Mutants and Masterminds House Rules: 8/16/13
We will primarily be using M&M 2nd Edition.  
The basic rules of Mutants & Masterminds mirrors D&D 3.5 very closely with some changes.  These house rules are subject to change, as always, due to failure to make the GM happy. 

1.  Player Character Knowledge:  Players have more knowledge about the mechanics and the setting of Aberrant than their PCs do.  In-Character knowledge is called (IC) and Out-of-Character Knowledge is called (OOC).  IC knowledge limits include some of the following:  Power Levels, Power Points, Limits to powers, Taint, Hero Points, Powers Lists, and more.  
2.  Power Levels:  PCs gain 1 Power Level (PL) for each 15 Power Points they have.  PCs may not raise their Powers, attributes, skills, etc, beyond their PL.  So a PL 2 Nova can only have up to a level 2 power in flight.  Exceptions include Extra Effort and Aberrant Levels, which specifically allow a Nova to go beyond their normal limits.  
3.  Damage Saves (GMO):  If a PC/NPC has no defense against an attack (like a normal person versus a bullet) they automatically shift down one space on the Damage Save Chart, and this shift is cumulative for later attacks/damage.  For Example:  If a hero has no protection vs. bullets, their first (even if they make their save) puts them at (Bruised + Injured), minimally.  If shot again, his second save will put him at (Stunned + Bruised + Injured) minimally.  However, if the same hero has a Flak Jacket, then use the regular chart below.  
4.  Basic Damage Saves (pg. 127):  In order to not take damage after hit or affected by an attack a PC must make a Damage (Fortitude Save) of DC 15 + Attack Damage Level.  If they fail they take damage according to the following chart: (modified from basic rules)
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
5.  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.
6.  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,
7.  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.  

8.  Recovery  Changes (pg. 165/GMO):  
Bruised: Con Check DC: 10, once per 20 minutes to erase one.  +1 bonus for each failed check.  
Staggered:  Con Check DC: 10, once per Day 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 Hour 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 Month to erase one.  +1 bonus for each failed check.   
9.  NPCs and Minions (pg. 163):  Minions and lesser NPCs 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.    
10.  Use of 3d6:  We may possibly use 3d6 instead of D20 (if Players wish) to create a more consistent bell curve of success.  
11.  Shaken PCs (Paragon pg. 221):  PCs who are shaken must succeed in a Concentration roll to use their powers.  

12.  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. 

13.  Taint:  See Taint Rules Handout
14.  New/Increase in Powers:  New or increased levels in powers begin as “uncontrolled”.  See Taint Rules Handout. 
15.  Super Science (Ab pg. ?):  See Super Science Handout.  
16.  Attacks of Opportunity/Tactical Combat (Masterminds pg. 109 &115/GMO):  My intent is not to use Attacks of Opportunity or Tactical Combat, but if players prefer it, we may move in that direction. 

17.  Extra Effort (pg. 120):  PCs my expend extra effort at critical times.  Doing so 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. 

18.  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.

19.  PC Advancement (Acquiring New/Greater Powers):  When PCs gain new powers or increase levels in existing powers it hurts.  When Novas first try to use their new or increased powers under stressful circumstances, they are “uncontrolled” for the scene until/unless the Nova succeeds in a control check. DC: 10 + Power Level. (Will, Fortitude or Reflex).  The more powerful their powers, the more dangerous they are.  Power become uncontrolled every time a PC raises them in level or adds to them. 

20.  PC Advancement (Power Points):  PCs raise in Power level for every 15 Power points they have.  When PCs earn Power Points (Experience Points) they do not have to spend them.  If they do not, they do not need to go up in level (There may be reasons PCs might not want to go up in level, See Taint Rules).


A PC may not normally spend Power Points during a scene (exception below).  When a PC wishes to spend PP to raise attributes/abilities/powers, they must wait until the next scene begins or before the beginning of the next game.  

The one exception of spending new power points is spending them on Hero Points.  A PC may immediately spend new Power Points to acquire Hero Points and use them immediately for such things as Saving Throw rerolls or Escaping Death.

21.  Attunement-Feat (GMO, Aberrant pg. ??):  Normally a Nova’s quantum powers only affect their own body.  With this Feat, Novas can protect personal equipment from the ravages of their powers.  

1 Point (Personal Effects):  Can attune up to 10 pounds of matter.

2 Points (Portable Gear):  Can attune up to 50 pounds of matter.

3 Points (Large Objects):  Can attune up to 250 pounds of matter.  If a Power already has a specific load capability, then the PC may now take that if they choose.  So a Level 3 Teleporter can now carry up to 300 pounds of gear, instead of 250.  

The Feat takes precedence over powers such as teleport which allows a nova to carry up to 100 pounds of gear per power level.  

