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DEMON HUNTER

Prime Attribute: Strength
Hit Die: d12
Weapons Allowed: All melee weapons, archaic ranged weapons
Abilities: Sense the Darkness, Supernatural Senses, Occult Knowledge, Protection from Evil, Unarmed Attacks, Fa-
vored Weapon, Know the Weakness, Aura of Courage, Extra Attack, Smite Evil
Level HD BtH Unarmed Combat Abilities EPP

1 d12 +0 - Sense the Darkness, Supernatural Senses, Occult 
Knowledge, Protection from Evil, Favored Weapon +1

0

2 d12 +1 1d4 3,001
3 d12 +2 1d4 Know the Weakness 6,501
4 d12 +3 1d6 13,001
5 d12 +4 1d6 Favored Weapon +2 26,501
6 d12 +5 1d6 Aura of Courage 53,001
7 d12 +6 1d8 100,001
8 d12 +7 1d8 Extra Attack 200,001
9 d12 +8 1d8 400,001
10 d12 +9 1d10 Favored Weapon +3, Supernatural Senses (Blind-

sight), Smite Evil
700,001

11 +6 +10 1d10 1,000,001
12 +6 +11 1d10 1,300,000
+1 +6/lvl +1/lvl 1d12* +300,000/lvl

The Master Vampire Lucius held Marie by the throat, licking 
his lips, his fangs gleaming wickedly in the moonlight. Marie 
whimpered and struggled, but only slightly; she was confused, 
dazed, under the vampire’s thrall. If this went bad, another in-
nocent would join a line of bodies that was already far too long.

Angela glared at Lucius, her crossbow raised. Taking the shot 
was risky, she knew; if she missed or if the vampire was too fast 
(which he most certainly was), Marie would make a handy hu-
man shield. She attempted another strategy instead. 

“What’s the matter?” she said. “Afraid to face me without cow-
ering behind an innocent girl?”

“Afraid?” The vampire laughed. “Little girl, I’ve walked this 
earth for hundreds of years, since your seven-times great 
grandparents weren’t even glimmers in the eyes of their own 
grandparents. You and your little cabal of hunters are nothing 
to me!”

“Fine,” Angela said, and threw the crossbow to the ground. 
“Prove it, then. Let the girl go and let’s do this.”

Again, the vampire laughed. “Fool!” he said. “Always so ar-
rogant, your kind. Now you have no way of saving this child.” 

He bent to sink his teeth into Marie’s neck. Marie’s eyes closed 
in anticipation of the ecstasy of the vampire’s kiss. As soon as 
his gaze fell to her jugular, Angela made her move. 

“Wrong!” she said, producing a razor-sharp silvered throwing 
blade from her sleeve, which had been blessed by the Pope him-

self, and hurled it at the vampire’s head. The attack worked as 
she planned; the vampire was caught off guard and fell back, 
throwing Marie to the side. He caught the blade mid-air and 
howled as the blessed silver burned into his palm. 

Angela drew her favorite weapon, a dagger carved from solid 
teak wood, and attacked.  

Every generation has those destined few who stand alone 
or with a small and trusted cabal against the forces of 
darkness. They are the bane of vampires, werewolves, 
demons and the other minions of Hell and the Deeper 
Dark. These are the Chosen Ones…the Demon Hunters. 
Whether by choice or by fate, they are gifted with super-
natural abilities to battle the forces of evil, and trained to 
use these gifts to become a weapon of good. 

In some cases they stand alone, a single individual in 
each generation chosen by the mysterious powers above 
to possess these powers, which are only passed along upon 
the death of the current Chosen. In others, they are one of 
several members of a secret, select cabal, trained from child-
hood to embrace their destiny. In still others they are those 
who have been wronged by evil and actively seek out occult 
knowledge to elevate themselves above normal humanity. 

Demon hunters tend towards lawful and good in align-
ment, but can be found in all shades and stripes. The very 
nature of their work can slowly degrade and corrupt their 
humanity, until some become as bad as the monsters they 
fight, and these are deadly adversaries indeed. 
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All attributes are vital to these paragons of light. Dex-
terity aids in their defense and ability to wield ranged 
weaponry. Strength allows them to stand toe-to-toe with 
evil beings, while Constitution allows them to suck up 
damage. Intelligence is a vital ability for these warriors 
as well, as it represents their storehouse of occult knowl-
edge, while Wisdom represents their ability to perceive 
threats and Charisma comes in handy when talking your 
way out of being caught with a dead body. 

DEMON HUNTER ABILITIES 
Sense the Darkness: The demon hunter can sense the 
presence of supernatural evil. This ability works similarly 
to the zero-level Wisdom spell Detect Chaos, Evil, Good, 
Law (Amazing Adventures p. 111) but is always active and 
works only against supernatural evil—that is, creatures 
such as undead, lycanthropes, demons and the like. Evil 
humans, unless possessed, do not register using this abil-
ity. Whenever the Demon Hunter comes within 60 feet of 
a supernatural evil creature, a Wisdom check is allowed 
(CL=12 – creature’s hit dice; more powerful creatures are 
easier to sense than weaker ones). 

At the CK’s option, this ability may function against incredi-
bly corrupt humans—serial killers, dark cultists and the like. 
In a campaign using sorcery with the Corruption and Sanity 
mechanics found in the Amazing Adventures Companion (p. 
58-60), any Occultist, NPC or PC who has become evil 
through Corruption would register to this ability. 

Supernatural Senses (Wisdom): The Demon hunter’s 
senses are attuned to the presence of danger or threats of all 
kinds, mundane and magical. She gains a +2 to any search 
or perception-based check, including those to resist sur-
prise. In addition, she always gets a roll to avoid surprise, 
no matter what the circumstances. At fifth level, she gains 
the ability of twilight vision (Amazing Adventures, p. 180). 

At tenth level, she gains blindsight; she cannot be sub-
ject to blindness and gains the equivalent of Darkvision, 
though this presents as a supernatural sense of the loca-
tion of opponents, rather than an actual ability to see in 
the darkness. Even if her eyes are damaged or covered, 
this blindsight still functions. Against supernaturally in-
visible opponents, she can attempt a Wisdom check (with 
the usual +2) to sense the opponent’s location.

Occult Knowledge (Intelligence): The Demon hunter 
gains a bonus Knowledge skill in Occultism. If the cam-
paign in question is not using Knowledge skills (Amazing 
Adventures p. 64), the Demon hunter gains one as a Class 
ability. This ability allows her to add +3 to any roll related 
to occult knowledge, including knowing details about the 
demons or other supernaturals she is facing.

Protection from Evil: The demon hunter has a permanent 
aura of protection from evil creatures. This aura wards 
against attacks and makes supernaturally evil creatures 
uncomfortable. This has the result of adding a +2 bonus to 
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a longsword in her arsenal, the bonuses only apply to that 
sword. With weapons of the same type (longswords that 
aren’t her favored, named sword), she still gains bonuses, but 
these are half her favored bonus. Thus, if she has +4 with her 
favorite longsword, she gains +2 with other longswords. 

If the Demon hunter ever loses or breaks this weapon, 
it will take her 1d4 weeks to bond with a new weapon, 
which must be of the same type as her original. 

Know the Weakness: Beginning at 3rd level, if a creature 
has a specific weakness, the Demon hunter can access it. 
For example, if a demon would normally only be affected 
by magic, the Demon hunter has the ability to damage it ei-
ther with a magical weapon or just by nature of her attacks. 

The exact nature by which this ability works may vary by 
game; in some worlds the Demon hunter may have a bag 
of tricks that just happens to always have what she needs. 
In others, she may just have a mystic aura that allows her 
attacks to damage evil creatures regardless of their super-
natural defenses. This ability may, at the CK’s option, be 
used with an Unarmed Attack, but should never be appli-
cable with firearms or modern weapons; only melee weap-
ons or archaic ranged weapons are subject to this ability.

Aura of Courage: Beginning at 6th level, the demon hunt-
er becomes immune to fear, and grants all allies within 
ten feet a +4 bonus to fear saves due to the very inspiring 
nature of her presence. 

Extra Attack: At 8th level, the Demon hunter can make a 
second attack in melee combat. At 15th level, she gains a 
third attack. Only melee weapons or unarmed attacks can 
be used for this ability. 

Smite Evil: The Demon hunter, at 10th level, can attempt 
to smite evil once per day with a normal melee attack. 
This allows her to add her Charisma modifier (if positive) 
to the attack roll, and adds a bonus to damage equal to 
the Demon hunter’s level. The ability may be used once 
per day, and only activates with a successful attack. Thus, 
if the Demon hunter attempts to smite evil and fails to hit 
her target, she has not yet used her attempt for the day. 

AC and +2 to all saving throws against supernatural crea-
tures. It does not prevent bodily contact, however, so the 
Demon hunter can still be attacked with natural weapons.

On the downside, this also means that any supernatural 
creature who sees the demon hunter knows exactly what 
they are, though the demon hunter can attempt a Charis-
ma check (CL=observing creature’s hit dice) to suppress 
the aura if she wishes to keep her identity a secret. 

Unarmed Attacks: Demon hunters are trained to use 
their bodies as weapons, so that they are never defense-
less. These men and women gain attacks and improve in 
the amount of unarmed combat damage they deal as indi-
cated on the table. They can choose whether their attacks 
deal real damage, subdual damage, or a combination of 
the two, dividing damage however they like. 

Favored Weapon: Every Demon hunter has her favorite 
weapon, be it a special wooden stake elaborately carved 
from ash, a staff gifted to her by an African shaman, or a 
hammer reputed to contain a bit of metal from Mjolnir 
itself. At 3rd level, the character selects a single melee or 
archaic ranged weapon from her arsenal—a specific weap-
on, not a weapon type—and designates it as her favored 
weapon. She can, if she chooses, concoct a history as to 
why the weapon is her favorite, what is special about it. 
The weapon may not be a firearm—for Demon hunters, 
the Old Ways are always best.

With this weapon, she gains +1 to hit and damage. At 
Fifth level this bonus increases to +2 to hit and damage. 
At tenth level, her bonus increases to +3. At twelfth level, 
she may either increase this bonus to +4, or choose a sec-
ond weapon with which to specialize, gaining +2 to hit 
and damage with that weapon. 

The demon hunter may choose her unarmed attack as a 
favored weapon if she chooses. If this is the case, she does 
not gain the half-bonus to similar weapons, for obvious 
reasons, but starts at +2 to hit and damage rather than +1 
and increases from there. 

These bonuses apply only to a specific weapon in the 
hunter’s arsenal. Thus, if the hunter’s favored weapon is 
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POWERED OR GADGETEER

Prime Attribute: Intelligence, Wisdom, or Charisma (Dependent on the source of the gadgets or powers)
Alignment: Any
Hit Die: d6
Weapons Allowed: Small melee weapons, medium melee weapons, handguns, and gadgets. 
Abilities: Gadgets, Jury Rig, Resupply, Enhanced Form
Level HD BtH Abilities EPP

1 6 HP 0 Gadgets or Powers, 5 (plus ability bonus) power points, Jury Rig or Re-
supply or Enhanced Form

0

2 d6 +1 2 power points; level 1 maximum effect 2,601
3 d6 +1 3 power points; level 2 maximum effect 5,201
4 d6 +1 3 power points; level 2 maximum effect 10,401
5 d6 +1 4 power points; level 3 maximum effect 20,801
6 d6 +2 4 power points; level 3 maximum effect 42,501
7 d6 +2 5 power points; level 4 maximum effect 85,001
8 d6 +2 5 power points; level 4 maximum effect 170,001
9 d6 +2 6 power points; level 5 maximum effect 340,001
10 d6 +3 6 power points; level 5 maximum effect 500,001
11 +3 HP +3 7 power points; level 6 maximum effect** 750,001
12 +3 HP +3 7 power points; level 6 maximum effect** 1,000,001
+1 +3 HP * 8 power points; level 6 maximum effect** +250,000

*+1 per four levels
**Maximum level for effects normally caps at 6

 “I swear, Bucky, the nubile woman purred. I would never lie 
to you. You know that. You and I, we’ve been through so much 
together…can’t you trust me?”

“I’d love to, Baby,” Bucky said. “But I just can’t. Fortunately, 
I’ve got my Newson’s Magnificent Lie Detector Goggles with 
me. Let’s just see how truthful you are.”

Bucky withdrew the awkward-looking goggles from his coat 
and slipped them over his eyes, giving him the odd appearance 
of a man with the eyes of an insect. He reached for the dial on 
the side, turned it all the way up. There was a popping sound, 
a shower of sparks, and a whiff of ozone, and Bucky pulled the 
smoking contraption off his head and dropped it to the floor.

“Damn things never worked right,” he said, and drew his ra-
dium blaster on the woman. “Let’s try a different tactic, yeah?”

Powered heroes come in three varieties: the first two are 
known as gadgeteers; these use toys such as X-Ray gog-
gles, ray guns, rocket packs, or even advanced targeting 
systems and cybernetic implants. Whether he soars in the 
blue skies with his rocket pack, takes down villains with 
his bronze gamma ray gun, or sees through walls with 
his incredible X-Ray specs, a gadgeteer is the character 
whose very name screams SCIENCE!

The two varieties of gadgeteer are those who spend long 
hours in a lab inventing new equipment with which they 

will battle the forces of evil, or those who have a special 
“Gadget man” that invents their equipment for them. In 
game terms, the difference is mostly flavor-based and 
will be dependent upon which attributes the character des-
ignates Prime, though there are advantages to both types of 
character. In either case, many gadgeteers often adventure for 
the sheer thrill of it. Others do what they do out of an over-
developed sense of justice, or a need for vengeance against 
those who have wronged them or their loved ones.

The third type of Powered hero represents those people 
who through alien origins, scientific experimentation, 
or genetic mutation have developed abilities far beyond 
those of ordinary folks: super powers. These are the peo-
ple who can fly without a jetpack, who can fire blasts of 
energy from their fists, sprout claws from their knuckles, 
heal from any injury, or run at the speed of sound. These 
are classic superheroes. 

Since Powered heroes are often on the front lines of the 
battle against crime, Dexterity is of paramount impor-
tance to these characters, but a quick wit and dashing 
persona are also invaluable to their pursuits, especially 
if they have a gadget man, so Wisdom and Charisma are 
also important. Those who invent their own toys will also 
want a high intelligence score. 
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ABILITIES
Gadgets or Powers: The Powered hero has one primary 
ability—Science! (or Powers!, as the case may be).  This 
manifests in a number of specialized pieces of equipment, 
gadgets, or special abilities that become a permanent part 
of his arsenal. Characters who use inventions, technol-
ogy, or gadgets to grant them abilities are known as gad-
geteers. Those who have innate powers are commonly 
called supers or enhanced.

A gadgeteer may create gadgets himself, he may have a 
special scientist friend or sidekick (NPC) who equips him 
for his mission, or they may in fact have innate super-
powers from a genetic mutation, alien experimentation, 
or some other means. 

The gadgeteer must choose when he creates the charac-
ter which means of power they have: Self-Created (Int), 
Gadget Man (Cha), or Superpowers (Wis). This choice, 
once made, may not be changed. 

Inventor (Int): If the gadgeteer self-creates his own gadg-
ets, they cost more points, but the gadgeteer is less likely 
to lose his source of equipment, and will have the abil-
ity to create gadgets “on the fly.” These “instant” gadgets 
represent small pieces of equipment he happens to have 
on his person that he just thought he might need some 
day. These types of gadgeteer must choose Intelligence 
as one of their Primes and have either the Science or Me-
chanics background (if using Character Backgrounds). 

Quartermaster (Cha): A gadgeteer who has a quarter-
master receives a substantial reduction in cost for hav-
ing a scientist who creates gadgets for him; in this case, 
however, he stands a chance of losing his contact through 
kidnapping, death, or even a disagreement, and cannot 
create “on the fly” gadgets. The gadgeteer with a gadget 
man must choose Charisma as one of their Primes. 

Enhanced (Wis): The Powered hero who has innate su-
perpowers gets the reduction in cost for abilities (their 
powers are purchased using the gadget man table) but may 
not break down their gadgets to gain points at the end of 
an adventure, nor may they call upon “on the fly” gadgets. 
They also do not get the ability to Jury Rig, but they may 
choose a single non-combat-related Generic Class Ability (see 
Chapter 2) in its place. They must purchase their powers 
which become an innate part of them. Enhanced heroes 
must choose wisdom as one of their Primes. 

Obtaining Gadgets and Powers: Powered heroes gain 
their toys through the expenditure of “power points.”  
To obtain a gadget or power, the character must choose 
a spell (any spell) from the Arcanist spell lists. He then 
“buys” that spell at whatever level of effect he desires 
(and can afford); it then becomes a permanent gadget or 
power on his list, and he can use it whenever he likes. 
For example, buying the Magic Missile effect at first level 
(one missile) will have different effects than purchasing it 
at fourth level (two missiles per attack). 
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Limits on Gadget and Power Use: There are specific lim-
its to the creation and use of gadgets and superpowers. 
These are detailed in Chapter Four: Mysteries of Magic 
and Mentalism. A Powered hero is, for example, limit-
ed to what level effect they can buy (one half their level, 
rounded up, with a minimum of one). This means a first-
level character may only purchase level 0 and level 1 ef-
fects. A third-level character may purchase second level 
gadgets (half of 3 is 1.5, rounded up to 2). 

If a spell/effect appears on more than one spell list, use 
the lowest available level to determine point costs. For ex-
ample, the spell charm person/animal appears on the Wis-
dom spell list at 2nd level, but the Charisma spell list at 1st 
level. In this case, for purpose of gadgets and superpow-
ers, it is treated as a 1st level effect. 

In addition, they must always succeed at a “to hit” roll 
if using a damaging gadget. Even an effect such as mag-
ic missile or fireball requires an attack roll, though in the 
case of gadgets or powers using spell effects that would 
automatically hit otherwise, the CK may grant a +5 (or 
greater) to attack rolls to compensate.

The CK is also within their rights to limit how often a 
gadget or power may be used. See Chapter Four: Myster-
ies of Magic and Mentalism for more information and 
complete guidelines on gadget and power creation. 

Starting and Increasing Power Points: The Powered 
hero begins play with 5 power points, plus their Intelli-
gence Bonus (if they are an inventor), Charisma Bonus 
(if they have a quartermaster), or Wisdom bonus (if they 
have superpowers). Every additional level thereafter, 
they gain power points equal to 1 plus half their Powered 
class level, rounded up. 

A Powered hero may save power points for use in pur-
chasing larger powers or gadgets down the line, or in 
the case of an inventor (see below) to use on emergency 
gadgets but must spend a minimum of three points on 
gadgets or powers at character creation. The cost to pur-
chase a gadget or power depends on whether the Pow-
ered hero is an inventor, they have a quartermaster, or 
they have superpowers. 

Self-Created Gadgets (Inventors) or Superpowers: Cost 
is equal to the minimum Arcanist caster level to cast a 
spell, plus one, using the lowest available level on a spell 
list. Thus, purchasing a third-level effect (buying fireball to 
create a gun that shoots an explosive charge, for example), 
costs seven power points (An arcanist would have to be sixth 
level to cast this spell, plus one). Purchasing a zero- or first-
level effect such as Magic Missile or Light costs two points (a 
first-level arcanist could cast either of these spells). 

Here is a quick breakdown of gadget/power costs:

Gadget Level 0 1 2 3 4 5 6
Point Cost 2 2 5 6 9 11 13

NPC-Provided Gadgets (Quartermaster): Cost is equal to 
the spell level, plus one. Thus, the same gun made for the 
character by his personal inventor costs four points (Fire-
ball is a third-level spell). Just as above, if a spell appears 
on more than one list, use the lowest level to determine 
gadget cost. 

On the Fly (Int, Cha, or Wis): Powered hereos can come 
up with emergency pieces of equipment or manifest mi-
nor emergency abilities on the fly. These gadgets or pow-
ers may never duplicate any effect higher than that of a first-
level spell, cost three power points to create, and require the 
Gadgeteer to pass a CL 4 Intelligence Check (if an inventor), 
charisma check (if they have a quartermaster), or wisdom 
check (if they are enhanced). In the case of enhanced, they 
should justify how this new power fits with their existing 
powers, and explain why the power is suddenly mani-
festing (the stress of the situation, for example). 

Once a gadget is created, it becomes a permanent part of 
the Powered’s arsenal, just as if they had purchased it at 
character creation or upon achieving a new level. If the 
hero chooses, however, they can decide at the end of the 
game session to have the on-the-fly ability fade or in the 
case of a gadget “break down,” at which point they lose 
the ability and regain the spent point. 

For inventors, only on-the-fly gadgets can break down to 
get points back, and once the points are spent, they are spent 
for the entire play session. For quartermaster characters, this 
is the same as breaking down any gadgets at the end of a 
session (see below). For enhanced, the power is a “one off” 
and fades at the end of the adventure, unless the hero de-
cides to keep it and add it to their regular power suite. 

Improving Gadgets and Evolving Powers:  When a gadg-
eteer decides to create a new effect, there is no rule that 
states the effect must be installed in a brand new gadget. 

For example, a gadgeteer at level one creates what he 
calls “Tesla Gloves,” or gauntlets that allow him to use the 
Shocking Grasp spell. By sixth level, he wishes to create a 
“Tesla Gun,” picking up the Lightning Bolt spell. He can, if 
he chooses, install the Tesla Gun effect right into his existing 
gloves, giving him the option to use the effects in both. 

In general, only complimentary or similar effects should be 
installed together in a single gadget, but the CK has final 
say in whether a gadget can be improved in this manner. 

Likewise, there is no rule that requires all superpowers 
to be related to one another, but usually Powered heroes 
have a themed power suite where superpowers do have 
some connection to each other and thematically, it is a 
good idea for the character to somehow determine how 
new powers are an evolution of their existing ones. 

Using Superpowers (Wis): Powered heroes must make a 
Wisdom Check with a CL equal to the level of the spell ef-
fect, plus two for non-combat spells, and spell level, plus 
three for damaging spells. Thus, a super heroic charac-
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he wishes to keep the thing running, with a CL equal to 
that required to fix the machine in the first place. This rep-
resents his ability to keep a machine going through sheer 
determination, elbow grease, spit, and good intentions. If 
a Wisdom save is failed, the machine breaks down and 
cannot be repaired again. 

In addition to taking longer, permanent fixes also suffer 
an additional +2 to the CL, representing the fact that it’s 
more difficult to make it work for good than it is to get it 
running “for now.” 

This ability is available only to inventors; quartermaster 
characters gain Resupply (see below). Powered heroes 
with superpowers also do not gain this ability but gain 
Enhanced Form (see below). 

Resupply (Cha; Quartermaster only): Gadgeteers with a 
quartermaster may completely break down and resupply 
any time they have access to their quartermaster. To ac-
complish this, simply make a Charisma check with a CL 
equal to 1 per resupply attempt within a given week after 
the first (if a gadgeteer visits their quartermaster 3 times 
in a month, the check is made at CL 2). If successful, the 
gadgeteer may select any number of gadgets they have in 
their equipment list to return; they then gain their power 
points back for these gadgets and can spend them on new 
gadgets as needed.

Only gadgeteers with quartermasters get this ability. In-
ventors gain Jury Rig (above) and superpowered charac-
ters gain Enhanced Form (below).  

Enhanced Form (Superpowers only): Powered heroes 
who have superpowers instead of gadgets may choose 
one of the following Generic Class Abilities (see Chap-
ter Two: Advanced Action Heroes) instead of Jury Rig: 
Great Fortitude, Hard to Kill, Iron Will, Keen Intellect, 
Nimble, Overpowering Personality, or Powerhouse. 

Only Powered heroes with superpowers gain this ability. 
Inventors gain Jury Rig (above) and those with quarter-
masters gain Resupply (above). 

For detailed information on running the Powered hero, 
building gadgets, and creating superpowered characters, 
see Chapter Four: Mysteries of Magic and Mentalism.

ter who has purchased Fireball, a third-level spell effect, 
must make a Wisdom check at CL 6 to throw fireballs at 
their base level of power. Since Fireball increases its dam-
age with increased caster levels, a hero can also increase 
the damage by increasing the CL of the check to use the 
power. Casting a fireball at fourth level, for example, 
would result in a CL 7 check. 

Failure simply means the power fizzles and doesn’t go 
off this round—the character can try again next round! If 
the character rolls an imploding dice result, the CK may 
concoct a suitable “backfire” for the power, depending on 
how bad the failure is. Again, using spell burn or psychic 
backlash rules (Chapter 4) can prove a useful inspiration. 

Normal Gadgeteer rules regarding the requisite “to hit” 
roll for damaging effects remain in effect for characters 
with superpowers. That means when using fireball, the 
powered hero must make both a Wisdom check to use 
the power, and a “to hit” roll to strike his target. The rules 
limiting purchased spell effects to level 6 or lower spells 
also should be maintained, to keep the character from 
running away with the game. 

At the GM’s option, to save dice rolls, “attack” based 
powers may eschew the power activation roll and sim-
ply require an attack roll. In this case, an effect similar to 
spell burn or psychic backlash (see above) can occur on a 
result of an unmodified “natural” 1 on the attack roll. (see 
Chapter 5 for full combat rules). 

Jury Rig (Int; Inventor only): The inventor is a master of 
machinery. He can affect miraculous (if sometimes tem-
porary) repairs on equipment that others might write off 
for junk. To perform this ability, the inventor makes an 
Intelligence check at a CL determined by the CK, based 
on how wrecked the item in question is. In general, jury 
rigging an item takes either 15 minutes or 1 hour per level 
of CL added to the check, dependent upon whether the 
gadgeteer wishes a temporary or permanent fix. 

For Example: For a CL 5 repair, the jury rigging would 
take either 1 hour, 15 minutes for a temporary “quick 
fix,” or 5 hours for a permanent repair. A quick-fix item 
requires constant maintenance, and the gadgeteer must 
make a Wisdom (not Int)-based saving throw every hour 
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