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						Introduction
					
				

			

			
				
					
						Table of contents
					
				

			

			
				
					
						Welcome to Blood and Vigilance, the d20 Modern version of Vigilance, superhero d20.  Bringing 
					
				

				
					
						superheroes to the d20 game has always been an interest of mine, and while the original Vigilance (in total 
					
				

				
					
						modesty) did an excellent job of that, it was felt that a new edition was needed, one which would allow 
					
				

				
					
						seamless use of the rest of the Blood line (Blood and Relics, Blood and Fists, Blood and Guts, and Blood 
					
				

				
					
						and Guts: the War on Terror- who says this isn’t the age of the shameless plug?) and, by extension, all the 
					
				

				
					
						ine d20 Modern products available from a growing list of companies.  
					
				

				
					
						While the original Vigilance strove to bring all of comicdom to you in one easy to heft book (ok, it was 
					
				

				
					
						electronic, but those disks can be heavy), Blood and Vigilance presents a series of more focused books, 
					
				

				
					
						which can be used separately to provide one element of superheroic adventures to your d20 Modern game, 
					
				

				
					
						or together to present the entire universe of powers and abilities found in the stories from which these 
					
				

				
					
						books will be drawn.  This irst installment focuses on characters with inborn abilities, such as mutants, and 
					
				

				
					
						provides origins, powers, and disadvantages with that in mind.  Future installments will focus on gadgets 
					
				

				
					
						and vehicles, magic and extra-dimensional adventures, and pre-generated characters and campaign models 
					
				

				
					
						to aid Blood and Vigilance Game Masters.
					
				

				
					
						Blood and Vigilance begins with Origins, the source of a character’s power.  This edition of Blood and 
					
				

				
					
						Vigilance presents the Advanced Training, the Alien, the Artiicial Life, the Cybernetic Enhancement, 
					
				

				
					
						the Freak Accident, the Jinx, the Mutant, and the Scientiic Experiment. Following this are the advanced 
					
				

				
					
						classes, which consist of: Acrobat, Brick, Energy Projector, Gangster, Mastermind, Mentor, Psychic, and 
					
				

				
					
						Speed Demon. Following the classes, a selection of new feats are offered, and then we come to the heart of 
					
				

				
					
						this installment of Blood and Vigilance, the superpowers themselves.  Following the powers you will ind 
					
				

				
					
						a collection of disadvantages, which serve to make your life more troublesome and interesting all at the 
					
				

				
					
						same time (they also help you earn a little extra hard-won experience points for that trouble).  Following the 
					
				

				
					
						Disadvantages section, an entire chapter is offered for the Game Master of Vigilance, including advice on 
					
				

				
					
						setting up a superheroic campaign, campaign models, new rules for superhero styled combat, including a 
					
				

				
					
						section on the environment, and some pregenerated NPCs
					
				

				
					
						Author’s Note:
						 Vigilance is a game focusing on characters with powers and abilities far beyond those of 
					
				

				
					
						normal men and women.  Care and the GM’s discretion should be used before including the material found 
					
				

				
					
						in this book in your d20 modern campaign, just as care should be used before the inclusion of any other 
					
				

				
					
						brand of FX abilities, such as Magic or Psionics, in a d20 Modern game.  Every attempt has been made to 
					
				

				
					
						balance the classes and feats found in this book with classes from other sourcebooks, so that your characters 
					
				

				
					
						may use classes and feats from multiple sources.  However, introducing the powers and origins found in this 
					
				

				
					
						sourcebook into a different type of campaign will alter that campaign signiicantly.
					
				

				
					
						However, because some intrepid soul always walks a different path (you know who you are, yeah you, in 
					
				

				
					
						the back), advice for integrating material found in this book may be found in the Game Master section of 
					
				

				
					
						this book.
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						Chapter 1: Characters
					
				

			

			
				
					
						Racial Abilities:
						 +2 to an ability of your 
					
				

				
					
						choice.
					
				

				
					
						Point of Origin:
						  Life Support and one 
					
				

				
					
						movement power (Flight, SuperLeap, 
					
				

				
					
						SuperRun, SuperSwim) are always class 
					
				

				
					
						powers for you regardless of class.
					
				

				
					
						Power Points:
						  You begin with 12 
					
				

				
					
						power points at irst level, and gain 3 
					
				

				
					
						power points each level thereafter.
					
				

				
					
						Disadvantages:
						  You must take the 
					
				

				
					
						Enemy Disadvantage (DSR 2) at irst 
					
				

				
					
						level.  This enemy will be a member 
					
				

				
					
						of your race, and will be created using 
					
				

				
					
						the racial template your GM makes 
					
				

				
					
						based on your starting character. This 
					
				

				
					
						disadvantage may never be removed or 
					
				

				
					
						reduced below DSR 2.
					
				

			

			
				
					
						Chapter 1: Characters
					
				

			

			
				
					
						Bonus Skill Points:
						 You gain 4 
					
				

				
					
						bonus skill points at irst level, and 1 
					
				

				
					
						bonus skill point each level thereafter.
					
				

				
					
						Honed Abilities:
						  As you rise in 
					
				

				
					
						level, you get to add a point to the ability 
					
				

				
					
						of your choice every 2 levels, rather than 
					
				

				
					
						the usual point every 4 levels. 
					
				

				
					
						Power Points:
						  None.  Despite your 
					
				

				
					
						extensive training and skills, which allow 
					
				

				
					
						you to function as a hero, you are not a 
					
				

				
					
						superhuman.
					
				

				
					
						Point of Origin:
						 You may select any two 
					
				

				
					
						skills and add them to your permanent class 
					
				

				
					
						skill list.
					
				

			

			
				
					
						Origins
					
				

			

			
				
					
						An origin is what separates superheroes and villains 
					
				

				
					
						from normal people like you and I, even from heroic 
					
				

				
					
						characters normally the focus of d20 Modern games 
					
				

				
					
						like Blood and Fists and Darwin’s World.  Although 
					
				

				
					
						Origins function much like races in other d20 games, 
					
				

				
					
						each origin covers a much broader spectrum of 
					
				

				
					
						characters.  This is your chance to really cut loose and 
					
				

				
					
						be creative.  The more elaborate and creative your 
					
				

				
					
						origin the better.  Work with the GM, and things can 
					
				

				
					
						get really interesting.  Perhaps your arch-nemesis 
					
				

				
					
						was involved in your origin, maybe even a relative.  
					
				

				
					
						You character’s origin should resonate through your 
					
				

				
					
						adventures.  It provides the context for why you 
					
				

				
					
						adventure, why you seek to bring justice to the night.
					
				

				
					
						The list of Origins presented here is by no means 
					
				

				
					
						exhaustive, and future Vigilance products will provide 
					
				

				
					
						you with more origins to choose from when creating 
					
				

				
					
						your character, tied in with the theme of each book (so 
					
				

				
					
						the upcoming equipment book will focus on origins 
					
				

				
					
						appropriate to technologically themed characters).
					
				

			

			
				
					
						Artificial Life
					
				

				
					
						You were created, not born.  Whether the product 
					
				

				
					
						of the science of robotics, biogenics, cloning, or 
					
				

				
					
						something even more bizarre, your birthplace 
					
				

				
					
						was the laboratory, and science and scientists 
					
				

				
					
						are your father and mother.  Although your 
					
				

				
					
						heritage gifts you with superhuman powers and 
					
				

				
					
						abilities, you are devoid of an understanding of 
					
				

				
					
						the most basic human experiences; of 
					
				

				
					
						running and playing, or love and loss, 
					
				

				
					
						of the essential nature of the born beings 
					
				

				
					
						that surround you and work with you in your 
					
				

				
					
						quest to bring justice to the world.
					
				

				
					
						Enhanced Abilities:
						  +2 to an ability of your 
					
				

				
					
						choice.
					
				

				
					
						Powers:
						  Superhuman Strength, Superhuman 
					
				

				
					
						Intelligence, and Life Support are always class powers 
					
				

				
					
						for you regardless of class.
					
				

				
					
						Power Points:
						  You begin with 12 power points 
					
				

				
					
						at irst level, and gain 3 power points each level 
					
				

				
					
						thereafter.
					
				

			

			
				
					
						Alien
					
				

				
					
						You are not human.  You may be a traveler 
					
				

				
					
						from another world.  Your stay on Earth may be 
					
				

				
					
						temporary, as part of an exploration mission, or 
					
				

				
					
						it may be permanent, either due to the destruction 
					
				

				
					
						of your homeworld, or being stranded here due 
					
				

				
					
						to a malfunctioning starship.  You may have 
					
				

				
					
						even been abandoned on primitive Earth as a 
					
				

				
					
						punishment.  
					
				

				
					
						Alien Race:
						 You will encounter other members of 
					
				

				
					
						your race during the course of play.  Some of these 
					
				

				
					
						will be friends, and some will be foes.  Any starting 
					
				

				
					
						powers and abilities you take when generating your 
					
				

				
					
						character may be used by the GM in the creation of 
					
				

				
					
						a racial template to create similar members of your 
					
				

				
					
						race as the game progresses (in other words- the GM 
					
				

				
					
						might decide you are a typical member of a race 
					
				

				
					
						entirely comprised of beings with powers and abilities 
					
				

				
					
						far beyond those of mortal men- or that you are as 
					
				

				
					
						atypical for your racial type as an Earth-born mutant 
					
				

				
					
						is among humanity).
					
				

			

			
				
					
						Advanced Training
					
				

				
					
						You have received training beyond the ability of a 
					
				

				
					
						normal to comprehend.  Either at the hands of an 
					
				

				
					
						agency (such as U.S.H.E.R.); alone in the mystical 
					
				

				
					
						mountains of Tibet; or in an obscure dojo in suburbia, 
					
				

				
					
						where it was just you and a Sensei, you have honed 
					
				

				
					
						your mind and body to be the dream of justice, or the 
					
				

				
					
						nightmare of villainy.
					
				

				
					
						Bonus Feats:
						 You gain a bonus feat at irst level 
					
				

				
					
						(for three total plus starting feats for class and 
					
				

				
					
						occupation), and every fourth level thereafter.
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						Chapter 1: Characters
					
				

			

			
				
					
						Disadvantages:
						  You must take the Forbidding 
					
				

				
					
						Demeanor Disadvantage (DSR 2) at irst level. This 
					
				

				
					
						disadvantage may never be removed or reduced below 
					
				

				
					
						DSR 2.  
					
				

			

			
				
					
						at irst level, and gain 3 per level after that.  
					
				

				
					
						Alternately, you may choose to gain 4d6 
					
				

				
					
						power points at irst level, and 3 thereafter.
					
				

				
					
						Point of Origin:
						  As your body recovers 
					
				

				
					
						from the ordeal of its transformation, your 
					
				

				
					
						nature will be mutable and volatile.  Any 
					
				

				
					
						power selected at irst or second level is 
					
				

				
					
						added to your permanent class powers list.  
					
				

				
					
						The accident that created you is forever 
					
				

				
					
						a link that could lead a character to your 
					
				

				
					
						identity.  A Research check (DC 30) will 
					
				

				
					
						reveal that you were at the accident, and an 
					
				

				
					
						Investigate check (DC 30) will reveal that 
					
				

				
					
						you were 
						changed
						 as a result of that accident. 
					
				

			

			
				
					
						Cybernetic Enhancement
					
				

				
					
						You were born human, but have since been enhanced 
					
				

				
					
						by technology integrated into your body. This 
					
				

				
					
						integration is fragile, however, which causes you to be 
					
				

				
					
						vulnerable to magnetic and electrical attacks. 
					
				

				
					
						Enhanced Abilities:
						 +2 to an ability of your choice, 
					
				

				
					
						or +2 to two abilities and –2 to one ability.
					
				

				
					
						Powers: 
						 The ability or abilities you enhance 
					
				

				
					
						when you create your character are automatically 
					
				

				
					
						class powers for you. In other words, if you chose to 
					
				

				
					
						modify Strength and Intelligence, then Superhuman 
					
				

				
					
						Strength and Superhuman Intelligence would be 
					
				

				
					
						added to your permanent class skill list.
					
				

				
					
						Power Points:
						 You begin with 12 power points 
					
				

				
					
						at irst level, and gain 3 power points each level 
					
				

				
					
						thereafter.
					
				

				
					
						Disadvantages:
						  You must take Vulnerability to 
					
				

				
					
						either Magnetism or Electricity (DSR 2) at irst level. 
					
				

				
					
						This disadvantage may never be removed or reduced 
					
				

				
					
						below DSR 2.
					
				

			

			
				
					
						Jinx
					
				

				
					
						You are a jinx.  That’s what the racist slang 
					
				

				
					
						for “your kind” is.  Those cursed with 
					
				

				
					
						mutation are bad enough, but a jinx, so 
					
				

				
					
						named because you truly must have the worst 
					
				

				
					
						luck imaginable, doesn’t even get any fancy 
					
				

				
					
						abilities to go along with it.  Not to speak 
					
				

				
					
						of anyway.  Mostly what you get is people 
					
				

				
					
						crossing the street to avoid you.
					
				

				
					
						Enhanced Abilities:
						  +2 to one ability of 
					
				

				
					
						your choice.
					
				

				
					
						Jinx Culture:
						  As a victim of intense racial 
					
				

				
					
						prejudice, you tend to stick to your own kind 
					
				

				
					
						and have a strong support network among 
					
				

				
					
						your fellow jinxes.  You receive the Home Turf feat 
					
				

				
					
						for free, and receive a mutant or jinx contact every 5 
					
				

				
					
						levels (a low-level contact at irst level, a mid-level 
					
				

				
					
						contact at 5
					
					
						th
					
					
						 level, and a high level contact at 10
					
					
						th
					
					
						 15
					
					
						th
					
					
						 
					
				

				
					
						and 20
					
					
						th
					
					
						 levels).
					
				

				
					
						Power Points:
						  You have 12 power points at irst 
					
				

				
					
						level, and you gain none thereafter.  While you 
					
				

				
					
						possess minor mutant abilities, you will never attain 
					
				

				
					
						the high levels of power available to the more lucky 
					
				

				
					
						members of your race.  However, due to the wild, 
					
				

				
					
						unpredictable nature of aberrant mutation, you may 
					
				

			

			
				
					
						Freak Accident
					
				

				
					
						Your powers are the product of a bizarre conluence 
					
				

				
					
						of events.  Perhaps you were doused in toxic waste, 
					
				

				
					
						which was then hit by lightning; or an injection 
					
				

				
					
						of an experimental serum combined with a near-
					
				

				
					
						death experience as villains, wanting the serum for 
					
				

				
					
						themselves, riddle your body with bullets; or any of a 
					
				

				
					
						number of other possible circumstances.
					
				

				
					
						Enhanced Abilities:
						  +2 to one ability of your 
					
				

				
					
						choice, or +4 to one ability, chosen randomly. If an 
					
				

				
					
						ability is randomly chosen, the Superhuman ability 
					
				

				
					
						power for that ability is added to your permanent class 
					
				

				
					
						powers list.
					
				

				
					
						Power Points:
						  You begin with 12 power points 
					
				

			

			
				
					
						spend up to 8 power points on one power. 
					
				

				
					
						Power Stunts:
						  While you were not gifted with 
					
				

				
					
						great amounts of power, you are used to making the 
					
				

				
					
						best of what you have, and so you continue to gain 
					
				

				
					
						power stunts at odd levels, just as other characters do.  
					
				

				
					
						Unlike other characters, however, you may trade in 
					
				

				
					
						Stunts at levels 1, 6, and 12 for a bonus feat instead.
					
				

				
					
						Disadvantages:
						  You must take either the Prejudice 
					
				

				
					
						Disadvantage (DSR 4), or the Hideous Appearance 
					
				

				
					
						Disadvantage (DSR 2) and the Prejudice Disadvantage 
					
				

				
					
						(DSR 2) at irst level.  Your prejudice disadvantage 
					
				

				
					
						may never be removed or reduced below DSR 2.
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						Chapter 1: Characters
					
				

			

			
				
					
						an innocent bystander.  Whatever your role in the 
					
				

				
					
						experiment that gave you your powers, you went to 
					
				

				
					
						see the experiment or be a part of it because of a love 
					
				

				
					
						of science (even if it’s only a hobby and your day job 
					
				

				
					
						is photography).  Add 2 Knowledge or Craft skills to 
					
				

				
					
						your permanent class skill list.
					
				

				
					
						Point of Origin:
						  Scientiic Experiment covers a 
					
				

				
					
						vast array of heroes.  Nine out of ten silver age heroes 
					
				

				
					
						are the result of some form of scientiic experiment.  
					
				

				
					
						You may pick any two powers central to your origin 
					
				

				
					
						and add them to your permanent class powers list.
					
				

				
					
						In addition, the experiment that created you, as 
					
				

				
					
						a product of science, might be replicated.  On a 
					
				

				
					
						Research skill check (DC 35), the processes that gave 
					
				

				
					
						you your powers are discovered. If a Knowledge skill 
					
				

				
					
						check (DC 35) succeeds (exactly which knowledge 
					
				

				
					
						skill needed for this check will be determined by 
					
				

				
					
						the GM in keeping with your origin), a character 
					
				

				
					
						may give himself powers similar to yours.  Usually, 
					
				

				
					
						this character will be a villainous NPC.  You may 
					
				

				
					
						undertake this journey yourself, having no need to 
					
				

				
					
						make the Research skill check, and gaining a +5 
					
				

				
					
						on the Knowledge check.  Succeeding at this check 
					
				

				
					
						allows you to pass your powers on to others.  The 
					
				

				
					
						allows new characters with similar-themed powers to 
					
				

				
					
						enter the campaign, at the starting level appropriate to 
					
				

				
					
						the campaign style chosen by the GM.
					
				

			

			
				
					
						Mutant
					
				

				
					
						Mutants.  The children of the atom they call you.  
					
				

				
					
						The racists call you a “jinx” and the jinxes call you 
					
				

				
					
						an Uncle Tom.  For whatever reason you have been 
					
				

				
					
						blessed (cursed?) with powers that appeared before 
					
				

				
					
						you were old enough to handle them, and have 
					
				

				
					
						marked you as different for the rest of your life.  What 
					
				

				
					
						you do with those powers is up to you.
					
				

				
					
						Enhanced Abilities:
						  +2 to one ability of your 
					
				

				
					
						choice
					
				

				
					
						Power Points:
						  16 at irst level, 3 per level 
					
				

				
					
						thereafter.
					
				

				
					
						Power Stunts:
						  When your powers irst appear, they 
					
				

				
					
						seem wild and hard to control.  As a result, you do not 
					
				

				
					
						get a power stunt at irst level.  However, at 3
					
					
						rd
					
					
						 level 
					
				

				
					
						and beyond you gain a power stunt normally.
					
				

				
					
						Point of Origin:
						  Mutants come in all shapes 
					
				

				
					
						and sizes.  Indeed, if the scientiic experiment is the 
					
				

				
					
						deining origin of the silver age of comics, it could 
					
				

				
					
						be argued that the mutant is the deining origin of the 
					
				

				
					
						modern age of comics.  You may select one power and 
					
				

				
					
						add it to your permanent class powers list.
					
				

				
					
						Disadvantages:
						  You must take the Prejudice 
					
				

				
					
						disadvantage (DSR 2) at irst level.  Your prejudice 
					
				

				
					
						disadvantage may never be removed or reduced below 
					
				

				
					
						DSR 2.
					
				

			

			
				
					
						Basic Classes
					
				

				
					
						All basic classes from the core rulebook are suitable 
					
				

				
					
						for Vigilance campaigns.  The class powers of each 
					
				

				
					
						class are detailed below.  Class powers work in the 
					
				

				
					
						same fashion as class skills, costing one skill point per 
					
				

				
					
						rank, and maxing out at 3+character level. Cross class 
					
				

				
					
						powers cost 2 skill points per rank and max out at half 
					
				

				
					
						the level of a class power.
					
				

				
					
						As you peruse the class power lists for the basic and 
					
				

				
					
						advanced classes, the astute among you will notice 
					
				

				
					
						that many powers appear on no one’s class power 
					
				

				
					
						list.  These powers are rare, or not easily mastered.  
					
				

				
					
						Remember, however, that the “point of origin” ability 
					
				

				
					
						granted by each character’s Origin allows you to add 
					
				

				
					
						powers of your choice to your permanent class powers 
					
				

				
					
						list.  This allows you to take a power central to your 
					
				

				
					
						character concept and master it.  The overall effect is 
					
				

				
					
						that a power that appears on none of the class power 
					
				

				
					
						lists is a power that characters will rarely “dabble” in.
					
				

				
					
						Strong Hero:
						  Aura (Physical), Beast Form, 
					
				

				
					
						Claws, Damage Touch, Growth, Super Leap, Super 
					
				

				
					
						Swimming, Superhuman Strength.
					
				

				
					
						Fast Hero:
						  Blast (Physical or Energy), Control 
					
				

				
					
						(pick one), Danger Sense, Enhanced Senses, 
					
				

				
					
						Ensnaring Attack, Superhuman Dexterity, one 
					
				

				
					
						movement power (Flight, Super Leap, Super Running, 
					
				

				
					
						Super Swimming).
					
				

				
					
						Tough Hero:
						 Absorption, Armor, Aura (Physical), 
					
				

				
					
						Delection, Density Increase, Life Support, 
					
				

				
					
						Regeneration, Superhuman Constitution.
					
				

				
					
						Smart Hero:
						 Control (pick one), Danger Sense, 
					
				

				
					
						Invisibility, Force Field, Photographic Relexes, 
					
				

				
					
						Plasticity, Shrinking, Superhuman Intelligence.
					
				

				
					
						Dedicated Hero:
						 Aura (Psychic), Blast (Psychic), 
					
				

				
					
						Flight, Force Field, Power Detection, Superhuman 
					
				

				
					
						Wisdom, Telekinesis, Telepathy.
					
				

				
					
						Charismatic Hero:
						 Danger Sense, Ensnaring 
					
				

				
					
						Attack, Invisibility, Mimic, Mind Control, Probability 
					
				

				
					
						Manipulation, Superhuman Charisma.
					
				

			

			
				
					
						Scientific Experiment
					
				

				
					
						You were involved in a scientiic experiment gone 
					
				

				
					
						awry, and in a one-in-a-million stroke of fate, you 
					
				

				
					
						were given extraordinary abilities.
					
				

				
					
						Enhanced Abilities:
						  +2 to one ability of your 
					
				

				
					
						choice
					
				

				
					
						Power Points:
						  You begin with 12 power points at 
					
				

				
					
						irst level, and gain 3 per level thereafter.
					
				

				
					
						Scientiic Knowledge:
						  You were at that experiment 
					
				

				
					
						for some reason.  Maybe you were the scientist 
					
				

				
					
						conducting the experiment, his assistant, or even 
					
				

			

			
				
					
						Classes
					
				

			

			
				
					
						In this chapter you will ind the information to use the 
					
				

				
					
						core modern rules classes, both basic and advanced, 
					
				

				
					
						with Vigilance. Also provided are a selection of new 
					
				

				
					
						advanced classes, including: Acrobat, Brick, Energy 
					
				

				
					
						Projector, Gangster, Mastermind, Mentor, Psychic, 
					
				

				
					
						and Speed Demon. 
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