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LIGHT CITY
Multiverse

When it comes to fighting crime, sometimes size matters. N1 %% ‘l‘ COMICS |
Whether they shrink down to the size of an ant or grow to 1
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gigantic proportions, size shifters are versatile heroes and
a vital part of the hero community.
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Size Shifter

Size shifters can use 4 weapons of their choice and wear hght body armor — [+2] At ﬁrst level they
choose shrinking or growing and gain the benefits below of that choice. Their unarmed attacks deal
1d3 damage and they add their strength bonus to attack and damage rolls while fighting unarmed.

Shrinking

Starting at first level the size shifter can shrink down to become only a few inches tall. However, they
retain their normal movement, strength, and mass (for the purposes of lifting and combat). They gain a
—3 [+3] bonus to their AC.

At 3rd level they gain the ability to shrink objects once per day. They can make an object up to 100
cubic feet shrink down to pocket size.

At 4th level they gain the ability to temporarily shrink others with them. Those shrunk temporarily
gain the abilities of a first level size shifter with the shrinking ability. However, if they do any strenu-
ous activity, such as combat, they must make a saving throw each round or grow to their regular size.

At 5th level they gain the ability to increase the size of small objects. Once per day they can increase
the size of a small object by 10 times. This effect is permanent. The size changer can shrink the item
back down with his power.



At 6th level they gain the ability to go subatomic. They
can move in between atoms. This ability lasts for 5
rounds. At the five rounds the shrinker must make a suc-
cessful save or be stuck at this level for 24 hours. After
this time is up they may make another save to return.

At 7th level they gain the ability to become giant sized
for a limited amount of time. They gain the first level
abilities as if they’d chosen growing. For every round af-
ter the first in which they are giant sized they must make
a successful save to stay that way.

Growing
Starting at first level the size shifter can grow to immense heights (15 feet per level). Like the
Brick, they can perform a feat of strength (such as busting walls, throwing cars) by rolling their
strength bonus or less on a d6. Their unarmed attacks deal 1d6 damage. While in giant form, they
gain a +2 bonus to their strength. This bonus increases by +2 every level. At 3rd, 5th, and 7th lev-
el their movement is increased by 10.

At 7th level they gain the ability to shrink for a limited amount of time. They gain the first level
abilities as if they’d chosen shrinking. For every round after the first in which they are shrunk
they must make a successful save to stay that way.

Green Giant
Level 7 Size Shifter
Real name: Scott Brentwood
First appearance: Green Giant #1 (1940)
STR 16 (+1)/30 (+4) INT 12

DEX 13 WIS 11

CON 15 (+1) CHA 10

6 HD (30 HP) Saving Throw 10

AC 9[10] T
Normal Unarmed, +5 to hit, 2 damage/ Giant Unarmed +8 to hit, 1d6+4 g :
damage é

Primary Size Shifting: Growing

Scott Brentwood seems like a regular financial advisor for a brokerage
firm in Light City, but he’s secretly the Green Giant. Scott’s father Ray
was a brilliant scientist and left Scott the culmination of his life’s work, a belt that allowed its wear-
er to grow to gigantic proportions. Scott isn’t the most active hero in the community but if you need
a giant robot to be smashed or someone to go toe to toe with a prehistoric monstrosity, he’s your
man.
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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
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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, like-
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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 Con-
tent. (h) “You” or “Your” means the licensee in terms of this agreement.
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may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be ap-
plied 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.
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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
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7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as ex-
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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 distrib-
uting are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any author-
ized 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.
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