Mutants & Masterminds-Aberrant Campaign

PC Creation:  6/1/13
Campaign Background:

Imagine gaining the ability to fly, read minds, or turn invisible, and imagine the impact such powers would have on our world.  Welcome to the Mutants and Masterminds Aberrant Campaign, where PCs will begin as normal everyday people who erupt with a power far beyond what most people can imagine.  

Play will begin in the Spring of 2008, and PCs will be teenagers from a common high school who are on a week long field trip when things will change what was formally the “normal world”.  PCs will “erupt” and gain the equivalent of super powers.  From then on PCs will deal with conflicts of a whole new world. 
Out of Character Knowledge:  

PCs will gain a central theme to their powers when they erupt, and the PCs powers will grow throughout the campaign.  However, the more powerful the PCs become the more likely they will gain “Taint” and Sub-quantum Mutations called Aberrations.  So power comes with a price.  Also, PCs will not be in full control of their powers immediately.  It will take time for them to master their new abilities. 

PCs are expected to come up with role-playing reasons to stay and work with the group.  

Campaign Plot/Theme/Mood:  The basic plot of the campaign is that PCs have gained meta-powers and will work with a secret government agency.  The Theme of the campaign is are Meta-Human? And How will Change the World?  The Tone of the campaign is “Dark Realism”

Inspiring Movies/Shows/Books:  The Watchmen, Heroes, Alphas, The Authority, 
Developing the Character:  

1.  Archetype:  Summary of the basic character concept

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


3.  Family:  Include descriptions and relationships


4.  Education:  Where and when, and how well


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


6.  Career/Job-Income:  Self-explanatory


7.  Hobbies/Sports:  Self-explanatory


8.  Faith/Religion:  Self-explanatory


9.  Pets:  Self-explanatory


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


11.  Personality:  Likes, dislikes, and important points of view.

12.  Motivation:  Includes goals, intimacies, likes/dislikes etc. 

13.  Include anything else that will help flesh out the Character.
Pre-Eruption 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 10, Wealth: Basic, 

Character Creation Part I (Skilled Normal PC Adventures-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 erupt


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 20.  


  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 Feats only until the PCs Erupt (Not Super Human or Extraordinary)

Saves:  Toughness, Fortitude, Reflex, and Will saves are based on a d20 roll + Ability modifief + Base save bonus + Power.  
List of Skills: 
Acrobatics, Bluff, Climb, Computers, Concentration, Craft, 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, Benefits, 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:  Magic, Time Travel, 
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


*Background Skills: Cost 1 PP per 8 Ranks each (only with GM approval)

Feats: 

Costs 1 PP per 1 Rank each


Powers:

(See Chart) Base cost x Ranks


Drawbacks:  
-1 or more points
Maximum Power Level (Pre Eruption):

Power Level: 

1st (15 Power Points)

Attack/Defense:

+1

Max Save DC Mods:
+1

Max Toughness:

+0

Max Save/Ability Bonus:
+4
Max Ability Score:
+18
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-Eruption Character Creation:  


Once PCs “Erupt” or gain power they will gain 15 Power points (For a total of 30 PP) and advance to 2nd Level.  They may then increase their Maximums (See Below).  PCs powers must begin based on a Theme (this Theme may change or be added too later on) such as fire, speed, telepathy, meta-human skill etc. 
Maximum Power Level (Post Eruption-2nd Level):

Power Level: 

2nd (30 Power Points)

Attack/Defense:

+2

Max Save DC Mods:
+2

Max Toughness:

+2

Max Save/Ability Bonus:
+7

Max Ability Score:
+24

Max Skill Rank: 

+7

Maximum Feat Level:
+2 (PCs may now buy any Feats)

Maximum Power Level:  
2nd/+2

Example PC Creation:  Mark Armstrong-High School Geek   Pre-Eruption 


Power Level: 1st  

Power Points: 15
Archetype:  High School Geek
Physical Description:  16 year old Junior, who has light brown hair, skinny as a rail and coke-bottle glasses.  

Family:  Father (Ray), Mother (Judy), two older sisters (Dotty and Diane)
Education:  Junior at ?? High School
Where and how do you live:  City of ?? in a 3 bedroom house, in an upper-middle class neighborhood
Career/Job-Income:  20 hours a week at the local public library to pay for gas.  
Hobbies/Sports:  Reading and gaming, swimming and water polo
Faith/Religion:  Agnostic and philosophical
Pets:  Recently deceased dog (Blackie), Cat: Tiger
Relationships:  Very strained relationship with alcoholic father, close set of friends, 
Personality:  Somewhat introverted with a close set of friends.  Can be very arrogant and brash despite his size and strength, and doesn’t like to give up.  
Motivation:  Currently has no goals, and is looking for purpose in life. 
Abilities:
 PP: 9
Strength:
8 (-1)

Dexterity:
10 (+0)

Constitution:
12 (+1)

Intelligence:
14 (+2)

Wisdom:
12 (+1)

Charisma:
13 (+1)

Saves:

PP: 1
Toughness:
+1
Fortitude: 
+1
Reflex: 

+0
Will:

 +3 (+1)
Defense: +0

Initiative:  +0
Speed:  30  ft. 

Attacks:
PP: 0

Base Attack: 
+0

Melee:  

+0


Ranged:  
+0


Feats: PP: 1
Skill Mastery:  Swimming.  
Skills: PP: 5 (16 points+ 8 *Background Skills),   Total Skill (base points + ability + mods)

Acrobatics: +0 (0+0+0), Bluff: +2 (1+1+0), Climb: +1 (1+0+0), Computers: +3 (1+2+0), Concentration: +3 (2+1+0), Craft: +0 (0+2+0)(*Roleplaying Games 2+2=4), Diplomacy: +2 (1+1+0), Disable Devise: +0 (0+2+0), Disguise: +0 (0+1+0), Drive: +2 (2+0+0), Escape Artist: +0 (0+0+0), Gather Information: +2 (0+2+0), Handle Animal: +3 (1+2+0), Intimidate: +1 (0+1+0), Investigate: +0 (0+2+0), *Knowledge-: +2 (0+2+0)(History 2+2=4)(Theology/Philosophy 1+2=3), Language:+1 (Spanish), Medicine: +0 (0+1+0), Notice: +1 (0+1+0), Perform: +1 (0+1+0), Pilot: +0 (0+0+0), *Profession: +0 (0+1+0), Ride: +0 (0+0+0), Search: +2 (0+2+0), Sense Motive: +3 (2+1+0), Sleight of Hand: +0 (0+0+0), Stealth: +1 (1+0+0), Survival: +2 (1+1+0), Swim: +2 (3-1+0),

Damage Conditions:   

Gear:  Backpack, 

Devices: None

Example PC Creation:  Mark Armstrong-High School Geek  Post-Eruption 


Power Level: 2nd 

Power Points: 30
Power Theme:  An Empath

Taint Levels: 0
Abilities:
 PP: 16
Strength:
8 (-1)

Dexterity:
10 (+0)

Constitution:
12 (+1)

Intelligence:
16 (+3)

Wisdom:
12 (+1)

Charisma:
18 (+4)

Saves:

PP: 2
Toughness:
+1
Fortitude: 
+1
Reflex: 

+0
Will:

 +6 (+2)
Defense: +0

Initiative:  +0
Speed:  30  ft. 

Attacks:
PP: 0

Base Attack: 
+0

Melee:  

+0


Ranged:  
+0


Feats: PP: 1


Skill Mastery:  Swimming.   
Skills: PP: 6 (20 points+ 8 *Background Skills),   Total Skill (base points + ability + mods)

Acrobatics: +0 (0+0+0), Bluff: +5 (2+4+0), Climb: +1 (1+0+0), Computers: +4 (1+3+0), Concentration: +5 (2+3+0), Craft: +0 (0+3+0)(*Roleplaying Games 2+3=5), Diplomacy: +6 (2+4+0), Disable Devise: +3 (0+3+0), Disguise: +4 (0+4+0), Drive: +2 (2+0+0), Escape Artist: +0 (0+0+0), Gather Information: +4 (0+4+0), Handle Animal: +5 (1+4+0), Intimidate: +6 (1+4+0), Investigate: +3 (0+3+0), *Knowledge-: +3 (0+3+0)(History 2+3=5)(Theology/Philosophy 1+3=4), Language:+1 (Spanish), Medicine: +3 (0+3+0), Notice: +1 (0+1+0), Perform: +4 (0+4+0), Pilot: +0 (0+0+0), *Profession: +0 (0+1+0), Ride: +0 (0+0+0), Search: +3 (0+3+0), Sense Motive: +3 (2+1+0), Sleight of Hand: +0 (0+0+0), Stealth: +1 (1+0+0), Survival: +2 (1+1+0), Swim: +2 (3-1+0),
Powers:    (5 PP)

Emotion Control (5 PP): Level 2, Will Save: +2, Power Feat: Mind Blank,

Gear:  Backpack, 

Devices: None

