Purpose

The purpose of thisindex isto reference the cost and rules of the various modifiers used in the HERO System 5" Edition. Itis
not the intent of the author to list every page reference to the modifiersin HERO System 5" Edition. This document will not list
modifiers that are variations of a specific modifier, i.e. Requires A Skill Roll isthe same as Requires An Acrobatics Roll. This
document indexes the Powers listed in HERO System 5" edition, aswell. The errata listed on the Hero Games website have also been
included in this document up to the date of June 27, 2002. There will be two other documents that accompany this one. They will
index the Sample Powers and Disadvantagesin HERO System 5" Edition

Updates to this document should be made no later than the date scheduled for the next supplement in the HERO System 5t
Edition product line. All updates will include the latest version of the errata as well as the book being added to the listing. All
modifiers including Adders, Advantagesand, Limitations have been listed as they where written in HERO System 5™ Edition, unless
erratawas listed. The optional powers (created as examples in Chapter 6: Changing the System) have not been included in this
document. Thiswill beincluded in future expansions of thisIndex. The cost, footnotes, and page references listed are taken, for the
most part, verbatim from the text indexed

Keywords

Adder: Thisisamodifier that adds aflat point amount to the cost of a power instead of a percentage of the Points

Advantage: This Adds a percentage of the Power’s pointsto purchase aModifier that is beneficial to the Character.

Category. Thisisagrouping used for similar Powers. A Power belonging to a category may take the limitations listed there.

Disadvantage: Although not a Modifier, Some Powers have notes concerning these. They are listed just for the Page reference
to those notes.

Limitation: Thisdeducts a percentage of the Power’ s pointsto cheapen the cost of a power in exchange for limiting its
flexibility.

Power : Thisisthe basic building block of Effectsin HERO System 5™ Edition. You may take modifiers from those listed with
the power or from those listed in the power’ s categories, as well asthe universal Advantages and Limitations.

Optional Use Thisisan option for using a power in a specific way to simulate certain aspects of a Genre or Campaign Style.

Modifier Cost Notes

More: Thisincreases the cost of the Modifier

L ess: Thisreduces the cost of the Modifier

Notes: Special Notes concerning the Use of this Modifier listed in the text
* This modifier may be purchased multiple times

** Thismodifier must be used on Powers outside its category

*** Thismodifier may be used by itself, See Text for details

Page Number Prefixes

S-: This denotes a Sidebar in the book listed. Example: SSH176 is the Sidebar on page 176 in Star Hero.

E-: This denotes an Example Text in the book. Example: E-NH45 is the Example Text on page 45 of Ninja Hero.

C-: Thisdenotes a Character Sheet listed in the book. Example: C-FH2 is the Character Sheet on page 2 in Fantasy Hero.
DH-i#p# : Thislists the Issue and Page number for Digital Hero Example: DH-i5p32 is Issue 5, Page 32 in Digital Hero.
GBG: Genre By Genre document

UMA: Ultimate Martial Artist

HSB: Hero System Bestiary

CHG: Champions Genre Book

FH: Fantasy Hero

CH: CyberHero

SH: Star Hero

NH: Ninja Hero

I’m only human. So, if something is missing or just outright wrong, e-mail me with the page number and a brief description of what
needsto befixed. (r edwul f e69@aol conm) | will check it out and, if necessary, make sure that it getsinto the next revision of this
Index.




Name Point Cost Page Number

-A-
ADSOrPLioN (AGJUSIMENT POWEN) .......cuivieeiietieeetreeessesseses et eas sesessssssssssssssnesssssssssssessssesssesnees 83
Only Up to Amount Rolled By Absorption: Applied To Defense 88
= Y1 00 = i = 88
Limited Phenomena-Slightly Limited 88
Limited Phenomena-Limited...... oo 83

Limited Phenomena-Very Limited ..... 83
Area Of Effect: AOE (Advantage)...... 88, 159-160
Autofire (Advantage)........cooveeererereennns 88, 162
Only Works Against HTH COMDEL .........cccoveerererreerrenreeeseneseeeseseseesesesssnees S89
Only Works Against HTH Weapon Attacks........ceveevenenenenenesesreneenens

Activation Roll (Limitation)

Adjustment Powers (Power Category)
Can Apply (Remove) Adders
Delayed REIUMN RELE ..o enans
Variable Effect-Within A Group, One At A Time
Variable Effect-Group, Any Two Simultaneously
Variable Effect-Group, Any Four Simultaneously
Variable Effect-Group, All Simultaneously..........cccccevreneninieneniniisscscneenen,
Limited Special Effect-Very COMMON.........cccceveercevenccieresese e
Limited Special Effect-Common. ..........cccoevveeeneneessesese s ssessssesneenns
Limited Special Effect-UnCommON..........ccccoeeevereesnenssienesessessessssesnesenns
Only To Restore To Starting Values
SEf ONlY e
Area Of Effect: AOE (AdVaANtagE)........cccverererreereresenineressssesesesssssesesssssesnens
Cumulative (AAVANTAJE) ..o ses s
Affects Desolidified (Advantage)
All DESOIAITICAIION ...t sesse e ssesesseseseens
Single, Defined, Special EffeCt ...
Aid (Adjustment POWEN) .......ccoevvvevervreresiinenens
Only To Restore To Starting Values
Only Works On Characters Who Are DrunK............cecceveveeenencceseseneeens
ONly WOrkS IN COmMBDaL ........coueeeereririceisesste s ssssens
The Ultimate Martial Artist........oneesreeesesesesseseesee e



Z

ame Point Cost Page Number
Aid With A Skill Roll (Optional Aid USR)........ccureeireeireeireieereiseseisesesessesesessseessssens sessessenees UMA120-121
Self Only: See Adjustment Powers (Required)
Requires A Analyze Style Roll: See Requires A Skill Roll, RSR (Required)

Extra Time Full Phase: See Extra Time (Required)
Must Watch Target Fighting Someone Else For One Full Phase Per Skill Roll (Required)

UMA120

Concentration, ¥2 DCV: See Concentration (Required).........cccoeeeerevereeneen. 184-185
Only For Increasing OCV And DCV: See Array (Required) UMA119
Only Versus Observed Foe (Required).........cocvrrenvenrenneneseessenssesesssnens UMA120

AIWEAYS ON (LIMITAEION) c.vveeeeeeereeecieiseseseeesesesesesesessss s ssessssssssessssssssessssssssssessssssssssseses sessesessens 182
Basic-Must Be A Persistent Power...... 182
5x END/Phase to shut off........ccccceeunnee 182
Not A Disadvantage...........ccoueeerreerrenas 182
Area Of Effect: AOE (AQVANTAGE)........ccererererrererseerreseereses st sssse s sesssssssssssssssssssessssesssenas 159-160
Autofire (Advantage) +1 More, Notes.......

Double Area......cccccovveneee +1/4More ... 159

ONEHEX .o

Accurate: One Hex Only

Radius.....c.oceveerrrereireene

CONEe...cocereeeeeres

Line .o

ANY AT€a. ..o

Nonselective Target ........

Selective Target ............... +1/4 More, +1/2*** ... 160

Conforming........co.eeneeeenes FU2X** e 160

Can Be Blocked.........cccoovverrnenccineenee. UMA131

TheUltimate Martial ArtiSt ... UMA131

Only Effects Targets On The Ground C-GBG7
Armor (Standard/DefENSE POWEN) ...t sesssssesssssss sessssssses 89

LUCK-BASEM......coiereierieericireieineis ettt 62

Only Protects Location 6 (i.e. The Hand Holding The Weapon)............... UMA173

Half Value Versus Guns UMA187

The Ultimate Martial Artist UMA121

Only Works Against BODY Damage SGBG12

Only To Protect Against Breaking Bones SGBG12
Armor Piercing: AP (Advantage) 161

(S STolAN = 161

UMA119
168-169

Array (Optional Aid Use)
Invisible Power Effects, Fully Invisible: IPE (Required Advantage)

Self Only: See Adjustment Powers (Required) .........cocovvevvvverevevereseserenenns 76
DEX: Only For Increasing OCV And DCV (Required).......ccccccoeenernrennnns UMA119
Usable Only Within 5" Of: All Members Of A Team Must Be Present (One Required)

S1U2 e UMA119

Usable Only Within 5" Of: One Specific Person (One Required)
L UMA119

L2 e UMA119



Name Point Cost Page Number
Attack POWErS (POWEN CalOUOIY) ....cueuvurirreeererereeeresesseessssessssssssesssssssssssssssssssssssssssssssesns sssesessens 76

Can’t Be Used With [Uncommon Combat Maneuver]
Can’'t Be Used With [Common Combat ManeuVEr] ........cccoererreneerercerenenn. 76
Can't Be Used With Multiple-Power Attacks.........coueernerernernenernencrnenenn. 76
Can't Use Targeting
NO KnockbacK..........cooeeerenerennenecnnene 76
Power Cannot Be Bounced
Attack Versus Limited Defense: AVLD (AQVANtAgE)........ccoevreererereeeiniersseieisinsesns sossessssssssssesssssssssssssssnses 161
AULOfire (AAVANTAZE).......cccvevrerecietrereee sttt 161, 162
Ordinarily Apply To Regular Defenses.........ccovevevvenvecnveneseesenessesesesnens 161

Ordinarily Apply To Exotic Defenses 161
AULOTITE (AGVANTAGE).......ceeerereererererieiresesesesesesssesesessss e ssssssssessssssssesssssessssesssssssssssesns sssesessens 162
2-3 Shots Max 162
4-5 Shots Max 162
DOUDIE IMBX....veeeieereecee sttt sttt 162

Power Doesn’t Have A Normal Attack roll .........ccceeennesnnenesienenenas 162
Power Applied TO EXOtiC DEFENSES.......ccccveeinirecirieee e 162
Must Use Maximum Number Of Autofire Shots, Can Only Hit One Target Per Shot

The Ultimate Martial Artist

Based on Ego Combat Value: BOECV (AGVANTAGE).........ucurrrmerreerreserreeesreeessessesiens seressssessssssessssessssessssssssssssssessens 162
BaSiC BOECV ...ttt ssssessssessssssssssssssssesssesnnes
Subject TO RANGE MOGITIErS ..o
Target Chooses Defense
Attacker ChOOSES DEFENSE ......ccccurererererererie et

Body-Affecting POWErS (POWES CalBUOIY) .....ccvrireerrereireteiiesssssessssssssssesssssessssssssesass sssessssssssessssssssssessssssssssssssssessons
Costs END Only To Activate

Breath Control (Optional Damage RESISLANCE USE)........cccvuiirieinirinereesieiresessesees sesssssssssessssssssssesssssssssssssssssessens UMA122
Does Not Work Against GUNS (ReQUITE) ......ceuveeeererrenrerierereseeereeseessenenns o UMA122
One Hit Location Left Undefended, Or 15- Activation Roll (Required)..-1/4 .........coovevvecvrrenenennen. UMA122

Cannot Be Stunned (Automation Special/DEfENSE POWEN) .........cccvecriernienis e ssessssessesesseseens 311

Change Environment: CE (Standard POWEN) .........ccvieiriniiririnininisesesesesesesesesssssssssssses sesssssssssssssssssssssssssssssnes
Long-Lasting: Per Step Past 5 Minutes (Adder)
Varying Effect: Very Limited Group Of Effects ......ccovvvcvvecccvenccrenne, FLU A 91
Varying Effect: Limited Group Of Effects
Varying Effect: Broad Group Of EffeCtS........ccccevvevcnvencssnereeesesesieine
[ o] o= o 1 SRR
Area Of Effect: AOE (Advantage)
AULOFITe (AQVANTAGE). ... .. cvreeeerieeeiereeiresi et es s




Name Point Cost

Characteristics (Standard Power) .......cccoeeeveveenee.
Negative Characteristics
No Figured Characteristics
ONly With EXIra LimDS.......cccciericeereeesese e ssess e
Age: Normal Characteristic Maxima: NCM (Background Disadvantage)
DEX: Only TO ACt First IN Phase........cocuveneneninnesneeneee s
DEX: Only Applies For A Single Action Or Maneuver...........c.ccceveeerennnns
EGO: Only To Resist Interrogation/QUEStioniNg..........cccceeeeveveeerenrnnenennnns
PRE: Only To Protect Against Presence Attack..........occcevveeeerrereerenennnns
STR: Only Works When Character Pushes His STR.........ccccoevvecevencneen,
PRE: Only For Fear-Based Presence Attacks..........ccooveeevvecsevenesenenenns
STR: Only When Using The Right ArM ...

Charges (Advantage, Limitation)

ContinuiNg: FUIl PRESE..........ccireeriereresee e
Continuing: Extra Phase........cccccovveveeee
Continuing: 1 Turn .............

Continuing: 1 Minute......
Continuing: 5 Minutes.......cccooeeeveuenee.
Continuing: 20 Minutes

BOOSIADI€.......ceeeeericte et -lLevel e,
Fuel: In Addition To The CONtiNUING .......ccoeeeereecnrensseeseseseessesssssessenenns -1/4 Less..nnnne.
Fuel: Difficult TO REChAIQE....ccvveeerrececirreresereseee st esessssesneenas -4 More ...
Fuel: Very Difficult TO RECharge........ccocovvvveernesecsresssee s esesesesenenenns -1/2 More ...

Fuel: Extremely Difficult TO REChArgE.......cccvveeriereriereiireereeeneieeseseeeenns

RECOVEIBIIE ...ttt

Increased Recovery Time

Charges Never Recover: Cannot Take Increased RECOVENY ... =2ueciniecenseemsreeereeennenas
Ch'i Aid (OptioNal AT USE) ....cccieeriieerisiseeneee s s s sssssssssssns sssssssssens

Invisible Power Effects, Fully Invisible: IPE (Required Advantage)....... +1

Self Only: See Adjustment Powers (Required) .........coceeveveeernenccrenenencenns -1/2

BODY—Only To Restore To Starting Values: See Aid (Required)......... -1/2
Chinese Medicine Healing (Optional Healing USE) ........cccccevveeereneciesreseesessseees coveseesens

Invisible Power Effects, Fully Invisible (Required Advantage)................. +1

Requires A KS: Chinese Healing Roll (Required Limitation).................... -1/2

Does Not Work Versus Dim Mak Unless A Skill Versus Skill Contest Succeeds (Reguired)

1
ExtraTime, At Least 1 Turn (Required Limitation) .......c.ooeveeernererrernnnns S N
Obvious Inaccessible Focus (Required Limitation) .........cocveereneerencereenn. e

Healing Wears Off Instantly When Acupuncture Needles Removed ....... S N

-1 Level .

Page Number

UMA128
186-187



Name Point Cost Page Number

Clairsentience (Standard/SENSOTY POWEK) ........ccviirririrerereresssessessssssssessssssssesssssess sessssssssssssessssssssessssssssssssssssessens 93-94
Sense Modifiers ......cveeneeceneeneneinenns 93
Attack Roll Required 93
BlaCKOUL ......c.ceeeeeecerirerccie e 93
Only Through The Senses Of Others 93
Only Through The Senses of One Specific Creature ..........cccovveeerreneenn. 93
Only Through The Senses of A Very Limited Group..........cccoevvererererenene 93
Fixed Perception POINt..........cccccceieennnenneessississssss s sesssssssssesssssssesnnns A
ONE SENSE ONIY .ottt et et es A
Precognition Or Retrocognition Only A
Only Through Dreams A
Time Modifiers................ A
Vague And Unclear......... A
INAIreCt (A AVANTAGE).......ceeeerererreeereereir s sesasesesssss s ssesssssessesssssnssens 93, 167-168
Only For Memorized/Perceived INfOrmation ..........oucneneeenersenerneneenenenn. 64
Only To See Through Or Under Doors And Walls ........coeoeevnecrvenceenn. S 93

Can Only See Through Television Cameras...........ccoveneeerneremnersenerneseesenenns S-149
ClingiNg (StANABId POWE) .......ccuieeiieririerieereeerteeeee s sese s sessessssessssssns seessssesans A
Cannot Resist Knockback..................... A
Damage Shield (Advantage)................. 94, 163
Requires A Skill Roll (Limitation)
Only To“Perch” ..., SHA
Only To Stick To An Opponent........... UMASG7
ONly TO RESISt TRMOWS.......ccireecieresccie st ssssees UMAGS8
Sideways Movement |s At %2 Ground Movement Rate.........cccoeeeeevereeenn UMA121
No Ceiling Movement Or Angles Of Less Than 80 Degrees
The Ultimate Martial Artist

0 DCV...ooerrreeerireeeins 184
Totaly Unaware 184
Concentrate Throughout: Constant POWers Only ..........cocecvvvvvvreseserenene 184

COMDEE SKIll LEVEIS ...ttt e s e s bbb £aebebaebesasbesae bt aetreaes See Skills
Cumulative (Advantage) 163
BASIC .. 163
Double Maximum Amount 163
-D-
Damage Reduction (Standard/DEfENSE POWEN) ..o reeesneesssesseseens senesssssssssssessssessssesssssssessesssessens 9%5
Stun, Or Body, Only
SEL EFTOCL. ...ttt
Dependence, Susceptibility: SPECial ........cccovvceevevecerenece e e 95
Penetrating (Advantage)
Dependence (Physical Disadvantage)..........oueeeveeerrurenseseesnesessesnessssesnenens NOLES.....cverrrrrerreeee e 95, 213-214
Susceptibility (Physical Disadvantage)........cccueeerveneeeennenesenssesesessesssnenns NOLES.....cverrerrreerrereeeeerereeeens 95, 221
Energy: Only Works Against Fire
Character Must Be Aware Of AtaCK ..........ccevvrerereeinecneeeneieserseseeseseeseeene A UMA122
Does Not Work Against Dim MaK ..o e UMA122
The Ultimate Martial Artist UMA122
Damage Resistance (Standard/DefENSE POWE) .........ccoueieemieeerneerneesnesessessssesseseens seressssssssssssssssessssssssssssssssssssessnns %

The Ultimate Martial ArtiSt.......ccvcieecececccec e NOLES.....cveeeeceeeceeecee UMA122



Name Point Cost Page Number
Damage Shield (Advantage)
BESIC .o e 163
With Any combat Maneuver

Mental Shield That Affects Both Physical And Mental 163
DefenSiVE USE ONIY ...t esaens UMAS7
The Ultimate Martial Artist........oerrnecneenee e seeseseeseseeseseseseseseens UMA131-132
Damage Shield For Powers (Optional Damage Shield USE) .......ccccovveriieieinecns cevevennns UMA131-132
Continuous (Required AdVantage)..........coveevvrererereseresiesesessesesesssesesssesesenes 165
Power Stops Working Instantly If Character I's Stunned Or Knocked Out (Required)
-1/4
Requires A Successful Attack Roll (Required Limitation)........c.ccccceevunee -1/2
NOt When Grabhed...........ceeiiceseesee s -1/4
Cannot Do More Damage Than The W eapon Being Used Would Normally Do
-1/4 UMA131
Damage Shield For Martial Arts Maneuvers (Optional Damage Shield Use)......... e UMA131-132

Darkness (Standard/Attack/Sense-Affecting POWES) ..o coreeeeneeenns 96-97
Area Of Effect: AOE (Advantage) 97, 159-160
Limited Effect, Normal Sight Only UMA178
Defense Powers (Power Category).......coouvvuvenens 77-78
HEaPAENEA......c.ceee ettt 77
Ablative: Only Body Exceeds DEfENSE..........cccocereveceereneseetsenese s 77-78
Ablative: Stun And Body Exceed Defense........ccoveeevvccecnenesseeseseceennns 77-78
Ablative: 5 Active Point Reduction Version .........cucvenrneenenseneseneeens - 78
Ablative: 5 AP Reduction, Mental Or Power Defense..........ocoveneceniennns 78
Only Works Against Limited Type Of Attack: Limited Class................... 78
Only Works Against Limited Type Of Attack: Very Limited Class
Delayed Effect (Advantage)

BESIC .o 164
Double Number Of Powers Usable 164
Density Increase: DI (Standard/Body-AffeCting POWEF)..........cccererninmninneneneens soreesnseesnssesnssesesseessenns 97

NO STR INCIEASE......ereeeeetrireeetrireee ettt -1/2
Invisible Power Effects. IPE (Advantage)........cccooeeeererieneneeenenensnssensssnnens Notes
Reduced Endurance (AAVaNtage)..........cccvurereererneneeresnesssssesessssessessssessssnns Notes
Usable On Others: UOO (AQVaNtagE)........ccoueervereerreresseseesesessessesssssesnssens Notes
Desolidification (Standard/Body-Affecting POWET) ........ccvreirecersessessessieieines evvsvessssesssssssssssesssssesnes 98-99
Sense Does Not Work When Desolid ...........crrnecneecneesneesseeseneeseeene 0. 9%

AFfects PhySical WOIId......c.oceeecciersesecirsesssesess s sesssse e +2%* 98
Cannot Pass Through Solid ODJECES.........cverrerreerrenseesseseseseseesseeesesssnens -1/2 93-99
Does Not Protect against DAmMAgE ........c.vecuveerreeeereeeenienesineeeseseesesessesessesenees S 9

Only To Protect Against aLimited Type Of Attack .......ccoocevervnerrencereenn. S )

Only To Walk Through WalIS........cc.oeneinnnecneeeesereserseses s o N UMAT9

Only To Protect Against Martial ArtS Atacks.......ccoveveerneernennennenenenne =L E-UMA122

The Ultimate Martial Artist
Difficult To Dispel (Advantage).........c.cccevevureens 164

BBIIC ..ottt 164
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ame Point Cost Page Number
Dim Mak (Optional DIaiN USE) .....cccoviireeiririieeiresenssesresesssssssesssssssssssssssssssssssessssssssesess sssessssssssessssssssssesssssssssssssssssesssns UMA123-124
Invisible Power Effects, Sight And Hearing Groups (Required Advantage)

Time Delay (Required AAVaNtage) ..........ccoveerreeerrereerernesersesessesesneesnesessesenns
Delayed Return Rate, 5/Week: See Adjustment Powers (Required)
Gradual Effect (Required Limitation).........ccocoererrreerrneeerneeerneremnersesesseesnesenns
Can Be Cured With Chinese Healing Techniques (Required)....................
Requires A Chinese Healing Roll, No Active Point Penalty, But 16+ Automatically Misses

Trigger (Taken Instead Of Time Delay, Advantage)
Attacker Must Make A Special Sequence Of Blows Against Target: 1 Blow

0.t e UMA124
Attacker Must Make A Specia Sequence Of Blows Against Target: 2 Blow

e UMA124
Attacker Must Make A Special Sequence Of Blows Against Target: 3 Blow

SU2 e UMA124
Attacker Must Make A Special Sequence Of Blows Against Target: 4 Blow

23l UMA124

Attacker Must Make A Special Sequence Of Blows Against Target: 5 Or 6 Blow

UMA124

Attacker Must Make Very Accurate Blows Against Target: -3 OCV....... UMA124
Attacker Must Make Very Accurate Blows Against Target: -8 OCV....... UMA124
Specia Sequence Of Blows Does NO Damage..........cocceveveeeeenerceseenvenennenns UMA124
Timing Must Be Perfect: Attacker May Not Miss A Phase Or A Hit ....... UMA124
Dispel (Standard/AttaCk POWEK) ..ot sesessssssesesssssssssssssssssssssssssses sesessessss 99-100

Expanded Effect: Anything Of A Given Special Effect One At A Time.
Expanded Effect: Two Powers Simultaneously Within A Given Effect ..
Expanded Effect: Four Powers Simultaneously Within A Given Effect ..
Expanded Effect: All Powers Simultaneously Within A Given Effect.....
Armor Piercing: AP (Advantage)

Cumulative (Advantage).........ccceeeeenene 100, 163
Focus (Limitation).......c.cceeeevveeenirirenens 100, 187-191
Only AffECtS MEtal ATMON ...t ssaeens S99
Any Small Gadget Power One At A TiME ... E-UMA123
The Ultimate Martial Artist........oneeesreeseseseseseeses e UMA123
Does Body (AdVantage)........cceverereeeerereresesesrenens 164
Basic: Attack That Do STUN Only 164
Does Knockback (Advantage) 165
(27 S o 165
Double Knockback (Advantage)............coueeeneene 165
(27 S o 165
X1 1/2 KNOCKDBCK. ...t . 165
Does Not Bleed (Automation Special/Defense POWEN) ........ccccrreninnissssens ceeseenens 311

Drain (Adjustment/Attack Power)
PD, Or ED, Applies
Focus (Limitation)........... 100, 187-191



Name Point Cost Page Number
Duplication (Special/Body-AffECtiNG POWEF) ......ccurrecierrereseseseesesesessesessssesenes setsesessssssssssssssssesssseses 101-103
Easy Recombination: Half Phase, 1/2 DCV (Adder) .....cccoovveevrrerecennenenns +5pts 102
Easy Recombination: Zero Phase, Full DCV (Adder) .......cocccneerneeeenernnns +10pts
Altered Duplicates: 1/4 Of The Points And/Or Disadvantages Different.+1/4....
Altered Duplicates: 1/2 Of The Points And/Or Disadvantages Different.+1/2....
Altered Duplicates: All Of The Points And/Or Disadvantages Different.+1
Ranged Recombination
Cannot RECOMDINE ... 102

Feedback: All Damage To ANy DUPIICAE.......ceeecverevcecieresese et 102
Feedback: Only Stun Damage To Any Duplicate........c.ccoevvvrerreresrenenenns -1/2 102
Feedback: Only Damage Taken By One Specific Duplicate.........cccovuuue. e 102

Usable On Others: UOO (AdVaNtagE)........coueeeerermeerererseseessesssesssesssssssnenens 102, 176-178
Adjustment Powers: Self Only /Only One Body (Limitation).................... 103, 76
Dependent Non-Player Character: DNPC (Social Disadvantage).............. 103, 215

Origina Character Is Incapacitated And Helpless While Duplicate Exists

Duration Advantages (Advantage).........c.cccvvuene 165
CONLINUOUS.......ceeireeerisceeseseeeseseeens 165
Persistent: Must Be 0 END

Inherent: Must Be 0 END, Persistent, And Always On..........ccccceeveveveennen. +1/4.... 165
Duration Limitations (Limitation) 185
INSEANT ... 185

NONPEISISEENL.......ceceeererecee st snssssessnsesneenns 185

EQO Attack (Mental/AACK POWE) .....c.ccicieieieiciccesie ettt bsas £ebesesetesesstetesssesetesesesesesesnsesasasns
PD, Or ED, APPIIES....ciieicieieieieieinisisisisisieie sttt sssssesssssssssssssssssesesns
D0eSBODY (AQVANAGE)......ccocveeerrirereeteiressesessesse et ssssssssessssssssesssssns

Elemental Control (Power Framework)

Endurance Limitations (LiMitation)........cccoviiieeirisinscriresstsssessssssssssssssssssssssessssssssssess sssessssssssessssssssssesssssssssssssssessens
Costs Endurance: Only TO TUIN ON .....cuovececeeeneeessessessesesesseessesssssessesssseees
Costs Endurance; To Turn On And Maintain
Costs Endurance: To Upgrade From, Only To Turn On, To Maintain ....-1/4 .........cccovevveeennenenennnen, 185
Increased Endurance Cost:
Increased Endurance Cost:
Increased Endurance Cost:
Increased Endurance Cost:
Increased Endurance Cost:
Increased Endurance Cost:
Increased Endurance Cost:
Increased Endurance Cost:
Increased Endurance Cost; UNncommon SitUuatioNnS..........cceceeeeveeeeeseeesenne
Increased Endurance Cost: Common SitUatiONS..........cceeeveeeeeeveeeeeseeessennns
Increased Endurance Cost: Very Common Situations
Only Works When Character PUSHES.........ccvvrervenscnrneseesees s




Name Point Cost Page Number

Endurance RESEINVE (SPECIAl POWEL) .....c.ccuriiiecirireeeeresessstssessssesesessssssssessssssssesesssssaes sssessssssssesssssssssesssssssssssssssessens 103-104
Limited RECOVENY .....ovveceeirreceereresetsreses e ssssesasesss e sessssssesssssesnessnns 104
Limited Recovery: Only When Plugged Into An Electrical Socket 104
Limited Recovery: Only When More Fuel IsAdded..........ccconeenerernernnnee 104, S-90
Power Can Draw END From Character Or END Reserve........ccocoevveeeee 104
PErsonal REC ...ttt 104
Slow REC: Per Level 104
Endurance Limitations: Increased Endurance Cost (Limitation)............... 104, 185

Energy Blast: EB (Standard/Attack POWEN)..........ccceviiecieinireseeereste st esssssssseses sesessessnes 104
Y 116 N I 5 R 104
Only Works Against Targets On Open Ground...........ccoeveveeenereereesesennenns S169
The Ultimate Martial Artist........oneeeeereesseseseseseesee e UMA125

Enhanced Senses (SPECIal/SENSOTY POWEL) ......ccvrcrrireeirrissssesesessssesesesssssessesssssssees ssssssssssssessssssssssesssssssssssssssssessens 105-108
Only To Counteract Darkness MOdIfiers ........cooveevvenrcnnenesnenenesereseenenns S22 e 106
CoNCEAIE (ATUEY) ...t

Discriminatory: Single Sense (Adder)
Discriminatory: Sense Group (Adder)
Analyze: Must Be Discriminatory, Single Sense (Adder).......ccovenmeneeeee FOPES e
Analyze: Must Be Discriminatory, Sense Group (Adder)......ccccoeeeverervnnne +10pts
Increased Arc Of Perception: 240, Single Sense (Adder) ......cccoveevvevrvunne. F2PS o 107
Increased Arc Of Perception: 240, Sense Group (Adder) .......cccceevevecrenne. FEPLS o 107
Increased Arc Of Perception: 240, All The Char Sense Groups (Adder).
Increased Arc Of Perception: 360, Single Sense (Adder) .......cccevevvcennen.
Increased Arc Of Perception: 360, Sense Group (Adder) ......cccoceevereveennen.
Increased Arc Of Perception: 360, All The Char Sense Groups (Adder).
Microscopic: Per Level, Single Sense (Adder) ......ccovvveevererenereresennenenns
Microscopic: Per Level, Sense Group (AdAer) ......coevreeeneeeneeeeneeenserennens
Range: Single Sense (Adder)
Range: Sense Group (Adder)
Rapid: x10, Single Sense (Adder)
Rapid: x10, Sense Group (Adder)
Rapid: Only For Speed Reading .........
Sense (Adden).....covvevveveerereeenn,
Targeting: Single Sense (Adder).....
Targeting: Sense Group (Adder).........
Targeting: Only If Make Half Roll
Telescopic: Single Sense, +2 to PER, Only To Offset Range (Adder) .....
Telescopic: Sense Group, +2 to PER, Only To Offset Range (Adder) .....
Tracking: Single Sense (Adder)
Tracking: Sense Group (Adder)
Transmit: Single Sense (Adder)
Transmit: Sense Group (Adder)

Only ToOWake Up .....covvvveveevvresisiiens

Only Useable by Trigger: SEe THQUEN ......ovvvvererevereres s sssssesees

Perception Roll: Only Works In Combat ..........ccoceeueveneceeneneseeeseesesenenns UMA17-18
Active Sonar, Visible To SouNd Group..........ceeereveceneneseeenessnsessessssseseens UMA125

The Ultimate Martial ArtiSt......ccceeicceieece s UMA125-126



Name Point Cost Page Number
Entangle (Standard/AaCK POWED) .......cccirrrreeirresesseesesessssssesesssessessssssssssssssssseses sessssssssssesssssssssssssssssesses 108-110
Stops Given Sense: Single Sense (Adder)
Stops Given Sense: Single Group (Adder)

Additional BODY Or DEF (Adder) .... 109
2 TR 109
Takes No Damage From Attacks: Certain Types Of Attacks.........cccueenn. 109
Takes No Damage From Attacks: Only Applies To Characters Attacks.. UMAGS
Takes No Damage From Attacks: All Attacks.......coeeevreverveensnssiencncnnens 109
Entangle And Character Both Take Damage.........cccoeveveeeerneveseesnenessesnenenns 109
Cannot Be Escaped With Teleportation ............cccccvvevecnveneeeneseseseseeeens 109-110
Works Against Ego, NOt STR.....c.ocrrccerseseseree et 110
Works Against Ego, Not STR: If Average Ego IsHigher Than STR....... 110
Mental Defense Adds To EGO 110
NO DEFBNSE......oieecericerectrte et 110

Does Not Prevent The Use Of AccessibIe FOCi ........covreeeneceneeennerennernes
Set Effect: Hands Only; Feet Only
Entangle Has 1 BODY

Only To Form Barriers 110
Cannot Form Barriers...... 110
NONFESISLANE DEF ... ebe s 110

Susceptible: Uncommon Or Very Difficult ...
Susceptible: Common Or Difficult...... 110
Susceptible: Very Common Or Easy
Susceptible: Can Be Escaped Automatically With Modified Lockpicking Or Contortionist Roll

Susceptible: Can Be Missile Deflected.........cvevvenrcnnncserereeereneens
Vulnerable: Uncommon Or Very DiffiCult ...
Vulnerable: Common Or DiffiCult .......ococerreerenrecerrereeeereeeeeseseeeee e
Vulnerable: Very Common OF E8SY ........ccoueeerneeeneennernesesneeeseessesessseenns
Affects Desolidified (AQVaANtagE)..........orremerrecrrenerrieniee s
Area Of Effect: AOE (AQVANLAQE).......ccoerereririrererirerereseseeeseseesesessssess s
AULOfire (AAVANLAGE).......ccoeieriseeririreerese ettt
Based On Ego Combat Value: BOECV (Advantage)..........ccccceeveveeeerrennnas
Only Works Against Targets On Open Ground...........ccoeveveeernereereeseseenens
Must Follow A Grab Or Target Must Be Willing........ccccceveveevevenecreninnnas
Explosion (Advantage)
BaSIC ..o,
Will Lose A DC/5 AP 17 Slower Than Usual .........cccceveeveneenenceneeeneceneenns
0SS 1 o YT
Nonselective
Extra-Dimensional Movement (MOVEMENE POWEK) ..o seveeesnesessssesssssssssssesseans
Increased Weight (AAEr) ... sesessessssesssseeenns
Meat BOdy ......cccoovvveveerirernsseessiseens
Extra Limbs (Special/Body-Affecting Power)
Limited Manipulation: If Limbs Are Not As Strong Asthe Others..........
Only With Extra Limbs: Applied To Characteristic If Limb Is Stronger.
Duration Advantages: Inherent (Advantage)...........cccoveeeeeerverecserseressenenenns
The Ultimate Martial Artist........oncceereesseseseseeesee e




Name Point Cost Page Number

EXEraTime (LIMILAtiON) .....ccccceeeeeeereceserissses sttt sssssesessssssesesssesessssssssseses sesssssssssesssssssssnensssseses 186-187
Other Actions Allowed While Activating The POWeTr .........ccccovveeeerereeenn. 186
Delayed Phase 186-187
Extra Segment 186-187
Full Phase.......c.cccovevverennn. 186-187

EXtra Phase.........ccovenieniensrneerneennens 186-187

1 Turn: Post-Segment 12 187
I MINUEE....oeeerecerereee s 187
5 Minutes 187
20 Minutes 187
T HOUNM e 187
6 HOUI ..., 187
DT Y R 187
LTWeeK...oirerrerieireene 187
IMonth....eeeereens 187
1 Season: 3 Months 187
O 187
S5Years...nnneneniiens 187
25 YEAS o 187
T CONTUNY ettt 187
Only Takes Extra Time In The First Phase, Then It Works Normally...... 187
-F-
Faster-Than-Light Travel: FTL (MOVEMENE POWE) .......coiueuiireirreereerresesseisssesseseens sesessssessssssessssessssesssssssssssssssessens 112
Feints (Optional Drain, Images, And Combat ManeuVers USE).........ocreeerreremreerens seveereaeens UMA127
Only For Reducing Hand-To-Hand DCV ... UMA127
DCV Reduction Only Works For Attacker ...........ccoveneeneeneeenenennensnnens UMA127
DCV Reduction Only Lasts For One Phase UMA127
Only For Martial ArtS FEINES.......ccovvveerririrr st UMA127
Find Weakness (SPeCial/ SENSOIY POWET) ........ccvrcrriceeresessie s ssess st sssssesess sssessssssssetessssssssessssssssesssssssessens

Does Not Apply Against Certain Types Of Defenses: Just One Defense-1/4

Does Not Apply Against Certain Types Of Defenses: Two Defenses......-1/2

Does Not Apply Against Certain Types Of Defenses: Three Or More.....-Lu..cevvescneneseenesennenns

Only Affects Certain Materials: Cost Depends On Rarity ........cccocvvervenee

Affects Desolidified (AAVantage).........cooweerrerrrerereseenesenesesesessesesesssseesnens Notes

AULOFITe (AQVANTAGE). ... .. vttt sess s Notes

Only Versus Undead/DEmMONS.........c.oucreeienemenesenesseneeenssessesesessssessesssseseens -1/2

Only Works On Oriental Monsters: See Find Weakness..........c.cocovveenenen. S T
Flash (Standard/Attack/Sense-AffECtING POWET) ..ot sesessssssssssee s ssssesssssssesseesseseens

AULOfire (AAVANLAGE).......ccoeieriseeririreerese ettt

Does Not Work Against Desolidified Characters.........ccouveenecennenennnns -1/4

Duration Advantages: Continuous (Advantage)..........ccccceeuveveeeerrereesesnenenns Notes

Vulnerability (Physical Disadvantage) ..........ccoeovveeeenirenesesenensssessesssseesnens Notes

Requires A Light Source To REFIECt .......coovvreeneecrrescee et -1/4
Flash Defense (SPeCial/DEfENSE POWET) ........ccccirireirerieeisressssestsesssssssesssssessssssssssees ssssssssssssessssssssssessssssssessssssssessens
Flash Healing (Optional Healing Power)
FIIght (MOVEMENT POWEN) .....cecveveieeeireseesieirisesesisesesssssesessssssssessssssssessssssssesssssessssssssnsass sssessssssssessssssssssesssssssesssssssessens

USADIE UNAEIWELES ...ttt sessssssessssesneenns

Only In Contact With A Surface

Only Works In Contact With WELEY............cerernerneeneeneresersesesseesseenns 1Y%

Only In Contact With The Surface Of Relatively Calm Water .................. 1%

Only to Go Straight Up AN DOWN ...t Sl



Name Point Cost Page Number
Focus (Limitation).......c.cccevreeernenensecenereeeeenenenens 187-191
Inobvious, Inaccessible: |1
Inobvious, Accessible: 1A
Obvious, Inaccessible: Ol
Obvious, Accessible: OA
Bulky: May Not Be Used With Immobile
Immobile: May Not Be Used With Bulky
ATTANGEMENT ...ttt
Expendability: Difficult TO ACQUITE .....ccueuieeeieece et
Expendability: Very Difficult To Acquire

Multiple Foci: Power Is Distributed Proportionally
Susceptible To Water Damage.............

Force Field: FF (Standard/Defense Power)

Protects Carried 1tems (ATEN) ..o

Does Not Affect Energy Attacks
Only VErsus Fire.......ccoeveveeeeereneerenrenns
Force Wall: FW (Standard/Defense Power)
Opague: Single Sense (Adder) .............
Opague: Sense Group (Adder) .............

Transparent: TO ED OF PD ...
Transparent: To Mental, Power, Or Flash Defense

Self Only
Damage Shield (Advantage)
Defense Powers: Only Works Against Limited Types Of Attack (Limitation)

The Ultimate Martial Artist

-G-
GESEUIES (LIMITALION) ...ttt sttt se s e s ee st e e ee s e ne e Seeeassssees s e e e s sene e s e ne s s nnnnes 191
BASIC COSE.....uiueierereerieeresereis ettt bttt R 191
Constant Power: Gestures ThroughOUL.............cccceuvveneecerenesesesee e e 191

Extra Time: Gestures Throughout
Requires Both Hands To Perform.
The Ultimate Martial Artist........oneceerese e
Gliding (Movement Power)
(€11 170 ] o (1 oo T
TheUltimate Martial ArtiSt ..o




Name

Point Cost Page Number

Gradual Effect (Limitation)......ccccoveceriinirenessssesessssssesessssssessssssssesssssessssessssssssssss sesesssssees

1TUMN o,
1 Minute.....ooeeveeeeeiee,
SEMINULES...covieeeirreene

Growth (Size/Body-AffECHING POWE) .....cccieeececiesecicte ettt ssssaens sessssssssssssssssesssssssesssnens

Reduced Endurance (Advantage)

Hand-To-Hand Attack: HA (Standard/AttaCk POWE) .........ccueerreerieerieeniesnineneens senesrssssssseessssessssesssssssessesssessens

Mandatory Limitation: Hand-To-Hand Attack
The Ultimate Martial ArtiSt ...

HEAING (AGJUSLMENT POWEK) ...ttt sttt bbb aes sssessssssssetesssssastesssnsassesssassntesanns

Hole In The Middle (Advantage)

Can Heal limbs (Adder)
RESUITECION (ATUET) ...evveceeteereeer et s s
Does Not Work On Some Damage: One Type
Does Not Work On Some Damage: Two Or More Types
RESUITECLION ONIY ...ttt ssssasessssesnesnnns
AULOFITe (AQVANTAGE). ... .. vttt sess s
Does Not Heal Damage Caused By Silver Weapons............coveneeeenernenens
ONlY WOTKS ON OhErS ..ot sses s ssses s
Character Takes 1 BODY Damage Per BODY Healed And 1 STUN Per 2 Stun Healed

TheUltimate Martial ArfiSt.......ciccccc s NOES.....ciicicecec e UMA127-128

FIXEA SIZE ..o

Images (Standard/Attack/SenSe-ATFECHING POWEL) ... seseessesessssesssesssssse s sssesaees

INCIEBSEA SIZE......eeeeerereecte ettt
ONlY TO Create Light......c.ccvcreerreereerecneseesesi e
Set Effect: NOIMal USE......coeirirecierireeeiseseee et sesees
Set Effect: Powerful Use Or Extremely Useful
Set Effect: Until Changed.........ccccveeeniencceseseee e
Set Effect: Only To Camouflage The Ninja......cccccvveveeevevecesesceeveseneenns
Normal Sight And Normal Hearing OnlY ......cccooceeevvevrsienesesesereseenenenns
Autofire (Advantage)
Focus (Limitation)

INCANLALTIONS (LIMITALION). ... ieeeieeesiieeseireeeieie et seseenesee s e bbb

BaSIC COSL. ...ttt
Constant Power: Incantations ThrougNOUL .............ccveneernerenersesersenesneeen.
Extra Time: Incantations ThroUGNOUL............cverenineineseneeneeenesenserennns




Name Point Cost Page Number

INAITECE (AGVANTAGE) ... e eereerrerirreeerereseereresessieisesesssessesessssssesessssssssessssssssessssssssesssssessssssnses sssesessens 167-168
Fixed Location: Fires Away From CharaCter ..........ccovvvevneennereresennenenns 167
Mobile POINt Of OFigiN ..ot enaees 167
Changing Location: Fires Away From Character . 167
Changing Location: FiresIn Any DireCtion ..........ccoveneeerneeemnerseneeneneeneenn. 167-168
Target Must Be TOUChING BArTier ... UMA132
Attack Must Be Made Through Barri€r.........cooovvvenevirinenenenscnesesssensssenens UMA132
The Ultimate Martial ArtiSt ... UMA132

Invisibility (Standard/Sense-AffECtING POWEK) ...t sesaeaes sssetessesssssessssssssesssssseses 123

NO FFNGE (AAAEN) ..ottt 123
Bright FrINQE ..ottt 123

ChaMEIEON ...t bbb 123
(001 AVAVIV] 0 T= o W (N o) N 1 7= ox (1 o R 123
FOCUS (LiMItation)......ccveururirererereeeisesesesisesessssssesesss s ssessssssssesssssessennns 123, 187-191

Only Works In Shadows Or Darkness...........couveeereeeeneeerneeernesssnessesessesesseeens S123

Invisible Power Effects: IPE (AQVANTAGE)........oeremriereriereiiresineeeeeee s sessssesssessens sesesneseens 168-169
Invisible To One Targeting SENSE GroUP........vreerreerreeeeneesesesnessesesesnesenns 168
Invisible to One Nontargeting SENSE GroUP.......cvcrreeereeneneeresenesseneeenns 168
Additional Sense Groups 168
Completely INVISIDIE ... 168
Fully Invisible: Same As Completely Invisible .........cccoocevveieeneccccieninnnns UMA39
One Sense Or Limited CirCUMSLANCES........cccvverererereereeeineeeireeeisesseseesessseneens 168
SOUrCe IS Still VISIDIE ... 169
Source Is Invisible But Effect Is Not 169
If The Effect On Others, Power, And Source Are Invisible ..o 169
The Ultimate Martial ArtiSt........oornnceeeeeeesesesesseeesee e NOLES.....ocvreerreeireeereeereieena UMA132

-J-
K-

Kial Aid (OPLioNal AT USE) ..ot tsesesssssesessstsssesssssssssssssssssssssssessssssssssass ssssssssssssessssssssssesssssssesssssssessens UMA120
Invisible Power Effects, Fully Invisible: IPE (Required Advantage)........ 2 168-169
Self Only: See Adjustment Powers (Required)

Only To Make Offensive Presence Attacks..........ooveneenerenerneneesesesneenn:

Kial Healing (Optional HEAIING USE)........cviericericirieiiieesieest e sessesess sesessssssssssssssssessssessssssssssesssssens
Invisible Power Effects, Sight Group (Required Advantage)

Ranged (Required AQVaNTagE).........coucreerreerreemniesmsienesesessesessssesensesesesennens

Killing Attack—Hand-To-Hand: HKA (Standard/Attack POWEN)..........cccvrrirnins wrerrneeineeeneeessesessessssesseesneseens
Increased STUN MUIIPHEN ..o
Decreased STUN MUIIPHEN ...t sssssesssnaas
NO STR BONUS....couiririieiriritistsiseeeise sttt
Ranged (Advantage) ..........ccccceevereerenne.

Only Works Against Weapons

Blade Attack Must Do BODY
Only Works With The PUNCh Man@UVET .........cocevvenrcnrineseesereeeeereseenens



Name Point Cost Page Number

Killing Attack—Ranged: RKA (Standard/Attack POWEN) ........ccveeerrirennninsrenenes cerveversssesesessssssesesssssesnes 125
Increased STUN MUIIPHEN ...cvceecerescciereseseseseeste s sssesessssesssens 124
Decreased STUN Multiplier................. 124
Only Works under An Open Sky ......... S124

Only Works During Storms ...........c...... S169
Does Not Work In Winds Or Rain
Does Not Work With Hit Location Chart Or Targeting Skill Levels
Does Not Work With Hit Location Chart Or Anti-Targeting Levels
Spine HKA MUSEt DO BODY ...t sessssesssssssesssessens UMA175
Automatically Targets Hit LOCation 18 ..........cccccoevveceveneseenenenseseneseeesens UMA183
The Ultimate Martial Artist........orneeeeesseseseseeesee e UMA128
Knockback Resistance (SpeCial/DEfENSE POWEN) ... sssessssssees setsssesssssesssssssssssesssssesses 125
The Ultimate Martial ArtiSt........orneineeeeeeessesesesseseesee e UMA128

Lack Of Weakness (SpPeCial/DefENSE POWET) ........coccecrireienieeiesieseeistsssssiesssssesesesns sesesssssesssssesesssssesesssssesesssssesesess 125
Only Applies To One Type Of Defense.........cccvvvvvevrvvesesvseses s Sl 125
The Ultimate Martial Artist

Leaping (Movement POWEr) .........ccccoeverererernnrenes
PN ol = (=Y (AN (o /=T o) PR
Forward Movement ONlY .......cccernenienresssssess s ssssssssssessssesssnens
Movement Powers: Increased Acceleration/Deceleration (Advantage)...
Usable On Others: UOO (AQVANLAgE).......ccoueerererreerererseseesreseseneresssssssnesens
Only To Make Half MoVeS IN COMDAL..........cccverereeeeneeerneeerneresersesesseesseneens
TheUltimate Martial ArtiSt ...

Life SUPPOIt: LS (StANAIT POWEK) ..ottt sses sesessssssssssssssssesssessssssssssssssessens
Only Works Close TO The SUIaCE ..o

Limited Arc Of Fire (Vehicle/Base Limitation)
ONE HEX ROW ...ttt
B0 DEOIEES ...ttt n s
180 DEgreesS...covvvrireririririrerinisiresesisesenens
Only On Same Horizontal Level

Limited POWEr (LIMITAEION) ....ccivceeeereecieirisesesisessssssesessss s sssssesssssssssssssssssessssssssesass sssessssssssesessssssssesssssssesssnssssessens
Loses Less Than A Fourth Of 1ts EffeCtiveness.......coocveenecineeceneeenneennnns
Loses About A Fourth Of [ts EffeCtiVeness..........covvnvneenecneecneieeneienns
Loses About A Third Of Its EffeCtivVeness........ccoovevvenrrernereserrereseenenenns
Loses About Half Of ItS EffeCtiVENESsS........oceevevecrrenceerreeee e
Loses About Two-Thirds Of Its Effectiveness...........cocovevveerrnenesinnenenns
Loses Almost All Of 1tS EffeCtiVENESS.........cocervenecirirenesiereseeieeresesieinenenas
Conditional Power: Circumstance Is Very Uncommon...........ccccvveveverenene
Conditional Power: Circumstance IS UNCOMMON..........ocoverererenecererereenenns
Conditional Power: Circumstance IS COMMON ........coceureerureereneereneerensereneens
Conditional Power: Circumstance Is Very COmMmMON.........cccccoevereererrerennenns
Conditional Power: Circumstance |s Extremely Common ..........ccccceeeeueeee.
Conditional Power: Circumstance Is Ubiquitous..........ccccovevererecnreneenenn,
Power Only WOrks On WOMEN ......c.covveeerireresenineessesesssseessessssssssessssssnenens
Power DOES NO STUN ...
Power Does Not WOrk On DWEIVES .........coererereneeererensesenesesesesesesssssssnessns
Power Cannot Be Bounced
Power Can NOt B& PUShEd..........ccooericrcrrreee e
Power Only WOrks In Daylight..........cccverneneninninnesneeseee s
Power Only Works While Character Is Touching Ground..........ccccccceveunee
Power Only WOrks In DarkNESS......cceeieieeeinininieinissssesseesssssssssssssssssesnnns
Power Only Works In TWilight.........c.occeiieeeeeceeresee e




Z

D

Point Cost Page Number

Power Only WOrKS TN WELEF .......ccccuvrererrrereseriseesisese s ssesessssssesssssssnenenns 194
Power Only Works In Natural RaiNStOIMS ........coeeevrenrneenenesenereneseeenenenns 194
Power Only WOrKs [N TOIrNAJOES........ccveerreeereeereeee s sesesesennees 194
Power Only Works In Intense Magnetic Fields........coovvncnecnerernernens 194
Power Only WorksUnder A FUll MOON .......coenennninesneeneeeseseseens 194
Power Does Not Work In Darkness 194
Power Does NOt WOrk [N WELE ... 194
Power Does Not Work In IntenseMagnetic Fields.........c.ccoceeencncniennnns 194
LUCK-BaSEA: SEE ATMOL .....c.cuiueeiirieiresisesisese e sessesessessasessasess s sssessssssases 62
Only Applies In Specific Environment: See Skills 64
Only To Act First In Phase: See CharacteristiCs.......coocvvvevenerecssenennenn, 65
Only Applies For A Single Action Or Maneuver: See Characteristics.... 65
Only To Resist Interrogation/Questioning: See Characteristics................. 65
Only To Wake Up: See Enhanced SENSES........cccocvvenveeererenesenesesessesenesssnenns 65
Only Protects Against Mental Illusions: See Mental Defense................... UMAG66
Only To Enter Trance: See SKillS ... 66
Only For Speed Reading: See Enhanced SENSES .......cocveeernervenerneneenenenn. 66
Only Works Against HTH Combat: See AbSOrption..........ccveevveerencerenen. S-89
Only Works Against HTH Weapon Attacks: See Absorption................... S-89
Only Works On Characters Who Are Drunk: See Aid ......cccocvvvvvevevereene S-89
Only When More Fuel Is Added: See Endurance Reserve.........cooveeeeeee. 104, S-90
Only To Protect Against Presence Attack: See Characteristics ................ S92
Only To See Through Or Under Doors And Walls: See Clairsentience... S93
L0 0] Y o Bl = o o R SHA
Only Works Against Fire: See Damage Reduction...........cccccevveeervennenenn, S 95
Only AffectsMetal Armor: See DiSPel .......cvveeeevvenrceseresereree s S99
Must Target Non-Armored Hit Locations: See Drain ..........cooceevereevererenenns S-100

Original Character Is Incapacitated And Helpless While Duplicate Exists: See Duplication

Only Versus Undead/Demons: See Find Weakness............ccvevvenerrenernenenn.
Only Versus Fire: See Force Field ...
Does Not Heal Damage Caused By Silver Weapons: See Healing
Only Works In Shadows Or Darkness: See Invisibility........ccoocececevencnnen.

Only Works Against Targets On Open Ground: See Energy Blast And Entangle

Only Works under An Open Sky: See Killing Attack—Ranged................
Only Works During Storms:. See Killing Attack—Ranged..........c.cccoeveee...
Only At Night When The Moon Is Visible: See LucK........ccoevrevrrerneenn.
Only In Combat: See LUCK AN Aid ..o
Hypnosis Only: See Mind Control
Can Only Change Forms At Night: See MUltiform.........ccooeevevncnenceneenn.
Can Only See Through Television Cameras. See Clairsentience..............
Must Follow A Grab Or Target Must Be Willing: See Entangle...............
Only Protects Against Magic: See Power Defense..........cocvvvvvvveveserenene
Only Protects Against Chemical s/Poisons/Drugs: See Power Defense....
Requires A Recently Deceased Body: See SUMMON .......ccovvveeerrereeeennenenns
Only AffectsWater: See TElEKINESIS .....covveeereeee e
Only Works In Contact With Water: See Flight .......ccccvvvvevcnrccereneeen,
Does Not Work With Hit Location Chart Or Targeting Skill Levels: See Killing Attack Ranged

Must Closely Observe Suspect: See Telepathy
Can Only Read Surface Thoughts: See Telepathy...........cccoveeernerrenerrencrrenenn.
Only Works On Characters At 0 Body Or Below: See Transfer
Transferred Points Return Immediately When Target Dies: See Transfer

SU2 e S151




Z
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Point Cost Page Number

Must Meet Basilisk’s Gaze: See Transform.......occvveveeereneessnenesesenenenns
Requires One Body Per Undead Created: See SUMMON ........cccevervverireenns
Does Not Affect Energy Attacks: See Force Field ........ccoovvovrnnecncnennnas
Can Only Be Changed In A Laboratory: See Variable Power Pool .........
Need Bulky Spell Book To Change Spells: See Variable Power Pool ...
Powers May Only Be As Powerful As Target’s Powers: See Variable Power Pool

VPP Mimics Target’s Powers. See Variable Power Pool ...........cccccevvuee.
Only Works Against Attackers In HTH Combat Range: See Skills.........
NOISY: SEEDIAIN ...ttt
Only For Memorized/Perceived Information: See Clairsentience ............
Only If Make Half Roll: See Enhanced SEnses.........cccocvveveeeeveneeeesvenennens
Only Up to Amount Rolled By Absorption: See Absorption.....................
Only Works When Character Pushes: See Endurance Limitations ..........
Only Works When Character Pushes His STR: See Characteristics
Only To Counteract Darkness Maodifiers: See Enhanced Senses...............
Only With Extra Limbs: See Extra Limbs.........cccovvvencrneenernnernenerneenn,
Only To Extend Reach: See Size POWENS...........ccuvineeneeernerenersenessesesneenns
Only Useable by Trigger: SEe TrgQEr.....uvvirrrirereriesesesesesesesssesesssssesenes
Cannot Be Rapid Fired: Only With Powers That Normally Could ..........
Only Works On Ferrous Materials
Only Works In Combat: See Skills
Doesn’'t Work On Tuesdays..................

SElf ONIY: SEEATU ... sneen
Only To Stick To An Opponent: See CliNGiNg .....ooeveeeeverererereseseneresesnenes
Defensive Use Only: See Damage Shield ........cccooveevvenvcernnecsnrenesenenenns
Only Works In Combat, Perception Roll: See Enhanced Senses...............
Only Works Against Weapons: See Killing Attack, Hand-To-Hand
Only Protects Against Draining/Suppression Of Perception Powers: See Power Defense

Only Works On Others: See Healing
Only Applies To Dangers From Oriental Monsters (Applies To Danger Sense)

Only Works On Oriental Monsters: See Find Weakness..........ccccoevevennen.
ONly TO RESISt TAMOWS.......cociceierecce st ssssees
Only To Make Half Moves In Combat: See Leaping .......cccoceevereereererennenns
Only To “Vanish” When No One |s Looking: See Teleportation
No Non-Combat Multiple: See Teleportation ...........cooveveneerereresesnenenns

Can Only Teleport To Places Character Could Normally Go: See Teleportation

Normal Sight And Normal Hearing Only: See Images
Requires A Light Source To Reflect: See Flash ...,
Only In Contact With The Surface Of Relatively Calm Water: See Flight

Only To Walk Through Walls: See Desolidification...........cccoeveererennnnen.
Only To hold Sliding Doors Shut: See TelekineSiS ......cccovvvveervereceveseenenn,
Only Works Close To The Surface: See Life Support........ccccveeceverceeen
Only Against [ Specific Martial Arts Style]: See Skills
Usable Only Within 5" Of: All Members Of A Team Must Be Present: See Array

SLU2 e UMA119
Usable Only Within 5" Of: One Specific Person: See Array......c.cceveeeenee. e T UMA119
Usable Only Within 5" Of: Any One Or More Members Of A Specific Team: See A rray

UMA119
DEX —Only For Increasing OCV And DCV: See Array UMA119
Only To Make Offensive Presence Attacks: See Kiai Aid.......ccccocvvvverenene. A UMA120




Z
D

Point Cost Page Number
Must Watch Target Fighting Someone Else For One Full Phase Per Skill Roll: See Aid With A Skill Roll

S2 UMA120

Failed Skill Roll Or Interruption Prevents Further Skill Rolls At This Time: See Aid With A Skill Roll
UMA120
Only Versus Observed Foe: See Aid With A Skill Roll ... UMA120
Character Must Be Aware Of Attack: See Damage Reduction UMA122
Does Not Work Against Dim Mak: See Damage Reduction.............cc...... UMA122

Does Not Work Against Guns: See Breath Control ...........ccccceeeeneniennnns UMA122
One Hit Location Left Undefended, Or 15 Activation Roll: See Breath Control
UMA122

Only To Protect Against Martial Arts Attacks: See Desolidification E-UMA122
Only Works On HUMans: SEE DraiN ........occcevereeneressesssesesesssessssssssesssnenns UMA123
Can Be Cured With Chinese Healing Techniques. See Dim Mak............. UMA123
Attacker Must Make A Special Sequence Of Blows Against Target: 1 Blow: See Dim Mak

O TSR UMA124
Attacker M ust Make A Special Sequence Of Blows Against Target: 2 Blow: See Dim Mak

1 UMA124
Attacker Must Make A Special Sequence Of Blows Against Target: 3 Blow: See Dim Mak

S/2 e UMA124
Attacker Must Make A Special Sequence Of Blows Against Target: 4 Blow: See Dim Mak

23/ A e UMA124
Attacker Must Make A Special Sequence Of Blows Against Target: 5 Or 6 Blow: See Dim Mak

1 RN UMA124
Attacker Must Make Very Accurate Blows Against Target: -3 OCV: See Dim Mak

S2 UMA124

UMA124
UMA124

Specia Sequence Of Blows Does No Damage: See Dim Mak
Timing Must Be Perfect: Attacker May Not Miss A Phase Or A Hit: See Dim Mak

UMA124

Only For Reducing Hand-To-Hand DCV: See Feints........cccovvvvevevereene. UMA127
DCV Reduction Only Works For Attacker: See Feints........cccccceeeeciennnns UMA127
DCV Reduction Only Lasts For One Phase: See Feints UMA127
Only For Martial Arts Feints: SEe FEINES ......cccceevvevceerves s UMA127
Does Not Work Versus Dim Mak Unless A Skill Versus Skill Contest Succeeds: See Chinese Medicine Healing

S A UMA128
Healing Wears Off Instantly When Acupuncture Needles Removed: See Chinese Medicine Healing

S RN UMA128
Only Works Against Thrown Weapons: See Missile Deflection And Reflection

1 UMA129

UMA129
No Protection From Dim Mak: See Power Defense UMA129
Can Be Blocked: See Area Of EffeCl......ccciicieiciiic e UMA131

Power Stops Working Instantly If Character Is Stunned Or Knocked Out: See Damage Shield For Powers
UMA131
Not When Grabbed: See Damage Shield For Powers UMA131
Cannot Do More Damage Than The Weapon Being Used Would Normally Do: See Damage Shield For Powers

UMA131
Target Must Be Touching Barrier: See INireCt........ccovvevvvrerecererenenennnens UMA132
Attack Must Be Made Through Barrier: See INdirect .........cooecveeneceneeennns UMA132
Separate Attack Rolls Required: See Reduced Penetration..............cveue.. UMA133
Blade Attack Must Do BODY: See Killing Attack Ranged..........cccouvenee. 333

Does Not Work In Winds Or Rain: See Killing Attack Ranged



Name Point Cost Page Number

Only Works With The Punch Maneuver: See Killing Attack Hand-To-Hand
-1/2 UMA173
Cannot Be Used To Cause Damage: See TeleKineSiS .......covvevverrenerrenerreenne S UMAL176
Only To Throw Target To Ground: See TeleKineSiS.......ccoveverrerrenerrererreenn. 2 e UMA176
Only Effects Characters Moving On The Ground: See Telekinesis And Skills
1 UMA176

DEX Roll Cancels Effect: See Telekinesis And SKills ........ccccoevnecirnenenes -4 ... UMAL176
Half Value Versus GUNS. SEE ATMO .......cvrererereeererenesieisesesasssesesssessesenas -4 ... UMA187
Weapon does Less Damage From Added STR........cccvvvcnnevceneneceenn, -14..... UMA187
ONIY TO Grah ..ottt -2 UMA188
Must Follow A Successful Grab ManeuVer ............coereenecineeeneeeeneesenens -1/4..... UMA188
Must Be Aimed At Specific Location Or Has No Effect: -1 To -3............ ) B UMA188
Must Be Aimed At Specific Location Or Has No Effect: -4 To -5............ -4 ... UMA188
Must Be Aimed At Specific Location Or Has No Effect: -6 To -7............ -1/2..... UMA188
Must Be Aimed At Specific Location Or Has No Effect: -8 Or Worse....-3/4..... UMA188
Only Protects One Location, Or TWO LOCELIONS.........c.cerereerererereeenerereenens 2 UMA188
Only Effects Targets On The Ground: See Area Of Effect.........cocovvcvreneen. -1/4..... C-GBG7
ONlY 1N CYDEISPECE......co ettt 2o GBG11
Only Works Against BODY Damage: See ArMOr........ccoevveveeerevesesesesesenns S S GBG12
Only To Protect Against Breaking Bones: See Armor .........ccoevvveveserenenns 2o S GBG12
STR: Only When Using The Right Arm: See Characteristics.................... -14..... S-GBG12
Only to Go Straight Up And Down: See Flight ........ccccvvveccnerccevencee, S N S-GBG16

Linked (LimItation).......cccociieceierreecieesessseesessssiesssssssssssessssse s sessssssssssssessssssssesessssssssesnes sesessssssns 195-196
Lesser Power Is Linked TO Greater POWES ...........cccvrneeeneeeeneeeeneeseseeennees -1/2..... 195196
Greater Power s Linked To Greater POWET.........cocveneeerneeenerseneesenesneeene A e 195-196
Lesser Can Only Be Used |F Greater IsUsed In Full ........coooveveveccnennee -1/4 More 195-196
Linked Power Need Not Be Used In Proportion...........ceeveeneeerneeeeneennnens -1/4 Less 195-196
Greater Power Is Constant Or In Use Most Of The Time ........cococveveerenen. -1/4 Less, 195-196
Lesser Power Can be Used Any Time during A Greater Power ................ -1/4 Less 195-196

LUCK (SPECIAl POWET) .....veeieerieeiereeessees st s ses s sssssns sssssssssssssessssessssessessnans 128
Only At Night When The Maon ISVisible ... -11/2 S128
ONIY TN COMDEL ...t sn s U2 e S128

The Ultimate Martial ArtiSt......cccceicieieeeeeereees s Notes




Name Point Cost Page Number

M egasCale (AUVANTAGE).........cccorrererererrereeseresseesessssssesesssssessesesssssssessssssssssssssessssssssssses sesessesssns 169-170
T KMo 170
TO KMot 170
100 KMo 170
1,000 KM.eoveereereeieeereeiene 170
10,000 KM...ovveeereeerrerenne 170
100,000 KM...coeeverevrerienns 170
1 Million Km.....oooeevvneee. 170
10 Million Km......ccoeuvueee 170
100 Million Km............... 170
1Billion KMo 170
10 Billion KM.......ccceuvueeee 170
100 Billion Km................ 170
1 Trillion KM.oovovevceenee 170
10 Trillion Km........c........ 170
100 Trillion Km............... 170
1 Quadrillion Km............. 170

10 Quadrillion Km 170
Mental Defense (Special/Defense POWET) ... sssssssssssssssssns sesesssssens 129
Only Protects Against Mental [HTUSIONS.........ccoovevvvennvnsessseses s UMAG6

The Ultimate Martial Artist........oonee e UMA128-129
Mental Illusions (Mental Power)
SElf ONlY e 130
Limited By Senses. Sight Group
Limited By Senses: ANy Other GrOUP.......ooueerereeeereresseseeesesesesesesssssssnensns 130
Mental POWESS (POWET CaLEJOIY).....cuvuierereririrrereresesseresesesseessessssssssssssssssssssssssssssssssssssses sessssssssssesssssssssssessssesses 78-82
Multiple Classes (AUEN) ... 81
Does Not Provide Mental Awareness
Limited Class Of Minds: SUDSEL...........cccorrrirrrenecrrenesee s 81
Limited Class Of Minds: Single Species Or Type Of Mind
Mandatory Effect: Ego +10
Mandatory Effect: Ego +20
Mandatory Effect;: EgO +30 Or Greater ..........ccoeveveererrereerersesessesressssessennns 81-82
Mandatory Effect: Must Use A Certain Effect........cocoovcvevveccevercccicninnnns 81-82
Cannot Be Used Through Mind LinK........ccccoeveeeenvenscsnencsesesee e 82

BaSed ON CON ...t 82
Stops Working If Mentalist ISKnocked Out ............coceevevernnenenenreneenens 82
Stops Working If Mentalist [S StUNNEQ.........coveeveervenrcinrereseeeseeeeereseeneens 82

Costs END To Maintain: Half END Cost To Maintain.........cccoceceeevennenee. 82
Costs END To Maintain: Full END Cost To Maintain..........cccoceeeeeeveneeneee. 82
Eye ContaCt REQUITED .........ccviueeieeeirreereereeree s 82
Eye Contact Required: Maintained Throughout............c.ccovenecnerernernns 82
NOIMEl RENGE ..ottt ss e se st senas 82
Skin Contact Required
Armor Piercing: AP (Advantage)
Autofire (Advantage).........ccceeevvevvrernne. 81, 162
Duration Advantages: Continuous (Advantage)..........cccceerveveeeerrereseesnenenns 81, 165
Cumulative (AQVANTAQE)......cccveeererereereresesesesess st ssssssssessssessesssssees 81, 163
Invisible Power Effects: IPE (AdVantage).......cccocovveeeerenerrenenenesenesesesnenenens 81, 168-169
Vulnerability (Physical Disadvantage) ........c.ccceevvereenerenssnenenesssesesesssseesnens 82, 222



Name Point Cost Page Number
Mind Control (Mental Power) 131-132
L=< 7= 1 1 o 132

Set Effect: Only To Control/Inflict Emotions, Empathy 132
Set Effect: Only To Control/Inflict A Single EMOtion .........ccocvveevencerenenn. 132
Set Effect: “GO HOME” ONMY ..o 132
Set Effect: “Go Home” Only In A Particular Situation ............ccecveneeneeen. 132
Set Effect: Most............... 132
HypnosisOnly.................. S131
Mind Link (Mental POWET) ........cccoeveerrereccrerenrene. 132-133
No LOS Needed (Adder) 133
Psychic BONd (AQAED).......covceereeerreccr sttt sssssessssssesssenns 133
Only With Others Who Have Mind LinK .........ccccoevvnennencssneneeeseseenens 133
Feedback: STUN Only .......ccccoevervrennne. 133
Feedback: BODY And STUN 133
Mind Scan (Mental POWET)........ccccverreeereeenenns 133-135
One-Way LinK.......cccoceeuu. 135
Megascale (Advantage) 135, 169-170
Cannot Attack Through Link: Neither Can Attack..........ccovevvervncrrencrnenenn. 135
Cannot Attack Through Link: Only Target Of Link May Attack.............. 135
Missile Defection & Reflection (Standard/Defense POWE) .......cccvvervreeinninesiniiins ervevesssssssesssssssssssssssenes 135137
Missile Deflection At Range: Adjacent HEX ONlY .......ccccevevecervececienennnas 137
Missile Deflection At RANGE.......cccvercrreresetseee s sssse e ssesssseans +1 137
Based On Ego Combat Value: BOECV (Advantage)..........ccccevereeeenerenns 137, 162
Uncontrolled (AAVANTAgE).........ccvueerrreieeinireseseeisesssessesssssessessssssssesssssessenens 137, 175
Will not Work Against Heavy MiSSIlES.........ccceevvereenrinesereneeseseseseseeeeens -1/4 137
Only Works Against Thrown WeEapONS...........cceeeererenreeenerensssesssesssssessesssneees UMA129
TheUltimate Martial ArtiSt ..o UMA129
Movement Limitations (Vehicle Limitation) 316
Limited ManeuUVErability ..o sesenaees 316
Stall Velocity: Half Maximum Combat VElOCItY .......ccoververernerrenerrecrrenenn. 316
Stall Velocity: Equals Maximum Combat VeloCity .......ccovvvvvvvenevereene, -1/2 316
Movement POWENS (POWES CaLEJOIY).....ccvuriereirrreeirisiserisissssssssssssssssssssssssssssssssssssssssssns sesssssssssssssssssssssessssssssss 82-84
Improved Noncombat Movement (AddEr) .......ccveevveceenenecseeeseseesens 84
POSItioN Shift (AAEN) ..ot 84
Improved Acceleration/Deceleration: Rapid Noncombat Movement....... 84-85

Improved Acceleration/Decel eration: Combat Acceleration/Deceleration

No Noncombat Movement
TUIMN IMOAE.....eee ettt 85
Requires Transport Familiarity: Ninja Water-Walking Devices................ UMAS3
Megascal e (Advantage)
AULOFire (AAVANLAGE).......cceeeeesereerereseerese ettt 84, 162
Invisible Power Effects: IPE (AdVantage)........ccccovvecrevenereeneneesessesessennens 84, 168-169
Reduced Endurance (AdVaNtage)..........cccivuvereererreneeesnesesseesssssssessessssesssseas



Name Point Cost Page Number
Multiform (Standard/Body-AffECting POWET) .......cccoviieirrirereneseesesesessesesssssseses etvesesssssssssssssssssessssseses
Instant Change (AAEN) ..o sessseesens
Usable On Others: UOO (Advantage)
Personality LOSS......ccoueemeeeieneerneernenas
Reversion: True Form Is Weaker.........
Reversion: True Form Is Stronger .......
Charges (Advantage, Limitation) ........
Costs END: Just To Turn On................
Costs END: Every Phase
Visible (Limitation)......cccccoeueereeueirereseseseseesssesesse st sssssessssssssssssssesens

MUItipOWEr (POWEK FTAMEWOTK) ....vovveeceeiriricecisesesesesesesssstsesessssesssessssssesesssssessesesssssass sssessssssssessssssssssesssssnsssssssnsessens
NO ConsCious CONrol (LiMITAiON)......ccceueeeeieeeieiesieeseeeeteseseesess ettt sssssesesesns sesesesesesesssesesssesesesssesesesesssesasass
BaASIC COSE.....eueierereerieireeineisiseis ettt
Character Can Use At Will But Cannot Control Its Effect
No Hit Locations (Automation Special/Defense POWEN) .........cccceerreneeierinisieines sereesesessessssssssssesssssssssssssssssessens
No Normal Defense: NND (Advantage)
BaSiC COSt......ccoreuerrieeriieesieesieeeiseeinenas
Equally CommON DEfENSE.......ccoureerrererirreresesisess s ssesessssssesssssessessns
AULOFITe (AQVANTAGE). ... .. vttt sess s
-O-
Only In Heroic Identity: OITHID (LiMitation)........ccccoceuriricurieieciesesessessesssssssesssssess sessessssssssessssssssesssssssessssssssessens 197
BASIC COSL.....iueiereeerieeressireis ettt bbbttt S A 197

BASIC COSL......cuiueeieirieieieirieie ettt bbbkttt
PENELrating (AGVANTAGJE).......c.overieeirirereerretrses et e es s SeessEees b ete et s et s s n e
BaSiC COSL.....ccveerererererinireresieireseeieenes
Power Defense (Special/Defense Power)
Only Protects AQaiNSt MagiC......cccuveeeceereireseiesesse e ssesssssens
Only Protects Against Chemical §/Poisons/Drugs
Only Protects Against Draining/Suppression Of Perception Powers........ S I UMAG6
Only Protects Against Drain-Based Martial Attacks.........cocovevvevecevennenenn, o SR UMA129
No Protection From Dim Mak UMA129
The Ultimate Martial ArtiSt........orincneeeeeeeese e UMA129
Range AdVaNtages (AGVANTAGJE).........cruururirereeireeireeire ettt s seae s sess s Sesessbesssbstasbaesebaebeseb s st sssneasens 172

Increased Maximum Range
Line Of Sight: LOS
NO RANGE MOGIfIEF ...t sss s 172




Name Point Cost Page Number

Range Limitations (Limitation) 197
No Range.......cccovverune 197
Limited RaNge......ccoccevvveenrieeieneerneernenas 197
Range Based On Strength..........c.ccou.e. 197
Reduced By Range.........cccccvuvreerrecrnenas 197
Subject To Range Modifier............c...... 197
Ranged (Advantage) 173
Basic CoSt.......ccooeveeurerenenas 173
Real Armor (Armor Limitation) ... 334
BaSiC COSt......coeureueerieeirierensieeeieeeiseeinenas 334
Real Weapon (Weapon Limitation) .................... 328
BaSiC COSt......cconeuerrieeerieretieeeiseeiseeinenas 328
Reduced Endurance (Advantage) 173
Half END ...t 173
O = \\| b I 173
AULOFITe oo 162
Reduced Penetration (Limitation) 198
BaSiC COSL.....ccveererereerinireresieereeneieenes 198
Separate Attack Rolls Required........... UMA133
The Ultimate Martial Artist.................. UMA133
Regeneration (Optional Healing Power) ............ i 120-121
Increased Time Increment..........cccc..... 120-121
Required Hands (Weapon Limitation)................ 328
One-Handed Weapon..........cccoeeeeeuenee. 328
One-And-A-Half-Handed Weapon 328
Two-Handed Weapon...........cccccvvenrenns 328
Requires Skill Roll: RSR (LiMitation).........crerereereneeneeenieinsieesieesesesessese s ssessssessens sesesseseens 199-200
BasiC COSL......covunemrerererrrieirereneeeresenseeens 199
TWO RSR ON SaME POWET ..o 199
Luck Roll AsRSR: One Level Of Luck Required ..........ccoveneernercrnernnnns 199
Luck Roll As RSR: Two Levels Of Luck Required........ccccoceeevinnceniennnns 199
Luck Roll As RSR: Three Levels Of Luck Required..........ccocveeerneniennnns 199
Background SKill used FOr RSR.........cccccivinieeneeeeresse s ssessssesssssnns 199
Characteristic Roll Or PER Roll Used Instead Of RSR: See Activation.. 199
NO ACtive POINt PENEAILY ........ccceureeeereccs sttt 199
Active Point Penalty Of —1 Per 20 Active POINtS ......cccccoeevvvereccevenceciennn, 199
Active point Penalty Of —1 Per 5 Active POINtS.........ccccovevvrereenreneeneenen, 199
Variable RSR: Player Chooses Between Two SKillS .....ccccovveveecrvencecennnen, 199

RSR Is Subject To Skill Versus Skill

Restrainable (Limitation) 200

BaSIC COSL......cueeieeiereeireiereie et 200
Restrained By Means Other Than Grabs Or Entangle ..........ccoveeneeenernnernencnnenenn. 200
RUNNING (MOVEMENT POWET) ..ottt sssssssssssssssssssssns sesssssssens 139

Only On Appropriate Terrain



Name Point Cost Page Number

Sectional Defenses (ArmMOr LiMiITation).........cceeeieeemieesrneersese s sesesseses seesssessssssssssssessssessssssssssssssssssens 278,334
Locations: 12-13; Activation: & .......... 334
Locations; 11-13; Activation: 9-.......... 334
Locations; 10-13; Activation: 10-........ 334
Locations: 4-5, 9-13; Activation: 11- 334
Locations: 4-5, 9-14, 16-18; Activation: 12-........cccovnneneneeeneeeenereereesenens 334
Locations: 3-5, 7-14, 16-18; Activation: 14 ........ccoovrensneeneesneeeeneeeenens 334
Locations: 3-14, 16-18; ACLiVALioN: 15 .......cccoerreninenireeereeineee s sseeeeees 334
Only Protects Location 6 (i.e. The Hand Holding The Weapon) UMA173
Automatically Targets Hit LOCaION 18 ........ccccevveverinirencesenereesenesesesseeenens UMA183

Sense-Affecting POWErS (POWEr CaLEJOIY) ....c.vcuiveriiemrrreersesersesessesessessesessesessesssseaes seessssesns 85
[T 110 o = OO SR 85
Invisible Power Effects: IPE (ADVANAgE)........cccvverreecrrermreeneneeneeeneeeneienns 85, 168-169

Sense Ch'i (Optional ENhanCed SENSES USE) .........cciieirrecrieeieerneressessesssesesseseseies seesssessssssssssssessssesssssssssssssssessens UMA126

Sensory POWErS (POWES CaLEJOIY)......couuririiereriiesesisesssssssssssssssssssssssssssssssssssssssns sesssssssens
Sense Affected As Another Sense: Same Or Lower Rarity ........c.coevevenee.

Sense Affected As Another Sense: Common to Uncommon ............c..e.....
Sense Affected As More Than One Sense: Second Group Is Common ...
Sense Affected As More Than One Sense: Second Is Anything Else.......

Shape Shift (Standard/Body-Affecting Power)

LOc LU= (o (o = T

B TRz 10 T (N0 o = T

INstant Change (AEN) ...

Costs END Only To Change Shape

Usable On Others: UOO (AQVANLAgE).........cceeemreermriereieresseneesneeenesessesennens

LimiIted EFFECE ...ttt
Shrinking (Size/Body-Affecting Power)

Reduced BY ShrinKing.......cccoocciinnsesssessis s ssssssssssesssesnnns
EaSily PEICEIVEd. ...ttt p s
No Growth Momentum
Side EFffECtS (LIMITAtiON)....c.cccccieiiececietsisseteisesss sttt ssse e sss st s st ss e bets sssssessssssstessssesssesasssnsesssnnsnsesens

Minor Side Effect: 15 Active Points, 1/4 Points In Power, Trivial Effect-1/4.......ooveoncnecninnn. 201
Magjor Side Effect: 30 Active Points, 1/2 Points In Power
Extreme Side Effect: 60 Active Points, Points In POWer.........c.cccooceunevnenee.

Occurs Automatically When Power ISUSE ........ooeveeneeerneeennernenernenesneenne

Constant Power Which Requires An Activation ROl ..........ccovevnerencenienn.

Affects Both Character And Environment/Recipient Of Powers Benefit.-1/4 More .........cooceveenicnnne 201
Occurs Whenever The Character Does Some Specific ACt ..o “1/A LESS...oeiiiresiniieans 201
Does Predefined Amount Of Damage
Only Affects The Environment Near The Character.........ccococvvvvveveverenene, “1/4 LESS.iieerreeeerienn 201
Only Affects The Recipient Of The Benefits Of The Power...................... “1/4 LESS..eeeeeeeeiein, 201
Both Characters Die If They Do Not Recombine Within 24 Hours: See Duplication

Simplified Healing (Optional Healing POWEY) .........ccccvrrrreneerenreseseseseeeeeesesssneees

SIZE POWENS (POWEY CBLEJOIY)....oucverirerereseeriseereseestseessssessssessssssesssessssessesssssssssssssssssssns shessssessssssssssssessssesssssssssssessssssns
CoSt END ONly TO ACHVALE.......cicrreeriereireeeresisesse e ses s
Only To Extend Reach: See Size Powers




Name Point Cost Page Number
SKillS (SPECIAI POWEN) .....euceeeeerieeeirisesisietsessssesesesssstsasessssssssessssssesessssssssssssssssssssssssssssssssass sesssesssssssessssssssesssssssssssssnsesssns

Negative Combat Skill Levels

NEGALIVE SKill LEVEIS ...ttt sebee s e bbb b s
Penalty Skill Levels: Only Applies In Specific Environment..................... e ST 64
ONlY TO ENLEN TraNCE .....cocvrecrreerreerreee et e S 66

Combat Skill Levels, DCV: Only Works Against Attackers In HTH Combat Range

Combat Skill Levels, DCV: Only Works In Combat
Combat Skill Levels, OCV: Only Apply When Uses Autofire Against A Single Target
S A UMA74
Combat Skill Levels, Hand-To-Hand: Only Against [Specific Martial Arts Style]
L UMA114
DEX ROl CanCels EFfeCt ........ccneeiireneireeireereeseseseisesiseseeseesese s A UMA176
Only Effects Characters Moving On The Ground............coceveveveeerreneenenns o UMA176
SpeCial POWENS (POWES CALEUOIY) ...vuvuererererriseeriieetieesasessssessssese s s s st sessssssesssses ssessssesssssssessssessssesssssssssssesssseens 86
Stances (Optional Skill, Lightning Reflexes, Combat Maneuver, And Kockback Resistance Use).................... UMA129-130
Standard Effect (Optional Advantage).......
BaSIC .o

STRMin = 1517
STR Min = 18 Or Greater
STR Min Cannot Add/Subtract Damage...........ccuveerereeerneeerneremnersenessesesneenns
Stretching (Standard/Body-Affecting Power)
Only To Extend Reach: See Size Powers
Improved Noncombat Stretching (Adder)
Does Not Cross INtervening SPaCE.........cccureeieinreieininsseernsesesssesssssesssnsesesenns
AlWayS DireCt......cocovvveenerecerereceennns
No Noncombat Stretching
Cannot Do Damage........cccceuvinene.
No Velocity Damage............cc......
ONly TO CauSE DAMAJE .....ceevreereeererirreeneresseesesesssssesessssssssessssssssessssssssesssssess
Limited BOAY Part ........ccccovvirrererererrecesssessssesesesss s sssssssssssesssssessensns
Range Modifier Applies
FOCUS (ATVANTAJE) ......cereeeeecreierereeet e
Succor (Optional Aid POWEL) ... sesss s ssesessssenns
AULOMODITES ONIY ...



Name Point Cost

SUMMON (SLANAAIT POWEK) ...t sessssssessssssssesssssessssesssssssssssss sesssssesess
Expanded Class: Very Limited GroUP.....c.cooerrereeerrenseseenesesesesesssssssnenenns
Expanded Class: Limited GroUP .........ccverreeereeeniesenienesinessesesessesessesesesennees
Expanded Class: ANY TYPE......crreerreerreeness s sesesssenaens
SPECITIC BEING ...eierieerireeetreerree et ss e es s
AMICADIE FHIENAIY ...
AMICADIE: LOYAl ...ttt
AMICADIE DEVOLEA.........ccceeirirecicirereeie ettt
Amicable: Slavishly DeVOted..........ccevicenneieereeee e
Weak-Willed: -2 To The EgO ROII ...
Weak-Willed: -4 TO The EQO RO ...
Transdimensional (AQVANtAgE).......cccevurrrerrererseerereseeisesessssesssessssssssesssssesnens
ANtagoniStiC: ANNOYEd........ccoceerurererieirerisesesesessesesesessesessssssesessssssssesssssessens
ANtagoniStiC: HOSLIE ...ttt
ANAGONISLIC: VIOIENL ..ot
Arrives Under OWN POWEN ..o
Strong-Willed: +2 To The EQO ROII.........coririnecnececreecer e
Strong-Willed: +4 To The EQO ROIl........ccoririneinecneeneecersserseeseeene
Summoned Being Must Inhabit LOCAIE .......ccccoveeevvevererirss e
Requires A Recently Deceased BOdY .........cccccveennnnnnineeisisssissseesesenns
Requires One Body Per Undead Created .........coovecevenecieneseeesneseesesnenenas

Suppress (AdjuStMENt/ALACK POWEK) .......ccceirereeirecse st ssssesse s ssssssssssns sesssssssesiens
Duration Advantages: Continuous (Advantage)
Reduced Endurance (Advantage)

Swimming (Movement Power)
Surface Only ......cccovereeeee

SWINGING (MOVEMENT POWE) .......cuviuieerieeriseiseieetisesisesss st ssse s ses s sssss s sesesssses ssessssesssssssssassessssesssssssssssesssssens

Takes No Stun (Automation SPeCial/DEfENSE POWET) ...t stesssssssessssssssessssssssssssssssesssssns

Telekinesis: TK (Standard/Attack Power)
Fine Manipulation (AAEr) .......cccceeveecnrereeeseee s ssessseans
Based On Ego Combat Value: BOECV (Advantage)..........cccoeevereeeeerenenns NOLES.....cverrerrreerrereeeeerereeeens
Affects Whole Object
Only Works On Limited Types Of Objects: Limited Group..........c.coceveeee.. S22 e
Only Works On Limited Types Of Objects: Very Limited Group............ L
Range Limitations: No Range (Limitation)
ONlY ATFECLS WELET ...ttt
Only To hold Sliding DOOIS SNUL........c.oceiriereirecee e
Cannot Be Used To Cause Damage....
Only To Throw Target To Ground
Only Effects Characters Moving On The Ground............ccoceeeveeccreveneeneen, e
DEX Rall Cancels Effect
The Ultimate Martial Artist........oneesreeesesesesseseesee e NOLES..... e

Telepathy (IMENLAl POWET) .....c.cviiiieirrireeecsie sttt ss s st s5essssssssesssssssesassssnsesssnsansessnnns
Autofire (Advantage)
BroadCast ONlY ......cccvveceiririireresesseesesessstsesessssssssessssssssesssssssssssssssssessssessssns
RECEIVE ONMY ..ot
Communication Only
Empathy: All EMOLIONS........ccooieieeecreeree s sesesesenaees S 2 e
Empathy: SiNgle EMOTION........c.coieirrerreerrecree s e S
Language Barrier
Must ClOSElY ODSEIVE SUSPECL.......cceuruereieieieieininieieissesssesesssssesssesssssesesssssesnans A
Can Only Read Surface ThOUQhES ........coovercrreceeecesee e e

Page Number

UMA176
UMAL176
UMA176




Name

Point Cost Page Number

Teleportation (Movement Power) 149-150
Increased Mass (Adder) 150
Position Shift (Adder) ......cccoeevrverereerenns 150
No Relative Velocity (Adder) 150
Saf€ BliNA TEIEPOI ...ttt 150
Cannot Be Escaped With Teleportation ............cueeeneernerenernenessenesneenn: 150
Must Pass Through Intervening SPace..........ccouveeneeeenesiesssissssesesnnns 150
Can Only Teleport To Fixed Locations: Only fixed Locations 150
Can Only Teleport To Fixed Locations: Floating Location.............ccc...... 150

Only To “Vanish” When No One ISLOOKING ....cccovvevveererreneeeerneeeeeresennenns UMAT7
NO NON-Combat MUILIPIE ...ttt ss e UMAT7

Can Only Teleport To Places Character Could Normally Go .........ccc....... UMAT77
Time Delay (AUVANTAJE).......ccocererereeireriseeerereseeesesessse e ssssesssessssssssesssssessssesssssssssssesns sessesessens 173
Basic Cost......cccoveeererennnns 173
Transdimensional (Advantage)........ 174
Single Other Dimension 174
Related Group Of Dimensions, ONe At A TIME ......cccooerrneernneneeseenenenas +1/4 More, Total +3/4......174
Any Dimension, One At A Time +1/4 More, Tota +1 .......... 174
Transfer (AdjuStMENT/ATLACK POWE) .....c.cviiiiircrsesisss s sssssess ssssessssssssssssssssssssssssssssssssssssssnns 151
PD, OF ED, APPHIES.....ccctiiicetetseeetesesis st ssss st es s sesssssesssnans 151
Only Works On Characters At 0 Body Or Below........cccovvveevecccevescneen, S 151
Transferred Points Return Immediately When Target Dies..........cccccceeee. S 151

The Ultimate Martial Artist

Transform (Standard/AttaCk POWE) ........ccviecrrecensessssesesessssesesessssssssesessssssassssssns sessesessens 152-154

Improved Target Group: Limited Group........ccocerereeeeereresenssensssnesessssenenens
Improved Target Group: Anything
Partial Transform.........ccccovveevenencnenene. 154
Variable Healing Method..........c.cco...... 154
Area Of Effect: AOE (Advantage)

EXPIOSION (AQVANLAGE).......cmrererereieieieieieieieisissisissssstssessss e sesesssssssssssssssesenns 154, 166
Based On Ego Combat Value: BOECV (Advantage).........c.cceeeeereeeeerernnns 154, 162
Works Against EGo, NOt BOY.........ccccvuveeienininsereese st 154
Works Against Ego, Not Body: If Average Ego Is Higher Than Body .... 154

2 g T 1 1 oo PP 154
Limited Target: Slightly Limited Group .......ccceveeeervenrseereseseesereseesnenenns 154
Limited Target: Limited GroUP.......ccovierirerrrerireeeessessesessesessesesesssssssnessnns 154
Limited Target: Very Limited Group 154
FOCUS (LiMItaLION).....cuiveeeieeiieeeeieeer s 154
Must Meet Basilisk’s Gaze ........c.ceuue. S174
The Ultimate Martial Artist.................. UMA130

Trigger (AAVaNtage)........ccveerereerecrreemrieemseeennenens 174-175

Set Trigger...ooveeveecvenne. 174-175
Variable Trigger...............

Trigger Can Misfire
Only Useable by Trigger: Applied To Enhanced Senses
The Ultimate Martial Artist........oneesreeesesesesseseesee e



Name Point Cost Page Number

Tunneling (Movement Power) ...... 155
Fill In (Adder) .....ccocovveneen. 155
Hardened (Advantage) 155
Limited Medium: Limited........c.coceunee. 155
Limited Medium: Very Limited 155
Limited Medium: WallsOnly .............. S-155

Limited Medium: Soil

Maximum Distance 1” UMA130
The Ultimate Martial Artist........one e UMA130
-U-
UNCONTOHEA (AGVANTAGE).......c.creeeeeeeieeeeetsisee ettt Senessbsessbats bbb e b s b st 175
Basic Cost
Usable ONn Others: UOO (ATVENTAGE)..........cueerirerrieerieeesieessesssssese s ssesessesssssssssssns sesssssssssssssessssessssessssssssssssssssssns 176-178
USADIE BY OLNEIS......oiecciieieicieee s sans
Usable Simultaneously
Usable AS AEACK: UAA ...ttt ses FLo e 176-177
RANGEM. ...ttt en s +1/2 MOr€ ..o, 173,176
2X TargetS OF 2X MESS.....cccireeceeireressiesssesssssesssssessssesssssessssssssessssssssessssssssens +1/4 MOre* ..., 176
Line Of Sight Not Needed After Initial USe.......ccccccvvevvceevevesereceeseninns Buy Persistent With UOO.176
-V-
Variable Advantage (AGVANTAGE) ........ccouiurerrirereririrenesisesesesesesesesesssesesssssssssssssssesssssssssss sssssssssssssssssssssssssssssssnsssssasns

Basic Cost Is Half The Amount Of Advantage Points Required

The Ultimate Martial Artist
Variable Limitations (Limitation)....................

Basic Cost Is Half The Amount Of Limitation Points Required
Variable Power Pool: VPP (POWEr FramMEWOIK)........cviiieeerureeeerssesesieisessssessssssssssns sssessssssssssessssssssssenssnses

Powers Can Be Changed As A Half-Phase ACtion.........c.ccooveeeevenecnnennnns

Powers Can Be Changed AS A Zero-Phase ACtiON........c.ccveneeeneeeenernenns

NO SKill RO REQUITED ... ssssessssessssessssssssssssssssesnnes

Cosmic: Zero-Phase Action, No Skill Roll Required..........ccoeveeeerrencenene.

VPP Can Only Be Changed Between Adventures: Takes Days

VPP Powers Can Be Changed Only In Given Circumstance............c.c....

Character Has No Choice Regarding how Powers Change..........c.coceueue..

Slightly Limited Class Of Powers Available............cccocccevvecccnescceivencnen,

Limited Class Of Powers Available ...

Very Limited Class Of Powers Available..........cocooeevvncccneneccesenecenn,

Can Only Be Changed In A Laboratory ........cccoeeevveneeensneneseessessssesnesssneens

Need Bulky Spell Book To Change SPellS .....ccveecevencceereresereeseeneenas

Powers May Only Be As Powerful As Target’ S POWES'S .......cccceveveverrenenns

VPP MimiCS Target’ S POWENS ........covvreiireerineeerreresnereisessssesseesseessesessssessssenns
Variable Specia Effects (Advantage)

Limited Group Of SpecCial EffectS........ooocveveeninninneenecneeeneereens

Any Special Effect
Visible (Limitation)...........ccoeeneeen.

BaASIC COSL.....ucureeeueerereneie ettt sttt



