
Gamma Monster 
 
Nobody is stronger than you. Trouble is, nobody seems to be able to direct that strength—not even you. 
 
Inherent Ability—Limitless Might 
As a defend action, you gain a number of advantages. You can stack 1 use per level at a time. 

• +1 Wound to attacks. -1 Wound from incoming attacks. +4 Brawn. +4 Wounds. 
• Leap 1 arena (about 6 m) as a move. 

 
Limitation—Limitless Rage 
As soon as you activate your limitless might, you have the intelligence of a cunning, brutish child. 
 
Signature Item 
• Unstable Molecule Underwear. You can grow, shrink, whatever, you won’t be naked. 
 
Talents  
 
• Leap.** Constant. Your leaping ability is (x your level) arenas. You travel through about 6 arenas per 

round, so one leap can take several rounds to work out. 
 

• Pain Feeds Anger.** Constant. Every incoming Wound (soaked or not) grants +1 Awesome Point 
that can only be used for damaging, destructive purposes or regeneration. 

 
• Concussion.** Constant. Clap or smack the ground. Everything in your arena takes 1 Wound per 2 

active Limitless Might. The shockwave travels outward, losing 1 Wound as it affects each ring of 
adjacent arenas. 
 

• Regeneration.** Constant. As a move action, or for free when taking damage, spend 2 Awesome 
Points that do not count towards leveling to heal 1 Wound of damage taken. You can heal up to 1 
Wound per active Limitless Might each time this is done. 

 
• Strongest One There Is.** Constant. When the use of Limitless Might has a number of levels equal 

to the number below, you can use objects of the listed size as weapons or loads. You can lift, swing, 
or throw the object. Wounds inflicted by massive objects are (Limitless Might needed x5.) 

o 2: manage 1 ton, a car. 4: manage a truck, 2-4 tons. 6: manage a bus, 5 tons. 8: manage a 
cement truck, full, 10 tons. 10: manage a building of 2 stories per base Brawn. 12: manage a 
jumbo jet in flight, or a train. 

o Spend 3 Awesome Points that do not count towards leveling, and lose 3 Wounds, to upgrade 
1 level. Upgrade up to 2 levels, maximum. 

  



Super Soldier 
 
You were subject of a chemical experiment that made you more human than human. Now you give your 
sponsors an incredible advantage in a wide variety of military or espionage operations. 
 
Inherent Ability—Toughened 
Your maximum attribute rating is 10. Gain 1 extra Wound per Brawn. Gain Wounds if you gain Brawn. 
Age 1 year every decade. 
 
Limitation—Experimental 
The super soldier serum is temperamental, its results difficult to reproduce. Maybe one in a million people 
can bond with the serum, and about one in ten mutate to death when exposed to it. You are a prize 
experiment, as valuable as a science project as you are as an operative. This changes how both your 
handlers and your enemies view you, and their tactics for dealing with you. 
 
Signature Item 
• Vibranium Shield. Counts as a hand weapon and a heavy shield, 1 load encumbrance.  

o If you can take a hit on the shield, you can negate 1 incoming Wound per Awesome Point 
spent, up to all the incoming Wounds. Half these Awesome Points count towards leveling. 

o Vibranium ignores up to 3 Wounds soaked by the target’s armor when used as a weapon. 
 
Talents  
 
• Hurl Shield.** Constant. You can use your shield as a range weapon, flinging it within your arena or 

targeting an adjacent arena. If you throw it as a focus action, and catch it as a focus action the 
following round, you can hurl it to rebound or roll back to you (or where you plan to be.) Upgrade 
this talent to remove the focus action requirement. 
 

• Leadership.* Constant. You can spend Awesome Points to boost the efforts of those under your 
command. You can spend up to 1 Awesome Point per your level, but you do not count these spent 
Awesome Points towards leveling. You can boost damage or soak by 1, and you can boost attribute 
rolls up to +4 (2 Awesome Points) per roll. Remove intimidation from one target under your 
command who can see or hear you, per Commitment, each round, as a free action. 
 

• Shield Expertise.** Constant. Every 10 you roll to hit counts as +1 Wound (as a hit to the face.) 
Every 1 you roll to hit counts as +1 Wound (as a dirty blow to another vulnerable point.) 
 

• Stamina.** Constant. You can go 1 day without food, water, or sleep per Brawn rating before feeling 
the effects—half that in intense combat or punishing conditions. Your critical rolls are always -4, and 
if the result is 0 or positive, you still have 1 Wound. You are immune to conventional illness. 
 

• Weaponized Body.** Constant. Unarmed, you count as fighting with a light weapon (Brawn or 
Cunning.) You can ignore 1 incoming Wound or inflict 1 additional Wound by spending 1 Awesome 
Point instead of 2. 

 

  



Super Spy 
 
No matter what geo-political entity trained you, your skills are honed so you can run with the metas and 
do what they can’t. 
 
Inherent Ability—Resourceful 
At will, you can borrow up to 1 Awesome Point per your current level. When you gain new Awesome 
Points, they must pay off this debt before you can keep them. Your innate resourcefulness, adaptability, 
and determination to succeed in the face of insurmountable odds gives you an edge. 
 
Limitation—Trust Issues 
Part of your training is to infiltrate, flip agents, invite trust, violate confidence, reach information you are 
not supposed to have, and equip your bosses with unfair advantages. Your main training in dealing with 
collateral damage was to harden yourself against its necessity. You are difficult to trust, and you find it 
almost impossible to trust others. 
 
Signature Item 
• Wrist Stingers. +1 Wound to unarmed attacks (garrote or whip) or force the target to test Brawn 

difficulty 12 or be disabled 1d5 minutes (electrical attack). 
o Focus action. Allow 3 dimensional movement if an anchor target is within 3 arenas (20 m.) 

 
Talents  
 
• Cunning Combat.* Constant. You can move and attack, or attack twice. Your unarmed attacks are 

as a light weapon (choose between Brawn or Cunning). You can automatically share multiple 
Wounds across multiple minions or toughs. No penalty for paired weapons, hand to hand or ranged. 

 
• False Vulnerability.* Constant. You are emotionally and physically toughened, but you can appear 

to feel pain or confusion that you do not actually experience. You can ignore 1 Wound from 
conventional torture each round for free, and you count as rolling a 10 on Commitment to resist 
emotional manipulation—however, you can report different results at will, claiming to feel pain or be 
swayed by persuasion or intimidation. 

 
• Stunt.** You are usually outmatched. To survive, you must occasionally be capable of succeeding in 

a difficult task against all odds. Once per level, you can add your level as a bonus to a to-hit roll or an 
attribute test. If you do not use this ability in a level, it is saved until you do use it. When you use the 
stunt, you get a bonus equal to your current level (so it is useful to save them if you can.) This talent 
cannot be used untrained, and as soon as it is taken you can use it once per level gained so far. 

 
• Tradecraft.* Constant. You are familiar with the design principles of spy gear, vehicles, and 

weapons. You are up to speed with all cutting edge equipment, and if confronted by experimental or 
alien gear, you can figure it out with a Cunning test and an appropriate time frame (from 
instantaneous to a week of study, DM decides.) 

 
• Tricky.** Constant. When testing Cunning or Charm, roll 2d10 and use the higher roll. 
  



Thunder God 
 
You have thrown in your lot with the forces of humanity. You have thrown your hammer for them, too. 
 
Inherent Ability—God 
Count your Brawn, Charm, and Commitment as double. You get 2 extra Wounds per base Brawn (final 
total same as doubled Brawn). 
 
Limitation—Jealous Mortals 
They fear you, worship you, they want to use you, destroy you, contain you—it is impossible to be 
friends with most mortals. They want to protect themselves by controlling you. 
 
Signature Item 
• Mjölnir. Divine hammer, means “crusher.” Inflicts 1 Wound per Brawn bonus (doubled). 

o No one may lift it but you, unless they use 30 Brawn. Sources cannot combine efforts. 
o May be hurled up to 1 arena per base Brawn as a range weapon. 
o May be recalled across up to 5 arenas per round as a focus action each round. 

 
Talents  
 
• Feat of Strength.** Constant. Spend 1 Awesome Point that does not count towards leveling to revise 

your encumbrance. You can spend 1 Awesome Point per unmodified Brawn. This lasts for up to a 
minute per use. You can lift, swing, or throw the object. Wounds are (Awesome Points needed x10.) 

o 1: manage 1 ton, a car. 2: manage a truck, 2-4 tons. 3: manage a bus, 5 tons. 6: manage a 
cement truck, full, 10 tons. 7: manage a building of 2 stories per base Brawn. 8: manage a 
jumbo jet in flight, or a train. 

 
• Flight.** Constant. You can move up to 2 arenas a round three dimensionally. When holding Mjölnir 

you can move 4 arenas a round three dimensionally, +1 per Awesome Point spent (that does not count 
towards leveling.) You can carry anything in flight that you can heft on the ground. 
 

• Mighty Warrior.** Constant. Unarmed, you hit with Brawn (doubled) +1d10 and inflict a base 2 
Wounds. As a focus action, you can spend 2 Awesome Points that do not count towards leveling, and 
heal 1 Wound. You can shrug off up to all Wounds using Awesome Points at the cost of 2 each, but 
this use of Awesome Points (past the first Wound) does not count towards leveling. 

 
• Teleport.** Rested. You can teleport yourself and up to 1 other person per your Commitment to a 

place you know well on Earth. You lose 1 Wound per passenger you take along. The teleportation is a 
focus action, and passengers must be in your arena. 

 
•  Weather Control.** Rested. You can conjure up weather changes. You always know what the 

weather will be for the next 48 hours in a location after a focus action of sensing it. You can escalate 
or calm 1 level of weather per minute of concentration. You can shift it 1 per your base Commitment 
in 24 hours. 

o 1: sunny, nice. 2: overcast, drizzly or flurries. 3: heavy rain or snow, rumbles. 4: full 
thunderstorm or winter storm. 5: dangerous weather, hurricane, blizzard. 
 Weather of 4+, you can call down a weather mishap on a foe (lightning, frostbite, 

slick ice, etc.) inflicting Wounds or a penalty double the weather rating. Every use of 
this ability after the first costs 3 Awesome Points that don’t count towards leveling. 
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