MEGA-ATTRIBUTES


Mega Attributes are very powerful in-game mechanically.  They allow Novas to out perform normal people and even perform otherwise impossible feats.  Combined with Enhancements, Novas can take any action a normal person can do but several orders of magnitude better. 
1.  Mega-Attributes:  When purchased and used Mega Attributes have three options: A) each point lowers the difficulty of the roll by 1, or B) each point adds another die (in some cases 2 dice) to the roll and successes (from Mega-Attributes only) are worth 2 (10s are worth 3!), or C) take one automatic success for each Mega Attribute Point.  PCs choose which option they wish to exercise when they use the Attribute and can change every roll.  Mega-Attributes are limited by both regular Attributes and Quantum scores.
2.  Mega-Strength (GMO):  Mega-Strength is a unique Attribute.  In most circumstances, such as combat, it functions just like other Mega-Attributes but in certain circumstances it grants +5 auto successes!  Situations include: damage, distance thrown or jumped, and contests of strength.
3.  Enhancements:  Enhancements are powers that can be purchased only after the PC has a Mega-Attribute.  Enhancements add special benefits to the Mega-Attribute, for example Quantum Leap allows PCs with Mega-Strength to jump 2 Kilometers for each success on a jump roll (per point of Mega-Strength).  Most Enhancements cost one Quantum Point to activate, while some few others do not. 
STRENGTH:  +5 automatics successes to Strength based rolls (i.e. lifting, throwing, jumping, or contests of strength, & damage). 
DEXTERITY:  Counts as 2 points of Dexterity when calculating running and initiative.  This Attribute allows you to dodge firearms and other fast moving missiles others cannot.  

STAMINA:  Increases based Resistance and Endurance Scores, life span.  Grants a free point in both Resistance and Endurance.  Increase natural soak by +2 Bashing/+1 Lethal per point, and decreases wound penalties.  Increases Healing time significantly.
PERCEPTION:  Each point adds +2 dice (instead of one) in surprise, search, and spot checks, awareness, and navigation rolls. 
INTELLIGENCE:  Lowers difficulty to figure out new technology by 1 per point.  May learn new Abilities without a teacher after being exposed to them. 
WITS (RESOLVE):  Automatically goes first in ties of initiative.  Cannot be interrupted by others (unless they have higher Mega-Wits) during turn and can automatically interrupt others.  Each point adds +2 dice (instead of one) in detecting or resisting mental manipulation 
APPEARANCE (COMPOSURE):  Each point adds +2 dice (instead of one) in Style.  In Social Combat, each point creates a difficulty difference of +2. 
MANIPULATION:  Each point adds +2 dice (instead of one) toward mental manipulation. 
CHARISMA (PRESENCE):  Each point adds +2 dice (instead of one) in Social Combat or Commanding others.  
LIST OF INITIAL POSSIBLE POWERS:

LIST OF MEGA-ATTRIBUTE ENHANCEMENTS:

STRENGTH:  Crush (turns bashing to lethal damage), Shockwave (area of effect punch damage), Lifter (lift super weights), Quantum Leap (super jump), Thunderclap (area of effect bashing attack),

DEXTERITY:  Accuracy (+3 auto successes to some attacks), Enhanced Movement (significant increase in movement), Fast Tasks (do things 10x as fast), Flexibility (stretching), Physical Prodigy (+3 auto successes to sports), Cat Footed (+3 auto successes to stealth), Rapid Strike (+1 auto damage per level of MD), 

STAMINA:  Adaptability (life support), Durability (convert lethal to bashing damage), Hard Body (soak agro damage), Regeneration (fast healing), Resiliency (increased soak), 

PERCEPTION:   Analyze Taste/Touch (super taste & touch), Blind Fighting (blind awareness even at range), Bloodhound (super smell), Electromagnetic Vision (IR/UV and super vision), High-End Electromagnetic Scan (x ray vision), Hyper Enhanced Hearing (sonar, radio scan, & super hearing), Quantum Attunement (sense quantum/Taint), Ultra Peripheral Perception (360’ vision and limited danger sense), 

INTELLIGENCE:  Analyze Weakness (reduce opponent’s soak), Eidetic Memory (perfect memory), Enhance Memory (study and increase abilities temporarily), Mathematical Savant (perfect math), Linguistic Genius (+3 auto success to linguistic and lots of languages), Mental Prodigy (double all success in sub category: engineering, financial, investigation, medical, scientific, tactical), Speed Reading (obvious), Taint Resistance (helps vs. acquired Taint),
WITS (RESOLVE):  Artistic Genius (double all success in sub category), Enhance Initiative (+5 initiative), Lie Detector (obvious), Multitasking (lowers penalties for multiple actions), Natural Empath (sense emotion), Quickness (extra actions), Synergy (allows group actions),

APPEARANCE (COMPOSURE):  Appearance Alteration (change appearance), Awe-Inspiring (increase social combat and inspires worship), Copycat (copy someone’s appearance), Face of Terror (increases social combat and inspires fear), First Impression (creates an automatic short term intimacy), Mr. Nobody (I’m not the droid your looking for), Seductive Looks (auto seduction and useful in creating intimacies), 

MANIPULATION:  Hypnotic Gaze (similar to hypnosis power), Persuader (auto successes to persuade someone), Trickster (auto successes to trick or lie), The Voice (short sentence command power), 

CHARISMA (PRESENCE):  Commanding Presence (group commanding power), Dreadful Mien (fear prevents people from hurting you and makes them run away), Natural Agitator (convince a crowd to do what you want), Seductive (almost perfect seduction), Soothe (calm people and prevent fights), 
