
The Gifted (M&M 2e) PC Creation: 1-4-20
Campaign Background:  

Welcome to The Gifted (Mutants & Masterminds 2e) Campaign.  In this game the players will be playing PCs who “Erupt” and gain limited super-powers in what was originally our traditional world.  The world will suffer from “The Event” that will give the PCs abilities far above mortal men.  The Event will also cause other changes on the Earth that the PCs will need to deal with in the campaign, and it seems that the PCs are the only ones who are Gifted, and therefore the only ones capable of defending the world. 
PC Backgrounds and Campaign Beginning:  

  PCs begin the campaign as regular people who all know each other and are all friends.  The PCs are currently on vacation together in the city of San Luis Obispo, California on vacation. (Note: the Corona Virus has not happened in this campaign)
Out of Character Knowledge:  


Each PC must have a central theme to their powers and the PCs powers will grow throughout the campaign.  The PCs will not have control over their evolution, instead their powers will evolve based on their subconscious (the player’s choice, not the character’s-except under limited circumstances).  PCs will Erupt with power at the very beginning of the game. 
Some example basic Character Power Themes:  Fire, Frost, Telepathy, Telekinesis, Telepathy, Martial Artist, Physical Powerhouse, Speedster, Gravity Bender, Weather Summoner, etc.  

Note: PCs may have “Magic” (though it is not necessarily magic) as a Theme, but it must be specific, such as Necromancy, Illusions, Fire, Summoning, etc. 
Power Level: The power level of this game is a bit above street-level heroes-think New Mutants or Low Powered Xmen.  PCs will go from 1st Level Normals (15 PP) to 6th Level Gifted (90 PP).   PCs who specialize can: run as fast as a jet airliner, shoot energy a bit more powerful than fully automatic assault rifles, be immune to personal firearms, or throw a car 50’.  
Realism: While the PCs have powers, and other paranormal events will be taking place in the campaign, the mechanics will be fairly realistic.  For example, most people (NPCs) are consider Minions (Minion rules, pg. 163) which means if they fail their Toughness Check against a .38 semi-automatic pistol (DC: 18) they are dead or dying. NPCs will also heal more slowly and/or suffer permanent injury from lethal damage.  PC get to avoid this fate due to their bodies being super charged with Quantum Energy.  Also, while PCs are immune to their own powers, their clothes, other possessions, and the local scenery are not. 

The Monster and the Shadow:  With great power comes great terror.. (your GM) 

In this campaign the PCs must lay out their Morality (Alignment) and their darker natures (the Monster/Shadow).  If/when they suffer a Power Surge, their lower selves will take over for a little while.  
IMPORTANT GM NOTE:  PCs are expected to come up with role-playing reasons to stay and work with the group!!  
Pre-Event Character Creation:  

PCs begin at 1st level with 15 Power Points to spend on Attributes, Skills, Feats, Attack/Defense, and Saves.  PCs may not begin with Powers.  Attributes begin with a base 10, and may have what ever material wealth, objects, and connections that fit their background.

BACKGROUND REQUIREMENTS FOR CHARACTERS:


The most important part of PC creation is the Player Character’s personality and background.  Please detail the PC in depth and include all of the following as a minimum.  

1.  Physical Description:  Include age, ethnicity, height, weight, etc.


2.  Family:  Include descriptions and relationships


3.  Education:  Where and when, and how well


4.  Where and how do you live:  Self-explanatory


5.  Career/Job-Income:  Self-explanatory


6.  Hobbies:  Self-explanatory


7.  Faith/Religion:  Self-explanatory


8.  Pets:  Self-explanatory


9.  Relationships:  Include Friends/Loved Ones, and Enemies


10.  Personality:  What type of person are you in a few words. Include likes, dislikes, and important points of view.


11.  Motivation/Drive:  What does your character want and what do they strive for? 

12. Morality:  General D&D alignment tendencies.  Give some explanation and examples. 
13.  The Shadow:  The Shadow is the PC’s darkest, most evil self.  It does everything possible to destroy what the PC holds most dear.  Therefore the PCs must lay out what is most dear.  

For Example:  Ben Vistan is not a people person, he is more of an animal person.  He cares about conservation and ecology.  When his Shadow takes over, it will kill animals and cause as much ecological damage it can as fast as it can, and as long lasting as it can.  In one case the Shadow takes over Ben in the middle of a suburb.  So the Shadow goes to a local gas station, kills everyone and unleashes the fuel into the streets and gutters.  Next he burns down the local pet shop, and finally he tries to find the closest chemical plant so he can start a fire…
14.  Anything Else:  Include anything else that will help flesh out the Character.
Character Creation Part I (Skilled Normal PC -1st Level):

Level:  PCs begin at 1st Level   

Power Points:  PCs begin with up to 15 Power Points, however, you do not have to spend them now, and may save some of them for when you awaken.


Abilities:   All PCs have a base 10 for each Ability (which may be lowered or bought up).  Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma.  At this point, Abilities are limited to 18.  


Attack is your bonus to hit.  Defense is your PCs Armor Class (along with Dexterity, Size Modifiers and other Powers).  Both are limited to your level (+1).

 
Skills:  PCs may only take “Normal” Skills and are limited to Level +5 (6).


Feats:  PCs are limited to one Normal Feat (Not Super Human or Extraordinary)

List of Skills: Acrobatics, Bluff, Climb, Computers, Concentration, Craft, Demolitions, Diplomacy, Disable Devise, Disguise, Drive, Escape Artist, Gather Information, Handle Animal, Intimidate, Investigate, Knowledge, Language, Medicine, Notice, Perform, Pilot, Profession, Ride, Search, Sense Motive, Sleight of Hand, Stealth, Survival, Swim, 
List of Feats:

Combat Feats:  Accurate Attack, All-out Attack, Attack Focus, Attack Specialization, Blind Fight, Chokehold, Critical Strike, Defensive Attack, Defensive Roll, Dodge Focus, Elusive Target, Evasion, Fast Overrun, Favored Environment, Favored Opponent, Grappling Finesse, Improved Aim, Improved Block, Improved Critical, Improved Defense, Improved Disarm, Improved Grab, Improved Grapple, Improved Initiative, Improved Overrun, Improved Pin, Improved Sunder, Improved Throw, Move-by Attack, Power Attack, Precise Shot, Prone Fighting, Quick Draw, Rage, Ranged Pin, Redirect, Set-up, Sneak Attack, Stunning Attack, Takedown Attack, Throwing Mastery, Uncanny Dodge, Weapon Bind, Weapon Break, 

Fortune Feats:  Beginner’s Luck, Inspire, Leadership, Luck, Seize Initiative, Ultimate Effort,

General Feats:  Ambidexterity, Assessment, Diehard, Eidetic Memory, Endurance, Environmental Adaptation, Equipment, Fearless, Fearsome Presence, Instant Up, Interpose, Master Plan, Minions, Quick Change, Second Chance, Side Kick, Team Work, Trance,

Skill Feats:  Acrobatic Bluff, Animal Empathy, Artificer, Attractive, Connected, Contacts, Distract, Fascinate, Hide in Plain Sight, Improvised Tools, Inventor, Jack-of-all-Trades, Ritualist, Skill Mastery, Startle, Taunt, Track, Well-Informed
Powers Not Appropriate for this Campaign:  While all powers are open for PCs, some might not be as useful as players prefer.  
Power Point Cost Chart:  

Level:  A PC gains a level for every 15 Power Points (PP).


Abilities: 
 Costs 1 PP each (over 10)

Attack Bonus: 
Costs 2 PP per +1


Defense Bonus:
Costs 2 PP per +1

Save Bonus: 
Costs 1 PP per +1

 
Skills: 

Costs 1 PP per 4 Ranks each


Feats: 

Costs 1 PP per 1 Rank each


Powers:

(See Chart) Base cost x Ranks


Drawbacks:  
-1 or more points

Maximum Power Level (Pre-Event/Gifted):

Power Level: 

1st (15 Power Points)

Attack/Defense:

+1

Max Save DC Mods:
+1

Max Toughness:

+0

Max Save/Ability Bonus:
+6

Max Ability Score:
+20

Max Skill Rank: 

+6

Maximum Feat Level:
+1 (PCs may only begin with 1 Feat)


Maximum Power Level:  
0 (PCs may not begin with Powers
Post-Event Character Creation:  


Once PCs “Erupt” or gain power they will gain +5 Levels (becoming 6th Level) and gain +75 Power Points (for a total of 90).  They may then increase their Maximums (See Below).  PCs powers must begin based on a Theme (this Theme may not change).  PC appearance will likely not change unless they are using their powers, which are normally visible (Depends if they have an Extra or Drawback). 

Maximum Power Level (Post-Event/Gifted):

Power Level: 

6th (90 Power Points)

Attack/Defense:

+6
Max Save DC Mods:
+6
Max Toughness:

+6
Max Save/Ability Bonus:
+11
Max Ability Score:
+32
Max Skill Rank: 

+11
Maximum Feat Level:
+6 (PCs may now buy any Feats)

Maximum Power Level:  
6th/+6

PCs also Gain 1 Hero Point upon Erupting.
Example PC Creation:  Ken Bae   Pre-Event/Gifted
Appearance:  50 year-old Asian-American Male, 5’9”, clean shaven, short cropped black hair, brown eyes.
Career:  Yoga instructor and a massage therapist
Level: 1st  
  Hero Points:  0

Power Points: 15, Abilities: 5, Saves: 0, Attacks: 0, Feats: 0,  Skills: 10, 

Abilities:
 PP: 5
Strength:
10 (+0)

Dexterity:
11 (+0) 

Constitution:
12 (+1)

Intelligence:
11 (+0)

Wisdom:

11 (+0)

Charisma:
10 (+0)

Saves: 

PP: 0
Toughness:
+0  (Con + Points)
Fortitude: 
+1  (Con + Points)
Reflex: 

+0 (Dex + Points
Will:

+0 (Wis + Points)

Attack/Defense:
PP: 0
Initiative:  
+0 (Dex + Power)
Speed:  

Walk: 30’, 

Defense:
+0

Base Attack: 
+0

Melee: 

+0

Ranged:  
+0
Grapple: 
+0
Damage: 
+0 (Unarmed)

Feats: 
PP: 0
Skills: PP: 10 (40 points),   Total Skill (base points + ability + mods)

Acrobatics: +6 (4+2), Bluff: +0 (0+0), Climb: +0 (0+0), Computers: +3 (0+0), Concentration: +5 (4+1+0), Craft: +0 (0+0), Demolitions: +0 (0+0), Diplomacy: +2 (1+1), Disable Devise: +0 (0+0), Disguise: +0 (0+0), Drive: +0 (0+0), Escape Artist: +4 (2+2), Gather Information: +0 (0+0), Handle Animal: +0 (0+0), Intimidate: +0 (0+0), Investigate: +0 (0+0),  Knowledge-Art: +4 (2+2), Knowledge-Theology/Philosophy: +6 (4+2), Language: +1 (Korean), Medicine: +0 (0+0), Notice: +5 (4+1), Perform: +0 (0+0), Pilot: +0 (0+0), Profession-Massage Therapist: +7 (6+1), Profession-Yoga Instructor: +7 (6+1),  Ride: +0 (0+0), Search: +0 (0+0), Sense Motive: +6 (5+1), Sleight of Hand: +0 (0+0), Stealth: +0 (0+0), Survival: +0 (+0+0), Swim: +0 (0+0),

Gear (Devises*):  Clothes, Cell Phone, Wallet, Keys, 

NOTE:  Ken has not taken the Attunement Feat yet.  So after even a couple of rounds of running, his shoes will be destroyed, and a few after that, so will his clothes. 

Background: 
Ken Bae’s family emigrated from Korea, but he has never been to his ancestral home, despite being raised in a traditional Korean-speaking household. Ken’s family stressed academic achievement and success in life, but he wanted an escape from the pressure he felt to perform and conform to his family’s expectations of him. Eventually, he explored more of his Buddhist heritage, in spite of the fact that his parents and siblings were Christians (one of the reasons his family left Korea). 
Ken found a center, a sense of peace, in meditation. He also studied yoga and eventually became certified as a yoga instructor and a massage therapist, starting his own business with an eye towards getting his own studio eventually. In a roundabout way, Ken fulfilled his family’s expectations in that he was successful in his chosen profession. 
Example PC Creation:  Ken Bae
  

Power Theme:  Speedster
Appearance:  50 year-old Asian-American Male, 5’9”, clean shaven, short cropped black hair, brown eyes.

Level: 6th

Hero Points:  1,
Power Points: 90, Abilities: 12, Saves: 12, Attacks: 14, Feats: 1, Skills: 10, Powers: 41, 

Abilities:
 PP: 12
Strength:
10 (+0)

Dexterity:
14 (+2) 

Constitution:
12 (+1)

Intelligence:
14 (+2)

Wisdom:

12 (+1)

Charisma:
10 (+0)

Saves: 

PP: 12
Toughness:
++4/+1 (Flat-Footed)  (Con + Points)
Fortitude: 
+5  (Con + Points)
Reflex: 

+6 (Dex + Points
Will:

+5 (Wis + Points)

Attack/Defense:
PP: 14

Initiative:  
+26  (Dex + Power)
Speed:  

Walk: 30’/60’ 

Defense:
+8 (+2 Flatfooted)

Base Attack: 
+0

Melee: 

+7

Ranged:  
+3

Grapple: 
+7

Damage: 
+0 (Unarmed)

Feats: 
PP: 1

Move-By Action (pg. 163):  .

Skills: PP: 10 (40 points),   Total Skill (base points + ability + mods)

Acrobatics: +6 (4+2), Bluff: +0 (0+0), Climb: +0 (0+0), Computers: +3 (0+0), Concentration: +5 (4+1+0), Craft: +0 (0+0), Demolitions: +0 (0+0), Diplomacy: +2 (1+1), Disable Devise: +0 (0+0), Disguise: +0 (0+0), Drive: +0 (0+0), Escape Artist: +4 (2+2), Gather Information: +0 (0+0), Handle Animal: +0 (0+0), Intimidate: +0 (0+0), Investigate: +0 (0+0),  Knowledge-Art: +4 (2+2), Knowledge-Theology/Philosophy: +6 (4+2), Language: +1 (Korean), Medicine: +0 (0+0), Notice: +5 (4+1), Perform: +0 (0+0), Pilot: +0 (0+0), Profession-Massage Therapist: +7 (6+1), Profession-Yoga Instructor: +7 (6+1),  Ride: +0 (0+0), Search: +0 (0+0), Sense Motive: +6 (5+1), Sleight of Hand: +0 (0+0), Stealth: +0 (0+0), Survival: +0 (+0+0), Swim: +0 (0+0),

Powers:   PP: 41

 Super Speed (Level:  6 (0 Alternate Powers), Points: 30, M&M pg. 104):  A) Move 500 mph (or faster), B) Perform routine tasks 100 times faster than normal, C) Gain +24 Initiative Bonus, 

Alternate Powers:  



Rapid Attack (Level: 6, pg. 104):  Make melee attack against any opponents in radius of 30’ around you, provided you can physically reach them. This includes normal strikes or actions like Disarm/Trip. Make ONE attack roll and compare it against all targets in area. 

Enhanced Attack Focus-Melee (Level: 4, Points: 4): His speed give him +4 to melee attack (already calculated in)

Enhanced Defensive Roll (Level: 3, Points: 3):  Rollin with Punches adds +3 to Toughness Save (Already added in)

Enhanced Dodge (Level: 4, Points: 4): +4 Dodge (Defensive bonus already added in) when not Flat-Footed. 


Gear (Devises*):  Clothes, Cell Phone, Wallet, Keys, 


