
Bill Woodcock's variant rules 
 
 

Damage and recovery 
 
Damage  
All  damage  is  lethal  unless  the  power  description  states  otherwise.  Here,  we  wanted 
to include  the  tension  of  having  heroes  have  to  calculate  how  much  force  to  use  to 
avoid  killing their  opponents--this  has  been  a  feature  even  of  recent  Superman 
stories.  
 
However,  even  in  more  realistic  genres,  damage  that  renders  you  unconscious 
doesn't  always result  in  you  slowly  dying.  Being  reduced  to  0  renders  you 
unconscious,  but  you  suffer  no further  automatic  AP  loss  unless  you  were  Seriously 
Injured  (see  below)  or  you  are  further attacked.  
 
Treatment  
Only  Medical  Skill  can  heal  Physical  damage.  Only  a  Psychological/Psychiatric 
Medicine  sub  skill,  or  a  mind  control  power  such  as  Hypnosis,  can  heal  Mental 
damage--an  ER trauma  surgeon  isn't  going  to  be  able  to  psychologically  stabilize  you 
and  “talk  you  back”  to  your identity  after  that  Mind  Blast. 
 
Only  the  Occult  Knowledge  sub  skill  or  an  appropriate  stunted power  can  heal 
Spiritual  damage.  
 
Serious  Injuries  
Here  we  wanted  to  simulate  the  effects  of  serious  damage  that,  left  untreated, will 
eventually  kill.  E.g.,  Batman  has  taken  out  the  League  of  Shadows  on  the  docks, 
but  is seriously  injured  and  bleeding  out  as  he  drives  the  Batmobile  to  Wayne  Tower 
to  free  the hostages  from  Ra’s  al-Ghul.  Alfred  attempts  to  stabilize  him  by  remotely 
activating  the automedic  in  the  Batmobile.  
 
¾ of  your  regular  RV  (rounded  down)  is  your  Serious  Injury  threshold.  
 
Damage  greater  than  ¾ (rounded  down)  of  your  RV  causes  a  Serious  Injury:  ongoing 
damage  such  as  bleeding,  internal damage,  for  the  Body,  steady  deterioration  of  the 
psyche  (Mental),  ongoing  loss  of  Mana (Spiritual),  etc.  
 
You  take  ongoing  AP’s  of  damage  every  phase  thereafter  equal  to  the  delta between 
the  damage  that  was  inflicted  and  your  S/I  Threshold.  This  continues  until  you  are 
treated  or  stabilized. Also  you  are  Stunned  (no  dice  actions  in  the  phase  you  are 
stunned  and  the  phase  after.)  
 
E.g.,  Ozymandias  has  a  Body  of  6  and  a  S/I  threshold  of  4:  he  takes  5  AP’s  of 
damage  from Mime’s  invisible  gun  and  is  Seriously  Injured.    He  is  Stunned  and  will 
take  1AP  of  damage  per phase  starting  with  the  next  phase  until  medically  stabilized. 



Being  Ozymandias,  he  probably has  an  Advantage,  Skill  or  Power  allowing  him  to 
stabilize  himself  through  body  control;  and/or to  mentally  resist  Stun.  
 
The  S/I  Threshhold  is  always  based  on  your  normal  (not  current)  RV.  E.g.  if 
Nightwing  has  a Body  of  5,  his  S/I  Threshold  is  always  3,  even  if  his  current  Body 
is  2  due  to  injuries..  If  he  takes 3  points  of  damage,  he  is  unconscious  at  0,  but 
will  take  no  further  automatic  damage. However,  if  he  takes  4  points  of  damage (1 
AP greater than his S/I Threshold),  he  is  unconscious  at  -1  and  Seriously  Injured:  he 
will take  1  AP  of  damage  per  phase  until  stabilized.  If  he  stays  conscious  but  isn't 
medically stabilized,  he  will  still  be  Seriously  Injured  and  Stunned. 
 
E.g., in The Invisibles, King Mob invoked the Scorpion Loa against Sir Miles, ripping away 
his Aura and causing a Serious Injury. Until King Mob cured Sir Miles, Sir Miles was 
conscious, but was losing Spirit every phase and would have died (devoured by astral 
parasites.)  
 

Powers 
 
Sorcery  
Here, we wanted to simulate the “gambling” nature of Sorcery often found in in DC comics, 
and the chance of harming yourself by overreaching, invoking too powerful of a Spell, losing 
control of it, etc.  
 
Damage to your Spirit is lethal. To cast a Spell, you roll your Sorcery Power as the AV 
versus the number of the Spell AP’s you are seeking to cast as the OV. Failing the roll 
doesn't mean you failed to cast, it means you need another phase of casting. Intentionally 
adding casting phases provides a -1 Column Shift to the OV per casting phase added.  
 
Any Column Shifts obtained by this roll can be applied either a. to reduce any resulting Spirit 
damage, or b. add AP’s to the power of the Spell. The Sorceror must decide in advance of 
the roll.  
 
If you decide to add Column Shifts to the power of the Spell as AP’s in advance, you are 
locked in, even if the resulting Spell is rendered more powerful than you wished, and may 
subject you to higher risk of Spirit damage.  
 
With Column Shifts you can achieve a more powerful Spell than your AP’s of Sorceror (but 
this would be a potentially much more dangerous Spell.)  
 
If there are no Column Shifts from the Sorcery vs. Spell AP roll, you determine any damage 
to your Spirit as normal. If you opted to apply any Column Shifts to reduce Spirit damage, 
you reduce the AP’s of damage by the number of Column Shifts. If you opted in advance to 
apply Column Shifts to the power of the Spell, all Column Shifts are added to the Spell AP 
and then you check the damage to your Spirit.  
 



E.g., Lord Fanny has a Sorcery Power of 8 and a Spirit of 8. She wants to cast a Mind Blast 
Spell, with AP’s of 8 (her normal max with a Sorcery of 8) against the demon Orlando. 
Before rolling her Sorcery of 8 against the Spell AP’s of 8 she decides to apply any Column 
Shifts to the power of the Mind Blast Spell. She rolls very high, and obtains 3 Column Shifts. 
Her Mind Blast Spell now has 11 AP’s. This results in damage to her Spirit of 6, bringing her 
down to 2. Oops!  She gambled against her life for a more powerful Spell--hopefully it’s 
enough to take Orlando out. 
 
To cast a new Spell you must work out how the magical Effect would work theoretically: this 
is simulated with an Occult Knowledge roll against the AP’s of the power to be emulated 
(adjusted for Bonuses and Limitations). Genius provides -2 Column Shift to the OV/RV.  
 
Power AV  
The AV for a Power is the Action Attribute bought for that Power. This is the standard rule 
variant, but characters can purchase a Power Use Skill that can substitute for the AV (same 
Factor Cost as Weaponry).  
 
E.g.,  Captain  Atom  has  a  Dex  of  7,  but  can  train  his  Energy  Blast  Skill  to  12  and 
become  more accurate  with  it  than  is  reflected  by  his  general  Dex  score.  
 
Power  Stunting  
Power Stunting uses  the  Power  Use  Skill  versus  the  Power  AP  as  OV:    you  need 
“X”  RAP’s  to achieve  the  Stunt.  Captain  Atom’s  Flight  has  been  Neutralized:  he 
wants  to  aim  his  Energy Blast  at  the  ground  and  try  to  reduce  his  falling  speed  and 
get  himself  to  the  ground  safely.  The GM rules  he  needs  at  least  3  RAP’s  to 
succeed.  He  rolls  his  Energy  Blast  skill  of  12  against  the OV of  his  Energy  Blast 
power  of  15  and  gets  3  RAP’s.  
 

Skills 
 
Skills and EV  
Here,  we  wanted  to  make  the  Effect  Values  more  important  than  they  are  under  the 
standard  rules,  and  avoid  some  unusual  results  that  occur  with  the  standard  rules 
(see  below).  
 
Skill  AP’s  only  substitute  for  AV  of  an  action,  not  the  EV.  
 
E.g.  re  the  Charisma  skill,  trained techniques  can  get  you  into  the  front  door  (the 
AV)  but  cannot  substitute  for  a  powerful  Aura  any more  than  they  can  substitute  for 
a  powerful  Spirit.  John  Constantine’s  Charisma  of  12  is his  AV,  but  his  EV  is  his 
native  Aura  for  any  Character  Interaction  attempt.  
 
Martial  Arts/Weaponry  can  get  help  you  successfully  strike  your  opponent,  but  doesn't 
substitute for  your  Strength:  it  can radically  enhance  your  STR  via  Column  shifts, 
Critical  Strikes, Devastating  Attacks,  etc.  
 



E.g.,  10  year  old  Damian  Wayne  with  a  STR  of  2  and  a  Martial  Arts  of  10  will  not 
strike  with  the equivalent  STR  of  10  (3  AP’s  stronger  than  Venom-enhanced  Bane) 
every  single  time  he  strikes an  opponent.  He  certainly  can  obtain  a  Devastating 
Attack  that  does  equivalent  damage.  Bane, with  a  Martial  Arts  of  10  and 
Venom-enhanced  STR  of  7  would  never  need  to  use  the  addictive Venom  formula  if 
he  fought  with  the  equivalent  of  STR  10  every  time  he  threw  a  punch. 
 
 


