Taint Rules:
New Powers:

1.  Eruption (GMO):  When PCs erupt, their powers are uncontrolled as “Gaining Power” until they succeed in a control roll.

2.  Gaining New Powers or Increasing Existing Powers (GMO):  When PCs gain new powers or increase levels in existing powers it hurts.  When Novas first try to use their new or increased powers under stressful circumstances, they are “uncontrolled” for the scene until/unless the Nova succeeds in a control check. DC: 10 + Power Level. (Will, Fortitude or Reflex).  The more powerful their powers, the more dangerous they are.  
Taint and Aberration:

Taint (pg. 148-Ab, pg. 222 Par, GMO):

In this campaign, power can lead to corruption.  Certain actions lead the PCs (and NPCs) to acquiring Taint and Aberrations.  Taint is the level of subatomic corruption in the PCs system which leads to both physical and psychological mutations called Aberrations.   


There are four ways PCs can trigger Taint Checks and gain Taint Levels: 


1.  Pushing their powers using Extra Effort (pg. 120)
2.  Fumbling use of a Power (Rolling a 1 or 3 on 3d6)
3.  Gaining level 8 and above   
4.  Using Tainted Power at maximum level
Taint Checks: When a PC does something that might trigger Taint, they must roll a Save, either a Will Check or Fortitude Check (depending on the cause) of DC 6 + the Level of the Power Used.  If a PC succeeds in the roll, nothing happens.  If they fail they acquire one Taint Level and a number of things happen.  
Taint Levels:  Each Level allows the following powers

1.  PCs may buy all powers above normal PL levels, up to +1 per Aberrant Level (For Normal Experience Cost)

2.  Each Taint Level means a hero gains an Aberration.  The first 4 Taint Levels give Minor Aberrations, 5-8 give Major Aberrations, and 9 or more lead to severe Aberrations.
3.  For each Taint Level a PC has, their DC on any social Interactions (except Intimidate) with anyone but Novas, increases by 1. 

4.  Whenever a PCs rolls for an “Uncontrollable” powers or a “Control Check”, add +1 difficulty for each Aberrant Level. 

5.  +1 difficulty to future Taint Rolls. 
6.  All Aberrations grow strong with more Aberrant Levels.


7.  Taint may have other more subtle insidious effects such as altering people, flora, fauna, or even the landscape. 
Taint Mutations and Aberrations:

The following is a list of Aberrations the PCs can gain (Roll D20, subject to GMO).  More details will be given to those infected by specific Mutations.  
Minor Aberrations:  Aberrant Levels 1-4

1-2
Aberrant Eyes:  Strange eyes that give -2 to Charisma Checks (except Intimidate).
3-4
Anima Banner:  Some visible non tangible manifestation, -1 to Hide Skill,  
5-6
Colored Skin:  -2 to Disguise Skill and Stealth checks.
7-8
Feeding Requirement:  Some food, common substance, or energy (like silver or spinich). The Aberrant must eat it 1/24 hours or suffer -2 to attack, saves, skills, and ability checks.   
9-10
Glow:  The nova can’t hold in all his energy.  -6 to Stealth and -2 to AC in the dark. 
11-12
Hyper Accentuated Musculature:  -2 to fit into cramped spaces and -1 to 2 to Charisma Checks (except Intimidate). 
13-14
Unearthly Beauty:  The PC is just too perfect. -2 to checks to influence others.  
15-16
Rare Uncontrolled Power: PCs must  make DC 5 + Power Level (Fortitude or Will) at least 1/day per Aberrant levels or power goes out of control. 
17-18
Minor Mutation:  Tail, horns, or some such.  that usually give -2 to Charisma Checks (except Intimidate).
19-20
Minor Mental Disorder:  PCs must  make DC 5 + Level at least 1/day per Aberrant levels or suffer the minor effect of a mental disorder Possible Disorders: Amnesia:, Delusions:, Homicidal Tendency:, Multiple Personality:, Obsessive/Compulsive:, Bipolar:, Schizophrenia: ,  Roll a Will save every time you use a power (DC: 5 + Taint Levels) or suffer and bout lasting one scene. 
