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Free Stuff!
Yup, free stuff. This demo is all about giving you 

free stuff. After all, we couldnʼt ask you to buy our 
supplement without giving you some sort of hint as to 
what was in it. Below youʼll find four new skill uses, 
five new feats, two new superpowers, an NPC, and a 
headquarters, all suitable for use in M&M games.

Above and Beyond has all these and more, as you 
can probably see from the bookʼs index, which weʼve 
included at the end of the demo. Above and Beyond 
can be purchased at RPGNow.com for $8.50 of your 
hard-earned but well-spent money. Itʼs almost ten 
times the size of this demo.

New Skill Uses
Computers (Int)

You can make a Computers check to taunt con-
structs and other machines, as per the Taunt skill. You 
roll your Computer skill against theirs (or their Sense 
Motive, if they have it), with a -10 penalty. Success 
allows you to choose one of the options for Taunt. 
Failure means that the computer has successfully 
taunted you instead, typically choosing to enrage and 
frustrate you.

Writing an artificially intelligent computer pro-
gram is a DC 50 task. You may specify some basic 
personality traits you wish the AI to have, but it will 
mostly develop on its own, learning from its sur-
roundings.

A DC 35 Computers check will let you read 
binary (or other computer code) faster than you read 
regular written text.

Innuendo (Cha)

By using Innuendo and Taunt together you can 
insult someone in a way they wonʼt figure out for at 
least a few minutes. Make a normal Taunt check, roll-
ing for resistance as usual. Then make an Innuendo 

check with DC 10 + your opponentʼs Innuendo skill 
(or Charisma modifier if he or she has no Innuendo 
skill). Success means that you can decide when your 
opponent figures out the insult: sometime in the next 
few minutes (good for encouraging pursuit), some-
time in the next day, or sometime this week. You canʼt 
choose an exact time.

You can also use a DC 30 Innuendo check to send 
two different messages to two different people in a 
single sentence. Both people may make Innuendo or 
Sense Motive checks, with a DC equal to your check 
result, to attempt to catch both parts of the message.

For example, you could speak a sentence which 
means “We come in peace” to your enemies, but 
“Shoot to kill” to your friends. If your Innuendo 
check is 35, your enemies can attempt an Innuendo or 
Sense Motive check, DC 35, to understand both parts 
of the message.

Profession (Wis)

With a DC 60 Profession check you can totally 
revolutionize the way your profession works, im-
proving both the efficiency and the happiness of 
people who do things your way. All tasks performed 
by people in that profession have their DC reduced 
by 1. If you try to do this more than once for any 
particular profession the DC of your check increases 
by 5 each time (to 65, then 70, etc.).

Repair (Int)

Modifiers for alien technology are already in-
cluded in the M&M version of Repair. Here we will 
add a way to do things more quickly.

By increasing the DC by 20 you can cut the time 
by one category: from weeks to days, from days to 
hours, from hours to minutes, and from minutes to 
half-actions. Thus, repairing damage to a car that 
would normally take a week to fix (call it a DC 15 
check) could be done in only minutes by increasing 
the DC to 85.
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New Feats
20 Punches
Your tremendous speed or mastery of time allows 

you to hit an opponent a score of times in the time it 
takes most people to throw a single punch.

Prerequisite: 20+ ranks of Super-Speed or Time 
Travel (or any power that includes the effects of 
these, such as Time Control)

Benefit: You may “take 20” on an attack roll, 
automatically getting a critical hit on your opponent. 
You are considered to have made only one attack 
this round. Use of this feat cannot be combined with 
abilities such as the Mach One Punch extra or the 
Multiattack feat.

Normal: Characters with Super-Speed cannot 
normally hit anyone any faster than normal. No one 
may normally take 20 on attack rolls.

Dying for Power
You can attain exceptional heights of power, but 

at tremendous cost to your own body.
Prerequisite: none
Benefit: You can take two lethal or three stun hits 

in exchange for an additional rank of power on your 

next power use. You cannot gain a number of ranks 
more than half your level in this way. You can also 
take an Unconscious or Disabled condition in order to 
add +2 ranks on your next power use. The condition 
takes effect after the power use. A “power use” could 
be (for instance) an energy blast, a rounds  ̓worth of 
defensive power, or running or flying to a particular 
destination. The conditions inflicted through use of 
this feat cannot be healed with any power; they must 
heal naturally, though First Aid can still help.

Special: This bonus to your power rating can take 
you above the normal limits for your level. This feat 
can be combined with the Extra Effort rules and the 
use of Hero Points, though Hero Points cannot be 
used to avoid conditions or damage “paid” as the cost 
of using this feat.

Nosy Minions
“Boys, go check and see what Tony the Tuna is up 

to this week.” “Right away, boss!”
Prerequisite: Minions (at least 20 of them total), 

5+ ranks of Gather Information
Benefit: By placing 20 minions in a particular 

area you may have them effectively take 20 on a 
Gather Information check for you. Use the Gather 
Information score of the highest-quality minion 
assigned (assume one rank per level unless your 
minions are trained spies or interrogators; if so add 
+3), and then add 20 to get your “check result.” The 
whole process takes only a few hours.

Special: This Gather Information check cannot 
be made without drawing attention to the fact that 
someone is looking into the matter. It might not point 
back to you, but suspicions will be aroused.

Normal: Taking 20 on a Gather Information 
check can take days if you work by yourself.

Reflexive Phasing
You have the knack for phasing in or out of solid-

ity at just the right time.
Prerequisite: 5+ ranks of Incorporeal
Benefit: If you fail your saving throw to resist a 

power that relies on your ability to nimbly escape, 
such as Slick or Snare, you get another Reflex 
save one round later. If this save is successful you 
escape the effects completely. You only get this one 
extra chance to overcome the power. Powers with the 
Ghost Touch extra negate this feat.

Taunting Constructs

High levels of Computers, Bluff, and Taunt 
skills allow you to fake out or enrage computer 
opponents, constructs, and animated objects. 
Here are a few good taunts for them, mostly for 
computers.

“Silicon will always be inferior!”
“Cram it in your I/O port!”
“Your mother was a 286!”
“Hey, big monitor. Looks like someoneʼs 

compensating for something...”
“01000110001000000111100101101111011

10101, you loser!”
“Did you get your processor from the bot-

tom of a cereal box?
“Ooh, a golem. Bring it on, schist-face.
“I could out-compute you with my frontal 

lobe tied behind my back.”
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Remember the Trashcan
“If I were me, and I stole my dadʼs keys, where 

would I put them?”
Prerequisite: 5+ ranks of Time Travel or Time 

Control (or any other power that has Time Travel as 
an extra)

Benefit: Once per game you may pull any one rel-
atively small item out of a nearby crevice (alleyway, 
behind a sign, hidden in the ceiling tiles, etc.), where 
you will earlier conceal it after the current problems 
are done with. This item could be they key to a well-
locked door, a coil of rope, a handgun, or any number 
of useful items. It is assumed that the placement of 
this item will happen in a future (?) adventure, off-
screen, but it can be played out if the GM and player 
would enjoy it. 

New Powers
Hammerspace
Cost: 3
Action: Half
Range: Personal
Duration: Continuous
This power allows you to reach behind your back, 

or simply gesture in the air, and pull forth your favor-
ite object. When youʼre done with the object you can 
simply have it disappear. No one else can access the 
space you keep this item in, and no amount of search-
ing will find it. The item can be no more than five feet 
long per rank in this power, and must be something 
that your character can carry. You can swap an item 
in your hands for the item in Hammerspace, destroy 
the Hammerspace (ejecting the item at your feet), or 
create it again as a full-round action.

This is an Extradimensional power (a new type 
introduced in Above and Beyond) with Hidden 
Access and Restricted Access. It has a reduced 
Range, an increased Duration, and is Limited to hold-

ing what you can carry. Adding the Gadgets 
power as an extra allows you to effectively 
have access to an extradimensional source 
of weapons and gizmos, creating what you 
need seemingly out of nowhere. Removing 
the Limited flaw allows you to hide heavy 
objects such as cars, boats, or helicopters in 
hammerspace.

Shroud the World in Darkness
Cost: 17
Action: Full
Range: Touch
Duration: Sustained
Once per day a character with at least 

five ranks in this power may spend a Hero 
Point (who are we kidding, anyone using 
this power is spending a Villain Point) to 
shroud the entire Earth in darkness. The 
darkness remains until the character falls 
unconscious, goes to sleep, or voluntarily 
lifts the veil of shadow from the planet. 
Characters with fewer ranks wonʼt cover 
the whole planet, and they may decide to 
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cover a lesser area if so desired, but the darkness must 
be centered on the character.

This power is based off Obscure, with  the flaws 
Range, Slow, Heroic Effort, and Uses four times. It 
has the Area extra 22 times. The darkness is treated 
exactly as per the Obscure power in the M&M rule-
book. The darkness will be easy to penetrate with 
powers such as ESP, but ordinary people will be in a 
total panic (and in the, uh, dark).

It is recommended that characters with powers 
such as Neutralize be allowed to clear small patches 
around their characters, with a radius of five feet per 
power rank. Characters who can find the person using 
Shroud the World can, of course, attempt to use their 
Neutralize power directly on him or her as usual and 
remove all of the darkness.

NPC: The Champion
Origin Story
The Champion is an American superhero from 

the 1920ʼs, who flew off into space and left Earth 
in the hands of the heroes of the time in 1928. His 
spaceflight powers, as it turned out, had the side ef-
fect of time dilation: in the year it took him to reach 
Rigel 4, defeat an invasion from the Triangle Galaxy, 
and return to Earth, over seventy years had passed on 
Earth. He returned to a world of immorality, satanic 
music, economic depression, and widespread disre-
spect for authority. The morals of his youth were dead 
and gone, not to mention everyone he ever knew. 
Something snapped in the Championʼs head. Stopped 
in his assault on Los Angeles (he was attempting to 
destroy Hollywood), the Champion currently rests in 
a minimum-security prison (as no maximum-security 
prison could hold him), quietly serving out his ten 
consecutive life terms. He knows he could break out. 
The government knows he could break out. But he 
hasnʼt…. yet. 

Personality
Before his disappearance, The Champion was 

one of the most responsible heroes the world had ever 
known. Even back then he was very traditional. After 
his return, discounting the brief psychotic episode, he 
has been melancholy and withdrawn. Heʼs confused 
with the modern world, and thereʼs a question as to 

whether he will ever really adapt to it. His prison 
psychologist is trying to help him come to terms with 
the modern world and his changed circumstances.

Appearance
Broad-shouldered, square-jawed, fair-haired and 

blue-eyed, The Champion is the very image of a hero. 
His costume is not as skintight and colorful as modern 
hero costumes are, though; he wears more traditional 
clothing (circa 1910). His illustration can be seen on 
the previous page.

Level: 30
PP: 450

Attributes
Str: 13
Dex: 18
Con: 16
Int: 13
Wis: 16
Cha: 16

Attack Bonus: +21
Base Defense: 30

Saving Throws
Fortitude: +23
Reflex: +24
Will: +23
Damage: +3

Skills
Diplomacy 12, Profession (financier) 12, Sense 

Motive 24

Feats
Aerial Combat, Instant Change, Improved 

Initiative, Inspire, Leadership

Powers
Cosmic Power +30: The Champion has a whole 

range of powers, which came from being struck by 
lightning while hiking through the Rockies in 1918. 
Back in the old days he was quite inventive in their 
use. (Source: Cosmic; Cost: 240 pp)
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Amazing Save +20: Constant exposure to cosmic 

power has enhanced The Championʼs reflexes, forti-
tude, and willpower. (Source: Cosmic; Cost: 60 pp)

Weaknesses
Quirk (Old-fashioned): The Champion has 

exceptionally traditional views on just about every-
thing. He refuses to hit women (until far too late in 
the battle), dresses in a standard 1910 top hat and 
coat, and believes that everything about the modern 
world needs to go back to the way it was in about 
1915. Preferably earlier.

Using This Character as a Hero
The Champion is sort of a “swing character” any-

way, so making him a hero is just a matter of having 
him adapt better to the Modern Age.

New Headquarters: 
A “The Moon” B ase

Yeah, thatʼs it, a moon base. But not your ordinary 
moon base… Itʼs the whole moon, hollowed out and 
turned into a base. Spacious, to say the least.

Almost a million years ago Earthʼs moon was 
colonized by a race of giant, industrious, burrowing 
aliens who intended to use it as a giant ark to carry 
their species across the stars. Some unknown disaster 
wiped out or drove off their species before they could 
use it, and now the vast vehicle waits calmly for a 
new pilot and crew.

The ark is equipped with dozens of horrendously 
effective plasma cannons, which fire energy blasts 
equivalent to some nuclear weapons (PL 30, area 
effect) to a range of up to 20 million miles (for 
reference, the Earth is about 93 million miles from 
the sun). The interior is not so well protected, but 
all doors and locks and the fire-control system are 
still working, and are controlled by the massive 
quantronic computer core. The computer is actually 
a sentient being and should be treated as a separate 
character for many purposes (such as its desire to 
find out what happened to its builders), but it will be 
happy to perform calculations, use radio and tachyon 
communications, and plot courses for the characters 

as soon as they figure out how to speak Ancient Bug-
Eyed Monster. 

The computer also monitors the exterior sensors, 
and has been ramping everything up to working order 
ever since the Russian Luna-2 probe crashed into the 
moon in 1959. Its successor, Luna-9, was the first 
man-made object to land softly on the moon, three 
years before Apollo 11.

Equidistant from each other, on the outer rim of 
the ark, are three workshops, one for mechanical de-
vices, one for psionic research, and the third for magi-
cal studies. There is a fourth lab, which contained the 
biological experimentation section, but the supplies 
have long since passed their prime and it needs to be 
rebuilt completely. The mechanical lab is also home 
to the shipʼs self-repair systems, which have been 
working overtime for the past 30+ years bringing 
everything back up to working order.

At the center of what we used to think was our 
natural moon is the dual power core, which taps into 
almost unlimited reserves of energy in an uninhabited 
alternate dimension. Half of this energy is used to 
fuel the arkʼs Higgs Drive, a faster-than-light drive 
capable of traveling to the Andromeda galaxy in just 
over a day, or crossing our galaxy in less than two 
hours. The rest is used for computing power, life sup-
port, and keeping the interior of the ENTIRE MOON 
at a reasonable temperature and pressure.

There are places inside the ark that are built for 
human-size occupants rather than BEM-size oc-
cupants (for instance, there is one area which could 
function well as a gym, and another which looks like 
an unfilled swimming pool), which begs the question 
of whether the aliens ever had contact with early 
humanity, or were allied with a humanoid species 
elsewhere.

This base is a 30th-level headquarters, suitable for 
a space travel game or one based around Earth (but 
not for time-hopping or dimension-travel games). 
Moving the base will result in problems on Earth.
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Indices
This is the index for the whole book, not for this 

demo. We thought you might like to see what youʼre 
getting in detail.

New Feat Index
 20 Punches    42
 Antipode Strike   42
 Authority Figure   42
 Battle Analyst    43
 Brachiator    43
 Counterblast    43
 Dying for Power   43
 Even More Minions   43
 Evolving Powers   44
 Headquarters Feature   44
 Incomprehensible   44
 Inhuman    44
 Inspiring Arrival   44
 Jump Over the Moon   44
 More Human Than Human  44
 Nosy Minions    45
 Redundant Organs   45
 Reflexive Phasing   45
 Remember the Trashcan  45
 Responsible Hero   46
 Sentient Powers   46
 Total Competence   46

New Power Index
 Extradimensional   47
 Accumulated Knowledge  47
 Alternate Form: Psionic  48
 Apotheosis    48
 Devouring Void   48
 Hammerspace   49
 Lazarus Field    49
 Mutagenic Touch   50
 Pocket Universe   50
 Rain of Destruction   51
 Reality Flux    51
 Shroud the World in Darkness 51
 World-Mind    52

New Skill Use Index
 Acrobatics through Bluff  35
 Climb through Diplomacy  36
 Disable Device through Gather Info 37
 Handle Animal through Intimidate 38
 Jump through Open Lock  39
 Perform through Search  40
 Sense Motive through Survival 41
 Swim and Taunt   42

Topic Index
A Day in the Life    6
A Higher Authority   8
Adventure Ideas    23-28
Alternate Settings
 Characters as Gods   32
 Incarnations and Personifications 33
 Secret Rulers of the World  34
Bases
 Eternal City, the   79
 Lifehome    80
 Moon Base    77
 Orbital Transdimensional Fortress 77
 Realm of Thought, the  78
 Ringworld Control Room  80
 “The Moon” Base   78
Broad Heroes    15
Change the World meter   31
Character Hooks    17
Color     29
Corporate Sponsors   9
David and Goliath   21
Deep Heroes    15
Excessive Force    18
Feats (see New Feat Index)
Force Maneuvers    55
Forming a Team     5
Godhood     8
High Defense    21
How Humans see cosmic heroes  11
Humanity     11
Humor     29
I Fought The Law   10
Inspiration
Interpersonal Life    12
Legal Trouble     10
The Legion of Power   5
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Masks     10
Mass Combat    53
Membership Drives   5
Motivations (hero)   6
Motivations (villain)   13
Muhuhahahahaha!   13
NPC Heroes
 All-Thing    65
 Ansible    66
 Chessboard    59
 Creator    64
 Infinite Man    57
 Omniscia    61
 She     60
 Timepiece    62
NPC Villains
 Anansi    67
 Champion, the   68
 Creature From Beyond, the  69
 Empress Metaxa   71
 Negation    72
 Omnivron    73
Origin Stories    16
One Against Many    53
Open Gaming License   83
Oversight Watch    57
Percent Earth    30
Places
 Ringworld    75
 Alien Empire    75
 Mirror Dimension   76
 Null Point    76
Power Levels    15
Power Source    16
Powers (see New Power Index)
Powers that Break the Game  19
Preparation    22
Religion     32
Saving Throw Disparities  18
Sidebars
 Connections    70
 Cosmic Synergy Bonus  35
 Designation of OGL Content  81
 Exactly How Powerful?  15
 Immoral “Heroes”   29
 Monolithic Alien Cultures  76
 Obsolete Powers and Feats?  41
 On a Higher Level   5
 Run, itʼs Captain Collateral!  18

 Taunting Constructs   37
 Valent Games    3
 Who Has Skills This High?  38
 “Swing” Characters   57
Skills (see New Skill Index)
Sponsors     9
Status Quo, the    7
Superhuman Strike Forces  54
Table of Contents    3
Team Formation    5
Villain Types    13
What Heroes Donʼt Do   7

Art Index
 Cover (Harwell)   1
 All-Thing (Richards)   11
 Ansible (Richards)   66
 Champion, the  (Richards)  16
 Creator (Richards)   64
 Infinite Man (Richards)  58
 Omniscia (Richards)   45
 Omnivron (Richards)   74
 She / Negation (Richards)  60
 Thing From Beyond, the (Richards) 26
 Timepiece (Richards)   63
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OPEN GAME 
LICENSE Version 1.0a

The following text is the property of Wizards of 
the Coast, Inc. and is Copyright 2000 Wizards of the 
Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the 
copyright and/or trademark owners who have 
contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including 
derivative works and translations (including into 
other computer languages), potation, modification, 
correction, addition, extension, upgrade, improve-
ment, compilation, abridgment or other form in 
which an existing work may be recast, transformed or 
adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit 
or otherwise distribute; (d)”Open Game Content” 
means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such 
content does not embody the Product Identity and is 
an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this 
License, including translations and derivative works 
under copyright law, but specifically excludes Product 
Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, de-
pictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio 
representations; names and descriptions of char-
acters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, lo-
cations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” 
means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or 
its products or the associated products contributed 
to the Open Game License by the Contributor (g) 
“Use”, “Used” or “Using” means to use, Distribute, 

copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. 
(h) “You” or “Your” means the licensee in terms of 
this agreement.

2. The License: This License applies to any Open 
Game Content that contains a notice indicating that 
the Open Game Content may only be Used under 
and in terms of this License. You must affix such 
a notice to any Open Game Content that you Use. 
No terms may be added to or subtracted from this 
License except as described by the License itself. No 
other terms or conditions may be applied to any Open 
Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open 
Game Content You indicate Your acceptance of the 
terms of this License.

4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant 
You a perpetual, worldwide, royalty-free, non-exclu-
sive license with the exact terms of this License to 
Use, the Open Game Content.

5.Representation of Authority to Contribute: If 
You are contributing original material as Open Game 
Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update 
the COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modify-
ing or distributing, and You must add the title, the 
copyright date, and the copyright holderʼs name to 
the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use 
any Product Identity, including as an indication as 
to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of 
each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement 
with the owner of such Trademark or Registered 
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Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of 
any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that 
Product Identity.

8. Identification: If you distribute Open Game 
Content You must clearly indicate which portions 
of the work that you are distributing are Open Game 
Content.

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. 
You may use any authorized version of this License 
to copy, modify and distribute any Open Game 
Content originally distributed under any version of 
this License.

10 Copy of this License: You MUST include a 
copy of this License with every copy of the Open 
Game Content You Distribute.

11. Use of Contributor Credits: You may not 
market or advertise the Open Game Content using 
the name of any Contributor unless You have written 
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You 
to comply with any of the terms of this License with 
respect to some or all of the Open Game Content due 
to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so 
affected.

13 Termination: This License will terminate 
automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall 
survive the termination of this License.

14 Reformation: If any provision of this License 
is held to be unenforceable, such provision shall be 
reformed only to the extent necessary to make it 
enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, 

Wizards of the Coast, Inc.

Mutants & Masterminds RPG, Copyright 2002, 
Green Ronin Publishing; Author Steve Kenson

Above and Beyond, Copyright 2003, Colin 
Fredericks

Designation of OGL 
Content

This entire document is OGL content, with the 
exception of the artwork.


