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AUT

INTRODUCTION

t’s not every game that gets to have a Fifth Edi-
tion. There are a lot of games on the market.
Some are good, some are bad, but none of them
are perfect. The bad ones usually wither and
die. The good ones, if they’re lucky, generate enough
interest to make it profitable for the publisher to
keep producing supplements for them. More than a
few are good enough to inspire a second edition to
file off the rough edges and add some new rules.

But almost none of them are long-lived
enough, or create enough enthusiasm, to generate
such a stream of suggestions and ideas that mul-
tiple editions become necessary. While some see
this as a sign of weakness — a flawed design requir-
ing multiple corrections — I don't believe that’s
necessarily the case. It’s certainly not the case in a
game such as the HERO System, where the changes
from edition to edition are so slight that characters
created using the first edition rules are easily adapt-
able to the fourth or fifth generation of those rules.
Rather, these multiple editions are the sign of the
gradual improvements that come from experience
with the game system.

I'm particularly pleased that the HERO System
has made it to this lofty plateau. From the instant I
started playing it in its original form, Champions,
back in 1982, it’s been my favorite roleplaying game
system. No other game system ever created comes
close to matching its depth and flexibility. Those
qualities have inspired legions of devoted players
— and their interest has, in turn, given the HERO
System reason to expand and adapt to the point
where this Fifth Edition is needed.

It's been my privilege over the past several
years to produce supplements for the HERO
System. Whenever I sit down to write a book for
this, or any other, game system, I always stop and
remind myself: people are going to use this to have
fun. It’s up to me to produce something they’ll
enjoy and be inspired by.

That’s a heavy burden (though certainly no
heavier, in many ways, than the burden every GM
takes on whenever he runs a game). I've never felt
it more than I did while I wrote this book, because
this — this — is the Best Game System There Is. It’s
the system all of the friends I know best and love
most in the world think the highest of. Revising it is
like lining up the blade to cut a diamond, knowing
that if you miss, a beautiful thing is ruined.

But, fortunately, I don't think the diamond’s been
ruined at all. Instead, I'd say a few new facets have
been brought out, adding to the stone’s already bril-
liant luster. 'm fully aware that neither I nor any other
game designer can please all of the HERO System
gamers all the time, but I hope you'll agree with me
that this particular jewel is now better than ever.

HOR'S

A FEW WORDS MORE

The nearly three years since I became HERO
System Line Developer have been among the most
exciting, productive, and fun of my life! ’'m abso-
lutely thrilled to be part of the team that’s brought
Hero Games and the HERO System back to the
forefront of the gaming world.

The renewed interest in the HERO System
rules on the part of gamers everywhere, not to
mention the production of dozens of new Hero
books, has inevitably led to questions about how
the rules work, ideas for new or expanded rules,
and the like. This Revised version of the 5" Edition
rules addresses those issues, providing new options
for HERO System gamers and making the system
easier than ever to use. I hope you enjoy it as much
as I've enjoyed creating it.

As always — Be A Hero!

Steven S. Long

August, 2004
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Hero System 5" Edition, Revised

INTRODUCTION

elcome to the HERO System, a complete

set of universal roleplaying rules that lets

you create characters for any setting or

background, from Fantasy, to modern-
day action heroes, to Science Fiction, to comic book
superheroes. Using the HERO System rules, you can
create any spell, technology, power, weapon, ability,
or other effect you can imagine. This volume pro-
vides you with all the rules you need to create char-
acters and campaigns set in any time, place, or genre.
Even if you don’t want to use the HERO System rules
to run your games, you can still use them to create
things for use in other RPGs.

Many of you are already familiar with the
HERO System; after all, it was first published as
Champions in 1981, and the seminal Fourth Edi-
tion was released in 1989. The Fifth Edition was
published in April, 2002. This Revised version of
the Fifth Edition further expands, revises, and clari-
fies the HERO System rules to create a game system
that’s more fun and flexible than ever.

If you’re new to the HERO System, after this
section you should read Basic Rules And Concepts
beginning on the next page. It provides a brief
glimpse of what the HERO System is and does,
and shows how you can use it to create some
of the most enjoyable roleplaying games you’ll
ever play. After that you can dive into character
creation or whatever other subject catches your
fancy. If you get confused by any of the terms
(like all game systems, this one has a lot of its
own “gamespeak”), look them up in the Glossary
(page 16) or in the Index.

If you've used the HERO System before, skip
on down to If Youre Familiar With The HERO
System on page 11. That will serve as a good intro-
duction to the Fifth Edition for you.

Other Resources

If the HERO System 5" Edition, Revised rule-
book doesn’t answer your questions about the rules,
or if you still find some part of the rules difficult
to work with, there are several other resources you
can turn to for help. The first is the message boards
at the Hero Games website, www.herogames.com.
The boards have thousands of registered fans, many
of whom post every day. It's one of the friendliest,
most enthusiastic communities in gaming, and the
fans usually answer questions quickly.

Second, you can contact Hero Games directly
by e-mail at info@herogames.com. We're glad to
answer questions from the fans about Hero’s rules
or products.

WHAT ELSE IS OUT THERE?

Hero Games and the HERO System have
been around for about 25 years, so there are lots of
resources you can use with the HERO System rules.
Since releasing the 5" Edition in mid-2002, Hero
Games has published dozens of books — several
thousand pages’ worth of HERO System characters,
gadgets, vehicles, powers, weapons, and informa-
tion — along with an electronic magazine, Digital
Hero. Pre-5" Edition products are also easy to use
with the 5" Edition, Revised rules.

Buying books isn’t the only way to get into the
game (though it’s one we hope you'll try eventu-
ally!). In addition to all the free game aids, example
characters, and other things you'll find on the Free
Stuff page at www.herogames.com, there are hun-
dreds (if not thousands) of fan-created websites
containing HERO System characters, campaign set-
tings, house rules, and just about anything else you
can think of.

HERO DESIGNER CHARACTER
CREATION SOFTWARE

If you like to use your computer to improve
your gaming, check out the Hero Designer charac-
ter creation software available from Hero Games.
It simplifies the process of creating a character
by automating everything and doing the math
for you — it turns the task of creating a HERO
System player character into a matter of a few key-
strokes and mouse clicks. You can find out more at
www.herogames.com.
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BASIC

RULES

AND CONCEPTS

he HERO System seems complex at first

glance, but don’t worry — it’s easier than

it looks. Unlike many game systems, which

have different types of rules for different
parts of their games (combat, magic, character
creation, or what have you), the HERO System
has a lot of consistency and internal logic. Once
you learn the important parts, it becomes easy to
figure out how other parts of the system work. You
can always refer to the Glossary (page 16) or the
Index if you can’t remember what a particular term
means or how to do something in the system.

Dice And Dice Rolling

The HERO System uses six-sided dice (d6)
to resolve combat, the use of Skills, and similar
situations. The number before the “d6” notation
indicates how many dice to roll. For example, 12d6
means 12 dice; 2d6+1 means roll two dice and add
one point to the total.

Most dice-rolling in the HERO System requires
you to roll 3d6 and get a result equal to or less than
some number. This is written in the text by a minus
sign (-) following the number. For example, a Skill
your character can perform successfully on an 11
or less roll is written 11-.

Whenever you attempt any 3d6 roll — whether
an Attack Roll, Skill Roll, Characteristic Roll, Percep-
tion Roll, or other roll — a result of 3 (three ones)
always hits or succeeds; a result of 18 (three sixes)
always misses or fails. The Gamemaster (GM) should
consider giving a character some advantage when his
player rolls a 3 (perhaps some extra dice of damage),
and some disadvantage for rolling an 18 (perhaps
reducing the character’s DCV for a Segment or two).

Scale And Movement

Movement and maps in the HERO System use
hex-shaped inches which, despite their name, are 2
meters (approximately 6.5 feet) wide. The text often
refers to “hexes” or “inches” interchangeably. Inches
are written 17, 2”, and so forth.

Character Points
And Rounding

In the HERO System, you use Character Points
(see below) to purchase all of your character’s abili-
ties and powers. Sometimes this requires calcula-
tions involving division or multiplication. Examples
include determining the Active Point cost of a
power to which you apply an Advantage, the Real
Point cost of a power to which you apply a Limi-

tation, a character’s Combat Value (CV), and the
Endurance (END) cost of a power.

When you calculate the cost of something
using division or multiplication, always round off
to the next whole number in favor of the player
character (unless a specific rule indicates other-
wise). Numbers from .1 to .4 round down; numbers
from .6 to .9 round up; and .5 rounds up or down
depending upon what’s best for the character. You
only have to use one decimal place to round (unless
the GM requires more precise rounding).

One exception to the rounding rule is calculat-
ing Speed (SPD) — SPD always rounds down. A
SPD of 2.9 is still a SPD of 2, not a SPD of 3.

If a calculation involves two or more separate
parts or stages, round at each separate step of the
calculation.

Example:  Recovery (REC) is calculated as
Strength/5 plus Constitution/5. You should
round at each step of the calculation. Thus, a
character with BODY 10, STR 15, and CON
15 has a STUN of 26 (BODY 10; plus STR/2 =
7.5, rounds to 8; plus CON/2 = 7.5, rounds to
8; 10+8+8 = 26).

Example: Carl creates an Iridescent Flames
spell for his character. He builds it as an Energy
Blast 7d6 (base cost of 35 points) with the
Advantage Reduced Endurance (% END;
+%4). That gives the spell an Active Point cost
of (35 x (1 +.25) =) 43.75 points. According to
the rounding rules, that rounds up to 44 Active
Points. Carl now applies the Limitations OAF
(wizard's staff; -1) and Gestures (-%). That
yields a Real Point cost of (44/(1 + 1 +.25) =)
19.5 points, which rounds down to 19 points.
Carls character must pay 19 Character Points
for the Iridescent Flames spell.

The rounding rules only apply to division and
multiplication. If a character buys something that
costs a half point (such as a single point of Endur-
ance or Comeliness), he does not get to round that
down to zero — he has to round it up to 1 point,
because there’s no division or multiplication involved
and he’s not allowed to get something “for free” The
minimum cost of anything in the HERO System, no

matter how the cost is calculated, is 1 Character Point.

Rounding Fractions

Sometimes the rules require the character to
halve the value of an Advantage or Limitation, which is
expressed as a fraction. In that case, the rounding is in
favor of the character, as usual. For example, +% rounds
to +% (since it’s best for the character), while -% rounds
to -¥3; +1% rounds to +%, -1% rounds to -%.
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STANDARD
HEIGHT, WEIGHT,
AND LIFESPAN

For HERO System pur-
poses, all characters

are considered to be

1” (2 meters) tall and
weigh 100 kilograms
(220 pounds). Powers,
Disadvantages, or other
abilities they buy may
change this, but that’s
the defined “norm” for
the game. Obviously
characters can vary
tremendously in height
— a Special Forces
soldier, a mountain
dwarf, and a Japanese
schoolgirl who's secretly
a master of the martial
arts are very different in
size and weight. But for
game purposes, they’re
all treated the same,
unless they buy some
sort of ability that rep-
resents being a different
size (such as bonuses

to Defensive Combat
Value [DCV] to repre-
sent being significantly
smaller than normal).

For HERO System pur-
poses, all characters

are considered to have
a lifespan of 100 years.
You can vary this by
buying the Longevity
form of Life Support
(page 198) for the char-
acter.
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CHARACTER CREATION

The heart of the HERO System is its rules for
character creation. Using them, you can create any
type of character, power, gadget, or ability you want,
subject to the GM’s campaign restrictions.

You build HERO System characters with Char-
acter Points. You purchase everything a character
can do — from his ability to lift heavy objects, to
his skill with weapons, to his ability to use magic or
superpowers — with Character Points.

Your GM will tell you how many points you
have to build your character with — the more
points, the more powerful the character, generally.
Some of your Character Points are “free” (given
to you by the GM); you acquire others by taking
Disadvantages, or complications, for your character.
The main purpose of Disadvantages is to simulate
character conception, but they’re also worth extra
Character Points. For example, your character
might be Hunted by an old enemy, or adhere to
a Code Of Honor, or be missing one eye. Each of
these Disadvantages gives you extra Character
Points to build your character with. (See page 326
for more information about Disadvantages.)

There are five things a character can buy with
Character Points: Characteristics, Skills, Perks, Tal-
ents, and Powers.

CHARACTERISTICS (PAGE 32)

All characters have eight Primary Character-
istics (such as Strength and Intelligence), which
represent physical and mental capabilities; and six
Figured Characteristics (such as Physical Defense
and Stun), which are mainly used in combat. The
text beginning on page 32 defines these Charac-
teristics for you. An average human has Primary
Characteristics of about 6-10.

Primary Characteristics all have Characteris-
tic Rolls equal to 9 + (Characteristic/5) or less. For
example, a character with a DEX of 20 has a DEX
Roll of 13- (9 + (20/5) = 13). When the GM asks
you to make a Characteristic Roll (such as a DEX
Roll to walk along a narrow beam), you roll 3d6
like normal. The more you make (or fail) the roll by,
the greater your degree of success (or failure). The
GM imposes negative modifiers on the Character-
istic Roll when you attempt particularly difficult
feats, making it harder to succeed.

SKILLS (PAGE 42)

A character’s Skills represent specialized
knowledge or training he possesses. This includes
such things as knowing how to fly a plane, inves-
tigate a crime scene, or fire a blaster pistol, or the
character’s in-depth knowledge about any subject
you can think of (physics, Fire Demons, Great Brit-
ain, alien races...). Skills are listed and described
beginning on page 47.

A character can try to get information, per-
form a task, or gain other benefits from knowing
a Skill by making a Skill Roll. Most Skills have a
Characteristic-based Skill Roll, typically between 8-
and 18- (the higher, the better), and are rolled the
same way: roll 3d6; if the total on the dice is less
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than or equal to your character’s Skill Roll, he suc-
ceeds; if it’s higher than the Skill Roll, he fails.

PERKS (PAGE 78)

Perks are special resources a character has
access to — money or property (like a really fast
car or a headquarters), contacts, permits or licenses,
and the like. See pages 78-85 for descriptions of the
Perks a character can purchase.

TALENTS (PAGE 86)

Talents are unusual abilities or attributes a
character possesses. They’re usually better than
Skills, but not quite as powerful as Powers — in
fact, they’re sort of a cross or “middle ground”
between the two. They include things like a natural
sense of direction, a “sixth sense” for danger, having
extremely fast reflexes, or being able to speed read.
Some of them involve rolls similar to Skill Rolls;
others function automatically.

POWERS (PAGE 93)

Powers are abilities possessed by some
characters. Typically they are abilities “beyond
those of normal men,” though Powers can also be
used to create many abilities and devices which
are perfectly appropriate for characters who are
“normal men?” Each Power costs a certain amount
of Character Points, depending upon how power-
ful or useful it tends to be. Some Powers have an
incremental cost, such as 5 Character Points per d6
of effect.

You can create any ability you can think of
— flying, becoming invisible or intangible, changing
shape, firing energy bolts or mental blasts — using
Powers. They can simulate a superheros powers, a
wizard’s spells, or a vigilante’s super-skills, just to
name a few. You also use Powers to construct equip-
ment and weapons.

Advantages And Limitations

Characters can build many abilities using
Powers alone. But sometimes a character wants a
power that’s better than normal. For that, he needs
to apply a Power Advantage to his power. This
makes the power more effective, but also more
expensive. See page 244 for more information
about Advantages.

Similarly, sometimes a character wants an abil-
ity that doesn't always work properly. For example,
maybe his powers only work at night. To represent
that, he applies a Power Limitation to the ability. This
makes the power less effective, but also less expensive.

See page 280 for more information about Limitations.

Power Frameworks (Page 310)

Sometimes characters buy Powers through
Power Frameworks — ways to group abilities so
they cost fewer points. However, this savings entails
some restrictions on when and how the character
can use the powers in his Framework. There are
three types of Frameworks — Elemental Controls,
Multipowers, and Variable Power Pools — which
are explained in detail on pages 310-25.

COMBAT

The HERO System combat and adventur-
ing rules allow your character to do just about
anything you can think of. The rules provide lots
of options, but you don’t have to learn them all at
once. Instead, start out with the basics, and learn
the details as you play. The basics are:

INITIATIVE (PAGE 356)

Two of a character’s Characteristics — Dexter-
ity (DEX) and Speed (SPD) — determine when
he acts in combat, and how often. The rules divide
combat time into 12-second Turns, with each
second referred to as a Segment. The character’s
SPD indicates which Segments he can take an
Action in; these Segments are his Phases. Thus, a
character with 5 SPD has five Phases — five times
each Turn when he can act. The Speed Chart (page
357) indicates the Phases for each SPD.

In each Segment, several characters may have
a Phase — for example, characters with SPD 3 and
SPD 6 both have a Phase in Segment 4. All characters
who can act in a Phase act in order of DEX, from
highest to lowest. Thus, a character with DEX 20 acts
before one with DEX 18. However, a character may

Hold his Action and act later in the Phase if he wants.

ACTIONS (PAGE 357)

A character may take an Action in each of his
Phases. His Actions may include Full Phase Actions
(which require his entire Phase) or Half Phase
Actions, which require only half of his Phase (in
other words, he can perform two Half Phase Actions
per Phase). Full Phase Actions include using more
than half of your inches of movement or recover-
ing from being Stunned. Half Phase Actions include
using up to half your inches of movement.

Attacks are a special type of Action. A charac-
ter may make a Half Phase Action and then attack;
in that case, the attack is considered a Half Phase
Action, too. But if a character makes an attack
before making any Half Phase Actions, the attack
is considered a Full Phase Action. In other words,
once a character makes an attack, that’s all he can
do that Phase — making the attack ends his Phase.

Some Actions take so little time to perform
that they are Zero Phase Actions. Characters can
perform Zero Phase Actions at the beginning of a
Phase or after making a Half Phase Action, but not
after making an attack. Zero Phase Actions include
turning a Power on or off.

Some Actions take no time at all — a charac-
ter can perform them whenever he wishes, even if
he doesn’t have a Phase or has already acted in a
Phase. No time Actions include making a Presence
Attack, speaking, or making a roll when the GM
asks you to.

ATTACKS (PAGE 370)

A character’s Combat Value, or CV, deter-
mines his chance to hit targets in combat, and
to avoid being hit. A character’s CV equals his
(DEX/3). Thus, a character with DEX 20 has a
CV of 7 (20/3=7).

9

HOW YOU WANT TO
ROLL THE DICE

Here’s a quick summary
of the core resolution
mechanics in HERO
System combat — in
other words, how you
want to roll the dice
when fighting.
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Skill Rolls, Characteris-
tic Rolls, and Perception
Rolls: You want to roll
low on 3d6; the lower
the roll, the more likely
you are to succeed.

Attack Rolls: You want
to roll low on 3d6 to
hit; the lower you roll,
the more likely you

are to hit your target.
This applies to physical
combat, mental combat,
and any other type of
combat.

However, when you're
rolling the dice of
damage or effect for
your attack, you want
to roll high. The higher
you roll, the more
damage you do to the
target, or the greater
the effect your attack
has.
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HERO SYSTEM
QUICK REFERENCE

Heres a quick sum-
mary of some basic
HERO System facts and
formulae:

Attack Roll = (11 +
Attacker’s OCV - Target’s
DCV) or less

Characteristic Roll =9 +
(Characteristic/5) or less

Skill Roll =9 +
(Characteristic/5) or less

Active Cost of a power
= Base Cost x (1 + total
value of all Advantages)

Real Cost of a power =
Active Cost/(1 + total
value of all Limitations)

17 =1 hex = 2 meters =
approximately 6.5 feet

CV is divided into two subcategories, Offen-
sive Combat Value (OCV) and Defensive Combat
Value (DCV). OCV and DCV are both equal to
CV. Thus, a character with a CV of 7 has OCV 7,
DCV 7. Various Combat Maneuvers, Combat Skill
Levels, and other factors may modify a character’s
OCV or DCV.

To attack, roll 3d6. To hit, you need to roll
less than or equal to a number calculated with this
formula: 11 + Attacker’s OCV - Defender’s DCV.
For example, if the attacker has OCV 6, and the
defender has DCV 4, the attacker must roll (11+6-
4=13) 13 or less to hit.

Mental Attacks are slightly different. They use
Ego Combat Value (ECV), equal to (EGO/3). Other-
wise, making a Mental Attack is basically the same
as making any other kind of attack.

See pages 370-402 for more information.

DOING AND TAKING DAMAGE (PAGE 403)

If a character hits his target with an attack, the
attack does damage. There are two basic types of
damage in the HERO System: STUN damage and
BODY damage. Taking STUN damage decreases a
character’s STUN and can knock him out; taking
BODY damage decreases his BODY, which causes
injuries and can kill him. Most types of attacks
cause one or both types of damage. Some, such as
Ego Attacks, only cause STUN damage. Most, such
as Energy Blasts, punches, guns, and knives, cause
both STUN and BODY.

Another important distinction is between
Normal Damage attacks and Killing Damage
attacks. Most attacks do Normal Damage, but
Killing Attacks do Killing Damage (which, as its
name implies, is deadlier). Normal Damage and
Killing Damage are calculated differently and
applied to defenses differently. See pages 404-05
for more information.

Characters have defenses that protect them
against damage. All characters have Physical
Defense, or PD (which protects against physical
attacks like punches and clubs) and Energy Defense,
or ED (which protects against energy attacks
like energy bolts or fire). PD and ED are Normal
Defenses; they protect against Normal Damage. The
character subtracts his defenses from the STUN
and BODY damage done to him, and applies the
remainder (if any) to his STUN and BODY.If a
character hit with a 22 STUN, 6 BODY physical
attack has 10 PD, he takes 12 STUN (22-10) and 0
BODY (6-10). But Normal Defenses offer no pro-
tection against Killing Damage; for that, characters
need Resistant Defenses, such as Armor or a Force
Field. See pages 409-10 for more information.

THE EFFECTS OF DAMAGE (PAGE 410)

If a character loses more STUN from a single
attack than he has points of CON, he becomes
Stunned (dazed and unable to act). In the above
example, if the character has a CON of 12 or higher,
he won’t be Stunned by that attack; if his CON is
11 or less, he’s Stunned. A Stunned character must
spend a Phase to recover from being Stunned
before he can act again.
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If a character loses all of his STUN from one
or more attacks, he’s Knocked Out (unconscious)
and completely unable to act. However, he wakes
up when he regains STUN. Characters regain lost
STUN by taking Recoveries. For each Recovery
taken, the character gets back his Recovery Charac-
teristic (REC) worth of STUN and END.

If a character loses BODY, he’s injured — he
suffers burns, cuts, bleeding wounds, broken bones,
and so forth. If he loses all of his BODY (down
to 0 BODY), he begins to bleed to death. When
he reaches his negative BODY (for example, -10
BODY for someone who normally has 10 BODY),
he dies. Characters heal BODY damage at the rate
of REC in BODY per month.

See pages 410-13 for more information.

WHAT ELSE YOU
NEED TO PLAY

The HERO System 5™ Edition, Revised contains
everything you need to create characters and set-
tings for a roleplaying campaign. All you need is
paper to write your character down on and some
dice. If youre the GM, you'll either have to create
a setting and adventures for your campaign, or use
published ones.

THE ULTIMATE GAMER’S TOOLKIT

Maybe you're used to playing other roleplaying
game systems. We hope you’ll switch over to using
the HERO System, but even if you don’t want to do
that, you can still use the HERO System to improve
your other game.

The HERO System is the ultimate gamer’s tool-
kit. You can use it to build anything, from characters,
to weapons, to spells, to vehicles, to whatever else
you can think of. Because of the system’s internal
rules and logic, characters, powers, and other game
elements which have the same or similar point cost
have the same or similar effectiveness or power, all
other things being equal. This makes it easy to deter-
mine whether a new item, spell, or power is unusu-
ally powerful and effective before you use it in game
play. Few game systems provide this sort of resource.
Gamemasters and players using other game systems
who want to create something new typically have
to “guesstimate” whether it will be effective and bal-
anced, or unusually powerful (and thus unbalancing
within the campaign).

With the HERO System, you can be more
precise. Figure out how to create your new item or
spell using the HERO System, then create a similar
item or spell from the other game and compare
the two. That gives you a good idea of whether
your new creation works well as-is or needs some
adjustment. Once your new creation is effective and
balanced, simply convert it over to the other rule
system, and youre set!

GO OUT AND BE A HERO!

Those are the basics. Now you can start
designing your first character and get ready to play
your first game!
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IF YOU'RE FAMILIAR WITH
THE HERO SYSTEM

You've waited for it a long time, and here it
is: the Fifth Edition. You've been helping us play-
test it for ten years, and it’s taken months to pull
together our notes and your suggestions and write
it. It reflects more than an additional decade’s worth
of experience with the system, and incorporates
new rules from many products published since the
Fourth Edition debuted. We think the new HERO
System rules are at once the most comprehensive
and streamlined ever — the best we've yet pro-
duced — and we hope you'll agree.

WHERFED IT GO?

You'll find that some Skills, Talents, Powers, or
rules have moved. For example, Fast Draw is now
a Skill, Find Weakness and Luck are Powers, and
Instant Change has been eliminated as a separate
Power (it's now a type of Transform). If you have
trouble finding something, just consult the Index.

CONVERTING FOURTH EDITION
CHARACTERS

Many of you have run or played in HERO
System games for so long that you've got dozens,
maybe even hundreds, of characters. You'll prob-
ably want to convert them over to the Fifth Edi-
tion. In most cases, no substantial changes are
needed. That was our intention; we didn’t want
to make changes which were marginally useful
but would require the revision of thousands of
characters.

If the cost or nature of some of a character’s
abilities has changed, the GM can use several
approaches to resolve the situation. He should
make his decision based on what the player wants
to do, what’s most appropriate for the character, and
what fits the character’s concept the best.

In some cases, such as Flash, the change is
really only cosmetic. In that case, you simply double
the number of dice of Flash you have, since the cost
has been changed, but so has the way the Power
works — you don’t have to buy more, or fewer, dice
to achieve the effect you were already achieving.
Just change the number on the character sheet and
move on.

However, there are cases, such as Aid, where
the cost of a Power has increased, but the effective-
ness has stayed the same. In short, a Fourth Edition
character with, say, an 8d6 Aid now can only buy
a 4d6 Aid for the same points. Several options are
available. The fairest one is for the GM to “grand-
father” the character, giving him the additional
Character Points he needs to keep the character at
the same level of power for free. It's not very equi-
table to cut a character’s power in half just because
the rules have changed; if the character was doing
8d6 Aid before, he probably ought to continue
doing 8d6 Aid. Penalizing the character because
of a change in the game system isn’t just. Sidebars
throughout this book provide specific notes on
grandfathering characters.

However, in some situations, many GMs would
rather not “grandfather” characters this way for rea-
sons of campaign balance or fairness between char-
acters. In that case, players will just have to reduce
their characters’ level of power. At his option, the
GM might give them some free Character Points to
buy some other abilities or powers to make up for
the loss, or eliminate a Disadvantage or two.

Sometimes the Fifth Edition rules provide
a way to do something easily which was difficult
under the Fourth Edition rules. For example, a
character might have bought Summon with a
Linked Mind Control effect to guarantee that
his summoned creatures would obey him. Now
Summon can do that by itself. The character should
reconfigure his power according to the new rules. If
the new power costs more, the GM should consider
“grandfathering” him, as discussed above.

In any case where a change in the HERO
System rules saves your character points, con-
gratulations! You have some additional points
you can spend (perhaps on new abilities from
this book). GMs should not deprive characters
of saved points just because a change in the rules
makes something cheaper.
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CHARACTER

any gamers who play in HERO System

games like to use the official character

sheet to keep track of their characters.

At the back of this book you’ll find a
character sheet for HERO System characters. (You
can also download a copy of the character sheet at
www.herogames.com.) Here’s an example of what
a filled-out sheet looks like; it depicts Firebrand, a
superhero.

Front Side

1. BASIC CHARACTER INFORMATION

The first part of the character sheet contains
basic information about the character — his name
(and alternate identities, if any) and the name of
the player. This part of the character sheet contin-
ues onto the back, where there’s room to note the
character’s vital statistics (height, hair color, and so
on) and information about the campaign the char-
acter plays in.

2. CHARACTERISTICS BLOCK

The next part of the character sheet lets you
write down your character’s Characteristics. You
put the value (the character’s rating in each Char-
acteristic, such as 50 STR or 18 INT) in the “Val”
column, and how many Character Points you spent
on each Characteristic in the “Points” column. The
“Base” column lists the rating the character starts
with for free, and the “Cost” column summarizes
how much additional points of each Characteristic
cost. For example, Firebrand has a 23 CON — 13
points above his base 10 CON. The cost for CON
is x2 (i.e., 2 Character Points per point), so Jason
(Firebrand’s player) writes down 26 in the Points
column. You can read more about Characteristics
and their costs on pages 32.

Primary Characteristics also have a “Roll”
column. You calculate each Characteristic’s roll as 9
+ (CHARY/5) or less; see page 34.

Notes

The “Notes” section of the Characteristics
Block summarizes some of the crucial information
you derive from each Characteristic. Next to STR
you list the damage your character can do in Hand-
To-Hand Combat, how much he can lift (see page
34), and the Endurance (END) cost of his STR (1
END per 10 STR).

Next to DEX, list the character’s base OCV
and DCV (each DEX/3; see page 36). For example,
Firebrand has DEX 23, so his OCV and DCV are
both 8.

Next to INT, list the character’s PER Roll, which
you calculate as 9 + (IN'T/5) or less (see page 348).

SHEET

Next to EGO, list the character’s base ECV
(EGO/3; see page 374).

Next to PRE, list the character’s dice in Pres-
ence Attacks — 1d6 for every 5 points of PRE, as
explained on page 428.

Next to PD and ED, there are spaces to list the
character’s Resistant defenses, and his total PD and
ED. See page 409 for more about Resistant defenses
and applying them to damage.

Next to SPD is a list of numbers, 1 to 12, rep-
resenting the twelve Segments in a Turn. Circle the
Segments in which your character has a Phase (see
page 356) so you don't forget them. For example,
Firebrand has SPD 6, so he’s circled 2, 4, 6, 8, 10,
and 12.

At the bottom of the Notes section is a space
where you can write in the total amount of Char-
acter Points you spent on Characteristics. That way
you know how much you have left to spend on
Skills, Powers, and the like.

3. ATTACKS BLOCK

The Attacks Block lets you summarize the
powers or weapons you consider to be the char-
acter’s main forms of attack, so you can reference
them quickly without having to look at the back
of your sheet. You can also list the attacks’ special
effects (“SFX”), if appropriate. For example, Fire-
brand has fire powers, so he writes “Fire” as his
attacks’ SFX.

4. DEFENSES BLOCK

You also need to keep track of your character’s
defenses, and the Defenses Block lets you do that.
In addition to listing total PD and ED and Resis-
tant PD and ED (the same as you wrote in the
Characteristics Block), it has space for more exotic
defenses like Mental Defense and Power Defense.
There’s also a column for special effects (“SFX”),
so that you don’t forget the source/nature of your
character’s defense powers.

5. MOVEMENT BLOCK

In this section you write down how your
character moves so you can easily calculate Half
Moves and things like that. “Type” lists the form
of movement, including the inches the character
gets for free for Running, Swimming, and his hori-
zontal and vertical Leap. The “Combat” column is
for the character’s inches of Combat Movement,
while “NonCom” is for his Noncombat Movement
(usually two times the inches of movement he paid
for, but sometimes more). See page 363 regarding
movement. There’s also room to list movement spe-
cial effects (“SFX”), if appropriate. Firebrand writes
“Fire,” since his fire powers allow him to fly; if he
had wings, hed write down “Wings” instead.
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6. DAMAGE AND CHARGES TRACKER

To help you keep track of the STUN and
BODY your character loses and Endurance (END)
he uses in combat, this section has rows of check-
boxes you can mark off during combat (and un-
mark as your character regains lost STUN, BODY,
and END).

If your character has powers with Charges
(page 284) — that he can only use a certain number
of times per day — use this section to keep track of
that, too. For example, if your character has a gun
with six bullets, you could use six boxes in one of
the “Charges” sections — just X out all the boxes
beyond six so you don’t accidentally think you have
more bullets than you really do.

7. EXPERIENCE POINTS

As the campaign progresses, your character
earns Experience Points (page 555) he can spend
to improve his abilities and learn new ones. Write
them down here, including not just the total but
how many are spent and unspent.

Additionally, this section is where you should
make note of your Base Points (the points the GM
gives you for free to start the campaign) and points
obtained from taking Disadvantages (page 326).
At the start of the game, the Total Characteristics
Points (1), Total Skills, Perks, & Talents Cost (10),
and Total Powers/Equipment Cost (11), added
together, should be equal to or less than the Base
Points plus Disadvantage points. After you earn and
spend Experience Points, the total points spent on
the character should be equal to or less than Base
Points + Disadvantages + Experience Points.

8. COMBAT BLOCK

The right-hand column of the front of the
character sheet contains useful combat information
in quick-reference form. At the top of the block,
write down your character’s Base OCV and Base
DCV (which are also listed in the Characteristics
Block (2)). Right below that, make note of any stan-
dard adjustments to OCV or DCV, such as Combat
Skill Levels (page 53) the character has. There’s also
space to list the Total OCV and DCV — the base
plus all relevant adjustments.

Below the “Combat Information” section is a
summary chart listing the Combat Maneuvers. It
has room to write in any additional Maneuvers the
character knows, such as Martial Maneuvers he’s
paid Character Points for. Right below this section
there’s a quick-reference table for the Range Modi-
fier and targeting.

9. HIT LOCATION CHART

Here’s a copy of the Hit Location Chart, if your
campaign makes use of that. It tells you what loca-
tion corresponds to each roll, and how to modify the
damage done for that location (see page 414 for more
information). It’s also got space to list the Defense the
character has protecting each Hit Location, and how
much it weighs (if it's armor or the like).

Back Side

10. SKILLS, PERKS, AND TALENTS BLOCK

If your character has purchased any Skills
(page 42), Perks (page 78), or Talents (page 86),
write them down here. The first column lists the
Cost in Character Points, and the second the Name
of the ability. If the ability has a roll (like most
Skills), write it down in the third column.

For example, Firebrand knows Combat Pilot-
ing. He paid 3 Character Points for the Skill. That
gives him a DEX-based roll, and since his DEX is
23, that means he has a 14- roll.

At the bottom of this block, make note of the
total Character Points you've spent on Skills, Perks,
and Talents.

11. POWERS AND EQUIPMENT BLOCK

If your character has abilities built with Powers
(page 93) — spells, superpowers, psionic abilities,
or the like — write them down here. If he carries
equipment (weapons, armor, and so on), write that
down here, too.

The first column, “Cost,” is where you note the
Character Point cost of the ability. (If it's something
the character gets for free, like equipment in Heroic
games, just leave this column blank.) The second
column is the Name of the ability, if you want to
give it one.

The “Power/Equipment” column is where
you write down the game notation for the ability
— the Powers, Advantages, and Limitations it’s built
with. Some complex powers may need more space;
use multiple lines if necessary. If the ability costs
Endurance (END), list it in the “END” column. (For
guns and other equipment with Charges [page 284],
you can list that here instead — just put a parenthe-
ses or brackets around the number to distinguish it
from a normal END cost.)

For example, Firebrand has an ability called
Eyes Of Fire. It costs 5 Character Points, so he puts
“5”in the Cost column. He writes down “Eyes Of
Fire” in the Name column. He built this power
using Infrared Perception, so that’s what he writes
under “Power/Equipment.” Since Infrared Percep-
tion does not cost END, he writes “0” in the END
column.

At the bottom of this block, make note of the
total Character Points you've spent on Powers and/
or Equipment.

12. DISADVANTAGES BLOCK

Lastly, you have to make note of the Disad-
vantages (page 326) your character has. The Value
column contains the number of points you get
from the Disadvantage. Under “Disadvantage,” list
the Disadvantage itself by name and description,
including any other information you consider rel-
evant. If the Disadvantage requires a roll of some
sort, you can note that in the “Roll” column. At
the bottom of this block, make note of how many
Character Points you get from Disadvantages.
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Character Name;__FIREBRAND

Alternate Identities: MARK MUNROE

Player Name: JASON WALTERS

CHARACTERISTICS

Val Char Base Cost Points Roll Notes

15 STR 10 x1 5 12- HTHdamage _ 3 d6 Lift _200 END (1)
23 DEX 10 X3 39 14- ocv_8 DCV__ 8

23 CON 10 X2 26 4

10 BODY 10 x2 O 1 9

15 INT 10 x1 5 12- PerceptionRoll __12-

10 EGO 10 x2 O 1l- BaseECV___ 3

20 PRE 10 x1 10 13- Base Presence Attack ___ 4 d6

14 com 10 xi2 2 12-

6 PD (STR/S) xt. 3 Resistant PD _20 Total PD __ 23

10 ep cons x5 Resistant ED _20 Total ED _ 30

6 S pevig  x10 &7 Phases: 1) 3@5@)7®)9 O 11 @
8 REC @mRE+coNs x2 O

46 END conx2  x12 O

30 STUN soovsstr+covy X1 © 122 Total Characteristics Points

ATTACKS

EXPERIENCE POINTS

Primary attack power__ ENERGY BLAST 12 d6 Total earned

Secondary attack power__RKA 2 d6 Spent ﬁ

Tertiary attack power _EB - EXPLOSION 8 d6 Unspent

Attack SFX FIRE Base points 200

Other attack SFX Disad points 150
Amount  Defense SFX Type Combat NonCom

Physical Defense 23 FIRE Run (6 6’ 12’

Resistant Physical Defense 20 FIRE Swim (27) e z il

Energy Defense 30  FIRE H. Leap ( 3_ y 3 6’

Resistant Energy Defense 20 FIRE V.Leap (_2 ") Z il

Mental Defense . FLIGHT 20" HO"

Flash Defense ( ) A

Power Defense

Other: Movement SFX

Other: Movement SFX

DAMAGE AND CHARGE TRACKER

IS VAV 0 T 1 T T 1 T T T 1 T 1 1 A [ A
0 1 O T T T T A T B A

END  L00QU000000 OQA0000ddaQ

LI T O A OO O
LI T T Y O O O

I T I A

BODY L0000 0000 0040 QU0A0 QOQda QOAdQ CHARGES LA QA0d 0daa
CHARGES L0000 044 O0dd Aad A4aa CHARGES Lddd (dd Aad 44an 44aa
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(XHERO

FIFTH EDITION

COMBAT INFORMATION
BaseOCV 8 BaseDCV 8

Adjustments +/- Adjustment +/-
Total OCY ___ Total DCV
Combat Skill Levels

COMBAT MANEUVERS

Maneuver Phase OCV DCV  Effect

Block 12 +0 +0 Block, abort

Brace 0 +2 1/2  +2vs.Range Mod.
Disarm 12 -2 +0 Candisarm

Dodge 12— +3  Abort, vs. all attacks
Grab 12 -1 -2 Grab two limbs

Grab By 12 -3 -4  Move and Grab

Haymaker 1/2* +0 -5  +4 Damage Classes
Move By 12 -2 -2 STR2+v/5
Move Through1/2  -v/5 -3  STR+Vv/3

Set 1 +1 o+
Strike 172 +0 +

Ranged attacks only
STR or weapon

COMBAT MODIFIERS

Range 0-4 5-8 9-16 17-32 33-64 65-128
RMOD 0 -2 -4 -6 -8 -10
OCV Hit Location
1d6+3

Targeting Shot
Head shot (Head to Shoulders) -4

High shot (Head to Vitals) 2 2d6+1

Body shot (Hands to Legs) 1 2d6+4
Low shot (Shoulders to Feet) -2 2d6+7
Leg shot (Vitals to Feet) 4 1d6+12

HIT LOCATION CHART

STUN NOR BODY To Defense
Roll Location X STUN X  Hit Weight

3-5 Head X5 x2 x2 -8 /
6  Hands x1 x1/2 x1/2 -6 /
7-8 Arms X2 x1/2 x1/2 -5 /
9 Shoulders x3 1 x1 5 /
10-11 Chest x3@ x1 3 /

12 Stomach x4 x15 xi 7
13 Vitals x4 x15 x2 8 /
14  Thighs x2 x1 x1 4 /
6 /
/

15-16 Legs x2 x1/2 x1/2

17-18 Feet x1 x1/2 x12 -8 __
Average Def

DCV Modifier Total Weight
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CHARACTER INFORMATION CAMPAIGN INFORMATION

Character name _FIREBRAND campaign name PEFENDER OF JUSTICE
Height 61" (@) Weight 200 LBS, Genre CHAMPIONS (SUPERHEROES) ()

Hair color BLACK  Eye color BROWN Gamemaster DARREN WATTS
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FIFTH EDITION

POWERS AND EQUIPMENT

Cost Name Roll Cost Name Power/Equipment END
2 CONTCT: HIGH-RANKING | 30  AREPOWERS ELEMENTAL CONTROL, 60-POINT POWERS

_ US ARFORCEOFFICER  _l- | 30 L) AERYBUE HKA 206 (2D6+L W/ STR), ARMOR PIERCING (#),

_ N REDUCED ENDURANCE (O END; ++2) 0
9 43W/FIERYBUDEFIRY | 30 2 AIERYARROWS  ENERGY BLAST 1206 6
__ ABROW AND FIREBALL | 30 3 AweEL ENERGY BLAST 8D6, EXPLOSION (#+) 6
_ _ | 20 wArFu FORCE FIELD (20 PD/ED), REDUCED ENDURANCE

3 COMBAT PILOTING 14 o (O END: +1) o)
1 COMPUTER PROGRAMMING 8- | 30 5) AERYAIGHT FLIGHT 20", REDUCED ENDURANCE (O END; +/) 0
3 DEOUCTION _lez- 5 EESOFFIRE INFRARED VISION 0
1 ELECTRONICS & |

3 KS: THEUS MIRFORCE  _12- | _ @

1 LS GEAMAN BASICCON- |

_ VERSATION: ENGLISH IS MATIVE) |

3 NAVIGATION (AR, LAND)  _12- | __

3 PARAMEDICS 1 |

3 POWER: FIRE POWER TRICKS 14- |

3 STEAM 0 CL

3 SYSTEMS OPERATION |

3 TACTICS |

2 TF: AIR VEHICLES

18_5 Total Powers/Equipment Cost

— — DISADVANTAGES

Cost Disadvantage Roll Cost Disadvantage Roll
o T 10  DNPC: JENNY BLURDETTE . 10 PSYLIM: BELUCTANTTO USE
o o ___ (GIRLFRIEND, NORMAL) _8& POWERS _
T T 20 HUNTED: AVADYNE, INC. _& 15 REP: MURDEROUS SLPERVILLAIN _ 1I-
o o (MO POW. NCI, CAPTURE/KILL) 15 SOC LIM: SECRET ID (MARK MUNROE)
o o 20 HUNTED: USAF _& 20 WUL: X2 STUN/BODY FROM ICE/COLD
E e (MO POW, NCI, CAPTURE) 20 VUL: X2 STUN/BODY FROM WATER

Total Skills, Perks & Talents Cost N
20 PSY LIM: CODE V5, KILLING 150  Total Disadvantages Cost
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GLOSSARY

Action: Any act a character can perform during a
Phase (g.v.).

Active Points: The total cost of a power after all
Adders and Advantages are applied (without reduc-
ing the cost via Limitations or other modifiers). For
example, an Energy Blast 8d6 has 40 Active Points
(8 x (5 points per d6)); an Energy Blast 8d6, AP has
60 Active Points ((8 x (5 points per d6)) x1.5). Also
referred to as Active Cost.

Adder: An improvement to a Power which costs

a flat amount of points, rather than multiplying

the cost like an Advantage does. For example, an
Entangle which Stops A Given Sense costs +5 or +10
Character Points.

Advantage: See Power Advantage.
AK: Area Knowledge, a type of Knowledge Skill.
AP: Armor Piercing, an Advantage.

Attack Action: An Action requiring or involving an
Attack Roll (g.v.). Performing an Attack Action ends
a character’s Phase. See page 358.

Attack Roll: The roll made to determine if an attack
hits the target. The player rolls 3d6 and must get a
number less than or equal to 11 + Attackers OCV

- Defender’s DCV to hit. Alternately, OCV +11 - 3d6
is the DCV you hit. See page 371.

Automaton: A character (usually an NPC) which,
although active, is not alive. Robots and zombies are
examples of Automata. There are special rules for
constructing and applying damage to Automata; see
page 457.

AVLD: Attack Versus Limited Defenses; an attack
with that Advantage applied to it (see page 251).

Base:

(1) Refers to a Characteristic, Skill, or Power at its
lowest or most primary level, without any additional
modifiers, bonuses, Adders, Advantages, and so
forth. For example, “base CV” means CV calculated
by dividing DEX by 3, without adding any bonuses
from Combat Skill Levels or other sources. “Base
Points” means the Character Points each character
receives “for free” at the beginning of the game,
which he supplements by taking Disadvantages.

(2) A Perk representing the fact that the character
owns a headquarters, home base, or similar facility.

BODY:

(1) A Characteristic representing how much injury a
character can withstand before dying.

(2) See Count The BODY.
BOECV: Based On Ego Combat Value, an Advantage.

Breakout Roll: The roll made by the victim of certain
Mental Powers to resist or break free from the effects
of those Powers. See Mental Powers, pages 116-21.

Brick: Slang term for a character whose main attri-
bute is high STR (usually coupled with a high degree
of resistance to injury).

Called Shot: A Placed Shot (g.v.).

Casual STR: Half of the character’s STR. A character
can use Casual STR to push aside or break through
objects or Grabs as a Zero Phase Action.

Caution Sign: An indication that a Power (or other
game element) may be particularly effective in some
situations.

CE: Change Environment, a Power.
Champions: See Genre.

Character: A person in the game setting — a being
constructed by a player or GM and roleplayed by the
person who constructed it. The GM’s characters are
usually villains or nonplayer characters (NPCs); the
players’ characters (PCs) are usually the heroes or
protagonists of the campaign.

Characteristic: One of a character’s innate physical
or mental capabilities, such as Strength, Intelligence,
or Speed. See page 32.

Characteristic Roll: A roll, similar to a Skill Roll,
derived from a Characteristic using the formula
(9+(CHARY/5)). Characters use Characteristic Rolls to
determine whether they can accomplish certain tasks.

Character Points: The points used to create a char-
acter by purchasing Characteristics, Skills, Perks,
Talents, and Powers.

CK: City Knowledge, a type of Knowledge Skill.
COM: Comeliness, a Characteristic.

Combat Movement: Moving while trying to present
a difficult target and seeking out targets to attack.
A character using Combat Movement gets his full
OCYV and DCV, but moves more slowly than one
using Noncombat Movement (g.v.).

Combat Value: See CV.

Complementary Skill: A Skill used to make another
Skill Roll easier. See page 44.

Compound Power: An ability or power constructed
by using two or more Powers or other game ele-
ments. Typically it involves the Linked Limitation
(page 299) or a partially-Limited power (page 282).
For example, a “Flare Blast” that combines an Energy
Blast 8d6 with a Sight Group Flash 4d6 is a com-
pound power.

CON: Constitution, a Characteristic.
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Count The BODY: Determine the number of BODY
rolled on the dice as if Normal Damage were done
by the attack. This is referred to in the text as “count
the Normal Damage BODY.” See page 404.

Count The Total: Determine the total rolled on the
dice by adding them together. For example, the
total of a 5d6 roll of 6, 5,4, 3, and 1 would be 19.

CSL: Combeat Skill Level (see page 53).

CuK: Culture Knowledge, a type of Knowledge
Skill.

CV: Combat Value, determined by dividing your
DEX by 3 and applying any modifiers from Combat
Maneuvers, equipment, surprise, and the like. For
Mental Powers, use Ego Combat Value (ECV), cal-
culated by dividing your EGO by 3 and applying
any modifiers.

CV is divided into Offensive Combat Value
(OCV) and Defensive Combat Value (DCV).
OCYV and DCV both equal CV, but modifiers may
affect them differently. Similarly, ECV is divided
into Offensive ECV (OECV) and Defensive ECV
(DECV), which equal ECV.

For more information on calculating CVs, see
Fighting, page 371.

d6: A six-sided die.
DCV: Defensive Combat Value. See CV.

Damage Class: An incremental measurement of the
amount of damage an attack does. See Determining
Damage, pages 403-13

Dark Champions: See Genre.
DECV: Defensive Ego Combat Value. See CV.

DEF: Defense, meaning both Physical Defense (PD)
and Energy Defense (ED). Commonly used to refer
to the Defense value of things like walls, vehicles,
Entangles, inanimate objects in general, and the
like. DEF is Resistant.

Defensive Action: An Action which characters
can Abort to, or which automatically goes first if
attempted by a character with a Held Action (g.v.)
simultaneously with a non-defensive Action by
another character. See pages 361-62.

Delayed An Action: See Held Action.

DEX: Dexterity, a Characteristic.

DI:

1. An abbreviation for the Power Density Increase.

2. An abbreviation for Danger International (see
Genre).

Disadvantage: A drawback, complication, or ongo-
ing problem a character suffers from. Taking Dis-
advantages (such as having a Social Limitation or a
DNPC) limits a character, but also fleshes him out
and makes him more fun to play. Furthermore, Dis-
advantages provide more Character Points to build
the character with.

DNPC: Dependent Non-Player Character, a Disad-
vantage.

EB: Energy Blast.

INTRODUCTION
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EC: Elemental Control. See Power Framework.
ECV: Ego Combat Value. See CV.

ECV Attack Roll: The roll made to determine if a
mental attack hits the target. The player rolls 3d6
and must get a number less than or equal to 11 +
Attacker’s OECV - Defender’s DECV to hit. Alter-
nately, OECV +11 - 3d6 is the DECV you hit. See
page 374.

ED: Energy Defense, a Characteristic.

Effect Roll: The roll made to determine the effect of
a Mental Power on a target. See page 117.In a more
generic sense, it can also mean the roll made to
determine the effect of any Power.

EGO: Ego, a Characteristic.

Elemental Control: A type of Power Framework
(g.v.) through which several Powers with common
special effects are bought. See page 312.

END: Endurance, a Characteristic.

Energy Projector: Slang term for a character whose
primary defining ability is to project bolts of energy
as an attack. Also known as an “EP”

Experience Points: Character Points awarded
during a campaign to reflect characters’ accom-
plishments and players’ roleplaying skills. Experi-
ence Points are spent to improve existing abilities
and learn new ones.

FF: Force Field.
Figured Characteristics: See Characteristics
Framework: See Power Framework.

Full Move: An Action a character takes in which he
moves more than half of his inches of movement.

Full Phase: An Action which requires a character’s
entire Phase to perform. The character may take no
other Actions that Phase. Examples of Full Phase
Actions include using more than half of your inches
of movement (i.e., a Full Move), taking a Recovery,
recovering from being Stunned, changing a Clip, or
attacking before making a Half Phase Action.

FW: Force Wall (sometimes also used for Find
Weakness).

Gadgeteer: Slang term for a character whose main
attributes are his technical skills and equipment.

Genre: The type of campaign being played. Differ-
ent genres may use the HERO System a little differ-
ently; each will involve slight additions or changes
to the rules to simulate how that genre works.
Some of the genre books published by Hero Games
include:

Champions: Comic book superhero roleplaying
Cyber Hero: Cyberpunk science fiction roleplaying

Danger International: A subgenre of Dark Champi-
ons that refers to espionage roleplaying

Dark Champions: Modern-day action-adventure
roleplaying, including vigilantes, spies, cops, and

the like

Fantasy Hero: Fantasy roleplaying

Pulp Hero: Pulp-era (1920s-30s) roleplaying
Star Hero: Science fiction roleplaying
Western Hero: Wild West roleplaying

GM: Game Master — the originator, narrator,
“director;,” referee, and arbiter of a roleplaying
game session.
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HA: Hand-To-Hand Attack (a Power).

Half Move: An Action a character takes in which he
moves up to half of his inches of movement.

Half Phase, Half Phase Action: An Action which
only requires half a Phase to perform (in other
words, a character can perform two Half Phase
Actions per Phase). Half Phase Actions include
using up to half of your inches of movement,
opening a door, or using the Power Find Weakness.
Attacks only take a Half Phase if made after per-
forming any other type of Half Phase Action.

Hand-To-Hand Combat (HTH): Combat between
characters who are standing in the same or adjacent
hexes. Usually HTH Combat involves punching or
melee weapons such as swords, not attacks which
work at range (such as guns or energy blasts).

Held Action: An Action not taken on the character’s
DEX in a Phase, but instead “held” or delayed until a
later DEX or Segment for some reason. See page 360.

Heroic: General term for campaigns in which the
PCs are primarily normal, having Skills, Perks, and
possibly Talents or minor special abilities built with
Powers, but few or no overt superhuman powers.

Hex: A standard unit of measurement in the game
— a six-sided area one inch (25mm) across on a
map, representing an area 2 meters across (approxi-
mately 6.5 feet) in the game setting. Hexes are used
to measure range, movement, and areas in the
HERQO System. (Solely for purposes of calculating
the square footage of a building or the like, con-
sider hexes to be measured from corner to corner.)
See Inch.

HKA: Hand-To-Hand Killing Attack (a Power).
Holding An Action: See Held Action.

HRRP: High Range Radio Perception (see page
163).

HTH: Hand-To-Hand Combat (g.v.)

Human Height: The height of a standard person in
the game. For game purposes, the average person
is considered to be about 6 feet tall (roughly, one
game inch [17]).

Human Lifespan: The lifespan of a standard person
in the game. For game purposes, the average person
is considered to live to age 100.

Human Mass: The weight of a standard person in
the game. For game purposes, the average person is
considered to weigh 100 kg (220 pounds).

IAF: Inobvious Accessible Focus, a type of Limitation.
IF: Inobvious Inaccessible Focus, a type of Limitation.

Inch: A standard unit of measurement in the game,
also called a Hex (g.v.).

INT: Intelligence, a Characteristic.
IPE: Invisible Power Effects, an Advantage.

IR: Infrared (usually referring to Infrared Percep-
tion, an Enhanced Sense).

KA: Killing Attack.
Killing Damage: The damage done by Killing

Attacks, such as bullets, knives, claws, and the

like. To determine it, roll the dice. The total on

the dice is the amount of BODY the target takes.
To determine the STUN damage done, roll 1d6-1
(minimum of 1) and multiply the BODY done by
the number rolled. Only Resistant Defense protects
against Killing Damage. For complete information,
see Determining Damage, pages 403-13.

Knockback (KB): Being knocked backward by the
force of an attack, a possible effect of being hit in
combat. See page 418.

Knocked Out: Unconscious. A character is Knocked
Out when he loses all of his STUN due to damage
from attacks. See Effects Of Damage, pages 410-13.

KS: Knowledge Skill.
Limitation: See Power Limitation.

Limited: Bought with, or subject to, a Power
Limitation.

Line Of Sight: The method by which characters
target Mental Powers. See Mental Powers, page 116.

LOS: Line Of Sight (g.v.).

LS: Life Support (a Power).

m:

1. When used in conjunction with a measurement,
m is an abbreviation for “meter”.

2. When written next to the cost of a slot in a Mul-
tipower, m stands for a “multi,” or Flexible, slot.

Martial Artist: A character whose main attribute is
skill at HTH Combat without having a high STR.

Mentalist: Slang term for a character whose main
attribute is mental powers. Also called a Psionic or
a Psychic.

MP: Multipower. See Power Framework.

Multiple-Power Attack: An attack made using two
or more abilities at once. See page 358.

Mystic: A character whose main attribute is powers
deriving from magic or magical phenomena or
devices. This includes spellcasters, characters whose
powers derive from blessings or curses, characters
who possess enchanted items, and so forth.

Naked Advantage (Adder): An Advantage (or Adder)
that’s not attached to a power. See page 244.

NCI: Noncombat Influence. See Hunted, page 335.

NCM: Normal Characteristic Maxima (q.v.) (some-
times also used for Noncombat Movement).

NND: A No Normal Defense attack; an attack with
that Advantage (see page 265).

Noncombat Movement: Moving without trying to
present a difficult target or seeking targets to attack

so as to achieve higher speeds. Characters using
Noncombat Movement are at %2 DCV,0 OCV.

Nonplayer Character: See Character.

Nonresistant: Normal Defenses (g.v.) — defenses
which do not protect against Killing Damage.

Nontargeting Sense: A Sense which a character
cannot use to locate targets in combat. For normal
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humans, Nontargeting Senses include Hearing,
Smell, and Taste. See Targeting Sense.

Normal Characteristic Maxima: An upper limit on
the Characteristics of normal humans. Beyond this
limit they must pay double to increase their Char-
acteristics. See pages 32, 329.

Normal Damage: The damage done by most attacks,
including Energy Blasts, fists, clubs, and the like. To
determine it, roll the dice. The total on the dice is
the amount of STUN the target takes. The BODY

is determined by looking at the numbers rolled:
every 1 rolled does 0 BODY, every 2-5 rolled does

1 BODY, and every 6 rolled does 2 BODY. (Thus,
the number of BODY done is usually close to the
number of dice rolled.) Normal Damage is affected
by both Normal and Resistant Defenses. For com-
plete information, see Determining Damage, pages
403-13.

Normal Defenses: Defenses which protect against
Normal Damage, but not against Killing Damage.
See pages 409-10 for more information.

NPC: Nonplayer Character. See Character.

OAF: Obvious Accessible Focus, a type of Limita-
tion.

OCV: Offensive Combat Value. See CV.
OECV: Offensive Ego Combat Value. See CV.

OIF: Obvious Inaccessible Focus, a type of
Limitation.

OIHID: Only In Heroic Identity, a Limitation repre-

Hero System 5" Edition, Revised

senting a Power that only works when the character
is in a specific identity or form.

PC: Player Character; a character whose actions are
controlled by one of the players. See Character.

PD: Physical Defense, a Characteristic.

Penalty Skill Level: A type of Skill Level which can
only be used to offset a specific type of negative
modifier to a character’s OCV. Examples include
Range Skill Levels (RSLs) and Targeting Skill
Levels.

PER Roll: Perception Roll, a roll made to see if

a character perceives something with one of his
Senses. A character’s base PER Roll is (9+(INT/5))
or less.

Phase: A Segment (g.v.) on which a character can
perform an Action. A character’s SPD determines
his Phases. See also Full Phase, Half Phase, and Zero
Phase Action.

Placed Shot: An attack made with the intention of
hitting a particular part of the target’s body, such
as the head or hands. This involves a negative OCV
modifier. See page 415.

Post-Segment 12: A period between Turns which
takes no time. After each Segment 12, a Turn ends,
and in the Post-Segment 12 period before the next
Turn begins, characters automatically get to take a
Recovery.

Power: When capitalized (Power), this term sig-
nifies a game element typically used to build the
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unusual or superhuman abilities characters have
in some campaigns (such as the spells of a wizard
or the superpowers of a superhero). Characters
also use Powers to build many types of equipment.
Powers are purchased with Character Points.
When not capitalized (power), this term signi-
fies any unusual or superhuman ability a character
may possess. Typically players create these abilities
with Powers.

Power Advantage: A Power Modifier applied to a
Power to make that Power more useful or effective.
This increases the cost of the Power.

Powered Armor: Slang term for a character whose
main attribute is a suit of high-tech armor. Also
called a Battlesuit.

Power Framework: Power Modifiers which change
the way a character’s Powers are grouped, struc-
tured, and/or bought. The Power Frameworks are
Elemental Controls (ECs), Multipowers (MPs), and
Variable Power Pools (VPPs). See pages 310-25.

Power Limitation: A Power Modifier applied to

a Power which makes that Power less useful, or
restricts its use in some way. This reduces the cost
of the Power.

Power Modifier: A Power Advantage, Power Limita-
tion, or Power Framework (g.v.).

PRE: Presence, a Characteristic.

Primary Characteristics: See Characteristics.
PS: Professional Skill.

Psionic, Psychic: See Mentalist.

PSL: Penalty Skill Level (g.v.)

Ranged Combat: Combat which takes place at any
distance beyond HTH Combat range and involves
the use of ranged attacks such as firearms, energy
bolts, arrows, or thrown knives.

Range Modifier: A penalty to an Attack Roll which
represents how much more difficult it is to hit tar-
gets far away from you. The further away you are
from a target, the greater the Range Modifier (and
thus the worse the penalty). The Range Modifier
also applies to PER Rolls.

Real Points: The final cost of a power after all
Advantages and Limitations are applied — the
actual number of points the character spends to
buy the power. For example, an Energy Blast 8d6
bought with the Limitation OAF costs 20 Real
Points (a base of 40 Active Points, subject to a -1
Limitation). Also referred to as Real Cost.

REC: Recovery, a Characteristic.
Recovery:

1. A Characteristic (REC) which measures how fast
a character Recovers from taking damage.

2. An Action in which a character gets back his
REC worth of STUN and END. All characters get
an automatic Recovery in Post-Segment 12. This is
also called “taking a Recovery”

Reserved Action: See Held Action.
Resistant Defenses: Defenses which protect against

Killing Damage. See Killing Damage, Normal Defenses.
RKA: Ranged Killing Attack.

RSL: Ranged Skill Level, a type of Penalty Skill
Level (g.v.).

Segment: The smallest unit of time in the game,
equal to 1 second. There are 12 Segments in a Turn.
A Segment on which a character can act is one of
that character’s Phases (g.v.).

Sell Back: Reduce a character’s natural abilities. The
character gains more Character Points to spend on
other things when he does this; hence he is “sell-
ing back” something to buy something else. For
example, all characters start with DEX 10 and 6” of
Running. If a character starts the game with DEX

8 and 4” Running, he gains 10 Character Points (6
from reducing his DEX by 2 points, 4 from reduc-
ing his Running by 2”).

SER: The Standard Effect Rule (see page 104).

Simulated Sense Group Rule: Senses that belong to
the Unusual Sense Group are usually also grouped
according to how they work and/or how the char-
acter uses them. For example, Detect Gold bought
to simulate the ability to smell gold would become
part of the Smell/Taste Group, and could be
affected by Sense-Affecting Powers which affect the
Smell/Taste Sense Group. See pages 160, 349.

Skill: A learned ability or body of knowledge the
character possesses. Examples include the ability to
pick locks, drive a car, or know all about literature.
Characters purchase Skills with Character Points.

Skill Versus Skill Contest: A method for resolving
competing actions. The character taking action
makes a Skill Roll, and if he succeeds, the character
opposing him has a -1 to his Skill Roll for every 1
point the first character made his roll by.

Slot: One of the powers within a Power Frame-
work. For example, a Multipower with Energy Blast,
Killing Attack, Flight, and Force Field has four slots,
one with each power.

SPD: Speed, a Characteristic.

Special Effects: The defining features of a power
or maneuver, chosen by the player. Special effects
determine how a power or maneuver is used, what
Advantages and Limitations it has, and so forth.
Examples of special effects include Fire, Weather,
Sound, Gadget, Mutant Powers, Cosmic Energy, or
Electricity. An Energy Blast defined as projecting a
bolt of flame at the target would have a Fire special
effect. See page 96.

SS: Science Skill.

Standard Effect Rule: A rule which allows a char-
acter to establish a set effect for a Power which
involves rolling dice to determine its effect, thus
creating predictability in exchange for not being
able to achieve the spectacular results of a high roll.
See page 104.

Stop Sign: An indication that a Power (or other
game element) can alter a GM's storyline substan-
tially, or cause similar problems.
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STR: Strength, a Characteristic.
STUN: Stun, a Characteristic.

Stunned: A character becomes Stunned when he
takes more STUN damage from a single attack than
he has points of CON. See Effects Of Damage, pages
410-13.

Superheroic: General term for campaigns in which
the player characters are primarily superhuman,
having not only Skills, Perks, and Talents, but overt
unusual or superhuman abilities created with
Powers.

Taking A Recovery: See Recovery.

Talents: Weird and unusual abilities some char-
acters possess. Examples include Ambidexterity,
Eidetic Memory, and Lightning Reflexes.

Targeting Sense: A Sense a character can use to
determine the exact location of targets in combat
(and therefore attack them at no penalty). For
normal humans, Sight is the only Targeting Sense.
See Senses In The HERO System, pages 348-55.

TF: Transport Familiarity, the Skill of knowing how
to drive or pilot various types of vehicles. See page
73.

Time Chart: A chart in the game used to determine
the effects of powers and abilities which work over
long periods of time. See page 45.

TK: Telekinesis, a Power which allows characters to
manipulate objects at a distance.

Turn: A unit of time in the game equal to 12 sec-
onds. Each second is called a Segment.

U: When written next to the cost of a slot in a Mul-
tipower, u stands for an “ultra,” or Fixed, slot.

UOO: Usable On Others (an Advantage). Usable As
Attack (“UAA”) powers are a form of UOO.

UV: Ultraviolet (usually referring to Ultraviolet Per-
ception, an Enhanced Sense).

Value: The number defining a Characteristic or
Advantage.

Velocity-Based DCV: An optional method of cal-
culating a character’s DCV based on how fast he’s
moving; see page 364.

VPP: Variable Power Pool. See Power Framework.

WF: Weapon Familiarity, the Skill of using various
types of weapons. See page 75.

Zero Phase Action: An Action which takes so little
time that it can be performed at the beginning

a Phase or after a character makes a Half Phase
Action, but not after performing a Full Phase
Action or making an attack. Zero Phase Actions
include turning a Power on or off or switching slots
in a Multipower.
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CHARACTER
CREATION BASICS

he primary focus of any roleplaying game

is the player characters (PCs): the heroes

of the story, the characters around whom

the game’s main action revolves. Therefore
players should create intriguing, interesting, well-
developed characters — the sort of characters who
contribute to the story, rather than simply taking
part in it. This section of the HERO System 5" Edi-
tion, Revised shows you how to create just that sort
of character.

CHARACTER POINTS

The HERO System allows you to create pre-
cisely the types of characters you want to play. You
construct your character with Character Points,
which you use to “purchase” abilities and attributes
for him. Character Points come from two sources.

The first is Base Points. These are Character
Points you get for free from the GM when you start
to design a character.

The second is points from Disadvantages. If
the Base Points aren’t enough for you to create the
character you have in mind, you can take Disad-
vantages for him. Disadvantages are complications,
hindrances, hardships, or flaws your character
suffers from (see page 326). They help to simulate
character conception and build flaws into a charac-
ter for him to overcome. A character who does this
— who's well-rounded, with flaws as well as good
qualities — receives additional points with which to
buy abilities. Each Disadvantage a character takes
is worth a certain number of additional Character
Points — the more severe the Disadvantage, the
more Character Points it’s worth to your character
(but the more it handicaps him). The GM will tell
you how many Character Points your character can
acquire by taking Disadvantages.

SPENDING CHARACTER POINTS

Creating a character involves choosing the
abilities, personality, and other qualities you want
for him, and then figuring out how to create and
buy them using the HERO System rules. Doing
this from scratch takes a fair amount of time, espe-
cially the first few times you do it. Don’t worry, it
becomes much faster as you familiarize yourself
with the rules.

For game purposes, numerous attributes (each
of which is described in its own section later in this
rulebook) define characters:

Characteristics: The character’s natural physical
and mental abilities. Examples of Characteris-
tics include Dexterity, Comeliness, and Physical
Defense. See pages 32-41.

Skills: Abilities an individual can learn from study.
Anyone can learn Skills; there’s nothing especially
mysterious or unusual about them. Examples of
Skills include Computer Programming, Oratory,
and Martial Arts. See pages 42-77.

Perks: Useful resources and privileges a character
has access to. Perks are not innate; a character can
lose, gain, or alter them over time. Examples of
Perks include Money, Diplomatic Immunity, and
Followers. See pages 78-85.

Disadvantages: Personal complications, hindrances,
drawbacks, and difficulties that affect a character.
Examples of Disadvantages include following a
“code of honor” (Psychological Limitation), having
a deadly enemy or arch-nemesis (Hunted), or being
blind (Physical Limitation). See pages 326-41.

In some campaigns, characters can also have

Talents: Weird and unusual abilities some char-
acters possess. Unlike Skills, a character typically
can't just learn Talents the way he does Skills — he
must have them as innate abilities, magical gifts, or
the like. Talents are a half-way step between Powers
and Skills — they exist in the real world, but are
extremely rare and/or inexplicable. Examples of
Talents include Eidetic Memory, Speed Reading,
and Ambidexterity. See pages 86-92.

Powers: The amazing and unnatural abilities
possessed by characters in genres such as comic
book superheroes, Fantasy, and Science Fiction.
Characters in Superheroic games (see below) can
buy Powers as innate abilities; characters in Heroic
games use Powers to construct various types of
abilities or equipment which are not “superpow-
ers” per se. Examples of Powers include Invisibility,
Flight, and Telepathy. See pages 93-242.
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HEROIC VERSUS
SUPERHEROIC

One of the most important distinctions the
GM must make concerns the type of campaign he
will run. All games which use the HERO System fall
into one of two categories: Heroic and Superheroic.

The most obvious difference between char-
acters in Heroic and Superheroic campaigns is the
amount of points characters are built on — Super-
heroic characters are typically built on a lot more,
often hundreds more. However, this distinction is
irrelevant: the amount of points a character is built
on does not define whether he’s Heroic or Superhe-
roic. It’s possible to build Heroic characters on 1,500
points, or Superheroic characters on 150. What
characters spend their points on, not how many
points they have, defines the type of campaign.

HEROIC CAMPAIGNS

In a Heroic campaign, the characters are
extremely skilled individuals, but “normal” humans
nonetheless. Some examples of Heroic campaigns
include sword and sorcery Fantasy, modern espio-
nage adventures, swashbuckling pirates, star-span-
ning Science Fiction epics, and post-holocaust
exploration.

Characters in Heroic campaigns can always buy
Characteristics, Skills, and Perks. They can ordinarily
buy Talents, and can usually buy Powers to simulate
some of the things they can do (such as the ability
to run faster, leap further, or punch harder). They
can also use Powers to represent certain types of
racial abilities, advanced training, or the like. For
example, a bat-like alien could have Sonar, or a street
vigilante might buy his ability to hide in the shad-
ows as a Limited form of Invisibility. But normally
they cannot buy overt superhuman abilities, like the
power to walk through walls or teleport. One excep-
tion: in some campaigns, such as Fantasy, Heroic
characters can buy the ability to cast spells, use
psionic powers, and so forth. The important thing
to remember is that in a Heroic campaign, Powers
aren’t the focus of the game — most adventurers
rely on their Skills. Powers are something wondrous,
unusual, and (often) unreliable.

Heroic characters are typically subject to the
Normal Characteristic Maxima rules, which restrict
their ability to buy Characteristics: beyond a certain
point, they have to pay double cost to improve their
Characteristics. They do not receive Disadvantage
points for this. See page 32 for more information.

On the other hand, Heroic characters do not
have to pay Character Points for ordinary equip-
ment like cameras, handguns, radios, gas masks,
swords, and the like. They get that sort of gear by
paying money in the context of the game, having it
issued to them by their superiors, building it using
their own Skills, and so forth. A Superheroic char-
acter who needs a flashlight has to pay Character
Points for it; a Heroic character just has to run
down to the corner store and spend $5. (The GM
determines how much money your character has,
unless the character’s bought the Money Perk.)

SUPERHEROIC CAMPAIGNS

Superheroic campaigns include any cam-
paign in which the majority of the characters have
unusual or superhuman abilities and tend to rely
on them more than on Skills. This includes comic
book superhero campaigns, high-powered Fantasy
games, some anime-influenced campaigns, and the
like. Superheroic characters