Mutants and Masterminds 2nd Edition Rule Mechanics Modifications: 5/24/15
1.  Basic Rules:  Mutants and Masterminds uses the basic D20 rule system similar to D&D 3.0.  PCs roll D20s to hit, against and Defense/AC and roll a D20 for saving throws, and skill checks against give Difficulty Class (DC).  
2.  Player Character Knowledge:  Players have more knowledge about the mechanics and the setting of Rifts than their PCs do.  In-Character knowledge is called (IC) and Out-of-Character Knowledge is called (OOC).  IC knowledge limits include some of the following:  Power Levels, Power Points, Limits to powers, Taint, Hero Points, Powers Lists, and more.  

3.  Hit Points (GM pg. 111):  While normal Mutants and Masterminds does not use Hit Points, I am using the Optional system that does, making it more familiar to players.  
Hit Point Calculation:  PCs have Hit point equal to their Constitution scores + 3x their Constitution Bonus.  So a PC with a 12 Constitution (+1 bonus) would have 15 Hit points.  Minions and Extras have ½ hit points, so a College student with a Constitution of 10 would have 5 hit points. 

Hit Point Effects-Lethal:  A PC who goes to 0 in lethal damage is disabled and is dying, and at – their Constitution (or -10, whichever is higher) they are dead.  If a single lethal attack does more damage than the PC’s Constitution must make a Fortitude Save (DC: 15) or immediately go to -1 and are dying.  
Hit Point Effects-Stun:  Stun attacks due subdual damage.  When the total subdual damage equal the PC’s hit points, he is “Staggered”.  When the total exceeds his current hit points he is unconscious.  If a single attack does more damage than his Constitution, he is stunned for one round.  

Hit Point Recovery/Healing:  Character regain Constitution bonus (minimum 1 point) each minute or rest.  They recover Constitution Bonus hit points of Lethal damage (minimum 1 point) each day of rest.  Recovery rates speed up these rates and healing powers heal 1-6 per level. Proper medical care doubles the recovery rates. 
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+4 (or more): d6s equal to Damage bonus -2.  So +6 damage bonus = 4d6.  

Damage Reduction:  Powers offering a Toughness save bonus provide damage reduction equal to the Power’s Toughness save bonus x2.  Impervious Toughness Powers reduce damage by bonus x3.  So Leather Armor (+1) reduces damage by 2 points per attack, and Magical Leather (+1, Imperious) reduces damage by 3 points. 
Damaging Objects:  Objects have hit point equal to their Toughness x5 and Hardness (Damage Reduction) equal to Toughness x2.  When an object goes to 0 hit points, it is destroyed. 
Critical Hits:  Critical hits do double damage. 

Hero Points:  PCs may spend a Hero Point to gain an immediate recovery of (Constitution Bonus) hit points. 
4.  Axiom Levels/Laws & Contradictions (GMO):  Axiom Levels determine the maximum level the following campaign elements:  Technology, Magic, Spirit, Social, Psi, & Mutation.  If the Axiom level is lower than the objects or effects level it is called a Contradiction. In areas that have lower Axiom levels the effect does not happen, the object does not work and the object may change.  The need to check for Contradictions happen each time the object/effect is used if active and once per scene if passive.  The check is a DC 15 check modified + the difference in the Axiom Level.  
Axiom levels are determined by local Rifts which bleed their realities energies into our world. 

For example, a PC has a colt revolver (Axiom Level 18) and he enters into lower Axiom level 15 area (late Renaissance).  He must roll against a DC: 18, or the Revolver will become a single shot pistol.  

PCs Powers & Axiom Level: PCs must define their powers in terms of what Axiom they fall under.  Their powers are limited to the current Axiom level they are in.  

5.  Tactical Movement (M&M pg. 157, GM pg. 115):  Base normal movement is 30’ (single action walk/jog), 60’ (double actions walk/jog), and 120’ (double action sprint/accelerated move).  Movement powers as 30’ +5’ (per level of power) of movement to walk/jog, and 60’ +10’ (per level of power) for running/accelerated move.  
Example:  A PC with 3 levels of running can walk 50 mph, jog, 100 mph, and sprint 200 mph out of combat.  In combat he can walk 45’ (30’ + 15’), jog 90’ (walk x2), and sprint 180’ (walk x4). 

6.  Out of Turn/Total Defense (GM pg. 107): Any time you are about to be attacked you can give up your next turn to take a Total Defense action, gaining a +4 Dodge Bonus.

7.  Attacks of Opportunity (GM pg. 109):  Combatants may make up to one Attack of Opportunity on an enemy who they threaten and whose attention is distracted in combat.  The following actions provoke attacks of opportunity:  A) Unarmed attacks against armed opponent, B) Striking a weapon, C) Using a Skill or effect requiring a Full Action, D)  Manipulating an Object (picking up, putting away, etc), E)  Moving out of Threatened Square, F) Disarm, 

8.  Level Limits (pg.24- 25):  PCs gain 1 Power Level (PL) for each 15 Power Points they have.  PCs may not raise and are limited to their Level in attributes, powers, skills, attacks, defenses, saves, according to their level as follows:  
Power Level: Max Attack/Def,  Save DC Mod & Tough,  Save/Ability Bonus,  Ability Score,  Skill Rank,
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In addition, powers and Feats are also limited by Character Level.
9.  Attack/Defense Trade-Offs (pg. 24):  Though the PCs level define certain limits, there is some flexibility.  Attack, Defense & Save Difficulty:  PCs may modify their maximum limits in Attacks, Defenses, and Saves by up to +1/-1 per Level.  For Example:  A 1st level PC may limit his Attack to +0, and raise the limit of his Defense to +2.  A 4th Level PC may Limit his Saves to +0 (rather foolish) and his Attack to +8.  NOTE:  If we revert to Toughness Saves, they are independent from other Save limits.  

10.  Training/Spending Power Points (GMO):  Because of the Campaign conceits, PCs may spend any Power Points (PP) they earn instantly.  They may even spend them in the middle of combat evolving powers in the middle of a crisis.  This will be limited by the GM only as it slows the game down.  

11.  Alignment (GMO):  While alignment will not be nearly as significant as in a D&D game, PCs must still choose one.  

12.  Shaken PCs (Paragon pg. 221):  PCs who are shaken must succeed in a Concentration roll to use their powers.  

13.  Consequences and Complications (Paragons pg. 221): Given that his campaign will have more realistic consequences for PCs actions, PCs may receive a Hero point if the event becomes a Complication. 


14.  Extra Effort (pg. 120):  PCs my expend extra effort at critical times.  Doing so causes the PC to become “fatigued”.  Extra Effort includes the following which last one round: A) +2 ability, skill, or power checks, B) +5 Strength carrying capacity, C) Double movement, D) +2 Levels in a power, E) Adding a Power Stunt to Power, F) Immediate saving throw vs.  Willpower (like charm), F) Additional Standard or Move action out of order. 


15.  Hero Points (pg. 121):  PCs begin with one Hero Point and regain it each game session. PCs can also regain Hero Points during the game due to Setbacks and Complications, and possibly Acts of Heroism, Role playing stunts, and GM Fiat. 


Setbacks:  When the PC suffers a significant failure:  A) Failing a critical saving throw, B) Failing a critical skill or power check, C) GM Fiat.  Newly acquired Hero Points CANNOT be used to offset the failure that earned them. 



Complications: Complications are Setback chosen by the player for their PC (usually to make the game more interesting).  Hero Points earned from Complications must be approved by the GM.  Complications include: A) Accidents: You cause or suffer the affect of an serious accident, B) Addictions: When either satisfying an addiction or acquiring it causes a serious problem,  C) Enemy: When one shows up unexpectedly, D) Fame: When knowledge of who you are or what you have done causes serious problems,  E) Hatred: When your irrational hatred leads to serious trouble, F) Honor: When your personal code of conduct leads to serious problems, G) Obsession: When you pursue something that leads to serious problems, H) Phobia:  When your irrational fear leads to problems, I) Reputation: If your bad reputation leads to serious problems, J) Responsibility: When various demands on your time lead to serious problems, K) Rivalry: When your overly strong sense of competition leads to problems, L) Secret: When you have something embarrassing or damaging hidden and it leads to serious problems, M) Temper:  When you lash out and your anger leads to serious problems. 



Using Hero Points: PCs can use Hero Points for the following: A)  Improve roll: Take a second roll, if it is less than 10 add +10, if more than 10, take as is, B) Heroic Feat: PC may gain the benefit of one Feat (not Fortune Feats), C) Dodge:  Double Dodge bonus for a round, D) Instant Counter: May use a Counter instantly without readying an action, E) Cancel Fatigue: May cancel a level of fatigue, F) Recover: Make an instant Recovery check as a full round action, G) Escape Death:  Stabilize self or another character, H) Inspiration: Gain a significant clue or hint from the GM.

