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Strands of Fate ‐ Errata for 1st Printing & FAQ  
General 

This document compiles the errata for the first printing of Strands of Fate, as 
well as addresses a number of frequently asked questions. It also contains advice 
on topics that have come up regularly in discussion since Strands was originally 
released. 

Many of these updates and corrections have already been implemented in 
Strands of Power, and will be contained in the second printing of Strands of Fate. 

 
p. 15 ‐ Some notes on what the various CamPL categories are meant to simulate: 

Commoner ‐ Your average guy. High school students and unskilled laborers. 
Expert ‐ Your average guy with some skill. Professionals. 
Hero ‐ Realistic heroes and the elite. Pro‐Athletes, high‐end military, etc. 
Action Hero ‐ Rambo, Zorro, Robin Hood, etc. 
Mythic Hero ‐ Starting Adventurers with Powers. 
Legendary Hero ‐ Experienced Adventurers with Powers. 
Metro Class Super Hero ‐ Deal with threats to the city. Punisher, Daredevil, etc. 
World Class Super Hero ‐ Deal with threats to the world. Wolverine, Spiderman, Iron Man, 

etc. 
Galaxy Class Super Hero ‐ Deal with threats to the galaxy. Thor, the Hulk, Dr. Strange, etc. 
Cosmic Class Super Hero ‐ Deal with threats to the universe. Apocalypse, Silver Surfer, etc. 
Infinity Class Super Hero ‐ These are effectively gods. Superman, The Phoenix, Galactus, 

etc. 

 
p. 50 ‐ The Experienced Advantage purchased the Affinity Ability from 2 to 4. Not 
from 2 to 5. 

 
p. 53 ‐ Clarification 

   Invoking an Aspect (any Aspect) always grants you a +2 bonus, reroll or 
narrative effect. The Fate Point you spend to invoke goes away. Nobody gets it. 
   Compelling always forces a ‐2 penalty, a forced reroll or narrative effect. No 
matter what Aspect it is, or who it belongs to, the guy who suffers the penalty 
always gets the Fate Point. 
   Thus, it’s almost always better to spend the Fate Point to give yourself a bonus 
than give your opponent a Fate Point in exchange for making them take a 
penalty. 
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p. 55 ‐ Clarification 

   Any time any Aspect is used to compel you, you get a Fate Point. This could be a 
Character Aspect, a Specialty Aspect, an Item Aspect, a Power Aspect, or even a 
Zone Aspect. 

 
p. 86 ‐ Clarification 

   When you have an item gained from a Resources Specialty Aspect, it works like 
this: 

• You get the item for free when you take the Aspect. The Cost or 
Potency of the item doesn't matter, so long as your GM approves it. So it 
could be Solo's Millennium Falcon, Indiana's Whip, Aragorn's Anduril, or 
Frodo's Ring. 

• In exchange for getting the item for free, any time the item is brought 
into the scene in a significant way, you have to spend a Fate Point and 
invoke the Aspect. So while it doesn't cost a Fate Point to describe your 
character as sitting in the corner sharpening his "Sword of Kings", if you 
later use the sword to make an attack roll, you'll need to spend a Fate 
Point to bring it into the scene. And of course, if you want to invoke it for 
a bonus on a Persuasion roll to inspire the masses, you'll need to spend 
the Fate Point then as well. 

 
p. 239 ‐ For Defeated(P), replace “Downgrades to Minor in 3 months” with 
“Downgrades to Extreme in 3 months” 

 
p. 208 ‐ Clarification 

   If you offer a Concession that is accepted, you get a Fate Point and you 
opponent must abide by the terms of the Concession. 
   If you offer a Concession that is rejected, and the GM thinks it was a fair one, 
your opponent loses a Fate Point. 
   If you offer a Concession the GM doesn’t think is fair, nothing happens. 

 
p. 281 ‐ Under Languages, replace “So a character with a Knowledge of 4 may 
begin the game knowing his native language and two others.” with “So a 
character with a Knowledge of 4 may begin the game knowing his native 
language and one other.” 
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p. 289 & 394 ‐ Size Clarification 

The following table is an expanded version of the Size table.   
 

Rating 
 
Objects 

 
Weight 

Personal 
Scale Zones 

Number 
of People 

‐4 
‐3 
‐2 
‐1 
0 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 

Bacteria 
Grasshoppers 
Baseball 
Human Child 
Adult Human 
Large Motorcycle 
Elephant 
Tank 
Large House 
Aircraft Carrier 
Space Station 
City 
Large Island 
Small Country 
Planetoid 

.001 lbs. (.5g) 

.01 lbs. (5g) 
1 lbs. (.5kg) 
10 lbs. (5kg) 
100 lbs. (50kg) 
1K lbs. (500kg) 
10K lbs. (5000kg) 
100K lbs. (50,000kg) 
1 mil lbs. (half mil kg) 
10 mil lbs. (5 mil kg) 
100 mil lbs. (50 mil kg) 
1 bil lbs. (500 mil kg) 
10 bil lbs. (5 bil kg) 
100 bil lbs. (50 bil kg) 
1 tril lbs. (500 bil kg) 

<1 
<1 
<1 
<1 
<1 
<1 
1 
4 
16 
50 

250 
1000 
4000 

16,000 
64,000 

<1 
<1 
<1 
<1 
1 
4 
16 
50 

250 
1000 
4000 

16,000 
50,000 
250K 

1 million 

So 4,000 people break down into 4 Size 5 Units, or a single Size 6 Unit if it's 
easier to run that way. The numbers aren't precise, and they don't need to be. An 
orc is bigger than a human after all, and they're both Size 0. So 1,000 orcs would 
be bigger than 1,000 humans as well, yet they're both average out to Size 6 
because that level of detail doesn't matter. 

 
p. 290 ‐ Add the following to the section Lifting Things: 
   “The default difficulty to lift an item that weighs up to 150% of your lift capacity 
is equal to your Strength Rating +2. To lift an item that weighs up to double your 
lift capacity, the difficulty of the Strength roll is equal to your Strength Rating +4. 
   You may not lift more than double your lift capacity.” 

 
p. 296 ‐ In the first paragraph of Vacuum, the vacuum suit page reference should 
be to page 308. 
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p. 299 ‐ Clarification 

   The Consequence of Damaged does not affect the Armor Rating, but the armor 
can no longer absorb stress until it‘s healed. This aspect can be invoked or 
compelled as normal. 

 
p. 337 ‐ Means of Obtaining Power Items 

Aside from crafting Power Items using Craft Power Item themselves, PCs can obtain 
Power items in a few other ways: 

Option #1: GM Power Item Creation and Purchasing  
This option is used when GMs are putting Power Items into the game for PCs to 

discover or purchase. 
Using the guidelines on pg. 337 of SoF, you can create a Power Item and assign a 

Potency rating to it. The purpose of Potency ratings is to act as a numeric scale by 
which Power Items can be compared. Note that these guidelines are just 
that, guidelines. The GM may feel he needs to adjust them based his setting. 

If a Power Item can be bought and sold, the Potency is used to determine the Cost 
of the Power Item. 
Option #2: Resource Aspects & Advantages 

 This option is used when a player wants his character to start with a special item, 
and the item is an important part of the character. 

Pg. 86 of Strands of Fate talks about PCs beginning the game with items taken as 
Aspects. Potency can be a useful tool for the GM when it comes to players who want 
to take a Power Item in this way. In such cases, the GM can say something like: "You 
can have Power Items as Resource Specialty Aspects, but their Potency cannot 
exceed X." And in that case "X" can change from campaign to campaign. 

In addition, an Advantage can take the form of an item by adding a Limitation to 
it. Example: Power Attack, Ranged + Limitation ‐1 (Item) = Wand of Fireballs 

For items that have multiple Powers, the ‐1 from the Limitation is applied to each 
Power. But remember that Limitations can never reduce a Power's AP Cost to less 
than half (round down), or a minimum of 1. 

Also, you GM may let you purchase some Advantages like this with Resources. See 
pg. 90 of Strands of Fate for more on purchasing Advantages with Resources. 

Note that in the case of an item built using Advantage Points, your item does not 
have a Potency rating, and does not need one. The item should not be bought or 
sold, and the item's relative level of power is already determined by Advantage Point 
expenditures. 
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Vehicles 
 
p. 344 – Vehicular Advantages 
Change the last sentence in the first paragraph to read: 

“A Vehicle can gain more Advantage Points by increasing its Cost. For every +1 
added to the Vehicle’s Cost, it gains a number of Advantage Points equal to 
half its TL (round down) +1.” 

 
p. 347 ‐ Under Driving/Piloting, add the following text: 
   “When making Vehicular Maneuvers, the vehicle’s Maneuverability is combined 
with the applicable ability (Agility/Reasoning/Empathy) of the driver/pilot, using 
the rules for combined Abilities found on pg. 69. The vehicle's Maneuverability is 
the primary Ability, the Ability of the driver/pilot is the secondary.   

 
p. 357 ‐ Under Sensor Ranges, replace the table with the following: 
 Close (‐0)  Medium (‐2)  Long (‐4) 
Land  <1 mile (1.5km)  10 miles (15km)  50 miles (75km) 
Air  <10 miles (15km)  50 miles (75km)  200 miles (300km) 
Space <200 miles (300km) 2,000 miles (3,000km) 200,000 miles (300k km) 

 
p. 373 ‐ Under Bomber, replace “The bomb has a Weapon Rating of +2.” with 
“The bomb has a Weapon Rating equal to the Vehicle‘s Size +2.” 
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Units, Organizations & Misc 
 
p. 395 ‐   Under Step #4: Determine the Unit‘s Size and Abilities, point 3 should 
read: “The Unit has three simple Abilities called “Physical”, “Mental” and 
“Social”, and they have a rating equal to the highest rating in the group plus the 
difference between the Size of the largest member of the Unit and the Size of 
the Unit as a whole.” 

 
p. 396 ‐ Clarification ‐ In large‐scale combats, units of thousands of similar 
soldiers don‘t lose one soldier per Consequence. In these cases, use the 
following percentages of defeated members of the unit: 

Minor ‐ 20% are Defeated 
Major ‐ 40% are Defeated 
Severe(P) ‐ 60% are Defeated 
Extreme(P) ‐ 80% are Defeated 
Defeated(P) ‐ 100% are Defeated 

 
p. 400 ‐ Clarification – Units and Multiple Attacks 

   A Unit (and a Unit only) can attack more than one target per turn. The Unit 
should pick a primary target. Attacking other targets is a Supplemental Action 
and the Unit suffers a cumulative ‐1 penalty for each attack, so the  first attack is 
at ‐0, the second at ‐1, the third at ‐2 and so on. 

 
p. 409 ‐ Under Trivial Extras, replace “[…] can suffer only two types of 
Consequences Major and Defeated(P)” with “[…] can suffer only two types of 
Consequences: Severe(P) and Defeated(P)” 

 
p. 431 ‐ Under Curse of Lycanthropy, replace the entries “True Expert ‐ Strength of 
the Beast (P) (Strength)” and “True Expert ‐ Inhuman Physique (P) (Endurance)” 
with “Persistent Specialty ‐ Strength of the Beast(P) (Strength)” and “Persistent 
Specialty ‐ Inhuman Physique(P) (Endurance)”, respectively. 

 
p. 433 ‐  The Abilities for the Police Officer/Security Guard Patrol [Unit] should be: 

Physical: 4    Mental: 4     Social: 3 

 
p. 451 ‐ The table for Breaking Things is incorrect. Replace it with the table from 
page 264. 
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   The table for Computer Security Ratings is incorrect. Replace it with the table 
from page 266. 

 
Power Items 
   The sample Power Items found starting on page 338 should have the following 
Potency ratings: 

Blister Plate of Torg ‐ Potency should be 5. 
Plate mail, +1 AR, Spend Fate Point to gain On Fire Aspect. 
[Functions as Plate Mail = +2; +1 AR = +2; Grants Aspect = +2 but costs a FP to 
Activate for a total of +0; Combined costs = +1 AR is most expensive, increasing the 
Potency by +2. The rest of the modifiers average out to 1, then add a +1 for each for 
an additional modifier for a total of 3 for the other modifiers. 2+3 = 5] 

Frost Bite Dagger ‐ Potency should be 2. 
Functions like regular dagger, Spend Fate Point to trigger Affliction as per the 
normal activation for Affliction. 
[Dagger = +0, Affliction +2; 0+2 = 2] 

Sword of Vindosyll ‐  Potency should be 12. 
Strength +2, Endurance +2, Aspect: Blessed of the Fae 
[Strength +2 = 6, Endurance +2 = 6, Aspect = 2; Strength is the most expensive at 6. 
The other two effects (Endurance and Aspect) average to 4, then add +1 for each 
additional effect, for a total Potency of 12] 

Titan's Armor ‐ Potency should be 25. 
It has several effects, but its most expensive is a tie between its Power Attack and 
its Armor Rating. Both are 11. The average cost of all other effects is 6, +8 because 
it has 8 additional effects. [11+6+8=25] 
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Advantages 
General Notes 

Bonus Stress Boxes 
Some Advantages temporarily grant you bonus ranks in Abilities that are used to 

determine how many stress boxes you have. 
The temporary stress boxes resulting from the Ability increase  are added in front of 

your normal stress boxes, meaning stress is applied to the new stress boxes first. 
When this Ability boost goes away the additional stress boxes gained, and any stress 
that may have accumulated in them, are cleared. 

Heroic Advantages and Alternate Stress Tracks 

Iron Will: If you are using the “Single Set” stress system (SoF pg. 250), each time 
you take this Advantage you may take one additional Minor Consequence. If you are 
using the Threshold stress system (SoF pg. 248), your Mental Threshold is increased 
by +1 each time you take this Advantage. In either case, you may not take this 
Advantage more than three times. 

Reputable: If you are using the “Single Set” stress system (SoF pg. 250), each time 
you take this Advantage you may take one additional Minor Consequence. If you are 
using the Threshold stress system (SoF pg. 248), your Social Threshold is increased by 
+1 each time you take this Advantage. In either case, you may not take this Advantage 
more than three times. 

Resilient: If you are using the “Single Set” stress system (SoF pg. 250), each time 
you take this Advantage you may take one additional Minor Consequence. If you are 
using the Threshold stress system (SoF pg. 248), your Physical Threshold is increased 
by +1 each time you take this Advantage. In either case, you may not take this 
Advantage more than three times. 

Tenacious: If you are using the “Single Set” stress system (SoF pg. 250), the amount 
of stress each Consequence allows you to ignore is increased by +1. You should not 
take this Advantage if you are using the Threshold stress system (SoF pg. 248). 

Untouchable: If you are using the “Single Set” stress system (SoF pg. 250), the 
amount of stress each Consequence allows you to ignore is increased by +1. You 
should not take this Advantage if you are using the Threshold stress system (SoF pg. 
248). 

Unyielding Fortitude: If you are using the “Single Set” stress rules (SoF pg. 250), 
taking a Minor Consequence reduces the amount of stress suffered by 4 instead of 2.  

If using Thresholds, your Threshold rating is not affected by this Advantage. 
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Enhanced Mental & Social Capabilities 
You  may have noted by now that while there are a number of Powers that can 

enhance your physical capabilities, there are very few Powers that directly enhance 
your mental and social capabilities.  

There is a reason for this. Abilities represent innate capabilities. Strength represents 
lifting things. Knowledge represents your education and “common sense”. 
Persuasion represents your ability to talk to people and convince them to see your 
point of view. 

So while it’s easy to understand the effects of Super Strength, no amount of 
education would result in Super Knowledge, and no matter how much of a sweet 
talker you are, there are limits to what words and looks can accomplish with a sane 
person. To impact someone in a more profound way, you start getting into Powers 
like Influence Thoughts and Awe.  

Likewise, supernatural mental feats are best represented with Powers like 
Cognizance or  Clairsentience. 

 

Expert Advantages 
Acrobatic – You gain +1 on rolls related to surviving falls and negotiating a difficult 

environment. 

Free Runner (or “Traceur”) – You gain a +2 bonus on Agility rolls to traverse difficult 
environments while hustling, running or during a chase. 

Weapon Specialist – Select a category of weapons. You gain a +1 bonus on all attack 
rolls with a weapon of that category. You may take this Advantage multiple times, 
each time you must select a different weapon category. The categories are 
unarmed attacks, light blades, heavy blades, bludgeoning weapons, polearms and 
spears, bows and crossbows, beam firearms, projectile firearms, or explosives. 

Note – All Expert Advantages that grant bonuses to rolls to manipulate, intimidate or 
otherwise try to manipulate opponents mentally or emotionally (such as Fast 
Talker) apply their bonus as an Edge bonus on mental attack rolls. 
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Heroic Advantages 
Fate Point Expenditures ‐ The following Heroic Advantages no longer require the 
expenditure of a Fate Point to activate:  Crippling Blow, Geek Speek, Master Tactician 
and Opportunist. All other requirements must still be met. 

Assassin Strike  
You know how to strike, using a melee weapon, to deal the most damage to your 
opponent. You know how to get around armor, anticipate your target’s movements, 
and strike at their weak spots like vital organs and pressure points. 
Once per scene, when attacking an ambushed target (see SoF pg. 262) with a melee 
weapon, you add a +3 bonus on your attack roll. 
 
Crippling Blow  
Once per scene, you may increase the Weapon Rating of a melee weapon (or 
unarmed strike) by +3 for your next attack. This may be declared  after the attack roll 
is made. 

Lightning Reflexes  
You have an amazing gift for instantly reading a situation and reacting appropriately. 
You gain a +1 bonus on all rolls for initiative. In addition, whenever you are called 
upon to roll initiative you may spend a Fate Point to automatically go first. 
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Power Advantages 
 
Absorption 
Requires a Power Source and Affinity Ability 
AP Costs should be adjusted as follows: 
AP Cost  Sample Energy 
3  Heat, Cold, Electricity, Radiation 
5  Psychic or Magic Energy 
7  Kinetic Energy 

Affliction 
Contagion Modifier cost increased to +2. 

Animate Dead 
The second paragraph should read: 

“Animated creatures have the Lifeless Advantage (pg. XX) with a persistent 
Character Aspect of Undead(P). 
The animated creature also has an Aspect that defines their body’s general health, 
such as Rotting Zombie or Skeletal Remains. 
All recently risen undead can only suffer a number of Consequences equal to your 
Affinity ‐1 (min 1). 
The total number of undead you can create and maintain at once it is equal to 
your Affinity Ability. You may slay any undead you control as a free action.” 

Armor 
The Super Armor chart should read: 

Class  Base AP Cost   AR 
Metro Class   3   TL + 7 
World Class   5   TL + 12 
Galaxy Class   7   TL + 17 
Cosmic Class   9   TL + 22 
Infinity Class   11   TL + 27 

 

Astral Passage 
Base AP Cost: 3 
Requires a Power Source and Affinity Ability 

Astral Perception 
Remove “hear and even smell” from first sentence. 
Use your Affinity instead of Willpower when rolling for Strength or Endurance.  
+1 (Astral Traveler): You need not spend a Fate Point or roll to activate this Power 

when using Astral Projection, or are insubstantial. 
+2 (Passive): Your astral senses are “always on” and need not be activated. 

In addition, you are used to being able to sense two worlds at the same time and 
do not gain the Distracted(P) persistent Aspect. 
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Augmented Movement 
Requires a Power Source 
First paragraph should include: 

“You might swing from sticky webs, telekinetically pull on and push off 
surfaces, project sheets of ice upon which you can slide, etc.” 

Remove the “Provided” Modifier. It is now considered to a default part of 
the Power. 

Awe 
Requires a Power Source 

Barrier 
Last  paragraph should read: 
“The barrier lasts for a number of hours equal to (1 plus your Affinity) x 3, or 
until dismissed by you.” 

Binding 
First  paragraph should read: 

“…you have a special attack that binds an enemy, rendering them incapable of 
willingly moving into another zone.” 

Second  paragraph should read: 
“…if your binding is something they could dodge, or maybe Willpower or 
Endurance if it is a spell they could resist.” 

There should be an additional paragraph added that reads: 
“The victim may attempt to get free each turn as a simple action. Also, remember 
that allies can perform Maneuvers to place Aspects that may help the bound victim 
get free. This Power’s Power Aspect may give a clue as to a possible means to 
escape. Binding in the form of magical energy can be Nullified, while a sticky goo 
might be removed with an industrial solvent.” 

Body Weaponry 
No longer requires a Fate Point to activate. 

Chameleon 
Activation: None 
The AP cost of the Cloaked Modifier decreased to +1. 

Echolocation 
The AP cost of the Passive Modifier decreased to +1. 

Enhanced Hearing, Senses Sight, and Smell 
The AP cost of the Passive Modifier decreased to +1. 
Enhanced Smell should include the following: 

Activation: Fate Point 
Activation Time: Free Action 
Duration: Scene 
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Gestalt Mind 
The Slaved Mind Modifier is unnecessary, and should be deleted. 

Grow 
Entry should read: 

“You are capable of increasing your size and mass. When you activate this Ability 
you gain a +2 bonus to the Weapon Rating of all melee attacks, and your Size is 
increased by one category. See pg. 289 for more on Size.  
The Power Aspect taken with this Power should reflect your size when this Power 
is activated, such as Large as an Elephant.” 

The Increased Size Modifier should read: 
“+1 (Increased Size): For every 1 AP spent, increase your (or your target’s) Size by 
one additional category and the WR of all melee attacks by another +1. In addition, 
the Power Aspect you have associated with this Power becomes persistent.” 

Illusions 
Should contain another sentence at the end of the entry that reads: 

“You may maintain a number of illusions at the same time equal to your Affinity.” 
The Phantasm Modifier should have a cost of +0. 
The second sentence of the Tangible Illusions Modifier should read: 

“Your illusion is under your direct control, like a puppet, and with a simple action 
you can command it to take a simple action itself if the illusion is of an object that 
can move, such as a car or forklift.  

Imbue Armor or Shield and Imbue Weapon 
The Additional Property Modifiers has been renamed “Additional Properties” and 
allow you to choose two additional Aspects to Imbue. 

Influence Thoughts 
Remove the sentence that states that the wording of the Consequence the victim 

suffers should refer to the command he is given. This is not the case. The 
Consequence can be any Consequence that reflects the psychological damage 
suffered from the character having had his psychic defenses stripped away and his 
mind defiled. 

These sorts of Consequences likely result in a sense of vulnerability, which could 
manifest as an extreme loss of self esteem, paranoia, an inability to trust others, etc. 

Insubstantial 
The Vapor Modifier should state that you may not interact with wholly 

insubstantial entities or objects. 

Invisibility 
The Effortless Modifier should state that you use your Reasoning as your Affinity 

Ability. 

Leach 
Armor does not help defend against a Leach attack. 
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Mindlink 
Mindlink does not have a limited range, and can work over any distance. 

Mind Probe 
The Consequences suffered can be any Consequence that reflects the 

psychological damage suffered from the character having had his psychic defenses 
stripped away and his mind defiled. 

These sorts of Consequences likely result in a sense of vulnerability, which could 
manifest as an extreme loss of self esteem, paranoia, an inability to trust others, etc. 

Mind Wipe 
The Consequences suffered can be any Consequence that reflects the 

psychological damage suffered from the character having had his psychic defenses 
stripped away and his mind defiled. 

These sorts of Consequences likely result in a sense of vulnerability, which could 
manifest as an extreme loss of self esteem, paranoia, an inability to trust others, etc. 

Morph 
In addition to Aspects, you also gain any Advantages your alternate form might 

have. 

Nullify 
The last sentence of the first paragraph should read: 

“You can only Nullify Powers that come from the same Power Source, a directly 
opposing Power Source, or a specific type of effect the GM allows.” 

The last sentence of the first paragraph of the Anti‐Power Zone Modifier should read: 
“If the Power is instead activated with a Fate Point, that activator must spend a 
Fate Point and succeed on a contested roll using either his Willpower or Reasoning 
against your Affinity. If he fails, the Power does not activate and the Fate Point is 
wasted.” 

Possession 
The Consequences suffered can be any Consequence that reflects the 

psychological damage suffered from the character having had his psychic defenses 
stripped away and his mind defiled. 

These sorts of Consequences likely result in a sense of vulnerability, which could 
manifest as an extreme loss of self esteem, paranoia, an inability to trust others, etc. 

Power Attack, Melee 
The Persistent Modifier cost should be changed to +1. 
The second sentence of the Repetitive Modifier should read: 

“Activation is a free action, but any attacks are treated as normal attacks with a 
weapon, and as such, are generally a simple action.” 

You may not take a Super Power Attack that directly attacks the Mental or Social 
Stress Track. 

 
 
 



 

 15 

The Super Power Attack, Melee chart should read: 
Class   Base AP Cost  Base WR 
Metro Class  4   TL +7 
World Class  6   TL +12 
Galaxy Class  8   TL +17 
Cosmic Class  10   TL +22 
Infinity Class  12   TL +27 

Power Attack, Pulse 
The Effortless Modifier should have a second paragraph that reads: 

“If you have taken other Modifiers that would normally increase your activation 
difficulty, you must spend one FP for every multiple of 4. For example, if the 
activation difficulty is 4, it costs 1 FP. If it is 8, it costs 2 FPs. An activation difficulty 
of 12 costs 3 FPs, etc. If the activation difficulty is not a multiple of 4, round down 
to the nearest multiple.” 

The Persistent Modifier cost should be changed to +1. 
You may not take a Super Power Attack that directly attacks the Mental or Social 

Stress Track. 
The Super Power Attack, Pulse chart should read: 
Class  Base AP Cost  Base ExR   Additional Zones 
Metro Class  5 TL  +6   +1 zone away 
World Class  7 TL  +10   +2 zones away 
Galaxy Class  9 TL  +15   +4 zones away 
Cosmic Class  11 TL  +20   +6 zones away 
Infinity Class  13 TL  +25   +8 zones away 

Power Attack, Ranged 
The Persistent Modifier cost should be changed to +1. 
The second sentence of the Repetitive Modifier should read: 

“Activation is a free action, but any attacks are treated as normal attacks with a 
weapon, and as such, are generally a simple action.” 

You may not take a Super Power Attack that directly attacks the Mental or Social 
Stress Track. 

The Super Power Attack, Pulse chart should read: 
Class  Base AP Cost   Base WR 
Metro Class    4   TL+6 
World Class    6   TL+11 
Galaxy Class    8   TL+16 
Cosmic Class    10   TL+21 
Infinity Class    12   TL+25  

If you have purchased the Ranged Explosion Modifier, the table below shows how 
the number of zones affected by your Power increases. However, all affected zones 
must be adjacent to one other affected zone. 

Class   Additional Zones 
Metro Class   +1 adjacent zone 
World Class   +3 adjacent zones 
Galaxy Class   +6 adjacent zones 
Cosmic Class   +12 adjacent zones 
Infinity Class   +24 adjacent zones 
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Read Emotions 
Activation: Fate Point 

Read Thoughts 
The first paragraph should read: 

“You have the ability to listen in on the current thoughts of another sentient 
creature. Roll your Affinity contested by the target’s Willpower. If you succeed, 
you may spend a Fate Point to hear the target’s next few surface thoughts in 
your mind as if they were speaking them out loud. If you succeed and generated 
Spin, you can hear the target’s thoughts for the rest of the scene.” 

The Mind Bridge Modifier should state that you do not need to spend a FP. 

Shapeshifting 
The Mass Shifting Modifier should be removed. This can be modeled by linking 

Shapeshifting with Growth. 

Shrink 
Entry should read: 

“You are capable of decreasing your Size and mass. When you activate this Power 
you gain a +2 bonus on rolls to hide and on all Agility based defense rolls, and you 
decrease your Size by one category. See pg. 289 for more on Size and how it 
affects you. 
The Power Aspect taken with this Power should reflect your size when this Power 
is activated, such as Small as a Bug.” 

The Increased Size Modifier should read: 
“+1 (Decreased Size): For every 1 AP spent, decrease your Size by one additional 
category. You also gain an additional +1 on rolls to hide and on all Agility based 
defense rolls. In addition, the Power Aspect you have associated with this Power 
becomes persistent.” 

Summon Creature 
Base AP Cost: 2 + Creature’s Highest Ability or AP value of most powerful Advantage 
Activation Difficulty: Base AP Cost + 2 
This Power should have two additional paragraphs added that read: 

“If you desire, any creature you summon may use your Fate Points. If the creature 
becomes hostile however, it must use Fate Points from the GM’s Fate Point pool 
instead. 
Unless the GM says otherwise, summoned creatures are considered Vital Extras 
and can only take Major, Severe(P), and Defeated(P) Consequences.” 

Super Endurance & Strength 
If you are using Thresholds, and select Super Endurance or Strength, your Threshold 
Rating is temporary increased by an amount equal to the number of stress boxes you 
would normally add. 

Thermal Vision 
Base AP Cost: 1 
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Transmogrification 
Clarification: Each time this Power is activated you may re‐allocate your 
transformation points and purchase a different Advantage or set of Advantage with 
them. 

Wall‐Walker 
Base AP Cost: 1 

X‐Ray Vision 
Duration: Scene 
Requires a Power Source 

Meta‐Power Advantages 

Control 
See the end of this document for a quick‐reference table that compiles the Control 
Modifiers. 
Under the “Attack” Sub‐heading, there should be a separate entry for ranged attacks 
the reads: 

Ranged: Ranged attacks generally have a range rating equal to your Affinity, and 
increase the activation of this use of Control by +2. 

The second paragraph under the “Block” sub‐heading should read: 
“To do this, you must roll to activate your Control. This is a free action, and you use 
your base difficulty. Once activated, roll your Affinity Ability to determine the 
Potency of the block. For every +2 by which you increase the activation difficulty, 
you gain a +1 bonus on your roll to set the block’s Potency.” 

A sentence in the “Create Minion” section under the “Create” sub‐heading should 
read: 

“The activation difficulty for creating a Minion is equal to the Base activation Cost 
+2.” 

Create Power Item 
Charging an item with the Power Charge Modifier is a free action. 

Ritual Power 
Regarding Extended action Activation: The target difficulty is equal to the Advantage 
Point cost of the Power x 2, with a minimum of 4. 
Once the ritual is complete, and you know the Power, you may activate the Power 
normally. 
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Common Control Activation Modifiers 
Usage    Activation Diff. Modifier 
___________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________ 

Base Activation   6 – TL 

 Free Action Activation +4 

 Free Action on Another’s Turn +6 

Basic Attack   Base + WR 

 Ranged +2 

 Area of Effect +4 

 Persistent Attack +4 

 Ignore Armor + TL 

Defense    Base + 2 per 1 AR 

 Protection 1 per 1 AR 

 Extended Duration Fate Point 

Block    Base + 2 per +1 to set Potency 

 Extended Coverage +2 per person, +3 for zone 

 Extended Duration Fate Point 

Perform Maneuver Base + 2 or more 

 Reliable Maneuver +2 per +1 to place Aspect 

 Lasting Aspect +2 per time increment over “a round” 

 Expansive Aspect + Size of affected area 

Shape 

 Create Base + Size (x2) + TL 

 Create Something from Nothing As Create +2 

 Lasting Creation +2 per time increment over “Scene” 

 Create Minion +2 (+4 for standard, +7 for greater) 

Emulate Other Power (Total AP value of Power cannot exceed Affinity) 

 Emulate Power with Act. Diff Base + Normal Activation Difficulty 

 Emulate Power with FP Cost Base + 4 

 Emulate Power with no Cost Base + Powers AP Cost (x2) 

Focused Control Fate Point per Roll 

Ritual Control Fate Point 

 Time Spent Performing Ritual +2 per hour (or 10 minutes if Affinity is 3 or 
higher, max bonus equals Affinity) 

 Sacrifice +3 for Major Consequence, +6 for Severe, +9 for 
Extreme and +12 for Defeated 

Quality Components Fate Point, Bonus equal to Cost, Fail to meet 
Cost and FP is wasted. 
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