
 

You are a warrior, genius, and businessman. They need what you have—because it is so cool. 

 
Inherent Ability—Micronized Interactive Technology START WITH 1 WOUND 
You can pack the firepower and armor of a tank division along with the computational expertise and 

communications array of a relay station into your second skin. Given proper tools, you can build power 

armor, and you are skilled in its use. You can design, alter, repair, repurpose, and exploit power armor, 

computer systems, and cybernetics. Use Awareness or Cunning. 

 
Limitation—Prosthetics 
You are still unbelievably awesome when you are not in your armor. However, you are unable to tear 

tanks in half and fly. If you lose your gadgets, you are unpleasantly reminded of the fact that in spite of 

your brilliance, you are made of meat wrapped in cloth. 

 
Signature Item 
 Armor. This has its own page, and it can be modified with your gadgeteering. 

 
Talents  

 

 Countermeasures.* Constant. When facing enemy tech, you can impede its functionality. When 

rolling a natural 10 on an attribute roll affecting it, or hitting it “in the face,” or spending 3 Awesome 

Points when you hit it, you can disable one element of the target tech. Also, if you attack as a focus 

action, you can either disable one element of the targeted tech or ignore half its armor soak. 

 

 Super Science.** Rested. You can spend 12 hours working with existing technology, or a week with 

new technology, to create a gadget or armor enhancement. (Consult the gadget section.) The system is 

flexible, these are guidelines to help the DM come up with parameters. You can also figure out, adapt, 

and generally work with unfamiliar technology or science. 

 

 Maximize.* Constant. You can burn out a piece of technology to coax a performance from it that is 

+1/2 its design specs, or repurposing its components. DM makes final rulings on this. 

 

 Multitasking Tech User.* Constant. You can use one element of your technological equipment, per 

Cunning rating, during each round. For example, with Cunning 4, you could fly, shift power levels, 

fire repulsors, and talk on the tactical network. Your Cunning is a speed multiplier when hacking or 

manipulating computers. 

 

 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.) 



 

The power of the universe flows through you, granting you incredible power over energy and matter. 

 
Inherent Ability—Cosmic Power START WITH 1 WOUND 
You can borrow up to 1 Awesome Point from the Stack per your level at any time. You must repay the 

Stack before keeping new Awesome Points. Also, each of your attributes can be raised to 10. 

 
Limitation—Alien 
You can do some freaky things, and once people see your power, they tend to fear you. 

 Awesome Points spent on cosmic Talents do not contribute towards leveling up. 
 
Signature Item 
 Unstable Molecule Nanofibric Armor. Close-fit fabric that grows or shrinks with you, and acts as 

medium armor but does not count any encumbrance. It fits under clothes. 

 
Talents  

 

 Charge Up.** Rested. As a focus action (upgrades to Move), gain 1d5 Awesome Points from the 

Stack, drawing energy in. If you have not used them by the time you sleep next, you lose them. (This 

can only be attempted once per day, from dawn to dawn.) As long as you have at least 1 AP, you can 

glow as bright as a torch at will. 

 

 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. 

 

 Energy Bolts.** Constant. Spend 1 Awesome Point to fire energy as a ranged weapon, doing 2 

Wounds upon a successful hit.  

 

 Flight.** Constant. Spend 1 Awesome Point to fly for about 10 minutes of high speed, or an hour at 

cruising speed. Fly up to 3 arenas a round. Carry 1 human-size/weight passenger per extra Awesome 

Point spent, up to 1 load per Brawn. The DM can allow you to accelerate much faster for short bursts 

by spending additional Awesome Points. 

 

 Shrug it Off.** Constant.  Spend 1 Awesome Point to deflect 1 incoming Wound, up to all Wounds. 

  



 

Nobody is stronger than you. Trouble is, nobody seems to be able to direct that strength—not even you. 

 
Inherent Ability—Limitless Might START WITH 1 WOUND 
As a defend action, you gain a number of advantages. You can stack 1 use per level at a time. Once 

activated, each level lasts until you calm down and release it. 

 +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. Any 

time you do not react in an obvious, instinctive way to annoyance or frustration, roll 1d10. If you roll 

equal to or over your current level of active Limitless Might, you stay in control. Otherwise, your 

character rips free of you and gleefully acts out however it wants to, under the DM’s direction. You can 

spend 1 Awesome Point each round to get a re-roll, but those Awesome Points do not count towards 

leveling, and the DM may not allow it every round (especially during battle.) 

 
Signature Item 
 Unstable Molecule Underwear. You can grow, shrink, whatever, you won’t be naked. 

 
Talents  
 

 Leap.** Constant. Your leaping ability is (x active Limitless Might) arenas. You travel through about 

6 arenas per round, so one leap can take several rounds to work out. (Third level character with three 

active Limitless Might could normally jump 18 m [6x3]. Using Leap, that would be 18 m x level, 3, 

total 54 m.) 

 

 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 3 

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. 



 

Your training has encompassed mysticism, science, and martial arts. You have been prepared for your 

destiny since before you were born. 

 
Inherent Ability—Martial Arts Master START WITH 3 WOUNDs 
Unarmed, you have a fighting style to copy light, hand, reach, or heavy weapon styles for damage and 

arena bonuses. Also, when in combat, you can counter-attack as though you were defending. When 

defending, you can have +2 to hit or +1 Wound when counter-attacking. You can move and attack during 

the move phase, unarmed or with a melee weapon. 

 
Limitation—Overqualified 
It is difficult to trust and rely upon people whose lives and preparation have been so much more 

haphazard than yours. 

 
Signature Item 
Vibranium Gear. Your armor and weapons are laced with vibranium, metal that manipulates energy. 

 Armor. You can spend up to 6 Awesome Points on reducing damage. Each 2 reduces 1 Wound. 

o Custom Fit. Your armor soaks as medium but does not encumber. It can fit under clothes. 

 Weapons. Your vibranium-laced weapons ignore 5 soak from armor. 

o Claws. Your custom claws can retract. They give +1 Wound damage to unarmed fighting. 

o Throwing Shivs. You have a bandolier of vibranium-tipped shivs as light ranged weapons. 

o (Substitute.) You can substitute another weapon for one of these. 

 
Talents  
 

 Heightened Senses.** Constant. You count an Awareness roll as a 10 instead of rolling the die. Also, 

you can test Awareness (and roll) to try and detect any super science, weird science, or magic that in 

your arena or an adjacent arena that would not be noticeable to normal senses. 

 

 Intuitive.** Constant. Faced with super science, weird science, or magic, if you spend some time 

with it you may be able to figure out how to make it work. Once per increment of time, the DM will 

let you roll an unmodified 1d10, and on a 7+ you figure it out. Or, the DM will let you figure it out 

after a set period of study, trial, and error. 

 

 Majestic Daring.* Constant. You count a Daring roll as 10 instead of rolling the die. Any time you 

are intimidated, gain 1d5 Awesome Points (they can be spent to modify the roll if desired.) 

 

 Resilient.** Constant. You can spend 1 Awesome Point to adjust a received crit roll by -1, and you 

can spend 1 Awesome Point per your level. If the roll is reduced to 0, you regain 1 Wound. You need 

only meditate 4 hours instead of rest 24 before you can regain Wounds. 

 

 Wild Cunning.** Constant. Once per round, you can count a Cunning roll as 10 instead of rolling. 

You automatically notice pickpocket attempts within melee range of you. 

  



 

You are masterful when it comes to manipulating size using dedicated scalemorphic technologies. 

 
Inherent Ability—Sizemorph START WITH 1 WOUND 
You can grow or shrink up to 5 increments, at the rate of 3 as a free action each round. When you shrink, 

you still sound like yourself. You can shrink clothing and up to medium armor, and up to 1 load of carried 

material. Dropped items will not regain their size when you do. 

 
Limitation—Size Matters 
Just when you’re sure you have heard all the size jokes, some wit comes up with a new one. 

 
Signature Item 
 Bug Helmet. You can detect insects in your arena, and deflect their attention away from yourself.  

 
Talents  
 

 Advanced Bug Helmet.* Constant. Your skill with this gadget lets you detect, communicate with, 

control, and see through bugs in your arena or an adjacent arena. You can spend Awesome Points to 

build up a swarm, buying 1 Wound of swarm per point. The DM will tell you what is available. Most 

bugs can swarm to disrupt focus actions, some can bite or sting. You may be able to summon a flying 

bug that can move you 2-3 arenas a round. You can repair the helmet. 

 

 Full Strength.** Constant. You are as strong micronized as you are at full size, for carrying capacity 

and attack strength. This does not work with weapons that shrink with you. 

 

 Quickchange.** Constant. You can change size by 5 levels instead of 3. 

 

 Revert.**Constant. You revert to your normal size if incapacitated. 

 

 Sizemorph Brawl.** Constant. While in combat, as a free action you can increase or decrease your 

size by 3 levels. Shrinking a level makes attacks -2 to hit you. Growing a level gives you +2 to hit or 

+1 Wound, decide after you roll. You shed damage when you shrink, instead of losing temporary 

health levels first. 
 
Size Height Weight - To hit you Wounds Brawn 

-5 X 1/3 (Base 1/3”) / 5 (Very light.) -6 Normal -6 

-4 X 1/3 (Base 1”) / 5 (Base ¼ lbs.) -5 Normal -5 

-3 X 1/3 (Base 3”) / 5 (base ½ lbs.) -4 Normal -4 

-2 X 1/3 (Base 8”) / 5 (Base 6 lbs.) -3 Normal -3 

-1 X 1/3 (Base 2’) / 5 (Base 30 lbs.) -2 Normal -2 

0 Normal. (Base 6’) Normal. (Base 160 lbs.) + to Soak and Damage Normal Normal 

+1 + ½ (Base 9’) x 3 (Base 500 lbs.) +1 +2 +4 

+2 + ½ (Base 14’) x 2 (Base 1,000 lbs.) +2 +4 +8 

+3 + ½ (Base 25’) x 2 (Base 2,000 lbs.) +4 +6 +12 

+4 + ½ (Base 40’) x 2 (Base 4,000 lbs.) +6 +8 +16 

+5 + ½ (Base 60’) X 2 (Base 8,000 lbs.) +8 +10 +20 

 
 



 

You can shrink to the size of an insect, but at any size, your stingers pack a punch. 

 
Inherent Ability—Sizemorph START WITH 1 WOUND 
You can shrink to be 1/3 of a meter tall, or all the way down to the size of a finger. You can fly up to 3 

arenas a round when shrunk at either size. At 1/3 of a meter, opponents are -3 to hit you. At finger size, 

opponents are -4 to hit you. (When you are flying, opponents are an additional -2 to hit you.) When you 

shrink, part of the mass is redirected to create cybernetic wings and automatic voice modulation so you 

still sound like yourself. You can shrink clothing and up to medium armor, and up to 1 load of carried 

material. Dropped items will not regain their size when you do. 

 
Limitation—Irritant 
People don’t take tiny adventurers seriously until you make them. Even then, the jokes never stop. 

 
Signature Item 
 Unstable Molecule Nanofibric Armor. Close-fit fabric that grows or shrinks with you, and acts as 

medium armor but does not count any encumbrance. It fits under clothes. 

 
Talents  
 

 Blasters.* Constant. Shoot action. Miniaturized cybernetic implants in your hands and forearms can 

create and direct energy blasts. They count as light ranged weapons, regardless what size you are. 

Aim with Cunning, Daring, or Awareness +1d10. If you can use both hands, you can get +2 to hit or 

+1 Wound. 
 

 Distracting.** Constant. As a free action, using your blasters, you can automatically disrupt one 

focus action in your arena a round. This does not work if you are moving during the round (unless 

you upgrade this talent.) 

 

 Energy Punch.** Constant. You can use your blasters to grant +1 Wound to punches, and you can 

spend up to 4 Awesome Points to add +2 Wounds. 

 

 Full Strength.** Constant. You are as strong micronized as you are at full size, for carrying capacity 

and attack strength. This does not work with weapons that shrink with you. 

 
 Rapid Shot.** Constant. (Must have Blasters first.) You can use your blasters as a free action any 

time in the round. (If used during the shoot phase, you can shoot twice.) When moving, you can fire 

at a target in range from the arena you are leaving, an arena you travel through, or an arena where you 

end up. 



 

Your stealth and tradecraft combine with cutting-edge military training and a dash of crazy to make you a 

force multiplier for a meta team in the field. 

 
Inherent Ability—Situational Awareness START WITH 3 WOUNDs 
As a focus action, you can automatically count everything you see. You count as rolling a 10 on 

Awareness any time a roll is needed (instead of rolling.) If tracking a situation visually or on computer, 

you can give 2 Awesome Points to one combatant per your Cunning that must be spent or lost in the 

round (because your situational update gives them an edge.) The target must be able to hear you. 

 
Limitation—Solo 
To get a good overview of a situation often requires you to be alone, possibly hidden. If your contribution 

is noticed by the foe, they tend to take a dim view of your efforts. If you are on your own against metas, 

armies, or artillery, predictably bad things can happen to you. 

 
Signature Item 
 Collapsible Bow, Tradecraft Arrows. Counts as a hand weapon and a range weapon, ½ load for the 

bow and ½ load for the quiver encumbrance.  

o Range. The specialist bow allows you to fire arrows up to 1 arena away per Brawn, double 

that range when shooting as a focus action. 

 Quiver. The quiver can hold 30 arrows. Bumps and dashes by the fletching allow you 

to immediately know what arrow you are drawing, by feel.  

 “Normal” arrows: armor piercing, ignore 3 Wounds of armor. 2 Wounds. 

 “Tradecraft” arrows: See the gadget section. 

 
Talents  
 

 Precise Combat.* Constant. You can spend 1 Awesome Point per level per attack to add +2 to hit 

with a weapon or unarmed. Your unarmed attacks are as a light weapon (choose between Brawn or 

Cunning). Attack as a focus action to ignore 1 of your target’s soak per your level. 

 

 Rapid Shot.** Constant. If you shoot as a focus action, you can fire 1 arrow per Brawn, range 

limited to current and adjacent arenas. 

 

 Gadgeteer.** Rested. You can spend 12 hours working with existing technology, or a week with new 

technology, to create a gadget. (Consult the gadget section.) The system is flexible, these are 

guidelines to help the DM come up with parameters. 

 

 Infiltrator.* Constant. You can hack computer systems, pick locks, evade high-tech surveillance, 

bypass electronic locks, and move very quietly. Only a great system or a lesser system on high alert 

has a chance of detecting you. When you are sneaky, rolling 2d10 for Cunning and keep the higher. 

 

 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.) 



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 START WITH 1 WOUND, PLUS 1 PER bRAWN 
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 5 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 free 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, do this as a shoot action. 

 

 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. 

 



 

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 START WITH 3 WOUNDs 
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 spend 1 Awesome Point per level per attack to add +2 to hit 

with a weapon or unarmed. 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. 

  



 

You have thrown in your lot with the forces of humanity. You have thrown your hammer for them, too. 

 
Inherent Ability—God START WITH 1 WOUND PLUS 2 PER Base Brawn 
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. 


