General

This document covers various powers, power advantages, power limitations, and power frameworks for the Twilight campaign. Mostly this is just a set of guidelines and recommendations.
Powers

Stackability of powers may vary depending on circumstance, special effect, and balance. Nonstackable powers may be allowed an extra -¼ limitation. In general, defenses should not be stackable (they are already cheap enough anyway).

Absorption*:

Aid:

Armor: This should be used mostly for magic items, not spells. Use Force Field or Force Wall instead for spells.

Change Environment:

Characteristics*: Aid is preferred, though the GM may allow characteristics in some instances.

Clairsentience**: Requires GM approval. Strictly limited, should not be reliable. Scrying is appropriate and will generally be allowed with suitable limitations.

Clinging:

Damage Reduction*: Anything over 50% requires GM approval.

Damage Resistance:

Darkness:

Density Increase:

Desolidification**: Appropriate, but strictly limited.

Dispel: No blanket dispels that affect everything.

Drain: For “permanent” drain, use transform instead with a means of reversal.

Duplication*: Try to avoid.

Ego Attack:

Endurance Reserve: Required, with slow recovery.

Energy Blast:

Enhanced Senses:

Entangle:

Extra-Dimensional Movement**: GM approval, potential to derail plots. Strictly limited.

Extra Limbs:

Fast-than-Light Travel**: NO

Find Weakness*:

Flash:

Flash Defense:

Flight*: Should be device- or transformation-based. Strictly limited otherwise.

Force Field:

Force Wall:

Gliding:

Growth:

Hand Attack:

Healing: TBD

Images:

Invisibility: Should be strictly limited.

Killing Attack Hand:

Killing Attack Ranged:

Knockback Resistance:

Lack of Weakness:

Leaping:

Life Support:

Luck:

Mental Defense:

Mental Illusions:

Mind Control:

Mind Link:

Mind Scan:

Missile Deflection*: Potentially very powerful.

Multiform: Alternate forms are built on the same base points (excluding XP) as the original character; all additional points in the form must come from disadvantages. The cost of the Multiform is based on the total points in the form. Thus, in a 75+75 campaign, a 125 point form would cost 25 character points, but must have at least 50 points of disadvantages. XP can be spent on the multiform; campaign limit is only 1 experience point out of 6 can be spent on the multiform, so that the alternate form does not increase faster than the base form.
In keeping with the recommendation in the Hero Rules FAQ, the base points for each alternate form will be 80% of the campaign base points. Thus, in a 75+75 point campaign, all alternate forms are built upon 60 points. All additional points must come from disadvantages. (FAQ: “If you’re willing to do the extra math, you can figure out the “point break” at which the true form’s (total points - points spent on Multiform) equal each alternate form’s total points. Then all the forms have the same capabilities.”)
Power Defense:

Running:

Shape Shift:

Shrinking:

Skills:

Stretching*: Rarely appropriate for fantasy.

Summon**: Must be for specific creature(s). Strictly limited.

Suppress:

Swimming:

Swinging:

Telekinesis:

Telepathy:

Teleportation:

Transfer:

Transform**: Appropriate, but easily abused. Strictly limited.

Tunneling:

* Expect GM to review these carefully.

** Get GM permission first, be open to alternatives.

Powers that must be strictly limited usually require complex casting, serious side effects, rare and expendable foci, and/or special conditions. Also they should be limited in scope.
Advantages

You cannot apply a naked advantage to an independent power, or someone else’s power, except with GM permission.

· Armor Piercing: Limited to x2.

· Autofire: Not unless you have a good reason.

· Charges: See charges under Limitations.

· Delayed Effect: Recommended in conjunction with Extra Time. Also a good way to have a combat spell that requires no skill roll.
· Explosion: Cannot be combined with Area Effect, too complicated.
· Indirect: Discuss with GM

· Lingering: Yes (see FH 257)

· Megascale: Discuss with GM
· Persistent: Not without permission and a very good reason.

· Reduced Endurance: All spells must cost END. Very minor spells may cast very little END, but bigger spells may require Extra Endurance. Endurance is a primary balance mechanism.

· Transdimensional: Discuss with GM

· Uncontrolled: Appropriate in some situations, discuss with GM
Limitations

· Charges: Allowed, but you must also take the limitation Costs Endurance (-½). All spells must have an Endurance cost. A continuing charge costs END to activate but then continues for a set period.
· Costs Endurance (-1/2): Required for all spells that don’t otherwise have an Endurance cost.

· Focus: Strongly encouraged for all spells

· Extra Time: Required for ritual spells.
· Requires a Skill Roll: Required for magical spells, but not for non-spell powers.

Power Frameworks

Elemental Control: No
Multipower: Discouraged, except for non-spell abilities (like demon powers), or in constructing a complex multifunction spell or device. All slots must be fixed.
Variable Power Pool: Required for spell-casters. See Magic document.
See the Magic document for more details.

All powers must be submitted to the GM for approval prior to the game.

