die, ~ Keep Moving & (]

and that die cannot be affected by trouble.
Inspiration L]

Action: Standard | Duration: 1round | Range: Earshot.
Effect: Inspire an ally in earshot. The ally gains edge on all action
checksunti the start of the character's next turn.

Machine Telepathy 1
Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can communicate telepathically with one machine at a time,
and they must have met or seen the machine before. There is no
range, as long as the character and the machine are in the same
dimension. Accessing secure machines requires a Logic check with
aTN appropriate tothe strength of the security.
Mental Shelter 1
Action: Standard | Duration: Conc. | Range: 30 sp.

15e5 to protect any chosen peopl
inrange. The protected targets gain Focus DR equal to character's
Uncanny power.

o

Action: Reaction | Duration: Instant | Range: LOS.
Trigger: Anally inline of sight and earshot is demoralized or stunned
Effect: The demoralized or stunned condition ends.

OTHER POWERS

&3 Accuracy 2 @, Brilliance 2 @, Mighty 10, Sturdy 10,
Uncanny 2
Command .
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Combat Reflexes

Gain one additional reaction each turn.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Gear & Weapons
@ Daggers (Range: Reach)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Fast Attacks (Sharp) Ll [0}

M st 2 targets

‘within reach.
Success: Affected target/s suffer % damage.

ffected damage and this character
may make a bonus attack vs another target within reach.

Fast Strikes & o
Action: Standard | Duration: Instant | Range: Reach.

vs Melee Defer gainst 2 targets.
Success: Target/s suffer /zdamage.
D Success: Target/s suffer damage.
Vicious Attack (Sharp) it o

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Attack Stance (]

Action: Standard | Duration: Concentration | Range: Self.
Effect: Double the character's Melee ability bonus to damage.

Battle Plan & o
| Duration: Tround |

Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character's
next turn.

Inspiration £] (0]

Action: Standard | Duration: 1round | Range: Earshot.

arshot.

checks until the start of the character’s next turn.

Heightened Senses 2]

Action: Passive | Duration: Permanent | Range: Self.

Effect: Senses things roughly four times as far away as normal.
Gain double edge on Vigilance checks to perceive things, and
enemies have double trouble on checks they make to sneak
past the character.
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Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Signature Attack
Ram: Gain an edge when making attacks using this
ability or power.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes.
Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Elemental Blast (Energy) !

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agiiity Attack with an edge vs target's
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage +
element’s special effect (Energy: Blinds target for one round).

Elemental Burst (Energy) ¥ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special
effect s target for or

Elemental Barrier (Energy) i e
Action: Standard | Duration: Concentration | Range: 30 sp.
Effect: The character forms a wall (6 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
anytarget inthe affected spaces. On afailure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
[ Success: As success + element’s special effect (Energy:
Blinds target for one round).

Elemental Protection 2 (Energy) 2  ®
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

Elemental Reinforcement (Energy) &2 O
Action: Reaction | Duration: Instant | Range: Self.

Trigger: Damage gets through an elemental power

Effect: The character can transfer any Health damage that gets
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

Elemental Sphere (Energy) ¥ 00
Action: Standard/Reaction | Duration: Conc. | Range: 15 sp.
Trigger: The character is attacked or otherwise in danger.
Cost: the.
Effect: The character envelops themselves—and any chosen
people—in a protective sphere comprised of their element.
‘When formed, make an Ego check vs Agility defense of
unwanted characters in the enclosed space. Attacks on the
sphere are against the character's Ego defense and acts as
character’s Elemental Protection power.
Success: Move any unwanted people within the sphere’s pe-
rimeter to spaces outside of the sphere.

but also suffer d: 0
cial effect (Energy: Blinds target for one round).

OTHER POWERS

3 Discipline 10, Flight 2, Mighty 2, Sturdy 20.

Elemental Prc
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Combat Expert
Gain an edge on Melee attacks against enemies of p © © o o ¢
Rank1.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

HEALTH
Gear & Weapons

@ Psychic Sword (Range: Reach)

meLee DEFENSE CEERED Melee Damage Multiplier +2.
. I May deal either Focus or Health damage.
1 4 + S X6 Summonable.
e/
peepm | Other Traits and Tags
+3 |8
—

Traits: Battle Ready, Connections: Super Heroes, Ex-
INON-CoMBAT)

AGILITY

RESILIENCE

DEFENSE

13

DEFENSE

VIGILANCE (Roncomen B
I N
: o0 ] @ [ MULTIPLIER

DEFENSE MULTIPLIER

traordinary Origin.

Tags: Black Market Access, Heroic, Hounded,
Krakoan, Public Identity, Sorcerous, Supernatural,
X-Gene.

I 17 X8
|
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Mental Punch &

Action: Standard | Duration: Instant | Range: Unlimited.
Effect: Makes a Melee attack against a target.

Success: Target suffers damage to Focus.

(@ Success: Target suffers double damage to Focus + Stunned
for1round,

Telekinetic Grab 23 (]
dlar ion: Concentration | Range: 25 sp.

Effect: Makes a Logicattack vs Melee defense ofa target within

range. Breaking free requires TN20 Melee check.

Success: Target is grabbed with the character’s mind.

@ Success: Target is grabbed with the character's mind +

Pinned.

Astral Form [ (]
Action: Standard | Duration: Concentration |

Telekinetic Manipulation 3

Action: Standard | Duration: Concentration | Range: 25 sp.
Effect: Character can manipulate objects in their line of sight
With their mind. The size of the object is determined using the
numbser of ranks the character has in the Brilliance power (see
Mighty). If opposed, make a Logic check vs opponent’s Agity
defense.

Telepathic Link [

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwilling, make a Logic
check vs target's Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
the rest of the day.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest
ofthe day.

Effect: Can project an avatar into the Astral Plane, leaving their
physical body in a deep trance in the real world. If Rank 4+ can
take onatransparent form visible i the real world. Flight Speed
on Astral Plane =25,

Cloak [ (5]
Action: Standard | Duration: Concentration | Range: 100 sp.
Effect: Uses a mirage to block their presence from the minds
of people nrange. TN to detect the character is the character’s
Logic defense.

lekinetic Protection 223
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: Form a telekinetic field. Any attacks < 20 damage are
absorbed. If an attack > 20 damage, destroys the protection
but character remains unharmed,

Iconic Weapon 5] (0]

+ Melee Damage Multiplier +2.

+ Dealseither Focus or Health damage, as Betsy chooses,

Inspiration £ (0]
i \dard | Duration: 1round |
inearshot. T n all action
checks until the start of the character's next tumn. +  Summonable.
Mind Reading 1

Action: Standard | Duration: 1round | Range: Unlimited.
Effect: Can read the thoughts of a single person with whom
they have established a Telepathic Link. Make a Logic check vs
target's Logic defense:

Success: Can read the target's surface thoughts.

D Success: As success but canaskasingle simple questionand
getthe answer from the target's mind

Telekinetic Barrier (-]
Action: Standard | Duration: Concentration | Range: 50 sp.
Effect: Create invisible barrier covering up to 10 spaces across
(vertically/horizontally). Makes a Logic check vs Agility defense
of any target in the affected spaces. Failure allows target to
choose which sicle of the barrier they end up on. Attacks on the
barrier are against the character’s Logic defense. Any attacks
onit that do 10 points of damage or less are instantly absorbed,
and the barrier continues. If an attack does more than 10 points
of damage, it destroys the barrier. Either way, the attack leaves
those behind the barrier unharmed.

Success: Character chooses whichside of the barrier the target
winds up on.

@ Success: Character chooses which side of the barrier the
target winds up on + target Paralyzed for 1round.

OTHER POWERS

3  Brilliance 3 @, Flight 2 @, Mighty 10, Sturdy 3@,
Uncanny 2@.

(CAPTAIN[ERITAIN]
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Bloodthirsty
After they knock someone unconscious, they must
make a Challenging Ego check to keep from continu-
ing to attack them until they’re dead.

Fearless
Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Monster
Gain an edge whenever they attempt to intimidate
someone.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Scientific Expertise

Gain an edge on Logic checks made when dealing
with scientific research. If they have Lab Access at the
time, gain a second edge.

Other Traits and Tags

Traits: Connections: Super Villains, Extraordinary
Origin.

Tags: Black Market Access, Hounded, Krakoan, Pub-
lic Identity, Villainous, X-Gene.
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Ordersl o

nlimi
Effect: Gives an order to a target with whom the"y’ve established a Tele-
pathic Link and who has no Focus left. Make a Logic check vs target's

Telekinetic Attack 3 ©  Logic defense. The command must be to do something that can be

| 0 less. If it the charac-

ter the check. Ifit target
‘Success: Target suffers damage. selv
2 Success: Target suffers double damage + Stunned for 1round. Success: Target complies with the orders.
53 o
Telekinetic Grab 1 o © o s etz
ogic attack vs atarget ink &
i | Range: Uniimited

Breaking free requires TN20 Melee check.
Success: Target is grabbed with the character's mind.
iccess:

Astral Form 1 e

Effect:

seen before, providing both characler ‘and target are in the same dimen-
sion.If
Onafailure,

inthis way for the rest of the day.

Success: Can communicate with the target for one round,

3 Success: Target cannot shut the character out for the rest of the day.

Telepathic Network [ (-]
i i Jniimitedt

Effect: Can project an avatar into the Astral Plane, leaving their physical
body in a deep trance in the real world. If Rank 4+, can take on a trans-

Effect: Can communicate telepathically with a group of wiling, linked
people, each of whom they have met or seen before. The group can

parent

Borrow Senses [

Flight 30.
(-]

| Range: Unlimited.

number up to 30 peopl
nication,

o]
B

Effect: The character can use the full senses of someone or something
‘with whom they have established a Telepathic Link or bond. While they
do, they retain the use of their own senses too.

| Jn

ted
Telepathic Link

Makesal
Logic defense. The result of the character's check is the target number
for any attempts by the target to end the possession. If the character
the target gets to
make a Logic check to end the possession. f the target has the Heroic
If

Cloak 1 (-]
IR: 120sp.
U ir pt f people
inrange. TN to detect the character s L
Command [ (-]
i Jnimited.

Effect: Make a Logic check vs Logic defense of target with an exlsung

ag,
possessed body, the target gets an edge on the check If the target has
the Heroic tag, they get adouble edge.

Success: Takes over thetarget's bodycomp\ere\y

Franks th

TekpatricLink i i e ]

Ifit ,ihe IR:
C*‘ec“ has double trouble on the check. Effect: Character can manipulate objects in their ine of sight with their
Suiccess: The target complies with the order. mind. The size of the object
o a character has in the Brilliance power (see Mighty). If opposed, make a
against this same target Logic check vs opponent's Agilty defense.
DNA Manipulation o

Action: Standard | Duration: Instant | Range: Varies
The character is able to identify, copy and manipuiate DNA in themselves
and others. They can use this to create a body from scratch that they can

cause latent mutant

ESPEI

Copy
theirown inetic P ion 23 o
body andin that of others. They canalso copy DNA from other peopleand Duration: Con
insert it info their body to fool security systems into thinking that they are  Trigger: The character s attacked or otherwise in danger.
members ofa particular genetic group or famiyfine. ny attacks < 20 rbed
Ifan attack > 20 dar remains
L Jpe—

| 00

Effect: Can sense the presence of others within range. This tells them

the person's location and general status. It can also identify if they have
not. If unwiling , make a L eck

each target's Vigiance defense.

Success: Target senst

@ Success: Target sensed+ can identify the source of any powers the

target has.

Mirage 1 [}

i | Jnlimited.
Effect: Creates a full-sensory mirage that affects any- Iavget w\th whom
a Telepathic Link. The f anything

the character desires, and it can move freely.

OTHER POWERS

t1  Briliance 40, Uncanny 30

Levitation @
£ Domination @ Memory Blip ©.

CA'SSANDRAINOVA
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Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fearless
Gain an edge on any action checks required to deal
with fear.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes, Surprising Power:
Elemental Barrage.

Tags: Black Market Access, Extreme Appearance,
Heroic, Hounded, Krakoan, Mute (Can speak psioni-
cally), Public Identity, X-Gene.
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Elemental Barrage (Fire) i ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character desigr a ithin their line of sight.
Theattack canaffect every enemy within10spaces of that. Make
asingle Ego check vs each target’s Resilience defense.

Success: Affected targets suffer /2 damage.

tal type's
special effect (Fire: Sets target ablaze).
Elemental Blast (Fire) i o0

Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage + ele-
ment | effect (F ablaze)

Elemental Burst (Fire) i o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2@ Success: Target suffers double damage + element’s special
effect (Fire: Sets target ablaze).

Elemental Barrier (Fire) i (]
Action: Standard | Duration: Concentration | Range: 30 sp.
Effect: The character forms a wall (6 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
anytarget inthe affected spaces. On afailure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Fire: Sets
target ablaze).

Mind Reading &1 (0]
Action: Standard | Duration: 1round | Range: Unlimited.
Effect: Can read the thoughts of a single person with whom
they have established a Telepathic Link. Make a Logic check vs

target’s Logic defense.
Success: Can read the target's surface thoughts.

L canaskasingl ple questionand
get the answer from the target’s mind
Telepathic Link &2

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. f target is unwilling, make a Logic
check vs target's Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
therestofthe day.

Success: Can communicate with the target for one round,

@ Success: Target cannot shut the character out for the rest
oftheday.

Telepathic Network £

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can communicate telepathically with a group of willing,
linked people, each of whom they have met or seen before. The
group can number up to 15 people. There is no limit to the dis-
tance of the communication, as long as everyone involved is in
the same dimension.

Elemental Protection 2 i
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

V]

Elemental Reinforcement i
Action: Reaction | Duration: Instant | Range: Self.
Trigger: Damage gets through an elemental power
Effect: The character can transfer any Health damage that gets
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

Environmental Protection [

Action: Passive | Duration: Permanent | Range: Self.

Effect: Not harmed by intense cold or heat, the pressure of the
deep seas or the intense radiation and vacuum of space.

OTHER POWERS

£ Discipline2@.
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Dealmaker
Gain an edge on action checks that have to do with
making deals.

Fearless
Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Public Speaking
Gain an edge on Ego checks when attempting to
persuade groups.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Linguist, Public Identity, X-Gene.
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Fast Strikes

ttack vs Melee Defe
Success: Target/s suiffer Vs damage.
= Success: Target/s suffer damage.

inst 2 targets.

Defense Stance (]
Action: Standard | Duration: Concentration
Effect: Any cl ks mad h
until this character is successfully attacked.
o

Inspiration £

Action: Standard | Duration: 1round | Range: Earshot.
Effect: Inspire an ally in earshot. The ally gains edge on all action
checksunti the start of the character's next turn.

Understand Unusual Communication 20

¢ Standard stant

‘When the character encounters an unknown form of com-
munication for the first time—one that doesn't depend on hearing,
vision or code—they can make a Logic vs. TN 13 action check to
puzze it out. If they alreadly know any other version of the com-
munication, dige. Ona success, th and
can use that form of communication. On a Fantastic success, they
permanently understand and can use it and never need to make
a check for it again. This works with forms of communication that

enses, like scent, touch,

Und d Writtel (0]
Action: Standard | Duration: \nstanthange seff
Effect: When the character encounters an unknown written
language for the first time, they can make a Logic vs. TN 13 action
check to puzzle it out. If they alreadly know any other version of the
language, they ige. O 1d wri
the language. On a Fantastic success, they can permanently read
and write it and never need to make a check for it again.

Understand Body Language [0} N

tion: i Detect Liei& (-]
Effect: When the character encounters a culture for the first time,  Action: Star ¢ Instant
they canmakea Logic vs. TN I itsbody  Trigger: v he character can understand
language. If versionofthe culture'slan-  Effect: When inicates in an active form the char-
guage, they h: edge. O they ur dcan  acter can ur h using sign language

emulate the bodly language. On a Fantastic success, they perma-
nently understand and can use it and never need to make a check
for it again. This covers not only any potential full-body language

and so on—the character can make an Ego check against the com-
municator's Ego defense. On a success, the character knows if the
communicator is lying. On a Fantastic success, they also know (if

[ islying. This power allc

use other forms of communication. With such species, understand-  the character to know the trutt
ing their body language allows the character to understand more it out by detecting lies. Also, it only works on communicators who
than the target’s words might communicate, such as whether a  know Ifthey ifitis
per. hy, anxious o
Understand Code (]
first time, they can make a Logic vs. TN 13 action check to puzzle
it out. If they already know any other version of the language the i 2

s rerdomang Indecipherablei® o

and can communicate in the code. On a Fantastic success, they
permanently understand and can use it and never need to make
a check for it again. Digital data communication is considered a
form of code, and the character can use this power to understand
such data too.

Understand Sign Language (]
Action: Standard | Duration: Instant | Range: Self

Effect: When the character encounters an unknown sign language
for the first time, they can make a Logic vs. TN 13 action check to
puzzle tout. If guage,
they have an edge. On a success, they understand and can sign in
the language. On a Fantastic success, they permanently under-
stand and canuseit and never need tomake a check for it again.

Understand Spoken Language & [0}

Effect: When the character encounters an urknown spoken -

guage for the first time, they can make a Logic vs. TN 13 action check

topuzzleitout.Ifthey already know any other version of thelanguage,
on.

language. OnaF:

canspeakit

itagain.

Permanent | Range: Self

Action: Standard | Durati
frect:

r y
they canunderstand. They thinkiinthis Iy, and when
they communicate with others, they are translating from that lan-
guage. This effectively renders them immune to telepathic powers
like Mindl Reading or Mind Interrogation, as anyone trying to read
their mind cannot understand this unique language.

OTHER POWERS

3 Briliance 20.
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Enduring Constitution
May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fearless
Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Extreme Appearance,
Heroic, Hounded, Krakoan, Public Identity, X-Gene.




Fast Strikes &

Action: Standard | Duration: Instant
Effect:Make aMelee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer Vzdamage.
@ Success: Target/s suffer damage.

Battle PlanE [o]
i \dard | Duration: Tround |

Effect: The character inspires one or more allies of their choice

in earshot, up to the character’s Vigilance. Inspired allies gain

an edge on all action checks until the start of the character's

next turn.

Defense Stance (0]
Action: Standard | Duration: Concentration | Range: Self.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Inspiration ]

Action: Standard | Duration: 1round | Range: Earshot.
earshot. Tt i

checks until the start of the character’s next turn.

Instant Evolution o
Action: Standard | Duration: Instant | Range: Varies.

The character instantly adapts to any threats against them.
They develop new powers or abilities that can protect them
from the threat. However, they don't have direct control over
how this happens.

For instance, if trapped in a dark room, they develop the
ability to seein the dark. If being shot at, their power might give
them bulletproof skin, allow them to turn intangible or perhaps
break the gun. It's up to the Narrator how the power works in
any specific situation.

The power always serves tosave the character, but it doesn't
care aboutt other people nearby, whether innocent bystanders
or the character's best friends. If a bomb is about to go offina
room, forexample, this power might make the character bomb-
proof or perhaps able to stop the bomb, or it might simply tele-
portthen /leaving everyoneel

indanger.

Once the specific danger to the character is over, the extra
abilities disappear, as they are no longer needed. They never
linger, no matter how much the character might want them to.

Change of Plans [El

Action: Reaction | Duration: 1round | Range: LOS
Trigger: An ally has trouble on an action check.
Effect: The ally gains an edge on that action check.

Hit the Dirt El (]
Action: Reaction | Duration: Instant | Range: Earshot

Trigger: An enemy in line of sight makes an attack on an ally
within earshot.

Effect: Allallies within earshot can fall prone if they wish and are
able to. If falling prone makes the ally an ineligible target for the
initial attack, the attack automatically fails.

Keep Moving El

Action: Reaction | Duration: Instant | Range: Earshot
Trigger: An ally in line of sight and earshot is demoralized or
stunned.

Effect: The demoralized or stunned condition ends.

OTHER POWERS

&3 Briliance10.




AGILITY

VIGILANCE

DEFENSE

15

DEFENSE

12

DEFENSE

17

DEFENSE

n

+
e—

MULTIPLIER

X7

MULTIPLIER

x4
|

RUN / CLIMB / SWIM / FLY

6 3 3 24

Audience
By making an Ego check, the character can persuade
their audience to provide help in the form of informa-
tion or resources. The Narrator determines the TN of
the Ego check based on the favor requested.

Beguiling

The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Combat Reflexes

Gain one additional reaction each turn.

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Public Speaking
Gain an edge on Ego checks when attempting to
persuade groups.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Heroic, Hounded, Krakoan, Public Identity,
X-Gene.
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Dazzle = (-]
Action: Standard | Duration: Instant | Range: 20 sp.

Effect: Make an Ego check vs target's Vigilance defense.
Success: Target s Blinded for 1 turn.

@ Success: Target suffers damage + Blinded for 1turn.

Elemental Barrage (Energy) ¥ ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target’s Resilience
defense.

Success: Affected targets suffer /2 damage.

2 Success: Affected targets suffer damage + elemental type's
special effect (Energy: Blinds target for one round).

Elemental Blast (Energy) [ (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage +
element’s special effect (Energy: Blinds target for one round).

Elemental Burst (Energy) & (]
Action: Standird | Duration: Instant | Range: 10sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect get for

Elemental Ricochet (Energy) &2
Action: Standard | Duration: Instant | Range: 40 sp.
Effect:Make aranged attack vs target n line of sight
Success: Taget suffers damage.

@ Success: Target suffers damage + character selects a new
target in line of sight and makes a new attack vs that target,
adding the new range to the previous attack’s range. This can

o

an ot fantastic or runs out of range.
Flare = (1]
Action: Standard | Duration: Instant | Range: 5 sp.

‘9o check vs Vigilan nemy
within 5 spaces.

Success: Affected targets are Blinded for 1turmn.
@ Success: Affected targets suffers damage + Blinded for 1
tumn.

Animated lllusion = (]
Action: Standard | Duration: Concentration | Range: 50 sp.

Effect: The character creates a visual-only illusion anywhere in
line of sight up to four sizes larger than the character, and can
m reely withinits limits. The character centration

con
if they move beyond 50 spaces from the illusion or lose line of
sight toiit.

Elemental Barrier (Energy) (5]
Action: Standard | Duration: Concentration | Range: 40 p
Effect: form: f their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. Ona faiure, the target choos-
s which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target s on
3 Success: As success + element’s special effect (Energy:
Blinds target for one round),

lllumination = o
Action: Standard | Duration: Concentration | Range: 50 sp.
Effect: The character iluminates one object or point in range
and line of sight, with bright light. The character can maintain
concentration on the effect even if they move out of range or
line of sight.

Static lllusion =

Action: Standard | Duration: Concentration | Range: 50 sp.

Effect: The character creates a visual-only illusion anywhere:

inrange andlline of sight. The illusion can be of anything up.

to three sizes larger than the character, but it must be static.
breal ncentration if the beyond 50

spaces from the llusion or lose line of sight of it.

Elemental Protection 2 (Energy) 2 ®
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

Energy Absorbtion (SonicOnly)k1  ®
Action: Reaction | Duration: Instant | Range: Self.
Trigger: The character suffers Health damage.

ny Health M (after applying

any DR),and add it to Focus instead. May increase Focus upto
double their regular maximum Focus. After combat, any extra
Focus gained fades away.

OTHER POWERS

t)  Discipline 30, Evasion @, Flight 10.
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Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Skeptical
People lying to this character gain trouble on their
Ego checks to persuade the character of something.

Other Traits and Tags

Traits: Connections: Super Heroes, Surprising Power
(2) (Precognition 4).

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, Vision Issues, X-Gene.




Fast Strikes
i dard | Duration: Instant | x

Effect: MakeaMelee Attack vs Melee Defense against 2 targets.

Success: Target/s suffer Yzdamage.

D Success: Target/s suffer damage.

Grappling Technique (5}
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.

Success: Target suffers damage + Grabbed.

T Success: Target suffers double damage + Grabbed + Pinned,

Defense Stance (]
Action: Standard | Duration: Concentration | Range: Self.

Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Inspiration £ (0]
i \dard | Duration: Tround |
inearshot. The n allaction
checks until the start of the character's next turn.
Intuition B (]

Action: Standard | Duration: Instant | Range: Seif
Effect: When faced with a decision, the character can get a feeling
about which choice would be best for them in the long run. When
activating this power, the player presents the choice to the Narra-
tor,and the Narrator tells them which choice the intuition is leading
the character toward.

Postcognition 4 & L]
Action: Standard | Duration: Instant | Range: Self

Effect: The character can sense what happened to a particular
person, place or item within their reach—including themselves—in
any week-long period in the past century. If analyzing a person,
they sense events from the target's perspective, using that per-
son's senses. If the person is unconscious, dead or otherwise
senselessat any point curing that time, the character cannot sense
anything at those points ether.If analyzing a place, the character
can sense everything that happened in thet place over that peri-
od of time, using their own senses. It seems to the character as if
they are standing in their current location and position. If analyzing
an item, the character senses how the item was affected or used
over that period of time, no metter where it was located or how it
moved. They can sense things as i the item had ther senses. The
cheracter can fast-forward and rewind through the period of time
and stop at interesting parts, allowing them to play out in real time.

Danger Sense

Action: Passive | Duration: Permanert | Range: Seif

Effect: Evenif the character doesn't get a Fantastic result on their
iniative check, they get a tum during the bonus round of any
combat they are in This works evenif no one else in the cormioat
can actin the bonus round
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Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Free Running
Gain an edge on Agility checks made to perform ac-
robatics during a movement action.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Leverage
Gain an edge on Logic checks to investigate peo-
ple and on Ego checks to persuade people they've
investigated.

Gear & Weapons
@ Pistols (Range: 10)
Agility Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Extreme Appearance,
Heroic, Hounded, Krakoan, Public Identity, X-Gene.




Attack Stance ]

Chain Stnkes [N
1Dy stant |

Effect: Make a Melee Attack with edge vs a larget s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Double Tap 2

Action: Standard | Duration: Instant | Range: Varies.
Effect: Make a ranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

2 Success: Target suffers double damage + Bleeding.

Fast Strikes

Action: Standard | Duration: Instant | Range: Reach.
vsMelee Defense agair

Success: Target/s suffer Vzdamage.

D Success: Target/s suffer damage.

Headshot 2 (-]
Action: Standard | Duration: Instant | Range: Varies.

Effect: Make a ranged attack with trouble on an enemy within
the weapon's range.

Success: Target suffers. double damage + Stunned (1rnd).
unned (1rnd).

o

o

2targets.

Jinx YouEl
Action: Standard | Duration: Concentration | Range: Reach

fense to tou
Success: The target has trouble on all action checks made forthe
power’s duration.
2 Success: The target has trouble on all action checks made for
the power’s duration and also takes damage.
The character must pay the Focus cost at the start of each of their
subsequent tums of concentration to keep the power working.

Snap Shooting (0]
Action:. Standard | Duration: Instant | Range: Varies.
\ged Agility vsth -

esof two targets,
Success: Affected targets suffer Vs damage.
S Success: Affected targets suffer damage + Bleeding.

Stopping Power

Action: Standard | Duration: Instant | Range: Varies.
Effect: The character makes aranged attack onan enemy.
Success: Target suffers damage.

2 Success: Target suffers double damage + character makes
another ranged attack on the target.

Suppressive Fire 2

Action: Standard | Duration: Instant | Range: Varies.

Effect: Makes an Agility attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DR.

@ Success: Target suffers double Focus damage after Health
DR + Stunned for 1round.

dard | Duration: Concentration | Range: Self.
Effect: Double the character's Melee ability bonus to damage.

EvilEyeEd 00
Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Choose a foe in range and line of sight. Foe gains trouble
on all action checks made for the power’s duration. There is no
limit on the range between the character and the foe once the
power is activated. The character must pay the Focus cost at the
start of each of their subsequent turns of concentration to keep
the power working.

Jinx You AllE3

Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Select up to 4 targets in line of sight. Those foes have
trouble on all action checks made for the power's duration. There
is o limit on the range from the character to their foes once the
power is activated. The character must pay the Focus cost at the
start of each of their subsequent tums of concentration to keep
the power working.

Lucky MeEl 00
Action: Standard | Duration: Concentration | Range: Self

Effect: Gain an edge on all action checks made while this pow-
eris in effect. The character must pay the Focus cost at the start
of each of their subsequent turms of concentration to keep the
power working.

Shiping 2 e
Action: Standard + Movement | Duration: Instant | Range: Varies.
Effect: Makes a ranged attack vs enemy 20+ spaces away.
Success: Target suffers damage.

@ Success: Target suffers triple damage.

Charmed Life 1 o
Action: Passive | Duration: Permanent | Range: Seif

Effect: The character gains an edge on any single action check
‘each round, This does not stack with any other edges.

OTHER POWERS

t3  Accuracy 2 @,Evasion @.
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AGILITY

DEFENSE

LAl 13

RESILIENCE

DEFENSE

12

:]‘“GMNCE ﬁ |
:]EGo @ |

DEFENSE

+3

I'n

RUN / CLIMB / SWIM / FLY

5 3 3 20

Combat Reflexes

Gain one additional reaction each turn. ® 00 0

Determination R
When demoralized, do not gain trouble on all ac- §* © © ©

o [ininininl
Fearless
Gain an edge on any action checks required to deal

with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Weakness

Water: Any attack made with Water ignores all dam-
age reduction. Damage caused cannot be healed by
DlIBARMIES their Healing Factor.

x4 Other Traits and Tags
Traits: Connections: Super Heroes.
MULTIPLIER Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene, Young.
x4

MULTIPLIER

x4

MULTIPLIER

x4
|
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Elemental Blast (Earth) i 60
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage +
element’s special effect (Earth: Target moves at half speed
for one round).

Elemental Burst (Earth) i o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target's Agiiity Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Earth: Target moves at half speed for one round)).

Reverse Punch i

Action: Standard | Duration: Instant | Range: Reach.
Effect: Makes a close attack with edge.

Success: Full damage.

2 Success: Double full damage + stunned for Tround,

Elemental Barrier (Earth) i2 (]
Action: Standard | Duration: Concentration | Range: 40 sp.
Effect: The character forms a wall (8 spaces across) of their ele-
ment within range. Make an Agiility Attack vs Agility Defense of
any targetin the affected spaces. On afailure, the target choos-
s which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Earth: Target
moves at half speed for one round).

Inspirationt]
dard | Duration: 1round |
inearshot. Tt
checks until the start of the character’s next turn.

| REACTIONS _ Hm J

Body Sheet
Action: S(andard/Reacbon | Duration: Conc. | Range: Self,
Trigger: The character falls or is the target of an attack.

Effect: Gain Health Damage Reduction 3, but cannot make at-
tacks. Gain Glide Speed equal to double Run Speed.

Body Sphere i
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character/ally target of an attack.

Effect: Form into a sphere and protect up to 4 allies. Those in-
side gain Health Damage Reduction 3 against outside attacks,
but cannot move until released. Alternateively, if attacker within
reach, make llity check vs. target’s Agi

(-]

o

n allaction

15€.

Success: Target is Grabbed.
@ Success: Target is Grabbed + Pinned.

Coiling Crush T

Action: Reaction | Duration: Instant | Range: Reach.

Trigger: The character grabs an enemy.

Effect: Make a Melee attack. During the character’s subsecuent
turns, they can spend their movement action to make a Melee
check against the enemy’s Resilience. If this succeeds, they in-
flict damage. On a Fantastic success, they do double damage
instead. Paralyzed enemies may attempt to break free (Melee
check vs Melee defense).

Success: Target is Paralyzed,

@ Success: Target suffers damage + Paralyzed.

Elemental Protection 1 (Earth) i 0
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 10 points of damage or less
are instantly absorbed, and the protection continues. If an
attack does more than 10 points of damage, it destroys the
protection.

V]

Elemental Reinforcement (Earth) i
Action: Reaction | Duration: Instant | Range: Self.
Trigger: Damage gets through an elemental power
Effect: The character can transfer any Health damage that gets
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

SlipFree 7

Action: Reaction | Duration: Instant | Range: Self.
Trigger: The character is grabbed or pinned..
Effect: The character is not grabbed or pinned.

Elemental Form (Earth) (0]
Action: Passive | Duration: Permanent | Range: Self.

Effect: The character’s body is made entirely of their element,
which gives them a steady supply of their element to use and
makes them essentially unkillable. When they lose all their
Health, their form loses its cohesion and falls apart. When they
have at least 1 Health—which they can gain back over time, nor-
mally—they can re-form.

Extended Reach 2%

Action: Passive | Duration: Permanent | Range: Self.

Effect: Reach is x 10 normal.

Flexible Bones 2%

Action: Passrvel Duration: Permanent | Range: Self.
Effect: G iction2and

Agility checks for contortion and escape.

OTHER POWERS

£ Flight10,Uncanny 10.

o
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Clinician
Gain an edge on Logic checks to determine what is
medically wrong with someone they examine.

Fearless

Gain an edge on any action checks required to deal
with fear.

First Aid

Gain an edge on Logic checks to stop bleeding.
Quick Learner

If the character fails an action check, they gain an

edge on the check if they try the same action again
on their next turn.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes, Surprising Power
(Resurrect).

Tags: Alternate Form, Black Market Access, Extreme
Appearance (in alternate form), Heroic, Hound-
ed, Krakoan, Public Identity, Secondary Mutation,
X-Gene.
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Chain Stnkes [N (]
1Dy stant |

Effect: Make a Melee Attack with edge vs a target’s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Fast Strikes & (]
1D stant |

Effect: Makea Melee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer /zdamage.
@ Success: Target/s suffer damage.

Fast Strikes

Action: Standard | Duration: Instant | Range: Reach
vsMelee Defense agair

Success: Target/s suffer Vzdamage.

D Success: Target/s suffer damage.

Sweep
Action: Standard | Duration: Instant | Range: Reach
Effect: Make a Melee Attack vs Melee Defense against a target.
Success: Target suffers damage + Prone.
@ Success: Target suffers damage + Prone + Stunned for one
round.

Cure-All] (-]
Action: Standard | Duration: Instant | Range: Reach

Effect: Makes an Ego vs. TN 12 action check to cure any tempo-
rary ailments a target suffers from. This can affect conditions
including ablaze, bleeding, blinded, corroding, deafened, de-
moralized, paralyzed, poisoned and unconscious.

Success: The effects of the ailment end immediately.

@ Success: Treat the result like a recovery check, and the tar-
get gains back that much of any Health and Focus lost to the
condition.

Defense Stance

Action: Standard | Duration: Concentration | Range: Self
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

o

2targets.

Healing Hands 2
Acnon Standard | Duration: Instant | Range: Reach
Effe of Focus the char-

creature. For every p
acter spends the target regains a point of Health. Any Health
points that would have been healed beyond the target's max-
imum Health are lost.

Inspiration ]
Action: Standard | Duration: 1round | Range: Self

inearshot. Tt
checks until the start of the character’s next turn.

tion

Microscopic Awareness &
Action: Standard | Duration: Concentration | Range: 4 sp.
Effect: The character can see and identify items that would nor-
mally require a mi vend. This
includes things like ﬁngerpnn(s a single strand of hair and even a
person's DNA. In the case of DNA, the character can use this to
identify link tf 1 similar DNA.

Never Surrenderf

Action: Standard | Duration: Concentration | Range: Reach
Effect: Eliminate the effects of a target losing all of their Focus.
Rather than becoming demoralized, the target can function nor-
mally without having trouble. They cannot spend more Focus,
though, and can still be shattered. Once affected, the target need
ot stay with the character. When the effect ends, if the target has
O Focus or less, they become demoralized. If the target's Focus
rises above O at any point, this power automatically ends.

Resurrectld o+]
Action: Standard | Duration: Instant | Range: Reach

Effect: Attempting this requires the target to be in range and rela-
tively intact. Make an Ego check vs TN equal to 10 plus 1 for every
hour since target died. With any kind of success, the character
using this power is reduced to 1 Focus. On a failure, they only have
to pay the minimum cost of 20 Focus.

Success: Target is restored to 1 Health.

@ Success: Target is restored to full Health.

LeechLife® (]
Action: Reaction | Duration: Instant | Range: Reach

Trigger: Target is grabbed.

Effect: Make an Ego attack vs target's Resilience defense.
Success: Target suffers damage, and the character heals half
that much Health for themselves.

@ Success: Target suffers damage, and the character heals that
much Health for themselves.

Let'sGold

Action: Standard/Reaction | Duration: Conc. | Range: Reach
Trigger: The target is knocked unconscious.

Effect: Eliminate the effects of a target losing all of their Health.
Rather than falling unconscious, the target remains awake and
mobile. They can use movement actions but not reactions or
standard actions. Target need not remain in reach. When the
effect ends, if the target has O Health or less, they become
unconscious.

OTHER POWERS

£ Discipline3@.
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Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Skeptical
People lying to this character gain trouble on their
Ego checks to persuade the character of something.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons
@ Weapon (Range: Text)
Melee/Agility Damage Multiplier +X.

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Elemental Burst (Energy) @
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

@ Success: Target suffers double damage + element’s special

effect \ds target for one round)

Fast Strikes & o

Action: Standard | Duration: Instant | Range: Reach.
vsMelee Defenseagainst 2 targets.

Success: Target/s suffer /zdamage.
D Success: Target/s suffer damage.

Defense Stance (]
Action: Standard | Duration: Concentration | Range: Self.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

o

n allaction

Inspiration ]
i \dard | Duration: Tround |
earshot. Theally
checks until the start of the character's next turmn.

Swap Item 2]
Action: Standard/Reaction | Duration: Conc. | Range: 6 sp.
Trigger: The character is attacked.
Effect: The character swaps items they possess with the items.
of another person within range and line of sight, not attached
to them. When the effect ends, the swapped items return to
the people who had them originally. The character can swap
all of their possessions, or they can be as selective as they like.
The items must generally be swapped on an equal basis, but it
is possible to swap something for nothing. If the person being
swapped with is unwilling, the character must make an Ego
that person’s. succeed.

Swap Places [

Action: Standard/Reaction | Duration: Conc. | Range: 6 sp.
Trigger: The characteris attacked.

Effect: The character swaps places with another person within
range and line of sight. When the effect ends, the character
and the other person swap places again. If the person being
swapped with is unwilling, the character must make an Ego
check against that person's Vigilance defense to succeed.

Action: Standard/Reaction | Duration: Conc. | Range: 6 sp.
Trigger: The character is attacked.

Effect: Make an Ego vs Ego Defense of a target within range
and line of sightthey can see within 6 spaces. If the target’s
powers have costs, the character must pay the highest of them,
oraminimum of 10 Focus. On a success, they swap all of their
non-Swap powers with the target’s powers. Both characters
can now use their new powers as if they had always had them.
When either character uses a swapped power, they must pay
any cost for it normally as well.

Swap Status ]

Action: Standard/Reaction | Duration: Conc. | Range: 6 sp.
Trigger: The character is attacked.

Effect: The character swaps status with a target within range
andline of sight. The character can swap ther entire status with
the target, or they can be selective about it. Statuses they can
swap include lost Health, lost Focus, any condition, occupation,
traits, or tags. When swapping lost Health or Focus, the char-
acter and the target each take their maximum Health or Focus
and subtract from it anything that the other person has lost
at that moment. When swapping occupations, the character
gains the target’s position, including their authority and their
responsibilties. When the effect ends, any alterations that have
happened to either character swap back to the other. If one of
the characters is kiled while the other lives, that would swap
when the effect ends and that character dies.

Heightened Senses 1@F1
Action: Passive | Duration: Permanent | Range: Self.

things roughly twice as far l. Gain
edge on Vigilance checks to perceive things, and enemies have
trouble on checks they make to sneak past the character.

OTHER POWERS

) Discipline 10, Flight 1 80.
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Enduring Constitution
May function for up to 48 hours without sleep and ® 00 0 ¢
gain an edge on Resilience checks to overcome fa- ff® © ¢ © o

tigue or weariness. e 0 0 0

Fearless
Gain an edge on any action checks required to deal
with fear.

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Gullible
People lying to this character gain an edge on their
Ego checks to persuade the character of something.

Iron Will
Enemies have trouble on Ego attacks to control this
MULTIPLIER character's mind or influence their behavior. The
X 5 character also gains an edge on Ego checks to break
free of mind control or other compulsions.

premrs | Stranger
Gain trouble on checks made when trying to deci-
X5 pher such things or when trying to pass themselves
offasalocal.

Gear & Weapons

B Weapon (Range: Text) _

Melee/Agility Damage Multiplier +X.

Other Traits and Tags ;
Traits: Battle Ready, Connections: Outsiders. &
Tags: Extreme Appearance, Hounded, Krakoan,
Public Identity, Supernatural, X-Gene.

MULTIPLIER

MULTIPLIER

x7
[ |
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Telekinetic Attack 3

Success: Target suffers damage.
@ Success: Target suffers double damage-+ Stunned for Tround.

o

| Jnlimited.
Effect: Creates a full-sensory mirage that affects any target with whom

Telepathic Link anything
the character desires, and it can move freely.

Telepathic Link &

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they have
met or seen before, providing both character and target are in the
same dimension. Iftarget is unwiling, make a Log\c check vs target's

Telekinetic Grab 3 e
. : ) 7
jic attack vs. atarget
Breaking free requires TN20 Melee check.
Success: Target is grabbed with the character's mind.
@ Success:

Astral Form 1 e

. Onafailure, tocom-
mumcate with the target in this way for the: rest ofthe day.
Success: Can communicate with the target for one round.
2 Success: Target cannot shut the character out for the rest of
theday.

Telepathic Network [

Action: Standard | Duration: Concentration | Range: Unlimited

Effect: Can communicate telepathically with a group of willing,

linked people, each of whom they have met or seen before. The
ber up to 25 people. The

Effect: Can project an avatar into the Astral Plane, leaving their physical
body in a deep trance in the real world. If Rank 4+, can take on a trans-
parent Fiight 2,

Cloak o

| 1005p.

of the communication, as long as everyone involved is in the same
dimension.

U their pr of people
inrange. TN to detect the character is the character’s Logic defense. Brain Drain B )
Cloak Group £ o
i IR: 100sp. Trigger: The target is grabbed.

Effect:( upte
5persons, within10spx TNtodetect isthe  Success: Target toF heals half that
character's Logic defense. much Focus themselves.

o . @ Success: Target suffers damage to Focus and character heals that
Telekinetic Barrie ©  muchFocusthemselves

| Range: 50 .
Effect:C: 28 o
horizontally). Make a Logic check vs Agi any target in the Duration: Con
thebarrier  Trigger: The character is attacked or othaw\se in danger
are against ’s Logic rbed

defense. thatdo10

Iy absorbed, and the barrier continues. If an attack does more than 10
points of damage, it destroys the barrier. Either way, the attack leaves
those behind the barrier unharmed.

Success: Character chooses which sidle of the barrier the target winds
upon.

2 Success: Character chooses which side of the barier the target winds
upon + target Paralyzed for T round

Ifan attack > 20 damage, destroys the pvmechcn but character remains
unharmed,

Healing Factor L1 o
Action: Passive | Duration: Instant | Range: Self
Effect: At the end of this character's tun, they regain Health equal to

Telekinetic Manipulation (o)
|

Effect: Character can manipulate objects in their Ilne of sight with their

mind. The size of the object ranks the

character has in the Brillance power (see Mighty). If opposed, make a
Logic check vs opponent’s Agilty defense.

Mental Shelter & o
- " I 5

Effect: Extend mental defenses to protect any chosen people within

range. The protected targets gain Focus DR equal to character’s Un-

canny power.

ind Reading [/ o
i Jnlimited.

Effect: Can read the thoughts of a single person with whom they have
estabhshed a Telepathic Link. Make a Logic check vs target's Logic
defe

Sucees Can read the target's surface thoughts.
3 the

answer from the target's mind,

Power Slider (Serenity) 2 [o]

Effect: The character starts off normal, but they can become boosted
or dampened depending on their foci (Faith). When things are going
well, all their powers are boosted (ranges/effective areas/durations
= doubled; Damege mulipliers +1; effects that happen on a Fam.asnc
Also, anything that

powers only bnngs thern back to normal When things go poor,all of
their other powers are dampened (ranges/effective areas/durations =
halved; D: i

OTHER POWERS

3 Briliance 2@, Flight 10, Uncanny 10.
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After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure,
charge towards attacker. If enemy is defeated,
must charge to attack the next closest foe. When
Berserk, gain an edge on all close attacks, add
+2 to Melee, Resilience and Ego defenses, and
-2 Agility defense. Cannot use ranged weapons.
At the end of the character’s turn, lose 5 Focus.
When unable to spend Focus or no enemies left,
the condition ends.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to
deal with fear.

Free Running
Gain an edge on Agility checks made to perform
acrobatics during a movement action.

Gear & Weapons
@ Bone Claws (Range: Reach)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Criminal, Connections: Super
Heroes.

Tags: Black Market Access, Heroic, Hounded, Krakoan,
Public Identity, Signature Weapon: Bone claws (act as
knives), X-Gene.
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Fast Attacks (Sharp) i o
\dard stant

Effect: Make a Melee attack vs Melee Defense against 2 targets

‘within reach.

Success: Affected target/s suffer % damage.

may
make a bonus attack vs another target within reach.

Focused Fury (Sharp) /A (5.+]

\dard ar
Effect: Make a Melee attack with edge vs Melee Defense against a
target. Add +1 Melee damage bonus per 2 Focus spent.

Command =
Action: Sbandard | Duration: 1 round | Range: Unlimited.

‘target with an exist-
ing Telepathic Llnk Givea oommand they can complete in a single
action. Ifit can harm someone, the check has trouble. I it can harm
thetarget, the check has double trouble on the check

Success: The target complies with the order.

(@ Success: As success + gains an edge the next time they use this
power against this same target.

Fool &2
Acuon Standard | Duration: Concentration | Range: 80 sp.
to alter their
mlnds of anyone within range. The TN to see through the mirage
is the character's Logic defense. If the character is impersonating
hat

et Tt Corate owntothe other, hasanedge.
Success: Target Weapo I hic Link &2 o

Targetisbleeding). tandard | Duration: Concentration | Range: Unlimited
Grappling Technique ) ek o ot telepathically with one person they have
m: gandgrd |wmkﬂ Instant | Range: Reach, met or seen before, providing both character and target are in the
Nelee b wtatarget Iftarget is unwilling, make a Logic check vs target's

Success: Target suffers damage + Grabbed.

Vigilance defense. Onafailure, the character cannot attempt to com-
inthis way for the rest of the day.

(@ Success: Target ined.
Hit & Run (Sharp) it o

Effect: Make a Melee attack with edge vs Melee Defense against

atarget

Success: Target suffers damage + character can move % their Run

Speed for free.

@ Success: Target suffers double damage + Weapon Effect (Sharp:
16)-+ character canmove % their Rt fr

Vicious Attack (Sharp) I o

Action: Standard | Duration: Instant | Range: Reach.
kvs Melee Dx .

Success: Target suffers damage.

@ Success: Target suffers double damage + Weapon Effect (Sharp:

Target s bleeding).

Whirling Frenzy (Sharp) i o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Melee Defense of every target
within reach.

Success: Target suffers %; damage.

atarget.

Success: Can communicate with the target for one round.
@ Success: Target cannot shut the character out for the rest of
theday.

Combat Trickery ] e

|
Trigger: The character makesan attack.

Effect: Once per battle, when attacking targets of equal or higher
rank, checks automatically roll a 1.on their & (cannot be affected
by trouble). If attacking multiple targets, al the targets must be of
equal or higher rank.

Exploit (Sharp) /A 5]

s min+damage.
target's Resiience Defen:

Success: Target suffers damage + ignore Health DR

@ Success: Target suffers double damage + ignores Health DR +

igger: e

@ Success: Target suffers damage + (Sharp: Target harp:
is bleeding).
Healing Factor ]
Attack Stance @  Action: Passive | Duration: Instant | Range: Self
| Durati | Effect: At the end of this character's tum, they regain Health equal
Effect: Double th d: totheir Resilience Score.
Cloak ™ @ Hei htened Senses1L] (]

Action: Standard | Duration: Concentration | Range: 80 sp.
Effect: Uses a mirage to block their presence from the minds of
peopl TN to detect is ‘s Logic

Effect: Senses th\ngs roughly twice as far away as normal. Gain
edge on Vigilance checks to pen:enve thmgs and enemies have

l:lTHEIl POWERS

Brawling @, Uncanny 10.
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Combat Expert
Gain an edge on Melee attacks against enemies
of Rank 1.

Enhanced Physique
Treat character as one size bigger for lifting,
carrying, swinging and throwing things.

Fearless
Gain an edge on any action checks required to
deal with fear.

Free Running
Gain an edge on Agility checks made to perform
acrobatics during a movement action.

Gear & Weapons
@ Pistols (Range:10)
Agility Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Mutant
Associate, Secret Identity, X-Gene.




Double Tap 2

Action: Standard | Duration: Instant | Range: Varies
Effect: Make aranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

(@ Success: Target suffers double damage + Bleeding.

Slow-Motion Shoot Dodge 2 o

Action: Standard | Duration: Instant +1round | Range: Varies

Effect: Make a single ranged Agility check vs the Agity de-

fenses of two targets. When this character moves, is moved, or

stans theirnext turn, they \nstanﬂyfall prone. Untilthathappens,
t inst their Agil

Success. Affoctod torgets suffer Yacamage.

@ Success: Affected targets suffer damage + character canuse

this power again against any available target.

Snap Shooting 2 [0}
Action: Standiard | Duration: Instant | Range: Varies
ged Agility the Agiil S
esoftwotargets.
Success: Affected targets suffer Y2damage.
ge +Bleeding.
Weapons Blazing 2 e

Action: Standard | Duration: Instant | Range: Varies

Effect: Make a single Agility check vs Agility defense of two
separate targets.

Success: Affected targets suffers Vs damage.

2 Success: Affected targets suffers damage and character
makes a bonus attack with this power against any available
target, with the same effect.

Animal Bond [

\dard | Duration: Concentration | Range: LOS
Effect: The character can communicate telepathically with one
animal of their choice (EV.A.) and they must have befriended
theanimal before,

Sniping

dard +Movement

|Range: Varies.

Effect: Makes aranged attack vs enemy 20+ spaces away.
Success: Target suffers damage.
D Success: Target suffers triple damage.

Point-Blank Parry (2

Action: Reaction | Duration: Instant | Range: Varies

Trigger: Enemy within 2 spaces misses an attack against the

character.

Effect: Make aranged attack vs enemy who missed them.

Success: Enemy suffers damage.
\emy suffers dot

Slow-Motion Dodge [1 o
Action: Reaction | Duration: Instant | Range: Varies

Trigger: Enemy makes an attack vs this character's Agility
defense.

Effect: The enemy gains trouble on the attack.

OTHER POWERS

83 Accuracy 3@, Evasion @, Sturdy 10.

Bleeding.
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Beguiling
The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Free Running
Gain an edge on Agility checks made to perform ac-
robatics during a movement action.

Gear & Weapons
@ Bostaff (Range:Reach+1)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Criminal, Connections: Super
Heroes, Extra Occupation.

Tags: Black Market Access, Heroic, Hounded, Krakoan,
Public Identity, Signature Weapon: Bo staff, Streetwise,
X-Gene.




R

Dance of Death

Battle PlanZl

jard | D stant | R 5
Effect: Makes an Agility check vs Agiility defense of every ene-
my withinrange and in line of sight.
Success: Target/s suffer half damage.
D Success: Target/s suffer damage + Bleeding.

Double Tap 2

Action: Standard | Duration: Instant | Range: 2 sp.
Effect: Make aranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

(2 Success: Target suffers double damage + Bleeding.

Elemental Burst (Energy) & (]
Action: Standiard | Duration: Instant | Range: 10sp.

Effect: Make aranged Agilty Attack vs target's Agity Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element's special
effect (Energy: Blinds target for one round).

Slow-Motion Shoot Dodge [

Action: Standard | Duration: Instant +1round | Range: Varies.
Effect: Make a single ranged Agility check vs the Agllity de-
fenses of two targets. When this character moves, is moved, or
starts their nextturn, they instantly fall prone. Until that happens,

st their Agility
Success: Affected targets suffer half damage.
damag:

this power again against any available target.

Snap Shooting o

Action: Standard | Duration: Instant | Range: Varies.

Effect: \ged Agility check vs th y 1

esof two targets.

Success: Affected targets suffer half damage.
damag

ding.
Suppressive Fire 2 [0}
Action: Standard | Duration: Instant | Range: Varies.

Effect: Makes an Agility attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DR.

3 Success: Target suffers double Focus damage after Health
DR+ Stunned for Tround.

Weapons Blazing 2 (5}
Action: Standard | Duration: Instant | Range: Varies.

Effect: Make a single Agility check vs Agility defense of two
separate targets.

Success: Affected targets suffers half damage.

@ Success: Affected targets suffers damage and character
makes a bonus attack with this power against any available
target, with the same effect.

'dard | Duration: 1round | Range: Earshot.
Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character’s
next turn.

Inspiration ]

Action: Standard | Duration: 1round | Range: Earshot.
earshot. Tt

checks until the start of the character's next tumn.

Elemental Infusion (Energy) & (5}

Action: Standard | Duration: Concentration | Range: Reach.

Effect: The character infuses their energy into a handheld

‘weaponintheir grasp. When the character gets a Fantastic suc-
1g with the weapon, add the er &

(Energy: Blinds target for one round).

Change of Plans El e
Action: Reaction | Duration: 1round | Range: LOS.

Trigger: An ally has trouble on an action check.

Effect: The ally gains an edge on that action check.
Slow-Motion Dodge [1 o

Action: Reaction | Duration: Instant | Range: Varies.

Trigger: Enemy makes an attack vs this character’s Agility
defense.

Effect: The enemy gains trouble on the attack

Point-Blank Parry 2 (5}
Action: Reaction | Duration: Instant | Range: 2 sp.

Trigger: Enemy within 2 spaces misses an attack against the
character.

Effect: Make a ranged attack vs enemy who missed them.
Success: Enemy suffers damage.

Enemy suffers dot Bleeding.
Iconic Weapon[] (0]
Charged Cards.

« Theseactasknives, usually thrown.
+ Using Elemental Infusion on them costs O Focus.
« Cardsfunction only for Gambit

OTHER POWERS

£3  Accuracy 10, Discipline 10, Sturdy 10.




AGILITY DEFENSE

| 15

DEFENSE

13

:]‘“GMNCE ﬁ |
:]EGo ﬁ |

DEFENSE

I 12

RUN / CLIMB / SWIM / JUMP

MULTIPLIER

x3

MULTIPLIER

x5

MULTIPLIER

x4

MULTIPLIER

x3
|

Gain an edge on Logic checks to figure out how any
machine works.

Inventor
Gain an edge on Logic checks when creating or re-
pairing things.

Signature Attack
Sniping: Gain an edge when making attacks using
this ability or power.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons

@ Sniper Rifle (Range: 40)

Agility Damage Multiplier +1.

Attacks with this weapon against targets 5 spac-
esaway or fewer have trouble.

Submachine Gun (Range: 10)

Agility Damage Multiplier +1.

This weapon can attack up to three targets in
adjacent spaces to which the attacker can draw
a line of sight. Make a single attack roll and com-
pareit to the Agility defense scores of the targets.
Split the damage from that roll equally. Attacks
with this weapon against targets 5 spaces away
or fewer have trouble.

Other Traits and Tags

Traits: Connections: Criminal, Extraordinary Origin.
Tags: Extreme Appearance, Hounded, Krakoan,
Public Identity, Streetwise, X-Gene.




Double Tap 2
Action: Standard | Duration: Instant | Range: Varies.
Effect: Make a ranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

{2 Success: Target suffers double damage + Bleeding.

Elemental Blast (Energy) @5 (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agility Attack with an edge vs target’s

Defense Stance
Action: Standard | Duration: Concentration | Range: Self.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Agiity Defense. Add +1tothe character's Agilty damage bonus  SNiping &2 e
for every 2 points of Focus spent. i +Mover i | Range: Varies.
Success: Affected target suffers total damage. attack vs enemy 20+
2 Success: Affected target suffers double total damage +  Success: Ta.rrget suffers damage.

arget

elemnent ds target for one round).

Elemental Burst (Energy) @5 (0]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Energy: Blinds target for one round).

Snap Shooting 2
Action: Standard | Duration: Instant | Range: Varies.

i \ged Agility the Agil s
esof two targets.

Success: Affected targets suffer ¥ damage.
D Success: Affected targets suffer damage + Bleeding.

Stopping Power 2

Action: Standard | Duration: Instant | Range: Varies.
Effect: The character makes aranged attack onan enemy.
Success: Target suffers damage.

@ Success: Target suffers double damage + character makes
another ranged attack onthe target

(-]

o

Suppressive Fire 2

Action: Standard | Duration: Instant | Range: Varies.

Effect: Makes an Agility attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DR.

2 Success: Target suffers double Focus damage after Health
DR+ Stunned for 1round.

OTHER POWERS

&3 Accuracy 2@, Discipline 10, Sturcdy 180.
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Combat Expert
Gain an edge on Melee attacks against enemies of p © © o o ¢
Rank1.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Inventor
Gain an edge on Logic checks when creating or re-
pairing things.

Presence
Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do

DlIBARMIES things for them.
X5 Tech Reliance @
Instead of falling unconscious due to damage, lose

MULTIPLIER tech powers and remain conscious with 1Health.

x4 Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Extreme Appearance
(covered by suit), Heroic, Public Identity.

MULTIPLIER

X6

MULTIPLIER

x4
|



Elemental Barrage (Energy) @ (-]
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target’s Resilience
defense.

Success: Affected targets suffer /2 damage.

(@ Success: Affected targets suffer damage + elemental type's
special effect (Energy: Blinds target for one round).

Elemental Blast (Energy) @5 (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agility Attack with an edge vs target's

Elemental Barrier (Energy) @

Action: Standard | Duration: Concentration | Range: 40 sp.
Effect: The character forms a wall (8 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. On a failure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Energy:
Blinds target for one round).

Inspiration ] (0]
Action: Standard | Duration: 1round

Agility Defense. Add +1to the character il s
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage +
element’s special effect (Energy: Blinds target for one round).

Elemental Burst (Energy) @ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect 1dis target for

Elemental Grab (Energy) @5 e
Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Make a ranged Ego attack vs target’s Melee defense.
Breaking free requires a successful Melee check against target
number 20.

Success: Character grabs the target with their element.

@ Success: Character grabs the target with their element +
Pinned + Suffer the element’s special effect (Energy: Blinds
target for one round).

Elemental Push (Energy) @5 o]
Action: Standard | Duration: Instant | Range: LOS.

Effect: Make an Ego attack vs target’s Agiity defense.
Success: Move the target in any direction, up to 4 spaces.

s succ getst X
element's special effect (Energy: Blinds target for one round),

earshot. T y
checks until the start of the character’s next turn.

Elemental Protection 2 (Energy) @¥ ©
i \dard/Reaction | Duration: C i

Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

OTHER POWERS

t3  Discipline 2 @, Flight 2 8@, Mighty 180, Sturdy 3 B0,
Uncanny 2 0.
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Gain an edge on any action checks required to deal
with fear.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Piloting
Gain an edge on Agility checks triggered when pi-
loting or driving a vehicle during a movement action.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Gear & Weapons
@ Weapon (Range: Text)
Melee/Agility Damage Multiplier +X.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.
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Elemental Barrage (Energy) (5]
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target's Resilience
defense.

Success: Affected targets suffer“/zdamage

Affected Ttal type's
special effect (Energy: Blinds target for one round).
Elemental Blast (Energy) i (5 +]

Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage +

RallyonMe[El

Action: Standard | Duration: Instant

Effect: Any allies in earshot can be affected, up to a number
equal to the character’s Vigilance. Each affected aIIy canmove
athalf speed. If th

ter’s reach at the end of this move, they recover 20 lost Focus.
The character can use this power once per battle.

Change of Plans [ (-]
Action: Reaction | Duration: 1round | Range: LOS.

Trigger: An ally has trouble on an action check.
Effect: The ally gains an edge on that action check.

Hit the Dirt (]
Action: Reaction | Duration: Instant | Range: Earshot.
Trigger: An enemy in line of sight makes an attack on an ally

element’s special effect ds target for one round).

Elemental Burst (Energy) & [0}
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Energy: Blinds target for one round).

Attack Stance & (]

Action: Standard | Duration: Concentration | Range: Self.
Effect: Double the character's Melee ability bonus to damage.

Battle PlanE ]
Action: Standard | Duration: 1round | Range: Earshot.

Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character’s
next turn.

Defense Stance o
Action: Standard | Duration: Concentration | Range: Self.
Effect: Any close attacks made against the character have
trouble until this character s successfully attacked.

Do This AII Day 2] (5 +]
]

Effect: Heal 2 Downs of Health for even/ point of Focus spent.

Focus FireZl

Action: Standard | Duration: Concentration | Range: LOS.
Effect: The character calls out an enemy in line of sight and
inspires one or more allies of their choice in earshot, up to the
character’s Vigiiance. They gain an edge on all action checks
against that enemy.

Inspiration ]
Action: Standard | Duration: 1round | Range: Earshot.

inearshot. Tt y tion
checks until the start of the character’s next turn.

hot.
Effect: All allies within earshot can fall prone if they wish and are
able to. If falling prone makes the ally an ineligible target for the
initial attack, the attack automatically fails.

Keep Moving El

Action: Reaction | Duration: Instant | Range: LOS/Earshot.
Trigger: An ally in line of sight and earshot is demoralized or
stunned.

Effect: The demoralized or stunned condition ends.

On Your Feet El

Action: Reaction | Duration: Instant | Range: LOS/Earshot.
Trigger: Anally inline of sight and earshot is knocked prone.
Effect: All prone allies within earshot, who are able to, can im-
mediately stand up for free. Allies currently unable to stand up
for any reason are not affected.

Scatter &l

Action: Reaction | Duration: Instant | Range: Ears|

Trigger: An enemy in line of sight declares an attack onanally
within earshot.

Effect: Up to 4 alies in earshot can be affected. Each affected
ally can move away from you at %2 Speed and then fall prone. If
this makes the ally an ineligible target for the initial attack, that
attack automaticaly fails.

OTHER POWERS

) Accuracy 10, Discipline 10.
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Combat Reflexes

Gain one additional reaction each turn.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
ontheir next turn.

Situational Awareness
Gainan edge oninitiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.
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Clone Powers 2% ©0

Il o their powers. You

as
osts, you must pay the highest of them, or a minimum of 15 Focus. When using a

Chain Strikes L]
Standard| Instant | Range: Reach ‘copied power, you must pay any cost normally as well
opy =
Success: Target suffers damage. Copy Ablity & | °
D Success: hain Vounow
Stilkeatiack. use that ability score in place of your own.
Double Tanl ©  CopyPower™ )
Action: Standlard | Duration: Instant | Range: Varies.
Pt Senemy w2 spaces Effect: Pick one power of another character in range and duplcate it as f it was
‘Success: Target suffers damage always yours,
@ Success: Target suffers dwb\edamage +Bleeding. .
Power
Fast Strikes & o DampenPower’ o
Action: Standard | Duration: Instant | Range: Reach. Effect: Choose one power from another character within range. Makes an Ego
Success: Target/s suffer Vsdamage. Success .
D Success: Target/s suffer damage. o o -, o the
Focused Strike o0 oo o
tion: Standard | tion: Instant | Range: Reach. cost, the character must also pay that cost to dampenit.
‘age bonus per 2 Focus spent. D o
Action: Standard | Duration: Cor tration | Range: Self.
‘Success: Target suffers total damage. ord| Dura oentetion ] Range:Se
O Success: ssuccessfuly attacked.
Headshot % ® |nspirationt] )
‘Action: Standard | Duration: Instant | Range: Varies. ‘Action: Standard| Duration: 1 round | Range: Earshot.
Success: Target suffers couble damage + Sturned (1 ma), S thechamctore et fom
@ Success: Target suffers triple damage + Stunned (1md). m
Snap Shooting i © ShutDownPowers ®0
Action: Standard | Duration: Instant | Range: Varics. fromiiivushiel= i ity
thechar-
Success: Affected targets suffer /damage. , R
as <s: Affocted targets suffer damage+ Bleeding. ‘acter must pay the highest of them, or aminimum of 15 Focus.
Stopping Power i ()
Action: Standlard | Duration: Instant | Range: Varies.
Effect: The character makes a ranged attack onan enemy.
‘Success: Target suffers damage.
2 Success: Target suffers double damage + character makes another ranged  Sniiping B L]
attack on the target. Action: Standard and Movement | Duration: Instant
Suppressive Fire % O success:Targetsuffers comoge
Action: Standard | Duration: Instant | Range: Varies D Success Torget suffers il carmage.
Success: Targetsuffers Focus damage after Health DR
DSuccess:
Weapons Blazing i ]
Action: Standard| Duratior: nstant | Range: Varies A
Covering Fire o
Success: Affected targets suffers Vadamage. Action: Reaction | Duration:Instant
Smxes: Target suffers damage to Focus (less Health DR).
Dsuccess: R
any damage, they arealso Stumed.
Point-Blank Parry 2 (5}
Action: Reaction | Duration:Instant
Attack Stance o
Effect
Success: En + Bleedin
Boost Powers 2 ®0 2 Success: Enemy suffers double damage + Bleeding.
‘Action: Standard | Duration: Concentration | Range: 5 sp. Return Fire i [

age multipler, add 1to the effects. Any effects that nomally happen with a Fantastic
antasticone.Ifthe target's

Bump Power X
Action: Standard | Duration: Concentration | Range: 5 sp.

e powier
has ranges or effective areas or durations, these are doubled! f the power. i

Ifthe power

3 Suceess: Apply Health DR then suffer double damage to Focus + Stunned for 1
round

OTHER POWERS

U Accuracy4@.
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Fearless
Gain an edge on any action checks required to deal
with fear.

Situational Awareness
Gain an edge on initiative checks.

Gear & Weapons
@ Weapon (Range: Text)
Melee/Agility Damage Multiplier +X.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes.
Tags: Arakkii, Black Market Access, Hounded, Public
Identity, X-Gene.




Fast Attacks (Sharp) Ll

stant |
vs Melee Dx

st 2 targets
‘within reach.
Success: Affected target/s suffer % damage.

ffected damage and this character
may make a bonus attack vs another target within reach.

Focused Fury (Sharp) A (5 +]
|
ith I efense against
atarget. Add +1 Melee damage bonus per 2 Focus spent.
Success: Target suffers damage.
3 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Hit & Run (Sharp) /A o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense
against a target.

Success: Target suffers damage + character can move ; their
Run Speed for free.

2@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move ¥ their Run
Speed for free.

Vicious Attack (Sharp) i

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target s bleeding).

Whirling Frenzy (Sharp) i o
Action: Standiard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Melee Defense of every target
withinreach

Success: Target suffers % damage.

3 Success: Target suffers damage + Weapon Effect (Sharp:
Target s bleeding).

CannotLose (]
Action: Standard | Duration: Instant | Range: Varies

The character cannot lose any challenge or contest in which they
participate. This is not the same as winning, so i there is a possibility
that they neither win nor lose, that satisfies the condiitions of not
losing. Their influence means the side they pick is the one most
likely to prevail. However, their power may also compel them to
switch sides so they don't lose, even if that's not how they would
prefer events to transpire. This prevents the character from simply
choosing a winner in any confiict. The character cannot shut off
this power.

Inspiration ]
i \dard | Duration: 1round |
inearshot. Th

o

nallaction

hecks until the start of the character’s n¢

tturn.

Exploit (Sharp) /A

Action: Reaction | Duration: Instant | Range: Reach,
Trigger: Fantastic Success with Melee and causes a min 1+
damage.

Effect: Make a Melee attack vs target's Resilience Defense.
Success: Target suffers damage + ignore Health DR.

@ Success: Target suffers double damage + ignores Health DR
+Weapon Effect (Sharp: Target is bleeding).

Riposte (Sharp) A [0}
Action: Reaction | Duration: Instant | Range: Reach.

Trigger: An enemy makes a close attack against the character
that fails.

Effect: Make a Melee Attack vs Melee Defense against target.
Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Slow-Motion Dodge [1 o
Action: Reaction | Duration: Instant | Range: Varies.

Trigger: Enemy makes an attack vs this character's Agility
defense.

Effect: The enemy gains trouble on the attack.

OTHER POWERS

) Mighty 20, Sturdy10.




HEALTH

DEFENSE

MULTIPLIER

x3

MULTIPLIER

AGILITY

13

DEFENSE

12

:v.a.uncs] ﬁ
:]EGo @
DEFENSE

n

[NON-COMBAT!

(Non-comaan

+3

x3

MULTIPLIER

MULTIPLIER

x3
[ |

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

Other Traits and Tags

Traits: Connections: Super Heroes

Tags: Black Market Access, Dependent: Shogo, He-
roic, Hounded, Krakoan, Public Identity, X-Gene.




Banging Heads
i dard | Duration: Instant |

Effect: Make a Melee Attack vs the Melee Defense of two
enemies within reach. If this attack fails against either target, it

fails entirely.
Success: Both targets suffer damage.
damage +prone.
Dazzle = (-]

Action: Standard | Duration: Instant | Range: 20 sp.
Effect: Make an Ego check vs target's Vigilance defense.
Success: Target is Blindled for 1turn.

@ Success: Target suffers damage + Blinded for 1turn.
Ifthe attack s a success, the enemy is blinded for 1turn.

Elemental Blast (Energy) 2 o0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target's
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage +
element’ linds target for one round).

Elemental Burst (Energy) ¥ (0]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target's Agility Defense.
Success: Target suffers damage.

{2 Success: Target suffers double damage + element’s special
effect

ds target for oner:

Elemental Push (Energy) ¥ o
Action: Standard | Duration: Instant | Range: LOS.
Effect: Make an Ego attack vs target’s Agility defense.
Success: Move the target in any direction, up to 3 spaces.

s succs gets. y
element’s special effect (Energy: Blinds target for one round).

Flare & [o]

d).

dard | ion: Instant
Effect:Make an Ego check vs Vigilance defense of every enemy
within 5 spaces.
Success: Affected targetsare Blinded for 1tum.
@ Success: Affected targets suffers damage + Blinded for 1

tum.

\dard | Duration: Concentration | Range: Self.
Effect: Double the character’s Melee ability bonus to damage.

llumination =
Action: Standard | Duration: Concentration | Range: 50 sp.
Effect: The character illuminates one object or point in line of
sight, within 50 spaces, with bright light. The character can
maintain concentration on the effect even if they move out of
range or line of sight.

Inspiration £

Action: Standard | Duration: 1round | Range: Earshot.

y

inearshot. The n allaction
checks until the start of the character's next turn.

OTHER POWERS

t3 Discipline 2@, Uncanny 10,
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Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Honest

Gain trouble when making an Ego check that in-
volves telling a lie. However, gain an edge on any
friendly Ego (persuasion) checks in which they're
truthful.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes, Surprising Power
(2) (Orders, Telepathic Possession).

Tags: Black Market Access, Dependents: Younger
siblings (Leong and Nga), Heroic, Hounded, Krakoan,
Public Identity, X-Gene.
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stant |

Effect: MakeaMelee Attack vsMelee! Defenseagams( 2targets.
Success: Target/s suffer Yzdamage.
D Success: Target/s suffer damage.

Telepathic Blast 22

Action: Standard | Duration: Instant | Range: LOS.
Effect: Make a Logic attack vs target in line of sight.
Success: Target suffers damage to Focus.

2 Success: Target suffers double damage to Focus + Stunned
for1round.

Borrow Senses [ (]
Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: The character can use the full senses of someone or
something with whom they have established a Telepathic
Link or bond. While they do, they retain the use of their own
senses too.

Command £l

Action: Standard | Duration: 1round | Range: Unlimited.
Effect: Make a Logic check vs Logic defense of target with an
existing Telepathic Link. Give a command they can complete
in a single action. If it can harm someone, the check has trou-
ble. If it can harm the target, the check has double trouble on
the check.

Success: The target complies with the order.

@ Success: As success + gains an edge the next time they use
this power against this same target.

Defense Stance [ (]
\dard | Duration: Concentration |

Effect: Any close attacks made against the character have

trouble until this character is successfuly attacked.

Orders

Action: Standard | Duration: Permanent | Range: Unlimited.
Effect: Gives an order to a target with whom they've estab-
lished a Telepathic Link and who has no Focus left. Make a Logic
check vs target’s Logic defense. The command must be to do
something that canbe completed inan hour or less. Ifitinvolves
harming someone, the character has trouble on the check. If it
would cause the target to harm themselves, the character has
double trouble on the check.

Success: Target complies with the orders.

@ Success: As success + character gains an edge the next time
they use this power against this same target.

(-]

Telepathic Link &2
Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwilling, make a Logic
check vs target’s Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
therest of the day.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest
oftheday.

Telepathic Network &

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can communicate telepathically wim agroup of willing,
lir eachof whomth The
group can number up to 15 people. There is no limit to the dis-
tance of the communication, as long as everyone involved is in
the same dimension.

Telepathic Possession &1

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Possess a target with whom they've established a
Telepathic Link and who has no Focus left. Makes a Logic
check with trouble vs target’s Logic defense. The result of the
character’s check is the target number for any attempts by the
target to end the possession. If the character attempts to harm
someone with the possessed body, the target gets to make a
Logic check to end the possession. If the target has the Heroic
tag, they get an edge on the check. If the character attempts
to harm the possessed bodly, the target gets an edge on the
check. Ifthe target has the Heroic tag, they get a double edge.
Success: Takes over the target’s body completely.

OTHER POWERS

t3 Briliance20.
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Abrasive
Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Fearless
Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

Situational Awareness
Gain an edge on initiative checks.

Sneaky

Gain an edge on Agility checks when sneaking
around. Enemies have trouble on Vigilance checks
todetect the character whenthe character isinvisible
or hiding.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Hounded, Krakoan, Pub-
lic Identity, X-Gene.
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Telekinetic Attack =
Action: Standard | Durati

Concentration | Range: 25 sp.

Mind Reading 1 (0]
Action: Standard | Duration: 1 round | Range: Unlimited

Effect: Can read the thoughts of a single person with whom they
have established a Telepathic Link. Make a Logic check vs target's
Logicdefense.

Success: Can read the targetssurface thoughts

target’
Success: Target suffers damage.
@ Success: Target suffers double damage + Stunned for Tround.

Telekinetic Grab
Action: Standard | Duration: Concentration | Range: 25 sp.

Effect: Makes a Logic attack vs Melee defense of a target within
range. Breaking free requires TN20 Melee check.

Success: Target is grabbed with the character's mind.

@ Success: Target withthe

Telepathic Blast [

Action: Standard | Duration: Instant | Range: LOS.
Effect: Make a Logicattack vs target in fine of sight.
Success: Target suffers damage to Focus.

@ Success: Target suffers double damage to Focus + Stunned
forlround.

Astral Form 1 e

the answer from the target's mind

B
Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Creates a full-sensory mirage that affects any target with
‘whom they have estabiished a Telepathic Link. The mirage can be
of anything the character desires, and it can move freely.

Orders

Action: Standard | Duration: Permanent | Range: Unlimited
Effect: Gives an order to a target with whom they ve established a
Telepathic Link and who has no Focus left. Make a Logic check vs
target's Logic defense. The command must be to do something
that can be completed in an hour or less. If it involves harming
someone, the character has trouble on the check.f it would cause
the target to harm themselves, the character has double trouble
onthecheck.

Success: Target complies with the orders,
@s: 3 \aracter

use this power against this same target.

(-]

time the

Action: Standard | Duration: Concentrat

Effect: Can project an avatar into the Astral Piane, leaving their
physical body in a deep trance in the real world. If Rank 4+, can
take onatransparent form visible in the real world. Flight Speed on
Astral Plane = 25.

Cloak

Action: Standard | Duration: Concentration | Range: 100 sp.

Effect: Uses a mirage to block their presence from the minds of
people in range. TN to detect the character s the character's Logic
defense.

Command [

Action: Standard | Duration: 1round | Range: Unlimited
Effect: Make a Logic check vs Logic defense of target with an exist-
ing Telepathic Link. Give a command th inasingle

ntration | Range: 50 sp.

Effect: Create invisible barrier covering up to 10 spaces across (ver-

tically/horizontally). Make a Log»c check vs Agility defense of any

targetin choose

side of the barrier they end up on. Attacks onthe barrier are against

the character’s Logic defense. Any attacks on it that do 10 points of

damage or less are instantly absorbed, and the barier continues. If
10 ge, it

er. Either way, the attack unharmed.

Success: Character chooses which side of the barrier the target

winds up on.

@ Success: Character chooses which side of the barier the target

winds up on + target Paralyzed forround.

Telekinetic Manipulation 23
:255p.

action. If it can harm someone, the check has trouble. If it can harm
thetarget, the check has double trouble on the check.

Success: The target complies with the order.

@ Success: As success + gains an edge the next time they use this
power against this same target.

Memory Blip &

Action: Standard | Duration: Permanent | Range: Unlimited
Effect: Makes a Logic check s target’s Logic defense. to cause a
telepathically linked target to forget something that's happened in
the past hour. This gap can be up to an hour in length. The result of
the check is the TN of a Logic check needed to recall the altered
memory.

Success: The memories are forgotten.

2 Success: As success + target has trouble on checks to recover
suchmemoriesin the future.

Mind Interrogation [ 5]
Action: Standard | Duration: 1round | Range' Unlimited
Effect: D hom they have

establshed a Telepathic Link Thisrequiresa Logic check s arget’s
Logic defense.

Success: Can ask a single simple question and get the answer from
thetarget's mind.
@s : b

\dard | Duration: Concentration | Range:
Effect: Character can manipulate objects in their ine of sight with
their mind. The size of the object is determined using the number
Ifop-

of
posed, make a Logic check vs opponent’s Agilty defense.

Telekinetic Protection 2 (4]
9 | Durati

: c
Trigger: d

Effect: Form a telekinetic field. Any attacks < 20 damage are ab-
sorbed. Ifanattack > 20 damage, destroys the protection but char-
acter remains unharmed.

OTHER POWERS

3 Briliance 3@, Flight 2@, Uncanny 10.
[ Telepathic Link @, Telepathic Network ©.
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Combat Expert
» | Gain an edge on Melee attacks against enemies of p o o o o
Rank1.

Combat Reflexes
Gain one additional reaction each turn.
Iron Will

Signature Attack
Furious Attacks: Gain an edge when making attacks
using this ability or power.

Situational Awareness
Gain an edge on initiative checks.

HEALTH
Tech Reliance @
Instead of falling unconscious due to damage, lose

tech powers and remain conscious with 1Health.

MELEE MULTIPLIER Gear & Weapons
@ Weapon (Range: Text)
5 +6 xs Melee/Agility Damage Multiplier +X.
—/

mempma. | Other Traits and Tags
Traits: Connections: Criminal.
+ 3 X4 Tags: Black Market Access, Extreme Appearance
(with claws out), Public Identity, Streetwise, Villainous.

AGILITY

DEFENSE

16

DEFENSE

14

vnaluncs (Roncomen B
N
: o0 ] ﬁ MULTIPLIER

DEFENSE MULTIPLIER

! 7 x4
|




Fast Strikes

fer inst 2 targets.
Success: Target/s suffer Vs damage.
@ Success: Target/s suffer damage.

Fast Attacks (Sharp) B [0}
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against 2 targets
within reach.

Success: Affected target/s suffer % damage.

Whirling Frenzy (Sharp) i

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Melee Defense of every target

within reach.

Success: Target suffers %2 damage.
Success:

@ : /eapor
Targetis bleeding).

Attack Stance
Action: Standard | Duration: Concentration | Range: Seif.

0

=s may  Effect: Doubl
make a bonus attack vs another target within reach. Do This All Day
Focused Fufy (Sharp) @R @O  Action:Standard | Duration: Instant | Range: Self.

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense against a
target. Add +1 Melee damage bonus per 2 Focus spent.

Success: Target suffers damage.

@Success: Target ~

Targetis bleeding).

Furious Attacks (Sharp) @R (i +]

Effect: Make a Melee attack vs Melee Defense against 2 targets
within reach.

Add +1to Melee damage bonus per 2 Focus spent.

Success: Target/s suffer % damage.

@ Success: Target/s suffer damage + Weapon Effect (Sharp: Tar-
getis bleeding).

Hit & Run (Sharp) @ (0]
Effect: Make a Melee attack with edge vs Melee Defense against
atarget.
Success: Target suffers damage + character can move % their Run
Speed forfree.
@Success: Target o

'g) +character canmove ¥z their Ru fr
Leg Sweep (5]

lee Attack vs Melee D atarget.

Success: Target suffers damage + Prone.
@ Success: Target suffers damage + Prone + Stunned for one
round.

Unstoppable Assault (Sharp) @ ®
Action: Standard | Duration: Instant | Range: Reach.

efense of getwithin
this character’s reach. If successful, may spend another 15 Focus to

Eachtarget can only be affected once by thisattack, but the charac-
ter can continue untiltheir run out of movement, Focus, or targets,
Success: Target suffers ¥ damage.

@ Success: ge: harp: Target

is bleeding).

Vicious Attack (Sharp) it (]
! vs N D¢ atarget.

Success: Target suffers damage.

@ Success: Target: P

Target is bleeding).

Effect: Heal 2 points of Health for every point of Focus spent.

Exploit (Sharp) /A e

| X

Trigger: Fantastic Success with Melee + causes a min 1+ damage.
get's Resiience Defen:

Success: Target suffers damage +ignore Health DR.

@ Success: Target ig

Weapon Effect (Sharp: Target is bleeding).

Riposte (Sharp) (]

|
Trigger: An enemy makes a close attack against the character
thatfails

DR+

lelee. kv I D¢ target.
Success: Target suffers damage.
@Success: Target: (Sharp:

Targetis bleeding).

Extended Reach 1% (]
EM.Reach \5‘x4novma\ e

Iconic Weapon @E1 [0}
Adamantium Nails.

+ +IMelee damage muliplier
« IgnoresTlevel of DR

OTHER POWERS

3 Brawiing @, Reinforced Skeleton B0,

IPADYAD EATIH SR KES
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Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Situational Awareness
Gainan edge oninitiative checks.

Stranger
Gain trouble on checks made when trying to deci-
pher such things or when trying to pass themselves
offasalocal.

Unusual Size (Little)

The character’s regular size is beyond those for small,
average or big (Little: +2 Defense Modifier, ¥4 size
multiplier).

Other Traits and Tags

Traits: Connections: Super Heroes, Connections:
Outsiders.

Tags: Alien Heritage, Extreme Appearance, Heroic,
Public Identity.




Elemental Blast (Fire) i

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + ele-
ment’s special effect (Fire: Sets target ablaze).

Elemental Burst (Fire) i o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Fire: Sets target ablaze).

Elemental Barrier (Fire) i (]
Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: The character forms a wall (4 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
anytarget inthe affected spaces. On afailure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Fire: Sets
target ablaze).

Combat Trickery L1 (5}
Action: Reaction | Duration: Instant | Range: Varies.

Trigger: The character makes an attack.

Effect: Once per battle, when attacking targets of equal or
higher rank, checks automatically roll a 1on their @ (cannot be
affected by trouble). If attacking multiple targets, all the targets
must be of equal or higher rank.

Slow-Motion Dodge [1 o
Action: Reaction | Duration: Instant | Range: Varies.

Trigger: Enemy makes an attack vs this character's Agility
defense.

Effect: The enemy gains trouble on the attack.

OTHER POWERS

£3  Accuracy10, Discipline 10, Evasion @, Flight 10.
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Beguiling
The character has an edge when making an Ego ® 00 0 ¢
check to persuade someone who could be attracted ff® © ¢ © o
tothem.

Combat Reflexes ‘
Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Free Running
Gain an edge on Agility checks made to perform ac-
robatics during a movement action.

HEALTH

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

MELEE MULTIPLIER
Weird
z +2 X4 Gain an edge on all Ego checks to persuade people
e inclined to like them and trouble on all Ego checks

AGILITY DEFENSE MULTIPLIER against people inclined to dislike them.
(| 16 [E: VYAl | Gear & Weapons
-/ @ Throwing Knives (Range: 5)

Agility Damage Multiplier +1.

Other Traits and Tags _

DEFENSE
1 3 Traits: Connections: Super Heroes.
Tags: Black Market Access, Heroic, Public Identity, Mu-

VIGILANCE (Non-comea tant Associate. 9

: :]@ -5
™
38GE

DEFENSE MULTIPLIER

I'n x4
|
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Dance of Death I
" Durati

dar stant |
Effect: Makes an Agility check vs Agiility defense of every ene-
my withinrange and in line of sight.
Success: Target/s suffer /zdamage.
D Success: Target/s suffer damage + Bleeding.

Double Tap 2

Action: Standard | Duration: Instant | Range: 2 sp.
Effect: Make aranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

(2 Success: Target suffers double damage + Bleeding.

Fast Strikes & (]
Action: Standard | Duration: Instant | Range: Reach.
gainst 2 targets.

Success: Target/s suffer /s damage.
@ Success: Target/s suffer damage.

Slow-Motion Shoot Dodge [ o

Action: Standard | Duration: Instant +1round | Range: Varies.

Effect: Make a single ranged Agility check vs the Agllity de-

fenses of two targets. When this character moves, is moved, or

startstheirnextturn, theymstanﬂy fall prone. Until that happens,
st their

Success: Affected targets suffer Vs damage.

Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Lucky Me E2

Action: Standard | Duration: Concentration | Range: Self

Effect: The character gains an edge on al action checks made
while this powerisin effect. The character must pay the Focus cost
at the start of each of their subsequent tums of concentration to
keep the power working.

Point-Blank Parry (2 e
Action: Reaction | Duration: Instant | Range: 2 sp.
Trigger: Enemy within 2 spaces misses an attack against the
character.
Effect: Make aranged attack vs enemy who missed them.
Success: Enemy suffers damage.
\emy suffers diot

Return Fire (2
Action: Reaction | Duration: Instant | Range: Varies.

Bleeding.

(-]

my declar attack against the character.

this power again against any available target.

Snap Shooting
Action: Standard | Duration: Instant | Range: Varies.
Effect: \ged Agility check vs th
esof two targets.
Success: Affected targets suffer Yz damage.

o ding.

o

Suppressive Fire 2 o
Action: Standard | Duration: Instant | Range: Varies.

Effect: Makes an Agility attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DI

3 Success: Target suffers double Focus damage after Health
DR+ Stunned for Tround.

Weapons Blazing 2 (5}
Action: Standiard | Duration: Instant | Range: Varies

Effect: Make a single Agility check vs Agility defense of two
separate targets.

Success: Affected targets suffers Yzdamage.

2 Success: Affected targets suffers damage and character
makes a bonus attack with this power against any available
target, with the same effect.

Effect: Make an Agilty attack vs target's Vigilance defense.
Success: Apply Health DR then suffer damage to Focus.

@ Success: Apply Health DR then suffer double damage to
Focus + Stunned for Tround.

Slow-Motion Dodge [ [0}
Action: Reaction | Duration: Instant | Range: Self.

Trigger: Enemy makes an attack vs this character’s Agility
defense.

Effect: The enemy gains trouble on the attack

Charmed Life K1 o
Action: Passive | Duration: Permanent | Range: Seif

Effect: The character gains an edge on any single action check
‘each round, This does not stack with any other edges.

OTHER POWERS

£3  Accuracy 3@,Evasion ©.
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Combat Reflexes

Gain one additional reaction each turn.

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Celebrities.

Tags: Alternate Form (Penance form), Extreme Ap-
pearance (in alternate form), Heroic, Hounded, Kra-
koan, Public Identity, Rich, X-Gene.
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Fast Attacks (BIunt/Sharp) [ [0}

stant | h.

M\H»

Mirage [
Action;Standard  Duraion Concentaton| Rang: Uit

1sory miraget wtargetwith
whor mey have establshod a Telepathic Lk The mirage can
beof anything the character desires, and it can move freely.

k vs Melee D¢ st 2 targets
‘within reach.

Success: Affected target/s suffer % damage.

damage and this character

ffected
may make a bonus attack vs another target within reach.

Hit&Run (BIunt/Sharp) R (0]
stant |

Effect: Make a Me\ee attack with edge vs Melee Defense

againstatarget.

Success: Target suffers damage + character can move % their

Run Speed forfree.

3 Success: Target suffers double damage + Weapon Effect

(Blunt: Target is stunned for one round; or Sharp: Target is

bleeding) + character can move % their Run Speed for free.

Telekinetic Attack 3
Action: Standard | Duration: Concentration | Range: 20 sp.
L vs target’s Melee defense.

Success: Target suffers damage.
@ Success: Target suffers double damage + Stunned for 1Tround.

Vicious Attack (Blunt/Sharp) /i (]

| hic Link (1 (]
Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwiling, make a Logic
check vs target's Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
therestof the day.
Success: Can communicate with the target for one round.
2 Success: Target cannot shut the character ot for the rest
ofthe day.

Action: Standard | D : Instant |

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

@ Success: Target suffers double damage + Weapon Effect
(Blunt: Target is stunned for one round; or Sharp: Target is
bleeding).

Whirling Frenzy (Blunt/Sharp) i o
Action: Standird | Duration: Instant | Range: Reach,

Effect: Make a Melee check vs Melee Defense of every target
withinreach

Success: Target suffers % damage.

3 Success: Target suffers damage + Weapon Effect (Blunt:
Targetis stunned for one round or Sharp: Target s bleeding)

Telekinetic Manipulation 3 [0}
Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Character can manipulate objects in their line of sight
with their mind. The size of the object is determined using the
number of ranks the character has in the Brilliance power (see
Mighty). If opposed, make a Logic check vs opponent’s Agility
defense.

Mind Reading 1 [0}
Action: Standard | Duration: 1round | Range: Unlimited.

Effect: Can read the thoughts of a single person with whom
they have established a Telepathic Link. Make a Logic check vs
target’s Logic defense.

Success: Can read the target's surface thoughts.

@ Success: As success but can ask a single simple questionand
get the answer from the target’s mind

Heightened Senses 111
Action: Passive | Duration: Permanent | Range: Seff.

things roughly twi l. Gain
edge on Vigi hings, and

trouble on checks they make to sneak past the character.

OTHER POWERS

£ Briliance 10, Flight 2@, Mighty 2 @, Sturdy 10,
Uncanny 10.

M CROIX)
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The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Combat Reflexes

Gain one additional reaction each turn.

Dealmaker
Gain an edge on action checks that have to do with
making deals.

Fearless
Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Gear & Weapons
@ Weapon (Range: Text)
Melee/Agility Damage Multiplier +X.

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Hounded, Krakoan, Pub-
lic Identity, Sorcerous, Supernatural, X-Gene..
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Effect: Gives an order to a target with whom they e established a Telepathic Link
“The com-

Bolts of Balthakk = o0 Ifitinvolves
Action: Standard | Duration: Instant | Range: 20 5p. I
addn o
ot Success:Target complies with the orders.
‘Success: Target suffers total damage. -
SSuccess:
Telekinetic Attack : © Summon Portal @ ®
Effect: Makes a Logic attack vs target’s Melee defense. Effect: The character
‘Success: Target suffers damage. anything that enters it between that space and its desnnabor\ The character can
@ Success: Target suffers double damage + Stunned for Tround. closeitatwil
Telekinetic Grab £ © Telekinetic Barrie L
B Breaking fre Effect: Cr
recures TNZO Mees check ». Faiure
‘Success: Target is grabbed with the character's mind. ahowstarge to choose wich sick o th barrr they end up on. Atiadks on the
pvepoly that doT0 ponts
more msn 10 points of damage, it destroys the barrier. Either way, the attack leaves.
thosebenind ihe bamerunharmed.
@ Success: Character chooses which side of the barrier the target winds up on +
target Paralyzed for 1round.
Astral Form [ (5] N .
:Sel @ o
Effect: Can project an avatar o the Astral Planc, leaing theirpr a o
Effect: Character can manipulate objects in their line of sight with their mind. The
real world. Flight Speed on Astral Plane = 30. size of the object is determined using the number of ranks the character has in
the Briliance power (see Mighty). If opposed, make a Logic check vs opponent's
Cloak 21 ©  Agiitydefense.
Effect . ™ i ion [ )
todetactthe characteris the character'sLogic defense. " —
Telapattic Link and who
Command [ © s o Focus left Mok The
Action: Standard | Duration: 1round | Range: unhrmled result of umk
Effect: Make a Loojc check vs Los Telepattic [
Link Give a command they ingsacuon. 1 con harm e the toro
‘one, the check has trouble. If the Heroic tag, I
onthe check IFthe target
‘Success: The target complies with the order. tag (heygeladoubieedge
2 Success: As time they against target's body completely.
thissametarget
Grand Mirage [ o
Tele-
Dalh\c Network they set up who is also in the same locale. The mirage can be of .
anythingthe character desies, and t canmove freey. Brain Drai °
Action: Reaction | Duration: Instant | Range: Reach.
Memory Blip &1 ©  Tigger Thetarget sgrabbed
nimited e oo oattck v rge s plnce dfors
: et
target to forget hour. “"E’M&"’es
gth. The resut TNofalc S success: o
the altered memc themselves.
Sucess e memerksareforgen - ion 2%
3 Success: As suocess + target has torecover Py 1 o
inthe future, ‘Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Mind Reading 1 o Anyattacks: Ianattack>
msmmydlm!mm\wunhmmed 20da
Te\epamhc Link. Make a Logic check vs target’s Logic defense.
‘Success: the target's surface thoughts.
3 Success: As sucoess but can ask a single smple question and get the answer
from the target's mind
Mirage & @ Levitation

Jniited.

reates a full-sensory mirage that affects any target with whom they have
established a Telepathic Link. The mirage can be of anything the character desires,
anditcan move freely.

ion 3
Action: Passive | Duration: Permanent | Range: Self
Effect:

OTHER POWERS

1 Briliance10,Discipline 20, Uncanny 20,
Telepathic Link © Telepathic Network @
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After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure, charge
towards attacker. If enemy is defeated, must charge
to attack the next closest foe. When Berserk, gainan
edge on all close attacks, add +2 to Melee, Resilience
and Ego defenses, and -2 Agiility defense. Cannot use
ranged weapons. At the end of the character’s turn,
lose 5 Focus. When unable to spend Focus or no en-
emies left, the condition ends.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Gear & Weapons
@ The Soulsword (Range: Text)
Melee Damage Multiplier +2.
Summonable.
Provides a +4 Ego damage mulltiplier, but only
against extra-dimensional creatures.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes, Ex-
traordinary Origin.

Tags: Black Market Access, Heroic, Hounded,
Krakoan, Public Identity, Sorcerous, Supernatural,
X-Gene.
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Bolts of Balthakk &

Action: Standard | Duration: Instant | Range: 20 sp.
in Ego check with edg get's Agility defense

inlineof sight. Add +1to Agility damage bonus for every 2 points

of Focus spent.

Success: Target suffers total damage.

@ Success: Target suffers double total damage + Stunned for

Tround.

Crimson Bands of Cyttorak 3 o
\dard | Duration: Concentration | Range: 20 sp.

Effect: Make an Ego check with an edge vs target’s Melee de-

fense in ine of sight. Breaking free reqires a Melee check with

target number 20.

Success: Target is Paralyzed.

@ Success: Target is Paralyzed + Pinned.

Flames of the Faltine ™

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make an Ego check vs target’s Agility defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + Ablaze.

Astral Form™®

Action: Standard | Duration: Concentration | Range: Self.
Effect: Can project an avatar into the Astral Plane, leaving their
physical body in a deep trance in the real world. If Rank 4+, can
take ona transparent form visible in the real world. Flight Speed
on Astral Plane = 25.

Dispel Spell ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: Make an Ego check vs target’s Ego defense who uses a
magic power that requires concentration.

Success: Target's concentration on that power is broken.

(@ Success: Target's concentration is broken entirely.

Inspiration £
dard | Dl.rahon Tround |

(-]

o

n allaction

h
checks until the start of(‘he character’s next tum.

Sense Supernatural B

Action: Standard | Duration: Concentration | Range: 500 sp.
Effect: The character can reach out with their mindi to sensethe
presence of supernatural people, places or things within range.
This tells them the location of the supernatural thing andits gen-
eral status. If the taregt wishes to conceal themselves, make an
Ego check vs each target's Vigilance defense.

Success: Character senses the target.

@ Success: As success but character can also identify if the
targetis cursed or demonic.

Dimensional Travel i3
Action: Standard/Movement | Duration: Instant
Effect: Instantly moves between universes.

Dimensional Travel Other
Action: Standard/Movement/Reaction | Duration: Instant
Trigger: The target is grabbed.

Duration: Instant

Effect: Makes an Ego check against the Vigilance Defense of
agrabbed target.

Success: Send the target to power destination.

Dimensional Travel Together m

m

(]

Action:

The target s grabbed.
Duration: Instant

Effect: Moves to power's destination, taking any person they
are touching with them. If target unwilling, character must
grabthemfirst.

Time Travel i3 [o]
Action: Standard/Movement | Duration: Instant

Effect: Instantly moves between universes.

Tlme Travel Together % [10]

dard/Movement/Reaction | D
Trigger: The target is grabbed.

Duration: Instant

Effect: Moves to power's destination, taking any person they
are touching with them. If target unwiling, character must
grabthemfirst.

Shield of the Seraphim &

Action: Standard/Reaction | Duration: Conc. | Range: Self.
Effect: Produce a magical shield that provides complete pro-
tection from physical damage that does 20 points of damage
or less. If attack does more than 20 points of damage, it de-
stroys the protection.

Iconic Weapon] o

The Soulsword.

Melee Damage Multiplier +2.

Summonable.

« Provides a +4 Ego damage multiplier, but only against ex-
tra-dimensional creatures.

OTHER POWERS

&1 Discipline 2 @, Sturdy 2 @, Uncanny 2 @, Wisdom ©.
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After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure, charge
towards attacker. If enemy is defeated, must charge
to attack the next closest foe. When Berserk, gainan
edge on all close attacks, add +2 to Melee, Resilience
and Ego defenses, and -2 Agiility defense. Cannot use
ranged weapons. At the end of the character’s turn,
lose 5 Focus. When unable to spend Focus or no en-
emies left, the condition ends.

Fearless
Gain an edge on any action checks required to deal
with fear.

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes, Surprising Power
(Elemental Barrage), Surprising Power (Supernova).

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Elemental Barrage (Fire) i
Action: Standard | Duration: Instant | Range: LOS.
Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target’s Resilience
defense.

Success: Affected targets suffer /2 damage.

@ Success: Affected targets suffer damage + elemental type's
special effect (Fire: Sets target ablaze).

Elemental Blast (Fire) 0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage + ele-
ment’s special effect (Fi ablaze).

Elemental Burst (Fire) & (0]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Fire: Sets target ablaze).

Elemental Push (Fire) i

Action: Standard | Duration: Instant | Range: LOS.

Effect: Make an Ego attack vs target's Agility defense.

Success: Move the target in any direction, upto 3 spaces
Success+ ) e+

element's special effect (Fire: Sets target ablaze).

Supernova (Fire) i ®0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make an Ego check vs Resilience defense of every ene-
my within range. Add +1 to the character’s Ego damage bonus
for every 2 points of Focus they spend,

Success: Affected target/s suffer half total damage.

sffer total d: e nt's

special effect (Fire: Sets target ablaze).

Elemental Barrier (Fire) i
N'.tlon Standard | Duration: Concentration | Range: 30 sp.
forms, ll f their ele-

ment: w\lhln range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. On a failure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target s on.
@ Success: As success + element’s special effect (Fire: Sets
target ablaze).

Elemental Protection 2 (Fire) !

Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

Elemental Reinforcement (Fire) i
Action: Reaction | Duration: Instant | Range: Self.
Trigger: Damage gets through an elemental power
Effect: The character can transfer any Health damage that gets
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

Elemental Form (Fire) & (]
Action: Passive | Duration: Permanent | Range: Self.

Effect: The character’s body is made entirely of their element,
‘which gives them a steady supply of their element to use and
makes them essentially unkillable. When they lose all their
Health, their form loses its cohesion and falls apart. When they
have at least 1 Health—which they can gain back over time, nor-
mally—they canre-form.

OTHER POWERS

&3 Discipline20.
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Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Fearless
Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Gearhead
Gain an edge on Logic checks to figure out how any
machine works.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Connections: Super Villains, Extraordinary
Origin.

Tags: Black Market Access, Extreme Appearance (in
battle suit), Public Identity, Villainous.

HEWORLD /"
-




R

Elemental Barrage (Energy) @’ (-]
Action: Standard | Duration: Instant

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target’s Resilience
defense.

Success: Affected targets suffer Y2damage.

@ Success: Affected targets suffer damage + elemental type's
special effect (Energy: Blinds target for one round).

Elemental Blast (Energy) @5 (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage +
element’s special effect (Energy: Blinds target for one round).

Elemental Burst (Energy) @5 (]
Action: Standiard | Duration: Instant | Range: 10sp.

Effect: Make aranged Agilty Attack vs target's Agity Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element's special
effect \ds target for

Elemental Push (Energy) @

Action: Standard | Duration: Instant | Range: LOS.

Effect: Make an Ego attack vs target's Agility defense.

Success: Move the target in any direction, up to 4 spaces
success+ .

element's special effect (Energy: Blinds target for one: round)

(]

Attack Stance [ (]
Duration: Concentration|

Effect: Double lhe character’s Melee ability bonus to damage.

Disguise @F1

Action: Standard | Duration: Permanent | Range: Self.

Effect: Instantly alter toappear as

TN to see through disguise equals Ego defense. If impersonat-
ing someone known to the target, they gain edge.

Elemental Barrier (Energy) @
Action: Standard | Duration: Concentration | Range: 40 sp.
Effect: form: of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target inthe affected spaces. Onafailure, the target choos-
s which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
2 Success: As success + element’s special effect (Energy:
Blinds target for one round).

Machine Telepathy [

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can communicate telepathically with one machine at
a time, and they must have met or seen the machine before.
There is no range, as long as the character and the machine
are in the same dimension. Accessing secure machines re-
quires a Logic check with a TN appropriate to the strength of
the security.

Crushing Grip

Action: Reaction | Duration: Instant | Range: Reach.
Trigger: Target is grabbed.

Effect: Make a Melee attack vs Resiience Defense of the
grabbed target.

Success: Target suffers damage.

@ Success: Target suffers double damage + Pinned.

OTHER POWERS

) Accuracy 10, Briliance 10, Discipline 10, Flight 1
Mighty 2 8, Sturdy 2B0.

MASTERIOERTHEW O RID)
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Gain an edge on any action checks required to deal
with fear.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Leverage
Gain an edge on Logic checks to investigate peo-
ple and on Ego checks to persuade people they've
investigated.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Other Traits and Tags

Traits: Connections: Super Villains, Surprising Power
(Grand Mirage).

Tags: Black Market Access, Hounded, Krakoan, Pub-
lic Identity, Villainous, X-Gene.




Cloak 1

Action: Standard | Duration: Concentration | Range: 60 sp.
Effect: Uses a mirage to block their presence from the minds
of people nrange. TN to detect the character is the character’s
Logic defense.

Cloak Group &1 o
Action: Standard | Duration: Concentration | Range: 60 sp.
Effect: Uses a mirage to block their presence—and the pres-
ence of up to 3 other persons, within 10 spaces—within range.
TN to detect the character is the character's Logic defense.

Fool 1 (5]
Action: Standard | Duration: Concentration | Range: 60 sp.
Effect: The character uses a mirage to alter their appearance
in the minds of anyone within range. The TN to see through
the mirage is the character's Logic defense. If the character is
impersonating someone known to the other person, that per-
sonhasan edge.

Grand Fool &1 (1]
Action: Standard | Duration: Concentration | Range: 60 sp.
Effect: The character uses a mirage to alter their appearance—
and the appearance of up to 3 other persons within 10 spac-
‘es—in the minds of people within range. The TN to see through
the mirage is the character’s Logic defense. If the character is
impersonating someone known to the other person, that per-
sonhasan edge.

Grand Mirage 21

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: The character creates a full-sensory mirage that affects
everyone in a Telepathic Network they set up who is also in the
same locale. The mirage can be of anything the character de-
sires, and it canmove freely.

Memory Blip &1

Action: Standard | Duration: Permanent | Range: Unlimited.

Effect: Makes a Logic check vs target's Logic defense. to cause

a telepathically linked target to forget something that's hap-

penedin the past hour. This gap can be up to an hour inlength.

The result of the check is the TN of a Logic check needed to

recall the altered memory.

Success: The memories are forgotten.
Assuccess +targe

ersuchmemoriesin the future.

Mind Reading &1 (0]
Action: Standard | Duration: 1round | Range: Unlimited.
Effect: Can read the thoughts of a single person with whom
they have established a Telepathic Link. Make a Logic check vs
target’s Logic defense.
Success: Can read the target’s surface thoughts.

canaskasingl ple questionand
get the answer from the target's mind

1check

Mirage 1
Action:Standard| uratio: Concentratlonl Range: Uniimited.

1sory miragett targetwith
whor mey have establshod a Telepathic Lk The mirage can
beof anything the character desires, and it can move freely.

Telepathic Link 2

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwilling, make a Logic
check vs target's Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
therestoftheday.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest
oftheday.

Telepathic Network &1 (5]
Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can communicate telepathically with a group of wiling,
I each of whom they have met or The
group can number up to 15 people. There is no limit to the dis-
tance of the communication, as long as everyone involved is in
the same dimension,

OTHER POWERS
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Abrasive
Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Dealmaker
Gain an edge on action checks that have to do with
making deals.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Gearhead
Gain an edge on Logic checks to figure out how any
machine works.

Inventor
Gain an edge on Logic checks when creating or re-
pairing things.

Scientific Expertise

Gain an edge on Logic checks made when dealing
with scientific research. If they have Lab Access at the
time, gain a second edge.

Other Traits and Tags

Traits: Text.

Tags: Hounded, Krakoan, Lab Access, Mutant Asso-
ciate, Public Identity, Villainous, X-Gene.
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Telekinetic Barrier =3 e

| 0.

Effect:C
horizontally). Makes a Logic check vs Agility defense of any target inthe

Telekinetic Attack 3 e he barrier
2 are against ’s Logic
defense. thatdo 10|
Success: Target suffers damage. Iy absorbed, and the barrier continues. If an attack does more than 10
T Success: Tround. points of damage, it destroys the barrier. Either way, the attack leaves
o those behindithe barrier unharmed.
Telekinetic Grab 2 . . ©  success: Character chooses which side of the barrier the target winds
upon
alogic attack vs defe f atarget ge. @ Success: Ct the barrier the target winds
Breaking free requires TN20 Melee check. upon + target Paralyzed for 1 round.
‘Success: Target is grabbed with the character's mind, o N N
@ Success: Target ) o
R 5
Telepathic Blast [ ©  Effect: Character can manipulate objects in ther line of sight with their
i i |Range: LO mind. Thesize of the objectis determined using the number of ranksthe
character has in the Brilliance power (see Mighty). If opposed, make a
Success: Target suffers damage to Focus. Logic check vs opponent’s Agilty defense.
@ Success: Target: Tround. o
Telepathic Link =1
| Inlimited
Effect:

seen before, providing both characrer ‘and target are in the same dimen-
sion.

Cloak = @ Onafaiure,

y |Range:1005p, inthiswayfortherestoftheday
Effect: Uses a mirage to their pr h dis of people : Can communicate with the target for one round.
inrange. TN to detect the. ESum shut tfor the rest of the day.
Command &2 © Telepathic Network 1

> . niimited
Effect: Make a Logic check vs Logic defense of target sti Effect: Can ith a group of wiling, linked
Telepathic Link. f  people, each of whom they have met or seen before. The group can
it it 'the  Number up to 25 people. There s no limit to the distance of the commu-
check has double trouble on the check nication,
Success: The target complies with the order.
o EmeroR, m
Defense Stance o o "

i i 1 e
Effect: A Duration: C¢ Self
this character is successfully attacked. Trigger: The chavacter isattacked or otherwise ndanger

=]
Fool & . © om0 damage desroys e rection bt chsacte eomans
& 100sp. unharmed
TheTN -
sl If

the other person, that person has an edge.
Grand Mirage [ 0] N

i i IR Jniimited Healing Factor ] o

Effect: Tt
in a Telepathic Network they set up who is also in the same locale. The

Effect: At the end of this character’s turn, they regain Health equal to
their Re ore.

Memory Blip = (5]
i :Unlimited.
Effect: Makes a Loglc check vs target's Logic defense. to cause a tele-
in the past
hour ath, Thy
TNofal

Success: The memories are forgotten
@ Success: As success + target has trouble on checks to recover such
memoriesinthe future.

ge
| Range: Uniimited
Effect: Creates a ul-sensory mirage that affects any target with whom
a Telepathic Link. anything

the character desires, and it can move freely.

OTHER POWERS

3 Briliance 3@ Mighty 10, Sturdy 10, Uncanny 10.
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Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Gear & Weapons
@ Pistol (Range:10)
Agility Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Community, Connections: Su-
per Heroes, Extra Occupation.

Tags: Black Market Access, Hounded, Krakoan, Pub-
lic Identity, X-Gene.




Inspiration ] (]
Action: Standard | Duration: 1round

i earshot. Tt
checks until the start of the character’s next turn.

Action: Standard | Duration: Instant | Range: Varies

When the character dies, the entire timeline restarts from the
moment oftheir frst consciousness, and they retainthe memo-
i ives. This gives themthe chance tostart

over multiple times, although they have to live through those

yearsinrealtime.

There may be a imit to the number of times the character can
restart, but they might not know it. A character with precogni-
tion might be able to tell how many lives are ahead of them—or
perhaps just give a range—but there's no way to know for sure.
It could be that theyl restart their lives indefinitely, or their pres-
entlife could be their last one.

There's only so much that one person can do when facing the
grand sweep of history, but even one life’s knowledge can give
a character a huge advantage for improving their personal
situation. It's easy to build wealth when you know what the
future brings.

This power should be used rarely, if at all. If the players go
through an entire adventure only to have the timeline get reset
outoftheblue, they might feel like they ve been cheated. Onthe
other hand, if the point of an adventure s to reset a timeline to
prevent i \appening, that coul
fromarug-pulinto amoment of triumph.

The Restart power esthetimelinethat the
previous life took place in. However, that doesn't mean the old
timelines no longer exist in the Multiverse. Every time a charac-
terwith this power dies and restarts, there's a universe out there
somewhere in which the character didn't have the power—or
one in which the power finally failed—and such places can be
reached by those traveling the Multiverse.

OTHER POWERS

&3 Briliance10.
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Abrasive
Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Big (Reach2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, andincreases reachto 2.

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Public Speaking
Gain an edge on Ego checks when attempting to
persuade groups.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Other Traits and Tags

Traits: Extra Occupation, Extraordinary Origin.

Tags: Alien Heritage, Authority, Extreme Appear-
ance, Powerful, Public Identity, Villainous.
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Elemental Blast @ 0
Action: Standard | Duration: Instant | Range: 10 sp.

ity rget's Agility
Defense. Add + to the character’s Agiity damage bonus for every
2 points of Focus spent.
st

@ Success: Affected target suffers double total damage + ele-
ment’s special effect.

Elemental Burst@
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target's Agiity Defense.
Success: Target suffers damage.

@ Success: Target suffers double damage + element’s special
effect

Telekinetic Attack 3
Action: Standard | Duration: Concentration | Range: 20 sp.

o

9
Success: Target suffers damage.

@ Success: Target suffers double damage + Stunned for Tround
Telepathic Blast [ 5]
Action: Standard | Duration: Instant | Range: LOS.

Effect: Make a Logic attack vs target in fine of sight.

Success: Target suffers damage to Focus.

@ Success: Target suffers double damage to Focus + Stunned
forlround.

Animated lllusion @ e
Actm: Standard | Duration: Concentration | Range: 50 sp.

nlyi
slghl Up to four sizes larger than the character, and can move freely
withinitslimits. The character trationif

yond 50 spaces from theillusion or lose line of sight to it

Command [ e
Action: Standard | Duration: 1round | Range: Unlimited.
Logic check vs Lc target with an exist-

ing Telepathic Link. Give a command they can complete in a single
action. If it can harm someone, the check has trouble. If it can harm

Machine Telepathy 851

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can commt

and they must have met or seen the machine before. There is no
range, as long as the character and the machine are in the same
dimension. Accessing secure machines reqires a Logic check with
aTNappropriate o the strength of the securty.

Statlc lllusion @= (-]
tandard | Duration: Concentration | Range: 50 sp.

Enecr The character creates a visual-only illision anywhere in
range and line of sight. The ilusion can be of anything up to three
sizes larger than the character, but it must be static. The character
breaks concentration if they move beyond 50 spaces from the ilu-
sionorloseline of sight of it

Telekinetic Manipulation (0]
Action: Standard | Duration: Concentration | Range: 20sp.

Effect: Character can manipulate objects in their line of sight with
their mind. The size of the object is determined using the number
of ranks the ). If op-
posed, make a Logic check vs opponent’s Agilty defense.
Telepathic Link o
Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they have
met or seen before, providing both character and target are in the
same dimension. ftarget is unwillng, make a Logic check vs target's
Vigilance defense. Onafailure, the character cannot attempt to com-
municate with the target in this way for the rest of the day.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest of
theday.

Additional Limbs @L] o
Action: Passive | Duration: Permanent | Range: Self

Effect: Lift objects, use tools or otherwise take actions that nor-
mally require the use of a hand. Also grants an edge in Melee and
Agilty checks.

Power Sllder (Media Populanty) = (o]
je: Self.

the target,
Success: The target complies with the order.

3 Success: As success + gains an edge the next time they use this
power against this same target.

Grand lllusion @ =

Action: Standiard | Duration: Concentration | Range: 50 sp.

Effect: Creates a sound and sight illusion anywhere in line of sight,
within range. The illusion can be of anything up to five sizes larger
than the character, and it can move freely within its limits. The char-
acter if /ol

illusion or lose line of sight of it.

llumination @ = o
Action: Standard | Duration: Concentration | Range: 50 sp.

Effect: The character iluminates one object or point in range and
line of sight, with bright light. The character can maintain concen-
tration on the effect even ifthey move out of range or line of sight.

Effect: tarts offnormal,| bul

ed or dampened depending on their foci. When things are gmng
well alltheir

2 doubled: Darmage multiplers +% ffacts that happen on a Fantas.
tic success occur on any success). Also, anything that would damp-
en their powers only brings them back to normal. When things go
poorly, all of their other powers are dampened (ranges/effective
areas/durations = halved; Damage mulipliers -T; can nolonger en-
joy Fantastic successes). Anything that would boost a power only
brings it back tonormal

Wallcrawling (0]
Action: Passive | Duration: Permenant | Range: Self

Effect: Gain ciimb speed equal to Run speed. Under normal condi-
tions, they never lose their grip, no matter the angle of the surface.

OTHER POWERS

£3 Sturdyle.
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Dealmaker
Gain an edge on action checks that have to do with
making deals.

Fearless
Gain an edge on any action checks required to deal
with fear.

Interrogation
Gain an edge on Ego or Logic checks made when
asking questions.

Investigation

Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Other Traits and Tags

Traits: Connections: Police, Connections: Super He-
roes, Extra Occupation.

Tags: Black Market Access, Early Bloomer, Heroic,
Hounded, Krakoan, Public Identity, X-Gene.
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Chain Stnkes [N (]
1Dy stant |

Defense Stance
Action: Standard | Duration: Concentration | Range: Self.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Effect: Make a Melee Attack with edge vs a larget s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Dupli Self
Action: Standard | Duration: Instant | Range: Varies.

Duplication Trigger: Take at least 1 point of Health damage:
Absorption Trigger: Touch the duplicate

Character can make copies of themself. The duplicates are full-
flediged, identical copies of the original person, including all of
their current clothing. They are indistinguishable from the origina,
tight down to the genetic level. There is no limit to the number of
duplicates a character can create. Each duplicate is independent
of the original character, but their personality often highlights an
aspect of the original character, for good or bad, so they may act
differently than the original would.

o

Thereisnolimitto the amount of time a duplicate can existand
can exist in different dimensions/realities. The character has no di-
rect control over their duplicates. The character and the duplicates
always know who the original character is, although others may
haveahardtime teumg them apart. The character canabsorb their

Double Tap 2 [0}
dard | D stant |
Effect: Make a ranged attack vs enemy within 2 spaces.
Success: Target suffers damage.
2 Success: Target suffers double damage + Bleeding.
Fast Attacks (Blunt) /i (]
Action: Standard | Duration: Instant | Range: Reach.
Melee Defe inst 2 targets
withinreach.
Success: Affected target/s suffer /2 damage.
ffected lamage andithis cf
may make a bonus attack vs another target within reach.
Fast Strlkes 0 of their numbers when
Action: Standiard | Duration: Instant | Range: Reach
gainst 2 targets.

e
Success: Target/s suffer ¥2damage.
@ Success: Target/s suffer damage.

Grappling Technique

Action: Standiard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense againsta target,
Success: Target suffers damage + Grabbed

3 Success: Target suffers double damage + Grabbed + Pinned.

Hit & Run (Blunt) A [0]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense
against atarget.

Success: Target suffers damage + character can move % their
Run Speed for free.

2 Success: Target suffers double damage + Weapon Effect
(Blunt: Target is stunned for one round) + character can move
7 their Run Speed for free.
Snap Shooting [ [0}
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a single ranged Agility check vs the Agiiity defens-
esof two targets,

Success: Affected targets suffer /2 damage.

= Success: Affected targets suffer damage + Bleeding.

Attack Stance [ (]
Duration:

:: Concentration |

Effect: Double lhe character’s Melee ability bonus to damage.

heirbodly.If the character or the duplicate has
lost Health or Focus points, the original winds up with the average
‘absorb the dupiicate: When the char-
acter absorbs aduplicate, they gain all of the duplicate's memories.
Thisincludes any tags the duplicate may have gained on their own.
In the case of conflicting tags, the character's tags normally take
precedence over the duplicate’s, aithough its up to the Narrator
todetermine exactly how:

The character cannot absorb the memories of a dead dupli-
cate. Attempting to do so only traumatizes the character, knocking
them down to 1 Focus. Duplicates can also make duplicates, but
only the original character can absorb any of the duplicates, no
matter their source. When a Duplication or Absorbtion Trigger
occurs, the power activates whether they wish it to or not.
Inspiration ]

Action: Standard | Duration: 1round | Range: Earshot.
inearshot. Theally nallaction
checks until the start of the character's next turmn.

OTHER POWERS

3 Sturdy1@0.
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Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Honest

Gain trouble when making an Ego check that in-
volves telling a lie. However, gain an edge on any
friendly Ego (persuasion) checks in which they're
truthful.

Magic Item Reliance &

Scell: The character relies ona magically empowered
item for some or all of their powers. When they take
Health (or Focus) damage that would render them
unconscious (or demoralized), they can instead
choose to lose all of their magic-item-related pow-
ers and remain conscious with 1 point of Health (or
Focus) left.

Gear &Weapons
Scell (Mystic Sword) (Range: Reach)
Melee Damage Multiplier +2.
The wielder of this mystic sword must pay the Fo-
cus costs of their powers with their Health instead
of Focus.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Secret Identity,
Sorcerous, Supernatural.




Fast Attacks (Sharp) Ll [0}

stant |
vs Melee Dx

st 2 targets

‘within reach.
Success: Affected target/s suffer % damage.

ffected damage and this character
may make a bonus attack vs another target within reach.

Hit&Run (Sharp) [ [0}

stant

|

Effect: Moke o Me\ee attack with edge vs Melee Defense
against atarget.
Success: Target suffers damage + character can move ; their
Run Speed for free.
2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move % their Run
Speed for free.

Vicious Attack (Sharp) i o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Whirling Frenzy (Sharp) i (-]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Melee Defense of every target
within reach.

Success: Target suffers /2 damage.

2 Success: Target suffers damage + Weapon Effect (Sharp:
Target s bleeding).

Insplratlon %) (0]
\dard | Duration: 1round |
inearshot. T
checks until the start of the character's next tum.

Blink [ o
Action: Star

Trigger: The character is attacked.
Effect: The character teleports into a clear space they can see
or have been to, up to 4 spaces away. If someone was about to
attack them and they are now out of reach or line of sight, the
attack automatically fails. If they are still within reach or line of
sight, the attack has trouble instead.

Teleport 22 (0]
Action: Standard/Movement | Duration: Instant
Effect: The character teleports into a clear space they can see
or have been to, up to 40 spaces away. Outside of combat, the
character can teleport up to 4,000 spacesaway.

h.
n all action

: Instant

Teleport Together 1

Action: Star Duration: Instant
Trigger: The target is grabbed.

Effect: The character teleports, taking any person they are
touching \, into clear sp: ) r have been

to, up to 40 spaces away. Outside of combat, they can teleport
up to 400 spaces away. If the target does not wish to be tele-
ported, the character must grab them first.

(-]

Action: Reaction | Duration: Instant | Range: Reach

Trigger: Target is grabbed.

Effect: Make an Ego attack vs target's Resilience defense.
Success: Target suffers damage, and the character heals half
that much Health for themselves.

@ Target suffers damage, and the character heals that
much Health for themselves.
Riposte (Sharp) A [0}

Action: Reaction | Duration: Instant | Range: Reach,

Trigger: An enemy makes a close attack against the character
that fails.

Effect: Make a Melee Attack vs Melee Defense against target.
Success: Target suffers damage.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Iconlc Weaponl] (0]

. The Wielder of this mystic sword must pay the Focus costs
oftheir powers with their Health instead.

OTHER POWERS

£3  Flight10, Mighty 2 @, Sturdy 2 @.
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Big (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Interrogation
Gain an edge on Ego or Logic checks made when
asking questions.

Investigation

Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
ontheir next turn.

Situational Awareness
Gainan edge oninitiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Other Traits and Tags
Traits: Battle Ready, Connections: Military (Sentinel

Army).
Tags: All, Backup, Extreme Appearance, Public Identity,
Villainous.
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Elemental Barrage @ ®
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target's Resiience
defense.

Success: Affected targets suffer /2damage.

@ Success: Affected targets suffer damage + elemental type's
special effect.

Elemental Barrier @
\dard | Duration: Concentration | Range: 60 sp.

Effect: Tt for f their ele-
mentwithin range. Make an Agmty Attack vs Agilty Defense of
any targetinthe affected spaces. On afailure, the target choos-
s which side of the barrier they're on, The barrier provides 10
points of protection.

Success: Attacker chooses thesideof the barrier thefargetison.
@ Success: As success +element’s sps

Action: Standard | Duration: Concentration | Range: 10 sp.

Effect: Pick one power of another character in range and dupli-
cate it as if it was always yours. When using such a power, they
must pay any cost normally as well.

Copy Trait @7

Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Pick one trait of another character in range and dupli-
cateit. Youcan now useit as if it was always yours.
Disguise @L1

Action: Standard | Duration: Permanent | Range: Self.

Effect: Instantly alters appearance to appear as someone else.
TN to see through disguise equals Ego defense. If impersonat-
ing someone known to the target, they gain edge.

Elemental Protection 2 @8 (o]

Elemental Blast @ 0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage + el-
ement’s special effect.

Elemental Burst @ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect.

Clone Moves 8%

Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Pick another character within range and line of sight.
Duplicate all their powers selectable with the Special Training
origin and use them as if they were always yours. If the copied
powers have costs, you must pay the highest of them, or a min-
imum of 5 Focus. When using a copied power, you must pay
any cost normally as well.

Clone Powers @%%

Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Picks another character within range and duplicates all
of their powers. You can now use those powers as if they were
always your. If the target’s powers have costs, you must pay the
highest of them, or a minimum of 15 Focus. When using a cop-
ied power, you must pay any cost normally as well,

Copy Ability 8%

Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Pick one abilty score of another character in range and
duplicateit. You now se that abity scorein place of your own,

\dard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

Healing Factor @£ [0}
Action: Passive | Duration: Instant | Range: Seff.

Effect: At the end of this character’s turn, they regain Health
eequal to their Resilience Score.

OTHER POWERS

£ Accuracy 2@ 0, Discipline 3 @0, Flight 2 @
Mighty 2 @@, Sturdy 3 8, Uncanny 3 @
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Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gainan edge on any action checks required to
deal with fear.

Free Running
Gain an edge on Agility checks made to perform ac-
robatics during a movement action.

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes, Surprising Power
(Possession).

Tags: Black Market Access, Chaotic, Cursed, Ex-
treme Appearance, Heroic, Hounded, Public Identity,
X-Gene.
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Banging Heads [0}
i dard | Duration: Instant |

Effect: Make a Melee Attack vs the Melee Defense of two
eenemies within reach. If this attack fails against either target, it

fails entirely.
Success: Both targets suffer damage.
damage + prone.
Fast Strikes & o
dard | D stant |

Effect: Makea Melee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer /zdamage.
@ Success: Target/s suffer damage.

Flying Double Kick o
Action: Standard | Duration: Instant | Range: Reach

inglle cl e st 2 targets.
Success: Target suffers damage.
(2 Success: Target suffers double damage + Prone.
Hex Bolt & (-]

Action: Standard | Duration: Instant | Range: LOS

Effect: Make an Ego check vs target’s Agiiity defense.

Success: Target suffers damage.

2 Success: Target suffers double damage + gains trouble for
Tround.

Leg Sweep (]
Action: Standard | Duration: Instant | Range: Reach

Effect: Make a Melee Attack vs Melee Defense against atarget.
Success: Target suffers damage + Prone.

@ Success: Target suffers damage + Prone + Stunned for one
round.

Attack Stance
Action: Standard | Duration: Concentration | Range: Self
Effect: Double the character’s Melee ability bonus to damage.

Defense Stance

Action: Standard | Duration: Concentration | Range: Self
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Possession =

dard | Duration: Concentration | Range: LOS
Effect: Make an Ego check with trouble vs Ego defense of a
character who has no Focus left.
Success: Character takes over the target's body completely.
The character’s Ego defense is the target number for any

heck d th

someone with the possessed body, the target gets to make an
Ego check to end the possession. If the target has the Heroic
tag, they get an edge on the check. If the character attempts
to harm the possessed body, the target gets an edge on the
check. If they have the Heroic tag, they get a double edge.

. If the character attempt arm

Mind Reading [

Action: Standird | Duration: 1round | Range: Unlimited

Effect: Can read the thoughts of a single person with whom
they have established a Telepathic Link. Make a Logic check vs
target’s Logic defense.

Success: Can read the target's surface thoughts.

get the answer from the target’s mind

Telepathic Link 2

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwilling, make a Logic
check vs target's Vigilance defense. On a failure, the character
cannot attermnpt to communicate with the target in this way for
the rest of the day.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest
ofthe day.

Counterstrike Technique (5}
Action: Reaction | Duration: Instant | Range: Reach

Trigger: While Attack Stanceis active, aclose attack against this
character does damage.

Effect: The attacker also suffers half their regular damage
tothemselves.

Wallcrawling

Action: Passive | Duration: Permenant | Range: Self

Effect: Gain climb speed equal to Run speed. Under normal
conditions, they never lose their grip, no matter the angle of
the surface.

OTHER POWERS

&3 Discipline 10, Evasion @ Uncanny 10.

INOCTURNEN(EARTH:2182)
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Beguiling
The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Combat Reflexes

Gain one additional reaction each turn.

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Fearless
Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Dazzle = (-]
Action: Standard | Duration: Instant | Range: 20 sp.

Effect: Make an Ego check vs target's Vigilance defense.
Success: Target s Blinded for 1 turn.

@ Success: Target suffers damage + Blinded for 1turn.

Elemental Barrage (Energy) ¥ ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target's Resiience
defense.

Success: Affected targets suffer /s damage.

3 Success: Affected targets suffer damage + elemental type's
special effect (Energy: Blinds target for one round).

Elemental Blast (Energy) £ 0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agiity Attack with an edge vs target's
Agilty Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage +
element’ target for one round).

Elemental Burst (Energy) ¥ (0]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target's Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element's special
effect

ds target for one round).

Molecular Destabilization 2

\dard stant |
Effect: Make a close attack vs object their size or smaller.
Success: The object explodes. All targets within 2 spaces of the
object (except the character) suffer damage.
2 Success: As success, but all targets suffer double damage
ignoring Health DR.

Speed Blast 2

Action: Standard | Duration: Instant | Range: 10 spaces
Effect: Make aranged attack.

Success: Target is stunned for Tround.

@ Success: Target is stunned for 1round + Prone.

(]

(-]

lllumination =

Action: Standard | Duration: Concentration | Range: 50 sp.
Effect: The character iluminates one object or point in range
and line of sight, with bright light. The character can maintain
concentration on the effect even if they move out of range or
line of sight.

Blur’2

Action: Standard/Reaction | Duration: 1round | Range: Self.
Trigger: The character is attacked.

Effect: Any attacks against the character have trouble.

Catch Bullets 2
Action: Reaction | Duration: Instant | Range: Self.
Tﬂssef A ranged attack using physical projectiles (arrows,
made against the character—ora chx
w\lhln their character’s reach.
1 Agility check,
asthe target number.
Success: Attackis nullified.

ker's attack result

Blazing-Fast Fists 2
Action: Passive | Duration: Permanent | Range: Self.
Effect: The character has an edge on all Melee attacks.

Lightning Actions 2

Action: Passive | Duration: Permanent | Range: Seff.

Effect: The character has one extra standard action and one
extra reaction each turn. Additionally, they can turn their Mar-
vel die to a Fantastic success when making an initiative check.

SpeedRun2'2

Action: Passive | Duration: Permanent | Range: Seff.

Effect: Outside of combat, the character can move up to 50
times as fast as their increased Run Speed.

OTHER POWERS

£ Discipline 10, Flight 20, Sturdy 10.
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After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure, charge
towards attacker. If enemy is defeated, must charge
to attack the next closest foe. When Berserk, gainan
edge on all close attacks, add +2 to Melee, Resilience
and Ego defenses, and -2 Agiility defense. Cannot use
ranged weapons. At the end of the character’s turn,
lose 5 Focus. When unable to spend Focus or no en-
emies left, the condition ends.

Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Out of Shape

The character is considered one size smaller for the
purposes of lifting, carrying, swinging and throwing
things.

Situational Awareness
Gain an edge on initiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons

@ Adamantium claws (Range: Reach)
Melee Damage Multiplier +1.
Ignores1level of DR

Other Traits and Tags

Traits: Battle Ready, Connections: Military, Extraor-
dinary Origin.

Tags: Auditory Issues, Enemy: Hulk Gang, Enemy:
Sabretooth, Extreme Appearance, Heroic, Hounded,
Public Identity, Vision Issues, X-Gene.
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Fast Attacks (Sharp) @

Attack Stal

nce
dard | Duration: Con¢

dard stant
Effect: Make a Melee attack vs Melee Defense against 2 targets
within reach.

Success: Affected target/s suffer %; damage.

may
make a bonus attack vs another target within reach.

Focused Fury (Sharp) B/ (5.+]
\dard stant
Effect: Make a Melee attack with edge vs Melee Defense against a
target. Add +1Melee damage bonus per 2 Focus spent.
Success: Target suffers damage.
Success: Target
Targetis bleeding).

Furious Attacks (Sharp) @R [i02+]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against 2 targets
within reach.

Add 1o Melee damage bonus per 2 Focus spent.

Success: Target/s suffer ¥z damage.

@ Success: Target/s suffer damage + Weapon Effect (Sharp: Tar-
getis bleeding).

‘Weapor

Grappling Techn_ique 5]
ect: vs Melee D atarget.

Success: Target suffers damage + Grabbed.

@ Success: ed.

Hit & Run (Sharp) B [

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense against
atarget

Success: Target suiffers damage + character can move % their Run
Speedfor free.

@ Success: Target suffers double damage + Weapon Effect (Sharp:
Target /s theirR fr

Unstoppable Assault (Sharp) '!‘
Action: Standard

(]

Effect: D

ter

Combat Trickery L1 (]

|
Trigger: The character makes an attack.

Effect: Once per battle, when attacking targets of equal or higher
rank, checks automatically roll a 1on their & (cannot be affected
by trouble). If attacking multiple targets, al the targets must be of
equal or higher rank.

Exploit (Sharp) I'! 5]
1
igger: iccess with T+ damage.
g vstarget’ Defense.

Success: Target suffers damage + ignore Health DR.
@ Success: Target suffers double damage + ignores Health DR +
Weapon Effect (Sharp: Target s bleeding).

Riposte (Sharp)_lm [0}

|
Trigger: An enemy makes a close attack against the character
thatfails

kvs Melee D
Success: Tavgel suffersdamage.
Success: Target «
Targetis bleeding).

Healing Factor ] (0]
Action: Passive | Duration: Instant | Range: Self.
Effect: At the end of this character's tun, they regain Health equal

target

harp:

Defense of getwithin
this character's reach. If successful, may spend another 15 Focus to

totheir

Helghtened Senses1 3] o

Eachtarget car ick, but the chavac-

tor can confinue unti theirrun out of moverment, Focus, o trgets

Success: Target suffers % damage.
Success: ge

harp: Target
is bleeding).

Vicious Attack (Sharp) @R

Action: Standard | Duration: Instant | Range: Reach.
Melee D ata

Success: Target suffers damage.

DSuccess: Target

Targetis bleeding).

Whirling Frenzy (Sharp) @R (5]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Melee Defense of every target
within reach.

Success: Target suffers ¥ damage.
@ Success: ge

rget.

‘Weapor

Sharp: Target
is bleeding).

Effect: Senses things roughly twice as far away as normal. Gain
edge on Vigilance checks to perceive things, and enemies have

Iconic Weapon [1 (0]
Adamantium Claws.
«  +1Melee Damage multiplier.

R

« Ignores level of Di

OTHER POWERS

3 Brawling @,Reinforced Skeleton @, Uncanny 10.
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Gain an edge on any action checks required to deal
with fear.

Interrogation
Gain an edge on Ego or Logic checks made when
asking questions.

Investigation
Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
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d edge if made in a Forensics Lab.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Skeptical
People lying to this character gain trouble on their
Ego checks to persuade the character of something.

Other Traits and Tags

Traits: Battle Ready, Connections: Police, Connec-
tions: Super Heroes, Extra Occupation.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




R

Elemental Blast (Iron) £

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agiiity Attack with an edge vs target's
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + ele-
ment’s special effect (Iron: Pins target for one round)).

Elemental Burst (Iron) & o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Iron: Pins target for one round).

Elemental Push (Iron)
Action: Standiard | Duration: Instant | Range: LOS.
Effect: Make an Ego attack vs target's Aglhty defense.

o

Elemental Protection 3 (Iron) 2 (-]
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 30 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 30 points of damage, it destroys the
protection.

Elemental Reinforcement (Iron) i
Action: Reaction | Duration: Instant | Range: Self.
Trigger: Damage gets through an elemental power
Effect: The character can transfer any Health damage that gets
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

Elemental Sphere (Iron) i
Action: Standard/Reaction | Duration: Conc. | Range: 20 sp.
Trigger: The character s attacked or otherwise i canger

V]

e targetinar
success + . Prone+
element’s special effect (Iron: Pins target for one round).

Elemental Barrier (Iron) &

Action: Standard | Duration: Concentration | Range: 40 sp.
Effect: The character forms a wall (8 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. Onafailure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Iron: Pins
target for one round)

Elemental Grab (Iron) EZ

uration: Concentration | Range: 20 sp.
Effect: Make a raﬂged Ego attack vs target’s Melee defense.
Breaking free requires a successful Melee check against target
number 20.
Success: Character grabs the target with their element.
@ Success: Character grabs the target with their element +
Pinned + Suffer the element’s special effect (Iron: Pins target
for one round).

Inspiration £] (0]

Action: Standard | Duration: 1round | Range: Earshot.

arshot.

checks until the start of the character’s next turn.

Cost: Elemental Prc
Effect: The character envelops themselves—and any chosen
people—in a protective sphere comprised of their element.
When formed, make an Ego check vs Agility defense of
unwanted characters in the enclosed space. Attacks on the
sphere are against the character's Ego defense and acts as
character’s Elemental Protection power.
Success: Move any unwanted people within the sphere’s pe-
rimeter to spaces outside of the sphere.

but also suffer damag ents spe-
cial effect (Iron: Pins target for one round).
Elemental Suffocation (Iron) £ (-]

Action: Standard/Reaction | Duration: Instant | Range: Self.
Trigger: The target is grabbed with Elemental Grab.
Range: Varies
Effect: Make an Ego attack vs grabbed target's Resiience
defense.
Success: Target suffers damage.

Targetst Tt's special
effect (Iron: Pins target for one round). With elements that ar-
en'tsuited to suffocation, this power chokes the target instead.

OTHER POWERS

£3  Briliance1, Discipline 3@, Flight 2@, Uncanny 10.
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Fearless
Gain an edge on any action checks required to deal
with fear.

Free Running
Gain an edge on Agility checks made to perform ac-
robatics during a movement action.

Small
Add +1 to Melee and Agility defenses and -1 from
Run Speed.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Cursed, Heroic, Public
Identity, Supernatural.




Chain Strikes © Immovable X
i \dard | D i

stant | . Action: Reaction | Duration: Instant | Range: Self.
Effect: Make a Melee Attack with edge vs a target's Melee  Trigger: Character is knocked back/prone.
Defense. Effect: Reduce the knockback distance (equal to their Melee
Success: Target suffers damage. Defense) in spaces.

{2 Success: Target suffers damage and character may attempt

an additional Chain Strike attack.
Clobber i Pl OTHER POWERS

Action: Standird | Duration: Instant | Range: Reach. B Mighty 20, Sturdy 2.
Effect: Makea Melee attack vs a target's Melee Defense. hty 20, Sturdy
Success: Target suffers damage.

@ Success: Target suffers double damage + Prone.

Fast Strikes & (]
Action: Standard | Duration: Instant | Range: Reach.
gainst 2 targets.

Success: Target/s suffer /s damage.
@ Success: Target/s suffer damage.

Leg Sweep @ e
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee Attack vs Melee Defense against a target.
Success: Target suffers damage + Prone.

= Success: Target suffers damage + Prone + Stunned for one

round.
Defense Stance (]

dard | Duration: Concentration | Range: Reach.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.
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Audience
By making an Ego check, the character can persuade
their audience to provide help in the form of informa-
tion or resources. The Narrator determines the TN of
the Ego check based on the favor requested.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Situational Awareness
Gain an edge on initiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons

@ Mini-flamethrowers (Range:10)
Agility Damage Multiplier.
Uses the Elemental Burst (Fire) power

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Purifiers),
Extraordinary Origin.

Tags: Public Identity, Signature Weapon: Mini-flame-
throwers, Villainous.




Elemental Burst (Fire) B
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

= Success: Target suffers double damage + element’s special
effect (Fire: Sets target ablaze).

Vicious Attack (Sharp) i o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Inspiration £ (0]
Action: Standard | Duration: 1round | Range: Earshot.

earshot. T ion

in ly
checks until the start of the character’s next turn.
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Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Fearless
Gain an edge on any action checks required to deal
with fear.

Other Traits and Tags

Traits: Battle Ready, Connections: Criminal, Connec-
tions: Super Heroes, Extra Occupation.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, Streetwise, X-Gene.
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Elemental Blast (Fire) i 60
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + ele-
ment’s special effect (Fire: Sets target ablaze).

Elemental Burst (Fire) i o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target's Agiiity Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Fire: Sets target ablaze).

Elemental Grab (Fire) i

Action: Standard | Duration: Concentration | Range: 15 sp.
Effect: Make a ranged Ego attack vs target’s Melee defense.
Breaking free requires a successful Melee check against target
number 20.

Success: Character grabs the target with their element.

3 Success: Character grabs the target with their element +
Pinned + Suffer the element’s special effect (Fire: Sets target
ablaze).

Elemental Push (Fire) iZ

Action: Standiard | Duration: Instant | Range: LOS.

Effect: Make an Ego attack vs target’s Agility defense.

Success: Move the target inany direction, up to 3 spaces.
success + L ne+

element’s special effect (Fire: Sets target ablaze).

Elemental Barrier (Fire) i (]
Action: Standard | Duration: Concentration | Range: 30 sp.
Effect: The character forms a wall (6 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
anytarget inthe affected spaces. Onafailure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Fire: Sets
target ablaze).

Elemental Prison (Fire) !

Action: Standard | Duration: Concentration | Range: LOS.
‘Cost: Same as the character’s Elemental Protection power
Effect: The character picks a point within their line of sight and
traps any chosen targets within up to 15 spaces—in a prison
comprised of their element. When the Elemental Prison is
formed, the character makes an Ego check and compares the
rest st the 1se of targets inside the enclosed
spaces. Attacks against the prison are against the character’s
Ego defense. Any attacks against the prison are absorbed as
if made against the character's Elemental Protection power.
Success: Traps the target within the prison's perimeter.

@ Success: Traps the target within the prison’s perimeter + suf-
fer damage + element’s special effect (Fire: Sets target ablaze).

o

Inspiration ]
Action: Standard | Duration: 1round | Range: Earshot.

earshot.

checks until the start of the character's next turn.

Elemental Protection 2 (Fire) ! [o]
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

Elemental Sphere (Fire) (0 +]
Action: Standard/Reaction | Duration: Conc. | Range: 15 sp.
Trigger: The character is attacked or otherwise in danger.
Cost: Same as the character’s Elemental Protection power
Effect: The character envelops themselves—and any chosen
people—in a protective sphere comprised of their element.
When formed, make an Ego check vs Agility defense of
unwanted characters in the enclosed space. Attacks on the
sphere are against the character’s Ego defense and acts as
character’s Elemental Protection power.

Success: Move any unwanted people within the sphere’s pe-
rimeter to spaces outside of the sphere.

@ Success: As success but also suffer damage + elements spe-
cial effect (Fire: Sets target ablaze).

Wisecracker ] (]
Action: Reaction | Duration: Instant | Range: Reach,

Trigger: Succeeds in an attack on an enemy in earshot, or an
enemy in earshot fails anattack on them.

Effect: Make an Ego attack vs target’s Ego Defense.

Success: Target suffers damage to Focus.

@ Success: Target suffers double damage to Focus + Stunned
forTround.

OTHER POWERS

£1  Accuracy 10, Discipline 2 @.
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Fearless
Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.
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Elemental Barrage (Sound) ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target’s Resilience
defense.

Success: Affected targets suffer % damage.

@ Success: Affected targets suffer damage + elemental type's
special effect (Sound: Deafens target for one round)

Elemental Blast (Sound + Earth) 2 ©©
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage + ele-
ment’s special effect (Sound: Deafens target for one round; or
Earth: Target moves at half speed for one rounc).

Elemental Burst (Sound +Earth) 2 @
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Sound: Deafens target for one round; or Earth: Target
moves at half speed for one round)).

Elemental Grab (Earth) i (-}
Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Make a ranged Ego attack vs target’s Melee defense.
Breaking free requires a successful Melee check against target
number 20.

Success: Character grabs the target with their element.

2 Success: Character grabs the target with their element +
Pinned + Suffer the element’s special effect (Earth: Target
moves at half speed for one round).

Elemental Push (Sound + Earth) i
Action: Standard | Duration: Instant | Range: LOS.
Effect: Make an Ego attack vs target's Aglhty defense.
etargetinar

success + L Prone +
element’s special effect (Sound: Deafens target for one round;
or (Earth: Target moves at half speed for one round).

V]

Elemental Prison (Earth) i

Action: Standard | Duration: Concentration | Range: LOS.
Cost: Same as the character’s Elemental Protection power
Effect: The character picks a point within their line of sight and
traps any chosen targets within up to 20 spaces—in a prison
comprised of their element. When the Elemental Prison is
formed, the character makes an Ego check and compares the
results against the Agility defense of targets inside the enclosed
spaces. Attacks against the prison are against the character’s
Ego defense. Any attacks against the prison are absorbed as if
madeagainst the: characters Elernental Protection power.
Success:
@ Success: Traps the target wnthm the prison’s perimeter + suf-
fer damage + element’s special effect (Earth: Target moves at
half speed for one round).

o

Elemental Ricochet (Sound) &2
Action: Standard | Duration: Instant | Range: 40 sp.
Effect: Make a ranged attack vs target in line of sight.
Success: Taget suffers damage.
3 Success: Target suffers damage + character selects a new
target in line of sight and makes a new attack vs that target,
adding the new range to the previous attack's range. This can

o

an ot fantastic or runs out of range.
Supernova (Sound) i (5, +]

Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make an Ego check vs Resiience defense of every ene-
my within range. Add + to the character's Ego damage bonus
for every 2 points of Focus they spend.

Success: Affected target/s suffer haff total damage.

2 Success: Affected target/s suffer total damage + element's
special effect (Sound: Deafens target for one round).

Elemental Barrier (Earth) i (]
Action: Standard | Duration: Concentration | Range: 40 sp.
Effect: The character forms a wall (8 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. On a failure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success +element’s special effect (Earth: Target
moves at half speed for one round).

Inspiration ]
Action: Standard | Duration: 1round

o

ll action

rshot. y
checks until the start of the character’s next turn.

Elemental Protection 2 2

Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

OTHER POWERS

t3  Accuracy 10, Discipline 2 @.
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Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.
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Banging Heads 2 [0}
i \dard | Duration: nstant | .

Effect: Make a Melee Attack vs Melee Defense of two enemies

within reach, Ifether attack fals, both fail entirely.

Success: Targets suffers damage.

@ Success: Targets suffers damage + Prone.

Clobber 2 (]
dard | D

Effect: Make a Melee attack vs a target's Melee Defense.

Success: Target suffers damage.

2 Success: Target suffers double damage + Prone.

Ground-Shaking Stomp 2 o

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee check vs Agility Defense of every target
within 5 spaces.

Success: Target suffers half damage.

(D Success: Target suffers damage + Prone.

Smash 2

Action: Standard | Duration: Instant | Range: Reach.

Effect: Makes a close attack with edge. Add +1 to Melee dam-
age bonus per 2 Focus spent.

Success: Target suffers damage.

2 Success: Target suffers double damage + Stunned for 1round.

Clone Powers X 80
Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Picks another character within range and duplicates all
of their powers. You can now use those powers as if they were
always your. If the target’s powers have costs, you must pay the
highest of them, or a minimum of 15 Focus. When using a cop-
ied power, you must pay any cost normally as well,

Copy Power X e
Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Pick one power of another character in range and dupli-
cate it as if it was always yours. When using such a power, they
must pay any cost normally as well,

Dampen Power %

Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Choose one power from another character withinrange.
Makes an Ego attack against them.

Success: Tamp the power down. If the power has ranges or ef-
fective areas or durations, these are halved. If the power affects
adamage multiplier, subtract 1from the effect. The power can
no longer enjoy Fantastic successes. If the power has a Focus
cost, the character must also pay that cost to dampenit.

Shut Down Powers IX

Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Make an Ego attack vsatarget in range.

Success: Removeallof a target's powers, If the target's powers
have costs, the character must pay the highest of them, or a
minimum of 15 Focus.

Crushing Grip &

Action: Reaction | Duration: Instant | Range: Reach,
Trigger: Target is grabbed.

Effect: Make a Melee attack vs Resilience Defense of grabbed
target.

Success: Target suffers damage.

{2 Success: Target suffers double damage + Pinned.

Quick Toss I2

Action: Reaction | Duration: Instant | Range: Reach.
Trigger: A person the character can pick up is grabbed.
Effect: Throw the grabbed personat another target. Determine
range by Mighty power rank and the grabbed person's size.
Make ranged attack against a target. Failure inflicts damage
on thrown person after which they fall prone within 1space of
thetarget.

Success: Target also suffers damage.

(D Success: Target also suffers damage + Prone.

(-]

o

Steal Powers 2%
Action: Standard/Reaction | Duration: Conc. | Range: Reach.
Trigger: The target is grabbed.
VEgoattack
the target d take them as their

own. If target’s powers have costs, the character must pay the
highest of them, or aminimum of 15 Focus. When the character
uses apower, they must pay any cost normally as el

OTHER POWERS

) Flight 20,Mighty 30, Sturdy 20,

Note: In order to activate any of her Power Control powers,
Rogue must first grab or hit her target. If she spends her ac-
tion on this, she can still activate the power in question with a
reaction.
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Big (in Alternate Form; Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run ® 00 0 ¢
Speed, and increases reach to 2.

Fearless
Gain an edge on any action checks required to deal
with fear.

Gearhead
Gain an edge on Logic checks to figure out how any
machine works.

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Inventor
Gain an edge on Logic checks when creating or re-
pairing things.

MELEE DEFENSE MULTIPLIER
Scientific Expertise
5 14 +8 X7 Gain an edge on Logic checks made when dealing
e with scientific research. If they have Lab Access at the

MULTIPLIER time, gain a second edge.
+ YZ N | Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

DEFENSE
15 Other Traits and Tags _
Traits: Connections: Super Heroes, Extra Occupa-

VIGILANCE (Non-coma tion. .
Tags: Alternate Form (Sasquatch), Black Market >
- 5 '.'3 Access, Extreme Appearance (in Alternate Form),
Green Door, Heroic, Immunity: Gamma Radiation, "3

Lab Access, Public Identity, Radioactive, Vision Is-
£GO ( MULTIPLIER
sues.

DEFENSE MULTIPLIER

I 14 X5

AGILITY

RESILIENCE

DEFENSE

14




Bangmg Heads = [0}
stant |

Effect: Make a Melee Attack vs Melee Defense of lwo enemies

within reach, Ifether attack fals, both fail entirely.

Success: Targets suffers damage.

@ Success: Targets suffers damage + Prone.

Clobber &2 o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs atarget’s Melee Defense.
Success: Target suffers damage.

(3 Success: Target suffers double damage + Prone.

Ground-Shaking Stomp 22 o]
Action: Standird | Duration: nstant | Range: Reach.

Effect: Make a Melee check vs Agility Defense of every target
within 5 spaces.

Success: Target suffers half damage.

@ Success: Target suffers damage + Prone.

SmashZ o0
Action: Standard | Duration: Instant | Range: Reach.

Effect: Makes a close attack with edge. Add +1 to Melee dam-
age bonus per 2 Focus spent.

Success: Target suffers damage.

= Success: Target suffers double damage + Stunned for 1
round.

Unrelenting Smash ®
Effect: Make a Melee check vs Melee Defense of all enemies
inreach.

Success: Target suffers % damage.

(@ Success: Target suffers damage + Prone.

This character may then move up to Ysspeed then pay 15 Focus
to perform the attack again until they run out of speed or Focus.
Targets can only be affected once by this power per turn.

Crushing Grip & (5}
Action: Reaction | Duration: Instant | Range: Reach.

Trigger: Target is grabbed.

Effect: Make a Melee attack vs Resilience Defense of grabbed
target.

Success: Target suffers damage.

{2 Success: Target suffers double damage + Pinned.

Immovable I2 (]
Action: Reaction | Duration: Instant | Range: Reach,

Trigger: Character is knocked back/prone.

Effect: Reduce the knockback distance (equal to their Melee
Defense)in spaces.

Quick Toss I2 o
Action: Reaction | Duration: Instant | Range: Reach,

Trigger: A person the character can pick up is grabbed.

Effect: Throw the grabbed person at another target. Determine
range by Mighty power rank and the grabbed person’s size.
Make ranged attack against a target. Failure inflicts damage
on thrown person after which they fall prone within 1 space of
thetarget.

Success: Target also suffers damage.

2 Success: Target also suffers damage + Prone.

Healing Factor ] o
Action: Passive | Duration: Instant | Range: Sef

Effect: At the end of this character’s tum, lhe'y regain Health
equal to their Resilience Score.

OTHER POWERS

3 Brawling @, Brilliance 10, Mighty 3 @, Sturdy 3 0.
£ Jump2e0

SASQUATCH
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Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Dealmaker
Gain an edge on action checks that have to do with
making deals.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Enhanced Physique
Treat character as one size bigger for lifting, carrying,
swinging and throwing things.

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

Other Traits and Tags

Traits: Connections: Celebrities.

Tags: Hounded, Krakoan, Public Identity, Rich, Villain-
ous, X-Gene.
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Chain Stnkes [N
1Dy stant |

Battle PlanZl

Effect: Make a Melee Attack with edge vs a larget s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Elemental Barrage (Force) i ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target’s Resilience
defense.

Success: Affected targets suffer /damage.

2 Success: Affected targets suffer damage + elemental type's
special effect (Force: Target has trouble on all actions for one
round).

Elemental Blast (Force) i 0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agiiity Attack with an edge vs target's
Agilty Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + el
ement's special effect (Force: Target has trouble on all actions
for oneround).

Elemental Burst (Force) £ (]
Action: Standiard | Duration: Instant | Range: 10sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element's special
effect (Force: Target has trouble onallactions for one round).

Elemental Push (Force) i o
Action: Standard | Duration: Instan | Range: Self.
Effect: Mok an Egoattack v target's Agity defense.
etargetinar
success +
dements specl offact (Fovce: Target hae oble on all ac-
tions for one round).

Fast Strikes (]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Makea Melee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer Vs damage.

D Success: Target/s suffer damage.

Focused Strike

'dard | Duration: 1round | Range: Earshot.
Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character’s
next turn.

Combat Support El

Action: Standard | Duration: 1round | Range: Earshot.

Effect: Once per battle, the character chooses an ally in earshot.
If the ally makes an action check before the start of the charac-
ter’s next turn, the ally automatically rolls a1on their Marvel die,
and that die cannot be affected by trouble.

Defense Stance

Action: Standard | Duration: Concentration | Range: Self.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Focus Fire &l

Action: Standard | Duration: Concentration | Range: LOS.
Effect: The character calls out an enemy in line of sight and
inspires one or more allies of their choice in earshot, up to the
character’s Vigilance. They gain an edge on all action checks
against that enemy.

Inspiration ]

Action: Standard | Duration: 1round | Range: Earshot.
inearshot. Theally nallaction

checks until the start of the character's next turn.

Operations Center [l ®

Action: Standard | Duration: Concentration | Range: Earshot.
Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance defense. Affected al-
lies gain an edge on all action checks until the start of their next
turn. The character breaks concentration on this power if they
useamovement action.

Change of Plans [El e
Action: Reaction | Duration: 1round | Range: LOS.

Trigger: An ally has trouble on an action check.

Effect: The ally gains an edge on that action check.

Energy Absorbtion ]
Action: Reaction | Duration: Instant | Range: Self.
Trigger: The character suffers Health damage.

(-]

10, +]
Action: Standard | stant |

Effect: Make a Melee attack vs Melee Defense against a target.
/Add +1to Melee damage bonus per 2 Focus spent.

Success: Target suffers total damage.

2 Success: Target suffers double total damage + Stunned for
oneround.

y Healtt them Gafter applying
any DR),and add it to Focus instead. May increase Focus upto
double their regular maximum Focus. After combat, any extra
Focus gained fades away.

OTHER POWERS

&3  Briliance 10, Discipline 10.

SEBASTIANIS HAW,
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Determination
When demoralized, do not gain trouble on all ac-
tions.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

Situational Awareness
Gain an edge on initiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Unusual Size (Gigantic; Reach 20)
The character’s regular size is beyond those for small,
average or big (-3 Defense Modifier, +4 Damage Mul-
tiplier, 20 Size Multiplier).

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Sentinel
Army).

Tags: Al Extreme Appearance, Public Identity, Vil-
lainous.




Clobber @2 o
i dard | Duration: Instant | X

Effect: Make a Melee attack vs a target’s Melee Defense.

Success: Target suffers damage.

(2 Success: Target suffers double damage + Prone.

Elemental Barrage (Energy) @
Action: Standird | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target's Resiience
defense.

Success: Affected targets suffer /2damage.

3 Success: Affected targets suffer damage + elemental type's
special effect (Eneray: Blinds target for one round).

Elemental Blast (Energy) @5 (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agiity Attack with an edge vs target's
Agility Defense. Add +1to the character's Agilty damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage +
element inds target for one round).

Elemental Burst (Energy) @5 [0}
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

= Success: Target suffers double damage + element’s special
effect

ds target for one round).

Ground-Shaking Stomp @2 o
i dard i stant h.

Effect: Make a Melee check vs Agility Defense of every target

within 5 spaces.

Success: Target suffers half damage.
D Success: Target suffers damage + Prone.

0

h.
Effect: Makes a close attack with edge. Add +1 to Melee dam-
age bonus per 2 Focus spent.

Success: Target suffers damage.

@ Success: Target suffers double damage + Stunned for 1
round.

Crushing Grip @12 (5}
Action: Reaction | Duration: Instant | Range: Reach.

Trigger: Target is grabbed.

Effect: Make a Melee attack vs Resilience Defense of grabbed
target.

Success: Target suffers damage.

{2 Success: Target suffers double damage + Pinned.

Immovable @I (]
Action: Reaction | Duration: Instant | Range: Reach,

Trigger: Character is knocked back/prone.

Effect: Reduce the knockback distance (equal to their Melee
Defense)in spaces.

OTHER POWERS

) Accuracy 2 @0, Discipline 280, Flight 180,
Sturdy 280, Uncanny 180.
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Enduring Constitution
May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fearless
Gain an edge on any action checks required to deal
with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags
Traits: Connections: Super Villains.
Tags: Black Market Access, Mysterious, Villainous.




s oo 00
ceecee
s o000
cs e
» o000
ce oo
s o000
cee e

Telepathic Blast

Success: Target suffers damage to Focus.
@ Success: Target suffers double damage to Focus + Stunned for 1
round.

Astral Form 1 (-]

Effect: Can project an avatar into the Astral Plane, leaving their physical
IfRank 4+,

i
entform visible in the real world. Flight Speed 25.

Grand Mirage [

Effect:
in a Telepathic Network they st up who is also in the same locale. The
ndit

Memory Blip & (5]
Jnlimited,

Effect: Makes a Logic dveck Vs target's Logic defeﬂse to cause a tele-

inthe past

hour inlength. The resultof

TN ofaLogic check neededto recau the altered memory.

‘Success: The memories are forgotts

3 Success: As success + target has trouble on checks to recover such
memoriesinthe future.

Mind Interrogation & 5]
Jrirvitect
Effect: Delve into the mind of a single person with whom they have

established a Telepathic Link. This requires a Logic check vs target's
Logic defense.

Cloak =l ©  Success: Can aska single simple question and get the answer from the
i |Range:100sp. target's mind.

Effect: U o people B

inrange. TN to detect the character i the character’s Logic defense. Mirage &

Command [ (-] i IR Jniimited
Jniirmited. Effect: Creates a full-sensory mirage that affects any target with whom

Effect: Make a Logic check vs Logic defense of target st Telepathic Link. anything

Telepathic Link. If andit

it - fit the

check has double trouble onthe check. Orders [ e ©

uccess: i
Success Thelarget comples wih the order Effect: Gives an order to a target with whom they ve established a Tele-
pathic Link and who has no Focus left. Make a Logic check vs target's
againsthis eme arget Logic defense. The command must be to do something that can be
Domination & ) rless. If it the charac-
i :Unlimited v the check Ifit rget

Effect: Dominate a target w\th whom they've established a Telepathic ~ selves, the character has double trouble on lmcheck

Link. ft Make a Logic check Success: Target

getsL Theresult of -] 3

domination. role this power.

I . .
i check o end I arget hos Horce 120 they oot o cis o the choce Mind Reading &2 °

If the order would e the target to harm themselves, target gains

Action: Standard | Duration: 1round

they get
Success: Target order Effect: Can read the thoughts of a single person with whom they have
S Success: . established a Telepathic Link. Make a Logic check Vs target's Logic
defense.
against this same target.
o "o Success: Can read the target's surface thoughts.
Edit Memory 1 ® o 3 getthe
i Jniimited. answer from the target'smind
i ion
2] o
o ther memori IR Jnlimited.
Success: Memories successfully altered. » Telepathic Link
@ Success: Target has trouble on checks to refute such memories in Makesalogicc s
the future. Lo The result of s check is the
for any attempts by the target to end the possession. If the character
ESPEI o target getsto
i IR 00 make a Logic check to end the possession. If the target has the Heroic
Effect: Can sense the presence of others within range. This tells them K Ifthe

the person’s location and general status. It can also identify if they have

possessed body, the target gets an edge on the check I the target has
they get

not. If unwiling , makea L
each target's Vigilance defense.
Success: Target sensed.
2 Success: Target sensed + can identify the source of any powers the
target has.

Fool &1
Effect:

1005p.

The TN
tersLc Ifthe character
theother person, that person has an edge.

‘Success: Takes over the target’s body completely.

OTHER POWERS

3 Briliance 4@, Uncanny 3 0.
[ Telepathic Link @, Telepathic Network .

[SHADOWIKING)
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Clinician
Gain an edge on Logic checks to determine what is
medically wrong with someone they examine.

Fearless

Gain an edge on any action checks required to deal
with fear.

First Aid

Gain an edge on Logic checks to stop bleeding.
Font of Information

Gain an edge on Logic checks having to do with
knowledge.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags
Tags: Heroic, Public Identity, Sorcerous, Supernat-
ural.
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Bolts of Balthakk &

Action: Standard | Duration: Instant | Range: 20 sp.
in Ego check with edg get's Agility defense

inlineof sight. Add +1to Agility damage bonus for every 2 points

of Focus spent.

Success: Target suffers total damage.

@ Success: Target suffers double total damage + Stunned for

Tround.

Mists of Morpheus

dard | Duration: Concentration | Range: LOS.
Effect: Makes an Ego check vs target’s Vigilance defense.
Success: Target is Stunned and remains that way until concen-
trationends.
2 Success: Target falls asleep instead

Thunder @

Action: Standard | Duration: Instant | Range: 10 spaces

Effect: Make an Ego check vs Resilience defense of every char-
acter within range.

Success: Affected target/s is deafened.

@ Success: Affected target/s deafened + stunned for round.

Animal Communication [

Action: Standard | Duration: Concentration | Range: 1000 sp.
Effect: Can communicate telepathically with Mammals. They
can call out to them as a group, and they can communicate
specifically with ones they have met or at least seen.

Astral Form ™

Action: Standard | Duration: Concentration | Range: Self.
Effect: Can project an avatar into the Astral Plane, leaving their
physical body in a deep trance in the real world. If Rank 4+, can
take on a transparent form visible in the real world. Flight Speed
on Astral Plane = 20.

Control Weather 2 &

Action: Standard | Duration: Concentration | Range: 20 miles.
Effect: It starts to storm in an area up to 20 miles across, cen-
tered on the character. All ranges and all speeds are cut in half.

Dispel Spell

Action: Standard | Duration: Instant | Range: LOS.

Effect: Make an Ego check vs target’s Ego defense who uses a
magic power that requires concentration.

Success: Target's concentration on that power is broken.

@ Success: Target’s concentration is broken entirely.

Images of lkonn &

uration: Con

(-]

ntration | :

Effect: Create four (4) duplicates that start in the same space
as the character and instantly move into any open space up
to 2 spaces away. Duplicates can move up to 10 spaces away
from the character. Any successful attack destroys a duplicate.
Canuse power to see through someone else'sillusion (gives the
character a double edge on their Ego check).

Sense Supernatural &

Action: Standiard | Duration: Concentration | Range: 400 sp.
Effect: The character can reach out with their mindto sense the
presence of supernatural people, places or things within range.
Thistellsthemthelocation of the supernatural thing andiits gen-
eral status. If the taregt wishes to conceal themselves, make an
Ego check vs eachtarget's Vigilance defense,

Success: Character senses the target.

& Success: As success but character can also identify if the
target is cursed or demonic.

Summon Portal &

Action: Standard | Duration: Concentration | Range: Reach.
Effect: The character opens a glowing portal ina space next to
them that teleports anything that enters it between that space
and its destination. The character can close it at will,

Shield of the Seraphim &

Action: Standard/Reaction | Duration: Conc. | Range: Self.
Effect: Produce a magical shield that provides complete pro-
tection from physical damage that does 20 points of damage
or less. If attack does more than 20 points of damage, it de-
stroys the protection.

Winds of Watoomb & (g
Action: Standard/Reaction | Duration: Conc. | Range: 40 sp.
Trigger: Damage gets through the Shield of the Seraphim
Effect: Halve all movement by foes within 40 spaces. Can use
spell to push away smoke, mist or fog (if created by a power,
make an Ego check with an edge vs Ego defense of opposing
controller).
Success: Controller’s power ends.

s success + controller kr e.
Can use to reinforce Shield of the Seraphim where any Health
damage that gets through its protection can be transferred to
their Focus instead, leaving the Shield of the Seraphim intact.

OTHER POWERS

) Discipline20.
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Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Free Running
Gain an edge on Agility checks made to perform ac-
robatics during a movement action.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

Situational Awareness
Gain an edge on initiative checks.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Gear & Weapons
@ Dual Swords (Range: Reach)
Melee Damage Multiplier +2.

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, Signature Weapons: Dual
swords, Sorcerous, X-Gene.
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Banging Heads & [0}
\dr stant|

Effect: Make a Melee Attack vs the Melee Defense of two

enemies within reach. If this attack fails against either target, it

Whirling Frenzy (Sharp) i
Action: Standard | Duration: Instant | Range: Reach.
Effect: Make a Melee check vs Melee Defense of every target
within reach.

Success: Target suffers % damage.

2 Success: Target suffers damage + Weapon Effect (Sharp:
Target is bleeding).

fails entirely.
Success: Both targets suffer damage.
damage +prone.

Fast Attacks Sharp) I (]

( rp‘)m 1 Attack Stance ] 0

w Melee D st 2 targets d | Duration: Concentration | Range: Rea

within reach. vertelee aroet Effect: Double lhe character’s Melee ability bonus to damage
Success: Affected target/s suffer ¥ damage. Counterstrike Technique & Py

ffected damage and this character
may make a bonus attack vs another target within reach.

Fast Strikes & o

Action: Standard | Duration: Instant | Range: Reach.
vsMelee Defense agair

Success: Target/s suffer Vzdamage.

D Success: Target/s suffer damage.

Flying Double Kick [ o]
Action: Standard | Duration: Inslanl | Range: Reach.
st 2 targets.

2targets.

Success: Target: suffevs damage.
2 Success: Target suffers double damage + Prone.

Furious Attacks (Sharp) Tt 0
Action: Standard | Duration: Instant | Range: Reach.
vs Melee Defi inst 2 targets
‘within reach.
Add +1to b ¢

Success: Target/s suffer %2 damage
2 Success: Target/s suffer damage + Weapon Effect (Sharp:
Target s bleeding).

Hit & Run (Sharp) & [0]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense
against atarget.

Success: Target suffers damage + character can move % their
Run Speed for free.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move % their Run
Speed for free.

Leg Sweep (5]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee Attack vs Melee Defense against a target.
Success: Target suffers damage + Prone.

{2 Success: Target suffers damage + Prone + Stunned for one
round.

Vicious Attack (Sharp) i o
Action: Standard | Duration: Instant | Range: Reach.
Effect: Make a Melee attack vs Melee Defense against atarget.
Success: Target suffers damage.

= Success: Target suffers double damage + Weapon Effect
(snarpc Target s bleeding).

Action: Reaction | Duration: Instant | Range: Reach,

Trigger: While Attack Stanceis active, a close attack against this
character does damage.

Effect: The attacker also suffers half their regular damage to
themselves.

dar Concentration | Range: Reach.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.
Do This All Day
Action: Standard | Duration: Instant | Range: Reach.
Effect: Heal 2 points of Health for every point of Focus spent.

Summon Portal &
Action: Slandard | Duration: Concentration | Rangef Reach.
Effect: Th,

to
them that teleports anything that enters it belween that space
andits destination. The character can close it at will,

Riposte (Sharp) [0}
Action: Reaction | Duration: Instant | Range: Reach.

Trigger: An enemy makes a close attack against the character
that fails.

Effect: Make a Melee Attack vs Melee Defense against target.
Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

OTHER POWERS

&3 Accuracy 10, Brilliance 10, Mighty 3 @, Sturdy 2 0.

SHATNERSTAR
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Gear & Weapons
@ Katana (Sword) (Range: Reach)
Melee Damage Multiplier +2.

Other Traits and Tags

Traits: Battle Ready, Connections: Criminal (Yakuza),
Extraordinary Origin.

Tags: Black Market Access, Hounded, Krakoan,
Public Identity, Signature Weapon: Katana (Sword),
Streetwise, X-Gene.




R

Chain Strikes

Effect: Make a Melee Attack with edge vs a target's Melee Defense.
Success: Target suffers damage.

@ Success: Target suffers damage and character may attempt an
additional Chain Strike attack.

Elemental Burst (Energy) & (o]
Action: Standard | Duration: Instant | Range: 10 sp.

Agility rget's Agility Defense.
Success: Target suffers damage.
@Success: Target suffers dot
(Energy: Blinds target for one round).

Fast Attacks (Sharp) [0}

Attack Stance = (]
iration: Cc

Eﬁect: D ’s Melk

Defense Stance (]

dard | Duration: Concentration
Effect: Any close attacks made against the character have trouble
untilthis character s successfuly attacked.

Elemental Infusion (Energy) & (5]

Action: Standard | Duration: Concentration | Range: Seff.

Effect: The character infuses their energy into a handheld weapon

in their grasp. When the character gets a Fantastic success attack-
9 3

Effect: Make a Melee attack vs Melee Defense against 2 targets
‘withinreach.
Suceess Affected target/s suffer % damage.

ttack

Fast Strikes (]
Action: Standard | Duration: Instant | Range: Reach.

Mel telee D 2targets.
Success: Target/s suffer s damage.
2 Success: Target/s suffer damage.

Focused Fury (Sharp) | (5 +]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense against a
target. Add +] Melee damage bonus per 2 Focus spent.

target:

8]
Action: Standard | Duration: 1 round | Range: Ear
Effect: Inspire an ally in earshot. The ally gains edge on all action
checks unti the start of the character's next tun.

Ex_ploit (Sharp) A e
| h

cess with sesamin 1+ damage.
Effoct Mok a Meloa ttacks target's Resilience Defense.
Success: Target suffers damage + ignore Health DR
@ Success: Target suffers double damage + ignores Health DR +
Weapon Effect (Sharp: Target s bleeding).

o

f inst target.

Success: Target suffers damage. Riposte (Sharp) A
Success: Target P | X
Target s bleeding). Trigger: An enemy makes a close attack against the character
. thatfails
Focused Strike Lo+
Action: Standard | Duration: Instant | Range: Reach. Success: Target suffers damage.
ick vs Melee Dx atarget Add  msyccess: Target

+1to Melee damage bonus per 2 Focus spent
Success: Target suffers total damage.

@ Success: Target suffers double total damage + Stunned for one
round

Hit & Run (Sharp) /A [0}
Eﬁeu:t.Make a Melee attack with edge vs Melee Defense against

atarget.
Success: Target suffers damage + character can move ¥z their Run

Speedforfree.
@Success: Target: P (Sharp:
Targetisbleeding; theirR free.
Leg Sweep & (5}
Action: Standard | Duration: Instant |Ran9e Reach.

instatarget.

Success: Target suffers damage + Prone.
@ Success: Target suffers damage + Prone + Stunnedfor one round.

Vicious Attack (Sharp) /it [0}

vs Melee Defer
Success:Target suffers damage.

insta target.

Success: Tar P
Targetis b\eedlng)

Targetis bleeding).

OTHER POWERS

t3  Discipline10, Sturdy 10.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Investigation

Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Elemental Blast (Sound) i

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agiiity Attack with an edge vs target's
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + el
ement’s special effect (Sound: Deafens target for one round).

Elemental Burst (Sound) i o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2@ Success: Target suffers double damage + element’s special
effect (Sound: Deafens target for one round).

Elemental Ricochet (Sound) &2 (1]

Action: Standard | Duration: Instant | Range: 30 sp.

Effect: Make aranged attack vs target n line of sight.

Success: Taget suffers damage.

@ Success: Target suffers damage + character selects a new

target in line of sight and makes a new attack vs that target,

adding the new range to the previous attack’s range. This can
an ot fantastic or runs out of range.

Elemental Barrier (Sound) ! (]
Action: Standard | Duration: Concentration | Range: 30 sp.
Effect: The character forms a wall (6 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. Onafailure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.
Success: Attacker chooses the side of the barrier the target is on.
Assucc 1t (Sound: Deaf-

enstarget for one round).

Elemental Protection 2 (Sound) i [o]
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

OTHER POWERS

) Accuracy 2@, Discipline 10, Evasion 0, Flight 2.




RUN / CLIMB / SWIM / FLY

5 3 3 20

Combat Reflexes

Gain one additional reaction each turn.

Enhanced Physique
Treat character as one size bigger for lifting, carrying,
swinging and throwing things.

Fearless
Gain an edge on any action checks required to deal
with fear.

God Heritage
Gain an edge when dealing with something that they
are the god of.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

MELEE MULTIPLIER
Other Traits and Tags
5 + 7 xs Traits: Connections: Super Heroes.
e Tags: Black Market Access, Heroic, Public Identity, Su-
MULTIPLIER pernatural.
1} +4 |RZ]
DEFENSE

VIGILANCE ] (Non-comaan
EGO ] DEFENSE MULTIPLIER
c

DEFENSE MULTIPLIER

DR: -

AGILITY

DEFENSE

14

n x4
u
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Elemental Blast (Ice) 60
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character's Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage +
element’s special effect (Ice: Paralyzes target for one round).

Elemental Burst (Ice) & o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target's Agiiity Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect (Ice: Paralyzes target for one round).

Elemental Grab (Ice) !

Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Make a ranged Ego attack vs target’s Melee defense.
Breaking free requires a successful Melee check against target
number 20.

Success: Character grabs the target with their element.

3 Success: Character grabs the target with their element +
Pinned + Suffer the element's special effect (Ice: Paralyzes
target for one round).

Control Fog i
Action: Standard | Duration: Concentration | Range: Self
Effect: Create. fogforupto100 \em that

blocks alline of sight beyond 10 spaces. They can also dispel
anyfoginasimilar area.

Control Weather 2 & o]
Action: Standard | Duration: Concentration | Range: Self
Effect: It starts to storm in an area up to 20 miles across, cen-
tered on the character. Allranges and all speeds are cut in half.

Disguise 1 [0}
Action: Standard | Duration: Permanent | Range: Seff

Effect: Instantly alters appearance to appear as someone else.
TN to see through disguise equals Ego defense. If impersonat-
ing someone known to the target, they gain edge.

Elemental Barrier (Ice) (]
Action: Standard | Duration: Concentration | Range: 40 sp.
Effect: The character forms a wall (8 spaces across) of their ele-
ment within range. Make an Agility Attack vs Agility Defense of
any target in the affected spaces. On a failure, the target choos-
es which side of the barrier they're on. The barrier provides 10
points of protection.

Success: Attacker chooses the side of the barrier the target is on.

ss +elerr +

target for one round).

Postcognition 18

Action: Standard | Duration: Instant | Range: Seif

Effect: The character can sense what happened to a particular
person, place or item within their reach—includiing themselves—in
the past six hours. If analyzing a person, they sense events from
the target's perspective, using that person's senses. If the person
is unconscious, dead or otherwise senseless at any point during
that time, the character cannot sense anything at those points
either If analyzing a place, the character can sense everything that
happened in that place over that period of time, using their own
senses. It seems to the character as if they are standing in their
current location and position. If analyzing an item, the character
senses how the item was affected or used over that period of
time, no matter where it was located or how it moved. They can
sense things as if the item had their senses. The character can
fast-forward and rewind through the period of time and stop at
interesting parts, allowing them to play out in real time.

Weather Chill &

Action: Standard | Duration: Concentration | Range: Seff
Effect: The temperature in an area roughly a mile across falls
aslowas O°F.

Shape-Shift L] o

i \dard/Reaction | D
Trigger: The character is attacked or otherwise in danger.
Effect: Change into another form no more than one size bigger
or smaller than their regular form. Gain access to any natural
abilities of that form (i.e. bird = fiy).

Heightened Senses 1L (0]
Action: Passive | Duration: Permanent | Range: Self

: things roughly twice as far 1. Gain
edge on Vigilance ive things, and
trouble on checks th the character.

OTHER POWERS

£3  Flight10, Mighty 2 @, Sturdy 2 @.
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Beguiling
The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Fearless
Gain an edge on any action checks required to deal
with fear.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Alternate Form (crystalline form), Black Market
Access, Extreme Appearance (in alternate form), He-
roic, Hounded, Krakoan, Mentor: Emma Frost, Public
Identity, X-Gene.
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Telepathic Blast 22

Action: Standard | Duration: Instant | Range: LOS.
Effect: Make a Logic attack vs target in line of sight.
Success: Target suffers damage to Focus.

(@ Success: Target suffers double damage to Focus + Stunned
for1round,

Astral Form 1

Mind Reading [
Action: Standird | Duration: 1round | Range: Unlimited.
Effect: Can read the thoughts of a single person with whom
they have established a Telepathic Link. Make a Logic check vs
target’s Logic defense.

Success: Can read the target's surface thoughts.

get the answer from the target’s mind

Mirage &

Acmn Standard | Duration: Concentration | Range: Unlimited.
ry mirage that affectsany target with
whom mey have established a Telepathic Link. The mirage can
be of anything the character desires, and it can move freely.

Link 2

(]
Action: Standard | Duration: Concentration |
Effect: Can project an avatar into the Astral Plane, leaving their
physical body in a deep trance in the real world. If Rank 4+ can
take onatransparent form visible in the real world. Flight Speed
onAstral Plane =15.

Bump Power 2% (5 +]
Action: Standard | Duration: Concentration | Range: 5 sp.
Effect: Pick one power from another character within range
and boost it. If the power has ranges or effective areas or du-

rations, tt If the poy Jlti-
plier, add 1to the effect. Any effects that normally happen with
a Fantastic success automatically happen on any success, not
just a Fantastic one. If the power has a cost, the character must
pay it as well, with a minimum of 5 Focus.

Command £l (5]
Action: Standard | Duration: 1round | Range: Unlimited.
Effect: Make a Logic check vs Logic defense of target with an
existing Telepathic Link. Give a command they can complete
in a single action. If it can harm someone, the check has trou-
ble. If it can harm the target, the check has double trouble on
thecheck.
Success: The target complies with the order.

s success + gains an edge the next time they use
this power against this same target.

Information Upload 1 (5}
Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Transmit a tag, trait, or any information of their own to
a target with whom they have a Telepathic Link—willing or not.
The label lasts until the target sleeps.

Memory Blip &
Action: Standard | Duration: Permanent | Range: Unlimited.
Effect: Makes a Logic check vs target’s Logic defense. to cause
a telepathically linked target to forget something that's hap-
pened in the past hour. This gap can be up to an hour inlength.
The result of the check is the TN of a Logic check needed to
recall the altered memory.
Success: The memories are forgotten.

\S success + targ o
er suchmemories in the future.

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwiling, make a Logic
check vs target's Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
therestof the day.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character ot for the rest
ofthe day.

Telepathic Network 1

Action: Standard | Duration: Concentration | Range: Unlimited.
Effect: Can communicate telepathically with a group of willing,
linked people, each of whom they have met or seen before. The
group can number up to 15 people. There is no limit to the dis-
tance of the communication, as long as everyone involved is in
the same dimension.

OTHER POWERS

3]

Brilliance 10, Sturdy 10, Uncanny 10.

AHEISTEPEORDICUCKOO
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Combat Reflexes

Gain one additional reaction each turn.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Fearless
Gain an edge on any action checks required to deal
with fear.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.
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Bangmg Heads [l [0}

Effect: Make a Meloe Attack vs the Meloe Defense of two enemics
‘within reach. If this attack fails against either target, it fails entirely.
Success: Both targets suffer damage.

‘damage +pr

Elemental Barrage (Fire) i ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of sight.
The attack can affect every enemy within 10 spaces of that. Make a
single Ego check vs each target's Resilience defense.

Success: Affected targets suffer ¥z damage.

= Success: Affected targets suffer damage + elemental type's spe-
cial effect (Fire: Sets target ablaze).

Elemental Blast (Fire) E! 0
Action: Standard | Duration: Instant | Range: 10 sp.
gty Attack Agility

Defense. AGd +1to the character’s Agiity damage bonus for every
2points of Focus spent.
st

@ Success: Affected target suffers double total damage + ele-
ment’s special effect (Fire: Sets target ablaze).

Elemental Burst (Fire) i (]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target's Agility Defense.
Success: Target suffers damage.

Elemental Barrier (Fire) i
Action: Standard | Duration: Concentration | Range: 40 sp.
Effect: theirelement

ithin rang ity D y target
inthe affected spaces. Onafailure, the target chooses which side of
thebarrier they reon. The barrer provices 10 pofntsf protection.

the barrier the target ison.

=Success. As success + element’s special effect (Fire: Sets target
ablaze).

Elemental Protection 2 (Fire) (1]
Action: Standard/Reaction | Duration: Conc. | Range: Self.
Trigger: The character is attacked or otherwise in danger.

Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or less are
instantly absorbed, and the protection continues. If an attack does
more than 20 points of damage, t destroys the protection.

Elemental Reinforcement (Fire) 2~ O
Action: Reaction | Duration: Instant | Range: Self.
Trigger: D:

o
Effect: The character can transfer any Health damage that gets
througt that grar their
Focus instead, leaving the protection intact.
Elemental Sphere (Fire)

Action: Standard/Reaction | Duration: Conc | Range: 20 sp.
Trigger:
o

@ Success: Target suffers dot
(Fire: Sets target ablaze).

Elemental Push (Fire) i [1i0]
ActlmLSIandard | Duration: \nslantIRange LOS.

Sucoess Move the target in any direction, up to 4 spaces.

Effect: The character envelops themselves—and any chosen
people—in a protective sphere comprised of their element. When
formed, make an Ego check vs Agilty defense of unwanted char-
acters in the enclosed space. Attacks on the sphere are against
the character's Ego defense and acts as character's Elemental
Protection power.

et
dlement ablaze) tospaces outside of the sphere.
As success but also suffer damage + elements special
Fast Strikes @  effect (Fire: Setstarget ablaze).
Action: Standard | Duration: Instant | Range: Reach.
Vs N D 2targets.
Success: Target/s suffer Y2 damage.
@Success: Target/s suffer damage.
Supernova (Fire) i ®0  Elemental Form (Fire) ! [}
Action: Standard | Duration: Instant | Range: 10 sp. | ent|
Effect: Make an Ego check vs Resiience defense ofeveryenemy Effect: The character's body is made entirely of their element, which

ithin range. Add +1 to the character

upply of their element to use and makes them

Whenthey have at least 1 Health—which

2points of Focus they spend. essentially unkillable. When they lose all their Health, their form loses
Success: half
@ Success: Affected ffe lement's spe- r time, normall

cial effect (Fire: Sets target ablaze).

Defense Stance
Action: Standard | Duration: Concentration | Range: Self.
Effect: cl h

until this character is successfully attacked.

gain back! nre-form.

OTHER POWERS

t3  Discipline 2@, Flight 2 @.
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DEFENSE

15

DEFENSE

13

VIGILANCE

EGO

Logic

DEFENSE

14

DEFENSE

13

MULTIPLIER

x4

MULTIPLIER

x5

MULTIPLIER

MULTIPLIER

x4
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes.
Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.




Banging Heads [0}
i \dard | Duration: Instant |

Effect: Make a Melee Attack vs the Melee Defense of two

enemies within reach. If this attack fails against either target, it

fails entirely.
Success: Both targets suffer damage.
damage + prone.
Fast Strikes & o
Action: Standard | Duration: Instant | Range: Reach.
vsMelee Defenseagainst 2 targets.

Success: Target/s suffer /zdamage.
D Success: Target/s suffer damage.

Clone Moves o0
Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Pick another character within range and line of sight.
Duplicate all their powers selectable with the Special Training
origin and use them as if they were always yours. If the copied
powers have costs, you must pay the highest of them, or a min-
imum of 5 Focus. When using a copied power, you must pay
any cost normally as well.

Clone Powers X

Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Picks another character within range and duplicates all
of their powers. You can now use those powers as if they were
always your. If the target’s powers have costs, you must pay the
highest of them, or a minimum of 15 Focus. When using a cop-
ied power, you must pay any cost normally as well,

Copy Ability %

| Duration: Concentration | Range: 10 sp.
Effect: Pick one ability score of another character in range and
duplicateit. You now use that ability score in place of your own

Copy Power %

Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Pick one power of another character in range and dupli-
cate it as if it was always yours. When using such a power, they
must pay any cost normally as well,

Defense Stance (]
Action: Standard | Duration: Concentration | Range: Self.
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Combat Trickery L1 (5}
Action: Reaction | Duration: Instant | Range: Varies.

Trigger: The character makes an attack.

Effect: Once per battle, when attacking targets of equal or
higher rank, checks automatically roll a 1on their @ (cannot be
affected by trouble). If attacking multiple targets, all the targets
must be of equal or higher rank.

Slow-Motion Dodge [1 o
Action: Reaction | Duration: Instant | Range: Self.

Trigger: Enemy makes an attack vs this character's Agility
defense.

Effect: The enemy gains trouble on the attack.

OTHER POWERS

3 Accuracy 10, Discipline 10, Uncanny 10,




o TALISMAN

RUN / CLIMB / SWIM / FLY

6 3 3 24

S & TRA

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

First Aid
Gain an edge on Logic checks to stop bleeding.

Magic Item Reliance &

Coronet of Enchantment: The character relies on a
HEALTH magically empowered item for some or all of their
powers. When they take Health (or Focus) damage
that would render them unconscious (or demoral-
ized), they caninstead choose to lose all of their mag-
ic-item-related powers and remain conscious with 1
point of Health (or Focus) left.

MELEE Y MuLTIPLER Presence
I +'| X 4 Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
— things for them.
AGILITY oerense W(TEIEN Y MULTIPLIER
Quick Learner
5 1 5 "'5 X4 If the character fails an action check, they gain an
) edge on the check if they try the same action again

ontheir next turn.

Other Traits and Tags —

DEFENSE
1 2 Traits: Connections: Super Heroes.
Tags: Black Market Access, Heroic, Public Identity, Sor-

VIGILANCE (Non-comsa cerous, Supermatural. ~
+3

DEFENSE MULTIPLIER

17 x7

DEFENSE MULTIPLIER

12 x4
|
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Bolts of Balthakk &

Action: Standard | Duration: Instant | Range: 20 sp.
in Ego check with edg get's Agility defense

inlineof sight. Add +1to Agility damage bonus for every 2 points

of Focus spent.

Success: Target suffers total damage.

@ Success: Target suffers double total damage + Stunned for

Tround.

Icy Tendrils of Ikthalon =

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make an Ego check vs target’s Agility Defense.
Success: Target suffers damage.

{2 Success: Target suffers double damage + Paralyzed.

Thunder @ (]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make an Ego check vs Resilience defense of every char-
acter withinrange.

Success: Affected target/s is deafened.

{2 Success: Affected target/s deafened + stunned for 1round.

Astral Form ™ (]

(-]

Sense Supernatural &

Action: Standiard | Duration: Concentration | Range: 400 sp.
Effect: The character can reach out with their mindto sense the
presence of supernatural people, places or things within range.
Thistellsthemthelocation of the supernatural thing andiits gen-
eral status. If the taregt wishes to conceal themselves, make an
Ego check vs eachtarget's Vigilance defense,

Success: Character senses the target.

& Success: As success but character can also identify if the
target is cursed or demonic.

Summon Portal &

Action: Standard | Duration: Concentration | Range: Reach
Effect: The character opens a glowing portal in a space next to
them that teleports anything that enters it between that space
and its destination. The character can close it at will

Shield of the Seraphim & o
Action: Standard/Reaction | Duration: Conc. | Range: Reach.
Effect: Produce a magical shield that provides complete pro-
tection from physical damage that does 20 points of damage
or less. If attack does more than 20 points of damage, it de-
stroys the protection.

Winds of Watoomb &
Action: Slandard/Reaclm | Duration: Conc. | Range: 40 Sp.
h the Shield of

Action: Standard | Duration: Concentration |
Effect: Can project an avatar into the Astral Plane, leaving their
physical bodly in a deep trance in the real world. If Rank 4+, can
take onatransparent form visible in the real world. Flight Speed
on Astral Plane = 24.

Control Weather 2 & (o]
| Duration: Concentration|

Effect: It starts to storm in an area up to 20 m\\es across, cen-
tered on the character. Allranges and allspeeds are cutin haf.
Dispel Spell

(-]
Action: Standard | Duration: Instant | Range: LOS
Effect: Make an Ego check vs target's Ego defense who uses a
magic power that requires concentration.
Success: Target's concentration on that power is broken.
Target

Images of lkonn &

Action: Standard | Duration: Concentration | Range: 2 sp.
Effect: Create four (4) duplicates that start in the same space
as the character and instantly move into any open space up
to 2 spaces away. Duplicates can move up to 10 spaces away
from the character. Any successful attack destroys a duplicate.
Can use power to see through someone else'sillusion (gives the
character

vtheir Ego check).

Effect: Haive all movement by foes within 40 spaces. Can use
spell to push away smoke, mist or fog (if created by a power,
make an Ego check with an edge vs Ego defense of opposing
controller).
Success: Controller's power ends.

success +controller
Can use to reinforce Shield of the Seraphim where any Health
damage that gets through its protection can be transferred to
their Focus instead, leaving the Shield of the Seraphim intact.

OTHER POWERS

£ Discipline 3@, Flight 10.
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x3
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Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Situational Awareness
Gain an edge on initiative checks.

Sneaky

Gain an edge on Agility checks when sneaking
around. Enemies have trouble on Vigilance checks
to detect the character when the character is invisible
or hiding.

Other Traits and Tags

Traits: Connections: Super Villains.

Tags: Black Market Access, Hounded, Krakoan, Pub-
lic Identity, X-Gene.




Chain Strikes (-]
i dard | Duration: Instant

Effect: Make a Melee Attack with edge vs a target’s Melee

Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt

an additional Chain Strike attack.

Elemental Burst (Air + ChemicaD 2 @
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agilty Attack vs target's Agity Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special
effect (Air: Target is knocked prone for one round; or Chemical:
Thetargetis corroding).

Fast Strikes
Action: Standard | Duration: Instant | Range: Reach
gainst 2targets.

Success: Target/s suffer /s damage.
@ Success: Target/s suffer damage.

Slip Free %

Action: Reaction | Duration: Instant | Range: Self
Trigger: The characteris grabbed or pinned.
Effect: The character is not grabbed or pinned.

Additional Limbs (Tongue) 1 o
Action: Passive | Duration: Permanent | Range: Self

Effect: Lift objects, use tools or otherwise take actions that nor-
mally require the use of a hand. Also grants an edge in Melee
and Agility checks.

Extended Reach 1(Tongue Only) &
Action: Passive | Duration: Permanent | Range: Self
Effect: Reach is x 4 normal.

Heightened Senses 111 o
Action: Passive | Duration: Permanent | Range: Self

Effect: Senses things roughly twice as far away as normal. Gain
edge on Vigilance checks to perceive things, and enemies have
the character.

o

trouble on checks th

Speed Swim 2 [0}
Action: Passive | Duration: Permanent | Range: Self

Effect: Multiply the character’s regular Swim Speed by their
rank (3) to get their new Swim Speed. Outside of combat, they
canmove three times as fast.

Wallcrawling

Action: Passive | Duration: Permenant | Range: Self

Effect: Gain climb speed equal to Run speed. Under normal
conditions, they never lose their grip, no matter the angle of
the surface.

OTHER POWERS

t3 Accuracy1@.
o Jumple.




AGILITY

VIGILANCE

DEFENSE
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DEFENSE
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DEFENSE

14

DEFENSE

14

MULTIPLIER

x4

MULTIPLIER

x4

MULTIPLIER

x4

MULTIPLIER

x4
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RUN / CLIMB / SWIM / GLIDE

5 4 3 10

Combat Reflexes

Gain one additional reaction each turn.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fearless
Gain an edge on any action checks required to deal
with fear.

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Gearhead
Gain an edge on Logic checks to figure out how any
machine works.

Infector: Transmode Virus
The character caninfect a target with the Transmode
Virus.

Stranger
Gain trouble on checks made when trying to deci-
pher such things or when trying to pass themselves
offasalocal.

Other Traits and Tags

Traits: Connections: Outsiders, Extraordinary Origin.
Tags: A, Alien Heritage, Extreme Appearance, He-
roic, Hounded, Krakoan, Powerful, Public Identity,
X-Gene.
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Reverse Punch T
d Dot

Effect: Makes a close attack with edge.
Success: Full damage.
@ Success: Double full damage + stunned for 1round

Disguise 1 (0]
Action: Standard | Duration: Permanent | Range: Self.

Effect: Instantly alters

TN to see through disguise equals Ego defense. If |mpersonat»
ing someone known to the target, they gain edge.

Stilt Steps %2

Action: Movement | Duration: Concentration | Range: Self.
Effect: The character's Run Speed doubles, as does their Climb
Speed.

Body Sheet %2 ®
Action: Standard/Reaction | Duration: Conc. | Range: Self
Trigger: The character falls or is the target of an attack.

Effect: Gain Health Damage Reduction 3, but cannot make at-
tacks. Gain Glide Speed equal to double Run Speed.

Body Sphere T3

(-]

Coiling Crush T
Action: Reaction | Duration: Instant | Range: Reach.
Trigger: The character grabs an enemy.

Effect: Make a Melee attack. During the character’s subsecuent
turns, they can spend their movement action to make a Melee
check against the enemy’s Resilience. If this succeeds, they in-
flict damage. On a Fantastic success, they do double damage
instead. Paralyzed enemies may attempt to break free (Melee
check vs Melee defense).

Success: Target is Paralyzed,

@ Success: Target suffers damage + Paralyzed.

Leech Life®

Action: Reaction | Duration: Instant | Range: Reach,
Trigger: Target is grabbed.

Effect: Make an Ego attack vs target's Resilience defense.
Success: Target suffers damage, and the character heals half
that much Health for themselves.

@ Success: Target suffers damage, and the character heals that
much Health for themselves.

Shape-ShiftL]

Action: Standard/Reaction | Duration: Permenant | Range: Seff
Trigger: The character is attacked or otherwise in danger.
Effect: Change into another form no more than one size bigger
or smaller than their regular form. Gain access to any natural
abilties of that form Gie. bird = iy).

Slip Free %

Action: Reaction | Duration: Instant | Range: Reach.
Trigger: The character is grabbed or pinned
Effect: The character is not grabbed or pinned.

Environmental Protection [ o
Action: Passive | Duration: Permanent | Range: Self.
Effect: Not harmed by intense cold or heat, the pressure of the

o

Action: Standard/Reaction | Duration: Conc. |
Trigger: The character/ally target of an attack.
Effect: Form into a sphere and protect up to four (4) alles
Those inside gain Health Damage Reduction 3 against outside
attacks, but cannot move until released. Alternateively, f attack-
er ), make Agilft vs. target's Agility dlefer
Success: Target is Grabbed.

@ Success: Target is Grabbed + Pinned.

Bounce Back Z (]
Action: Reaction | Duration: Instant | Range: Sel

Trigger: The character suffers damage: fromafallof isknocked
prone.

Effect: The fall doesn't damage the character. If they are prone,
they stand up. If they'd like, they can also jump a number of
spaces, up to their Run Speed.

Brain Drain =

Action: Reaction | Duration: Instant | Range: Reach

Trigger: The target is grabbed.

Effect: Make an Ego attack vs target's Vigilance defense.
Success: Target suffers damage to Focus and character heals
half that much Focus themselves.

2 Success: Target suffers damage to Focus and character
heals that much Focus themselves.

el theinter f space.

Extended Reach 2%
Action: Passive | Duration: Permanent | Range: Self.
Effect: Reachis x 10 normal.

Flexible Bones 2%

Action: Passive | Duration: Permanent | Range: Self.

Effect: Gain Health Damage Reduction 2 and double edge on
Agility checks for contortion and escape.

Flexible Fingers T2

Action: Passiv | Duration: Permanert | Range: St

Effect: With a star th anal

pick any lock that requires a physical key. They can also shape
their hands to form almost any other kind of simple tool.

Rubberneck %

Action: Passive | Duration: Permanent | Range: Self.

Effect: May move their head away from their bodly, up to their
reach, to estabiish aline of sight to a target.
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RUN / CLIMB / SWIM / FLY

5 3 3 15

Combat Reflexes

Gain one additional reaction each turn. ® 00 0

Determination R
When demoralized, do not gain trouble on all ac- §* © © ©

o [ininininl
Fearless
Gain an edge on any action checks required to deal

with fear.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Gear & Weapons
@ Vibranium Daggers (Range: Reach)

MELEE CLEEES Melee Damage Multiplier +2.
5 +7 | R3] Other Traits and Tags
N— Traits: Connections: Super Heroes.

MULTIPLIER Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, Signature Weapon: Vibranium

+2 x3 Daggers, X-Gene.

AGILITY

DEFENSE

12

DEFENSE

13

vnaluncs (Roncomen B
N
: o0 ] ﬁ [ MULTIPLIER

DEFENSE MULTIPLIER

[NON-COMBAT!

I 13 X3
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Clobber 2
Action: Standard | Duration: Instant | Range: Reach.
Effect: Make a Melee attack vs a target's Melee Defense.
Success: Target suffers damage.

S Success: Target suffers double damage + Prone.

Banging Heads 2 o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee Attack vs Melee Defense of two enemies
within reach. Ifether attack fals, both fail entirely:

Success: Targets suffers damage.

@ Success: Targets suffers damage + Prone.

Fast Attacks (Sharp) & [0}

o

Crushing Grip &
Action: Reaction | Duration: Instant | Range: Reach

Trigger: Target is grabbed.

Effect: Make a Melee attack vs Resilience Defense of grabbed
target.

Success: Target suffers damage.

= Success: Target suffers double damage + Pinned.

Heightened Senses 1] o
Action: Passive | Duration: Perm_anent | Range: Reach.

l. Gain

dard stant h.
Effect: Make a Melee attack vs Melee Defense against 2 targets
within reach.
Success: Affected target/s suffer s damage.

damage and this character
may makea bonus attack vs another target within reach.

SmashZ

Action: Standard | Duration: Instant | Range: Reach.

Effect: Makes a close attack with edge. Add +1 to Melee dam-
age bonus per 2 Focus spent.

Success: Target suffers damage.

= Success: Target suffers double damage + Stunned for 1
round.

Vicious Attack (Sharp) i o
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

3 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

things roughly
edge on Vigilanc ,
trouble on check they make tosneak past the character.

OTHER POWERS

£ Flight 2@, Mighty 2 @, Sturdy 2.




o o s .

WILD CHILD

After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure, charge
towards attacker. If enemy is defeated, must charge
to attack the next closest foe. When Berserk, gainan
edge on all close attacks, add +2 to Melee, Resilience
and Ego defenses, and -2 Agiility defense. Cannot use
ranged weapons. At the end of the character’s turn,
lose 5 Focus. When unable to spend Focus or no en-
emies left, the condition ends.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal

DR: -1 with fear.

Situational Awareness

MELEE LI R Gain an edge on initiative checks.
5 +7 | RE Gear & Weapons
N——/ @ Claws(Range: Reach)
MULTIPLIER
+ x3
DEFENSE

3
- EEE
™
1 EGE

DEFENSE MULTIPLIER

Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Extreme Appearance,
Hounded, Krakoan, Public Identity, X-Gene..

AGILITY

RESILIENCE

DEFENSE

16

I 10 X3
|




Fast Attacks (Sharp) /it (]
Action: Standard | Duration: nstant | Range: Reach.
inst 2 targets

within reach.
Success: Affected target/s suffer ¥ damage.
D Success: Affected target/s suffer damage and this character

Exploit (Sharp) /A

Action: Reaction | Duration: Instant | Range: Reach,
Trigger: Fantastic Success with Melee and causes a min 1+
damage.

Effect: Make a Melee attack vs target’s Resilience Defense.
Success: Target suffers damage + ignore Health DR.

may mak

Focused Fury (Sharp) & (5 +]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense
against a target. Add +1 Melee damage bonus per 2 Focus
spent.

Success: Target suffers damage.

3 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

another target

Furious Attacks (Sharp) A Lo +]
Effect: Make a Me\ee attack vs Melee Defense. agalns! 2targets
‘within reach.

Add +1to Melee damage bonus per 2 Focus spent.
Success: Target/s suffer % damage.

@ Success: Target/s suffer damage + Weapon Effect (Sharp:
Target s bleeding).

Hit & Run (Sharp) /A (0]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack with edge vs Melee Defense
against atarget.

Success: Target suffers damage + character can move % their
Run Speed for free.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move % their Run
Speed for free.

Vicious Attack (Sharp) i

Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

3 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Whirling Frenzy (Sharp) /A e
\dard | stant

Effect: Make a Melee check vs Melee Defense of every target

‘within reach.

Success: Target suffers ¥ damage.
@ Success: Target suffers damage + Weapon Effect (Sharp:
Target s bleeding).

Target suffers double damage + ignores Health DR
+Weapon Effect (Sharp: Target s bleeding).

Riposte (Sharp) A [0}
Action: Reaction | Duration: Instant | Range: Reach,

Trigger: An enemy makes a close attack against the character
that ails.

Effect: Make a Melee Attack vs Melee Defense against target.
Success: Target suffers damage.

3 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Healing Factor ] [0}
Action: Passive | Duration: Instant | Range: Self.

Effect: At the end of this character’s tum, they regain Health
equal to their Resilience Score.

Heightened Senses 111 [0}
Action: Passive | Duration: Permanent | Range: Seff.

Effect: Senses things roughly twice as far away as normal. Gain
edge on Vigilance checks: things,and enemi
trouble on checks they make to sneak past the character.

OTHER POWERS

t3  Brawling @ Mighty 1@, Uncanny 10.
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After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure, charge
towards attacker. If enemy is defeated, must charge
to attack the next closest foe. When Berserk, gainan
edge on all close attacks, add +2 to Melee, Resilience
and Ego defenses, and -2 Agiility defense. Cannot use
ranged weapons. At the end of the character’s turn,
lose 5 Focus. When unable to spend Focus or no en-
emies left, the condition ends.

Big (In Alternate Form) (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

Combat Reflexes

Gain one additional reaction each turn.

Fearless
Gain an edge on any action checks required to deal
with fear.

Situational Awareness
Gain an edge on initiative checks.

Gear & Weapons
@ Claws (Range: Reach)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Alternate Form (werewolf/wolf), Black Market
Access, Extreme Appearance (in alternate form),
Heroic, Hounded, Krakoan, Public Identity, X-Gene.




Fast Attacks (Sharp) /it (]
Action: Standard | Duration: Instant | Range: Reach.
A fer inst 2 targets

within reach.
Success: Affected target/s suffer ¥ damage.
D Success: Affected target/s suffer damage and this character

Exploit (Sharp) /A
Action: Reaction | Duration: Instant | Range: Reach,

Trigger: Fantastic Success with Melee and causes a min 1+
damage.

Effect: Make a Melee attack vs target’s Resilience Defense.
Success: Target suffers damage + ignore Health DR.

may mak another target within reach.
Furious Attacks (Sharp) | i+
Action: Standard | Duration: Instant | Range: Reach.

Melee Defe st 2 targets
‘within reach.

/Add +1 to Melee damage bonus per 2 Focus spent.

Success: Target/s suffer % damage.

2 Success: Target/s suffer damage + Weapon Effect (Sharp:
Target s bleeding).

Hit & Run (Sharp) /A [0}
i \dard | Duration: Instant |

Effect: Make a Melee attack with edge vs Melee Defense

againstatarget.

Success: Target suffers damage + character can move % their
Run Speed for free.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move % their Run
Speed for free.

Vicious Attack (Sharp) i (]
Action: Standard | Duration: Instant | Range: Reach.

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Whirling Frenzy (Sharp) i
Action: Standard | Duration: Instant | Range: Reach.

(-]

Effect: Make a Melee check vs Melee Defense of every target
‘within reach.

Success: Target suffers ¥z damage.

2 Success: Target suffers damage + Weapon Effect (Sharp:
Target s bleeding).

Target suffers double damage + ignores Health DR
+Weapon Effect (Sharp: Target s bleeding).

Healing Factor ] (0]
Action: Passive | Duration: Instant | Range: Seff.

Effect: At the end of this character’s turn, they regain Health
equalto their Resilience Score.

Heightened Senses 111
Action: Passive | Duration: Permanent | Range: Self.

ings roughly twice as far 1. Gain
edge on Vigilance checks to perceive things, and enemies have
the character.

trouble on checks th

OTHER POWERS

£1 Evasion @ Mighty 10, Sturdy 2 @.




