Gifted M&M 2e Rules Changes: 1-6-20
We will primarily be using M&M 2nd Edition, with some 2nd Edition Modifications.  

The basic rules of Mutants & Masterminds mirrors D&D 3.5 very closely with some changes.  

Rules Changes: 

1.  Quantum:  While PCs do not yet know, Gifted’s powers flow through Quantum Energies that they may now consciously or unconsciously control. Their Quantum Power is measured by their PC Level.  Some common elements of their Quantum Powers include: A) Ability to resist damage, B) Faster healing, C) Ability to put extra effort into actions to do truly extreme acts, D) Quantum Immunity:  The PC gains immunity to the direct effects of his own powers.  For Example, a Pyrokinetic cannot be burned by his own fire, but he can be burned by the fire of the burning building that his power started.  

2.  The Monster & the Shadow (GMO):  In the game there will be times when the PC’s darker/lower natures will take over (See Power Surges below).  When they do, the PCs act against their own best interests and that of others.   If a PCs suffers a Power Surge, the Monster takes control.  If the PC misses the Power Surge check by 5 or more, the Shadow takes control.  
The Monster:  The Monster is the primal beast inside of everyone.  It is mindless, thoughtless, and angry.  It takes out its aggression on everyone and everything around it first satisfying its most violent urges and then moving on to others.  



The Shadow: The Shadow is the PCs darkest most cunning evil self.  When the Shadow takes control the PC does everything in its power (for the very short time it is in control) to undermine and destroy everything the PC holds dear in a very intentional way.  It kills innocents, 
3.  Power Surges (GM pg. 78/120): Acts like Extra Effort 

When They Happen (Conditions):  A) When the Gifted uses Extra-Effort, B) The PC rolls a natural “1” on any roll involving an active use of a power (not passive powers like Protection), C) The PCs is stunned (such as in combat), or D) When the PCs is under extreme emotional stress (Shaken, some other Conditions..).  

How To Determine if a Power Surge Happens:  If one of the previous conditions happens, the PC makes a Will/Fortitude Save (Usually Will) DC: 10 + PCs Level.  Failure means they lose control.  



Power Surge Effects:  A) PCs is Stunned: loses next action and loss of Dodge bonus to Defense, with an additional -2 to Defense (though PC can spend Hero Point to shake off this part of the Surge) and B) loses control of his power with extra effect: +2 Power Ranks for one Round (Uncontrolled Power) which will usually cause damage to people and surroundings.  This is called the Monster.  PC may roll to regain control of their powers each round.  However, if the PC misses the roll to regain control worse things might happen (see below)
The Monster:  If the PC fails the Power Surge Check by 5 or more, or later attempts to regain control, they don’t just lose control of their powers, they lose control of themselves.  They become “the Monster” a Primal avatar of destruction and violence. The Monster uses all its powers to destroy anything and everything around itself.  
The Shadow: If the PC fails the Power Surge Check by 10 or more, or later attempts to regain control, an even darker event happens, the Shadow takes control.  Unlike the Monster, the Shadow is cunning, where the Monster is amoral, the Shadow is truly evil.  The Shadow work to destroy everything the PC holds most dear and the most efficient and effective way possible until it is banished.  (I may have other Players run your Shadow for  you).  Unlike the Monster, once the Shadow takes control, the PC may not roll to regain control for 10 rounds. 
4.  Effect of Powers on Equipment:  PCs powers affect not only others and the environment, they also affect their own “stuff”.  If a PC has the power of Alternate Body-Fire, then their clothes will go up in flames in one round.  There are two ways to avoid this:  A) Buy the Attunement Feat (See Below), or B) Buy the Equipment Feat (pgs. 61 &  135): If PCs buys Equipment Feat, they gain 5 points (for each point spent on the Feat) of specific tools that can now be used freely with their Powers: 

Example A) Fire Storm, has a Flaming body, and spend 1 point of his Equipment Feat (of his 5 points), and applies it to Clothing (Costing 1 pt.) 


Example B) Alex Dushane, who has Super Strength, uses a baseball bat/Club and spends 4 of his 5 points.  This allows Alex to use his bat with his strength and it won’t break.  
5.  Attunement Feat: This Feat allows the PCs to channel their Quantum Power into objects (it takes an action) thereby allowing the object to survive  the rigors of the Paragon’s power as long as they are in contact with it.  Attunement lasts A) as long as the PC keeps the object charged and they are wearing it, B) up to 24 hours after the PCs stops touching it, or C) the PC charges some other object. 
1 Point: You can Attune 10 pounds of matter, 2 Points: You can Attune 50 pounds of matter, 3 Points:  You can Attune 250 pounds of matter.  The weight value doubles for each point added. 
6.  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 suffer permanent injury from lethal damage.  PC get to avoid this fate due to their bodies being super charged with Quantum Energy.  

7.  Lethal vs. Non-Lethal Damage/Pulling Punches (pg. 163):  PCs do not need to use their full power and my “pull their punches” as long as they are not in the throws of a Power Surge.  Many of the PCs powers do “lethal” damage.  In some cases it is possible to turn that into non-lethal damage by taking a -4 to hit (however, if you hit in that -4 range it is still lethal).  Bullets and flamethrowers cannot be made non-lethal.  

8.  Extra Effort (pg. 120):   PCs my expend extra-effort at critical times.  Doing so significantly increase their power for about a round and 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. 

PCs can spend a Hero Point to shake off the Fatigue.

9.  Tracking Damage (GMO):  A PC can have any number of Bruised and Injured marks, but only one Staggered, Unconscious, Disabled or Dying conditions at a time.  If a PC suffers an already check-off condition, move the damage up to the next highest condition.   
For Example:  If a hero is Staggered and takes Staggered again, becomes Unconscious and a Disabled PC who becomes Disabled again becomes Dying.  

10.  Damage and Injury (pg. 164/GMO):  When PCs take damage (Bruised or Injured) they lose 1 to all rolls including (but not limited to): To Hit, AC, Saves, Initiative.
11.  Damage Saving Throws (pg. 163/GMO):  Failing against a Lethal Attack by +15 means you are Unconscious + Dying and Failing by +20 means you are Dead.  

12.  Recovery (pg. 165/187/GMO):  The Following are PC Recovery times only (One step slower than the book).  
Bruised: Con Check DC: 10, once per 10 rounds (minute) to erase one.  +1 bonus for each failed check.  Recover at least once per 10 minutes. 
Staggered:  Con Check DC: 10, once per hour to erase one.  +1 bonus for each failed check.  Must recover all Disabled boxes before recover from being Staggered.
Unconscious: Con Check DC: 10, once per 10 rounds (minute) to erase the Unconscious box.  +1 bonus for each failed check. Dying PCs must be stabilized before they can recover from Unconsciousness. 
Injured: Con Check DC: 10, once per Day to erase one.  +1 bonus for each failed check.  Recover at least one Injured condition per Week.
Disabled: Con Check DC: 10, once per Week to erase one.  +1 bonus for each failed check.   

13.  Basic Damage Saves (pg. 163):  In order to not take damage after being hit in combat or affected by an attack, a PC must make a Toughness Save of DC 15 + Attack Damage Level.  If they fail they take damage according to the following chart:

STUN ATTACK

LETHAL ATTACK
Succeeds:

No Effect

No Effect

Fails:


Bruised


Bruised + Injured

Fails by 5 or more:
Stunned + Bruised
Stunned + Bruised + Injured

Fails by 10 or more:
Staggered + Stunned
Staggered + Disabled + Stunned

Fails by 15 or more:
Unconscious

Unconscious + Dying

Fails by 20 or more: 
Unconscious + Disabled
Dead


For Example:  The PC Ken Bae is caught Flat-Footed, he is shot by a .38 revolver (+3 Lethal Damage) his Toughness Save is +1.  He must roll a DC: 18 (Base 15 +3 for the guns damage bonus) on a d20 while getting a +1 Toughness bonus.  He rolls an (11 +1) 12, failing by 5.  He is Stunned (for a round), Bruised, and Injured.  He will be at -1 to everything including future Toughness saves.  
14.  NPCs and Minions (pg. 163):  Minions and lesser NPCs (most) who fail saves are knocked unconscious for Non-Lethal attacks and dying/dead for lethal attacks.  Critical hits automatically knock out or kill minions, no Save allowed.  
15.  Armor (pg. 141/GMO):  Artificial Armor worn by PCs/NPCs give bonuses to Toughness save against specific damage.  For example Chain Mail adds +3 Toughness save vs. normal melee weapons, and medieval missile weapons but protects less against guns (-2 Protection) and  doesn’t help at all vs. a Fireball (unless it is specialized magic armor).  


16.  Weapons (pg. 138+):  PCs can pick up and use any weapons and equipment they can find/buy freely with no in-game point penalty (However, see #3 above).  
17.  Tactical Movement (M&M pg. 157, GM pg. 115):  I may or may not use tactical movement, depending on the encounter and/or how the game goes.  If I do use it, these are the rules: 

Base normal movement is 30’ (single action walk), 60’ (double actions jog), and 120’ (double action sprint/accelerated move).  All Movement Powers (Speed, Fly, Teleport, etc.) increase Tactical movement by +5’ per level or 30’ +5’ (per level of power) of movement to walk/jog, and 60’ +10’ (per level of power) for running/accelerated move. 
18.  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. 

19.  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 (if you are not proficient) 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, G) Concentrating, H) Standing up, and a few more…
20.  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,


1

1
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6


2
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+7

24

7


3
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8

4
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5
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+5


+10

30

10
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etc.

etc.


etc.

etc.

etc.

In addition, powers and Feats are also limited by Character Level.

21.  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.  

22.  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.  

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

24.  Shaken PCs (Paragon pg. 221):  PCs who are shaken must succeed in a Concentration roll or suffer a Power Surge (#2 above).  

25.  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. 


For Example:  Randy “Buzz”  Buczinski, a Pyrokinetic, just hurled a Fireball at a group of invading Martians.  However, his fireball also just set fire to the nearby occupied hotel, and Randy will have to deal/fix this.  He gains a Hero Point. 

26.  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.


27.  Wealth (Benefit Feat pg. 59/132):  The campaign assumes the PCs starts off with Wealth Bonus +8 (Middle-Middle Class in California, about 50K per year for a single person). That’s about 4,200/month before taxes.  After bills are paid (food, rent, car, phone, cable, etc) only a little to spend extra.  The Campaign assumes you have a home (apartment), a phone, a reliable car (though not great), a bank account will a little money in it. 

In the Campaign, PCs can automatically have or get anything under their Wealth bonus (Phone is the free exception, GM edit, it is +6 now).  Anything else, they must to roll for. To make a Purchase make a roll DC: 10 + Equipment Cost.  If you fail, you can’t buy it now.  If  you succeed, you gain the item, but your Wealth decreases by 1 point for every 5 points the object is higher than your Wealth bonus. Lost Wealth bonus returns at a rate of 1 point per month.    
