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Where do you get all those wonderful toys? Right here! Gadget Guides is a collection of diverse

devices for the Mutants & Masterminds Superhero Roleplaying Game, from armor and weapons to

psychic crystals and steamtech. Each section of the book looks at a particular type of gadget,

putting together the effects and modifiers from the Hero's Handbook to create a catalog of

ready-to-use items. It also includes expanded material on the inventing, artificing, and ritual rules

from the M&M Heroâ€™s Handbook. What Power Profiles did for super-powers, Gadget Guides

does for gear, making it a great character creation and in-play resource for both players and

Gamemasters.
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I primarily run theÂ DC AdventuresÂ roleplaying game, which uses the same rules asÂ 3rd Edition

Mutants and Masterminds-- the two games are so nearly identical that they're practically carbon

copies of each other! This book,Â Gadget Guides, is an incredibly useful reference for either

system.Gadget Guides isn't required to play the game, but it's helpful in a couple of different ways.

For one thing, it makes it much easier for new players who aren't familiar with the rules to create

gadgeteering characters-- if you want to make a character with a utility belt, for example, you might

stock it with a codebreaking device from the "Cybertech" chapter, a tracking device and a listening

device from the "Spytech" chapter, and even select a couple of signature bat-shaped boomarangs

from one of the chapters on offensive weaponry. With this many examples to choose from,

conveniently categorized for easy browsing, it's a simple task for new players to shop for gadget



ideas during character creation (with a little tinkering assistance from the GM, perhaps, to tailor

these selections to the player's concept). Easy peasy!This same principle also makes Gadget

Guides a quick reference for GMs to use when creating gadgeteering non-player characters. With a

little experience, it becomes really easy for GM's to select a few items from this book "on the fly" to

form the basis for an NPC which, if needed, can be more fully-developed later.Essentially, this book

does for gadgets whatÂ Power ProfilesÂ did for powers-- it adds page after page of gadget

examples, categorized by the type of game effect they create, making it a very similar type of

resource. TheÂ out-of-printÂ version of the Mutants and Masterminds GM's Kit and theÂ deluxe

versionÂ of the Mutants and Masterminds core rule book both provide quick-start instructions for

randomly generating player characters or NPC's; if you have these quick-starts, along with Gadget

Guides, you have everything that you need so that players who already have a great character

concept in mind can "shop" for gadgets which fit that idea, while players without that solid concept

can still create their character by rolling a few dice.All in all, this is an incredibly useful supplement

for yourÂ Mutants and MastermindsÂ orÂ DC AdventuresÂ roleplaying games.

You want to know about killer robots, super death rays, or giant mecha suits? If so, this book is an

absolute must have. Using what I consider to be one of the best super-systems around, this

supplement for Mutants & Masterminds 3rd edition, is FILLED with options for pretty much anything

you might need. With plenty of pre-built devices, it also gives you detailed examples on how to use

the rules to make whatever gizmo you might need, and even how best to use said inventions. Even

more, sections dedicated to various types of technology offer insight beyond the base mechanics,

helping you to understand just how technology fits into the supers genre as a whole.All in all,

another stunning achievement all around. The art, layout, writing, and design all mesh together

pretty seamlessly, and the book is more than worth the price. So don your goggles, strap on your jet

pack, and power up your death ray, cause this book is for you!

I do appreciate that they are looking at gadgets broadly. A "gadget" can be a magical item or a

psychic item as well.This is a very useful book to have for any character who wants an item with a

power cost.

good book. helps with options fro character development as well as evil characters.

A very handy compilation of gadgets and tools. This book makes pointing out powers a little easier



for heroes who rely on equipment rather than innate power.

This book has a great breakdown of each flavor of gadgeteer and how those technologies might

manifest using the "powers" of M&M's system. Further HQ rules as well which is neat.

Gadget Guides: A Mutants & Masterminds Sourcebook Mutants & Masterminds: Pocket Player's

Guide (Mutants & Masterminds d20 Superhero Roleplaying) Power Profiles: A Mutants &

Masterminds Sourcebook Cosmic Handbook: A Mutants & Masterminds Sourcebook Mutants

Masterminds Deluxe Heros Hand Mutants and Masterminds RPG Freedom City Campaign City

Mutants Masterminds Gimmicks Guide To Ga Mutants and Masterminds 2nd Edition Mutants &

Masterminds: Supernaturals Epic Rubber Band Crafts: Totally Cool Gadget Gear, Never Before

Seen Bracelets, Awesome Action Figures, and More! Vintage Synthesizers: Pioneering Designers,

Groundbreaking Instruments, Collecting Tips, Mutants of Technology What a Beast!: A Look-It-Up

Guide to the Monsters and Mutants of Mythology (Mythlopedia) Mutants: On Genetic Variety and

the Human Body Masterminds Finding Flow: The Psychology of Engagement with Everyday Life

(Masterminds Series) Game of Thrones: The Masterminds of Westeros: Varys and Littlefinger

(Game of Thrones Mysteries and Lore Book 4) Masterminds and Wingmen: Helping Our Boys Cope

with Schoolyard Power, Locker-Room Tests, Girlfriends, and the New Rules of Boy World The

Sourcebook of Contemporary Houses The Art of Faux: The Complete Sourcebook of Decorative

Painted Finishes (Crafts Highlights) Traditional American Rooms (Winterthur Style Sourcebook):

Celebrating Style, Craftsmanship, and Historic Woodwork 

http://privateebooks.com/en-us/read-book/VOJAy/gadget-guides-a-mutants-masterminds-sourcebook.pdf?r=VmY%2BdbNGokCsF2Y4i2S8hvilQTobkfLi9d1IaBFawc8%3D
https://jesse-schreuder.firebaseapp.com/contact.html
https://jesse-schreuder.firebaseapp.com/dmca.html
https://jesse-schreuder.firebaseapp.com/privacy-policy.html
https://jesse-schreuder.firebaseapp.com/faq.html

