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HERDO POINT TRACKER
Use a paperclip to track expended hero points

ATTACK BONUS
Your attack bonus

attack is:

Base attack bonus + Strength modifier + size modifier.

with a melee

SW ' dal :.III'_ ttack 1s.
Base attack bonus +
Dexterity modifier + size modifier - range penalty.

DEFNESE

Calculz r def s fi
Defense = 10 + base Defense bonus
+ Dexterity modifier + size modifier.

TABLE 7-4: SIZE MODIFIERS
Attack/Defense

Size Modifier Dimensions Weight Multiplier

Fine +8 1"-6" Yhe—"e |b. xe
Tin +2 1'-2' Ib-8 Ib. x4

4'-g'

60 Ib.-500 Ib. 0

Medium 0

Huge -2 6'-32' 4,000 1b.-32,000 Ib. x4

Colossal -8 64'-128' 250,000 [b.~2,000,000 Ib.x16

TABLE 8-8: ATTACK ROLL MODIFIERS
Circumstance

Melee Ranged Dodge Bonus?

Attacker on higher ground +1 0 Yes

Attacker concealed +2 +2 No

Defender fallen +4 -4

Defender climbin

+
]
+
]
=
o

Defender sprintin

%
o
X
=
o

Defender pinned

+
E
IS
=
[=]

Defender concealed —See Concealment—

*Roll randomly to see which grappling combatant you strike.
That defender loses any dodge bonus to Defense.

TABLE 8-2: DAMAGE SAVING THROWS

Lethal Attack

Saving Throw... Stun Attack

Fails Bruised (Hit Injured (Hit

Fails by more than 10 Unconscious Disabled

TABLE 2-1: ABILITY MODIFIERS

Score Modifier ~Score  Modifier  Score Modifier

2-3 -4 10-11 +0 18-19 +4

6-7 -2 14-15 +2

TABLE 8-4: COMMON ACTIONS IN COMBAT
Action Type

5-foot step?

Charge Full No

Coup de grace Full Yes

Varies Maybe

Disarm**

D o RO N7 S 15 e

Drop an item Free Yes

Feint (see Blu Half Yes

Crapple* Varies Maybe

Miscellaneous activi Varies Maybe

Move your speed Half No

Pick up an item Half

Refocus* Full No

Speak Free Yes

Stand up from fallen position Half Yes

Sustain a power Free Yes

Trip** Varies Maybe

*See “Special Initiative Actions.” **See "Advanced Maneuvers.”

TABLE 8-9: COVER
Degree of

Cover Reflex
Save Bonus

Cover Defense

Cover Example Bonus

One-half Fighting from
around a corner;
standing at

an open window;
behind a character

of the same size

Standing at +10 +4
a narrow opening;

behind a door

that's slightly ajar

Nine-tenths

TABLE 8-10: CONCEALMENT
Concealment Example Miss Chance
One-half Dense fog at 5 feet; 17

recipitation

Nine-tenths Near total darkness
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INTRO BLOCK

CHARACTER NAME

ALTERNATE |DENTITY

ALIASES

BASE OF OPERATIONS CROUP AFFILLATION

POWER LEVEL FIRST APPEARANCE

STARTING FOWER POINTS EARNEDPOWER POINTS UNSPENT POWER POINTS TOTAL POWER POINTS

CHARACTER LOGO

ABILITY SCORES

ABILITY POWER MISC TEMPORARY
SCORE TOTAL MODIFIER  MODIFIER  MODIFIER MODIFIER SCOR
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DEX SIZE POWER
TOTAL MODIFIER ~ MODIFIER ~ MODIFIER BASE

DEFENSE [ |-[ ||

ATTACKS

BASE ATTACK | |

to your normal recovery check.

« Ignore fatigue: Any time you would be fatigued by taking an action, including extra
effort, you can spend a Hero Point to ignore the fatigue result.

= Qvercome injury: If you are disabled (see Damage and Injury, M&M p. 128),
a Hero Point allows you to take a strenuous action for one round without your
condition worsening to dying.

* Escape death: A Hero Point to automatically stabilizes a dying hero, although this
doesn't protect against further damage.

BASE STR POWER MISC MPORARY
MOVEM ENT TOTAL MODIFIER ~ MODIFIER  MODIFIER  MODIFIER Momr_ml
ATTACK BONUS I -| * |+| " +:.-.J'
MOVEMENT TYPE SPEED TOTAL  MODIFIER  MODIER  MODIFIER  MODIFER N Mon E’EEY
ATTACKBON&ED | |=| * * B +:. - J'
HUSTLE SPRINT
CARRYI NG CAPACITY ATTACK NAME ATTACK. BONUS SAVE DC
LGHTLOAD [ | MAXLOAD [ | ||uecsm
MEDIUMLOAD [ | LIFT OFF GROUND
MAX LOAD X2
ATTACK NAME ATTACK BONUS SAVE DC
HEAVYLOAD [ | PUSHORDRAG [ |
EFFECT/ NOTES
HERO POINTS
CU RRENT TOTAL ATTACK NAME ATTACK BONUS SAVE DC
HERD POINTS | HERD POINTS E
EFFECT/NOTES
You can spend a Hero Point to:
* Re-roll a die roll and take the better of the two results. If both results are below 10,
treat your roll as a 10. You must spend the Hero Point and re-roll before the GM At ATTAK BoNwS O
announces the success or failure of your roll. -
* Improve your Defense by 5 until the beginning of your next action.
* Decrease your current stun hits by 5, giving yourself a second wind.
* Immediately shake off a stunned condition ATTACK NAME ATTACK BONUS SAVE DC
* Get an immediate check to recover from being unconscious or disabled.
This check is made normally, the Hero Point just allows you to make it in addition EFFECT/NOTES

CONDITION
gootoobooooooooooonao

] INDICATES A STUN HIT. STUN HITS IMPOPSE A CUMALITIVE -1 MODIFER TO ALL FURTHER STUN DAMAGE SAVES

B INDICATES A LETHAL HIT. LEATHAL HITS IMOPSE A CUMALITIVE -1 MODIFER TO ALL FURTHER LEATHAL AND STUN
DAMAGE SAVES

stusnen O oisagler O

unconsaous 0 ovne O oeao O
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KEY SKILL SKILL ABILITY POWER MISC
SKILL NAME ABILITY MODIFIER RANK MODIFIER MODIFIER MODIFIER
ACROBATICS Dex = b * * FEAT EFFECT
BALANCE Dex = * * *
BLuFF CHA - * * *+
C S - FEAT EFFECT
LIMB TR = * *
COMPUTERS INT = . * %
CONCENTRATION Wis = * * * FEAT EFFECT
CRAFT INT = * it b
DEemoLITIONS INT = * * * _— p—
DipLOoMACY CHA - * * *
DisaBLe Device INT = i = £
DIsGUISE CHA N + + + St ZFFRCT
DrIvE Dex - * * *
FEAT EFFECT
EscaPE ARTIST Dex = N * +
FORGERY INTE = i * *
GATHER INFORMATION ~ CHA = * * = - —
HANDLE ANIMAL CHA = % * i
Hipe Dex = * * *
INNUENDO CHA = * * + FEAT EFFECT
INTIMIDATE CHa = * * *
Jump STR - N * * FEAT EFFECT
KNOWLEDGE INT - * * *
KNOWLEDGE INT - * * M
KNOWLEDGE INT o + + + i il
KNOWLEDGE INT = % * *
KNOWLEDGE INT = = * el FEAT EFFECT
LANGUAGE - = * * *
LISTEN Wis N * * * rear errecr
MEDICINE Wis = * * *
Move SILENTLY Dex = = * &
Open Lock Dex = = * * FEAT EFFECT
PERFORM CHA - = N *
PiLot Dex - * * * FEAT EFFECT
PROFESSION Wis = * * *
Reap Lips INT = s N b
REPAIR INT = * * + FEAT il
Ripe Dex = * * *
SCIENCE INT - * * * FEAT EFFECT
SEARCH INT = + + *
Sense MoTive Wis = * i & . crrecr
SLEIGHT OF HAND Dex = = M i
Seot Wis 5 € * *
SURVIVAL Wis - + + * FEAT EFFECY
Swim STR = = * N
TAuNT CHa - * * * FEAT EFFECT
SKILLS IN ITALICS ARE TRAINED ONLY
SU P E R FEATS FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
FEAT EFFECT
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POWER NAME RANK SAVE DC COsT PAGE NO. FOWER NAME FANK SAVE DC COST PAGE NO.
EXTRAS EXTRAS

POWER STUNTS POWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIFTION DESCRIFTION

POWER NAME RANK SAVE DC COsT PAGE NO. FPOWER NAME RANK SAVE DC COST PAGE NO.
EXTRAS EXTRAS

POWER STUNTS POWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIFTION DESCRIPTION

POWER NAME RANK SAVE DC cosT PAGE NO. POWER NAME RANK SAVE DC COST PAGE NO.
EXTRAS EXTRAS

POWER STUNTS POWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIFTION DESCRIFTION

POWER NAME RANK SAVE DC COST PAGE NO. FOWER NAME RANK SAVE DC COST PAGE NO.
EXTRAS EXTRAS

POWER STUNTS POWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIFTION DESCRIPTION

POWER NAME RANK SAVE DC COsT PAGE NO. POWER NAME RANK SAVE DC CO5T PAGE NO.
EXTRAS EXTRAS

POWER STUNTS FOWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIFTION DESCRIPTION
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POWER NAME RANK SAVE DC cosT PAGE NO. WEAKNESS NAME

EFFECT
s DESCRIPTION
POWER STUNTS

WEAKNESS NAME
FLAWS

EFFECT
POWER SOURCE

DESCRIPTION
DESCRIPTION

WEAKNESS NAME
POWER NAME RANK SAVE DC €osT PAGE NO.

EFFECT

DESCRIPTION
EXTRAS
POWER STUNTS WEAKNESS NAME
FLAWS EFFECT
POWER SOURCE DESCRIFTION
DESCRIPTION

WEAKNESS NAME
POWER NAME RANK SAVE DC COST PAGE NO. EFFECT

DESCRIPTION
EXTRAS

WEAKNESS NAME
POWER STUNTS

EFFECT
FLAWS

DESCRIFTION
POWER SOURCE

WEAKNESS NAME
DESCRIFTION

EFFECT
POWER NAME RANK SAVE DC COST PAGE NO.

DESCRIFTION

WEAKNESS NAME
EXTRAS

EFFECT
POWER STUNTS

DESCRIFTION
FLAWS
POWER SOURCE NAME
DESCRIFTION EFFECT

DESCRIFTION
FOWER NAME RANK SAVE DC CosT PAGE NO.

WEAKNESS NAME
EXTRAS

EFFECT
POWER STUNTS

DESCRIFTION
FLAWS
POWER SOURCE

DESCRIFTION
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DEVIC

POWER NAME RANK SAVE DC cosT PAGE NO. POWER NAME RANK SAVE DC cosT PAGE NO.
EXTRAS EXTRAS

POWER STUNTS POWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIFTION DESCRIFTION

POWER NAME RANK SAVE DC COST PAGE NO. POWER NAME RANK SAVE DC COsT PAGE NO.
EXTRAS EXTRAS

POWER STUNTS POWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIFTION DESCRIFTION

POWER NAME RANK, SAVE DC cosT PAGE NO. POWER NAME RANK SAVE DC cosT PAGE NO.
EXTRAS EXTRAS

POWER STUNTS POWER STUNTS

FLAWS FLAWS

POWER SOURCE POWER SOURCE

DESCRIPTION DESCRIPTION

DEVICE SCHEMATICS

2)

3)

4)

5)

6)

7)

8)

) —

10)

1)

12)

13)

14)

15)

SCALE: .26IN = § FEET
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DESCRIPTION CHARACTER SKETCH

HEIGHT WEIGHT HAIR COLOR EYE COLOR
ETHNICITY SEX

NATIOMALITY

PLACE OF BIRTH BIRTHDATE AGE

DISTINGUISHING FEATURES

COSTUME DESCRIFTION

SPECIAL EFFECTS OF POWERS

PERSONALITY

GENERAL DESCRIFTION

MOTIVATION

PERSONAL STRENGTHS

PERSONAL FLAWS
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POWER SOURCE

BACKGROUND AND HISTORY

ORIGIN STORY -
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SUPPORTING CHARACTERS SUPPORTING CHARA

CHARACTER NAME CHARACTER NAME
RELATIONSHIP FELATIONSHIP
FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

CHARACTER NAME CHARACTER NAME
RELATIONSHIP RELATIONSHIP
FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

CHARACTER NAME CHARACTER NAME
RELATIONSHIP RELATIONSHIP
FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

CHARACTER NAME CHARACTER NAME
RELATIONSHIP RELATIONSHIP
FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES
CHARACTER NAME CHARACTER NAME
RELATIONSHIP REL

FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

o
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SUPPORTING CHARACTER SUPPORTING CHARACTER

CHARACTER NAME CHARACTER NAME
RELATIONSHIP RELATIONSHIP
FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

CHARACTER NAME CHARACTER NAME
RELATIONSHIP RELATIONSHIP
FIRST APFEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

CHARACTER NAME CHARACTER NAME
RELATIONSHIP RELATIONSHIP
FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

CHARACTER NAME CHARACTER NAME
RELATIONSHIP RELATIONSHIP
FIRST APPEARANCE FIRST APPEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES

CHARACTER NAME CHARACTER NAME
RELATIONSHIP REL

FIRST APFEARANCE FIRST AFFEARANCE
CURRENT STATUS CURRENT STATUS
NOTES NOTES
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TEAMMATES

TEAM NAME TEAMMATE
TEAM ROLE TEAM ROLE
DATE JOINED
TEAM HEADQUARTERS ores
LOCATION TEAMMATE
POWER LEVEL TEAM ROLE

NOTES
FEATURES

TEAMMATE
TEAM ROGUES GALLERY oA Rote
MNAME

NOTES
FIRST APPEARANCE

TEAMMATE
NOTES TEAM ROLE
NAME

NOTES
FIRST APPEARANCE

TEAMMATE
NOTES TEAM ROLE
NAME

NOTES

FIRST APPEARANCE

NOTES

TEAM TACTICS

MANEUVER NAME

NAME

FIRST APPEARANCE

NOTES

NAME

FIRST APFEARANCE

NOTES

DESCRIPTION

MANEUVER NAME

DESCRIPTION

MANEUVER NAME

DESCRIPTION
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NAME NAME

SR [ INL. DAMAGE [ ] IR [ ] INL. [ ] PAMAGE [ ]
PEX [ ] Wb FORTITUDE [ | PEX [ ] Wi [ ] FEORIMUDE[ |
GON, [ ] CHA REFLEX [ ] GON, [ ] CHA [ ] REFLEX [ ]

DEFENSE WILL ] DEFENSE [ ] WILL ]

e

ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
SKILLS SKILLS

FEATS FEATS

POWERS POWERS

WEAKNESSES WEAKNESSES

NAME NAME

DAMAGE [ ] SB[ INL. [ ] DAMAGE [ ]
FORITUDE[ ] DEX [ ] W5 [ ] FORTITUDE[ |
BEALEX [ ] CON. [ ] A [ ] BEREX [ ]
wiLL ] DEFENSE | | WL [ ]

SIR [ ] INL.
REX [ Wi
GON, [ ] cHA

DEFENSE

i

ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
ATTACK ATTACK BONUS ATTACK DAMAGE ATTACK ATTACK BONUS ATTACK DAMAGE
SKILLS SKILLS

FEATS FEATS

POWERS POWERS

WEAKNESSES WEAKNESSES
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HEADQUARTERS

LOCATION POWER LEVEL CONCEALMENT DC SECURITY DC

1) | )]

2) 2)
3) 3)
4) 4)
5) 5)

6) 6)
7) 7)

8) 8)
9) 9)
10) 10}
1] m)
12) 12)
13) 13)

SCALE: 251N = 10 FEET SCALE: 25N = 50 FEET

HEADQUARTERS INTERIOR

1)

2)

3)

4)

5)

6)

7)

8)

9)

10)

1)

12)

13)

14)

15)

16)

SCALE: 25IN = § FEET

- P
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HEADQUARTERS FEATURES HEADQUARTERS TURES

FEATURE NAME FEATURE NAME
DC/BONUS DC/BONUS
DESCRIFTION DESCRIFTION
FEATURE NAME FEATURE NAME
DC/BONUS DC/BONUS
DESCRIPTION DESCRIPTION
FEATURE NAME FEATURE NAME
DC/ BONUS DL/ BONUS
DESCRIPTION DESCRIFTION
FEATURE NAME FEATURE NAME
DC/BONUS DC/BONUS
DESCRIFTION DESCRIFTION
FEATURE NAME FEATURE NAME
DC/BONUS DC/BONUS
DESCRIPTION DESCRIPTION
FEATURE NAME FEATURE NAME
DL/ BONUS DL/ BONUS
DESCRIPTION DESCRIPTION
FEATURE NAME FEATURE NAME
DL/ BONUS DC/BONUS
DESCAIPTION DESCRIPTION
FEATURE NAME FEATURE NAME
DC/BONUS DC/BONUS
DESCRIFTION DESCRIPTION
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VEHICLES

MUTANTSE&MASTERMINDS™ CHARACTER FOLIO

WVEHICLE NAME VEHICLE NAME

VEHICLE TYPE SIZE POINT COST VEHICLE TYPE SIZE POINT COST
MOVEMENT RANK ARMOR BONUS HARDMESS MOVEMENT RANK ARMOR BONUS HARDMNESS
FEATURE NAME FEATURE NAME

DC/ BONUS DC/ BONUS

DESCRIFTION DESCRIFTION

VEHICLE NAME VEHICLE NAME

VEHICLE TYPE SIZE POINT COST VEHICLE TYPE SIZE POINT COST
MOVEMENT RANK ARMOR BONUS HARDNESS MOVEMENT RANK ARMOR BONUS HARDNESS
FEATURE NAME FEATURE NAME

DC/ BONUS DC/BONUS

DESCRIFTION DESCRIFTION

VEHICLE NAME VEHICLE NAME

VEHICLE TYPE SIZE POINT COST VEHICLE TYPE SIZE POINT COST
MOVEMENT RANK ARMOR BONUS HARDNESS MOVEMENT RANK ARMOR BONUS HARDNESS
FEATURE NAME FEATURE NAME

DC/BONUS DC/BONUS

DESCRIFTION DESCRIFTION

VEHICLE DIAGRA

2)

3)

4)

5)

5)

7)

8)

9)

10)

n)

12)

13)

14)

15)
SCALE: 25IN = 1 FOOT
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RIME FILES

FILE NAME DATE FILE NAME DATE
EVENTS EVENTS

OUTCOME OUTCOME

FOLLOW-UP FoLLow-up

FILE NAME DATE FILE NAME DATE
EVENTS EVENTS

OUTCOME OUTCOME

FOLLOW-UP FOLLOW-UP

FILE NAME DATE FILE NAME DATE
EVENTS EVENTS

OUTCOME OUTCOME

FOLLOW-UP FOLLOW-UP

FILE NAME DATE FILE NAME DATE
EVENTS EVENTS.

OUTCOME OUTCOME

FOLLOW-UP FOLLOW-UP

FILE NAME DATE FILE NAME DATE
EVENTS EVENTS

OUTCOME OUTCOME

FOLLOW-UP
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VANCEMENT PLAN

POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
POWER POINT COST POWER LEVEL IMPROVEMENT
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BALANCE CHECKS FOR PRECARIOUS SURFACES*
DC Surface

10 7-12 inches wide (building ledge)

20 Less than 2 inches wide (tightrope

+5 Surface slippery

*Walking along precarious surfaces is a half action. A successful check allows you to move
at half speed. Success by 5 or more allows you to move at normal speed. Failure means you
can't move at all that round. Failure by 5 or more means you slip and fall.

BLUFF CHECK CIRCUMSTANCE MODIFIERS
Sense
Motive

Modifier  Circumstances

0 The bluff is believable but doesn't affect the target much.

+10 The bluff is hard to believe or puts the target at serious risk.

CLIMB CHECK DCS BY SURFACE*
DC Surface

5 A rope with a wall to brace against or a knotted rope.

15 A surface with handholds or footholds such as a natural
rock wall, a tree, or an unknotted rope.

25 A rough surface (like a brick wall), an overhang, or ceiling
with handholds but not footholds.

-5 A comer in which you can brace against perpendicular
walls (reduces DC by 5).

— A perfectly smooth, flat, vertical surface cannot be climbed
without the Clinging power.

*A successful Climb check each round allows you to move up, down, or across a slope or
wall at one-half your speed as a full action or one-quarter your speed as a half action.
Success by 5 or more allows full speed as a full action or half speed as a half action. A
failed Climb check prevents movement that round. Failure by 5 or more causes you to fall.
Appropriate climbing gear grants a +2 bonus to Climb checks.

TABLE 5-2: DOUBLING VALUES
Power
Rank

TABLE 3-1: SKILLS
Multiplier

|

2 x4

4 x16

|

6 x64 Concentration

|

8 x256

10 x1,024

|

12 x4,096

|

14 x16,384

16 x65,536

18 x262,144 Innuendo

x1,048,576 Jump

Skill Name iﬁ Abilii
Balance Dexterii
Climb Stre nith

Demolitions Intel Iiience

Disable Device Intelliience
Drive Dexterii
Forieri InteIIiience

Handle Animal

CONCENTRATION DISTRACTION DCS

DC Distraction
5 Minor distractions: high winds, driving rain, loud noises, etc.
15 Serious distractions: violent motion,

raging storms, deafening noise, etc.

DEMOLITIONS SET EXPLOSIVE DEVICE DCS

DC  Damage Bonus Increase Penalty to Reflex Save

10 +0 0

15 +2 -2

20 +4 -4

30 +6 -6
ESCAPE ARTIST CHECK DCS

Escape from... DC

Ropes 20

Handcuffs or manacles 30

Tight space 30

Snare 10+ Snare’s bonus

CGrappler Grappler's grapple check
JUMP CHECK DISTANCES

Min. Max,

Type of Jum Distance Additional Distance Distance

Standing jum 3ft.  +1 ft./2 points above 10 Height x2

2 ft.  +1 ft./8 points above 10 Height

Standing high jum

OPEN LOCK DCS
Lock

Lock DC

e

Average lock 5 Amazing lock 40

TAUNT RESULTS*

* The target loses his dodge bonus to Defense against your next attack due to
the distraction.

« The target takes some action you're encouraging (such as charging you).

« The target suffers a -4 penalty on his attack rolls or skill checks (your choice)
for the next round.

*Taunt opponents as a half action. Opponents resist Taunt checks with Sense Motive or
Taunt checks of their own. If you win the opposed role, choose one of the above effects.
If the opponent wins an opposed Taunt check, he has successfully taunted you, and may
choose one of the above effects.

Language

|

Medicine Wisdom

Open Lock Dexteri
Wisdom
Pilot Dexteri

Read Lips Intelligence

P e

Ride Dexteri

earch Intelligence

Sleight of Hand Dexteri

|

Charisma
Survival Wisdom

Charisma

Taunt Charisma

Sengen Skills in bold are trained only
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