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BLOOD AND VIGILANCE

INTRODUCTION

Welcome to Blood and Vigilance, the d20 Modern version of Vigilance, superhero d20. Bringing
superheroes to the d20 game has always been an interest of mine, and while the original Vigilance (in total
modesty) did an excellent job of that, it was felt that a new edition was needed, one which would allow
seamless use of the rest of the Blood line (Blood and Relics, Blood and Fists, Blood and Guts, and Blood
and Guts: the War on Terror- who says this isn’t the age of the shameless plug?) and, by extension, all the
fine d20 Modern products available from a growing list of companies.

While the original Vigilance strove to bring all of comicdom to you in one easy to heft book (ok, it was
electronic, but those disks can be heavy), Blood and Vigilance presents a series of more focused books,
which can be used separately to provide one element of superheroic adventures to your d20 Modern game,
or together to present the entire universe of powers and abilities found in the stories from which these
books will be drawn. This first installment focuses on characters with inborn abilities, such as mutants, and
provides origins, powers, and disadvantages with that in mind. Future installments will focus on gadgets
and vehicles, magic and extra-dimensional adventures, and pre-generated characters and campaign models
to aid Blood and Vigilance Game Masters.

Blood and Vigilance begins with Origins, the source of a character’s power. This edition of Blood and
Vigilance presents the Advanced Training, the Alien, the Artificial Life, the Cybernetic Enhancement,
the Freak Accident, the Jinx, the Mutant, and the Scientific Experiment. Following this are the advanced
classes, which consist of: Acrobat, Brick, Energy Projector, Gangster, Mastermind, Mentor, Psychic, and
Speed Demon. Following the classes, a selection of new feats are offered, and then we come to the heart of
this installment of Blood and Vigilance, the superpowers themselves. Following the powers you will find
a collection of disadvantages, which serve to make your life more troublesome and interesting all at the
same time (they also help you earn a little extra hard-won experience points for that trouble). Following the
Disadvantages section, an entire chapter is offered for the Game Master of Vigilance, including advice on
setting up a superheroic campaign, campaign models, new rules for superhero styled combat, including a
section on the environment, and some pregenerated NPCs

Author’s Note: Vigilance is a game focusing on characters with powers and abilities far beyond those of
normal men and women. Care and the GM’s discretion should be used before including the material found
in this book in your d20 modern campaign, just as care should be used before the inclusion of any other
brand of FX abilities, such as Magic or Psionics, in a d20 Modern game. Every attempt has been made to
balance the classes and feats found in this book with classes from other sourcebooks, so that your characters
may use classes and feats from multiple sources. However, introducing the powers and origins found in this
sourcebook into a different type of campaign will alter that campaign significantly.

However, because some intrepid soul always walks a different path (you know who you are, yeah you, in
the back), advice for integrating material found in this book may be found in the Game Master section of
this book.
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CHAPTER /: CHARACTERS

CHAPTER : CHARACTERS

ORIGINS

An origin is what separates superheroes and villains
from normal people like you and I, even from heroic
characters normally the focus of d20 Modern games
like Blood and Fists and Darwin’s World. Although
Origins function much like races in other d20 games,
each origin covers a much broader spectrum of
characters. This is your chance to really cut loose and
be creative. The more elaborate and creative your
origin the better. Work with the GM, and things can
get really interesting. Perhaps your arch-nemesis
was involved in your origin, maybe even a relative.
You character’s origin should resonate through your
adventures. It provides the context for why you
adventure, why you seek to bring justice to the night.
The list of Origins presented here is by no means
exhaustive, and future Vigilance products will provide
you with more origins to choose from when creating
your character, tied in with the theme of each book (so
the upcoming equipment book will focus on origins
appropriate to technologically themed characters).

ADVANCED TRAINING

You have received training beyond the ability of a
normal to comprehend. Either at the hands of an
agency (such as U.S.H.E.R.); alone in the mystical
mountains of Tibet; or in an obscure dojo in suburbia,
where it was just you and a Sensei, you have honed
your mind and body to be the dream of justice, or the
nightmare of villainy.

Bonus Feats: You gain a bonus feat at first level
(for three total plus starting feats for class and
occupation), and every fourth level thereafter.

BLOOD AND VIGILANCE

Bonus Skill Points: You gain 4
bonus skill points at first level, and 1
bonus skill point each level thereafter.

Honed Abilities: As you rise in
level, you get to add a point to the ability
of your choice every 2 levels, rather than
the usual point every 4 levels.

Power Points: None. Despite your
extensive training and skills, which allow
you to function as a hero, you are not a
superhuman.

Point of Origin: You may select any two
skills and add them to your permanent class
skill list.

ALIEN

You are not human. You may be a traveler
from another world. Your stay on Earth may be
temporary, as part of an exploration mission, or
it may be permanent, either due to the destruction
of your homeworld, or being stranded here due
to a malfunctioning starship. You may have
even been abandoned on primitive Earth as a
punishment.

Alien Race: You will encounter other members of
your race during the course of play. Some of these
will be friends, and some will be foes. Any starting
powers and abilities you take when generating your
character may be used by the GM in the creation of
aracial template to create similar members of your
race as the game progresses (in other words- the GM
might decide you are a typical member of a race
entirely comprised of beings with powers and abilities
far beyond those of mortal men- or that you are as
atypical for your racial type as an Earth-born mutant
is among humanity).

Racial Abilities: +2 to an ability of your
choice.

Point of Origin: Life Support and one
movement power (Flight, SuperLeap,
SuperRun, SuperSwim) are always class
powers for you regardless of class.

Power Points: You begin with 12
power points at first level, and gain 3
power points each level thereafter.

Disadvantages: You must take the

Enemy Disadvantage (DSR 2) at first

level. This enemy will be a member

of your race, and will be created using
the racial template your GM makes
based on your starting character. This
disadvantage may never be removed or
reduced below DSR 2.

ARTIFICIAL LIFE

You were created, not born. Whether the product
of the science of robotics, biogenics, cloning, or
something even more bizarre, your birthplace
was the laboratory, and science and scientists
are your father and mother. Although your
heritage gifts you with superhuman powers and
abilities, you are devoid of an understanding of

the most basic human experiences; of

“p“‘"\ running and playing, or love and loss,

of the essential nature of the born beings
that surround you and work with you in your
quest to bring justice to the world.

Enhanced Abilities: +2 to an ability of your
choice.

Powers: Superhuman Strength, Superhuman
Intelligence, and Life Support are always class powers
for you regardless of class.

Power Points: You begin with 12 power points
at first level, and gain 3 power points each level
thereafter.

J“’“bi
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Disadvantages: You must take the Forbidding
Demeanor Disadvantage (DSR 2) at first level. This
disadvantage may never be removed or reduced below
DSR 2.

CYBERNETIC ENHANCEMENT

You were born human, but have since been enhanced
by technology integrated into your body. This
integration is fragile, however, which causes you to be
vulnerable to magnetic and electrical attacks.

Enhanced Abilities: +2 to an ability of your choice,
or +2 to two abilities and —2 to one ability.

Powers: The ability or abilities you enhance
when you create your character are automatically
class powers for you. In other words, if you chose to
modify Strength and Intelligence, then Superhuman
Strength and Superhuman Intelligence would be
added to your permanent class skill list.

Power Points: You begin with 12 power points
at first level, and gain 3 power points each level
thereafter.

Disadvantages: You must take Vulnerability to
either Magnetism or Electricity (DSR 2) at first level.
This disadvantage may never be removed or reduced
below DSR 2.

FREAK ACCIDENT

Your powers are the product of a bizarre confluence
of events. Perhaps you were doused in toxic waste,
which was then hit by lightning; or an injection

of an experimental serum combined with a near-
death experience as villains, wanting the serum for
themselves, riddle your body with bullets; or any of a
number of other possible circumstances.

Enhanced Abilities: +2 to one ability of your
choice, or +4 to one ability, chosen randomly. If an
ability is randomly chosen, the Superhuman ability
power for that ability is added to your permanent class
powers list.

Power Points: You begin with 12 power points

at first level, and gain 3 per level after that.
Alternately, you may choose to gain 4d6
power points at first level, and 3 thereafter.
Point of Origin: As your body recovers
from the ordeal of its transformation, your
nature will be mutable and volatile. Any
power selected at first or second level is
added to your permanent class powers list.
The accident that created you is forever
a link that could lead a character to your
identity. A Research check (DC 30) will
reveal that you were at the accident, and an
Investigate check (DC 30) will reveal that
you were changed as a result of that accident.

JINX

You are a jinx. That’s what the racist slang
for “your kind” is. Those cursed with
mutation are bad enough, but a jinx, so
named because you truly must have the worst
luck imaginable, doesn’t even get any fancy
abilities to go along with it. Not to speak

of anyway. Mostly what you get is people
crossing the street to avoid you.

Enhanced Abilities: +2 to one ability of
your choice.

Jinx Culture: As a victim of intense racial
prejudice, you tend to stick to your own kind
and have a strong support network among
your fellow jinxes. You receive the Home Turf feat
for free, and receive a mutant or jinx contact every 5
levels (a low-level contact at first level, a mid-level
contact at 5™ level, and a high level contact at 10 15%
and 20" levels).

Power Points: You have 12 power points at first
level, and you gain none thereafter. While you
possess minor mutant abilities, you will never attain
the high levels of power available to the more lucky
members of your race. However, due to the wild,
unpredictable nature of aberrant mutation, you may

spend up to 8 power points on one power.

Power Stunts: While you were not gifted with
great amounts of power, you are used to making the
best of what you have, and so you continue to gain
power stunts at odd levels, just as other characters do.
Unlike other characters, however, you may trade in
Stunts at levels 1, 6, and 12 for a bonus feat instead.
Disadvantages: You must take either the Prejudice
Disadvantage (DSR 4), or the Hideous Appearance
Disadvantage (DSR 2) and the Prejudice Disadvantage
(DSR 2) at first level. Your prejudice disadvantage
may never be removed or reduced below DSR 2.
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MUTANT

Mutants. The children of the atom they call you.
The racists call you a “jinx” and the jinxes call you
an Uncle Tom. For whatever reason you have been
blessed (cursed?) with powers that appeared before
you were old enough to handle them, and have

marked you as different for the rest of your life. What

you do with those powers is up to you.
Enhanced Abilities: +2 to one ability of your
choice
Power Points: 16 at first level, 3 per level
thereafter.

Power Stunts: When your powers first appear, they
seem wild and hard to control. As a result, you do not
get a power stunt at first level. However, at 39 level

and beyond you gain a power stunt normally.

Point of Origin: Mutants come in all shapes
and sizes. Indeed, if the scientific experiment is the
defining origin of the silver age of comics, it could

be argued that the mutant is the defining origin of the
modern age of comics. You may select one power and

add it to your permanent class powers list.
Disadvantages: You must take the Prejudice
disadvantage (DSR 2) at first level. Your prejudice

disadvantage may never be removed or reduced below

DSR 2.

SCIENTIFIC EXPERIMENT

You were involved in a scientific experiment gone
awry, and in a one-in-a-million stroke of fate, you
were given extraordinary abilities.

Enhanced Abilities: +2 to one ability of your
choice

Power Points: You begin with 12 power points at

first level, and gain 3 per level thereafter.

Scientific Knowledge: You were at that experiment

for some reason. Maybe you were the scientist
conducting the experiment, his assistant, or even

BLOOD AND VIGILANCE

an innocent bystander. Whatever your role in the
experiment that gave you your powers, you went to
see the experiment or be a part of it because of a love
of science (even if it’s only a hobby and your day job
is photography). Add 2 Knowledge or Craft skills to
your permanent class skill list.

Point of Origin: Scientific Experiment covers a
vast array of heroes. Nine out of ten silver age heroes
are the result of some form of scientific experiment.
You may pick any two powers central to your origin
and add them to your permanent class powers list.

In addition, the experiment that created you, as
a product of science, might be replicated. On a
Research skill check (DC 35), the processes that gave
you your powers are discovered. If a Knowledge skill
check (DC 35) succeeds (exactly which knowledge
skill needed for this check will be determined by
the GM in keeping with your origin), a character
may give himself powers similar to yours. Usually,
this character will be a villainous NPC. You may
undertake this journey yourself, having no need to
make the Research skill check, and gaining a +5
on the Knowledge check. Succeeding at this check
allows you to pass your powers on to others. The
allows new characters with similar-themed powers to
enter the campaign, at the starting level appropriate to
the campaign style chosen by the GM.

CLASSES

In this chapter you will find the information to use the
core modern rules classes, both basic and advanced,
with Vigilance. Also provided are a selection of new
advanced classes, including: Acrobat, Brick, Energy
Projector, Gangster, Mastermind, Mentor, Psychic,
and Speed Demon.

BASIC CLASSES

All basic classes from the core rulebook are suitable
for Vigilance campaigns. The class powers of each
class are detailed below. Class powers work in the
same fashion as class skills, costing one skill point per
rank, and maxing out at 3+character level. Cross class
powers cost 2 skill points per rank and max out at half
the level of a class power.

As you peruse the class power lists for the basic and
advanced classes, the astute among you will notice
that many powers appear on no one’s class power
list. These powers are rare, or not easily mastered.
Remember, however, that the “point of origin” ability
granted by each character’s Origin allows you to add
powers of your choice to your permanent class powers
list. This allows you to take a power central to your
character concept and master it. The overall effect is
that a power that appears on none of the class power
lists is a power that characters will rarely “dabble” in.

Strong Hero: Aura (Physical), Beast Form,

Claws, Damage Touch, Growth, Super Leap, Super
Swimming, Superhuman Strength.

Fast Hero: Blast (Physical or Energy), Control
(pick one), Danger Sense, Enhanced Senses,
Ensnaring Attack, Superhuman Dexterity, one
movement power (Flight, Super Leap, Super Running,
Super Swimming).

Tough Hero: Absorption, Armor, Aura (Physical),
Deflection, Density Increase, Life Support,
Regeneration, Superhuman Constitution.

Smart Hero: Control (pick one), Danger Sense,
Invisibility, Force Field, Photographic Reflexes,
Plasticity, Shrinking, Superhuman Intelligence.

Dedicated Hero: Aura (Psychic), Blast (Psychic),
Flight, Force Field, Power Detection, Superhuman
Wisdom, Telekinesis, Telepathy.

Charismatic Hero: Danger Sense, Ensnaring
Attack, Invisibility, Mimic, Mind Control, Probability
Manipulation, Superhuman Charisma.
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ADVANCED CLASSES

ADVANCED CLASSES
FROM OTHER SOURCES

Just as the basic classes from the core rulebook are
appropriate for Vigilance games, so are the advanced
classes. In fact, one of the reasons for this supplement
is to allow you to use all the wonderful Modern
products for your superhero gaming. Below are the
class powers for appropriate advanced classes from a
number of sources.

CORE RULES

Soldier: Armor, Claws, Flight, Invisibility, Life
Support, Regeneration, Sonar, Superhuman Charisma,
Superhuman Dexterity.

Martial Artist: Damage Touch, Danger Sense,
Desolidification, Enhanced Senses, Super Leap,
Super Running, Superhuman Dexterity, Superhuman
Wisdom.

Gunslinger: Absorption, Aura (energy), Blast,
Deflection, Ensnaring Attack, Stunning Attack,
Superhuman Constitution, Superhuman Dexterity.

Infiltrator: Danger Sense, Desolidification,
Enhanced Senses, Ensnaring Attack, Invisibility,
Mimic, Superhuman Charisma, Superhuman
Intelligence.

Daredevil: Danger Sense, Enhanced Senses,
Ensnaring Attack, Probability Manipulation (Good
Luck), Sonar, Superhuman Constitution, Superhuman
Dexterity, Superhuman Wisdom.

Bodyguard: Armor, Danger Sense, Deflection,
Enhanced Senses, Ensnaring Attack, Regeneration,
Superhuman Constitution, Superhuman Wisdom.

Field Scientist: Blast, Control (any two), Flight,
Force Field, Life Support, Superhuman Intelligence,
Superhuman Wisdom..

Techie: Blast, Control (any two), Flight, Force
Field, Life Support, Superhuman Intelligence,
Superhuman Wisdom.

Field Medic: Absorption, Deflection, Drain,
Empathic Healing, Ensnaring Attack, Healing Touch,
Superhuman Intelligence, Superhuman Wisdom.

Investigator: Danger Sense, Enhanced Senses,
Ensnaring Attack, Life Support, Power Detection,
Stunning Attack, Superhuman Dexterity, Superhuman
Intelligence.

Personality: Aura (Psychic), Blast
(Psychic), Damage Touch (Psychic),

Mimic, Mind Control, Probability
Manipulation, Superhuman Charisma,
Superhuman Intelligence.

Negotiator: Danger Sense, Enhanced
Senses, Ensnaring Attack, Life Support, Power
Detection, Stunning Attack, Superhuman Intelligence,
Superhuman Wisdom.

OTHER BLOOD BOOKS

Military Classes from Blood and Guts: same as
solider above.

Bad-Ass Barroom Brawler: Armor, Claws, Danger
Sense, Enhanced Senses, Growth, Regeneration,
Superhuman Charisma, Superhuman Constitution.

Contemplative Master: Ability Enhancement,
Danger Sense, Desolidification, Enhanced Senses,
Healing Touch, Invisibility, Superhuman Dexterity,
Superhuman Wisdom.

Martial Arts Master: Ability Enhancement,
Danger Sense, Damage Touch (any one), Deflection,
Enhanced Senses, Super Leap, Superhuman Dexterity,
Superhuman Strength.

ACROBAT

The Acrobat is a master of stealth and agility, using
speed and guile rather than brawn to accomplish his
goals. Heroic acrobats might have a circus background
(it happens more often in comics than you think), or
have been blessed with a natural aptitude by whatever
origin blessed them with their powers.

REQUIREMENTS

To qualify to become an Acrobat, a character must
fulfill the following criteria.

Base Attack Bonus: 2+.

Feats: Dodge, Acrobatic.

Skills: Balance 6 Ranks, Tumble 6 Ranks.

CLASS INFORMATION

The following information pertains to the Acrobat
advanced class.

Hit Die: 1d8.

Action Points: 6+ % character level, rounded down
every time the character attains a new level in this
class.



Base Attack
Bonus
I+ +0 +0 +2
2nd +1 +0 +3
3rd +2 +1 +3
4t +3 +1 +4
5t +3 +1 +4
6t +4 +2 +5
7 +5 +2 +5
g +6 +2 +6
gt +6 +3 +6
10" +7 +3 +7

Class Skills: Balance, Bluff, Climb, Escape Artist,
Hide, Jump, Knowledge (Current Events, Popular
Culture), Move Silently, Swim, Tumble.

Skill Points per Level: 5+ Int Modifier.

Class Powers: Danger Sense, Enhanced Senses,
Ensnaring Attack, Super Leap, Super Running,
Superhuman Dexterity, Superhuman Wisdom,
Teleport.

CLASS FEATURES

The following information pertains to the Acrobat
advanced class.

TALENTS

The Acrobat has three talent trees: Catlike, Wired,
and Ball of Confusion. Catlike focuses on grace
and athleticism, Wired on pure agility, and Ball of
Confusion on being so slippery you annoy the living
hell out of anyone who fights you. The Acrobat may
select a talent at 1%. 31, 5% 7% and 9% levels. Some
trees have a set order that must be followed, while
others provide a list to choose from. As long as you
qualify, you may freely select from any and all talent

S Defense Reputation
Bonus Bonus
+0 Talent +1 +1
+0 Bonus Feat +2 +1
+1 Talent +2 +1
+1 Bonus Feat +3 +2
+1 Talent +4 +2
+2 Bonus Feat +4 +2
+2 Talent +5 +3
+2 Bonus Feat +6 +3
+3 Talent +6 +3
+3 Bonus Feat +7 +4

trees. No talent can be selected more than once unless
expressly indicated.

CATLIKE TALENT TREE

You are grace and athleticism personified. Fluidity
and constant, effortless, motion are the keys to this
talent tree.

Evasion: If you are exposed to any effect that
normally allows a Reflex saving throw for 2 damage
and you make your saving throw, you suffer no
damage. Failed saving throws result in full damage
as normal. This ability may only be used in light or no
armor.

Improved Evasion: Like evasion, except you
take no damage if you make your Reflex save, and %
damage if you fail. This ability may only be used in
light or no armor. Prerequisite: Evasion

Cat’s Feet: Cats always land on their feet, and so
do you. You can attempt to acrobatically disregard
the damage from a fall of 10’ per Acrobat level or
less by grabbing intervening objects, swinging from
lamp poles, or just free falling onto a soft surface. To
do so requires a tumble check with a DC of 20 plus 1

per 10 feet (21 for a 10’ fall, and 30 for a 100’ fall).
If you succeed at this check you take no damage.
Prerequisite: Improved Evasion

Evasive Dodge: This ability requires you to spend
an action point. If two or more opponents attempt to
attack you in a single round, you may make a Reflex
save equal to the highest attack roll, plus 2 for each
additional attacker, to have each attack that would hit
you hit a random opponent attacking you this round
instead. If you have a power that would assist this,
such as Flight or Teleportation, you gain a +2 bonus to
this saving throw. Prerequisite: Improved Evasion

Nine Lives: This ability requires you to spend an
action point. Like a cat, you seem to escape from the
most impossible of situations with your fur (mostly)
intact. Any time you fail a massive damage threshold
saving throw, or any other saving throw that would
result in almost certain doom, you may roll the saving
throw a second time and take the better of the two
rolls. Prerequisite: Cat’s Feet.

WIRED TALENT TREE

You have pure speed coursing through your veins.

Wired: You gain a +2 bonus to initiative checks.
This is cumulative with any Dexterity modifier, feat,
or class ability that modifies initiative checks.

Hot Wired: You gain a +2 bonus to initiative
checks. This is cumulative with any Dexterity
modifier, feat, or class ability that modifies initiative
checks, including Wired. Prerequisite: Wired

Hard Wired: You gain a +2 bonus to initiative
checks. This is cumulative with any Dexterity
modifier, feat, or class ability that modifies initiative
checks, including Hot Wired. Prerequisite: Hot Wired

BALL OF CONFUSION TALENT TREE

You are constantly making witty (read annoying)

remarks that distract your opponents in combat.
Banter: You add your Charisma modifier as a

competence bonus to your Defense. Prerequisite:

Bluff 5 ranks.



Repartee: You gain an additional +2 competence
bonus to your Defense when using the Banter ability.
Prerequisite: Banter

Wit: This ability requires you to spend an action
point. On a successful Bluff check opposed by your
target’s Will saving throw, you may goad an opponent
into attacking you.

Certain feats that normally aid a character make
this ability harder to resist. If the target of this ability
has the Enemy feat directed at you he suffers a —2
penalty to this saving throw, while characters with the
Antithesis feat suffer a -4. Characters with the Frenzy
feat suffer a —2, characters with the Fury feat suffer
a —4, and characters with the Berserker Rage feat
suffer a —6 penalty to this saving throw. The penalties
for the Enemy feat tree are cumulative with those for
the Rage tree. In other words, if your archnemesis
(antithesis feat directed at you) has the Berserker Rage
feat, he probably wants to attack you anyway, but
receives a —10 penalty to resisting this ability, should
he try.

Although your opponent chooses the method of
attack, he will prefer hand-to-hand attacks over
ranged. However, although enraged, your opponent
is still in enough control to avoid incurring serious
harm in order to engage you (such as wading through
13 attacks of opportunity to reach you, or charging an
opponent floating over the Grand Canyon when he has
no flight abilities).

Your opponent suffers a penalty to his attack roll
equal to your Charisma modifier, but he gains an equal
bonus to his damage rolls.

This ability’s duration is 1-4 rounds.

Prerequisite: Repartee

BONUS FEATS

At the levels indicated you may select a bonus feat
from the following list: Alertness, Athletic, Banter,
Blind Fight, Combat Expertise, Combat Reflexes,
Combat Throw, Conviction, Defensive Martial

Arts, Elusive Target, Enemy, Heroic Surge, Home
Turf, Improved Disarm, Improved Feint, Improved
Initiative, Mobility, Nimble, Spring Attack, Stealthy,
Teamwork. You must meet the prerequisites for any
feat selected as a bonus feat.

BRICK

Heroic bricks use their brawn to protect those
weaker than them. Their superior combat abilities,
in conjunction with their high hit points make them a
valuable member of any team. In fact, most legendary
teams, from Vigilance Force to the Coalition were
built on the solid foundation of a mighty brick.
Villainous bricks tend to be bullies, seeing power
as something to be used on those weaker than them.
They gravitate toward simple professions where their
brawn is the handiest, such as strong-arm robbery or
“protection”. In a team setting, with a smart villain
calling the shots that can command the respect
of a villainous brick (usually through fear), these
characters are, like their heroic counterparts, most
effective.

REQUIREMENTS

To qualify to become a Brick , a character must fulfill
the following criteria.

Base Attack Bonus: +2.

Feats: Toughness, Great Fortitude.

Skills: Intimidate 3 ranks.

CLASS INFORMATION

The following information pertains to the Brick
advanced class.

Hit Die: 1d10

Action Points: 6+ % character level, rounded down
every time the character attains a new level in this
class.

Class Skills: Climb, Intimidate, Jump, Knowledge
(Current Events, Popular Culture), Survival, Swim

Skill Points per Level: 3 + Int Modifier

Class Powers: Armor, Beast Form, Claws, Density
Increase, Growth, Life Support, Regeneration, Super
Leap, Super Running, Super Swimming, Superhuman
Charisma, Superhuman Constitution, Superhuman
Strength

CLASS PEATURES

The following features pertain to the Brick advanced
class.




TALENTS

The Brick has three talent trees: Ham Handed,
Diesel, and Unstoppable. Ham Handed focuses on

punching Aard, Diesel on sucking up punishment, and

Unstoppable on resolve and combat against the odds.
The Brick may select a talent at 1%, 3, 5% 7% and
9" levels. Some trees have a set order that must be
followed, while others provide a list to choose from.
As long as you qualify, you may freely select from
any and all talent trees. No talent can be selected
more than once unless expressly indicated.

HAM HANDED TALENT TREE

When you punch someone it surts.

Ham Handed 1: Your punch damage is increased
to the next largest die (from 1d4 to 1d6), cumulative
with any feats, powers, or abilities that grant the same
benefit.

Ham Handed 2: Your punch damage is increased
to the next largest die (from 1d6 to 1d8), cumulative
with any feats, powers, or abilities that grant the same
benefit. Prerequisite: Ham Handed 1

Ham Handed 3: Your punch damage is increased
to the next largest die (from 1d6 to 1d8), cumulative
with any feats, powers, or abilities that grant the same
benefit. Prerequisite: Ham Handed 2

DIESEL TALENT TREE
You can take an enormous amount of punishment.
Diesel: You gain +1 HP per Brick level.
Improved Second Wind: This ability requires
you to spend an action point. You may heal hit points
equal to 1d6+ your Constitution modifier. This
ability replaces the second wind talent, if you have it.
Prerequisite: Diesel
Behemoth: You gain an extra hit die. Prerequisite:
Improved Second Wind

UNSTOPPABLE TALENT TREE
As you take damage, you become an even more
fearsome foe.

Base Attack
Bonus
I+ +0 +2 +0
2nd +1 +3 +0
3rd +2 +3 +1
4t +3 +4 +1
5t +3 +4 +1
6" +4 +5 +2
70 +5 +5 +2
g +6 +6 +2
9 +6 +6 +3
10™ +7 +7 +3

Never Give In: When your HP are reduced below
half you gain a +2 morale bonus to damage in hand-
to-hand combat, this bonus is cumulative with any
other damage bonuses you receive.

Never Surrender: When your HP are reduced
below half you gain a +2 morale bonus to attack rolls,
this bonus is cumulative with any other attack bonuses
you receive.. Prerequisite: Never Give In.

Never Say Die: When your HP are reduced below
half you gain a +2 morale bonus on saving throws,
this bonus is cumulative with any other saving throw
bonuses you receive.. Prerequisite: Never Surrender.

BONUS FEATS

At the levels indicated you may select a bonus feat
from the following list: Athletic, Combat Martial Arts,
Conviction, Enemy, Endurance, Frenzy, Frightful
Presence, Heroic Surge, Improved Bull Rush,
Improved Combat Martial Arts, Improved Damage
Threshold, Improvised Weapons, Power Attack,
Sunder, Teamwork, Toughness. You must meet the
prerequisites for any feat selected as a bonus feat.

Sl Defense Reputation
Bonus Bonus
+0 Talent +1 +1
+0 Bonus Feat +1 +1
+1 Talent +2 +1
+1 Bonus Feat +2 +2
+1 Talent +3 +2
+2 Bonus Feat +3 +2
+2 Talent +4 +3
+2 Bonus Feat +4 +3
+3 Talent +5 +3
+3 Bonus Feat +5 +4

ENERGY PROECTOR

You are the ultimate marksman. You always strive

for perfection with your ranged attacks, and delight

in picking off enemies from afar. Energy Projectors
enjoy a good range of movement powers, and the
widest selection of offensive powers in the game.
However, they are much weaker defensively, and have
a limited number of hit points.

REQUIREMENTS

To qualify to become an Energy Projector, a character
must fulfill the following criteria.

Base Attack Bonus: 2+.

Feats: Point Blank Shot, Weapon Focus (one
ranged power).

Powers: 6 Power Points in one of the following
powers: Blast, Control (any), Stunning Attack,
Telekinesis .



CLASS INFORMATION

The following information pertains to the Energy
Projector advanced class.

Hit Die: 1d6.

Action Points: 6+ % character level, rounded down
every time the character attains a new level in this
class.

Class SKkills: Concentration, Intimidate, Knowledge
(current events, popular culture, tactics), Spot.

Skill Points per Level: 3 + Int. Modifier.

Class Powers: Aura (Energy), Blast (All),

Control (all), Ensnaring Attack, Force Field, Flight,
Invisibility, Shrinking, Stunning Attack, Superhuman
Dexterity, Telekinesis.

CLASS FEATURES

The following features pertain to the Energy Projector
advanced class.

TALENTS

The Energy Projector has three talent trees: Energy
Surge, Energy Resistance, and Concentrated Energy.
Energy Surge focuses on increasing the potency of
your blast attacks, Energy Resistance allows you

to avoid the full force of enemy blast attacks, and
Concentrated Energy makes your blast attacks more
accurate at range. You may select a talent at 1*, 3%,
5t 7% and 9™ levels. Some trees have a set order
that must be followed, while others provide a list to
choose from. As long as you qualify, you may freely
select from any and all talent trees. No talent can be
selected more than once unless expressly indicated.

ENERGY SURGE TALENT TREE
You can supercharge your Blast attacks.

Energy Surge 1: This ability requires you to spend
an action point. Your blast attacks are increased by
+1deo.

Energy Surge 2: This ability requires you to spend
an action point. Your blast attacks are increased by

Base Attack Fort

Bonus Save
1% +1 +0 +2
2nd +2 +0 +3
3 +3 +1 +3
4 +4 +1 +4
5t +5 +1 +4
6 +6 +2 +5
7 +7 +2 +5
gt +8 +2 +6
gt +9 +3 +6
10 +10 +3 +7

+1d6. Prerequisite: Energy Surge 1

Energy Surge 3: This ability requires you to spend
an action point. Your blast attacks are increased by
+1d6. Prerequisite: Energy Surge 2

Energy Surge 4: This ability requires you to spend
an action point. Your blast attacks are increased by
+1d6. Prerequisite: Energy Surge 3

ENERGY RESISTANCE TALENT TREE
You shrug off the energy attacks of others.

Energy Resistance 1: You gain a +2 to Reflex and
Fortitude saving throws against Blast attacks.

Energy Resistance 2: You gain damage resistance
equal to your Constitution modifier against all Blast
attacks. This damage resistance is cumulative with
any other form of damage resistance you possess.
Prerequisite: Energy Resistance 2.

Energy Resistance 3: This ability requires you
to spend an action point. You may reroll any failed
saving throw against a physical or energy blast attack.
You must accept the results of the second saving
throw. Prerequisite: Energy Resistance 3.

Sl Defense Reputation
Bonus Bonus
+0 Talent +1 +1
+0 Bonus Feat +2 +1
+1 Talent +2 +1
+1 Bonus Feat +3 +2
+1 Talent +4 +2
+2 Bonus Feat +4 +2
+2 Talent +5 +3
+2 Bonus Feat +6 +3
+3 Talent +6 +3
+3 Bonus Feat +7 +4

CONCENTRATED ENERGY TALENT TREE

Your blast attacks are tightly focused, increasing their
range.

Concentrated Energy 1: The range increment of
your blast attack is increased by 10°.

Concentrated Energy 2: The range increment of
your blast attack is increased by 10°. Prerequisite:
Concentrated Energy.

Concentrated Energy 3: The range increment of
your blast attack is increased by 10°. Prerequisite:
Concentrated Energy 2.

Concentrated Energy 4: The range increment of
your blast attack is increased by 10°. Prerequisite:
Concentrated Energy 3.

BONUS FEATS

At the levels indicated you may select a bonus feat
from the following list: Conviction, Cover Fire, Dead
Aim, Enemy, Far Shot, Heroic Surge, Marksman,
Point Blank Shot, Precise Shot, Teamwork, Weapon
Focus. You must meet the prerequisites for any feat
selected as a bonus feat.



GANGSTER

You are (or were) a street-level member of a criminal
organization. You don’t understand big deals in
quiet casino back rooms, but you do understand the
simple, brutal laws of the street: if they bring a knife
you bring a gun; if they put one of your boys in the
hospital you put one of theirs in the morgue. And
above all else: keep your mouth shut. Handle things
by the law of the street. Don’t get the authorities
involved. Don’t squeal. Handle your own business.

REQUIREMENTS

To qualify to become a Gangster, a character must
fulfill the following criteria.

Feats: Brawl.

Skills: Intimidate 6 Ranks, Knowledge (streetwise)
6 Ranks.

CLASS INFORMATION

The following information pertains to the Gangster
advanced class.

Hit Die: 1d8.

Action Points: 6+ % character level, rounded down
every time the character attains a new level in this
class.

Class Skills: Bluff, Diplomacy, Disable Device,
Drive, Forgery, Gamble, Gather Information,
Intimidate, Knowledge (current events, popular
culture, streetwise, tactics), Listen, Sense Motive,
Spot.

Skill Points per Level: 3 + Int Modifier.

Class Powers: Armor, Claws, Danger Sense,
Ensnaring Attack, Invisibility, Mimic, Stunning
Attack, Superhuman Charisma, Superhuman
Constitution.

CLASS FEATURES
The following features pertain to the Gangster
advanced class.

TALENTS

The Gangster has three talent trees: Reciprocity,
Undue Influence, and Omerta. Reciprocity focuses
on getting even, Undue Influence focuses on gaining
control over others through illicit means, and Omerta
focuses on the fine art of gang protocol. You may
select a talent at 1%, 3%, 5™ 7% and 9" levels. Some
trees have a set order that must be followed, while
others provide a list to choose from. As long as you
qualify, you may freely select from any and all talent
trees. No talent can be selected more than once unless
expressly indicated.

RECIPROCITY TALENT TREE

One of the core philosophies of gang culture, the
ultimate Darwinian expression of quid pro quo is
revenge. Anyone who wrongs you is to be dealt with
accordingly. To do otherwise makes you look weak
and invites others to take advantage of that weakness.
This ability is not about getting ahead; it’s about
compensation in kind. In other words, if someone
owes you money, you don’t get this bonus until you
kill him. You get the bonus until he pays you back. If
someone kills your brother, you get the bonus until
you kill Ais brother (or another similar relative). The
bonuses in this talent tree are cumulative, so that with
Reciprocity 4, you have a +4 bonus to the attack and
skill rolls, in addition to any other feats, or abilities
that add to the rolls.

Reciprocity 1: +1 bonus to Attack, Gather
Information, Intimidate, and Knowledge (streetwise).

Reciprocity 2: +1 bonus to Attack, Gather
Information, Intimidate, and Knowledge (streetwise).
Prerequisite: Reciprocity.

Reciprocity 3: +1 bonus to Attack, Gather
Information, Intimidate, and Knowledge (streetwise).
Prerequisite: Reciprocity 2.

Reciprocity 4: +1 bonus to Attack, Gather
Information, Intimidate, and Knowledge (streetwise).
Prerequisite: Reciprocity 3.

UNDUE INFLUENCE TALENT TREE

Humans are flawed, filled with weaknesses that can
be exploited by those with the will to take advantage
of them. In the words of a famous mobster, “sadness
accrues”, and here in the imperfect world of man

it’s all about taking advantage of that sadness and
turning it to your benefit. Undue Influence provides
you with a contact, but one gained under duress. To
gain a contact you must make a Diplomacy check
coupled with a Wealth check (for a bribe), a Gather
Information check (to discover something potentially
damaging or embarrassing about the contact), an
Intimidate check (to threaten the contact or the
contact’s loved ones), or a Wealth check (for criminal
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or street contacts only- to simply put a target on the
payroll). The DC of each check is listed below.

Exerting undue influence on a target always makes
that target regard you with hostility, and the target
will take steps to harm you, or see that harm comes to
you. A law-abiding target will contact the authorities,
raising any law-enforcement Enemy disadvantage by
one each time this is attempted and fails (characters
without the Enemy disadvantage will gain one for
the FBI or other suitable organization). Street and
criminal characters will seek more direct means of
revenge.

You may have a maximum number of contacts
(of any level) equal to your Charisma modifier with
this ability. You must release a contact before you
may attempt to gain a new one if you are at your
limit. Your talent simply determines the highest level
contact you are allowed, not how many.

Low Level Contact: DC 15, or wealth check of 10
for a street contact.

Medium Level Contact: DC 20, or wealth check
of 15 for a street contact. Prerequisite: Low Level
Contact.

High Level Contact: DC 25, or wealth check of
20 for a street contact. Prerequisite: Medium Level
Contact.

OMERTA TALENT TREE

Omerta is the Sicilian code of silence used by the
Mafia. It is a form of “honor among thieves”. Don’t
go outside the family, especially not to the police. Let
the family solve its own problems. And don’t ever
“squeal” under any circumstances. For the purposes of
this profession, Omerta represents the character rising
through the ranks of a criminal organization.

Family Business: If you have the Henchmen feat,
you add your Gangster level to your leadership twice
to determine your leadership score. These followers
are members of your gang or “family”, and followers
and sidekicks above 4" level may be members of the

Base Attack
Bonus
I+ +0 +2 +0
2nd +1 +3 +0
3rd +2 +3 +1
4t +3 +4 +1
5t +3 +4 +1
6" +4 +5 +2
70 +5 +5 +2
g +6 +6 +2
9 +6 +6 +3
10™ +7 +7 +3

gangster advanced class if you so desire.

Big Time: You either gain the Renown or Windfall
feat each time you select this ability.

Vendetta: By pronouncing vendetta, you name
someone as an enemy of your entire criminal
organization. Anyone with the Reciprocity talent
who is a part of the criminal organization you serve
will gain an additional +2 to attack and skill checks
against the target of this vendetta until the talent
itself is satisfied (see the Reciprocity talent for more
information). Prerequisite: Family Business

BONUS FEATS

At the levels indicated you may select a bonus

feat from the following list: Combat Martial Arts,
Conviction, Deceptive, Drive-By Attack, Enemy,
Frightful Presence, Henchmen, Heroic Surge, Home
Turf, Improved Brawl, Improved Feint, Information
Network, Lair, Low Profile, Sidekick, Streetfighting,
Tactician, Teamwork. You must meet the prerequisites
for any feat selected as a bonus feat.

Sl Defense Reputation
Bonus Bonus
+0 Talent +1 +1
+0 Bonus Feat +1 +1
+1 Talent +2 +1
+1 Bonus Feat +2 +2
+1 Talent +3 +2
+2 Bonus Feat +3 +2
+2 Talent +4 +3
+2 Bonus Feat +4 +3
+3 Talent +5 +3
+3 Bonus Feat +5 +4

MASTERMIND

The Mastermind is the villain who works through

his minions, operating from the shadows. Using
followers as a shield, the Mastermind lives by the
motto that while he can lose several times (because his
followers take the fall for him, or because he is spared
by his naive opponents), he need only win once.

REQUIREMENTS

To qualify to become a Mastermind, a character must
fulfill the following criteria.

Feats: Henchmen, Lair.

Skills: Diplomacy 3 Ranks, Intimidate 3 Ranks.

Disadvantages: Obsession or Code (Lust for
Power or Megalomania) at DSR 2 or higher. Other
suitably villainous disadvantages may satisfy this
requirement at the GM’s discretion.

CLASS INFORMATION

The following information pertains to the Mastermind
advanced class.



Hit Die: 1d6.

Action Points: 6+ % character level, rounded down
every time the character attains a new level in this
class.

Class SKkills: Bluff, Craft (Mechanical), Craft
(Structural), Diplomacy, Intimidate, Knowledge
(current events, popular culture, tactics), Sense
Motive.

Skill Points per Level: 5 + Int Modifier.

Class Powers: Ability Drain (any one), Armor,
Aura (any one), Deflection, Ensnaring Attack, Flight,
Superhuman Charisma, Superhuman Intelligence.

CLASS FEATURES

The following features pertain to the Mastermind
advanced class.

TALENTS

The Mastermind has three talent trees: Dark
Magnetism, Master Plan, and Diabolical. Dark
Magnetism allows you to recruit more followers to
carry out your plans, Master Plan allows you to create
the perfect strategy for your minions to carry out, and
Diabolical makes you just plain bad. You may select a
talent at 1%, 34, 5™ 7% and 9" levels. Some trees have
a set order that must be followed, while others provide
a list to choose from. As long as you qualify, you
may freely select from any and all talent trees. No
talent can be selected more than once unless expressly
indicated.

DARK MAGNETISM TALENT TREE
Your Charisma attracts others who walk the path of
darkness to serve you.

Dark Magnetism: When recruiting evil minions
(determined by allegiance, profession, feats, affiliation
etc.) you add double your Mastermind level to your
leadership score, rather than adding your level as
usual.

Right Hand Man: You gain a sidekick. You may
still take the sidekick, even if you have this talent, and

you may take this talent more than once. However,
you take a penalty to your leadership score for each
additional sidekick (see the Sidekick feat for more
information). Prerequisite: Dark Magnetism

Force of Personality: When you fight with your
henchmen or sidekicks, they are very difficult to
sway, either because of loyalty to you, or fear of
your displeasure. As long as you are within line of
sight, your minions may use your Will modifier any
time they must make a Will save. Prerequisite: Dark
Magnetism

Cult of Personality: Your followers are either
so loyal, or so afraid of you, that death itself is no
impediment to serving you. You suffer no penalties
to your Leadership score for followers that die in your
service. Prerequisite: Force of Personality

MASTER PLAN TALENT TREE
You foresee every contingency and construct intricate
plans for your followers.

Master Plan: You may construct a plan granting
your henchmen or sidekicks a bonus for one encounter
equal to your Intelligence modifier plus two.
Formulating a master plan takes 1-6 days, and while
you may do other things during this time, you may
only work on one master plan at a time. You do not
need to be present for your followers to carry out this
plan.

Escape Plan: You may construct a plan to evade
capture. Formulating an escape plan take 4-24 days,
and while you may do other things during this time,
you may only work on one escape plan at a time. You
may not work on a master plan and an escape plan at
the same time. When you use your escape plan, you
must spend an action point. You roll an Intelligence
check, modified by your Master Mind levels. Your
opponents roll an Intelligence check using the highest
Intelligence in the group. If you succeed at this
check, your plan works flawlessly, allowing you to
escape leaving little evidence as to your whereabouts
(Investigate DC 30). If you fail at this check, your
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opponents realize what is happening in time to give
chase, or have an easy time determining possible
safehouses where you might have gone (Investigate
DC 15). Prerequisite: Master Plan

Death Trap: You may construct a plan to do away
with one of your foes. This is an elaborate trap with
a CR equal to your character level. Building a death
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trap requires a Craft (Mechanics) check of 20 plus

the CR of the trap, but you need not build it yourself.
Your followers, if closely supervised, can do the work
instead. It takes 6-36 days to formulate the idea for a
death trap, and then another 11-22 man-days (10+2d6)
to build it. In other words, if you roll a 12 and have 22
followers work on the construction it takes one day.
You may do other things while formulating the idea
for a death trap, but you can only work on one death
trap at a time. You may not work on a master plan or
escape plan while working on a death trap. Once the
idea is completed and construction begins, you may
perform other actions, including the formulation of a
master plan, escape plan, or death trap. Prerequisite:
Master Plan

DIABOLICAL TALENT TREE
Other criminals respect and fear you in equal measure.

Notorious: Like the Renown feat, except the
reputation granted by this talent is always infamy,
never fame. Taking this talent also increases the DC
of any Frightful Presence feat you possess by 5 (this is
cumulative with that normally granted by the Renown
feat, so if you take the feat and this talent the save
DC is increased by 10). This talent may be selected
multiple times. The reputation bonus granted by this
talent stacks, but you only gain an increase in the save
DC of the Frightful Presence feat once.

Dark Tribute: Criminals will pay you tithes in
order to curry your favor. You gain wealth equal to
your Mastermind level. This talent may be selected
multiple times.

Dark Revenge: One reason you are so feared,
even by others of your own kind is the way you deal
with your enemies. Your bonuses to attack and skill
checks granted by the Enemy and Antithesis feats are
increased by +1. Prerequisite: Master Plan, Notorious,
Dark Magnetism. This talent may be selected
multiple times.

Base Attack Fort

Bonus NEAY
I +0 +0 +0
2nd +1 +0 +0
3 +1 +1 +1
4 +2 +1 +1
St +2 +1 +1
(e +3 +2 +2
70 +3 +2 +2
g +4 +2 +2
ot +4 +3 +3
10™ +5 +3 +3

BONUS FEATS

At the levels indicated you may select a bonus feat
from the following list: Alertness, Antithesis, Armor
Proficiency (Light), Armor Proficiency (Medium),
Confident, Enemy, Frightful Presence, Home Turf,
Information Network, Renown, Sidekick, Tactician,
Teamwork, Toughness, Windfall. You must meet the
prerequisites for any feat selected as a bonus feat.

MENTOR

You are a skilled teacher, not of mundane subjects,
but of crimefighting. The mastermind is your

natural opposite, and many stories have revolved
around the battles carried out by the students of the
mentor against the minions of the mastermind. Like
masterminds, mentors tend to work from behind

the scenes, promoting their vision of the world.
However, mentors stress cooperation and trust with
their students, as opposed to the iron fisted rule of the
mastermind.

Sl Defense Reputation
Bonus Bonus
+2 Talent +1 +1
+3 Bonus Feat +1 +1
+3 Talent +2 +1
+4 Bonus Feat +2 +2
+4 Talent +3 +2
+5 Bonus Feat +3 +2
+5 Talent +4 +3
+6 Bonus Feat +4 +3
+6 Talent +5 +3
+7 Bonus Feat +5 +4
REQUIREMENTS

To qualify to become a Mentor, a character must fulfill
the following criteria.

Feats: Lair, Trustworthy.

Skills: Diplomacy 6 Ranks, Sense Motive 3 Ranks.

Disadvantage: Code (Loyalty to Students or Pass
on what you have learned) DSR 2 or higher. Other
Disadvantages may be used at the GM’s discretion, so
long as they represent a heroic mentor who teaches his
students to fight crime or hone their fantastic abilities.

CLASS INFORMATION

The following information pertains to the Mentor
advanced class.

Hit Die: 1d8.

Action Points: 6+ ' character level, rounded down
every time the character attains a new level in this
class.

Class Skills: Diplomacy, Disguise, Gather
Information, Intimidate, Knowledge (behavioral
sciences, civics, current events, popular culture,
tactics, technology), Listen, Sense Motive.

Skill Points per Level: 5+ Int Modifier.



Base Attack
Bonus
I+ +0 +0 +0
2nd +1 +0 +0
3 +2 +1 +1
4t +3 +1 +1
5t +3 +1 +1
6h +4 +2 +2
70 +5 +2 +2
g +6 +2 +2
gt +6 +3 +3
10% +7 +3 +3

Class Powers: Armor, Aura (any one), Danger
Sense, Flight, Healing Touch, Power Detection,
Superhuman Charisma, Superhuman Intelligence.

CLASS FEATURES
The following features pertain to the Mentor advanced
class.

TALENTS

The Mentor has three talent trees: Magnetism,
Instruction, and Hone Teamwork. Magnetism

allows the Mentor to more easily recruit followers,
Instruction allows him to teach his students what he
has learned, and Hone Teamwork allows him to mold
a disparate group of heroes into a cohesive team. You
may select a talent at 1%, 37, 5™ 7% and 9" levels.
Some trees have a set order that must be followed,
while others provide a list to choose from. As long
as you qualify, you may freely select from any and all
talent trees. No talent can be selected more than once
unless expressly indicated.

Defense
Bonus

Reputation
Bonus

Special

+2 Talent +1 +1
+3 Bonus Feat +1 +1
+3 Talent +2 +1
+4 Bonus Feat +2 +2
+4 Talent +3 +2
+5 Bonus Feat +3 +2
+5 Talent +4 +3
+6 Bonus Feat +4 +3
+6 Talent +5 +3
+7 Bonus Feat +5 +4

MAGNETISM TALENT TREE

You have a compelling vision that draws other heroes
to you. Throughout this section, reference is made

to your “students”. A character is considered your
student if they have an allegiance to you. Remember
that you may have a maximum of three allegiances
and that you may only change allegiances upon
gaining a level.

Magnetism: When recruiting heroic students
(determined by allegiance, profession, feats, affiliation
etc.) you add double your Mentor level to your
leadership score, rather than adding your level as
usual. You may recruit more than one sidekick, but
take a leadership penalty for each additional sidekick.

Force of Personality: When you fight with your
students or sidekicks, they are very difficult to sway
due to their loyalty for you. As long as you are within
line of sight, your students may use your Will modifier
any time they must make a Will save. Prerequisite:
Magnetism

To me, my students: This ability requires you to
spend an action point. You may rouse your students
for battle, granting them a morale bonus to attack,

damage, and skill checks equal to your Charisma
modifier for one round per Mentor level. Prerequisite:
Force of Personality

INSTRUCTION TALENT TREE

You are a skilled teacher, not of mundane subjects, but
of crime-fighting techniques. Throughout this section,
reference is made to your “students”. A character is
considered your student if they have an allegiance

to you. Remember that you may have a maximum

of three allegiances and that you may only change
allegiances upon gaining a level.

Instruction (skill): Your students may add skill
points to any class skill you possess as if it were on
their class skill list, so long as they have spent 6 hours
per week studying and training under your supervision
in the last month. Prerequisite: Magnetism

Instruction (feat): Your students may select any
feat you possess any time they are eligible for a
bonus feat. In other words, your feat list becomes an
additional bonus feat list for those studying under you,
as long as they have spent 8 hours per week studying
and training under your supervision in the last month.
Prerequisite: Instruction (skill)

HONE TEAMWORK TALENT TREE

You are skilled at teaching others to work together.

Hone Mind: So long as they spend 4 hours per
week training with you, your students may take ten
on any skill check made together, even under stressful
circumstances. Prerequisite: Instruction (skill)

Hone Body: So long as they spend 8 hours per
week training with you, your students apply their
teamwork feat to damage as well Prerequisite: Hone
Mind

Coordination: So long as they spend 10 hours
per week training with you, your students apply their
teamwork feat to initiative as well. Prerequisite: Hone
Mind
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BONUS FEATS

At the levels indicated you may select a bonus feat
from the following list: Alertness, Attentive, Combat
Expertise, Conviction, Educated, Henchmen, Heroic
Surge, Home Turf, Information Network, Iron Will,
Sidekick, Tactician, Teamwork, Windfall. You must
meet the prerequisites for any feat selected as a bonus
feat.

BLOOD AND VIGILANCE

PSYCHIC

The psychic is the master of mental powers and
abilities, and is constantly honing his willpower and
concentration. Heroic psychics use their abilities to
fight crime, and will only control or invade the mind
of an innocent as the last resort, tending instead to use
their abilities to capture criminals with a minimum

of bloodshed. Villainous psychics, on the other hand,
delight in using their abilities to manipulate, dominate,
and control, both for criminal enterprises, but also

for the sheer thrill of being the puppeteer pulling the
strings.

REQUIREMENTS

To qualify to become a Psychic, a character must
fulfill the following criteria.

Powers: 6 Power Points in one of the following
powers: Aura (Psychic), Blast (Psychic), Mind
Control, Precognition, Probability Manipulation,
Telekinesis, Telepathy.

Feats: Iron Will.

Skills: Concentration 3 ranks.

CLASS INFORMATION

The following information pertains to the Psychic
advanced class.

Hit Die: 1d6.

Action Points: 6+ % character level, rounded down
every time the character attains a new level in this
class.

Class Skills: Concentration, Diplomacy,
Knowledge (behavioral sciences, current events,
popular culture), Sense Motive

Skill Points per Level: 3 + Int Modifier.

Class Powers: Aura (Psychic), Blast (Psychic),
Damage Touch (Psychic), Mind Control, Precognition,
Probability Manipulation, Telekinesis, Telepathy,
Superhuman Charisma, Superhuman Wisdom.

CLASS PEATURES

The following features pertain to the Psychic
advanced class.

TALENTS

The Psychic has three talent trees: Your mind is your
own, Psychic Surge, and Social Chameleon. Your
mind is your own makes it extremely difficult to
control or influence you psychically, Psychic Surge
increases the potency of your mental powers, and
Social Chameleon allows you to adapt your mind to
different situations at will. You may select a talent at
18, 31 5t 7t and 9™ levels. Some trees have a set
order that must be followed, while others provide a
list to choose from. As long as you qualify, you may
freely select from any and all talent trees. No talent
can be selected more than once unless expressly
indicated.

YOUR MIND IS YOUR OWN TALENT TREE
Your mind is extremely difficult to control or
influence.

Your mind is your own: Any time you fail a Will
saving throw, you may spend an action point to reroll
the save, adding your Psychic levels to this second
roll. You must accept the results of this second roll
even if it is worse than the first roll.

Mental Armor: You subtract your Will saving
throw modifier from the damage of any psychic
attack. Prerequisite: Your mind is your own

Mental Evasion: If you succeed at a Will save for
Y damage, you suffer no damage instead. Prerequisite:
Your mind is your own.

Improved Mental Evasion: As Mental Evasion,
except that even if you fail a Will save you, you only
suffer /2 damage. Prerequisite: Mental Evasion.

PSYCHIC SURGE TALENT TREE

Your mental powers are extremely potent. When a
talent from this tree is selected, it applies to one of the
following powers: Aura (Psychic), Blast (Psychic),
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Damage Touch (Psychic), Mind Control, Telekinesis,
and Telepathy. If you move up the talent tree, you
must have the lower level talent for the specific power.
In other words, Psychic Surge 1 (Telepathy) may only
be used a prerequisite for Psychic Surge 2 (Telepathy).

Psychic Surge 1: This ability requires you to spend
an action point. The given psychic power is treated as
if it were 2 power points higher for your next attack.

Psychic Surge 2: This ability requires you to spend
an action point. The given psychic power is treated as
if it were 2 power points higher for your next attack.
Prerequisite: Psychic Surge 1

Psychic Surge 3: This ability requires you to spend
an action point. The given psychic power is treated as
if it were 2 power points higher for your next attack.
Prerequisite: Psychic Surge 2

Psychic Surge 4: This ability requires you to spend
an action point. The given psychic power is treated as
if it were 2 power points higher for your next attack.
Prerequisite: Psychic Surge 3

SOCIAL CHAMELEON TALENT TREE
You understand psychology and the forces that cause
people to act as they do. You can manipulate these
forces inside your own mind and subtly alter the cues
you give out to others.

Personality Type: This ability requires you
to spend an action point. Humans have different
personality types representing their personality
traits, and emotional strengths and weaknesses. You
understand this concept so intimately that you can
stimulate different parts of your brain, effectively
branching your personality into different areas as you
explore the depths and complexity of your mind. For
one round per Psychic level you may act as if you
had one of the following feats: Attentive, Confident,
Creative, Deceptive, Educated, Focused, Gearhead,
Meticulous, Studious, or Trustworthy.

Base Attack Fort

Bonus NEAY
I +0 +0 +0
2nd +1 +0 +0
3 +1 +1 +1
4 +2 +1 +1
St +2 +1 +1
(e +3 +2 +2
70 +3 +2 +2
g +4 +2 +2
ot +4 +3 +3
10™ +5 +3 +3

Personality Reinforcement: As Personality Type,
except that should you already possess one of the
listed feats, you gain double the bonus. Prerequisite:
Personality Type

Social Chameleon: You can send off subtle cues
at the subconscious level that you belong. This ability
grants a bonus to Bluff, Disguise, and Diplomacy
skills equal to your Psychic class level.

BONUS FEATS

As you gain levels, you mold your body as well as
your mind. Many of the feats below improve physical
abilities, representing your ability to literally will
your body to respond in certain situations, ignore
pain, or a slight tingling at the base of your neck to
warn you of danger. At the levels indicated you may
select a bonus feat from the following list: Alertness,
Conviction, Enemy, Great Fortitude, Heroic Surge,
Improved Damage Threshold, Iron Will, Lightning
Reflexes, Teamwork, Trustworthy. You must meet the
prerequisites for any feat selected as a bonus feat.

Sl Defense Reputation
Bonus Bonus
+2 Talent +1 +1
+3 Bonus Feat +1 +1
+3 Talent +2 +1
+4 Bonus Feat +2 +2
+4 Talent +3 +2
+5 Bonus Feat +3 +2
+5 Talent +4 +3
+6 Bonus Feat +4 +3
+6 Talent +5 +3
+7 Bonus Feat +5 +4

SPEED DEMON

You love speed. Danger. Pushing the outside of the
envelope. Testing yourself to see if you can handle

it. One thing is for sure: no one else can handle you.
Or slow you down. Each speed demon will have a
movement power that he specializes in, constantly
honing his speed and maneuverability, always looking
for that extra edge, the extra rush, that being the
fastest there is can bring.

REQUIREMENTS

To qualify to become a Speed Demon, a character
must fulfill the following criteria.
Feats: Improved Initiative, Combat Reflexes.
Powers: 6 power points in one of the following
powers: Flight, Super Leap, Super Running, Super
Swimming.



Base Attack Fort

Bonus Save
I+ +0 +0 +2
2nd +1 +0 +3
3rd +2 +1 +3
4t +3 +1 +4
5t +3 +1 +4
6t +4 +2 +5
7 +5 +2 +5
g +6 +2 +6
gt +6 +3 +6
10" +7 +3 +7

CLASS INFORMATION

The following information pertains to the Speed
Demon advanced class.

Hit Die: 1d8.

Action Points: 6+ % character level, rounded down
every time the character attains a new level in this
class.

Class SKkills: Drive, Escape Artist, Jump,
Knowledge (current events, popular culture),
Navigate, Pilot, Repair, Ride, Tumble.

Skill Points per Level: 3 + Int Modifier.

Class Powers: Desolidification, Flight, Shrinking,
Super Leap, Super Running, Super Swimming,
Superhuman Constitution, Superhuman Dexterity,
Teleport.

CLASS FEATURES

The following features pertain to the Speed Demon
advanced class.

S Defense Reputation
Bonus Bonus
+0 Talent +1 +1
+0 Bonus Feat +1 +1
+1 Talent +2 +1
+1 Bonus Feat +2 +2
+1 Talent +3 +2
+2 Bonus Feat +3 +2
+2 Talent +4 +3
+2 Bonus Feat +4 +3
+3 Talent +5 +3
+3 Bonus Feat +5 +4
TALENTS

The Speed Demon has three talent trees: Wired,
Outside of the Envelope, and Human Tornado. Wired
improves initiative checks, Outside of the envelope
gives you a bonus to your movement rate, and Human
Tornado makes you better at attacking while moving.

You may select a talent at 1%, 319, 5% 7% and 9" levels.

Some trees have a set order that must be followed,
while others provide a list to choose from. As long
as you qualify, you may freely select from any and all
talent trees. No talent can be selected more than once
unless expressly indicated.

WIRED TALENT TREE
You have pure speed coursing through your veins.

Wired: You gain a +2 bonus to initiative checks.
This is cumulative with any Dexterity modifier, feat,
or class ability that modifies initiative checks.

Hot Wired: You gain a +2 bonus to initiative
checks. This is cumulative with any Dexterity
modifier, feat, or class ability that modifies initiative
checks, including Wired. Prerequisite: Wired

Hard Wired: You gain a +2 bonus to initiative

checks. This is cumulative with any Dexterity
modifier, feat, or class ability that modifies initiative
checks, including Hot Wired. Prerequisite: Hot Wired

OUTSIDE OF THE ENVELOPE TALENT TREE
You can trigger a burst of speed while under stress.

Outside of the Envelope: This ability requires you
to spend an action point. Add 10’ per Speed Demon
class level to whatever movement power you used to
gain access to this class.

Poetry in Motion: When making a half move, you
gain a +2 bonus to your Defense. When making a full
move, you gain a +3 bonus. Prerequisite: Outside of
the Envelope.

Moving Target: As long as you move more than
100 feet in a round (whether this is a half move or full
move for you), you gain the effects of the Evasion
ability. If you already have the Evasion ability from
another source, you gain the benefits of Improved
Evasion when moving more than 100 feet in a round.

HUMAN TORNADO TALENT TREE

You are a blur in combat.

Flurry: You gain an extra attack, at your highest
base attack bonus. However, this attack, and all other
attacks you make this round, take a —2 penalty to hit.

Human Tornado: This ability requires you to
spend an action point. While running in a tight circle
around your opponent, you may make a trip or
disarm attempt against him, adding +1 to the opposed
check for each 10’ of movement rate you possess.
Prerequisite: Flurry

BONUS FEATS

At the levels indicated you may select a bonus

feat from the following list: Athletic, Conviction,
Combat Expertise, Defensive Martial Arts, Dodge,
Elusive Target, Enemy, Mobility, Nimble, Teamwork,
Whirlwind Attack. You must meet the prerequisites for
any feat selected as a bonus feat.



FEATS
ANIMAL COMPANION

You have a special kind of sidekick, an unusually
intelligent animal that will accompany you on
adventures.

Prerequisite: Sidekick, Animal Handling 5 ranks

Effect: You have a normal animal instead of a
human sidekick. Your bond with this animal is so
deep you gain a +10 on animal handling checks with
this animal. This animal may have more HD than a
standard animal of its type, according to the maximum
level of Sidekick your leadership score allows you to
possess.

Special: Characters with the Mystic Encounter
origin may have mythical animals, such as a Pegasus
instead of a normal animal. All mythical creatures
must meet with the GMs approval, and must be within
the allowed level range of a character’s Leadership
score.

Animal Companion Basics: Use the base statistics
for a creature of the companion’s kind, but make the
following changes.

Class Level: Your level.

Bonus HD: Extra eight-sided (d8) Hit Dice, each
of which gains a Constitution modifier, as normal.
Remember that extra Hit Dice improve the animal
companion’s base attack and base save bonuses. An
animal companion’s base attack bonus is the same as
that of a Brick of a level equal to the animal’s HD.
An animal companion has good Fortitude and Reflex
saves (treat it as a character whose level equals the
animal’s HD). An animal companion gains additional
skill points and feats for bonus HD as normal for
advancing a monster’s Hit Dice.

Natural Armor Adj.: The number noted here is an
improvement to the animal companion’s existing
natural armor bonus.

Str/Dex Adj..: Add this value to the animal

Bonus HD Natural Armor
1st-2nd +0 +0
3rd-5th +2 +2
6th—8th +4 +4
9th—11th +6 +6
12th—14th +8 +8
15th—17th +10 +10
18th—20th +12 +12

companion’s Strength and Dexterity scores.

Bonus Tricks: The value given in this column is
the total number of “bonus” tricks that the animal
knows in addition to any that the character might
choose to teach it (see the Handle Animal skill).
These bonus tricks don’t require any training time or
Handle Animal checks, and they don’t count against
the normal limit of tricks known by the animal. The
character selects these bonus tricks, and once selected,
they can’t be changed.

Link (Ex): You can handle your animal companion
as a free action, or push it as a move action, even if
you don’t have any ranks in the Handle Animal skill.
You gain a +4 circumstance bonus on all Handle
Animal checks made regarding an animal companion.

Evasion (Ex): If an animal companion is subjected
to an attack that normally allows a Reflex saving
throw for half damage, it takes no damage if it makes
a successful saving throw.

Devotion (Ex): An animal companion gains a +4
morale bonus on Will saves against mental powers
and effects.

Multiattack: An animal companion gains
Multiattack as a bonus feat if it has three or more
natural attacks and does not already have that feat.

If it does not have the requisite three or more natural
attacks, the animal companion instead gains a second
attack with its primary natural weapon, albeit at a -5

Str/Dex Bonus Tricks Special

+0 1 Link
+1 2 Evasion
+2 3 Devotion
+3 4 Multiattack
+4 5
+5 6 Improved evasion
+6 7

penalty.

Improved Evasion (Ex): When subjected to an
attack that normally allows a Reflex saving throw for
half damage, an animal companion takes no damage
if it makes a successful saving throw and only half
damage if the saving throw fails.

ANTITHESIS

You have a deep hatred for one Allegiance or group.
Prerequisite: Enemy (same group), BAB 9+
Effect: When you are combating your antithesis,

you gain an additional +2 to hit and skill checks. You

will not willingly deal with your antithesis on friendly

terms, and when you must deal with forces friendly to

them, you are —4 on all Charisma based skill checks.
Special: You may only take this feat once.

BANTER

You have mastered the art of “witty” (read: annoying)
repartee in combat. This serves to both annoy your
opponents, and distract them.

Prerequisite: Cha 13+, Bluff 5 ranks

Effect: You gain a Competence bonus to your
Defense against melee attacks equal to your Charisma
modifier. Any circumstance which causes you to lose
your Dexterity modifier to defense also causes you to
lose this bonus.
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ALTERNATIVE ANIMAL COMPANIONS

You may, if sufficiently high level, select your
animal companion from one of the following lists,
with the GM’s approval (extinct animals especially
require you to have a suitable origin, such as being
from a “lost world” environment), applying the
indicated adjustment to your level (in parentheses)
for purposes of determining the companion’s
characteristics and special abilities. Only characters
of the mystic encounter origin can choose mythical
creatures as animal companions.

4th Level or Higher (Level —3)
Ape (animal)

Bear, black (animal)

Bison (animal)

Boar (animal)

Cheetah (animal)

Crocodile (animal)!

Dire badger

Dire bat

Dire weasel

Leopard (animal)

Lizard, monitor (animal)
Shark, Large' (animal)
Snake, constrictor (animal)
Snake, Large viper (animal)
Wolverine (animal)

7th Level or Higher (Level —6)
Bear, brown (animal)

Dire wolverine

Crocodile, giant (animal)
Deinonychus (dinosaur)
Dire ape

Dire boar

Dire wolf

Elasmosaurus! (dinosaur)
Lion (animal)

Rhinoceros (animal)
Snake, Huge viper (animal)
Tiger (animal)

10th Level or Higher (Level -9)
Bear, polar (animal)

Dire lion

Megaraptor (dinosaur)

Shark, Huge! (animal)

Snake, giant constrictor (animal)
Whale, orca' (animal)

13th Level or Higher (Level —12)
Dire bear

Elephant (animal)

Octopus, giant! (animal)

16th Level or Higher (Level —15)
Dire shark!

Dire tiger

Squid, giant! (animal)

Triceratops (dinosaur)
Tyrannosaurus (dinosaur)

! Available only in an aquatic environment.

BERSERKER RAGE

You have a raging fury inside you that you can let
loose during combat.

Prerequisite: Frenzy, Fury, 10" level

Effect: As Frenzy, except your Strength and
Constitution bonuses are +8, your Will saves are +4,
and your bonus hit points are 4 per level.

CONVICTION

You have a cause that you feel strongly about, and
would sacrifice greatly to see that cause protected.
Protect Innocents, Fight Crime, Crusader, and Clean
up the Town are all popular convictions.
Prerequisites: one Allegiance
Effect: When you are working to support your

BLOOD AND VIGILANCE

Allegiance, you gain +1 to hit and +1 to all saving
throws.

Special: A character may take this feat more than
once. It applies to a different Allegiance each time
it is selected. Also, if a character takes this for a
second or third Allegiance, then he must also have it
for the Allegiances above (the order of Allegiances
is important, a character’s first Allegiance is always
his most passionate, so if a character takes this for a
second Allegiance and does not have it for his first,
the GM should move that Allegiance to become the
character’s first Allegiance).

COORDINATED ATTACK

You have code words and hand signals allowing
precisely coordinated attacks in the heat of battle.

Prerequisites: Teamwork, BAB 5+

Effect: This feat requires both benefiting characters
to spend an action point to activate. As a full-round
action, you and another character attack a common
target with such precision that the target is considered
flanked. Unlike normal flanking attacks, you and your
partner do not need to be both threatening the target to
execute this maneuver, but you must both be able to
hit him with an attack.

COVER FIRE

You are highly skilled at providing cover fire.
Prerequisites: Teamwork
Effect: You gain a 50% increase in cover fire
bonuses (+3 or Dexterity modifier x1.5 whichever is
higher).
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Normal: Normally when you provide cover fire
you grant +2 or your Dexterity modifier as a dodge
Defense bonus, whichever is higher.

Special: If using a weapon to provide cover fire,
you must be proficient with that weapon.

DRAIN DEFENSE

You are less affected by drain attacks.

Effect: You ignore the first three points of any drain
attack on any of your ability scores. This feat may be
taken multiple times. Its effects stack.

ENEMY- ONE ALLEGIANCE, GROUP,
OR INDIVIDUAL

You have one allegiance or group that you detest.

Effect: You gain +2 to attack and skill checks when
combating your Enemy. When you must deal with
your enemy peacefully, or when you deal with groups
allied with your Enemy, you take a -2 to all Charisma
based skills.

Special: You may take this feat more than once.
Each time it applies to a different group or Allegiance.

FAST BALL

You throw a teammate into battle with devastating
effect.

Prerequisite: Teamwork, Brawn (power stunt)

Effect: A fast ball is a special type of combined
charge attack between two characters, both of which
must have Teamwork for the same team, and one of
which (the throwing character) must have the Fastball
feat, Superhuman Strength, and the Brawn power
stunt.

When you execute a Fast Ball, you may propel
another willing character 5 feet per point of Strength
modifier you possess (including special modifiers
from such abilities as Brawn and the Strong Hero
Extreme Effort talent). This is considered a full-round
action for both you and the thrown character. When

the thrown character reaches his destination, he may
either attack with his own BAB, or the throwing
character’s, whichever is better, at +6 to hit (+2 for
Charging, +2 for Teamwork, +2 for the Fast Ball feat).
The attacking character always uses the one and a half
times the throwing character’s Strength modifier to
modify the damage from this attack.

FERAL

You have an affinity to the wild and the beasts
that inhabit it. Perhaps you are an archetypal
“king of beasts”, or perhaps you actually have
the blood of an animal running through your
veins.

Effect: You gain +2 to any 2 of the following
skills: Animal Handling, Balance, Climb, Hide,
Jump, Move Silently, Navigate, Ride, Survival, or
Swim.

Special: You may take this feat up to five
times, until you have gained a +2 bonus with each
of the ten skills it affects.

FRENZY

You have a dark side that comes out in combat.
Effect: Once per day per 4 levels (once per day
at levels 1-4, twice per day at 5-8, and so forth) you
can enter into a frenzy, gaining a +4 bonus to Strength

and Constitution, a +2 morale bonus to Will saves,
and a -2 penalty to AC. You also gain 2 hit points per
level, but these fade when your frenzy ends. While
in a frenzy, you cannot use abilities that require
patience or concentration. Frenzy lasts for three
rounds plus your enhanced Constitution modifier.
Entering a frenzy takes no time but can only be done
once per round during your action, and only once per
encounter.

FURY

Your dark side is extremely savage.

Prerequisite: Frenzy, 5" level

Effect: As Frenzy, except your Strength and
Constitution bonuses are +6, your Will saves are +3,
and your bonus hit points are 3 per level.




. AL

Leadership General Leadership Modifiers
Score f The Leader Has a Reputation of Modifier
Great Success +2
2 - - - - - - Great Failure -2
- - - - - - Reputation Score +0-+1 +0
4 - - - - - - Reputation Score +1-+2 +1
5 - - - - - - Reputation Score +3-+4 +2
6 - - - - - - Each +2 Reputation +1
7 - - - - - -
8 - - - - - - Follower-Only Leadership Modifiers
9 - - - - - - The Leader Modifier
10 5 - - - - - Has a base of operations +2
11 6 - - - - - Has a Headquarters +4
12 8 - - - - - Has the Home Turf feat +1
13 10 1 - - - - Moves around a lot -1
14 15 1 - - - - Caused the death of other followers -1*
15 20 2 1 - - -
16 25 2 1 - - -
17 30 3 1 1 - - Leadership scores, but the character must still be 6th
18 35 3 1 1 - _ level or higher in order to gain the Leadership feat
19 40 4 > 1 1 ) and thus attract a cohort. Outside factors can affect
a character’s Leadership score, as detailed in Table:
20 30 3 3 2 1 : Leadership Modifiers.
21 60 6 3 2 1 1 Number of Followers by Level: The character can
22 75 7 4 2 2 1 lead up to the indicated number of characters of each
23 90 9 5 3 2 1 level.
24 110 1 6 3 > 1 Followers: A leader attracts follqwers who share
at least one of the character’s Allegiances. As
25+ 135 13 7 4 2 2 the leader’s Leadership rises, he can attract more
followers. If his Leadership goes down, followers may

HENCH MEN through fear.‘ ’ . desert. .

You have a group of followers. Leadershlp.Score: A character’s _Leadershlp Replacing Followers: If a leader loses a cohort or
Prerequisite: You must be at least 3" level. score equals his -1eve1 plus any Chgrlsma mo difier. follgwers, he can gener.ally replace them,. according
Benefit: You have a group of followers who assist In or-der to take 1.nto accour.lt negative Charisma to his current Legdersh1p score. It takes time (.1 d4

modifiers, Table: Leadership allows for very low months) to recruit replacements. If the leader is to

you out of loyalty, serve you for pay, or obey you



blame for the deaths of followers, it takes extra time
to replace them, up to a full year. Note that the leader
also picks up a reputation of failure, which decreases
his Leadership score.

HOME TURF

You know every nook and cranny of your home
territory, gaining advantages when fighting to defend
it.

Effect: You gain a +1 to hit, and a +2 to the
following skill checks in your home territory: Gather
Information, Hide, Knowledge (streetwise, tactics),
Navigate, Spot, and Survival. This territory may be
an area as large as a small country (Israel, Palestine,
Great Britain). For extremely large countries, a
portion of that country is the character’s home turf
(the state of Texas, and so forth).

IMPROVISED WEAPONS

You are a walking disaster area. Anything you touch
is likely to be used in a fight.

Prerequisite: Brawl

Effect: You may use any improvised weapon with
no penalty to hit. You must still learn how to use
items designed as weapons in the normal way.

IMPROVISED WEAPONS

You are a walking disaster area. Anything you touch
is likely to be used in a fight.

Prerequisite: Brawl

Effect: You may use any improvised weapon with
no penalty to hit. You must still learn how to use
items designed as weapons in the normal way.

INFORMATION NETWORK

You have informants on the ground that will alert you
of trouble.

Prerequisite: Henchmen

Effect: Each follower you devote to keeping

tabs on things grants a +1 to Gather Information or
Spot skill checks. However, there will still be costs
associated for information, so you must still pay the
usual “fee” to obtain information through the Gather
Information skill.

LAIR

You have a well-equipped HQ.

Effect: You gain a +1 Wealth bonus per character
level for building or equipping a headquarters (much
more detail on this will be given in the Gadgets book,
coming soon).

MARKSMAN

You are an extremely accurate marksman with a
ranged attack.

Prerequisite: Weapon Focus (one ranged attack),
Spot 5 Ranks

Effect: You may use up to one-half your Spot skill
to offset attack penalties due to range with one ranged
attack (effectively allowing you to ignore one penalty
for range per 4 Ranks of Spot). This feat may be taken
multiple times. Its effects do not stack. Each time
the feat is taken (requiring Weapon Focus to be taken
again), it applies to a different ranged attack.

SHARPSHOOTER

You are an expert shot with one weapon.

Prerequisite: Base Attack Bonus 5+, Weapon
Focus (one ranged weapon).

Effect: You gain +1 to hit, and +2 damage with the
chosen weapon. This bonus stacks with any bonus
gained from the Weapon Focus feat or the Weapon
Specialization Soldier Advanced Class ability. This
feat may be taken more than once. Its effects do not
stack. Each time you take this feat it applies to a
different weapon for which you have already taken
Weapon Focus.

SIDEKICK

You have a partner.

Prerequisite: You must be at least 3% level

Benefit: You have a loyal partner in your fight
against crime.

Special: Members of the Mastermind and Mentor
advanced classes can take this feat more than once,
with a penalty to their Leadership score each time.

Leadership Score: A character’s Leadership
score equals his level plus any Charisma modifier.

In order to take into account negative Charisma
modifiers, Table: Leadership allows for very low
Leadership scores, but the character must still be 3%
level or higher in order to gain the Sidekick feat and
thus attract a Sidekick. Outside factors can affect a
character’s Leadership score, as detailed in Table:
Leadership Modifiers.

Sidekick Level: The character can attract a sidekick
of up to this level. Regardless of the character’s
Leadership score, he can’t recruit a sidekick of his
level or higher.

Replacing Sidekicks: If a leader loses a Sidekick,
he can generally replace her, according to his current
Leadership score. It takes time (1d4 months) to recruit
and train a replacement. If the leader is to blame for
the death of the sidekick, it takes extra time to replace
them, up to a full year. Note that the leader also
picks up a reputation of failure, which decreases his
Leadership score.

TACTICIAN

You are a skilled leader, with a strong grasp of tactics
and an ability to make those around you better in
combat.

Prerequisite: Int 13+, Cha 13+, Knowledge
(Tactics) 5 Ranks, Teamwork

Effect: Normally, when you roll a tactics skill
check, the benefits apply only to you. This feat allows
you to grant the bonuses of a successful tactics skill
check to up to 2x Charisma modifier allies (characters
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Sidekick Level General Leadership Modifiers
The Leader Has a Reputation of

Great Success +2

3 2nd Great Failure -2

4 3rd Reputation Score +0-+1 +0

5 3rd Reputation Score +1-+2 +1

6 4th Reputation Score +3-+4 +2

7 5th Each +2 Reputation +1

8 5th

9 6th Sidekick-Only Leadership Modifiers

10 7th The Leader

11 7th Recruits a sidekick of a different allegiance -1

12 8th Caused the death of a sidekick 2%
13 9th Each additional sidekick -4

14 10th Cohort shares two Allegiances with character +1

15 10th Cohort shares three Allegiances with character +2
16 11th

17 12th *Cumulative per Sidekick killed.

18 12th who have the Teamwork feat for the same team) who
19 13th are fighting with you.

20 14th

2 Lle TEAMWORK- SPECIFIC TEAM

22 15th You have trained extensively with your teammates,
23 16th and you are more effective within the group than you
24 17th would be alone. . .

Prerequisite: Allegiance (Specific Team)

25+ 17th

Effect: Whenever you are in an engagement with
someone with the Teamwork feat for the same team,
you gain +2 to attack and skill checks.Characters with
this feat can use hand signals to communicate simple
information, such as “You and Johnson go left and
keep your eyes open, I will go right”.
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POWERS

With great power... Let’s face it, powers are what
superhero gaming is all about. Any character can be
a vigilante, meting justice and righting wrongs, but
what separates Vigilance from a fantasy game or a spy
game is the powers.

Vigilance rates a character’s powers in two ways:
Power and Skill.

Maximum Power Points: Power points are limited
just like skill points: 3+ level for class powers. Half
that for cross-class powers.

Power Points: Each time a character gains a level,
she gains Power Points to spend to make her powers
more potent. She may then use her powers at the new
power level, flying faster, inflicting more damage, and
just generally being cooler. Each power has several
sub-abilities, and what she is able to do with each of
these sub-abilities will be determined by the Power
Points she has invested in the overall power.

However, using all those neat abilities comes with
a cost. Each time she uses an ability she hasn’t fully
mastered, she must spend an Action Point. This gets
old quick, but it’s a good thing she has Power Stunts
as well. What’s a Power Stunt? A Power stunt is a
special kind of talent.

POWER STUNTS

At odd numbered levels (including first level), your
character will gain a Power Stunt. A Power Stunt
allows you to exercise a power more easily. The first
time you take a Power Stunt, that power no longer
requires you to spend an Action Point to use it.

Let’s say a character has weather control, but
finds he uses Fog Bank a lot to provide cover for his
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teammates. During an adventure, the character runs
out of Action Points, and is unable to summon fog

at a crucial moment. When the adventure is over,
and the character receives his experience award, the
character vows that will never happen again, and uses
his newly acquired Power Stunt on Fog Bank. Now
the character can summon fog easily, doing it as often

as he wishes, without spending an Action Point. In
game parlance, a character that has spent one Stunt
on a power has taken that power as an Established
Power, something he can pull out of his bag of tricks
whenever he needs it.

Unless otherwise noted, only General Stunts may
be selected multiple times. All other stunts, once
established, may not be selected again.

Beginning Power Stunts: Normally, to use a
power, you must either have selected it as a Power
Stunt, or you must spend an action point. However,
there are exceptions to this rule. If a sub-ability has
the same name as its parent power, it is considered an
integral part of that power, and you may use it without
spending a stunt on it, as long as you have Power
Points invested in the power itself.

Special Cases, Exclusive Powers: In cases where
an exclusive power has essentially the same name
as its parent power, with a tag identifying the energy
source of the power, that power is considered an
integral power and does not require a stunt to be spent
to use it.

Thus, Physical Aura is considered integral to Aura,
as is Energy Aura. However, this is balanced by the
fact that a character wishing to use these abilities must
pay power points a second time to have access to
more than one kind of Aura.

Special Cases, General Powers: In cases where
a general power has essentially the same name as its
parent power, one sub-ability of that power, of the
character’s choice, is considered an integral ability
and gained as a free stunt.

Thus, when a character chooses Enhanced Senses,
one sense, of his choice, is gained as a free Power
Stunt.

Advanced SKkill: There is, however, another use
for Power Stunts, if you wish to really specialize
in a certain power. Many powers have specific
advantages, which can only be gained through the
expenditure of additional Power Stunts.
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You may also spend additional Stunts on established
powers for other purposes. These are called general
stunts, and are listed after the individual sub-abilities
of a power. Unless otherwise noted, each general
stunt may be taken as many times as you wish, and the
bonuses granted by general stunts always stack. So
taking the general stunt under blast (+1 to blast attack
rolls) three times would grant a +3 to hit.

Making your own stunts: Sometimes a character
wants to do something with his power that is not
described in this book. Good! Characters in comics
do that all the time, and it should be encouraged in the
game.

Cost and limits of new stunts: A new stunt costs
a character 2 action points to perform, rather than the
usual 1, and can also only be established through the
use of the signature stunt feat. What this means is
that until the character has a feat to spend on the new
ability, he must spend 2 action points each time he
uses it.

Results of new stunts: A character states the
action he wants to perform, and the GM adjudicates
what that does in game terms. Although this might
sound like it puts a burden on the GM, there are lots
of stunts in this book to use as guides. If a character
wants to use telekinesis to wrap a thug in a pole, the
GM could look to other powers with ensnarement-
type effects, such as the Land Grab ability granted by
Control Earth.

“Gentleman’s Agreement” stunts: As the GM,
you have a lot going on, and sometimes things slip
past you. Sometimes, because it suits the dramatic
moment you let a player perform a stunt that does a
little bit more than it should have. When this happens,
just let the player know that he performed an amazing
deed, but it was a one-time thing. If he performs the
same stunt again it won’t have quite the same effect,
and he will never be able to master that ability, even
with the signature stunt feat.
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POWER OURATION

This determines how long the power may be
maintained. Power Durations are: Instantaneous,
Concentration, Power Level, Indefinite, Permanent.

Instantaneous powers last the length of your action.
Each time the power is reused, another action must
be spent to use it. The two most common types
of instantaneous powers are attack and movement
powers. One requires an attack action (and a new
attack roll) each time it is used, the other requires a
move action each time it is used.

Concentration means that a power can be
maintained as long as you are free of distractions.
Anytime you are jostled or damaged, you must make a
Concentration skill check or the power goes away, and
must be re-activated (requiring another action).

Power Level means the Power has a duration of
one round per Power Point, and will last that long
while you take other actions. Unless the power also
has charges, (see the Power Limitations section of the
Disadvantages chapter below) you may reactivate it
as many times as you wish, spending an action of the
appropriate kind each time. Only unconsciousness
will deactivate such a power. If a power is an attack
power and has this duration, you only need to make
one attack roll, and after that can inflict damage on
a character each round, as long you spend an attack
action each round. However, the target of this attack
may roll a Reflex save each round (DC equal to the
original attack roll) to escape the power, and force you
to make a new attack roll.

Indefinite means a power requires an action to
activate, but then will remain on until you turn it off
or are rendered unconscious. Attack powers may not
have this duration.

Permanent means the power lasts until your
character’s death. You may not turn it off even if you
want to. Depending on the power, this could be a
Limitation as well (see the Power Limitations section
in the Disadvantages chapter for more information).

Special means the power fits none of the above
general duration categories. The duration of this
power may be found in the power’s description.

POWER ACTIVATION TIME

While Duration refers to how long a power lasts once
activated, Activation time refers to the time required
for the activation itself. Power activation times are:
Full Round (Attack of Opportunity), Full Round,
Action, Attack, Move, and Free.

Full Round (Attack of Opportunity) refers to a
power that not only requires a full round for you to
activate it, but also provokes attacks of opportunity
from threatening characters when you do. If the
power requires concentration (either because its
duration is listed as Concentration or because of a
Power Limitation), and the attack of opportunity hits,
you must make the appropriate Concentration check
or the power is not activated.

Full Round refers to a power that requires a full
round for you to activate.

Action refers to a power that is activated during one
attack action, but does not allow multiple attacks. In
other words, since you can move and perform the
action, it isn’t a full round action, but you cannot
perform the attack more than once regardless of the
number of attacks you have. All ranged attack powers
have an activation time of Action, to balance them
with hand-to-hand attacks.

Attack refers to a power that requires an attack
action for you to activate. You may move your
normal movement rate in addition to the activation of
the power.

Move refers to a power that requires a move action
for you to activate. After activating this power, you
may either move or attack, though not both. Powers
that adversely affect another person (cause damage or
require a saving throw) can never have an activation
time of move (such actions always require you to take
an attack action).
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Free refers to a power that requires no time for you
to activate it. Powers with an activation time of Free
may still only be activated during your action, and
only once per round. Powers that affect another person
can never have an activation time of free.

RANGE

Range refers to the distance at which you may
manifest a power. Power ranges are: Personal, Touch,
Short Range, Medium Range, Long Range, Line of
Sight.

Personal powers only affect you.

Touch refers to powers that may only be transmitted
through personal contact; sometimes this means you
touching another character, sometimes it means when
another character touches you.

Short Range powers have a range increment of
10 feet per 6 Power Points you have invested in the
power.

Medium Range powers have a range increment of
10 feet per 4 Power Points you have invested in the
power.

Long Range powers have a range increment of
10 feet per 2 Power Points you have invested in the
power.

Line of Sight powers have no range increment, and
may be manifested at any range without penalty, up
to a maximum range of 150 feet per Power Point you
have invested in the power.

EXCLUSIVITY

Powers are either exclusive or general. Most powers
are general, unless a character puts a Power Limitation
on the power to make it exclusive.

Exclusive powers mean that you can only ever learn
one stunt with the power. You may not perform any
other sub-abilities of that power unless you spend
power points on that specific ability as well.

For example, a character taking the Blast power
would have to choose between a Physical, Energy,
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or Psychic effect. If the character chose to have an
energy blast and spent 6 Power Points on it, he could
not perform a Physical or Psychic blast unless he
spent power points on one or both of those in addition
to the points spent on the energy blast.

General means you may learn multiple sub-abilities
of the power, and perform actions with the power that
you have not established through the expenditure of
Action Points.

POWER DESCRIPTIONS
ABLLITY ORAIN

You can sap the abilities of another.

Drain Strength (Instantaneous; Action; Touch;
Exclusive): You drain 1-4 points of the target’s
Strength for each 4 power points.

One point of drained Strength returns each round
until the target’s Strength returns to normal. Each
stunt spent on this power increases the duration by 1
round, after which the target recovers one point per
round normally. If your target’s Strength is reduced
to 0 he will be unable to move. Successive drain
attacks may reduce an ability by no more than the
maximum that could be rolled on the number of dice
you have in drain. For example, if you have 2d4 in
drain no matter how many times you attack the same
target with that drain, you may reduce his Strength by
no more than 8 points.

Drain Dexterity (Instantaneous; Action; Touch;
Exclusive): This power functions identically to Drain
Strength.

Drain Constitution (Instantaneous; Action;
Touch; Exclusive): This power functions identically
to Drain Strength.

Drain Intelligence (Instantaneous; Action;
Touch; Exclusive): This power functions identically
to Drain Strength, except that if a target’s Intelligence
is reduced to 0 that target will stare, slack-jawed and

zombie-like until he recovers at least one point of
Intelligence.

Drain Wisdom (Instantaneous; Action; Touch;
Exclusive