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UNLOCKING THE
POTENTIAL: A
DEEP DIVE INTO
MUTANTS AND
MASTERMINDS
POWERS

When you sit down to
create  a  character  in
M u t a n t s  &
Masterminds,  you  are
not  just  filling  out  a
character  sheet.  You
are  stepping  into  a
sandbox  of  infinite
imagination, where the
o n l y  l i m i t  i s  h o w
creatively  you  can
interpret the rulebook.
The  beating  heart  of
this  entire  system  is
the  powers.  Whether

you  want  to  play  a
Dark  Kn ight  s ty le
detective,  a  reality-
warping  psychic,  or  a
speedster who can run
a c r o s s  o c e a n s ,
everything comes back
to  how you build  and
describe your abilities.
U n d e r s t a n d i n g
M u t a n t s  A n d
Masterminds Powers
is the key to unlocking
a  truly  unique  and
memorable superhero.
Unlike many other role-
p l a y i n g  g a m e s ,
M u t a n t s  &
Masterminds  does  not
give  you  a  fixed  list  of
spells  or  pre-made
abilities.  Instead,  it
provides  a  flexible,
point-based toolkit. You
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describe the effect you
want,  and  the  game
mechanics  help  you
build  it.  This  means
that no two characters
ever  feel  exactly  the
same.  The  system
encourages  creativity
and  narrative  flavor,
rewarding players who
think outside the box.
In  this  guide,  we  will
e x p l o r e  t h e  c o r e
concepts  of  powers,
how they interact with
the game's mechanics,
and how you can build
the  hero  you  have
always  imagined.

Understa
nding the
Basics of
Power

Points
Before  diving  into  the
specific  powers,  you
must  understand  the
currency of the game:
Power  Points  (PP).
Every character  has a
budget of Power Points,
typically determined by
the Power Level (PL) of
t h e  c a m p a i g n .  A
standard  star t ing
character  is  usually
built on 150 points, but
this  can  vary.  These
points are used to buy
everything:  attributes,
skills,  advantages,
defenses,  and,  most
importantly,  powers.
Every power has a cost
associated  with  it ,
measured in points per
rank.  Some  powers,
like  Damage,  require
you  to  buy  multiple
ranks  to  be  effective.
Others, like Flight, can
function  at  a  single
rank.  The  key  is  to
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balance  your  budget.
You  m igh t  wan t  a
powerful  energy blast,
but  if  you  spend  all
your points on offense,
your  defenses  wi l l
suffer.  A  well-rounded
hero  is  usually  more
fun to play in the long
run.
When you purchase a
p o w e r ,  y o u  a r e
purchasing  an  Effect.
The  effect  is  the
mechanical function of
t h e  p o w e r .  F o r
example, if you want to
throw  fire,  you  are
buying  the  Ranged
Damage  effect.  The
flavor  (fire,  ice,
e lec t r i c i ty ,  son ic
waves) is a descriptor.
Descriptors  have  no
mechanical  cost  but
can  have  narrative
consequences.  If  a
villain  is  immune  to
fire,  your  fire  blast  will
not  work,  but  your
teammate's  ice  blast
will.  Thinking  about

descriptors  adds  a
layer of strategic depth
to encounters.

Core
Power
Effects
and How
They
Work
The  game  categorizes
powers  into  a  system
of  Effects.  These
effects are the building
b l o c k s  o f  a n y
s u p e r p o w e r .
Understanding  the
most  common  effects
will  help  you  design
any character concept.
Here are some of  the
fundamental  building
blocks:

Damage: The
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most
straightforward
offensive power.
It allows you to
hurt your
enemies. It can
be close (punch,
sword) or ranged
(blast, gun). The
rank of Damage
determines how
likely you are to
injure a target.
Protection: This
is your armor or
tough skin. It
provides a bonus
to your
Toughness
defense, making
you harder to
injure. Without
Protection, even
a low-level thug
can hurt you.
Movement
Powers: This
category
includes Flight,
Speed,
Leaping, and
Swimming.

These allow you
to navigate the
battlefield and
the world in
unique ways.
Flight is very
popular, but
Speed can be
just as useful for
covering ground
quickly.
Enhanced
Attributes:
Super strength is
a classic power.
This is
represented by
buying ranks of
Enhanced
Strength.
Similarly, you
can enhance
Stamina, Agility,
or any other
ability. This
represents the
difference
between a
normal human
and a
superhuman.
Senses: This
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covers
everything from
X-Ray Vision to
Microscopic
Vision to Danger
Sense. Investing
in senses makes
your character a
great scout and
helps avoid
ambushes.
Healing: Able to
mend wounds
with a touch or a
surge of energy.
This is a vital
support power
for any team.

Advanced
Power
Concepts
and

Modifiers
Once  you  understand
the  basic  effects,  the
real  fun  begins  with
Modifiers.  Modifiers
are  ways  to  change
how  a  power  works.
They  can  be  either
Extras (which increase
the  cost )  or  F laws
(which  decrease  the
cost).  Using  modifiers
allows  you  to  create
unique  powers  that  fit
your character's theme
perfectly.

EXTRAS

Extras  make  a  power
more  versat i le  o r
powerful.  They  are
represented  as  a  +1
cost per rank (or more,
depend ing  on  the
extra). Common extras
include:

Area: Instead of
targeting a single
enemy, your



6

6 Mutants And Masterminds
Powers

2024-10-07

power affects an
entire area. This
is great for crowd
control. You can
choose a burst,
cone, or line
shape.
Affects Others:
You can use a
personal power
on your allies.
For example, you
might have an
Insubstantial
power (phasing
through walls)
that you can also
use on a friend.
Multiattack:
Your power is
designed to hit
multiple targets
or hit one target
very hard with a
rapid barrage of
attacks.
Penetrating:
Your damage
ignores a target's
Protection. Very
useful against
armored foes.

FLAWS

Flaws  make  a  power
less reliable or  useful,
w h i c h  m a k e s  i t
cheaper. This is a great
way  to  bring  a  high-
powered concept down
to  a  playable  power
point budget. Common
flaws include:

Distracting:
Using the power
leaves you
vulnerable to
attacks.
Limited: The
power only works
under certain
conditions. "Only
at night," "Only
in water," or
"Only against
robots" are
common
limitations.
Unreliable: The
power requires a
check to
activate, or it
might just stop
working for a
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scene.
Activation: You
need to spend an
action to turn the
power on. This is
perfect for a
transformation
sequence or a
power suit.

Building a
Character
Focused
on
Powers
When  building  your
hero ,  s ta r t  w i th  a
concept.  Do  not  just
l ook  a t  the  l i s t  o f
powers  and  pick  the
strongest  ones.  Ask
yourself:  Who  is  this
person?  What  is  their
origin  story?  What  is
their greatest strength

and  the i r  b igges t
weakness? .
For  example,  imagine
you  want  to  build  a
character  who  is  a
living  shadow.  Your
core  effects  might  be
Darkness Control (to
b l i n d  e n e m i e s ) ,
Insubstantial  (to
become  shadowy  and
i n t a n g i b l e ) ,  a n d
Teleport  (to  move
between shadows). You
could  then  add  the
descriptor "Shadow" to
a l l  o f  t h e s e .  T h e
Darkness Control could
be  an  Area  effect,  but
you could add the flaw
"Limited  to  shadows"
to  make  it  cheaper.
This creates a cohesive
and flavorful character.
Another example is the
c l a s s i c  e n e r g y
projector.  You  want  a
character  who  fires
b e a m s  o f  c o s m i c
energy. You would take
Ranged Damage at a
high  rank.  You  could
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add  the  Multiattack
extra  to  represent  a
rapid  fire  mode.  Then,
you could add a Power
Array  (a  group  o f
alternate  powers)  that
l e t s  y o u  s w i t c h
be tween  a  s i ng le
powerful  blast,  a wide
a rea  b l a s t ,  and  a
targeted  stun.  Arrays
are a fantastic way to
simulate  a  versatile
power  set  without
breaking  your  point
budget.

The
Power
Array:
Efficiency
and

Versatilit
y
O n e  o f  t h e  m o s t
important  tools  for  a
smart  player  is  the
Power Array. An array
i s  a  c o l l e c t i o n  o f
powers  that  share  a
common  source  or
theme. You pay for the
most expensive power
in the array, and then
you can buy alternate
powers at a fraction of
the cost. This lets you
have  many  different
o p t i o n s  w i t h o u t
spending  massive
amounts  of  points.
For example, a psychic
character might have a
Telepathy  array.  The
base  power  is  Mind
Reading  (costs  20
points).  You  can  then
add  Mental  Blast  (a
Damage  effect)  as  an
Alternate  Effect  for  1
point.  You  can  add
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T e l e p a t h i c
Communication  for
another point. You can
add  Mental  Illusions
for  another  point .
Suddenly, for the price
of one powerful power,
you have four different
abilities.  This  is  the
secret  to  bui ld ing
c o m p l e x  a n d
interesting  characters
that can handle many
different  situations.
Arrays are essential for
any  character  who
wants to be a versatile
superhero.

Common
Mistakes
New
Players

Make
When  diving  into  the
power  system,  it  is
e a s y  t o  g e t
overwhelmed. Here are
a few common pitfalls
to avoid:

Ignoring1.
Defenses: It is
tempting to
spend all your
points on a
massive 10-rank
Damage power.
But if you have
no Protection
and a low Dodge,
you will be
knocked out in
the first round of
combat. Always
balance offense
and defense.
Overcomplicati2.
ng Descriptors:
Keep your
concept clear. If
your power is
"Magnetic
Control," do not



10

10 Mutants And Masterminds
Powers

2024-10-07

try to make it do
everything. Stick
to a few key
effects like move
object, damage,
and protection.
Trying to build a
power for every
possible scenario
will drain your
points and
confuse the GM.
Forgetting3.
Skills and
Advantages:
Powers are great,
but a hero is
more than just
their
superhuman
abilities. Skills
like
Investigation,
Perception, and
Deception are
incredibly useful.
Advantages like
Leadership,
Benefit (Status),
and Taunt can
define a
character just as

much as their
powers.
Not Taking4.
Complications:
Complications
are part of the
game. They give
you Hero Points,
which you can
spend to power
through tough
situations. Do not
be afraid to give
your hero a
weakness. A
vulnerability to
magic, a secret
identity, or a
code of honor
makes the story
more interesting.

Narrative
and Role-
Playing
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Implicatio
ns
Powers  are  not  just
numbers  on  a  page.
They  are  too ls  for
storytelling.  How does
your  character  feel
about  their  powers?
Are  they  a  gift  or  a
c u r s e ?  D o e s  a
speedster  constantly
feel  impatient  around
normal people? Does a
telepath  struggle  with
p r i v a c y  a n d
boundaries?  Does  a
powerful  telekinetic
w o r r y  a b o u t
accidentally  hurting
people?
When you engage with
the  narrative  aspects
of  your  powers,  the
game  becomes  much
richer.  The  mechanics
should  support  the
story, not dominate it.
The  best  sessions  are
often  those  where  a

character uses a power
i n  a  c r e a t i v e ,
unexpected  way.  You
can try to use an Area
Damage  power  to
collapse  a  building  to
create  cover.  You can
u s e  y o u r
Communication  power
to make a speech to a
crowd.  You  can  use
your  Insubstantial
power  to  spy  on  a
v i l la in 's  meet ing.
Always  think  about
what  else you can do
with  your  abi l i t ies
beyond just fighting.
Furthermore,  consider
h o w  y o u r  p o w e r s
in te rac t  w i th  the
setting.  Is  the  world
afraid  of  mutants?  Do
t h e y  w o r s h i p
superheroes?  Are
powers  common  or
rare?  Your  character's
place  in  the  world  is
heavily  influenced  by
what  they  can  do.  A
healer might be sought
after  by  governments
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and  criminals  alike.  A
destructive  brawler
might  be  seen  as  a
public  menace.  These
elements  create  plot
hooks  and  drive  the
narrative forward.

Conclusio
n: Your
Powers,
Your
Story
Mastering  the  powers
system  in  Mutants  &
Mas te rm inds  i s  a
journey. It  takes time,
p r a c t i c e ,  a n d  a
w i l l i n g n e s s  t o
experiment.  Start  with
a simple concept,  use
the  core  effects,  and
add  modifiers  to  make
the  power  your  own.
Use  power  arrays  to

gain versatility without
breaking  your  budget.
Always  remember  to
balance your character
b y  i n v e s t i n g  i n
defenses  and  skills.
Most  important ly ,
never lose sight of the
story. Your powers are
a  reflection  of  your
character's  identity,
h i s t o r y ,  a n d
personality.
Whether you are a new
player  just  starting
your  first  campaign  or
a  veteran  looking  to
build  a  more complex
anti-hero, the flexibility
of  the  system  wi l l
reward your creativity.
The next  time you sit
down at the table with
your character sheet in
hand,  remember  that
you have the tools  to
bui ld  anything.  So
dream  big,  and  have
fun  unleashing  the
incredible  potential  of
your  Mutants  and
Masterminds powers.


