Gifted Random Power Generation:  1-1-20
Stuck for ideas on what power(s) to give your character? Roll a d20 and consult the Random Paranormal Powers table for inspiration. You’re not necessarily stuck with what you roll, and you can just as easily choose something off the table, if you prefer. You can also modify the power packages for something more customized to your character concept.  

Random Paranormal Powers:

Roll:  
Powers:

1 
Animator: Animate Objects 8 (one construct up to 120 points; Continuous, Perception Range) 

2 
Anti-Paranormal: Choose one of Nemesis 5 (25 points) or Nullify 6 (all powers at once, Burst Area) and Nullify 4 (Power Resistance). If necessary, roll a die: taking the first option on a 1-10, the second on an 11-20. 

3 
Controller: Mind Control 6 (Conscious, Sustained), Mind Shield 6 

4 
Energy Controller: Blast 6 (choose a type of energy; Alternate Powers: choose three of the following: Blast 4 [Burst Area], Blast 6 [Cone Area, Touch Range], Blast 6 [Burst Area, Touch Range], Dazzle 6 [one of sight or hearing with Burst Radius], Deflect 6 [all ranged attacks], Environmental Control 6 [one environment], Telekinesis 6), Flight 5, Force Field 6 (Impervious), Sensory Shield 3 (choose a sense) 

5 
Giant: Growth 10 (huge, +20 Str, +10 Con, +10 ft. movement). Trade-off attack and defense bonus as needed for power level limits. 

6 
Hardbody: Immunity 40 (all physical damage). Note you’re still affected by energy damage. 

7 
Healer: Healing 8 (Energizing, Resurrection, Total) 

8 
Illusionist: Illusion 6 (all senses), Morph 4 (any form, Continuous) 
9 
Phasing: Insubstantial 4 (incorporeal, Subtle 2), Strike 6 (Affects Corporeal, Fortitude save) 
10 
Power Mimic: Mimic 10 (any one power up to 50 points; Perception Range) 
11 
Powerhouse: Enhanced Constitution 10, Enhanced Strength 10, Impervious Toughness 5, Leaping 5, Super Strength 5. Trade-off attack and defense bonus as needed for power level limits. 
12 
Psychic: Enhanced Feats 10 (Defensive Roll 3, Distract, Dodge Focus 2, Seize Initiative, Set-Up, Uncanny Dodge [mental], Well-Informed), Enhanced Skill 2 (Sense Motive +8), Mind Shield 6, Super-Senses 9 (danger sense [mental], detect minds [acute, accurate, ranged, radius], psychic awareness [acute]), Telepathy 6 (Alternate Powers: Mental Blast 3) 
13 
Rocket: Enhanced Feats 6 (Acrobatic Bluff, Evasion, Interpose, Move-by Action, Takedown Attack 2), Flight 10, Force Field 7 (Impervious). Trade-off defense bonus as needed for power level limits. 
14 
Shape-Shifter: Shapeshift 5 (25 points) 
15 
Skill Mimic: Mimic Skills 8 (all skills at once up to 40 points; Perception Range) 
16 
Speedster: Super-Speed 7 (Alternate Powers: Air Control 7, Deflect 7 [all ranged attacks], Strike 7; Power Feats: Wall Run, Water Run). Trade-off attack and defense bonus as needed for power level limits. 
17 
Spirit Traveler: Astral Form 7 (Dimensional), Mental Blast 2 
18 
Time Warp: Super-Movement 3 (temporal, any time), Time Control 5 (Alternate Powers: Deflect 5 [all ranged attacks], Paralyze 7 [stop time; Burst Radius, Continuous Duration]), 
19 
Unkillable: Regeneration 39 (bruised, injured, staggered, disabled, resurrection, and ability damage, all once per round with no rest; Regrowth) 
20 
Visionary: Enhanced Feats 3 (Dodge Focus 2, Uncanny Dodge [mental]), ESP 7 (all senses), Super-Senses 9 (danger sense [mental], postcognition, precognition)
The player simply applies additional power points towards improving the affected traits with the Gamemaster’s permission and a suitable back-story. Keep in mind the series power level limits when improving traits, although most of the character’s normal traits are likely to be below the limit before Stage Two. 
Enhanced traits are essentially an expanded version of the Enhanced Ability power (M&M, page 84) and work exactly the same way: they have the same cost as ordinary traits, but are paranormal powers, so they can be improved with extra effort, or taken away by Nullify. 
For example, a “super-smart” paragon might start out in Stage One with fairly ordinary Intelligence (say a score of 12) but during Stage Two gain Enhanced Intelligence up to the PL limit (+10 Int, for an ability score of 22). Similarly, a “savant” character may acquire Enhanced Skills which are essentially paranormal rank in those skills, or even traits like attack and defense bonus, which are treated as skill traits (see Trait Types, M&M, page 68). So a “combat savant,” for example, might have Enhanced Attack and Enhanced Defense as paranormal powers. 
Similarly, characters can have Enhanced Feats as a power, costing 1 point per rank, with each rank granting a feat (or a rank in a ranked feat). These feats are paranormal powers rather than “normal” feats, subject to the same guidelines. Some a combat savant could gain paranormal combat feats like Attack Focus, Elusive Target, Power Attack, and so forth without any prior combat training or experience. Similarly, a “social savant” or a “social paragon” with Enhanced Charisma might also pick up Enhanced Feats like Distract, Fascinate, Taunt, or even Fearsome Presence.

Powers: A substantial portion of your remaining power points should go towards your character’s paranormal powers. These are whatever powers the Gamemaster chooses to permit from the Mutants & Masterminds rules, including expansions such as the Mastermind’s Manual and Ultimate Power, limited by the series power level (PL 6 in the case of this adventure). As always, the GM has the final say as to whether or not a particular improved or enhanced trait or power is appropriate within the bounds of the series’ power level and can veto any player proposed trait or power for the overall good of the game. Work with your GM to come up with a suitable set of traits and powers for your character’s paranormal phase.
