


Advanced Attributes
The Æther Core Book covers attributes up to a value of 20.  This helps account for values that are augmented 
by house rules, supplements, and anything else the Narrator decides to throw at the players.  However, things 
such as super heroes are still unattainable by those rules.  If we say a Golden Age character from your favorite 
comic book company can lift 1000 tons, the Muscle of 20 pales in comparison.  If we say that a comic book 
character has super speed, then the sprinting speed of 35 feet per second without rolling to boost it really 
doesn’t reflect that.  The list of comparisons goes on from there, but you already see where this is going.  In 
short, the higher powered the game, the higher the attributes need to be.  The Core Book is meant to be a guide 
in this, but it still requires a lot of extrapolation on the part of the Narrator.  The next few pages help remove 
the need for those.

Absurdly Overpowered
There reaches a point where the attribute values don’t mean very much.  After a character can lift so much, the 
damage potential a character can mete out before it becomes frivolous (but still fun).  A character can only be 
so attractive, and there is only so much information in the universe (or multiverse).

The tables in the Core Book follow patterns and mathematical progressions.  The mathematical progression of 
the Muscle table puts the strongest of the Golden Age heroes and villains at a Muscle of 448.  For a character 
to run faster than sound, it takes a Reflexes of 367 and anything but a critical failure on a Sprinting check.  
However, in a true super-power based game, there are characters that can run much faster than that, so 
additional rules would be required beyond just having a high attribute.

The most absurdly overpowering factor comes by way of the Base Attribute Modifier.  If a character had a 
Reflexes of 450, that character’s Passive Dodge would be 1125 even without points put into it.  At this point the 
only thing that can take them down is basically another absurdly overpowered character.

Affecting Attributes
Obviously, the BAM for attributes with values beyond the mortal range get very large.  For Academics, Aim, 
Appearance, Will, and Wits, this is largely a numerical and statistical point.  When the Muscle, Reflexes, 
and Toughness attributes increasing above and beyond the normal levels of humanity, there are other game 
impacting considerations.  

The tables listed at the end of this web supplement are for Muscle and Reflexes.  They are expanded up to 450 
to reflect the maximum capacity of Golden Age super heroes.  There is obviously more to being a super hero 
than just having attributes that are far in excess of what mere mortals can attain.  This rule expansion is not 
made to suggest that; instead it simply supplies a map for expanded attributes.




















