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Not all games feature superhuman
gifts — but most do! Fantasy wouldn’t
be the same without mages and
priests pitting their magic and mira-
cles against monsters with exotic
attacks. Space opera practically
requires telepaths, not to mention
godlike aliens. Horror features every-
thing from children with uncontrol-
lable psychokinesis to space-warping,
madness-inducing Things. And the
entire supers genre is defined by
unusual abilities.

Even in less “over-the-top” back-
grounds, heroes — and their foes — may
have special capabilities that set them
apart. The kung fu master who can kill
with a touch, the psychic detective, the
faith healer, the feral child who speaks
with beasts . . . characters like these

abound in adventure fiction.
Superhuman doesn’t have to mean
supernatural, either. Nature is full of
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creatures that can do things like inject
venom, spin webs, and walk on walls -
and in a “hard” science-fiction setting,
advances in biotechnology might let
humans do all of these things without
invoking the impossible. Even shoot-
ing devastating energy beams and
deflecting bullets might be realistic. . .
for a robot.

The common theme here is gifts
that no ordinary human can possess.
When designing such abilities, the
GURPS Basic Set — with its hundreds
of advantages — is an excellent starting
point. But all that variety can be
daunting: to get the ability you want,
you might have to choose between
several similar advantages, and apply
many modifiers. The top priority of
GURPS Powers is to provide advice,
examples, and new options that make
this process easier and more fun.

INTRODUCTION

In particular, Powers gives signifi-
cant thought to a matter that the Basic
Set only touches upon, which is that a
character gifted with special abilities
might produce some or all of them by
manipulating a single superhuman
force: divine will, inner strength, life
energy, mana, psychic potential, spirits,
etc. Someone with the capacity to
direct such energies is said to possess a
power. Powers includes full rules for
creating powers and using them in play
- hence the title.

Powers also looks at how to inte-
grate superhuman capabilities into a
campaign with due respect for its
genre and dramatic mode - and with-
out blowing game balance out of the
water. It's a toolkit, and the GM is
responsible for choosing the right
tools for the job. Before allowing the
players to use the rules in this book,
the GM should read it all - especially
the last two chapters - to discover
which options best suit /is campaign.

PUBLICATION
HISTORY

This is the first edition of GURPS
Powers. The GURPS Third Edition
books GURPS Psionics and GURPS
Supers were inspirational — and a few
modifiers for Shapeshifting (p. 74)
first ~ appeared in  GURPS
Shapeshifters — but it's otherwise a
completely new product.

Note to

Third Edition Players
If you've been playing GURPS
since the Third Edition (or earlier!),
you might ask, “What does GURPS
Powers replace?” The answer is
simple . . . and not so simple.
Powers covers a lot of the same
ground as GURPS Psionics and
GURPS Supers. By following the
advice in this book, you'll be able to
recreate the effects of psi and super
abilities from those supplements.
The implementation isn't the same,




however, so old hands definitely have
some learning to do.

For psi powers, there’s no overall
“level” that rates every one of the
power’s abilities. Instead, the player
crafts each ability separately by buy-
ing it as an advantage, choosing the
level (where possible) and modifiers
that fit his vision of his character’s
aptitude with that one ability. Many of
the special rules and “stunts” from
Psionics appear in Powers, but
they're generalized to all powers and
optional, so that the GM can better tai-
lor them to his campaign.

For supers, the emphasis is on
active abilities, such as flying and
shooting rays. Some passive abilities —
e.g., tough skin - appear, but they
aren't a priority. This is because the

GURPS Basic Set, Fourth Edition
covers more territory than did the
Basic Set, Third Edition. High ST, DR,
extra limbs, and gadgets are all com-
mon in supers games, but the Basic
Set has them covered. The same goes
for rules for super-speed collisions,
picking up and throwing huge objects,
and so on. This leaves more space for
other things.

The biggest change for both psi
and super abilities is that they don't
require skills. We present skill use as
an option (see Skills for Everyone, p.
162), but the GM doesn'’t have to use
it. Talents (p. 8) fill this role, and a
new enhancement (see Reliable, p.
109) permits fine-tuning.

Powers covers much more than just
psis and supers, though. Its equally

About GURPS

Steve Jackson Games is committed to full support of GURPS
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Please include a self-addressed, stamped envelope (SASE) any time
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Pyramid (www.sjgames.com/pyramid/). Our online magazine
includes new GURPS rules and articles. It also covers the d20 system,
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capable of handling high-powered
fantasy “spellcasters,” wuxia fighters,
shamans who command spirits . . .
even gods. Thus, it represents a truly
generic and universal advantage-
based alternative to the skill-based
abilities of Third Edition books such
as GURPS Martial Arts, GURPS
Religion, and GURPS Spirits. This
makes it easy to mix characters with
radically different powers in the same
campaign.

In other words, Powers by itself
isn't quite the complete book of supers
or psi - it's something more. It's a
“how to” guide to the Basic Set for
these things and nearly every other
kind of wondrous ability; think of it as
a Basic Set: Powers. Combined with
the Basic Set, it gives you the tools to
create almost any powered character
you can dream up - a claim that no
Third Edition book could make.

ABOUT THE
AUTHOR

Sean “Dr. Kromm” Punch set out
to become a particle physicist and
ended up as the GURPS Line Editor.
Since 1995, he has compiled the two
GURPS Compendium volumes, writ-
ten GURPS Wizards and Undead,
edited or revised over 20 other
GURPS books, and masterminded the
rules behind dozens more. Most
recently, he and co-author David
Pulver created the GURPS Basic Set,
Fourth Edition.

Sean has been a fanatical gamer
since 1979. His non-gaming interests
include cinema, computers, and wine.
He lives in Montréal, Québec, with his
wife, Bonnie. They have two cats and
a noisy parrot.

Phil Masters has been playing
RPGs since 1978; his first professional
writing appeared in 1980, his first
RPG book in 1990, and his first work
for Steve Jackson Games (GURPS
Arabian Nights) in 1993. Since then,
he’s worked on many more GURPS
books, including the Discworld and
Hellboy RPGs (the latter also with
Jonathan Woodward). He's also
written for White Wolf, Guardians of
Order, and Eden Studios, among oth-
ers. He lives in the UK., runs a
biweekly game, and sometimes helps
organize RPG conventions.



The thief stepped off the flat roof of
the skyscraper. Falling, he gestured, and
wings of fire billowed out and carried
him gently to the ground. Where his feet
touched the road, the asphalt melted
and bubbled.

At the sight of him, and the flames
that flared about him, civilians and
guards alike fled for their lives. By the
time he reached the bank, only a single
figure, clad in black and vellow, stood in
his path.

“Ah,” the thief said, “the mutant
freak is back. But this time, I'm ready,
and you have nowhere to run. Do you
really think that your telepathic trickery

will protect you against the power of
elemental fire?”

His opponent frowned, as though
considering this as a serious academic
question. “I'm not sure,” she admitted.

“Then die.” The thief gestured again,
and sent a searing blast of flame toward
his opponent. But the telepath was no
longer in its path.

“It might not protect me, but it
means that I can control your visual
cortex.” The telepath’s amused tones
echoed in the thief's head. He frowned,
then shrugged. “It makes no difference,”
he said. “You can project your voice,
and maybe you can plant a picture or

BUILDING POWERS

two in my brain, but I can just burn my
way into this place, and burn anything
that stands in my way. The more you
annoy me, the more I'll destroy. You
lack power.”

“True,” the telepath replied, and sud-
denly, the blue sky above darkened with
black clouds. “I'm a little short on raw
force. But I do have range, and I have
friends who'll help when I need them.”
From the clouds, hailstones large as
fists came pounding down, quenching
the thief’s flames and hammering him
to his knees. “And I'm told that a fire
elemental is a couple of steps down
from a storm god.”

From ancient demigods to cos-
tumed comic-book vigilantes, heroes
with superhuman abilities abound in
myth and fiction. Each has a different
explanation for his gifts, but most
have one thing in common: their capa-
bilities are rooted in the energies they
control, in the power they manipulate
- be that inner strength, magic, an ele-
mental force, or the will of the gods.

The Basic Set presents many
advantages that could be attributed to
such powers, but leaves their source
unspecified. On their own, these traits
are “wild” gifts; they work like they
work. And sometimes, that's enough.
In most game worlds, though, it's
important to answer the following
questions:

® Which advantages could logically
originate from a given source of
power?

® How does this source change
these advantages?

® How do these abilities relate to
one another?

® How do these abilities interact
with other powers?

These are questions that GURPS
Powers aims to answer.




A “power” is an exotic or supernat-
ural gift that you can direct in differ-
ent ways to produce a number of
related effects. A good example is
Telepathy (see p. B257): the capacity
to channel your thoughts in order to
affect others’ minds. This might let
you read minds, transmit thoughts,
and lash out with bolts of mental
energy. Yet all of these things are just
manifestations of a single power - the
power of Telepathy.

Source

Each power has a source: the origin
of the energy the wielder manipulates
to produce its effects. This is normally
chosen from the list under Advantage
Origins (see p. B33) - for instance,
Telepathy is “psionic” — but the GM is
free to invent other sources.

The “chi” and “psionic” sources
suggest that the power comes from
within - from the user’s body and
mind, respectively. Most other sources
imply that the user is channeling
external energies: the will of a god for
“divine,” servitor spirits for “spirit,”
mana for “magical,” and the energy of
creation for “cosmic.” A few straddle
the line, and suffuse the user and his
surroundings; see Nature (p. 28) for a
source like this. It's important to be
aware of this distinction, as it can
affect how powers work in play (see
Channeled Energies, p. 24).

For more on sources, including a
discussion of which sources are
appropriate for a given genre and
campaign type, see Origins (p. 179).

Focus

A power also needs a focus: the
item it manipulates or the concept it
revolves around. This can be broad,
but should be well-defined and fit into
one of these categories:

® A form of matter or energy, or its
absence (e.g., air, cold, darkness,
earth, electricity, fire, light, radiation,
sound, vacuum, or water).

® A natural phenomenon (e.g.,
death, disease, volcanic activity, or
weather).

WHAT Is A POWER?

® A supernatural phenomenon
(e.g., astral projection, second sight, or
the will of a specific god).

® A class of targets (e.g., animals,
computers, living bodies, plants, sen-
tient minds, or spirits - or other pow-
ers of one particular source).

® An abstract notion (e.g., good,
evil, the future, or probability).

ANATOMY OF
A POWER

In addition to its source and focus,
a power has three game-mechanical
components:

1. A set of advantages that repre-
sent different ways the power can
manifest. These are known as the
power’s abilities.

2. A special modifier — most often a
limitation - called a power modifier.
This turns any advantage that has it
into an ability within the associated
power.

3. A Talent that makes it easier to
use all of the power’s abilities.

Abilities

Each power has a list of abilities:
advantages that make sense as mani-
festations of the power, given its focus.
For instance, Telepathy offers such
abilities as Empathy, Mind Control,
Mind Probe, Mind Reading, Mind
Shield, Mindlink, Possession, and

Telesend (for a complete list, see
Telepathy, p. 134). What these advan-
tages have in common is that they lend
themselves to interpretation as direct
interactions between sentient minds.

A power’s abilities usually have a
number of structural similarities.
They might all be physical or mental,
or supernatural — or perhaps they all
depend on rolls against the same
attribute. This is a suggestion and not
arequirement, but the GM should def-
initely bear it in mind when designing
powers. A power will seem contrived if
its abilities belong to many different
classes of advantages that work noth-
ing alike.

It might be necessary to modify or
qualify an advantage to better meet
these goals before allowing it as an
ability. For instance, Telepathy lists
Affliction and Innate Attack as abili-
ties, but only when they cause fatigue,
stunning, incapacitation, temporary
mental disadvantages, or DX, IQ, or
Will penalties — and only with the
Malediction enhancement. These
restrictions serve to exclude such
attacks as fire bolts and death rays,
which are inappropriate for Telepathy
as depicted in most fiction.

The GM need not treat a power's list
of abilities as exhaustive or prescrip-
tive. If a player provides a reasonable
explanation for why an advantage that
isn't on the list would suit a particular
power, the GM should be generous.

Focus vs. Source

Focus and source might correspond on a one-to-one basis. For
instance, the power to command some spirits in order to influence oth-
ers would have “spirit” as both its source and its focus. This doesn’t have

to be the case, however.

Most sources encompass more than one focus. For example, the
“psionic” source extends to all six powers described in Chapter 6 of the
Basic Set: Antipsi (focus: other psionic powers), ESP (focus: knowl-
edge), Psychic Healing (focus: healing), Psychokinesis (focus: motion),
Telepathy (focus: sentient minds), and Teleportation (focus: instanta-
neous travel). Likewise, the “divine” source is extremely broad; in most
settings, each god grants its servitors a unique power.

Conversely, a given power could have more than one source. The
focus “fire” might be divine, magical, or psionic in nature, depending on

the game world.
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See Choosing Abilities (p. 9) for a
detailed discussion of how to choose
appropriate abilities for a power.

Power Modifiers

Each power also has a power mod-
ifier: a limitation or enhancement that
turns an advantage into one of the
power’s abilities. An advantage muist
have the relevant power modifier in
order to be part of the power; there are
no exceptions.

An advantage with a power modifi-
er is subject to all the special rules that
apply to the power. If the power is sub-
ject to a broad set of countermeasures
or situational penalties, only works in
certain circumstances, or restricts the
user’s actions, its power modifier is a
limitation. If the power’s abilities are
more flexible than the unmodified
traits, its power modifier is an
enhancement. The value of the limita-
tion or enhancement depends on just
how much the restrictions are tight-
ened or relaxed; see Evaluating Power
Modifiers (p. 20).

Talents

Finally, each power has a Talent
that represents natural or learned
aptitude with the power. This is simi-
lar to a mundane Talent (see p. B89),
but instead of giving a bonus to skill
rolls, it gives a bonus to all success
rolls made to activate or use any of the
power’s abilities; e.g., Telepathy Talent
3 gives +3 to the IQ, Will, and
Perception rolls to use telepathic

Powers vs.
“Wild” Advantages

Not everyone with advantages from a power's list of abilities possess-
es that power. As explained under Power Modifiers, an advantage only
becomes part of a power if it has the relevant power modifier. The GM
decides whether it's possible to buy the advantages that make up pow-
ers as stand-alone traits.

In some game worlds, many advantages exist both “in the wild” and
as part of one or more powers. Without a power modifier; an advantage
works exactly as per its description — none of the special rules for pow-
ers apply to it. For instance, effects that negate, drain, or enhance an
advantage when it’s part of a particular power have o effect on the wild
version. Things that benefit or restrict the wild version have their usual
effects on all modified versions, though!

In other settings, the only way to obtain certain advantages — espe-
cially exotic or supernatural ones — is as part of a power. By ensuring
that unusual abilities are always subject to power modifiers, the GM
can control dozens or hundreds of advantages by defining a small num-
ber of modifiers. Of course, unusual NPCs might still have wild versions

of such traits . . .

abilities. The GM is free to interpret
Talent creatively for abilities that don't
normally require a die roll; see The
Role of Talent (p. 158) for ideas.

The cost per level of Talent can
vary, as explained under Pricing
Talents (p. 29), but most Talents cost 5
points/level. No one may buy more
than four levels of a given Talent with-
out the GM’s permission.

It's possible to purchase the abili-
ties of a power without taking the
associated Talent, but most empow-
ered heroes will find Talent indispen-
sable. Likewise, the GM may allow

Talent without abilities. Those in
either situation possess the power in
question, and can generally add the
missing component later on; see
Adding and Improving Powers (p. 33).

This is all you absolutely need to
know to skip to Chapter 3 and start
adding powers to a character. The
remainder of this chapter is aimed at
GMs who are designing powers for
their campaign, and players who have
the GM’s permission to give their
characters custom-built powers.
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The first step in designing a power
is to pick a reasonable list of abilities.
The goal is to create a list that’s long
enough to justify the work of coming
up with a power modifier and a Talent
(and the special rules that go with
them), but short enough that the
power doesn’t become meaninglessly
vague . . . or the only power worth hav-
ing. Ask yourself two questions before
you add any advantage to a power:

1. Does the advantage make sense
given the power’s focus? A power’s
abilities — with 1o exceptions — must
directly address its focus. For
instance, if you're designing a necro-
mantic power, all of its abilities should
deal with death and the dead.
Channeling and Medium are a perfect
fit. Innate Attack would work, too, if
given a reasonable set of modifiers to
turn it into, say, a “life-draining
touch.” However, Healing would be
hard to justify, and Binding wouldn’t
make sense at all.

2. Does the advantage make sense
given the power’s source? The ability
shouldn’t clash with the folkloric tra-
ditions or genre conventions normally
associated with the power’s source.
For example, psionic abilities should
feel like powers of the user's mind;
therefore, a trait such as True Faith,
which traditionally relies on a connec-
tion to a god or a spirit, would be
unsuitable.

Don't put these tests ahead of cre-
ativity, though. A clever choice of spe-
cial effects and modifiers can some-
times turn an otherwise inappropriate
advantage into a good fit. For
instance, Binding might actually be
quite reasonable for a necromantic
power . . . if it's defined as skeletal
hands that erupt from the ground and
seize the victim! All that's needed is an
Environmental limitation: “Only in
graveyards, old battlefields, and other
death-aspected areas.”

When choosing a power’s abilities
— especially those available to PCs -
it’s crucial to make sure that they're
varied enough to make the power
useful for some or all of combat,
stealth, transportation, information
gathering, social interaction, or

CHOOSING ABILITIES

simply earning a living. Below is an
overview of several important cate-
gories of abilities. See Chapter 2
for rules for converting specific
advantages into customized abilities.

ATTACKS

In most action genres, those who
have powers can hurl them at their
foes. This is one of the key roles of
powers in supers settings, where “ele-
mental” powers are typically capable
of a bewildering variety of attacks. For
instance, Heat/Fire power might let
the user conjure fireballs, flame jets,
smoke, spark showers, etc. Of course,
not every power is destructive. A
power with many other uses - or one
that’s wholly nonviolent (e.g., Psychic
Healing) - can get by with no attacks.

Because of the sheer number of
modifiers available, always specify all
enhancements and limitations needed
to adapt an attack advantage to a
power; see Selecting Modifiers (p. 99)
for details. A few important examples:

® Normally ranged abilities, like
Innate Attack, have the Melee Attack
limitation (p. B112) if they charge up
a hand or other body part for striking.
Touch-only  abilities, such as
Neutralize and Possession, require
Ranged (p. B107) to work at a
distance.

® Abilities resisted by IQ or Will
need the Based on HT enhancement
when added to a fundamentally phys-
ical power. Those resisted by HT need
Based on Will when included in a
mental power. See Based on (Different
Attribute) (p. B102).

® Curses, mental blasts, and similar
supernatural attacks work best with
Malediction (p. B106) or Sense-Based
(p. B109).

Direct Attacks

The beams, bolts, gazes, curses,
etc. wielded as weapons by those with
powers most often injure, weaken,
subdue, or inconvenience their target
directly.

Affliction
The vast range of possible
effects available through special
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enhancements makes this the most
common attack. Because of this
scope, a power that includes Affliction
should always specify the types of
enhancements allowed.

Most nonlethal attacks are
Afflictions with one of three enhance-
ments: Attribute Penalty, for weak-
ness-inducing attacks that drain ST or
neural blasts that reduce DX or IQ;
Disadvantage, for psionic or magical
abilities that cause madness, decrepi-
tude, etc.; and Incapacitation, for
sleep, stunning, and paralysis effects.
Lethal attacks are wusually Innate
Attacks (below), but “all or nothing”
attacks could instead be Afflictions
with the Coma or Heart Attack
enhancement.

The Advantage enhancement is
perhaps the most versatile of all. Used
with Growth and Shrinking, it allows
enlargement and diminution, respec-
tively. With Morph, it can turn the tar-
get into another creature. With
Insubstantiality, it can turn him into a
“chost.” And with Jumper or Warp, it
can make him disappear altogether!

Binding

With suitable modifiers, Binding
can hold the target in place with
bonds of telekinetic force, imprison
him within a block of ice, summon
vines to entangle him, and so on. Like
Affliction, Binding should come with a
list of special modifiers that adjust it
to suit the power. The Environmental
limitation is among the most impor-
tant of these, and is useful for describ-
ing abilities that command nature.

Innate Attack

This is the basic “do damage” abil-
ity. Always specify permitted damage
types, which should suit the power’s
focus.

If the focus is matter — earth, ice,
metal, etc. — choose a Crushing,
Cutting, Impaling, or Piercing Attack
to represent a solid projectile. A liquid
or gas that pushes the target around
has Double Knockback (p. B104) and
No Wounding (p. B111). A poisonous
liquid or gas is a Fatigue or Toxic
Attack with Contact Agent (p. B111) or
Respiratory Agent (p. B108).




Inappropriate Abilities

When narrowing down a power’s list of abilities, bear in mind that a
power is supposed to be an innate capacity to produce extraordinary
effects — usually by actively manipulating some kind of energy. Traits
that don’t meet this criterion are rarely suitable. In particular, the fol-
lowing are normally off limits:

® Attributes and secondary characteristics. A hero can actively use
great ST to smite foes or high Basic Move to sprint, but the benefits are
mainly passive. A super with extreme scores can call his gift a “power”
or “super-ability,” but he can’t claim a discount from a power modifier
or a bonus from a Talent.

® Advantages that grant bonuses to attribute or skill rolls. Traits such
as Acute Vision, Hard to Kill, and Talents are situational attribute
bonuses, and are subject to the same cautions as attributes.

® Advantages that represent physiology, racial traits, implants, or sur-
gery. Advantages such as Claws and Extra Arms are just body parts, and
aren’t usually suitable as part of a power. Racial templates are inappro-
priate for similar reasons; “being a dragon” isn't a power! This applies
equally to technological body parts: bionic arms, implanted firearms,
etc. These are interesting abilities (see Chapter 3 for examples), but they
rarely suit powers.

® Disadvantages and quirks. These render the user less capable, and
so are unsuitable as abilities. A power might have disadvantages as pre-
requisites, though; see Required Disadvantages (p. 21).

® Skills. Powers can sometimes assist skill use and vice versa
(see Using Abilities with Skills, p. 161), but this doesnt make the
skills involved part of a power, however exotic they are. Skills are
learned, not innate.

® Social traits. Legal Enforcement Powers, Patrons, Status, etc. origi-
nate from society — not powers. A power would have to be very unusual
to include such advantages as active abilities.

Put creativity first, though. Only disadvantages, quirks, and skills are
always inappropriate. The other traits above might be fine with suitable
modifiers. For instance, attributes are explicitly permitted in some cases
(see Attributes as Abilities, p. 13), physiological traits are fine if switch-
able (see Switchable Body Parts, p. 18), and even technological body parts
are acceptable if the GM allows “Superscience” as a power modifier (see
Gadget Limitations and Powers, p. 107).

If the focus is energy, the best
option is a Burning Attack. This can
represent a laser, lightning bolt, fire-
ball, radiation blast, etc. Some force
beams and sonic/vibratory attacks
work more like solid projectiles,
however.

Supernatural powers should use
Fatigue Attack for nonlethal effects
(e.g., mind blasts) or Toxic Attack for
deadly ones (e.g., death rays). Such
abilities frequently have the Side
Effect enhancement (p. B109).

Only exotic foci are likely to have a
Corrosion Attack. This might repre-
sent an acid jet, antimatter beam, or
disintegrator — or even accelerating
time to cause decay.

Leech and Neutralize
Individuals who can rob others of
their capabilities exist in most settings
with powers. The ability to reduce the
victim’s FP, HP, or attributes in order

to heal oneself is Leech (p. 96). This is
most often part of a supernatural
power with a vampiric or necromantic
bent.

The ability to remove powers is
Neutralize (p. 97). Powers that include
this advantage must specify the affect-
ed source, and might use the One
Power or One Ability limitation to nar-
row it down further. If the attacker
acquires the stolen powers, add the
Power Theft enhancement to the list.
This best suits super-powers.

Environmental Control
Some advantages let the user alter
his environment in order to compro-
mise opponents in battle. These might
not cause direct harm, but it’s wise to
count them as attacks when designing
a power. A power with many of these
abilities is definitely useful in combat.

Control and Create

A power with these advantages
should normally limit them to its
focus; e.g., Control (Earth) and Create
(Earth) for Earth power. Occasionally,
it makes sense for a power to include
Control and Create for a diametrically
opposed focus, too; for instance, Air
power might include Create (Vacuum)
if it can move air out of an area. See
Control (p. 90) and Create (p. 92) for
details.

Obscure

Before adding Obscure to a power,
think about which senses the power’s
focus could block. Heat/Fire power
could inhibit vision with smoke and
jam Infravision with heat, while ser-
vants of Trickster, Spirit Guardian of
Thieves, might have a power that
includes all forms of Obscure. Use the
Extended special enhancement for
related senses, multiple instances of
Obscure for unrelated senses.

When narrowing down a powers list of abilities,
bear in mind that a power is supposed to be an
innate capacity to produce extraordinary effects —
usually by actively manipulating some kind of

energy.
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Static

Static (p. 98) interferes with all
powers of a particular source. The
basic advantage is a personal defense,
but it tends to have the Area Effect
special enhancement in fiction — and
often the Ranged enhancement
(p. B107), too — making it more like an
attack. If it appears among a power’s
abilities, the power generally shouldn’t
include any ability that stems from the
affected source, with the exception of
Neutralize, Obscure, and Resistant.
Thus, Static works best for “anti-pow-
ers.” For instance, Antipsi (p. 122)
includes Static (Psi), but doesn’t
include psi abilities other than those
that block psi.

DEFENSES

Powers are as likely to include
defenses as attacks. This might seem
odd, given that the majority of suitable
traits — notably Damage Resistance
and Resistant — are passive, and don't
let you do anything. But including
such advantages in a power often
makes it possible to employ extra
effort (see Extra Effort, p. 160), attempt
special active defenses (see Defending
with Powers, p. 167), and perform
“stunts” (see Stunts, p. 170) — all of
which benefit from Talent. Of course,
there’s a tradeoff: anything that neu-
tralizes the power also neutralizes the
defenses it provides.

Types of Defenses

Before choosing specific defensive
abilities, think about #ow the power
protects its user. A power might work
in any or all of the following ways:

Obstructing the attack. Some pow-
ers interpose themselves between the
user and the incoming attack, weaken-
ing the attack in a way that’s logically
or dramatically consistent with the
power’s focus. For example, Cold/Ice
power might let the user shroud his
body in ice, creating a physical barrier
against damage. This best suits pow-
ers that manipulate materials (earth,
ice, metal, etc.) or create energy fields
(e.g., Psychokinesis, p. 133).

Diverting the attack. Other powers
protect the user by allowing him to
channel his focus so effectively that
when he’s attacked with an item or
substance he can control, he can

Optional Rule:
Alternative Abilities

It often makes sense to define several abilities as distinct, mutually
exclusive “settings” of a single, adaptable trait. For instance, Burning
Attack, Ladar, and Laser Communication might be different intensity
levels and modulations for a laser that can function as a weapon or a
sense or a means of communication. Similarly, two Innate Attacks
might represent different power settings for a ray gun.

If only one such ability works at a time, it's reasonable to give a cost
break. If the GM agrees, those with “alternative abilities” pay full price
only for their most expensive ability. All the rest are at 1/5 cost. Find each
ability’s final cost after all enhancements and limitations (including the
power modifier, if any), apply the divisor, and round up.

Example: Jocko the psychokinetic has Flight (PK, -10%) [36], Super
Jump 2 (PK, -10%) [18], and Walk on Air (PK, -10%) [18]. The GM
decides that these advantages represent a single ability to levitate. Jocko
pays full price for Flight, as it's the most expensive trait. He pays 1/5 cost
for Super Jump and Walk on Air. Each costs 18/5 = 3.6 points, which
rounds up to 4 points. Final cost is 36 + 4 + 4 = 44 points.

The GM shouldn’t permit abilities with incompatible in-game expla-
nations as alternatives. Obscure and Burning Attack in the form of
smoke and a fireball are reasonable alternatives . . . but if the smoke
were darkness and the fireball a laser, the combination would need
superscience or the supernatural to make sense!

Alternative abilities have three drawbacks:

1. It's impossible to use the abilities simultaneously or have a Link
(p. B106) between them. To change settings requires a Ready maneuver.
After switching to an attack (Affliction, Binding, Innate Attack, Leech,
Neutralize, Obscure, Static, and anything else the GM views as an
“attack”), switching to a different attack is a free action. If the user can
make more than one attack per turn, he must use the same setting for
all of them.

2. Anything that disables one ability disables the whole collection. If
injury or critical failure cripples or burns out any of the abilities — or a
foe neutralizes or drains one — none of them are available until the
affected one recovers!

3. Using an ability that can't be activated again until its duration
expires (e.g., Neutralize with the Power Theft enhancement, or almost
anything with the Ranged enhancement) means that none of the abilities
are available for the duration.

For additional notes that apply to attacks, see Alternative Attacks
(p. B61).

direct it around or away from himself,
reducing the attack’s effectiveness.
Examples include a telepath who can
ward off the incursions of other
telepaths and a fire elemental who's
largely immune to fire. This explana-
tion makes sense for almost any focus.
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Negating the attack. Certain powers
let the defender wholly or partially
“cancel out” attacks that are diametri-
cally opposed in focus. This is most
appropriate for powers with a clearly
defined opposite: Good vs. Evil, Light
vs. Darkness, etc.



Typical Defensive
Abilities

Once you know Zow a power pro-
tects its user, it’s easier to choose the
advantages and modifiers that make
up its defensive abilities.

Damage Resistance

This works well for all three kinds
of defenses. As an obstructing defense,
DR should work against most or all
attacks. The Force Field enhancement
is especially appropriate.

As a diverting defense, restrict DR
to the power’s own source or focus by
applying the Limited modifier. For the
purposes of Limited Defenses (p. B46),
an entire source is “Very Common”
(-20%), while almost any focus broad
enough to justify a power is
“Common” (-40%). The Absorption
and Reflection enhancements are
logical additions.

As a negating defense, use Limited
to restrict DR to a focus that opposes
that of the power.

Resistant

At the +3 or +8 level, Resistant is
suitable as a diverting defense against
the power’s own source or focus, or as

a negating defense against the oppo-
site focus. As with DR, an entire
source is “Very Common,” while a
single focus is “Common.”

Immunity is often appropriate, too.
However, the GM is free to forbid a
power from offering full Immunity to
its own source if any shield capable
of completely blocking its harmful
energies would also block external
energies that must reach the user to
empower him in the first place. This
consideration is dramatic, not game-
mechanical.

Specific Defenses

Many defensive advantages work
against specific threats. The most
important are Mind Shield (as a
diverting defense for any mental
power), Protected Sense (most often a
negating defense; e.g., Darkness
power might give Protected Vision by
reducing glare), Radiation Tolerance
(a diverting defense for energy-related
powers, but also a suitable as an
obstructing defense for powers that
manipulate dense materials), Sealed
(an obstructing defense that often
accompanies DR with the Force Field
enhancement), and Temperature

Uniqueness

A given advantage can belong to more than one power. For instance,
Healing isn't just part of the Healing power; the Bioenergy, Good, Life,
and Order powers also include it (see Chapter 3). However, variations
between power modifiers do mean that the advantage might have
unique strengths and weaknesses, relative to its base form, in each case.

An advantage should only be truly unique to a single power if the
campaign background demands it. For example, in a world where the
only powers are divine, certain abilities might be the exclusive domain

of particular gods.

Multiple Copies of the Same Advantage
You can buy the same advantage more than once as the ability of dif-
ferent powers — usually as insurance against one of your powers failing,
or to serve as a prerequisite (see p. 31). Pay full price only for the most
expensive ability, after all modifiers; the others are at 1/5 cost (round
up). Unlike Alternative Abilities (p. 11), there’s no connection between
these abilities. The discount simply reflects the diminishing returns on

buying an advantage multiple times.

If the advantage comes in levels, you can instead opt to pay full price
for both versions. This lets you add the levels together in a situation
where both powers would work, provided your powers aren’t opposed

in some way (GM’s decision).
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Tolerance (which might be diverting
or negating; e.g., Heat/Fire power vs.
heat or cold).

MOVEMENT
ABILITIES

Movement abilities are another sta-
ple of action genres. Most of these
traits allow flashy maneuvers that
make them every bit as dynamic as
combat abilities.

Types of Movement
Abilities

There are many possible explana-
tions for movement abilities. The most
obvious is that the power has “moving
things” as its focus. Powers that can
move distant objects - like
Psychokinsis (p. 133) - can often
transport the user, too, with the most
common result being Flight. “Moving
things” can also mean instantaneous
movement. Powers of this kind, such
as Teleportation (p. 134), offer
Jumper, Snatcher, or Warp.

Equally common in fiction are
powers that let the user command or
conjure his focus in such a way that it
carries him along or enhances his
movement capabilities. A super with
Air power might ride within a minia-
ture tornado (Flight), a hero with
Cold/Ice power might slide along an
icy trail (Enhanced Move (Ground))
and climb walls by freezing his hands
to them (Clinging), and so on.

A few powers allow the wielder to
project his focus to generate thrust,
like a jet or a rocket. Any power ener-
getic enough to do damage with a
direct attack could believably work
this way - especially an elemental
power that lets its user project water,
fire, etc. This most often grants
Enhanced Move, Flight, or both.

Finally, a power that gives precise
control over a focus is likely to let the
user control how his body interacts
with that focus. For instance, Gravity
power might let a hero reduce the pull
of gravity on his body (justifying
Catfall, Super Jump, or even Flight),
while Earth power could enable him
to meld his body with stone in order to
climb it (Clinging) or pass through it
(Permeation).




Typical Movement
Abilities

Most movement advantages are
suitable abilities for powers, but
matching them up can be tricky.
Below are a few suggestions.

Amphibious,
Terrain Adaptation,
and Walk on Liquid

These traits let the user function at
full Move in or on a substance that
normally limits movement. They're
common for elemental powers that let
the user adjust the interaction
between his body and his power’s
focus: Amphibious and Walk on
Liquid both suit Water, Terrain
Adaptation (Ice) fits Cold/Ice, and so
on. Powers granted by spirits or gods
associated with nature are also candi-
dates for such abilities; for instance, a
sea god might bestow Amphibious,
while a desert spirit might give Terrain
Adaptation (Sand).

Clinging and Super Climbing

Clinging and Super Climbing are
logical for any power that lets the user
create a bond between his body and a
surface. Depending on the power, this
bond might be physical (ice, stone,
etc.) or due to an attractive force
(gravity, magnetism, psychokinetic
energy, etc.). If the bond can only form
with the focus of the power, or
if the focus can only form a bond
with certain substances (e.g., metals,
for Magnetism), add the Specific
limitation.

Enhanced Move

This movement ability nearly
always occurs alongside others:
Enhanced Move (Air) with Flight,
Enhanced Move (Water) with
Amphibious, and so on. Enhanced
Move (Ground) is extremely flexible; it
can represent elemental “matter surf-
ing,” chi- or psi-based body control,
and many other things.

Flight, Super Jump,
and Walk on Air

Flight is probably the single most
common ability attributed to gods,
supers, psis, and others with remark-
able powers. A hero might ride the
wind, soar atop a column of flame,
control gravity or psychokinetic
energy, or summon spirits to whisk

Attributes as Abilities

The GM shouldn’t allow modified ST, DX, IQ, HT, Will, Per, Basic
Speed, or Basic Move as abilities. However, bonuses to these scores are
appropriate for powers if either of the following is true:

® The bonuses have limitations that mean they require conscious
activation or don't always work; e.g., Costs Fatigue, Limited Use, or
Trigger. For instance, a ST bonus with Costs Fatigue might suit a bio-
logical or chi power.

® The power modifier itself genuinely limits utility. For example, a
super-power might grant ST and Basic Move bonuses that can be negat-
ed (by Neutralize and related effects) along with the rest of the power.

Price such a bonus as additional levels of the affected score, adjust-
ed as usual for modifiers. List it as an advantage, however — don't factor
it into “permanent” attributes, secondary characteristics, skills, etc. It
provides the full benefits of a higher score . . . when it works. When the
player wishes to use his bonus, he must declare this like any other abil-
ity use. This gives the GM a chance to rule on whether the bonus is
available under the circumstances.

Talent doesn't affect these bonuses at all. A “Wisdom of Horus”
power might offer IQ +10 as one of its abilities, and give +10 to IQ and
1Q-based skills when it works, but the Wisdom of Horus Talent would
give no further bonus.

To turn FP and ST-based damage into abilities, use the special rules
under Energy Reserves (p. 119) and Modifying ST-Based Damage (p. 146)

instead.

him through the air. This is one of the
few abilities that can, with a little cre-
ativity, suit almost any focus! The GM
should keep an open mind.
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Those trying to save points should
consider applying limitations such as
Gliding and Lighter Than Air to their
Flight. Alternatively, they might buy
Super Jump or Walk on Air; either
ability is suitable for a power that
allows full-fledged Flight.

Jumper, Snatcher, and Warp

In most game worlds, these abilities
are the exclusive domain of powers
with “instant movement” as their
focus. They are frequently the only
abilities of such powers, with the pos-
sible exception of Affliction with the
corresponding Advantage enhance-
ments. Since these traits can short-cir-
cuit adventures, the GM should be
conservative about accepting “cre-
ative” explanations as to why they suit
atypical powers or sources. By limiting
which powers include these advan-
tages, and restricting those powers to
PCs who draw power from suitable
sources, the GM can easily dampen or
jam just those powers, allowing him to
shore up his plot without robbing the
heroes of all their abilities.




Permeation and Tunneling

Powers with a specific material
focus often count Permeation of
that material among their abilities.
A power might even encompass sever-
al versions of Permeation; e.g.,
Permeation (Earth) and Permeation
(Stone) for Earth power. Conversely,
more than one focus might make
sense for a given form of Permeation;
e.g., both Cold/Ice power and Water
power could include Permeation (Ice).

Tunneling rarely suits powers other
than those that deal with earth or
stone.

Telekinesis

Telekinesis is unique among move-
ment abilities in that its chief function
is to move things other than the user.
The most familiar explanation for this
ability is psi, but dozens of other phe-
nomena can produce identical results:
spirits, tightly focused winds, gravity
beams, magnetism, etc. As a result,
Telekinesis is nearly as widespread as
Flight, and suits an equally broad
spectrum of powers.

MENTAL
ABILITIES

Combat and movement abilities
enjoy the highest profile in fiction,
but interesting powers offer many
other  possibilities.  Particularly
important are capabilities useful for
investigation and social interaction.
Most of these gifts require 1Q, Will, or
Perception rolls to use, making
them “mental” for all practical
purposes — however physical their
manifestations.

Any power might offer a few men-
tal abilities. However, powers with a
divine, magical, psionic, or spiritual
source tend to offer many such abili-
ties — or even consist solely of these
abilities — because of the connections
that myth and fiction draw between
the supernatural and the mind. Psi
powers are defined as mental, while
divine, magical, and spiritual ones
depend on faith, knowledge, and
awareness, all of which are ultimately
rooted in thought.

Because mental abilities manifest
through thoughts more so than
actions, they are especially appropriate

for contemplative characters. In con-
spiracy, horror, and secret-powers
campaigns, the GM might decide that
they are the only abilities available to
anyone. Telepaths can read minds . . .
but not fry the brains of enemies.
Shamans can perceive spirits . . . but
not fly. And so on.

Here and elsewhere, Powers splits
mental gifts into “communications,”
“influence,” “information,” and “sens-
es.” These categories overlap a great
deal. For example, the Medium advan-
tage allows the user to sense and
speak with spirits, raising the possibil-
ity of asking them for assistance or
information; thus, Medium could fit
into any or all of these classes. If it’s
important to categorize an advantage
precisely, the GM’s word is final.

Communications

Certain abilities enable the user to
communicate with others despite
physical barriers (distance, sound-
proofing, etc.), lack of a common lan-
guage, physiological differences, and
so on. Two classes of powers are espe-
cially likely to offer such abilities.
Powers that focus on a type of energy
often give the ability to signal with
that energy, while powers that focus
on entities that don’t use normal
human speech generally include the
ability to communicate with those
beings.

Channeling and Medium

These advantages enable the user
to interact with spirits. They nearly
always occur as part of a supernatural
power (divine, magical, psionic, or
spirit), and rarely suit other kinds of
powers. In settings where “spirits” are
the perfectly natural residents of
another dimension, however, either
ability might belong to a power that
allows interdimensional communica-
tion or travel.
Mimicry

Mimicry is an obvious choice for
Sound/Vibration power, and might
suit a chi- or psi-based body-control
power that allows voluntary reshaping
of the vocal apparatus, or a power that
focuses on animals or nature.
Trickster spirits and gods of language
might empower their servants with
this ability, too.

BUILDING POWERS

Speak with Animals
and Speak with Plants

These abilities occur most com-
monly as part of powers granted by
nature deities. In game worlds where
psi powers can influence nonsapient
life forms, they might instead be
obscure telepathic abilities, or belong
to distinct Beast Telepathy and Plant
Telepathy powers. They also suit more
generic animal-, plant-, and nature-
control powers.

Speak Underwater

Aquatic supers often possess this
ability — almost always as part of
Sound/Vibration or Water power. Holy
folk empowered by sea gods, ocean
spirits, and similar entities might
enjoy this capability as well.

Subsonic Speech
and Ultrasonic Speech

These abilities mainly suit
Sound/Vibration power. They aren't
appropriate for most supernatural
powers. The knowledge that some ani-
mals produce sounds at frequencies
inaudible to human hearing - in fact,
the entire concept of different fre-
quencies of sound - comes from mod-
ern science, and doesnt mesh well
with traditional beliefs. Druids,
shamans, and the like should use
Speak with Animals to talk to bats,
dolphins, etc.

Telecommunication
Telecommunication is best thought
of in terms of “Telesend vs. everything
else” Most forms use mundane
energy to transmit a signal; therefore,
they suit powers that focus on
the type of energy involved. For
instance, Infrared Communication fits
Heat/Fire or Light power, Laser
Communication is an obvious choice
for Light power, and Radio is logical
for Electricity power. If the GM wish-
es, all three might be part of a broader
power that focuses on electromagnet-
ism in general; e.g., Electrokinesis.
Telesend uses many of the same
rules as other forms of Telecom-
munication, but it’s ill-suited to powers
with scientific or pseudo-scientific
explanations. For most people, direct
thought transference defines “psionic.”
As such, the GM might wish to reserve
it for psionic powers - notably
Telepathy (p. 134) — and other super-
natural powers with similar foci.




Influence

Influence abilities allow the user
to read or alter others’ emotions,
thoughts, or perceptions. Some of
these traits would fit equally well
under Communications. The crucial
difference is that the advantages list-
ed below let the user manipulate oth-
ers — either by giving him an uncan-
ny degree of emotional or intellectu-
al access to his “victim,” or by
enabling him to control his victim
directly.

Animal Empathy, Empathy,
Plant Empathy, and
Spirit Empathy

These traits make it possible to
determine the emotional state and
predisposition of another being with-
out his knowledge or consent -
indeed, without even conversing with
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him. This makes them especially

appropriate for psionic powers
(Telepathy in particular), but note that
any power that focuses on animals,
plants, or spirits could logically
include the appropriate variety of
Empathy, regardless of source.
Healing powers might offer these abil-
ities as well, albeit through reading
vital signs instead of minds.

Ilusion

Mlusion (p. 94) represents the abili-
ty to project images. In its basic form,
it’s appropriate for Light power, psion-
ic Electrokinesis, etc. It often occurs
with the Mental special modifier,
though, which turns it into a frue
influence ability. This makes it an
excellent match for supernatural pow-
ers — especially Telepathy, magical
powers, and divine and spirit powers

BUILDING POWERS

granted by deceivers and tricksters
(although believers might regard the
illusions as “visions”).

Mind Control and Possession

Mind Control permits the user to
order his victim around, while
Possession goes a step further and lets
him take direct control of his victim’s
body. Both offer special enhance-
ments that allow the emulation of
countless other effects common in fic-
tion — most of which are appropriate
as psionic or spirit abilities. In fact,
these capabilities are only rarely suit-
able for powers that dont have a
supernatural source.

Mind Probe and
Mind Reading

These advantages are most often
psionic, found as part of Telepathy
power — or Machine Telepathy, if given
the Cybernetic Only special limitation.
Other supernatural powers could offer
them, however. For instance, spirits
might mentally eavesdrop for a
shaman, or a deity might empower
“Inquisitors” to pry information from
mortal minds (or, with a suitable
Accessibility limitation, just the

faithful).
Rapier Wit

Rapier Wit can represent many 