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Combat Expert
Gain an edge on Melee attacks against enemies of p © © o o ¢
Rank1.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Piloting
Gain an edge on Agility checks triggered when pi-
loting or driving a vehicle during a movement action.

Situational Awareness
Gain an edge on initiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

MELEE MULTIPLIER Other Traits and Tags
Traits: Battle Ready, Connections: Military (Hydra),
z +3 xs Extraordinary Origin.
N— Tags: Extreme Appearance (in battle suit), Secret

MULTIPLIER Identity, Villainous.
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Double Tap 2 [0}
Action: Standard | Duration: Instant

Effect: Make aranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

{2 Success: Target suffers double damage + Bleeding.

Elemental Blast @ 0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack with an edge vs target’s
Agility Defense. Add +1to the character’s Agility damage bonus
for every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage +
element’s special effect (Energy: Blinds target for one round).

Elemental Burst @ 7 o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agility Attack vs target's Agiiity Defense.
Success: Target suffers damage.

@ Success: Target suffers double damage + element’s special
effect \dis target for or

Headshot 2 (-]
Action: Standard | Duration: Instant
Effect: Make a ranged attack with trouble on an enemy within

theweapon'srange.
Success: Target suffers. double damage + Stunned (1md).

Target unned (Imd)
Snap Shooting 2 [0}
Action: Standiard | Duration: Instant

i \ged Agiity the Agility 15
esoftwotargets.
Success: Affected targets suffer %2damage.
ge +Bleeding.

Stopping Power 2 (]

Action: Standard | Duration: Instant

Effect: The character makes aranged attack onan enemy.
Success: Target suffers damage.

2 Success: Target suffers double damage + character makes
another ranged attack on the target.

Suppressive Fire 2 [0}
Action: Standard | Duration: Instant

Effect: Makes an Agility attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DR.

= Success: Target suffers double Focus damage after Health
DR+ Stunned for 1round.

Weapons Blazing 2 5}
Action: Standard | Duration: Instant

Effect: Make a single Agility check vs Agiity defense of two
separate targets.

Success: Affected targets suffers % damage.

2 Success: Affected targets suffers damage and character
makes a bonus attack with this power against any available
target, with the same effect.

Covering Fire o
Action: Reaction | Duration: Instant

Trigger: An ally within your line of sight begins its tum.

Effect: Make an Agility attack vs: larget 's Vigilance defense
Success: Tam@f L (e

nage to Focus (\ess Hea\lh
DR). Iftargel Suffers any damage, they arealso Stunned.

Kill Zone 2 [}
Action: Reaction | Duration: Instant

Trigger: An enemy in line of sight starts to move.

Effect: Make a ranged attack vs enemy. Each target can be
affected by this attack only once per round.

Success: Target suffers damage and character regains reac-
tion.

2 Success: Target suffers double damage and character re-
gains reaction.

Return Fire (]
Action: Reaction | Duration: Instant

target’s
Success: ADD\y Health DR then suffer ‘damage to Focus.

@ Success: Apply Health DR then suffer double damage to
Focus + Stunned for Tround.

OTHER POWERS

Discipline 10, Flight 2 80, Mighty 1

8 Accuracyl
Sturdly 2B
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Gain an edge whenever they attempt to intimi- ® 0 0 0
date someone.

Signature Attack

Tail Club: Gain an edge when making attacks
using this ability or power.

Gear & Weapons

@ Bite (Range: Reach5)

@ O Tail Club (Range: Reach10)
Melee Damage Multiplier +1.

= .
HEALTH % Other Traits and Tags

Traits: Surprising Power: Sturdy 3, Surprising Power:
MELEE f S murieLiER
5 +6 (BT}
—

Sturdy 4.
Tags: Extreme Appearance, Mute (Can only roar).
(Ron-covea) (AL
+2 (]
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Clobber &2

Action: Standard | Duration: Instant

Effect: Make a Melee attack vs a target’s Melee Defense.
Success: Target suffers damage.

(2 Success: Target suffers double damage + Prone.

Ground-Shaking Stomp 2 o
Action: Standard | Duration: Instant

Effect: Make a Melee check vs Agility Defense of every target
withinreach, plus 1 per rank in spaces.

Success: Target suffers zdamage.

(D Success: Target suffers damage + Prone.

Smash 2 0
Action: Standard | Duration: Instant

Effect: Makes a close attack with edge. Add +1 to Melee dam-
age bonus per 2 Focus spent.

Success: Target suffers damage.

@ Success: Target suffers double damage + Stunned for 1
round.

Unrelenting Smash & (-]
Action: Standard | Duration: Instant

Effect: Make a Melee check vs Melee Defense of all enemies
inreach.

Success: Target suffers “2damage.

@ Success: Target suffers damage + Prone.

This character may then move up to %zspeed then pay 15 Focus
to perform the attack again until they run out of speed or Focus.
Targets can only be affected once by this power per tum.

Immovable 2

Action: Reaction | Duration: Instant
Trigger: Character is knocked back/prone.

Effect: Reduce the knockback distance (equal to their Melee
Defense)in spaces.

Grow 1(Permanent) (]
Action: Passive | Duration: Permanent

Effect: The character is huge size. Gain Reach 5.

Heightened Senses 111
Action: Passive | Duration: Permanent

o

things roughly twice as far. l. Gain
edge on Vigi ive things,
trouble on checks they make to sneak past the character.
@ Iconic Weapon ] o
Tail Club.
« Reach10sp.

+ Melee damage multiplier 1

OTHER POWERS

3 Mighty10,Sturdy 40.
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Abrasive
Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Gearhead
Gain an edge on Logic checks to figure out how any
machine works.

Inventor
Gain an edge on Logic checks when creating or re-
pairing things.

Signature Attack
Traps: Characters suffer trouble when attempting to
disable Arcade’s traps.

Gear & Weapons
@ Cane(Range:Reach)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Criminal.

Tags: Hunted, Public Identity, Rich, Streetwise, Vil-
lainous.
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OTHER POWERS e
£ Briliance10.
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RUN / CLIMB / SWIM / JUMP

Combat Reflexes

Gain one additional reaction each turn.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Signature Attack
Sniping: Gain an edge when making attacks using
this ability or power.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons
@ Pistol (Range: 10)

Agility Damage Multiplier +1.
@ Rifle (Range: 20)

MELEE DEFENSE MULTIPLIER Agility Damage Multiplier +1.
I 14 +1 x2 Other Traits and Tags
N Traits: Connections: Criminal.

MULTIPLIER Tags: Al Extreme Appearance, Streetwise.
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Double Tap 2 [0}
Action: Standard | Duration: Instant

Effect: Make aranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

{2 Success: Target suffers double damage + Bleeding.

Snap Shooting % [0}
Action: Standard | Duration: Instant

ged Agi the Agity defens-
esof twotargets.

Success: Affected targets suffer ; damage.
damage + Bleeding.

0O Sniping

Action: Standard and Movement | Duration: Instant
attack vsenemy 20+

Success: Target suffers damage.

@ Success: Target suffers triple damage.

Point-Blank Parry (2 (5}
Action: Reaction | Duration: Instant

Trigger: Enemy within 2 spaces misses an attack against the
character.

nged attack
Success: Enemy suffers damage.
remy suffers dot

Slow-Motion Dodge [1 o
Action: Reaction | Duration: Instant

Trigger: Enemy makes an attack vs this character's Agility
defense.

Effect: The enemy gains trouble on the attack.

OTHER POWERS

£3  Accuracy 2@, Evasion @, Reinforced Skeleton @.

Bleeding.

BUIISEYE[(BMIDY)
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GS & TRAITS

Public Speaking
Gain an edge on Ego checks when attempting to
persuade groups.

Situational Awareness
Gainan edge oninitiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons
@ Imitation Shield (Range: Reach)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Battle-Ready, Connections: Military, Surprising
Power: Rico-Shield.

Tags: A.l, Extreme Appearance, Signature Weapon:
Imitation Captain America’s Shield.




Hurled Shield Bash @@
Action: Standard | Duration: Instant | Range: 10 sp. x rank
Effect: Make a ranged attack on an enemy.

Success: Target suffers damage.

@ Success: Target suffers double damage + Prone + Shield
returns to the character.

Rico-Shield @ (i)
Action: Standard | Duration: Instant | Range: 10 sp. x rank
Effect: Makes aranged attack on atarget.

Success: Target suffers damage.

2 Success: Target suffers damage + Prone + character can
make an extra attack on another target, adding the extrarange
between the two targets to the new attack roll. This can be
repeated until an attack is not a Fantastic success. When the
attacks are over, the shield then bounces back to the character.

Shield Bash @
Action: Standard | Duration: Instant

Effect: Make a close attack on an enemy within reach.
Success: Target/s suffers damage.
d

rone.

Inspiration @t] [0}
Action: Standard | Duration: 1round
inearshot. Tk i nallaction

checks until the start of the character’s next turn.

Change of Plans @[E
Action: Reaction | Duration: 1round

Trigger: An ally has trouble on an action check.
Effect: The ally gains an edge on that action check.

Shield 2@

Action: Standard/Reaction | Duration: Concentration
Trigger: The character is attacked.

Effect: The character gains Health DR 2.

Shield Deflection @

Action: Reaction | Duration: Instant

Trigger: Enemy attacks character’s Agility Def.
Effect: The attack has trouble.

(CARTAINVAMERICAY(IM-DY)
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Bloodthirsty
After they knock someone unconscious, they must
make a Challenging Ego check to keep from continu-
ing to attack them until they’re dead.

Combat Reflexes

Gain one additional reaction each turn.

Free Running
Gain an edge on Agility checks made to perform ac-
robatics during a movement action.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Other Traits and Tags
Tags: A.l, Extreme Appearance.




Action: Standard | Duration: Instant

Effect: Make a single Melee check against 2 close targets' Me-
lee defenses. After attack, may run, jump or climb at % speed
forfree.

Success: Target/s suffers % regular damage.

D Success: Target/s suffers full regular damage + paralyzed by
webbing (TN 20 to break free).

Webcasting @

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged attack.

Success: Target paralyzed.

2 Success: Target paralyzedand pinned (TN 20 to break free).

o

Webtrapping @ (1]
Action: Standard | Duration: Rank x 5 minutes

Effect: Create a web 5 spaces in size. Area considered difficult
terrain. Affected target must make a TN 20 Agiity check or
o " ;

@i

Combat Trickery
Action: Reaction | Duration: Instant
Trigger: The character makes an attack.
Effect: Once per battle, when attacking targets of equal or
higher rank, checks automatically roll a 1on their @ (cannot be
affected by trouble). If attacking multiple targets, all the targets
must be of equal or higher rank.

o

Slow-Motion Dodge @@L
Action: Reaction | Duration: Instant

Trigger: Enemy makes an attack vs this character's Agility
defense.

Effect: The enemy gains trouble on the attack.
Spider-Dodge
Action: Reaction | Duration: Instant

Trigger: Character's Agility Defense attacked,

Effect: Attacker gains trouble on the attack. If the attack miss-
es, this character can leap in any direction at their Jump Speed.

OTHER POWERS

) Evasion®O,Mighty 1
£ Jumpi@o.
0 Webslinging @0,

o
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Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Determination
When demoralized, do not gain trouble on all ac-
tions.

Signature Attack
‘Weapons Blazing: Gain an edge when making at-
tacks using this ability or power.

Sneaky

Gain an edge on Agility checks when sneaking
around. Enemies have trouble on Vigilance checks
to detect the character when the character is invisible
or hiding.

Gear & Weapons

@ Pistol (Range: 10)
Agility Damage Multiplier +1.

@ S.H.LE.L.D.Prototype Laser (Range: 20)
Agility Damage Multiplier +1.
Ignore Damage Reduction by 1

Other Traits and Tags
Traits: Connections: Criminal.
Tags: Black Market Access, Streetwise.




Snap Shooting % [0}
Action: Standard | Duration: Instant
'ged Agiility check vs tf Ly =

esof twotargets.
Success: Affected targets suffer 2 damage.
2 Success: Affected targets suffer damage + Bleeding.

@ Weapons Blazing % (5}
Action: Standard | Duration: Instant

Effect: Make a single Agility check vs Agility defense of two
separate targets.

Success: Affected targets suffers % damage.

@ Success: Affected targets suffers damage and character
makes a bonus attack with this power against any available
target, with the same effect.
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Gain trouble when making Ego checks to persuade
someone to help. Gain an edge when making Ego
checks to intimidate someone.

Berserker

After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure, charge
towards attacker. If enemy is defeated, must charge
to attack the next closest foe. When Berserk, gainan
edge onall close attacks, add +2 to Melee, Resilience
and Ego defenses,and -2 Agility defense. Cannot use
ranged weapons. At the end of the character’s turn,
lose 5 Focus. When unable to spend Focus or no en-
emies left, the condition ends.

Bloodthirsty

After they knock someone unconscious, they must
make a Challenging Ego check to keep from continu-
ing to attack them until they’re dead.

Fearless
Gain an edge on any action checks required to deal
with fear.

Monster
Gain an edge whenever they attempt to intimidate
someone.

Gear & Weapons
@ Bite (Range:Reach5)

Other Traits and Tags
Tags: Extreme Appearance, Mute (Can only roar).




Clobber &2 o
Action: Standard | Duration: Instant

Effect: Make a Melee attack vs a target’s Melee Defense.
Success: Target suffers damage.

(2 Success: Target suffers double damage + Prone.

Ground-Shaking Stomp 2 o
Action: Standard | Duration: Instant

Effect: Make a Melee check vs Agility Defense of every target
withinreach, plus 1 per rank in spaces.

Success: Target suffers /2 damage.

(D Success: Target suffers damage + Prone.

Smash 2 0
Action: Standard | Duration: Instant

Effect: Makes a close attack with edge. Add +1 to Melee dam-
age bonus per 2 Focus spent.

Success: Target suffers damage.

@ Success: Target suffers double damage + Stunned for 1
round.

Unrelenting Smash & (-]
Action: Standard | Duration: Instant

Effect: Make a Melee check vs Melee Defense of all enemies
inreach.

Success: Target suffers “2damage.

@ Success: Target suffers damage + Prone.

This character may then move up to %zspeed then pay 15 Focus
to perform the attack again until they run out of speed or Focus.
Targets can only be affected once by this power per tum.

Crushing Grip & (5}
Action: Reaction | Duration: Instant

Trigger: Target is grabbed.

Effect: Make a Melee attack vs Resilience Defense of grabbed
target.

Success: Target suffers damage.

{2 Success: Target suffers double damage + Pinned.

Immovable I5 (]
Action: Reaction | Duration: Instant

Trigger: Character is knocked back/prone.

Effect: Reduce the knockback distance (equal to their Melee
Defense)in spaces.

Quick Toss I2 [
Action: Reaction | Duration: Instant

Trigger: A person the character can pick up is grabbed.

Effect: Throw the grabbed personat another target. Determine
range by Mighty power rank and the grabbed person’s size.
Make ranged attack against a target. Failure inflicts damage
on thrown person after which they fall prone within 1space of
thetarget.

Success: Target also suffers damage.

(2 Success: Target also suffers damage + Prone.

Grow 1(Permanent) o
Action: Passive | Duration: Permanent

Effect: The character is huge size. Gain Reach 5.
Heightened Senses 111 [0}
Action: Passive | Duration: Permanent

Effect: Senses things roughly twice as far away as normal. Gain
edge on Vigilance things, and enemies hay
trouble on checks tt the character.

OTHER POWERS

£3  Mighty20,Sturdy10.

HYRANNOSAURUSIREX]
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[ AGS & TRA

Berserker

After taking Health damage, make an Ego check
with TN = Health damage taken. On a failure, charge
towards attacker. If enemy is defeated, must charge
to attack the next closest foe. When Berserk, gainan
edge on all close attacks, add +2 to Melee, Resilience
and Ego defenses, and -2 Agiility defense. Cannot use
ranged weapons. At the end of the character’s turn,
lose 5 Focus. When unable to spend Focus or no en-
emies left, the condition ends.

Combat Reflexes

Gain one additional reaction each turn.

Situational Awareness
Gain an edge on initiative checks.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons
@ Imitation Adamantium Claws (Range: Reach)
Melee Damage Multiplier +1.

Other Traits and Tags

Traits: Battle Ready, Connections: Military

Tags: Al Extreme Appearance, Signature Weapon:
Imitation Adamantium Claws.




Fast Attacks (Sharp) B/ [0}
Action: Standard | Duration: Instant
I Vs Melee D

st 2 targets
‘within reach.
Success: Affected target/s suffer % damage.

ffected damage and this character
may make a bonus attack vs another target within reach.

Whirling Frenzy (Sharp) @R (5}
Action: Standard | Duration: Instant

Effect: Make a Melee check vs Melee Defense of every target
‘within reach.

Success: Target suffers ¥z damage.

2 Success: Target suffers damage + Weapon Effect (Sharp:
Target s bleeding).

Combat Trickery @1 (5}
Action: Reaction | Duration: Instant

Trigger: The character makes an attack.

Effect: Once per battle, when attacking targets of equal or
higher rank, checks automatically roll a 1on their @ (cannot be
affected by trouble). If attacking multiple targets, all the targets
must be of equal or higher rank.

Riposte (Sharp) @A o
Action: Reaction | Duration: Instant

Trigger: An enemy makes a close attack against the character
that fails.

Effect: Make a Melee Attack vs Melee Defense against target.
Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

OTHER POWERS

£ Reinforced Skeleton 80, Uncanny 180.

WOLVERINE(®M:DY)
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Gain an edge on any action checks required to deal
with fear.

Tech Reliance @
Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.

Gear & Weapons
@ Pistol (Range:10)
Melee Damage Multiplier +1.

Other Traits and Tags
Traits: Connections: Criminal.
Tags: Black Market Access, Streetwise.
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Elemental Burst (Force) B o
Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make aranged Agility Attack vs target’s Agility Defense.

Success: Target suffers damage.
12 Success: Target suffers double damage + element’s special
effect (Force: Target has trouble on all actions for one round)).

OTHER POWERS

t1  Evasion@.
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Combat Reflexes

Gain one additional reaction each turn.

Interrogation
Gain an edge on Ego or Logic checks made when
asking questions.

Iron Will

Enemies have trouble on Ego attacks to control this
character's mind or influence their behavior. The
character also gains an edge on Ego checks to break
free of mind control or other compulsions.

Leverage
Gain an edge on Logic checks to investigate peo-
CLBGAES ple and on Ego checks to persuade people they've
+ 7 X 5 investigated.
— Situational Awareness

AGILITY DEFENSE MULTIPLIER Gainan edge oninitiative checks.

LAl 14 | &Ml | Other Traits and Tags
Traits: Battle Ready, Connections: Espionage, Con-

nections: Military (Kree-Skrull Alliance), Extra Occu-
pation.

DEFENSE
'I 3 Tags: Alien Heritage, Black Market Access, Extreme _
Appearance (in their natural form), Obligation: Em-

peror Hulkling, Secret Identity (when disguised).

- E8EE
™
0 - -

DEFENSE MULTIPLIER

I 13 X5
|




R
R
ceo e
TR
REEE
» o000
cee e
» o000
ceo e
» 0000

Clobber I2

Action: Standard | Duration: Instant
Effect: Make a Melee attack vs a target's Melee Defense.
Success: Target suffers damage.

@ Success: Target suffers double damage + Prone.

Elemental Push (Fire) & [0}
Action: Standard | Duration: Instant.

o se.
Success: Move the target in any direction, upto 5 spaces.

2 Success: As success + target suffers damage + Prone + element’s
‘special effect (Fire: Sets target ablaze),

Elemental Burst (Fire) & (0]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agiity Attack vs target's Agiity Defense.
Success: Target suifers damage.

@ Success: Target suffers double damage + element’s special effect
(Fire: Sets target ablaze).

Ground-Shaking Stomp I2 [}
Action: Standard | Duration: Instant

Effect: Make a Melee check vs Agilty Defense of every target within
reach, plus1per rankin spaces.

Success: Target suffers Y damage.

@ Success: Target suffers damage + Prone.

Unrelenting Smash 2 (-]

Action: Standard | Duration: Instant
Defense of h.

Success: Target suffers %z damage.
5 Success: Target sffersdarnage + Prone.

may.
form the attack again unti they run out of speed or Focus. Targets can
only be affected once by this power per tum.

Extend Invisibility = o
Action: Standard | Duration: Concentration

Effect: The character makes something—a single person or object—
‘within reach invisible. This can be one size bigger than them for every
rank they have.

Invisibilty = (-]
Action: Standard | Duration: Concentration

Effect: The character becomes invisible. They have an edge on Agility
checks to sneak past people, and enemies have trouble on Vigilance

. It's to spot things that are invisible:
bu Cr
tomakea Vigilance check.
Telepathic Link
| Inlimited
Effect: per
or seen before, and target are in di

mension. If target is unwilling, make a Logic check vs target's Vigiance
defense.Onafailure,

the target in this way for the rest of the day.

Success: Can communicate with the target for one round,

2 Success: Target cannot shut the character out for the rest of the day.

Stilt Steps % o
Action: Movement | Duration: Concentration
Effect: Character's Ciimb and Run Speed doubles.

Crushing Grip & 5]
Action: Reaction | Duration: Instant.
Trigger: Target is grabbed.

SmashiE 0
Action: Standard | Duration: Instant Success: Target suffers damage.
dge. Add +1 S Success:
per 2Focus spent. ”
Success; Target suffers damage. Shape ShiftL] i (]
S Success: Tround.
Trigger: The character is attacked or otherwise in danger.
Effect: Ci r
er than the0.5 mmiir regular form. Gain access to any natural abilties of
that form (i.e. bird = fiy).
Command [ © SlipFreeX ()

Action: Star\davd | Duration: 1round
ke a Logic check vs Logic defense of target with an existing
Telepamc Link

it Ifit:  the
check has double trouble onthe check
‘Success: The target complies with the order.
S Success:
‘against this same target.
isguise L] [0}
Action: Standard | Duration: Permanent
TNtosee
If
tothe target, they gain edge.
Elemental Barrier (Fire) ! e
" ! )

0sp.
Effect: The character forms a wall (2 spaces across per rank) of their
‘element within range. Make an Agility Attack vs Agility Defense of any

target Onafailure, the target
cfthe barier they're on. The barrer provides 10 points of protection.
Success: the barrier the target is on.
o : +

Action: Reaction | Duration: Instant
Trigger: The character is grabbed or pinned,
Effect: The character is not grabbed or pinned.

Extended Reach 2% o
Action: Passive | Duration: Permanent
Effect: Reachis x 10 normal.

Flexible Bones 2 & o
Action: Passive | Duration: Permanent

Effect: Gain Health Damage Reduction 2 and double edge on Agility
checks for contortion and escape.
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T GS & TRA
¢ Combat Reflexes

Gain one additional reaction each turn.

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Sneaky

Gain an edge on Agility checks when sneaking
around. Enemies have trouble on Vigilance checks
to detect the character when the character is invisible
or hiding.

HEALTH
Stranger
Gain trouble on checks made when trying to deci-
pher such things or when trying to pass themselves
offasalocal.

Gear & Weapons

MELEE f S murieLiER B Knife (Range: Reach)
Melee Damage Multiplier +1.
z +2 X2 @ Pistol (Range: 10)
\ J " .

Agility Damage Multiplier +1.
(Ron-covea) (AL

AGILITY DEFENSE

Other Traits and Tags
u 1 4 +4 X2 Traits: Connections: Outsiders.
- Tags: Alien Heritage, Extreme Appearance (in their

natural form), Secret Identity (when disguised), Vil-
DEFENSE

11 lainous.
|
VIGILANCE (Non-comea Y
- DG
N
€60 MULTIPLIER
2 BE

DEFENSE MULTIPLIER

I 10 x2




Double Tap 2 [0}
Action: Standard | Duration: Instant

Effect: Make aranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

{2 Success: Target suffers double damage + Bleeding.

Suppressive Fire 2 [0}
Action: Standard | Duration: Instant

Effect: Makes an gty attack vs target's Vigilance defense.
Success: Target suffers Focus damage after Health DR.

@ Success: Target suffers double Focus damage after Health
DR+ Stunned for Tround.

Disguise 1 o
Action: Standard | Duration: Permanent
Effect: Instantly alters toappear a ise.

TN to see through disguise equals Ego defense. If impersonat-
ing someone known to the target, they gain edge.

Shape Shift ] [0}
Action: Standard/Reaction | Duration: Permenant

Trigger: The character is attacked or otherwise in danger.
Effect: Change into another form no more than one size bigger
or smaller than their regular form. Gain access to any natural
abilities of that form (i.e. bird = fiy).

Slip Free % [0}
Action: Reaction | Duration: Instant

Trigger: The character is grabbed or pinned..

Effect: The character is not grabbed or pinned.

Extended Reach 1% o
Action: Passive | Duration: Permanent
Effect: Reach is x 4 normal.

Flexible Bones 1% (]
Action: Passive | Duration: Permanent

Effect: Gain Health Damage Reduction 1and edge on Agility
checks for contortion and escape.

Flexible Fingers & [0}
Action: Passive | Durati nent

Effect: With a standard action, the character can automatically
pick any lock that requires a physical key. They can also shape
their hands to form almost any other kind of simple tool

CHIIDRENIOEIO STATARNAYS
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Combat Reflexes

Gain one additional reaction each turn.

Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Situational Awareness
Gain an edge on initiative checks.

Sneaky

Gain an edge on Agility checks when sneaking
around. Enemies have trouble on Vigilance checks
to detect the character when the character is invisible
or hiding.

Stranger
Gain trouble on checks made when trying to deci-
pher such things or when trying to pass themselves
offasalocal.

Gear & Weapons
@ Knife (Range: Reach)
Melee Damage Multiplier +1.
@ Pistol (Range: 10)
Agility Damage Multiplier +1.

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Skrull
Empire), Connections: Outsiders, Extra Occupation.
Tags: Alien Heritage, Extreme Appearance (in natu-
ral form), Secret Identity (when disguised), Villainous.
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Double Tap 2

Action: Standard | Duration: Instant

Effect: Make aranged attack vs enemy within 2 spaces.
Success: Target suffers damage.

{2 Success: Target suffers double damage + Bleeding.

Reverse Punch T

Action: Standard | Duration: Instant.

Effect: Makes a closeattack with edge.

Success: Full damage.

D Success: Double full damage + stunned for Tround

Suppressive Fire i2

Action: Standard | Duration: Instant

Effect: Makes an Agility attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DR.

(-]

o

@ Success: Target suffers double Focus damage after Health

DR+ Stunned for 1round.

Disguise 1
Action: Standard | Duration: Permanent
Effect: Instantly alters to appear as

TN to see through disguise equals Ego defense. If impersonat-

ing someone known to the target, they gain edge.

Stilt Steps %2
Action: Movement | Duration: Concentration
Effect: Double a character's Climb and Run Speed.

o

Shape Shift ]

Action: Standard/Reaction | Duration: Permenant
Trigger: The character is attacked or otherwise in danger.
Effect: Change into another form no more than one size bigger
or smaller than their regular form. Gain access to any natural
abilities of that form (i.e. bird = fiy).

Slip Free %

Action: Reaction | Duration: Instant

Trigger: The character is grabbed or pinned..
Effect: The character is not grabbed or pinned.

o

Extended Reach 2% o
Action: Passive | Duration: Permanent

Effect: Reach is x 10 normal.

Flexible Bones 2% (]

Action: Passive | Duration: Permanent
Effect: Gain Health Damage Reduction 2 and double edge on
Agilty checks for contortion and escape.

Flexible Fingers & [0}
Action: Passive | Durati nent

Effect: With a standard action, the character can automatically
pick any lock that requires a physical key. They can also shape
their hands to form almost any other kind of simple tool

Rubberneck %2 (]
Action: Passive | Duration: Permanent

Effect: May move their head away from their bodly, up to their
reach, to establish a line of sight to a target.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

Interrogation
Gain an edge on Ego or Logic checks made when
asking questions.

Investigation

Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

Legal Eagle
Gain an an edge on Logic checks when dealing with
legalities.

Gear & Weapons
@ Trudgeon (Range: Reach)
Melee Damage Multiplier +1.
@ Pistol (Range: 10)
Agility Damage Multiplier +1.

Other Traits and Tags
Tags: Authority, Backup, Heroic, Lab Access, Public
Identity.




Suppressive Fire 2

Action: Standard | Duration: Instant

Effect: Makes an Agilty attack vs target’s Vigilance defense.
Success: Target suffers Focus damage after Health DR.

@ Success: Target suffers double Focus damage after Health
DR+ Stunned for Tround.

Vicious Attack (Blunt) /i o
Action: Standard | Duration: Instant

Effect: Make a Melee attack vs Melee Defense against a target.
Success: Target suffers damage.

2 Success: Target suffers double damage + Weapon Effect
(Blunt: Target is stunned for one round).

Defense Stance o
Action: Standard | Duration: Concentration

Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Riposte (Blunt) /A
Action: Reaction | Duration: Instant
Trigger: An enemy makes a close attack against the character
that fais.
Effect: Make a Melee Attack vs Melee Defense against target.
Suocess. Target suffers damage.

Target suffers double damage + Weapon Effect
(Blum: Targetis stunned for one round).

POLICEJOEEICER!
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Fresh Eyes
Gain an edge on Logic checks when faced with
something for the first time.

Sneaky

Gainan edge on Agility checks when sneaking
around. Enemies have trouble on Vigilance checks
to detect the character when the character is
invisible or hiding.

Stranger
Gain trouble on checks made when trying to deci-
pher such things or when trying to pass themselves
offasalocal.

Gear & Weapons
@ Knife (Range: Reach)
Melee Damage Multiplier +1.
@ Pistol (Range: 10)
Agility Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Outsiders.

Tags: Alien Heritage, Extreme Appearance (in their
natural form), Secret Identity (when disguised), Vil-
lainous.




ise
Action: Standard | Duration: Permanent
Effect: Instantly alters to appear as 3
TN to see through disguise equals Ego defense. If impersonat-
ing someone known to the target, they gain edge.

Shape Shift ]

Action: Standard/Reaction | Duration: Permenant

Trigger: The character is attacked or otherwise in danger.
Effect: Change into another form no more than one size bigger
or smaller than their regular form. Gain access to any natural
abilities of that form (i.e. bird = fiy).

Slip Free %

Action: Reaction | Duration: Instant

Trigger: The character is grabbed or pinned..
Effect: The character is not grabbed or pinned.

o

Extended Reach 1% o
Action: Passive | Duration: Permanent

Effect: Reach is x 4 normal.

Flexible Bones 1% (]

Action: Passive | Duration: Permanent
Effect: Gain Health Damage Reduction 1and edge on Agilty
checks for contortion and escape.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

Interrogation
Gain an edge on Ego or Logic checks made when
asking questions.

Investigation

Gain an edge on Vigilance checks to spot clues and
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

Legal Eagle
Gain an an edge on Logic checks when dealing with
legalities.

Gear & Weapons
@ Pistol (Range: 10)
Agility Damage Multiplier +1.

Other Traits and Tags
Tags: Authority, Backup, Heroic, Lab Access, Public
Identity.




Snap Shooting (]
Aeion Soncrl| Dursionirtrt OTHER POWERS
ged Agiity check vs y defens-

esof twotargets. £3  Accuracyl@.
Success: Affected targets suffer 2 damage.
2 Success: Affected targets suffer damage + Bleeding.

Suppressive Fire 2 [0}
Action: Standard | Duration: Instant

Effect: Makes an Agility attack vs target's Vigilance defense.
Success: Target suffers Focus damage after Health DR.

@ Success: Target suffers double Focus damage after Health
DR+ Stunned for1round.

Attack Stance (]
Action: Standard | Duration: Concentration
Effect: Double the character’s Melee ability bonus to damage.

GOVERNMENTIAGENITS]




