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introduCtion
What kid raised in recent generations hasn’t pretended to be a superhero at some point: worn a 
cape, “flown” around, bounced imaginary bullets or shot “blasts of power” from hands or eyes? 
Why not? After all, the superhero is pretty much the perfect modern fantasy: powerful, respected, 
and loved by the public, but with a message of responsibility, duty, truth, and justice that appeals to 
parents as well as kids. In countless comic books (and now “graphic novels”), cartoons, and live-
action television shows and films, superheroes continue to thrill and capture our imagination while 
also celebrating some of our better qualities. Who wouldn’t want to be a hero?

With Icons, you can be. Icons is a roleplaying game wherein you and other players take on the roles 
of superheroes you create and embark on imaginary adventures, guided by one player who takes 
on the responsibility of Game Master (“GM” for short).

Roleplaying games
A roleplaying game (“RPG” for short) is a game of the imagination. Like the name implies, it is about 
playing a role, essentially a version of the childhood game of “let’s pretend” with rules and dice 
used to determine the outcome of actions. Although roleplaying games have been around in various 
forms for decades, they haven’t changed all that much from the childhood essentials — up to and 
including sometimes protracted “Did so!” “Did not!” arguments, thus the need for a Game Master.

Essentially, the Game Master is both narrator and referee. The GM comes up with a situation, the 
start or “hook” of a story, and presents it to the players. They, in turn, decide what their characters 
will do. The GM responds with what happens next, and from their interaction a complete story 
unfolds. Along the way, the heroes encounter challenges, including fights with villains, and the 
game rules help the players and Game Master to resolve the outcome of those challenges, 
changing the direction of the story. A part of the thrill of a roleplaying game is that it is fiction you 
and your friends create together!

Why icons?
Icons is hardly the first superhero roleplaying game — it’s not even the tenth! In fact, it is not even 
the first superhero game I have designed.

Superhero RPGs have been around nearly as long as the game style. Roleplaying started out with 
medieval fantasy and quickly moved on to science fiction, but superheroes were not far behind, and 
the adventures of brightly-clad characters with strange powers has been one of the most enduring 
sub-genres of roleplaying games throughout their history.

So if there are older—and presumably still fun—superhero roleplaying games around, and if I 
already designed one of them, why create another? There are several reasons:

First and perhaps foremost, I do not believe in the concept of “one true game.” Saying there is 
only room for one superhero RPG is like suggesting there should only be one board game where 
you move pieces around squares. Why have checkers when you’ve already got chess? But neither 
game is “better” than the other, they both deliver fun and some interesting challenges, but in their 
own ways. The same is true of Icons and other superhero games.

Second, I’m a game designer, and we designers like to play around with ideas for games: different 
mechanics, different approaches, seeing how things work in various ways. Again, some designs are 
not necessarily “better,” just different. A lot of roleplaying game design and play is a matter of taste, 
rather than objective value. Just like an artist benefits from having a broad palette, so does a game 
designer benefit from having a breadth of experience creating different kinds of games.

Lastly, just as a writer writes, a designer designs. Some concepts just lodge themselves into the 
folds of your brain and stick there until you do something with them to get them out and onto the 
page. Icons is one of those. I wanted to play around with the basic systems of Fudge (and its later 
expression, FATE) for some time, and even started on an earlier version of Icons some years ago 
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that I nicknamed “the Superlative System.” However cliché it may sound to say that I “had” to 
design this game, that’s how it was. So I did.

The creation of this game does not mean I think Icons is better than everything that came before it, 
or that it is the “right” way to do a superhero RPG (as if there were only one way!) just that I think 
it’s a good one and that it’s fun, which, after all, is the point of playing a game in the first place. I 
hope you think so, too.

What’s in the game?
So, what will you find in these pages? Hopefully the tools you need for you and your friends to 
create your own colorful world of heroes and villains and to play out fun and exciting adventures 
with them. In practical terms, what you’ll find here is a system, a set of rules, starting with creating 
your own heroes, and progressing through how to do things with them in terms of the game.

Compared to a lot of roleplaying games on the market today, Icons is fairly short and simple. You 
won’t find exhaustive details or situational rules, and there’s no setting beyond “the world of comic 
book superheroes,” which pretty much anyone reading this game is going to know. (If you don’t, 
go pick up and read some superhero comics. Trust me, they can be a lot of fun.)

Icons places the power in your hands, where it belongs. Take the basic rules of the game, get 
together with your friends, and create! Make your own heroes, villains, adventures, stories... whole 
worlds! Have fun.

What are you waiting for? The world needs saving! 
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the basiCs
Icons uses some systems for describing things in game-terms and determining the outcome of 
actions the heroes take in the course of the adventure. This section describes the basic concepts of 
the game and is essential in understanding the rest of the game rules.

 levels and scale
Things in Icons are rated in levels, arranged on a scale from 1 to 10. Think of levels much like the 
common question “on a scale of 1 to 10, how would you rate that?” with 1 the absolute lowest and 
10 the absolute best.

On the Icons scale, 3 is considered average, with the lower levels as below average and weak and 
the higher levels as better than average, all the way up to positively godlike. Because the scale 
is calibrated for superheroes, level 6 is about the limit for anything realistically human-like, as 
opposed to superhuman. This divides the scale into roughly three tiers: low (1-2), normal human (3-
6) and superhuman (7-10). Here is a comparison of the different levels in terms of ability:

 off the scale
The scale is intended to cover a broad, but limited, range of levels. There are many cases when 
things are simply “off the scale.” The 1 to 10 scale doesn’t accurately measure the strength of 
an ant, for example, or the mass of the entire Earth; those things are off the scale. The Game 
Mastering section talks more about dealing with things off the scale but the short answer is; if they 
are, don’t worry about them, just use common sense.

 option: named levels
Although not mechanically necessary, Game Masters may wish to assign descriptive names to the 
various levels on the scale as a means of adding additional flavor to the game. It can be more fun to 
describe a hero’s Strength level as “Astounding” for example, rather than “8”.

On the other hand, the game rules use numbers because they are shorter (it’s easier to notate “6” 
rather than “Extraordinary” in text, formulas, and character sheets) and clearer, especially where 
math is involved. Numerical notation also allows you to “skin” whatever set of adjectives you prefer 
over the numbers for your own game.

The  Basics

 Level Description    Optional Name
 1 Weak, minimum human   Doddering, Feeble, Weak

 2 Below-average human   Inadequate, Inferior, Poor

 3 Average human    Average, Mediocre, Typical

 4 Above-average human   Accomplished, Competent, Good

 5 Exceptional human   Excellent, Exceptional, Great 

 6 Ideal or maximum human   Extraordinary, Remarkable, Superb

 7 Low superhuman    Fantastic, Incredible, Wonderful 

 8 Superhuman    Amazing, Astounding, Legendary

 9 High superhuman    Colossal, Inhuman, Monumental

 10 Cosmic or maximum superhuman  Astonishing, Cosmic, Marvelous
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 dice
Icons uses two differently colored six-sided dice, abbreviated “d6” and referred to simply as “the 
dice”.

When making tests (see Tests, following), roll the dice, designating one die “positive” and one 
“negative” before you roll. Subtract the result of the negative die from the positive die to get a 
result from +5 to –5, with odds weighted towards a middle or 0 result, as follows:

  

  Chance of Chance of
 Result Exact Result Result or Higher
 +5 2.77% 2.77%

 +4 5.55% 8.33%

 +3 8.33% 16.66%

 +2 11.11% 27.77%

 +1 13.88% 41.66%

 0 16.66% 58.33%

 –1 13.88% 72.22%

 –2 11.11% 83.33%

 –3 8.33% 91.66%

 –4 5.55% 97.22%

 –5 2.77% 100%

(Alternately, you can simply sum 
the two dice and subtract 7 to 
get your result, with the same 
probabilities.)

So only about one roll in fifty will 
be a +5 or a –5 and the majority 
(nearly sixty percent) of the time, 
results will be 0 or greater, with a 
+1 or better over one-third of the 
time. This gives you a pretty good 
idea of a character’s chances of 
success at any given test of an 
ability.

 abilities
All Icons characters have certain abilities, rated on the scale, providing a measurement of the 
characters’ capabilities, or what that character can reasonably be expected to accomplish. So, for 
example, a character with Awareness 2 (below average) isn’t especially quick on the uptake, and 
isn’t going to regularly notice much. On the other hand, a character with Strength 6 is among the 
strongest human beings ever, and finds average tests of strength ridiculously easy.

There are six abilities, three physical and three mental: Prowess, Coordination, and Strength, 
plus Intellect, Awareness, and Willpower.

Abilities are described in detail in their own section on p. 22.

 tests
Whenever a character’s capabilities are called into question, that is, when the character attempts 
something with a chance of failure, it is a test of the character’s ability.

 effoRt
To make a test, roll the dice and add the result (positive, negative, or zero) to the ability level. This 
determines the effort that goes into the test. For example, a roll of +1 and an ability of 3 gives an 
effort of 4, or above-average effort.

 difficulty
Some tests require a minimum amount of effort, called the test’s difficulty, which is rated on the 
scale like other things, from the absolute minimum to cosmic levels of difficulty for nigh-impossible 
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tests. The difficulty is subtracted from the effort of the test to get the effect. 

So, in the previous example, a roll of +1 and ability 3 have an effort of 4, but with a difficulty 2 test, 
the effect is only 2, or 4 (the effort) minus 2 (the difficulty). If the effort isn’t at least equal to the 
difficulty, it results in a negative effect.

 modifieRs
Some circumstances impose modifiers on a test. A modifier takes the form of an additional value 
added the effort (a bonus, expressed as a plus) or the difficulty (a penalty, expressed as a minus). 
For example, moving and attacking on the same page results in a –1 penalty on your attack test, 
increasing the test’s difficulty by 1.

 outcome
A test’s effect can be measured in one of four outcomes, general descriptions for how well (or 
poorly) the character did in accomplishing the test:

 Effect Outcome
 Less than 0 Failure. The effort fails to 

achieve the desired effect.

 0-2 Moderate success. The effort 
succeeds by a small margin.

 3-4 Major success. The effort 
succeeds enough to be 
noticeably well done.

 5 or more Massive success. Not only is 
the effort noticeably successful, 
it has additional secondary 
benefits.

 massive cosmic success!
An effort of 15 or more is enough to achieve a massive 
success on a test of cosmic (10) difficulty; such a 
tremendous effort (which requires a decent combination 
of ability, luck, and determination to achieve at all) is 
worthy of special note.

Essentially, any time you achieve a massive cosmic 
success, it can accomplish pretty much anything the 
Game Master is willing to allow: pushing the Earth 
out of orbit, causing time to flow backwards, pretty 
much anything you can convince the GM could 
possibly happen in the game. This depends heavily 
on the style of game the Game Master is running, 
and your own ability to make the whole thing 
sound like a lot of fun.
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 Reactions
With its focus on the heroes, only the players make tests in Icons, the Game Master does not. 
Whenever a GM-controlled character takes an action against a player-controlled hero, it is a test of 
the hero’s ability to avoid or resist it. The hero’s player makes a test to oppose or resist that action 
as a reaction (so called because it happens in response to another character’s action).

So, for example, when a villain attacks, the hero’s player tests a defensive ability (Prowess 
or Coordination most often) as a reaction against a difficulty of the villain’s attacking ability, 
determining the outcome of the attack. Similarly, the heroes’ attacks are made against the 
difficulty based on the target’s defensive ability, but the target doesn’t make a test, the hero’s 
player does.

When GM characters take actions that don’t involve the heroes, the GM determines the outcome 
based on their capabilities; generally assume the character functions at their normal capability 
unless the story dictates a stroke of good or bad luck. In other words, any reasonable result the 
GM wants can happen.

 specialties
Each ability in Icons covers a lot of ground, so characters may have specialties reflecting aspects 
of their abilities where they are particularly proficient. For example, a character with the Physics 
specialty of Intellect knows more about physics, essentially having a higher level of ability in that 
area. Likewise, a character with a Martial Arts specialty in Prowess is a better unarmed fighter.

Specialties and their uses are described in detail on p. 23.

 poWeRs
Powers are special abilities, what puts the “super” into “superhero”. Like normal abilities, powers 
have levels measuring their effectiveness on the scale. Unlike normal abilities, not all characters 
have powers. While everybody has some level in the normal abilities (even if it’s just a 1 or 2), 
powers are rare and vary from character to character. The heroes and villains in Icons typically 
have powers, but normal people, by definition, do not.

Powers and their effects are described in detail on p. 28.

 “With gReat poWeR also  
comes gReat Responsibility.”

- Spider-Man’s Uncle Ben, Amazing Fantasy #15

 deteRmination
The difference between a hero and someone who just gets lucky sometimes is Determination. 
It’s what lets heroes pull off some amazing feats when the chips are down, and what lets players 
decide which tests are the most important for their heroes to accomplish.

Characters in Icons have a pool of Determination points players use to accomplish these 
things. You may want to use tokens like poker chips or glass beads to help track how much 
Determination characters have, as the total fluctuates often during play.

Using Determination is based around a hero’s Qualities, descriptive terms or phrases about the 
heroes. Gaining more Determination involves the hero’s Qualities and Challenges.

Qualities and Challenges together describe the different Aspects of a character. Determination 
and how it works is described in detail on p. 73.
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hero Creation
Creating a hero in Icons is a simple matter of rolling on the tables in this section to determine 
the hero’s origin, abilities, specialties, and powers. Give your new hero a name, description, and 
background and you’re ready to play! Just follow these phases of design:

 1. Origin

 2. Ability Determination

 3. Power Determination

 4. Specialty Determination

 5. Stamina, Background, and Description

 6. Aspects (Qualities and Challenges)

 7. Game Master Approval

Hero  Creation
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 dice
The die rolls called for in this section are either “2d6” which means roll two six-sided dice and add 
them together (rather than subtracting one die from the other) or “d6 and d6” which means to roll 
one die to choose a sub-table, then another die to get a result on that sub-table.

 phase 1: oRigin
The first phase in hero creation is to determine your hero’s origin. Roll once on the following table:

 2d6 Roll Origin
 2-4 Trained: The hero is a highly skilled human; any “powers” actually come 

from superior training or specialized equipment. The character gains three 
bonus specialties, but two fewer powers (and may have no powers at all).

 5-6 Transformed: The hero was a normal human but became superhuman 
through some outside agency, often an accident or experiment. One of the 
character’s abilities or powers (your choice) is increased by +2.

 7 Birthright: The hero was born with or destined to develop superhuman 
powers. The character gains your choice of one additional power, which 
should be innate, and not a device, or +2 to a rolled power level.

 8-9 Gimmick: The character’s powers all come from devices of some kind. One 
of the character’s mental abilities (your choice) is increased by +2.

 10 Artificial: The character is a robot or perhaps some other kind of construct, 
such as a golem. The character’s Strength is increased by +2 and you may 
choose Life Support as a bonus power.

 11-12 Unearthly: The character is a being from another world or dimension 
such as an alien, elemental, angel, devil, or even deity. Increase two of the 
character’s abilities (your choice) by +2. The character has one fewer power 
but a minimum of one power. Alternately, roll twice on this table, ignoring 
duplicates and results of 11-12. The character gets the effects of both 
origins. Apply the modifiers of the rolled origins rather than the Unearthly 
modifiers.
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option: skip oRigin
Optionally, you can skip over the 
Origin phase and simply create the 
hero “straight” using phases 2 onward, 
without any modifiers from origin, 
filling in the origin of the hero’s powers 
as part of the background. Your hero 
gets none of the benefits or drawbacks 
of having an origin. Get the Game 
Master’s permission before you do 
this.

 level deteRmination
Roll on the following tables to determine levels for 
abilities and powers when called to do so:

     2d6 Roll Level
 2 1

 3 2

 4 3

 5-6 4

 7-8 5

 9-10 6

 11 7

 12 8

 phase 2: abilities
Roll once on the Level Determination table for each ability and record the resulting level for it. 
If your hero’s total ability levels (after adjustments for origin) are less than 20, you can choose to 
discard the hero and start over.

You can also choose to swap any two ability levels after you have determined them. For example, 
if you roll a Strength of 3 and an Awareness of 7 and you really want your hero to be strong rather 
than quick on the uptake, you can choose to swap those two abilities, making Strength 7 and 
Awareness 3.

 phase 3: poWeRs
To determine the number of powers a hero possesses, roll on the following table:

 Roll Number of Powers
 2-4 2

 5-7 3

 8-10 4

 11-12 5

Once you’ve determined the number of powers, roll for each power on the following tables to 
determine the character’s specific powers. Roll on the Level Determination table for the power’s 
level

If you roll more than one of the same type of power (such as movement, offensive, etc.) you may 
choose to re-roll to select a different type.

If you roll the same power twice you may elect to either increase the power’s rolled level by 2 (with 
a maximum of 10) or roll again to select another power.

Some power descriptions offer a choice of bonus powers. This means if you have that power you 
can select another power to fill one of your power slots without rolling. For example, if you have 
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Elemental Control, you can choose to have a Blast of the same element as one of your other 
powers without having to roll on the tables to select it. You can replace a rolled power with a 
bonus power, if you wish.

First roll to determine the power’s type:

 2d6 Roll Power Type
 2-3 Alteration

 4-5 Control

 6 Defensive

 7 Mental

 8 Movement

 9-10 Offensive

 11-12 Sensory

Then roll on the appropriate table to determine the exact power. A power listed with a bullet (•) 
counts as two power choices. If you only have one power choice left, roll again.

 d6 d6 Alteration Powers
 1-2 1 Ability Boost

  2 Ability Increase

  3 Alter-Ego

  4 Alternate Form

  5 Aquatic

  6 Chameleon

 3-4 1 Density

  2 Duplication•
  3 Extra Body Parts

  4 Growth

  5 Invisibility

  6 Phasing

 5-6 1 Material Duplication•

  2 Power Duplication •

  3 Power Theft •

  4 Transformation •
  5 Shrinking

  6 Stretching

 d6 d6 Control Powers
 1-2 1-4 Elemental Control

  5-6 Alteration Ray

 3-4 1-3 Telekinesis

  4 Animation

  5 Plant Control

  6 Probability Control •
 5-6 1 Healing

  2 Power Nullification

  3 Time Control •

  4 Transmutation •

  5-6 Wizardry•
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 d6 d6 Defensive Powers
 1-2 1-3 Force Field

  4-6 Invulnerability

 3-4 1 Absorption

  2 Immortality •

  3-4 Immunity •

  5-6 Reflection •
5-6 1-2 Life Support

  3-4 Regeneration

  5-6 Resistance

d6 d6 Mental Powers

 1-3 1 Astral Projection•
  2-3 Illusion

  4 Mental Blast

  5-6 Telepathy

 4-6 1 Animal Control

  2 Emotion Control

  3 Mind Control •
  4-5 Mind Shield

  6 Possession •

 d6 d6 Movement Powers
 1-4 1-2 Flight

  3-4 Super-Speed

  5 Swinging

  6 Teleportation •

 5-6 1 Burrowing

  2 Dimension Travel

  3-4 Leaping

  5-6 Wall-Crawling

 d6 d6 Offensive Powers
 1-3 1 Affliction

  2 Binding

  3-4 Blast

  5-6 Strike

4-6 1 Aura

  2-3 Blinding

  4 Fast Attack

  5 Life Drain

  6 Paralysis

 d6 d6 Sensory Powers
 1-3 1-2 Detection

  3 ESP

  4-6 Supersenses

 4-6 1-2 Danger Sense

  3 Interface

  4 Postcognition

  5-6 Precognition

Hero  Creation
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 phase 4: specialties
To determine the number of specialties your hero has, roll on the following table:

 2d6 Roll    Number of Specialties
 2-4 1

 5-7 2

 8-10 3

 11-12 4

Select specialties from among those 
described in the Specialties section of the 
rules as you see fit.

 phase 5: stamina & backgRound
In this phase you determine your hero’s Stamina and “fill-in-the-blanks” to determine background, 
description, and so forth.

Stamina
Add your hero’s Strength level and Willpower level together and record 
the result as starting Stamina value.

Background
After determining your hero’s abilities, come up with a 
background and description of what your hero is like. In 
particular, consider the hero’s place of origin, childhood, and 
ethnic background. How did the hero acquire superhuman 
powers, and how do elements of the hero’s background 
provide motivations and challenges for the hero in the present? 
Look to incorporate these things into your hero’s aspects (see 
Phase 6).

Description
What does your hero look like? Consider the hero’s 
physique, costume, build, hair color and style, mannerisms, 
and other distinguishing physical features. If you’re 
artistically inclined, you might want to draw a picture of 
your hero to better help other players imagine what the 
character looks like. Perhaps you can use or modify an 
existing picture as a basis for your hero’s appearance.

phase 6: deteRmination
Subtract the hero’s number of powers from 6 to get the hero’s 
starting Determination, with a minimum value of 1, keeping in 
mind each ability above level 6 counts as a power and some 
powers count double.

Give some thought to the different aspects of your character: 
important qualities and the various challenges your hero faces. 
Aspects influence how you use Determination in the game and, 
since overcoming challenges is the mark of a true hero, they 
are the way you earn more Determination in the game. Aspects are 
described in more detail in the Determination section (p. 73).
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Choose at least one and up to five qualities and up to five challenges for your hero. You are not 
required to choose any challenges, but they are a key means of earning more Determination, so you 
should consider some.

 phase 7: game masteR appRoval
Once you’ve completed your hero, show a copy to your Game Master for approval. The GM may 
approve your character on-the-spot, ask for some changes or revisions to help the hero better 
fit into the overall series, or even ask you to rework the character entirely, although most Game 
Masters will not do so without a good reason.

example:  the secRet oRigin of saguaRo!
Branden wants to create a hero for an Icons game.

Phase 1: Origin
Branden rolls on the Origin table and gets a 6, a Transformed origin! This means he can add +2 to 
one of his hero’s abilities or powers.

Phase 2: Abilities
Next, Branden rolls six times on the Level Determination table: 4, 4, 11, 3, 4, and 10, giving him 
the following levels for his hero’s six abilities:

 Prowess 3 
Coordination 3 
Strength 7 
Intellect 2 
Awareness 3 
Willpower 6

Branden is entitled to increase an ability by +2, but decides to wait until he sees what his hero’s 
other traits are first. He’s also entitled to swap two ability levels, but decides to leave them where 
they are right now.

Phase 3: Powers
Branden rolls a 6 on the Number of Powers table, for three powers.

He rolls an 8 for the first power, making it a Movement Power, then rolls a 5 and a 6, getting 
Leaping. A roll of 7 on the Level Determination table gives it level 5.

For the second power, Branden rolls an 8 (an Offensive Power), then a 4 and a 1, for Aura.

Lastly, he rolls a 6 for a Defensive Power, then a 6 and a 2, for Life Support. The Level 
Determination roll is a 3, for a level of 2.

So Branden has a guy who can leap pretty far, is immune to some things, and has some kind of 
effect that damages people who touch him. He immediately thinks of the prickly spines of a cactus, 
and an idea for his hero starts to come together: a cactus-man, covered in sharp spines (his Aura). 
Glancing at the Life Support power, Branden figures it reflects his hero’s part-plant nature: he 
doesn’t need to eat (since he photosynthesizes) or sleep, and certainly doesn’t need to drink much!

Phase 4: Specialties
A roll of 7 on the Number of Specialties table gives Branden’s hero two specialties. Looking over 
the lists, he chooses Athletics to give his hero more jumping and climbing ability, related to his 
Leaping power.
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He wants a combat specialty as well and looks at Martial Arts, but it doesn’t fit his concept and 
does not gain him as much, since his hero’s Strength is already quite formidable. Wrestling, on the 
other hand, work great with his hero’s powers, especially his damaging Aura!

Given this focus on the physical, and the fact that Branden wants to play a strong, tough hero, he 
decides to add +2 to his character’s Strength level, bringing it up to a very respectable 9.

Phase 5: Stamina & Background
Adding his hero’s Strength (9) and Willpower (6) together, Branden gets a Stamina of 15, which he 
notes.

After considering, he decides his hero is a half-blood Native American transformed by drinking 
water from desert cacti mutated by atomic tests in the Desert Southwest in the 1950s, becoming 
... the Mighty Saguaro, the Cactus-Man!

Phase 6: Determination
Subtracting his hero’s three powers plus his one ability over 7, from a value of 6, Branden gets a 
starting Determination of 2, and notes that on his character sheet.

For initial aspects, he gives Saguaro a catchphrase (“Desert plants are survivors!”) 
and a Connection to his Mentor, an old Navajo shaman named Tom Crow, who 
taught him about responsible use of power. He rounds the qualities list out by 
giving Saguaro a motivation he sums up as “Changed by Man, 
Chosen by the Spirits” — although his transformation might appear 
to have been an accident, Saguaro believes it was destiny.

He decides his hero’s challenges include 
having to deal with the fact that he looks 
like a humanoid cactus and is cut off from 
human contact. The burden of his destiny 
can be a heavy one, a personal challenge for 
him. These give the GM some story-hooks 
for the character and provide Branden 
with some opportunities to earn more 
Determination for Saguaro in play.

Branden shows his finished 
character sheet to the Game 
Master, along with an initial 

sketch of what he thinks 
Saguaro looks like. 
The GM likes the 
concept and approves, 
suggesting to Branden 
the possibility of an 
Enemy challenge 
as well: an evil 
desert-dwelling 
sorcerer 
(and former 
student of Tom 
Crow’s) who has a lizard-like 
appearance and powers and calls 
himself Gila-Master. Branden agrees 
and notes the additional challenge. 
Saguaro definitely has his work cut out 
for him!
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“but i don’t Want to Roll-up a heRo!”
It’s okay; you don’t have to, if your Game Master agrees. The random hero-creation system in 
Icons is intended as a source of inspiration: building a coherent back-story and theme around a 
collection of fairly random traits can be a creative challenge and it certainly reflects the—shall we 
say “eclectic”?—style of the superhero comics.

The alternative approach is to create your hero with a “budget” of points you allocate to different 
traits. You start out with 45 points, which the GM may adjust to suit the game as desired. Each level 
of an ability and each level of a power costs 1 of these points, as does each level of a specialty (up 
to 3, as usual). You must spend at least 1 point on each ability, and you can only have one ability or 
power level greater than 8 (and no more than 10).

Phase 5 and 6 of hero creation are the same: determining background, Stamina, description, 
Determination, and aspects.

This approach tends to create heroes that fit into a somewhat more narrow range, although 
there’s still considerable room for variation, depending on where you spend your points. It is also 
something of a “fast-and-dirty” approach when it comes to taking the relative value of different 
powers into account, but Determination helps to balance this out, as it does in regular play.
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