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The Atlas of Earth-Prime represents a monumental achievement in the landscape of superhero tabletop role-

playing games (TTRPGs). As the primary setting for the Mutants & Masterminds (3rd Edition)system, Earth-

Prime serves as more than just a backdrop; it is a meticulously engineered environment designed to support

various sub-genres of superhero fiction, from gritty street-level vigilantes to cosmic protectors of the multiverse. For

the Gamemaster (GM) and technical writer, the Atlas provides the structural framework necessary to maintain

internal consistency while navigating the complex variables of power levels, factional politics, and geographical lore.

Theoretical Framework: The Earth-Prime Continuum

The concept of Earth-Prime in the context of Green Ronin’s Mutants & Masterminds is built upon the foundation 

of the Freedom City and Emerald City settings. However, where those sourcebooks focus on specific urban 

centers, the Atlas of Earth-Prime expands the scope to a global scale. The theoretical framework of this setting is 

based on the Integrated Multiverse Theory , where Earth-Prime acts as the nexus point for several overlapping

dimensions, including the Netherworld, the Terminus, and various mythological realms.

Technical world-building in Earth-Prime follows a modular architecture. Each region is defined by its Narrative 

Gravity—a term used by game designers to describe how local history and supernatural presence influence the

types of heroes and villains that emerge. For instance, Europe is characterized by a dense historical layering of

Golden Age and Silver Age legacies, whereas parts of Asia are defined by the convergence of hyper-technology

and ancient mysticism.

The Mechanical Anatomy of a Sourcebook

The Atlas is not merely a collection of lore; it functions as a systemic expansion. It introduces specific technical

components that integrate directly with the Mutants & Masterminds 3E engine:

•  Regional Power Levels (PL): While the standard campaign starts at PL 10, the Atlas defines the ambient 

power levels of different regions, allowing GMs to scale encounters based on geographical location.

•  Factions and Influence Tracks: The book outlines the hierarchical structures of organizations like AEGIS 

(American Elite Government Intervention Service) and their international counterparts.

•  Environmental Hazards: Technical data on extreme environments—from the crushing depths of the Atlantic to 

the shifting sands of the Sahara—provide mechanical modifiers for hero movements and power effectiveness.

Technical Analysis: Geographic Core Mechanics

To understand the Atlas, one must analyze its geographic distribution through the lens of Campaign Design 

Patterns. Each continent provides a different "service" to the overarching narrative. The technical breakdown of

these regions allows for precise campaign planning.

North America: The Archetypal Foundation

North America remains the epicenter of the Earth-Prime setting. It serves as the primary testing ground for Power 

Level 10-12 (Heroic) campaigns. The integration of Freedom City (The Silver Age Hub) and Emerald City (The 



Modern Age Hub) creates a duality of tone. Technologically, North America is the home of ASTRO Labs, which

provides the baseline for "superscience" mechanics used throughout the game.

The European Theater: Historical Legacy and Modern Integration

Europe in Earth-Prime is a complex network of established superhero teams and ancient legacies. From a 

technical standpoint, European campaigns often utilize the Social Interaction and Investigation rules more 

heavily than the raw combat rules prevalent in American-centric modules. The presence of the Eurolabprovides a

secondary hub for technological development, rivaling the American ASTRO Labs.



Region Dominant Theme Typical Power Level (PL) Primary Faction

North America Iconic Heroism / 
Superscience

10 - 14 Freedom League / AEGIS

Western Europe Historical Legacy / 
Espionage

8 - 12 The Vanguard / Eurolab

East Asia Technological Innovation / 
Myth

10 - 15 The Seven Shadows

Atlantis Environmental Survival / 
Magic

11 - 13 The Royal Guard of Atlantis

Sub-Saharan Africa Political Sovereignty / 
Ancient Power

9 - 13 The White Lion Legacy

Deep Dive: The Undersea Realms and Atlantis

The JSON data highlights Atlantis as a critical component of the Atlas. Within the Mutants & Masterminds system, 

underwater environments require a specialized set of mechanics. The Atlas of Earth-Prime provides the necessary 

data for Aquatic Combat Calculations and Pressure/Environmental Tolerance .

Biological and Mechanical Adaptation

Inhabitants of Atlantis and the Lemurian ruins are not merely humans with different appearances; they are 

technically distinct archetypes. The Atlas defines their racial templates through Effect Descriptors:

1.  Immunity (Pressure and Cold): A mandatory 2-rank power for any character operating in the abyssal zones.

2.  Enhanced Strength (Limited to Underwater): Represents the physical adaptation to high-density 

environments.

3.  Senses (Low-Light Vision and Sonar): Critical for navigating the lightless depths of the Mid-Atlantic Ridge.

Furthermore, the Atlas explores the Magical-Industrial Complex of Atlantis. Unlike the technological focus of 

surface cities, Atlantis uses Arcane Engineering. This presents a unique challenge for GMs: balancing traditional

technology against mana-based systems. The Atlas provides a cost-benefit analysis for these two power sources,

ensuring that neither becomes inherently superior in a cross-environment conflict.

Practical Implementation: Integrating the Atlas into Campaigns

For a Senior Technical Writer or a professional GM, the implementation of the Atlas requires a structured approach. 

The following Step-by-Step Procedure outlines how to utilize the Atlas for a global-scale campaign.

Phase 1: Defining the Scope

Before introducing characters, the GM must define the Geopolitical Baseline. Using the Atlas, determine which 

international treaties (such as the Viedma Accords) are active. This dictates the legal framework for super-

powered individuals. Are the heroes sanctioned agents or illegal vigilantes? The Atlas provides the legal

technicalities for different sovereign territories.

Phase 2: Regional Threat Assessment

The Atlas includes a comprehensive list of villains and criminal syndicates. A technical implementation involves 



mapping these threats to the party's Power Level. The Threat Escalation Formula used in Earth-Prime campaigns 

is generally: (Party Avg PL + 2) = Boss Encounter PL. For minions, the Atlas suggests a PL - 4ratio to ensure a

balanced economy of actions during combat rounds.

Phase 3: Environmental Integration

When moving between regions (e.g., from the Amazon Rainforest to the Arctic Circle), the GM must apply 

Environmental Modifiers. The Atlas provides specific tables for temperature extremes, visibility, and terrain 

difficulty. These factors are not merely descriptive; they are mechanical penalties that affect Skill Checks and 

Active Defenses.

Comparison & Evaluation: Earth-Prime vs. Other TTRPG Settings

To provide an objective analysis, we must compare Earth-Prime’s structure with other popular superhero RPG 

settings. This matrix evaluates the Scalability, Internal Logic, and Mechanical Rigor of the Atlas.



Feature Earth-Prime (M&M) DC Universe (Prime 
Earth)

Marvel Universe (616)

System Integration High (Built for d20/M&M) Medium (Multiple systems) Medium (Multiple systems)

Customization Extremely High (Point-buy) Low (Pre-set characters) Low (Pre-set characters)

Geopolitical Detail Exceptional (Sourcebook 
focus)

Varies by Comic Run Varies by Comic Run

Technical Depth High (Math-heavy) Low (Narrative-heavy) Medium (Lore-heavy)

Case Study: The "International Incident" Scenario

To illustrate the practical application of the Atlas of Earth-Prime, consider a scenario involving a diplomatic crisis 

between the United States and the fictional African nation of Dakana. This case study analyzes the technical

resolution of a conflict using Atlas lore.

The Conflict Parameters

•  Trigger: An illegal shipment of unstable molecules is intercepted in international waters.

•  Factions involved: AEGIS, The White Lions of Dakana, and the Shadow Council.

•  Technical Challenge: Navigating the jurisdictional overlap between maritime law and superhero intervention 

protocols.

Resolution Strategy

Using the Atlas, the GM can reference the International Heroic Code section. This allows the players to utilize 

Expertise: Law or Expertise: Tactics  checks to resolve the situation without defaulting to immediate combat. If 

combat does occur, the Atlas provides the specific Defensive Arraysfor Dakanian border security, which utilize a

blend of vibratory technology and traditional martial arts. This level of detail ensures that the encounter feels

distinct from a standard encounter in Freedom City.

Troubleshooting Common Operational Challenges

Even with an in-depth sourcebook like the Atlas, GMs may encounter technical hurdles. Below are solutions to

common challenges faced when running a global Earth-Prime campaign.

1. Power Creep and Regional Scaling

Problem: Players at PL 12 may find local regional threats (PL 8) too easy, trivializing the lore of that region. 

Solution: Implement Narrative Constraints or Environmental Dampeners. The Atlas suggests regions where

"No-Fly Zones" (magical or technological) are active, forcing high-PL characters to rely on skills rather than raw

power.

2. Lore Consistency Across Dimensions

Problem: Characters moving between Earth-Prime and the Netherworld may experience "Mechanical Friction" due 

to different physics or magical rules.Solution: Utilize the Dimensional Descriptor Tables in the Atlas. These

provide a standardized conversion for how powers function (or fail) in non-prime dimensions.

Technical Synthesis and Strategic Value



The Atlas of Earth-Prime is more than an encyclopedia of locations; it is a Geopolitical Simulation Enginefor

the Mutants & Masterminds RPG. By providing a technical foundation for every continent, ocean, and dimension, it

allows for a level of campaign depth that few other systems can match. The integration of mechanical traits with

narrative flavor ensures that every location visited feels unique and presents its own set of technical challenges to

the players.

For the professional technical writer and the dedicated gamer, the Atlas serves as the definitive manual for world-

building. It bridges the gap between abstract storytelling and concrete game mechanics. Whether you are

calculating the structural integrity of an undersea dome in Atlantis or navigating the complex political landscape of

a post-modern European city, the data provided in the Atlas ensures that your campaign is grounded in a logical,

consistent, and highly engaging reality.

In conclusion, the strategic value of the Atlas lies in its ability to provide Structural Integrityto the imagination. By

following the guidelines, tables, and regional data contained within, GMs can create vast, interconnecting stories

that span the globe, providing players with a truly immersive experience in the world of Earth-Prime. The technical

rigor of the sourcebook ensures that as the scale of the adventure grows, the system remains robust, balanced,

and capable of handling any heroic feat the players can conceive.
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