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1 XP whenyyou first talk about why you can't reveal your powers.
3 XP when you use your powers in view of civilians.
10 XP when you either embrace who you are as a mutant, or reject that.
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when you defeat a foe without using any of your Solar Absorption Power Set powers.
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SFX: Absorption: On a successful reaction against a Light Attack action, convert your opponent’s effect die into
a SOLAR ABSORPTION stunt or step up a SOLAR ABSORPTION power by +1 for your next action. Spend 1
PP to.use this stunt if your opponent’s action succeeds.
SFX: Burnout: Double or step up a SOLAR ABSORPTION power for one action, or spend 1 PP to do both. If
that action fails, shutdownthat SOLAR ABSORPTION power. Recover power by activating an opportunity or
during a Transition Scene.
Limit: Drained: Shutdown any SOLAR ABSORPTION power to gain 1 PP. Recover power by activating an
opportunity or during/a Transition Scene.
Limit: Mutant. When affected by mutant-specific complications or tech add a D6 to the doom pool or step up a
doom die by +1 for/1 PP.
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= 1 XP when you first talk about why you can't reveal your powers.
3 XP when you use your powers in view of civilians.
10 XP when you either embrace who you are as a mutant, or reject that.

NEW MUTANT

1 XP when you use your Burnout SFX for the first time.
3XP when you first suffer from the Drained limit.
10 XP when you defeat a foe without using any of your Solar Absorption Power Set powers.
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