
NEW ACTIONS
You’ve probably noticed that The Marvel 
Game Guide has a lot of the information 
you need to make up any Actions or 
Modifiers you could want. But with all 
the unique characters flying around New 
York City, you’re bound to find one or 
two that  warrant a unique description, 
right?  So here are more new Actions and 
Modifiers, plus a few Options for 
existing Actions and Modifiers, that 
match the new characters found in this 
Supplement. You’ll also find a couple 
you may have missed but  are necessary 
for fully understanding these characters.  

Cost Level = Action Number + 5 Levels

DESCRIPTION 
One of the many psionic Actions 
available, this  allows you to  visualize 
distant sights without actually being 
physically present. The vision in your 
head could be a static image or a scene, 
depending on the results of your Action 
and/or the GM’s discretion. On one level, 
this  is a kind of “remote vision” that  isn’t 
hindered by distance, barriers, or 
concealment. You can also perceive 
objects or events  separated by  time itself.  
Magicians often use this trick (see P. 41 
of The Guide to Hulk and the Avengers), 
but if you have this Action, you  don’t 
need to have a crystal ball or scrying 
pool. The range in distance uses the D&R 
chart with any stones of concealment 
(Invisibility, Shapeshifting, etc.) as 
Resistance. The range for visions of the 
past or future can be a bit more tricky. 
The following chart can give you some 
idea, but  it’s up to the GM to  add more 
Difficulty plus any stones of concealment 
as Resistance, especially if it’s a vision of 
the future, which is  always in motion and 
likely to be cloudy and indistinct: 
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1 hour
12 hours 
1 day
1 week
1 month
1 year
10 years
20 years
50 years
100 years

The ability to see through time is 
normally limited to the future or past of a 
person, creature, place, or object in your 

immediate vicinity. 

OPTIONS
• Can only have visions of specific 

objects/ persons (-1 to Cost Level)
• Can only look into the past (-1 to Cost 

Level) 
• Can only look into the future (-1 to 

Cost Level)
• Can only visualize distant sights. 

Cannot see through time. (-1 to Cost 
Level)

• Can perceive through time regardless 
of physical proximity (+1 to Cost Level)

COMMENTS
An extremely useful power that makes a 
great complement to any psionic power. 
But  it stands on its own merits quite well, 
especially if you are a spy, psychic 
detective, or even a stage magician. This 
especially comes in handy if your other 
powers are limited to things you can see
—no need to worry about teleporting into 
an unknown location if you can scope it 
out first! Many psychics who have this 
power tend to be reclusive, however, 
because it can be too easy to build psychic 
bonds with others. 

Rules for Action Box:
• Intelligence Bonus
• Can perceive distant or hidden 

objects/events 

EXAMPLE 
Answering Spider-Man’s call for  help, 
Madame Web tries  to use her 
Clairvoyance to determine where the 
Green Goblin’s  hideout is. The GM 
secretly determines the Difficulty is 4, 
knowing that  the Green Goblin is hiding 
somewhere in Manhattan. He also 
determines the Resistance would be equal 
to  the Green Goblin’s  Intelligence, 7, 
since Norman Osborn would think of 
everything in  order to hide himself very 
well. Madame Web puts 5 stones into 
Clairvoyance and beats the Difficulty. She 
knows the general location and direction 
of  the Goblin, but she will need another 
Panel of effort, at  least, to pinpoint an 
exact location and overcome the Green 
Goblin’s Resistance. 

CORROSIVE TOUCH 
Cost Level = Action Number + 3 Levels

DESCRIPTION 

Your touch is a specialized Close Combat 
attack, secreting an acid, corrosive, or 
similar substance that damages upon 
contact. First, you must  touch your 
opponent (i.e., get past his defenses). If 
you do so, you can then spend stones up 
to  your Action Number for an attack vs. 

your opponents’ Durability, which ignores 
Toughness and Defensive Armor as an 
armor penetration attack. Your touch also 
has the power to dissolve or decay 
materials; use Hardness  as  Resistance. 
Choose from the Options below to create 
your signature touch. 

OPTIONS
• Paralyzing or Soporific Attack: You 

may forfeit damage and paralyze your 
opponent instead.  He is paralyzed or 
otherwise sleeps for 1 Panel per red 
stone that exceeds his  Durability. (+2 
to  Cost Level)

• Poisonous  Attack: You can poison 
your opponent, causing him to  take 
stones of damage every Panel until an 
antidote is received or until it  is 
purged from his system. (+4 to Cost 
Level) 

• Ignite Fires:  You can ignite objects  by 
touch, using Hardness as  Resistance. 
These objects burn with an intensity 
equal to the number of stones placed 
into  the Action. (+1 to Cost Level)

• Death Touch: This touch causes 
damage as normal, but if damage 
exceeds the target’s number of white 
stones of health, he will die. (+7 to 
Cost Level) 

COMMENTS
Any Action that attacks your opponent’s 
Durability directly is a deadly choice, so 
be careful and use your powers wisely. 
It’s still  a great way to boost  a close 
fighter’s effectiveness, and it’s especially 
useful when combined with other Actions 
such as Stretching and Tentacle Whip.

Rules for Action Box:
• Close Combat attack
• Stones vs. Durabililty
• (List Options)

EXAMPLE 
Carrion  has gotten the drop on several 
security guards whose hopes to protect a 
valuable bioengineered weapon may now 
be seriously compromised. The guards are 
highly trained with  Durabilities  of 2. With 
his ambush, Carrion shifts 4 stones into a 
Close Combat attack (using his  Strength 
Bonus), successfully touching the guard. 
He then pours on the Corrosive Touch 
attack with a full 8  stones. After 
subtracting  Durability, the damage is 
compared to  the guard’s Health of 2. It’s 
obvious that the attack more than 
overwhelms him. The attack ignores the 
+1 Kevlar armor that the guard wears, 
and his flesh disintegrates before his 
hapless colleagues. Carrion had actually 
depleted his energy reserve in that  first 
Panel, but  it served its purpose: the 
remaining Guards flee in horror from the 
scene. 
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IRON WILL
Cost Level = Action Number + 4 Levels

DESCRIPTION 

By force of will, you can control the chi 
(life force) that flows through you, 
uniting body and mind. This Action 
functions as a souped-up version of 
Concentration; its stones are able to  add 
to  ANY Action, including combat 
Actions. 

OPTIONS
• Heal white stones of damage:  You 

can heal your own body through the 
power of your mind. This allows you 
to  spend 3 red stones  to regenerate 1 
white stone per day. This is in 
addition to stones you would heal 
from your normal regeneration rate. 
The maximum number of stones per 
day that may be healed this  way is 
equal to your Action Number divided 
by  3 (rounded down). (+1 to Cost 
Level)

• Heal Others: As the Healing Action 
on  P. 51 of the Game Guide (+2 to 
Cost Level)

• Mind Meld: You can use this power 
to  simulate basic telepathy and share 
a mental link with your target. (+2 to 
Cost Level)

• Leadership: Leading others through 
your sheer determination and force of 
will. Grants leadership benefits. (+1 
to  Cost Level)

• Iron Fist: Channeling chi into your 
hand enables you to  make an armor-
penetration attack that combines with 
Close Combat. Alternatively, you can 
also break through materials with 
Hardness equal to your Action 
Number. The ability to overstrain is 
also a feature of this Option: you can 
add up to  your Action Number in  free 
stones to this Action, but you may not 
use the Option again  for 1 hour per 
free stone used. (The GM may vary 
the length of the burnout  to suit the 
severity of the Action. Extreme or 
dramatic usage leads to extreme or 
dramatic burnout—and usually 
extreme or dramatic Lines of 
Experience.) (+3 to Cost Level)

COMMENTS

A staple for martial artist and close 
fighters, this is a wonderfully adaptive 
Action that will set your hero apart. It’s 
equally applicable to any type of hero, 
although it best matches those who are 
ready to undertake a commitment to 
seeking balance through mediation and 
personal sacrifice.

Rules for Action Box:
• Control flow of chi

• May combine stones with any 
Action

• (List Options)

EXAMPLE 

Iron Fist  is battling a robot minion of  the 
Yellow Claw. The robot has Iron Fist on 
the ropes, so the hero wants to  use all of 
his focus to stay out of reach of the deadly 
robot’s pincers. He summons  his  Iron Will 
with 2  stones and  combines it with 4 that 
he has placed in Agility. Then he shifts all 
of  it  into Defense, for  an impressive total 
of  9 (when combined with his +3 
Reflexive Dodge). Still, unfortunately, the 
battle does not go well, and Iron Fist is 
eventually captured and taken to face the 
Yellow Claw. Thankfully, the Yellow 
Claw’s monologue lasts long enough for 
Iron Fist to regenerate his energy reserve. 
Seizing an opportune moment, he puts 6 
stones into Close Combat, combining it 
with 3 from Iron Will. This gives him a 9 
stone, armor-piercing attack. He may then 
add up to 5 free stones to the total, for a 
grand total 14 to his attack, Smash!  The 
robot falls backward with a gaping hole 
in  its chest, although our  hero will have to 
face the remainder of the battle without 
the use of the Iron Fist Option.

Nerve Punch
Cost Level = Action Number + 2 Levels

DESCRIPTION 

This is a special  Close Combat attack that 
reflects the fighter’s  superior knowledge 
of the human body and its  weak points. It 
comes with  an Intelligence Bonus. This 
attack automatically includes the ability 
to  do 2x damage OR to stun (for one 
Panel per stone of damage), chosen at the 
time of the attack. Because of the intense 
study of anatomy and martial arts  you 
have undertaken, you can also ignore 
Situational Modifiers that may otherwise 
be given for targeting called shots with 
other combat actions. Stones  placed into 
this  action may never be shifted to 
Defense.

COMMENTS

For those who favor quick and sudden 
attacks. This  Action is best used by close 
fighters, and it’s helpful to have a high 
Agility so that you can be sure to act first 
during the Panel. Even when faced with 
overwhelming odds, judicious use of this 
Action will help pare the number of 
opponents to a manageable level. And 
although this is a fairly powerful Action, 
it  may prove less  effective against robots 
and powered armor, for obvious reasons. 

Also, beware that other situational 
modifiers may force you to keep on your 
toes—some kinds of altered or alien 
physiology  may keep you guessing on 
where exactly is that prime nerve you 
have to target!

Rules for Action Box:
• Intelligence Bonus
• Close Combat attack
• 2x Damage OR Stun
• Ignores called shot Situational 

Modifiers
• May not be used for defense

Cost Level = Action Number + 5 Levels

DESCRIPTION 

Release pheromones as  an attack against 
Durability, distracting the victim (as if 
stunned) if any damage is  caused. It is an 
Area Attack that affects everyone within 
Close Combat Range, but  can combine 
stones of effect with Tendril Whip (etc.) 
to  increase its  “reach.” Stones of 
“Damage” determine duration of effect; 
see Duration row on D&R chart. Does 
not affect non-corporeal beings or those 
without human or animal-type senses. 
You may also cause your choice of 
emotional reactions in your victims, like 
rage, fear, or sorrow. You may choose to 
have deadly pheromones where excess 
stones cause damage instead of stun 
(specify when purchasing.)

OPTIONS
• Attack vs. Durability OR Intelligence: 

Target's Choice (-1 to Cost Level)
• Attack vs. Durability OR Intelligence: 

Attacker's  Choice (+1 to Cost Level)

COMMENTS

A limited but effective way of getting past 
conventional and mental defense. It  does 
not cause damage, but it can take an 
enemy right out  of a fight. The 
indiscriminate nature of this power makes 
it  extremely useful for a “lone wolf” 
adventurer, but can make it  problem in a 
group situation. We recommend that you 
couple this power with a high Agility, so 
you can act early in the panel.

Rules for Action Box:
• Area Attack vs. Durability to 

distract (or damage)
• Duration = Stones of “damage”
• Range = 1

EXAMPLE 

The Purple Man wants  to escape 
imprisonment on the Raft, but  is stopped 
by Luke Cage. In reaction, the Purple 
Man yells out “stop!” with 6 stones of 
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Pheromones. With Cage’s Durability of 5, 
he’s successful, and Cage stops in his 
tracks. It won’t last long, however-- just 
one Panel, and the Purple Man can't 
pump that much energy into the Action 
for too long. With a smirk, he hotfoots it 
out of the area as quick as he can.

Summon and Control 
Animals

Cost Level = Action Number + 2 Levels

DESCRIPTION 

You can call  forth and direct animals to 
do  your bidding. Choose a specialty at 
the time of purchase, and the basic form 
of this power is limited to a particular 
kind  of genus (canines, beetles, carrion 
birds), but you can choose Options to 
limit  yourself to  a specific species 
(wolves, scarab beetles, crows) or to 
expand to a more encompassing order 
(mammals, insects, birds). It depends on 
the type of character you create. Some 
choose to be based on geography, being 
able to control  arctic animals or oceanic 
life

Like Telepathy, this is a medium-range 
Action  (4 on the D&R chart). Control is 
based on the number of “health stones” of 
your subject. You can command 1 stone 
of “health” per Action Number, so  if you 
have Summon and Control of 5, you can 
control up to 5 stones 
of animals in any 
combination. This is a 
continuous Action, so 
it  costs  1 stone per 
panel  to maintain 
control, regardless of 
the number of animals 
you are controlling. 
However, if you want 
to  divide your army of 
minions, directing 
them to attack more 
than one opponent, it 
costs 1 stone per 
o p p o n e n t b e i n g 
attacked to maintain.

OPTIONS
• Summon/control 

any animal as 
opposed to  types 
(no Spec ia l ty 
required.) (+2 to 
Cost Level)

• C o n t r o l o n e 
animal per Action Number, regardless 
of animal’s Health stones (as long as 
the Health of any one animal does not 
exceed the Action Number). (+3 to 
Cost Level)

• No summoning; can only control 
those animals you can see. (-1 to Cost 
Level)

• May only summon/control one animal 
at a time. (-1 to Cost Level)

• May only summon a particular 
species. (-1 to Cost Level)

• May summon an entire family or 
geographical theme of animal types 
(+1 to Cost Level)

• Can summon at  a Range equal  to 
Action Number. (+1 to  Cost Level)

COMMENTS

This Action seems particularly  suited to 
characters who already have a strong 
connection to animals, and it  seems a 
given if your identity revolves around a 
specialty animal, like the Lizard.  If you 
want to  have a pet, try Animal Training.  
If you want to bring forth animals from 
your environment, this is the Action for 
you.  In  fact, it can be a pretty powerful 
Action, so sit  back and watch as your 
animal minions soften up the competition.  
Just  be careful that you are in  an 
environment that supports your specialty 
animals! Summon and Control Penguins 
may not be the most effective choice for a 
hero in New York, but just wait  until you 
get to Antarctica!

Rules for Action Box:
• Summon and control specialty 

animals.

• Summon AN number of animals 
(based on Health of animals). 

• Maintain control: 1 stone/Panel 
per opponent being attacked

EXAMPLE 

The Lizard lives  again! As Spider-Man 
tries to  stop him from fleeing through the 
sewers, the Lizard  needs a distraction. He 
has a Summon and Control Action 
Number of 6. By placing 6 stones  into this 
action, he taunts Spider-Man as  suddenly 
two large crocodiles  (who each have a 
health of 2) burst from the low-lying 
water at the same time that two snakes 
(each with a health of 1) drop from the 
pipes above. Spider-Man now has his 
hands full, and in the next Panel, the 
Lizard can continue to flee the scene, 
using only 1 stone of energy to maintain 
control until he is out  of range.

STATECRAFT
Cost Level = Action Number + 2 Levels

DESCRIPTION

Statecraft not only represents 
administrative skills, but also includes the 
ability to lead and inspire (kindly or 
harshly, successful methods vary  widely) 
and cope with  threats—both internal and 
external, political, economic and military
—to your kingdom and your people. A 
good ruler will be able to discern and 
exploit avenues unavailable to less able 
peers and competitors. Statecraft  includes 
the ability to give orders, offer 

suggestions, etc., in such 
a way as to  improve the 
efforts of your subject 
or teammates. You can 
assign up to two of your 
stones per player to 
other players’  actions, 
up  to your Action 
Number per Panel (also 
a +1 S i tua t iona l 
Modifier if the recipient 
is  your subject). If you 
have Statecraft, Wealth 
can be purchased at –1 
to  Cost Level.

New Specialties 
include:

(feel free to make up 
your own):

Armed Forces  
Bureaucracy  Civil 

Defense  Economics 
 Media  Public 
Administration  
Public Policy  

           Regulation

COMMENTS

Note that Statecraft includes but is deeper 
than mere Leadership. It is not the ability 

SUMMON AND 
CONTROL ANIMALS
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to  conquer, per se, but  rather what to do 
once one has been there and done that. 
Thus, heroes like Silver Sable are true 
Rulers while the likes of Kang tend more 
toward mere war and conquest. Statecraft 
is  more comprehensive, but more of a 
burden than Leadership (and the cost 
difference reflects  that).

Rules for Action Box:
• Includes Leadership
• (Insert Specialties) 

EXAMPLE 

Silver Sable often uses her  Statecraft to 
track down internationally wanted 
criminals. For example, if  the Tarantula 
has kidnapped a Delvadian ambassador 
in  New York City and is making his  way 
back to his home country, Silver Sable 
can use her Statecraft/Strategy to  gather 
information and track his progress, 
hoping  to detain him if not intercept him. 
In another use of Statecraft, Sable can try 
to  negotiate better rates for her mission 
to  capture terrorists. Even with a 
Difficulty as high as 6, she can turn rates 
to  her advantage, obtaining more money 
for Symkaria  or perhaps gain the use of 
special resources for that particular 
mission. 

SWIMMING
Cost Level = Action Number

DESCRIPTION

The ability to function in water. 
Maximum water speed for a normal 
human is 3 but  any extra stones can be 
used to support/carry people (1 stone/
person) or overcome situational modifiers 
(such as strong tides, etc). You can 
combine swimming with other actions 
when appropriate. Specifically, 
Swimming Stones  may be combined with 
Close Combat stones if fighting 
underwater. Because water speed  is very 
different than land or air speed, we have 
listed the Difficulty  below (Difficulty = 
Resistance):

Note: Pressure and breathing are two 
other aspects  to functioning underwater 
you should take into consideration, 
especially if swimming is critical to your 
character and you plan on operating in the 
depths of the ocean for extended period s 
of time. You may want to buy 1 stone of 
Self-Contained Lifeform Modifier, 
described as “Resistance to deep  sea 
pressure” (P. 70, Game Guide). As for 
breathing, you may want 1  stone of Self-
Contained Lifeform Modifier, described 
as “No need to breather” or “Breathe 
underwater.” If you need them both, and 

if you’re human you do, then you might 
want to spring for the extra stone and just 
get the full Self-Contained Lifeform 
Modifier. Of course, if your character is 
Atlantean like Namor, you don’t need 
either.

1
2
3
4
5
6
7
8
9
10

1 mph
2.5 mph 
5 mph
10 mph
25 mph
50 mph
100 mph
200 mph
400 mph
800 mph

OPTIONS
• Can exceed  human water speed 

maximum (+1 to Cost Level)

COMMENTS

Swimming is a very basic general  skill. 
It’s useless unless you find yourself in a 
situation where you need it, but then it 
can be a real lifesaver (literally). There 
are some heroes who are no great shakes 
on  dry land but can be killers  if fighting 
underwater. Most heroes can dog-paddle 
around using  their Agility or Strength, but 
can’t combine those stones  with Close 
Combat. Certain swimming tasks such as 
diving  to the bottom of an ocean trench 
may be assigned Difficulty numbers by 
the GM as part of the Mission. (Oh, yeah: 
Never swim alone, never swim without a 
lifeguard on duty and wait a half hour 
after you eat before going in the water.)

 Rules for Action Box:
• Strength, Agility or Speed Bonus
• Can combine with Close Combat 

if underwater
• Max. normal human water speed 

= 3

EXAMPLE 

A depth charge has  been released from a 
submarine, threatening an Atlantean 
outpost below. Namorita is close by and 
places 4 stones into Swimming to  cross 
the scene. In the next  Panel, she grasps 
the top of the charge and now places a 
total of  8 stones  into Swimming: 4 to dart 
to  the surface at 10 mph and 4 more 
stones to handle the additional weight. (2 

of  them come from her Strength bonus.) 
Once atop the surface, she can throw the 
depth charge away a safe distance by 
placing Stones into Strength. With all 
these displays of strength, it’s a good 
thing swimming is such good exercise!

NEW MAGICAL ACTIONS

VOODOO 

Cost Level = Action Number + 2 Levels

Voodoo encompasses the same basic 
powers and Options as Witchcraft, 
including Restrictions 1  and 2, but with 
its own unique effects, leaning in  the 
direction of the power of sympathetic 
magic and the dread mysteries  of the 
Zombie. Voodoo Masters who know 
Magical Healing get a +1 or +2 Situation 
Modifier when acting on believers. 
Voodoo includes  but is  not limited to: 

• Communication with the dead: if 
you have an object, body part or are at 
the place of death. (This can yield 
useful blackmail and other 
information.)

• Communication with the forces of 
Nature: be they beasts, birds  or even 
some wise trees (effect similar to 
Social Skills). This can include spirits 
and minor powers, like Summoning, 
but is more like “requesting their 
presence” than “Summoning.”

• Zombies: The raising of the dead to 
roam the earth again. Zombies may be 
summoned forth from a graveyard, or 
from anywhere bodies are available. 
Typically: Int: 1, Str:  2, Agi: 1, Spd:1, 
Dur. 2, Close Combat: 1 (unless it 
was higher before). Player can control 
1 zombie per Action Number, and it 
costs 1  stone per Panel  to maintain 
control of all zombies currently under 
control. (Range of control = Action 
Number). They are not mindless and 
can be ordered to do much more 
complicated tasks than mere fighting 
(although they cannot speak). If 
normal human stock is  used, one 
tends to get zombies as described 
above. If Super Heroes fall victim, the 
Voodoo Master gets a tortured hero to 
command, with all  powers, Abilities, 
etc. (perhaps twisted a bit). If you 
release zombies from active control, 
you can either send them to their final 
rest, order them to guard specific 
places or leave them where they are to 
be reactivated later.

• Zombie Brew: This is  a Voodoo 
potion  which, when ingested, turns 
the living victim into  a zombie within 
3 days unless  a cure can be found or 
the condition is stabilized. The victim 
arises as a total and “permanent” 
zombie slave of the Voodoo Priestess, 
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telling her all his  secrets, etc. The 
maximum strength of the brew is the 
Action # of the brewer. Strength of 
the brew must exceed victim’s 
Durability + Magical Defense for 
success. Anyone who succumbs to 
this  brew goes into a deathlike coma 
an hour later. Resistance when 
making brew: It  takes days to brew 
and may require extensive rituals  or 
rare/unavailable materials, as well as 
spending 10 stones of effort for every 
1 stone of the brew’s strength. 
Treatment:  To diagnose or to stabilize 
his pre-zombie state (it’s not readily 
apparent) requires as many stones as 
the strength  of the brew (Action # of 
Brewer). To fully cure (using 
Healing, Magic, Technology and the 
like) takes one more stone than the 
strength of the brew.  

• Weakness: A curse which can cause a 
victim to suffer from inexplicable 
loss  of energy. It  requires one Panel 
to  prepare for each stone of effect. 
Stones  of effect  vs. Durability + 
Magical Defense. The victim loses 
the use of one red stone of energy for 
every stone of damage. (E.g., 5 stones 
of Voodoo vs. 3 Durability makes 2 
red stones temporarily sick and 
weakened, and will not regenerate 
until the victim recovers). Range = 2, 
Duration = Stones affected on 
Duration Row of the D&R chart. 

• Cause Injuries/Pain: Like a Force 
Blast. You describe the injury to the 
victim. Injuries can include boils, 
blood burning in veins, making the 
victim trip and fall or hurt themselves 
with  their own weapons, etc. (GM 
discretion applies, of course). Note: 
Unlike other Voodoo attacks, this one 
works against all defensive stones 
(including Magical Defense). Range 
= 2. 

• Vo o d o o D o l l s : S y m b o l i c 
representation of victim which allows 
you to attack the victim at a distance, 
even if you are not  present. First, you 
must make the doll. You must  spend 
10  stones  of effort for every 1 stone 
of effect the doll can produce. The 
maximum effect of the doll  you 
create is your Voodoo Action 
Number. So, to create an 8 stone 
Voodoo Doll, you’d need a Voodoo 
Action Number of 8 and the doll 
would cost 80 stones. The doll has no 
range limit, and lasts until  destroyed. 
Creating a doll requires actual  bits  of 
the person/object (blood, hair 
fingernails, etc.) for proper effect. It 
may also  require specific rare 
ingredients, requiring special 
missions (etc.) to  acquire them. Once 
a doll  is created, its attack can’t be 
avoided by the victim, although it can 
be resisted by stones of Magical 
Defense plus either Intelligence or 
Durability, victim’s choice. Any 
stones that get past those defenses do 

damage. Once the doll exists, putting 
1 stone of effort into the doll  yields 
one stone of effect. (remember, stones 
are stones!) Effects can be long term 
or short term. Stones can be 
accumulated for greater effects. Add 
stones for duration as per the Duration 
Row on the D&R chart; these stones 
do  not add to the effect. Effects can 
reduce available energy as per 
Weakness or do direct  damage, as per 
Cause Injuries/Pain. Effects can also 
include pain, blindness, paralysis, 
physical distortion, behavior 
modification, and even gross muscle 
control by Voodoo Priest. In cases like 
these, the number of stones of damage 
are irrelevant: a single stone of 
damage is all it takes for the effect to 
succeed. Treatment: Diagnosis/
Stabilization of effects as per Zombie 
Brew, above. To fully cure, however, 
the doll  must be destroyed. Note: 
Anyone can destroy a Voodoo Doll. 
Smash  it, blow it  up, melt  it  in  a fire. 
Unlike the movies, you can't just pick 
up  a Voodoo Doll and affect its 
victim. To create an effect using a 
Voodoo Doll, even one that already 
exists, you must have the Voodoo 
Action. If you don't have Voodoo, 
then if you throw a Voodoo Doll in 
the fire, it  melts and is destroyed. 

NEW MASTERIES

Mastery of Kung-Fu
This is a Mastery of physical combat 
skills. It also includes knowledge of the 
human body and its pressure points, as 
well as the mind and spirit. It can be used 
for Close or Ranged Combat. Similar to 
the Ninja Action, it  includes an Agility 
Bonus  AND Weapon Modifier (but never 
two Weapon Modifiers). Combat 
Specialties can be added as Options to 
this  Mastery for 1 white stone per 
Speciality, with a maximum number of 
Specialties equal to the Action Number.

  OPTIONS
• Catch Projectiles (+1 white stone): 

You receive a +2 Modifier to catch 
projectiles that are thrown at you. If 
the final number of stones in the 
Mastery match the number of stones 
in  the attack, the projectile is caught 
without any damage to you. 

• Balance (+1 white stone):  May 
combine with Acrobatics for the 
purpose of maintaining balance. 

• Blind  Fighting (+1 white stone): 
Ignore all penalties for fighting in the 
dark or blindfolded. 

• Multiple Opponents (+1 white stone): 
You receive a total of 2 free stones 

when splitting stones against 2 or 
more opponents. 

• Create/adapt kung-fu techniques (+1 
to Cost Level): May apply a Situational 
Modifier for all combat situations.

• Can substitute Mastery for Strength, 
only  to break things. (+1 to Cost 
Level)

• Can substitute Mastery for 
Intelligence, only  for mental defense. 
(+1 to Cost Level)

• Can substitute Mastery for Agility or 
Speed (must be chosen during character 
creation), only to be used for defense. 
(+1 to Cost Level)

Selected
Masters of Elements

We have included the Cost  Levels for 
each option so GMs can more easily 
construct and price their own unique 
Masteries.

Cloak: Mastery of Darkforce
Cost Level = Action Number + 5 Levels

• Create darkness (+1 to Cost Level)
• Can become intangible (+1 to Cost 

Level)
• Can combine stones with Close 

Combat (+2 to Cost Level)
• Gateway to the Darkforce Dimension 

(+2 to Cost Level)
• Exists only as Darkforce (-1 to Cost 

Level)
• Also purchased Energy Absorption/

Reflection at a discount

Cyclone: Mastery of Wind
Cost Level = Action Number + 4 Levels

• Cyclone: Area Effect Force Blast 
AND Force Field = to number of 
stones placed into Mastery (+2 to 
Cost Level)

• Immune to effects (+1 to Cost 
Level)

• Create Vacuum: Attack vs. 
Durability to knock target 
unconscious for 1 Panel per red 
stone of damage (+1 to Cost Level)

• Also purchased Flight at a discount

Dagger: Mastery of Living Light
Cost Level = Action Number + 5 Levels 

+ 1 white stone
• Accumulate energy (+2 to Cost 

Level)
• Create light (+1 to Cost Level)
• Create inspirational illusions (+1 to 

Cost Level)
• May transfer red stones to Cloak (+1 

white stone)
• Nullifies poisons/toxins/chemical 

addictions (+1 to Cost Level)
• Also purchased Drain Energy at a 

discount

Electro: Mastery of Electricity
Cost Level = Action Number + 7 Levels 

+ 1 white stone
• Immune to element (+1 to Cost 

Level)

MASTERY OF KUNG-FU
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• Force Blast: 2x Damage, white 
stones OR stun damage (+1 to Cost 
Level)

• Create electrical barriers/manipulate 
electrical items (+1 to Cost Level)

• Accumulate energy (+2 to Cost 
Level)

• Neutralize Spider-Man’s Wall-
Crawling (+1 white stone)

• Grappling/Shock attack: Attack vs. 
Durability (+1 to Cost Level)

• Absorb 3 stones of electricity from 
electrical sources (+1 to Cost Level)

• Replace Speed with AN when riding 
power lines (+1 to Cost Level)

• Maximum Range = 2 (-1 to Cost 
Level)

Speedball: Mastery of Kinetics
Cost Level = Action Number + 6 Levels 

• Create/Manipulate kinetic energies 
(+1 to Cost Level)

• Immunity to kinetic attacks: redirect 
stones of impact into bouncing (+2 
to Cost Level)

• Kinetic Blast (+1 to Cost Level)
• May combine with Close Combat (+2 

to Cost Level)

NEW ACTION OPTIONS
The following are new Options that 
belong to existing Actions that appear in 
the Game Guide and prior Supplements.

DRAIN ENERGY
  NEW OPTIONS

• Death Factor: Must  drain at least 3 
red stones per day or lose 1 white 
stone. (-2 to Cost Level)

• Hunger: Must drain 3 red stones from 
a single victim once per day or go 
temporarily insane. (-1 to Cost Level)

• Successful drain causes victim to 
transform. The transformation  is  of 
limited duration, or is reversible. (+2 
to  Cost Level)

FLIGHT
  NEW OPTIONS

• Can only ride on air currents. (-1 to 
Cost Level)

• +2 Resistance to land gracefully, or 
the character trips and loses his next 
Action. (-2 to Cost Level)

• Silent  Flight: Can’t be heard while in 
flight. (+1 to Cost Level)

MASTERY OF 
ELEMENTS

  NEW OPTIONS
• Must exist as your element of 

Mastery only. (This results in  a 
certain loss of humanity.) (-1 to Cost 
Level)

• Absorb 3 stones of element from 
power sources. (+1 to  Cost Level)

• Attack or effect that  is extremely 
limited or applies only  to a specific 
target. (+1 white stone)

• Absorb 3 stones of element to 
increase size/mass. Use Area/Leaping 
row as volume. Absorbed stones can 
heal lost  energy or assigned to 
increase Strength to a maximum of 
+3. (+2 to Cost Level)

• May combine stones with Close or 
Ranged Combat. (+2 to Cost evel)

• Area Effect Force Blast AND Force 
Field equal to number of stones 
placed into Mastery. (+2 to Cost 
Level)

SHAPE SHIFTING
  NEW OPTIONS

• Clothing/Camouflage only. (-2 to 
Cost Level)

TELEKINESIS
  NEW OPTIONS

• Limited Control:  Can be used to 
levitate yourself, but not others, and 
can only repel objects, but not lift 
them. (-1 to Cost Level)

• Small  Objects Only. (-1 to Cost 
Level)

TELEPATHY
  NEW OPTIONS

• Empathic Projection: The ability to 
project emotions. Can cause others to 
feel the emotions that you are feeling, 
including fear, anger, sadness, glee, 
etc. (+1 to Cost Level; for +2 to Cost 
Level, can cause others to feel ANY 
emotion)

• Astral Projection. (+1 to Cost Level)
• Requires Eye Contact. (-1 to Cost 

Level)
• Can’t Read Minds. (-1 to  Cost Level)
• Subtle Commands: Limited Mind 

Control ability, able to influence 
others’ actions through subtle 
suggestions. Influenced characters 
will  only obey commands that are in 
accordance with their own desires. 
(+1 to Cost Level)

TELEPORTATION
  NEW OPTIONS

• Teleport Others: You do not have to 
travel to teleport others. (+2 to Cost 
Level)

• Open Portals for others  to return. (+2 
to  Cost Level)

UNSTOPPABLE
  NEW OPTIONS

• Can’t make sudden turns or stops. (-1 
to  Cost Level)

NEW MODIFIERS
FLEXIBLE SKELETON
Cost Level = Modifier Number + 2 Levels

DESCRIPTION 

This Modifier gives you the ability to 
contort and twist your body beyond the 
normal human limit, without pain. While 
this  isn’t  the Stretching Action per se 
(meaning you can’t distort your shape), 
you can still  fit your body through narrow 
spaces and small openings. But how 
tough could you really be with a Flexible 
Skeleton? Well, plenty! This Modifier 
also protects you from blunt force attacks 
(punches, blunt weapons, etc.) as well as 
escaping from grappling holds, bonds, 
and restraints.  

COMMENTS
Although a natural fit for certain animal-
like powers, this Modifier might be easily 
overlooked. Those players interested in 
thieving and spying, however, already 
know how useful this could be.

Rules for Modifier Box:
• Navigate narrow openings
• Defense, +X vs. grappling holds 

and damage from melee attacks

INTER-DIMENSIONAL 
TRAVEL

Cost Level = 9 white stones

DESCRIPTION 
Instantaneous Travel to/from Limbo (you 
may substitute any other dimension for 
Limbo, such as Hell). This isn’t 
Teleportation in that  you can’t  teleport 
from one place within  Limbo to another, 
or from one place on Earth to another 
except if you first travel  to Limbo. Also, 
unlike Teleportation, it  costs no stones to 
travel this way, and may not bring 
passengers.  

COMMENTS
This is  how Shathra is  able to show up 
anywhere. It’s more limited than 
Teleportation or Magical Travel, but it 
doesn’t cost stones and it  happens 
instantly, which makes anyone who has it 
really tough to catch. 

Rule for Modifier Box:
• Inter-dimensional Travel, 

instantaneous travel to/from 
dimension

INTER-DIMENSIONAL 
TRAVEL

Cost Level = See Below
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DESCRIPTION 

Sometimes a substance (or hero) is 
simply invulnerable to a certain type of 
attack. This is expensive, though, and as 
a result, a hero will generally be left with 
an Achilles’ heel. Do not allow a player 
to  have too many Invulnerabilies/
Immunities (they are ruinously expensive, 
in  any case). Players and NPCs should 
always have some sort of Achilles’  heel. 

• Physical Invulnerability (Cost = 20 
whites stones): Can’t be harmed by 
physical blows, bullets, etc. Not 
protected from Energy, Magic, 
Telepathy, etc. Note that Toughness 
and Reflexive Dodge protect against 
most forms of energy and magical 
damage, but Physical  Invulnerability  
doesn't’. 

• Energy Invulnerability (Cost  = 20 
white stones): “Blast proof.” Can’t be 
harmed by any normal form of 
projected energy. Not protected from 
Magic, Telepathy, bullets, etc. 

• Magical Invulnerability (Cost = 20 
white stones): Can’t be harmed 
directly by  purely magical energy or 
spells. Can’t  be harmed by  any 
normal form of projected magical 
energy. Of course, a Summoner could 
call up a Demon to rip you to shreds, 
but you could not be brought down 
by  a stun blast cast by that Demon.

• Mental Invulnerability (Cost = 20 
white stones):  A Mental Defense that 
cannot be overcome except by 
Universe-wrenching plot  twists (e.g., 
Magneto and Juggernaut both have 
helmets that give them Mental 
Invulnerability-- as long as they keep 
their helmets on).

• Minor Invulnerabilities (Cost = 3 or 
more white stones each (highly 
variable): This covers a vast  array of 
minor variations of protections the 
player of the GM will  make up to 
keep things The GM can vary cost  at 
his discretion to keep things under 
control. For bigger versions, such as 
Invulnerability to Demons, the GM 
should  bump up the charge to around 
10  white stones. Here are a few 
examples: Invulnerability to 
Radiation, Invulnerability to being 
Stunned, Invulnerability o Good or 
Bad Luck.   

OPTIONS
• +5 white stones to  protect others from 

major Invulnerabilities by touch (per 
Invulnerability)

• +2 white stones to  protect others from 
minor Invulnerabilities by touch (per 
Invulnerability)

COMMENTS
While the power is awesome, the expense 
is  prohibitive. So even if you buy one of 
the more expensive versions, you can’t 

afford two. 

Rule for Modifier Box:
• Invulnerable to (name 

Invulnerability)

LIMB REGROWTH
Cost Level = 4 white stones

DESCRIPTION 

You can regenerate lost limbs, but no lost 
Health. Fingers  and toes regenerate by 
the next Panel, hands  and feet take 1 
hour; arms and legs take a full day to re-
grow (up to 1 per day). Your regeneration 
is  automatic; no need for additional 
stones of effort while you wait  it out. You 
can also purchase a Healing Factor at -1 
to  Cost Level. 

COMMENTS
Not the most glamourous power in the 
world, but it  does come in  handy if you 
ever need it. This is a low-cost way to 
enjoy a regenerative ability, but you may 
have a bit of inconvenience while you 
wait for it to  kick in, and that  may take 
some explaining to do in your secret 
identity! 

Rule for Modifier Box:
•Re-grow lost limbs, up to 1 per day

2x Natural Healing
Cost Level = Durability + 1 Level

DESCRIPTION 

While you don’t  have a full  Healing 
Factor, you do tend to heal a bit faster 
than most other people. You can cut the 
normal healing times in half. This means 
that after 12 hours (instead of 24) you’ll 
heal back your first white stone lost as 
damage. Regeneration rate is the same, at 
3 red stones per 2 white per Panel.

COMMENTS
Not as expensive as a true Healing Factor, 
but this is very useful for street-level 
characters, those who may not have 
become a superhuman powerhouse but 
are still enhanced beyond the normal ken.

Rules for Modifier Box:
• 2x Natural Healing: Recover 1 

white stone/12 hours; Regenerate 
3 red stones per 2 whites per Panel

RECONSTITUTE SELF
Cost Level = 1 red stone

DESCRIPTION 
Less than Prescience, more than  déja vu. 
The GM can use this as a tool  to warn a 

player of danger to those things or people 
she is committed to protect. For example, 
Madame Web sees visions of Spider-Man 
in  danger. Almost any player can have a 
Precognitive Flash, but some are so prone 
to  it  they have it listed as a Modifier. 

COMMENTS
This sort of serves the role of a combination 
alarm clock and burglar alarm. on one 
hand, it  can lead to  inconvenient 
obligations and emergency situations-- 
“Drop whatever you’re doing, Spider-
Man needs you!” On the other hand, if 
you want to keep an eye on certain 
concerns, an occasional  look ahead to 
ward off potential danger never hurts. In 
essence, you’re spending a red stone now 
to  tell the GM what’s important to your 
character, and the GM should give you a 
heads-up every now and then. 

Rule for Modifier Box:
• Precognitive Flashes

ECONSTITUTE SELF
Cost Level = 8 white stones

DESCRIPTION 

Up to one hour after being  destroyed 
(GM discretion), you return to action, 
intact and whole. This  works even if 
you’re not  destroyed, but  just horribly 
mangled, or even just a little mangled. 

OPTIONS
• +7 extra white stones to Reconstitute 

Self by next Panel. 

COMMENTS
The reason most players don’t go for this 
is  that it’s not cheap and the idea is to 
keep from getting killed in  the first  place. 
But  for some (such as Sandman), it  has 
very much come in  handy. If you are 
going to “kill” such a character, you 
might  have to find a way to separate the 
particles in his body or perhaps confine 
him in a special  containment cell. And 
even then, he may always escape or be set 
loose. 

Rules for Modifier Box:
• Return intact and whole after 

about 1 hour (GM discretion)
• Return intact and whole by next 

Panel (option)

RESISTANCE TO

Cost Level = Modifier Number

DESCRIPTION 
This Modifier provides protection against 
any kind of ensnaring attack, including 
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sticky webs, glue, nets, and grappling 
holds. It is a Defense that works against 
both  Close Combat and Ranged Combat 
attacks, but only if such attacks result  in 
grappling or entanglement; it cannot be 
used to reduce red stones of damage.

COMMENTS
A necessary power if you know the kinds 
of villains you’d be likely to encounter. 
At first glance, you may be inclined to 
pass it over, but this Modifier can give 
you quite the advantage in various 
encounters, especially for such a cheap 
cost.  It can be “flavored” to suit yourself, 
such as a non-stick coating from 
chemicals or frictionless field generator.

Rule for Modifier Box:
• Defense, +X vs. grappling/ 

entanglement 

STEALTH
Cost Level = 10 white stones

DESCRIPTION 

You are undetectable to the special 
extrasensory perception of a chosen 
opponent. This  costs no stones to use and 
is  active all the time. Note that this isn't 
invisibility; you can still  be seen, heard, 
or smelled in  any ordinary fashion by 
your target. Any of the special senses 
listed in the Game Guide and the other 
supplements can be chosen (Prescience; 
Radar Senses; Vision, Enhanced; Sense 
Mutants;  etc.) Your choice of both the 
special sense and the opponent must  be 
chosen at the time of character creation. 

OPTIONS
• +5 white stones to be undetectable to 

one specific sense used by ANY 
opponent.

COMMENTS
This is a Modifier used by Venom and 
Carnage, since their past association with 
Spider-Man negates his special Spider-
Sense. For others, perhaps  you have 
figured a way to shield your mind form a 
specific telepath  with a unique kind of 
psychic static or, if you share a common 
technological device, to create a unique 
jamming signal. There’s  many ways to 
flavor this to foil your favorite foe. 

Rule for Modifier Box:
• Invisible to chosen opponent’s 

special sense (specify) 

TOTEM ENEMY
Cost Level = 6 white stones

DESCRIPTION 

This Modifier is  only available if you are 

a superhuman whose powers mimic those 
of a specific animal. If so, chances are 
you’ve tapped into the totemistic forces 
of the world-- a spiritual  energy that 
embodies the lifeforce of animals. You 
may choose to have a Totem Enemy, a 
character (or type of character) whose 
abilities represent your animal's natural 
enemy in the wild. This Modifier costs  no 
stones to use, but becomes active once 
you are in the presence of your Totem 
Enemy (Range = 1). Your enemy has his 
intelligence reduced to 1. Moreover, he 
will  act  only on a level of pure instinct. 
The player cannot control  his  character 
and must act  only as a base animal. This 
might  mean that the character lashes out 
or that he runs away in fear, as the 
circumstances dictate. The GM will 
determine what Situational Modifiers, if 
any, also come into play. 

OPTIONS
• + 5 white stones for additional types of 

characters, chosen at character creation

COMMENTS
A unique way to gain  an edge on an 
enemy-- it’s not an assurance of victory, 
but look for ways to use your enemy’s 
disadvantage. You may both be victims of 
some cosmic, mystical balance, but it  just 
might  be the thing to give you an upper 
hand.

Rules for Modifier Box:
•  Reduce chosen enemy’s 

Intelligence to 1 (specify)
•  Range = 1

WEAPONS MORPHIN
Cost Level = See Below

DESCRIPTION 
You can form a variety of simple 
weapons by warping or shaping the 
substance of your own body. A kind of 
limited Shape Shifting, you can form 
anything: the conventional bladed 
weapon and  blocky hammer, various 
projectiles like quills  and fletchettes, and 
even whips or other entanglements. These 
weapons can add to both Close or Ranged 
Combat, but, like Claws, don’t  count as a 
Weapon Modifier for Close Combat. The 
maximum Modifier number is 3.

OPTIONS
• Costs  4 white stones for (+1) 

Weapons Morphing
• Costs  6 white stones for (+2) 

Weapons Morphing
• Costs  8 white stones for (+3) 

Weapons Morphing
• +1 extra white stone to be able to 

create telescoping weapons, allowing 
you to strike at a distance with a 
Close Combat Action.

COMMENTS
A very powerful and effective Modifier, 
limited only by your imagination. On one 
hand, you will always have a ready source 
of weapons in  any battle-- and we mean it 
literally, on one hand!

Rules for Modifier Box:
•  Adds free stones to Close Combat
•  Weapon Modifier for Ranged Combat
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