INTRODUCTION ......oereeeercrereene 5
What's The Difference? ............c....... 5
Where Can | Get Some Help? ........... 5
What Else Is Qut There?................... 5

BASIC RULES AND CONCEPTS ......... 6
Game BasiCS.......coovvvviiiiiiieiien 6
Character Creation...........ccocveveevennnn 6
Combat......cccoeviiiieicce e 7
Character PointS..........ccccovvevevennen, 14
Restrictions On Spending Points ..... 15
What Not To Spend Points On......... 15
Character Design Guidelines .......... 15

CHARACTERISTICS........cccccerrenene. 17
Movement.......c.coovveveieviiciiee, 17
Explanation of Characteristics......... 17
Characteristics Table....................... 17
Other Characteristics Rules............. 19

SKILLS ...t 22
Buying SKillS.........coovevrviiiiiins 22
USiNg SKillS ...vovvveeeieiiceicecns 22
Skill Modifiers Table ...........ccoveveeinn 22
Skill Roll Table .......ccocoveevveeicinnan, 23
Time Chart ..o 23
The SKIll List.......ccoevveiieiiiicenn, 24
SKill Descriptions ........cccevvevveeevennas 25

PERQUISITES (PERKS).......ccccevuruene 31
Perk Descriptions...........cccevevvenen, 31

TALENTS ..o 32
Talent Descriptions ..........ccceveevenean 32
Perks and Talents Summary Table... 33

POWERS........coreerrererereraeeranaens 34
Special Effects.......ccovvvvriiiiiiennn, 34
General RUIBS........c.cooeevvivieia, 36
What Powers DO.........ccocevvivveinennns 36
Using POWETS .....ccovevveiiiieicice, 37
Categories of POWErS........c.ccccveeeen. 37

Adjustment Powers...........c.c........ 37
Attack POWErS........ccccoevviviiiiennn 38
Body-Affecting Powers................. 38
Defense POWErS .........ccovvevvenennen, 39
Mental POWErS ..........cccceveeveenane. 39
Movement POWErS..........c..ccveee. 40
Sense-Affecting Powers............... 40
Sensory POWErS ......c.ccoevevevvevennne 41
Size POWEIS ..o 41
Special POWErS........cccoeveverenennn 41
Standard POWers..........c.ccvceveee.e. 41
Power Descriptions...........c.ccveveeien, 45

ADVANTAGES ......c.cceeereerercrerenene 62
Buying Advantages ..........cc.ccevenen. 62
Using Advantages...........ccoeveeveunen. 62
Advantage Descriptions.................. 62

Advantages and Limitations
Calculations Tables.............c..c....... 66

TABLE OF CONTENTS

LIMITATIONS ......coorrrererecrenienens 67
Taking Limitations...........cccccvevnee. 67
Limitations Descriptions ................. 68

MULTIPOWERS...........ccccomrererreeren. 72

EXAMPLE POWERS ..........ccccoreeenne. 73
CYDEIWare.......c.covevvvivveecnereciena, 73
Psionic POWErS........c.ccovveeiviinean, 74
SPEIIS v, 75
Enchanted temS..........ccovevrvvennnn, 76
SUDPEIPOWETS ... 77

COMPLICATIONS .......cooceeerreernraennns 78
Complications Descriptions ............ 79
Experience POINS .......c..ccoevvevvenee. 83

SIZE TEMPLATES........ccccorecerernenen. 84

EXAMPLE CHARACTER................... 86

SENSES AND PERCEPTION............. 90
Perception ROlIS........cooeviviiiennnnn 90
Targeting And Nontargeting Senses 90
SENSE GroUPS.....ccvveveeeeiieiirnne, 90

ENTERING COMBAT...........ccccereene.. 91
Combat Basics ..........cccovveervrvinnn, 91
Game SCale.........ccoevvveeireiiin, 91
Combat TIme........cooevveiireiiininn, 91

The Speed Chart ........cccccevvvenane, 91
Beginning Combat............cccoeevee. 92
ACHONS v 92
Holding an Action...........cccccevvenee. 93
Aborting an Action ..........ccccevevnnen, 93

FIGHTING.........ccoovererrrernrerereernne 94
Attack Rolls and Combat Value ....... 94
The Attack Roll ..o, 94
Calculating OCV And DCV............... 95
Combat Sequence Checklist........... 95
Mental Combat............ccoeerirvinnnn, 96
Combat Modifiers ........ccoeevvrvennn, 96
Combat Maneuvers...........ccoeovevee. 98
Explanation Of Standard Maneuvers 98

DETERMINING DAMAGE ............... 101
Damage Class........ccccvvvvvvvrvennnnn, 101
Normal Damage Attacks............... 101
Killing Damage Attacks................. 101
Taking Damage............cccceeevennene. 101
Normal Damage .........cccccecevennane. 101
Effects of Damage ..........c.ccovevee. 103

SHUNNING v 103
Knockout .....cvovrveiiicriciie 103
INJUIY e, 103
Death .....ccoovevveeieeeee e 103

Knockback..........ccovevveeiiivinnn, 103

RECOVERY......cccoevrrererenerneernne 104
Holding Breath And Drowning....... 104
Recovering BODY........cccccoceevennane. 104

PRESENCE ATTACKS .........cccvverueee 105
EXAMPLE OF COMBAT................... 106
LIVING IN A DANGEROUS WORLD .110
BREAKING THINGS. .........c.ccoeruenen. 111
VEHICLES.........ooeeerirrerceeeerenens 113

Using VehiclesS ..., 115

Vehicles In Combat..................... 115
WEAPONS AND ARMOR........ccee.. 116
HERO SYSTEM GLOSSARY ........... 130

INAEX oo, 133



Hero System Basic Rules

IHTRODUGTION

he HERO System, the award-winning role-
playing game rules set that got its start as
Champions in 1981, is renowned for its
flexibility, customizability, and wealth of
detail. Instead of forcing players and GMs to create
characters based on a limited conception of how a
game should work, or requiring them to pick abili-
ties from a finite list, the HERO System lets you
design anything you want for your character and
campaign, however you want it. However, HERO’s
strengths come at the price of some complexity.
The HERO System has a lot of rules, terms, and
information — and sometimes that makes it seem
daunting to newcomers. Most gamers who give
it a try soon discover that its internal consistency
makes it much easier to learn than they thought,
but theres still an initial learning curve.

To make the learning process easier, Hero
Games presents the Basic Rulebook. The “BR” is a
set of easily-learned “core” rules that can get you up
and running in a HERO System game quickly.

What’s The Difference?

BR differs from the full HERO System rules
in just one major respect: the amount of details,
options, alternatives, and minor/special rules avail-
able. The core mechanics of the two systems — how
you make an Attack Roll or a Skill Roll, how char-
acters take damage, and so forth — are identical.
But where the HERO System might include ten
paragraphs and four special Power Modifiers to
explain a particular Power and provide ways for
gamers to customize it, BR probably only has a
couple of paragraphs. It leaves out a lot of the detail
and options of the full HERO System. The intent is
to pare the HERO System down to its most neces-
sary rules — that way you can easily learn them
before diving into the more complex, but much
richer, rules of the full system.

If you have a question about any element of
the BR rules, the best place to look for the answer is
the HERO System 6th Edition rulebook. It contains
hundreds of pages of additional information, rules,
explanation, examples, and options that BR does
not. As you explore more and more of the rules,
you'll gradually learn the full HERO System and
discover that it’s even more fun than BR.

Where Can | Get Some Help?

If the HERO System 6th Edition doesn’t have
the answers you seek, there are two other resources
you can turn to for help. The first is the message
boards at the Hero Games website:

www.herogames.com

The boards have hundreds of registered fans,
many of whom post every day. They’re one of
the friendliest, most enthusiastic communities in
gaming, and if you ask a question they’ll answer it
quickly.

Second, you can contact HERO System Line
Developer Steven S. Long directly by e-mail at
info@herogames.com. Steve is glad to answer ques-
tions from the fans about Hero’s rules or products.

What Else Is Out There?

Hero Games and the HERO System have
been around for nearly 30 years, so there are lots
of resources you can use with the BR. There are
tens of thousands of pages’ worth of HERO System
materials published by Hero Games for the various
editions of the HERO System, and they’re all easy to
adapt to the BR rules.

Buying books isn't the only way to get into the
game (though it’s one we hope you'll try eventu-
ally!). In addition to all the things you’ll find on the
Free Stuff page at www.herogames.com, there are
hundreds (if not thousands) of fan-created websites
containing HERO System characters, campaign set-
tings, house rules, and just about anything else you
can think of.

UPGRADING TO THE
FULL HERO SYSTEM

After you’ve worked with
the BR for a while, you’ll
probably find yourself
wanting to go beyond

it — to expand the

range of Skills, Powers,
Advantages, Limitations,
Combat Maneuvers, and
other game elements
available to you. If that’s
the case, you should
consider upgrading to
the full HERO System 6th
Edition rules. They come
in two books, Volume I
Character Creation and
Volume II: Combat And
Adventuring.

Because the BR rules are
the same as the HERO
System rules — just
minimized and simplified
— upgrading is easy. All
you have to do is start
adding elements from
the full rulebook to your
characters as you need
them. For example, if you
want to create a charac-
ter who'’s highly resistant
to damage, you could
pick up the 6t Edition
rulebook, learn about the
Power Damage Reduc-
tion, and buy it for your
character.

Sidebars throughout this
book list some of the
HERO System elements
the BR lacks, to give you
an idea of what you’ll
find in the 6 Edition
rulebook.



STANDARD HEIGHT
AND WEIGHT

For BR purposes, all
characters are 2 meters
tall and weigh 100 kilo-
grams (220 pounds).
Powers, Complications,
or other abilities they
buy may change this, but
that’s the defined “norm”
for the game.
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efore you proceed to the meat of the BR

rules, you should familiarize yourself with

some of the basic concepts of the game.

The text below also includes a short sum-
mary of the rules that you can refer to during the
game.

GAME BASICS

DICE

BR uses six-sided dice (d6) to resolve combat,
the use of Skills, and similar situations. The number
before the “d6” notation indicates how many dice to
roll; for example, 12d6 means 12 dice; 2d6+1 means
roll two dice and add one point to the total.

Most dice-rolling in BR requires you to roll
3d6 and get a result equal to or less than some
number. This is written in the text by a minus
sign (-) following the number. Thus, a Skill which
your character can perform successfully on an 11 or
less roll is written 11-.

Whenever you attempt any 3d6 roll — whether
an Attack Roll, Skill Roll, Characteristic Roll, Per-
ception Roll, or other roll — a result of 3 (three
ones) always hits or succeeds; a result of 18 (three
sixes) always misses or fails.

CALCULATIONS AND ROUNDING

In the HERO System, you use Character Points
(see BR 14) to purchase all of your character’s abili-
ties and powers. Sometimes this requires calcula-
tions involving division or multiplication. When
calculating the cost of something using multiplica-
tion or division, always round off to the next whole
number in favor of the Player Character. Numbers
from .1 to .4 round down; numbers from .6 to .9
round up; and .5 rounds up or down depending
upon what's best for the character. If a calculation
involves two or more separate parts, round at each
separate step of the calculation. Regardless of the
rounding rules, the minimum cost of anything is 1
point.

GAME SCALE AND MOVEMENT

Movement in the HERO System, and other
things involving distance, are measured in meters,
abbreviated “m.” For example, a flying character
might buy Flight 20m, meaning he can fly up to 20
meters as a Full Move.

BASIG RU
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CHARACTER CREATION

The heart of the HERO System is its rules for
character creation. Using them, you can create
any type of character, power, gadget, or ability you
want, subject to the GM’s campaign restrictions.

You build HERO System characters with Char-
acter Points (BR 14). A character purchases every-
thing he can do, from his ability to lift heavy objects
to his ability to use magic or superpowers, with
Character Points.

Your GM will tell you how many points you
have to build your character with — the more
points he gives you, the more powerful your char-
acter is. You can spend most of your Character
Points without any requirements, but you only get
to spend some of them if you take a matching value
of Complications for your character. Complications
are disadvantages, hindrances, and difficulties that
affect a character and thus help you to define who
he is and properly simulate the concept you have in
mind for him. For example, your character might
be Hunted by an old enemy, or adhere to a Code Of
Honor, or be missing one eye.

Beyond the number of Character Points avail-
able to you, the HERO System doesn’t impose any
restrictions on how you spend them. There’s no rule
that says you have to spend a certain percentage of
a character’s points on Skills, or that you can only
spend 10 points on a particular Characteristic. In
the HERO System, you have the freedom to design
your character the way you want it — and the
responsibility to create a fair, fun, and reasonable
character that accompanies that freedom.

There are five things a character can buy with
Character Points: Characteristics, Skills, Perks,
Talents, and Powers.

CHARACTERISTICS (BR 17)

All HERO System characters have seventeen
Characteristics (such as Strength, Intelligence, and
Speed), which represent basic physical, mental, and
combat capabilities common to most characters.
An average human has Characteristics of about
5-10.

Several Characteristics have Characteristic
Rolls equal to 9 + (Characteristic/5) or less. For
example, a character with a DEX of 20 has a DEX
Roll of 13- (9 + (20/5) = 13). When the GM asks
you to make a Characteristic Roll (such as a DEX
Roll to walk along a narrow beam), you roll 3d6 like
normal. The more you make (or fail) the roll by, the
greater your degree of success (or failure). The GM
imposes negative modifiers on the Characteristic
Roll when you attempt particularly difficult feats,
making it harder to succeed.
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he HERO System allows you to create pre-

cisely the types of characters you want to

play. You construct your character with

Character Points, which you use to “pur-
chase” abilities and attributes for him.

At the start of the campaign, you receive a
specified number of Character Points from the GM
to create your character with — the Total Points
indicated in the text below. That’s the total amount
of Character Points you build your character with;
to get more the character has to earn Experience
Points.

Most of the Character Points the GM gives
you are “free” — you get them without any require-
ments or restrictions. However, to get some of them
you have to select a matching value of Complica-
tions. Complications (see BR 78) are disadvantages,
hindrances, flaws, and difficulties that affect a char-
acter, such as being afraid of fire or having a secret
identity. They allow you to develop your character’s
background, provide ways for the GM to work him
into adventures (“plot hooks”), and give the charac-
ter a chance to show what it means to be a hero by
overcoming personal obstacles.

Each Complication described in Chapter One
of BR has a Character Point value depending on its
severity. You select Complications for your charac-
ter that you want the GM to include in the game.
The total Character Points’ worth of Complications
you choose should equal the Matching Complica-
tions amount listed in the text for your type of cam-
paign. You can take fewer points’ worth of Compli-
cations if you want, but every 1 Character Point by
which you don’t meet the Matching Complications
amount reduces your character’s Total Points by
1. (You can select more Complications than are
required if you want them for your character, but
they don’t provide you with extra Character Points
to spend on your character.)

GTIER
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Example: Jason’s a player in a Champions cam-
paign — a game of superheroes and crimefight-
ing action! He’s going to create a character he
calls Defender, a powered-armor wearing para-
gon of justice and crusader against evil. Jason’s
GM decides to use the Standard Superheroic
character type guidelines. That means Jason
receives 400 Character Points he can spend to
create Defender. But the Matching Complica-
tions amount for the campaign is 75 Charac-
ter Points. If he prefers, Jason can pick only
50 Character Points’ worth of Complications.
That’s perfectly all right, but since he’s 25 points
below the Matching Complications amount, he
only has (400 - 25 =) 375 Character Points to
spend to create Defender.

Superheroic And Heroic Characters

The amount of Character Points you design
a character with defines how powerful and com-
petent he is. Campaigns fall into two categories,
defined by the number of Character Points you
build characters with, and what characters can do
with them: Superheroic and Heroic.

SUPERHEROIC CAMPAIGNS

In a Superheroic campaign, characters are built
on 400 Total Points (and have to select 75 Char-
acter Points’ worth of Matching Complications).
Superheroic campaigns feature extremely power-
ful characters. They can buy Powers or anything
else they want (subject to the GM’s permission,
of course). However, they typically pay Character
Points for everything they want to have or be able
to do, including mundane equipment like cameras,
handguns, and radios. They don’t get any abilities
or equipment “for free” (but see What Not To Spend
Points On, below).

Typical Superheroic campaigns include cam-
paigns where the Player Characters are comic book
superheroes, really high-powered Fantasy adven-
turers, anime-style martial artists, or demi-gods.

CHARACTER ABILITY GUIDELINES TABLE

This table provides guidelines regarding the building of Heroic and Superheroic characters: the range of their Characteris-
tics, SPDs, CVs, and DCs in their main attacks; the typical range of Active Points in powers and similar abilities; the overall
amount of Character Points spent on Skills (and the average rolls for Skills); and typical ranges for Normal Defenses and

Resistant Defenses.

Character Type Char SPD cv DC
10-20 2-4 3-7 3-8
10-40 3-10 7-13 6-14

Heroic
Superheroic

Active Points Skill Points Skill Roll Def/rDef
15-50 30-75 8-13- 6-10/3-5
40-80 25-80 11-15- 20-25/12-18
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CAUTION SIGNS
AND STOP SIGNS

Each Power’s point cost
serves to balance it
against the other Powers.
But some Powers may

be extremely effective in
certain circumstances.
They’re marked with a

Additionally, some
Powers can alter a GM’s
storyline substantially.
These are marked with

a @. The GM should
carefully consider the
impact of these Powers
before permitting them in
a scenario.

POWER VERSUS
POWER

As you read this sec-
tion, keep in mind the
distinction between a
Power (capital P) and a
power (lower-case p). A
Power is a game element
listed in this section of
the book, such as Blast,
Desolidification, or Resis-
tant Protection. A power
is an ability a character
possesses, usually a
superhuman one such as
avillain’s superpower or
a wizard’s spell. You use
Powers to build powers.

Hero System 6™ Edition

owers are, typically, abilities far beyond

those of mortal men — for example, flying

or firing energy bolts. They represent the

superpowers of a superhero, the spells of a
sorcerer, or the abilities of an alien. You can also use
Powers to simulate a wide variety of abilities and
skills common to characters from many genres of
fiction, but which don't fit the standard definition of
“superpowers” (such as the ability to run faster than
most people or punch harder than normal).

Equipment, particularly weapons, is often built
using Powers. For example, a sword is a Hand-To-
Hand Killing Attack with the Focus Limitation.

The rules for each Power define the basic
structure of an ability built with that Power. For
example, when a character buys a Blast, the rules
define the amount of damage the attack does, how
to perform the Attack Roll, and the maximum
Range of the power.

You can create most characters’ abilities by
purchasing the appropriate Power. However, if an
ability requires more than a Power by itself, you can
apply Advantages (BR 62) and Limitations (BR 67)
to improve or restrict the Power.

BUYING POWERS

Characters purchase Powers by paying the
Character Point cost listed under each Power. These
are the same Character Points used to buy Char-
acteristics and Skills. The minimum cost for any
Power, even one with Limitations, is 1 Character
Point.

SPECIAL EFFECTS

One of the most important things to remem-
ber when you use the HERO System, particularly
for creating superpowers, spells, and other abilities,
is the concept of special effects.

The HERO System explains Powers in game
terms: a certain number of Character Points buys
so many dice of Blast; 30 points of Resistant Pro-
tection always provides 20 points of defense; and
so forth. But the Power descriptions don't explain
what Powers look like, or what they’re made of.

For example, the text of Blast just describes it as a
way to inflict damage at Range. It doesn’t mention
whether the beam is made of fire, lightning, magic,
“pulson particles,” rubber bullets, plasma, or some-
thing else. A Power’s descriptions simply explains
what it does in rules terms. It’s up to you to provide
the exact definition for what the power is and what
it looks like — in other words, you decide what its
special effect is.

If you read through the BR, you won't find any
specific rules for things like “fire blasts” or “light-
ning bolts” or “magic”” Fire, lightning, and magic
are all special effects, and the HERO System rules
let you pick the special effect you want. So, if you
want your character to have the power to project
a lightning bolt, you might spend 40 Character
Points to buy him a Blast 8d6, then label that Blast
“Lightning Bolt” Later on, if you design a character
whoss a fire elemental, you might want him to have
the power to shoot a blast of fire at his enemies. You
could spend 40 Character Points on a Blast 8d6 and
call it “Fire Blast” Both characters have a Blast 8d6,
but for one character the special effect is “light-
ning,” while for the other the special effect is “fire”

The accompanying sidebar has a list of some
special effects. But that’s just a few of the dozens
of possibilities. There’s no “master list” of special
effects because there are no restrictions on the con-
cept other than your own imagination.

THE EFFECT OF SPECIAL EFFECTS

The special effects of a Power define exactly
how it works, what it looks like, and any other
incidental effects associated with it. Sometimes
a Power receives minor benefits and drawbacks
because of its special effects. These minor modifiers
don’t change the cost of the Power. However, if the
special effect provides a major benefit you have to
pay Character Points for that to buy an Advantage
(BR 62). If the special effect significantly restricts
an ability, you can save Character Points by taking a
Limitation (BR 67) for it. In the HERO System, you
have to pay Character Points for things that help
your character, but you save points if something
hinders your character — in short, you get what
you pay for.

For example, a character with Fire powers
can help keep his friends warm if they’re trapped
in a freezer. While the character could buy this
(as a form of Life Support), the effect is so minor
the GM should allow him to do it without paying
Character Points for it — it’s just an “indirect ben-
efit” of his chosen special effect. Only if this effect
becomes useful in the game on a frequent basis, or
the character tries to exploit it in combat, should
the GM make him pay points for it (or make him
use his Power Skill, if he has it, to achieve the
desired effect). Once the benefits or drawbacks of
the Power become significant, the cost of the Power
should reflect them.

Another example of a special effect is Flight,
defined as a spell which leaves a glowing trail of
light as the character flies through the air. The trail
helps the character because it shows his friends




