
Just Heroes                    A straightforward superheroic hack of Apocalypse World 

Basic Moves 
 

There are four basic stats in this hack: 

Might: physical force, strength and toughness. 

Speed: quickness of mind and body. 

Will: determination and charisma. 

Genius: knowledge and intelligence. 

 

When you make a move that calls for it, roll 2d6 and add both 

results together plus the value of whatever stat you are using 

for that move.  All the basic moves can be advanced, giving a 

superior result on a roll of 12+ 

 

Strike: When you attack people, objects or things, roll+might 

to strike: on a 10+, you choose one; on a 7-9, they choose one: 

 They take pain, unless they admit defeat. 

 They are defeated, but you take pain. 

 They exchange pain with you. 

 They are incapacitated but undefeated. 
As a hero, you probably abhor needless violence, but there are 
some situations which can only be resolved by aggressive 
action. Whether it's breaking your way out of the villain's trap 
or bringing down a giant robot threatening the city, using your 
superior force is your ultimate resort. 

 If you have advanced this move, on a 12+ the target is 

both incapacitated and defeated. 

 

Steel Yourself: When you shake off your injuries or fatigue, 

roll+might to steel yourself: on a hit, remove 1 pain or one tag; 

on a 7-9, take -1 forward. 

Heroes take a licking but keep on ticking: it's all in the line of 
duty for them to carry on even when they're being beaten 
down.  It's doesn't matter whether they're fighting the good 
fight against a monster the size of the Statue of Liberty or just 
trying to ignore the bruises as they struggle to get to college 
on time, a real hero doesn't know when to quit. 

 If you have advanced this move, on a 12+ you remove all 

your pain and/or tags. 

 

Rescue: When you protect or save anyone from danger, 

including yourself, roll+speed to rescue: on a hit, they are safe 

for now. On a 7-9, choose one: 

 Take the pain meant for them. 

 You cause collateral damage. 

 You lose valuable time. 
The mark of a true hero is their compassion for others: they 
won't stand by and do nothing when it is within their power to 
help those in need. It doesn't matter whether they have to 
save the residents of a burning building or just stand up for a 
college friend who's being bullied, they're not the type to 
avoid getting involved. 

 If you have advanced this move, on a 12+ take +1 

ongoing against the threat. 

 

Press On: When you need to reach your destination without 

being stopped, roll+speed to press on: on a hit, you arrive in 

the nick of time. On a 7-9, choose one: 

 Take pain as established. 

 You draw attention to yourself. 

 You arrive at a disadvantage: take -1 ongoing in that 
situation. 

In order to be in the right place at the right time, you might 
have to cross through the danger zone, exposing yourself to 
pain in order to arrive in the nick of time. Sometimes you have 
to walk through a hail of bullets to reach those in need; other 
times, you just want to get to the theatre on time to meet your 
date. 

 If you have advanced this move, on a 12+ take +1 

forward. 

 

Stand Firm: When you hold your position, physically, socially 

or emotionally, roll+will to stand firm: on a hit you prevent 

others from passing you or moving you. On a 7-9, choose one: 

 Take +1 pain, in addition to any other pain taken. 

 Give up on an immediate or short-term goal. 

 Advance the threat against bystanders. 

When others try to move you or bypass you, holding onto to 
your purpose and beliefs can be a test of will or strength. 
Holding your position against ravening alien hordes can be as 
hard as not letting your parents talk you into taking the job 
they want for you. 

 If you have advanced this move, on a 12+ the threat is 

engaged with you until you choose to let it go. 

 

Persuade: When you need or want someone or something else 

to act as you suggest,  roll+will to persuade: on a 10+ they take 

the immediate action you suggest. On a 7-9, they require 

something of you; only if you do that will they do as you want. 

Whether you're trying to get the President of the USA to loan 
you the space shuttle or you just want your dad to drive you to 
the prom, seeking favours from others may come with a price 
tag attached. This move covers honest persuasion, 
intimidation, duplicitous bluffing and any other method of 
getting someone to do what you want. 

 If you have advanced this move, on a 12+ the target 

must change their plans as you dictate. 

 

Investigate: When you examine places or objects, or question 

anyone, roll+genius to investigate: on a hit, the MC provides 

the answer you are seeking or invites you to create your own. 

On a 7-9, choose one: 

 The answers you get aren't clear. 

 You give away a secret of your own. 

 You’ve walked into a trap. 
If you don't know, just ask: the answer to all questions is out 
there somewhere, it's just a matter of knowing what to ask and 
who. This is true whether you're investigating a crime or 
finding out what you're girlfriend is keeping from you. 'Giving 
away a secret of your own' can be as simple as giving away 
your interest or presence. 

 If you have advanced this move, on a 12+ you may ask a 

follow up question after having your previous one 

answered. 

 



Peripheral Moves 
 

When you support another hero, they take +1 respect with 

you, then roll+stat+respect to make their move; you recharge. 

 

When your respect for any other hero reaches 3+, finish your 

current move, then reset that respect to zero and mark 

experience. 

 

When your experience reaches 5, reset it to zero and choose 

an advance. 

 

Whenever you fill your last pain shield, you face death; choose 

one: 

 You die, but you foil the villain’s master plan or take them 

with you. 

 You die, but you save someone else’s life: remove all their 

pain and take them out of harm’s way. 

 You live, but must re-invent yourself: change your name 

and title, and the colours, style and motif of your costume. 

Reset all respect to zero and lose all your current power. 

 

Playsheets 
 

Every playsheet is based on the style of a particular type of 

hero, providing a collection of superpowers around a theme, 

i.e. the ‘Frost’ style has moves relating to ice & cold, while the 

‘Mystery’ is based around mental powers. You start with two of 

these moves and also get an advance which can be used on 

any move you can use, e.g. a basic move or one of your style 

moves. Every style move has its own advance, marked by a 

small target symbol; when you take a style move, fill in the 

white circle next to it; then, if you advance it, fill in the target 

circle next to that advance. 

 

Every playsheet also provides options for origins, which define 

the source of your powers and suggest why you have decided 

to use them for the greater good. Each origin defines who the 

hero is and where they come from, while the style states what 

they can do and how they do it. The two parts together also 

provide the hero’s name and appearance; the origin provides a 

title (e.g. the hero is 'Captain' whatever) while the style 

suggests some appropriate names to choose from. There are 

also choices for the style and colour of your costume and a 

motif to act as a decoration or accessory to your look. 

 

There are also three 'Xtra' playsheets provided, which have a 

single predefined origin for the accompanying style, but there 

are more questions to be answered about that origin. 

 

Superpowers 
 

 The moves in the playsheets for this hack mainly focus on the 

strictly mechanical aspects of the heroes' superpowers, but 

there is far more to the heroes than that. Every playsheet 

describes a particular style of superhero, such as the 

speedster, magician, energy blaster and so on. It is a given for 

every hero that they possess the powers implied by that style: 

for example, it is assumed that the Blink can run very quickly 

without including a move on their playsheet that specifically 

says so. 

 

 These 'assumed powers' should be clarified in discussion with 

the MC, but they do not confer any extra advantages in 

themselves: rather, they are used to establish narrative 
positioning. For example, any hero can press on to catch up 

with someone on foot, but they can't do so if their target is in a 

car; the Blink, however, is superfast, so they can press on in 

that situation, as they have a reasonable expectation of 

succeeding. 

 

Correspondingly, sometimes it may be indicated by a hero's 

superpowers that they should be able to succeed at an action 

without making the move normally required. Be careful about 

prejudging this however, don't fall into the trap of binary 

thinking: moves are about more than yes/no or success/failure 

and the target of a move may be trying to do something that is 

not directly opposed to the hero's move. For example, it's 

usually a safe bet that the Blink can outrun any normal human 

in a foot race, but you should be asking where are the targets 
trying to get to? It's not just about whether the Blink can 

overtake them (she can) but if she can overtake them in time 
and without suffering any consequences. If there is no 

immediate threat or goal, if nothing can be changed by the 

targets, then don't make the move, just call it a success. If 

there is the potential for the targets to change things, or be 

affected by outside forces, then make the move as normal to 

see whether that change occurs or not.  

 

Power & Respect 
 

Concepts new to this hack are power and respect: power is a 

currency that allows heroes to perform outstanding feats, 

whilst respect is the attitude heroes have to one another. 

 

Respect replaces history in this hack; every hero starts out with 

some respect towards the other heroes, as given by their 

playsheet. You earn respect with other heroes when they 

support you: 

When you support another hero, they take +1 

respect with you, then roll+stat+respect to make 

their move; you recharge. 

When your respect for any other hero reaches 3+, reset it to 

zero (after making your move) and mark experience. 

 

Every hero also has a power limit which they cannot rise above: 

for most heroes, this starts at 1. It's best to use tokens of some 

kind to track the actual amount of power each  hero has at any 

time, as it changes frequently. Heroes always start each 

session with the power allowed by their limit, even if they 

ended the previous session with none; during play, heroes can 

recharge in a variety of ways, but mainly by supporting other 

heroes. When you recharge: 

 Take 1 power if you are currently below your limit. 

 Take +1 forward if you are at or over your limit. 

 

Power can be spent in the following ways: 

 Spend 1 power to reroll one of your dice on any move. 



 Spend 2 power to Take 10 instead of rolling. 

 Spend 3 power to mark experience. 

 

When you reroll, you pick up one of the dice you just rolled 

and roll it again; the new result is also the final one, you may 

not spend more power for additional rerolls. 

 

You can spend 2 power instead of rolling for any move to Take 

10: act as if your final result was 10, ignoring any and all 

modifiers. The upside of this is that it gives you a guaranteed 

success; the downside is that you do not mark experience for 

that move if the appropriate stat is highlighted, as you have 

not rolled the dice for it. 

 

The moves in some playbooks give further options for 

spending power: see the individual hero descriptions for more 

details. 

 

 Tags 
 

A number of playsheets give the heroes access to unique tags: 

each tag is a specific condition or effect that can target the 

heroes or their foes.  

 

When a tag is triggered, it applies until removed or the end of 

the current scene, whichever comes first: tags are removable 

in common sense ways, depending on the way in which they 

were acquired. For example, the Frost hero can tag targets as 

frozen, making them unable to move or act, but this tag can be 

removed by melting or chipping away the ice surrounding 

them.

Getting Started 
 

 Everyone who wants to be a hero takes a playsheet and 

makes choices where called for: 

o Assign stat points as directed. 

o Choose a name. 

o Choose the colour and style of your costume. 

o Assign respect as directed: create back stories that 

connect heroes and flesh out the details of their 

respect for each other. 

o Choose an origin: flesh out the details, apply the 

given title to your name, choose a motif and answer 

an important question about your back story. 

o Choose two style moves, then advance a move, either 

a basic or style. 

 Collectively create a city and a league: the city is where 

most of the action takes place, the league is the apparatus 

the heroes have in place for working together. Heroes 

may share a single base which they all operate from, they 

may all have individual dens from which they can contact 

each other or any other model of co-operation between 

them. 

 At the start of every session, the MC highlights one stat 

for each hero; then, each hero has a second stat 

highlighted by the hero for whom they have the most 

respect. In a tie, the player may choose from amongst the 

tied heroes as to who gets to highlight a stat. Whenever 

you roll a highlighted stat in a move, mark experience. 

 

  



Adept: Having devoted your life to a study of obscure 

and difficult abilities, now you put your skill into practice. 

Title: Prefix your name with Doctor or Professor. 

Motif: book, staff, crystal ball, hooded cloak, occult 

symbol. 

How did you acquire your skills? 
 

 

Ancient: Preserved from the past or having lived through 

the ages, you were born a long time ago. 

Title: Prefix your name with Mother or Father. 

Motif: pocket watch, quill, old weapon, heart, diamond. 

How have you lived this long? 

 

Cursed: Condemned by other worldly forces for your 

crimes, now you must atone for the harm you caused. 

Title: Prefix your name with 'The'. 

Motif: skull, chains, bones, ragged cloth, sword. 

Why were you cursed? 
 

Scion: Heir to a distant or mythical land, you stand above 

your people but have much to learn about them. 

Title: Prefix your name with a noble title. 

Motif: crown, sceptre, coat of arms, cloak, medallion. 

Why are you here? 
 

Arcane 
Start with Might=0, Speed-1, Will+1 and Genius+1, then take 

+1 in any stat. 

 

Name: Arcane, Hex, Witch, Wizard, Bizarre. 

Costume: choose two colours and one style. 

Blue, purple, red, silver, black. 

Robes, elegant clothes, retro clothes, smart clothes, bodysuit. 

 

Respect: choose a different hero for each of the following. 

 They briefly studied as your apprentice, before taking 

their own path: take +1 respect with each other. 

 You removed a curse which had been placed upon their 

family: they take +1 respect with you. 

 They vanquished a monster which you had accidentally 

unleashed: take +2 respect with them. 

 

 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

There are powers far beyond those we know, forces that can 
bend and reshape the very fabric of the universe to the will of 
those bold enough to wield them. These powers are yours to 
command, for the betterment of the human race. 
Arcane Moves 

Choose two moves, then advance one move: 

 Sorcery: raise your power limit by 1. 

 Recharge whenever you miss. 

 

 Hex: when you get 10+ against any target, you may tag 

them with hexed.  

 You may reroll for free against hexed targets. 

 

 Summoning: you may call forth a spirit or elemental to do 

your bidding; it has 1 pain shield and all stats=0. 

 The spirit or elemental you call forth has 2 pain shields 

and all stats+1 . 

 

 Secret Library: when you investigate within your secret 

library, you may Take 10 for free. 

 When you stand firm within your secret library, you may 

Take 10 for free. 

 

 Enchantment: Once per session, you may create a pool of 

all the power of the heroes present until the end of the current 

scene, whereupon any power remaining in the pool is lost. All 

heroes present may spend power from this pool as if it were 

their own.  

 Once created, the power pool remains until spent. 

 

 Eternal Spirit: when you face death and live, mark 

experience. 

 When you face death and die, your next hero retains all 

your moves from this playsheet, including advanced 

moves. 

 

When a target is hexed, everyone else takes +1 ongoing 

against them; they cease to be hexed when anyone misses a 

move against them.  

Might 
Strike, Steel Yourself 

Speed 
Press On, Rescue 

 

Genius 
Investigate 

 

Will 
Stand Firm, Persuade 

 

Pain 
 

Experience 
 

Power 
 



Accidental: Whether by genetics or a freak occurrence 

later in life, your powers are an accident. 

Title: Prefix your name with Ms. or Mr. 

Motif: helix, eye mask, atom, concentric circles, cool 

shades. 

Who else was affected by your accident? 
 

Project: Made or modified in a laboratory, you are both 

more and less than human. 

Title: Prefix your name with a military rank. 

Motif: shield, helmet, star, goggles, capital letters. 

Who created you? 
 

Suit: Lacking powers of your own, you have built or 

acquired a suit which possesses them. 

Title: Prefix your name with a metal, e.g. Iron, Gold, etc. 

Motif: it's a suit of powered armour!. 

How did you acquire your suit? 
 

Vessel: Chosen by a higher power to serve as their agent, 

your abilities come with responsibilities. 

Title: Prefix your name with a colour. 

Motif: ring, large gem, full face helm, belt buckle, 

gauntlet. 

Who do you answer to? 
 

Blink 
Start with Might+1, Speed+1, Will-1 and Genius=0, then take 

+1 in any stat. 

 

Name: Blink, Speed, Flicker, Flash, Shift. 

Costume: choose two colours and one style. 

Yellow, red, blue, gold, purple. 

Sport clothes, street clothes, bodysuit, swimsuit, retro clothes. 

 

Respect: choose a different hero for each of the following. 

 You worked as a duo before the team formed: take +1 

respect with each other. 

 You assisted them in rebuilding their home or base; they 

take +1 respect with you. 

 They once protected someone you love; take +2 respect 

with them. 

 

 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

Faster than the human eye, but then you aren’t exactly human; 
nothing escapes your gaze and no-one escapes your reach. 
Fast, agile and alert, you run rings around your foes in the time 
it takes them to breathe. 
Blink Moves 

Choose two moves, then advance one move: 

 Hail of Blows: when you strike against multiple targets, you 

may reroll for free. 

 When you make this move, you may reroll both dice. 

 

 Sprint: when you press on, take +1 forward.  

 When you press on, take +2 forward. 

 

 Search Party: when you investigate, take +2 now if 

searching an area.  

 You may Take 10 for free when you make this move. 

 

 Dodge: when you steel yourself, on a hit you may remove 1 

pain and one tag. 

 When you steel yourself, on a hit you may remove 1 

pain and all your tags. 

 

 Momentum: recharge when you get 12+ for any basic move.  

 You may rise above your power limit when you make 

this move. 

 

 Fast Worker: you can complete any job you are capable of 

in less than a minute. 

 You can complete any job you are capable of in less 

than a second. 
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Adept: Having devoted your life to a study of obscure 

and difficult abilities, now you put your skill into practice. 

Title: Prefix your name with Doctor or Professor. 

Motif: book, staff, crystal ball, hooded cloak, occult 

symbol. 

How did you acquire your skills? 

 

Enigma: An amnesiac with no memory of your past or how 

you got your powers, you are seeking many answers. 

Title: Suffix your name with 'Man' or 'Woman'. 

Motif: locket, question mark, cane, full mask, cloak. 

What clue do you have to your past? 
 

 

Kid: One of your parents was a great hero (or villain) and 

you have learned what you know from them. 

Title: Suffix your name with 'Girl' or 'Boy'. 

Motif: cool trainers, ironic T-shirt, bat, skateboard, 

backpack. 

How do your parents feel about your heroics? 

 

Token: You have come into possession of a remarkable 

artifact which grants amazing powers to its bearer. 

Title: Suffix your name with the type of token you have. 

Motif: Bandana, heavy gloves, icon of your token, welding 

goggles, glowing aura. 

Where does your token come from? 

 

Claw 
Start with Might+1, Speed+1, Will-1 and Genius=0, then take 

+1 in any stat. 

 

Name: Claw, Wild, Beast, Savage, Fang. 

Costume: choose two colours and one style. 

Brown, green, orange, black, animal print. 

Furs, outdoor clothes, bodysuit, street clothes, rough clothes. 

 

Respect: choose a different hero for each of the following. 

 You are in a relationship with them or their sibling: take 

+1 respect with each other. 

 You scared off the bullies who were giving their secret 

identity a hard time; they take +1 respect with you. 

 They took you in and gave you a place to call home: take 

+2 respect with them. 

 

 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

You are savage and primal, a hybrid with the intelligence of a 
human being but the ferocity of a wild animal. Faster, stronger 
and more determined to survive, this city is your jungle and 
you are king of it. 
Claw Moves 

Choose two moves, then advance one move: 

 Fury: when you strike targets barehanded, you cause +1 

pain.  

 Recharge when you cause a target 1+ pain. 

 

 Rapid Healing: you may remove 1 pain before any roll but 

take -1 now. 

 You don't take -1 now when you make this move. 

 

 Amphibian: you can move and act in water as easily as you 

do on dry land.  

 Take +1 forward when moving from water to dry land or 

vice versa. 

 

 Animal Control: when you speak to animals, roll+genius; on 

a 10+, choose two; on a 7-9, choose one. You may use the 

senses of the nearest animal, give the nearest animal an order, 

call any animal closer to you or give the nearest group of 

animals the order to attack. 

 On a 12+, choose three. 

 

 Adrenaline: raise your power limit by 1.  

 Start every session with 1 more power than your limit. 

 

 Charge: when you press on through a group of foes, you 

may reroll for free. 

 When you make this move, on a hit any foes in your way 

take +1 pain. 
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Ancient: Preserved from the past or having lived through 

the ages, you were born a long time ago. 

Title: Prefix your name with Mother or Father. 

Motif: pocket watch, quill, old weapon, heart, diamond. 

How have you lived this long? 
 

Outsider: The last survivor of an alien race or a future 

catastrophe, taking refuge amongst humanity. 

Title: Use your name alone, with no changes or additions. 

Motif: starburst, breathing mask, hourglass, jewelled 

headband, alien symbol. 

How did you survive? 
 

Project: Made or modified in a laboratory, you are both 

more and less than human. 

Title: Prefix your name with a military rank. 

Motif: shield, helmet, star, goggles, capital letters. 

Who created you? 
 

Token: You have come into possession of a remarkable 

artifact which grants amazing powers to its bearer. 

Title: Suffix your name with the type of token you have. 

Motif: Bandana, heavy gloves, icon of your token, welding 

goggles, glowing aura. 

Where does your token come from? 

 

Flux 
Start with Might-1, Speed+1, Will+1 and Genius=0, then take 

+1 in any stat. 

 

Name: Flux, Morph, Nobody, Mask, Mimic. 

Costume: choose two colours and one style. 

Purple, yellow, green, orange, polka dots. 

Body suit, swimsuit, street clothes, uniform, robes. 

 

Respect: choose a different hero for each of the following. 

 You continually play silly gags on each other with your 

powers: take +1 respect wiith each other. 

 You were the only one who believed their extraordinary 

story: they take +1 respect with you. 

 They helped stabilise you when your powers turned 

against you: take +2 respect with them. 

 

 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

Who are you? You wear so many faces that it can be hard to 
hold onto your own identity; your body changes and twists as 
you will, taking on a hundred forms every day. Taking down 
your foes in a fight isn’t for you: you prefer to be more 
flexible... 
Flux Moves 

Choose two moves, then advance one move: 

 Stretchy: when you strike,  your targets are never beyond 

your reach.  

 When you strike, add to the list of options "Drag the 

target to your position." 

 

 Metamorphose: when you investigate, take +2 now if 

imitating someone trusted by those you’re questioning.  

 You may Take 10 for free when you make this move. 

 

 Long Limbs: You can reach any object you can see.  

 When you press on while on foot,  you may reroll for 

free. 

 

 Bounce Back: when you stand firm against a physical force, 

on a hit it takes +1 pain.  

 You may reroll for free when you make this move. 

 

 Manipulation: when you persuade, take +2 now if you are 

imitating someone they trust.  

 You may Take 10 for free when you make this move. 

 

 Shrink: You can reduce yourself to the size of a mouse.  

 Take +1 forward when you return to normal size. 
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Ancient: Preserved from the past or having lived through 

the ages, you were born a long time ago. 

Title: Prefix your name with Mother or Father. 

Motif: pocket watch, quill, old weapon, heart, diamond. 

How have you lived this long? 
 

 

Cursed: Condemned by other worldly forces for your 

crimes, now you must atone for the harm you caused. 

Title: Prefix your name with 'The'. 

Motif: skull, chains, bones, ragged cloth, sword. 

Why were you cursed? 
 

Scion: Heir to a distant or mythical land, you stand above 

your people but have much to learn about them. 

Title: Prefix your name with a noble title. 

Motif: crown, sceptre, coat of arms, cloak, medallion. 

Why are you here? 
 

Vessel: Chosen by a higher power to serve as their agent, 

your abilities come with responsibilities. 

Title: Prefix your name with a colour. 

Motif: ring, large gem, full face helm, belt buckle, 

gauntlet. 

Who do you answer to? 
 

Frost 
Start with Might+1, Speed=0, Will+1 and Genius-1, then take 

+1 in any stat. 

 

Name: Frost, Ice, Zero, Chill, Winter. 

Costume: choose two colours and one style. 

White, light blue, dark blue, silver, clear. 

Furs, winter clothes, swimsuit, sport clothes, elegant clothes. 

 

Respect: choose a different hero for each of the following. 

 You once worked together to save the city from a natural 

disaster: take +1 respect with each other. 

 You forgave them when they mistook you for an enemy: 

they take +1 respect with you. 

 They freed you from unjust imprisonment: take +2 respect 

with them. 

 

 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

The warmth of your heart belies your cold, hard exterior; 
though at home in sub-zero temperatures, the fires of justice 
and mercy burn within you. When you shout "Freeze!" you 
really mean it. 
Frost Moves 

Choose two moves, then advance one move: 

 Freeze Ray: when you strike,  on a 10+ you may tag the 

target with frozen. 

 On a 7-9, you may spend 1 power to make your target 

frozen instead of letting them choose an option. 

 

 Icy Breath: when you rescue, take +2 now if saving targets 

from fire or extreme heat. 

 You may Take 10 for free when you make this move. 

 

 Wall of Ice: when you stand firm, take +2 now if stopping 

foes from escaping.  

 You may Take 10 for free when you make this move. 

 

 Ice Sculpture: you can create any small object out of ice in 

seconds.  

 You can create any large object out of ice in seconds. 

 

 Heat Vision: you can see things by the heat they give off.  

 You can follow the trail of heat left by anything. 

 

 Frozen Slide: You can create an icy pathway to destinations 

that are not at ground level. 

 When you use this move to press on, you may reroll for 

free. 

 

When a target is frozen, they are unable to move their limbs or 

joints and remain stuck to the spot; they cease to be frozen 
when the ice they are encased in is melted or chipped away. 
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Adept: Having devoted your life to a study of obscure 

and difficult abilities, now you put your skill into practice. 

Title: Prefix your name with Doctor or Professor. 

Motif: book, staff, crystal ball, hooded cloak, occult 

symbol. 

How did you acquire your skills? 
 

Cursed: Condemned by other worldly forces for your 

crimes, now you must atone for the harm you caused. 

Title: Prefix your name with 'The'. 

Motif: skull, chains, bones, ragged cloth, sword. 

Why were you cursed? 
 

Enigma: An amnesiac with no memory of your past or how 

you got your powers, you are seeking many answers. 

Title: Suffix your name with 'Man' or 'Woman'. 

Motif: locket, question mark, cane, full mask, cloak. 

What clue do you have to your past? 
 

Token: You have come into possession of a remarkable 

artifact which grants amazing powers to its bearer. 

Title: Suffix your name with the type of token you have. 

Motif: Bandana, heavy gloves, icon of your token, welding 

goggles, glowing aura. 

Where does your token come from? 

 
 

Mystery 
Start with Might-1, Speed=0, Will=0 and Genius+2, then take 

+1 in any stat. 

 

Name: Mystery, Enigma, Psion, Strange, Madness. 

Costume: choose two colours and one style. 

Grey, silver, purple, green, blue. 

Robes, smart clothes, simple clothes, elegant clothes, old 

clothes. 

 

Respect: choose a different hero for each of the following. 

 You were once both in pursuit of the same ancient & 

powerful artifact: take +1 respect with each other. 

 Your  powers lead you to them in their time of need: they 

take +1 respect with you. 

 A glimpse of their future has shown you their great 

destiny: take +2 respect with them. 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

The human mind is capable of so much, but so few people use 
it to its full potential; not you though. You have opened the 
gates of your subconscious and tapped the energies residing 
there; now, everybody’s mind is an open book to you. 
Mystery Moves 

Choose two moves, then advance one move: 
Psychic Attack: when you strike, roll+genius instead of 

roll+might. 

 When you strike targets with living brains, you have 

1AP. 

 

 Mind Reading: when you investigate, take +2 now if 

questioning a suspect.  

 You may Take 10 for free when you make this move. 

 

 Hypnosis: when you persuade,  on a 10+ your target 

becomes enthralled. 

 When a target becomes enthralled, they give you +1 to 

any move you order them to help you with. 

 

 Telekinesis: you can move any small object you can see into 

your hand.  

 You can manipulate any small object you can see as if 

you were holding it. 

 

 Telepathy: you can send thoughts to other heroes on your 

team, wherever they are.  

 Other heroes on your team can send thoughts to you, 

wherever you are. 

 

 Precognition: when you investigate, you may ask a question 

about what is yet to happen.  

 When you make this move, take +1 forward if you 

respond the way the MC suggests. 

 

When a target is enthralled, they can take no action other 

than obeying your orders. They cease to be enthralled if they 

take pain or any other tag.   
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Accidental: Whether by genetics or a freak occurrence 

later in life, your powers are an accident. 

Title: Prefix your name with Ms. or Mr. 

Motif: helix, eye mask, atom, concentric circles, cool 

shades. 

Who else was affected by your accident? 
 

Ancient: Preserved from the past or having lived through 

the ages, you were born a long time ago. 

Title: Prefix your name with Mother or Father. 

Motif: pocket watch, quill, old weapon, heart, diamond. 

How have you lived this long? 
 

 

Outsider: The last survivor of an alien race or a future 

catastrophe, taking refuge amongst humanity. 

Title: Use your name alone, with no changes or additions. 

Motif: starburst, breathing mask, hourglass, jewelled 

headband, alien symbol. 

How did you survive? 
 

Kid: One of your parents was a great hero (or villain) and 

you have learned what you know from them. 

Title: Suffix your name with 'Girl' or 'Boy'. 

Motif: cool trainers, ironic T-shirt, bat, skateboard, 

backpack. 

How do your parents feel about your heroics? 
 

Paragon 
Start with +1 in any three stats; the fourth =0. 

 

 

Name: Amazing, Incredible, Fantastic, Wonder, Marvel. 

Costume: choose two colours and one style. 

Red, white, blue, yellow, silver. 

Body suit, uniform, battle clothes, street clothes, work clothes. 

 

Respect: choose a different hero for each of the following. 

 Everyone knows of your heroic exploits: each other hero 

takes +1 respect with you. 

 You have a crush on them or their sibling: take +1 respect 

with them. 

 They know what your secret weakness is and protect you 

from it: take +2 respect with them. 

 

 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

When people talk about superhumans, they mean you: 
stronger, faster, tougher and gifted with incredible powers, 
you are the paragon against which all others are measured. So 
many look up to you, you cannot afford to fail them. 
Paragon Moves 

Choose two moves, then advance one move: 

 Super Strength: when you stand firm, take +2 now if 

holding back a massive object.  

 You may Take 10 for  free when you make this move. 

 

 Super Speed: when you press on, take +2 now if outracing a 

moving threat.  

 You may Take 10 for free when you make this move. 

 

 Flight: you can fly from place to place at great speed.  

 You have 1armour while airborne. 

 

 Saviour: when you rescue innocent bystanders, on a hit you 

also recharge. 

 You may reroll for free when you make this move. 

 

 Hypersenses: when you investigate, take +2 now if trying to 

find a specific person or object you are familiar with. 

 You may Take 10 for free when you make this move. 

 

 Inspirational: you can take the pain meant for any other 

hero on your team while present in a scene with them; mark 

experience. 

 When you take pain for another hero, they take +1 

forward. 
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Outsider: The last survivor of an alien race or a future 

catastrophe, taking refuge amongst humanity. 

Title: Use your name alone, with no changes or additions. 

Motif: starburst, breathing mask, hourglass, jewelled 

headband, alien symbol. 

How did you survive? 
 

Scion: Heir to a distant or mythical land, you stand above 

your people but have much to learn about them. 

Title: Prefix your name with a noble title. 

Motif: crown, sceptre, coat of arms, cloak, medallion. 

Why are you here? 
 

Vessel: Chosen by a higher power to serve as their agent, 

your abilities come with responsibilities. 

Title: Prefix your name with a colour. 

Motif: ring, large gem, full face helm, belt buckle, 

gauntlet. 

Who do you answer to? 
 

Suit: Lacking powers of your own, you have built or 

acquired a suit which possesses them. 

Title: Prefix your name with a metal, e.g. Iron, Gold, etc. 

Motif: it's a suit of powered armour! 

How did you acquire your suit? 
 

Pulse 
Start with Might+1, Speed+1, Will-1 and Genius=0, then take 

+1 in any stat. 

 

Name: Pulse, Blast, Power, Energy, Force. 

Costume: choose two colours and one style. 

White, yellow, silver, gold, light blue. 

Bodysuit, protective clothes, robes, retro clothes, naked. 

 

Respect: choose a different hero for each of the following. 

 You have a common enemy: take +1 respect with each 

other. 

 You bested them in a friendly contest: they take +1 

respect with you. 

 They devised a way to safely bleed off your excess energy: 

take +2 respect with them. 

 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

Crackling, whip-like energy courses through your  veins, the 
Promethean gift made flesh; at your will, the power leaps and 
dances, lashing your foes and protecting your allies, as long as 
you stay in control... 
Pulse Moves 

Choose two moves, then advance one move: 

 Energy Blast: when you strike with an energy blast, you have 

1AP.  

 Your energy blasts do +1 harm. 

 

 Force Field: you can project a force field around yourself 

and those in proximity to you. 

You can project your force field around large areas. 

 

 Flare: everyone within medium range becomes stunned.  

When you make this move, you may spend power 1-for-

1 to exclude individual targets. 

 

 Aura: you have 1armour.  

 Recharge each time you take pain. 

 

 Meltdown: you can destroy small objects by touch.  

 You can destroy medium sized objects by touch. 

 

 Supercharge: you may recharge another hero by touching 

them and spending 1 power; mark experience. 

You may use this move on any other hero you can see, 

without touching them.  

 

When a target is stunned, they are unable to spend power in 

any way, but they can take other actions as normal; this can 

deprive NPCs of the ability to use some special moves. A 

target ceases to be stunned when they take a short time to rest 

or recover their senses.  
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Adept: Having devoted your life to a study of obscure 

and difficult abilities, now you put your skill into practice. 

Title: Prefix your name with Doctor or Professor. 

Motif: book, staff, crystal ball, hooded cloak, occult 

symbol. 

How did you acquire your skills? 
 

Cursed: Condemned by other worldly forces for your 

crimes, now you must atone for the harm you caused. 

Title: Prefix your name with 'The'. 

Motif: skull, chains, bones, ragged cloth, sword. 

Why were you cursed? 
 

Enigma: An amnesiac with no memory of your past or how 

you got your powers, you are seeking many answers. 

Title: Suffix your name with 'Man' or 'Woman'. 

Motif: locket, question mark, cane, full mask, cloak. 

What clue do you have to your past? 
 

Kid: One of your parents was a great hero (or villain) and 

you have learned what you know from them. 

Title: Suffix your name with 'Girl' or 'Boy'. 

Motif: cool trainers, ironic T-shirt, bat, skateboard, 

backpack. 

How do your parents feel about your heroics? 
 

Shadow 
Start with Might-1, Speed+1, Will=0 and Genius+1, then take 

+1 in any stat. 

 

Name: Shadow, Shade, Night, Silhouette, Darkness. 

Costume: choose two colours and one style. 

Black, white, grey, dark blue, camouflage. 

Street clothes, smart clothes, bodysuit, shabby clothes, ninja. 

 

Respect: choose a different hero for each of the following. 

 You were once on an undercover mission with them: take 

+1 respect with each other. 

 You agreed to keep their secret: they take +1 respect with 

you. 

 They vouched for your innocence when you were being 

framed: take +2 respect with them. 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

When people see a figure out of the corner of their eye but 
there’s nobody there when they turn around, that was 
probably you. You’re the imaginary friend, the rumour, the 
whisper in the breeze... 
Shadow Moves 

Choose two moves, then advance one move: 

 Surprise Attack: take +1 now if you are the first to strike in 

any scene. 

 When you make this move, on a hit you may become 

hidden. 

 

 Shadow Walk when you press on, on 10+  you may become 

hidden. 

 When you press on, on a hit you may become hidden. 

 

 Element of Surprise: you start every scene hidden. 

 Take +1 to any move you make while hidden. 

 

 Discreet: when you investigate, on a hit you leave no 

evidence of your investigation that anyone else can follow up 

 When you walk into a trap as a result of investigating, 

you immediately become hidden. 

 

 Escape Route: when you press on, take +2 now if you are 

leaving the scene. 

 Recharge when you make this move. 

 

 Resourceful:  raise your power limit by 1. 

 Recharge at the start of every scene you are in. 

 

Being hidden means having concealment from normal sight 

and therefore being immune to moves or actions that 

specifically target you; you cease to be hidden when you 

engage in a direct confrontation with anyone else. 
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Accidental: Whether by genetics or a freak occurrence 

later in life, your powers are an accident. 

Title: Prefix your name with Ms. or Mr. 

Motif: helix, eye mask, atom, concentric circles, cool 

shades. 

Who else was affected by your accident? 
 

Project: Made or modified in a laboratory, you are both 

more and less than human. 

Title: Prefix your name with a military rank. 

Motif: shield, helmet, star, goggles, capital letters. 

Who created you? 
 

Scion: Heir to a distant or mythical land, you stand above 

your people but have much to learn about them. 

Title: Prefix your name with a noble title. 

Motif: crown, sceptre, coat of arms, cloak, medallion. 

Why are you here? 
 

Suit: Lacking powers of your own, you have built or 

acquired a suit which possesses them. 

Title: Prefix your name with a metal, e.g. Iron, Gold, etc. 

Motif: it's a suit of powered armour! 

How did you acquire your suit? 
 

Titan 
Start with Might+2, Speed=0, Will=0 and Genius-1, then take 

+1 in any stat. 

 

Name: Titan, Goliath, Behemoth, Atlas, Juggernaut. 

Costume: choose two colours and one style. 

Red, black, brown, yellow, purple. 

Work clothes, battle clothes, bodysuit, swimsuit, robes. 

 

Respect: choose a different hero for each of the following. 

 You fought each other to a standstill the first time you 

met: take +1 respect with each other. 

 You stood between them and certain death once: they 

take +1 respect with you. 

 They are an elder hero you've always admired: take +2 

respect with them. 

Origin 

Choose one ; this provides you with a title, motif and a 
question to answer:

You are strength, personified; what other heroes do with 
clever and amazing talents, you achieve with sheer, raw, 
physical power. You bench press battleships to keep in shape 
and can shrug off a grenade exploding in your hands like it 
was a papercut. 
Titan Moves 

Choose two moves, then advance one move: 

 Improvised Weapon: when you fight foes,  do +1 harm if 

using oversized objects as weapons. 

 When you fight foes, you may reroll for free if using 

oversized objects as weapons. 

 

 Irresistible Force: when you press on, take +2 now if headed 

straight for the bad guys.   

 You may Take 10 for free when you make this move. 

 

 Immovable Object: when you stand firm, take +2 now if 

holding back any massive object.  

 You may Take 10 for free when you make this move. 

 

 Toughened Skin: you have 1armour.  

 You have 2armour. 

 

 Push Harder: you may take 1pain to recharge at any time, 

but you cannot then steel yourself for the rest of the current 

scene.  

 You may take pain instead of spending power 1-for-1 

but you cannot then steel yourself for the rest of the 

current scene. 

 

 Body Slam: you can punch the ground causing a mini-

quake; this knocks everyone off their feet, interrupting their 

actions, and causes collateral damage. 

  Recharge when you make this move. 
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You were once a being of pure force, existing in an 
abstract state, without identity; then you became human 
and started to learn what that meant. Now you feel a 
responsibility to them and use your natural abilities to 
protect them where you can. 
Motif:  head dress, full cape, helmet, gemstone, 

outrageous hairstyle. 

 

Choose an answer to each question. 
What is your sphere? A physical force, something living, a 

natural process, an event, a social concept. 

 

 

 

How did you become human? By accident, by choice, by 

enemy action, part of a cycle, commanded to by an even 

higher power. 

 

 

 

 

When will you return to your old existence? In 100 years, 

when you learn a lesson, when a threat is averted, when 

they summon you back, never. 

 

 

 

 

Xtra: Avatar 
Start with Might-1, Speed+1, Will+1 and Genius=0, then take 

+1 in any stat. 

 

Name: Translate your sphere into any other language, with any 

title of your choice. 

Costume: choose two colours and one style. 

Red, yellow, blue, green, white. 

Robes, body suit, swimsuit, elegant clothes, retro clothes. 

 

Respect: choose a different hero for each of the following. 

 They helped you learn about the world when you first 

arrived here: take +1 respect with each other. 

 They have had a long term interest or connection with 

your sphere: they take +1 respect with you. 

 You've learned an important lesson about humanity from 

them: take +2 respect with them. 

Origin 

You get this one; this provides you with a motif and  questions 
to answer:

What is merely a fact of nature to you seems like the most 
wondrous power to these humans; you never realised how 
extraordinary your ability to command fundamental forces was 
until you saw yourself through their eyes. 
Avatar Moves 

Choose two moves, then advance one move: 

 Cosmic Force: you can take power above your limit.  

 When anyone supports you, they may take power above 

their limit. 

 

 Loci: take +1 ongoing when in a place that aligns with your 

sphere.  

 Take +2 ongoing when in a place that aligns with your 

sphere. 

 

 Resonance: you never take pain from your sphere.  

 Recharge instead of taking pain from your sphere. 

 

 Omnipresent: spend 1 power to teleport instantly to any 

location or event that aligns with your sphere. 

 You can make this move for free. 

 

 Sensitivity: when you investigate, take +2 now if 

investigating your sphere.  

 You may Take 10 for free when you make this move. 

 

 Nemesis: when you are threatened by an opposing sphere, 

take +1 pain and mark experience. 

 Take +1 ongoing against opposed spheres. 
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They tried to break you; they took a good honest man 
and destroyed everything you loved right in front of you. 
Their mistake was in thinking that would be enough; now, 
you’re going to make them pay. 
Motif: knife, target, noose, playing card, gun. 

 

Choose an answer to each question. 
Who wronged you? The government, a crime cartel, big 

business, a conspiracy, you don't know. 

 

 

 

 

What did they take? Your family, your identity, your 

business, your reputation, your dream. 

 

 

 

 

What have you got left to lose? A loved one, a secret, 

your honour, your life, the world. 

 

 

 
 

Xtra: Avenger 
Start with Might+1, Speed-1, Will+1 and Genius=0, then take 

+1 in any stat. 

 

Name: Use any variant of Death, Justice, Revenge, Soldier or 

Weapon, with any title of your choice. 

Costume: choose two colours and one style. 

Black, brown, grey, dark red, camouflage. 

Work clothes, battle clothes, bodysuit, uniform, street clothes. 

 

Respect: choose a different hero for each of the following. 

 They fought for you when you lost everything else: take 

+2 respect with them. 

 You solved their problem for them, using violence: they 

take +1 respect with you. 

 You're a renegade who doesn't play by the rules: tell 

everyone else to take respect=0 with you, overriding 

whatever their playsheet says. 

Origin 

You get this one; this provides you with a motif and  questions 
to answer:

You don’t have any fancy powers or magical gifts, just your 
determination not to give in, no matter what it costs you. Grit 
your teeth through the pain and keep on going, because at the 
end of your journey, you will mete out the justice that is 
deserved. 
Avenger Moves 

Choose two moves, then advance one move: 

  Vendetta: when you strike, mark experience if you fill a 

foe's last pain shield. 

 When you strike,  on a hit they take +1 pain, no matter 

which option is chosen. 

 

 Intimidation: when you investigate, take +2 now if 

questioning someone, but they take +1 pain.  

 You may Take 10 for free when you make this move. 

 

 Grit: take +1 ongoing as long as you have the most pain of 

any hero.  

 Take +1 ongoing as long as you have at least 1 pain. 

 

 Sharp Shooter: you can always take a shot, regardless of 

distance, cover or darkness.  

 Take +1 now when firing a gun for any reason. 

 

 No Compromise: when you stand firm, take +2 now if 

refusing to negotiate with someone.  

 Take +1 forward to persuade your target after getting a 

hit on this move. 

 

 By Any Means: take +1 now when performing any criminal 

act.  

 When you perform a criminal act, you may recharge 

instead of taking +1. 
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You’re a genius, plain and simple, able to build devices 
that leave the rest of the scientific community scratching 
their heads. Unfortunately, some of your work has been 
misused, so it’s down to you to correct things. 
Motif: cog, lightning bolt, lab coat, power meter, your 

first gadget. 

 

Choose an answer to each question. 
Why are you so smart? Prodigy, mutant, medical 

intervention, robot, alien. 

 

 

 

 

Who's abused your work? A family member, a rival, the 

military, big business, a foreign power. 

 

 

 

 

What's the drawback to your work? It's radioactive, it's 

corrosive, it's toxic, it needs a rare element, it's self-

aware. 

 

 

 
 

Xtra: Gadgeteer 
Start with Might-1, Speed+1, Will=0 and Genius+1, then take 

+1 in any stat. 

 

Name: Use any variant of Science, Technology, Tool, 

Mechanic or Inventor, with any title of your choice. 

Costume: choose two colours and one style. 

White, silver, black, gold, steel. 

Lab clothes, retro clothes, futuristic clothes, street clothes, 

protective suit. 

 

Respect: choose a different hero for each of the following. 

 You studied together at university: take +1 respect with 

each other. 

 You maintain their base or vehicle: they take +1 respect 

with you. 

 They saved the city from one of your experiments gone 

wrong: take +2 respect with them. 

Origin 

You get this one; this provides you with a motif and  questions 
to answer:

Such wonderful toys! Any job worth doing is worth building a 
gadget for and there’s nothing that those superhuman 
weirdoes can do that you can’t replicate with science! Just 
remember to drop it and run when the red light comes on! 
Gadgeteer Moves 

You get this one:  

  Gadget: choose a move from any other playsheet and 

describe a gadget you have built which does that; gadgets can 

be given to other characters, lost or stolen. If the result on 

your dice is 6 or less when using this gadget, it breaks down 

and cannot be used again this session but is repaired in time 

for the next one. You may choose to take this move again 

whenever you take a move from this playsheet.  

 Advance the move this gadget performs. 

 

Then choose one move and advance one move: 

 Gizmo: you may create a temporary gadget once per 

session; you do not get to keep it for the next session.  

 You may tinker with your gizmo once per session to give 

it a different style move. 

 

 Maximum Overdrive: when you use a gadget or gizmo that 

lets you roll dice, you may reroll for free.  

 When you use a gadget or gizmo that lets you roll dice, 

you may Take 10 for free. 

 

 Power Cells: you may break any gadget or gizmo you are 

holding and recharge; you may not repair it before the end of 

the session.  

 Recharge to one more than your power limit when you 

make this move. 
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Advances 
 

When your experience reaches 5, reset it to zero and choose 

an advance from the following list: 

 Take +1 in any stat (max.3) 

 Take +1 in any stat (max.3) 

 Raise your power limit by 1. 

 Raise your power limit by 1. 

 Advance a basic move. 

 Advance a basic move. 

 Take another move from your style. 

 Take another move from your style. 

 Take a move from another style. 

 Advance a style move. 

 Gain a pain shield. 

 

Once you have taken 5 advances from the above list, you may 

also take advances from this list: 

 Take +1 in any stat (max.3) 

 Take +1 in any stat (max.3) 

 Raise your power limit by 1. 

 Raise your power limit by 1. 

 Advance a basic move. 

 Take any style move. 

 Advance any move. 

 Gain a pain shield. 

MC Guidance 
 

Here are some of the things the MC should be doing in the 

game; after making any move, the MC needs to direct a 

question at the heroes. 

 Threaten Bystanders: make a move to place innocents or 

others in danger. 

o "The train hits the break in the tracks and begins to 
tilt over; what do you do?" 

o "Your boyfriend is standing in the crowd beneath the 
falling helicopter; what do you do?" 

 Bypass Obstacles: the threat overcomes whatever is 

currently standing in its way. 

o "The wall of water hits the temporary dam and 
sweeps it away; what do you do?" 

o "An explosion takes the door of the bank vault off; 
what do you do?" 

 Capture Goals: have the villains acquire what they set out 

to claim. 

o "The thugs have loaded the drums of chemical into 
the back of their van; what do you do?" 

o "The president is beamed up into the alien 
spacecraft; what do you do?" 

 Destroy Property: cause collateral damage to the 

surrounding area. 

o "The gas main explodes, spraying flames across the 
street; what do you do?" 

o "Rocks rain from the sky, smashing through buildings; 
what do you do?" 

 Neutralise Heroes: place a hero in a trap or attack them 

directly. 

o "The doors to the bunker slam closed behind you; 
what d you do?" 

o "The monster stomps its mighty foot down on top of 
you; what do you do?" 

There are many moving parts in each scene, consisting of the 

heroes, the villains, bystanders, natural forces and much more, 

but each hero can only tackle one thing at a time and only in 

the way they have chosen to tackle it. When something is left 

unattended by the heroes, it happens as announced: for 

example, if a villain fires a gun at a crowd of bystanders, then a 

hero has a choice of rescuing the bystanders or striking the 

villain. 

 If they choose to rescue, then the villain will get to act 

again before the hero can stop them. 

 If they choose to strike, they might bring the villain down 

but not before some bystanders have been injured. 

 

As MC, keep offering the heroes hard choices: do they do what 

is right, what is merciful or what is pragmatic? Make them 

trade off short term benefits against long term costs and vice 

versa and have the public respond honestly to their choices: if 

they opt to capture the villains instead of saving lives, they are 

unlikely to be popular, no matter how sensible that course of 

action is. 

 

Keep in mind that heroes in this hack are much tougher and 

more competent than in other games using the AW engine: 

successes are easier to come by and the PCs are harder to kill, 

so overall, you can hit them much harder than usual and have a 

reasonable expectation that they can bounce back. Don't be 

afraid to raise the stakes: these are the tales of epic 

superheroes, so they will rarely have a 'casual' encounter, 

almost everything they get involved in turns into a life or 

death struggle. Most ordinary sources of damage (unpowered 

civilians, natural forces, standard weapons, etc.) cause 1pain 
but anything superpowered or larger than life will always 

cause at least 2pain; once you factor in bonuses from 7-9 

results, heroes will often be taking 2-3 pain on a single move. 

There should be enough potential pain for the players to 

question whether they risk responding directly to your next 

move or should they let it happen while they steel themselves. 

 

As an alternative to causing direct pain (remember to be a fan 

of your heroes, don't seek their deaths arbitrarily) you can use 



special moves to tag them with various conditions. Most 

supervillains, natural disasters or other significant threats can 

be described by one or two special moves they perform. Here 

is a list of suggested tags you can use on the heroes, including 

some already defined on the playsheets; all of these can be 

removed by steeling yourself or by taking a common sense 

action to remove them, e.g. if someone chips away the ice 

surrounding you, you are no longer frozen. 

 Bleeding: losing blood, take 1pain when this tag is 

removed; you can be bleeding multiple times. All 

bleeding tags are automatically removed at the end of 

the scene. 

 Blinded: unable to see clearly, therefore unable to take 

any action at range. 

 Burned: scorched by fire, add 1 to all other pain you take; 
burned and frozen always cancel each other out. 

 Enthralled: you can take no action other than obeying the 

orders of the one who enthralled you. You cease to be 

enthralled if you take pain or any other tag. 

 Ensnared: trapped or tied up, therefore unable to move 

from your current spot. 

 Frozen: locked in ice, you are unable to act or react in any 

way;  frozen and burned always cancel each other out. 

 Panicked: shaken and uncertain, any opponent can erase 

this tag during the scene to dictate your next move. 

 Poisoned: sick or contaminated, take 1pain that bypasses 

armour every time you roll dice. 

 Shocked: zapped by high energy, heroes take -1 ongoing. 

 Stunned: dazed and disoriented, unable to spend power. 

 Wounded:  badly injured, you are unable to remove pain 

while you have this tag; you can be wounded multiple 

times. 

 

 

 


