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TO ME, MY X-MEN!
LOOKING FOR A PEACE

WHEELCHAIR USER

8

10

6

Po
w

er
 S

et
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MIND CONTROL              TELEPATHY              PSYCHIC RESISTANCE

PSYCHIC SENSES              PSYCHIC BLAST

SFX: Proximity. When you are in the physical presence of a target, step up Mind Control and Telepathy.
SFX: Area Attack. Against multiple targets, for each target add a D6 and keep an extra effect die.
SFX: Mental Illusions. When inflicting an illusion-based complication on a target, add a D6 and step up the 
effect die.
SFX: Mental Exertion. Spend 1PP and double any World’s Most Powerful Mind power for one action, then step 
down all powers until the next Transition scene.
Limit: Skeletons in the Closet. Step up Emotional or Mental stress related to someone you wronged in the past 
to gain 1PP.
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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SCIENCE MASTER              TECH EXPERT

M
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es DREAM OF COEXISTENCE
1 XP when you speak of mutant and human coexistence, even when others call the dream naive, 
outdated, or impossible.
3 XP when you choose diplomacy, empathy, or restraint over force, even though direct action would be 
easier or safer.
10 XP when you either inspire an enemy, nation, or divided group to take a meaningful step toward 
peace, or admit that your dream has harmed those who trusted you and choose a new path forward.

FOUNDER IN EXILE
1 XP when your absence from Earth, the X-Men, or your students creates doubt, resentment, or 
emotional distance.
3 XP when you try to reclaim your role as mentor, leader, or moral center, but someone challenges 
whether you still deserve that place.
10 XP when you either step fully back into leadership and accept the consequences of your return, or 
willingly surrender authority so the X-Men can become something beyond your original vision.
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