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 Introduction Awesome Powers is a supplement for the BASH!
 Ultimate Edition RPG. Inside, you will find new Powers,
 new Enhancements, new Limitations, and new ideas to
 incorporate into your BASH! campaigns.
 Chiefly, this product is designed to allow you to create
 characters with themes, making use of pre-designed
 powers. You can use these powers for inspiration, or
 you can even create your character by rolling for
 powers at random. As the Awesome Powers library
 grows, so will the list of available powers. You may
 already be familiar with Awesome Powers #1, which
 covers Elemental Powers, Awesome Powers #2
 covering Mechanical Powers, or Awesome Powers #3
 covering Spatial powers.
 Each of the powers presented here explains how to
 replicate the power described as closely as possible
 using the existing BASH! Ultimate Edition rules. In
 Awesome Powers #4, we present to you two themes,
 or Power Suites: Force and Gravity. Future
 supplements will include Plant, Animal, Sorcery,
 Psionic, and various other Power Suites.
 Timothy LeMaster (order #6399050)

Page 4
                        

3
 Notes Enhancements and Limitations: In this document,
 Enhancements will be written in [square brackets], while
 Limitations will be written in <angle brackets>. This saves
 space in writing and clearly defines them as separate.
 Knock-Back: Knock-Back will sometimes be abbreviated as
 “KB”.
 Power Suites This volume introduces the concept of “Power Suites” to
 BASH! Ultimate Edition. A Power Suite is a collection of
 powers that follow a common theme. They are put together in
 this way to help you quickly create a character with a certain
 theme and powers to match.
 Each suite begins with a brief description of the type of
 powers it contains. Each also has keywords that might help
 you come up with an idea for naming your character. There is
 also a list of Power Suites that closely related to the existing
 Power Suite, which you might also consider adding to your
 character. For instance, a character with a magma theme
 might have Earth and Fire Suite powers. Some Power Suites
 also include some ideas of typical Weaknesses that a
 character is likely to possess. Lastly, some Suites can be
 explained in more than one way, so we’ve presented some
 “Re-Skinning Ideas” that will allow you to change the
 description of how the powers work, without affecting what
 they do mechanically.
 Facets Some Power Suites are subdivided into multiple Facets. A
 Facet is an aspect of a Power Suite. For instance, the Luck
 Suite contains a Good Luck and a Bad Luck Facet. It is
 possible for a character to have powers from just one or from
 several Facets within the Power Suite. These distinctions are
 here to help you customize the character.
 Suites & Multi-Powers Each Power Suite listed in this volume has a number of
 powers, divided into three categories: Offensive Powers,
 Defensive Powers, and Utility Powers. Within each of these
 are several powers for that Power Suite. Any power in an
 individual category within the Power Suite may be part of a
 Multi-Power with any other power in that same category for
 only 1 point. You can also put powers from a Related Suite
 inside a Multi-Power. An X Mastery-based power may also
 always be considered in the same category as any power in
 the same Suite.
 Some Power categories within Power Suites have been
 further subdivided for ease of use, and to avoid redundant
 powers. For instance, in the Offensive Category, there are
 Destructive, Disabling, and Miscellaneous as subcategories.
 These subcategories have no effect on Multi-Powers; they
 are simply to help organize powers.
 Power Write-Ups Many of these powers are based directly on powers that
 already exist in BASH! Ultimate Edition. The point here is to
 help you come up with new creative ways to use those
 powers. There are also some powers that are completely
 new, and some that work differently from the power that it
 was based on.
 Reading the Write-Ups: Each power is written in a certain
 manner. This key will help you to make sense of what you
 are reading.
 Cost: This explains the point cost of the power. In some
 cases, it will give a flat number or range of numbers. In other
 cases, it will list (Level) as a factor. This means 1 point per
 level in the power (as a base cost). In addition to this, Area or
 Range might be listed, meaning that the point cost of Area
 and Range (if any) needs to be added as well. Finally, if there
 are any inherent Enhancements or Limitations on the power,
 those are also taken into consideration. In some cases,
 where things cancel each other (like an Enhancement or
 Limitation) it is not noted at all in the point cost (no sense in
 confusing people).
 Notes: Any special notes that need to be added to better
 explain the power.
 Based On: This explains how the author came up with the
 power using existing powers from BASH! Ultimate Edition.
 Any Enhancements or Limitations that are specified against
 particular powers also work on any powers “Based On” those
 powers. For example, if a power that gives “Extra Effect vs.
 Armor” would work against the “Rocky Shell” power, because
 that power is Based On Armor.
 Descriptive Text: Each power has a brief prose description
 of the power in use, written in italics.
 Mechanics: Explains how the power works in terms of
 BASH! Ultimate Edition game mechanics.
 Common Enhancements: These are Enhancements that
 are not mandatory for the power, but are often paired with it.
 Common Limitations: These are Limitations that are not
 mandatory for the power, but are often paired with it.
 Common Stunts: This is a Power Stunt that is frequently
 used with this power.
 Alternative: This explains a variation that you might make to
 the power.
 Pairs Well With: This is a power that is often taken in
 conjunction with this power, because they work well when
 combined.
 Requisite: This is a power, Advantage, or Disadvantage that
 is required to take the power described.
 Timothy LeMaster (order #6399050)
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 Creating New Powers While the list of effects covered by the powers in
 BASH! Ultimate Edition and Awesome Powers may be
 able to cover just about anything you could think of,
 there are certainly many things we didn't think of
 already. For this, you may want to design your own
 powers. Doing so is as simple as answering a few
 questions.
 Is it similar to any powers that already exist?
 Which Power is most similar to what you want to
 make? Does the power you want do less, or do more
 than the existing power?
 If it does less than an existing power, could you
 simply build this by adding a Limitation?
 For example, if you wanted a Levitation power, you
 might notice that Flight is already similar, but less
 limited than the power you want. You could simply
 make it be Flight 2 <Situational: Only Vertical
 Movement>.
 If it does more, can it be accomplished by simply
 adding an Enhancement to an existing power?
 For instance, if you have some sort of rotating buzz-
 saw like shield, you might take Deflect [Extra Effect:
 can “reflect” damage on Hand-to-Hand attacks as well
 as ranged].
 Can it be accomplished by combining two existing
 powers?
 For this, you can simply use the Linked Enhancement.
 For instance, if you want an attack that stuns an
 opponent while it injures them, you can Link Daze with
 Special Attack.
 Is it vaguely similar to another power, but about
 equal in strength or usefulness?
 If it doesn’t do more or less, but is about equally as
 powerful, albeit different, maybe you just change
 some of the wording for the power. For instance, the
 Impossible Balance power was created by taking a
 similar power – Water Walking – and applying it to
 enable you to walk on solid surfaces that are very
 skinny, even if they cannot support your weight.
 Is it stronger in some ways, but weaker in others
 than an existing power?
 If not directly able to just limit or enhance an existing
 power, maybe you can increase or add one aspect to
 the power while reducing or eliminating another
 aspect.
 Is the power completely unique?
 If the power is in no way similar to any existing power,
 you now have the task of coming up with an entirely
 new power. However, this would also involve a
 comparison between the new power and existing
 powers. If it is about equal in power to another power,
 its cost should be the same. If it is more powerful it
 should be +1 pt more expensive, and if it is very much
 more powerful, it should be +2 pts more expensive.
 Likewise, if it is weaker, it should be -1 pt less
 expensive, and very much weaker, it should be -2 pts
 less expensive. As always, the Narrator will determine
 the parameters.
 Timothy LeMaster (order #6399050)
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 Range & Area Master Charts Range There has been a slight modification to the way Range works. For powers of Level 1 or doing only 1 Damage Multiplier, there is a
 slight improvement on the existing figures, expressed in the chart below. For level or DM of 2 or greater, there is no change, but
 the range in Squares has been listed below for easy figuring. Remember, if the power does damage, use its Damage Multiplier
 when figuring range. If it does not do damage, use its level. You can use the Extra Effect Enhancement to increase the effective
 DM or Level of the power by 2 in terms of Range.
 DM or Level Close (1 pt) Mid (2 pts) Long (3 pts) Extreme (4 pts)
 1 5 SQ 10 SQ 15 SQ 30 SQ
 2 5 SQ 10 SQ 20 SQ 40 SQ
 3 5 SQ 15 SQ 30 SQ 60 SQ
 4 5 SQ 20 SQ 40 SQ 80 SQ
 5 5 SQ 25 SQ 50 SQ 100 SQ
 6 5 SQ 30 SQ 60 SQ 120 SQ
 7 5 SQ 35 SQ 70 SQ 140 SQ
 8 5 SQ 40 SQ 80 SQ 160 SQ
 9 5 SQ 45 SQ 90 SQ 180 SQ
 10 5 SQ 50 SQ 100 SQ 200 SQ
 Area Below is a chart consolidating all Area effects in a single location for ease of use in constructing powers.
 Area Type Small/Short (1
 pt)
 Medium (2 pts) Large/Long (3
 pts)
 Huge/Extreme (4
 pts)
 Burst 2x2 SQ 5x5 SQ 10x10 SQ 15x15 SQ
 Line 4x1 SQ 8x2 SQ 16x4 SQ 32x8 SQ
 Arc 4x1 SQ 8x1 SQ 15x1 SQ 30x1 SQ
 Cone 3x3 SQ 7x7 SQ 14x14 SQ 20x20 SQ
 Random Direction Sometimes an attack or effect may be out of control and move in a random direction. When this happens, roll 1d6 to determine
 the direction: 1 Short of Target, 2-3 Left of Target, 4-5 Right of Target, 6 Overshot Target.
 Unless otherwise stated, the effect goes 1d6 Squares off-target in that direction.
 Option: Random Character Creation In addition to the host of detailed powers provided by the Power
 Suites in Awesome Powers, we have also come up with a new
 method of making a character, allowing the player to roll for
 powers at random. This was created to be a fun option, however,
 not the new default method of character creation.
 When to Use the Random Powers Tables
 You don’t have to make random characters. Indeed, you might
 decide just to roll for the first power to give yourself some
 inspiration, and go from there using the point-buy method.
 Likewise, you might build a character by the standard method,
 and decide to roll just one or two powers at random to see what
 comes up. Of course, you may find yourself just enjoying making
 characters. We sure did.
 Narrators may also find they like using the Random Powers
 Tables to quickly create a Villain on the fly.
 Some Power Suites are subdivided into Facets. The Facets within
 each Power Suite can be used to focus on a particular aspect of
 the Power Suite if you wish, but it is also fine for a character with
 a broader range to use powers from any Facet within the Power
 Suite.
 When to Stop Rolling
 You get to keep rolling until you run out of character points, or you
 are satisfied with the powers generated and wish to stop rolling
 randomly. This could either be because you want to keep the
 character’s powers exactly as is, or it could be that you want to
 use your remaining Character Points in a non-random manner.
 Determining Power Suites You can either roll or choose for yourself what Power Suite you
 want to use when rolling powers randomly. As the list of Power
 Suites grows, the random Power Suite chart will grow with it.
 How Random Do You Want To Be?
 You can use the charts presented here to make a character with
 all powers in a single Suite, or you can roll a random Power Suite
 for every single Power the character has to make something truly
 random. As the library of Power Suites grows, you will find the
 possibilities grow with them.
 For a more thematic character, you might decide to roll random
 powers only for a single Power Suite. Many characters have
 powers from two or more Suites, however. The “Related Suites”
 Timothy LeMaster (order #6399050)
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 options described in each Power Suite is there to give you
 suggestions on powers that might compliment your current
 choice.
 Related Suites
 You might decide to stop rolling on the table for your current
 Power Suite, and begin rolling on the chart for a Related Suite, if
 you wish. If you want to be truly random, only do this after you
 have rolled Doubles. The Related Suite can be determined at
 random as well, simply by rolling a d6 (splitting the results as
 evenly as possible). With four possible results, roll a d6 and reroll
 5-6 (unless you have a “d4”, which you could also use) and with
 five results roll a d6 and reroll if the result is 6.
 Using the Tables Once you have determined a Power Suite to use, you can roll for
 random Powers from that Suite.
 Offensive, Defensive, or Utility Tables
 In each Suite, there are three tables (Offensive, Defensive, and
 Utility Powers). Again, you can choose to be more random in
 determining the type of Power (roll a d6, 1-2 is Offensive, 3-4 is
 Defensive, and 5-6 is Utility) or you can roll on each table equally,
 or roll only on the tables you want to use.
 Subcategories
 In order to reduce the possible redundancy of some powers,
 some categories have been further divided into subcategories. It
 also made the random powers table easier to manage. The
 Offensive Powers category has been divided into Destructive,
 Disabling, and Miscellaneous subcategories. If you want to
 randomly determine which one, see the random power table for
 your Power Suite. If you want to avoid a repetitive result, simply
 choose a different one, or roll 1d6, assigning 1-3 to one option,
 and 4-6 to the other.
 The Roll
 On each table, you roll 2d6 and multiply, doubles explode.
 Obviously, the multiplier has a very strong effect on the result.
 Higher results generally indicate more rare and potent powers.
 The multiplier you use depends on how much emphasis you want
 in Offensive, Defensive, or Utility powers for the Suite.
 The default is to roll x5 for all three tables for a Street Level Hero,
 or to roll x5 on all three tables twice for a World Class Hero.
 However, you may want to add or remove rolls based on your
 current Character Point total.
 If the Narrator agrees, the player can also choose to adjust the
 multiplier roll to be something other than x5. You can take a -1
 Multiplier to one Category to get +1 Multiplier to another category.
 You may raise a multiplier as high as x8 in this manner, or lower it
 to as low as x3. So you could choose to roll Offensive x8,
 Defensive x3, and Utility x4, if you wish. Likewise, you could
 choose to roll Offensive x7, Utility x3, and skip Defensive powers
 altogether. If you are randomly rolling for each category, you set
 the multiplier of the roll before the category is determined (so it
 really is blind luck). Simply roll 1d6+2 to determine a multiplier.
 Alternate Rolling Techniques
 If you want the excitement of random powers while retaining more
 creative control, the Narrator might allow you to roll twice and
 take the result you prefer. This method is recommended for
 Mystery Men and Street Level Heroes as they will be getting
 fewer powers in general, so it improves their odds of getting
 something they want.
 Reading Your Results and the Table
 When you roll the dice and multiply, your random power is
 determined by the table. So if you are using the Earth Suite
 Offensive Powers table, and roll 9-15, you get Ooze, 16-20 is
 Liquefaction, etc.
 In the case of a repeated result, choose between the next nearest
 powers to your roll that you do not already have. You can either
 choose which of the two powers you want, roll a d6 (on a result of
 1-3, you take the lower value, 4-6 you take the higher value), or
 take the one that is closest to your own roll.
 Example: Shannon already has the “Stalagmites” power, and
 rolled a 45. She now gets to choose between Sandstorm (35+)
 and Stalactite Missiles (50+). The Narrator says she can choose
 for herself, and she goes with Stalactite Missiles because it fits
 the theme. She could have also rolled a d6 to pick the winner.
 Next time, Shannon rolls a 55. Because she already has
 Stalactite Missiles (50+) she takes the next nearest available
 power on the chart, Chasm (60+).
 In the case of a similar result, choose whichever of the two
 powers you prefer, and then delete the unwanted one. You can
 then roll again (this roll doesn’t count).
 For Example: Russ already has the “Air Walk” power. He then
 rolls on the table and gets “Flight”. He decides that he would
 rather have Flight for his character, and erases Air Walk. He then
 rolls again on the table.
 Once you have your power determined, spend Character Points
 on the power as you like.
 Recommended and Mandatory Powers
 Before rolling for Powers of a certain category, you automatically
 gain any Mandatory Powers for that category. If there is a
 Recommended Power for the category, you can always elect to
 take it before rolling.
 Common Enhancements and Limitations
 You can always choose to take a Common Enhancement or
 Limitation listed with the power you rolled. In fact, you can add
 your own Enhancements or Limitations as well; these are merely
 suggestions.
 Pairs Well With X
 You can always choose to take a power that Pairs Well With the
 one you rolled. Doing so counts as a roll on the appropriate table.
 Rearranging with Linked and Multi-Powers
 You may decide after you have rolled that some of the powers
 would work well in a Multi-Power together or Linked together. This
 will probably save you some Character Points; just remember that
 those also limit the versatility with which the powers may be used.
 Timothy LeMaster (order #6399050)
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 Fleshing Out the Character Be Creative and Customize
 Once your powers are rolled, feel free to be creative in
 interpreting how they work, adding Limitations and
 Enhancements, or even re-skinning how the power functions. You
 also get to come up with a creative story as to how all these
 different powers work together. It’s very possible for two players
 to roll up very similar powers and come up with completely
 different stories! One Electricity Suite character might be a
 scientist who was caught in an accident during a high-voltage
 experiment, while another is a robot.
 Buying Stats
 You could also decide to roll your stats randomly, but it may make
 sense to roll for your powers randomly, then buy your stats in a
 manner that you feel makes sense with the powers you have
 ended up with. For example, if you randomly rolled a lot of powers
 based on Mind, you might not need a randomly high Brawn and
 low Mind; it could even spoil your character.
 If you are determined to roll Stats at random, use the chart below
 based on the Scale for which you are trying to create a character.
 A result with “+H” indicates that the Heightened Power should be
 purchased for that Stat.
 Random Stats Table (Roll 2d6 x1)
 Roll Mystery
 Men
 Street
 Level
 World Class
 3 0 1 1
 4 1 1 1+H
 5-6 1+H 1+H 2
 7 2 2 2+H
 8-9 2 2+H 3
 10-11 2+H 3 4
 12+ 3 4 5
 Advantages, Disadvantages, and Skills You should also choose Advantages and Disadvantages that fit
 the themes you’ve created with your character. For example, if
 you create an Electricity Suite Hero, and you decided the
 character is a robot, you would give the character the “Unliving”
 Advantage. If you decided the character is a brilliant inventor who
 created a hyper-electric battle suit, you would probably take the
 “Gadgeteer” Advantage and the “Normal” Disadvantage. If the
 character were a thunder god from another time or dimension,
 you might take the “Immortality” Advantage and the “Outsider”
 Disadvantage.
 The same logic applies to skill choices. Choose skills that make
 sense for the background you have determined. The scientist
 would have the Science skill, and probably Technology as well. A
 thunder god from a magical realm would probably have Occultism
 skill, and so on.
 Random Power Suites Roll 1d6 on the table below if you want to determine a Power
 Suite at random.
 Random Force/Gravity Power Suite Table
 Roll Suite
 1-3 Force
 4-6 Gravity
 You may also want to roll to determine just how many Power
 Suites (and powers from each) the character should have.
 Random Power Suite Table
 Roll Suite
 1 One major Suite (roll 6 times for one)
 2 Two minor Suites (roll 3 times for each
 one)
 3 One Major, One Minor (roll 4 times for
 one, roll 2 times for the other)
 4 Three Minor (Roll 2 times for 3 Suites)
 5 Two Major (roll 4 times for each)
 6 One Major, Two Minor (Roll 4 times on
 major, 2 times each on two minor)
 Timothy LeMaster (order #6399050)
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 Force Random Powers Note: First choose a Facet for this Suite.
 RANDOM FORCE FACET TABLE (Roll 1d6)
 Result Facet
 1-2 Kinetic Energy
 3-5 Hard Light
 6 Any (roll randomly each time)
 RANDOM KINETIC ENERGY OFFENSIVE POWERS
 Result Power
 9+ Force Wave
 20+ Kinetic Impact
 30+ Kinetic Charge
 RANDOM HARD LIGHT OFFENSIVE POWERS TABLE
 Result Power
 9+ Force Blast
 20+ Force Net
 30+ Force Vise
 40+ Force Wave
 50+ Force Weapon
 60+ Tractor Beam
 RANDOM KINETIC DEFENSIVE POWERS TABLE
 Result Power
 9+ Force Immunity
 20+ Kinetic Infusion
 30+ Kinetic Block
 40+ Kinetic Feedback
 50+ Kinetic Absorption
 60+ Kinetic Mind
 70+ Kinetic Rebound
 RANDOM HARD LIGHT DEFENSIVE POWERS TABLE
 Result Power
 9+ Force Immunity
 20+ Force Cage
 30+ Force Armor
 40+ Force Shield
 50+ Force Field Projection
 RANDOM HARD LIGHT UTILITY POWERS TABLE
 Result Power
 9+ Sense Force
 20+ Force Flight
 30+ Living Force
 40+ Sculpt Force
 Gravity Random Powers Note: First choose a Facet for this Suite.
 RANDOM FORCE FACET TABLE (Roll 1d6)
 Result Facet
 1 Low-G
 2-3 High-G
 4-6 Any (roll randomly each time)
 RANDOM LOW-G OFFENSIVE POWERS TABLE
 Result Power
 9+ Slow G
 20+ Antigrav Blast
 30+ Fall Up
 40+ Graviton Bombardment
 50+ Gravity Capture
 60+ Gravity Well
 RANDOM LOW-G UTILITY POWERS TABLE
 Result Power
 9+ Gravitic Flight
 20+ Gravitic Strength
 30+ Gravitikinesis
 40+ Gravity Mastery
 RANDOM HIGH-G UTILITY POWERS TABLE
 Result Power
 9+ Gravity Boots
 20+ Gravitic Strength
 30+ Gravity Sled
 40+ Gravitikinesis
 50+ Gravity Mastery
 60+ Worm Hole
 RANDOM KINETIC UTILITY POWERS TABLE
 Result Power
 9+ Sense Force
 20+ Kinetic Sprint
 30+ Kinetic Leap
 40+ Kinetic Speed
 50+ Kinetic Strength
 RANDOM HIGH-G OFFENSIVE POWERS TABLE
 Result Power Notes 9+ DISABLING Roll 1d6 for Type
 1 Slow G
 2 Gravity Well
 3-4 Gravity Capture
 5-6 Heavy Burden
 25+ DESTRUCTIVE Roll 2d6 x1 for Type
 3-5 Fall Up
 6 Mass Augmentation
 7 Heavy Hand
 8 Graviton Bombardment
 9 Collision Course
 10 Crushing Gravity
 11-12 High-G Field
 13+ Black Hole
 RANDOM GRAVITY DEFENSIVE POWERS
 Result Power
 9+ Gravitic Immunity
 20+ Inertial Dampener
 30+ Gravitic Awareness
 40+ Gravitic Repulsion
 50+ Graviton Halo (High-G Only)
 Timothy LeMaster (order #6399050)
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 New Advantage: Membership Membership: You are a member of an important, powerful,
 or secret organization that has a great deal of influence and resources you can utilize. The organization has its own Perks and Drawbacks that you can work out with the Narrator using an agreed upon budget of Perk points.
 Membership Perks You’ll notice that many of the Perks for Membership to a group resemble existing Advantages in BASH! Ultimate Edition. This is intentional. There is a very important distinction between a character’s own Advantage and a Perk of Membership. A Perk is something that is only tied to the group that provides it; an Advantage can be used as the Hero (or Villain) sees fit. Your own personal Super Vehicle can be used whenever and however you wish, while a Membership Perk allowing you use of Vehicles can only be used on group business. To explain by way of a mixed metaphor, a Membership Perk is like an Advantage with a Situational Limitation on it, that it can only be used on group business.
 Abusing your Perks may result in the Narrator awarding you Setbacks, and also may include consequences from the group itself, which may suspend or revoke your Membership or otherwise put you on probation.
 Note that not all people with Membership in a group need to have the same Membership Perks. Someone has to be in charge, for example, and being In Command of an organization is a Perk of its own.
 Some Perks can be worth a range of Perk Points. In these instances, the number of Perk Points each is worth is given in a list with some examples following the Perk.
 Advanced Research: Your group has a team of
 researchers, or maybe one resident genius who can give advice, assist in experiments, do analysis, make repairs, and, on occasion, lend mission-critical prototype equipment. The Advanced Research staff has x3 in Science, Computers, and Technology.
 When the plot calls for it, the Narrator may have the Advanced Research staff have a piece of equipment for the Heroes to use for a specific mission. For instance, if the Heroes must take down a creature with a weakness to sonics, the Advanced Research staff may be able to lend the Heroes prototype sonic blasters for the Issue.
 Backup: You have access to backup for difficult situations.
 1 Competent Infantryman, Minor Security Bots 2 Skilled SWAT team, Commandos
 3 Elite Ninja, Sidekicks
 4 Super-
 Powered
 NPC Heroes/Villains, Major Security
 Bots
 Contacts: This works just like the Contacts Advantage, but
 is limited to people or groups that would have contact with your group. These are not personal contacts, but group contacts.
 Equipment: Your group furnishes all members with this
 perk with access to certain equipment. This equipment does not need to be “paid” for with Character Points, and should be worked out with the Narrator
 1 Common Regular firearms or hand weapons,
 Kevlar vests, communicators,
 handcuffs 2 Uncommon Restricted weapons (full-auto,
 explosives
 3 Super Energy weapons, jetpacks, personal
 force field belts, flight rings
 Headquarters: Your organization has a building (or
 buildings) it can work from. You can have this Perk multiple times (in case you want Offices and Safe houses), or you can take the 5 Perk Point version and have all of the above.
 1 Safe House
 Your group has a small apartment or house where you
 can lay low when things get too hot. There is one such
 safe house within two hours of your location wherever
 your organization has influence. It doesn't have any
 special defenses or resources. Its main feature is it is
 difficult for enemies to find. 2 Office
 Your group has an office building, staffed with trained
 employees, security personnel, and stocked with all the
 necessary computers and other office equipment it would
 need. If your organization is nationwide, it has an office in
 every state or province. If it is worldwide, it has offices in
 every friendly country. If it is beyond Earth, it might have
 an office on numerous planets.
 3 Super Base
 Your group has a veritable fortress, defended by high-tech or magical means. This is bought almost identically to the Headquarters Advantage. The points of the Super Base depends on the influence of your group, rather than the character points of the members. A citywide group would have 13 pts of Headquarters Powers. A nationwide group has 22 pts. An interplanetary group has 30 pts. A group with limited influence would have 10 pts.
 4 All of the Above
 Your group has a Super Base, Offices, and a network of
 Safe Houses.
 Intelligence Network: Your group has gathered information
 from all over its area of Influence, and also a bit beyond it, either through surveillance, hacking, magic, or good old fashioned espionage. The Narrator can use the Intelligence Network to feed you information and hints. When you want to consult your group’s intel, and the Narrator decides there is a chance the Intelligence Network might know something, roll 2d6x3. On a 20 or better, the Intelligence Network has some information on what you are seeking. On a 30 or better, it has more detailed information, and on a 40 or better, it has excellent information. The Narrator is free to declare no roll is possible, however, in certain instances. It is also possible for an Intelligence Network to be wrong, or fooled by false information.
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 Police Powers: Your group has the legal authority to
 conduct investigations, interrogations, and arrests wherever they have Influence. As such, it is also required to comply with the law. You may only use these powers on official business for your group, and abusing this power can result in you losing it, or ultimately being expelled from the group.
 Rank: Someone has to be in charge of your group. Some
 characters have a more important place within the organization. People with less Rank are inclined to listen to you, and your rank may entitle you to extra information from the group (which you might be responsible to keep classified).
 1 Veteran
 You have some years under your belt and have some
 level of seniority within the group. Example: Police
 Sergeant or Detective. 2 Highly Ranked
 You are one of the top officials within the organization.
 You may even be second or third in command. Example:
 Police Inspector.
 3 Commander
 You run the organization. Example: Police Chief.
 Slush Fund: Your group gives you access to a supply of
 emergency funds that you can spend on group business. This money is carefully accounted for, and abuse will result in loss of access to the slush fund and possible termination.
 Teamwork Training: This Membership Perk is mainly for
 super teams, rather than other groups. It allows the members of the team to better coordinate and pull off maneuvers and also to share Hero Points. Whenever a character with Teamwork Training is using Teamwork (see BASH! Ultimate Edition, page 22) with another character with this Membership Perk, they get a +1 Dice Bonus to resolve all actions as part of the Teamwork action (in addition to any other benefits). Characters with Teamwork Training can also spend Hero Points on the behalf of any other member of the same group who also has this Membership Perk. This works so long as the characters can see or hear each other. This last aspect is somewhat like the Leadership Advantage, but does not grant any free Hero Points, and does not double the value of Hero Points spent. A character with Leadership Advantage and Teamwork Training gets 10 Team Hero Points instead of 5.
 Untouchable: Similar to the Villain Advantage of the same
 name, this is mainly taken by criminal organizations. Your organization seems to always avoid punishment for crimes. If you are arrested while on group business, you will be out on the street within 24 hours. However, if you make use of this Membership Perk too often, the group may consider you a liability and decide to cut its losses…
 Vehicles: Your group furnishes members with access to a
 vehicle. They type of vehicle is dependent upon the group. Some groups may furnish multiple vehicles you can choose from. Add +1 Perk Point if you can use a variety of vehicles.
 1 Common Cars, motorcycles 2 Uncommon Helicopters, airplanes, boats
 3 Super Submarines, tanks, spacecraft, and
 super-vehicles)
 Membership Influence Influence is something that is measured for all groups that use the Membership Advantage. It is an expression of how far the group’s reach extends, and where you might be able to access its Perks. For instance, if your group has citywide influence (over the city of Megapolis) and Contacts, you could realistically use it to know somebody in the Megapolis Police Department. However, if you have traveled to Diesel City, your group’s Contacts would not realistically be helpful there (their influence does not go beyond Megapolis).
 Influence costs Membership Perk Points. It is different from all other Membership Perks, however, in that it is not optional. The Narrator should keep this in mind when determining a budget of Perk Points for a group.
 0 Limited
 Your organization commands little authority, or only within
 a very small niche or a particular neighborhood. It might
 also be that not many have heard of it. This choice might
 be appropriate also for a very powerful organization that
 is based entirely in another dimension or planet with little
 influence on Earth. 1 Citywide
 Your group has connections throughout one particular city
 and its surrounding environs.
 2 Nationwide
 Your group has connections throughout its home country.
 3 Worldwide
 Your group has connections around the world.
 4 Interplanetary
 Your group has connections on multiple planets (although
 Earth might not be one of them).
 Membership Drawbacks Any group that has the Membership Advantage assumes certain responsibilities on the part of the member. The member has some degree of obligation to the group. This may entail writing reports, paying dues, or being assigned tasks by the group, as well as generally abiding by the group’s rules and regulations. These responsibilities are assumed to come with Membership. Beyond these obligations, however, the group may have some problems of its own.
 For every Drawback your group has, you get one Membership Perk Point for free.
 Clandestine: The general public either doesn’t know your
 organization exists, or your organization does all it can to keep its activities under wraps. For this reason, you must conduct all your group business secretly and discreetly as possible. It means you will seldom make use of Perks that might bring attention to the group. When you do bring unwanted attention to the group, you gain a Setback—and the group may have consequences of its own for you.
 Distrusted: Assuming the organization is legal (if not, see
 Unlawful), it may nevertheless be distrusted by the general public. This might make doing one’s job within the organization difficult when interacting with the public is necessary (-2 Dice Penalty). If you are using Fame rules, any activity engaged in is automatically worth 1 more point of Infamy, and 1 less point of Acclaim.
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 Enemy: This could be an individual Hero or Villain, or it
 could be another organization. You can take this Drawback multiple times for your group, adding up to 3 Perk Points (you are free to take more than three Enemies if you wish, however).
 Mole: There is a traitor within the group, feeding information
 to the enemy. At the right time, their treachery will be revealed.
 Narrator's Secret: The Narrator chooses (or creates) a
 Drawback for the group, but keeps it secret. At the right time, all will be revealed—by then, a lot of damage may have been done.
 Powder Keg: Your group is sitting on top of a very
 dangerous situation that could potentially lead to disaster. This might include having a prison full of dangerous Villains, a sentient super-computer that is becoming resentful and/or insane, or a gateway to a dangerous dimension. For now, it is under control—but potentially, it can be a disaster.
 Unlawful: Your group is illegal. Whether it is a true criminal
 syndicate or unjustly pursued by corrupt officials, your group must evade contact with the authorities or risk arrest.
 Sample Membership Groups Local Criminal Empire: Slush Fund, Equipment 2
 (Automatic weapons), Contacts (Underworld, corrupt officials), Headquarters 1 (Safe House), Backup 1 (Competent). Influence 1 (City-Wide). Drawbacks -2 (Unlawful, Enemy [Local Street Level Hero]). 5 pts.
 Local Police Force: Vehicles (Police Cruiser, Motorcycle),
 Police Powers, Equipment (Kevlar Vest, Handcuffs,
 Handgun, Nightstick, Flashlight, Radio), Backup
 (Competent), Influence 1 (City-Wide). 5 pts
 Global Police Force: Slush Fund, Backup 3 (Elite),
 Equipment 3 (Super), Vehicles 3 (Super), Police Powers, Contacts (UN, US Gov’t, World Class Super Teams), Headquarters 5 (Super Base, Offices, and Safe Houses), Intelligence Network, Influence 3 (Worldwide). Drawbacks -4: (Enemy [Global Terror Network], Powder Keg [Super Prison inside its base], Mole, Distrusted). 17 pts
 Intergalactic Police Force: Backup 4 (Super-Powered),
 Headquarters 3 (Home Planet), Police Powers, Intelligence Network, Influence 4 (Interplanetary). Drawbacks -4: Powder Keg (Headquarters is also a prison full of the universe’s most dangerous criminals), Enemies 3 (Intergalactic Villain Team, Evil Star Empire, Ex-Member seeking revenge). 9 pts
 World Class Super Team: Equipment 1 (Communicators),
 Vehicles 3 (Team Jet), Police Powers, Contacts (Global Police Force, FBI), Headquarters 3 (Super Base), Influence 2 (Nationwide). Drawbacks -3: Enemies 3 (Various Super Villains). 8 pts
 Intergalactic Super Team: Equipment 3 (Flight Rings,
 Force Field Belts, Energy Weapons, Telepathic Communicators), Vehicles 3 (Super; starships), Headquarters 3 (Star Base), Teamwork, Influence 4 (Interplanetary). Drawbacks -1 (Enemy [Intergalactic Villain Team]) 13 pts
 Secret Powerful National Government: Equipment 3
 (Advanced/Magic weapons), Vehicles 3 (Super), Headquarters 3 (Capital), Contacts, Intelligence Network, Advanced Research. Influence 3 (Worldwide). Drawbacks -3 (Clandestine/Distrusted, Mole/Enemy [A criminal from the secret nation], Powder Keg (The nation is keeping itself secret for a reason) 12 pts
 New Disadvantages Non-Combatant: A character with this Disadvantage is
 completely unskilled in combat. The character takes a -2 Dice Penalty to all combat rolls, including Priority, To Hit, Damage, Defense, and Soak.
 New Enhancements Unless otherwise marked, assume each of these Enhancements is worth 1 point. Affects Area 1-5 (1-5 Points): This is a replacement for the
 Area Enhancement to clarify its function. The Enhancement is specifically for adding the “Area” descriptor to powers that otherwise do not allow it.. 1 point in the Affects Area Enhancement will allow a power to affect only one Square. Affects Area 2 allows you to affect a Small Area. Affects Area 3 allows you to affect a Medium Area. Affects Area 4 allows you to affect a Large Area, and Affects Area 5 allows you to affect a Huge Area. Choose one type of Area when you add this Enhancement to a power. Affects Range 1-5 (1-5 Points): This is a replacement for
 the Range Enhancement to clarify its function. The Enhancement is specifically for adding the “Range” descriptor to powers that otherwise do not allow it. 1 point in the Affects Range Enhancement will allow a power to affect only two squares away. Affects Range 2 allows you to affect a Close Range. Affects Range 3 allows you to affect Mid-Range. Affects Range 4 allows you to affect Long Range, and Affects Range 5 allows you to affect Extreme Range. Target Exclusion: This Enhancement generally applies to
 powers that cover an area. You can choose to exclude some potential targets (like your allies, hostages, or innocent bystanders) from the effect you create. You must be aware of somebody to exclude them, however. You can exclude two targets per point of Area the power would otherwise affect. So a Medium Burst would allow you to exclude four targets, and a Large Cone would allow you to exclude six, for instance. You can spend a Hero Point to exceed this number of excluded targets for one Page. Variable 2-5 (2+ Points): This is an update to the Variable
 Enhancement, allowing you to invest additional points into it. For 1 point, Variable functions as usual, allowing you to choose where levels in a power are spent, and to transfer them into Range or Area. At 2 points, Variable allows you to have 1 point held in reserve to spend on Range or Area as you see fit. Likewise, Variable 3 allows you a pool of 2 points to set aside for Range or Area, Variable 4 gives you a pool of 3 points, and so on.
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 New Limitations Below are some new Limitations for use with your BASH! Ultimate Edition powers. The Narrator can choose to disallow any Limitation, or declare any Limitation that is too unlikely to matter as worth 0 points. For example, a character with a Gadget (Frailty) Limitation to water or even acid is perfectly fine, but a Narrator might decide such a Frailty to root beer is too remote a possibility. Avoidable: This limitation usually applies to some
 Defensive power, like Immunity or Armor. An opponent can get around it by making a Called Shot to avoid it. When this happens, you do not benefit from the protective power against that attack. Permeable: This Limitation replaces the "Holes" limitation
 introduced in Awesome Powers Vol. 1. This Limitation usually applies to Force Field or Damage Shield, making it act more like a cage than a wall; or Immobilization, acting
 more like a net than an envelope. Someone can make ranged attacks at a Moderate Hindrance through a Permeable power, and can make clumsy Hand-to-Hand attacks with a Major Hindrance through it. These attacks can be made from both sides. Side Effect: While you are using this power, you also have
 an undesirable side effect. Usually, this is something on a par with a Weakness or Susceptibility. While the power is turned on, you might take double damage from a particular source, take double Knock-Back, become Vulnerable to a certain item, etc. Any negative Side Effect to a power lasts until your next Panel after it has been deactivated.
 .
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 Force Suite The Force Suite gives a character the power to manipulate raw energy called force. Facets: Kinetic Energy, Hard Light
 Name Ideas: Pow, Boom, Invisible, Choose a Color or Gemstone (this color is the color of force energy you produce)
 Related Suites: Light, Sound, Power Armor, Telekinetic
 Force Blast Hard Light Facet Only Cost: Level (1-5) +2, +Range, Area
 Based On: Special Attack [Linked: Push]
 You slam your opponents with concussive force, bowling them over. Mechanics: This power works like Special Attack for
 determining to hit and damage, and is made up completely of force energy. This Force Blast has an especially strong shockwave, causing double the damage in Knock-Back to targets. Common Enhancements: Unseen (2 pts), Variable
 Force Net Hard Light Facet Only Cost: Level (1-3) pts + Range, Area Based On: Immobilization
 You wrap the targets up in a binding of pure force, holding them fast. Mechanics: This power functions like Immobilization by
 enveloping the target in pure force energy. Common Enhancements: Linked: Force Vise Common Limitations: Permeable (like a true net)
 Force Vise Hard Light Facet Only Cost: Level (1-5) pts + Range, Area Based On: Continual Damage You squeeze your target in a crushing ring of force. Mechanics: This power functions like Continual Damage by
 directly crushing the target with force. If this is Linked with Force Net, the net itself constricts the target. Otherwise, a ring of force wraps around their rib cage, throat, or some other area to be crushed. Common Enhancements: Linked: Force Net
 Force Wave Cost: Level (1-5) pts + Range, Area (Usually Line or Cone) Based On: Push You project a wave of pure force towards targets, sending them sprawling back. Mechanics: This power functions just like Push by directing
 energy to move targets back. A Kinetic Energy Facet user might clap their hands or stomp their foot to do this. Common Enhancements: Unseen (2 pts), Variable
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 Force Weapon Hard Light Facet Only Cost: Level (1-5) pts Based On: Special Attack You produce a glowing weapon of pure force from your hand that you can wield. Mechanics: Each level in this power either gives you a +1
 Multiplier bonus to Hit or +1DM of damage to your Hand-to-Hand attacks (you choose which when you first take this power). Because it is based on a form of energy and also a Hand-to-Hand attack, you can choose to use Brawn or Mind to determine the base damage. Common Enhancement: Reach (for spears or whips)
 Kinetic Charge Kinetic Energy Facet Only Cost: Level (1-5) +1 pts Based On: Special Attack [Variable] You can charge objects you touch with kinetic energy and cause them to explode. Mechanics: This power functions just like Special Attack, by
 filling an object with intense kinetic energy and detonating it. Most of the time, these are small objects you keep on your person (coins, playing cards, pebbles) that you can throw. You also can directly charge an inanimate object with explosive power by touching it. Common Enhancements: Delay, Extra Effect vs. Inanimate
 Objects
 Common Limitations: Fading, Gradual, Energy Cost, Warm-Up
 Kinetic Impact Kinetic Energy Facet Only Cost: Level (1-5) +1 pts Based On: Special Attack [Doubles: Secondary Power: Push] You can charge your fists or handheld weapons with kinetic energy, making them hit with great force. Mechanics: This power functions just like Special Attack,
 adding +1 Multiplier To Hit, or +1DM per level to a Hand-to-Hand attack. The damage can be based on Brawn or Mind. When the attack or damage roll comes up Doubles, the amount of Knock-Back can be doubled in lieu of exploding the dice. Instead of channeling the power into your fist, you can also channel it into a hand-held weapon. This increases the To Hit and Damage multipliers for the weapon appropriately. It does not stack with Weapon Technique; use whichever is higher for To Hit and Damage respectively. Example: Kinetic has Brawn 2, Agility 2, Weapon Technique 2 (Staff), and also Kinetic Impact 4. His Weapon Technique gives him +2 Multiplier To Hit with the staff and Kinetic Impact gives him +4DM with the staff. A staff normally does x2+10 damage, but when he uses Kinetic Impact, it does x6+10 Damage and also has x4 To Hit. Pairs Well With: Kinetic Leap, Kinetic Absorption, Kinetic Rebound. Common Limitations: Gradual, Fading, Energy
 Cost, Warm-Up
 Tractor Beam Hard Light Facet Only Note: This Power is also in the Power Armor Suite Cost: Level (2-4) -1 pts Based On: Telekinesis 2-4 <Disruption> You can remotely lift and even crudely manipulate objects using an energy beam. Mechanics: This power functions like Telekinesis of the same level, allowing you to lift objects as if your level in Tractor Beam
 were Brawn, out to a range of 5 Squares. Every 5 Squares the range extends beyond this, the effective level of the power is reduced by 1. You can use this power to attack as well, slamming opponents with objects (or into objects) using your
 Mind To Hit, and your level in Tractor Beam for Damage Multiplier. Because this power requires a contiguous beam between the user and the object, it will not function through a Force Field or a window as true Telekinesis. Likewise, if the hand, head, or other part controlling the Tractor Beam is struck, the beam is disrupted as well. Special Enhancement: Extended Range: For 1 point, you can
 increase the range increments of this power to ten Squares instead of five. Common Enhancement: Unseen (2 pts), Affects Area
 Common Limitations: Poor Manipulation
 Force Armor Hard Light Facet Only NOTE: This power is also in the Power Armor Suite Cost: Level (2) + 3 pts Based On: Armor 2 [Extra Effect vs.
 Ballistics, Linked with Deflect 2] Rather than a true suit of body armor, you are protected by an armor of pure force that both turns attacks away and absorbs the blows that do hit. Mechanics: This power works like Deflect and Armor,
 increasing your Defense and Soak multipliers by 2. Against ballistics, like bullets or grenades, your Soak has a +4 Multiplier Bonus. Power Tricks: For a Hero Point, you can make your Force Armor also act as Life Support Systems for a scene, protecting you from suffocation, vacuum, pressure, etc. Common Enhancements: Linked with Growing (your Force
 Armor becomes much larger than your body, like a giant mecha with you inside)
 Force Cage Hard Light Facet Only Cost: Level (1-5) -1 pts +Range, Area Based On: Force Field <Permeable> You surround a target with a lattice of pure force. Mechanics: This power functions as Force Field of the same
 level; the Permeable Limitation makes it so anything with less than a 6-inch dia`meter can fit through it. People can attack through it (with a Moderate Hindrance at range, a Major Hindrance Hand-to-Hand). Likewise, water will go through it, very small creatures (Size -3 or smaller) can fit through it, and explosive effects will go through it (creatures on the other side get a Minor Benefit on their Agility check to reduce damage). It mainly creates a barrier to prevent movement and larger objects from moving through it. Unlike a regular Force Field, a Force Cage does not require Concentration. Common Enhancements: Unseen (2 pts), Reinforceable,
 Moveable Common Limitations: Energy Cost, Charges, Immobile, Same Source (Energy Blast, Force Blast, or Tractor Beam)
 Force Field Projection Hard Light Facet Only Note: This power originally appeared in the Power Armor Suite as “Force Field Projector” Cost: Level (3-5)+1 pts Based On: Force Field [Variable] You create a force field capable of protecting yourself and allies, or trapping enemies. Mechanics: This power functions as Force Field of the same
 level; the Variable Enhancement allows for range or other
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 effects, such as walls (Arc), bubbles or domes (Burst), or a simple envelope (no area). Common Enhancements: Unseen (2 pts), Reinforceable,
 Linked: Continual Damage (Suffocation), Moveable Common Limitations: Energy Cost, Charges, Immobile, Personal, Same Source (Energy Blast, Force Blast, or Tractor Beam)
 Force Immunity Cost: Level (1) pt Based On: Immunity Force washes over you harmlessly. Mechanics: This power functions as Immunity specifically
 against the effects of force energy. It will protect against any power in the Force Suite. It does not protect against regular physical impacts, pure energy (like heat or electricity), chemicals (like poison or acid), pathogens, or anything other than raw force energy.
 Force Shield Hard Light Facet Only Cost: Level (3) +1 pts Based On: Deflect 3 [Extra Effect] You project a shield of pure force around you to block and reflect attacks. Mechanics: You can project a shield of force that functions as
 Deflect 3. Your Defense Multiplier increases by 3, and when you roll Doubles on a Defense roll, you reflect ranged attacks back at the attacker. Against Burst and Cone area attacks, the power does not raise your Defense as Deflect. Instead it adds a +3 Dice Bonus to your Soak roll against Burst or Cone damage, as the shield provides some cover against the blast. Common Enhancements: Usable on Others, Second Nature
 (the Force Shield hovers around you and works automatically;
 you don’t need to control it)
 Common Limitations: Easily Taken (if the shield is not
 physically attached to your arm). You might also lower the
 power’s level to reduce cost.
 Kinetic Absorption Kinetic Energy Facet Only Cost: Level (4) -1 pts Based On: Armor 3 <Gradual, Only vs. Physical Damage>, Resistance (Knock-Back, Pressure) The more you get hit, the tougher you get. Mechanics: This power allows you to absorb kinetic energy. It
 works like Armor, but only under certain conditions. When you are struck by a physical impact (bullets, fists, swords, hard light energy, and the like) you Soak the damage as if you had Armor 1. After this, you Soak as if you had Armor 2. If you get hit again, you Soak as if you had Armor 3 for the rest of the scene. Damage caused by pure energy (like heat or electricity), chemicals (like poison or acid), pathogens, or some other means aside from physical impact are not affected by this power at all, nor will they cause the power to increase. Because you absorb kinetic energy, your body is not easily moved or crushed. As a result, you also effectively have Resistance against Knock-Back, falling damage, and pressure
 (which would include both the crushing depths of the ocean and a wrestler's crushing attack). Suggested Enhancement: Linked with Kinetic Strength <Gradual>: You might also be able to vent some of that kinetic
 energy you've been absorbing. Doing so effectively lowers your current level in the Armor effect by 1, but increases your effective level in Kinetic Strength by 1. This effect can be repeated each page; to a maximum of +3 effective Brawn (up to a maximum of 5). The effects are cumulative, and last till the end of the scene. If you get hit again after venting energy into Kinetic Strength, your Soak will still increase. By the end of a
 scene, it is therefore possible to have both +3 Soak Multiplier and a +3 Brawn from Kinetic Absorption and Kinetic Strength. Special Enhancement: Kinetic Conversion: You might be
 able to convert the kinetic energy you absorb into other forms of energy. If you have the Energy Blast power, or a power that creates an energy Hand-to-Hand weapon (like Flame Weapon in the Fire Suite, or Lightning Weapon in the Electricity Suite,
 etc.), you can vent 1 level of the absorbed kinetic energy to improve your attack power by 1 level. Common Enhancements: Extra Effect vs. Bludgeoning
 damage. Pairs Well With: Energy Blast, Force Blast, Flame Weapon, Lightning Weapon, Force Weapon, Kinetic Rebound
 Kinetic Block Kinetic Energy Facet Only Cost: Level (2) pts Based On: Deflect 2 <Only vs. Physical Damage> [Extra Effect:
 Can Reflect Hand-to-Hand Damage] You can reflect kinetic energy with your bare hands. Mechanics: You can block physical damage in a way that functions as Deflect 2. Your Defense Multiplier increases by 2, and when you roll Doubles on a Defense roll, you reflect attacks back at the attacker. Unlike Deflect, you can reflect damage
 from Hand-to-Hand attacks back at the attacker as feedback from the physical impact shoots into the attacker. Kinetic Block only affects attacks caused by physical impact (swords, bullets, fists, force blasts, etc.). Damage caused by pure energy (like heat or electricity), chemicals (like poison or acid), pathogens, or some other means aside from physical impact are not affected by this power at all.
 Kinetic Feedback Kinetic Energy Facet Only Cost: Level (1-5) pts Based On: Damage Aura Anyone who strikes you feels a portion of their own attack! Mechanics: This power functions as Damage Aura, doing
 1DM of damage per level to anybody that hits or grabs you.
 Pairs Well With: Kinetic Block (Rolling Doubles on Defense
 means the damage was reflected with extra efficiency).
 Kinetic Infusion Kinetic Energy Facet Only Based On: Immunity 2, Gliding
 You cannot be held or moved against your will. Mechanics: By infusing yourself with stored kinetic energy, you
 cannot be subjected to effects that slow or paralyze you. When you are paralyzed or slowed, you simply release your stored kinetic energy to overpower whatever was trying to slow you down. You are not immune to all Immobilization effects; you can still be physically enveloped by webs or ice, for instance. You can spend a Hero Point (up to four of them) to get a +5 Result bonus on your attempt to break free of such traps, however, as you use stored kinetic energy to burst out. You also cannot be subjected to Knock-Back if you see it coming in time to brace yourself. If you are caught unaware, you still take half the Knock-Back you otherwise would have taken, as you slow yourself down. When you fall from a height, you can control your falling momentum, moving 4 x Agility Squares laterally as you fall to a maximum distance of 4 x the height of the fall. When you hit the ground, you slow yourself down to take no damage, as the Gliding power.
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 Kinetic Mind Kinetic Energy Facet Only Cost: Level (1-3) pts Based On: Mind Shield 1-3
 Your mind is protected from intrusion by a screen of kinetic "static". Mechanics: People trying to use mental powers on you find
 your mind difficult to locate due to psychic "static" caused by the build-up of kinetic energy in your body. Each level gives you +2 to your Mental Defense multiplier against effects that probe or attempt to control your mind. It has no effect against effects that might physically cause Daze or Confusion states, like a flash-bang grenade.
 Kinetic Rebound Kinetic Energy Facet Only Cost: Level (3) pts Based On: Bouncing Whenever you fall, you bounce back twice as high. Mechanics: You amplify and redirect your kinetic energy with every impact. This power functions exactly like Bouncing. Pairs Well With: Kinetic Sprint, Kinetic Impact
 Force Flight Hard Light Facet Only Cost: Level (1-5) pts Based On: Flight Enveloping yourself in a skin of force, you launch yourself skyward. Mechanics: This power functions as Flight of the appropriate
 level. Common Enhancement: Usable on Others, Affects Area
 (You are able to bring your friends along for the ride.) Pairs Well With: Force Armor
 Kinetic Leap Kinetic Energy Facet Only Cost: Level (1-5) pts Based On: Super Jump 1-5 Driving a burst of potential energy into the ground, you shoot into the air. Mechanics: This power functions just like Super Jump, allowing
 you to jump much further than your Brawn might indicate. As a possible 1 pt Enhancement, you can choose to have your jump distance based on Mind instead of Brawn, as it is a form of energy projection rather than muscle power. Note: An updated variant of Super Jump appeared in Awesome
 Powers Vol. 1.
 Kinetic Speed Kinetic Energy Facet Only Cost: Level (3) pts Based On: Super Speed 3 By increasing your own kinetic energy, you move faster. Mechanics: This power functions just like Super Speed 3,
 granting an extra Panel per Page, and giving you a +1 Multiplier bonus to Priority Rolls. Your second panel occurs at half the Priority of your first Panel. You can choose to give up the second Panel to instead get a +1 Bonus to your Agility for one Page. As with Super Speed, this power is Tiring by default. Common Enhancements: Second Nature Pairs Well With: Kinetic Sprint, Kinetic Leap
 Kinetic Sprint Kinetic Energy Facet Only Cost: Level (1-2) pts Based On: Super Running 1-2 Every footfall increases your forward momentum. Mechanics: This power functions just like Super Running of the
 same level by amplifying the kinetic energy of each step. Pairs Well With: Kinetic Leap, Kinetic Speed, Kinetic Rebound
 Kinetic Strength Kinetic Energy Facet Only Cost: Level (1-3) pts Based On: Boost (Brawn) By greatly increasing or decreasing the kinetic energy of objects you touch, you appear to become incredibly strong. Mechanics: This power effectively increases your Brawn by 1
 per level (up to a maximum of 5), but only for determining damage, wrestling, and lifting or throwing objects (mainly Offensive uses). It doesn’t affect Soak or resistance to Knock-Back, poisons, etc. Recommended Enhancement: Linked with Kinetic
 Absorption. See Kinetic Absorption for details. Common Limitations: Gradual (You only increase your Kinetic Strength whenever you suffer some physical impact).
 Living Force Hard Light Facet Only Cost: Level (1-5) pts Based On: Summoning You can construct creatures that seemingly come to life and obey your commands out of pure hard light energy. Mechanics: This power functions as Summoning of the
 appropriate level. The constructs you make have Level +2 distributed amongst Stats, and Level points in powers. Here is an example Living Force construct for level 5:
 FORCE LION
 Brawn 3 Agility 3 Mind 1 Powers: Claws: Special Attack 1 (+1DM) Clinging Paired Weapons (Two attacks at -1 Dice Pen. To Hit) Size 1 (+5 Result Bonus to Damage & Soak, -1 Dice Pen. Defense) 60 Hits
 Common Limitations: Situational: All summoned creatures are
 always the same color.
 Sculpt Force Hard Light Facet Only Cost: Level (1-5) pts Based On: Conjuring
 You can make objects out of pure hard light energy. Mechanics: This power functions exactly like Conjuring of the
 appropriate level. Common Enhancements: Multi-Power with Tractor Beam or Living Force. Common Limitations: Situational: All conjured objects are
 always the same color.
 Sense Force Cost: Level (1) pt Based On: Sense X You can detect the presence of hard light or kinetic energy. Mechanics: You can detect force and kinetic energy as with the Sense X power. The distance, strength, and type of force
 are immediately known to you, including whether it is natural or not. If you are familiar with a particular user of hard light or kinetic energy powers, you may even be able to identify them with a 30 Mind Check.
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 Gravity Suite The Gravity Suite gives a character the power to manipulate gravity itself. Facets: High-G, Low-G
 Name Ideas: Gravitic, Graviton, Star, Neutron, Isotope,
 Neutrino, Quark.
 Related Suites: Light, Sound, Power Armor, Telekinetic
 Antigrav Blast Low-G Facet Only Cost: Level (1-5) pts + Range, Area
 Based On: Push
 You suddenly shift the direction and intensity of gravity, sending
 targets flying away from you.
 Mechanics: This power functions mechanically just like Push
 by using gravity to make the targets “fall” away from you.
 Common Enhancements: Unseen (2 pts), Variable, Linked or Multi-Power with Graviton Bombardment. Pairs Well With: Fall Up
 Black Hole High-G Facet Only Cost: Level (5) +1 pts + Range, Area Based On: Special Attack 5 [Extra Effect in the
 Center]<Concentration> You create a small black hole, a region of super-intense gravity that annihilates anything that enters its event horizon. Mechanics: You can produce a small black hole, one of the most feared powers of gravity. This functions as Special Attack 5, doing Mind + 5DM to anything inside the Area, which is
 usually a Burst. Targets can escape the area of effect before it’s too late by making a 40 Defense or Athletics/Acrobatics check. Success indicates the targets have gotten outside the event horizon in time. Failing this, targets can try to make a Brawn check for reduced damage, as they grab onto something near the edge of the horizon and hold on, but are still harmed by “Spaghettification”, in which their body is stretched (painfully) towards the center. A 20 or better Brawn check results in half damage; a 30 or better Brawn check indicates one-third damage. A 40 or better means you manage to pull yourself clear of the area in time to avoid damage. A character with the Clinging power gets a +2 Multiplier bonus to this Brawn Check. Anyone who takes full damage from this power is moved into the center as if by Knock-Back. They stop at the center (do not keep moving once they get there). So if the Black Hole did 70 damage, the target takes 70 feet of Knock-Back towards the center. The attacker can choose to attack the exact same spot as last page. Any targets that begin in the center of subsequent attacks cannot make any roll to reduce the damage other than their regular Soak. Anyone else can try to roll Brawn again (Defense or Athletics can only be used to escape the initial creation of a black hole). Any projectiles (even lasers) fired or thrown from within the area of effect are pulled into the center and consumed. Fortunately, this attack requires Concentration, as it is incredibly powerful and difficult to maintain. The Narrator is free to disallow the Second Nature Enhancement to buy this off.
 Timothy LeMaster (order #6399050)
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 Collision Course High-G Facet Only Cost: Level (1-5) +2 pts + Range Based On: Push [After Effect: Special Attack] You cause an enemy to suddenly “fall” into your fist! Mechanics: This power is a variant of Push, but instead of
 sending the target flying away from you, they are sent hurtling towards you (in essence, it is a Push from behind). You invest levels in this effect both in Knock-Back or in a bonus to Hit. The Knock-Back effect is based on Mind. If the target takes enough Knock-Back to become adjacent to you, you may make a Hand-to-Hand attack that hits them at their heightened velocity, if you discard any remaining Knock-Back. This punch automatically strikes (since you already rolled “to hit” with the initial Push effect). The damage of this punch is
 based on Brawn, +1DM per level you invested in Knock-Back. The foe then takes Knock-Back from this attack as normal. Example: Gravitic experiments with Collision Course 4 (Close Range). She invests 1 level in to hit, and 3 levels in Knock-Back. She rolls to hit a target within range, and succeeds. She does x14 Knock-Back (4 Mind, 3 Levels in Knock-Back, doubled), easily enough to send the foe flying to her. She then punches her target, doing x5 Dmg (2 Brawn, 3 Levels in Knock-Back). Special Enhancement: Collide Together: As an
 Enhancement, you can target two opponents within range and slam them together. If you do enough Knock-Back to bring them adjacent to each other, they take damage based on your Mind +1DM per level you invested in Knock-Back. When they slam together, they stop moving, and are dropped to the ground prone in adjacent Squares.
 Crushing Gravity High-G Facet Only Cost: Level (1-5) pts + Range, Area Based On: Continual Damage
 You amplify the target’s gravity, crushing them from the inside. Mechanics: This power works just like Continual Damage by
 increasing the target’s internal gravity, crushing their body.
 Common Enhancements: Linked with Gravity Capture, in
 which case, they are crushed under their own weight rather
 than internally.
 Fall Up Cost: Level (1-5) +1 pts + Range, Area Based On: Special Attack
 Your enemies “fall up” and then suddenly crash down to the ground. Mechanics: This power functions like Special Attack (with
 damage based on Mind) by forcibly flinging targets high into the air and dropping them onto the ground. The distance they are hurled into the air is 1 building story per DM the power does. Unlike a regular fall, the targets slam into the ground instantly, as you are both reversing and then increasing their gravity very quickly. Alternatively, you can use this power to fling objects at flying targets, or simply bring a flying opponent crashing to Earth with the pull of intense gravity.
 Graviton Bombardment Cost: Level (1-5) +4 pts Based On: Special Attack [Variable 4] You shoot enemies with high-intensity graviton particles capable of tearing matter apart. Mechanics: This power sends a blast of gravitons which
 functions like Special Attack, doing Mind +1DM per level damage. It is a form of physical damage that is literally tearing apart what it hits. You also can choose to spend up to 3 points in Range or Area with every attack, or more by reducing the damage. Each time you use the power it can take on a different shape. Some attack patterns include:
 ● Long Shot: (Long Range)
 ● Big Shot: (Mid Range, Small Burst)
 ● Heavy Fire: (Close Range, Medium Burst)
 ● Wide Angle Blast: (Large Cone)
 ● Double Blast: (Long Line)
 ● 360 Blast: (Large Burst) Common Enhancements: Doubles [Repeat Use] or Linked with Gravity Capture or Antigrav Blast. Common Limitations: Burn-Out, Warm-Up Pairs Well With: Gravity Halo
 Gravity Capture Cost: Level (1-5) pts + Range, Area Based On: Immobilization You alter gravity to hold enemies firmly in place. Mechanics: This power functions exactly as Immobilization,
 either by lessening the target’s gravity such that they float off the ground (Low-G Facet) or increasing their gravity so that they are too heavy to move (High-G Facet). Common Limitations: The Low-G Facet variant probably has the <No Effect vs. Flight> as a Limitation, as creatures capable of flight and similar movement may well be immune to the effect. Common Enhancements: The High-G Facet might be Linked to Crushing Gravity. Either Facet could take After Effect: Slow G or Gravity Well.
 Gravity Well Cost: Level (1-5) pts + Range, Area Based On: Nullify <Only against Movement Powers>[Affects Machines] You alter gravity so enemies can no longer fly, run, or swim at superhuman ability. Mechanics: This power functions as Nullify, specifically against
 Movement powers by altering gravity on the character in question to nullify the power. It affects machines as well as living beings, unlike the standard Nullify power. Common Enhancements: Linked or After-Effect: Slow G.
 Heavy Burden High-G Facet Only Cost: Level (1-5) -1 pts + Range, Area Based On: Weaken (Brawn) <No Effect vs. Non-Physical
 Damage> Everything your enemy touches, suddenly becomes too heavy to lift. Mechanics: This power works just like Weaken against the
 target’s Brawn by causing the gravity of everything they touch to increase relative to themselves. When they let go, the object’s gravity becomes normal again. It has no effect against rolls against certain types of damage where the harm is not in the impact of the blow. Poison, acid, lasers, fire, cold, and similar effects that don’t depend on an impact to do damage all affect the target normally.
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 Heavy Hand High-G Facet Only Cost: Level (1-5) +2 pts
 Based On: Special Attack [Extra Effect vs. Armor & Density
 Increase]
 You make your fist suddenly much heavier at the moment of
 impact, sending your opponents reeling.
 Mechanics: This functions just like Special Attack, of the same
 level, specifically for a Hand-to-Hand attack based on Brawn. Instead of channeling the power into your fist, you can also channel it into a hand-held weapon. This increases the To Hit and Damage multipliers for the weapon appropriately. It does not stack with Weapon Technique; use whichever is higher for To Hit and Damage respectively. Against targets using the Armor or Density Increase powers, attacks with Heavy Hand do an additional +2DM, as the
 increased mass of the attack punches through defenses.
 High-G Field High-G Facet Only Cost: Level (1-5) +5 pts + Range, Area
 Based On: Damage Field [Extra Effect vs. Flight, Linked to
 Immobilization 3]
 You create a zone of high gravity, pulling everything down to the ground and crushing it under its own weight. Mechanics: This power works just like the Damage Field variant of Damage Aura, and is caused by extremely high gravity. It must be bought with an Area (usually Burst or Cone) and may be bought with Range. It does 1DM per level in the power in the area. High-G Field persists for 3 pages. The
 maximum number of zones you can have active at once is equal to your level in High-G Field, though you may create only one on any given panel. When a character moves into or starts their panel inside the area, the crushing weight automatically damages them. Flying and otherwise elevated characters are pulled down to the ground, taking double damage (2DM per level) upon impact (but once on the ground, they take 1DM per level as normal). Instead of an Agility check to escape the High-G Field when it is first created, characters must make a Brawn check against the attacker’s Agility roll (the attacker rolls Agility once against all the targets). Targets beginning their Panel in the High-G Field are also under an intense Immobilization effect, and must make a 30 Brawn check to move at all (able to move at half normal speed the panel they escape); doing so uses up their panel. Anyone who gets a 40 or better, however, can escape and also take their panel. A character who is free (or immune to the effect) can choose to grab an ally and attempt to make the Brawn check for them.
 Mass Augmentation High-G Facet Only Cost: Level (1-5) +1 pts Based On: Density Increase You increase your own gravity, artificially inflating your own mass. Mechanics: This power functions exactly the same as the Density Increase alternative to the Growing power.
 Slow G Cost: Level (1) + Area, Range, -1 Points (Limitation) Based On: Slow You fluctuate the gravity so targets have great difficulty moving Mechanics: The area suddenly has much higher or much lower
 gravity than 1G, enough to severely hamper movement. The power works just like the Slow Power in that area. If the effect is
 Gravity Effects
 Most of the time, we assume the game takes place in regular Earth gravity, 1G. But sometimes, that may not be the case. Differing g-forces can have significant effects on a character.
 Zero-G Anytime a character wants to move in a Zero-G environment (where there is some atmosphere), they must roll an Athletics/Aerobatics check. Every 10 points (round down all fractions) achieved by the roll is one square that character can move that page. In vacuum, aerobatics is useless to maneuver in Zero-G (you have no air to push against). People who are not used to Zero-G will be extremely clumsy trying to move about, and at a severe disadvantage to those who are. Also, once one begins moving, that person cannot change direction or stop unless acted upon by an outside force. Throwing an object can help one stop or change direction (make a 20 Athletics/Throwing check). Grabbing onto something anchored or more massive than yourself will also stop your movement. Lifting objects in Zero-G is very easy. If the object has more mass than the person trying to lift it, however, that person must be able to use something solid for leverage, otherwise they will push themselves off the object they are trying to lift!
 Low-G When exposed to low gravity environments, you can do a variety of things better, but prolonged exposure to lower gravity can negatively affect your health. Depending on if you are in half, quarter or 1/8th normal gravity (1G) you can jump double, quadruple, or eight times the distance. Characters knocked back by massive damage likewise are thrown back x2, x4, or x8 as many squares as they would otherwise. A character in a Low-G environment can lift objects that are x2, x4, or x8 heavier than s/he normally could, as these objects are also less affected by gravity on the planet. Likewise, treat a fall as if it were half, quarter, or 1/8th the distance it actually is. Thus a character on a 1/8th gravity world could fall eight stories but only take x1 Dmg.
 After spending a month on a Low-G world, a character will develop a weakened heart and lungs, as these muscles did not have to work as hard as they normally do in a 1G environment. The character is likely to suffer muscle atrophy as well. After leaving that environment, the character effectively has -1 Brawn. If this lowers the character’s Brawn to 0, that character’s maximum lift is 50 pounds. It takes time to readjust to a normal environment. For each week spent on a Low-G world, it takes 1 week to recover to normal strength. Exercising daily for at least 1 hour will double the rate of recovery. A Character on a Low-G world can also choose to continue exercising while on that world to reduce atrophy. Each week that character spends exercising at least 1 hour per day only counts as 3 days of exposure to low gravity in terms of how long it will take to recover.
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 High-G, the victim must roll Brawn against your Mind to avoid being slowed by their own heaviness. If the effect is Low-G, the victim must roll Agility against your Mind instead to avoid extreme clumsiness. If you win, the target’s speed in Squares per panel is halved for 1 page, plus an additional page for every 10 by which you beat the target’s roll. Common Enhancements: Lethargic
 Gravitic Awareness Cost: Level (4) pts Based On: Danger Sense, Super Sense 1, and Sense X You can feel the pull of gravity on all objects around you so precisely you can fight with your eyes closed. Mechanics: You effectively have Danger Sense and Super Senses which allows you to feel gravitation with an uncanny ability. You would be unable to detect anything that had no mass (such as a creature with Ghost Form 3 or a hologram),
 nor would you be able to read, decipher color, etc., with this sense. However, you can fight perfectly well with it. You receive no penalty at all for blindness as long as you can feel the gravitation of whatever is facing you in combat. In addition, you are immediately aware of any sudden artificial shifts in gravity, such as the use of a power from the Gravity Suite within one mile. You are always aware of the exact G-force in your current environment to within one-tenth of 1G. You are also instantly aware of the exact mass of any creature or object.
 Gravitic Immunity Cost: Level (1) pt Based On: Immunity 1 (Gravity)
 Gravity, or the lack thereof, has no ill effect upon you. Mechanics: You ignore the negative effects of Low, High, and
 Zero-G. You are also immune to most powers in the Gravity Suite. Essentially, you act as if you are always in 1G, whenever this is to your benefit.
 Gravitic Repulsion Cost: Level (4) + 3 pts Based On: Armor 3 [Linked to Deflect 3], Push 1 [Automatic 2] Enemies have a hard time landing a solid hit, as you repel anything trying to touch you. Mechanics: This power works like Deflect and Armor,
 increasing your Defense and Soak multipliers by 3, reflecting ranged attacks back at the attacker on a successful Defense that is also Doubles. In addition, anything you touch (or that touches you) while this power is turned on is forcibly flung back by the strong repulsive force around you, taking Knock-Back damage from a Push 1 effect (the Multiplier is Mind-based). These effects do not distinguish friend from foe; so an ally trying to grab you to save you may also be pushed away. Power Tricks: You can spend a Hero Point to use your Gravitic
 Repulsion to perform a Low-G Leap, or Gravitic Flight.
 GravitOn Halo High-G Facet Only Cost: Level (1-5) pts + Area Based On: Damage Aura You surround yourself with a small field of intense gravity, tearing the molecules apart of anything that gets too close to your event horizon. Mechanics: This power functions just like Damage Aura, using
 graviton particles to tear matter apart. While the effect of the
 graviton particles is intense, it is also localized. It does not affect
 anything outside its area.
 Inertial Dampener NOTE: This power is also in the Power Armor Suite Cost: Level (1) pt Based On: Immunity 1 (Movement) You cannot be moved against your will. Mechanics: An object at rest, remains at rest, unless acted upon by an outside force. Your Inertial Dampener power, however, ensures that you remain at rest at all times. You are immune to Knock-Back and Falling. Not only do you take no damage from these effects, you cannot be moved in this way unless you deactivate the power. If the floor disappears from beneath your feet, you will simply hang in place in mid-air (though this power grants no means of propulsion on its own). In situations where you are acted upon by a very strong outside force (an enemy using Telekinesis or Brawn to physically move you), you may avoid being moved by rolling a contest against them, using either Brawn or Mind, with a +2 Multiplier Bonus. If you succeed, you remain unmoved. Even if you fail, you are moved only up to a maximum number of feet equal to the difference between the two rolls. If you take damage as a result of this movement, again, it is only equal to the difference
 Gravity Effects, Continued
 High-G When you are exposed to crushing levels of gravity, your ability to move is very restricted. When rolling anything involving Brawn or Agility, you take a -1 Dice penalty for every G beyond the atmosphere of 1 G you are exposed to. For example, if you are in 3 Gs of pressure, you have a -2 to all Brawn and Agility dice rolls. A character at 2Gs has half the lifting ability as normal, 3Gs is a third normal, and 4Gs is a quarter normal, and so on. Thus a character with a 2 Brawn on a 4G world could only lift around 100 lbs. Movement is also affected by High G. Movement powers are reduced by 1 rank per G above 1G. Regular movement is also impacted by High G. A character in a higher than 1G environment moves 1 Square less per panel per G. So a character with a normal movement of 9 Squares in a 2G environment would only move 7 squares per panel.
 At 5G and above, the environment becomes much more severe. A 5G environment might not enable a character to even move, and most life forms would likely suffocate, unable to expand their lungs against the gravity. At 5G, everyone takes x0 (1d6, explodes on a “6”) Continual Damage from the crushing pressure. Each G beyond 5, the Continual Damage multiplier increases by 1. So an 8G environment causes x3 Continual Damage per page of exposure. A character who has succeeded on a Brawn check against this Continual Damage is immune for 1 hour, and then must make a check again.
 Falling damage is also increased by High G, doubling, tripling, or quadrupling relative to the planet’s G rating. The maximum falling damage by terminal velocity is also multiplied in this manner. So a 10 story fall in a 2G area would do x20 damage (x10 with a +10 Dice Bonus)!
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 between these two rolls, and that is before you get to roll to Soak the damage.
 Grav Lift Low-G Facet Only Cost: Level (1) pt Based On: Hovering Using the power of gravitic repulsion, you lift a few feet off the ground and surge forward. Mechanics: This functions as Hovering through the power of
 reverse gravity. You move at Agility x4 Squares per panel. The anti-gravity also helps you break a fall. You take half damage from falling (Knock-Back is not affected).
 Gravitic Flight Low-G Facet Only NOTE: This power is also in the Power Armor Suite Cost: Level (2) -1 pts Based On: Flight 2 <Maximum Altitude> 1 pt Using the power of reverse gravity, you can hold yourself up to 50 feet off the ground, and reach speeds of up to 100 mph. Mechanics: This functions as Flight 2, granting a movement
 speed of 10 Squares, which is also the maximum altitude you can attain.
 Gravitic Strength Cost: Level (1-3) pts Based On: Boost (Brawn) By decreasing gravity’s hold on everything you touch, you appear to become incredibly strong. Mechanics: This power effectively increases your Brawn by 1
 per level (up to a maximum of 5), but only for determining damage, wrestling, and lifting or throwing objects (mainly offensive uses). It doesn’t affect Soak or resistance to Knock-Back, poisons, etc.
 Gravitikinesis Cost: Level (1-5) pts Based On: Telekinesis You change gravity with such fluidity, you can make objects float and fly about in mid-air. Mechanics: This power functions just like Telekinesis of the
 same level, using Mind to hit, and doing 1DM per level when used as an attack. It can also be used to grapple targets, etc. Special Enhancement: Extended Range: For 1 point, you can
 increase the range increments of this power to ten Squares instead of five. Common Limitations: Poor Manipulation Common Enhancements: Affects Area
 Gravity Boots Cost: Level (1) pts Based On: Clinging You shift the local gravity beneath your feet, allowing you to walk on walls and ceilings. This power works just like Clinging, and allows you to walk on walls and ceilings. When you are touching a surface, your resistance to Knock-Back is doubled, as you can also increase gravity’s hold on you to the surface.. Common Enhancements: Usable on Others (Designated allies
 can also walk on walls as long as they stick close to you).
 Gravity Mastery Cost: Level (1-10) +1 pts Based On: X Mastery [Wide Scope] You can change the local gravity. This power works like X Mastery, specifically allowing you to
 change the direction and strength of local gravity. Because such power can have extremely potent effects, it has been extended to 10 Levels (with Levels 6 and above mainly being intended for Cosmic Scale games). The gravity inside the area you designate shifts direction and intensity as you decide. Thus you could make the surface of a High-G planet suddenly comfortable, or turn a comfortable 1G into a miserable High-G experience. Another common use for this power is to perform Power Tricks using powers from the Gravity Suite. Common Enhancements: Target Exclusion Common Limitations: You can focus on only Low-G or only
 High-G uses for this power, effectively cancelling out the Wide Scope Enhancement.
 Gravity Sled High-G Facet Only Cost: Level (3-5) pts Based On: Flight Creating a powerful gravity field ahead of you to pull you forward, and moving it mentally, you can effectively fly at tremendous speeds. Mechanics: This functions as Flight of the appropriate level
 (minimum 3) by pulling yourself forward in any direction
 following a gravity anomaly that you create.
 Common Enhancements: Space, Multi-Power with Heavy
 Hand or Mass Augmentation
 Low-G Leap Low-G Facet Only Cost: Level (1-5) pts Based On: Super Jump<Side Effect: Extra Knock-Back> [Multi-Power with Gliding] By lessening gravity's hold on your body, you can jump and
 GRAVITY MASTERY TABLE
 Level Area Max Task Difficulty Examples
 1
 5 SQ. Cube 10 Able to change direction of Gravity, slightly increase or decrease it locally (good for Power Tricks).
 2 10 SQ. 20 Able to lower G to 1/2, or raise it to 2G 3 15 SQ. 30 Able to lower G to 1/3, or raise it to 3G 4 20 SQ. 40 Able to lower G to 1/4, or raise it to 4G 5 40 SQ. 50 Able to lower G to 1/5, or raise it to 5G 6 100 SQ. 60 Able to lower G to 1/6, or raise it to 6G 7 1 Mile 80 Able to lower G to 1/7, or raise it to 7G 8 5 Miles 100 Able to lower G to 1/8, or raise it to 8G 9 10 Miles 120 Able to lower G to 1/9, or raise it to 9G 10 100 Miles 140 Able to lower G to 1/10, or raise it to 10G
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 glide great distances. This power works just like Super Jump of the same level by reducing the G-forces on your own body. Until your next panel after you land, you are also extra vulnerable to Knock-Back. One level causes you to take double Knock-Back, two levels causes you to take triple Knock-Back, and so on. You can also use this power to glide down from any height with ease (at a speed of Agility x4 Squares) and land completely unharmed, as with Gliding. By spending a Hero Point, you can also utilize this ability to shrug off the effects of High-G on your body. Each level is 1 G less you are exposed to while you keep the power turned on. Your jumping distance will be affected by the higher gravity as normal though.
 Worm Hole High-G Facet Only Cost: Level (1-10) +1 pts + Area
 Based On: Gateway or Dimensional Teleportation
 You create a small wormhole, which you can use to travel to
 another place.
 Mechanics: You make a wormhole that functions either exactly
 like Gateway or Dimensional Teleportation in the shape of a
 Gateway (you choose at the time you take this power). As a 1
 point Enhancement, you can use the power for either purpose
 whenever you open a Worm Hole.
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