
Here's ZAP, a.k.a. [fill in a name very like your own], built at 250 points. Skim over the build just to get 
the idea, then look carefully at the Disadvantages. 
 
Strength 10 Dexterity 26 Constitution 20 Body 10 Intelligence 18 Ego 10 Presence 10 Comeliness 10 
Physical Defense 20 Energy Defense 25 Speed 5 Recovery 6 Endurance 40 Stun 25 
Cost = 129 
 
Luck 1d6, Damage Resistance (one-half) 
Cost = 20 
 
Visor: Observable Inaccessible Focus (+1/2 Limitation) 

 +1 Perception, 360 degree vision, Flash Defense 5  
Cost = 18 
 
Multipower 60 points: Zap Guns, Observable Inaccessible Focus (+1/2 Limitation); all the slots are ultras 
These are not standard energy weapons, they are merely a means for Zap to focus the power's innate 
energies; they cannot be easily grabbed away because there are two, and they can be replaced to some 
extent by random objects, like a pen or whatever 

 Zap: Energy Blast 8d6, No Range Modifier 

 Zap: Energy Blast 6d6, No Normal Defense (defense = ) 

 Zap: Energy Blast 8d6, Affects Desolid 

 Zap: Flash 6d6, One hex only (+1/2 Limitation) 
Cost = 55 
 
Elemental Control 30 points: Light – Cannot be used if zap guns are ready (+1 Limitation), Burnout 11- 
(+3/4 Limitation) This is what his powers are like if he can't focus through his fake pistols 

 Big Zap: Energy Blast 12d6 

 Energy Maelstrom: Teleport on self & others, Area Effect: Radius (+1 Advantage), No control 
over who or who goes where (+1 Limitation) 

Cost = 28 
 
Disadvantages (150 points) 

 15 Secret Identity 

 20 Pyschological Limitation: Code vs. Killing 

 10 Pyschological Limitation: Sheltered upbringing 

 20 Vulnerability: Sudden drastic shifts in illumination 

 15 Vulnerability: Hand-to-Hand Killing Attacks (they scare him) 

 15 Susceptibility: Water 

 5 Susceptibility: The NYN Dimension's energies 

 10 Dependency: Full-spectrum light radiation 

 20 DNPC: Jody, the best friend with bad habits 

 20 DNPC: Mom, who is very sensible 
 
The Disadvantages focus hard on the "oh my God what are these powers" concept, tied to the desire to 
retain one's normal life and very ordinary relationships, somewhat difficult as those may be. No Hunted, 
no Berserk, no Unusual Looks, no odd or neurotic Psychological Limitations. 
 



So let's ramp up those Disadvantages to 200 points, for a character total of 300. I'm not providing the 
new build on the "positive" side of the ledger – just imagine it as the same as before, merely with higher 
values in the attributes and more dice. 
 
Disadvantages: 50 additional points 

 10 Public Identity 

 5 Psychological Limitation (10): Resents adults 

 15 Berserk: Sees Killing Attacks 

 20 Hunted: NYN Dimension agents 
 
Doesn't seem like much? Nicely integrated with the previously listed ones? I beg to differ. Instead of a 
nice kid who just got powers, he or she is outed, hounded, conflicted, and frantic. Think there's any time 
for Jody and Mom, or more importantly, any reason to pay attention to who they even are? 
 
I submit that the same applies if no matter which additional Disadvantages were chose: two Hunteds 
instead of the Berserk, or adding DNPCs, or adding more Psychological Limitations.  
 
Consider the difference between this wad of conflicting Disadvantages vs. a shift, based on events in 
play, to reducing all the Susceptibilities, Vulnerabilities, and Dependency to their minimum values and 
adding a big and mighty personal Hunted. 


