CMSH
To Begin With…

My Custom Marvel Super Heroes (CMSH) game is a role playing game (RPG); a modified version by me, Denny Hill.  It requires an imagination and a bit of originality, so if you’re lacking in either, don’t bother trying to play.  While the original Marvel game is simple enough, I had to go and add a little of my own insight to the existing text; therefore, here comes Denny’s Rules.  For the most part, I’ve only edited and revised simple game mechanics, while seriously bulking up the character generation section, borrowing intriguing ideas from all kinds of places.  So just remember: I’ve only changed the game for my own, personal use, not for anything else.  So hey, don’t sic the Marvel people on me, man!

GENERAL MECHANICS

The CMSH game is a super hero game.  What is a hero, you ask?  Well, a hero is a man or woman who has decided to selflessly use his* talents, abilities, or personal resources to help others, as opposed to being a selfish bastard and using these qualities for personal gain.  In the CMSH game, players take on the role of a hero, whether he be a ‘standard’ Marvel character, or an original creation made specifically for the game.  Characters used by normal players are called Player Characters (PCs), and characters used by the player monitoring the game (called the Game Master; also labeled the Judge, grand inquisitor, or whatever he desires) are called Non Player Characters (NPCs).

* his being a relative term.  I just use the word in a neuter sense, meaning a he or a she, as required by the situation.  In other words, what I’m saying to all of those politically correct people (PCPs) out there is: Fuck Off!

Abilities

Almost every character in the CMSH game is represented by eleven statistics (the first seven being the basic building blocks upon which a person is defined in the game), which are called primary abilities.  Each and every primary ability is split in to two distinct secondary abilities, to further define a character’s capabilities.  Almost all of these are represented by ranks (explained later).  Here is a brief description of each primary and secondary ability: 


Fighting (Ftg.):  this statistic defines a person’s natural (or learned) combat prowess.  Fighting is devided into these two secondary abilities: offense (off) and defense (def).  Offense is the ability to hit in armed or unarmed melee (man to man) combat, while defense demonstrates how well a character avoids such attacks.


Agility (Agy.):  Agility is used to qualify a person’s coordination and nimbleness.  Agility is split into dexterity (dex) and balance (bal).  Dexterity is a secondary ability that is used to perform exacting actions, like shooting targets or catching objects in motion, and balance determines a person’s equilibrium, which helps when dodging ranged attacks, climbing, or piloting vehicles.


Strength (Str.):  a measure of physical power, Strength is used to lift things, as well as to engage in wrestling attack and to determine damage in melee and thrown weapon attack.  Strength is split into upper (upr) and lower (lwr) body strength.  Upper body strength measures arm and torso strength, while lower strength defines leg power.  Most human (and earthbound animals) tend to have greater lower body strength than they do upper body strength.


Endurance (End.):  this ability measures a prospective N/PCs personal toughness.  Your standard Endurance rank is used to (hopefully) resist the effects of slam, stun, and kill shots directed at a character, and even determine a person’s healing rate.  Endurance is evenly split into two secondary statistics:  resistance (res) and stamina (sta).  Resistance is a gauge of physical resistance to disease, poison, and other metabolic attack forms, while stamina represents physical staying power, used when holding your breath, or running long distance, for example.


Reason (Rsn.):  Reason is a person’s I.Q.  It is subdivided into these two secondary attributes: logic (log) and memory (mem).  Logic demonstrates the characters ability to reason, learn, and create, while memory describes his ability to recall these experiences, both in the short and long term.


Intuition (Int.):  Intuition is the sum of a person’s general wisdom, common sense, and sense of self that all (well, most) people possess. Also, Intuition determines a person’s initiative bonus in combat. Secondary abilities of intuition include alertness (alt) and awareness (awr).  Alertness represents the detection of common sense details present (number of objects in the room, the color of Bob’s sweater, and so on), and awareness describes a character’s ‘gut feelings’ and ability to ‘read between the lines’ in any given situation, as well as his resistance to empathic attack.


Psyche (Psc.):  the  primary ability absolutely vital to sorcerers and psi’s alike, Psyche describes a being’s mental strength. Psyche is represented by these two secondary abilities:  willpower (will) and charisma (cha). Willpower idealizes the center of one’s consciousness, being used to resist incoming psychic attack, while charisma is used to impose this mental strength upon others, either in a benevolent manner (in the form of good suggestions or practicing leadership skills) or malevolently (via intimidation or even extreme methods such as mind control).


Health (Hpts.):  Health shows how much damage any one character can sustain before losing consciousness and possibly dying. Instead of being represented by ranks like most other primary abilities, Health is instead the sum of a person’s Fighting, Agility, Strength, and Endurance rank numbers.  Secondary abilities of Health include negative health (NH) and mental health (MH).


Negative health describes how much damage an unconscious person can absorb before he begins to start losing Endurance ranks, and is the successive sum of the character’s Endurance rank numbers; a Good (10) rank Endurance will grant a character 22 negative health points (the rank numbers of all the ranks before (and including) Good are 2, 4, 6, and 10, the sum of which is 22).


Mental health is an indication of how much karmic damage a person can withstand before falling unconscious, or possibly losing his mind, and is figured as per negative health, except that it uses the character’s Psyche as the base for its successive sum instead of his Endurance rank number.


Health and the dying process are explained in much greater detail later in this manual.


Karma (Kpts.):  Karma is a measure of a person’s personal worth; although all N/PCs begin their prospective careers with a little bit of karma (that little bit being the sum of their Reason, Intuition, and Psyche, rank numbers), more karma can only be obtained by performing acts of heroism (for heroes) or villainy (for villains).  Alternately, heroes can lose karma for committing criminal (or just plain despicable) acts, and a villain can likewise lose some of his karma by performing heroic (or just plain nice) actions, as it tarnishes his image as a bad guy.


Secondary abilities of Karma (which aren’t always used by characters) are the karma pool (pool) and the advancement fund (adv).  Like Karma itself, these two abilities are not represented by ranks, but instead by sums accumulated by the character.  A karma pool is an amount of karma contributed by several people into a single, common pool; a sum that can be drawn from by anyone who contributes to it, at any time.  An advancement fund is simply karma earned by an adventurer that is saved for future use, rather than spending it in the next adventure.


As is Health, Karma is expanded upon I much later detail later in this text.


Resources (Res.):  a measure of personal wealth, Resources describes the materials currently at the disposal of the character in question.  Resources is expanded upon by these two secondary abilities:  materials (mat) and cash ($).  Materials represents physical property at hand, while cash is simply the amount of liquid assets (money) this person can easily obtain at any one time.


Popularity (Pop.):  Popularity is the determination of public acknowledgment or approval that any person has in their normal environment.  Popularity is further defined by its two secondary abilities:  public (pub) and secret (sec) identities.  Public popularity describes how well known a body is in his super identity (when in spandex) and secret Popularity is the public approval rating of a character in his normal, everyman existence (although this isn’t always so normal).  It is important to note that if the hero (or villain) doesn’t maintain a secret identity, these two will be of equal quantity.

Special Abilities

Special Abilities are skills and capabilities that are not common to every character, and may be unique to a specific person.  Special abilities include powers, talents, contacts, advantages, and disadvantages.


Powers:  Powers are what make super heroes super, as opposed to being ‘just’ a hero.  Most PCs have at least one power, whether it takes the form of an inborn ability, a piece of high tech equipment, or learned talent-equivalents, such as magic spells or psi powers.  Just like primary abilities, most powers are gauged by ranks.


Talents:  talents are skills that can be learned by virtually anyone, super human or not.  A talent, instead of having a rank itself, will usually offer a +1 or a +2 column shift (CS) to certain rolls that are applicable to that talent, making the character more proficient in that area than someone who does not have that talent.


Contacts:  a contact is a person or organization that can usually be depended upon when needed, whether for information, resources, or help in any other manner.  Contacts are automatically friendly to the character for the purpose of NPC reactions (explained later).


Dis/Advantages:  dis/ads, as advantages and disadvantages are often abbreviated, are custom modifications placed on a character by a player while generating that character.  Defined in levels instead of ranks, dis/ads can add or subtract column shifts from a player’s FEAT rolls in certain situations, and tend to add uniqueness to PC creations.

Ranks and Rank Numbers

Most of a character’s abilities, powers, and a lot of other stuff is represented by ranks.  Ranks are levels of power in a given ability or power.  Each rank is represented by a name that identifies its relationship to others (greater, lesser than, etc…), and a standard rank number (usually in the center of that rank’s range).  There are twenty ranks in all, listed by name, standard rank number, and rank range on table 1.


As you can see, the Class 1000, 3000, and 5000 ranks are the most powerful;  PCs (and most NPCs, I would hope) normally have no access to these power levels, as they’re representative of cosmic level energy, and mere mortal N/PCs simply cannot handle such power and responsibility.  Also, I would personally recommend that PCs, at least, almost never have access to the Shift X, Y, and Z ranks, as they tend to completely unravel game balances in general.


In addition to the twenty standard ranks, there are three special rank conditionals.  The availability of each to players is in the exclusive control of the judge, as they can be all kinds of devastating in the wrong hands, especially in the untrained player.  These are described here:


The Hyperexhaustive Rank: this is a special rank conditional that applies to a power only (never primary or secondary abilities).  A hyperexhaustive power is one that physically drains a person that uses it, being so hard to operate, or so difficult to control. 


First, as a hyperexhaustive rank appears during the character generation process, the player must roll a ‘functional rank’, which is used to determine actual power effects; roll this right after the hyperexhaustive rank (Hypex-Remarkable, for example).  When a character wishes to use this power, the necessary power FEAT is rolled on the Shift 0 column.  As stated, this is physically tiring, and this power shouldn’t be used for another twenty four hours.


However, if this power is used within this time period, the next power FEAT roll must be rolled on the Shift C column, and the power must then be rested for a week before it should be used again.  If the player uses this power again (within this week long recovery period), the power FEAT is rolled on the Shift B column, and the necessary rest time will be one month long.


If (due to extreme need, or just plain craziness) a person uses this power yet again, this last power FEAT must be rolled on the Shift A column, and dire consequences will occur.  First, as the power will be so taxed by such prolonged use, it can never be recovered without extreme measures.  Also, this poor character will have to roll a red Endurance (stamina) FEAT, the failure of which will result in the permanent loss of an Endurance rank, which is only recoverable through later experience.


The Hyperkinetic Rank:  this is a favorite of all of those power greedy PCs.  If rolled (just like the hyperexhaustive rank), it also requires a functional rank; this creates the hyperkinetic rank (Hypki-Remarkable, for example).  Although the power or ability normally operates at this functional rank, it can be subordinated by the hyperkinetic effect when activated by any one stimulus determined by the player during character generation.  As such, the potent hyperkinetic effect will remain in effect for as long as the stimulus is present.  Such a stimulus cannot be something always present in the environment or body, like oxygen, but need not necessarily be rare, mind you.


When activated, the hyperkinetic rank will instantly boost to Unearthly rank.  In each round afterward, in which the proper stimulus is present, the power will increase a further +1 CS, with an upper limit of Shift Z.  Abilities or powers may be of a hyperkinetic rank.  It is important to note that while Health scores can also be temporarily boosted by an ability increase of the hyperkinetic variety, karma scores cannot. Period.


The Beyond Rank:  this conditional, although it actually has a column on the Universal Table, isn’t itself a rank, per se.  Instead, it is a conditional marking infinite power, gained only in the rarest of situations, or when two Class 5000 powers are used in conjunction.  As stated, this conditional represents infinite power, and should be dealt with in a very objective basis by the GM (if a situation even comes up doing the course of ‘normal’ play).

Functions of Exceptional Ability or Talent (or FEATs)

Whenever a character tries to perform an action, he must usually make a FEAT roll (FEAT being an acronym for a Function of Exceptional Ability or Talent), unless this action is dreadfully easy to execute (as in lifting a slice of loose leaf paper). A FEAT roll is made by rolling a d100, cross referencing the result of such on the ability or power rank that is being checked on the Universal Table. 


On the Universal Table (if you’re looking at it), a white FEAT almost always represents a failure in the attempted action. A green FEAT is a good result, a yellow FEAT is a great result, and a red FEAT is the best that this character can execute the action in question.


FEAT rolls are elaborated on more in the following two sections, to better define their use in play.

Column Shifts

Often, a FEAT can be easier or more difficult to complete, depending on the circumstances. For instance, shooting a fast moving, randomly dodging target while you  yourself avoiding incoming rockets, laser fire and machine-gun rounds, all the while standing on oil slicked ice in sub zero temperatures is much more difficult than say, shooting inanimate target pads on a straight firing range during a sunny, breezeless afternoon.


A +1 Column Shift (CS; to the right) is a shift to the better. This means that circumstances to perform this action are better than normal. Additional CS to the right (say, a +10 CS) means that said FEAT is much more likely to succeed than in ‘ordinary’ circumstances. 


On the other hand, a -1CS (to the left) is a change for the worse. This shift represents added difficulty to the FEAT roll than would exist in premium conditions. A multiple negative column shift then means that the intended action is much harder to get right (see that above example for a pretty picture of this…).


There are basically three conditions to Column Shifts. The first is the Talent CS which gives a +1 or a +2 CS to certain FEATs, depending if a talent the character has will help the overall outcome of the attempted action. The CS amount is determined by the talent description.


Second is the Buddy CS. This involves a person with a rank within one CS of another helping the rolling character to pass the FEAT roll, like two characters to pass the FEAT roll, like two characters of Good Strength trying to lift an 800 pound weight (an Excellent FEAT). Having similar Strength ranks, the rolling character will roll at a +1 CS to succeed (needing a yellow result instead of a red; this is explained just a bit later). 


The Buddy CS must be used with common sense, however. Otherwise, you could possibly end up with 512 people of Feeble Strength inflicting Unearthly damage to a single target (which would be really, really stupid, especially if the victim of such an assault had Monstrous armor!). 


The third and final type of Column Shift is the Situational CS, which covers everything else not covered within the other two CS types. Several examples of Situational CS are presented for your very own viewing pleasure in tables 2 and 3.

FEAT Intensities

Intensity is a rank associated with every FEAT roll, depending on the difficulty of the task in question. It determines whether or not such a FEAT is possible for the character attempting it, as well as the inherent difficulty involved in the attempt. If a FEAT has no given intensity, simply assume that a green result on the Universal Table means that the roll is successful. The exception to this is with combat rolls, which are dealt with in a later section. To determine the possible success of the FEAT roll, compare the ability or power rank in question to the intensity rank. 


If the intensity rank is more than three ranks below the rank to be checked, the FEAT can be considered to be automatic. Those actions of this quality often include lifting sheets of paper, walking, or just performing menial tasks. Special situations may nonetheless seem easy enough, but the GM has the final say about the necessity of a FEAT roll.


An intensity one rank lower than the rank being checked requires a green FEAT roll on the Universal Table, still being relatively easy, but nonetheless having a small chance of failure. An intensity equal in rank to the ability or power to be checked requires a yellow FEAT to succeed, testing the true mettle of the character. A red roll is required if the intensity of the FEAT is one rank higher than that of the character attempting it, as this action is pushing him past his limits, and is extremely difficult to pull off.


Finally, there is the impossible FEAT roll, that has in intensity 2 CS or higher than the rank being checked. In normal situations, this action is just impossible for this character to pull off. However, if such an action is attempted in a life or death situation, it may still have a slim possibility of success, if you GM is really generous. 


This is entirely up to him, mind you, so don’t try to force him to give you a roll. In any case, if your GM will let you try nonetheless, he is justifiably encouraged to disallow karma to be spent on the roll, or to at least double or triple the normal cost of making the roll succeed. It may hurt, but if the players are desperate enough, they may still spend the karma anyway.


A listing of normal intensities associated with the ability and other FEATs are presented for your perusal on tables 4 and 5.


Finally, an area that deeply involves intensity is material strength. Material strength (m.s.) is the overall strength of a material (duh). Mostly, m.s. is used when a person or weapon is used to try to break through an object (like a wall or a street, for example). Common material strengths are listed on table 6, again for your convenience.


The apparent thickness of a mass or object also plays a part in determining its m.s. If an item is less than 2” in thickness, the m.s. of the stuff is -1 CS of that listed on table 6, with a minimum of Feeble. If between 2” and 1’ in thickness, the m.s. is that listed on the previously mentioned table. If between 1’ and 2’ thick, the object’s m.s. is +1 CS to the listed value, and if it is 2’ or greater, the m.s. is +2 CS of that listed value. Note that only Class 5000 m.s. objects can shift up to the Beyond rank conditional for thickness bonuses. 

Karma: An Overview

Looking at the Universal Table, you’ll notice that even on the impressive Beyond column, there is always that minuscule chance of failure. I’ll just bet that you’re wondering how those neat, once in a lifetime saves are accomplished in the comics seemingly every issue. Well, I’m gonna tell you how; it’s with karma. 


Before making his FEAT roll, a character may decide that a FEAT simply must succeed. Not trusting his lucky dice, he decides to spend karma. Karma is basically known as luck (or ‘luck points’, in this instance). Karma may be spent at will by a character who needs to make a FEAT roll succeed, although he must declare that he spending it before he rolls. If the FEAT does indeed fail, karma may be spent on a 1 point per 1 percent increase of the die roll (for example, adding 15 to any die roll costs 15 karma points). 


If the FEAT is successful before karma is added to the roll anyway, a minimum fee of ten karma points is nonetheless expended, as a sort of buffer against spending karma every turn. If the FEAT roll fails, and you don’t have the karma to make it succeed, you still only have to spend the ten point minimum, as it would be unfair to force a character to spend all his remaining karma on a FEAT that couldn’t succeed anyway.


In addition, karma may be spent to reduce the effect of another person’s attack upon himself by one color level, for fifty karma points. This is useful, for instance, when reducing a kill result rolled against a character to only a bullseye result, potentially saving the character’s life. Multiple color reductions can be bought, although this can get really expensive in the long run. 


It is important to note that karma cannot be spent to aid the success of another character’s FEAT rolls, period. Also, note that one cannot spend karma when taken by surprise (as in a blindsiding attack). This applies to everything but Endurance (resistance) FEATs forced by the attack (versus kill or stun results, for example). Finally, note that only PCs can freely spend karma; all NPCs may only spend 20 karma points at a time (unless it is to reduce the effect of an attack by one or more colors), and then only to save their skins. 


Remember: the basis of karma is that what goes around comes around. You only gain karma points by doing good deeds (if you’re a good guy), and you lose karma for performing bad deeds (if you’re a good guy). 

Movement

While I personally don’t use the marvel map system, one does exist for the MSH game, so I’ll have to complement my own by adding one. Look at the map that comes with your MSH game (if you have one; if not, never mind). It is divided into roughly even squares of solid and dotted lines. Each area of space (an area being the standard unit of space in the C/MSH games) is 45 yards long by 45 yards wide by 45 yards high; 135 feet squared across, and nine stories high. This applies in open space, mind you; in enclosed spaces, like between or inside buildings, this can be adjusted as necessary. 


Movement and acceleration rates are determined by a character’s End. Score; more specifically, their stamina. A person with an Endurance (stamina) of Feeble or Poor may travel at one area per two turns, or accelerate (say, with a movement power) at the same rate, until he reaches his maximum movement rate. An individual with Typical or Good Endurance (stamina) can travel and accelerate at a rate of one area per turn. Finally those with Endurance (stamina) scores of Excellent of greater than may move and accelerate at a rate of two areas per turn. Note that a character’s maximum, non-powered land speed is 45 mph (Typical ground speed).


Once their maximum speed is attained in this fashion, it can be maintained for a number of turns equal to their stamina rank number. After this point, one should rest for 1 to 10 turns, to recover from this endeavor. If the character needs to continue on, however, he can do so by passing green stamina FEATs for every successive round thereafter, until the pace has been kept up for double his stamina rank number; if any of these FEATs fail, or when the character is simply done running, he must rest for 11 to 20 rounds before he is capable of anything else. If the character really needs to pour it on for quite some time, however, he can continue on yet some more by passing yellow stamina FEATs for each additional round thereafter; if any of these FEATs fail, or when the character is done running, then the character must rest for 21 to 30 turns before any other activity is possible. 


The exceptions to this exertion rule are those characters who have movement powers, or a person with Unearthly or higher stamina. If either of these conditions exist, the character need not worry about tiring while moving along on his merry way.


The various forms of movement detailed below are those inherent to super-heroic adventure. Even if a player has no access to them, he should read them through to understand how they work (for while he may not be able to use them, his enemies might…). Also, tables 7 through 9 detail the various land, water, air and space speeds attainable by characters, for their convenience. The basic forms of movement are: 


Cluttered Movement: there is often lots of junk in the way of your path of motion. When moving into a cluttered area (whether flying, running, or whatever), one must make a Agility (balance) or control FEAT to avoid crashing himself into or through the clutter in his path. The intensity of the FEAT depends on the amount of clutter, and how difficult it is to maneuver around it. 


The same applies to a crowded area (one full of people), although one should know better than driving their pet Mack truck through an area full of people… Of course, a crowd usually tends to split after a super powered fight begins (even if only to watch from a safe distance), so this is most often a concern of those involved in car chases and the like. Also, while in a crowded or cluttered area, one is at a -1 CS to hit their intended target in ranged combat, as the stuff (or people) tend to get in the way.


Vertical Movement:  vertical movement concerns climbing (either in an elevator or up the sides of things) and sudden unstoppable downward motion (usually known as falling). When climbing stairs, mountains, or the sides of buildings, one may ascend at a rate of one story per turn (about 15 feet, or one ninth of an area). If moving on a plane that is sloping upward, the character moves at one area less than usual, due to the vertical element of the forward motion; this has an absolute minimum of one half of an area per turn. If moving on a downward slope, the character can add one half of an area per turn of movement, as gravity is now aiding their acceleration.


Then there is falling. One falls at a rate of three stories in the first turn of falling, six stories on the second turn of falling, and nine stories on the third turn of falling, and so on, Fifteen stories, is considered terminal velocity, and when impact is achieved, this can hurt. This is because a character takes ten points of damage for every story he falls with a maximum of 150 points of damage; so even the mighty may fall (from a fall).


Body armor or other defenses may lessen this somewhat, but it still hurts. So, to avoid this horrendous damage (and most often, death), most characters will try latching onto any available handholds on the way down; this is an Excellent intensity Agility (dexterity) FEAT.


Swimming: Any character can usually swim a distance equal to one area per turn, on the surface. Those with excellent or greater Endurance (stamina) can still do two, however. This is different under the surface. One may swim downward at a rate of one area every two turns; this is due to body buoyancy. 


Also due to this factor is the ability to swim up to a rate of two areas per turn; those with staminas of Excellent or greater may attempt three, but this is not recommended. This is because a character who changes his elevation in the water too fast may contract the bends, a violent reaction to extreme pressure changes in the body; one of Monstrous Endurance (resistance) is immune to this problem, however. 


Note that those characters with super swimming or super speed may use their normal movement speeds in water. 


Leaping: a special form of movement is leaping, normally done by people of higher strength, or individuals with the super leaping power. One can leap up and across a distance in feet equal to their super leaping rank number, or their Strength (lower) rank number minus the character’s weight.


The average human super hero weighs about 200 pounds (a Typical weight). If a character with Excellent Strength (lower) attempts to leap, he can jump eight feet up or across; Excellent weight (800 pounds) minus Typical weght (200 lbs) is 600 lbs, which we can estimate to be minimum weight rank of Good, or 8 feet. If a character weighs more than his Strength (lower) can manage, he simply cannot leap.


As you can see, the higher a character’s Strength (lower), the less his weight will actually change the distance he may leap. A character who does indeed weigh a lot, he must consider the landscape he is falling onto; it isn’t good karma to leap onto a crowded interstate overpass for instance. 


Finally, a leaping character (or falling character, if it applies) can ignore falls of equal or less than his rank number +1 CS in feet. This is, of course, if the character lands on his feet. If the player descends a distance greater than this amount +1 CS, damage is added on from that point as if he had just begun to fall; this has saved many characters from a particularly grisly doom…


Flight: an extremely useful form of transportation, flight is one of the fastest ways (barring teleportation) of getting from one place to another. This is shown by the number of airlines, helicopters, and of course, super humans who utilize it all the time. One with the flight power may climb and accelerate upward at a rate of one area per turn, while they may descend and decelerate downward at a rate of two areas per turn. 


Players in flight may make turns of less than 90 degrees (under ideal flying conditions) without an Agility (balance) or (control) FEAT roll. Turns of 90 to 135 degrees require a green FEAT roll, turns of 135 to 180 degrees require a yellow FEAT roll, and turns of greater than 180 degrees require a red FEAT roll. If any of these FEATs fail, a second roll is necessary, the failure of which indicates a loss of control, the results of which may prove quite disastrous. Note that a turn in the air implies a three dimensional perspective; a turn can be to the right, left, up or down.


Within one story of the ground or nearby structures, a flying vehicle or character must operate at the ground speed equivalent of their current rank of flight; clutter and other obstacles can be the death of a character flying at speeds of Shift X (MACH 1) through a sprawling metropolis, for a blunt example. Normal speed is still possible, if not safe; this requires an Agility (balance) or (control) FEAT equal in intensity to the surroundings. In other words, a flat field is easier to fly through than a forest, and a dump can be hell to fly around in at high speeds. 


Teleportation: this is a form of travel not available to most, but is the least time consuming of them all. When a character teleports, he instantly passes from the point in space he currently occupies to his destination, if it is within his range (and teleportation ranges are listed on table 10). The only concern a teleporter really has is what is occupying the space he is teleporting into.


If only gaseous or liquid matter are present where the teleporter will materialize, there is no problem to deal with aside from breathing, or possible hostile characters nearby his destination. However, if a solid object (or even another character) are present when the character teleports in, the results are quite messy. The teleporter must pass a red Endurance (resistance) FEAT or take damage equal to the Endurance or m.s. of what he teleported into, and the object teleported into must make a red m.s. or Endurance (resistance) FEAT or take damage equal to the teleporter’s Endurance rank. In other words, be careful where you teleport to!

Table 1: Ranks and Rank Numbers

Rank Name
#
Range

Shift C
none
none

Shift B
none
none

Shift A
none
none

Shift 0
0
0

Feeble
2
1-2

Poor
4
3-4

Typical
6
5-7

Good
10
8-15

Excellent
20
16-25

Remarkable
30
26-35

Incredible
40
36-45

Amazing
50
46-62

Monstrous
75
63-87

Unearthly
100
88-125

Shift X
150
126-175

Shift Y
200
176-350

Shift Z
300
351-999

Class 1000
1000
1000-2999

Class 3000
3000
3000-4999

Class 5000
5000
5000 +

Table 2: Basic Modifiers to Hit

-6 CS Modifiers

A really good Dodge. 

Flames, 2 areas away.

-4 CS Modifiers

A fairly good Dodge.

Multiple Attack targets on one roll. 

Target moving at 10+ arreas per round.

-3 CS Modifiers

Agility attacks when target is using hand to hand attack.

Target less than .25” tall.

-2CS Modifiers

An acceptable Dodge or Block Maneuver.

Target between .25” and 1” tall.

Target moving between 5 and 10 areas per turn. 

Unintentional targets in target area.

-1 CS Modifiers

Target between 1” and 6” tall.

Shooting with any weapon beyond one are distant.

Shooting with any power beyond its maximum range.

Target moving up to 5 areas per turn. 

When underwater.

Shooting in night or darkness conditions.

Shooting in rain.

Shooting in fog.

+1 CS Modifiers

Charging attack with one area head start.

Hitting with a +1 CS Evasion result last turn.

Catching attempt that gets a miss result.

Opponent partially of fully held.

Ambush attack.

Aiming attack.

The best possible Block.

+2 CS Modifiers

Charging with a 2 area head start.

Hitting with a +2 CS Evasion result rolled on the previous turn. 

Luring Target.

Target between 17” and 22”.

Blindsiding attack.

+3 CS Modifiers

Charging attack with 3 area head start.

Point blank range.

To hit when falling above your target.

+4 CS Modifiers

Flying character that is diving at his target.

Table 3: Basic Damage Modifiers

-6 CS Modifiers

A barely successful Block.

Flames, two areas distant.

-4 CS Modifiers

A better Blocking attempt.

Flames, one area distant.

-1 CS Modifiers

Attacks in sub zero temperatures.

+1 CS Modifiers

Specific Attacks versus enhanced sensory powers.

Table 4: Ability FEAT Intensities

Fighting FEATs

Two attacks per turn (Remarkable)

Three attacks per turn (Amazing)

Agility FEATs

Walking a balance beam (Good)

Walking a tightrope (Remarkable)

Catching thrown weapons (Remarkable)

Catching flying arrows (Monstrous)

Catching flying bullets (Unearthly)

Strength FEATs

Lifting 50 pounds (Feeble)

Lifting 100 pounds (Poor)

Lifting 200 pounds (Typical)

Lifting 400 pounds (Good)

Lifting 800 pounds (Excellent)

Lifting 2,000 pounds – one ton (Remarkable)

Lifting 20,000 pounds – 10 tons (Incredible)

Lifting 100,000 pounds – 50 tons (Amazing)

Lifting 150,000 pounds – 75 tons (Monstrous)

Lifting 200,000 pounds – 100 tons (Unearthly)

etc…

Endurance FEATs

Resisting bug or snake venom (Poor).

Resisting normal tear gas (Typical).

Resisting ‘bad’ snake venom (Good).

Resisting the common cold (Good).

Resisting ‘bad’ diseases (Excellent).

Resisting near vacuum (Monstrous).

Resisting full vacuum (Unearthly).

Resisting ‘death rays’ (Class 1000)

Reason FEATs

Running simple machines (Feeble).

Communicating in language (Feeble).

Communicating with hand signals (Typical).

Knowing detailed mechanics (Good). 

Knowing detailed electronics (Excellent)

Exact recall of past events (Excellent)

Computer Programming Skill (Remarkable)

Understanding Star Drives (Amazing)

Understanding the Universe (Unearthly)

Intuition FEATs

Seeing/hearing basic things (Feeble)

Obvious items in the room (Poor)

Note odd details (Good)

Finding hidden doors (Incredible)

Seeing invisible stuff (Monstrous)

Sensing astral bodies (Shift X)

Psyche FEATs*

Resisting ‘normal’ hypnosis (Good)

Resisting mind control (Remarkable)

Resisting normal magic spells (Amazing).

* These values are all relative. They represent values for those with little or no experience with said effects.

Table 5: Other FEAT Intensities

Feeble Intensities

A match

Radiation from ancient nuke attack.

Slickness of concrete.

Slickness of Brickwork.

Poor Intensities

Darkness under twilight conditions.

Typical Intensities

A campfire.

Slickness of glass or steel.

Darkness under night conditions.

Vision through normal fog.

Effects of normal rain showers.

Good Intensities

A burning room.

Slickness of polished steels.

90 degrees F heat.

30 degrees F cold. 

Mild acid corrosives. 

Excellent Intensities

A burning house.

Radiation via recent nuke attack.

Slickness of ice. 

Slickness of icy surfaces.

Darkness under dark conditions.

120 degrees F heat.

0 degrees F cold.

Standard Corrosives

Light socket stunning equivalent.

Remarkable Intensities

Burning warehouse + supplies

Slickness of oil coated surfaces.

Darkness under veil of Darkforce.

Effect of normal thundershower.

150 degrees F heat. 

-30 degrees F cold.

Typical TAZER stuns.

Incredible Intensities

Non-explosive chemical fire.

Radiation of plutonium vial.

Slickness of non-stick surfaces. 

Effects of normal thunderstorm.

Effects of high speed winds.

Concentrated acids (Incredible +)

Stunning via lightning bolts.

Amazing Intensities

Inside of a blast furnace. 

Radiation inside a nuclear reactor.

Effects of a normal tornado.

Stunning of high tension wires.

Monstrous Intensities.

Burning explosive chemicals.

Radiation of a nuclear bomb.

Cold in a vacuum.

Unearthly Intensities

Interior of a volcano.

Effects of a normal hurricane.

Table 6: Material Strengths

(Feeble) Cloth, fauna, paper and glass 

(Poor) Plastic, ice, and crystal 

(Typical) Rubber, sheet metal, wood and interior walls 

(Good) Brick, aluminum, asphalt, plastics, and light machineries 

(Excellent) Concrete, high strength plastic, iron, bullet proof glass, and exterior walls 

(Remarkable) Steel, reinforced concrete, and stone 

(Incredible) Plast-steel, vibranium, and volcanic rock 

(Amazing) High strength steel, granite, and plast-steel 2 

(Monstrous) Diamond, titanium, super heavy alloys, and plast-steel 3 

(Unearthly) Base mystic elements, osmium steel, and irradiated vibranium 

(Shift X) Adamantium 25, demonix, holy iron, and ‘brittle’ uru 

(Shift Y) Adamantium 50, hellfire steel, demonsbane, invium, and hellfreeze ice 

(Shift Z) Adamantium 75, crossteel, lightbane, and ‘mediocre’ uru 

(Class 1000) Adamantium 100, dirbrantix, and godsteel 

(Class 3000) Uru, draconite, munnite, and plast-steel 4 

(Class 5000) Rainbow steel, mithral, and thaumaturgical adamantium 

Table 7 Land/Water Speeds

Rank
Areas
Miles Per Hour

Feeble
1
15

Poor
2
30

Typical
3
45

Good
4
60

Excellent
5
75

Remarkable
6
90

Incredible
7
105

Amazing
8
120

Monstrous
9
135

Unearthly
10
150

Shift X
12
180

Shift Y
14
210

Shift Z
16
240

Class 1000
32
480

Class 3000
50
770

Class 5000
100
1500

Table 8 Air Speeds

Rank
Areas
Miles Per Hour

Feeble
2
30

Poor
4
60

Typical
6
90

Good
8
120

Excellent
10
150

Remarkable
15
225

Incredible
20
300

Amazing
25
375

Monstrous
30
450

Unearthly
40
600

Shift X
50
750

Shift Y
250
3,750

Shift Z
500
7,500*

* Speeds greater than this are not recommended, as such velocity can generate enough friction to literally melt someone in flight, if not just blowing them to pieces. Even if a character could survive such a thing, imagine what would happen if he hit something…

Table 9: Space Speeds

Rank
Miles Per Hour

Feeble
250

Poor
500

Typical
1,000

Good
2,000

Excellent
4,000

Remarkable
6,000

Incredible
8,000

Amazing
10,000

Monstrous
25,000

Unearthly
50,000

Shift X
100,000

Shift Y
250,000

Shift Z
500,000

Class 1000
1,000,000

Class 3000
2,500,000

Class 5000
Light Speed*

* Note that this is with standard flight capabilities. Using super flight or some sort of mechanical equivalent, the barrier can be breached. 

Table 10: Teleportation Ranges

Rank
Range (in Miles)

Feeble
1

Poor
10

Typical
100

Good
1,000

Excellent
10,000

Remarkable
100,000

Incredible
1,000,000

Amazing
10,000,000

Monstrous
100,000,000

Unearthly
1,000,000,000

Shift X
10,000,000,000

Shift Y
100,000,000,000

Shift Z
1,000,000,000,000

Class 1000
10,000,000,000,000

Class 3000
100,000,000,000,000,000

Class 5000
Infinite Range*

* Within a single dimension that is.

