
Super Power Store by @LilSteveWeezy

Congratulations on your luck, you've been chosen to become one of 10,000 around the world to 
gain superhuman powers. You are teleported to a place between places, and have been given one hour 
to purchase your new abilities. You can either roll a 1d20 for points, or accept TEN free points to begin 
your journey.

Powers have been presented in this lovely bare-bones catalog format for your viewing pleasure. 
At some point in the future, background and images will be added. There are FOUR categories of 
powers: PERSONAL, MENTAL, MANIPULATION, and OTHER. Choose two categories and unlock 
them for free. Unlocking an additional category costs 1 point. EQUIPMENT can be taken at no 
additional cost. In addition, you can earn more points by taking DISADVANTAGES, found after the 
catalog's main body. You may not purchase the same power twice. However, you may purchase other 
levels of the same power. These levels stack linearly. 

PERSONAL POWERS

Main Powers
(4 Points)

Secondary Powers
(2 Points)

Tertiary Powers
(1 Point)

Excellent Strength 
Current Strength*1000 OR
Lift 100,000kgs above your 
head. Objects lifted do not harm 
your body. Objects may not 
break as a direct result of this 
power.

Superior Strength 
Current Strength*100 OR
Lift 10,000kgs above your head. 
Objects lifted do not harm your 
body. Objects may not break as a 
direct result of this power.

Pinnacle Strength
Can Lift 500kgs above your 
head. 

Excellent Speed 
Run @ 1,400kmh (Sonic Speed), 
and can create a sonic boom 
effect with relative ease.

Superior Speed 
Run @ 300kmh (190 mph)

Pinnacle Speed
Run @ 80kmh (50 mph)

Excellent Durability 
Equivalent to Graphene or 
diamond in toughness all the 
way through. You also gain a 
slight resistance to pain, 
reducing the feeling by 25%

Superior Durability 
Equivalent to Steel all the way 
through. Can be fluffed to look 
like any metal.

Pinnacle Durability
Your flesh becomes resistant to 
damage, comparable to many 
hard woods. Your bones also 
receive a slight improvement.

Excellent Endurance
You never have to worry about 
stopping. Your body can keep 
working non-stop. Even your 
powers gain an edge, reducing 
cool downs by 25%.

Superior Endurance
Your body can go days without 
sleep normally, and you can 
fight for hours with ease, so long 
as your powers don't give.

Pinnacle Endurance
You can work a sixteen hour day,  
sleep four hours, and do it all 
over again. 



Excellent Flight
Fly 1,000kmh @ 11,000m and 
can create sonic booms with 
difficulty. Includes a resistance 
to cold and altitude sickness.

Superior Flight
Fly 200kmh (125mph) @ 4,000m 
and gain a resistance to cold and 
altitude sickness.

Flight
Fly 50kmh (30mph) @ 100m

Excellent Teleportation
Teleport up to 10,000km/hr, 
divided into as many increments 
as you wish. You need either a 
clear image of your destination 
in mind, or line of sight to the 
desired location.

Superior Teleportation
Teleport up to 10km 100/hr OR
Teleport up to 100m 500/hr. You 
must have a clear image of your 
destination in mind or line of site  
to the desired location.

Teleportation
Teleport up to 1km 10/hr OR 
100m 100/hr. You must have an 
image of your head of the 
location you are teleporting to.

Excellent Healing
Heal broken bones and deep cuts  
lighting quick, coming back from 
near-death almost instantly. 
Limbs and organs will regrow 
quickly. The complete 
destruction of the brain is the 
only way to put you down.

Superior Healing
Heal broken bones, cuts, and 
organs in minutes, and scrapes 
instantly. Also allows you to 
recover from severe brain 
damage and regrow limbs over 
the course of several days.

Pinnacle Healing
Watch broken bones and 
damaged organs heal over the 
course of several hours, while 
scratches and scrapes heal in 
minutes.

Excellent Reflexes
Your reflexes are instant, giving 
you a 'bullet-time' effect you can 
activate at will for unlimited 
time. Your body also can also 
move twice as fast.

Superior Reflexes
You can dodge and grab arrows 
out of mid-air, your body able to 
keep up with your extremely 
keen reflexes.

Pinnacle Reflexes
Games of reflex and dexterity 
come easily to you. No ordinary 
human can surpass you.

True Self Biokinesis
You have complete control over 
your own biomass, and can store 
extra biomass in an efficient, 
near-weightless form. This will 
take time, as doubling a muscle's  
mass will take nearly a minute, 
and growing horns about the 
same. Requires effort and 
knowledge of human anatomy to 
design and experiment with your 
body.

Partial Biokinesis
You have control over ONE facet  
of your body, e.g. Hair, bones, 
and can control them at the same 
rate as True Self Biokinesis OR 
You can change your face, hair 
color, ethnicity, and height over 
the course of several minutes at 
will.

Sustenance Resistance
You now require almost no food, 
water, or air to function. You 
may still eat and drink as much 
as you desire.

Elastic Physiology
Your body can stretch, twist, and 
bend like rubber, but much 
stronger. This ability can absorb 
and shoot back bullets or other 
physical attacks. You can change 
the consistency of your body in 
seconds. 

Extra Limbs
Gain two extra limbs at 'normal' 
strength OR one limb which is 
1.5x as strong as 'normal'. 
Adjusted for purchases made 
during this CYOA.

Toxicity Resistance
Poisons and toxins now have no 
effect on you. You are still aware 
if you have been 'poisoned'.



Animal Shifting
Rather than stay human, your 
body can now shift between any 
existing animal forms. Your 
animal forms are of equivalent 
health to your human form, but 
their abilities stack with your 
other powers.

Animal Physiology
Your body changes to reflect an 
animal of your choice. You gain 
a menagerie of semi-teritiary to 
tertiary level powers and look 
like a mix of human and beast. 
You can choose to exit this form, 
but lose any powers gained 
through this purchase while not 
in your half-beast form. This 
process takes several seconds.

Natural Weapons
Your body naturally generates a 
single type of melee weapon. 
Whether they're claws, horns, or 
fangs is up to you. Natural 
venom optional.

Immortality
Immortality in the age-less 
sense. You can still die due to 
bodily harm or mental attacks, 
but gain an immunity to poisons 
and disease.

Muscle Memory
On observing an action taking 
place, you can mimic the 
observed action with precision. 
Only works with physical skills, 
and grants no understanding of 
their underlying physics or 
principles.

Enhanced Sense
One of your five senses receives 
an upgrade to super human 
levels. Your sight will become 
20/5, your nose sharper than a 
blood hound, etc.

Intangibility
Your body can enter a geist-like 
state. Objects in this reality have 
no effect on you, but mental 
attacks and psychic energies still  
effect you. Your body will phase 
through objects, rendering touch 
powers unusable, but other 
abilities are still available. 

Invisibility
Your body can become 
completely invisible with only a 
moment's thought. Can still be 
found through a variety of 
means, and you still produce 
noises and smells.

Extra Sense
You gain a sense not normally 
found in humans. For example, 
you may be able to sense the 
electricity present in humans and 
electronics, X-ray vision, 
infrared vision, etc.

Excellent Replication
Create up to two copies of 
yourself at full-power, whose 
knowledge passes onto you, or 
trade in one copy to create four 
copies at ¼ your full power. 
These clones cannot use any 
form of Replication.

Replication
Create up to four copies of 
yourself, each at ¼ of your full 
power. These clones cannot use 
any form of Replication.

Division
Divide yourself and your powers 
in two, each half being ½ as 
strong as the original. These 
clones cannot use any form of 
Replication.

Evolution
Your body reacts to external 
stimuli quickly, allowing you to 
adapt to new and impossible 
conditions. After a given stimuli 
ends, that adaption quickly 
recedes.

Gaseous Form
Enter a gaseous form, equal in 
size to your body's volume. This 
gas can move stealthily through 
the air at 30kmh, including 
through cracks and crevices. 
However, beware of brisk winds.

Undead Physiology
Your body is considered dead, 
and will slowly rot away to 
bones. You no longer feel pain, 
and require no sustenance or 
sleep. Cannot be healed.



Size Enhancement
Your body can shift in size by 
several magnitudes, up to 100 
times larger or 100 times 
smaller. You may affect only one 
area of your body if you wish. 
Your strength increases or 
decreases appropriately. Other 
powers maintain their full effect.

Elemental Resistance
Your body becomes resistant to 
fire and ice, as well as electrical 
currents and blinding lights. 
Effects of supernatural abilities 
are lessened against you. Most 
damage is less than it should be.

Temperature Resistance
Extreme hot and cold don't affect  
you, 200F is a bit stuffy, while 
0F is a bit nippy.

Unnoticeable
You can choose to become 
unnoticeable for a time, making 
everything ignore your existence.  
You may still be recorded, but 
this will not cause issue until 
after your power is off. Two hour 
limit, with an 8 hour cooldown.

Liquid Form
Enter a liquid form, wherein you 
become an amorphous puddle 
equal in volume to your body. 
This liquid becomes nearly 
undetectable in a larger body of 
liquid. This puddle can move up 
to 10kmh, freezes at 0C and 
boils at 100C

Wall Climbing
You can cling to surfaces with 
relative ease, although 
movement in this manner is 
relatively slow if you lack the 
dexterity to use it properly.

Super Mode
Choose some physical attribute 
you believe to be important to 
you. You can now enter a mode 
where this attribute is multiplied 
ten times for ten minutes, but 
afterward you are completely 
exhausted and lose 
consciousness.

Super Eating
You can eat anything without 
consequences. You do not gain 
weight and you do not become 
poisoned. Your jaw strength and 
durability also increases 
exponentially, allowing you to 
munch through steel rebar with 
ease.

Rule of Cool
Everything you do seems cooler 
than it otherwise would be. 
Explosions look cooler, Your 
hair is always just right, film of 
you always seems film-worthy, 
etc. You are an actor, and the 
world is your stage. Conversely, 
if people find out you purchased 
this, most will consider you a 
douche.

MENTAL POWERS

Main Powers
(4 Points)

Secondary Powers
(2 Points)

Tertiary Powers
(1 Point)

Excellent Intelligence
Your mind is the equivalent of a 
super computer. Compute 
advanced equations in the time it  
takes to blink an eye, but you 
can only handle one process at a 
time. Intelligence also does not 
equal wisdom, some things can 
only be learned through 
experience. Your body also may 
not be able to follow exactly 
what you're thinking.

Superior Intelligence
You are around the league of a 
complex scientific calculator in 
terms of brain power. Graphing 
has never been easier.

Pinnacle Intelligence
You can perform the functions of 
your run-of-the-mill calculator 
with ease. Complete long 
division to the tenth decimal in a 
flash.



Excellent Memory
Everything you see, hear, smell, 
taste; It's all recorded and filed 
away in your head, allowing for 
very quick access if you have a 
general idea of what you want to 
remember. This doesn't 
necessarily mean you 
understand something, however.

Superior Memory
You have a photographic 
memory. You naturally 
remember most things, and can 
take short recordings for higher 
accuracy. Recalling memories 
may become difficult if you 
remember too many things.

Pinnacle Memory
You gain an eidetic memory, 
allowing you to recall recent 
sights and sounds with great 
accuracy.

Mass Telepathy
You can delve into the conscious 
of another person, learning their  
deepest secrets and thoughts. 
Used en mass, it is possible to 
sort through dozens at a time. 
Comes with a free purchase of 
'Multitasking'.

Telepathy
Surface thoughts can be gleamed 
with some concentration. You 
may read more than one person 
at a time, but these thoughts 
become increasingly jumbled.

Empathy
You are naturally inclined to 
read and understand the 
emotions of others, even if they 
have no other 'tells'.

Understanding
Things you read or are 
explained, you naturally have an 
inclination to understand. 
Theory comes easily to you, but 
you still require time to work 
through the material and allow 
your power to kick in.

Superior Multitasking
Your mind can keep track of a 
dozen things at once with 
incredible accuracy, including 
complex tasks which involve a 
large deal or thought.

Multitasking
Dealing with three or four issues  
at once becomes a non issue, so 
long as they aren't too 
consuming or complex. 

Premonition
See into the future constantly up 
to 5 seconds, while also 
maintaining full awareness of 
the present, OR get lucid 
snippets of up to several days 
ahead in your dreams. You 
receive several of these a night, 
and at least one will be very 
important to you.

Psychometry
Touching an object or person 
reveals snippets of their past, or 
important facts about the 
touched item. These memories 
are gleamed instantly. Useful for  
gathering clues.

Danger Sense
You gain an innate sense of when 
you or someone literally close to  
you is in danger. You do not 
know where the danger will 
come from unless you already 
have a strong clue.

Domination
Depending on the complexity of 
your target(s), you may take 
control of up to three people or 
millions of insects. Depending 
on your level of concentration 
and the target's complexity, you 
may issue simple or complex, 
multi-level commands. Supers 
are naturally resistant to this 
ability, and can cause psychic 
whiplash.

Suggestion
You may induce a hypnotic effect  
on up to one individual or 
several animals. They act lucid 
in this state, but clearly are not 
on closer observation. Supers 
resist this effect.

Willpower
Not only are you now immune to 
all hypnotic or dominating 
effects, you also gain a nearly 
indomitable will. If you flip the 
switch to one of your motives, 
your will becomes enduring and 
unstoppable.



Astral Projection
You may separate your soul from 
your body, enabling you to 
gather information. You can take 
'possession' of an object while 
Astrally Projected, giving you 
control of it. In this state your 
spirit is invisible and cannot be 
found, but your body is 
completely vulnerable.

Dream Walking
When asleep or in a meditative 
state, you are completely lucid 
and can enter the dreams of 
anyone within 10km, allowing 
you to disturb their subconscious 
and stir emotions. Unless 
otherwise stated, the target will 
not know you tampered with 
their dreams.

Meditation
You enter a meditative state. 
While in this state, you are 
completely at peace and will 
sleep and heal three times as 
fast.

Excellent Force Fields
Create up to 50^2 meters of 
paper-thin force fields, capable 
of stopping high explosives. 
Requires Concentration to 
maintain, but can quickly be 
raised if needed.

Superior Force Fields
Form up to 10^2 meters of force 
field one-inch thick, capable of 
stopping high-powered rifle 
rounds and many smaller 
explosives. Requires 
Concentration.

Force Fields
Create up to 3^2 meters of force 
field, capable of stopping small 
arms and shrapnel. Requires 
Concentration.

Omnilinguism
You are fluent in all current 
human tongues and computer 
languages. If exposed to alien 
tongues, you can learn them 
after a few hours of study. You 
also have a way with words that 
presents undeniable charm. You 
become a natural orator. 

Language Comprehension
Languages of the human tongue 
come easily to you. You learn all 
common languages, and can 
learn the rest after a few days of 
exposure. Your words also 
become sharper and more 
charming. Diplomats envy your 
speeches.

Polyglot
You learn languages at a far 
accelerated rate. You can learn 
become fluent in most languages 
after spending a few days of 
exposure.

Excellent Illusions
You can create illusions which 
fool the senses of sight, sound, 
and smell. These illusions can 
affect an area up to 1 kilometer 
in range and are completely 
realistic. Requires a divided 
focus to maintain all illusionary 
elements.

Superior Illusions
Choose one sense your illusions 
will affect: Sight, Sound, Smell, 
Taste. You can induce illusions 
up to 5^3 meters in total size, or 
on up to six separate targets.

Minor Illusions
Choose one sense for your 
illusions to affect: Sight, Sound, 
Smell, Taste. You can induce 
illusions up to 1^3 meter in total 
size, or on a singe target.

Pain Inducement
Create an illusory pain in your 
target. Depending on the number 
of targets and your focus it can 
range from a couple of crippled 
men or a dozen with a major 
inconvenience. 100m range.

Feeling Rejection
You can turn off senses of 
pleasure or pain at a whim, 
although your body will still be 
affected by the cause of these 
symptoms. You can also turn off 
feelings of mercy, despair, and 
regret.

Pain Resistance
Feelings of pain are reduced to 
almost nothing, allowing you to 
endure greater injury without 
losing your conscious ability.



Sensory Deprivation
You can have up to ten targets 
for sensory deprivation. If you 
target two people, you can 
deprive them of all senses. If you 
target ten, you can deprive each 
of one sense. 

Fear Induction
You can induce a sense of fear 
and terror on up to four targets 
by touch, OR up to two targets 
within a 100m range. Still 
requires concentration to 
maintain.

Fearless
You lose all sense of fear, 
including justified feelings of the 
sense.

Madness Induction
You can temporarily drive a 
target(s) mad. Depending on 
how your concentration is split, 
it could be a single raving mad 
lunatic or a dozen with strange 
delusions.

Paralysis Induction
You can force a sense of 
paralysis on up to several 
targets by touch, OR a single 
target within a 100m range. This  
effect cancels then the target 
leaves the area, or when you 
lose concentration. Form 
changes will negate this effect.

Unpredictable
You gain a natural sense of 
unpredictability. Your actions 
will tend to follow a strange but 
otherwise effective logic, which 
cannot be followed by others.

Psychic Constructs
Create large or complex psychic 
constructs, limited by your 
imagination and a 50^3 meters 
in volume. These structures have 
the strength of steel. Requires 
extensive concentration and 
focus to maintain and control. 
500M range.

Psionic Objects
Create simple objects up to 10^3 
meters in volume with the 
strength of modern plastics. 
These are limited by 
concentration and imagination. 
100M range.

Psychic Weapons.
Form small, simple weapons 
with the force of your will. These 
weapons can take up to 1 ^3 
meter in volume and have the 
strength of modern plastics. 50M 
range

Matter Creation
The creation of matter is now at 
your finger tips. How quick you 
create this matter depends on its 
complexity and density. Creating 
a cubic foot of steel takes a few 
moments, while an assault rifle 
will take several minutes. 
Something complex as a car will 
take an hour or more, assuming 
you know its intricacies. 

Weakness Sensing
Weaknesses in armor and 
defenses become obvious to you, 
and visual trails to these 
weaknesses appear in your 
vision.

Illusion Awareness
You are now aware of any 
illusions placed upon you, and 
can ignore them to an extent.

Command Synchronization
Create a network of minds, up to 
a dozen, where each mind will 
know the position, future actions,  
and targets of others in the 
network. Stacks with up to two 
other Synchro powers.

Battle Synchronization
You can form a mental web with 
up to four others, which will 
grant each of you a sense of 
position and future actions of the  
others in the web. Stacks with 
one other Synchro power.

Dance Synchronization
You and a partner become aware 
of each other's position and 
upcoming actions, allowing for 
increased teamwork without 
exchanging words.



Memory Manipulation
You can manipulate the 
memories of any target you 
touch. These manipulations 
include the replacing of 
individuals with another, or 
erasing entire events.

Mental Healing
Healing the minds of those who 
need it most comes easily to you.  
You can guide and assist the 
mentally ill with ease, and can 
soothe even the most frayed 
nerves.

Autopilot
Bored? You can now enter a 
state of semi-lucidity, freeing 
your mind to wander while your 
body responds accordingly, if 
sluggishly. Does not qualify as 
rest.

Mind Exchange
After making eye contact with a 
target, you may switch your 
mind with that of the target. Both 
your respective bodies retain all 
their powers, including this one. 
This effect is otherwise 
permanent.

Brain Drain
An aura of mental slowness can 
surround you, reducing mental 
acuity within 20m of you. You 
may exempt targets from this 
field.

Message
You can send mental messages to 
others in a 100m range. If a 
target receives a message, they 
may choose to reply mentally 
without this power.

MANIPULATION POWERS

Main Powers
(4 Points)

Secondary Powers
(2 Points)

Tertiary Powers
(1 Point)

True Elemental Kinesis
Choose two Elements and 
command them with incredible 
proficiency in a 300m range, 
including becoming an 
elemental of either for a short 
time, OR Choose six elements 
and command them with 
Secondary levels.

Elemental Kinesis
Choose one Element and control  
it at Avatar levels in a 100m 
ranger, OR choose three 
elements and control them at 
Tertiary levels.

Minor Elemental Kinesis
Choose one element, and control  
it at a level equal to an amateur 
Bender. Elements include: Fire, 
Water, Lightning, Air, Earth, 
Metal, Darkness, Light, Plants, 
Smoke, Explosion, Sound, 

Master Object Kinesis
Choose a type or group of items 
weighing less than 100kg OR a 
single item weighing less than 
20,000kg. If the former, you 
cannot lift more than 20,000kg 
of those objects. You can control 
and propel these objects at 
200kmh, but must keep track of 
these items mentally. The fewer 
items bonded to you, the faster 
they can move. 500M range.

Object Kinesis
Choose a type of object 
weighing less than 20kg, OR a 
single item weighing less than 
2,000kg. If the former, you 
cannot lift more than 2000kg of 
those objects. You can control 
and propel these objects at 
100kmh, but must keep track of 
these items mentally. The fewer 
items bonded to you, the faster 
they can move. 100M range.

Minor Object Kinesis
Choose a single object weighing 
less than 100kg. You can 
manipulate and control this 
object with a speed of 50kmh. 
20m range.



Master Telekinesis
Control a telekinetic force with a 
thought. You can lift and 
manipulate up to 10,000kg of 
objects at a speed of up to 
200kmh. The less weight 
manipulated this way, the faster 
objects held in your kinesis 
move. You must keep track of 
any objects manipulated in this 
manner. 500M Range

Telekinesis
You can control and lift up a 
total of 500kg or less in mass. 
Your force can direct and control  
these objects with a speed of up 
to 100kmh.The less weight 
manipulated this way, the faster 
objects held in your kinesis 
move. You must keep track of 
any objects manipulated in this 
manner. 100m range.

Minor Telekinesis
Your mind can control a force 
allowing you to lift objects of up 
to 20 kg in weight, and propel 
them at speeds equal to 50kmh. 
You must keep track of any 
objects manipulated in this 
manner. 20M range.

Targeted Biokinesis
Control the anatomy of any 
target you can touch. Also 
affects animals. The process of 
changing anatomy takes time: 
Doubling a muscle's size will 
take nearly a minute. Can also 
be used for healing. Can affect 
certain other powers as well, 
increasing one's natural 
strength. Knowledge of anatomy 
needed.

Kinetic Healing
With a touch, you can force a 
body to return to its healthy, 
natural state. Healing a life 
threatening injury will take an 
hour or two, while less severe 
injuries will be healed in 
minutes.

Disguise Maker
Any you touch can be given a 
new image, given time. A few 
minutes will allow you to change 
eye color or hair color, while an 
hour will allow you to change 
height, ethnicity, and any major 
defining features.

Concept Mastery
Take an adjective, such as 
'sharp' or 'heavy'. You are now a 
master at controlling this 
concept, and can give or take 
this adjective to any non-living 
objects. Minimum 5-second 
cooldown. Once an object leaves 
your range, it will slowly lose 
the adjective over the next half-
hour. 500M Range

Concept Adept
Take an adjective such as 'hot' or  
'strong'. You can now apply this 
adjective to any non living 
object, to a strong degree. 
Depending on the strength of the 
concept imparted, you will 
experience exhaustion and a 10 
second cooldown.  100M range.

Minor Concept Mastery
Take any one adjective. You are 
now a master of this concept, 
and can apply to any non-living 
object to a minor degree, such as 
making a cold bowl of soup 
steamy hot. 20M range.

Master Technokinesis
Choose either Electrical or 
Mechanical to become your 
domain. You gain an intimate 
knowledge of your field, and the 
ability to manipulate the 
principles of your domain, 
although the more you bend the 
laws of physics, the more it'll 
bite back. You can also 'possess' 
your domain, and give simple 
commands to objects of your 
domain.

Technokinesis
Choose either Electrical or 
Mechanical to become your 
domain. You gain knowledge 
equal to a Masters in your 
domain. You can manipulate the 
principles behind your domain 
to a high degree, such as 
creating an otherwise impossible 
energy weapon or making a 
machine far more efficient. 

Minor Technokinesis.
Choose either Electrical or 
Mechanical to become your 
domain. You can manipulate 
your domain to a degree, making 
a device or machine more fuel 
efficient, for example.



Time Manipulation
You can manipulate time to a 
degree. You are able to pause 
and slow/speed time by a factor 
of ten, but never for longer than 
a minute at a time. Using this 
ability for more than ten minutes  
an hour will cause a heavy 
mental and physical drain. More 
than twenty minutes will cause 
you to pass out. 500M range.

Velocity Manipulation
Your domain is that of velocity, 
especially that of others. You can 
slow down or speed up a given 
object's velocity by a factor of up 
to ten, but that object may not be 
completely stopped or go above 
a speed of 1,600kmh. 100M 
range.

Time Bubble
You can create a time 'bubble', 
around a target. Everything 
inside this bubble either moves 
at one-half speed, or double 
speed, when compared to outside 
the bubble. 

Space Manipulation
You can manipulate the fabric of  
space, able to stretch, contract, 
divide, or force together space in  
ways it was never meant to go. 
This can bend terrain or put two 
people miles apart together. Be 
careful though, spacial 
'snapping' may occur, erasing 
the space YOU happen to 
occupy. Otherwise cannot affect 
human occupied spaces directly.

Pocket Dimension
You can manipulate space to a 
degree, able to 'cut off' an area 
of space and make it your own, 
accessible only by a portal you 
summon. This area can be no 
larger than 100^3 meters. 

Hammer Space
You are able to generate a small 
portal to a 'hammer space', 
equal to 5^3 meters. Only you 
can access your hammer space. 
Objects must be able to fit 
through a portal 1^2 meter in 
size.

Mass Animation
Give life with the beauty of 
Animation. You can create up to 
two-dozen animated constructs 
with the intelligence of an 
adolescent. These constructs can 
either be complete slaves, or 
have complete free will. They 
will maintain the characteristics 
of their previous form. 
Personalities generated this way 
can be extracted and 
transplanted to other objects.

Animation
Give life to up to six constructs, 
each no bigger than a large man 
in size. They are complete slaves  
who can follow simple orders. 
They will maintain any 
characteristics of their previous 
form.

Guardian
Create a guardian for yourself 
by breathing life into a construct 
no larger than a large man. It is 
capable of following simple 
orders. It will maintain any 
characteristic of its previous 
form, but is no stronger or faster  
than a large man and has no 
supernatural abilities. Can be 
turned off at will. 

Mass Necromancy
Raise up to 500 dead. They have 
no supernatural abilities, and 
can follow simple orders. They 
are capable of using simple 
melee and ranged weapons, and 
their bodies decompose at a far 
decelerated rate. They have no 
knowledge of their prior life, and 
cannot resist their control in any 
way.

Necromancy
Raise up to 50 dead. They have 
no supernatural abilities, can 
follow simple orders, and are 
limited by their bodies. They are 
capable of using simple melee 
and ranged weapons, and their 
bodies decompose at a far 
decelerated rate. They have no 
knowledge of their prior life, and 
cannot resist their control.

Minor Necromancy
Raise up to 5 dead. They have no 
supernatural abilities, can follow 
simple orders, and are limited by 
their bodies. They are capable of  
using simple melee and ranged 
weapons, and their bodies 
decompose at a far decelerated 
rate. They have no knowledge of 
their prior life, and cannot resist 
their control in any way.



True Energy Manipulation
Choose one form of energy. You 
have excellent control over this 
form of energy, able to send 
blasts and bursts of it, as well as  
temporarily convert your body 
into this form of energy for short  
bursts. You may also manipulate 
objects with your energy, and 
bend their relation to physics 
with concentration. The effects 
of your manipulation do not 
stretch past your range. 100M 
Range.

Energy Manipulation
Choose one form of energy. You 
have great control over this form 
of energy, able to send bursts of 
it as projectiles and 
manipulating it into other 
weaponized forms. You may also 
bend the way this energy relates 
to physics, making it work in 
ways it otherwise should not. 
100M Range.

Minor Energy Manipulation
Choose one form of energy. You 
have some control over this 
energy, but must absorb an equal  
amount of energy as you plan to 
use. You can send small blasts 
and bursts of your chosen 
energy. 20M range. 

True Probability Manipulation
Shift the tides of probability by a 
great degree. Multiply or divide 
the odds of something happening 
by a factor of one hundred. You 
also gain an exact sense of 
probability. Any given possibility  
can only be affected once. Five 
second cool down. 500M range.

Probability Manipulation
Control the odds of something 
happening or not happening by 
a factor of ten. You also gain an 
innate sense of probability. Any 
given possibility can only be 
affected once. Five second cool 
down. 100m range.

Probability Sense/Immunity
You are no longer directly 
affected by others use of 
probability manipulation. You 
also gain an rough sense of 
probability. 20M range.

Super Gravity Manipulation
You can control the force of 
gravity to a great degree. 
Attract, repel, crush, or redirect 
with the power of gravity, up to 
ten-times that of earth. Your 
senses adapt to these changes 
instantly. 200M Range

Gravity Manipulation
Redirect, multiply, or divide the 
gravity of a general area by a 
factor of up to three. Your senses 
adapt to these changes instantly. 
100M Range

Weight Manipulation
With a touch, you can double or 
halve a given object's weight. 
This effect cannot exceed a 
change of 200kg.

Master Puppeteer
You can create up to twenty 
energy threads, one attached to 
each finger and toe. These 
threads allow you to take control  
of one limb or torso, allowing 
you to control it like a puppet. It 
takes six thread to control one 
person. Requires intense 
concentration to use to its full 
potential. 100M range. 

Puppeteer
You can create up to five energy 
threads, attached to a single 
hand or foot. Each one allows 
you to take control of a limb or 
torso attached to it. 100M range.  

Disable
You can create a single thread of 
ghostly energy, attached to any 
part of your body. This thread 
can be used to disable or take 
control of any limb attached. 
This thread can be cut with any 
manner of pure energy. 100M 
range.



Disassemble
You can temporarily disassemble  
any object caught in your 
Dissassembly ray, up to 21^3 
meters in size, into small, 
indestructible, dollish 
caricatures. Each cubic meter 
disassembled subtracts one 
minute from a twenty-one minute 
Assembly timer, rounded up. 
Assembly makes you immune to 
this for 1 hour. Ray has a 50m 
range.

Combination
You are able to combine any two 
objects into a single object. One 
of these objects is the 'base' 
object, while the other object 
grants one property of itself to 
the base object, such as weight, 
strength, or sharpness. Does not 
stack. Touch range.

Assemble
You are immune to the abilities 
of Disassemble, and can 
Assemble anything 
Disassembled. You can also 
Assemble any parts to an object 
if you picture the complete object  
in your mind. There will be no 
errors in this construction 
process. 50M range.

Master Age Manipulation
You can control an aging aura of  
5^3 meter, which can be 
propelled at 30kmh. Objects or 
people caught in this aura 
rapidly age, at a rate of 
1year/sec. This effect reverses at  
a rate of 1year/min. A subject 
cannot die due to this.

Age Manipulation
You can control an aging aura of  
1^3 meter, which can be 
propelled at 20kmh. Objects or 
people caught in this aura 
rapidly age, at a rate of 
1year/sec. This effect reverses at 
a rate of 10years/min. A subject 
cannot die due to this.

Color Manipulation
You can shoot rays of color 
which, on contact, change the 
color of an object. Depending on 
the strength of the ray, it may 
color only one part of an object, 
or the entire object. You may add 
glitter or gloss effects as well.

Data Manipulation
You become fluent in all 
computer languages, and can 
communicate with data without 
an interface, including 
controlling it completely. You 
also gain a genius-level intellect 
with regards to computers.

Transmutation
You can change anything you 
touch's molecular structure. 
Care must be taken with regards 
to the composition of the object. 
Mass of an object does not 
change. Transmutation is a very 
slow process. 

Weakness Absorption
After touching a target, you may 
absorb any one weakness of 
theirs, including injuries, fears, 
and disabilities. When touching 
another super, you may absorb 
their disadvantages. 

Gate Manipulation
Summon gates to any two places 
on the planet Earth. These gates 
can be up to 100^2 meters in 
size, but can only ever link up to 
two places at once. Although you 
do not need to see these two 
locations, you must be aware of 
them. Extreme conditions may 
cause immediate gate closure.

Energy Conversion
You may now manipulate the 
nature of energy to a limited 
degree. For example, you can 
convert the kinetic energy of a 
punch into heat energy, leaving 
you hot but not injured. This 
effect can only apply to kinetic, 
heat, and electric energy. 
Conversion is 50% efficient. 1M 
Range.

Shade Creation
You can now create a shade of 
yourself. This shade is an 
illusion of you which can follow 
simple commands. It can create 
illusionary sounds and effects, 
but only within your range. 50M 
range.



Other

Main Powers
(4 Points)

Secondary Powers
(2 Points)

Tertiary Powers
(1 Point)

Major Power Copying
You may copy one Main or lower 
level power within your range. 
You do not have to be aware of a 
power to copy it, but have no 
natural proficiency with it. You 
can only copy a power for up to 
72 hours.1km range

Secondary Power Copying
You may copy one Secondary or 
lower level power within your 
range. You do not have to be 
aware of a power to copy it, and 
have no natural proficiency with 
it. You can only copy a power for 
up to 48 hours.500m range

Tertiary Power Copying
You may copy one Tertiary level 
power within your range. You do 
not have to be aware of a power 
to copy it, and have no natural 
proficiency with it. You can only 
copy a power for up to 24 
hours.500km range

Major Power Suppression
You create a 100m radius field 
around you which reduces all 
powers by one-half, not 
including your own, OR a 100m 
radius field which shuts down all  
Secondary or lower powers, 
including your own.

Power Suppression Field
You create a 50m radius field 
around you which reduces all 
powers, not including yours, by 
one-quarter, OR a 50m radius 
field around you which shuts 
down all Tertiary powers, 
including your own.

Power Dampening
With a touch, you can reduce 
one power of one individual by 
one-half. If you do not know this 
person's powers, you randomly 
dampen one random power of 
theirs.

Mass Power Enhancement
Increase a target's powers by a 
factor of one-half by touching 
them. You may have up to five 
individuals under this ability, but  
may not use it on yourself. 
Power Enhancement cannot 
enhance other uses of Power 
Enhancement. This cancels any 
Suppression.

Power Enhancement
Increase a target's powers by a 
factor of one-quarter by 
touching them. This may be used 
on up to four individuals at a 
time. Power Enhancement 
cannot enhance other uses of 
Power Enhancement. This 
cancels some Suppression.

Self Enhancement
You may enter an enhanced state  
for up to five minutes at a time. 
In this state, your powers are 
increased 15%. Has a one-hour 
cooldown. Power Enhancement 
cannot enhance other uses of 
Power Enhancement.

Major Power Generation
You can generate up to two 
Secondary Powers at a whim. 
Upon generation the power is at 
one-half power, but will grow to 
full power after one minute. You 
do not gain natural ability with 
these powers, and are limited to 
the categories you've unlocked.

Power Generation
You can generate up to two 
Tertiary Powers at a whim. 
Upon generation the power is at 
one-half power, but will grow to 
full power after one minute. You 
do not gain natural ability with 
these powers, and are limited to 
the categories you've unlocked.

Power Gifting
You may grant up to three 
people, other than yourself, one 
Tertiary level power. This effect 
lasts ten minutes, and stacks 
with the target's other powers. 
Afterward any effects of the 
power to your body are reversed.

Mass Power Sensing
You can sense any individuals 
with powers in a 500m range. 
You also know the chosen 
categories and location of any in 
your range. OR You know the 
exact powers of anyone you 
touch.

Power Sensing
You generate a power sensing 
field 200m around you. You 
know the number of supers in 
your range, but not their 
location or categories.

Minor Power Sensing
With a touch you can sense 
whether a target has powers or 
not. You do not know their 
category.



Equipment
(This does not count as a Category and does not require a one-point buy in)

Excellent Equipment
(3 Points)

Superior Equipment
(2 Points)

Equipment
(1 Point)

Book of Rebuttal
A leather bound book about the 
size of your average novel, and a 
highlighter. When opening the 
book, you will find a list and 
explanation of every power in 
this catalog. Highlighting any 
one power makes you immune to  
that power and its effects. You 
may only have a single power 
highlighted, but can change 
what you've highlighted daily.

Homebound Hearts
You receive two stone: One red, 
and one blue. The red one you 
must carry with you, while the 
blue one must be placed on solid 
ground, generally someplace 
safe. If the red rock touches the 
ground, it will instantly teleport 
whoever last touched it, along 
with the red rock, directly on top 
of the blue rock. Teleportation 
fails if there isn't enough room.

Space Folding Cloak
Given to you at the size of a 
handkerchief, it can unfold into a 
cloak, large enough to fit a 
large-ish human. When wearing 
this cloak, items can be stored 
behind the user in a pocket 
dimension. With a thought, any 
object stored in this way can be 
withdrawn. Items cannot be 
recovered except to pull them out 
this way.  

Grass Cutting Sword
A simple, unornate sword whose 
blade is the length of your 
forearm and hand. Not only is it 
incredibly sharp, but it also 
directs the winds of battle, 
turning away all attacks it meets 
back to the original user.

Eight Hand Mirror
A silver octagonal mirror. All 
who look into the mirror see 
their true selves, a true 
representation of who they are. 
Those who peer into the mirror 
become enamored, and will 
truthfully answer all questions.

Green Eyed Jewel
A simple jade jewel, shaped into 
a comma-like shape. Those who 
possess it will find their mind 
clearer and more focused, while 
also becoming more charitable 
and supportive of those around 
them. Friends are made easily.

Symbiotic Slug
A one-inch long black slug that 
tastes slightly bitter. Upon being 
swallowed whole, it will attach 
itself somewhere in your body, 
generally near the heart, and 
metabolise all poisons, toxins, or  
radiation in your body. It will 
also release drugs for pain, for 
accelerated healing, and to 
break mind control.

Weight Discriminating Rod
A simple steel rod about one 
meter in length, although it can 
grow shorter at will. To the 
wielder, its weight is that of a 
simple steel rod. To those not the  
wielder, it weighs several tons. 
When struck by the rod, it 
delivers a blow moving at equal 
speed, but with several tons of 
mass behind it.

Friendship Talisman
A stone talisman about the size 
of a silver dollars, but several 
times thicker. Holding this 
talisman naturally draws you to 
people you would work well 
with. This talisman will warm 
and glow faintly when you're 
near someone who you would 
work well with, or whose powers  
would compliment yours well. 

Chivalric Regalia
A seemingly simple band of 
metal, which sizes itself 
according to your finger size. 
When activated, it materializes a 
nearly weightless suit of armor 
that fits you perfectly. It protects 
you from all harm that can't 
harm a diamond. It will also 
produce a poisonous gas for 
your use.

Wildwind Stallion
A spectral steed about the size of  
a large horse. It moves at nearly 
300kmh, and can reach an 
altitude of 2,000m. You will not 
fall from the Stallion as long as 
you will it, and the steed can 
hold up to 400kgs of weight. It 
will pass ownership if its current  
owner dies, the first to touch 
winning.

Ghostly Shield Bearer
A simple steel shield that moves 
to intercept attacks. It moves at a 
rate of  50kmh (30mph) and 
never wanders more than 20m 
from you. If destroyed, you may 
recover the talisman from where 
its grip would be and plant it in 
any similar sized shield.



DISADVANTAGES
(Cannot take one more than once)

Major Disadvantages
(Gain 2 Points)

Minor Disadvantages
(Gain 1 Point)

Uncontrollable: Your powers turn on and off at 
random. If you take Form change, this only 
applies in your 'powered' form. 

Form Change: In order to use your powers, you 
must take several seconds to enter a 'powered' 
form. Two Hour time limit, Four Hour cooldown.

Well Known: Your identity and power choices are 
published facts, and can be researched easily by 
anyone with an internet connection.

Physical Defect: You gain some obvious and 
difficult to hide deformation, which grants you no 
advantages whatsoever. This cannot be healed or 
removed in any way.

Pacifism: You cannot use your powers to 
physically or mentally harm anyone, although you 
may still commit crimes. 

Code of Honor: You may never harm someone 
without powers, OR you may never kill someone 
who has not killed non-supers themselves.

Narcissism: Your ego and sense of self-worth are 
now artificially inflated. You're a true narcissist, 
and cannot fathom anyone being better than you.

Unlucky: Luck does not generally favor you. 
Cannot be taken with any Probability 
Manipulation powers. 

Self Conflict: Upon exiting the superpower store,  
a clone of you is created and deposited 
somewhere hundreds of miles away. Your copy 
has all of your memories. In three years time, if 
both of you are still alive, both will be wiped from 
existence. 

Hunted: Your government has already gotten 
wind of this supernatural event, and have devised 
a team to hunt down certain supers. Only you and 
others taking this perk are on their list.

Nemesis: You are paired with one other gifted 
individual who has taken this disadvantage and 
has a similar number of points and a somewhat 
similar build. While both of you live, both shall be 
locked at 50% their maximum potential and both 
shall die after five years if one is not killed.

Dependent: You become dependent on a certain 
substance. If you are not exposed to this substance  
at least once a day, your powers are lost until you 
give yourself further exposure.

Power Growth: While all powers gained through 
this CYOA require practice to master, this forces 
your powers down to 10% of their maximum 
potential. Every year your maximum power 
increases by an additional 10%, up to 100%.

Vulnerability: You gain a weakness to a certain 
substance. Choose one weakness that can be 
found somewhat commonly. This substance affects  
you as if you had no powers, and quickly drains 
your powers to 1/10th their normal strength.

Notes
*Upon accepting this offer, all major illnesses and disabilities are healed. You may also make minor
changes to your body for free, but this must be mentioned explicitly in your order.
*Similar powers stack linearly. For example, purchasing Excellent and Superior Strength grants x1,100
strength, not x100,000 strength.
*If details of powers seem to cancel each other out, assume they do. If a disadvantage contradicts a
power, assume they cannot be purchased together. .
*If you think your combo can destroy the universe, you're wrong. Infinite loops automatically break.



Villains
(All of these villains are present after one year. You may ignore these, or try to do something about them.)

Amnesia

A mysterious man in a plain, 
white mask. Only traces of his 
presence have ever been found, 
mostly paparazzi photographs 
and hidden surveillance footage. 
Although none are privy to his 
motives, he seems to target the 
wealthy and influential, 
manipulating their memories 
ever so slightly in seemingly 
innocuous ways. Nonetheless, he 
is regarded as a very dangerous 
and intelligent individual, the 
executions of his plans nearly 
always flawless in execution.

[Powers]
Deep Telepathy (-4)
Memory Manipulation (-4)
Superior Memory (-2)
Superior Teleportation (-2)

Mix and Match

Two brothers who both received 
abilities, Mix and Match are a 
pair of serial killers known for 
their flamboyant dress and 
incredible teamwork. They tend 
to target those they consider 
unattractive and the bottom-
rungs of society, as well as other 
superhumans they believe will 
pose a challenge to them.

[Mix's Powers]
Excellent Illusions (-4)
Madness Inducement (-4)
Premonition (-4)
Superior Durability (-2)
[Match' Powers]
Excellent Reflexes (-4)
True Probability Man. (-4)
Puppeteer (-2)
Muscle Memory (-2)

Morgan Rockwell

Also known as 'Le Fay' in some 
circles, Rockwell is considered 
by many to be the best in data 
security and management. After 
making billions in contracts with 
corporate and government 
interests, Morgan has begun a 
massive project on behalf of 
multiple governments to 
complete a registry of 
superhumans. Considered a sell-
out by many, she is still a 
dangerous and well protected 
woman with many dangerous 
allies and an unknown agenda.

[Powers]
Data Manipulation (-4)
Understanding (-4)
Weakness Sensing (-2)

The Mad Man of Montpelier

Named after his first rampage, 
before receiving his gifts the 
Mad Man was a mentally 
challenged man from Vermont 
who did not receive proper 
attention. After gaining his 
powers, he took out his rage on 
society by leveling the capital of 
Vermont before fleeing. Since 
then, he's been responsible for 
hundred of millions in damages 
and thousands of lost lives.

[Powers]
Excellent Durability (-4)
Animal Shifting (-4)
Excellent Speed (-4)
Excellent Healing (-4)
Rule of Cool (-1)

Aphrodite

A young woman whose powers 
went to her head, Aphrodite is 
both a powerful woman and a 
functional drunk. She has 
gathered a small cult of 
worshipers who follow her with 
incredible fealty, citing her 
powers as proof of her godhood. 
Her ethereal beauty and charisma 
don't help the situation. Although 
they have no known goals, the 
Cult has established itself as an 
important West Coast influence.

[Powers]
True Self Biokinesis (-4)
Evolution (-4)
Replication (-2)
Power Gifting (-1)

Occult

Little more than a warlord with a 
fancy name, Occult is the leader 
of a band of superhumans. The 
Warlock Society, as they call 
themselves, has taken control of 
large tracts of Guatemala and are 
currently on poor terms with 
China and Russia. Although 
technically aligned with the US, 
they grow more restless by the 
day. It is believed Warlock 
desires all of Central America.

[Powers]
Time Manipulation (-4)
Space Manipulation (-4)
Major Power Generation (-4)
Willpower (-1)
Pinnacle Durability (-1)



Ragnarok

An incredibly powerful 
superhuman who rolled a 20. Not 
satisfied, he took a great deal of 
disadvantages and is now 
considered a global threat. He 
leads a small cabal of devoted 
and deranged followers, the 
Horsemen, who together can 
ravage small countries in days. 
Discussion is under way of using 
nuclear force upon their next 
appearance. His only known 
weakness is that he falls into 
common villain tropes easily.

[Powers]
Excellent Durability (-4)
Excellent Healing (-4)
Excellent Strength (-4)
Excellent Flight (-4)
True Elem Kin (Fire, Dark) (-4)
Master Puppeteer (-4)
Mass Telepathy (-4)

Blackout

Known to be an excellent hunter 
of other superhumans, Blackout 
made a name for himself after 
capturing several high-profile 
cases. Currently working for the 
highest bidders, the eccentric 
man will take any employer 
willing to pay his exorbitant fees. 
However, he is also known to 
hunt down those who slight him, 
and can hold a grudge over the 
tiniest of things. It would be wise 
to not step on his shoes.

[Powers]
Major Power Sensing (-4)
Major Power Suppression (-4)
Disassemble (-4)
Space Manipulation (-4)

Operative

A former SEAL member, 
Operative is one of the few 
soldiers to receive a gift. His 
existence is kept tightly under 
wraps, as he plays a key role in 
the capture and execution of 
super humans and political 
figures targeted by the US 
government. He leads a team of 
other highly skilled individuals, 
only the most highly 
recommended soldiers meeting 
his exacting standards. If a 
situation requires no survivors, 
Operative and his team is called.

[Powers]
Gate Manipulation (-4)
Super Gravity Manipulation (-4)
Unnoticeable (-4)
Superior Durability (-2)
Superior Endurance (-2)

Anonymous

Formerly an overweight 4chan 
member, Anonymous is now a 
rather despicable, vile creature 
running one of the largest slave 
rings in the world. A self-titled 
freak, his form ranges wildly 
depending on his mood, although 
he is generally covered in 
disfigured phallic organs. He 
often falls into violent tantrums 
which harm his employees and 
the child slaves he keeps nearby. 

[Powers]
True Self Biokinesis (-4)
Excellent Intelligence (-4)
Domination (-4)
Feeling Rejection (-2)
Fear Induction (-2)

Stanley Evans

Arguably the greatest enigma to 
emerge from the superhuman 
phenomena, Stanley appears to 
be a normal man, around which 
extraordinary events commonly 
occur. His presence seems to be 
a harbinger of death and 
destruction. However, perhaps 
the strangest thing is that he has 
no abilities whatsoever. While 
the possibility of external 
manipulations are possible, the 
idea of a superhuman 
manipulating a single man for no 
obvious purposes seems 
extraordinary. By all accounts 
he's innocent of the atrocities 
committed around him, but that 
does not mean he is welcomed.

Blip

Another enigma of the 
superhuman epidemic, Blip has 
no known or recorded abilities. 
All attempts to get a read on Blip 
through superhuman means have 
failed, and questioning has 
turned up no answers. He 
certainly has powers, as 
suppression seems to affect him, 
although Copying does not. 
From observable feats, however, 
it appears he has a menagerie of 
powers in the Personal and Other 
categories, with possible Mental 
abilities as well. He is very 
unpredictable, and pursues an 
agenda of seeming chaos.

[Powers] ???



Heroes
(All of these heroes are present after one year. You may ignore these, or try to do something about them.

Captain Stretch

A young man from Ohio, Stretch 
is regarded highly in his 
hometown of Cincinnati as a 
protector of the innocent. 
Although most of his time is 
spent working in the community, 
he also works alongside law 
enforcement to keep the streets 
clean. His reputation is second to 
none, but he is often idealistic 
and innocent himself. Member of 
the Community Hero program.

[Powers]
Excellent Strength (-4)
Excellent Durability (-4)
Elastic Physiology (-4)
Danger Sense (-1)
Willpower (-1)

Kitten

Former stripper and drug addict, 
Hotstuff turned her life around 
after receiving her powers. 
While her unfortunate nickname 
stuck around even after making a 
name for herself, Hotstuff is a 
surprisingly intelligent and 
resourceful individual. In battle, 
she isn't afraid to use her 
feminine wiles to gain an upper 
hand. Outside of battle, she's 
now working towards a degree in 
engineering.

[Powers]
True Energy Manipulation (-4)
Superior Intelligence (-2)
Superior Multitasking (-2)
Energy Conversion (-2)
Transmutation (-2)

Greaser

Your stereotypical 'goofball' hero 
who isn't actually a goofball, 
Greaser is a middle-aged 
husband, father, and now full-
time superhero. He tries to be an 
example for his children, and 
everyone around the world, by 
showing mercy and charity 
whenever possible. He is notable 
for founding the Community 
Hero program, which tries to 
give every major city a hero to 
look up to. His power involves 
talking, flying cars.

[Powers]
Mass Animation (-4)
Master MechTechKin (-4)
Combination (-2)
Kinetic Healing (-2)
Assemble (-1)

Comet

Something of an enigma in the 
superhuman community, Comet 
is a contractor working with 
NASA to conduct operations in 
space. Most of his time is spent 
gathering samples from the 
moon, Mars, and Venus, as well 
as running the occasional part to 
the ISS. Although normally 
affable and friendly, many are \ 
concerned about the possibility 
of him ramming himself into the 
earth at relativistic speeds and 
taking out a city.

[Powers]
Evolution (-4)
Super Gravity Manipulation (-4)
Major Power Generation (-4)
Danger Sense (-1)

Copycat

One of the youngest known 
superhumans, at just nineteen 
years of age, Copycat is 
something of a junior hero, 
touring the world and partnering 
with other supers he believes 
have something to teach him. 
Already he's become something 
of an encylopedia of superpower 
knowledge, trading information 
on weaknesses and exploits for 
training and a chance to copy 
their powers.

[Powers]
Understanding (-4)
Major Power Copying (-4)
Excellent Memory (-4)
Superior Intelligence (-2)

Merchant

A superhero of the 
entrepreneurial sort, Merchant 
deals with numerous, mostly 
legitimate business. His specialty 
is producing items that have a 
high, almost supernatural degree 
of quality. Some of his pieces are 
even living works of art, whose 
grace and beauty are second only 
to their power and utility

[Powers]
Concept Mastery (Beautiful) (-4)
Matter Creation (-4)
Animation (-2)
Super Multitasking (-2)
Excellent Intelligence (-2)



Ballistic

Member and pillar of the 
Superhuman Guild of America, 
Ballistic is a tall, amazonian-
esque woman known for her 
friendly-yet-firm mannerisms. 
Like the rest of the guild, 
Ballistic is a believer in the 
superhuman community policing 
itself, and leads the charge after 
numerous high-tier threats. 
Where she's found, her squad of 
combat-specialists can also 
usually be seen.

[Powers]
Size Enhancement (-4)
Excellent Durability (-4)
Excellent Speed (-4)
Super Mode (Speed) (-4)

Sabbath

Face of the SGA, Sabbath is a 
powerful foe on both the fields 
of battle and the fields of 
politics. Something of a world-
class celebrity, like all the SGA's 
'pillars', Sabbath is generally the 
most fearsome when challenged, 
and often plays hardball to see 
just how much he can get. It's 
not difficult to see why Sabbath 
is so highly regarded after 
speaking with him for a few 
minutes.

[Powers]
Master Telekinesis (-4)
TrueElemKin (Water, Air) (-4)
Probability Manipulation (-4)
Mass Power Sensing (-4)
Telepathy (-2)
Brain Drain (-2)

Oathkeeper

The guy who runs the SGA 
behind the scenes, and one of 
their pillars. While the others are 
in the front lines or courtroom, 
Oathkeeper allocates the millions 
of dollars resources where 
they're needed, balances the 
budgets, and manages an 
organization composed of nearly 
two-hundred members all across 
the Americas. He's the glue 
behind the SGA, and the sole 
reason it operates with almost no 
overhead.

[Powers]
Premonition (5s) (-4)
Command Synchronization (-4)
Mass Animation (-4)
Major Power Generation (-4)
Super Multitasking (-2)

Phantom

A nat20'er, Phantom is regarded 
as one of the creepiest supers 
that can still be considered a 
hero. Never leaving his 
intangible form, he floats about 
turning things intangible when 
he needs to use them, and 
changes identities to 'haunt' 
people he considers evil. 
Reclusive and strange, he will 
answer a call to battle from the 
SGA and any other organization 
to help innocents.

[Powers]
Intangibility (-4)
Object Kinesis (Swords) (-4)
Master Puppeteer (-4)
Concept Mas (Intangible) (-4)
Partial Biokinesis (Identity) (-2)
Superior Flight (-2)

Kaleidoscope 

A young woman, Kaleidoscope 
is a solo hero who somehow 
managed to make three separate 
purchases of Major Power 
Generation. She refuses to talk 
about how she manged to buy 
this power three times, but 
always smirks when it's 
mentioned. Theories are abound, 
but she is generally highly 
regarded in the community, 
handling numerous threats to the 
East Coast with her 
unpredictable style.

[Powers]
Major Power Generation (-4)
Major Power Generation (-4)
Major Power Generation (-4)

Cleric

Formerly a cripple, Cleric saw 
this as an opportunity to give 
back to those who cared for him 
and who he cares for. Gaining 
notoriety after curing a hospital's 
entire ICU, Cleric now spends 
most of his time overseas, 
serving clinics in third world 
countries and taking the 
occasional paid job to finance his 
journey. If called on, however, he 
will work with other heroes in 
important operations.

[Powers]
Targeted Biokinesis (-4)
Disassemble (-4)
Kinetic Healing (-2)
Superior Multitasking (-2)
Assemble (-1)



Organizations
(You may join any of these, found one of your own, or go solo)

Paranormal Containment
and Registration Agency

The government agency 
responsible for handling all 
superhuman affairs, the PCRA is 
the same one presented in the 
'Hunted' disadvantage. Their 
position is relatively centrist, as 
they have no real control over 
policy towards superhuman, but 
will follow their orders to the 
letter. As long as you accept 
registration and agree to follow 
their terms, you'll become a 
welcome member of the Agency. 
This is the path of loyalty and 
sacrifice, giving up your will to 
protect the greater good of the 
common people.

Superhuman Guild of America

Founded by the Three Pillars, the 
SGA is regarded highly as one of 
the largest and most professional 
superhuman alliance in the 
world. Their operations range all 
across the Americas, and travel 
opportunities are plentiful. The 
main objective of the SGA is to 
raise awareness of superhumans, 
and to police the superhuman 
community of any violent 
threats. The SGA welcomes all 
sorts of superhumans, you'll 
surely find someplace you fit in. 
Yours will be a path of 
brotherhood and camaraderie, 
working hand in hand to better 
the world.

Community Hero Program

A program founded by Greaser 
and a handful of his superhuman 
friends, the Community Hero 
Program focuses on building 
community identity and charity. 
Your main mission will be 
helping the needy, giving 
speeches to schools and the 
community, and assisting the 
police whenever needed. 
Although not required, it's 
generally beneficial to register 
with the PCRA before joining. 
Walking down this path will 
bring you happiness and 
satisfaction, every day you will 
see how your work betters the 
world, even in small ways.

Host of Angels

An underground community, 
consisting of several notable 
supers such as Amnesia, Blip, 
and Phantom. Host of Angels has 
no real goal, other than the 
assurance that the superhuman 
community stays alive. They 
operate through strange and 
seemingly random ways, but the 
three of them and their handful 
of allies have managed to 
influence events in profound 
ways. The Host of Angels may 
be one of the most influential 
cabals in the world. Theirs is a 
path of secrecy and thankless 
work, but you will find a sense 
of fulfillment in it all. You will 
become the hero in the shadows, 
always watching over your 
community from the dark.

The Horsemen

Owing their fealty to Ragnarok, 
The Horsemen are four 
superhumans with powers in the 
15 to 20 range. Each are able to 
destroy a town in hours, and 
together are able to take down a 
city in days. They shave 
seemingly no purpose in life 
other than to serve Ragnarok and 
his whims of destruction. For a 
short time, the Mad Man of 
Montpelier was a member of the 
Horsemen, but fell out after he 
proved disloyal to Ragnarok. 
This organization leads down a 
path of pure chaos and death. 
You will know no rest, but you 
are practically guaranteed your 
powers will truly reach their full 
potential with The Horsemen.

The Warlock Society

A group of several thousand 
based in Central America, the 
Warlock Society is a group of 
militant, racist superhumans and 
their followers. Although only a 
few dozen have powers, they still 
have enough power behind their 
organization to take control of a 
small country, Guatemala.  They 
hunger for more, however, and 
are currently looking to expand 
southwards, into San Salvador 
and Honduras. Although the 
Warlocks are technically 
affiliated with the United States, 
their lust for power threatens to 
drive them onwards without their 
support. This is a path of warfare 
and conquest, to become ruler of 
a nation.
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