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   As general rule I prefer covert to overt characters. And while I've more then one character who could shake the pillars of heaven, after a hearty meal of course, this style seems to suit me well. And even my most powerful characters have had a few tricks up their sleeves. Including my short run Cosmo-Knight, who spent all but literally nine minutes of game time powered down. Too bad I couldn't post the description of the Kreegor's face right after... 


   In any case, for a super hero type game, being more then a one trick pony is the difference between life and death. To achieve tricks that will work in harmony with your character's abilities and powers, not to mention you GM's stress level, you will have to play around a bit. No one trick will fit all characters. This is just an overview. 





1) Defining your character. 


   Before you can start adding tricks to your character you'll need to flush out the details of your character and the world around him. Characters with the greatest difficulty tend to be the APS crowd. A character who transforms into a fiery energy being (as is the case for some games/playing styles) is going to have a hard time keeping stuff from falling through his flaming form, burning up in his flaming aura or not becoming so carbon scored that it's functionality is unidentifiable. If your GM is an "it's an aura not a real transformation" type GM, you might be able to hold tricks in a close on body pocket or something. Provided they make pants that don't burn up in your game world. 


The other thing to look for in terms of powers to tricks, is what kind of benefits do your powers grant, and do any of them lend themselves well to any kind of trick? Or can a gimmick or trick augment the power? Powers of energy and force generation or manipulation lend themselves very well to these types of tricks. 


So, once you have your limitations and your advantages we move on to step two. 





2) The skills. 


   Now if your group happens to have near unlimited funds and several hardware geniuses on staff ready to help you with whatever you need, you can skip this section and go on to step three. If not, read on. 


Most of the skills needed to make up a good dirty trick can be found in the secondary skill list. That means just about everyone has access to skills they need to kick some butt. The single most abused skill in this category is radio basic. It gives the character an idea on range, practical limits of radios, an understanding of disruptive qualities, and how to work most of the basics, hence the name. Add to Basic Electronics to the mix and now you can build your own radio set ups and relays. Nothing too fancy, but very functional. As a point of fact, everything you need to know about building a radio, and a relay(s), can be found in a book they sell at the aptly named Radio Shack, for about seven bucks. Basic Mechanics, Automotive Mechanics and Repair/Maintainance round out the list of technological skills. Basic Math is a good one to augment the believability of your tricks, and is not worthy for that reason. 


   Two other skills appear on the Secondary Skill list that are just inordinately useful for playing dirty. First Aid and Holistic Medicine. Anyone who is CPR and first aid certified (and by having the skill, you are) knows that both teach how to identify some common problems and ailments that can cause emergency situations. This knowledge can simply be inverted to become a weapon's science. CPR tells you how to note apparent food allergies (perhaps clueing one in on how to make a undetectable poison. A little thin, I know, but it can be used.), as well as choking hazards, not to mention where to hit to cause the most problems. Neat. However, first aid certification is the real weapon here. With first aid training and certification comes a neat book which, among other things talks about common house hold items which are toxic, poisonous or otherwise deserving of a Mr. Yuck sticker. A character could look under the sink of an average home, and know exactly what will do the most damage/injury/fatality at a glance. 


   One last secondary skill I have found is truly debilitating. Play musical instrument. By combining my "play musical instrument: Piano" skill with a set of bag pipes, I've found that it is very easy to drive a villain to surrender. 


Of course the more advanced versions of the above skills allows for a greater number and more diverse versions of the basics above. 





3) Clothes make the man. 


   Where would a super hero be without some snappy duds to do all of his super heroics in? Well, naked to start  and maybe worse. One of my first choices when selecting an outfit is a good set of non-conductive boots and gloves. While Rubber it the obvious choice, there are a number of other manmade substances that serve this function to varying degrees of success. Some eye wear is a great addition, providing some simple defenses for your Mark one Model one sensors. If you can swing it, you might up grade that eye wear to a more modern sensor, like IR. or UV spectrum. A radio is nice as well, though not always practical. Remember you can buy those ear piece radios you see on the spy movies, at radio shack, for cheap for a lousy set, and as you spend more, you get better quality (coupled with Radio Basic, and Basic Electronics you can even make simple modifications, like changing the frequency). A scanner (scans and receives all radio transmissions within a set bandwidth) helps in this process. This lets you listen in on troublesome opponents also using radios as well as annoying police. With a Toggle switch installed (purchased or Basic electronics) allows the ear piece for your radio works for you scanner as well.





3.1) Armor. 


   Armor is a good choice. Even crappy armor. Something to protect the chest and spine is vital (literally ). 


A number of modern armors are available through mail order or at distributors in larger cities. Everything from Kevlar to bomb suits can be purchased, most are legal. The two best choices for super heroes not looking to advertise are the concealed and riot jacket. I think the jacket is likely my favorite, because with a little color and imagination, you have a nifty component for your hero image (Okay! So your typical Riot Jacket doesn't look that cool, but that doesn't mean it can't). If you are a cape kind of guy, then they can accommodate that too. A few items can further add to your defenses, if somewhat subtly. Shin guards, soccer type that is, some elbow and knee pads. These three items can help take the edge off a fall, or crushing impact some what less bone jarring. While there is no game effect, a player might uses these as items as mitigation against some truly horrible hit from Dr. Badguy. Finally, a helmet can both protect your melon, both mount and conceal much of your electronics, and hopefully not make you look like a dork. 





4) Is that a dagger in your pocket or are you just happy to see me? 


   Now that you know who you are, what your doing and you have a decent pair of pants. You'll likely want some stuff to put in your pockets. Things like a good knife. In fact of all the things you can stuff in your pockets, a good blade is likely your single most important bit of equipment. In fact you may find that your knife's use will match your powers. Beyond the most obvious uses (pointy end goes in the other guy) your knife is an effective tool. By virtue of it's basic function, a knife will give your character the ability to dig, pry, unscrew, scrape, poke, prod or of course, cut. Perfect for those quiet little operations where the goal is to sneak rather then blast. The Leatherman series of tools give you a pocket knife, and a ton of other tools. I highly recommend them, better, heavier and more durable then a swiss army knife. Other nifty tools and knickknacks I've found useful to keep in my pockets are: ball bearings, a handful or two can be used for all kinds of nasty tricks. From the old marbles on the floor as a hazard to a throwing object (anyone who's been beaned by one of these things know, they hurt like hell). A small roll of kite string (another great way to set up hazards, not to mention pretty damn funny to watch). Some 9 mm bullets (spent, separate from the shell casing) and some 9 mm shell casings, also spent. Silicate dust. Silicate dust is highly reflective, when passing through a IR. beam, such as common to many sensor systems, it glows slightly (I think "twinkle" was the word), and it shows up under black light. Zip ties. Zip ties are great for pinning things together, tying people up, or hanging things. It is important to note that heavy duty zip ties can support great amounts of weight. Kitchen magnets. Aside from the obvious uses for magnets, they can be used to confuse or disrupt sensors and alarms, screw around with computers and monitors, among other things. 





And that's just the tip of the ice berg. Not everything I listed will work with your character, but sit down and think about it, and I'm sure you'll be able come up with a fist full of tricks. 





Some of -Taffy's favorites:





Find the BOMB! 


   I love find the bomb. It's a simple trick, but it usually doesn't work well at low levels, you need a reputation. Often, when climbing through bad guy lairs seeking to find the magic-uber-destruct-O ray of world doom, your character may be captured. This can work to your advantage. When the bad guy threatens you, you hold up a small radio looking device up and tell him, not so fast.  The downside of find the bomb is that is a kind of bluff, which means that sooner or later you'll likely have come through on it. But that can be fun too. This is not a technique for the weak at heart. If your morals won't let you do it, don't play at this. But I love it. 





Plug in, tune in and trick them. 


   Enemies using zone defenses generally rely on radios to stay in communication with each other. By beating the crap out of an enemy agent, you can then take his radio and listen in to what they are saying. I find that if I have the time, it's best to watch your target (or as I like to call them, victims) before you pound them, that way you can hose them, and know their reporting habit. Mimicking their report or at least timing things to get the maximized effect out of the beating you just handed out. 





Weapons of mass distraction. 


   Often the case will be that no matter how sneaky an SOB you are, you can't get through, past or in. And so you are going to need a diversion. 


    Fire. 


   Fire is a great way to cause that diversion. Rather the fire isn't so great, but the fire suppression is fantastic. Cold, rust filled water falls all over the area, as fire suppression is far from an exact science and follows a shot gun like approach. That water fouls sensors, makes a hell of a mess and destroys all kinds of evidence. Not only that, but someone will have to come check on it. 


    Electricity. 


   A another trick is power outages. Nothing is as funny as watching a bunch of guards stumbling around trying to find and then get their low light vision optics working. More to the point, no power means no electronic safety. And there is a draw on man power while some one tries to figure out what went wrong with the power source. 


    Tactics. 


   Tactical misdirection is another such trick for diverting one's opponents' attention. I saw this in a movie once, and then used it myself. A guy needs get down a hallway guarded by motion sensitive electronics. By using two frisbees, he was able to freak out two other hallway sensors, while he was running down the third. cursory visual inspection saw nothing (as a frisbee lying on the ground at the far end of the hall is easy to over look. This idea can be expanded on. If one sensor or zone goes off, you are likely looking at an intruder. If fifteen are going off, you have a bug in the system. And how do you trip fifteen sensors at once? Radio basic and basic electronics of course. Remember, even highly computerized security systems rely on very very basic electronic principals. Easy to phreak with a little practice. The only real defense is redundancy, which is also easy to get around, because all of those wires have to come into a wiring block somewhere. 





People see what they expect to see. 


   People generally will only get suspicious if something about you catches their eye. A quiet overly helpful repair or delivery person will invite inspection, looking for faults. On the other hand, a jovial, talkative delivery driver going on about his aunt Marget's broken hip, in details best not mentioned will motivate the guard to get you the hell through the gate. Even if you are delivering doctor Doom's destruct-O cannon, talk to the guards, use the most common and banal subjects you can think of. Don't mention anything about your job in general (although a bad back and shingles is great job related story to baffle them with  ) or what you are currently doing. Chat about the weather, how crappy the Angles are playing, how much of an idiot your brother in law is, or how you'd rather be fishing (leading into a "the one that got away" story). 





Compliment or at least notice the pretty woman. 


   Now a days, most super villain organizations have at least one inordinately attractive woman on their middle management team. Smile at her. Don't be offensive or to aggressive, the point is sneaking through the front gate, not getting killed for acting like a rutting pig. Perhaps a "How you doin'?" is the best answer. You just want to give her enough that her mind discounts you as another waster of space man who's thinking with his thing instead of appreciating her mind and inner beauty. 





Nothing like a wild goose chase. 


   Finally when the house of cards is about to come tumbling down, be the guy who raise the alarm, and give bad information. Sending the enemy forces all over the estate/island/fortress/volcano/castle/all of the above draws there manpower down. Problem is, this one will catch up to you, so use it carefully. 





No plan survives contact with the enemy. 


   Things always go wrong once you've started your operation. From chasing a villain after combat to breaking into an enemy fortress to finishing off a super heroic task and making it to your date on time. Be ready to improvise. This is the key to survival. The ability to make it up as you go. Improvising everything from weapons, to communications resources to dirty tricks, all of these allow you to complete your objectives, even after your plan is all messed up. 


 





FOR DIAL-H PEOPLE ONLY


Aqualung (Animal Brother - (all amphibians) and Amphibious -- “Frog Mob Finishing Move”))





Chrome (Energy Punch, Energy Resistance, and APS Metal – “Ultimate Shock Punch Finishing Move”)





Ice Storm (APS Ice and Detonation – “Explosive Ice Finishing Move”)





Mach 5 (Sonic Speed, Super Human Jump, and Supernatural Strength – “Pounder Finishing Move”)





Minus (Negate Super Abilities and Absorb Power – “Ultimate Drain Finishing Move”)





Vortex (Bio-Ghost, Sleeplessness, and Spin at High Velocity – “Ghost Vortex Finishing Move”)





Abbess (APS Fog. Extraordinary PS, and Shadow Shaping – “Crushing Shadow Finishing Move”)





Glitter (APS Crystal and Karmic Power – “Crystal Coffin Finishing Move”)





Nemesis (Lightning Rider and EE Electricity – “Electronic Burn Out Finishing Move”)





Tempest (Sonic Flight, Incredible SDC, and Electric Expulsion – “Super Sonic Blast Bombing Run FM”)





Torrid (Water Burster and Force Field – “Drowning Box Finishing Move”)











