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The Objectivist.

Is he a dedicated antihero with a brutal but firm concept of justice? Oris he a
sociopathic serial killer who chooses criminals as his victims?

Ultimately we would like to leave that fine distinction up to you, dear reader. In this
brief character dossier, we will provide a short overview of the history and complete
game statistics for a vicious vigilante that goes by the name The Objectivist. With
the information included in this document you will be able to insert the Objectivist
directly into your M&M game, whether as an NPC or as a pregenerated player
character. The point costs for creating the Objectivist have also been included to
allow for easy customization should the GM or Player wish to alter his game stats
or adjust his power level.

The format of this document is identical to that of our Superhero Support line of
M&M Superlink books, which can be found for purchase at DriveThruRPG. If you enjoy
The Objectivist, please check out our other Superhero Support books at
http://rpg.drivethrustuff.com/index.php?cPath=559_86998&
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THE OBJECTIVIST (PP ToTAL: 135)
Gender M Height 511 Identity Charles Walters
Age 27 Weight 197 Ibs. Base of Operations Tiny apartment
PL 9 Eyes Brown Group Affiliation None
Abilities (74 PP)

STR 2 AGlI 3 FIG 4 AWE 7
STA 3 DEX 2 INT 9 PRE 7

Offense (O PP)
Unarmed 10 Initiative 11
Melee 4 Ranged 2

Defense (9 PP)
Toughness (STA) 3 Dodge (AGL) 3
Fortitude (STA) 5 Parry (FGT) 4
Will (AWE) 14

Skills (45 PP)
Close Combat (unarmed) 6(10)
Deception 6(13)
Expertise (criminal) 6(15)
Expertise (journalism) 6(15)
Expertise (philosophy) 6(15)
Expertise (streetwise) 6(15)
Insight 6(13)
Intimidation 12 (19)
Investigation 10(19)
Perception 10(17)
Sleight of Hand &(10)
Stealth &(11)

Advantages (11 PP)
Assessment, Chokehold, Contacts, Eidetic Memory, Fast Grab, Fearless, Grabbing Finesse, Improved Hold,
Improved Initiative x2, Well-Informed
Powers & Devices (6 PP)
Grappling Gun (Movement (Swinging)) 1
-Blast 2
Complications (-1 PP)
Motivation: Justice. The Objectivist is obsessed with seeking just punishment for criminals. Reputation: The
Objectivist has a reputation as a crazy. He is feared, distrusted and wanted by the authorities. Identity: The
Objectivist maintains a secret identity, though he spends less and less time as Charles Walters these days.
Grappling Gun is Removable 1.
Equipment, Vehicles & Headquarters

Headquarters: Apartment (Size: Diminutive, Toughness: 6, Features: Living Space, Secret, Cost: O)

THE OBJECTIVIST

Charles Walters was born in the worst neighborhood in the city. The son of a dockworker and
an exotic dancer, Charles learned early on about the harsh realities of life on the wrong side of the
tracks.

In elementary school, Charles was often mocked because the other children knew his mother’s
profession. This coupled with Charles’s small stature and social awkwardness made him the target of
several bullies. His father often encouraged Charles to stand up for himself, but Charles was always
reluctant, claiming that he didn’t want to hurt the other kids.

Once Charles hit the sixth grade, the bullying suddenly stopped. It seemed as if the other
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children had become trightened ot Charles
overnight. Charles was simply thankful that he
was no longer being harassed on a regular basis,
50 he never gave the issue of what had stopped the
bullying much thought.

What Charles did not know was that his
father had taken a job as a collector for alocal
loan shark. Word had gotten around that
Mr. Walters was running with some shady
folks and none of the bulllies at school
wanted to risk picking on Charles
anymore for fear of retrubition from his
dad.

Things were peaceful
for a while. The bullies had
stopped, Charles’s mom was
able to quit dancing and there
was more money around the
house. Everything seemed to
be coming together for the
Walters family, until Charles’s
freshman year of high school.

A war between Mr.
Walters's bosses and a new
street gang that was trying to
make a name for itself turned
bloody and violent. One Saturday
night, the violence spilled into
Charles’s livingroom. A group of
gangbangers performed a home
invasion, Killing Charles’s parents and
beating him within an inch of his life.

As Charles recovered in
intensive care, he sought comfort in the
writings of author Ayn Rand. He was
hurt and upset. He missed his parents
terribly, but he was also incredibly angry
at them for lying to him about their
newfound prosperity. In his fragile state
of mental and physical health, he began
to latch firmly onto the philosophy of

THE OBJECTIVIST

Objectivism, seeing the world in clear contrast ot
black and white, truth and lies, right and wrong.
Having suffered the horrors of the gang war and the
loss of his parents, its no surprise that his opinion
of the world grew grim.

Upon being released from the hospital,
Charles took the life insurance money that
remained from his parent;s death and sunk it into
training, studying and preparing himself for a
quest to bring justice to the streets of his
run-down burned out neighborhood.

Naming himself after the philosophy that
guided him, Charles acquired
arubber mask that gave
him simple, plain features,
dressed himselfin a suit
and fedora and took to the
streets, dispensing brutal vigilante
justice wherever he found wrongdoing.
Charles has a very skewed,
but strict code of honor. He sees
corruption as pervasive, but places a
high value on innocence and redemption.
If he feels that someone is an innocent
victim or that they are capable of
redeeming themselves (an assessment
he rarely makes) he is likely to be alittle
soft on them. Otherwise he is vicious
and merciless in his quest for justice.
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OPEN GAME LICENSE Version 1.0a

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.

APPENDIX A

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
cach 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
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Content You must clearly indicate which portions ot
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
ContentYou 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 1.0a 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.

APPENDIX A

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.
DC Adventures Hero’s Handbook, Copyright 2010,
Green Ronin Publishing; Author Steve Kenson.
Mutants & Masterminds Hero’s Handbook, Copyright
2011, Green Ronin Publishing; Author Steve Kenson.
The Objectivist, Copyright 2012 Aegis Studios
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