
The Never-Ending Battle 
 

Preface 
This document has two purposes.  The first is to set out the my house-rules, rulings, 
and changes to the game in accord with it’s DIY aesthetic.  Second, to compile all the 
rules into an easy to reference source, without discussions of genre or settings. 
 
I make frequent use when discussing a rule of the distinction between it’s mechanical 
effect and it’s narrative effect.  The mechanical effect of a rule is the out-of-game im-
pact, the part processed by the player and is primarily how it affects the rolling of the 
dice.  The narrative effect is the in-game impact, the part that is processed by the 
characters and concerns how the rule works within the flow of the narrative. 
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THE FANTASTIC FOUR: The Basics of the Game 
The DIY Aesthetic 

 

Qualities 
T&J uses a free-from system of attributes called Qualities to represent the characteris-
tics of any person or thing.  A Quality can be literally anything; some common Quali-
ties represent a skill (Carpentry), a physical characteristic (Keen-Sighted), a mental 
attribute (Puzzlemaster), a profession (University Professor), a background (Served 
time in Sing Sing), a relationship (Husband), an emotion (Hates Guns), a description 
(The Dark Guardian) or a prized possession (Vehicle: “Black Beauty”).  Because of the 
all-encompassing nature of Qualities, there is no master-list from which to choose.  
Qualities are made up by the players (including the GM) howsoever they wish. 
 
No matter how many Qualities you have, there will be many more that you don’t 
have (an infinite number, actually).  But that’s okay, because you can still attempt to 
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do almost anything (subject to GM approval) whether you have an appropriate Qual-
ity or not.  Just because a character does not have any Qualities relevant to jumping 
across a roof-top doesn’t mean that the character can’t, in fact, try to jump across a 
roof-top.  It just means that one has a lesser chance of success. 
 
To explain the above in more technical terms: characters have an infinite number of 
“invisible” Qualities that are all ranked at Average.  Which brings us to Ranks. 
 

Scope 
A Quality is defined by it’s Scope.  But what constitutes a Quality’s scope is one of 
those things that has to be worked out in play.  For example, a character might have a 
Quality called “Intergalactic Space Cop”.  Cool, but what does that mean; which is to 
say, what is it’s scope?  The GM and the player have to work this out together.  It 
should give the character knowledge of Intergalactic Law (whatever that is).  The 
player could probably also use it to recall the biographies of space-crooks.  But does it 
grant fighting skills?  Maybe.  Does it give the character police authority on earth?  
Probably not.  Working out the scope of Qualities exemplifies the Do It Yourself aes-
thetic that is at the heart of the game. 
 

Ranks 
Qualities are measured in Ranks.  Having something that is highly ranked means that 
the character will get a better result when doing something to which that Qualities 
applies.  In the above example, if a character had a highly -ranked Quality called 
“Jumps like a Kangaroo”, that would help him when trying to jump across those 
rooves.  That’s the mechanical side of Ranks. 
 
The narrative side is more open to interpretation.  A highly-ranked skill is usually in-
terpreted to mean that the possessor is more skilled than the average fellow, through 
better training or natural aptitude.  However, it would be perfectly valid to interpret 
the skill as being sheer dumb luck in which the character just always seems to suc-
ceed at the skill, even though he has no idea what he is doing.  Similarly, although 
having a highly-ranked profession is usually understood to mean that the character is 
more highly regarded or has spent more time at the job, it could mean that the char-
acter places more value in that job.  Conversely, a low-ranked relationship might 
mean that the other person is of low importance, but it just as easily could mean that 
the relationship just doesn’t figure into the story very often. 
 
Ranks are measured in three ways: the prose descriptor (an adjective, such as Good, 
Excellent, or Incredible); a modifier (abbreviated as MOD, this is a +/- number that 
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modifies the result of dice rolls); and a target number (abbreviated as TN, this repre-
sents the difficulty in besting something of this rank).  All of this is summarized on 
the table below. 
 

Rank Modifier Target Number 
Feeble -2 5 
Poor -1 6 
Average 0 7 
Good +1 8 
Excellent +2 9 
Remarkable +3 10 
Incredible +4 11 
Amazing +5 12 
Monstrous +6 13 

 
Any Quality that is worth representing will have a rank of at least Good.  Average-
ranked Qualities represent all those infinite things that a character can do (Walk), 
think (Knows Addition), and be (Internet Surfer) that are unimportant.  The two low-
est ranks apply in certain situations when a character attempts to do something way 
out of his usual abilities (see Spin-off Stunts). 
 

Using Qualities 
Qualities are used whenever a character has to roll the dice.  The basically means any-
time he is engaged in some sort of conflict.  When that happens, the MOD of all rele-
vant Qualities are added to the result of the dice.  So is a character is using an Atomic 
Pistol to try and shoot a villain, that character gets to roll 2d6 and add his “Remark-
able +3 Gunman” to that total. 

 

Complicating Qualities 
Sometimes, a Quality causes problems for character too.  If the GM thinks a Quality 
would make the character take some course of action different from what the player 
has chosen, he may offer Hero Points equal to the Quality’s MOD to convince you to 
change your behaviour.  The player may decline if he wishes. If the GM accepts that, 
then player has to pay 1 HP to exercise control.    
 
If the Quality could have an impact upon a character’s efficacy, the GM may offer 
Hero Points equal to the Quality’s MOD in exchange for which the Quality exerts a 
negative MOD equal to it’s usual positive MOD.  So, a hero with “Excellent +2 Bad 
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Ass Dude” could be forced to take a -2 MOD when trying to calm down the leader of 
an alien armada about to destroy the earth. 
 
Complicating Qualities are an important source of Hero Points in play, which is why 
a player may wish to have Qualities that are so broadly defined that it comes up with 
great frequency.  Qualities with negative sides are also an excellent source of drama 
for those so inclined.  On the other hand, some players don’t care for heroes with feet 
of clay.  In that case, they may define their Qualities so narrowly that it is difficult to 
force (and so seldomly supplies any Hero Points). 
 

Shifting Ranks 
Various factors can temporarily shift a Quality’s rank up or down: situational modifi-
ers, clever tactics, and the use of Hero Points.  An upshift moves the Quality to the 
MOD and TN of the next highest rank, so that “Excellent +2 Kung Fu” goes up to Re-
markable +3 with one upshift, Incredible +4 with two upshifts etc. Downshifts logi-
cally worK the other way: one downshift makes an Excellent +2 Quality go to Good 
+1, two downshifts to Average 0, and so forth. 
 
No Quality can be shifted  lower than Poor.  That’s as bad as it gets.  Quality’s can be 
upshifted beyond Monstrous +6, but there is a diminishing return to this.   Upshifting 
a MOD from Monstrous +6 results in +1D+6.  The additional die is rolled but only the 
highest two are retained.  Additional upshifts add more D6, but only the highest two 
are ever used.  It is theoretically possible to roll a vast handful of dice this way, but 
they can never roll higher than an 18 (that’s boxcars +6). 
 

Special Qualities 
In  game about ordinary people doing ordinary things, the kind of Qualities discussed 
above would be sufficient.  But T&J is a game about extraordinary people: super-
heroes and villains.  And there are, therefore, some special Qualities in this game that 
work a little differently from regular Qualities.  They are Powers (the super-powers 
that make many super-heroes super), Vulnerabilities (ordinary things that cause ex-
traordinary trouble for the character), and Trouble (Qualities that result from Grief, 
see below).  The first two are discussed in the section on Character Creation; the lat-
ter is discussed in the section on Combat. 
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Scale 
Scale is applied to Qualities and is what separates the ordinary from the extraordi-
nary, the natural from the supernatural, and the hero from the super-hero.  On the 
normal-scale, a character may have the Quality “Monstrous [+6] Strong” and be 
really, really strong, able to lift half a ton, and pump iron next to the professional 
weight-lifters.  But on the super-scale, a character with “Monstrous* [+6] Strong” is 
one of the mightiest beings to walk the earth, able to lift  well in excess of 50 tons, 
and shatter diamonds in his grip (the asterisk next to the descriptor indicates super-
scale) 
 
It is important to note that the super-scale is always better than the normal-scale.  
Someone with super-scale “Good* [+1] Strong” is still stronger than the guy with 
“Monstrous [+6] Strong”.  The only exception is if a super-scale Quality drops below 
Good [+1] Rank; those that reach rank Average [0] or lower aren’t super anymore. 
 
How do I get in on the super-scale stuff, you ask?  That would be through Powers. 
 
 

Combat and other Conflicts 
At it’s heart, conflict in T&J is a relatively abstract affair resolved by having both sides 
roll 2d6, add the MOD of whatever Qualities apply, and see who got the higher result.  
The difference between the two is the amount of Grief  which the winner inflicts 
upon the loser. 
 
Grief is an abstract measure of damage.  The most common conflict to occur in super-
hero stories is the combat: two super-guys punching the living daylights out of each 
other.  Therefore, combat is usually the easiest way to explain how conflicts are dealt 
with in T&J.  However, that doesn’t mean that combat is the only kind of conflict.  
Other kinds of conflicts include navigating some kind of environmental effect (trying 
to rush through a burning building to save a child), a contest of wills (trying to scare 
the hood so badly that he tells you what he knows), or a puzzle (trying to work out 
how the alien Spatial Field Generator works before the asteroid crashes into the city). 
 
This is why combat isn’t about inflicting wounds or injury.  Besides, most combats in 
comics are fairly bloodless affairs: super-fists crash into faces without knocking out 
teeth or flattening noses; radiation blasts pick people up and throw them far away, 
breathless, but essentially unharmed (and certainly free of radiation-poisoning); and 
nobody ever seems to wake up the next day with whip-lash or lower back injury.  
Therefore, in this game, super-combatants give each other Grief. 
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The exact nature of the Grief given in any conflict will depend upon the nature of the 
conflict.  Players and GM’s should feel free to narrate the nature of Grief.  Most of the 
time, Grief vanishes as soon as the conflict is over.  The heroes and villains pick them-
selves up, dust themselves off, maybe make a wise-crack or two, and are fine and 
ready for more in the next scene.  Occasionally, however characters can pick up Con-
sequences which are a sort of Grief that lingers. 
 
Mechanically, Grief acts as a downshift on the victim’s Qualities.  Each point of Grief 
represents one downshift.  Whenever someone takes Grief, he decides which Quali-
ties take the downshifts and how many.  For example, The Nemesis of Crime has a 
pile of packing crates dumped on him by the gang he is pursuing.  The gangsters and 
hero both make their rolls and the Nemesis rolls three less than the crooks.  That 
means he takes 3 Grief.  The hero’s player decides to spread out the Grief and take 
one downshift to three different Qualities.  If he wanted to, he could taken all three 
to the same Quality or given two to one Quality and the last to another.  It’s the 
player’s choice. 
 
There is a notable exception to the abstractness discussed above.  Whatever Quality 
takes the first downshift in a conflict generates Trouble.  Trouble is a special kind of 
attribute that partakes of both a Quality and Grief.  The exact nature of the Trouble is 
determined by the Quality that took the first hit.  If The Presence takes the first 
downshift in a conflict to his “Inhuman Aura” Quality, then the Trouble has to be 
concerned with that.  The player is allowed to create the Trouble, subject to GM ap-
proval.  In this case, the player of Presence decides that his character is feeling de-
pressed at his inhuman state, which reduces his effectiveness in conflict.  He gives 
himself the Trouble “Depressed at Inhuman State”. 
 
Like any other Quality, Trouble has a rank.  When first generated, Trouble is Good +1 
rank.  But Trouble can never be used to help the character.  It is always a complicat-
ing Quality, meaning that it acts as a negative modifier to die rolls.  Unlike the usual 
complicating Quality, though, Trouble always modifiers every roll and players do not 
get Hero Points for their pains.  In other words, although Trouble has attributes of a 
Quality, it is also like a permanent Grief. 
 
Even worse, if the same Quality takes the first hit in a subsequent conflict, then in-
stead of generating a new Trouble, the existing Trouble goes up one rank.  So, in alter 
battle, the Presence loses a roll and elects to take the first hit to “Inhuman Aura” 
again.  Now his Good +1 “Depressed at Inhuman State” becomes “Excellent +2 De-
pressed at Inhuman State”. 
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Which is a bummer, so most heroes will be anxious to rid themselves of Trouble.  
They can do so by playing out a reasonable way of assuaging the situation and paying 
out Hero Points equal to the Trouble’s rank.  This can only be done in a later adven-
ture than the one in which the Trouble was generated or increased.  Doing this gets 
rid of the Trouble, but it also means that hero is down that number of Hero Points 
when he has his next conflict.  There’s a trade-off, which is why some players might 
elect to let Trouble rise for awhile.   
 
Using our example, the player of the Presence doesn’t want to let his Trouble get 
worse than Excellent +2, so he decides to deal with it at the next opportunity.  At the 
beginning of the next adventure, he decides that the Presence disappears from a 
meeting with his super-pals and reappears atop a mountain in the Himalayas.  There 
he sits, oblivious to the howling winds and ponders the meaning of “humanity”.  The 
GM likes this and continues it, having a mysterious monk appear and lead the hero to 
a hidden monastery.  Seeing the existence of men in such circumstances and feeling 
their goodwill, the Presence feels restored.  He pays out 2 Hero Points, removes the 
Trouble, and waves goodbye to his new friends as he returns to the city.  The game 
has now had a nice little soap-opera moment plus a mysterious new element has been 
added to the game.  Just who are these hidden monks?  Any GM worth his salt will 
have them show up again, in perhaps a surprising manner.  Also, of course, the Pres-
ence returns to his duties to find himself in confrontation with the Raptor and lacking 
two vital Hero Points.  He’s really going to need those to defeat his foe. 
 
 

Hero Points 

Using Hero Points 
 

Gaining Hero Points 
The principle source of Hero Points is trouble.  That is when a Quality or Power 
Limitation creates problems for the hero.   
 

MAX 

THE ORIGIN OF -- : Character Creation 
The essence of a super-hero falls within many areas--the cool look, the nifty name, 
the awesome powers, the tragic back-story.  Creating a hero for T&J calls upon a 
player to think about all of these things.  But the mechanics of creating a character 
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are fairly straight-forward and simple and come in two flavours: Radom Roll and 
Modelling.  In general, the GM and players should agree to which method is being 
used ahead of time (but see the Optional below) 
 

Modeling Your Hero 
Modeling allows the player to get exactly the hero he wishes.  This is great when the 
player has a strong concept in mind; less good when the player is a bit stumped.  
Modeling characters use the following system: 
 

1. Assign 10 ranks in Qualities 
2. Assign 6 ranks in Powers 
3. Optionally, define one or more Vulnerabilities or Power Limitations. 
4. Calculate Fight score (usually 16 based upon 10 ranks of Qualities and 6 ranks 

of Powers, but may be higher due to Intense Training or certain Devices). 
 
Qualities and Fight have been discussed above.  Powers are so important that they 
mierit their own section which follows this. The rest of these ideas are discussed be-
low. 

 

Rolling Your Hero 
Rolling allows the player to stretch his creativity and comeup with a character he 
might never have otherwise..  This is also great when the player has no ideas in mind 
ahead of time; it’s frustrating when the player already knows the hero he wants to 
play.  Rolling characters use the following system: 
 

1. Every hero starts with 10 ranks of Qualities and 6 ranks in Powers. 
2. Roll 2d6 and consult the Power Categories chart to get a Power Type. 
3. Roll the indicated number of d6 on the appropriate Power Chart to determine 

the actual power (this is usually 2d6, but a few categories only use 1d6).  If the 
result is "Choose", the player is free to pick any power form the list or make up 
a new one. 

4. Assign as many or as few ranks as you wish to that power. 
5. Repeat steps 2-4 until you run out of ranks (6 total).   
6. Optionally, define one or more Vulnerabilities or Power Limitations. 
7. The player is allowed to discard one power and reassign those ranks. This al-

lows a little bit of customization as a power that was rolled early and given few 
ranks might seem better by the end. 
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8. Now Roll 2d6 and consult the Qualities Chart to get a Quality Type. 
9. Assign as many or as few ranks as you wish to that Quality. 
10. Repeat Steps 8-9 until you run out of ranks (10 total) 
11. Calculate Fight score (usually 16 based upon 10 ranks of Qualities and 6 ranks 

of Powers, but may be higher due to Intense Training or certain Devices). 
12. Now figure out what the hell the hero can actually do and come up with a 

name and uniform! 
 
Optional: If the GM wants to give the players the option to use both methods, he 
might consider giving the heroes who have been randomly rolled either an additional 
Hero Point or an additional point of MAX to start. 
 
Between the Modeling and Random 
 
Sometimes, the players may want a little modeling and a little randomness.  There are 
ways to do that.  For example, you might eliminate Step 3 of the Rolling Method and 
have the players only roll Power Categories.  They then pick which actual powers 
they want to have. 
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The Bad Stuff 
Super-heroes are about more than just the great stuff they can do; being a super-hero 
means facing super-challenges.  The bad stuff that affects a hero include complicating 
Qualities and Trouble (discussed above), as well as Vulnerabilities and Power Limita-
tions.  The latter two are purely optional for the player.  Why would some want to 
take either of these?  It for all the Hero Points you earn when you screwed over by 
them. 
 

Vulnerability 
A Vulnerability is special Quality that represents something normally innocuous, but  
which causes harm to the hero or which causes greater harm than it does to other 
folks.  An example of the first type is Krytponite, which arms Superman alone.  An 
example of the second type is fire to the Martian Manhunter, which hurts him more 
than it does everyone else.  No character is required to have a Vulnerability.   
 
When a player selects a Vulnerability, he has to define how intense the Vulnerability 
is in the same way as any other Quality: by assigning a rank to it.  When the Vulner-
ability comes into play, it inflicts ranks of Grief equal to it’s MOD each turn.  So a 
Remarkable Vulnerability inflicts 3 ranks of Grief.   
 

Limitations 
Powers may have Limitations on them which somehow reduce the scope, effective-
ness, or applicability of the Power.  A Power Limitation should only be chosen if the 
player wants to deal with the complications that will ensue; by selecting one, he is 
telling the Referee to cook up situations in which his life is complicated by his limita-
tion.  Of course, being a hero, overcoming a challenge can be it’s own reward, but in 
the game, it’s also a source of Hero Points. 
 
Examples might include a Power Blast that only affects inorganic substances or a 
Force Field that is transparent to objects coloured yellow. 
 
Any time a Power Limitation creates a notable complication for a hero, he gains 2 
Hero Points.  If the hero figures out a way to compensate for the limitation, he gains 
an additional 2 Hero Points.  The operative word in the first sentence is notable; if the 
hero isn’t actually challenged by the limitation coming into play, then no Hero Points 
are awarded.  By the same reasoning, if the complication is constant and never-
ending, then it isn’t notable.  A Limitation that is constantly creating trouble is better 
represented as Quality. 
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FAR BEYOND MORTAL MEN: Powers 
 

Power Effects 
Powers can be described in a number of ways.  When using the Random Rolling 
method of character generation, the charts divide powers into broad Categories con-
taining a number of specific powers.  But powers can also be described by their Ef-
fects.  What is the difference?  Categories are thematic: energy powers, matter pow-
ers, mental powers, super-devices, and so on.  Effects are mechanical and describe 
how the power work in play.  The various Effects appear in almost all of the Catego-
ries: there are energy attack powers, matter attack powers, and mental attack powers.  
When you describe an Effect within a certain category, you have created a power 
(congratulations).  That’s the DIY motto of the game.  There are a list of powers lo-
cated in this section for your convenience, but you don’t actually need them. 
 
The most common effects are discussed below.  Keep in mind that there are charac-
ters who appear in comics and in the heads of players with odd-ball powers that don’t 
comfortably fit into any of these effects.  It’s up to the GM to either disallow the 
power or come up with a way to make it work, using these effects as guidelines.  
When making up an effect, try to keep in mind MOD, TN, and Scope: most powers 
will involve the hero rolling the dice and adding the power’s MOD.  His opponent 
will usually either make a defense roll of his own and either comparing the difference 
to determine Grief or to try and beat the hero’s TN. 
 

Alteration 
This type of power changes some characteristic Quality of the subject.  Note that if 
the scope of  an Alteration is narrowly restricted to some other Effect (such as a En-
ergy Touch), then it is classified as that Effect rather than an Alteration (so that En-
ergy Touch is an Attack).  Alterations have broad scopes that may include other ef-
fects (Adaptation allows one to do a number of things including acting as a Defense 
against certain sorts of attacks). 
 
Alterations that are sufficiently broad in scope are better defined as Multi-Powers or 
Meta-Powers. 
 
Mechanics:  Alteration covers a wide array of powers and the mechanics are hard to 
boil down, often needing to be adjudicated on a case-by-case basis.  Alterations are 
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frequently broad in scope so that Attacks and Defenses are better than normal-scale, 
but less effective than narrow scope Attacks. 
 
Examples:  Invisibility,  
 

Attack 
Most Attacks are physical or energy-based.  However, it is perfectly possible to have a 
mental or spiritual attack. 
 
Mechanics: the Attack adds it’s MOD to the attack roll.  If the target is hit and only 
has normal-scale defenses, then the Attack inflicts extra Grief equal to it’s TN (for 
narrow scope attacks) or MOD (for broad scope attacks).   
 
Examples: Laser-Beam Eyes, Magic Hammer, Psychic Blast 
 
 

All-or-Nothing Attack 
Unlike a standard attack, which slowly wears down an opponent by inflicting Grief, 
the All-or-Nothing Attack requires the target to make a roll to avoid or it’s effects 
take full effect. 
 
Mechanics: the All-or-Nothing Attack adds it’s MOD to the attack roll.  If the target is 
hit, he must another defense roll with relevant Qualities against the All-or-Nothing 
Attack’s TN. 
 
Examples: Dazzle (to blind an opponent; relevant Qualities include Battlesuit with 
flare-resistance), Entangle (to hold an opponent; relevant Qualities include Strength 
to tear through the net), Stun (to knock the opponent out; relevant Qualites include 
Iron Will to stay awake). 
 
 

Control 
 

Defense 
Defenses help your hero resist being splattered in a fight.  Most defenses are either 
super-tough skin, physical armour, or some kind of force field. 
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Mechanics: the Defense adds it’s MOD to the attack roll.  If the target is hit by a nor-
mal-scale attack, then the defense soaks up Grief ranks equal to it’s TN (for narrow 
scope defenses) or MOD (for broad scope defenses).  Only Grief in excess of those 
soaked is suffered. 
 
Examples: Powered Battle-Armour, Steel Flesh, Telekinetic Field 

 

Intense Training 
Each Rank in Intense Training is exchanged for 2 Ranks in Qualities. So someone who 
uses all 6 Power ranks in Intense Training gets 12 additional Ranks in Qualities. Note 
that this increases Fight score. 
 

Movement 

 

Meta-Power 
A Meta-Power can perform various functions all at the same time.  It represents an 
extremely flexible type of power such that cataloging each effect as a separate power 
could not cover them all.  Each specific function is termed a sub-power.  These sub-
powers may be so diverse as to lack any obvious thematic link.  Sorcery, for example, 
can do almost anything, while the inborn powers of certain aliens may be quite a var-
ied lot. 
 
Possessors of Meta-Powers can generally respond to any situation and this is generally 
their only power.  On the flip side, once they start taking Grief to the Meta-Power, 
they quickly lose competency. 
 
Mechanics: The possessor should make a list of the typical sub-powers.  These can all 
be used at Rank-3.  Should the possessor wish to use a sub-power to use a normal-
scale Quality, he will get Rank x2, just as if he was buying Intense Training.  The GM 
is free to limit the number of sub-powers readily available, as additional powers can 
always be accessed as a Spin-off Stunt.  Most Meta-Powers should come with a Weak-
ness, Vulnerability, and/or Limitation.  In addition, the player should expect there to 
be at least one other being out there with the same Meta-Power. 
 
Examples: Sorcery, Cosmic Power, Kryptonian Powers, a Power Ring 
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Multi-Power 
A Multi-Power can perform various functions but only one at a time.   
 
Mechanics: The possessor can switch from one sub-power to another at the beginning 
of his turn.  Each sub-power performs at Rank-2 of the Multi-Power.  Alternately, 
each sub-Power could be a normal-scale Quality or Quasi-Power at full Rank.  The 
Multi-Power ranks can be split between more than one power or Quality. 
 
Examples: Shapeshifting, Reconfigurable Super-Gadget, Power requiring full concen-
tration of the user for each effect 
 
 

Quasi-Powers 
Quasi-Powers represent an sort of intermediate step between normal-scale Qualities 
and super-scale Powers.  Technically, Quasi-Powers are a type of Quality and can be 
purchased as such with the hero’s starting allotment of 10 Quality ranks.  Quasi-
Powers operate on the normal-scale, just like other Qualities, but emulate the scope of 
Powers.  Usually, Quasi-Powers are used to represent hi-tech devices that mimic that 
amazing abilities of Powers, such as a Force Field Projector, a Powered Battle-suit 
used by super-soldiers, or a Pulsar-Fusion Cannon.  Devices with these sorts of Quasi-
Powers are generically called Gadgets.  This is as distinguished from Super-Gadgets 
which use ranks of Power, replicate Powers, and operate on the super-scale. 
 

Stunts 
One of the constant delights of the super-hero genre is when the folks in spandex use 
their powers in new and unexpected ways.  The first time that Spider-man ever 
fought Doctor octopus, he was horrified to discovered that Doc Ock could just rip 
apart his webbing with those mechanical arms.  But in the return bout, Spidey figured 
out that he could spray webbing on the good Doctor’s glasses and blind him while our 
hero socked him in the jaw.  That’s called stunting in T&J.  In technical terms, it is 
temporarily expanding the scope of the power.  There are three kinds of Stunts: Spin-
off, Shifting, and Signature. 
 

Spin-off Stunts 
Using a Power or Monstrous-rank Quality in a related but not clear-cut way i.e. ex-
panding the scope of the Power/Quality. This includes using Offensive Powers for 
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Defense (“I shoot the missiles out of the air with my Laser Eyes!”) and using Defensive 
Powers for Offensive (“I create a Force Field on top of him!”).  You can try it for free 
at -4 MOD from the base power or spend Hero Points to Upshift the rank. 
 

Shifting Stunts 
This is a sort of middle ground between expanding the penumbra and improving an 
existing Power. It costs a flat 1 HP and allows you to effectively Downshift one aspect 
of the Power while Upshifting another Aspect by a like amount.  For example, a Re-
markable Power Blast could have it’s Range and Aim downshifted 2 ranks to Good, 
while it’s Grief is upshifted 2 ranks to Amazing.  This makes it harder to hit the tar-
get, but will do more Grief if it does hit. 
 
You may spend HP to Upshift the Base Power before applying a Shifting Stunt. 
 

Signature Stunts 
A Signature Stunt is a Spin-Off Stunt which you have done so many times that you 
have mastered it. It costs 1 HP to use, but you perform at your base Power's MOD 
rather than at -4. In effect, you have permanently expanded the scope of your power 
for a minimal cost per use.  To return to the Spider-man example from above, the first 
time Spidey blinded Doc Ock with his webs, it was a Spin-Off Stunt, but he’s done it 
so many times now that it is a Signature move for him. 
 
To turn a Spin-off Stunt into a Signature Stunt, the hero must perform the Spin-off 
three times and then pay a point of MAX. 
 

Powers List 
This list is drawn from the Random Roll charts.  It attempts to be a fairly comprehen-
sive list of super-powers seen in comic books.  But it does not cover everything; it 
can’t.  Super-hero comics have been around for over seventy years and that means 
that a lot of powers have appeared at one time or another.  However, if a power 
doesn’t appear on this list, it should be possible to create it using the Effects described 
previously. 
 
Acid/Poison Touch (Body Power, Attack) – 
 
Adaptation (Body Power, Defense) – 
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Air Powers (Matter Power, *) – 
 
Alternate Form (Body Power, Alteration) – 
 
Animate Objects (Matter Power, Alteration) – 
 
Body Meta-Power (Body Power, Meta-Power) – 
 
Claws (Body Power, Attack) – 
 
Cold Powers (Energy Power, *) – 
 
Create Matter (Matter Power, ?) – 
 
Darkness Powers (Energy Power, *) – 
 
Density Control (Body Power, Control) – 
 
Density Powers (Matter Power, Control) – 
 
Earth Powers (Matter Power, *) – 
 
Electricity Powers (Energy Power, *) – 
 
Energy Absorption (Energy Power, Alteration) – 
 
Energy Meta-Power (Energy Power, Meta-Power) – 
 
Energy Touch (Body Power, Attack) – 
 
Exotic Energy Powers (Energy Power, *) – 
 
Fire Powers (Energy Power, *) – 
 
Force Powers (Energy Power, *) – 
 
Gravity Powers (Energy Power, *) – 
 
Growth (Body Power, Alteration) – 
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Healing (Energy Power, Alteration) – 
 
Imitation (Body Power, Alteration) – 
 
Inhuman (Body Power, *) – 
 
Invisibility (Body Power, Alteration) – 
 
Invulnerability (Body Power, Defense) – 
 
Light Powers (Energy Power, *) – 
 
Luck Powers (Energy Power, Alteration) – 
 
Machine Powers (Matter Powers, Alteration) – 
 
Magnetic Powers (Energy Power, *) – 
 
Matter Meta-Power (Matter Power, Meta-Power) – 
 
New/Extra Body Part (Body Power, Alteration) – 
 
Nullify (Energy Power, Alteration) – 
 
Quality Absorption (Body Power, Multi-Power?) – 
 
Paralyzing Touch (Body Power, All-or-Nothing Attack) – 
 
Phasing (Body Power, Alteration) – 
 
Radiation Powers (Energy Power, *) – 
 
Regeneration (Body Power, Alteration) – 
 
Shape-shifting (Body Power, Alteration) – The user can change his form to assume 
various shapes.  This does not affect the substance of the body. 
 
Shape-shift Others (Matter Power, Alteration) – 
Shrinking (Body Power, Alteration) – 
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Sound Powers (Energy Power, *) – 
 
Stetching (Body Power, Alteration) – 
 
Transform Others (Body Power, Alteration) – 
 
Transform Self  (Body Power, Alteration) – The user can change the substance of his 
body into something other than the flesh and bone.  The form remains more-or-less 
as usual, although non-solid substances will have some differences (turning into mist 
will leave the character looking less substantial and parts of him may tend to drift 
away).  Depending upon the substance, the character may gain broad scope uses such 
as invulnerability (from steel), phasing (from mist), or shape-shifting (from sand).  
Further uses can be gained from stunting. 
 
Water Powers (Matter Power, *) – 
 
Weapon (Body Power, Attack) – 
 
Weather Powers (Matter Power, *) – 
 
Vampiric Touch (Body Power, Attack) – 
 
Vibratory Powers (Energy Power, *) – 
 
 

CLOBBERIN’ TIME: Fighting for Truth & Justice 
 

The Steps of Combat 

Narration 
It is vital to understand that T&J uses abstract conflict-resolution.  This means that, at 
it’s heart, each roll of the dice only tells you whether you getting closer to succeeding 
at your goal or not.  That’s it.  Everything else is narration.  This is as opposed to task- 
resolution, in which each roll of the dice tells you whether or not you succeeded in 
some specific action.  In a game with task-resolution, you might roll the dice to see if 
your Power Blast hit the bad guy; in T&J, you can narrate what happens pretty freely-
-whether you hit or not--because the roll of the dice only tells you if you are getting 
closer to beating the bad guy or not. 
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The bears rephrasing.  In T&J, a player can say, “I jump off the roof-top and land 
lightly on my heels, to appear menacingly in front of the crooks.  I punch the first 
one, while tripping the second.  I say , ‘Don’t tell me you’re tired out yet; the party’s 
just beginning!’.  While I’m being a smart-ass, the third goon lunges out and clocks 
me.  I fall down, rub my chin, and mutter, ‘Mom always told me that I talked too 
much’.  I spring back up and slam into the goon.” 
 
In T&J, you do not roll the dice to see if you can land safely, to see if you punch the 
first crook, to see if you trip the second, etc.  You are rolling the dice to see if all of 
that ends up putting you ahead or behind.  If you roll badly and it puts you behind, 
then those crooks you hit were just stunned momentarily and get right back up to 
fight.  If you roll well, that decking you took doesn’t actually cause any measureable 
harm to you; it’s just colour.  And colour is a key component to comic-book stories. 
 

Rolling the Dice 
The character with initiative gets to be the attacker; his foe is the defender.  The at-
tacker declares what he is attempting to do (“I want to knock this guy out so he can’t 
destroy the city anymore”).  He then pulls in all the Qualities that would apply to his 
goal and adds up the MOD (“My Amazing Boxing gives me +5 and my Excellent 
Scrapper gives me another +2”).  The GM decides if a Quality is relevant or not (“I’m 
sorry, but you can’t use your Remarkable Sous Chef abilities to help you punch the 
villain”).  The defenders adds up his relevant MOD and then both sides roll 2d6, add-
ing the MOD to get a final result. 
 

Grief 
When both sides work out the result of their dice roll plus modifiers, the defender’s 
roll is subtracted from the attacker’s roll.  If the result is less than zero, the attacker 
failed (or the defender succeeded, depending upon how you look at it).  If the result is 
exactly zero (both sides got the same result), it’s a stalemate and both character’s take 
1 rank of Grief.  If the result is higher than zero, then loser takes Grief. 
 
The defender now loses ranks in Qualities equal to the result.  So if the attacker rolled 
a 10 and the defender rolled a 7, the defender takes 3 ranks of Grief.  Each rank of 
Grief means that a Quality--any Quality--gets downshifted one rank.  A Remarkable 
Quality goes down to Excellent if it takes 1 rank of Grief, down to Good if it takes 2 
ranks of Grief, and so on.   
 
No Quality can be reduced lower than Average. 
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The defender has the freedom to choose whichever Quality he wants to take the hit 
and can spread out the Grief among as many Qualities as he wants.  In the above ex-
ample, the defenders might take all 3 ranks to one Quality, or 1 rank to three separate 
Qualities, or any other combination. 
 
Because of the abstract nature of the conflict-resolution, there need be no causal con-
nection between the attack and the Quality which suffers Downshifts as a result.  If 
the defender gets punched, he could take the Grief in his “Lawyer” Quality or his 
“Loves Pretzels” Quality.  Indeed, he would be smart not to take the Grief to any of 
his physical Qualities because those will help him more in this fight than his love of 
salty snacks. 
 
After the attack is resolved, the sides change and the defender becomes the attacker 
and vice-versa.  Now the new attacker describes what he is doing and they roll the 
dice.  This continues until someone has no more Qualities ranked above Average.  At 
that point, they have  “zeroed-out”. 
 
To make things simpler, every character has a Fight score. This is just the number of 
ranks of Grief he can take before zeroing-out.  Fight gives you a rough idea of how 
tough someone is.  Most characters have 16 Fight based upon 10 ranks of Qualities 
and 6 ranks of Powers (see Character Creation), although Intense Training can grant 
more (see Intense Training). 
 

Normal- and Super-scale Interaction in Conflict 
Super-scale attacks inflict either MOD or TN extra Grief Ranks against normal-scale 
defenses, depending upon the scope of the attack. 
 
Super-scale defenses absorb either MOD or TN Grief Ranks of normal-scale attacks 
depending upon the scope of the defense. 
 
Quasi-power versions of attack or defense always operate on the normal-scale for 
combat purposes, but not for intensity purposes (see Intensity). 
 

Zeroing-Out 
Zeroing-out ends the conflict.  All of the characters Qualities have been reduced to 
Average, meaning that, for the moment anyway, he has no Qualities left since Aver-
age-rank Qualities are “invisible”.  What happens to the loser depends upon what the 
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opponent was trying to accomplish: in a fight, that usually means the loser is knocked 
unconscious. 
 

Recovering from Grief  
 
 

The World Around: Scenery 
 

Rank  Weight  Durability 
Feeble  25 lbs.  Paper 
Poor  50 lbs.  Cloth, Glass 
Average  100 lbs.  Wood, Plastic, Crystal 
Good  150 lbs.  Interior Walls, Adobe, Ice 
Excellent  200 lbs.  Soft Metals, Rubber 
Remarkable  300 lbs.  Aluminum, Brick, Asphalt 
Incredible  500 lbs.  High‐Strength Plastics, Light Machinery 
Amazing  750 lbs.  Concrete 
Monstrous  1,000 lbs.  Iron, Bullet‐Proof Glass 
*Good  1 ton  Steel, Reinforced Concrete 
*Excellent  2 tons  Sold Stone, Volcanic Rock 
*Remarkable  5 tons  Granite 
*Incredible  10 tons  High‐Strength Steel, Gemstones 
*Amazing  20 tons  Diamond, Super‐Heavy Alloys 
*Monstrous  50 tons  Made‐up Super‐Materials 

 
Lifting/Breaking something whose rank is lower ranked than the one’s strength is an 
automatic action, unless conditions are applying Downshifts. 
 
Lifting/Breaking something whose rank is of equal or 1 Rank higher than one’s 
strength is a Complicated roll: roll 2D + relevant modifiers against the object’s TN. 
 
A character can not lift/break something more than 1 rank greater in 
weight/durability than his strength, except through the use of Hero Points. 
 

A Superstitious and Cowardly Lot: Goons 
The faceless mob of gangsters, soldiers, etc. They have 1 Quality: Good [+1] Goon. 
This means that they can be taken out by any successful attack. Super-scaled and 
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Monstrous-Rank normal-scaled attacks upon Goons are Conflicts with each Grief 
Rank given taking out 1 Goon. This replaces the usual rule about Multiple Attacks 
(which only applies to better-than-Goons) meaning that the attacker need not take 
any Downshifts. 
 
Goons can still team up on Heroes, though, so a horde of Goons can still be poten-
tially dangerous.  However, no more than 4 Goons can effectively fight one opponent; 
additional Goons form a separate Goon Squad for attacking purposes. 
 

Conflicts, Not Combats 

 

HEROES OF INDUSTRY: The Sensational Strangers 
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