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Laura ÒKeepsieÓ Branson Power Level 12 / 174 pts 
 Str Dex Con Int  Wis Cha 
 +0 +1 +1 +1 +1 +3 
 10 12 12 13 13 16 
Toughness Fortitude Reflex Will  
 +1 +1 +1 +1 
Skills: Bluff 1 (+4), Diplomacy 1 (+4), Gather Information 1 (+4), Knowledge: Business 
3 (+4), Knowledge: Supers +2 (+3), Notice 1 (+2) Profession: Bar Owner 4 (+5), Search 
1 (+2)  
Feats: Connected, Contacts, Leadership, Luck 1 
Equipment: Keepsie’s Place (Headquarters: Small Size, Toughness 10) 
Powers: Super Sense: WhereÕs My Stuff? (Detect: Stuff that Keepsie owns; Accurate 
2, Counters Obscure 5, Penetrates Concealment 4, Radius 1, Ranged 1, Extended Range 9 
(1,000,000,000 foot range); Extras: Permanent; Flaws: Limited – does not actually sense 
where her stuff is, only used to target Paralyze Effect); Paralyze 12 (Extras: Perception 
Range, Duration: Continuous (lasting); Feats: Trigger – when someone tries to take 
Keepsie’s stuff, Indirect 1)  
 
Combat: Attack +1 (melee), +1 (ranged), Grapple +1, Damage +0, Defense +2, Initiative 
+1  
 
 
Barry Koleman Power Level 3 / 21 pts 
 Str Dex Con Int  Wis Cha 
 +0 +0 +1 +0 +0 +0 
 11 10 12 11 10 10 
Toughness Fortitude Reflex Will  
 +1 +1 +0 +0 
Skills: Drive 2 (+2), Profession: Bus Driver 2 (+2) 
Feats: Attack Specialization 2 (His Limbs), Luck 
Powers: Anatomic Separation 2 (legs), Regeneration 14 (Recovery Rate (Injured): Every 
Action, Recovery Bonus +9, Feats: Regrowth, Flaws: Limited to Re-growing Limbs) 
Combat: Attack +1 (melee), +1 (ranged), Grapple +1, Damage +0, Defense +1, Initiative 
+0 
 
Notes: Barry’s detached limbs can be used as clubs. (Damage +2) 
 



 
Clever Jack Power Level 8 / 120 pts 
 Str Dex Con Int  Wis Cha 
 +1 +7 +2 +1 +1 +4 
 13 25 15 13 13 18 
Toughness Fortitude Reflex Will  
 +5/+2* +4 +7 +1 
*Flat Footed 
Skills: Acrobatics 6 (+13), Bluff 6 (+10), Climb 4 (+5), Diplomacy 4 (+8), Disable 
Device 6 (+7), Escape Artist 2 (+9), Gather Information 4 (+8), Search 6 (+7), Sense 
Motive 5 (+6), Stealth 4 (+11),  
Feats: Accurate Attack, Bland, Connected, Defensive Roll 3, Distract (Bluff), Elusive 
Target, Evasion 2, Hide in Plain Sight, Improved Defense 1, Instant Up, Jack of All 
Trades, Luck 4, Master Plan, Move By Action, Precise Shot, Quick Draw, Ranged Pin, 
Uncanny Dodge 1 
Equipment: Knives (usually picked up on the scene, but he carries some) 
Powers: Luck Control 3 , Speed 2 
Combat: Attack +8 (melee), +8 (ranged), Grapple +9, Damage +1 (unarmed) +2 
(Knives), Defense +8, Initiative +7 
Abilities 37 + Skills 12 (36 ranks) + Feats 25 + Powers 11 + Combat 32 + Saves 2 = 
Total 120 
 
New Feat: Bland 
 
Bland works like the Attractive Feat. However, it gives a +4 to Stealth checks when the 
character is hiding in a crowd of people. Additionally, when a person is trying to give a 
description of the character or recognize the character from a photograph or picture, the 
difficulty is increased by +4.  
 



The Crane Power Level 8 / 98 pts 
 Str Dex Con Int  Wis Cha 
 +5 +3 +3 +2 0 +5 
 20 16 15 14 10 20 
Toughness Fortitude Reflex Will  
 +8/+2* +5 +5 +0 
*Flat Footed 
Skills: Acrobatics 1 (+4), Diplomacy 2 (+7), Intimidate 3 (+8), Knowledge: Current 
Events 2 (+4), Knowledge: Pop Culture 2 (+4), Knowledge: Tactics 2 (+4), Notice 3 
(+3), Profession: Academy Hero 10 (+10), Search 3 (+5), Sense Motive 3 (+3) 
Feats: Attack Focus: Melee 2, Attractive 1, Benefit: (Academy Hero – gives Police 
Powers, Status and Wealth), Chokehold, Defensive Roll 4, Favored Environment 2 (in 
the air), Improved Grab, Improved Grapple, Improved Pin 
Equipment: Comlink 
Powers: Elongation 4, Wings (Flight 4) 
Combat: Attack +8 (melee), +6 (ranged), Grapple +11, Damage +5 (punch), Defense +6, 
Initiative +3 
Drawbacks: Obsessive Compulsive Disorcer (–3 points) 
Abilities 35 + Skills 8 (32 ranks) + Feats 16 + Powers 12 + Combat 24 + Saves 5 + 
Equipment 1 – Drawbacks 3 = Total 98 
 
 
Doodad Power Level 8 / 109 pts 
 Str Dex Con Int  Wis Cha 
 +8 +0 +6 +5 +0 +1 
 26 10 23 20 10 12 
Toughness Fortitude Reflex Will  
 +12/+6* +10 +2 +0 
 
Skills: Computers 6 (+13), Disable Device 6 (+13), Drive 3 (+3), Knowledge: 
Technology 6 (+13) Pilot 3 (+3) 
Feats: Eidetic Memory, Inventor, Minions 6 [Various Robot Minions] 
Equipment: Crab Saucer (Strength 30; Speed 5; Defense 9; Toughness 8; Size: Large; 
Features: Crab Claw for grabbing things, Smoke Screen); Plus 9 pts of Equipment 
Powers: Animate Object 3 (Flaws: Limited to machinery and electronics), Datalink 6 
(Feats: Machine Control), Growth 2 (Feats: Innate; Flaws: Permanent), Protection 6, 
Super-Senses 6 (Darkvision, Extended: Vision 3, Infravision) 
Combat: Attack +5 (melee), +5 (ranged), Grapple +13, Damage +8 (unarmed), Defense 
+5, Initiative +0 
 
Abilities 32 + Skills 8 (32 ranks) + Feats 8 + Powers 30 + Combat 20 + Saves 6 + 
Equipment 5 = Total 109 



 
 
Ian Smith / Feculent Boy Power Level 2 (6) / 50 pts 
 Str Dex Con Int  Wis Cha 
 +1 +1 +1 +0 +0 +0 
 12 13 13 10 10 11 
Toughness Fortitude Reflex Will  
 +1 +1 +1 +1 
Skills: Profession: (WHATEVER HIS JOB IS) 2 (+2), Survival 2 (+2), Swim 2 (+3) 
Feats: Attack Focus (Ranged) 2, Attack Specialization (Blast) 2  
Powers: Blast 6 (Extras: Linked to Nauseate), Nauseate 3 (Extras: Area (Explosion), 
Contagious, Linked to Blast, Ranged) 
Combat: Attack +2 (melee), +6 (Blast), Grapple +3, Damage +1 (Punch) +6 (Blast), 
Defense +2, Initiative +1 
 
 
Michelle Carson Power Level 2 / 23 pts 
 Str Dex Con Int  Wis Cha 
 +0 +2 +0 +1 +1 +1 
 10 14 11 12 12 12 
Toughness Fortitude Reflex Will  
 +0 +0 +2 +1 
*Save notation (if any) 
Skills: Computers 2 (+3), Diplomacy 1 (+2/+6), Gather Information 3 (+4), Investigate 1 
(+2), Knowledge: Supers 2 (+3), Profession: Waitress / Bar Owner 2 (+3) 
Feats: Attractive 1, Luck 1 
Powers: Telekinesis 6 (Feats: Precise, Flaws: Limited to what’s on a bar tray, Range: 
Touch)  
Combat: Attack +0 (melee), +0 (ranged), Grapple +0, Damage +0, Defense +1, Initiative 
+2 
 
 
Pallas Power Level 10 / 150 pts 
 Str Dex Con Int  Wis Cha 
+12 +0 +14 +0 +1 +1 
34/18 10 38/18 10 12 12 
Toughness Fortitude Reflex Will  
 +14 +14 +4 +4 
Skills: Diplomacy 7 (+8), Notice 8 (+9), Knowledge: Current Events 4 (+4), Knowledge: 
Civics 4 (+4), Profession: Hero 6 (+7), Search 8 (+8), Sense Motive 7 (+8) 
Feats: Benefit 3 (Academy Hero – gives Police Powers, Status and Wealth), Connected, 
Improved Pin, Interpose, Power Attack, Takedown Attack 
Equipment: Comlink 
Powers: Enhanced Constitution 20, Enhanced Strength 20, Impervious Toughness 
10, Leaping 9 (x1000 distance), Super-Senses 7 (Direction Sense, Distance Sense, 



Extended Hearing x2, Extended Vision x2, Low Light Vision) Super-Strength 7 (Heavy 
Load: 200 tons; Power Feats: Ground Strike, Thunderclap),  
Combat: Attack +8 (melee), +8 (ranged), Grapple +X, Damage +12, Defense +6, 
Initiative +0 
 
 
Peter Ross Power Level 3(8) / 38 pts 
 Str Dex Con Int  Wis Cha 
 +0 +0 +2 +3 +3 +2 
 11 10 14 16 16 14 
Toughness Fortitude Reflex Will  
 +2 +2 +0 +3 
Skills: Bluff 1 (+3), Computers 1 (+4), Diplomacy 2 (+4), Gather Information 2 (+4), 
Notice 3 (+6), Profession: Office Job 2 (+5), Sense Motive 1 (+4) 
Feats: Luck 1, Teamwork 1 
Powers: ESP 4 (Flaws: Must have something that holds the scent of who he’s looking 
at), Mind Reading 8 (“Smellepathy”, Feats: Subtle 2, Extras: Alternate Save – Reflex, 
Flaws: Distracting, Limited – has no control of what thoughts or images he gets, Sense 
Dependent – Smell)  
Combat: Attack +1 (melee), +1 (ranged), Grapple +1, Damage +0, Defense +2, Initiative 
+0 
 
 
Tattoo Devil Power Level 6 / 89 pts 
 Str Dex Con Int  Wis Cha 
 +4 +2 +4 +0 +0 +2 
 18 14 18 10 10 14 
Toughness Fortitude Reflex Will  
 +6/4* +6 +4 +2 
*flat footed 
Skills: Bluff 3 (+5), Drive 7 (+9), Notice 2 (+2), Search 2 (+2), Sense Motive 2 (+2) 
Feats: Benefit 3 (Academy Hero – gives Police Powers, Status and Wealth), Defensive 
Roll 2, Fearsome Presence 3, Fighting Style: Boxing (All-Out Attack, Defensive Attack, 
Elusive Target, Improved Block 1, Power Attack, Takedown Attack 1) 
Equipment: Comlink, Motorcycle 
Powers:  Animate Objects 6 (Feats: Progression 2, Extras: Alternate Type – Tattoos, 
Flaws: Limited to his tattoos) 
Combat: Attack +6 (melee), +6 (ranged), Grapple +10, Damage +4 (punch), Defense +6, 
Initiative +2 
Drawbacks: Drawback1 (–X points), Drawback2 (–X points) 
 
 
White Lightning  Power Level 8 
 Str Dex Con Int  Wis Cha 
+3/+7 +4 +3 +0 +0 +2 
17/25 18 17 10 10 14 



Toughness Fortitude Reflex Will  
 +8 +7 +7 +2 
 
Skills: Acrobatics 4 (+8), Bluff 3 (+5), Diplomacy 4 (+6), Intimidate 4 (+6), Knowledge: 
Current Events 3 (+3), Notice 1 (+1), Profession (Academy Hero) 8 (+8) 
Feats: All-Out Attack, Attractive 1, Benefit 3 (Academy Hero – gives Police Powers, 
Status and Wealth), Evasion, Power Attack, Precise Shot, Startle 
Equipment: Comlink 
Powers: Electrical Control 8 (Power Feats: Alternate Power – Enhanced Strength 8, 
Super Strength 4), Flight 3, Immunity 5 (Electricity), Protection 5 
Combat: Attack +7 (melee), +7 (ranged), Grapple +10, Damage +7 (Enhanced Strength 
Punch), + 8 (Electrical Blast), Defense +7, Initiative +4 
Abilities 26 + Skills 7 (28 ranks) + Feats 9 + Powers 33 + Combat 28 + Saves 9 + 
Equipment 1 – Drawbacks 0 = Total 113 
 
 
 
OPEN GAME LICENSE 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) 
“Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this 
agreement. 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the 
copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or 
co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content. 



9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of this License. 
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 
make it enforceable. 
15. COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document, Copyright 2000, Wizards of the Coast, Inc., Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
original material by E. Gary Gygax and Dave Arneson. 
Modern System Reference Document, Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, 
Charles Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on material by Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker. 
Ultramodern Firearms d20, Copyright 2002, Charles McManus Ryan. 
Mutants & Masterminds, Copyright 2002, Green Ronin Publishing; Author Steve Kenson. 
Advanced Player’s Manual, Copyright 2005, Green Ronin Publishing: Author Skip Williams. 
Silver Age Sentinels d20, Copyright 2002, Guardians of Order, Inc.; Authors Stephen Kenson, Mark C. Mackinnon, Jeff Mackintosh, Jesse 
Scoble. 
Mutants & Masterminds, Second Edition, Copyright 2005, Green Ronin Publishing; Author Steve Kenson. 
Ultimate Power, Copyright 2006, Green Ronin Publishing; Author Steve Kenson 


