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ost people, even heroes and their adver-

saries, move through the world at a

more or less ordinary pace. But not so

a few select characters, who can travel
in strange ways or at phenomenal speeds. Some
have hyperaccelerated bodies and can run, swim,
or fly faster than a jetfighter or racecar. Others can
teleport, moving from one place to another with-
out passing throuh the intervening space. Some
have reaction times measured in the nanoseconds,
or can move so quickly they enter a “Speed Zone”
where ordinary people seem to be standing still...
because the character’s moving so fast it’s as if he
can act between the ticks of a clock.

Welcome to the world of characters who live
between the blink of an eye, who can outrun bul-
lets, who can react to events almost before they’ve
begun, or who simply can move in ways most
people cannot — the world of speedsters. The Ulti-
mate Speedster is Hero Games’s look at the rules
for and uses of powers and abilities that involve
movement, whether that movement’s unusually
swift or just unusual. It discusses and describes
how to build, run, and campaign with characters
for whom “movement” is, in some fashion, a central
element, theme, or special effect. For the purposes
of this book, a speedster is any character whose
abilities and powers primarily focus on movement
(usually movement at incredibly fast speeds), for
whom movement-based abilities are a significant
part of his design, or who simply possesses modes
of movement uncommon in his genre or campaign
setting. Despite the emphasis on “speed” in “speed-
ster,;” sometimes all you need to define a speedster is
a mode of movement that’s out of the ordinary.

In addition to expanding the rules and rules
options for speedster characters, The Ultimate
Speedster provides players and GMs with guid-
ance on designing more interesting and distinctive
speedster characters and integrating speedsters
smoothly into a campaign, regardless of genre. The
information in this book can apply to superheroes
who run at the speed of light, wizards who invoke
magic to transport themselves across the world in
the blink of an eye, jetpack-wearing space rangers,
and winged characters.

Hero System 5™ Edition

Chapter One, Speedster Characters, discussed the
major types of speedsters, with suggestions on how
to build them. In addition to an extensive section
on the Movement Powers (which lie at the heart of
most speedster character concepts), it reviews the
HERO System’s Skills, Talents, Powers, and other
elements with regard to how they apply to or help
speedsters. That segues into...

Chapter Two, Speedster Powers, which has over 300
pre-built powers and abilities for just about any
speedster you can imagine (and most of those
powers have one or more options, resulting in
thousands of possible powers for your speedster
characters). Some of these powers appear in The
UNTIL Superpowers Databases or other HERO
System products, but many are new, revised, or
updated just for this book.

Chapter Three, Speedsters Genre By Genre, reviews
how speedsters tend to function in various major
genres, such as superheroes, Fantasy, and Pulp.
While speedsters are most common in the Comic
Book Superheroes genre (since it allows for incredi-
bly high rates of speed, which in turn justifies other
speedster abilities), as this chapter shows they can
occur in just about any genre. It includes several
sample characters for use as NPCs or pre-generated
player characters in your campaigns.

Chapter Four, The HERO System Movement Com-
panion, expands on the basic rules for movement
in Chapter Two of the 5" Edition, Revised core
rulebook. It includes optional rules for Seg-
mented Movement, information on Controlled
and Uncontrolled Movement (and their ramifica-
tions), rules for racing, and a discussion about
the physics of movement and how that’s repre-
sented in game terms.

Chapter Five, Adventure At Top Speed, covers
speedster campaigning. It discusses special ways
speedsters interact with the combat rules, includes
detailed information on how different types of
movement work in HERO System terms, describes
the “Speed Zone” (the “dimension” in which a
speedster moves so fast that everyone and every-
thing, sometimes even energy, seems to be frozen
in time), and provides other resources for players
and GMs.

So, get ready to shift into high gear with The
Ultimate Speedster!
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SPEEDSTE
BASIC

speedster is a character whose abilities

and powers primarily focus on move-

ment (usually movement at incredibly

ast speeds), for whom movement-based

abilities are a significant part of his design, or who
simply possesses a mode or modes of movement
uncommon in his genre or campaign setting.
While many speedsters run at incredible speeds
(the archetypical speedster, DC Comics’s hero the
Flash, is a good example), running isn’t the only
way speedsters get around. Some fly, some tele-
port, some swim, and so on. And some aren’t even
particularly “fast” — what sets them apart isn'’t
the velocity at which they move, but the way they
move, or perhaps their unusual reflexes. For exam-
ple, in a Pulp Hero or Dark Champions campaign,
a character with a rocketpack might be considered
a speedster even if he can only fly at 15 miles per
hour, because in those genres characters usually
can't fly at all.

In most cases, speedsters have a lot of inches in
one or more modes of movement (such as Running
or Flight), and usually high DEXs and SPDs as well.
But a speedster can be a lot more than that — the
concepts of “moving incredibly fast” or “moving in
extraordinary ways” make excellent special effects
for literally hundreds of abilities and superpowers,
such as the ones described in Chapter Two. With so
many possibilities to choose from, before you start
juggling numbers and buying abilities you should
think about what type of speedster you're design-
ing. You don’t want your character to look and act
exactly like other speedsters — you want him to
be unique, special, and cool. The Ultimate Speed-
ster should help stimulate your imagination with
diverse character concepts and intriguing abilities
— but as always, the contents of this book are just
guidelines. Feel free to change things to suit your-
self (assuming your GM approves, of course!).

Don't forget that there’s some sort of story
behind every choice you make. A player may or
may not fully develop all these stories, but the GM
eventually should. If the GM has a glimpse of a
character’s potential, he can help you tell a better
story in the future. The more information you
can supply as you develop the character, the more
coherent his background becomes, and the better
the stories will be. By fully fleshing out each charac-
ter choice — always asking “why?” — you're guar-
anteeing that each character you create is unique,
has interesting objectives (so that he acts instead
of just passively reacting to the world around him),
and bursts with potential plot material for the GM.

Hero System 5™ Edition
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"~ SPEEDSTER
BACKGROUNDS

The first way to add dimensions to your speed-
ster character is to determine his background (in
Champions campaigns, his “origin”). In short, you
have to answer the question, “Where did my char-
acter get his movement powers and abilities?”. A
speedster’s background usually relates to the special
effects or nature of his powers (see page 11), and
may relate to his personality or archetype. Here are
some classic backgrounds for speedsters:

ALTERATION

Some sort of process has permanently altered
the character’s physiology. This might have been
intentional (which means someone knows the
secret of super-speed and can create speedsters at
will), but more likely it was accidental — the char-
acter was simultaneously struck by lightning and
doused with chemicals, exposed to the radiation
from an experimental faster-than-light engine, hit
with a concentrated beam of tachyons, dunked in
radioactive goo, zapped with a spell as a bystander
to a duel between wizards, bitten by a radioactive
cheetah, or the like. The effects of the alteration are
permanent (or at least as permanent as anything
can be in an adventure campaign).

MAGIC

The character has somehow discovered or
gained access to a magical power source that he
can call upon to endow super-speed or special
kinds of movement. For example, maybe the god
Hermes granted him movement powers as a gift
for some reason. Since it’s magic, no more expla-
nation may be required, though in some games
determining the precise origin or nature of the
magic could be important. And don’t forget
Clarke’s Law — any sufficiently-advanced tech-
nology can seem like magic....

Alternately, a speedster may either guided by
or imbued with some sort of mystical spirit related
to something fast or that moves in unusual ways.
Examples include a Cheetah or Eagle totem, or the
personification or cosmic avatar of some abstract
entity related to speed (such as Entropy, Momen-
tum, Equilibrium, or Light).

MENTAL CONTROL

It’s said the human brain controls the body
much more than people suspect — which means
the human body is restricted only by the limits
of the human brain. A speedster might have an
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evolved, trained, enhanced, or altered brain that
allows him to use pure thought power to heighten
his metabolism, increase his speed and reaction
time, precisely control every molecule in his body,
overcome the ordinary limitations of the human
form, or the like. (This is sometimes known as
“neurokinesis,” or, more broadly, “biokinesis.”)

MUTATION

The character is a step above mere humans
in the evolutionary chain. Mutants are born with
their powers, though their abilities may only
start to manifest under stressful circumstances
(such as puberty or being involved in a disaster).
Mutation is an origin found almost entirely in
comic books, and thus it’s a common feature of
many Champions campaigns. Since mutation
involves changing the body in some way, includ-
ing augmenting its existing capabilities, it’s per-
fectly logical for a mutation to grant many types
of speedster powers.

The most important question for a Mutant
origin is: when do the character’s speedster
powers manifest? Typically they emerge in ado-
lescence or later, in which case the character
may have an easier time adjusting to his powers
(but the adjustment period may not have ended
by the time the campaign begins). On the other
hand, a child who develops speedster powers
at an early age may suffer all kinds of problems
— he wreaks havoc, attracts unwanted attention,
causes accidents, abuses his powers to put tacks
on the teacher’s chair, and so on — but by the
time the campaign begins he’s probably had years
to get used to his abilities.

Another important issue is whether the
character has any other mutant abilities. In many
cases mutant powers come with unusual side
effects or restrictions, particularly early in the
character’s career. For example, a mutant’s vibra-
tional powers may only work when he ingests
certain rare chemicals. Speedster powers may
be one aspect of a broad suite of related powers,
such as biokinesis or superhuman strength.

In the Champions Universe and many other
settings, a Mutant character has to take a Dis-
tinctive Feature, Mutant, to reflect the fact that
others can perceive his mutant nature with spe-
cial scanners and the like. This is worth 10 points
(Not Concealable; Always Noticed; Detectable
Only By Unusual Senses). In many campaigns,
people view mutant characters (regardless of
their powers or actions) with suspicion or hatred,
which may entitle the character to take a Social
Limitation.

TECHNOLOGY AND OTHER
ENHANCEMENTS

The character’s physiology isn't any differ-
ent than normal (or not radically different), but
he possesses technology (or some other external
force) that enhances his movement abilities or
grants him movement abilities he wouldn’t oth-
erwise have. The classic example is probably the
“rocketpack” or “jetpack” worn by characters
such as the Rocketeer; others include anti-fric-
tion suits that let the wearer “skate” at incredible
speeds, super-speed pills that provide speedster
powers for a specific amount of time, a magical
amulet that allows the wearer to teleport, or the
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like. This background differs from Alteration in
that the effects (a) depend upon an external force
or object that can usually be taken away from the
character (and possibly used by other people),
and (b) may be temporary or heavily restricted.

RACIAL

The character is non-human, and compared
to humans his species is much more efficient in
terms of movement. Not everyone from this spe-
cies might be the same, but on the average they’re
all faster than humans or can move in ways
humans cannot. Examples include bird-people
and fish-people aliens from the worlds of Science
Fiction, comic book “mole-men” who can dig at
incredible speeds, a species of humanoids from
another dimension who can all teleport, and a
race of beings who live in a different time-frame
than humans (so that they seem to move much,
much faster).

Hero System 5™ Edition

SPEEDSTER
PERSONALITIES

Just as speedsters often come from stereotypi-
cal (“classic”) backgrounds, they may have distinc-
tive personalities as well.

THE CLAUSTROPHOBE

Because the character can (and does) cross
great distances very quickly, he doesn’t like to be
confined or cooped up, much less restrained or
imprisoned. Enclosed spaces bother him, possibly
even to the point of panic, because he knows that
he’s at a disadvantage in them — he can’t use all
of his powers to full effect the way he can in wide-
open areas or the outdoors.

THE COMPETITOR

Some speedsters just have to be the fastest. If
they hear that someone or something is faster than
they are, they set out to prove who's better. Thus,
they tend to have Rivalries with other speedsters.
This trait may also carry over to other aspects of
the character, such as his Skills, his STR, his reflexes,
or the like.

THE GROUCH

Because the character lives at hyperacceler-
ated speeds, everyone around him seems to move
incredibly sloooowwwwwllllyyy. This aggravates
and frustrates him to the point where he becomes
grouchy, mean, and possibly even arrogant. Even
if the character tries to be good-natured about it,
there are times when he just can’t take it anymore
and lashes out verbally (and perhaps even physi-
cally). After all, his every interaction with other
people is the equivalent of waiting his turn in a
really long line, and what fun is that?

THE HELPER

The character’s determined to use his speed-
ster powers to help other people. When he’s not
adventuring or fighting crime (which is helpful in
itself), he’s rushing medicine to plague-struck areas,
carrying crucial messages to world leaders, rescu-
ing people stranded in dangerous places, zipping
around the city preventing all the tragedies and
disasters he sees (from pulling people out of the
way of buses to saving vases from being knocked
over), running on a treadmill to generate electrical
power to dispel a blackout, or otherwise putting his
talents to good use. Assuming society knows he’s
doing this, he’s likely to be lauded and admired for
his efforts... though his focus on other people may
make it difficult or impossible for him to develop
normal intimate relationships and friendships.

It’s hard to spend “quality time” with that special
someone when you're constantly rushing off to save
someone else.

THE PRANKSTER

Characters who can move at ultra-fast speeds
or teleport often seem to become jokers or prank-
sters — they’re mischievous, but in a friendly rather
than malicious way. They use their powers to put
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whoopee cushions on chairs right before some-
one sits down, rearrange the contents of a room
between blinks of an eye, move people around
without their knowing it, and so forth. To some
people, this makes them lovable; others tolerate
them with teeth-grinding aggravation.

THE THRILLSEEKER

Aviators, racecar drivers, and extreme ath-
letes are often considered thrillseekers, so it’s
not uncommon for a character who can already
move at tremendous velocity on his own to be
one as well. Since his speedster abilities keep
ordinary dangers from posing any problem,
he has to find really extreme ways to satisfy his
craving for excitement: fighting crime; racing
comets; trying to complete “impossible” tasks in
potentially lethal environments quick enough
that he can get out before dying. His tendency to
make challenges even harder just so he can enjoy
overcoming them may not exactly endear him to
his teammates or the public.

SPEEDSTER ARCHETYPES

Like other types of characters, speedsters
can be organized into several archetypes. Arche-
types are helpful for categorization and character
creation purposes, but they’re not unchangeable.
Moreover, character archetypes aren’t complete
character concepts; two very different characters
may belong to the same archetype. The HERO
System is all about character design flexibility, so
there’s no need to stick to a stereotype unless you
want to — feel free to modify these archetypes to
suit yourself and the campaign you're in. And don't
forget that it can be fun to go against type and
create, for example, a Cosmic Speedster who comes
not from the stars but the very heart of the Earth,
or who's been confined to Earth for some reason.

THE ANIMAL SPEEDSTER

The Animal Speedster is a speedster, usually
Running-based, with a motif derived from a swift
animal such as the cheetah or the gazelle. In addi-
tion to his speedster powers, he may possess the
ability to summon, control, or commune with the
type of animal his powers derive from or are based
on. Similarly, he may come from, or know a lot
about, that animal’s native environment.

THE AQUA-SPEEDSTER

The Aqua-Speedster is a master swimmer, able to
move through the water faster than any speedboat or
fish. In addition to his movement abilities (and, almost
always, the ability to breathe and survive underwater),
he may possess many related powers, such as control
over water, the ability to talk to fish, or the power to
summon sharks telepathically; see the Swimming
Powers section of Chapter Two for examples. In the
comic books, he's often also the King of Atlantis or
some other undersea realm. Examples of this arche-
type include Aquaman (and his “progeny”), Namor
the Sub-Mariner, Marrina, and many of the villains
they’ve fought.

SPEED OF THE CHEETAH!

To assist you in creating Animal Speedsters, here’s how
fast some fast animals can move.

Top Speed  Top Speed
Animal (MPH) (Inches/Turn)
Land Animals
Black Mamba 20 547
Cheetah 70 188”
Deer, White-Tailed 30 80”
Gazelle, Thompson’s 50 134”7
Lion 50 134”
Greyhound 39 104
Horse, Quarter 47 126”7
Hyena 40 1077
Pronghorn Antelope 61 163”
Rabbit 35 94”
Rhino, Black 40 107”
Zebra 40 1077
Water Animals
Orca (Killer Whale) 31 83”
Sailfish 68 182
Shark, Mako 55 1477
Whale, Blue 30 80”
Air Animals
Dragonfly 36 96”
Duck, Mallard 65 174>
Falcon, Peregrine 200 536"
Swift, Spine-Tailed 106 2847

Note: Top speed may indicate a speed attainable only
for short bursts or under certain conditions.

Aqua-Speedsters often suffer from one-dimen-
sionality: in the water they’re quite powerful; out
of it they’re weaker, maybe even practically help-
less (for example, some of them have a Depen-
dence on water, and thus can’t stay out of it for
too long). Sometimes this is perfectly appropriate,
even desireable, for a character or campaign, but
sometimes it’s a problem. Players and GMs should
keep it in mind when designing and reviewing
Aqua-Speedsters to make sure they’ll fit into the
campaign and be fun to play. There’s no reason an
Aqua-Speedster has to be weak on land; for exam-
ple, a body powerful enough to survive the crush-
ing pressures of the depths of the sea is probably
strong enough to lift incredibly heavy objects and
deliver devastating punches even on solid ground.

THE AVATAR

The Avatar is a living embodiment of some
ideal, concept, or cosmic representation of a speed-
or movement-related force or being — momentum,
energy, birds, or the like. The Avatar may be an
actual non-human who’s manifested on Earth for
some reason (and usually at a weaker-than-normal
power level because he’s now subject to “the limits
of physical existence”), or a mere human who can
call upon great cosmic forces in time of need.

A related archetype is the Elemental, who
in some way embodies an elemental force (Air,
Earth, Fire, Water) in a way that gives him unusual
movement powers. For example, an Air Elemental
character can probably fly at tremendous speeds
and may have phenomenal reaction time; an Earth
Elemental can Tunnel like no one’s business; and a
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SPEED OF THE
LIGHTNING BOLT!

To assist you in creating Elemental-style speedsters, here’s the approximate speed of
some phenomena:

Speed Speed
Phenomenon (MPH) (Inches/Turn)
Bullet (.22) 783 2,100”
Light 669,600,000 1,795,600,000”
Lightning bolt 1,044,000 2,799,660”
Sound (in air) 743 1,992”
Sound (in water) 3,155 8,460”
Telephone signal (in wire) 360,000,000 965,400,000”

Water Elemental can Swim better than anyone else.
Nor do all Elementals have to focus on the four
classical elements; a “Living Lightning Bolt” charac-
ter could embody the elemental force (and speed!)
of the thunderbolt.

THE BATTERING RAM

A “Battering Ram” is a character with speedster
and brick (super-strength) abilities in one package.
He’s also known as the Missile (if he’s got Flight-
based movement) or the Torpedo (if he’s aquatic).
The name comes from the fact that he often favors
Move By/Through attacks that combine his powers
into a potent offense. Examples from genre litera-
ture include superheroes and villains like the Rhino
and Ramrod from Marvel Comics, or Thunderbolt
II from the Champions Universe.

THE COSMIC SPEEDSTER

The Cosmic Speedster is a traveler from the
stars — an alien or super-being who can travel far
faster than the speed of light in space (FTL Travel),
fly at tremendous velocities in the atmosphere
(Flight), and perhaps even cross dimensional barri-
ers (Extra-Dimensional Movement). He may have
a wide variety of abilities based on manipulating
“cosmic energy” (see The UNTIL Superpowers
Databases for many examples).

THE DIMENSIONAL TRAVELER

Although not a speedster in the velocity
sense, the Dimensional Traveler fits the “speed-
ster” concept because he possesses unusual
movement powers: the ability to move from one
dimension to another (Extra-Dimensional Move-
ment, in game terms). Typically he can travel to
any dimension he likes, but some Dimensional
Travelers are restricted to a certain “region” or
“layer” of the Multiverse. He may have related
powers, like the ability to see into other dimen-
sions, create “dimensional gates” so other people
can travel with him, or Teleport by rapidly
moving into another dimension then back into
his current one at a different location.

THE FLYING SPEEDSTER

What the Aqua-Speedster does in the water
and the Running Man on the ground, the Flying
Speedster does in mid-air: move incredibly fast.
Thanks to innate superpowers, magical abilities,
technology, or some other source of power, the
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Flying Speedster can fly at speeds faster than any
jet. Unlike the Wingman (see below) his powers
don’t involve wings, but rather special effects like
manipulating the wind or gravity or wearing a suit
of powered armor built for high-speed flight. See
the Flight Powers section of Chapter Two for many
Flight-related powers. Examples of this archetype
include the Marvel Comics characters Aurora and
Northstar, and to some extent the Champions Uni-
verse character Cyclone.

THE GOLDEN AGE RELIC

The Golden Age Relic used to be the fastest
character alive, but that was decades ago. Since then
he’s “retired” numerous times, but routinely comes
back to help the newer, younger heroes deal with
the crisis of the month (this is particularly appro-
priate if there’s a “legacy” hero, possibly a relative
of his, who's adopted his name and costume). They
accept his help graciously, although sometimes he
can get in the way, since he’s not quite as fast as he
was in his prime. He remembers better days, when
the bad guys were tougher, the heroes more heroic,
the women prettier, and men wore hats. Most
people don't really want to hear his stories, but
there are times when he’s chock-full of good advice
born of long experience.

THE LEAPER

The Leaper depends on Leaping to an
extreme (some would say ridiculous) degree to
get from place to place. His ability may be innate,
but more often it comes from a pair of “spring-
boots” or some other technological or magic
device (as with Marvel Comics’s character the
Leapfrog). In addition to being able to leap great
distances and heights, the Leaper often trains
himself to use his leaping abilities in combat —
for example, to be able to bounce around inside
aroom and smash into his foes like a pinball. See
the Leaping Powers section of Chapter Two for
some examples.

REFLEX MAN

This unusual type of character doesn’t have
ultra-fast movement per se, but his body’s reac-
tion time and motion are much faster than a
normal person’s. In HERO System terms, he has
a high DEX (usually 23 or more) and SPD (usu-
ally 8-10, if not higher), but no more than human
normal Running (i.e., 6-107). If he devotes a
lot of his Phases to making Full Moves, he can
run at high speeds, but his velocity comes from
his reaction time (i.e., the number of Phases he
gets), not from having bought a lot of inches
of movement. Furthermore, he usually has lots
of superpowers or special abilities based on his
reflexes, such as a rapid-fire punch, powerful
Martial Arts moves, or the like.

THE RUNNING MAN

The most stereotypical example of a “speed-
ster,” the one most comic book fans and gamers
think of when they hear the term, is the Running
Man — a character who can run at phenomenal
speeds. So fast that he can run up the sides of
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buildings, over the surface of water, and even
around the world in the blink of an eye, he usu-
ally has other speed-related abilities (such as
rapid-fire punches, cleaning an entire house in a
split second, friction resistance, and others like
the ones in the Speedster Powers section of Chap-
ter Two). Examples of this archetype include:
DC Comics’s the Flash (in various incarnations)
and Johnny Quick; Marvel Comics’s Quicksilver,
the Whizzer, and Speed Demon; and the Cham-
pions Universe’s Kinetik.

THE SLICKSTER

A Slickster is a land-based speedster with
control over friction, and/or possibly related forces
like momentum, inertia, or kinetic energy, that he
manipulates to allow him to move at high speed. He
often has related abilities, like the power to increase
the friction another character suffers (thus making
the target move more slowly than normal). See the
Kinetic Energy Powers section of Chapter Two for
many example abilities. Examples of this archetype
include Slyde from Marvel Comics and Slick from
the Champions Universe.

THE TELEPORTER

This speedster’s abilities revolve around Tele-
portation — the power to disappear from one
location and re-appear at another without physi-
cally crossing the space in between. In addition to
being able to teleport great distances (maybe even
on a planetary or galactic scale), he often has a
host of abilities related to short-range teleporting,
such as a “blink teleport” to avoid attacks (see the
Teleportation Powers section of Chapter Two for
many examples). Some Teleporters can even tele-
port other characters or objects, either by touch-
ing them or sometimes at a distance (an ability
technically known as aportation). Examples of
Teleporters include Marvel Comics’s mutant hero
Nightcrawler, many demons and wizards from
Fantasy fiction, and the Champions Universe’s
Cheshire Cat and Tesseract.

THE TIME MANIPULATOR

This type of character doesn’'t actually move
any faster than a normal person in an absolute
sense — but thanks to his ability to manipu-
late time, he appears to. By slowing down time
around other people or speeding it up around
himself, he can move much more frequently than
an ordinary person, in effect making him ultra-
fast. Depending on how fully or precisely he con-
trols the flow of time, he may have many other
chrono-powers as well (see the Time Powers
section of Chapter Two for many examples). The
Champions Universe’s Captain Chronos is an
example of this archetype.

THE VIBRO-SPEEDSTER

Some speedsters, such as the Champions
Universe’s Vibron, control “vibrational energies”
or can vibrate the molecules of their bodies at
different “frequencies” than normal. As a result
they can move much more quickly than ordinary
people, though as a side effect they may appear

“blurry” or have difficulty speaking clearly. See
the Vibration Powers section of Chapter Two for
many example powers appropriate to this arche-
type, including Vibro-Phasing (Desolidification)
and Vibro-Blast.

THE WHIRLWIND SPEEDSTER

Similar in some respects to the Vibro-Speed-
ster, the Whirlwind Speedster’s speed, attacks,
and other abilities derive from his power to whirl
around at incredibly fast speeds. In effect, he’s a
human tornado, and can move just as fast and
hit just as hard as his namesake. See the Whirl-
wind Powers section of Chapter Two for sample
powers appropriate to this archetype. Examples
include the Marvel Comics villains Whirlwind
and Cyclone I.

THE WINGMAN

The Wingman is an aerial speedster whose
Flight and flight-based abilities derive from the fact
that he has a pair of wings (or perhaps many pairs).
Perfectly at home in the skies, he may also have
the power to talk to or control birds, manipulate
the weather, or the like. Examples include Marvel
Comics’s superhero the Angel, bird-men species
from Fantasy and Science Fiction settings, and DC
Comics’s Hawkman.

SUPER-SPEED AS
A SPECIAL EFFECT

While some speedsters may just have an
unusual form of movement (or more than one), for
most gamers the stereotypical speedster can move
at tremendous velocity: super-speed or hyper-veloc-
ity, if you will. Super-speed is the special effect for
many speedster abilities beyond just moving fast
— as Chapter Two demonstrates, you can explain
many attacks, defenses, and other abilities as mani-
festations of super-speed.

Of course, the HERO System differentiates
between the effects of a power and the special effects
of a power. A player determines what powers to
buy by determining the type of impact he wants to
have on the game. There’s no power or effect in the
HERO System called “Super-Speed,” but speedsters
can purchase many of the System’s game elements
and define their special effect as “super-speed”

This section describes three “families” of
super-speed — movement modes, repetitive move-
ment patterns, and power manifestations — and
thus various “flavors” of super-speed that a speed-
ster might use to define his powers. They’re based
on different ways of moving, repetitive motion
patterns, and the like. These families may overlap,
s0 it’s possible for a character to have abilities with
more than one special effect, or powers based on
two or more special effects.

You can find dozens of example powers
appropriate to these forms of super-speed in
Chapter Two.
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SPEEDSTER TRICK
CATEGORIES

Besides thinking about
a speedster’s mode(s) of
movement, movement
pattern(s), and power
manifestation(s), you
can also organize speed-
ster tricks and abilities
into categories based on
what they allow a speed-
ster to do. Examples
include:

m Hitting multiple targets:
The speedster is so fast
he can cover a greater
area, or affect more tar-
gets in the same amount
of time, than other char-
acters. Examples include
various abilities built
using the Area Of Effect
or Autofire Advantages,
or the ability to clean
aroom in the blink of
an eye.

m Acting quicker than
normal: Powers a speed-
ster has because he can
“activate” the ability

so quickly or move

at such high veloci-

ties. Examples include
rapid-fire punching and
sweeping targets along
in the “backdraft” of the
character’s movement.

m Repetitious conduct:
The speedster can per-
form the same action
dozens or hundreds

of times in a second,
allowing him to accom-
plish a task much more
quickly than a normal
person can. For example,
a speedster could buy
Computer Programming
to represent the fact that
he can try thousands

of possible passwords

in just a few seconds,
making it easy for him to
break through computer
security.
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Movement Modes

This basic special effect assumes the speedster’s
primary ability is a particular type of movement
and constructs related abilities from there. For
traditional modes of movement (Flight, Running,
Swimming, Tunneling), linked abilities may relate
to the effects the character generates as he passes
through the environment, but also come from
interactions with the surrounding environment.
Similarly, the non-traditional “space-time-dimen-
sion” nature of Extra-Dimensional Movement and
Teleportation provides ample justification for a
wide range of derived abilities. See the appropriate
categories in Chapter Two for examples.

Repetitive Movement
Patterns

In some cases, a speedster can so tightly con-
trol his primary movement mode that he can set
up repetitive movement patterns at high speeds
and thus generate several useful effects (along with
some possible disadvantageous ones). Some of the
patterns occur within a single hex, but for others
the speedster needs multiple hexes’ worth of space.
Most patterns require freedom of motion and
physical leverage to execute, although some (e.g.,
Vibrations) do not.

CIRCULAR

The speedster moves in a circle at high speeds
and causes interesting things to occur at the center.
The speedster must position the circle relative to

the target and have equal access to all hexes along
the path. His circular pattern of motion can dizzy-
ingly spin the target around, suck away all the air in
the center, lift him with a rising column of air (or
water, if he’s swimming), and the like.

A speedster who can move in a three-dimen-
sional environment (flying in the air, swimming
underwater) can use a Spherical movement pattern
to create many of the same effects. They might even
be more intense because they completely surround
the target. For example, the “compression effect”
of being at the center of a sphere is much stronger
than that of being inside a circle with an “open” top
and bottom.

RHYTHMIC

The speedster moves one of his limbs (usually
an arm) back and forth quickly within a single hex.
Rhythmic motion could include rapid-fire punch-
ing or stomping, “windmilling” to create powerful
gusts of air, rubbing something to inflict super-fric-
tion damage, and the like. The speedster must have
leverage to move the appropriate limb. Rhythmic
motion isn't subtle — it’s intended to induce intense
stress in the target over a very short period of time.

SPIN

The speedster spins in place at high speeds
like a top (in other words, he fits the “Whirlwind
Speedster” archetype described above). He must
be balanced and have leverage, but the resulting
effects are numerous. He can induce dizziness
in a held character, hit someone with a punch
backed by the full effect of his motion, emulate
a propeller, drill through the ground, or the like.
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See the Whirling Powers section of Chapter Two
for plenty of examples.

VIBRATIONS

The speedster moves back and forth quickly
and subtly within a single hex — in other words, he
vibrates (and thus often falls within the Vibro-Speed-
ster archetype described above). The tight control
required makes Vibrations harder to execute and thus
rarer than many other types of super-speed. Perhaps
the effects cost extra END or the speedster needs
some sort of control over his own molecules to vibrate
with any great effect. However, one thing the speedster
doesn't require is leverage, which means many Vibra-

THE ETERNAL DEBATE:
RUNNING OR FLIGHT

For the classic “running man” speedster — a charac-
ter like DC Comics’s the Flash or Marvel Comics’s
Quicksilver — one of the key design issues you have to
address is which Movement Power you want to use to
simulate their abilities: Running or Flight.

At first glance, Running seems like the obvious choice.
Classic speedsters typically move along the ground,
after all. Additionally, Running provides a number of
benefits: characters start with 6” of it for free and it
lacks a Turn Mode. However, Running by itself doesn’t
allow for many classic speedster tricks, like running

up the side of a building or on the surface of a body of
water. To do that the character has to buy other abilities,
such as Clinging.

Flight with the Limitation Only In Contact With A
Surface (-%) overcomes those difficulties. Ceilings,
building walls, and water are “surfaces,” so the char-
acter can run over them just as if they were ordinary
roads. But Flight comes with its own baggage. First,
characters have to buy every inch; they don’t get any
for free. Second, Flight has a Turn Mode that inhibits
the speedster’s maneuverability. Third, “flying” char-
acters, even ones using Limited Flight, take more
Knockback from attacks. You can compensate for
these abilities using the No Turn Mode Advantage
(or Movement Skill Levels) and Knockback Resis-
tance, but of course that increases the cost — for

the same number of inches of movement, the Flight
option tends to cost more than Running.

As if that weren’t enough to worry about, there’s the
possibility of buying hyper-running as Teleportation
with the Must Pass Through Intervening Space Limi-
tation. However, few speedsters choose this option
because they can't perform Move Bys/Throughs with
Teleportation, and because they run the risk of having
to make Attack Rolls to stop in the target hex.

So, which one is better? That’s up to you (and your GM)
to decide. Some players prefer one method, some the
other; there’s no one “right” answer... though of course
the GM may dictate that he wants hyper-running to be
bought a particular way in his campaign. If it gets too
difficult to decide, pick both! Thanks to the Usable As
[Second Mode Of Movement] Advantage, you can buy
Running that also functions as Flight for those times
when it’s necessary to dash up a wall or over a lake.

See Hyper-Running I, I, and III on pages 61-63 for
example powers built using each of these methods.

tion-based speedster powers still work while the char-
acter is Entangled, unlike powers based on some other
repetitive movement patterns.

The effects of vibrating are numerous. Any
solid surface contacting a vibrating speedster is
subject to tremendous friction and heat, plus static
electricity. Vibrating speedsters are hard to grab and
hold, since they can easily shake free. The speed-
ster’s vibrations displace the air around him, result-
ing in an audible whine with pitch proportional to
vibration frequency. Vibrations might also induce
tremors in the surrounding environment or vertigo
in nearby persons. Finally, if your campaign sub-
scribes to the “matter has a vibrational frequency”
concept common to many fantastic settings, vibra-
tional movement can affect or interact with the
“solidity” or “intangibility” of matter, allowing the
speedster to move through solid objects.

Power Manifestations

This type of super-speed focuses on how the
speedster’s power actually manifests, which usually
relates to his origin.

EXTERNAL SOURCE

The speedster’s metabolism is normal, but he
gets his super-speed and movement from an exter-
nal (perhaps even magical) source, e.g, the wind,
an amulet of speed, or energy from the Speed Zone.
He may or may not pay full END for using these
powers, and he probably doesn’t work up the same
sweat a speedster with a heightened metabolism
would. Turning on his powers doesn’t necessarily
involve exerting himself; it’s a matter of mentally
contacting/activating the External Source.

A speedster using a Focus for movement may or
may not use it in conjunction with physical exertion
to actually move, as with a set of artificial wings. It
may be possible to restrict a speedster’s movement by
interfering with the Focus — binding his legs together,
pinning his wings back, or stealing his amulet.

HEIGHTENED METABOLISM

Heightened Metabolism means a speedster’s
physical metabolic rate is faster than normal. This
includes heartbeat, circulatory system, respiration,
nervous system, digestion, cell growth, and possibly
aging. A speedster with a Heightened Metabolism
exerts himself physically when using his powers: fast
leg movement for Running, flapping wings for Flight,
arm and leg movement for Swimming, rapid hand
movement for Tunneling; and so on. Heightened
Metabolism tends to be the most common explana-
tion for movement and super-speed in most settings.

LIVING ENERGY

The speedster is either imbued with some form
of energy, composed of energy himself, or a physi-
cal embodiment of energy (even a fictional type of
energy such as “speed force”). He’s not necessarily
even completely human or corporeal. By releasing
or drawing upon his energy, the speedster generates
movement, speed, and related effects.

13
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CHARACTERISTICS

Several HERO System Characteristics, notably
DEX and SPD, merit expanded discussion with
regard to speedsters.

Dexterity

As the Characteristic that measures agility,
reaction speed (i.e., who acts first in a Segment),
and the ability to avoid attacks, DEX is important
for speedsters. In most campaigns, the speedster
will have the highest DEX of all the PCs.

HOW MUCH DEX DOES A CHARACTER
NEED?

At 3 Character Points per DEX point, Dexter-
ity is the second most expensive Characteristic in
the HERO System (after only SPD) because it pro-
vides so many benefits (CV, initiative, many Skill
Rolls, and the like).

The accompanying table summarizes the
pertinent information about every point of DEX
between 0 and 60. The first column indicates the
cost of that value of DEX in Character Points.

The second column lists the DEX Roll derived
from that value of DEX. In parentheses after the
roll is the percentage chance of making an unmodi-
fied roll. The chance is capped at 99.9% on the
grounds that a roll of 18 usually constitutes auto-
matic failure.

The third column lists the CV derived from
that value of DEX.

DEX BREAKPOINTS

The fourth column indicates breakpoints
— particularely effective amounts of DEX — with
the value of the breakpoint indicated by stars. One
star (*) indicates a breakpoint for CV — i.e., the
least amounts of DEX needed to obtain a particular
CV value (adding one more point of DEX won't
give any more CV). These DEX values are 3 apart
because you calculate CV by dividing DEX by 3.

Two stars (**) indicates a breakpoint for the
DEX Roll — i.e., the least amount of DEX needed
to obtain a particular DEX Roll value (adding one
or two more points of DEX won't increase the
character’s DEX Roll). These DEX values are 5 apart
because you calculate DEX Rolls as (9 + (DEX/5)).

Three stars (***) indicates a breakpoint for
both CV and the DEX Roll. These especially effi-
cient amounts of DEX are 15 DEX points apart (the
3 of CV times the 5 of DEX Rolls).

The breakpoints indicate that DEX 28, 33,
and 38 are all particularly good buys for speed-
sters (in lower-powered campaigns, so is DEX 23;
for Galactic Champions campaigns, 43, 48, and
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53 are good choices). But the breakpoints don't
tell the whole story. There are good reasons to
buy DEX in a non-breakpoint amount. The most
important is combat initiative — determining
who acts first in a Phase. Sometimes spending a
few more Character Points to get another point
or two of DEX may not be efficient in terms

of calculations, but it’s very handy in combat
because the character can act before more “effi-
cient” foes. Second, the more DEX a character
has, the longer he can withstand Drain DEX
attacks and similar negative Adjustment Powers.

ALTERNATE DEXTERITY

Since DEX provides so many benefits — CV,
Skill Rolls, initiative, SPD, and the like — one way
to customize characters a little more, and hopefully
to prevent them from buying a high DEX just for
the sake of the game-related benefits they obtain,
is to divide DEX into three Primary Characteristics
instead of one. These “new” Characteristics are:

Accuracy

Agility

Reaction

Each of these “DEX Characteristics” costs 1
Character Point per point (but see Game Balance
Considerations, below, for more discussion).

Accuracy (ACC) represents a character’s eye-hand coor-
dination and general ability to attack accurately. It's
used to calculate a character’s Combat Value — CV
equals the character’s ACC divided by 3.

Aqility (AGI) represents a character’s general nimble-
ness, adroitness, and dexterousness. It’s the basis
for the character’s “DEX Roll” (ACC and REA don’t
normally have a Characteristic Roll) and for most
DEX-Based Skills (aptly named “Agility Skills”).

Reaction (REA) represents a character’s reaction time
and related attributes. It’s the basis for a character’s
initiative (when his Phase occurs in a Segment, and
whether he goes before or after someone else).

SPD

Using these “DEX Characteristics” means
changing some of the rules for things related to
DEX, such as SPD. You have several options for
SPD. In all cases, the special rounding rules for SPD
apply — you always round down.

First, you can calculate SPD as (1 + ((ACC +
AGI + REA)/30)). In other words, add ACC, AGI,
and REA together, divide by 30, and add 1 to the
result. Since the total cost of ACC, AGI, and REA is
in theory at least close to the cost of standard DEX,
this should derive a SPD roughly the same as what
youd get using the standard DEX rules.
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*: CV breakpoint

DEXTERITY TABLE

Cost

-30
-27
-24
-21
-18
-15
-12
=9
-6
-3
0
3
6
9
12
15
18
21
24
27
30
33
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45
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60
63
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69
72
75
78
81
84
87
90
93
96
99
102
105
108
111
114
117
120
123
126
129
132
135
138
141
144
147
150

DEX Roll
9- (37.5%)
9- (37.5%)
9-(37.5%)
10- (50%)
10- (50%)
10- (50%)
10- (50%)
10- (50%)
11- (62%)
11- (62%)
11- (62%)
11- (62%)
11- (62%)
12- (74%)
12- (74%)
12- (74%)
12- (74%)
12- (84%)
13- (84%)
13- (84%)
13- (84%)
13- (84%)
13- (84%)
14- (91%)
14- (91%)
14- (91%)
14- (91%)
14- (91%)
15- (95%)
15- (95%)
15- (95%)
15- (95%)
15- (95%)
16- (98%)
16- (98%)
16- (98%)
16- (98%)
16- (98%)
17- (99.5%)
17- (99.5%)
17- (99.5%)
17- (99.5%)
17- (99.5%)
18- (99.9%)
18- (99.9%)
18- (99.9%)
18- (99.9%)
18- (99.9%)
19- (99.9%)
19- (99.9%)
19- (99.9%)
19- (99.9%)
19- (99.9%)

20- (99.9%)
20- (99.9%)
20- (99.9%)
20- (99.9%)
20- (99.9%)
21- (99.9%)
21- (99.9%)
21- (99.9%)

**: DEX Roll breakpoint

**#*: CV and DEX Roll breakpoint
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SKILLS WITH
ALTERNATE DEXTERITY

Skill Characteristic
Acrobatics Agility
Breakfall Agility
Climbing Agility
Combat Driving Agility
Combat Piloting Agility
Contortionist Agility
Fast Draw Reaction
Lockpicking Agility
Riding Agility
Sleight Of Hand Agility
Stealth Agility
Teamwork Reaction

Second, since INT is supposed to represent (at
least in part) a character’s ability to react to unusual
or dangerous circumstances (see below), you could
work it into the mix. Now SPD becomes (1 +
((ACC + AGI + REA + INT)/40)).

Third, since REA represents reaction time and
initiative in combat, you can use it alone to calcu-
late SPD: (1 + (REA/10)). However, because REA is
much cheaper than DEX, this tends to create “SPD
inflation,” so the GM needs to pay close attention
to characters’ SPDs, and perhaps even change the
calculation (to, for example, REA/20 or REA/30) to
maintain game balance.

Skills
The accompanying table shows how the Agility
Skills break down in the new system.

Game Balance Considerations

Keeping the costs of the DEX Characteristics at
1 Character Point per point each in theory results in
characters spending as much on these three Char-
acteristics as they tend to spend on DEX. But theory
doesn’t always work in practice, so this may cause
problems. First of all, if you want to prevent “DEX
abuse,” this may not do the trick; characters can end
up with the same “DEX” as they would otherwise have
by buying all of the DEX Characteristics to the same
level. ACC 20, AGI 20, and REA 20 cost 30 Character
Points in total, just like DEX 20.

Second, you may find players “power-
gaming” their characters by buying one or two of
the DEX Characteristics to high levels. For exam-
ple, with ACC costing only 1 Character Point
per point, a base CV 10 only costs 20 Character
Points. This could unbalance some campaigns
(though since all characters have the same abil-
ity to buy high CVs, the most likely result is an
increase in CVs across the board, leading to no
significant game balance changes).

Correcting or compensating for these problems
is usually just a matter of changing the costs of the
DEX Characteristics. For example, if you change them
all to 2 Character Points per point, power-gaming
becomes less attractive, and “DEX abuse” across the
board becomes twice as expensive. Alternately, you
could weight them depending on what you think
is most important or useful in your campaign. For
example, maybe ACC is 2 Character Points per point,

15
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DEX/SPD COMBINATION TABLE

This table shows how much of a speedster’s total Character Points he'll spend on DEX

and SPD for most common values of DEX. To determine costs for other values of DEX,

use the next lowest value and spend +2 Character Points per point of DEX.

DEX
10
13
15
18
20
23
25
28
30
33
35
38
40
43
45
48
50
53
55
58
60
63
65
68
70
73
75
78
80
83
85

2

10
16
20
26
30
36
40
46
50
56
60
66
70
76
80
86
90
96
100
106
110
116
120
126
130
136
140
146
150

SPEED

3 4 5 6 7 8 9 10
10 20 30 40 50 60 70 80
16 26 36 46 56 66 76 86
20 30 40 50 60 70 80 90
26 36 46 56 66 76 86 96
30 40 50 60 70 80 90 100
36 46 56 66 76 86 9% 106
40 50 60 70 80 90 100 110
46 56 66 76 86 96 106 116
50 60 70 80 90 100 110 120
56 66 76 86 96 106 116 126
60 70 80 90 100 110 120 130
66 76 86 9% 106 116 126 136
70 80 90 100 110 120 130 140
76 86 9% 106 116 126 136 146
80 90 100 110 120 130 140 150
86 96 106 116 126 136 146 156
90 100 110 120 130 140 150 160
9% 106 116 126 136 146 156 166
100 110 120 130 140 150 160 170
106 116 126 136 146 156 166 176
110 120 130 140 150 160 170 180
116 126 136 146 156 166 176 186
120 130 140 150 160 170 180 190
126 136 146 156 166 176 186 196
130 140 150 160 170 180 190 200
136 146 156 166 176 186 196 206
140 150 160 170 180 190 200 210
146 156 166 176 186 196 206 216
150 160 170 180 190 200 210 220
156 166 176 186 196 206 216 226
160 170 180 190 200 210 220 230

ter Points per point each.

SPD Speed Class
1,2 Average SPD: typical people

as many soldiers and cops
people; many superheroes

age speedster

sters alive

11
90
96
100
106
110
116
120
126
130
136
140
146
150
156
160
166
170
176
180
186
190
196
200
206
210
216
220
226
230
236
240

SPEED CLASSES

8-9 Superhuman SPD: better than average
speedsters; extremely fast superheroes

12
100
106
110
116
120
126
130
136
140
146
150
156
160
166
170
176
180
186
190
196
200
206
210
216
220
226
226
236
240
246
250

AGl is 1 Character Point per point,and REA is 3
Character Points per point (thus allowing SPD to be
1 + REA/10 and provide the same results as DEX).
If you like to alter character standards based on

archetype, you could vary the cost that way as well
— perhaps speedsters and rogues pay only 1 Charac-
ter Point per point for all of the DEX Characteristics,
bricks and warriors pay 3 Character Points per point
for all of them, and all other characters pay 2 Charac-

3 Skilled SPD: better than average people, such
4-5 Competent SPD: much better than average

6-7 Legendary SPD: faster superheroes; the aver-

10-11 Mega-Superhuman SPD: the fastest speed-
sters in most campaigns
12+ Ultra-Superhuman SPD: the fastest speed-

Hero System 5™ Edition

Speed

Most speedsters have high SPDs, representing
the fact that whatever allows them to move at incred-
ible velocities also gives them phenomenal reaction
time. Thus, in game terms, they get to act more often
than other types of characters — which is not only
appropriate, but often expected. The accompanying
Speed Classes Table indicates the general “categories”
of SPD in most campaigns — but as always, the GM
has the final say as to what qualifies as, say, “Legend-
ary SPD”in his game. In a low-powered setting, for
example, SPD 4-5 may be considered phenomenally
fast, whereas in a Galactic Champions game it might
be on the low end of average for player characters.

But there’s no rule that says a speedster must
have a high SPD. Some speedsters just have the
ability to move at incredible speeds — their reac-
tion times remain more or less human normal (or
at least “heroic normal”). For example, a character
who has the power to, say, tap and channel the
motion of subatomic particles in his body to fly at
Mach 8 doesn’t necessarily have a high DEX or SPD
— just a lot of inches of Flight. Sometimes it can
be a fun, intriguing challenge to create and play a
speedster character who has lots of movement and
movement-related abilities but a low SPD.

For optional alternate ways to use SPD, see
page 264.

FRACTIONAL SPEED

Because SPD is calculated as 1 + (DEX/10)
and never rounds up, characters sometimes end
up with “fractional SPD.” For example, a character
with DEX 23 has “SPD 3.3” — but the 0.3 “points of
SPD” aren’t real, because they always round down.
A character can’t have “SPD 3.3” — he has SPD 3,
pure and simple.

As noted on page 38 of The HERO System 5"
Edition, Revised, characters may not sell back their
fractional SPD, not even if they sell back a whole
point of SPD. However, there are situations where
fractional SPD can help a character.

First, with the GM’s permission a character may
spend more on SPD than he strictly needs to so he
can take advantage of some other power. For example,
suppose a character with DEX 10 has a magic ring
that grants him +16 DEX (for a total of DEX 26).
With the GM’s permission, the character can spend
14 points on SPD so that he has SPD 5 when wearing
the ring. In this case the extra points spent on SPD are
wasted when he can't use the power (hed only have
SPD 3 when not wearing the ring).

Second, the situation may sometimes arise where
a character spends Experience Points to increase his
DEX, but doesn’t want his SPD to get any higher. In
that case, he may “sell back” some of the points previ-
ously spent on SPD so the amount of points spent on
SPD remains proper for his new DEX. For example,
suppose a character has DEX 17 and has spent 13
Character Points for SPD 4. During the campaign
he increases his DEX to 20 by spending Experience
Points. Unless the GM rules otherwise, he may “sell
back” 3 of the points previously spent on SPD to
recoup them for use somewhere else.
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SPD BEYOND 12 @

As noted on page 39 of The HERO System
5™ Edition, Revised, the maximum SPD that has
any additional effect on a character’s Phases and
Actions is 12 — SPD 13 and higher don’t grant any
extra Phases or Actions, they just help the character
resist Drain SPD attacks and the like. Despite this
rule, GMs running high-powered campaigns (such
as Galactic Champions games) may want to allow
SPDs of 13 or higher as an option. In that case, the
following rules apply.

Points of SPD above 12 still cost 10 Character
Points per point, unless the GM rules otherwise.

SPDs of 13 and higher grant a character extra
Phases in certain Segments — the same Segments
that SPDs 1-12 grant. In other words, distribute the
remaining actions throughout the Turn according
to the standard Speed Chart — just subtract 12
from the character’s SPD to figure out which Seg-
ments he gets an extra Phase in. For example, SPD
18 gets one Phase in Segments 1, 3,5,7,9,and 11,
and two Phases in Segments 2,4, 6, 8,10, and 12
— the Phases that SPD 6 (18 minus 12) gets. Thus, a
character with SPD 24 would get two Phases every
Segment. In the event a character’s SPD exceeds 24,
apply the same rule, giving the character three, four,
or more Phases in some Segments.

When a character has two (or more) Phases
in a single Segment, each qualifies as a full Phase.
A character with two Phases could perform two
Full Phase Actions, four Half Phase Actions, or one
Full Phase and two Half Phase Actions. As always,
an Attack Action ends a Phase, but if the character
makes an Attack Action with his first Phase in the
Segment, he still gets his entire second Phase. Thus,
a character with two Phases could attack with his
first Phase, then use his second Phase to make a
Full Move away from the battlefield so his enemy
wouldn't have the chance to counterattack.

If a character has multiple Phases in a Seg-
ment, both Phases are performed on his DEX — he
takes his first Phase on his DEX in the Segment,
and when that’s done he immediately takes his
second Phase (and so on if he has more Phases). He
doesn’t have to “wait” between Phases. (Alternately,
GMs who want to “slow down” such speedsters a
little bit may want to divide their Phases over the
DEX order as evenly as possible. For example, if a
character with DEX 30 has three Phases in a Seg-
ment, hed get them on DEX 30, DEX 20, and DEX
10. If the GM allows this, he should decide how it
affects Holding an Action.)

Because a character loses a Held Action if he
Holds it until a Segment when he has a Phase (as
discussed on page 360 of The HERO System 5" Edi-
tion, Revised), a character with SPD 13 or higher
cannot hold any of his Phases until a later Segment.
However, he may hold any or all of his Actions in a
Phase until later in that Segment.

A character with multiple Phases in a Seg-
ment may not take a Recovery with any of them if
he uses any of them to perform Actions — having
multiple Phases does not change the rule that a

character cannot Recover if he does anything in

a Phase (including Holding an Action). Thus, if

a speedster with multiple Phases wants to take a
Recovery, he has to take a Recovery with all of his
Phases in that Segment (and thus get two or more
Recoveries). All such Recoveries occur at the very
end of the Segment, as usual.

Before allowing SPDs higher than 12, GMs
should be aware that they have a significant poten-
tial to cause game problems. First, the more Actions
characters can take in combat, the longer combats
tend to take. Second, allowing one character a lot
more Actions than others may unbalance the game
in his favor, giving him too much “screen time” at
the expense of the other characters.

Secondary SPD

Alternatively or in addition to allowing char-
acters to buy SPDs higher than 12, the GM might
consider Secondary SPD. Basically this means
allowing