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HEROES IN A FLASH!

The Mutants & Masterminds Gamemaster’s Kit is a key acces-
sory for your superhero campaign. It features a sturdy and 
practical three-panel, hardback screen with all the charts 
and tables you need to play Mutants & Masterminds, Third 
Edition. Also included ia a 48-page booklet featuring the 
Quickstart Character Generator, which allows players to 
speedily create balanced starting heroes. A 2-page char-
acter sheet suitable for photocopying completes the 
package. The Mutants & Masterminds Gamemaster’s Kit is 
the perfect complement to the Hero’s Handbook. Kick off 
your super-hero game with style!
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Welcome to the Mutants & Masterminds Gamemaster’s Kit and Quick-
start Character Generator! This kit was assembled to make your job 
as the Gamemaster easier. While running your series, you’ll be able 
to refer to the screen to reference the most useful charts and tables 
rather than cracking open the book—though you should have the 
Hero’s Handbook handy, too. 

This kit also makes your job easier because the booklet you’re 
holding allows your players to quickly generate starting characters. 
Using these tables, new players can create a hero in mere minutes. 
All they need to do is roll a d20 to find out what Archetype they get, 
then roll on the tables for that Archetype and write everything down 
on a character sheet or piece of paper and they’re set! Sure, this 
method removes a lot of choice from the process, but that speeds 
up character creation in its own way, since the player doesn’t have to 

make every single decision along the way. It can also provide some 
much-needed inspiration for a player who is stuck for an idea for a 
new hero. Experienced players may not need to randomly generate 
characters, but they may still want to! The results from the random 
tables can be interesting in ways a carefully conceived and planned 
character is not.

Finally, you, as the Gamemaster, can use these tables to quickly come 
up with a villain or NPC hero. You can randomly roll a character or 
pick the Archetype and powers you think best fit what you have in 
mind and voilà, you have a new character ready to go!

No matter how you and your players end up using the Gamemaster’s 
Kit and Quickstart Character Generator, it should make your job as the 
GM easier, faster, and more fun. 

INTRODUCTIONINTRODUCTION

HOW TO USE THIS QUICKSTART CHARACTER GENERATOR
There are a few different ways to use the character generator. Game-
masters and players should agree on the method they’re using 
before beginning, and work with each other during the process to 
make sure the end result is agreeable. After all, you’re here to have 
fun, so your main goal should be to make sure the player ends up 
with a character they want to play. 

The first method is to pull out a d20 and roll on the Random 
Archetype Table and then roll the die again every time that Arche-
type’s tables tell you to. Each roll of the die tells you which Abilities, 
Advantages, Skills, or Powers you get. Sometimes that requires quite 
a few rolls, sometimes just a few. It depends on the Archetype you 
get. For example, the Battlesuit, Mystic, and Weather Controller all 
require a number of different rolls to determine all of their different 
Powers and Alternate Effects, while the Mimic, Shapeshifter, and 
Summoner require fewer rolls, because they have only a few powers 
that cover a broad range of possibilities.

The second option is to treat the tables as a menu; simply pick the 
Archetype you want, go to that page and start picking the different 
packages of Abilities, Advantages, Skills, and Powers you want. Keep 

in mind, however, there are a lot of options for each Archetype, so this 
method may take longer as you weigh which options you like best. 
With this method, you won’t get as many “weird” combinations as a 
random character, but the results are fully under your control.

Finally, there’s the combination method in which you make some 
random rolls and choose some options yourself (or choose not 
to take some random results in favor of something else that looks 
more interesting). This method combines the best of the two options 
above because it limits your choices, but also allows you to control, 
to some extent, what you get.

ADDING COMPLICATIONS

Every superhero has challenges that make life more... interesting for 
them. Just like the characters in the comics, your hero needs at least 
two Complications; one is a Motivation and the other is up to you. 
Each Archetype lists a number of suggestions that are appropriate 
for that Archetype. This is your hero, so take the Complications that 
make the most sense to you. If none of the suggestions work for you, 
there are more Complications to choose from in the Hero’s Handbook.

PULLING IT ALL TOGETHER
Once you have your character’s various traits and Complications 
determined and on paper, you’re ready to go! Your character should 
be appropriate for a Power Level 10 (PL10) game, so you can start 
playing right away without changes.

It’s possible, however, that you have an advantage that doesn’t mesh 
correctly with your skills. For example, you might get the Daze (Intim-
idation), Skill Mastery (Technology), or Assessment advantages, each 
of which requires a specific skill to work correctly; Intimidation, Tech-
nology, and Insight, respectively. If that’s the case, feel free to choose 
a different advantage, or if you like the effect the advantage gives 

you, swap one of your skills for the one you need. Instances in which 
this is a problem should be rare, but they can happen.

Another aspect of “pulling it all together” is making sure you have a 
character you want to play. You do this by customizing your character 
a bit. This is your hero, after all! Gamemaster, you should work with 
your players to swap around a few points’ worth of Abilities, Advan-
tages, Skills, and/or Powers so they end up with a character more to 
their liking. Usually, this process is as simple as replacing ranks of one 
effect for equivalent ranks of another effect, but remember, if you 
choose to delete a rank or two from Presence and use those points 
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to buy some ranks of Stealth or to increase your Dodge defense, for 
example, you’ll need to make sure you adjust any skill totals that 
changed because of the hero’s lowered Presence rank. The Abilities 
trickiest to change are usually Strength, Stamina, Agility, Dexterity, 
and Fighting because they’re so closely tied to a character’s total 
damage, defenses, and combat abilities. If you change those 
numbers, up or down, make sure the character isn’t breaking any PL 
limits or in danger of being too weak for the game.

DESCRIPTORS

Descriptors like special effects or power sources do a lot to define 
a hero and his or her powers and appearance. All the Archetypes’ 

effects include names for their powers, such as the Battlesuit’s 
“Gravity Drivers,” which allow it to fly, but you’re welcome (encour-
aged, even!) to change the power’s name to something more 
to your liking. You may even decide to change your character’s 
presumed origin entirely. So, Battlesuits are usually hi-tech inven-
tions, perhaps you want your Battlesuit to be a mystic artifact—one 
that can fly due to Flight Enchantments or Levitation Gems built 
into it. Descriptors are a simple way to customize your character 
and make it unique and interesting compared to all the other 
heroes out there. 

Once you have your character on paper, maybe moved some points 
around, and decided on your descriptors, you’re ready to go!

A CATALOG OF IDEAS: POWERS & ALTERNATE POWERS
Once you’re playing the game, have a little experience using Hero Points, 
and even accumulated a few Power Points to spend to improve your 
hero, the character generator is an excellent place to look for inspiration 
when it’s time to come up with just the right Alternate Effect. Whether 
you need an Alternate Effect when you’re in a pinch during a game 

To use the character generator, roll 1d20 once and consult the Random 
Archetype Table below. When you have your archetype, go to the 
paged indicated and start generating your character. The tables should 
be self-explanatory. In some cases there are lists of Advantages, Skills, 
and Powers you get automatically, write those down (no roll of the die 

needed!), then follow any other instructions given. For example, every 
Crime Fighter (see page 7) receives the advantages listed in the grey 
box under the Advantages heading and also rolls on the tables below 
that. At the end, your character will have attacks, defenses, skills, and 
other abilities appropriate for a Power Level 10 character.

QUICKSTART CHARACTER GENERATORQUICKSTART CHARACTER GENERATOR

RANDOM ARCHETYPE TABLE

d20 Archetype Page

1 Battlesuit 4

2 Construct 5

3 Crime Fighter 7

4 Elemental 10

5 Energy Controller 13

d20 Archetype Page

6 Gadgeteer 15

7 Martial Artist 18

8 Mimic* 20

9 Mystic 21

10 Paragon 23

11 Powerhouse 25

d20 Archetype Page

12 Psychic 27

13 Shapeshifter* 29

14 Speedster 31

15 Summoner* 33

16
Supernatural 

Creature
35

d20 Archetype Page

17 Totem 37

18 Warrior 40

19 Weapon-Master 42

20
Weather 

Controller
45

*These Archetypes include the Variable power or require some knowledge of the rules to run effectively. If you’re a new player, you may want to re-roll or pick a different Archetype.

(by spending those Hero Points!) or between sessions when it’s time 
to make permanent changes and additions to your hero (by spending 
Power Points), this booklet is filled with hundreds of sample powers that 
should be easy to use as-is or modify slightly to make them work for your 
hero. Take advantage of that when you’re looking for inspiration!
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“RANDOM” VS. 100% RANDOM

The M&M Gamemaster’s Kit and Quickstart Character Generator is random, but it’s not 100% random. What that means is that it was built to 
create a character that fits within the concept of one of 20 different super-heroic archetypes—and it does that really well!—but, it doesn’t give 
you a completely random character that combines a bunch of disparate powers at wildly differing ranks that you then have to make work as a 
character. 

The goal for this booklet was to get new players playing a hero of their very own as quickly as possible—and not just playing, but playing a hero 
who is effective in the game with which they may be completely unfamiliar. Plus, by using Archetypes as the starting point, all the heroes should 
be easily identifiable to anyone with even a passing knowledge of comics.
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