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Part One: 

Becoming Superhuman

In a dark future
Humanity’s only hope

Lies in those with...

Powers Beyond!
The battle you are about to fi ght...

POWERS BEYOND: an intensely superhuman struggle 
against the forces of evil and chaos that you become a 
part of! This is a super-powered roleplaying game for the 
cinematic comic book fan, though any style of play may 
be utilized, be it the heroics of the Justice League, the 
gritty drama of the X-men or the intrigue of the Crossgen 
universe. And you don’t need a degree in advanced math-
ematics to play, as the mechanics are smooth fl owing and 
intuitive. With only 3 stats to worry about, you can have 
your character up and fi ghting in no time!

The 10 different Origins from which your heroes derive are 
diverse in their outlooks and special abilities. You can get 
trained in nearly 2 dozen skills and be infused with numer-
ous superpowers. There are an infi nite number of devices 
and vehicles you can equip your heroes with, some alien, 
some dimensional, some magical, and they may even be of 
your own design. The combat system is dynamic and true 
to comic book form, allowing for multiple actions in a turn 
and spiced up with a variety of special maneuvers.

Travel to the four corners of a devastated world, fi ghting 
off evil in the plague-zones and radiated lands. Interact 
with a plethora of cults, clans and organizations and do 
battle against strange and aberrant creatures. The time-
line provides decades worth of ample history for this 

dark, futuristic world, and the Rumors and Most Wanted 
sections offer dozens of ideas for springboard scenarios. 
But the excitement doesn’t stop there; after each session 
you will have the opportunity to improve and fi ne tune 
your character by tweaking your powers or gaining new 
ones, by building powerful devices, learning new skills and 
boosting your stats.

As you can see, the possibilities are endless. There are 8 
power categories, over 100 base powers and more than 
500 variations on those powers, so no two heroes, vil-
lains, henchmen or sidekicks need ever be the same! The 
game itself is simple, and emphasis is on the characters, the 
settings and the stories. You need only 10-sided dice to play. 
The rulebook is organized for easy reference, with the me-
chanics in front and the setting in back, plus all of the com-
piled charts and tables at the end of the book.

Keep in mind that all roleplaying games require a game-
master and that gamemasters must have some previous 
roleplaying experience to run the game. You can fi nd 
gamemasters at your local game shop, comic shop, game 
conventions or online meetup sites. Also, there are many 
articles, blogs, books and videos online that can teach you 
how to run the game.

So whether you plan on combatting evil as a genetically 
engineered power-being or wreaking havoc as a berserk 
cyborg, you’re in for a fi ght!
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The events of his past tell you how and why 
he got to be where he is, and may well explain 
how he came to obtain certain skills and abil-
ities. All of these factors combine to make a 
unique character that is far more interesting 
than the sum of his parts.

Once you have decided on a character con-
cept and background, be sure to discuss it 
with your GM, making sure that your char-
acter will fi t well into the campaign that he 
is planning. Explorers won’t have much to do 
in a city adventure, while scientists may fi nd 
survival in the wilderness diffi cult. 

The GM should be as familiar with your char-
acter as you are, taking the opportunity to 
interweave parts of your background into 
the storyline. This will help in making the 
campaign more personal and tailor-made to 
the characters involved.

The Powers Beyond character creation 
system has been formulated using a meth-
od that enables players to fi ne-tune every 
facet of their character, while allowing for 
a few cosmic variances. 

For easy reference, the basic rule steps  
have been highlighted like this.

After establishing the character concept, the 
next step is to determine the Origin of your 
power-being. The origin you choose will part-
ly describe how your character acquired his 
powers and possibly what race or species he 
derived from. Along with a brief description 
that leaves plenty of room for your own em-
bellishment, each origin also lists its special 
bonuses, abilities and restrictions. Make note 
of these on your character sheet and keep 
them handy for the next steps in the Hero 
Genesis process.

Choose the Origin of your power-being 
from the list below.

Alien Lifeform: no Non-combat skills, im-
mune to Mental powers

Chemically/Energetically Enhanced: must 
take Weakness, -3 MENTAL ACUITY, +3 Varia-
tions, must take 1 non-Device, 2x RAD on Bio 
powers (Chemically Enhanced), 2x RAD on 
Energy powers (Energetically Enhanced)

Cyborg/Robot: 2x Knockout/Fatal, -3 Phys-
ical Agility, must use Devices, stat raises as 1 
category higher

Dimensional/Supernatural Being: immune 
to Energy powers, can’t use Energy powers, 
immune to Minor powers, half RAD

Evolutionary Aberration: start with only 1 
Major or 2 Minor powers but gain all Varia-
tions, +1 to each stat, stat raises as 1 cat-
egory lower

STEP GuIDE
1. Choose Origin
2. Roll Stats
3. Choose Powers
4. Choose Weaknesses
5. Calculate Values
6. Choose Skills
7. Choose Training
8. Add Details
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Genetically Engineered: no Variations, +5 
to any stat, +1 Major (or 2 Minor) powers, 2x 
RAD

Mage Spawn: no Combat skills, start with 
only 1 Major or 2 Minor powers, may learn 
new powers, +1 to Non-combat skills

Mind Master: no Bio powers or Resistances, 
+ 2 non-combat skills (at level 1), maximum 
starting Muscular Power = 3, maximum 
starting Physical Agility = 4, +5 MENTAL ACU-
ITY, +1 Major (or 2 Minor) Mental powers

Perfect Specimen: No powers (except Ve-
hicle or Animal Companion), no Weaknesses, 
+5 MUSCULAR POWER, +5 PHYSICAL AGILITY, 
+1 Melee ATK, +1 Melee DEF, +5 Initiative +10 
Movement

Time Traveller: only take Minor powers, 2x 
number of Minor powers, no Devices

Roll 5d10 and choose the best 3 to de-
termine your stats of Muscular Power, 
Mental Acuity and Physical Agility.

Vital StatiSticS

Your power-being has 3 vital statistics or 
Stats: Muscular Power (MP), Mental Acuity 
(MA) and Physical Agility (PA). These stats 
are represented by numbers that range from 
a minimum of 1 to a maximum of 40 or more. 
In truth, there is no maximum upper limit on 
stats for a power-being; some forces in the 
universe are truly insurmountable!

Muscular Power is your brute strength, your 
health and your ability to withstand injury in 
a fight. It affects your Damage Bonus (added 

in melee combat) as well as your Knockout 
(K) and Fatality (F) scores, which determine 
when your power-being falls unconscious or 
dies.

Mental Acuity is a reflection of your raw 
intellect, creativity and the ability to suc-
cessfully channel and utilize your powers. It 
affects your Intellect Bonus (added to Skill 
rolls and Power Ups) and your RAD (Range/
Area/Duration) which determines the limita-
tions of your powers when they are in use. 

Physical Agility encompasses one’s speed, 
dexterity, reflexes and quickness. It will af-
fect your Initiative Bonus (added to your Ini-
tiative roll) and your Movement rate, which 
determines how far and how fast you can 
move in a turn. 

To generate these numbers, roll 5d10. 
Choose the 3 best results and place them in 
your MUSCULAR POWER, MENTAL ACUITY and 
PHYSICAL AGILITY stats as you see fit, keep-
ing in mind the bonuses and restrictions of 
your Power Origin. Should the total of these 
5 dice be less than 10, the gamemaster may 
wish to be gracious and offer a re-roll. Ei-
ther way, remember that these numbers 
may change significantly after Powers are 
chosen (see next step) and you will have a 
chance to improve them after every game 
session! 

Choose 1 Major and 2 Minor powers 
from the Power chart.

 

Gain PowerS

Strange and unusual powers are the core of 
the game and all of the unique characters 
within it. These powers can manifest from a 
variety of sources that may or may not re-
late to your power-being’s origin. They can 
be derived from an innate genetic ability or a 
high-tech alien device. They can flow from a 
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supernatural source or be a part of the am-
bient mystical energy from Tharkilia. 

Powers are divided into 8 different catego-
ries: Bio-Alteration, Bio-Enhancement, Bio-
Manipulation, Energy, Matter Manipulation, 
Mental, Mobilizers  and Resistances. Each 
category has a dozen or more powers to 
choose from and these are further divided 
into 3 grades: Major Powers (Mj), Minor Pow-
ers (Mn) and Variations (V). 

Major powers are generally the strongest 
and most effective powers one can have. 
They tend to be the ones most often used 
offensively and/or defensively in combat, 
though not always. Minor powers can be just 
as impressive though they probably won’t af-
fect the environment in such a grand fashion. 
Variations are subtle tweaks on how the ba-
sic powers are used, making them stronger 
in some ways and possibly weaker in others, 
depending on how the power-being chooses 
to utilize it. All powers, both Major and Minor, 
will have a Base Power that outlines its most 
common use as well as a myriad of Varia-
tions to go with it. Some Base powers, how-
ever, have no Variations, while others allow 
you to choose which will be your Base power 
and which will be your Variations. Note too 
that powers can be based on Devices, in 
which case you would start the game with an 
extra Variation on that power. Devices only 
have half the normal RAD. See Chapter 4: 
Powers for more details.

Muscular Power
Average Comparison

1 - Child  
2 - Adolescent  
3 - Adult  
4 - Athlete  
5 - Olympian  
10 - Power Being  
20 - Mythical Being  
40 - Cosmic Being

Mental Acuity
Average Comparison

1 - Child  
2 - Adolescent  
3 - Adult  
4 - Renowned Intellectual 
5 - Genius  Level 
10 - Power Being  
20 - Mythical Being  
40 - Cosmic Being

Physical Agility
Average Comparison

1 - Child  
2 - Adolescent  
3 - Adult  
4 - Athlete  
5 - Olympian  
10 - Power Being  
20 - Mythical Being  
40 - Cosmic Being
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 Mental

 Animal Control - Mj
 Emotion Control - Mn
 Illusions - Mn
 Linguistics - Mn
 Mental Shield - Mj
 Mind Blast - Mj
 Mind Control - Mj
 Mind Erasure - Mj
 Plant Control - Mn
 Precognition - Mn
 Telekinetics - Mj
 Telepathy - Mn
 Universal Awareness - Mj

Bio-Alteration

 Animal Form - Mn
 Astral Self - Mn
 Density - Mj
 Elastic - Mj
 Elemental Form - Mj
 Ethereal - Mj
 Invisibility - Mj
 Multiplicity - Mj
 Plant Form - Mn
 Power Mimic - Mj
 Regeneration - Mj
 Shapechange - Mn
 Size - Mj

Bio-Enhancement

 Body Projectiles - Mj
 Body Weaponry - Mj
 Clinging - Mn
 Extra Body Part - Mj
 Hyper Agility - Mj
 Hyper Breath - Mn
 Hyper Hearing - Mn
 Hyper Intellect - Mj
 Hyper Olfactory - Mn
 Hyper Strength - Mj
 Hyper Tactility - Mn
 Hyper Taste - Mn
 Hyper Vision - Mn
 Xray Vision - Mj

Bio-Manipulation

 Bio-Acid - Mj
 Bio-Null - Mn
 Bio-Possession - Mj
 Bio-Sense - Mn
 Body Toxin - Mj
 Cure - Mn
 Empathy - Mn
 Intellect Leech - Mj
 Neuro-Leech - Mn
 Pestilence - Mj
 Power Leech - Mj
 Power Null - Mn
 Revive - Mj
 Strength Leech - Mj

 Energy

 Air - Mj
 Earth - Mj
 Electricity - Mj
 Fire - Mj
 Gravity - Mn
 Ice - Mj
 Light - Mn
 Magnetism - Mn
 Radiation - Mj
 Sound - Mn
 Temporal - Mj
 Water - Mj
 Weather - Mn

 Matter Manipulation

 Animation - Mn
 Binding - Mn
 Bonding - Mn
 Cloaking - Mj
 Creation - Mj
 Density - Mn
 Detonation - Mj
 Disassembly - Mn
 Disintegration - Mj
 Insubstantial - Mj
 Size - Mj
 Stasis - Mj
 Tunneling - Mn
 Unbinding - Mn 
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Mobilizers

 Animal Companion - Mj
 Dimensional Travel - Mj
 Flight - Mj
 Gliders - Mn
 Jumping - Mn
 Levitation - Mn
 Melding - Mj
 Sliding - Mn
 Speed - Mj
 Swimming - Mn
 Teleportation - Mj
 Vehicle - Mn

Resistances

 Adaptation - Mn
 Armor Plating - Mj
 Camoufl age - Mj
 Dampening Field - Mj
 Displacement - Mj
 Energy Absorption - Mj
 Force Field - Mj
 Immunity - Mn
 Invulnerability - Mj
 Longevity - Mn
 Refl ection - Mj
 Silence - Mn
 Softfall - Mn
 Sustenance - Mn

Choose up to 3 Weaknesses from the 
Weakness chart. (optional)

Gain Weaknesses
Weaknesses are inherent fl aws or disad-
vantages in an individual, even if they are 
not power beings. They form a limitation to 
one’s actions, either physically, mentally or 
emotionally. This has the effect of giving the 
character more depth and making him more 

realistic. It can also add a dramatic element to 
the story that can make the events of the plot 
more challenging or personal.

Characters are not required to take a Weak-
ness but if they choose to do so they may take 
no more than three. Each Weakness has 3 de-
grees of severity but will impart a bonus to 
the character’s powers. The lowest level of 
Weakness will grant an extra Variation that 
the player may choose during character cre-
ation. The mid-level Weaknesses grant an ad-
ditional Minor base power but not the attribut-
able Variation to go with it. The highest degree 
of Weaknesses allow a character to choose an 
additional Major base power, also without its 
Variation. Each level of Weakness is distinct 
from the others and the effects of each are 
not cumulative. See Chapter 5: Weaknesses 
for more details.

  Allergy

  Dependency

  Dependent

  Diminished Senses

  Enemy

  Honorable

  Medical

  Phobia

  Physical

  Power Failure

  Susceptibility

  Ugly

  Vulnerability
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Calculate your Damage, Intellect & 
Initiative bonuses, as well as your kO/
Fatality, RAD & Movement.

Secondary Values
You should now be able to accurately calcu-
late your power-being’s secondary values. 
Damage, Intellect and Initiative Bonuses are 
equal to one fi fth (+1 every 5 points) the 
appropriate statistic. KO/Fatality, RAD and 
Movement are equal to 10 times the appro-
priate stat. These are of course all modifi ed 
by your Origin, Weaknesses and Skills.

Choose Skills based on your Intellect 
bonus +1.

Gain Skills
Next choose your Skills. Each hero gets a 
number of Skill slots equal to his Intellect 
bonus +1. You can use these to take sepa-
rate Skills or to give some skills multiple 
levels, increasing your expertise at that 
particular skill. Max skill level is 3. And, un-
less you are an Alien Lifeform, you must 
take at least 1 Non-combat skill, as appro-
priate to your background. See Chapter 6: 
Skills for more detailed descriptions.

 Combat Skills

 Anatomy

 Blind Sense

 Dual Devices

 Grab

 Honed Refl exes

 Melee Attack

 Melee Defense

 Moving Attack

 Ranged Attack

 Ranged Defense

 Tough

 Trick Shot

 Non-Combat Skills

 Academia & Art

 Athletics & Stealth

 Business & Corporate

 Computer & Electronics

 Mechanical & Vehicle

 Military & Weapons

 Politics & Government

 Science & Medicine

 Street & Underworld

 Wealth & Resources

 Wilderness & Survival
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Decide which aspect of your character 
you will be working to improve when 
you Power-Up.

Training
As the story progresses, you will undergo 
Training  in order to improve your character. 
This is known as a Power-Up. Consult that sec-
tion to determine what aspect of your charac-
ter you are working on. It may take several 
sessions to achieve that improvement. Write 
down your choice on the character sheet and 
keep track of how many sessions have passed 
so you know when to make your Training roll. 
Though you will also have an opportunity to 
improve your stats each session, you do not 
need to choose these ahead of time.

Power-Ups!

Gain a Power (Magespawn only)
Improve a Power
Gain a Variation
Build a Device
Improve a Device
Gain a Skill
Improve a Skill

Decide on a Name, Identity, Age, Height, 
Weight, Equipment (Accessories), back-
ground details, etc.

Final Details
Fill in final details like Name, Identity, what 
group or country you serve, age, height, 
weight, any mundane items you may carry, 
costume description and of course your back-
ground story. That’s it! Your power-being is 
ready to take on the world!

Character Sheets
The next two pages display the character 
sheet for Powers Beyond, followed by a sam-

ple sheet that has been filled out to help you 
understand where each element goes. You 
may copy the character sheet for personal 
use only or download it from our website and 
print it out. Some brief explanations of its 
components are below.

Front
Hero Name - This is the iconic and (hopefully) 
memorable moniker of your power-being. It is 
sometimes coined by the press or it may be a 
name that the individual gives himself. It can 
be catchy, flashy or subtle but should usually 
reflect the character’s powers or role in the 
world. 

True Identity - Some power-beings may have 
a secret identity or it may be the same as 
their hero’s name. If it is a secret it may make 
it easier for the character to ply his trade 
without anyone knowing who he really is. This 
usually comes at the expense of continually 
trying to conceal that identity.

Allegiance - The power-being may belong 
to a power-group or he may only be loyal to 
himself and/or his friends and family. He may 
dedicate his life to protecting a particualr city 
or he might be charged with defending an en-
tire country.

Age - He could be anything from a powerful 
young child to an ancient alien. Some spe-
cies will likely have different lifespans than 
humans.

Height - If he is human, this averages just un-
der 6 feet tall. Other races may be consider-
ably taller or shorter, which can be both an 
advantage and a hindrance.

Weight - If he is human, this averages just 
around 160 pounds. Other races may be con-
siderably heavier or lighter, which can be 
both an advantage and a hindrance.
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Copyright 2016 Epic Age Media.  Permission granted to photocopy for personal use only.

Hero Name______________________ Age________ 
True Identity___________________ Height______ 
Allegiance ______________________ Weight _____ 

 

Power Origins Special Abilities    Restrictions
________________   _______________    _______________ 
________________    _______________    _______________ 
 
 MUSCULAR POWER MENTAL ACUITY       PHYSICAL AGILITY

 
 
     Damage Bonus           Intellect Bonus      Initiative Bonus 
 
 

    Knockout/Fatality        R-A-D                Movement 
 
 
Skill      Level  Accessories 
______________   ____  ____________________ 
______________   ____  ____________________ 
______________   ____  ____________________ 
______________   ____  ____________________ 
______________   ____  ____________________ 
______________   ____  ____________________ 
______________   ____  ____________________ 
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Copyright 2016 Epic Age Media.  Permission granted to photocopy for personal use only.

Power Type  Power  Grade    Device   Range   Area    Duration   Miscellaneous 
 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
_______________ _______________ ______   _____    _____   _____  ________  _____________ 
 
Weaknesses & Background & Other Information 
_________________________________________________________________________________ 
_________________________________________________________________________________ 
_________________________________________________________________________________ 
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Power Origins - This is where you derive 
both your character’s race/species and pow-
ers from. It is the most definitive portion of 
your power-being. With the exception of Alien 
Lifeforms and Dimensional Beings, all other 
Origins are assumed to be from a base stock 
of human, though this may not necessarily be 
true...

Special Abilities - Each Origin has its own 
advantages and bonuses and they should be 
recorded here.

Restrictions - Each Origin has its own dis-
advantages and penalties and they should be 
recorded here.

Muscular Power - This is your strength, 
health and vitality and the final number (after 
all modifications) goes here.

Damage Bonus - One fifth of your MP, added 
to melee damage.

KO/Fatality - How much damage you can take 
before going unconscious or being killed. Each 
slot is 10 times your MP. Wounds can be re-
corded here or on scrap paper.

Mental Acuity - Your intelligence and creativ-
ity. The final number (after all modifications) 
goes here.

Intellect Bonus - One fifth of your MA, affect-
ing skills and power-ups.

RAD - Range/Area/Duration. This delineates 
the limits of most powers, being 10 times your 
MA.

Physical Agility - Quickness and dexter-
ity. The final number (after all modifications) 
goes here.

Initiative Bonus - One fifth of your PA, added 
to your Initiative roll.

Movement - Ten times your PA, this tells you 
how far you may move per turn in feet.

Skills - All skills go here, followed by their 
level (1-3).

Accessories - Any reasonable and affordable 
equipment that you carry with you, not includ-
ing Devices or special Vehicles, which go on 
the back of the sheet.

Back
Power Type - This is the category from which 
you are drawing that particular power, being 
either Mental, Resistances, any of the Bio cat-
egories, etc.

Power - The specific power you have chosen 
goes here, whether it is Major, Minor or a 
Variation. Leave some room in case you add 
more Variations to this power later.

Grade - This tells you at a glance whether 
the power listed is Major (Mj), Minor (Mn) or a 
Variation (V).

Device - If the power is part of a special De-
vice note it here with a Yes (Y) or No (N).

Range - This will usually be calculated as 
part of your RAD, though some powers may 
use other stats or determiners. Numbers are 
listed in feet, telling you how far away your 
power can be effective.

Area - This will usually be calculated as part 
of your RAD, though some powers may use 
other stats or determiners. Numbers are 
generally listed in feet, telling you what kind of 
radius your power has, or possibly how many 
individuals it will affect.

Duration - This will usually be calculated as 
part of your RAD, though some powers may 
use other stats or determiners. Numbers are 
generally listed in Turns, telling you how long 
your power will stay active.

Miscellaneous - Brief notes about the power 
and its usage.
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Weaknesses - If you have one or more 
Weaknesses, they should be listed here. Also 
include their severity levels, their effects 
and the bonus powers gained from them. 
Note that you might gain new Weaknesses or 
lose old ones as the story unfolds...

Background - A short description about who 
your character is and how he came to be. 
A fully fl eshed-out version should be written 
on a separate sheet.

Other Information - You could put just 
about anything else here, like friends and 
acquaintances, mortal enemies, secret code 
numbers, etc.

Training - Whatever aspect of your charac-
ter you are trying to improve should be noted 
here, whether it be to gain a Variation, build a 
special Device or improve a Skill.

Sessions - Keep track of how many game 
sessions have passed so you know when you 
are eligible to roll for your current Training
during the Power-Up phase.
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As a player, your Character 
Sheet is probably the most 
important piece of paper 
in the game. You’ll use it to 
track your current stats, 
health and gear, as well as 
using it to record your char-
acter’s growth over time.  
For that reason, it’s probably 
wise to keep a spare copy of 
it… just in case it gets nuked!

You are free to copy the 
Character sheet from this 
book, or to download it from 
our Web site.

S a m p l e  C h a r a c t e r  S h e e t

A c t u a l  s t a t s  a n d  p o w e r s 
m a y  v a r y . . .
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COMbAT SkILLSCOMbAT SkILLSCOMbAT SkILLS

AnatomyAnatomyAnatomy

Blind SenseBlind SenseBlind Sense

Dual DevicesDual DevicesDual Devices

GrabGrabGrab

Honed Refl exesHoned Refl exesHoned Refl exes

Melee AttackMelee AttackMelee Attack

Melee DefenseMelee DefenseMelee Defense

Moving AttackMoving AttackMoving Attack

Ranged AttackRanged AttackRanged Attack

Ranged DefenseRanged DefenseRanged Defense

ToughToughTough

Trick ShotTrick ShotTrick Shot

Max. Skill Level = 3Max. Skill Level = 3Max. Skill Level = 3

NON-COMbAT SkILLSNON-COMbAT SkILLSNON-COMbAT SkILLS

Academia & ArtAcademia & ArtAcademia & Art

Athletics & StealthAthletics & StealthAthletics & Stealth

Business & CorporateBusiness & CorporateBusiness & Corporate

Computer & ElectronicsComputer & ElectronicsComputer & Electronics

Mechanical & VehicleMechanical & VehicleMechanical & Vehicle

Military & WeaponsMilitary & WeaponsMilitary & Weapons

Politics & GovernmentPolitics & GovernmentPolitics & Government

Science & MedicineScience & MedicineScience & Medicine

Street & UnderworldStreet & UnderworldStreet & Underworld

Wealth & ResourcesWealth & ResourcesWealth & Resources

Wilderness & Survival Wilderness & Survival Wilderness & Survival 

Max. Skill Level = 3Max. Skill Level = 3Max. Skill Level = 3

In the world of Powers Beyond, skills are 

just as vital as extraordinary abilities, some-

times even moreso. Indeed, one who is a 

Perfect Specimen relies almost exclusively 

on his skills and stats. All the mental powers 

and bio-manipulation in the world won't help 

you disarm that nuclear bomb! Skills depend 

greatly upon your Mental Acuity, as this de-

termines the number of slots that you being 

the game with and how well you utilize those 

skills later on. It is also an important factor 

when trying to learn new skills and/or im-

proving the old ones. A power-being begins 

the game with a number of skill slots equal 

to his Intellect bonus +1. You can use these 

to take separate skills or to give some skills 

multiple levels, increasing your expertise at 

that particular skill. The maximum skill level is 

3. And, unless you are an Alien Lifeform, you 

must take at least 1 non-combat skill as ap-

propriate to your background. 

Sk
ILLS



68

Skills in Powers Beyond are generalized 

and sometimes combined into similar broad 

categories. For example, the skill of Science 

& Medicine is all inclusive, and even though 

your character (an astronomer) may not be a 

doctor, he may have at least some peripheral 

knowledge through his education that would 

allow him to make a roll concerning all things 

medical. Performing surgery, however, is an-

other matter entirely. Players should specify 

which areas of the skill they are more profi-

cient in for story and background purposes.

Some Origins will allow a power-being to 

start the game with extra skills or a boost to 

an existing skill. A Mind Master will have 2 ex-

tra non-combat skills with which to begin his 

career, while a Perfect Specimen will start off 

with Melee Attack and Melee Defense, both at 

an initial level of 1. In some rare cases (such 

as the Magespawn) a character will receive 

a +1 to his skill level(s), which may have the 

effect of pushing his total to 4. The maximum 

level of 3 must still be obeyed and so the ex-

tra point is lost. However, the GM may wish 

to allow the use of this "bonus point" in some 

Power Up! situations, if the skill in question 

is relevant, ie. the extra point might be added 

to a roll (along with his INT bonus)  to gain/

improve a related skill or to build a Device.

Gaining new skills and improving existing ones 

takes time, effort and study. It is assumed 

that the power-being is practicing and/or 

learning during and in-between sessions. If 

he has chosen a skill as his next Power Up! 

then it should be specifically stated and writ-

ten down on his character sheet where he will 

also keep track of how many sessions have 

passed so that both he and the GM know when 

he is allowed to make a roll to gain or improve 

that skill. Gaining a new skill requires that 2 

sessions have gone by before he attempts to 

make a roll of 9 or better (adding his INT bo-

nus to a d10 roll), while improving an existing

skill may be attempted after only 1 session on a roll of 7+ 

(with INT bonus).

COMbAT SkILLS

Anatomy - general knowledge of the soft 

spots and vital points of an enemy's physiol-

ogy. +1 damage per level.

Blind Sense - normally when one is physically 

blinded or simply without any source of illumi-

nation they will be unable to act at all, except 

to speak or fumble around in the dark. This 

skill lets one focus his other senses, enabling 

him to act even without his sight. Allows 1 Ac-

tion per level w/o sight.
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Dual Devices - a feat of ambidexterity that 

allows the use of 1 item/weapon in each hand. 

Only 1 d10 roll is made for all items held and 

each level of this skill lets the character tar-

get 1 enemy/area.

Grab - specifically targeting 1 object/area to 

aim for in melee. While a standard Defense 

roll can be made, the defender must use 1 Ac-

tion per level of this skill to even attempt to 

succeed. Requires 2 Melee Actions.

Honed Reflexes - improves his reaction time 

and adds to one's Initiative rolls. +1 to Initia-

tive per level.

Melee Attack - increased aptitude with 

punching, kicking, brawling, grappling and 

hand-to-hand weapons as well as melee-

based powers. +1 per level.

Melee Defense - extra ability in dodging, 

blocking or parrying melee attacks. +1 per 

level.

Moving Attack - proficient at attacking while 

in motion, either on foot, from a vehicle, while 

swimming or flying. 1 type per level (foot, air, 

water, vehicle).

Ranged Attack - increased aptitude with pro-

jectile weapons and projectile-based powers. 

+1 per level.

Ranged Defense - uncanny abillity to dodge, 

block or parry projectiles and ranged attacks. 

+1 per level.

Tough - thick skin or resistance to pain. Each 

level subtracts 1 from damage received.

Trick Shot - practice in hitting seemingly 

impossible targets from odd angles. Bank 

objects off walls or through small openings; 

1 bank per level.

NON-COMbAT SkILLS

Academia & Art: You are no stranger to the 

scholarly and artistic world. You are familiar 

with various universities and their staff, as 

well as museums, curators, researchers and 

Sk
ILLS
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For most power-beings combat is almost 

inevitable. There will be those who use their 

powers sparingly or to try and make the world 

a better place. These individuals that choose 

to use their powers for good will always be 

envied and so will incur the wrath of others 

who are jealous of their abilities. Then there 

are those who choose to use their powers in 

a self-serving manner, indulging their greed 

and ego. These evil-doers will always be pun-

ished by the forces of good.

Fortunately, it is but a simple thing to envision 

and play out these titanic power struggles. 

There are only 4 steps to combat, though each 

step has its own special twists and maneu-

vers, as italicized below.

Note that a person's basic melee damage is 

added to the damage of any melee weapon 

they are using, ie. a power-being with a Mus-

cular Power of 16 (damage bonus +4) that 

wields a battleaxe (a large melee weapon) will 

do 2d10k (basic) + 2d10f (large melee weapon) 

for a total of 4d10f+4 damage! Knockout dam-

age is always superceded by (converted to) 

Fatal damage when using a weapon unless the 

weapon is blunt, ie. a club, mace, lightpole, etc.

COMbAT SEQuENCE

1. Roll Initiative
2. Move/Attack

 3. Defense Rolls
 4. Roll Damage

1. Initiative: Roll 1d10 + Initiative Bonus, highest 

roll goes fi rst and so on.

Heads Up!: You or a teammate can spend 1 Ac-

tion to add a die to your Initiative roll, using 

your keen senses to stay on top of the situ-

ation.

2. You may move before or after you attack. 

To attack while moving, you need the appro-

priate skill. To attack, consult the Action chart 

to determine the number needed to hit your 

target. Roll a d10, each costing 1 action.

All Out Action!: Gain 1 Action, but enemies hit 

you on a 7.

Run!: You may choose to make a full out run, 

which allows you to move your full rate again. 

This costs 2 actions.

Back Attack!: Treat your target as 1 class low-

er when attacking from behind.
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Team Attack!: If 2 teammates attack a single 

target at once, he must spend 1 extra action 

for his Defense roll. If so, his 1 die roll is com-

pared to both attack rolls to determine if one 

or both hits were successful.

Carrier Attack!: A Power attack may be com-

bined with a Melee attack. This costs 2 actions.

Charge!: A Melee attack that costs 2 actions. 

You must move at least 30 feet towards the 

target before your attack. If successful, dou-

ble your Melee damage.

3. You may make a Defense roll if you have 

been hit. Dodging requires at least 1 open ad-

jacent hex for you to dodge into. Blocking re-

quires you to possess a sturdy object capable 

of absorbing or defl ecting the hit. All Defense 

rolls require you to roll greater than or equal 

to the number you would need to hit your op-

ponent (ie. 9 for Villains, 7 for Henchmen, 5 

for Creatures) on a d10. Defense costs vary:

Melee Attack – 1 action

 Ranged Attack – 2 actions

 Power Attack

 w/Counterpower – 1 action

 Power Attack

 w/o Counterpower – 2 actions

Team Defense!: If you are adjacent to a team-

mate when he is attacked, you may make a 

Defense roll (Block only) in addition to his De-

fense roll, if any. This roll should be simulta-

neous with his and all action costs paid.

4. Roll damage as appropriate to your attack. 

Power damages are listed on the Power chart. 

Other damage values are:

         Punch/Kick – 1d10k per 10 MP

         Small Weapons/Firearms – 1d10f

         Large Weapons/Firearms – 2d10f

         Shotgun/Grenades – 3d10f

         Bombs/Rockets – 4d10f

Damage bonuses are added to Melee attacks 

only. If KO damage is exhausted, the charac-

ter falls unconscious. Further KO damage be-

comes Fatal damage.

Knockback!: A character is forced back 1 foot 

for each point of damage sustained. If he 

strikes a solid object, check for Breakage, us-

ing leftover footage as damage. If the object 

does not break, the character takes leftover 

footage as KO damage.
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ACTION ROLLS

Anytime one performs an action where the 

outcome is uncertain this is called an Ac-

tion Roll. It applies to combat, skill checks 

and other such situations. For the most part, 

almost every action will fall into one of four 

categories that require a d10 roll:

Simplistic - Performing basic actions or skill 

checks, if not automatic, will require a roll 

of 3. Also, hitting Inanimate Objects (usually 

from a distance with a ranged attack) falls 

under this category.

Easy - a task or skill check that is not all that 

challenging would fall under this category and 

require a roll of 5. Hitting a Civilian or a Crea-

ture would also require a 5.

Moderate - most average actions or skill 

checks fall into this category, with a roll of 7 

indicating a success. Henchmen and Sidekicks 

(as well as moving vehicles) are also in this 

category, requiring a roll of 7 to be hit.

Complex - the most difficult of tasks and skill 

checks require a roll of 9 or better to be suc-

cessful. Hitting a power-being (either a villain 

or hero) also requires a 9+.

These categories will also indicate how many 

actions (per roll) must be spent in order to at-

tempt the task or skill check. Easy tasks (and 

some non-automatic Simplistic tasks) only 

spend 1 Action, while Moderate tasks spend 2 

and Complex tasks spend 3. 

Likewise, each person or animal will have a 

number of Actions to spend in a turn accord-

ing to their category; Civilians/Creatures 

have 1 Action, Henchmen/Sidekicks/Vehicles 

have 2 Actions and Power-beings (villains/

heroes) have 3 Actions. Note that a Civilian 

(with only 1 Action) would take 3 full turns to 

attempt a Complex task (such as reprogram-

ming a computer) which costs 3 Actions.

As usual, there are many situational modi-

fiers that may come into play but most will 

only involve a bonus or penalty of +/- 1 or 2 

points. Bonuses should be added to the char-

acter's roll while penalties should be added 

to the target number (3, 5, 7, or 9). Also, in 

most cases, there will be cause for the pow-

er-being to add his Damage bonus (for tasks 

relating to Muscular Power), his Intellect bo-

nus (for cerebral tasks) or his Initiative bonus 

(for Agility related tasks) to the roll.
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ACTION ROLLS

Simplistic - 3

{Inanimate Objects}

Easy - 1 Action - 5

{Civilian/Creature}

Moderate - 2 Actions - 7

{Henchman/Sidekick/Vehicle}

Complex - 3 Actions - 9

{Villain/Hero}

bREAkAGE

Whether intentionally or unintentionally, when 

power-beings rumble, things are likely to get 

broken. All objects have a number of points 

of damage that they can sustain (based on 

the material) before they break. If the object 

takes double the value it is totally destroyed. 

Note that this chart does not apply to vehicles 

as they have their own chart to follow for 

breakage.

MATERIALS

 Bamboo   1 

 Cloth    1 

 Glass    2 

 Ice    2 

 Wood    2 

 Electronics   3 

 Plastic    3 

 Quartz    3 

 Clay    4 

 Rubber    4 

 Bone    5 

 Brick    5 

 Concrete   6 

 Granite    6 

 Machinery   6 

 Gold    7 

 Marble    7 

 Aluminum   8 

 Lead    8 

 Bronze    9 

 Silver    9 

 Iron    10

 Steel    11

 Bulletproof Glass  12 

 Titanium   13

 Diamond   18
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LIFTING/CARRyING

All individuals and creatures will be able to 

lift and/or carry a certain amount of weight 

based on their Muscular Power rating. While 

this chart will not be 100% accurate in all 

cases due to variations in height, weight, 

build, etc., it is a good gauge to follow and will 

give a decent idea of who can lift what and 

carry how much.

MP Weight

 1-10  MP x 50

 11-20  MP x 100

 21-30  MP x 500

 31-40  MP x 1000

 41+  MP x 5000

THROWING

If you can lift it, you can throw it. Based on 

your Muscular power you will be able to throw 

a lifted object a number of feet equal to your 

MP x 25.

  MP x 25 ft.

JuMPING

Jumping is important, especially when travel-

ling from rooftop to rooftop or when trying 

to avoid pits and other deadly snares. Not the 

same as Dodging, it is based on your Muscular 

Power stat and is measured in feet as follows:

   Forward – MPx2

  Up – MP

  Backward – ½ MP

FALLING

Power-beings get into a variety of dangerous 

situations, with dizzying heights not being the 

least of them. Should one happen to fall from 

a great height, they will take 1d10k damage per 

10 feet fallen, multiplied by 5.

  1d10k per 10 feet

  Multiplied by 5

PERCEPTION CHECkS

Being able to see danger before it strikes is 

yet another important survival mechanism 

for every individual. When one is searching 

for things, using any of the senses, the num-

bers below should be used to determine if that 

thing is found, based on how well concealed it 

is. This d10 roll does not require an Action. 
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Perception

Inconspicuous - 5

Partially hidden – 7

Nearly invisible – 9

HEALING

A power-being will no doubt be injured many 

times during his career and so he will need 

time to heal. Natural healing (with proper 

food and rest) will occur at 1d10f per day (plus 

your Damage Bonus) and 2d10k per day (plus 

Damage Bonus). If the Science & Medicine skill 

is successfully applied to the individual or if 

proper medical facilities are available, these 

rates will be doubled.

Healing Fatal Wounds
1d10 per day + Damage Bonus

Recovering Knockout Wounds
2d10 per day + Damage Bonus
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