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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.

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

this first volume of Awesome

Powers, we present to your six

themes, or Power Suites, each

based on a different elemental

force. Future supplements will

include Plant, Animal,

Technology, Artifact, Psionic,

and various other Power Suites.

Look for our KickStarter

(coming soon) to decide what

Power Suites come next!
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Notes Enhancements and Limitations: In this document,
Enhancements will be written in [square brackets], while
Limitations will be written in . This saves space in writing and
clearly defines them as separate.

New Stuff New Special Combat RuleS

Bait: You allow an enemy to make an attack at you, providing an
apparently easy opening. If you time it just right, however, you
not only dodge the attack, but cause the enemy to attack an object
(or person) behind you! This could cause the enemy to damage
himself (such as by ramming into a stone wall), an ally, destroy an
object in the room, etc. Mechanically, this functions as an
inverted Called Shot, and is set up in lieu of making an attack
that panel. You give the opponent you are baiting a +10 Result
Bonus to hit you. If their attack succeeds, you take damage as
normal. If your Defense roll still manages to beat their attack
roll, however, they strike the object or person you were baiting
them to attack and do damage to it. Note that there is nothing that
compels the person being baited to make an attack against you,
which is why this works great combined with Taunt (you can Bait and
Taunt simultaneously).

Grittier Combat (Expanded): If the Narrator wants to make combat
grittier and more dangerous for Heroes and Villains alike, the
rules from the Pulp and Iron Age sections of BASH! Ultimate Edition
should be helpful. Expanding upon those rules, the Narrator can
decide to have any division of damage to take place after rolling
to soak. So if a character has Fire Resistance, and took 50 damage
from fire, and rolled 25 to Soak, she would take 12 damage (50
initial damage, minus 25 soak; the remaining 25 is halved and
rounded in the Heros favor to 12). Using the regular rules, the
character would take no damage (50 damage halved to 25 minus 25
soak is 0 damage). Once the Narrator has decided how to take care
of fractional damage, the key is to be consistent.

New Weakness Vulnerability (-2 pts): Vulnerability appeared in
the second printing of BASH! Ultimate Edition as a type of Damaging
Weakness. Here it is explained in a bit more detail. Something
normally harmless (like water) harms you, even with casual contact.
This substance affects you the way fire affects normal people.
Immersion in it is far worse than simply touching it, but any
exposure is damaging. Protective powers such as Armor, Ghost Form,
or Resistance do not work against Vulnerabilities.

Level of Contact Damage

Casual Contact x1 Dmg Move Through x2 Dmg Surrounded By it x4
Dmg Enveloped in it x6 Dmg

New Uses for Hero Points Renew Resource: You can spend 3 Hero
Points to re-use an ability from an Advantage that is normally only
usable once per issue, such as Dumb Luck or Quick Thinking.

Power Trick: A Power Trick works like a Power Stunt, except only
for a single use. You can spend a Hero Point for a single use of X
Mastery as another power in the Power Suite that your X Mastery
emulates. For instance, if you have Earth Mastery, you could spend
a Hero Point to perform a Power Trick to hurl Stalagmite Missiles
at an enemy. Power Tricks can also be performed using Gadgeteer and
Grimoire advantages using technology or magic.

?
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New Powers Absorption Level: 4 Choose a substance or energy that
is potentially harmful (such as electricity, fire, acid, etc). You
are able to absorb it and make it beneficial to yourself. Whenever
you would be damaged by a source that you can absorb, not only do
you take no damage, you heal x2 damage, using the dice roll that
was rolled for damage. Intentional use of this power to heal
oneself uses an entire page (even if you have multiple panels),
only allowing you to move Agility x2 squares in a page in which you
heal in this way. You can also choose to absorb ambient amounts of
the substance or energy simply to heal yourself. So if you have
Absorption against water, you can stand in water to heal
yourself.

Example: Electron has Absorption against electrical damage. He
is hit by a lightning bolt that does x5 damage, and the roll was 11
(55 damage total). Electron takes none of the 55 damage and is
healed 22 damage, derived from the original roll (11) x2.

As a 1-point Enhancement called Countering, you can use your
Absorption power to counter effects that you can absorb, as if with
X-Mastery 2 (see X-Mastery in BASH! Ultimate Edition, page 55).
Unlike X-Mastery, Absorption cannot be used to counter opposite
effects. So you could not use Absorption against cold to absorb a
fire attack, but you could use it to absorb a blizzard attack.
Also, unlike X-Mastery, there is no range for this power. You need
to stand in the way of whatever effect you wish to counter. Area
effects will, however, be pulled in towards you, so long as you
stand within the target area. So if you have Absorption against
fire, and stand inside the burst area of a Fireball, you can pull
the fireball into yourself, saving the other people who would
otherwise be caught in the area.

Pairs Well With: Boost. In addition to healing, your Absorption
allows you to get stronger. The Boost lasts as long as you maintain
contact with the substance or energy you can absorb, and for three
pages after the contact ends. So if Electron had Boost from
electricity, and was struck by lightning, the Boost would last for
three pages after the strike. Or he could hold onto a live power
line to maintain the Boost.

Imbue (Alternate Power to Copycat) Level: 1-5 Notes: Usable On
Others, Maintained, Fading Rather than copying the powers of
others, you can allow others to use some of your powers! Your level
in this power is the maximum level of a power with which you can
Imbue an ally. When you use this power, your level in Imbue is
reduced by 1 for the rest of the scene, or until you end the
effect. You may use Imbue to grant several powers to allies, until
your level in Imbue drops to zero. This power is maintained by you
(not the recipient). If you are injured, Dazed, or in some other
way distracted, the powers you granted to allies are lost. As a 1pt
Limitation, whenever you Imbue an ally with a power, you lose the
use of that power. As an Enhancement, you can imbue multiple allies
with a power at once. For each point added with this Enhancement,
you can imbue 1 additional ally with a power whenever you use
Imbue. For example, if you have 1pt in this Enhancement, you can
always imbue two allies at once whenever you use the power.

Trample Level: 3 This power is usually only taken by large
creatures, many with four or more legs. The attacker can make a
Brawn-based area attack that does +3DM. The trampling creature
moves along a path, affecting an area double its Size in squares
long and its Size in squares wide. As an Enhancement, the length of
the area affected by the Trample can be increased by 3 squares per
point added. Width is unaffected, and the length cannot exceed a
distance the attacker can move. All creatures smaller than the
attacker within that area take damage as if the attack area were a
burst. Affected targets can then roll to reduce the damage by
making an Athletics/Acrobatics roll (see chart below). Creatures of
the same size or larger take no damage, but will take Knock-Back
from the impact (likewise reduced by an Athletics/Acrobatics roll).
After any dividing has been done, the creatures affected can Soak
the damage as normal.

Athletics/Acrobatics Roll Damage
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Updated Power Super Swimming has been expanded upon (see page
41). Super Jump has also been updated as follows:

Super Jump Level: 1-5 Notes: Personal You can jump many times
the normal distance (Brawn squared) in a single leap, half of which
can be vertical movement. To figure out how much further you jump,
take your level in Super Jump times 10, and multiply that by your
Brawn squared. There is a handy chart below that can just tell you
the maximum number of squares you can make per jump. For reference,
a mile is 1056 Squares. If you are falling, you can land safely up
to half your Super Jump distance if you make a 20
Athletics/Acrobatics check (also remember a building story is 2
Squares). So if you were falling, and you had 180 Squares of Super
Jump, you could safely land from a 90 Square (45-Story) fall by
making a 20 Athletics/Acrobatics check in mid-air. This check must
be made on your panel (remember it takes time to hit the ground
from a high fall; you fall 3 stories the first page, 6 stories the
second page, and then 10 stories per page after that). A jumping
character covers 10 squares of distance per page in midair. Thus,
the character with 5 Brawn, Super Jump 5 can stay airborne a long
time. As an Enhancement, you can increase the distance you cover
per page in midair by +10 Squares per point, to a maximum of 50
Squares or your Super Jump distance, whichever is lower.

SUPER JUMP TABLE

Level Brawn 1

Brawn 2

Brawn 3

Brawn 4

Brawn 5

None 1 SQ 4 SQ 9 SQ 16 SQ 25 SQ 1 10 40 90 160 250 2 20 80 180
320 500 3 30 120 270 480 750 4 40 160 360 640 1000 5 50 200 450 800
1250

New Enhancements Unless otherwise marked, assume each of these
Enhancements is worth 1 point.

After-Effect (+2 Pts): This Enhancement works very similar to
Linked, except instead of simultaneously, the secondary power
triggers after the primary power. For instance, a poison sting
might be built using Special Attack with an After-Effect of
Continual Damage. In terms of cost, just like Linked, take the more
expensive of the two powers, and add +2 points to it, regardless of
which effect is primary or secondary. Any target that successfully
avoided the primary effect also avoids the immediate secondary
effect (so if the poison sting missed you, you also avoided the
Continual Damage from the poison as well). If the secondary effect
creates a lingering area, however, anyone trying to enter that area
would still be affected as normal. So if for instance a fireball
that engulfs an area in flames might be Special Attack has an
After-Effect of Damage Field. Anybody who avoided the fireball also
gets outside the area of the Damage Field too. However, if they
then go back inside the area of the Damage Field, they could still
be harmed by it. You cannot have this Enhancement if you already
have Linked on a power, and you may only have one After-Effect on
any given power.

Automatic (+1-2 pts): This power triggers whenever you are
touched, or whenever you touch someone else. If it only triggers
when you are touched, it is +1 pt; if it only triggers whenever you
touch someone else it is +1 pt (having it in both instances costs
+2 points). Some powers like Damage Aura already have this ability
as part of the power description. Example: Anyone touching Tar-Man
automatically risks being Immobilized by his ultra-sticky tar.

Bypass (+2 Pts): A power with this Enhancement can ignore a
certain type of defense, which is specified when the power is
created. Some examples would be a power that can affect intangible
objects having Bypass Ghost Form or a power that completely ignores
physical protection having Bypass Armor.

Esoteric Training: This power is normally considered beyond
mortal abilities, but through some sort of specialized training,
you have mastered it. This Enhancement can turn any existing power
into an "Intense Training" power, which means that someone with the
"Normal" Disadvantage can have it. For example a character who is a
master of hypnotism might have Suggestion, while a martial arts
master might know a nerve-strike that acts as Immobilization. It is
up to the player to come up with a reason why their character can
perform these seemingly superhuman feats and up to the Narrator to
decide to allow it or not. For instance, a Narrator may choose to
not allow Teleportation as Esoteric Training.
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Unseen (+2 Pts): This Enhancement may be used only with powers
that are normally visible. This Enhancement makes the power in
question completely invisible to normal vision. Thus, a Force Field
or Damage Field created by the affected power would not be noticed
until somebody ran into it. For +1 pt, you can make the power
undetectable to another means of detection, such as infrared,
sound, etc. Note that if this Enhancement is added to an attack, it
does not necessarily become more difficult to defend against (you
cant see a bullet coming at you, but you still get a defense roll
when you see somebody pointing a gun). The Narrator will decide if
and when any hindrance is incurred, likely because the attacker is
also invisible.

Lethargic: This Enhancement is intended for use with the Slow
power. In addition to moving at half-speed, the target also has the
results of Priority rolls halved for the duration of the Slow
effect.

Movable: This Enhancement must affect a power with a continuing
effect, usually with both Range and Area. It allows the user to
focus their attention and move an existing effect created by the
power, such as a Force Field. This focus prevents the user of the
power from moving during their panel (they are moving the power
instead). The distance the power can be moved is 5 Squares in one
panel (the Narrator may allow the player to pay more points to
allow greater movement at 1 additional point for 5 additional
Squares). As a 2 point Enhancement, the user can casually move the
effect without any extra focus, and is able to move as normal while
doing so.

The effect of moving a power will depend on the situation as the
Narrator interprets it, but in general, those occupying an area
into which an effect is being moved should be afforded some roll to
avoid it (typically the same sort of roll given to avoid it
normally). If no such method exists, the targets caught in the new
area of effect should get a Defense or Athletics/Acrobatics roll to
get out of the way against a Mind check rolled by the person moving
the power. So for example, a Lingering Confusion effect normally
gives no means to avoid it (other than by leaving the area) but
moving one would allow the potential victims to roll Defense to
avoid it against a Mind roll by the user. Targets trapped inside a
solid moving effect (such as a spherical Force Field) are moved
with the effect but suffer no immediate damage because of it, while
targets inside a less tangible effect (such as a Damage Field) are
freed from the effect and do not move with it. People who
intentionally enter or stay within an effect do not defend against
it, however.

Opaque: This Enhancement is usually used in conjunction with
Force Field. Force Fields, or anything else that is normally
transparent, is made opaque by this Enhancement, preventing people
from seeing through them, which may limit what mental abilities can
be used through them.

Overdrive: This Enhancement allows you to move even faster with
Super Running or Flight. How fast you can go depends on your level
in the power, and can even exceed the speed of light. Using
Overdrive requires a full panel, in which you move so fast you seem
almost to teleport to the other location. As long as you can run or
fly (depending on which power this Enhancement is attached to) to
the location, you can get there if it is within range. For
instance, if you run fast enough to run on water, it's conceivable
you could run laps around the equator in a second. The chart below
explains how far you can run with the use of a full panel, based on
your level in Super Running or Flight.

Note: Overdrive is only used while within an atmosphere. If you
wish to move fast enough to travel to other planets, youd need
Flight with the Space Enhancement.

OVERDRIVE TABLE

Level Distance Moved 1 Miles 2 100s of Miles 3 1000s of Miles 4
Anywhere on Earth 5 Run laps around the Earth at the Speed of

Light

Reach: This is an Enhancement made for Special Attack, Push, and
similar powers meant for Hand-to-Hand combat, but can be used with
any power where touching the target is involved. For each point in
the Reach Enhancement, the power has 1 extra square of Reach. So an
energy whip with Reach 1 as an Enhancement would be able to attack
a target 2 squares away, as a Hand-to-Hand attack. This is
different from the Stretching power because it only applies to the
power it enhances. Although using Stretching Linked with a power
would also be possible, this Enhancement is a cheaper alternative
in most cases.

Regenerative: This is an Enhancement to the Healing power. If
this is a personal power, it works all the time. If it is bought
with [Usable on Others] it takes effect once Healing has been used
on the target. Each page, at the beginning of your first panel,
everyone benefiting from your Healing power also heals 1 Hit of
damage per level in Healing. So if you have Healing 3 each page at
the start of your panel, you would heal 3 Hits of damage. Needless
to say, this really increases the rate of healing when outside of
combat, so that between scenes, one would expect to be fully
healed. This Enhancement will not continue to work on a character
with 0 Hits or less, however. Likewise, the effect ends at the end
of the scene if placed on an ally using [Usable on Others].

Reversible: This Enhancement can be applied to powers with
otherwise permanent effects. It allows the user to reverse the
effect whenever desired.

?
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Target Only: This Enhancement applies to powers with an ongoing
effect on a victim. Frequently, such effects can be ended by the
aid of somebody else: an ally cuts someone free of webbing, someone
douses the fire causing Continual Damage to their ally, or talks
their friend out of their Mind Controlled state. An effect with the
Target Only Enhancement means that nobody can intervene on behalf
of the victim to make the effect go away. This would be a way to
differentiate Immobilization caused by true paralysis rather than
being bound physically, or Continual Damage caused by internal
poison rather than easily doused flames. This Enhancement does not
prevent the use of the Restore power, however.

Unbreakable: This Enhancement is one that is placed on a Gadget
power. This power has infinite Hits and Soak, and cannot be broken
by anything short of Cosmic power. Obviously, this cannot be taken
with the Fragile Limitation for a Gadget.

Vampiric (+2 Pts): This is an Enhancement meant to be used with
attack powers that inflict damage. When you hit an enemy with this
attack and it inflicts damage, you also heal x1 Dmg based on your
damage roll. For instance, if you hit with an attack that does x5
damage, and rolled 11 x5 = 55 damage, you would also heal 11 damage
(11 x1). You can only heal up to a maximum amount equal to the
damage that the enemy actually took from the power (so if they soak
it all, you cannot heal).

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 rootbeer is too remote a
possibility.

Diminished X: Some part of this power does not work at full
capacity. This Limitation must be placed on a power where its level
governs multiple aspects of the power, such as Size, Range, maximum
potential, etc. In one aspect, consider this power to be 2 levels
lower. For instance, a Utility Belt might have Conjuration 4 as it
would make no sense for the belt to be calling forth a
speedboat!

Disruption: This Limitation is meant for powers that have an
ongoing effect. This power requires the attention of the user. If
the user takes damage or is affected by anything the Narrator
decides is sufficiently distracting, the power turns off. This
Limitation cannot be placed on a power that already has the
Maintained property, as this is very similar in nature. The power
can be re-activated on the users next panel

Gadget (Frailty): A certain type of attack does x3 damage to
your Gadget. For example a Force Field Belt might have a Frailty to
Electricity, which causes it to take triple damage from any
electrical attack that hits it.

Holes: This Limitation mainly applies to Force Field. This means
that the Force Field functions more like a cage than a wall,
allowing people to make ranged attacks through it, and also clumsy
Hand-to-Hand attacks within reach (with a Moderate Hindrance).
These attacks can be made from both sides of the holes.

Maximum Altitude: This is a Limitation mainly for Flight. It
means that the highest altitude at which you can soar is equal to
the speed of your Flight. So a Flight 4 would be able to attain a
maximum altitude of 20 squares (10 stories). You cannot fly in
situations where there is no ground to push off of. This Limitation
often represents ice-slides, hover-crafts, etc that require
something to push up from.

No Effect Vs. X: This Limitation is an inverse of the Only
Affects X Limitation found in BASH! Ultimate Edition. There is some
specific thing that the power would normally be able to affect that
it does not. To be worth a point, the Narrator must decide the
thing in question is sufficiently limiting, otherwise this is
simply an interesting quirk of the power that is worth 0 points. If
this would be advantageous instead, it is obviously not a
Limitation at all, and the Narrator may decide it counts as an
Enhancement in that instance. This can be used to come up with any
number of unique Limitations to powers, such as:

No Phasing Through X: This is a Limitation on Ghost Form.
Something that normally would pass through your ghost form hits you
as if it were an energy attack. This might be silver, cold iron,
magic weapons, for example. Your ghost form also cannot pass
through this substance.

Partial Effect: A power with this Limitation affects only part
of the subject instead of the whole body. This would include such
things as a bolo that wraps around only the arms or legs, but does
not immobilize the whole body or Stretching that only affects your
legs. In the case of the bolo, each time you use it, youd describe
whether you were immobilizing the targets arms or legs, whereas
with example the Stretching effect, it is always the legs.

Tethered: This Limitation mainly applies to the Flight power. It
means that your ability to fly requires that you be attached to
something, whether it be an ice-slide, water jet, etc, which
connects you to the ground or some solid surface that can support
your weight. Because the tether is a physical thing, it can be
broken (it has 20 Hits / 10 Soak per level in the power) and if it
is, you will begin to fall. If you can find something else to push
off of as you fall, you may be able to re-initiate Flight before
you hit the ground.
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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 . 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 doesnt 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 +1pt more
expensive, and if it is very much more powerful, it should be +2pts
more expensive. Likewise, if it is weaker, it should be -1pt less
expensive, and very much weaker, it should be -2pts less expensive.
As always, the Narrator will determine the parameters.
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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 key words 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 weve presented
some Re-Skinning Ideas that will allow you to change the
description of how the powers work, without affecting what they do
mechanically.

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.

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. 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
that is required before you can take the power described.
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The Earth Suite gives a character powers relating to earth,
crystal, metals, and stone. Name Ideas: Terra, Petra/Petro, Stone,
Rock, Earth, Quake, Granite, Seismic, Monolith

Related Suites: Magnetism, Fire, Plant Re-Skinning Ideas: While
most of the powers described here refer to earth or stone, you
could easily describe these effects coming from crystal or sand.
Likewise, if combined with the Fire Suite, many of these powers can
be re-skinned as being lava-based.

Earth Offensive Powers

Chasm Cost: Level (3) +1 pts Notes: Area (Medium Line) &
Situational Limitation (targets must be touching the ground)
(Figured into Cost) Based On: Immobilization 3 (Medium Line), With
a mighty stomp of your foot or a wave of your hand, the earth
cracks and opens up to swallow your enemies, holding them fast in
its gaping maw. Mechanics: The crack you open in the ground fills a
medium line (2x8 squares). You roll a single attack roll (based on
Agility) and all opponents caught in the area have a chance to roll
Defense or Athletics/Acrobatics against your roll (Deflect is
useless here). Any enemy who fails is caught in the Chasm you
created. An enemy caught in your Chasm must make a 30 Brawn check
to escape it, which uses the effort of an entire panel. A 40 or
better Brawn check allows the victims to break free and continue
their panel as normal. Until the victim escapes (they get one try
per panel), they are unable to move or take any physical action.
However, since they are essentially buried underground, they cannot
typically be attacked themselves. Of course, characters with Ghost
Form 3, Terrakinesis, or Burrowing can easily get free of the Chasm
without needing to roll Brawn. In addition, someone else can dig
them out. Common Enhancements: You can, of course, change the Area
that the Chasm affects, maybe making a longer line, or making it
affect a Burst, Cone, or Arc instead. Also you could add the
Variable Enhancement to choose the shape of your Chasm each time
you use it.

?


	
11

Earthquake Cost: Level (1-5) +2 +Area & Range

Based On: Damage Field [Extra Effect vs. Collateral Damage]
[Linked with Daze ]

You create a localized tremor of great magnitude, tearing up
streets, breaking buildings, and panicking any people nearby.

Mechanics: This power must be bought with some sort of Area
effect and may be bought with Range. The user of the power can
create one Earthquake zone per level, but only one at a time. Each
zone persists for 3 pages. Any character entering the Earthquake
zone or starting their panel within it is subject to its
effects.

An Earthquake does 1DM per level to any victims touching (or
near) the ground within the area as long as there are objects that
can fall on them. An Earthquake can be deadly in a building or by a
cliff, but is mostly harmless in an open field. Buildings, roads,
trees, boulders, and other inanimate objects attached to the ground
are very vulnerable to the Earthquake and take 1DM per level in the
power +2DM. Loose objects (like cars) take only 1DM per level. The
user of the power rolls damage once for all victims to soak
separately. Damage is dealt automatically, no roll to hit is
needed, but victims can roll Defense or Athletics/Acrobatics to
mitigate the damage (20 or better takes half, 30 or better reduces
the damage to one-third, and 40 or better takes no damage).

In addition to the potential injury caused by a quake, it is
extremely hard to move about or do anything at all during an
Earthquake. All victims within the zone, whether they are injured
or not, must also make a Mental Defense roll against the damage
rolled by the user of the power. Any who fail are under the effect
of Daze. This aspect of Earthquake will affect anyone touching the
ground, even in an open field (so the user needs to roll damage
anyway even when there is no potential for injury).

Liquefaction Cost: Level (1) + Area, Range, -1 Points
(Limitation) Notes: Area (Burst, Line, or Cone) & Situational
Limitation (targets must be touching the ground) Based On:
Immobilization (Area, Situational Limit: Target must be on the
ground) Your will transforms solid ground into a morass of sticky
mud. Mechanics: The area of ground turns into a sticky mud; anyone
standing on top of it must roll Defense or Athletics/Acrobatics
against an attack roll by the user. Failure means the target is
caught in the mud, and must make a 10 Brawn check to break free of
it. Rolling a Brawn check to break free uses the victims entire
panel unless a 20 or better is rolled, in which case the victim
breaks free effortlessly and may take their full panel as normal.
Common Enhancements: After-Effect Ooze

Ooze Cost: Level (1) + Area, Range, -1 Points (Limitation)
Notes: Area (Burst, Line, or Cone) & Situational Limitation
Based On: Slow (Area, Situational Limit: Target must be on the
ground) You fill an area with sticky tar, slippery oil, mud, or
some other substance that makes it difficult to move and keep your
feet. Mechanics: The area of ground is covered in either a slippery
or sticky substance. The power works just like the Slow Power in
that area, affecting targets touching the ground. If the substance
is sticky, the victim must roll Brawn against your Mind to avoid
being slowed. If the substance is slippery, the victim must roll
Agility against your Mind instead. If you win, the targets speed in
squares per panel is halved for 1 page, plus an additional page for
every 10 by which you beat the targets roll. Common Enhancements:
Lethargic

Petrify Cost: Level (3) +8 pts + Range, Area Based On:
Immobilization 3 [Linked with Continual Damage, Extended Duration
6] You turn your enemies into stone! Mechanics: This attack changes
the victim to stone. You must succeed in an attack against the
victim. This is a Hand-to-Hand attack unless you spend additional
points on Range or Area. If your attack succeeds, the victim cannot
move or act until he makes a 30 Brawn check, as under the effect of
Immobilization as he is encased in a stony veneer. If he is
immobilized by the Petrify, he also takes x3 Continual Damage each
page on his panel as his body actually begins to turn into stone.
Each effect can be ended separately by the victim by succeeding on
a Brawn roll. It is possible for the target to break free of the
stony veneer while his body is still petrifying from within and it
is also possible that his body may stop petrifying while he remains
trapped in the stony shell. In addition, someone else can try to
break the target out of the stony shell. It has 60 Hits/30 Soak,
with any damage in excess of the 60 Hits being applied to the
victim encased. The Restore power can also end both effects
simultaneously if applied before the petrification becomes
permanent. A character who takes damage from Petrify equal to his
full Hits is permanently turned to stone, and becomes a statue.
Reversing the process is possible only with use of the Restore
power, but requires a 40 (Epic) check, and can be attempted only
once per Story-Arc instead of once per Scene. It may also be
possible that the Narrator will create a plot device or adventure
that must be completed before the Petrify effect can be reversed at
all, with or without Restore. Common Limitations: It is very
possible to take a cheaper version of this power where the
petrification does not last nearly as long. Instead of an
indefinite Extended Duration, a petrification lasting up to a few
hours, for example, would cost only 7 pts (Level 3 + 2pts [Linked]
+2pts [Extended Duration 2]). After a few hours,
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a statue would return back to normal flesh. It is also possible
that a Situational Limitation could be used, for instance, ending
the Petrify effect when the victim is kissed by a prince, etc.
Common Enhancement: Bypass Armor would allow you to more directly
turn someone into stone.

Sandstorm Cost: Level (1-2) +1 +Area & Range Notes: Area
(Mandatory), Range Based On: Confusion (Lingering Area) You create
a vortex of stinging sand, making it hard to see. Mechanics: This
power must be purchased with an Area, and may be bought with Range.
The user creates a large Sandstorm, which causes all within the
area to take a -2 Dice Penalty per Level to all physical actions
and checks to notice things. The Sandstorm persists for 3 pages and
affects anybody within its area automatically. Common Enhancements:
Linked to Slow, as the blast also makes it hard to move.

Stalactite Missiles Cost: Level (1-5) + 3 Based On: Special
Attack With a wave of your hand, shards of stone fly at your
enemies. Mechanics: This power functions like Special Attack, doing
Mind +1DM per level damage.. It comes in the following forms:

Focused Fire: (Long Range) Big Blast: (Large Cone) Big Boulder:
(Long Line) Outward Blast: (Large Burst) Homing Missile: (Long
Arc)

Common Enhancements: Variable (Choose any of the above firing
patterns whenever the power is used).

Stalagmites Cost: Level (1-5) +Area & Range Notes: Area
(Mandatory), Range Based On: Damage Field You create an area filled
with razor sharp rocks that slash anybody who dares enter it, or
remains standing there. Mechanics: This power must be bought with
an Area, and may be bought with Range. When you use this power, you
create a stalagmite filled zone that does damage to all who move
into or stay within it. It only affects people who are touching the
ground (it has no effect against people flying over the spikes). It
does 1DM per level in the power in the area. The Stalagmites
persist for 3 pages. The maximum number of zones you can have
active at once is equal to your level in Stalagmites, though you
may only create one on any given panel. When a character moves into
or starts their panel inside the Stalagmites, the spikes
automatically damage them.

Common Enhancements: Variable would allow you to change the
shape & range of the zone with each use.

Stone Weapon Cost: 3 Points Based On: Special Attack (no Range
or Area) You are able to produce a weapon from the earth; either a
Diamond Sword or a Stone Club. Diamond Sword: The Diamond Sword
does Brawn +2 DM, and does Brawn +4 DM vs. someone using the Armor
power. As diamond is the hardest substance occurring in nature, it
easily pierces armor. Stone Club: The Stone Club does Brawn +3 DM.
Common Limitations: Perhaps your Stone Weapon is actually an object
that you wield instead of something you can produce at will, in
which case it should have the Gadget Limitation. The Diamond Sword
should also have the Unbreakable Enhancement. Common Enhancement:
Adding the Reach Enhancement would allow you to make your weapon a
long spear instead. The Stone Club might be linked with Push,
indicating it does a great deal of knock-back. Alternative: Instead
of a stone weapon appearing in your hand, perhaps your hand becomes
a weapon of stone itself.

Terrakinesis Cost: Level (2-5) -1 Points Based On: Telekinesis
(Situational Limitation: Affects only earth & stone) You have
the amazing ability to mentally control earth and stone, making it
fly through the air with but a thought. Mechanics: You can pick up
rocks, earth, and stone of all kinds with your mind, treating your
level in Terrakinesis as if it were Brawn. The distance you can
move a rock is Mind x2 squares per panel. This can be used as a
weapon, doing 1DM per Level in this power (using your Mind for the
attack roll). You can also directly damage anything made of earth
or stone, mentally fracturing it from within (same damage as
above), possibly breaking it apart. You have a base range of 5
squares, and can reach farther away at the cost of strength (each
increment of 5 squares treat your power as if it were 1 level
lower). Some of the rocks you can lift may be quite large (see the
Improvised Weapons table in BASH! Ultimate Edition) and may affect
a large area, assuming that there is such a large boulder nearby.
You can also choose to stand on floating rocks to surf on them, and
can allow allies to do the same (assuming your Terrakinesis is
strong enough to support that weight). The speed at which you can
move this way is rather slow, however (Mind x2 Squares). Common
Stunts: Just about anything in the Earth Suite would be a common
stunt to perform with Terrakinesis. Stalactite Missiles (for more
direct damage), Flight (for faster stone-surfing), and Rock Shield
are all especially appropriate, though.
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Earth Defensive Powers Absorption (Earth) Cost: 4 pts Mechanics:
This is the Absorption power (see "New Powers"), specifically
against earth effects.

Body of Earth Cost: Level (2-4) +1 pts Based On: Density
Increase 2-4 Notes: Personal Depending on your level, you can turn
your body into living rock, crystal, or metal.

Rock: Treat as if you were under the effect of Density Increase
2.

Crystal: Treat as if you were under the effect of Density
Increase 3.

Metal: Treat as if you were under the effect of Density Increase
4.

Common Limitations: If this Body of Earth is permanent, and not
an ability you can turn off, then you may take the Always On
Limitation, and probably the Freak Disadvantage. Common
Enhancements: This power may well be Linked with Resistance or
Earths Immunity. Multi-Power with Body of Sand, or Body of Mud,
also is fitting.

Body of Mud Cost: Level (1-2) pts Based On: Ghost Form 1-2 Your
body transforms into living mud, allowing you to slide through
narrow openings with ease. Mechanics: You become a being of pure
mud. Depending on your viscosity, you can turn into a thick mud
(Ghost Form 1) or a watery mud (Ghost Form 2). Pairs Well With:
Drown, Liquefaction, Stretching, or Ooze.

Body of Sand Cost: 6 pts Based On: Ghost Form 1 Multi-Power with
Density Increase 1, [Linked with Armor 3 [Extra Effect vs.
Piercing] You become a being of living sand, able to shrug off most
attacks, while still dishing them out. Mechanics: You transform
into a being of pure sand. You can alternate between being a solid
form of tightly-packed sand (which acts as Density Increase 1) or a
form of loose shifting sand (which acts as Ghost Form 1). In either
form, you are incredibly resilient to damage, especially piercing
attacks (like swords, knives, bullets, etc). You get a +3
Multiplier Bonus to soak damage as from Armor 3, and the bonus is a
+5 Multiplier Bonus to soak piercing damage.

Common Limitations: Always On would indicate the condition is
permanent, in which case you might also have a Vulnerability or
Damage Weakness to water or wind powers that can scatter the sand
of your body. If you have this Limitation, you likely also have the
Freak disadvantage. Pairs Well With: Stone Weapon, Sandstorm,
Stretching, or Shape-Shifting , Mimic all work well with this
power.
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Earth's Immunity Cost: Level (1-5) pts Based On: Immunity Notes:
Personal Stone is invulnerable to many things. Mechanics: You have
the Immunity power derived from earth. For each level, choose one
of the following: Poison, Suffocation, Heat, or Electricty. You
have Immunity against these effects. You can also be immune to
Earth itself, effectively making you immune to almost any power in
the Earth Suite, as well as natural earthquakes, rockslides,
sandstorms, etc. Note in the case of lava that the damage is partly
derived from heat, rather than impact with stone. You would need
Immunity to heat as well to be able to shrug off its effects.
Otherwise, you are still affected by lava (but reduce the damage by
1DM if the lava is physically striking you).

Earth's Resistance Cost: Level (1-2) pts Based On: Resistance
Notes: Personal You are as resilient as a rock. Mechanics: You have
the Resistance power derived from earth. For each level, choose two
of the following: Poison, Suffocation, Heat, Knock-Back, or
Electricty. You have Resistance against these effects. You can also
choose to have Resistance to Earth itself, protecting you against
most powers in the Earth Suite.

Rock Shield Cost: Level (1-3) pts Based On: Deflect Notes:
Personal You levitate a slab of stone which begins to orbit around
your body, blocking any incoming attacks. Mechanics: This power
works just like the Deflect power. Common Enhancements: Usable on
Others would allow you to defend friends with the Rock Shield as
well. Linked with Damage Aura would mean anybody trying to attack
through your Rock Shield also risks injuring themselves.

Rocky Shell Cost: Level (1-3) pts Based On: Armor Notes:
Personal Your body is covered in an exoskeleton of stone, rendering
you nearly impervious to harm. Mechanics: This power works just
like Armor, and is made out of stone. Common Limitations: If this
Armor is actually part of your body, and not something you can take
off or an ability you can turn off, then you may take the Always On
Limitation and possibly the Freak Disadvantage. Common
Enhancements: This power may well be Linked with Resistance or
Immunity to Heat, Electricity, Poison, Knock-Back, or
Suffocation

Spikes Cost: Level (1-5) pts Based On: Damage Aura Notes:
Personal Your body is bristling with sharp spikes, hurting anyone
foolish enough to touch you. Mechanics: This power is treated
exactly like Damage Aura with no Area. Common Enhancements: Linked
w/ Rocky Shell Armor or Body of Earth Common Stunts: You might be
able to fling your spikes at another person as Stalactite Missiles
or use them to jam into walls for climbing like Clinging.
Alternative: Instead of a body of spikes, maybe you are filled with
magma, and your skin is extremely hot. This would fit as well with
the Earth Suite or Fire Suite.

Wall of Stone Cost: Level (1-5) + Area + Range +1 (Enhancement)
Based On: Force Field [Enhancement: Opaque] Notes: Ranged, Area You
create a wall of stone that juts up from the ground to protect you.
Mechanics: You have the Force Field power derived from earth. It is
opaque so any effects that require visual contact will not work
through the wall. If this power is bought without an Area, it makes
a personal, cocoon-like shell around the target to either protect
or capture them. When bought with an area, Arc and Burst are the
most common, with the outline of the Burst representing the wall
which surrounds all inside it. Common Enhancements: Variable would
allow you to shuffle around the Area & Range as you see fit
each time you use your Wall of Stone. Common Limitations: Holes.
Instead of a wall of solid rock, you make a cage out of
Stalagmites, which it may be possible to attack through. Such a
cage would not have the Opaque Enhancement. Alternative: Instead of
a wall of stone, your wall is made of transparent crystal, which
does not have the Opaque Enhancement.
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Earth Utility Powers

Burrowing Cost: Level (1-5) pts Based On: Burrowing (Alternate
Power of Super-Swimming) You dig through earth as if it were water,
and can even reach great speeds while burrowing. Mechanics: This
functions just like the Burrowing alternate power to Super
Swimming. In addition, you can add an Enhancement that changes your
burrows into tunnels. Instead of collapsing behind you as you
"swim" through earth, you leave tunnels through the earth that
people can follow you through (though not at the same speed). For a
1pt Enhancement, the tunnel is big enough to crawl through
(followers have to creep along), for a 2pt Enhancement it is big
enough to run through. Pairs Well With: Sense of Earth is really
useful for making longer burrows, allowing you to essentially see
where you are going underground. If you also take Immunity (Heat),
and have a Brawn of 3 or greater, you could use this power to swim
through lava.

Earth Mastery Cost: Level (1-5) pts Based On: X Mastery You can
control all things of earth and stone, able to stop (or start)
earthquakes, avalanches, etc. This power works just like X Mastery
specifically on earth, rocks, and stone. You can use a Hero Point
to perform a Power Trick using any power in the Earth Suite.

Earth Meld Cost: Level (3) -1 (Limitation) pts Based On: Ghost
Form 3 You sink into the ground and walk through stone walls as if
they were not even there. Mechanics: This power works like Ghost
Form 3, but only allows you to pass through objects made of earth
and stone. Artificial earthen materials like glass, bricks, or
concrete can be phased through if you spend a Hero Point or Push
Yourself. Defensively, this power is only really useful if you are
being attacked by hurled boulders, or if somebody is using powers
in the Earth Suite against you. The main use of this power is the
ability to pass through earthen material and to allow you to hide
safely underground. Pairs Well With: Absorption (Earth) would allow
you to heal while you stay phased into the ground.

Earth Strength Cost: Level (1-3) pts Based On: Boost As long as
you are touching Mother Earth, you gain the strength of a titan!
Mechanics: This functions exactly like Boost of the equivalent
level, affecting your Brawn. As long as you are touching the earth,
meaning rock, soil, sand, etc. you gain a great deal of strength.
If you are above ground level, flying, or simply lifted off the
ground, the power ceases to function. Pairs Well With: Absorption
(Earth)

Living Statues Cost: Level (3-5) -1 pts Based On: Animation
[Limitation: Only affects Stone] You turn ordinary rocks and
boulders into your obedient servants. Mechanics: This power works
just like Animiation (alternate power of Summoning) except it can
only create creatures out of stone. The creations have Level+2
points in stats and Level points in powers. These should have a
stone theme. Here is a sample level 4 Living Statue:

Brawn 3 Agility 2 Mind 1 Powers: Density Increase 2 Armor 1
(x4+10 Soak) Rocky Fist: Special Attack 1 (x4+10 Damage) 60
Hits

Pairs Well With: Earth Mastery

Sculpt Stone Cost: Level (2-5) -1 pts Based On: Transmutation
(See Conjuration power; Transmutation is an alternate power to it).
You can transform ordinary sand, dirt, rock or crystal into a
variety of useful objects. Mechanics: This power works just like
the Transmutation alternate power to Conjuration, except that it
only affects earth and stone. For instance, you can transmute sand
into a glass, turn a sandstone wall into a pile of sand, turn stone
into mud, or turn raw crystal into a crystal statue, etc. However,
all parts of everything you sculpt will be made from earth and
stone, so making things that are electronic will not work, nor can
you make "magic" objects. Whenever you transmute an object, roll a
Mind check. If the result of the check exceeds the difficulty for
the object in question, it works. If you are trying to

EARTH MASTERY TABLE

Level Range Area Max Task Difficulty Example 1 1 mile 10 sq. 10
Dig a hole 2 10 miles 100 sq. 20 Dig a swimming pool 3 100 miles 1
mile 30 Dam a river 4 1,000 miles 10 miles 40 Stop / Start an
earthquake 5 10,000 miles 100 miles 50 Stop / Start a volcanic
eruption
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transmute one substance into another, use whichever difficulty
is higher and add +10. So if you are trying to change a granite
wall into mud, the difficulty would be 40, but if you were only
changing a Glass bowl into a glass cup, the difficulty would only
be 10. Difficulties are also modified by the size of object you are
creating, as with the Conjuration power. Aside from changing one
type of earthen material into another, you can shape the material
however you wish. Assuming your level is high enough to form
objects of the size you are attempting, you could make stone walls,
bridges, towers, statues, weapons, etc.

SCULPT STONE TABLE

Difficulty Example 10 Sand, Glass, Mud 20 Soft Stone (Limestone,
Sandstone, Crystal) 30 Hard Stone (Diamond, Granite, Marble)

Pairs Well With: Stone Weapon, Wall of Stone, Stalagmites,
Living Statues, Earth Mastery, Liquefaction, Ooze, Terrakinesis,
and Burrowing. Common Enhancement: Remember that the base duration
of this power is for one scene (several minutes). If you want it to
last longer, you need to add the Extended Duration Enhancement.

Sense of Earth Cost: Level (1) pt Based On: Sense X You can
detect the presence of earth, stone, minerals, and crystal with
precise detail, immediately knowing the amount of each. Gold cannot
hide from your gaze. Mechanics: You can detect metal, minerals,
earth, and rock as with the Sense X power. In addition, you can
sense stress and weakness in stone structures, detect even slight
slopes in tunnels, and differentiate various types of rock
instantly. If you are also using Burrowing, you can use Sense of
Earth to essentially see where your tunnel is going, allowing you
to avoid obstacles and find your way underground.

Stone Surfboard Cost: Level (1-5) -1 pts Based On: Flight Notes:
Personal You stand atop a big rock, which you can fly around on as
if it were a surfboard. Mechanics: This power works just like
Flight except that you must have a large enough piece of stone to
stand on in order to use it. Common Stunts: You may also treat the
stone as a weapon which you ram into people (see Stone Weapon or
Trample) with momentum added.

Transmute Minerals Cost: Level (2-5) -1 pts Based On:
Transmutation You can transmute lead into gold, steel into
alumninum, or turn iron into rust. Pairs Well With: Sculpt Stone,
Earth Mastery Mechanics: This power works just like the
Transmutation alternative to Conjuration, except that it only
affects minerals, such as metals, crystals, etc. While this power
can be used to transform raw metal into useful objects - you can
turn a pile of iron and sand into a radio, for instance, it is just
as useful for making hard metals soft and vice-versa. This power
can be used as a counter to effectively "turn off" metal Armor,
destroy weapons, etc, but if used on an unwilling target, you must
succeed with an attack making a called shot. You will also need to
make a Mind roll based on what you are trying to transmute. If the
result is equal or greater than the difficulty the transmutation
succeeds. If you are trying to transmute one substance into
another, use the higher difficulty +10. For instance, if you are
trying to transmute Unobtanium into lead, you will have to beat a
difficulty of 60. If you were trying to transmute lead into gold,
you will have to beat a difficulty of 30. However, if you are
merely transforming a lead figurine into a lead bullet, the
difficulty would be 20. Difficulties are also modified by the size
of object you are creating, as with the Conjuration power. Aside
from changing one type of mineral into another, you can shape the
material however you wish. Assuming your level is high enough to
form objects of the size you are attempting, you could make metal
walls, bridges, towers, statues, weapons, etc.

TRANSMUTE MINERALS TABLE

Difficulty Example 10 Tin, copper, salt, rust 20 Lead, Gold,
Silver, Quartz 30 Iron, Aluminum 40 Steel 50 Unobtainium

Common Enhancement: Remember that the base duration of this
power is for one scene (several minutes). If you want it to last
longer, you need to add the Extended Duration Enhancement.

Tremor Sense Cost: Level (2)+2 (Enhancement) pts Based On:
Danger Sense [Linked with Super Senses] You can feel the vibrations
around you so precisely you do not need your eyes to "see" and can
fight and navigate even when blind. Mechanics: You effectively have
Danger Sense and Super Senses which allows you to feel vibration
with an uncanny ability. You would be unable to detect anything
that made no physical vibration (such as a creature with Ghost Form
3 or a hologram), nor would you be able to read, etc, with this
sense. However, you can fight perfectly well with it. You receive
no penalty at all for blindness, so long as you can feel the
vibration of whatever is facing you in combat.
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Electricity Suite This suite affords you mastery of the
mysterious flow of electrons men call electricity! With it, you can
control electrical devices, throw bolts of lightning, transform
into a being of pure energy, and travel through power lines!
Related Suites: Magnetism, Air Name Ideas: Electric, Shock,
Lightning, Jolt, Bolt, Surge, Static, Volt, Spark, Pulse, Arc, High
Voltage, Amp, Hertz, Power

Common Weaknesses Short Circuit: You have a Negating Weakness to
being submerged in water. (-2 Pts) Grounded: You have a Negating
Weakness. Your powers won't work unless you or your target is on
the ground, or touching something that is. (-2 Pts)

Electricity Offensive Powers

Disrupting Jolt Cost: Level (2) +1 pts + Range or Area Based On:
Daze [Affects Electronics] Your jolt of energy can cause nerves to
misfire and electronics to fizzle. Mechanics: This power functions
exactly like Daze and has the ability to affect electronic
machinery, including androids, computers, etc. Unless it is bought
with Range or Area Enhancements, it is limited to targets you can
touch. Non-sentient machinery is automatically affected by it (no
Mind roll needed). Common Enhancements: Linked to Lightning Strike,
Electrocution, or Electro-Weapon, possibly with After Effect of
Weaken Agility (it disrupts motor functions) or Slow [Lethargic].
If this jolt is especially damaging to Electronics, add Extra
Effect vs. Electronics. Common Limitation: An EMP (Electro-Magnetic
Pulse) might have the Limitation leaving living targets
unaffected.

Electrify Cost: Level (1-5)+1 + Range, Area Based On: Damage
Field You charge the very air and ground of an area. Anyone
entering that zone suffers electrical jolts. Mechanics: This power
works just like the Damage Field variant of Damage Aura, and is
made of pure electricity. It must be bought with an Area (usually
Burst or Arc) and may be bought with Range. It does 1DM per level
in the power in the area. Electrify persists for 3 pages. The
maximum number of zones you can have active at once is equal to
your level in Electrify, though you may create only one on any
given panel. When a character moves into or starts their panel
inside the area, the arcing electricity automatically damages
them.
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Electrocution Cost: Level (1-5) pts + Range, Area Based On:
Continual Damage Your target is wracked with a continuing flow of
electricity. Mechanics: This power functions like Continual Damage,
doing 1DM of electrical damage to the target per level. It may be
bought with range and area, but otherwise will work with a range of
Touch. Common Enhancement: Linked with Paralysis.

Electro-Weapon Cost: Level (1-5) +1 pts (Enhancement) Based On:
Special Attack [Extra Effect vs. Metal] A rippling stream of
lightning comes from your hand, allowing you to use it as a
close-quarters weapon. Mechanics: This power functions as Special
Attack, and is used for Hand-to-Hand attacks only. Examples include
a whip or sword of electrical energy that flows from the hand, or
simply an electrified fist. It does +1 DM OR gives +1 Multiplier to
hit for each level (up to the player). The damage can be based on
Brawn or Mind, depending on the Player's choice, as this is both an
energy weapon and a Hand-to-Hand attack. Against metal targets,
such as robots, people in metal armor, or metal surroundings, the
Electro-Weapon gets a +2 Multiplier Bonus to hit. Common
Enhancements: Reach (for a whip); Variable (would not allow Range
or Area, but can be used to swap multipliers in Hit and
Damage).

Lightning Strike Cost: Level (1-5)+4 pts Based On: Special
Attack [Extra Effect vs. Metal] Pure electricity crackles from you
into your target. Mechanics: This power functions like Special
Attack, doing Mind +1DM per level damage. Against metal targets,
such as robots, people in metal armor, or metal surroundings, the
Lightning Strike gets a +2 Multiplier Bonus to hit (or gives a -2
Multiplier Penalty to dodge a Burst effect). It comes in the
following forms:

Lightning Bolt: (Long Line)

Arc Lightning: (Short Range, Medium Arc OR Long Arc)

Ball Lightning: (Short Range, Medium Burst) Common Enhancements:
Variable would allow you to choose any form with each use.

Paralysis Bolt Cost: Level (2) +1 pts + Range, Area, and
Increased Multiplier to Hit Based On: Immobilization 2 [Target
Only] You send a surge of electricity that causes the targets
muscles to seize, making it impossible to move. Mechanics: This
power functions exactly like Immobilization 2, requiring a 20 or
better Brawn check to escape. Targets affected by this Paralysis
Bolt cannot be

helped out of the effect by the assistance of allies, except by
use of the Restore power. Unless this power is bought with Range or
Area, you must touch the target to affect them. In addition to
adding Range or Area, you can choose to add points to increase your
multiplier to hit with this power. Common Enhancements: [Linked to
Electrocution], as the targets body continues to crackle with
painful electricity. [Extra Effect vs. Electronics] also fits.

Short Circuit Cost: Level (1-5 pts) + Range (if any), Area (if
any) -1 Based On: Nullify You cause the circuitry in a gadget to
short out and it ceases to function. Mechanics: This power works
like Nullify of the same level by making the targets powers short
out. It will only work against technological powers from gadgetry
or robotics.

Thunder Flash Cost: Level (2) pts +Area, Range Based On:
Confusion 2 A brilliant strobe-like flash of lightning and clap of
thunder momentarily deafens and blinds all in the area. Mechanics:
This power works similarly to a flash-bang grenade, using a
combination of bright light and deafening sound to overwhelm the
victims senses. You make a Mind contest against all victims caught
in the area. Those who failed take a -4 Dice Penalty on all Agility
rolls. This lasts until the target makes a 20 Mind check or 3 pages
elapse (whichever comes first). Common Enhancements: Extended
Duration (targets can still shake off the effect by making a 20
Mind check, but it will last longer than 3 pages before it
automatically dissipates).

?


	
19

Electricity Defensive Powers Absorption (Electricity) Cost:
Level (4) pts Based On: Absorption You reach out your hand and tap
the live wire for what it is worth. What would have killed anybody
else has only made you healthier. Mechanics: This is the Absorption
power (see "New Powers"), specifically against electricity.

Electro-Location Cost: Level (2) pts Based On: Danger Sense Like
a shark, you can sense the changes in static electrical fields
around you, making it possible to navigate and avoid dangers you
cannot see. Mechanics: This power functions just like Danger Sense,
allowing you to feel your surroundings by changes in the ambient
static electricity and electrical impulses in the bodies of
creatures. It can be foiled by extreme amounts of ambient
electricity, such as a downed power line, overwhelming the sense in
the same way that a very bright light or loud noise would ruin
ordinary vision or hearing. Recommended Disadvantage:
Susceptibility. Large amounts of ambient electrical energy cause
you discomfort. You get -3 Dice Penalty to Agility rolls while in
such an environment.

High-Voltage Halo Cost: Level (1-5) pts, + Area if any Based On:
Damage Aura Anybody who touches you gets a nasty shock. Mechanics:
This power functions exactly like Damage Aura, and is made of
electrical energy. Common Enhancements: Usable on Others: You can
choose to apply a High-Voltage Halo to an object instead of
yourself, shocking anybody who touches it. Multi-Power with
Lightning Strike, essentially you are discharging your High-Voltage
Halo towards a target instead of leaving it surrounding your body.
You can generate a new one on your next panel. Linked with Static
Electric Sheath or Static Electric Shield would mean that you have
a strong electromagnetic field surround you that repels
attacks.

Immunity (Electricity) Cost: Level (1) pt Based On: Immunity 1
You do not fear lightning or electric shocks, and suffer no ill
effects from electrocution whatsoever. Mechanics: This is the power
as written in BASH! Ultimate Edition, specifically against
electricity.

Resistance (Heat, Radiation) Cost: 1 pt Based On: Resistance 1
Your exposure to electricity has rendered you resistant to intense
heat and radiation as well. Mechanics: This is the power as written
in BASH! Ultimate Edition, specifically against heat and radiation,
which are tangentially related to electricity.

Shocking Wall Cost: Level (1-5) pts + Range, Area Based On:
Damage Shield You put up an electric force field. Anybody touching
it receives a nasty shock. Mechanics: This power works exactly like
the Damage Shield variant of the Force Field power, and is made of
electricity. It can be used as a personal protective sheath, or can
be bought with range and area. Pairs Well With: Lightning Strike,
Electrify

Static Electric Sheath Cost: Level (1-3) pts Based On: Armor You
are insulated from attacks by a powerful layer of electro-magnetic
repulsion. Mechanics: This power functions just like Armor of the
same level. Common Enhancement: Linked with Static Electric Shield
Pairs Well With: High Voltage Halo.

Static Electric Shield Cost: Level (1-3) pts Based On: Deflect A
surge of electricity surrounds you and repels incoming attacks with
a sudden jolt, occasionally sending them back! Mechanics: This
power functions just like Deflect of the same level. Common
Enhancement: Linked with Static Electric Sheath Pairs Well With:
High Voltage Halo.

?


	
20

Electricity Utility Powers

Electromagnetism Cost: Level (1-5) -1 Pts Based On: Telekinesis
You can control magnetic fields with great power and precision,
allowing you to mentally maneuver large loads of iron and steel.
Mechanics: You can pick up ferrous metals (such as iron and steel)
with your mind, treating your level in Electromagnetism as if it
were Brawn. The distance you can move a rock is Mind x2 squares per
panel. This can be used as a weapon, doing 1DM per Level in this
power (using your Mind for the attack roll). You can also directly
damage anything made of such metal, mentally fracturing it from
within (same damage as above), possibly breaking it apart. You have
a base range of 5 squares, and can reach farther away at the cost
of strength (each increment of 5 squares treat your power as if it
were 1 level lower). Some of the items you can lift may be quite
large (see the Improvised Weapons table in BASH! Ultimate Edition)
and may affect a large area, assuming that there is a car or
similar object nearby. You can also choose to stand on floating
metal to surf on them, and can allow allies to do the same
(assuming your Electromagnetism is strong enough to support that
weight). The speed at which you can move this way is rather slow,
however (Mind x2 Squares). Common Stunts: Just about anything in
the Magnetism

Suite would be a common stunt to perform with

Electromagnetism. Special Attack (hurling metal objects

at high velocity), Repulsion Flight (for faster movement),

and Deflect are all especially appropriate, though.

Electronics Mastery Cost: Level (1-5) pts Based On: X Mastery
(Electronics) By manipulating the electronic impulses that surge
through machines, you are able to control them. Mechanics: This
power is a version of X Mastery that applies specifically to
electronics. You can use this power to control the electronics, or
simply to turn them off, allowing you to create a city-wide
blackout if you so desired. See the table at top of the page.

Lightning Streak Cost: Level (1-4) pts Based On: Teleportation
You look to the heavens, and with a thunderous crash, your body
turns into a lightning bolt. An instant later, a lightning bolt
strikes the earth miles away, transforming back into your physical
body. Mechanics: This power works just like Teleportation, allowing
you to instantly travel between locations without having to cross
the space in between. Your body turns into energy (a bolt of
lightning) and then instantly appears somewhere else. If you spend
an entire page in Lightning Streak, you can move farther than you
can than as part of your regular movement. The distance you can
move is based on level as follows:

Common Enhancements: Linked with Lightning Strike hitting the
place where you appear, or After Effect: Thunder-Flash centered in
the place where you disappeared from. Common Stunts: Special
Attack: you use this power to repeatedly strike an opponent with
bolts of lightning as you teleport around him. Pairs Well With:
High-Voltage Halo, Lightning Strike

Repulsion Flight Cost: Level (1-5) -1 (Limitation) pts Based On:
Flight By sending a strong charge that repels you from Earths
magnetic field, you carry yourself aloft. Mechanics: This power
works just like Flight, but you

must be in an area with a strong magnetic field that you

can push off from, such as a planet, interior of a

spaceship, etc.

Pairs Well With: High Voltage Halo

ELECTRONICS MASTERY TABLE

Level Range Area Max Task Difficulty Example 1 1 mile 10 sq. 10
Control an appliance 2 10 miles 100 sq. 20 Control all electronics
in a building 3 100 miles 1 mile 30 Control all electronics in
several blocks 4 1,000 miles 10 miles 40 Control all electronics in
an entire city 5 10,000 miles 100 miles 50 Control all electronics
in an entire county

LIGHTNING STREAK TABLE

Level Move Full Page 1 5 sq Miles 2 20 sq 100s of Miles 3 50 sq
1000s of Miles 4 100 sq Anywhere on Earth

?


	
21

Ride the Lines Cost: Level (1-4) pts -1 (Limitation) Based On:
Teleportation You reach out and touch a wall socket... and
disappear, leaping out of another one miles away. Mechanics: This
power works just like Teleportation but you must touch an
electrical source to use it, and can only travel along electrical
lines. You can touch any electrical appliance, wires, power lines,
etc. and appear somewhere else that is connected to the same grid
of electrical wires within range. If you spend an entire page
riding the lines, you can move farther than you can than as part of
your regular movement. The distance you can move is based on level
(see table at the bottom of page).

Sense Electricity Cost: Level (1) pt Based On: Sense X You can
feel electricity no matter how faint. A tiny battery powered device
will not escape your notice. Mechanics: This works exactly as Sense
X as outlined in BASH! Ultimate Edition, and is specifically used
to sense electricity. You will be able to sense the voltage, amps,
etc from any electrical source. Pairs Well With:
Electro-Location

RIDE THE LINES TABLE

Level Move Full Page 1 5 sq Miles 2 20 sq 100s of Miles 3 50 sq
1000s of Miles 4 100 sq Anywhere on Earth
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Fire Suite

This Power Suite gives a character control over heat and
flames.

Related Suites: Earth (lava theme), Ice (temperature control
theme) Name Ideas: Pyro, Fire, Torch, Burn, Combust, Flame, Fuego,
Hot, Heat, Blaze, Star, Sun, Scorch, Singe Re-Skinning Ideas: Many
of the powers in this suite specifically describe flames as their
means of working. However, this need not be the case. You could
re-skin many of these powers to use microwave energy or other
radiation. Likewise, the source of the fire may be something
unearthly, some kind of blue cosmic starfire or green hellfire
would work as well.

Common Weaknesses Smothering: You have a Negating Weakness to
being submerged in water, in vacuum, or any other place a flame
will not burn. Damaging Weakness to Cold: You take double damage
from cold based attacks. Vulnerability to Water: You take damage
from contact with water in the way an ordinary person would be
damaged by fire.

Fire Offensive Powers Burn Cost: Level (1-5) +1 pts + Range,
Area Notes: Area Mandatory Based On: Damage Field You fill an area
with raging fire, incinerating all who dare to enter. Mechanics:
This power functions exactly like the Damage Field variant of the
Damage Aura power, and is made of fire. It must be bought with an
Area (usually Burst or Arc) and may be bought with Range. It does
1DM per level in the power in the area. Burn persist for 3 pages.
The maximum number of zones you can have active at once is equal to
your level in Burn, though you may only create one on any given
panel. When a character moves into or starts their panel inside the
area, the flames automatically damage them. Common Enhancement:
Movable

Combustion Cost: Level (1-5) pts + Range, Area Based On:
Continual Damage With a thought or a touch, your target is consumed
by hungry flames. Mechanics: This power functions exactly like the
Continual Damage power, and is made of fire. It can be bought with
Range and Area, but does not need to be.
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Fire Breath Cost: Level (1-5) pts + Area Notes: Cone Mandatory
Based On: Special Attack You produce a cone of flame that scorches
everything before you. Mechanics: This power functions exactly like
Special Attack, and is made of fire. This power must be bought with
the Cone area of effect. Despite the name, it does not need to
project from the users mouth unless the person creating the
character wants this. Common Enhancement: After-Effect Burn

Fireball Cost: Level (1-5) pts + Range, Area Notes: Ranged,
Burst, both Mandatory Based On: Special Attack A tiny spark
launches from your hand and then explodes with the fury of a
volcano. Mechanics: This power functions exactly like Special
Attack, and is made of fire. The power must be bought with Range
and the Burst area effect. Common Enhancement: After-Effect
Burn

Flame Jet Cost: Level (1-5) pts + Area Notes: Line Mandatory
Based On: Special Attack You produce a column of flame that
scorches everything before you. Mechanics: This power functions
exactly like Special Attack, and is made of fire. This power must
be bought with the Line area of effect. Common Enhancement:
After-Effect Burn

Flame Weapon Cost: Level (1-5) pts Based On: Special Attack You
produce a fiery weapon from your hand, that you can wield. This
weapon might be a sword, axe, mace, hammer, or even simply a ball
of flame that surrounds your fist. 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: Linked with
Combustion, Reach (for spears or whips).

Heat Ray Cost: Level (1-5) pts + Range Notes: Ranged Mandatory
Based On: Special Attack You launch a powerful beam of intense heat
that can burn or melt anything that gets in its way. Mechanics:
This power functions exactly like Special Attack, and is made of
pure heat. The power must be bought with Range.

Smoke Cost: Level (3) pts +Range, Area, +2pts (Enhancement)
Based On: Confusion 2 [Lingering, Linked with Damage Field 3] You
fill an area with billowing smoke, making it impossible to see or
breathe. Mechanics: For the next three pages, this power causes all
caught within the area to be blinded and suffer a -4 Dice Penalty
to all Agility rolls. This lasts until the target leaves the area
of the Smoke. In addition, anybody who breathes in the smoke filled
area takes x3 damage, which cannot be soaked, from smoke
inhalation. This damage can be avoided, however, simply by holding
ones breath, and is immediately healed after someone spends 1 full
page catching their breath. Anybody who is knocked-out due to smoke
inhalation can be saved by a 20 Medicine/Paramedic check delivered
within a few minutes of this happening. It takes significantly
longer to recover fully (likely needing a ventilator for an
extended period). Smoke inhalation is potentially lethal if a
victim is left to continue breathing smoke. Common Enhancement:
Movable

Swelter Cost: Level (1) pt + 1 (Enhancement) + Area, Range Based
On: Confusion 1 [Lingering] You make it so hot that everyone in the
area has difficulty functioning. Mechanics: This power functions as
Confusion 1, giving everyone in the area a -2 Dice Penalty on all
Agility rolls for the duration of three pages. The power must be
bought with an Area, and it affects anyone in the area that does
not have Immunity, Resistance, or Absorption with heat. Common
Enhancement: Extended Duration
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Fire Defensive Powers Absorption (Heat) Cost: Level (4) pts
Mechanics: This is the Absorption power (see "New Powers"),
specifically against fire and heat.

Body of Flame Cost: Level (2-5)+1 pts Notes: Area Based On:
Ghost Form 2 [Linked with Damage Aura] Associated Weakness:
Vulnerability to Water You become a living being of fire.
Mechanics: You have both the effect of Damage Aura and Ghost Form
affecting you at once. The DM you do is based on your level in the
power. In addition to being able to burn objects and being immune
to most physical damage, you are also immune to fire. However, as
you are a being of pure fire, you are vulnerable to water in this
form (treat this as the Vulnerability weakness). If the
Vulnerability always affects you, take it
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