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

Leverage
Gain an edge on Logic checks to investigate peo-
ple and on Ego checks to persuade people they've
investigated.

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

Other Traits and Tags

Traits: Connections: Espionage.

Tags: Black Market Access, Heroic, Mysterious, Se-
cret Identity, Signature Weapon: Pistol




Double Tap 2

Action: Standard | Duration: Instant

Effect: Make a ranged attack vs enemy within 2 spaces.
Success: Target suffers damage.
@ Success: Target suffers double damage + Bleeding.
Suppressive Fire i2 o
Action: Standard | Duration: Instant

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

3 Success: Target suffers double Focus damage after Health
DR +Stunnedforlround.

Attack Stance (]

Action: Standard | Duration: Concentration

Effect: Double the character’s Melee ability bonus to damage.

Healing Factor ]
Action: Passive | Duration: Instant
Effect: At the end of this character's tum, they regain Health
equal to their Resiience Score.
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Enhanced Physique
Treat character as one size bigger for lifting, carrying,
swinging and throwing things.

Situational Awareness
Gainan edge oninitiative checks.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Inhuman
Royal Guard).

Tags: Backup, Public Identity




Banging Heads I2 [0}
il 0THER POWERS

within reach, Ifither attack fals, both failentirely. 8 Mighty! 1
Success: Targets suffers damage. ishty 10, Sturdy 10,
(2 Success: Targets suffers damage + Prone.

R

e o o o o| ClobberiZ o
» o o o o { Action:Standard | Duration: Instant

o o o o o Effect:MakeaMeleeattack vsatarget'sMelee Defense.
Success: Target suffers damage.
(2 Success: Target suffers double damage + Prone.
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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.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

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

Scientific Expertise

Gain an edge on Logic checks made when dealing
with scientific research. If they have Lab Access at the
time, gain a second edge.

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

Other Traits and Tags

Traits: Connections: Criminal, Extra Occupation.
Tags: All, Black Market Access, Extreme Appear-
ance, Lab Access, Public Identity, Streetwise, Villain-
ous.




Elemental Burst (Electricity) i [0}
Action: Standard | Duration: Instant | Range: 10 sp.

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

@ Success: Target suffers double damage + element’s special
effect (Electricity: Stuns target for one round).

Telepathic Blast 2 (5}
Action: Standard | Duration: Instant

Effect: Make a Logic attack vs target in line of sight.

Success: Target suffers damage to Focus.

@ Success: Target suffers double damage to Focus + Stunned
for1round,

Command & (]
Action: Standard | Duration: 1round

Effect: Make a Logic check vs Logic defense of target with an
existing Telepathic Link. Give a command they can complete in
asingle action. If it can harm someone, the check has trouble. If it
canharm the target, the check has double trouble on the check.
Success: The target complies with the order.

3 Success: As success + gains an edge the next time they use
this power against this same target.

ESPE o
Action: Standard | Duration: Concentration | Range: 300 sp.
Effect: Can sense the presence of others within range. This tells
them the person's ocation and general status. It can also iden-
tify ifthey have super-p not.

make a Logic check vs each target s Vigilance defense.
Success: Target sensed.

S Success: Target sensech+ can identify the source of any pow-
ersthe target has.

Information Upload & (5]
Action: Standard | Duration: Concentration

Effect: Transmit a tag, trait, or any information of their own to
atarget with whom they have a Telepathic Link—willing or not.
Thelabellasts until the target sleeps.

Machine Telepathy & (0]
Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one machine at
a time, they have met or seen before. The character and the
machine must be in the same dimension. Accessing secure
machines requires a Logic check with a TN appropriate to the
strength of the security.

Telepathic Link &2 (0]
Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Communicate telepathically with one person met or
seen before, providing both character and target are in the same
dimension. If target is unwiling, make a Logic check vs target’s
Vigilance defense. On a failure, the character cannot attempt to
‘communicate with the target in this way for the rest of the day.
Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest
ofthe day.

Telepathic Network &
Action: Standard | Duration: Concentration
Effect: Can communicate telepathically with a group of willing,
linked people, each of whom they have met or seen before. The
‘group can number up to five people per rank. There is no limit
to the distance of the communication, as long as everyone in-
volved is in the same dimension.

OTHER POWERS

3 Briliance 3@, Uncanny 2 0.

TARNIMFZOUAY
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Big (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

Enhanced Physique
Treat character as one size bigger for lifting, carrying,
swinging and throwing things.

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

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

God Heritage (via Twilight Sword)
Gain an edge when dealing with something that they
are the god of.

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

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

Gear & Weapons

@ Twilight Sword (Range: Reach)
Melee Damage Multiplier +1.
Adds elemental fire effect (Fire: Sets target
ablaze) to melee attacks.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes,
Connections: Outsiders, Extra Occupation, Extraor-
dinary Origin (2).

Tags: Alien Heritage, Alternate Form (regular
Korbinite form), Black Market Access, Extreme Ap-
pearance, Heroic, Public Identity, Supernatural, Wor-
shipped (as Thor).

A & TRAITS




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.

Fast Attacks /A o
Action: Standard | Duration: Instant

vs Melee D¢ st 2 targets
‘within reach.

Success: Affected target/s suffer v damage
\age and this character
may makea bonus attack vs another tavget within reach.

Focused Fury /i
Action: Standard | Duration: Instanl

0

itf lee Defense against
atarget. Add + Melee damage! bonus per 2Focus spent.
Success: Target suffers damage.
@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding).

Ground-Shaking Stomp I2 o
Action: Standard | Duration: Instant

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

Success: Target suffers half damage.

2 Success: Target suffers damage + Prone.

SmashiZ 00
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.

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

Vicious Attack /it (]
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
(Sharp: Target is bleeding).

Whirling Frenzy /i (5]
Action: Standard | Duration: Instant

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

Success: Target suffers % damage.

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

Inspiration £ (0]
Action: Standard | Duration: 1round
inearshot. Theally

nallaction

hecks until the start of the character

ext turn.

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.

Exploit FA (5}
Action: Reaction | Duration: Instant

Trigger: Fantastic Success with Melee and causes a min T+
damage.

Effect: Make a Melee attack vs target’s Resilience Defense.
Success: Target suffers damage + ignore Health DR.

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

Quick Toss 2 o
Action: Reaction | Duration: Instant

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

Effect: Throw the grabbed person at 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.

@ Success: Target also suffers damage + Prone.

Iconic Weapon[] [0}

Twilight Sword.

+ Melee Damage Multiplier +1.

+ Adds elemental fire effect (Fire: Sets target ablaze) to me-
lee attacks.

OTHER POWERS

£3  Accuracy 10, Discipline 2 @, Mighty 4 @ Sturdy 2 @.
E Jumple.
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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.

Situational Awareness
Gain an edge on initiative checks.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Gear & Weapons
@ Pistol (Range:10)

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

Agility Damage Multiplier +1.

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Hydra),
Extraordinary Origin.

Tags: Hounded, Krakoan, Public Identity, Villainous,
X-Gene.

Note: The Fenris Twins are two mechanically
identical characters. They can move separately,
but several of their abilities work only when the
twins are close enough to touch. These powers
bear the “Q” label.




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.

OElemental Blast (Energy) &/ 00
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.

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

(OElemental Burst (Energy) i (o]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect \ds target for

(OElemental Push (Energy) [0)

Action: Standard | Duration: Instant

Effect: Make an Ego attack vs target’s Aglity defense.

Success: Move the target in any direction, up to 3 spaces.
success + L Prone +

element’s special effect (Energy: Blinds target for one round).

OElemental Ricochet (Energy) & [0)
Action: Standard | Duration: Instant | Range: 30 sp.

Effect: Make aranged attack vs target in line of sight.

Success: Taget suffers damage.

@ Success: Target suffers damage + character selects a new
target in line of sight and makes a new attack vs that target,
adding the new range to the previous attack’s range. This can
be repeated until an attackis not fantastic or runs out of range.

Snap Shooting [0}
Action: Standard | Duration: Instant
\ged Agility check vs th y 15

esof two targets.
Success: Affected targets suffer half damage.
D Success: Affected targets suffer damage + Bleeding.

Stopping Power % (5}
Action: Standard | Duration: Instant

Effect: The character makesaranged attack on an enermy.
Success: Target suffers damage.

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

Suppressive Fire (o]
Action: Standard | Dtxdlion Instant

1 Agiity arget’s
Success: Target suffers Focus damage after Health DR.
2 Success: Target suffers double Focus damage after Health
DR+ Stunned for 1round.

Point-Blank Parry (2 (5}

Action: Reaction | Duration: Instant

Trigger: Enemy within 2 spaces misses an attack against the

character.

Effect: Make a ranged attack vs enemy who missed them.

Success: Enemy suffers damage.
remy suffers dot

Return Fire [ (]
Action: Reaction | Duration: Instant

Bleeding.

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

OTHER POWERS

83 Accuracy 10, Discipline 10, Flight 1* @.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

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

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

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

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

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Extreme Appearance,
Heroic, Hunted, Mentor: Daredevil (Matt Murdock),
Secret Identity, Signature Weapon: Steel pole (club).




Fast Strikes & O Counterstrike Technique & Oledede

Action: Standard | Duration: Instant Action: Reaction | Duration: Instant
Effect: Make aMelee Attack vs Melee Defense against 2 targets. ~ Trigger: W isactive, aclos st this
Success: Target/s suffer %z damage. character does damage.
D Success: Target/s suffer damage. Effect: The attacker also suffers half their regular damage to
R themselves.
Vicious Attack (Blunt) i (] ’
o o o o o Action:Standard | Duration: Instant Exploit (Blunt) FA o
s o 0 0 0 Effect: Make a Melee attack vs Melee Defense against a target. Action: Reaction | Duration: Instant
o o o o of Success: Targetsuffersdamage. Trigger: Fantastic Success with Melee and causes a min T+
e e oo | 2 success: Target suffers double damage + Weapon Effect  damage.
(Blunt: Targetis stunned for one round). Effect: Make a Melee attack vs target’s Resilience Defense.

ceeee Success: Target suffers damage + ignore Health DR.

e @ Success: Target suffers double damage + ignores Health
e e 0 00 DR +Weapon Effect (Blunt: Target is stunned for one round).

Attack Stance o
Action: Standard | Duration: Concentration
Effect: Double the character's Melee ability bonus to damage.

Defense Stance (]
Action: Standard | Duration: Concentration

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

Do This All Day (5 +]
Action: Standard | Duration: Instant

Effect: Heal 2 points of Health for every point of Focus spent.
Invisibilty &= (]
Action: Standard | Duration: Concentration

Effect: The character becomes invisible gaining an edge on
Agility checks using stealth and enemies gain trouble on Vigi-
lance checks to perceive them. If a character is not moving, the
oopponent must actively search for the character to be able to
make a Vigilance check.

BIINDSPOTASAMICHUNG))
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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.

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

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

Situational Awareness
Gain an edge on initiative checks.

Surprising Power

Sturdy 3: The character can choose a power they
normally wouldn’t be able to use. The character will
still need to have any prerequisite powers, but they
can ignore rank and origin requirements. This trait
can be selected multiple times.

Other Traits and Tags
Traits: Battle Ready, Connections: Military.
Tags: Public Identity, Supernatural, Villainous.




Banging Heads 2 [0}
Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense of two enermies
within reach. ffeither attack fails, both fail entirely.

Success: Targets suffers damage.

(@ Success: Targets suffers damage + Prone.

Clobber &2 o
Action: Standard | Duration: Instant

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

(2 Success: Target suffers double damage + Prone.

SmashiZ o0
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.

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

Defense Stance (]
Action: Standard | Duration: Concentration

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

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 I2 (]
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 o
Action: Reaction | Duration: Instant

Trigger: A person the character can pick up is grabbed.
Effect: Throw the grabbed person at 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 1 space of
thetarget.

Success: Target also suffers damage.

2 Success: Target also suffers damage + Prone.

OTHER POWERS

3 Mighty 2,Sturdy 30.

BUUNIDOZERIWRECKINGICREW)]
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

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

Fearless
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.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Gear & Weapons

@ Captain America’s Shield (Range: Reach)
Melee Damage Multiplier +1.
Grants the user one extra level of the power
Shield, up to Shield 4.

Other Traits and Tags

Traits: Battle Readly, Connections: Super Heroes, Ex-
traordinary Origin.

Tags: Black Market Access, Heroic, Public Identity,
Streetwise.




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

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.

Target/s suffers dk Prone.

Animal Bond [ (]
Action: Standard | Duration: Concentration

Effect: The character can communicate telepathically with one
animal of their choice (Redwing), and they must have befriend-
edtheanimal before.

Animal Communication £ (]
\dard | Duration: Concentration | Range: 2000 sp.
Effect: Can communicate telepathically with Redwing. They
can call out to them as a group, and they can communicate
specifically with ones they have met or at least seen.

Do This All Day @ o0
Action: Standard | Duration: Instant

Effect: The character heals 2 points of Health for every point of
Focusthey spend.

Inspiration ] (]
Action: Standard | Duration: 1round

i earshot. Tt
checks until the start of the character’s next turn.

Brace for Impact

Action: Reaction | Duration: Instant

Trigger: Enemy deals physical damage to the character.
Effect: For every point of Focus spent, the character canignore
1point of Health damage dealt by the attack.

Hurled Shield Block (]
Action: Reaction | Duration: Instant | Range: 5 5p. x rank
Trigger: Enemy makes an attack vs ally's Agilty Def.

Effect: The ally gains Health DR equal to the character's Shield
power against that attack. The shield then bounces back to
the character.

Hurled Shield Deflection
Action: Reaction | Duration: Instant | Range: 5 sp. x rank
Trigger: Enemy makes an attack vs ally’s Agility Def.

Effect: The enemy has trouble on the attack. The shield then
bouncesback tothe character.

Shield 3 ®
Action: Standard/Reaction | Duration: Concentration

Trigger: The character is attacked.

Effect: The character gains Health DR 3.

Shield Deflection o
Action: Reaction | Duration: Instant
Trigger: Enemy attacks character's Agility Def

Effect: The attack has trouble.
Iconic Weapon ] (]
‘Captain America’s Shield.

*  +1damage multiplier.
+ Grants the user one extra level of the power Shield, up to
Shield 4.

OTHER POWERS

) Flight 20, Mighty 10.

[ | (CARTAINIAMERICAYSAMWIISON)S
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Determination
When demoralized, do not gain trouble on all ac-
tions.

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

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

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

Leverage

Gain an edge on Logic checks to investigate peo-
ple and on Ego checks to persuade people they've
investigated.

Scientific Expertise

Gain an edge on Logic checks made when dealing
with scientific research. If they have Lab Access at the
time, gain a second edge.

Gear & Weapons
@ Sword (Range: Reach)
Melee Damage Multiplier +2.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes,
Extra Occupation.

Tags: Black Market Access, Heroic, Lab Access, Pub-
lic Identity, Sorcerous, Supernatural.

Note: Captain Avalon’s powers are based on his
confidence. If he fails an Ego check, he has trou-
ble on all power-based checks until he succeeds
at a subsequent Ego check.




Banging Heads 2

Action: Standard | Duration: Instant
Effect: Make a Melee Attack vs Melee Defense of two enemies
within reach. If either attack fails, both fail entirely:

Success: Targets suffers damage.

D Success: Targets suffers damage + Prone.

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

Target: ge

SmashiZ 0
Action: Standard | Duration: Instant
Effect: Makes a close attack with edge. Add +1 to Melee damage
bonus per 2 Focus spent.

uccess: Target suffers damage.
@ Success: Target suffers double damage + Stunned for Tround.

Inspiration {1 o
Action: Standard | Duration: 1round

inearshot. T
checks until the start of the character’s next turn.

n all action

Crushing Grip I2

Action: Reaction | Duration: Instant
Trigger: Target s grabbed.

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

Success: Target suffers damage.

Hit the Dirt &l (]
Action: Reaction | Duration: Instant

Trigger: An enemy in line of sight makes an attack on an ally
within earshot.

Effect: All alles within earshot can fall prone if they wish and are
able to. If falling prone makes the ally an ineligible target for the
initial attack, the attack automatically fails.

Immovable & o
Action: Reaction | Duration: Instant

Trigger: Character is knocked back/prone.

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

Keep Moving & (]
Action: Reaction | Duration: Instant

Trigger: An ally in line of sight and earshot is demoralized or
stunned

Effect: The demoralized or stunned condition ends.

On Your FeetE 5]
Action: Reaction | Duration: Instant

Trigger: Anally in line of sight and earshot is knocked prone.
Effect: All prone aliies within earshot, who are able to, can imme-

1p for free. All un: upforany
reason are not affected.
Quick Toss 2 o

Action: Reaction | Duration: Instant
Trigger: A person the character can pick up is grabbed.
Effect: Throw the grabbed person at another target. Determine
range by Mighty power rank and Yssize. Make
ranged attack against a target. Failure inflicts damage on thrown
person after which they fall prone within1space of the target.
Success: Target alsosuffers damage.
Target alsost

Shield of the Seraphim o

i \dard/Reaction i i
Effect: Produce a magical shield that provides complete protec-
tion from physical damage that does 20 points of damage or
less. If attack does more than 20 points of damage, it destroys
the protection

Environmental Protection £ (]
Action: Passive | Duration: Permanent

Effect: Not harmed by intense cold or heat, the pressure of the
deep seas or the intense radiation and vacuum of space.

OTHER POWERS

& Brilliance 10, Flight 20, Mighty 4 @, Sturdy 30.

| RCARTAINPAVATONIEBRIANIERADDOEK)
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RUN / CLIMB / SWIM / JUMP

AGILITY DEFENSE

MULTIPLIER

x2

MULTIPLIER
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DEFENSE

n
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DEFENSE
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[NON-COMBAT!

NON-cOMBAT

+1

x1

MULTIPLIER

MULTIPLIER

x1

Enduring Constitution
May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

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.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

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

Other Traits and Tags
Tags: Authority, Backup, Heroic, Public Identity, Sig-
nature Weapon: Pistol.




R

Banging Heads I2 [0}
il 0THER POWERS

within reach, Ifither attack fals, both failentirely. 8 Mighty! 1
Success: Targets suffers damage. ishty 10, Sturdy 10,
(2 Success: Targets suffers damage + Prone.

Clobber &2 o
Action: Standard | Duration: Instant

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

(2 Success: Target suffers double damage + Prone.

(CAIRE[DIXON]




eeeeeboocccssesccoe
secocjoscccsscccsc o
ee e e e e o000

CLOAK

RUN / CLIMB / SWIM / JUMP

S 3 3 3

Combat Reflexes

Gain one additional reaction each turn.

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

Situational Awareness
Gain an edge on initiative checks.

Sneaky

Gain an edge on Agility checks when sneaking

HEALTH around. Enemies have trouble on Vigilance checks
to detect the character when the character is invisible

E o or hiding.

Surprising Power

Teleport Other: The character can choose a power
they normally wouldn’t be able to use. The character

DR:
MELEE R will still need to have any prerequisite powers, but
they can ignore rank and origin requirements. This
5 + S X3 trait can be selected multiple times.

foveomm) CEETD | Weird

AGILITY DEFENSE

Gain an edge on all Ego checks to persuade people
z 1 2 "'2 X3 inclined to like them and trouble on all Ego checks
) against people inclined to dislike them.

Gear & Weapons

B The Cloak (Range: Reach) _

DEFENSE
12 Can imprison grabbed opponents in the Dark-
force dimension, during which time Cloak auto-

VIGILANCE (Non-comea matically makes a free Ego attack against them 5
s + 4 on his turn each round. To escape, imprisoned
creatures must succeed on an Ego check against

Cloak’s Ego defense.

a hsigal | Other Traits and Tags
/ I x3 Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Heroic, Hounded, Kra-
DEFENSE MULTIPLIER koan, Secret Identity, X-Gene.

I n X3
|
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Partial Phase 3 (]
Action: Standard | Duration: Concentration

Effect: The character has greater control over their phasing
abity. They can make any portion of their body and clothing
tangible or intangible, as they like.

Phase Self 3 o
Action: Standard | Duration: Concentration

Effect: The character (and their clothing) becomes intangible
and can move through anything as if it wasn't there. Nothing
can physically affect them, nor can they affect anything else
that is not phasing along with them.

Teleport Object [10]
Action: Standard | Duration: Permanent
Effect: The character can teleport along with them an object
within reach as far away as their Teleport power normally allows
them. The object (and things attached to or inside of it) can be
Up to their rankin sizes bigger than them.

Blink £ _ [

d/Movem

nt/Reaction
Trigger: The character is attacked.
Effect: The character teleports into a clear space they can see
orhave beento, upto theirrank in spaces away. f someone was
about to attack them and they are now out of reach o line of
sight, the attack automatically fails. f they are sl within reach or
line of sight, the attack has trouble instead

Teleport 2] (0]
Action: Standard or movement | Duration: Instant

Effect: The character teleports into a clear space they can see
or have been to, up to 30 spaces away. Outside of combat, the
character can teleport up to 3,000 spaces away.

Teleport Blind ®
Action: Standard or movement | Duration: Instant

Effect: The character teleports to someplace they've never
beenandnever seen, up to 30 spaces away. Outside of combat,
they can teleport up to 300 spaces away. If the character tele-
ports into somelhlng solid, the'y are automatically pushed out
ofitbut suffer f qual toastandard
action check. The damage mult\pller is 1 for every space they
must move to reach a clear area. If this kills them, their body is
trapped inside the material they teleported into.

Teleport Together (1 [10]
i dard/Movement/Reaction i
Trigger: The target is grabbed.
Effect: The character teleports, taking any person they are
touching with them, into clear spaces they can see or have been
to, up to 30 spaces away. Outside of combat, they can teleport
up to 300 spaces away. If the target does not wish to be tele-
ported, the character must grab them first.

Quick Phase 2 (]
Action: Reaction | Duration: Concentration

Trigger: The character is attacked.

Effect: The character and their clothing can instantly become
intangible.

Teleport Other [ ®
rreaction | :Instant

Trigger: The targetis grabbed.

E"ect:Tw haracter makes anEgoct the Vigilance
eyt Ifthe check is suc 5ful,

lhe Character can teleport the target as far away as their Tele-
port power normally allows them in combat. If the target winds
up in something solid, they are automatically pushed out of it
but suffer damage from the disruption equal to a standard ac-
tion check. The damage multiplier is 1for every space they must
movetoreachacleararea. If this kills them, their bodly is trapped
insicle the material they teleported into.

Iconic Weapon[] [0}
The Cloak.

Canimprison grabbed opponents in the Darkforce dimension,
during which time Cloak automatically makes a free Ego attack
against them on his turn each round. To escape, imprisoned

creatures must succeed on an Ego check against Cloak’s Ego
defense.

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

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

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.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

Other Traits and Tags
Tags: Authority, Backup, Public Identity.




Chain Strikes (]
Action: Standard | Duration: Instant

Effect: Make a Melee Attack with edge vs a target’s Melee
Defense.
Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

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

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

(D Success: Target suffers double damage + Bleeding.

Fast Strikes & (]
Action: Standard | Duration: Instant

gainst 2 targets.
Success: Target/s suffer /s damage.
@ Success: Target/s suffer damage.

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

Effect: i ged Agility the. X
esof two targets.

Success: Affected targets suffer half damage.

{2 Success: Affected targets suffer damage + Bleeding.

Suppressive Fire 2 o
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.

Do This All Day [&] (5 +}
Action: Standard | Duration: Instant
Effect: Heal 2 points of Health for every point of Focus spent.

Inspiration ] o
Action: Standard | Duration: 1round

earshot. Tt

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

OTHER POWERS

t Mighty1e.
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Beguiling
The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

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

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

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.

Gear & Weapons
@ Sword (Range: Reach)
Melee Damage Multiplier +2.

Other Traits and Tags

Traits: Connections: Police.

Tags: Headquarters: Nightwing Restorations Ltd.,
Heroic, Public Identity, Signature Weapon: Sword.




Furious Attacks (Sharp) | (i +]
Action: Standard | Duration: Instant
{ vs Melee De st 2 targets

‘within reach.

Add +1to Melee damage bonus per 2 Focus spent.

Success: Target/s suffer % damage.

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

Fast Strikes o
Action: Standard | Duration: Instant
Effect: Make aMelee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer /zdamage.
D Success: Target/s suffer damage.

Sweep (]
Action: Standard | Duration: Instant
Effect: Make a Melee Attack vs Melee Defense against a target.
Success: Target suffers damage + Prone.
2 Success: Target suffers damage + Prone + Stunned for one
round.

Vicious Attack (Sharp) A (0]
Action: Standard | Duration: Instant
Effect: Make a Melee attack vs Melee Defense against a target.
Sums. Target suffers damage.

Target suffers double damage + Weapon Effect
(Shalpu Targetis bleeding).

Exploit (Sharp) /A (5}
Action: Reaction | Duration: Instant

Trigger: Fantastic Success with Melee and causes a min 1+
damage,

Effect: Make a Melee attack vs target’s Resilience Defense.
Success: Target suffers damage +ignore Health DR.

@ Success: Target suffers double damage + ignores Health DR
+Weapon Effect (Sharp: Target is bleeding).

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

Defense Stance (]
Action: Standard | Duration: Concentration

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

Do This All Day (5 +]
Action: Standard | Duration: Instant
Effect: Heal 2 points of Health for every point of Focus spent.

COl-EENIWING)
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Combat Reflexes

Gain one additional reaction each turn.

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

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Extraordinary Origin.

Tags: Authority, Backup, Black Market Access, Ex-
treme Appearance, Hunted, Powerful, Public Identi-
ty, Villainous.




s oo 00
ceecee
s o000
cs e
» o000
ce oo
s o000

Double Tap

Action: Standard | Duration: Instant

Success: Target suffers damage.
2 Success: Target suffers double damage + Bleeding.

Elemental Barrage (Energy)
Action: Standard | Duration: nstant
Effect:

[}

Inspiration ]
Action: Standard | Duration: 1 round

untilthe start of the character'’s next turn.

Covering Fire o
mlm Reaction | Duration: Instant
ine of sight

line of sight The at-
10 spaces of that.
check vs each target's Resilience defense.
Success: Affected targets suffer half damage.
@ Success: Affected targets suffer damage + elemental type's special
effect (Energy: Biinds target for one round).

Elemental Barrier (Energy) &
" ! )

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

Success: Target suffers damage to Focus (less Health DR).
2 Success: Target suffers double damage to Focus (less Health DR). If
age,

2 B

o

Duration: C
‘Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element. Any
attacks against them that do 20 points of damage o less are instantly
absorbed, If 20

Onafailure, the target

i B

V)

prtiod barier they're on. The barrer provides 10 points of protection.
Success: the barrier the targetis on.
target
foroneround) Trigger: D:
Elemental Blast (Energy) [(52+]

Action: Standard | Duration: Instant | Range: 10 sp.

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

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + element's

Elemental Burst (Energy) &

Action: Standard | Duration: Instant | Range: 10 sp.

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

@ Success: Target suffers double damage + element's special effect
(Energy: Blinds target for one round).
Snap Shooting (o]
Action: Standard | Duration: Instant

Effect: Make a single ranged Agility check vs the Agility defenses of
twotargets.

Success: Affected targets suffer half damage.

o

Stopping Power 2 5]

Action: Standard | Duration: Instant
Effect:

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

Suppressive Fire i
Action: Standard | Duration: nstant

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

Elemental Infusion (Energy) i
Action: Standard | Duration: Concentration
Effect: The character infuses their or ey into a handheld weapon in
their grasp.
the weapon, ad the enrgys Specl effact (Energy: Binc target for
oneround).

Effect:
an elemental power that grants damage protection to their Focus in-
stead, leaving the protection intact.

Keep Moving o
Action: Reaction | Duration: Instant
T stunned

Effect: The demoralized or stunned condition ends.

On Your Feet
Action: Reaction | Duration: Instant
T nd

Effect: All prone allies within earshot, who are able to, can immediately
stand up for free. Allies currently unable to stand up for any reason are
notaffected.

Return Fire [
Action: Reaction | Duration: Instant.

2 Success: Apply Health DR then suffer double damage to Focus +
Stunned for 1 round.

Environmental Protection L]

Action: Passive | Duration: Permanent

-]

Effect:}
or the intense radiation and vacuum of space.

Iconic Weapon £
Crimson Surfboard.

+ Summonable by Crimson Surfer.
+  GrantsFlight 2.

OTHER POWERS

3 Accuracy 2@, Discipline 2 @, Mighty 2 0, Sturdly 2 @.

CRIMSONISUREER]




RUN / CLIMB / SWIM / FLY

6 3 3 24

[ TAGS & TRAITS

Beguiling
The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

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

Dealmaker
Gain an edge on action checks that have to do with
making deals.

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

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

x4 Other Traits and Tags
Traits: Connections: Super Heroes.
MULTIPLIER Tags: Black Market Access, Inhuman Genes, Public

Identity.
+5 (W |
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Elemental Barrage i (-]

(Air/Earth/Fire/Ice/Water)

ction: Standard | Duration: Instant

Effect: The character designates a space within their line of

sight. The attack can affect every enemy within 10 spaces

of that. Make a single Ego check vs each target's Resilience
se.

Success: Affected targets suffer half damage.
(@ Success: Affected targets suffer damage + elemental type's
special effect (See below).

Elemental Blast i 0
(Air/Earth/Fire/Ice/Water)

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.

(D Success: Affected target suffers double total damage + ele-
ment’s special effect (See below).

Elemental Burst i (]
(Air/Earth/Fire/Ice/Water)

Action: Standard | Duration: Instant | Range: 10 sp.

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

@ Success: Target suffers double damage + element’s special
effect (See below).

(Air: Target is knocked prone for one round).
(Earth: Target moves at half speed for one round).

(Fire: Sets target ablaze).

(Ice: Paralyzestarget for one round).

(Water: Surprises target until the end of the next round).

OTHER POWERS

) Flight10.
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Combat Reflexes

Gain one additional reaction each turn.

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

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Gear & Weapons

@ Light Daggers (Range: Reach)

Melee Damage Multiplier +1.

Actas regular ranged weapons, but inflict Focus
damage rather than Health damage.

Light Daggers (Thrown) (Range: 5)

Agility Damage Multiplier +1.

Act as regular ranged weapons, but inflict Focus
damage rather than Health damage.

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Secret Identity, X-Gene.




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.

Slow-Motion Shoot Dodge % o

Action: Standard | Duration: Instant +1round

Effect: Make a single ranged Agility check vs the Agility de-

fenses of two targets. When this character moves, is moved, or

starts their next turn, they instantly fall prone. Until that happens,
Ilatt: i

Point-Blank Parry (2 (5}

Action: Reaction | Duration: Instant

Trigger: Enemy within 2 spaces misses an attack against the

character.

Effect: Make a ranged attack vs enemy who missed them.

Success: Enemy suffers damage.
remy suffers dot

Return Fire [
Action: Reaction | Duration: Instant

Bleeding.

(]

inst their Agi nset
Success: Affected targets suffer half damage.

(D Success: Affected targets suffer damage + character canuse
this power again against any available target.

Snap Shooting 2 [0}
Action: Standard | Duration: Instant
i 'ged Agility the Agility s
esoftwotargets.
Success: Affected targets suffer half damage.
ge + Bleeding.
Stopping Power e

Action: Standard | Duration: Instant

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

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

Suppressive Fire 2 o
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 half damage.

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

Sniping k2 (5]
Action: Standard and Movement | Duration: Instant
attack vs enemy 20+
Success: Target suffers damage.
@ Success: Target suffers triple damage.

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

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.

Fast Hands (]
Action: Passive | Duration: Permanent

Effect: The character gains one additional reaction per round
only to trigger aRanged Weapons power.

Iconic Weapon] [0}
Light Daggers.

« Actas regular knives, but inflict Focus damage rather than
Health damage.
+ Summonedat will.

OTHER POWERS

B3 Accuracy20.

b DAGGER
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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.

Skeptical
People lying to this character gain trouble on their
Ego checks to persuade the character of something.

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

Other Traits and Tags

Traits: Connections: Police.

Tags: Headquarters: Dakota North Investigations,
Heroic, Public Identity, Rich, Streetwise, Signature
Weapon: Pistol.




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. Defense Stance (]

Action: Standard | Duration: Concentration
Suppressive Fire 2 @  Effect: Any close attacks made against the character have
Action: Standard | Duration: Instant trouble until this character is successfully attacked.

Effect: Makes an Agjility attack vs target’s Vigilance defense.

romiitamiilonotmmiiainl N THER POWERS
DR + Stunned for 1round.

) Accuracy10.
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~DEMOLISHER:

Combat Reflexes

Gain one additional reaction each turn.

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

Situational Awareness
Gain an edge on initiative checks.

Gear & Weapons

@ Balland Chain (Range: Reach)
Melee Damage Multiplier +1.

@ Balland Chain (Range:5)
Agility Damage Multiplier +1.

Other Traits and Tags
Traits: Connections: Criminal.
Tags: Black Market Access, Public Identity, Signature

MELEE CLEEES Weapon: Ball and chain (throwable club), Streetwise,
5 + 4 X 3 Villainous.
e/
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Fast Attacks (Blunt) T o
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.

Hit & Run (Blunt) /A o
Action: Standard | Duration: Instant

Effect: Make a Melee attack with edge vs Melee Defense
against atarget.

Success: Target suffers damage + character can move ; their
Run Speed for free.

@ Success: Target suffers double damage + Weapon Effect
(Blunt: Target is stunned for one round) + character can move
% their Run Speed for free.

Vicious Attack (Blunt) /A (0]
Action: Standard | Duration: Instant

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

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

Whirling Frenzy (Blunt) A (5]
Action: Standard | Duration: Instant

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

Success: Target suffers % damage.

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

Exploit (Blunt) /A (5}
Action: Reaction | Duration: Instant

Trigger: Fantastic Success with Melee and causes a min 1+
damage.

Effect: Make a Melee attack vs target's Resilience Defense.
Success: Target suffers damage + ignore Health DR.

2 Success: Target suffers double damage + ignores Health
DR +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.

OTHER POWERS

£3 Mighty10,Sturdy10.

DEMOUISHERIWRECKINGICREW))
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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.

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Doombot
army).

Tags: All, Extreme Appearance, Linguist [English,
German, Hungarian, Latverian, Romani], Public Iden-
tity, Villainous.




Elemental Blast (Energy) ! (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agiiity 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 (Energy) ¥ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special

effect \ds target for or
Attack Stance [ (]

Action: Standard | Duration: Concentration
Effect: Double the character's Melee ability bonus to damage.

Defense Stance (]
Action: Standard | Duration: Concentration

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

Elemental Barrier (Energy) (5}
dard | Duration: Concentration | Range: 30 sp.

Effect: The character forms a wall (2 spaces across per rank)
of their element within range. Make an Agiity Attack vs Agility
Defense of any target in the affected spaces. On a failure, the
target chooses which side of the barrier they're on. The barrier
provides 10 points of protection.

Success: Attacker chooses the sidle of the barrier the target ison.
@ Success: As success + element’s special effect (Energy:
Blindistarget for one round).

OTHER POWERS

&3 Briliance 10, Discipline 10, Flight 10, Mighty 10,
Sturdy 2@, Uncanny 10.

DOOMBO/T;




Gain trouble when making Ego checks to persuade ® 00 0 ¢
someone to help. Gain an edge when making Ego fj® ® ¢ © ¢
checks to intimidate someone. e

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

Scientific Expertise
Gain an edge on Logic checks made when dealing

with scientific research. If they have Lab Access at the
time, gain a second edge.

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

Gear & Weapons
CLBGAES @ EggBombs (Frag Grenades) (Range: 10)
X 2 Agility Damage Multiplier x2.
Area of Effect (2 squares of epicenter)

MULTIPLIER Other Traits and Tags

Traits: Connections: Criminal, Extra Occupation.

+ 3 x3 Tags: Black Market Access, Lab Access, Public Iden-
tity, Signature Weapon: Egg bombs (frag grenades),
Streetwise, Villainous.
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Elemental Blast (Energy) @5 (5 +]
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 (Energy) @
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agilty Attack vs target's Agity Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special
effect s target for or

Battle PlanE o]
Action: Standard | Duration: 1round

Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character’s
next turn.

o

n allaction

Inspiration ]
Action: Standard | Duration: 1round
earshot. Theally
checks until the start of the character's next turmn.

OTHER POWERS

&3 Accuracy 10, Brilliance 2 @, Discipline 10.

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

Surprising Power

Jump 1: The character can choose a power they nor-
mally wouldn't be able to use. The character will still
need to have any prerequisite powers, but they can
ignore rank and origin requirements. This trait can be
selected multiple times.

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

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Extreme Appearance (in
suit), Heroic, Poor, Secret Identity.




R

Hit & Run (Blunt) /A
Action: Standard | Duration: Instant

Effect: Make a Melee attack with edge vs Melee Defense
against a target.

Success: Target suffers damage + character can move ¥ their
Run Speed for free.

2 Success: Target suffers double damage + Weapon Effect
(Blunt: Target is stunned for one round) + character can move
Y their Run Speed for free.

Spider-Dodge
Mﬂm Reaction | Duration: Instant

ny makes an Agilty attack
Effeas The stacker has trouble on the attace I gho attack
misses, the character can leap in any direction at their Jump
Speed.

OTHER POWERS

1 Sturdy180.
o Jumpi@o.
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Big (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

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

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

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

Situational Awareness
Gain an edge on initiative checks.

MELEE MULTIPLIER Other Traits and Tags
Traits: Battle Ready, Connections: Military (Inhuman
1 +1 o X7 Royal Guard).
N Tags: Extreme Appearance, Inhuman Genes, Public
MULTIPLIER Identity.
+3 |G
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Banging Heads 2 [0}
Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense of two enermies
within reach. ffeither attack fails, both fail entirely.

Success: Targets suffers damage.

(@ Success: Targets suffers damage + Prone.

Clobber &2 o
Action: Standard | Duration: Instant

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

(2 Success: Target suffers double damage + Prone.

Ground-Shaking Stomp 22 o]
Action: Standiard | Duration: Instant

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

Success: Target sifers half damage.

@ Success: Target suffers damage + Prone.

Smash X 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.

2 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 % damage.

(@ Success: Target suffers damage + Prone.

This character may then move up to Ysspeed 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 turn.

Battle PlanE (i)
Action: Standard | Duration: 1round

Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character's
next turn.

Inspiration ] (]
Action: Standard | Duration: 1round
i earshot. Tt

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

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 I2 (]
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 o
Action: Reaction | Duration: Instant

Trigger: A person the character can pick up is grabbed.
Effect: Throw the grabbed person at 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 1 space of
thetarget.

Success: Target also suffers damage.

2 Success: Target also suffers damage + Prone.

OTHER POWERS

3 Brawling @, Mighty 3 @, Sturdy 3@.
£ Jumple.
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Combat Reflexes

Gain one additional reaction each turn.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

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

Situational Awareness
Gain an edge on initiative checks.
Gear & Weapons
MELEE MULTIPLIER @ Sword (Range: Reach)
Melee Damage Multiplier +2.
6 +7 | & .
— Other Traits and Tags
CGRAY oerense ETTy | Traits: Connections: Criminal.
Tags: Hounded, Krakoan, Public Identity, Streetwise,
z 16 +2 x4 Villainous, X-Gene.
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Fast Attacks (Sharp) /A [0}
Action: Standard | Duration: Instant

Melee attack vs Melee D¢ st 2 targets
withinreach.

Success: Affected target/s suffer % damage.

Action: Standard | Duration: Concentration | Range: 400 sp.
Effect: Can sense the presence of others within range. This tells
them the person’s location and general status. It can also wden-
tify if they have super-pc not. If d
makeaLogl each target's Vigilan
Success: Target sensed.

2 Success: Target sensed+ can identify the source of any pow-

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

Fast Strikes & (]
Action: Standard | Duration: Instant

vsMelee Defer gainst 2 targets.
Success: Target/s suffer %z damage.
@ Success: Target/s suffer damage.
O Focused Fury (Sharp) i [ +]

Action: Standard | Duration: Instant
Effect: Make a Melee attack with edge vs Melee Defense
against a target. Add +1 Melee damage bonus per 2 Focus

spent.

Success: Target suffers damage.

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

Leg Sweep (5]
Action: Standard | Duration: Instant

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

= Success: Target suffers damage + Prone + Stunned for one
round.

Vicious Attack (Sharp) i o
Action: Standard | Duration: Instant
Effect: Make a Melee attack vs Melee Defense against atarget.
Success. Target suffers damage.

Target suffers double damage + Weapon Effect

(Sllarp: Target s bleeding).
Attack Stance (]

Action: Standard | Duration: Concentration
Effect: Double the character’s Melee ability bonus to damage.
Borrow Senses [-1

(]
Action: Standard | Duration: Concentration
Effect: The character can use the full senses of someone or
something with whom they have established a Telepathic
Link or bond. While they do, they retain the use of their own
senses too.

Do This All Day [ (5 +]
Action: Standard | Duration: Instant
Effect: Heal 2 points of Health for every point of Focus spent.

has.

Telepathic Link &2

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwiling, make a Logic
check vs target's Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
therest of the day.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest
ofthe day.

Exploit (Sharp) /A (5}
Action: Reaction | Duration: Instant

Trigger: Fantastic Success with Melee and causes a min 1+
damage.

Effect: Make a Melee attack vs target’s Resilience Defense.
Success: Target suffers damage + ignore Health DR.

Target suffers doubl mage +ignor lth DR
+Weapon Effect (Sharp: Target is bleeding).
Riposte (Sharp) A [0}

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 s bleeding).

Healing Factor ] [0}
Action: Passive | Duration: Instant

Effect: At the end of this character’s turn, they regain Health
equal to their Resilience Score.

OTHER POWERS

&3 Brawling @, Briliance 2 @, Mighty 10.

GORGONI(MOMISHISHIDO),
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Combat Reflexes

Gain one additional reaction each turn.

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

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

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

Small
Add + to Melee and Agility defenses and -1 from
Run Speed.

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

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

Other Traits and Tags

Traits: Connections: Outsiders, .

Tags: Al Extreme Appearance, Public Identity, Vil-
lainous.




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
within reach, plus1 per rankin spaces.

Success: Target suffers half damage.

@ Success: Target suffers damage + Prone.

SmashiZ o0
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.

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

Unrelenting Smash 2 ®
Action: Standard | Duration: Instant

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

Success: Target suffers vz damage.

(@ Success: Target suffers damage + Prone.

This character may then move up to Yzspeed 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 turn.

Macrodimensional Travel (-]
Action: Standard | Duration: Instant

Effect: The character can grow enough to travel into the Mac-
roverse, the Overspace or other dimensions of enlarged space.
They can retum totheir normal size at wil.

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.

Energy Absorbtion[] ®
Action: Reaction | Duration: Instant
Trigger: The character suffers Health damage.

ealtt M (af

applying
any DR),and add it to Focus instead. May increase Focus upto
double their regular maximum Focus. After combat, any extra
Focus gained fades away.

Note: Whenever possible, the Growing Man uses the Energy
Yy

this power, he automatically grows one size. He cannot willingly

return to his default size.

Grow 4 o
Action: Standard/Reaction | Duration: Permanent

Trigger: The character is attacked.

Effect: The character can grow up to gargantuan size. They can
return to their normal size at will

Growing Attack (5]
Action: Reaction | Duration: Instant

Trigger: The character grows.

Effect: Makes a close attack with edge.

Success: Target suffers damage for size character grows to.

2 Success: Target suffers damage for size character grows to
+Stunned.

Immovable &2 (]
Action: Reaction | Duration: Instant

Trigger: Character is knocked back/prone.

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

Quick Toss 2 o
Action: Reaction | Duration: Instant

Trigger: A person the character can pick up s grabbed

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

Success: Target also suffers damage.

@ Success: Target also suffers damage + Prone.

OTHER POWERS

11 Mighty30.
B Jumple.

GROWINGIMAN)
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Combat Reflexes

Gain one additional reaction each turn.

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

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

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.

Gear & Weapons
@ BowandArrow (Range:15)
Agility Damage Multiplier +1.

Other Traits and Tags

Traits: Connections: Police, Connections: Super He-
roes, Extra Occupation.

Tags: Black Market Access, Heroic, Mentor: Hawkeye
(Clint Barton), Public Identity, Signature Weapon:
Bow and arrow.




Double Tapk? [0}
Ao Um0 OTHER POWERS

Success: Target suffers damage. A
S Success: Target suffers double damage + Bleeding. curacy 20.
Snap Shooting % o

e o o o o Action:Standard | Duration: Instant

> o 0 0 o 'ged Agiil ckvs th y 15~

e o o o of esoftwotargets.
Success: Affected targets suffer half damage.

e age + Bleeding,

cecee
» o o o o { Stopping Power 2 (]
® o o o o Action:Standard | Duration: Instant

Effect: The character makes aranged attack onan enemy.

_ Success: Target suffers damage.
@ 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.

Attack Stance (]

dar : Concentration
Effect: Double the character’s Melee ability bonus to damage.

Defense Stance (]
Action: Standard | Duration: Concentration

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

VAW KEVEXATE]
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Font of Information
Gain an edge on Logic checks having to do with
knowledge.

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

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Scientific Expertise

Gain an edge on Logic checks made when dealing
with scientific research. If they have Lab Access at the
time, gain a second edge.

Small
Add + to Melee and Agility defenses and -1 from
Run Speed.

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

Gear & Weapons
@ Opti-Blaster (Range: 10)
Agility Damage Multiplier +1.
Blinds the target on a Fantastic success.

Other Traits and Tags

Traits: Connections: Community, Extra Occupation.
Tags: AL, Extreme Appearance, Heroic, Lab Access,
Public Identity.

Note: Not all HE.R.B.LE. units are equipped with
weapons. Such non-security units can fly but are
otherwise no more powerful than an average civil-
ian (see that profile in the Core Rulebook).




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 % o
Action: Standard | Duration: Instant

ged Agii ck vs th ity 1S
esoftwotargets.
Success: Affected targets suffer half damage.

rage + Bleeding.
Suppressive Fire
Action: Standiard | Duration: Instant
1 vstarget's

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

Shiping 2 (5}
Action: Standard and Movement | Duration: Instant

Effect: Makes a ranged attack vs enemy 20+ spaces away.
Success: Target suffers damage.

@ Success: Target suffers triple damage.

Return Fire (2 (]

Action: Reaction | Duration: Instant
i my dec the character.

Effect: Make an Agility attack vs target’s Vigilance defense.

Success: Apply Health DR then suffer damage to Focus.

@ Success: Apply Health DR then suffer double damage to

Focus + Stunned for 1round.

Iconic Weapon ] o

Opti-Blaster.

« Agility Damage Muttiplier +1.

« Works like a regular pistol, but blinds the target on a Fan-
tastic success.

OTHER POWERS

83 Accuracy 10, Flight 10, Sturdy 10.
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Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fresh Eyes
Gain an edge on Logic checks when faced with

something for the first time.

Monster
Gain an edge whenever they attempt to intimidate
someone.

Situational Awareness
Gain an edge on initiative checks.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
DlIBARMIES against people inclined to dislike them.

x5 Other Traits and Tags
Traits: Battle Ready, Connections: Military (Hydra).
YTy MULTIPLIER Tags: Extreme Appearance, Mute (can only speak in
eldritch gibberish), Public Identity, Villainous.
+1 |RE]
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Reverse Punch T

» o o o o { Action:Standard | Duration: Instant.

R

oo o o o Effect:

Action: Movement | Duration: C¢

Effect: Makes a close attack with edge.
Success: Full damage.
@ Success: Double full damage + stunned for 1round

Bounce Back ¥ (]
Action: Reaction | Duration: Instant
Trigger: The character suffers damage fromafalloris knocked

prone.
Effect: The fall doesn't damage the character. If they are prone,
they stand up. If they'd like, they can also jump a number of
spaces, up to their Run Speed.

Coiling Crush 3 [}
Action: Reaction | Duration: Instant
Trigger: The character grabs an enemy.

Rui

ibles,

Climb

During the character’s subsequent
turns, they can spend their movement action to make a Melee
check against the enemy’s Resilience. If this succeeds, they in-
flict damage. On a Fantastic success, they do double damage
instead. Paralyzed enemies may attempt to break free (Melee
check vs Melee defense).

Success: Target is Paralyzed,
(D Success: Target suffers damage + Paralyzed.

Slip Free & (0]
Action: Reaction | Duration: Instant

Trigger: The character is grabbed o pinned.

Effect: The character is not grabbed or pinned.

Additional Limbs £ (]
Action: Passive | Duration: Permanent

Effect: Lift objects, use tools or otherwise take actions that nor-
mally require the use of a hand. Also grants an edge in Melee
and Agility checks.

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

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

Ith Damage Reduction 2 and double ed
Agility checks for contortion and escape.

Rubberneck % o
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.

OTHER POWERS

3 Mighty 2@, Uncanny10.
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Gain an edge on Ego checks to persuade charac-
ters they are speaking to for the first time.

Situational Awareness
Gain an edge on initiative checks.

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

Other Traits and Tags

Traits: Connections: Criminal.

Tags: Black Market Access, Secret Identity, Sorcer-
ous, Streetwise, Supernatural, Villainous.

Note: The night he got his powers, Parker Robbins
was approached in an alleyway by a recruiter for
Hydra. On Earth-616, Robbins beat this recruiter
senseless. On Earth-56438, he accepted the offer.




Bolts of Balthakk =
Action: Standard | Duration: Instant | Range: 20 sp.
hed o

0

g g
inline of sight. Add +1to Agility damage bonus for every 2 points
of Focus spent.

Success: Target suffers total damage.

2 Success: Target suffers double total damage + Stunned for
Tround.

Double Tap 2 o
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
Effect: \ged Agility check vs t y 1
esof two targets.
Success: Affected targets suffer half damage.

g ding.
Stopping Power (5]

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.

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

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

Success: Affected targets suffers half damage.

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

Invisibilty &= (5]
Action: Standard | Duration: Concentration

Effect: The character becomes invisible gaining an edge on
Agilty checks using stealth and enemmies gain trouble on Vigi-
lance checks to perceive them. If a character is not moving, the
opponent must actively search for the character to be able to
makea Vigllance check.

OTHER POWERS

B Accuracy10,Flight10.
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Combat Expert
Gain an edge on Melee attacks against enemies of p © © o o ¢
Rank1.

Combat Reflexes

Gain one additional reaction each turn.

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

Situational Awareness
Gain an edge on initiative checks.

HEALTH
Gear & Weapons
@ Pistol (Range: 10)
Agility Damage Multiplier +1.
@ Rifle (Range: 20)

Agility Damage Multiplier +1

MELEE MULTIPLIER :
+2 2 Other Traits and Tags
X Traits: Battle Ready, Connections: Military (Hydra).
N— Tags: Secret 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.

Snap Shooting 2 o
e o o o o Action:Standard | Duration: Instant
» o 0 0 o ged Agility check vs th y s-
o o o o o esoftwotargets

Success: Affected targets suffer half damage.
v oo e

rage + Bleeding.

cecee
» * o o ¢ { Suppressive Fire i (0]

® e o o o 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 e
Action: Standard | Duration: Instant

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

Success: Affected targets suffers half damage.

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

Battle Plan & o
Action: Standard | Duration: 1round

Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character's
next turn.

Inspiration £] (0]
Action: Standard | Duration: 1round

arshot. Tt

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

Combat Trickery L1 (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.

Keep Moving El o
Action: Reaction | Duration: Instant

Trigger: An ally in line of sight and earshot is demoralized or
stunned.
Effect: St dl condiiti nds.

HYDRAIOEEICER]
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RUN / CLIMB / SWIM / FLY
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Beguiling
The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

Big (Reach2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, andincreases reachto 2.

Combat Expert

Gain an edge on Melee attacks against enemies of
Rank1.

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

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Connections: Super Heroes.

Tags: Black Market Access, Eternally Immortal, Hero-
ic, Mahd Wy'ry, Secret Identity.




Banging Heads 2 [0}
Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense of two enemies
within reach. If either attack fails, both fail entirely.

Success: Targets suffers damage.

(@ Success: Targets suffers damage + Prone.

Clobber &2 o
Action: Standard | Duration: Instant

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

(2 Success: Target suffers double damage + Prone.

Elemental Barrage (Energy) & (5]
Action: Standard | Duration: Instant

Effect: The character designates a space within ther fine of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target's Resiience
defense.

Success: Affected targets suffer half damage.

frected fer d

g tal type's
special effect (Energy: Blinds target for one round).

Elemental Blast (Energy) ¥ 60
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.

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

Elemental Burst (Energy) o
Action: Standard | Duration: Instant | Range: 10 sp.

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

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

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

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

Success: Target suffers half damage.

@ Success: Target suffers damage + Prone.

Smash 2 0
Action: Standard | Duration: Instant

Effect: Makes a close attack with edge. Add +1 to Melee dam-
agebonus per 2 Focus SDenl

Success: Target suffers dama

@ Success: Target suffers doub\e damage + Stunned for 1
round.

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 I2 (]
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 o
Action: Reaction | Duration: Instant

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

Effect: Throw the grabbed person at 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 1 space of
thetarget.

Success: Target also suffers damage.

2 Success: Target also suffers damage + Prone.

Environmental Protection L] (]
Action: Passive | Duration: Permanent

Effect: Not harmed by intense cold or heat, the pressure of the
deep seas or the intense radiation and vacuum of space.

OTHER POWERS

£3  Accuracy 1, Brilliance 10, Discipline 2 @, Flight 2 @,
Mighty 3@, Sturdy 3 0.

HYPRERION]




oo S e e = o oo o/ ofe ofe

UMAN RDYAI. GUA

e o 0o 00000000

First Aid

Gain an edge on Logic checks to stop bleeding. ® 00 0 ¢

cse e
Situational Awareness R
Gain an edge on initiative checks. LU )

Tech Reliance @ ‘

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

Gear & Weapons

@ Energy Lance (Range: Reach +1)
Melee Damage Multiplier +1.
Uses Elemental powers when used as a ranged
weapon.

Other Traits and Tags
Traits: Battle Ready, Connections: Military (Inhu-
mans).

MELEE CLEEES Tags: Inhuman Genes, Public Identity.
1 +2
N’/
MULTIPLIER
+2 (]
-/
DEFENSE
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Elemental Blast (Energy) ! (5 +]
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 (Energy) ¥ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make aranged Agilty Attack vs target's Agity Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special

effect \ds target for or
Snap Shooting 2 (o]
Action: Standard | Duration: Instant

i ged Agility check vs th y S
esoftwo targets.
Success: Affected targets suffer half damage.

ge + 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 for 1round.

OTHER POWERS

&3 Accuracy 10, Discipline 1@, Mighty 10, Sturdy 10.

INHUMANIROYANGUARD,




RUN / CLIMB / SWIM / FLY

5 3 3 15
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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.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next 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.

Other Traits and Tags
Tags: Extreme Appearance (in battle suit), Heroic,
Lab Access, Mentor: Tony Stark, Public Identity.




Elemental Blast (Energy) @5

Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agiiity 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 +

Environmental Protection 8L]

o

Action: Passive | Duration: Permanent
Effect: Not harmed by intense cold or heat, the pressure of the

element’s special effect ds target for one round).

Elemental Burst (Energy) @ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special
effect s target for or

Elemental Push (Energy) @F”
Action: Standard | Duration: Instant

Effect: Make an Ego attack vs target's Agilty defense.
Success: Move the target in any direction, up to 1space x char-
acter’srank.

o

ess + L Prone +
element’s special effect (Energy: Blinds target for one round).

Elemental Barrier (Energy) @ (5}
Action: Standard | Duration: Concentration | Range: 50 sp.
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 in the affected spaces. On a failure, the
target chooses which side of the barrier they're on. The barrier
provides 10 points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Energy:
Blinds target for one round).

theinter 'd vacuum of space.

OTHER POWERS

3]

Accuracy 10, Brilliance 2 @, Discipline 10, Flight 280,
Mighty 180, Sturcy 2 8.
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Combat Reflexes

Gain one additional reaction each turn.

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

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

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

Gear & Weapons
@ Sword (Range: Reach)
Melee Damage Multiplier +2.

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Heroic, Mentor: Iron Fist
(Danny Rand), Mentor: Shang-Chi, Public Identity,
Supernatural, Young.




Chain Strikes (-]
Action: Standard | Duration: Instant

Effect: Make a Melee Attack with edge vs a target’s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Counterstrike Technique (5}
Action: Reaction | Duration: Instant

Trigger: Wt isactive, aclos st this
character does damage.

Effect: The attacker also suffers half their regular damage to
themselves.

Exploit (Sharp) /A (5}
Trigger: Fantastic Success with Melee and causes a min T+

Effect: Make a Melee attack vs target’s Resilience Defense.

2 Success: Target suffers double damage + ignores Health DR

Fast Strikes ©  Action: Reaction | Duration: Instant
Action: Standiard | Duration: Instant
vsMelee Defenseagainst 2targets.  damage.
Success: Target/s suffer %z damage.
T Success: Target/s suffer damage. Success: Target suffers damage-+ ignore Health DR
0O Focused Strike @O  +Weapon Effect (Sharp: Target s bleeding).
Action: Standard | Duration: Instant
Effect: Make a Melee attack vs Melee Def tatarget. R Mor 1 Throw

Add+to P P!

Success: Target suffers total damage.

@ Success: Target suffers double total damage + Stunned for
one round,

Leg Sweep @ e
Action: Standard | Duration: Instant

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

2 Success: Target suffers damage + Prone + Stunned for one
round.

Vicious Attack (Sharp) i [0}
Action: Standard | Duration: Instant

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

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

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

Defense Stance o
Action: Standard | Duration: Concentration

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

Do This All Day [

Action: Standard | Duration: Instant

0

Effect: Heal 2 points of Health for every point of Focus spent.

(]
Action: Reaction | Duration: Instant
Trigger: While Defense Stance is active, a close attack against
the character misses.
Effect: Attacker knocked prone and suffers half the damage
their attack would have inflicted if it had succeeded.

OTHER POWERS

tl Mighty20.
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Combat Reflexes

Gain one additional reaction each turn.

Eidetic Memory

The character rarely forgets anything. If their player
forgets something, they can ask the Narrator to re-
mind them.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fearless
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.

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

Situational Awareness
Gainan edge oninitiative checks.

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Kang's
Army), Extraordinary Origin.

Tags: A.l, Chaotic, Extreme Appearance, Public
Identity, Supernatural.




R

Elemental Blast (Energy) @5
Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agiiity 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 (Energy) @ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special
effect s target for or

Copy Ability @ (]
Action: Standard | Duration: Concentration | Range: 10 sp,

Effect: Pick one ability score of another character in range and
duplicateit. You now use that ability score in place of your own

Copy Power BZZ (5}
Action: Standard | Duration: Concentration | Range: 10 sp.
Effect: Pick one power of another character in range and dupli-
cateit as if it was always yours. When using such a power, they
must pay any cost normally as well,

G Dampen Power @%Z (V]

\dard | Duration: Concentration | Range: 20 sp.
Effect: Choose one power from another character withinrange.
Makes an Ego attack against them.

Elemental Protection 3 (Energy) @5 ®
Action: Standard/Reaction | Duration: Concentration

Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 30 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 30 points of damage, it destroys the
protection.

Elemental Reinforcement (Energy) @5 O
Action: Reaction | Duration: Instant

Trigger: Damage gets through an elemental power

Effect: The character can transfer any Health damage that gets.
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

Probability-Manipulation Hex @ = o
Action: Standard)/Reaction | Duration: Concentration

Effect: When an ally within 5 spaces times the character’s rank
attempts a check on which they have trouble, this hex elimi-

T nd gives th
Environmental Protection @8[] (]

Action: Passive | Duration: Permanent
Effect: Not harmed by intense cold or heat, the pressure of the
deep seas or theintense radiation and vacuum of space.

Heightened Senses 1@E1 [0}
Action: Passive | Duration: Permanent

things roughly twice as far l. Gain
edge on Vigilance checks to perceive things, and enemies have

Success: Tamp the power down. If the power has ranges or ef-
fective areas or durations, these are halved. If the power affects
adamage multiplier, subtract 1from the effect. The power can
no longer enjoy Fantastic successes. If the power has a Focus
cost, the character must also pay that cost to dampenit.

el

Elemental Barrier (Energy) @
Action: Standard | Duration: Concentration | Range: 50 sp.
Effect: The character forms a wall (2 spaces across per rank)
of their element within range. Make an Agility Attack vs Agiility
Defense of any target in the affected spaces. On a failure, the
target chooses which side of the barrier they're on. The barrier
provides10 points of protection.

Success: Attacker chooses theside of the barrier the target s on,
@ Success: As success + element’s special effect (Energy:
Blinds target for one round).

trouble on checks th ‘ the character.

OTHER POWERS

) Accuracy 2 8, Discipline 2 80, Mighty 1
Sturdy 4 80, Uncanny 4 B0, Wisdom B

ISIS{(ROBOM)




AGILITY

VIGILANCE

Logic

DEFENSE

13

DEFENSE

13

DEFENSE

17

DEFENSE

18

+7

MULTIPLIER

X6

MULTIPLIER

x6

MULTIPLIER

X6

MULTIPLIER

x8
[ |

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

Combat Reflexes

Gain one additional reaction each turn.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

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

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.

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes.
Tags: Black Market Access, Heroic, Hounded, Kra-
koan, Public Identity, X-Gene.
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Telekinetic Barrier (-]

Effect:
per rank. Makesa L

ineti es Attacks
Telekinetic Attack ° on the barrier are against the character's Logic defense. Any attacks on it that do
10 points of damage or less are instantly absorbed, and the barrier continues. If an
m‘ "mi':;;ﬁj;‘k Vs target's Melee dfense. attack does more than 10 points of damage, it destroys the bartier. Either way, the
2 Succes
Telekineti a a the barier the pon+
elekinetic Grab Loty
Breaking ree ineti ipulation
requires TN20 Melee check. 1 °
Success: Trgetisgrabbed with the character fonisedeil
N rocter con manipuiate objects i thei ne o siht with ther mind. The
S Success: Target s gral with the: mavactwsmmd Pined, size of the object is determined using the number of ranks the character has in
Telepathlc Blast &1 @  the Briliance power (see Mighty).If opposed, make a Logic check vs opponent's
Action: Standard | Duration: Instant Agilty defense.
zfmmueaLogv;anauws«argammomgm L) ey
‘Success: Target suffers damage to Focus. TeleDathlc Link 1 \ 4]
el Range: Unlimited
Effect:
make a Logic check vs targets Vigiance defense. On a faiure,the character cannot
Can commuricate with the target for one round,
DSuccess:
Cloak 1 ; ©  TelepathicN: 2] )
‘tﬁoﬂ:S&ar‘daﬁd | Duration: Concentration
™ ‘willing, linked people, each
todetect the character is the character s Logic defense. of whom they have met or seen before. The group can number up to five people
a per rax
Cloak GIOI-IP - o |rwo?ved is in the same dimension.

er person perrank w10 soaces—wtth range. TN to detect the character is the
character's Logic defen:

2] [}

Action:Standard | Duration: Concentration

Telepathic Link and who
Command @  hasnoFocus eft Mak The
Action: Standard | Duration: round ftof o wmber
Effect: Make a Logic check vs Logic defense of target with an existng Telepathic e oo
Lk, Grea commare they cancormpleten a sl acton. I canrm some: (0% 78108
pulerition the torget Ifthe torget
Success: The target v tag, they get adouble edge.
e e aginst | SU5ceSS: Tokesoverth argetsbocly competey
thssemetarget
Edit Memory [ ®
Action: Standard | Duration: Permanent
pat rget. The it
would be tointegrate tinto the target's other memories Telekinetic Protection 2 L]
Memories successfully altered. Ama:Standavd/Rymon | Duration: Concentration
S Success:
fanattack>
Mental Shelter [ © 200
i i 0: o . " P
Thepro- E o
! N Trigger: A character Using a telkinetic power that arants demage protection is
Mind Interrogation 1 ©  attacked
Action: Standlard | Duration: 1round Effect:
3 the mind of they a their
Telepathic Link. This reqires a Logic check vs target's Logic defense.
@ Success: As success bt information more complex.
Mind Reading 1 o

Action: Standard | Duration: round
Effect:

Telepathic Link Makeal
Canread the target's surface thoughts.

2 Success: As success but can ask a single smple question and get the answer

from the target's mind.

Orders (]
Action: Standard |
Effec:Ghvesan e o a taget .Mm whom they've estabished a Telepathic Link

Ifitinwol

OTHER POWERS

U Eriliance 20, Uncanny 20,
] D¢

iation @ Domination @

th
Success: Target complies with the orders.

against this same target.

Astral Form @, Domination @ Memory Biip ©.
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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.

Audience

By making an Ego check, the character can persuade
their audience to provide help in the form of informa-
tion or resources. The Narrator determines the TN of
the Ego check based on the favor requested.

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

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

Pundit
Gain an edge on Ego or Logic checks made when
giving their opinion via media.

Skeptical
People lying to this character gain trouble on their
Ego checks to persuade the character of something.

Other Traits and Tags
Traits: Connections: Sources.
Tags: Heroic, Public Identity.




Banging Heads
Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs the Melee Defense of two
enemies within reach. If this attack fails against either target, it
fails entirely.

Success: Both targets suffer damage.

{2 Success: Both targets suffer damage + prone.

o o o o of Inspirationt] (]

» o o o o { Action:Standard | Duration:1round

AR inearshot. Theally nallaction
hecks untilthe start of the character's next tum.
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

Combat Reflexes

Gain one additional reaction each turn.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

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

Other Traits and Tags
Traits: Battle Readly.
Tags: Authority, Powerful, Secret Identity, Villainous.




Elemental Barrage (Energy) @
Action: Standard | Duration: Instant

Effect: The character deslgnates a space within their line of sight.
Al 10 sp: f that Makea
single Ego check vs each lavget 's Resilience defense.

Success: Affected targets suffer half damage.

@ Success: Affected targets suffer damage + elemental type's

Time Travel @735 [o]
| D

Effect: Instantly moves between universes.

Time Travel Other @75 (-]

Action: Standard/Movement/Reaction
Trigger: The target is grabbed.
Duration:

rget for

Elemental Blast (Energy) @5 00
Action: Standard | Duvaiiwn' \nstanﬂ Raﬂgef 10sp.

s Agil-
ity Defense. Add +1 to me chavacters Agility damage bonus for

every 2 points of Focus spent.

Success: Affected target suffers total damage.

@ Success: Affected target suffers double total damage + ele-
ment" target for

Elemental Burst (Energy) @5 [0}
Action: Standard | Duration: Instant | Range: 10 sp.

ged Agilty Atta get's Agility Defense.
Success: Target suffers damage.
@ Success: Target suffers double damage + element's special
effect (Energy: Blinds target for one round).

Fast Strikes o

Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer % damage.

D Success: Target/s suffer damage.

Attack Stance [ (]
Action: Standard | Duration:: Concentrauon

Effect: Dc \aracter d:
Defense Stance (]

Action: Standard | Duration: Concentration
Effect: Any close attacks made against the character have trou-
ble untilthis character is successfully attacked.

Do This All Day (5 +]
Action: Standard | Duration: Instant
Effect: Heal 2 points of Health for every point of Focus spent.

Elemental Bamer (Energy) I e

dard | Sp.
Effect: The charac‘rer fovms a wall (2 spaces across per rank) of
their element within range. Make an Agility Attack vs Agility De-
fense of any target in the affected spaces. On a failure, the target
chooses which side of the barrier they're on. The barrier provides
'IO poln!s of| pro!ectlon

the barrer the targetis on
m Success: As success + element’s special effect (Energy: Blinds
target for one round).
Time Portal @ (]
Action: Standard | Duration: Concentration

Effect: Open a portal next to them that moves anything that en-
ters t between that space ar Closeat wil

Effect: Makes an Ego check against the Vigilance Defense of a
grabbedtarget
Success: Send the target to power destination.

Time Travel Together @75
Action: Standard/Movement/Reaction

Trigger: The target is grabbed.

Duration: Instant

Effect: Moves to power’s destination, taking any person they
are touching with them. If target unwilling, character must grab
them first.

| REACTIONS _ Hm J

o

Elemental Protection 2 (Energy) @ @
\dard/Reaction

Trigger: The ch:r/acter is attacked or otherwise in danger.

Effect: The lement. Any

attacks against them that do 20 points of damage or less are in-
stantly absorbed, and the protection continues. If an attack does
more than 20 points of damage, it destroys the protection.

OTHER POWERS

3 Brilliance 2 @, Discipline 2 @, Mighty 2 @, Sturdy 2 @.
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Combat Reflexes

Gain one additional reaction each turn.

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

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

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

Other Traits and Tags

Traits: Connections: Community, Connections: Su-
per Heroes, Extra Occupation, Extraordinary Origin.
Tags: Black Market Access, Extreme Appearance,
Inhuman Genes, Public Identity.




Fast Strikes & o
Action: Standard | Duration: Instant
Effect: MakeaMelee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer Yzdamage.
D Success: Target/s suffer damage.

Focused Fury (Blunt) /A (5 +]
Action: Standard | Duration: Instant

Effect: Make a Melee attack with edge vs Melee Defense
against a target. Add + Melee damage bonus per 2 Focus
spent.

Success: Target suffers damage.

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

Leg Sweep & (]
Action: Standiard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense againsta target.
Success: Target suffers damage + Prone.

3 Success: Target suffers damage + Prone + Stunned for one
round.

Vicious Attack (Blunt) it (0]
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
(Blum: Target is stunned for one round).

Attack Stance (]
\dard | Duration: Concentration

Effect: Double the character’s Melee ability bonus to damage.

Defense Stance (]

Action: Standard | Duration: Concentration
Effect: Any close attacks made against the character have
trouble until this character is successfully attacked.

Do This All Day (5 +]
Action: Standard | Duration: Instant
Effect: Heal 2 points of Health for every point of Focus spent.

Regain Focus o
Action: Standard | Duration: Instant
Effect: Recover Focus equal to Vigilance.

Brace for Impact & (5}
Action: Reaction | Duration: Instant

Trigger: Enemy deals physical damage to the character.
Effect: For every point of Focus spent, the character canignore
1point of Health damage dealt by the attack.

Counterstrike Technique (5}
Action: Reaction | Duration: Instant

Wt acloseat st this
character does damage.

Effect: The attacker also suffers half their regular damage to
themselves.

O Exploit (Blunt) (-}
Action: Reaction | Duration: Instant

Trigger: Fantastic Success with Melee and causes a min T+
damage.

Effect: Make a Melee attack vs target’s Resilience Defense.
Success: Target suffers damage +ignore Health DR

@ Success: Target suffers double damage + ignores Health
DR +Weapon Effect (Blunt: Target s stunned for one round).

Iconic Weapon[] o
Karnak’s Hands

« Actasmelee weapons with the Blunt type.
Unflappable Poise [0}

Action: Passive | Duration: Permanent

Effect: Any close attacks against this character gain trouble.
While they use Defense Stance, such attacks have double
trouble.

Untouchable Position (o]
Action: Passive | Duration: Permanent

Effect: If character attacked, all other close attacks against
them gain trouble until start of their next tum.

OTHER POWERS

3 Mighty 2@,Sturdy 20,
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Big (Reach 2)
Gain -1to Melee and Agility defenses, add +1 to Run
Speed, and increases reach to 2.

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

Situational Awareness
Gain an edge on initiative checks.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Extreme Appearance,
Inhuman Genes, Mute (can only bark), Public Identity.

[ S & TRAITS




Teleport Object [ 1]
Action: Standard | Duration: Permanent
Effect: The character can teleport along with them an object
‘within reach as far away as their Teleport power normally allows
them. The object (and things attached to or inside of it) can be
Up to their rank in sizes bigger than them.

Blink £ (]
i dard/Movement/Reaction | D

Trigger: The character is attacked.

Effect: The character teleports into a clear space they can see

ort uptotheir If sor

about to attack them and they are now out of reach or line of

sight, tt matically fails. If th hor

line of sight, the attack has trouble instead

Dimensional Travel 73 (1]
Action: Standard/Movement | Duration: Instant
Effect: Instantly moves between universes.

Dimensional Travel Together 1]
Action: Standard/Movement/Reaction

Trigger: The target is grabbed.

Duration: Instant

Effect: Moves to power’s destination, taking any person they
are touching with them. If target unwiling, character must
grabthemfirst

Multiversal Travel 75 ]
Action: Standard/Movement | Duration: Instant
Effect: Instantly moves between universes.

Multiversal Travel Together . [10]
Action: Standard/Movement/Reaction
Trigger: The target is grabbed.

Duration: Instant

Effect: Moves to power’s destination, taking any person they
are touching with them. If target unwiling, character must
grabthem first.

Teleport 2 [0}
Action: Standard or movement | Duration: Instant

Effect: The character teleports into a clear space they can see
or have been to, up to 10 times their rank in spaces away. Out-
side of combat, the character can teleport up to 1,000 times
their rankin spaces away.

Teleport Blind [
Action: Standard or movement | Duration: Instant
Effect: The character teleports to someplace they've never
been and never seen, up to 10 times their rank in spaces away.
Outside of combat, they can teleport up to 100 times their rank
in spaces away. If the character teleports into something solid,
they areautomatically pushed out of it but suffers damage from
the disruption equal to a standard action check. The damage
multiplier is 1 for every space they must move to reach a clear
area, If this kills them, their bodly is trapped inside the material
they teleportedinto.

Teleport Together [

Action: Standard/Movement/Reaction | Duration: Instant
Trigger: The target is grabbed.

Effect: The character teleports, taking any person they are
touching with them, into clear spacesthey cansee or have been
to, upto 10 times their rank in spaces away. Outside of combat,
they can teleport up to 100 times their rank in spaces away. If
the target does not wish to be teleported, the character must
grabthemfirst.

OTHER POWERS

£ Mighty10,Sturdy10.
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Dealmaker

Gain an edge on action checks that have to do with ® 0 0 0
making deals. DR
e oo o
Legal Eagle esoee
Gain an an edge on Logic checks when dealing with °.°
legalities. d

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

Other Traits and Tags

Tags: Authority, Hounded (outside ancient Egypt),

CEBilAE Krakoan, Powerful (within ancient Egypt), Public
X 2 Identity, X-Gene.
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Fast Strikes

Action: Standard | Duration: Instant
Effect: MakeaMelee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer Yzdamage.

D Success: Target/s suffer damage.

ESPLI o
Action: Standard | Duration: Conc. | Range: 200 sp.

Effect: Can sense the presence of others within range. This tells
them the person's location and general status. It can aiso den-
tify ifthey have:
make a Logic check vs each target <Viglance defense,
Success: Target sensed.

S Success: Target sensed +canidentify the source of any pow-
ersthe target has.

Inspiration £ (0]
Action: Standard | Duration: 1round

i T nallaction
checks until the start of the character’s next turn.
Mind Interrogation &1 (5]

Action: Standard | Duration: 1round

Effect: Delve into the mind of a single person with whom they
have established a Telepathic Link. This requires a Logic check
Vs target's Logic defense.

Success: Can ask a single simple question and get the answer
from the target's mind!

D Success: As success but information more complex

Mind Reading 1 o

Action: Standard | Duration: 1round

Effect: Can read the thoughts of a single person with whom

they have established a Telepathic Link. Make a Logic check vs

target’s Logic defense.

Success: Can read the target's surface thoughts.
I butcanaska

get the answer from the target’s mind

Telepathic Link [

Action: Standard | Duration: Concentration | Range: Unlimited
Effect: Can communicate telepathically with one person they
have met or seen before, providing both character and target
are in the same dimension. If target is unwilling, make a Logic
check vs target’s Vigilance defense. On a failure, the character
cannot attempt to communicate with the target in this way for
therestof theday.

Success: Can communicate with the target for one round.

@ Success: Target cannot shut the character out for the rest
oftheday.

onand

Combat Trickery L1

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.

OTHER POWERS

t3  Briliance10.
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RUN / CLIMB / SWIM / JUMP

The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

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

Leverage
Gain an edge on Logic checks to investigate peo-
ple and on Ego checks to persuade people they've
investigated.

Gear & Weapons

@ Submachine Gun (Range:10)
Agility Damage Multiplier +1.
This weapon can attack up to three targets
in adjacent spaces to which the attacker can
draw aline of sight. Make a single attack rolland
compare it to the Agility defense scores of the
targets. Split the damage from that roll equally.
Attacks with this weapon against targets 5
spaces away or fewer have trouble.

Other Traits and Tags

Traits: Connections: Criminal, Connections: Espio-
nage, Extra Occupation.

Tags: Black Market Access, Secret Identity, Street-
wise, Signature Weapon: Submachine gun.




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.

Fast Strikes & o
Action: Standard | Duration: Instant
Effect: Make aMelee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer Vzdamage.
D Success: Target/s suffer damage.

Snap Shooting 2 [0}
Action: Standard | Duration: Instant
i ged Agiity the Agility s
esoftwotargets.
Success: Affected targets suffer half damage.
ge + Bleeding.
Attack Stance [ (]

Action: Standard | Duration: Concentration
Effect: Double the character's Melee ability bonus to damage.

Counterstrike Technique (5}
Action: Reaction | Duration: Instant

Trigger: Wt isactive, aclos st this
character does damage.

Effect: The attacker also suffers half their regular damage o
themselves.

Point-Blank Parry 2 (5}

Action: Reaction | Duration: Instant

Trigger: Enemy within 2 spaces misses an attack against the

character.

Effect: Make a ranged attack vs enemy who missed them.

Success: Enemy suffers damage.
remy suffers dot

Bleeding.

OTHER POWERS

) Accuracy20.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

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

Scientific Expertise

Gain an edge on Logic checks made when dealing
with scientific research. If they have Lab Access at the
time, gain a second edge.

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

Other Traits and Tags
Tags: Heroic, Lab Access, Public Identity, Signature
Weapon: Pistol.




Suppressive Fire (2 O KeepMoving o

Action: Standard | Duration: Instant Action: Reaction | Duration: Instant
1 Agility target . Trigger: An ally in line of sight and earshot is demoralized or
Success: Target suffers Focus damage after Health DR. stunned.

2 Success: Target suffers double Focus damage after Health  Effect: The demoralized or stunned condition ends.

OTHER POWERS

DR+ Stunned for Tround.

» o o o o { Inspirationf]
e ® o e ]| Action:Standard | Duration:1round

T \earshot. Tr
checks until the start of the character's next turn.

£ Briliance10.

MADDY,




Gain trouble when making Ego checks to persuade ® 00 0 ¢
someone to help. Gain an edge when making Ego fj® ® ¢ © ¢
checks to intimidate someone. e

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

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

Other Traits and Tags
Traits: Connections: Criminal
Tags: Black Market Access, Public Identity, Street-

—— wise, Signature Weapons: Pistols or clubs
MELEE MULTIPLIER 9 PO
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Double Tap 2 [0} e e e
Action: Standard | Duration: Instant

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

{2 Success: Target suffers double damage + Bleeding.

Fast Attacks (Blunt) /i (]
e o o o o Action:Standard | Duration: Instant
s o 0 0 0 Melee Defe inst 2 targets

o o o o of withinreach

e o o o { Success Affectedtarget/ssuffer s damage.

ffected ar d this chy
® ® ® * °| maymakeabonusattack vsanother target within reacl
v o000
e o o o o| Suppressive Fire i (]
Action: Standiard | Duration: Instant
1 lity vstarget's

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

Vicious Attack (Blunt) i (0]
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).

MAGGIATOUGH
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

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.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

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




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 % o
Action: Standard | Duration: Instant
'ged Agiil ck vs tr y 15~
esoftwotargets.
Success: Affected targets suffer half damage.
\age + Bleeding.

Battle PlanE o]
Action: Standard | Duration: 1round

Effect: The character inspires one or more allies of their choice
in earshot, up to the character’s Vigilance. Inspired allies gain
an edge on all action checks until the start of the character’s
next turn.

Inspiration £ (0]
Action: Standard | Duration: 1round

earshot. Theally
checks until the start of the character's next turn.

n allaction

Action: Standard and Movement | Duration: Instant

attack vs enemy 20+

Success: Target suffers damage.
2 Success: Target suffers triple damage.

Change of Plans El (5}
Action: Reaction | Duration: 1round

Trigger: An ally has trouble on an action check.

Effect: The ally gains an edge on that action check.

Keep Moving o
Action: Reaction | Duration: Instant

Trigger: An ally in line of sight and earshot is demoralized or
stunned.
Effect:

tunned

dition ends.

OTHER POWERS

) Accuracy10.
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‘MAY. PARKER

RUN / CLIMB / SWIM / JUMP

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

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

Honest

Gain trouble when making an Ego check that in-
volves telling a lie. However, gain an edge on any
friendly Ego (persuasion) checks in which they're

HEALTH truthful.
on Logic checks related to interpreting clues. Gain a
second edge if made in a Forensics Lab.

weLee grer= | Out of Shape
n +° x" The character is considered one size smaller for the
purposes of lifting, carrying, swinging and throwing
e/ i

things.

Investigation
Gain an edge on Vigilance checks to spot clues and

AGILITY MULTIPLIER

DEFENSE
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DEFENSE

10

VIGILANCE (Roncomen B
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Other Traits and Tags
+o x1 Tags: Heroic, Public Identity.
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..... Inspiration £]
» o o o e { Action:Standard | Duration:1round

llyin earshot. Theally nallaction
ks until the start of the character's next turn.

[MAYIPARKER]
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[ TAGS & TRAITS

Combat Reflexes

Gain one additional reaction each turn.

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.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

Situational Awareness
Gain an edge on initiative checks.

Other Traits and Tags
Tags: Authority, Inhuman Genes, Powerful, Public
Identity.




Banging Heads 2 [0}
Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense of two enermies
within reach. ffeither attack fails, both fail entirely.

Success: Targets suffers damage.

(@ Success: Targets suffers damage + Prone.

Clobber 2

Action: Standard | Duration: Instant

Effect: Make a Melee attack vs atarget’s Melee Defense.

Success: Target suffers damage.
(2 Success: Target suffers double damage + Prone.

o

T n allaction

Inspiration £

Action: Standard | Duration: 1round

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

Change of Plans El

Action: Reaction | Duration: 1round

Trigger: An ally has trouble on an action check.
Effect: The ally gains an edge on that action check.
Crushing Grip & (5}
Action: Reaction | Duration: Instant

Trigger: Target is grabbed.

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

Success: Target suffers damage.

@ Success: Target suffers double damage + Pinned.

Keep Moving I (]
Action: Reaction | Duration: Instant

Trigger: An ally in line of sight and earshot is demoralized or
stunned.
Effect:

stunned

On Your Feet &

Action: Reaction | Duration: Instant

Trigger: Anally inline of sight and earshot is knocked prone.
Effect: All prone allies within earshot, who are able to, can im-
mediately stand up for free. Allies currently unable to stand up
for any reasonare not affected.

Quick Toss &

Action: Reaction | Duration: Instant

Trigger: A person the character can pick up is grabbed
Effect: Throw the grabbed person at 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 1 space of
the target.

Success: Target also suffers damage.

@ Success: Target also suffers damage + Prone.

o

o
Action: Passive | Duration: Permanent
Effect: Lift objects, use tools or otherwise take actions that nor-
mally require the use of a hand. Alsogrants an edge in Melee
and Agility checks.

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

OTHER POWERS

&3 Mighty 30, Sturdy 30.
£ Jumple.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

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

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

Scientific Expertise

Gain an edge on Logic checks made when dealing
with scientific research. If they have Lab Access at the
time, gain a second edge.

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

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

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin, Extra Occupation.

Tags: Black Market Access, Heroic, Lab Access,
Public Identity, Signature Weapon: Fighting Batons
(clubs).




Chain Strikes

Action: Standard | Duration: Instant
Effect: Make a Melee Attack with edge vs a target’s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Fast Attacks (Blunt) /i (]
Action: Standard | Duration: Instant
Melee Defe inst 2 targets
withinreach.
Success: Affected target/s suffer ¥ damage
ffected ge andthis ch
rhay make abonusattack vs another arget withinreach
Fast Strikes & (]
Action: Standiard | Duration: Instant
gainst 2targets.
Success: Target/s suffer %z damage.
@ Success: Target/s suffer damage.
Vicious Attack (Blunt) it (0]

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

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

Do This All Day [&] (5 +)
Action: Standard | Duration: Instant
Effect: Heal 2 points of Health for every point of Focus spent.

Exploit (Blunt) /A

Action: Reaction | Duration: Instant
Trigger: Fantastic Success with Melee and causes a min 1+
damage.

Effect: Make a Melee attack vs target's Resilience Defense.
Success: Target suffers damage + ignore Health DR.

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

OTHER POWERS

t3  Accuracy 10, Mighty 10.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

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

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

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

CEBilAE second edge if made in a Forensics Lab.
x3 Weird
N Gain an edge on all Ego checks to persuade people
AGILITY DEFENSE N[0 Y MULTIPLIER inclined to like them and trouble on all Ego checks
against people inclined to dislike them.
L BRIZH| +5 |EZ
____J Gear & Weapons

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

DEFENSE
12 Other Traits and Tags —
Traits: Connections: Super Heroes, Extra Occupa-

VIGILANCE (Non-comea tion, Extraordinary Origin. 1
Tags: Authority, Backup, Black Market Access, Hero- &
- 5 '.'3 ic, Public Identity.
™
Eco MULTIPLIER
3 x3

DEFENSE MULTIPLIER

I n X3
|




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.

Fast Strikes

Action: Standard | Duration: Instant
vsMelee Defer

Success: Target/s suffer Vzdamage.

D Success: Target/s suffer damage.

Slow-Motion Shoot Dodge 2 o]
Action: Standard | Duration: Instant +Tround

Effect: Make a single ranged Agility check vs the Agility de-
fenses of two targets. When this character moves, is moved, or
tturn,th prone. Untilthathappens,

o

2targets.

gair

tarts their ne

wst their Agi
Success: Affected targets suffer half damage.
‘damage + character canuse
this power again against any available target.

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

Effect: i it
esof two targets.
Success: Affected targets suffer half damage.

= Success: Affected targets suffer damage + Bleeding.

ged Aglity the. x

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 half damage.

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

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

Inspiration ] (]
Action: Standard | Duration: 1round
i earshot. Tt

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

Shiping 2 (5}
Action: Standard and Movement | Duration: Instant

Effect: Makes a ranged attack vs enemy 20+ spaces away.
Success: Target suffers damage.

@ Success: Target suffers triple damage.

Change of Plans El (5}
Action: Reaction | Duration: 1round

Trigger: An ally has trouble on an action check.

Effect: The ally gains an edge on that action check.

Keep Moving El o
Action: Reaction | Duration: Instant
Trigger: An ally in line of sight and earshot is demoralized or

stunned.
Effect: St dl condiiti nds.
Slow-Motion Dodge '] 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

] Accuracy10.
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Combat Reflexes

Gain one additional reaction each turn.

Famous

Gain an edge when making an Ego check to
persuade someone who thinks favorably of them
or trouble against someone who dislikes them.

Tech Reliance @

Instead of falling unconscious due to damage, lose
tech powers and remain conscious with 1Health.
Weakness: Sunlight (Nighthawk loses his damage
reduction during the day)

Weird

Gain an edge on all Ego checks to persuade peo-
ple inclined to like them and trouble on all Ego
checks against people inclined to dislike them.

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

Other Traits and Tags
Traits: Connections: Celebrities, Extraordinary Origin.
Tags: Heroic, Lab Access, Rich, Secret Identity.




Banging Heads 2

Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense of two enemies
‘within reach. If either attack fails, both fail entirely.
Success: Targets suffers damage.

(@ Success: Targets suffers damage + Prone.

Clobber &2

Action: Standard | Duration: Instant

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

(2 Success: Target suffers double damage + Prone.

Fast Attacks (Sharp) Tt
Action: Standard | Duration: Instant
Melee Def

o

inst 2 targets.

‘within reach.

Success: Affected target/s suffer /%, damage.

ffected damage and this chx
another target within reach.

Hit & Run (Sharp) i o
Action: Standard | Duration: Instant

Effect: Make a Melee attack with edge vs Melee Defense
againstatarget.

Success: Target suffers damage + character can move % their
Run Speed for free.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move % their Run
Speed forfree.

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

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

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

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

Effect: Make a Melee check vs Melee Defense of every target
withinreach.

Success: Target suffers v damage.

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

may mak

OTHER POWERS

&3 Brawling @, Briliance 10, Flight 2 @, Mighty 2 @,
Sturdy10.

INIGHTHAWKIVIEIRICHMOND))
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RUN / CLIMB / SWIM / FLY

6 3 3 30

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

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

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

Situational Awareness
Gain an edge on initiative checks.

Surprising Power
Sturdy 4: The character can choose a power they
normally wouldn’t be able to use. The character will
DlIBARMIES still need to have any prerequisite powers, but they
x8 can ignore rank and origin requirements. This trait
can be selected multiple times.

premesy | Weird

Gain an edge on all Ego checks to persuade people
X5 inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Battle Ready, Connections: Super Heroes.
Tags: Alternate Form (Nova form), Authority, Back-
up, Black Market Access, Heroic, Powerful, Public
Identity.

MULTIPLIER

MULTIPLIER

x5
[ |




Elemental Barrage (Energy) ¥ ®
Action: Standard | Duration: Instant | Range: LOS.

Effect: The character designates a space within their line of
sight. The attack can affect every enemy within 10 spaces
of that. Make a single Ego check vs each target’s Resilience
defense.

Success: Affected targets suffer half damage.

@ Success: Affected targets suffer damage + elemental type's
special effect.

Elemental Blast (Energy) [ (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agiiity Attack with an edge vs target's
Agilty 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 + el
ement’s special effect.

Elemental Burst (Energy) & o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special
effect.

Supernova (Energy) & ®0
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make an Ego check vs Resilience defense of every ene-
my within range. Add +1 to the character’s Ego damage bonus
for every 2 points of Focus they spend.

Success: Affected target/s suffer half total damage.

2 Success: Affected target/s suffer total damage + element’s
special effect.

Elemental Barrier (Energy) (5}
| Duration: Concentration | Range: 50 sp.
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 in the affected spaces. On a failure, the
target chooses which side of the barrier they're on. The barrier
provides 10 points of protection.

Success: Attacker chooses the side of the barrier the target ison.
(@ Success: As success +element’s special effect .

Elemental Protection 2 (Energy) 2 ®
Action: Standard/Reaction | Duration: Concentration

Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 20 points of damage or
less are instantly absorbed, and the protection continues. If an
attack does more than 20 points of damage, it destroys the
protection.

Elemental Reinforcement (Energy) &2 O
Action: Reaction | Duration: Instant

Trigger: Damage gets through an elemental power

Effect: The character can transfer any Health damage that gets
through an elemental power that grants damage protection to
their Focus instead, leaving the protection intact.

Environmental Protection I (]
Action: Passive | Duration: Permanent

Effect: Not harmed by intense cold or heat, the pressure of the
deep seas or the intense radiation and vacuum of space.

Elemental Form (Energy) i o
Action: Passive | Duration: Permanent

Effect: The character’s body is made entirely of their element,
‘which gives them a steady supply of their element to use and
makes them essentially unkilable. When they lose all their
Health, their form loses its cohesion and falls apart. When they
have at least 1 Health—which they can gain back over time, nor-
mally—they canre-form.

OTHER POWERS

&3 Discipline 4 @, Flight 2 @, Mighty 3 @, Sturdy 4 @,
Wisdom @.

INOVAY(RICHIRIDER))
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Combat Reflexes

Gain one additional reaction each turn.

Eidetic Memory

The character rarely forgets anything. If their player
forgets something, they can ask the Narrator to re-
mind them.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

Fearless
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.

Signature Attack
Crimson Bands of Cyttorak: Gain an edge when
making attacks using this ability or power.

Situational Awareness
Gainan edge oninitiative checks.

Other Traits and Tags

Traits: Battle Ready, Connections: Military (Kang's
Army), Extraordinary Origin.

Tags: A.l, Extreme Appearance, Public Identity, Sor-
cerous, Supernatural.




R

Bolts of Balthakk @2

Action: Standard | Duration: Instant | Range: 20 sp.
in Ego check with edg get's Agility defense

inlineof sight. Add +1to Agility damage bonus for every 2 points

of Focus spent.

Success: Target suffers total damage.

@ Success: Target suffers double total damage + Stunned for

Tround.

@ Crimson Bands of Cyttorak @2 o]
Action: Standard | Duration: Concentration | Range: 20 sp.
Effect: Make an Ego check with an edge s target's Melee de-
fense in line of sight, Breaking free requires a Melee check with
target number 20.

Success: Target is Paralyzed.

@ Success: Target is Paralyzed + Pinned.

Flames of the Faltine @ (]
Action: Standiard | Duration: Instant | Range: 10sp.

Effect: Make an Ego check vs target's Agilty defense.

Success: Target suffers damage.

2 Success: Target suffers double damage + Ablaze.

Icy Tendirils of Ikthalon @ e
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make an Ego check vs target’s Agility Defense.
Success: Target suffers damage.

= Success: Target suffers double damage + Paralyzed.

Mists of Morpheus @
Action: Standard | Duration: Concentration

Effect: Makes an Ego check vs target’s Vigilance defense.
Success: Target is Stunned and remains that way until concen-
tration ends.

@ Success: Target falls asleep instead.

Vapors of Valtorr @E

i \dard | Duration: Concentration
Effect: The character creates an inky mist for up to 25 spaces
per rank around them that blocks all line of sight beyond 5
spaces. On later tumns, the character can have the mist attack
one target at a time. Make an Ego check against the target’s
Vigilance defense.
Success: Taget suffers damage.

Target suffers doL

o

=]

ded forTround.

Dispel Spell @= ®

Action: Standard | Duration: Instant

Effect: Make an Ego check s target’s Ego defense who uses a

magic power that requires concentration.

Success: Target’s concentration on that power is broken.
Target*

Shield of the Seraphim @5

Action: Standard/Reaction | Duration: Concentration

Effect: Produce a magical shield that provides complete pro-
tection from physical damage that does 20 points of damage
or less. If attack does more than 20 points of damage, it de-
stroys the protection.

Winds of Watoomb @8 (o]
Action: Standard/Reaction | Duration: Concentration
Trigger: Damage gets through the Shield of the Seraphim
Effect: Halve all movement by foes within 50 spaces. Can use
spell to push away smoke, mist or fog (if created by a power,
make an Ego check with an edge vs Ego defense of opposing
controller).
Success: Controller's power ends.

As success + controller kr 3
Can use to reinforce Shield of the Seraphim where any Health
damage that gets through its protection can be transferred to
their Focus instead, leaving the Shield of the Seraphim intact.

Environmental Protection @81 (]
Action: Passive | Duration: Permanent

Effect: Not harmed by intense cold or heat, the pressure of the
deep seas or the intense radiation and vacuum of space.

Heightened Senses 1@E1 o
Action: Passive | Duration: Permanent

Effect: Senses things roughly twice as far away as normal. Gain
edge on Vigilance checks to perceive things, and enemies have
trouble on checks they make to sneak past the character.

OTHER POWERS

t] Discipline 4 @0, Mighty 1 @0, Sturdy 4 @
Uncanny 4 80, Wisdom B0.
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Determination
When demoralized, do not gain trouble on all ac-
tions.

Honest

Gain trouble when making an Ego check that in-
volves telling a lie. However, gain an edge on any
friendly Ego (persuasion) checks in which they're
truthful.

Quick Learner

If the character fails an action check, they gain an
edge on the check if they try the same action again
on their next turn.

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

Gear & Weapons
@ Patriot’s Shield (Range: Reach)
Melee Damage Multiplier +1.
Grants Glide Speed 10.
Also acts as a drone that can move within his
line of sight.
Fires energy blasts with a range of 10.

Other Traits and Tags

Traits: Extraordinary Origin.

Tags: Heroic, Mentor: Falcon (Sam Wilson), Obliga-
tion: School, Secret Identity, Young.




Hurled Shield Bash

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

Success: Target suffers damage.

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

Shield Bash

Action: Standard | Duration: Instant

Effect: Make a close attack on an enemy within reach.

Success: Target/s suffers damage.
et/ suffers d

o

rone.

Do This All Day 60
Action: Standard | Duration: Instant

Effect: The character heals 2 points of Health for every point of
Focus they spend.

Brace for Impact

Action: Reaction | Duration: Instant

Trigger: Enemy deals physical damage to the character.
Effect: For every point of Focus spent, the character canignore
1point of Health damage dealt by the attack.

Immovable

Action: Reaction | Duration: Instant

Trigger: Character is knocked back or knocked prone.
Effect: For every point of Melee defense the character has, they
can reduce knockback by 1space.

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.

Iconic Weapon[] [0}

Patriot’s Shield.

+ Grants Glide Speed equal to double his Run Speed.

+ Alsoactsasadrone thatcanmovewithin his ine of sightand
fire energy blasts with a range of 10.

OTHER POWERS

) Brawling @ Mighty 3 @, Sturdy 3@.
£ Jump30.

o
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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.

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

Famous

Gain an edge when making an Ego check to per-
suade someone who thinks favorably of them or
trouble against someone who dislikes them.

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

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

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

Other Traits and Tags

Traits: Battle Ready, Extraordinary Origin.

Tags: Auditory Issues, Heroic, Public Identity, Super-
natural.
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Action: Standard | Duration: Concentration
Effect: Any cl ¥ s madk t

this character s successfully attacked.

Chain Strikes e .
Action: Standard | Duration: Instant Elemental Barrier (Fire) e
atarget’s Defens i i IR: 50
Success: Target suffers damage. Effect: The character forms a wall (2 spaces across per rank) of their
yattemptanaddi-  element within range. Make an Agility Attack vs gty Defense of any

tional Chawr:w Strike attack.
Elemental Barrage (Fire) B’ (B

Effect: The character designates a space within thew line of sight. The at-
thin 10 spaces of that

check vs each target's Resilience defense.

Success: Affected targets suffer haf damage.

@ Success: Affected targets suffer damage + elemental type's special

effect (Fire: Sets target ablaze).

Elemental Blast (Fire) i [ +]
Action: Standard | Duration: Instant | Range: 10 sp.

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

Success: Affected target suffers total damage.

2 Success: Affected target suffers double total damage + element’s
special effect (Fire: Sets target ablaze)

Elemental Burst (Fire) &/ o
Action: Standard | Duration: Instant | Range:

Effect: Make aranged Agmty Attack vs targetsAglhty Defense.
Success: Target suffers dam

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

Fast Strikes o
Action: Standard | Duration: Instant.

2targets.
Success: Target/ssuffer Vsdamage.
@ Success: Target/s suffer damage.

e
Action: Standard | Duration: nstant

atarget
Success: Target Suffers damage + Prone.

@ Success: T
Supernova (Fire) &
Action: Standard | Duration: Instant
Range:10 spaces

0

range. Add +1 to the character's Ego damage bonus for every 2 points
of Focusthey spend.
Success:

2 Success: Affected target/s suffer total damage + element's special
effect (Fire: Sets target ablaze).

Attack Stance o
Action: Standard | Duration: Concentration

Effect: D¢

Clone MovesZ 0

|Range: 10sp.
Effect: Pick another character within range and line of s\ghL Duplcate
alltheir
asiif they were a\watys yours. If the copied powers have costs, you must
P ighest of 5 Focu:

Power,yournust pay any costnormaly as el

targetin th
ofthe barerthey're o The barrer provides 10 poins of protection.

the barrier the target ison.
@ Success: As success + element's special effect (Fire: Sets target
ablaze).

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,
1 on their @ (cann ). If

higher rank

Counterstrike Technique

Action: Reaction | Duration: Instant

Trigger: While Attack Stance is active, a close attack against this char-
acter does damage.
Effect:

theirreguler
Elemental Protection 2 (Fire) o
i Duration: C

Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element. Any
attacks against them that do 20 points of damage o less are. mstant\y
absorbed,and Ifan attack ok
points of damage, it destroys the protection.
Elemental Reinforcement (Fire) i
Action: Reaction | Duration: Instant

igger: D:

(V]

Effect: can trar
an elemental power that grants damage protection to their Focus in-
stead, leaving the protection intact.

Environmental Protection £ o
Action: Passive | Duration: Permanent
or the intense radiation and vacuum of space.

OTHER POWERS

3 Accuracy 1, Discipline 2@, Flight 2@, Mighty 2@,
Sturdy 30.
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RUN / CLIMB / SWIM / JUMP

Combat Reflexes

Gain one additional reaction each turn.

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

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.

Other Traits and Tags

Traits: Battle Ready, Connections: Criminal.

Tags: Black Market Access, Extreme Appearance,
Public Identity, Streetwise, Supernatural, Villainous.




Banging Heads 2 [0}
Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense of two enermies
within reach. ffeither attack fails, both fail entirely.

Success: Targets suffers damage.

(@ Success: Targets suffers damage + Prone.

Clobber &2 o
Action: Standard | Duration: Instant

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

(2 Success: Target suffers double damage + Prone.

SmashiZ o0
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.

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

Inspiration £ (0]
Action: Standard | Duration: 1round

ear heally nallaction
checks untilthe start of the character's next turn.

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 I2 (]
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 o
Action: Reaction | Duration: Instant

Trigger: A person the character can pick up is grabbed.
Effect: Throw the grabbed person at 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 1 space of
thetarget.

Success: Target also suffers damage.

2 Success: Target also suffers damage + Prone.

Wisecracker ] (0]
Action: Reaction | Duration: Instant

Trigger: Succeeds in an attack on an enemy in earshot, or an
enemy in earshot fails an attack on them.

Effect: Make an Ego attack vs target’s Ego Defense.

Success: Target suffers damage to Focus.

2 Success: Target suffers double damage to Focus + Stunned
for Tround.

OTHER POWERS

&1 Brawling @ Mighty 2 @, Sturdy 10.
£ Jumple.
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Combat Reflexes

Gain one additional reaction each turn.

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.

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

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

Other Traits and Tags

Traits: Connections: Criminal, Extra Occupation.
Tags: Black Market Access, Extreme Appearance (in
battle suit), Heroic, Secret Identity, Streetwise.

Note: Hobie Brown later develops a more
powerful battle suit and adopts a new code-
name: Hornet. This profile represents Brown
before that transformation.




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.

Vicious Attack (Sharp) @/ [0}
Action: Standard | Duration: Instant

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

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

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

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

Success: Target suffers % damage.

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

Combat Trickery L1 (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 a1 on their & (cannot be
affected by trouble).If attacking multiple targets, all the targets
must be of equal or higher rank.

OTHER POWERS

) Mighty 180, Sturdy 180,
0 Jump 180, Wallcrawling B0
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Combat Expert
Gain an edge on Melee attacks against enemies of
Rank1.

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

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

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

Glibness
Gain an edge on Ego checks to persuade characters
they are speaking to for the first time.

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 compullsions.

Situational Awareness
Gainan edge oninitiative checks.

Other Traits and Tags

Traits: Battle Ready, Connections: Military.

Tags: Heroic, Public Identity, Sorcerous, Supernat-
ural.
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Elemental Barrage (Energy) !
o

Effect: Designate a space within range. Affect every enemy within
10 spaces of that. Make a single Ego check vs each target's Resilence
defense.

Success: Affected targets suffer halfdamage

Blink

Trigger: The character is attacked

Effect: The character teleports into a clear space they can see or have

been to, up to 6 spaces away. If someone was abot to attack them and
freach or ine of sight,

@ Success: Affected type' 1
effect (Energy: Blindstarget for oneround).

Elemental Blast (Energy) ! o0
Action: Standard | Duration: Instant | Range: 10 sp.

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

Success: Affected target suffers total damage.

12 Success: Affected target suffers double total damage + element's

Elemental Burst (Energy) (o]
Action: Standard | Duration: Instant | Range:

Effect: Make aranged Agity Attack vs tavgetsAglhty Defense.
Success: Target suifers damage.

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

Elemental Push (Energy) & (]
o

get se.

= Success: As success + target suffers damage + Prone + element’s
‘special effect (Energy: Blinds target for one round).

Supernova (Energy)
Action: Standard | Duration: Instant | Range: 10 spaces

0

range. Add +1to the character's Ego damage bonus for every 2 points
of Focusthey spend.

line of sight,
Teleport 20 (0]

Effect: The character teleports into a clear space they can see or have
been to, up to 60 spaces away. Outside of combat, the character can
teleport upto 6,000 spaces away.

2( d o
Duration: C
‘Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element. Any
attacks against them that do 20 points of damage o less are instantly
absorbed, If 20
points of damage, it destroys the protection.

24

(V]

Action: Reaction | Duration: Instant
Trigger: D:

Effect: cantransfer
an elemental power that grants damage protection to their Focus in-
stead, leaving the protection intact.

Elemental Sphere (Energy) [10]
i Duration: Conc. | R 0
Trigger: The character is attacked or otherwise in danger.
Effect: v
their clement kean

2 Success: Affected target/s suffer total damage + element’s special
effect (Eneray: Biindss target for one round)

Elemental Barrier (Energy) (5]
Effect: The character forms a wall (12 spaces across) of their element
‘within range. Mak any targetin the

area, On a failure, the target chooses which side of the barrier

Ego check vs Agilty defense of unwanted characters in the enclosed
space. Attacks on the sphere are against the character's Ego defense

Success: Move any unwanted people within the sphere's perimeter to
spacesoutside of thesphere

(Energy: Blinds target for one: vound)

B o

Effect: The character’s body is made entirely of their element, which
gives them a steady supply of their element to use and makes them
essentially unkillable. When they lose all their Health, their form loses its
cohesion and falls apart. When they have at least 1 Health—which they

the'y re on. The barrier provides 10 points of protection. Form
the barrier n 4
=S 3 target
for one round).
Elemental Grab (Energy) 5]
" i | Range: 30
Effect: Make a ranged Ego attack vs target's Melee defense. Breaking tim
target number

ion L] o

Success: Character grabs the target with their element.
2 Success: Character grabs the target with their element + Pinned +

Pr
Action: Passive | Duration: Permanent

sufferthe for one round).

or the intense radiation and vacuum of space.

OTHER POWERS

3 Discipline 3@,Flight 2@, Mighty 3@, Sturdy 3 0.
B Elemental Prison @.
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Combat Reflexes

Gain one additional reaction each turn.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Presence

Gain an edge on Ego checks that involve getting
people to pay attention to them or to voluntarily do
things for them.

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

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

Other Traits and Tags
Traits: Battle Ready.
Tags: Authority, Powerful, Secret Identity, Villainous.




Elemental Blast (Energy) !

Action: Standard | Duration: Instant | Range: 10 sp.
Effect: Make a ranged Agiiity 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 (Energy) ¥ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

3 Success: Target suffers double damage + element's special
effect s target for or

Fast Strikes & (]
Action: Standard | Duration: Instant

gainst 2 targets.
Success: Target/s suffer /s damage.
@ Success: Target/s suffer damage.

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

Defense Stance (]
'dard | Duration: Concentration

Effect: Any close attacks made against the character have

trouble until this character is successfuly attacked.

Disguise 1 [0}
Action: Standard | Duration: Permanent

Effect: Instantly alter to appear as
TN to see through disguise equals Ego defense. If impersonat-
ing someone known o the target, they gain edge.

Elemental Barrier (Energy) &

Action: Standard | Duration: Concentration | Range: 50 sp.
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 in the affected spaces. On a failure, the
target chooses which side of the barrier they're on. The barrier
provides 10 points of protection.

Success: Attacker chooses the side of the barrier the target is on.
@ Success: As success + element’s special effect (Energy:
Blinds target for one round).

Time Portal % ®
Action: Standard | Duration: Concentration

Effect: Open a portal next to them that moves anything that
enters it between that space and its destination. Close at will.

Time Travel i3 [o]
Action: Standard/Movement | Duration: Instant
Effect: Instantly moves between universes.

Time Travel Other
Action: Standard/Movement/Reaction

Trigger: The targetis grabbed.

Duration: Instant

Effect: Makes an Ego check against the Vigilance Defense of
agrabbed target.

Success: Send the target to power destination,

(-]

Time Travel Together
Action: Standard/Movement/Reaction

Trigger: The targetis grabbed.

Duration: Instant

Effect: Moves to power’s destination, taking any person they
are touching with them. If target unwilling, character must
grabthemfirst

Elemental Protection1(Energy) 2 60
Action: Standard/Reaction | Duration: Concentration

Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 10 points of damage or less
are instantly absorbed, and the protection continues. If an
attack does more than 10 points of damage, it destroys the
protection.

OTHER POWERS

&3 Brilliance 10, Discipline 2 @ Mighty 10, Sturdy 10.
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Combat Reflexes

Gain one additional reaction each turn.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome fa-
tigue or weariness.

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

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

Situational Awareness
Gain an edge on initiative checks.

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

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Battle Ready, Connections: Outsiders, Con-
nections: Super Heroes, Extra Occupation, Extraor-
dinary Origin.

Tags: Alien Heritage, Black Market Access, Chaotic,
Extreme Appearance, Public Identity




Elemental Blast (Energy) i (5 +]
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agiiity 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 (Energy) ¥ o
Action: Standard | Duration: Instant | Range: 10 sp.

Effect: Make a ranged Agility Attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element’s special

effect \dis target for one roun
Elemental Barrier i (]

Action: Standard | Duration: Concentration | Range: 60 sp.
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 in the affected spaces. On a failure, the
target chooses which side of the barrier they're on. The barrier
provides 10 points of protection.

Success: Attacker chooses the side of the barrier the target ison.
2 Success: As success + element’s special effect (Energy:

Blinds target for one round),

Elemental Protection 4 (Energy) i

Action: Standard/Reaction | Duration: Concentration

Trigger: The character is attacked or otherwise in danger.
Effect: The character protects themselves with their element.
Any attacks against them that do 40 points of damage or less
areinstantly absorbed, and the protection continues. If an attack
does more than 40 points of damage, it destroys the protection.

Elemental Relnforcement (Energy) ¥ O
Action: Reaction | Duration: In:

Trigger: Damage gets thmugh an elementa\ power

Effect: The character can transfer any Health damage that gets
through an elemental power that grants damage protection to
their Focusinstead, leaving the protection intact.

Probability Hex &

Action: Standard/Reaction | Duration: Concentration

Effect: When an ally within 5 spaces times the character's rank

atlempts a check on which they have trouble, this hex elimi-
ind gives the

Elemental Form (Energy) & [0}
Action: Passive | Duration: Permanent

Effect: The character’s body is made entirely of their element,
‘which gives them a steady supply of their element to use and
makes them essentially unkillable. When they lose all their
Health, their form loses its cohesion and falls apart. When they
have at least 1 Health—which they can gain back over time, nor-
mally—they canre-form.

Environmental Protection ] (]
Action: Passive | Duration: Permanent

Effect: Not harmed by intense cold or heat, the pressure of the
deep seas or the intense radiation and vacuum of space.

Healing Factor ] o
Action: Passive | Duration: Instant

Effect: At the end of this character’s tum, they regain Health
equal to their Resilience Score.

Heightened Senses 2] (]
Action: Passive | Duration: Permanent

Effect: Senses things roughly four times as far away as normal.
Gain double edge on Vigilance checks to perceive things, and
enemies have double trouble on checks they make to sneak
past the character.

Iconic Weapon £
Cosmic Surfboard.

+ Summonable by Silver Surfer.
+ GrantsFlight2

OTHER POWERS

) Accuracy 2@, Discipline 4 ©, Mighty 2@, Sturdy 4 0.
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Combat Reflexes

Gain one additional reaction each turn.

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

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

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.

Leverage
Gain an edge on Logic checks to investigate peo-
ple and on Ego checks to persuade people they've
investigated.

Weird
Gain an edge on all Ego checks to persuade people

inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Connections: Espionage, Connections: Police,
Connections: Super Heroes, Extra Occupation (2).
Tags: Black Market Access, Dependents: Gerry
Drew, Heroic, Public Identity.

Note: The profile of Spider-Woman of Earth-56438
matches this one, except Spider-Woman of
Earth-56438 has the Villainous tag rather than Hero-
Ic. The two characters’ histories are similar, but after
Spider-Woman of Earth-56438 joined Hydra, she
never left.




Chain Strikes (-]
Action: Standard | Duration: Instant

Effect: Make a Melee Attack with edge vs a target’s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Fast Strikes & o
Action: Standard | Duration: Instant

Vs Melee Defense against 2 targets.
Success: Target/s suffer %z damage.
D Success: Target/s suffer damage.
Venom Blast [l (o]

Action: Standard | Duration: Instant | Range: 5sp.

Effect: Make aranged Agility attack vs target’s Agility Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + if the target actu-
ally takes damage, Stunned for 1round.

Wehbcasting [l

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

Success: Target paralyzed.

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

Inspiration £] (0]
Action: Standard | Duration: 1round

llyinearshot Theally tion
checks untilthe start of the character's next tum.
Attack Stance (]

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

Do This All Day [ (5 +]
Action: Standard | Duration: Instant
Effect: Heal 2 points of Health for every point of Focus spent.

Combat Trickery L1

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.

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.

Spider-Sense (0]
Action: Passive | Duration: Permanent

Effect: Gain an edge on initiative, and Vigilance checks to per-
ceive danger. Enemies have trouble on Agility checks against
the character’s Vigilance defense. Also gains +2 to Agility
defense.

OTHER POWERS

1 Accuracy 10, Evasion ©, Mighty 10.
& Jumple.
0 Wallcrawling @ Webgliding .

(-]
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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.

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

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

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Black Market Access, Heroic, Public Identity,
Supernatural, Vision Issues.




Chain Strikes

Action: Standard | Duration: Instant

Effect: Make a Melee Attack with edge vs a target’s Melee
Defense.
Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Fast Strikes & o
Action: Standard | Duration: Instant
Effect: Make aMelee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer /zdamage.
D Success: Target/s suffer damage.

Leg Sweep 8 (]
Action: Standiard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense againsta target.
Success: Target suffers damage + Prone.

3 Success: Target suffers damage + Prone + Stunned for one
round.

Action: Standard | Duration: Concentration
Effect: Double the character's Melee ability bonus to damage.

Defense Stance (]
'dard | Duration: Concentration

Effect: Any close attacks made against the character have

trouble until this character is successfuly attacked.

Do This All Day
Action: Standard | Duration: Instant

0

Effect: Heal 2 points of Health for every point of Focus spent.

Heightened Senses 211 (]
Action: Passive | Duration: Permanent

Effect: Senses things roughly four times as far away as normal.
Gain double edge on Vigilance checks to perceive things, and
eenemies have double trouble on checks they make to sneak
past the character.

OTHER POWERS

1 Mighty1@.




i THUNDERBALL

RUN / CLIMB / SWIM / JUMP

Gain an edge on any action checks required to o o1 w g
deal with fear.

Font of Information
Gain an edge on Logic checks having to do with
knowledge.

Inventor
Gain an edge on Logic checks when creating or
repairing things.

Scientific Expertise

Gain an edge on Logic checks made when
dealing with scientific research. If they have Lab
Access at the time, gain a second edge.

Skeptical

People lying to this character gain trouble on

MELEE EEEES CLEEES their Ego checks to persuade the character of
u 1 4 +S x4 something.
— Gear & Weapons

MULTIPLIER @ Thunderball and Chain (Range: Reach)
Agility Damage Multiplier +1.
+ 2 X4 Automatically returns to thrower.

Other Traits and Tags
DERENSE Tags: Lab Access, Public Identity, Supernatural, Vil-

'I 4 lainous. _
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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.

Fast Attacks (Blunt) /i
Action: Standard | Duration: Instant
Melee Defe

o

inst 2 targets

‘within reach.

Success: Affected target/s suffer % damage.
ffect age and this chx

may make a bonus attack vs another target within reach.

Vicious Attack (Blunt) /A (]
Action: Standiard | Duration: Instant
Effect: Make a Melee attack vs Melee Defense againstaa target.
Success: Target suffers damage.

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

Whirling Frenzy (Blunt) i (5]
Action: Standard | Duration: Instant

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

Success: Target suffers % damage.

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

Crushing Grip &

Action: Reaction | Duration: Instant
Trigger: Targetis grabbed.

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

Success: Target suffers damage.

@ Success: Target suffers double damage + Pinned.
Immovable I2 (]
Action: Reaction | Duration: Instant

Trigger: Character is knocked back/prone.

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

Quick Toss I2

Action: Reaction | Duration: Instant

Trigger: A person the character can pick up is grabbed.
Effect: Throw the grabbed person at another target. Determine
range by Mighty power rank and the grabbed person’s size.
Make ranged attack against a target. Failure infiicts damage
on thrown person after which they fall prone within 1 space of
thetarget.

Success: Target also suffers damage.

2 Success: Target also suffers damage + Prone.

OTHER POWERS

£3  Accuracy 10, Brilliance 2 @, Mighty 10 Sturdy 10.

o
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RUN / CLIMB / SWIM / JUMP

6 3 3 6

Combat Reflexes

Gain one additional reaction each turn.

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

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

Weird

Gain an edge on all Ego checks to persuade people
inclined to like them and trouble on all Ego checks
against people inclined to dislike them.

Other Traits and Tags

Traits: Connections: Super Heroes, Extraordinary
Origin.

Tags: Alternate Form (Tigra form), Black Market Ac-
cess, Extreme Appearance (in alternate form), Hero-
ic, Public Identity, Supernatural.




Fast Attacks (Sharp) /A [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.

Furious Attacks (Sharp) | (i +]
Action: Standard | Duration: Instant

Melee Defe inst 2 targets
‘within reach.

[ per
Success: Target/s suffer % damage.

@ Success: Target/s suffer damage + Weapon Effect (Sharp:
Target s bleeding).

Hit & Run (Sharp) /A (]
Action: Standard | Duration: Instant

Effect: Make a Melee attack with edge vs Melee Defense
against atarget.

Success: Target suffers damage + character can move % their
Run Speed for free.

@ Success: Target suffers double damage + Weapon Effect
(Sharp: Target is bleeding) + character can move % their Run
Speed for free.

Vicious Attack (Sharp) A (0]
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
(Sharp: Target is bleeding).

Whirling Frenzy (Sharp) i (5]
Action: Standard | Duration: Instant

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

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

Exploit (Sharp) /A (5}
Action: Reaction | Duration: Instant

Trigger: Fantastic Success with Melee and causes a min 1+
damage,

Effect: Make a Melee attack vs target’s Resilience Defense.
Success: Target suffers damage +ignore Health DR.

@ Success: Target suffers double damage + ignores Health DR
+Weapon Effect (Sharp: Target is bleeding).

Heightened Senses 2] o
Action: Passive | Duration: Permanent

Effect: Senses things roughly four times as far away as normal.
Gain double edge on Vigilance checks to perceive things, and
enemies have double trouble on checks they make to sneak
past the character.

OTHER POWERS

3 Evasion @ Mighty 2@, Sturdy 10.
£ Jumple.
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The character has an edge when making an Ego
check to persuade someone who could be attracted
tothem.

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

Leverage
Gain an edge on Logic checks to investigate peo-
ple and on Ego checks to persuade people they've
investigated.

Situational Awareness
Gain an edge on initiative checks.

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

Other Traits and Tags

Traits: Battle Ready, Connections: Espionage, Con-
nections: Military (Hydra), Extra Occupation.

Tags: Black Market Access, Secret Identity, Villainous.




Chain Strikes

Action: Standard | Duration: Instant
Effect: Make a Melee Attack with edge vs a target’s Melee
Defense.

Success: Target suffers damage.

{2 Success: Target suffers damage and character may attempt
an additional Chain Strike attack.

Fast Strikes & o
Action: Standard | Duration: Instant
Effect: Makea Melee Attack vs Melee Defense against 2 targets.
Success: Target/s suffer /zdamage.
@ Success: Target/s suffer damage.

Attack Stance o
Action: Standard | Duration: Concentration
Effect: Double the character's Melee ability bonus to damage.

Defense Stance (]
Action: Standard | Duration: Concentration

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

Do This All Day &

Action: Standard | Duration: Instant

0

Effect: Heal 2 points of Health for every point of Focus spent.

Combat Trickery L1

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.

Counterstrike Technique (5}
Action: Reaction | Duration: Instant

Trigger: Wt acloseat st this
character does damage.

Effect: The attacker also suffers half their regular damage to
themselves,

OTHER POWERS

t1 Sturdy10.
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Determination
When demoralized, do not gain trouble on all
actions.

Enduring Constitution

May function for up to 48 hours without sleep and
gain an edge on Resilience checks to overcome
fatigue or weariness.

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

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

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 compul-
sions.

Situational Awareness
Gain an edge on initiative checks.

Stranger

Gain trouble on checks made when trying to de-
cipher such things or when trying to pass them-
selves off as alocal.

Weird

Gain an edge on all Ego checks to persuade peo-
ple inclined to like them and trouble on all Ego
checks against people inclined to dislike them.

Other Traits and Tags
Traits: Battle Ready, Connections: Outsiders, Con-
nections: Super Heroes, Extra Occupation.

Tags: Black Market Access, Extreme Appearance,
Heroic, Public Identity, Sorcerous.




R

Bolts of Balthakk &

Action: Standard | Duration: Instant | Range: 20 sp.
in Ego check with edg get's Agility defense

inlineof sight. Add +1to Agility damage bonus for every 2 points

of Focus spent.

Success: Target suffers total damage.

@ Success: Target suffers double total damage + Stunned for

Tround.

Elemental Barrage (Energy) ¥ ®
Action: Standard | Duration: Instant

The character desigr in their line of sight.
Theattack canaffect every enemy within 10 spaces of that. Make
asingle Ego check vs each target’s Resilience defense.
Success: Affected targets suffer half damage.
2 Success: Affected targets suffer damage + elemental type's
special effect (Energy: Blinds target for one round).

Elemental Barrier (Energy) & (5}
Action: Standard | Duration: Concentration | Range: 50 sp.
Effect: The character forms a wall (2 spaces across per rank)
of their element within range. Make an Agiity Attack vs Agity
Defense of any target in the affected spaces. On a failure, the
target chooses which side of the barrier they're on. The barrier
provides10 points of protection.

Success: Attacker chooses theside of the barrier the targetis on,
@ Success: As success + element’s special effect (Energy:
Blinds target for one round).

Elemental Blast (Energy) i 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.

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

Elemental Burst (Energy) & (]
Action: Standiard | Duration: Instant | Range: 10sp.

Effect: Make aranged Agilty Attack vs target's Agity Defense.
Success: Target suffers damage.

2 Success: Target suffers double damage + element's special
effect \ds target for

Elemental Grab (Energy) £

Action: Standard | Duration: Concentration | Range: 30 sp.

Effect: Make a ranged Eqo attack vs target's Melee defense.
ful Melee check against TN 20.

Success: Character grabs the target. w.m their element.

2 Success: Character grabs the target with their element +

Pinned + Suffer the element’s special effect (Energy: Blinds

target for one round).

Supernova (Energy) & ®0
Action: Standard | Duration: Instant | Range: 10 spaces

Effect: Make an Ego check vs Resilience defense of every ene-
my within range. Add +1 to the character's Ego damage bonus
for every 2 points of Focus they spend.

Success: Affected target/s suffer half total damage.

2 Success: Affected target/s suffer total damage + element’s
special effect (Energy: Blinds target for one round).

Astral Form = (-]
Action: Standard | Duration: Concentration

Effect: Can project an avatar into the Astral Plane, leaving their
physical body ina deep trance in the real world. If Rank 4+, can
take onatransparent form visible in the real world. Flight Speed
on Astral Plane = 30.

Images of lkonn & 5}
ration: Concentration

Effect: Create five (5) duplicates that start in the same space
as the character and instantly move into any open space up
to 2 spaces away. Duplicates can move up to 10 spaces away
from the character. Any successful attack destroys a duplicate.
Canuse power to see through someone else'sillusion (gives the
character a double edge on their Ego check).

Sense Supernatural B

Action: Standird | Duration: Concentration | Range: 600 sp.
Effect: The character can reach out with their mind to sense the
presence of supermatural people, places or things within range.
Thistellsthemthe location of the supernatural thing andiits gen-
eral status. If the taregt wishes to conceal themselves, make an
Ego check vs eachtarget's Vigiiance defense.

Success: Character senses the target.

3 Success: As success but character can also identify if the
target is cursed or demonic.

Summon Portal & (-]
Action: Standard | Duration: Concenlrallom

Effect: The ch

them that teleports anything that enters it between that sDace
andits destination. The character can close it at will,

Shield of the Seraphim & o
Action: Standard/Reaction | Duration: Concentration

Effect: Produce a magical shield that provides complete pro-
tection from physical damage that does 20 points of damage
or less. If attack does more than 20 points of damage, it de-
stroys the protection.

Environmental Protection I

Action: Passive | Duration: Permanent

Effect: Not harmed by intense cold or heat, the pressure of the
deepseas or the intense radiation and vacuum of space.

OTHER POWERS

) Accuracy 20, Brilliance 10, Discipline 3@, Flight 20,
Mighty 10, Sturdy 3@, Uncanny 10, Wisdom ©.

WAREOCK
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RUN / CLIMB / SWIM / JUMP

MULTIPLIER

X5

MULTIPLIER

x3

MULTIPLIER

x3

MULTIPLIER

x3
|

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.

Gullible
People lying to this character gain an edge on their
Ego checks to persuade the character of something.

Gear & Weapons

@ Magic Crowbar (Range: Reach)
Agility (Thrown)/Melee (Held) Damage Multipli-
er+l.
Automatically returns to thrower.

Other Traits and Tags

Traits: Connections: Criminal.

Tags: Black Market Access, Public Identity, Street-
wise, Supernatural, Villainous.




Banging Heads 2 [0}
Action: Standard | Duration: Instant

Effect: Make a Melee Attack vs Melee Defense of two enemies
within reach. If either attack fails, both fail entirely.

Success: Targets suffers damage.

(@ Success: Targets suffers damage + Prone.

Clobber &2 o
Action: Standard | Duration: Instant

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

2 Success: Target suffers double damage + Prone.

Fast Attacks (Blunt) /i (]
Action: Standard | Duration: Instant
Melee Defe inst 2 targets

withinreach.
Success: Affected target/s suffer /2 damage.

ffected lamage andthis ch
may make a bonus attack vs another target within reach,
Smash £ o0

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.

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

Vicious Attack (Blunt) /A (]
Action: Standiard | Duration: Instant

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

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

Whirling Frenzy (Blunt) F& (5]
Action: Standard | Duration: Instant

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

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

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.

Iconic Weapon ] o
ic Crowbar.

« Agility (Thrown) or Melee (Held) Damage Multiplier +1.

+ Throwable Club (Blunt)

« Automatically returns to thrower.

OTHER POWERS

3 Mighty 2@,Sturdy 20,




