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Taliesin’s DC UNIVERSE Vol. 1



Agent Orange • Ambush Bug • Aquaman • Artemis of Bana-Mighdall • Atom Atom Girl • Batgirl (Cassandra Caine • Batgirl (Stephanie Brown) • Batman Beast Boy • Big Barda • Bizarro • Black Adam • Black Canary • Black Hand Blue Beetle • Booster Gold • Brother Blood • Captain Cold • Captain Comet Captain Marvel • Catwoman • Cyborg / Deadshot • Deathstroke • Doctor Light Doctor Mid-Nite • Dream Girl • Eclipso • Firestorm • Gorilla Grodd Green Arrow • Green Lantern (G’nort) • Green Lantern (Guy Gardner) Harley Quinn • Hawkgirl • Hawkman • Martian Manhunter • Mary Marvel Mister Freeze • Obsidian • Phantom Girl • Plastic Man • Poison Ivy • Power Girl Raven • Red Tornado • Saturn Girl • Starfire • Stargirl • Steel • Superboy • Supergirl Superman • Swamp Thing • Ultra-Humanite • Wonder Girl • Wonder Woman



AGENT ORANGE (Larfleeze)



PL15 STR



+9 28/20



DEX +4 18



CON



+12 34/30



INT



+10 30



WIS +0 10



CHA +0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+12



+12



+8



+12 SKILLS



FEATS Eidetic Memory, Improved Grab, Improved Grapple, Speed of Thought COMBAT Attack +11 [+10] Damage +9 (Unarmed), +20 (Variable Power) Defense +11 [+10] (+5 flat-footed) Initiative +10



Concentration 20 (+20), Intimidate 12 (+14), Knowledge [History] 12 (+22), Knowledge [Physical Sciences] 8 (+18), Notice 4 (+4), Search 4 (+14), Stealth 12 (+14) POWERS Device 16 “Orange Power Battery” (Easy to Lose; Power Feat: Restricted 2; 50pp) Features 1 (Iron Stomach; 1pp) Growth 4 (Extra: Continuous [+1]; Flaw: Permanent [-1]; Power Feat: Innate; 13pp) Super-Senses 4 (Electromagnetic Awareness 4 [mental; Acute, Accurate]; 4pp) Super-Strength 4 (Heavy Load: ~18 tons; 8pp) Variable Power 8 “Orange Light of Avarice” (multiple powers of an electromagnetic descriptor; Extra: Free Action [+2]; 64pp)



T-NOTES Agent Orange is an ancient being who struck a pact with the Oans to remain in the Vega system as the keeper of the orange flame. Larfleeze is paranoid creature who jealously guards what he deems as his. In much the same manner that the Guardians are able to manipulate the green energy of willpower, Larfleeze appears to be able to control the orange energy of avarice. Larfleeze can command the legions of Orange Lanterns, which he appears to summon through the Power Battery. Unwilling to share his power with anyone else, the Orange Lanterns are all consumed by him or one of the other Lanterns and reborn as Larfleeze’s creatures



Growth Effects Size: Large, Mass x8, Base movement +5 feet, Space 10 ft., Reach 10 ft.; Strength +8, Constitution +4, Carrying Capacity +5; -1 Attack and Defense bonus, Grapple +4, Stealth -4, Intimidate +2 Orange Power Battery (80pp total) Summon Minion 10 (Extras: Continuous [+1], Fanatical [+1], Horde [+1], Type [Orange Lanterns; +2]; Power Feats: Mental Link, Progression 9 [1,000 minions]; 80pp) Abilities 58 + Skills 18 (72 ranks) + Feats 4 + Powers 140 + Combat 44 + Saves 16 – Drawbacks 0 = Total 280
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AMBUSH BUG (Irwin Schwab)



PL2 STR



DEX



+0 10



+1 12



CON +0 10



INT +0 10



WIS



CHA



+0 10



+0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+2*



+1



+2



+0



*Impervious



SKILLS Acrobatics 6 (+7), Bluff 6, Investigate 4, Sleight of Hand 6 (+7), Stealth 6 (+7) FEATS Equipment, Sidekick 0 (rank 0; Cheeks the Toy Wonder), Sneak Attack POWERS Features 1 (Breaking the Fourth Wall; 1pp) Teleport 9 (18pp) EQUIPMENT Green bug suit (Protection 2 [Impervious], Subtle; 5ep) COMBAT T-NOTES Not much to this comic relief character except his power to teleport anywhere on Earth. Some might argue that his main power is actually being able to break the fourth wall and having an awareness of his fictionality. Also included Ambush Bug’s mighty rank 0 sidekick: Cheeks the Toy Wonder. Also, his bug suit’s Impervious Protection is Subtle because no one would have guessed it actually protects him.



Attack +2; Damage Damage +0 (Unarmed) [+2 (Sneak Attack)] Defense +2 (+1 flat-footed) Initiative +1



Abilities 2 + Skills 7 (28 ranks) + Feats 2 + Powers 19 + Combat 8 + Saves 2 – Drawbacks 0 = 40
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AQUAMAN (Orin)



PL12 STR +10 30



DEX +3 16



CON +10 30



INT +2 14



WIS +5 20



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+10



+10



+6



+9 SKILLS



Diplomacy 12 (+15), Handle Animal 12 (+15), Intimidate 8 (+11), Languages 4 (Atlantean, Inuit, 2 others; base: English), Pilot 8 (+11), Ride 8 (+11), Survival 8 (+13)



DRAWBACKS Weakness (lack of immersion in water; Very Common, Major [-1 all physical ability scores], per hour, potentially lethal; -5pp) COMBAT Attack +9, +12 (Melee) Damage +10 (Unarmed) Defense +12 (+6 flat-footed) [+2 Attack or Dodge underwater] Initiative +3



FEATS Attack Focus [Melee] 3, Environmental Adaptation [Underwater], Favored Environment [Underwater] 2, Leadership POWERS



T-NOTES Aquaman’s Atlantean physiology grants him moderate superhuman attributes, generally overshadowed by his Justice League teammates. His most notable power is his telepathy, which is restricted generally to marine life, although he has power stunted this ability to work on creatures evolved from marine life—basically broadening it to affect terrestrial life as well. Aquaman can also use this ability to summon various sea life to serve as minions. He has a version of Tremorsense that actually lets him sense the flow of water currents. I never much liked his Waterbearer Hand and don’t feel it to be an intrinsic aspect of his character. It is described below for completeness. Prior to this, Aquaman used a cybernetic hook hand, which has taken a variety of forms, from a simple firing harpoon to a multi-form prosthetic.



Animal Control 12 (Extra: Sensory Link [+1]; Flaw: Limited [to sea-life; -1]; Power Feat: Communication Link; 25pp) AP: Summon 5 (Extras: Horde [+1], Type [various sea creatures; +1]; Power Feat: Progression 5 [50 minions]; 1pp) Comprehend 2 (Animals 2 [speak and understand]; 4pp) Device 1 “Water Suit” (Hard to Lose; 4pp) Immunity 3 (Environmental Conditions 2 [Cold, High Pressure], Suffocation [breathe underwater]; 3pp) Super-Senses 7 (Darkvision, Sonar, Tremorsense [Watersense]; 7pp) Super-Strength 5 (Heavy Load: 25 tons; 10pp) Swimming 6 (100 MPH; 6pp) Water Suit Buys off Weakness Drawback (5pp)



Waterbearer Hand Device 7 “Waterbearer Hand” (Hard to Lose; 28pp) Waterbearer Hand (35pp total) Buys off Weakness Drawback (5pp) Immovable 2 (2pp) Nullify 12 (all magical effects; Flaw: Touch [-1]; 1pp) Regeneration 7 (Recovery Rate [Bruised 2, Injured 3, Disabled 3]; 7pp) Super-Movement 1 (Dimensional Movement 1 [to the Secret Sea]; 2pp) Water Control 8 (16pp) AP: ESP 8 (visual; 1pp) AP: Strike 8 “Dehydrate” (Extra: Alternate Save [Fortitude; +1]; 1pp)



Abilities 66 + Skills 15 (60 ranks) + Feats 7 + Powers 60 + Combat 42 + Saves 7 – Drawbacks 4 = Total 193
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ARTEMIS OF BANA-MIGHDALL STR +6 22



PL12 DEX +7 24



CON +6 22



INT +2 14



WIS +2 14



CHA +4 18



TOUGHNESS



FORTITUDE



REFLEX



WILL



+9/+6*



+10



+12



+8



COMBAT Attack +15; Damage Damage +6 (Unarmed) / +9 (Bow) Defense +15 (+8 flat-footed) Initiative +11



*Flat-footed



SKILLS



Acrobatics 12 (+19), Craft [Mechanical] 8 (+10), Diplomacy 4 (+8), Handle Animal 8 (+12), Intimidate 8 (+12), Knowledge [Arcane Lore] 12 (+14), Knowledge [Tactics] 16 (+18), Languages (English, Themysciran, 2 others; base: Bana-Mighdall), Notice 4 (+6), Ride 4 (+11), Survival 12 (+14)



FEATS Acrobatic Bluff, All-Out Attack, Animal Empathy, Attractive, Defensive Roll 3, Endurance, Equipment 3, Improved Aim, Improved Initiative, Precise Shot, Ritualist, Startle, Takedown Attack 2, Track POWERS Immunity 1 (Aging; 1pp) T-NOTES Artemis is an Amazon of the Bana-Mighdall tribe. She does not possess the great strength and other gods-given powers of the Themysciran Amazons, but Artemis is still physically peak human and as far as combat skills go, a near-equal of Diana. She favors the bow, though she is trained in most weapons and has used a sword as Requiem.



EQUIPMENT Bow (13ep): Blast 3 (Mighty 7) Abilities 54 + Skills 23 (92 ranks) + Feats 19 + Powers 1 + Combat 60 + Saves 15 – Drawbacks 0 = Total 172
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ATOM (Ray Palmer)



PL9 STR



DEX



+0 10



+2 14



CON +2 14



INT +6 22



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+2*



+3



+6



+6



*+2 Impervious with Density, -5 with Shrinking



SKILLS Acrobatics 4 (+6), Craft [Mechanical] 12 (+18), Disable Device 12 (+18), Investigate 7 (+13), Knowledge [Physical Sciences] 14 (+20), Knowledge [Technology] 12 (+18), Notice 5 (+7), Search 9 (+15), Sense Motive 5 (+7) FEATS Defensive Strike, Dodge Focus 2, Environmental Adaptation (Subatomic), Inventor, Power Attack POWERS



T-NOTES The Atom might be set at PL9 because of his Knowledge skill, but in reality, his Shrinking power and the attack and defense bonuses it confers make him a PL12 foe. Unlike others (including the current Atom, Ryan Choi), Ray Palmer does not need devices to give him his density manipulation and shrinking powers. The Atom can choose to either increase his Density to deliver powerful blows or to reduce his mass and glide on air currents. Palmer has two feats in particular that take great advantage of his powers. Defensive Strike gives the Atom an attack bonus against foes who miss him in combat, something that happens quite often when he is diminutive. Second, that high attack bonus has a place to go with Power Attack, making the Atom’s attacks very accurate and very damaging.



Density 4 (12pp) AP: Flight 4 (Flaw: Gliding [-1]; 1pp) Shrinking 20 (Extra: Normal Strength [+1]; Power Feat: Atomic Size; 41pp) Teleport 9 (Flaw: Medium [phone lines; -1]; Power Feat: Easy; Drawback: Power Loss [when larger than atomic size]; 9pp) COMBAT Attack +6, +12 (Shrinking) Damage +0 (Unarmed) [+4 (Density)] Defense +8 (+3 flat-footed) Initiative +2 Abilities 28 + Skills 20 (80 ranks) + Feats 6 + Powers 63 + Combat 24 + Saves 9 – Drawbacks 0 = 150
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ATOM GIRL (Salu Digby)



PL8 STR



DEX



+2 14



+4 18



CON +2 14



INT +2 14



WIS



CHA



+0 10



+2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+2



+4



+8



+4



COMBAT Attack + Attack +6, +8 (Ranged) Damage +2 (Unarmed), +5 (Blaster pistol); [+3 (Sneak Attack), +5 (Growth Strike)] Defense +12 (+3 flat-footed) Initiative +4



SKILLS Craft [Mechanical] 8 (+10), Intimidate 8 (+10), Knowledge [Technology] 8 (+10) FEATS Ambidexterity, Attack Focus [Raned] 2, Dodge Focus 6, Equipment 4, Precise Shot, Quick Draw, Sneak Attack 2, Startle POWERS Device 6 “Legion Flight Ring” [Hard to Lose] (Power Feat: Restricted [Legion members]; 25pp) Penetrating Damage 7 (7pp) Shrinking 20 (Power Feats: Atomic Size, Growth Strike, Microverse; 23pp)



T-NOTES Atom Girl is one of the Imskian followers of Brainiac 5 and resides within microverses constructed by Brainiac most of the time, so much so that few are aware of her existence and she is known as the myth, Shrinking Violet. Despite her small size, Atom Girl is one of the most capable Legionnaires and has a temper to match. Her Penetrating Damage represents using causing internal damage by entering a target’s body while shrunken and then growing to normal size while inside the target and applies to her unarmed and Growth Strike damage.



Legion Flight Ring (30pp total) Concealment 1 (Public Service monitoring; Flaw: Limited to Machines [-1]; Power Feat: Close Range; 2pp) Features 1 (Special Effect [costume morph]; 1pp) Flight 6 (500 MPH; 12pp) Immunity 9 (Life Support; 9pp) Super-Senses 2 (Communication Link [auditory and visual]; Power Feat: Progression 4 [subjects, all Flight Rings; 25]; 6pp) EQUIPMENT Blaster pistols (10ep each, 20ep total) Abilities 24 + Skills 6 (24 ranks) + Feats 18 + Powers 55 + Combat 24 + Saves 8 – Drawbacks 0 = 135
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BATGIRL (Cassandra Cain)



PL11 STR +3 16



DEX +5 20



CON +3 16



INT +3 16



WIS +4 18



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6/+5*



+6



+10



+7



*Flat-footed



SKILLS Acrobatics 12 (+17), Climb 8 (+11), Concentration 8 (+12), Gather Information 4 (+6), Intimidate 12 (+14), Investigate 4 (+7), Knowledge [Streetwise] 4 (+7), Medicine 4 (+8), Notice 8 (+12), Search 8 (+11), Sense Motive 16 (+20), Sleight of Hand 8 (+13), Stealth 12 (+17), Survival 8 (+11) FEATS



T-NOTES This build describes Cassandra during the majority of her career as the third Batgirl (as well as her recent cameo as Batgirl of Titans East). The first couple years of that series were quite enjoyable, and Cassandra became one of my favorite characters. She has the same body reading capabilities that Shiva has, but is not quite as polished. Overall, Batgirl is a bit more of a goon-sweeper and not nearly as optimized for one-on-one combat, but good enough to take down Shiva or any other martial artist on a given day. Cassandra’s body reading ability takes the form of her two Super-Senses and the Fast Anticipation Challenge that she can use with her incredible Sense Motive bonus. This Challenge lets her use Anticipate Action as a move action rather than a full-round action with no penalty to the roll. Her Second Chance feat also lets her reroll any Sense Motive check.



EQUIPMENT Costume (10ep total) Camouflage (Urban), Fearsome Presence 4, Gas Mask, GPS Receiver, Protection 2, Super-Senses 2 (Radio, Ultravision) Utility Belt (8ep array) Batarangs (as boomerang; 7ep) Grappling hook and line gun (1ep): Super-Movement 1 (Swinging) Other Equipment (1ep each, 2ep total) Mini-Tracer, Rebreather COMBAT Attack +12, +16 (Unarmed) Damage +3 (Unarmed, 19-20 Crit), +5 (Batarangs) // +3 (Sneak Attack) Defense +16 (+6 flat-footed) Initiative +9



Acrobatic Bluff, Ambidexterity, Assessment, Attack Specialization [Unarmed] 2, Benefit (No Identity), Blind-Fight, Challenges 3 (Fast Anticipation 2, Vanish), Defensive Attack, Defensive Roll, Diehard, Dodge Focus 4, Elusive Target, Equipment 4, Evasion, Improved Critical (Unarmed), Improved Initiative, Move-By Action, Second Chance (Sense Motive), Skill Mastery (Acrobatics, Notice, Sense Motive, Stealth), Sneak Attack 2, Startle, Stunning Attack, Takedown Attack 2, Track, Trance POWERS Super-Senses 2 (Danger Sense [visual], Uncanny Dodge [visual]; 2pp) DRAWBACKS Disability (Illiterate, Uncommon, Minor, -1pp) Abilities 40 + Skills 29 (116 Ranks) + Feats 36 + Powers 2 + Combat 48 + Saves 11 - Drawbacks 1 = Total 165
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BATGIRL (Stephanie Brown)



PL7 STR +1 12



DEX +3 16



CON +2 14



INT +2 14



WIS +1 12



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+5/+4*



+5



+8



+4



COMBAT Attack + Attack +9 Damage +1 (Unarmed) / +3 (Batarangs) // +2 (Sneak Attack) Defense +9 (+4 flat-footed) Initiative +7



*Flat-footed



SKILLS Acrobatics 8 (+11), Bluff 8 (+11), Climb 4 (+5), Disable Device 4 (+6), Drive 4 (+7), Gather Information 4 (+7), Investigate 4 (+6), Knowledge [Popular Culture] 4 (+6), Knowledge [Streetwise] 4 (+6), Notice 4 (+5), Perform [Keyboards] 4 (+7), Search 4 (+6), Stealth 8 (+11) FEATS Acrobatic Bluff, Defensive Roll, Dodge Focus 2, Elusive Target, Equipment 7, Evasion, Grappling Finesse, Improved Initiative, Sneak Attack, Takedown Attack, Taunt EQUIPMENT Binoculars (1ep), Cell phone (1ep), Mini-tracer (1ep), Rebreather (1ep) Motorcycle (9ep) Costume (5ep): Camo (urban; 1ep), Commlink (1ep), Night Vision Lenses (1ep), Protection 2 (2ep) Swingline (2ep): Super-Movement (Swinging) T-NOTES Stephanie is the latest Batgirl. She’s still headstrong and a little over-matched, but she has some experience and training, so she’s not a complete neophyte as she was as Spoiler (who I would have placed at PL5 at year one and PL6 thereafter). I probably have the equipment slightly off, but a lot of this is based on her arsenal as Spoiler, and it’s likely she’ll use different items as Batgirl. Her invisibility tech has already been removed for her Batgirl run. Unlike most of the Bat-family, Steph is making it on guts and bluff alone.



Utility Belt (20ep array) Batarangs (1ep): as boomerang Bolos (1ep) Cutting torch (1ep) Flash-bangs (16ep) Smoke pellets (1ep) Abilities 24 + Skills 16 (64 ranks) + Feats 18 + Powers 0 + Combat 34 + Saves 11 - Drawbacks 0 = Total 103
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BATMAN (Bruce Wayne)



PL12 STR +6 22



DEX +5 20



CON +6 22



INT +7 24



WIS +5 20



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+9



+10



+9



+9 SKILLS



T-NOTES Batman is just shy of Lady Shiva / Batgirl-class in martial artists. Favored Environment [Urban] would have been an appropriate situational modifier for him, but Batman has way too many of his adventures outside of an urban environment these days, and he doesn’t need to be more effective against the street-level thugs and be less effective as part of the JLA. A street-level build of Batman (which this is not) would possibly incorporate that feat, however. A lot of what Batman does relies on Hero Point usage (Beginner’s Luck, gaining a Heroic feats), but with his complications coming into play quite often, he should have plenty of Hero Points. I made some big changes to Batman’s skillset. With Jack-OfAll-Trades, he can use any skill untrained, and with his high ability scores, he’ll usually have a pretty good untrained bonus. Batman’s not a novice in anything, really, but Beginner’s Luck is still appropriate, letting him gain enough ranks in most skills to function at least as a professional in that field. I didn’t give him Inventor; Batman never really uses any item that isn’t considered Equipment, and he can get any Equipment he needs either outside of an encounter or by spending a Hero Point to gain use of one ad hoc. I kept Batman’s Equipment somewhat scaled down to the basics. This set is his usual allotment. He has access to many more vehicles than just the Batmobile, obviously, but I decided against arraying them since he usually cannot change vehicles as a free action; he has to go back to the Batcave for that. Since Equipment points are flexible and variable anyway, Batman can switch out items between adventures as needed, so I didn’t feel he needed a Gadgets or other variable power. If Batman needs an item in the middle of an adventure, the best way to represent his uncanny ability to have just the right item packed is to use a Hero Point to gain a Heroic Equipment Feat, which he immediately uses to array the appropriate item off of his utility belt or other item.



Acrobatics 12 (+17), Bluff 8 (+11), Climb 4 (+10), Computers 4 (+11), Disable Device 8 (+15), Disguise 8 (+11), Drive 4 (+9), Escape Artist 12 (+17), Gather Information 8 (+11), Intimidate 16 (+19), Investigate 16 (+23), Knowledge [Streetwise] 4 (+11), Knowledge [Tactics] 12 (+19), Knowledge [Technology] 8 (+15), Languages 12 (Arabic, Cantonese, French, German, Greek, Hebrew, Italian, Japanese, Latin, Mandarin, Russian, Spanish; base: English), Notice 8 (+13), Pilot 4 (+9), Search 4 (+11), Sense Motive 8 (+13), Sleight of Hand 8 (+13), Stealth 12 (+17), Survival 4 (+9)



FEATS Assessment, Attractive, Beginner’s Luck, Benefit 6 (Wealth 6), Blind-Fight, Critical Strike, Diehard, Dodge Focus 5, Elusive Target, Equipment 16, Evasion, Fearsome Presence 5, Improved Initiative, Jack-Of-All-Trades, Master Plan, Minions 8 (Alfred, rank 4, fanatical), Quick Draw, Ranged Pin, Ricochet Attack, Skill Mastery (Disable Device, Escape Artist, Intimidate, Stealth), Sneak Attack, Startle, Takedown Attack, Track, Well-Informed



EQUIPMENT Costume (9ep total) Camouflage (Urban), Flight 1 (Gliding), GPS Receiver, Illusion 1 [voice scrambler] (auditory), Protection 3, SuperSenses 2 (Radio, Ultravision) Utility Belt (21ep array) Bat-shuriken (as shuriken; 1ep) Batarangs (as boomerangs; 1ep): Blast 2 (Mighty 2) Bolos (1ep) Cutting torch (1ep) Grappling hook and line gun (1ep): Super-Movement 1 (Swinging) Smoke pellets (1ep) Thermite (as dynamite; 15ep) Other Equipment (1ep each, 10ep total) Binoculars, Cell Phone, Digital Audio Recorder, Flashlight, Gas Mask, Handcuffs, Micro-camera, Mini-Tracer, Multitool, Rebreather Headquarters “Batcave” (20ep) Size: Large; Toughness: 15; Features: Communications, Computer, Concealed, Dock, Garage, Gym, Hangar, Infirmary, Laboratory, Library, Power System, Security System 3 (DC 30), Workshop; Power: Teleport 10 (Extra: Portal; Flaw: Anchor [Justice League Satellite]) Vehicle “Batmobile” (20ep) Strength: 35; Speed: 5; Defense: 8; Toughness: 10; Size: Huge; Features: Alarm 2 (DC 25), Hidden Compartments, Navigation System, Remote Control, Smokescreen; Powers: Concealment 2 (auditory), Super-Senses 1 (Communication Link [Batcave Computer])



COMBAT Attack +15; Damage ; Defense ; Initiative +9 Damage +1 (Bat-shuriken, Autofire) / +4 (Batarangs) / +6 (Unarmed) // +2 (Sneak Attack) Defense +15 (+5 flat-footed) Initiative +9 Abilities 64 + Skills 46 (184 ranks) + Feats 60 + Powers 0 + Combat 50 + Saves 12 – Drawbacks 0 = Total 232
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BEAST BOY (Garfield “Gar” Logan)



PL10 STR +0 10



DEX +2 14



CON +4 18



INT +1 12



WIS



CHA



+1 12



+2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+4



+6



+4



+3 SKILLS



Bluff 8 (+10), Computers 4 (+5), Handle Animal 8 (+10), Knowledge [Life Sciences] 8 (+9), Knowledge [Popular Culture] 8 (+9), Notice 4 (+5), Perform [Acting] 4 (+6), Survival 4 (+5) FEATS Animal Empathy, Benefit 2 (Wealth 2), Move-By Action, Set-Up, Taunt, Teamwork 2 POWERS



T-NOTES Beast Boy’s a simple character here with a lot of potential being described by his PL10. Most of his shapes won’t hit every one of his caps, so he will seldom be functioning at PL10. However, with his knowledge of practically every natural animal, Beast Boy is incredibly versatile and can come up with whichever power or form is needed. Gar can assume the forms of real animals, even those which are extinct. Imaginary and mythical creatures are not normally part of his repertoire. Furthermore, all of Beast Boy’s forms are green, preventing him from effectively disguising himself in many instances. While Shapeshift is an active and therefore a Noticeable power to begin with, it is not usually Noticeable while a form is maintained; Beast Boy’s power is almost always Noticeable due to his coloration.



Comprehend 2 (Animals 2 [speak, understand]; 4pp) Shapeshift 11 (Flaw: Limited [animals only; -1]; Drawback: Noticeable [all forms are green; Uncommon, Minor]; 76pp) COMBAT Attack +6 Damage +0 (Unarmed) Defense +6 (+3 flat-footed) Initiative +2 Abilities 20 + Skills 12 (48 ranks) + Feats 8 + Powers 80 + Combat 24 + Saves 6 – Drawbacks 0 = Total 150
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BIG BARDA (Barda Free)



PL13 STR +11 32



DEX +4 18



CON +10 30



INT +3 16



WIS +3 16



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+13



+10



+8



+9 SKILLS



Concentration 8 (+11), Intimidate 12 (+15), Knowledge [Tactics] 12 (+15), Knowledge [Technology] 8 (+11), Notice 4 (+7), Pilot 8 (+12), Sense Motive 4 (+7), Survival 8 (+11)



FEATS All-Out Attack, Distract [Intimidate], Fearless, Interpose, Power Attack, Startle, Takedown Attack, Weapon Break DRAWBACKS Vulnerable (to Radion; Uncommon, Major; -3pp) COMBAT Attack +13 Damage +10 (Unarmed) / +13 (Blast, Penetrating) Defense +13 (+7 flat-footed) Initiative +4



POWERS Device 8 “Mega-Rod” (Easy to Lose; 24pp) Immunity 1 (Aging; 1pp) Speed 3 (50 MPH; 3pp) Super-Strength 6 (Heavy Load: > 50 tons; Power Feats: Bracing, Groundstrike; 14pp) Weapon Summoning 6 “Apokoliptic Battle Armor” (Extra: Affects Others [+1]; Flaw: Limited Dismissal [-1]; 12pp) Apokoliptic Battle Armor (12pp total) Immunity 9 (Life Support; 9pp) Protection 3 (3pp)



T-NOTES Big Barda is never going to get the kind of run that Wonder Woman does as DC’s premier female superhero, but she’s quite formidable in her own right and even more ferocious than the Amazon warrior. She isn’t as strong but she is nearly as well-trained as Wonder Woman.



Mega-Rod (40pp total) Blast 2 (Extra: Penetrating 13 [+1]; Power Feat: Mighty 11; 26pp) Flight 5 (250 MPH; 10pp) Super-Movement 1 “Boom Tube” (Dimensional Movement 1 [to and from Apokolips]; Extra: Portal [+2]; 4pp) Abilities 68 + Skills 16 (64 ranks) + Feats 8 + Powers 54 + Combat 52 + Saves 10 – Drawbacks 3 = Total 205



[Character Write-Up : Taliesin] — [Layout: Hyborian] — [http://www.atomicthinktank.com/]



BIZARRO



PL14 STR



+11 42/10



DEX +2 14



CON



+11 42/10



INT +0 10



WIS +3 16



CHA +0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+16*



+16



+6



+3



*+16 Impervious



POWERS



T-NOTES Originally a Superman-clone gone bad, the modern Bizarro takes the anti-Superman angle in well, bizarre new directions. Arctic vision, flame breath, and a microscopic vision that shrinks his target are all part of his backwards arsenal. Recently, under the light of a blue sun, Bizarro demonstrated his most bizarre power yet: Bizarro Vision, which can make Bizarro duplicates of his targets. Yes, the Duplication is broken with its Permanent duration, but it’s a plot device anyway.



Enhanced Strength 32 (32pp) AP: Blast 16 “Arctic Vision” (1pp) AP: Duplication 10 “Bizarro Vision” (Extras: Attack [+0], Continuous [+1], Ranged [+1]; Flaws: Limited [only under blue sun; -1], Permanent [-1]; Power Feat: Progression 12 [10,000 duplicates]; 1pp) AP: Light Control 4 “Spotlight Vision” (50 ft. radius; 1pp) AP: Shrinking 16 “Microscopic Vision” (Extras: Attack [+0], Ranged [+1]; 2pp) AP: Strike 16 “Flame Breath” (Extra: Targeted Area [Cone; +1]; 1pp) Enhanced Constitution 32 (32pp) Immunity 9 (Life Support; 9pp) Impervious Toughness 16 (16pp) Quickness 12 (12pp) Super-Strength 15 (Dynamic; Heavy Load: ~100K tons; 31pp) DAP: Flight 15 (500,000 MPH; 2pp) DAP: Super-Senses 16 (Normal Hearing 5 [Accurate, Extended 3], Normal Sight 5 [Counters Concealment, Extended 5], Infravision, Microscopic Vision 3 [molecular], Ultra-Hearing, X-Ray Vision [lead only]; 2pp)



SKILLS Intimidate 12 (+12), Languages 0 (base: Bizarrospeak) FEATS Fearsome Presence 6, Improved Initiative 3, Startle DRAWBACKS Weakness (blue Kryptonite; Uncommon, Moderate [-1 Constitution], each round, potentially lethal; -6pp) COMBAT Attack Attack +12 Damage +16 (Unarmed), +16 (Arctic Vision, Blast), +16 (Flame Breath, Cone) Defense +12 (+6 flat-footed) Initiative +14



Abilities 10 + Skills 3 (12 ranks) + Feats 10 + Powers 141 + Combat 48 + Saves 4 – Drawbacks 6 = Total 209
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BLACK ADAM (Teth Adam)



PL15 STR



+19 48/18



DEX +4 18



CON



INT



+19 +5 48/18 20/14



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+19*



+19



+8



+6



*+15 Impervious



FEATS Eidetic Memory, Fast Overrun, Fearless, Improved Initiative 2, Leadership, Power Attack, Startle, Well-Informed



DRAWBACKS Involuntary Transformation (into Teth Adam, when hit by lightning; Uncommon, Major; -3pp) Weakness (whenever an Adam family member activates powers; Common, Major [-1 to all checks, attack, defense, -1 rank from all powers], Instant; -4pp)



POWERS



T-NOTES Black Adam is virtually Captain Marvel’s equal in every way, save for a few minor differences in their skills and feats. Black Adam is generally slightly stronger than Captain Marvel, though this is because Marvel usually splits his power with the rest of the Marvel family. By speaking the name of the wizard, Shazam, Black Adam summons a bolt of lightning that transforms him to and from his normal identity. This can be used offensively, and he can usually dodge this if he uses Super-Speed and Enhanced Reflex. Teth Adam is the alter ego of Black Adam. As an adult and a decent warrior, he is hardly as helpless as Billy Batson.



Enhanced Intelligence 6 “Wisdom of Zehuti” (6pp) AP: Comprehend 3 (Languages 3 [speak, understand, read any]; 1pp) AP: Super-Senses 6 (Cosmic Awareness, Benefit [Directed Inspiration], Postcognition; 1pp) Enhanced Strength 30 “Strength of Amon” (30pp) AP: Blast 14 “Power of Aton” (Extra: Penetrating [+1]; Flaw: Touch [-1]; Power Feat: Indirect 2 [from above]; Drawbacks: Power Loss [when unable to speak; Uncommon, Minor]; 1pp) Enhanced Constitution 30 “Stamina of Shu” (30pp) Immunity 11 “Stamina of Shu” (Life Support, Starvation and Thirst, Need for Sleep; 11pp) Impervious Toughness 15 “Courage of Mehen” (15pp) Super-Movement 1 (Dimensional Movement [to and from Rock of Eternity]; 2pp) Super-Strength 15 “Strength of Amon” (Dynamic; Heavy Load: 300K tons; Power Feats: Countering Punch, SuperBreath; 33pp) DAP: Flight 15 “Swiftness of Heru” (500,000 MPH; 2pp) DAP: Quickness 15 “Swiftness of Heru” (x100,000; 2pp)



SKILLS Bluff 12 (+14), Concentration 8 (+10), Disable Device 4 (+6 [+9]), Gather Information 8 (+10), Intimidate 12 (+14), Knowledge [Arcane Lore] 4 (+6 [+9]), Knowledge [History] 12 (+14 [+17]), Knowledge [Theology and Philosophy] 8 (+10 [+13]), Stealth 4 (+8)



COMBAT Attack +11 Damage +14 (Blast, Penetrating, Indirect 2) / +19 (Unarmed) Defense +11 (+6 flat-footed) Initiative +12



Teth Adam Abilities: STR: 14 (+2), DEX: 14 (+2), CON: 14 (+2), INT: 14 (+2), WIS: 12 (+1), CHA: 12 (+1) Skills: Knowledge [Arcane Lore] 4 (+6), Knowledge [Earth Sciences] 4 (+6) Combat: Attack +6; Damage +2 (Unarmed); Defense +6 (+3 flat-footed); Initiative +2 Powers: Blast 10 “Power of Aton” (Extra: Penetrating [+1]; Flaw: Range [Touch; -1]; Power Feats: Indirect 2 [from above]; Drawback: Power Loss [when unable to speak; Uncommon, Minor]; 21pp); Immunity 10 (all Electrical effects; 10pp) Saves: Toughness +2, Fortitude +5, Reflex +5, Will +3 Drawbacks: Involuntary Transformation (into Black Adam, when hit by lightning; Uncommon, Major; -3pp)



Abilities 36 + Skills 18 (72 ranks) + Feats 9 + Powers 134 + Combat 44 + Saves 8 – Drawbacks 7 = Total 242
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BLACK CANARY (Dinah Laurel Lance)



PL10



STR +3 16



DEX +4 18



CON +3 16



INT +2 14



WIS



CHA



+2 14



+3 16



EQUIPMENT Costume (3ep): Protection 2 (Power Feat: Subtle) Goggles (3ep): as Flash goggles, plus SuperSenses 2 (Infravision, Ultravision)



TOUGHNESS



FORTITUDE



REFLEX



WILL



+7/+5*



+7



+8



+6



JLA Communicator (4ep): Super-Senses 1 (Communication Link [JLA Members]; Power Feat: Progression 3 [10 subjects])



SKILLS



COMBAT



*Flat-footed



Acrobatics 12 (+16), Bluff 7 (+10), Climb 4 (+7), Craft [Artistic] 4 (+6), Drive 6 (+10), Investigate 8 (+10), Knowledge [Tactics] 8 (+10), Language 1 (Cantonese; base: English), Medicine 6 (+8), Notice 6 (+8), Search 6 (+8), Stealth 8 (+12)



Attack + Attack +10 / +14 (Unarmed) Damage +3 (Unarmed) / +10 (Blast, Area [Burst]) // +3 (Sneak Attack) Defense +13 (+4 flat-footed) Initiative +9



FEATS Acrobatic Bluff, Attack Specialization [Unarmed] 2, Attractive 2, Blind-Fight, Defensive Roll 2, Dodge Focus 5, Equipment 2, Improved Disarm, Improved Initiative, Leadership, Sneak Attack 2, Stunning Attack, Takedown Attack 2, Unbalancing Strike, Uncanny Dodge (Auditory), Weapon Bind POWERS



T-NOTES I just love this character. She’s built as a very capable martial artist—among the best in the world, but if she ever encounters an opponent whom she cannot defeat with her bare hands, Black Canary still has a versatile Sonic Control, her Canary Cry, to save her skin and makes her a more feasible character in a JLA-style campaign. It’s almost unfair that she can successfully Bluff nearly at will between her high Acrobatics rank and her extremely Attractive looks.



Sonic Control 10 (20pp) AP: Blast 10 [Sonic] (Extra: Area [Burst; +1]; Flaw: Range [Touch; -1]; 1pp) AP: Illusion 10 (Auditory; Extra: Duration [Sustained; +1]; 1pp) AP: Stun 6 (Extra: Range [+1]; 1pp)



Abilities 34 + Skills 19 (76 ranks) + Feats 26 + Powers 23 + Combat 36 + Saves 12 – Drawbacks 0 = 150
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BLACK HAND (William Hand)



PL12 STR +2 14



DEX +2 14



CON +2 14



INT +4 18



WIS +1 12



CHA +1 12



TOUGHNESS



FORTITUDE



REFLEX



WILL



+2*



+6



+6



+5



*+17 (Impervious 12) vs Energy



DRAWBACKS Disability (One Hand; Very Common, Moderate; -4pp) COMBAT Attack +9 Damage +2 (Unarmed) / +15 (Blast) Defense +7 (+4 flat-footed) Initiative +2



SKILLS Computers 8 (+12), Craft [Mechanical] 8 (+12), Disable Device 8 (+12), Knowledge [Streetwise] 12 (+16), Knowledge [Technology] 8 (+12), Notice 4 (+5), Search 4 (+8) FEATS Eidetic Memory, Inventor, Master Plan POWERS



T-NOTES This is William Hand prior to Blackest Night. His signature weapon is the Cosmic Divining Rod, which allows him to absorb energy from Green Lantern power rings and duplicate its powers. The recent Secret Origins may have also retconned away Hand’s inventive expertise. The Cosmic Divining Rod is now the creation of Atrocitus. I kind of reconstructed Absorption with a twist. Rather than linking Protection to Boost, I linked it to Mimic. The end result is nearly the same, but I think it’s a bit neater with Mimic. I get to use Residual, and I don’t have to fuss with Energy Storage or the unwieldy Boost power. Generally, the Mimic pool will consist of the typical powers afforded a Green Lantern: Blast, Create Object, Dazzle, Summon Minion, and Telekinesis, limited by Black Hand’s PL of 12. After the events of Rebirth, Black Hand’s destroyed right hand is replaced with one capable of draining life with a touch. He also appears to be able to see the dead and those who have died and returned to life.



Device 25 “Cosmic Divining Rod” (Easy to Lose; 75pp) Super-Senses 5 (Benefit [Directed Inspiration], Detect Death 4 [visual; Ranged, Acute, Tracking]; 5pp) Transfer 4 (Drain Constitution to buy off Disability; Extras: Reaction [+3], Total Fade [+1]; Flaw: Uncontrolled [-1]; 20pp) Cosmic Divining Rod (125pp total) Mimic 15 (all willpower energy effects; Extras: Continuous [+1], Linked [to Power Magnet; +0], Ranged [+1], Residual [+1]; 90pp) Protection 15 (Extras: Impervious [+1], Power Magnet [+1]; Flaw: Limited [to energy; -1]; 30pp) Super-Senses 5 (Emotional Spectrum Awareness [mental], Detect Emotional Spectrum 4 [mental; Acute, Ranged, Tracking]; 5pp) Abilities 24 + Skills 13 (52 ranks) + Feats 3 + Powers 100 + Combat 32 + Saves 12 – Drawbacks 4 = Total 180
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BLUE BEETLE (Theodore “Ted” Kord)



PL10 STR +2 14



DEX +3 16



CON +2 14



INT +6 22



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6/+5*



+6



+7



+6



*Flat-footed



SKILLS Acrobatics 8 (+11), Computers 8 (+14), Craft [Electronic] 12 (+18), Craft [Mechanical] 12 (+18), Gather Information 4 (+6), Investigate 4 (+10), Knowledge [Business] 4 (+10), Knowledge [Physical Sciences] 8 (+14), Knowledge [Technology] 12 (+18), Pilot 8 (+11), Search 4 (+10), Stealth 8 (+11)



EQUIPMENT Blue Beetle Costume (4ep): as armored jumpsuit and flash goggles Vehicle “the Bug” (86ep) Strength: 30; Speed: 9 (Flight); Defense: 8; Toughness: 9 [12, +3 Impervious]; Size: Huge; Features: Navigation System 2 (+10 bonus), Remote Control; Powers: Blast 13 (Plasma), Communication 8 (Radio), Concealment 4 (Auditory, Radio), Flight 9 (5,000 MPH), Force Field 3 (Impervious), Immunity 9 (Life Support), SuperMovement (Swinging), Super-Senses 6 (Radar [Extended 2])



FEATS Attack Focus [Ranged] 2, Defensive Roll, Dodge Focus 3, Equipment 18, Inventor, Jack-Of-All-Trades POWERS Device 4 “B.B. Gun” (Easy to Lose; 12pp) Gadgets 1 (Hard to Lose; 7pp) B.B. Gun (20pp total) Blast 9 [Air] (18pp) AP: Dazzle 9 (Visual; 1pp) AP: Trip 9 (Extra: Knockback [+1]; 1pp) T-NOTES The most well-known Blue Beetle is ironically the only one not to have actually used the scarab. Instead, Kord is a gadgetusing, acrobatic martial artist. His signature weapon is the B.B. Gun, which can fire blasts of air or dazzling light. The Bug is a high-tech airship and makes Blue Beetle quite formidable and allows him to moonlight in a higher level setting. Kord’s various other minor inventions are handled via the Gadgets power as well as his Inventor feat.



COMBAT Attack +9, +11 (Ranged) Damage +2 (Unarmed), +9 (Air Blast) Defense +12 (+5 flat-footed) Initiative +3 Abilities 34 + Skills 23 (92 ranks) + Feats 26 + Powers 19 + Combat 36 + Saves 12 – Drawbacks 0 = Total 150
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BOOSTER GOLD (Michael Jon Carter) STR



+10 30/16



PL10 DEX +2 14



CON +3 16



INT +1 12



WIS +0 10



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+13/+3*



+6



+6



+3



*Without armor



DRAWBACKS Normal Identity (Michael Jon Carter; Common [full round], Major; -4pp) COMBAT Attack +8, +10 (Ranged) Damage +10 (Unarmed), +10 (Blast) Defense +7 (+4 flat-footed) Initiative +6



SKILLS Acrobatics 8 (+10), Bluff 12 (+15), Computers 4 (+5), Disable Device 4 (+5), Gather Information 12 (+15), Knowledge [Business] 4 (+5), Knowledge [Popular Culture] 8 (+9), Knowledge [Technology] 4 (+5), Pilot 4 (+6), Search 4 (+5) FEATS Beginner’s Luck, Contacts, Improved Initiative, Luck, Minions 8 (Skeets, rank 8), Taunt, Well-Informed POWERS Device 5 “Legion Flight Ring” (Hard to Lose; 20pp) Device 10 “Booster Gold Suit” (Hard to Lose; 40pp)



T-NOTES Booster Gold is a pretty capable and athletic normal who uses his knowledge of the future to scam people and his appropriation of future technology to become a superhero. His outfit consists of a Legion Flight Ring and a version of Brainiac 5’s force field belt, among other items. Skeets is once-again Booster’s trusty minion and a vast resource of current events and all-around knowledge, although his knowledge of future events appears to be flawed at this point, and Unreliable. His Library feature functions exactly as the Headquarters feature of the same name, allowing him to take 20 on Knowledge checks but requiring an hour for the research (which Skeets’s Quickness drops to less than a minute—six rounds, in fact). Though he possesses no hands, per se, Skeets has functional tools allowing for precise manipulation as needed—to repair Booster’s armor, administer first aid, or to access computers.



Legion Flight Ring (25pp total) Communication 16 (Flaw: Limited [to wearers of Legion Flight Rings; -3]; 4pp) Flight 6 (500 MPH; 12pp) Immunity 9 (Life Support; 9pp) Booster Gold Suit (60pp total) Blast 10 (20pp) Enhanced Strength 14 (14pp) Enhanced Feats 2 (Attack Focus [Ranged] 2; 2pp) Force Field 10 (10pp) Super-Senses 6 (Normal Sight [Extended]; Normal Hearing [Extended], Infravision, Microscopic Vision 1 [dust-sized], Radio, Time Sense; 6pp) Super-Strength 4 (Heavy Load: 12 tons; 8pp)



Skeets (Minion Rank 8) Abilities: STR: 10 [1] (-5), DEX: 18 (+4), CON: -- (--), INT: 18 (+4), WIS: 10 (+0), CHA: 10 (+5) Skills: Computers 8 (+12), Craft [Electronic] 8 (+12), Disable Device 8 (+12), Knowledge [Current Events] 8 (+12), Knowledge [Technology] 8 (+12), Medicine 4 (+4), Search 4 (+8) Feats: Eidetic Memory Powers: Blast 10 (Power Feat: Accurate; 21pp); Datalink 2 (2pp; AP: Quickness 6 [x100; Flaw: Limited [perusing Library; -2]; 1pp]); Features 2 (Library [as for Headquarters, take 20 on Knowledge checks], Temporal Inertia; 2pp); Flight 4 (100 MPH; 8pp); Immunity 30 (all Fortitude effects; 30pp); Protection 10 (10pp); Shrinking 12 (Extra: Continuous [+1]; Flaw: Permanent [-1]; Power Feat: Innate; 13pp); Super-Senses 4 (Precognition; Flaw: Unreliable [-1]; 2pp) Combat: Attack +0 [+4], +2 [+6] (Blast); Damage +10 (Unarmed); Defense +0 [+4] (+0 flat-footed); Initiative +4 Saves: Toughness +10 [+7], Fortitude --, Reflex +8, Will +4 Drawbacks: Vulnerable (magnetic attacks; Uncommon, Major; -3pp) Abilities 6 + Skills 14 (56 ranks) + Feats 1 + Powers 93 + Combat 0 + Saves 8 – Drawbacks 3 = Total 120



Abilities 24 + Skills 16 (64 ranks) + Feats 14 + Powers 60 + Combat 30 + Saves 10 – Drawbacks 4 = Total 150
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BROTHER BLOOD (Sebastian Blood)



PL10



STR +3 16



DEX +2 14



CON +3 16



INT +2 14



WIS +0 10



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+5*



+6



+5



+4



*+2 Impervious



SKILLS Acrobatics 4 (+6), Intimidate 8 (+10), Knowledge [Arcane Lore] 8 (+10), Knowledge [Theology and Philosophy] 8 (+10), Stealth 4 (+6) FEATS Improved Grab, Improved Pin, Minions 8 (100 cultists, rank 2), Ritualist, Startle POWERS Device 1 “Prayer Shawl” (Hard to Lose; 4pp) Hypnosis 10 (20pp) Mimic 10 (all traits; Flaw: Requires Grapple [-1]; Drawback: Power Loss [against those without blood]; 39pp); Linked Power: Drain 4 (Flaw: Requires Grapple [-1]; Drawback: Power Loss [against those without blood]; 1pp)



T-NOTES Brother Blood is an interesting variation of the Mimic, gaining the powers from whomever he samples blood. This requires that Blood successfully grapples his target. As Blood has scores of cultists at his beck and call, as well as whoever he can mind control with his Hypnosis, he can often benefit from using them to help gang up on a prospective target. Blood will usually have somewhat higher traits than those listed thanks to Mimic. He also has the prayer shawl passed down by seven generations of Brothers Blood, a supposedly holy item that protects him as well as keeps him looking like a barely pubescent teen.



Prayer Shawl (5pp total) Immunity 1 (Aging; 1pp) Protection 2 (Extra: Impervious [+1]; 4pp) COMBAT Attack +8; Damage Damage +3 (Unarmed) Defense +8 (+4 flat-footed) Initiative +2 Abilities 24 + Skills 8 (32 ranks) + Feats 12 + Powers 64 + Combat 32 + Saves 10 – Drawbacks 0 = 150
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CAPTAIN COLD (Leonard Snart)



PL10 STR +2 14



DEX +3 16



CON +2 14



INT +4 18



WIS



CHA



+3 16



+2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6



+5



+6



+6 SKILLS



FEATS Attack Specialization [Cold Gun] 2, Contacts, Inventor, Leadership, Master Plan, Precise Shot, Quick Draw, Teamwork, Track COMBAT Attack + 6, +10 (Cold Gun) Damage +10 (Cold Blast), +10 (Ice Blast, Autofire) Defense +10 (+5 flat-footed) Initiative +3



Computers 4 (+8), Craft [Electronic] 8 (+12), Disable Device 8 (+12), Gather Information 8 (+10), Intimidate 8 (+10), Knowledge [Physical Sciences] 8 (+12), Knowledge [Streetwise] 8 (+12), Knowledge [Technology] 8 (+12), Search 4 (+8), Stealth 8 (+11), Survival 8 (+11) POWERS Device 2 “Arctic Costume” (Hard to Lose; 8pp) Device 8 “Cold Gun” (Easy to Lose; 24pp) Arctic Costume (10pp total) Immunity 1 (Environmental Condition [Cold]; 1pp) Protection 4 (4pp) Sensory Shield 5 (Visual; 5pp)



T-NOTES The important thing in distinguishing two rather similar villains as Captain Cold and Mister Freeze is to approach them from the heroes they intend to menace. Mister Freeze, for example, has the tradeoffs that totally overpower Batman, physically or otherwise. Captain Cold, on the other hand, doesn’t need to work too hard to overpower the Flash, but he needs to find ways to slow down the Scarlet Speedster. Thus, his Cold Gun doesn’t have particularly high-ranked powers, but has a huge variety of settings, the most important being the various environmental hazards that automatically affect its targets.



Cold Gun (40pp total) Cold Control 10 (3pp/rank; mix-and-match Cold, Distraction, Hamper Movement; Extra: Independent [+0]; 30pp) AP: Cold Blast 10 (1pp) AP: Create Ice 10 (Extras: Impervious [+1], Independent [+0]; 1pp) AP: Fatigue 10 (Extra: Ranged [+1]; 1pp) AP: Ice Blast 10 (Extra: Autofire [+1]; 1pp) AP: Snare 10 (Extra: Area [Cone; +1]; 1pp) Flight 5 (250 MPH; Flaw: Platform [-1]; 5pp) Abilities 32 + Skills 20 (80 ranks) + Feats 10 + Powers 32 + Combat 32 + Saves 9 – Drawbacks 0 = Total 135
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CAPTAIN COMET (Adam Blake)



PL10 STR +10 30



DEX +3 16



CON +10 30



INT



+12 34



WIS +3 16



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+10



+10



+6



+8



EQUIPMENT Blaster pistol (10ep)



SKILLS Concentration 8 (+11), Craft [Mechanical] 4 (+16), Investigate 4 (+16), Knowledge [Physical Sciences] 8 (+20), Pilot 12 (+15) FEATS Diehard, Eidetic Memory, Equipment 2, Jack-Of-AllTrades, Speed of Thought POWERS Flight 8 (2,500 MPH; 16pp) Immunity 9 (Life Support; 9pp) Telekinesis 10 (12 tons; 20pp) AP: Blast 10 (1pp) AP: Deflect 10 (Flaw: Distracting [-1]; 1pp) Super-Senses 14 (Aura Reading, Detect Weaknesses 5 [mental; Ranged, Acute, Analytical, Assessment], Precognition; 14pp) Telepathy 3 (1,000 feet range; 6pp) COMBAT T-NOTES Adam Blake was mutated at birth into a man 100,000 years ahead of his time, gifted with what by today’s standards passes for superhuman physiology and intellect. He also developed telekinetic powers as a by-product of his superior intellect.



Attack +10; Damage ; Defense ; Initiative +12 Damage +5 (Blaster pistol), +10 (Unarmed), +10 (Blast) Defense +10 (+5 flat-footed) Initiative +12 Abilities 80 + Skills 9 (36 ranks) + Feats 6 + Powers 67 + Combat 40 + Saves 8 – Drawbacks 0 = Total 210
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CAPTAIN MARVEL (William Joseph “Billy” Batson) STR



+19 48/18



DEX +4 18



CON



+19 48/18



PL15 INT +1 12



WIS



CHA



+4 18



+4 18



TOUGHNESS



FORTITUDE



REFLEX



WILL



+19*



+19



+8



+8



*+15 Impervious



SKILLS Concentration 8 (+12), Diplomacy 8 (+12), Gather Information 8 (+12), Knowledge [Arcane Lore] 8 (+9 [+12]), Knowledge [History] 12 (+13 [+16]), Knowledge [Theology and Philosophy] 8 (+9 [+12]), Sense Motive 8 (+12) FEATS Eidetic Memory, Fearless, Improved Initiative 2, Inspire, Interpose, Leadership, Power Attack, Teamwork, Well-Informed DRAWBACKS



T-NOTES Captain Marvel draws upon the power of six Greek gods to become the World’s Mightiest Mortal. Most of these powers put him at nearly an equal footing with Superman. Powers unique to Marvel include the Wisdom of Solomon and Power of Zeus, which he uses to call down the lightning. This power doesn’t carry any additional drawback; Marvel only gets hit by it under extenuating circumstances. The Wisdom of Solomon is, ironically, a bonus to his Intelligence score and an array of powers that grant him unusual or esoteric knowledge. Since Captain Marvel shares some of his power with the rest of the Marvel family, he cannot use his full power when the others call upon their powers. This is reflected in his Weakness drawback, which reduces all of his combat traits by one per sharing member. With Marvel lending his power primarily to Mary and Freddy, this can reduce his effective PL to 13.



Involuntary Transformation (into Billy Batson, when hit by lightning; Uncommon, Major; -3pp) Weakness (whenever a Marvel family member activates powers; Very Common, Major [-1 to all checks, attack, defense, -1 rank from all powers], Instant; -5pp) COMBAT Attack +11; Damage Damage +14 (Blast, Penetrating, Indirect 2), +19 (Unarmed) Defense +11 (+6 flat-footed) Initiative +12



POWERS Enhanced Intelligence 6 “Wisdom of Solomon” (6pp) AP: Comprehend 3 (Languages 3 [speak, understand, read any]; 1pp) AP: Super-Senses 6 (Cosmic Awareness, Benefit [Directed Inspiration], Postcognition; 1pp) Enhanced Strength 30 “Strength of Hercules” (30pp) AP: Blast 14 “Power of Zeus” (Extra: Penetrating [+1]; Flaw: Touch [-1]; Power Feat: Indirect 2 [from above]; Drawbacks: Power Loss [when unable to speak; Uncommon, Minor]; 1pp) Enhanced Constitution 30 “Stamina of Atlas” (30pp) Immunity 11 “Stamina of Atlas” (Life Support, Starvation and Thirst, Need for Sleep; 11pp) Impervious Toughness 15 “Courage of Achilles” (15pp) Super-Movement 1 (Dimensional Movement [to and from Rock of Eternity]; 2pp) Super-Strength 15 “Strength of Hercules” (Dynamic; Heavy Load: 300K tons; Power Feats: Countering Punch, Super-Breath; 33pp) DAP: Flight 15 “Speed of Mercury” (500,000 MPH; 2pp) DAP: Quickness 15 “Speed of Mercury” (x100,000; 2pp)



Billy Batson Abilities: STR: 10 (+0), DEX: 10 (+0), CON: 10 (+0), INT: 12 (+1), WIS: 12 (+1), CHA: 12 (+1) Skills: Knowledge [Arcane Lore] 4 (+5), Knowledge [Popular Culture] 4 (+5) Combat: Attack +0; Damage +0 (Unarmed) / +10 (Blast, Penetrating, Indirect 2); Defense +0 (+0 flat-footed); Initiative +0 Powers: Blast 10 “Power of Zeus” (Extra: Penetrating [+1]; Flaw: Range [Touch; -1]; Power Feats: Indirect 2 [from above]; Drawback: Power Loss [when unable to speak; Uncommon, Minor]; 21pp); Immunity 10 (all Electrical effects; 10pp) Saves: Toughness +0, Fortitude +0, Reflex +0, Will +5 Drawbacks: Involuntary Transformation (into Captain Marvel, when hit by lightning; Uncommon, Major; -3pp)



Abilities 42 + Skills 15 (60 ranks) + Feats 10 + Powers 134 + Combat 44 + Saves 8 – Drawbacks 8 = Total 245
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CATWOMAN (Selina Kyle)



PL10 STR +3 16



DEX +6 22



CON +3 16



INT +4 18



WIS



CHA



+2 14



+4 18



TOUGHNESS



FORTITUDE



REFLEX



WILL



+5/+3*



+6



+12



+6



COMBAT Attack +9, +13 (Melee), +15 (Whip) Damage +3 (Unarmed or Whip), +4 (Glove Claws, 19-20 Crit); [+2 (Sneak Attack)] Defense +15 (+5 flat-footed) Initiative +10



*Flat-footed



SKILLS Acrobatics 12 (+18), Bluff 8 [12] (+12 [+16]), Climb 8 (+11), Disable Device 12 (+16), Disguise 4 (+8), Escape Artist 12 (+18), Gather Information 8 (+12), Handle Animal 8 (+12), Knowledge [Streetwise] 12 (+16), Notice 8 (+10), Search 8 (+12), Sense Motive 8 (+10), Sleight of Hand 12 (+18), Stealth 12 (+18) FEATS



T-NOTES Like most of Batman’s allies and rogues gallery, Catwoman has a wealth of skills and feats, as befits the world’s greatest cat burglar. Batman literally has his hands full with this woman. She is more agile than the Dark Knight and though she won’t be running circles around him, she does have a slight edge maneuvering and with interaction skills, especially since Batman seldom seems to resist. Selina’s not overwhelming in combat, but she’s practically guaranteed the extra +2 damage from Sneak Attack, and she certainly knows her way with her claws and whip. That doesn’t change the fact that she’s not supposed to get embroiled in melee and should be using her skills to avoid confrontation whenever possible.



Acrobatic Bluff, Animal Empathy, Attack Focus [Melee] 4, Attack Specialization [Whip], Attractive, Challenges 2 (Perfect Balance, Slip Between Cover), Defensive Roll 2, Distract [Bluff], Dodge Focus 6, Elusive Target, Equipment 3, Evasion, Improved Initiative, Move-By Action, Quick Draw, Sneak Attack, Taunt EQUIPMENT Bullwhip or cat o’ nine tails (7ep): as Whip plus Super-Movement 1 (Swinging) Costume (1ep): Camouflage (Urban) Flash goggles (1ep) Glove Claws (4ep): Strike 1 (Improved Critical, Mighty), +4 Climb checks Abilities 44 + Skills 33 (132 ranks) + Feats 29 + Powers 0 + Combat 36 + Saves 13 – Drawbacks 0 = Total 155
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CYBORG (Victor Stone)



PL13 STR



+11 32/16



DEX +3 16



CON +3 16



INT +4 18



WIS +1 12



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+14



+8



+6



+4



*+11 Impervious



SKILLS Computers 8 (+12), Craft [Electronic] 8 (+12), Craft [Mechanical] 8 (+12), Disable Device 8 (+12), Intimidate 8 (+10), Knowledge [Streetwise] 4 (+8), Knowledge [Technology] 8 (+12), Pilot 8 (+11), Search 8 (+12) FEATS Equipment 4, Improved Overrun, Interpose, Inventor, Leadership, Teamwork



EQUIPMENT Headquarters “Titans Tower” (20ep) Size: Huge; Toughness: 10; Features: Combat Simulator, Communications, Computer, Concealed, Defense System, Dock, Fire Prevention System, Gym, Hangar, Infirmary, Laboratory, Library, Living Space, Power System, Security System, Workshop DRAWBACKS Vulnerable (Magnetic attacks; Uncommon, Major; -3pp) Vulnerable (Electrical attacks; Common, Major; -4pp) Weakness (if not properly maintained; Very Common, Moderate [-1 on all checks, attack rolls, defense], once a day; -1pp) COMBAT Attack +9 Damage +8 (Blast), +11 (Unarmed) Defense +8 (+4 flat-footed) Initiative +2



POWERS



T-NOTES Cyborg prefers to wade into melee and scrap rather than serve as a blaster from the sidelines. He’s probably the strongest and sturdiest Titan, which still doesn’t mean he can hang with a true brick. The Titans Tower comes out of his Equipment budget, as architect and builder



Blast 8 “Sonic Cannon” (16pp) AP: Enhanced Strength 16 (1pp) AP: Sonic Control 8 (1pp) Datalink 7 (200 miles; 7pp) Elongation 1 (5 ft. reach; 1pp) Immunity 2 (Critical Hits; 2pp) Leaping 1 (x2; 1pp) Protection 11 (Extra: Impervious [+1]; 22pp) Super-Senses 12 (Normal Sight 1 [Extended], Normal Hearing 3 [Accurate, Extended]; Direction Sense, Distance Sense, Infravision, Radio, Time Sense, Ultra-Hearing, Ultravision; 12pp) Super-Strength 4 (Heavy Load: ~12 tons; Power Feats: Bracing, Countering Punch; 10pp) Abilities 32 + Skills 17 (68 ranks) + Feats 9 + Powers 73 + Combat 34 + Saves 12 – Drawbacks 8 = Total 169
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DEADSHOT (Floyd Lawton)



PL10 STR +3 16



DEX +4 18



CON +3 16



INT +2 14



WIS +2 14



CHA +1 12



TOUGHNESS



FORTITUDE



REFLEX



WILL



+8/+6*



+6



+8



+4



*Flat-footed



SKILLS Acrobatics 8 (+12), Craft [Mechanical] 12 (+14), Disable Device 4 (+6), Knowledge [Streetwise] 8 (+10), Notice 4 (+6), Perform [Trick Shooting] 12 (+16), Search 4 (+6), Stealth 8 (+12) FEATS Attack Focus [Ranged] 4, Attack Specialization [Wrist Magnums], Benefit 2 (substitute Dexterity for Charisma for Perform [Trick Shooting], substitute Perform [Trick Shooting] for Bluff), Defensive Roll 2, Distract [Perform], Elusive Target, Equipment 7, Fearless, Improved Aim, Improved Critical [Firearms] 2, Improved Initiative, Power Attack, Precise Shot 2, Quick Draw 2 (draw and reload), Ranged Pin, Taunt, Uncanny Dodge [Visual] T-NOTES The DCU’s gun bunny extraordinaire, Deadshot has Bullseyelevel aim and Chow Yun-Fat flair. He swings from no-nonsense kill shots to harmless trick shots, but what is consistent is his desire to go down, guns blazing, in a dramatic fashion. Deadshot also has 20ep unspent that he can use to pick up specialized weapons for a particular job; likewise, he can as easily design custom weapons, which these unspent ep can also represent. Deadshot can use his Perform [Trick Shooting] skill in place of Bluff to trick and taunt, as well as to distract his opponents. He generally only does so for the benefit of heroic opponents; minions don’t warrant this treatment and are put down unceremoniously. Incidentally, Deadshot is one of the primary inspirations for the character of Wesley Gibson in Wanted.



EQUIPMENT Armored Jumpsuit (3ep) Eye Scope (2ep): Super-Senses 2 (Normal Sight [Extended], Infravision) Wrist Magnums (10ep): Blast 4 (Split Attack, Subtle) (20ep unused) COMBAT Attack +10 / +14 (Ranged) / +16 (Wrist Magnums) Damage +4 (Wrist Magnums, 18-20 Crit) Defense +12 (+6 flat-footed) Initiative +8 Abilities 30 + Skills 15 (60 ranks) + Feats 30 + Powers 0 + Combat 44 + Saves 9 – Drawbacks 0 = Total 128
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DEATHSTROKE (Slade Wilson)



PL12 STR



DEX



CON



+8 +8 +8 26/16 26/16 26/16



INT +4 18



WIS +4 18



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+11



+11



+11



+9 SKILLS



Acrobatics 8 (+16), Bluff 8 (+12), Computers 8 (+12), Craft [Chemical] 12 (+16), Disable Device 8 (+12), Disguise 8 (+12), Gather Information 8 (+10), Intimidate 12 (+14), Knowledge [Streetwise] 8 (+12), Knowledge [Tactics] 16 (+20), Notice 8 (+12), Pilot 8 (+16), Search 8 (+12), Sense Motive 12 (+16), Stealth 8 (+16), Survival 12 (+16)



EQUIPMENT Armored Jumpsuit (3ep) Arsenal (27ep array) Assault Rifle (1ep) Flash-bang grenades (1ep) Fragmentation grenades (1ep) Knife (1ep) Power Staff (22ep): Blast 11 Sword (1ep) COMBAT Attack Attack +13 / +17 (Firearms) Damage +8 (Unarmed) / +11 (Sword, 19-20 Crit) / +11 (Power Staff) Defense +13 (+7 flat-footed) Initiative +12



FEATS



T-NOTES The ridiculous battle in Green Arrow OYL aside, Deathstroke is a wrecking machine who could easily take on a team of metahumans such as the Teen Titans or a peak human such as Batman. Of course, he’s technically an enhanced human, himself. He has a nice, broad set of minor powers that allow him great versatility in battle and especially in setting up a battle to his advantage. Slade is much more formidable than PL12 characters who aren’t enhanced, if only because none of his modifiers are situational (like Batman’s reliance on Sneak Attack for damage). Because Deathstroke functions as a PL12 regardless of situation, he really has no weaknesses to exploit. Deathstroke only has one good eye, but this has never affected his shot and he often outfits the empty socket with an artificial eye, so I didn’t give him a Disability Drawback. At most, the lack of an eye has affected his peripheral vision and made him susceptible to surprise attacks from that side. Many of Deathstroke’s weapons are made of nearly indestructible depleted promethium, but they don’t usually have special properties aside from being unbreakable, so I didn’t feel like making them Devices.



Ambidexterity, Assessment, Attack Specialization [Firearms] 2, Equipment 6, Elusive Target, Evasion 2, Improved Aim, Master Plan, Quick Draw 2, Precise Shot 2, Startle, Stunning Attack, Takedown Attack 2, Track, Uncanny Dodge (Auditory) POWERS Enhanced Strength 10 (10pp) Enhanced Dexterity 10 (10pp) Enhanced Constitution 10 (10pp) Immunity 2 (Disease, Poison; 2pp) Regeneration 11 (Recovery Rate 9 [Bruised 1, Injured 2, Disabled 3, Unconscious 1, Staggered 2], Resurrection 2 [brain must remain intact]; Power Feat: Diehard; 12pp) Super-Senses 1 (Infravision; 1pp) Super-Speed 1 (Power Feat: Seize Initiative; 6pp); Base Power: Rapid Attack 1 (0pp) Abilities 38 + Skills 38 (152 ranks) + Feats 25 + Powers 51 + Combat 52 + Saves 11 – Drawbacks 0 = Total 215
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DESPERO



PL14 STR



+15 40/10



DEX +2 14



CON



+15 40/10



INT +3 16



WIS +3 16



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+17*



+16



+4



+16



COMBAT Attack + Attack +9, +13 (Unarmed) Damage +14 (Mental Blast), +15 (Unarmed) Defense +11 (+4 flat-footed) Initiative +2



*+13 Impervious



SKILLS Concentration 12 (+15), Intimidate 12 (+14), Notice 6 (+9), Sense Motive 6 (+9) FEATS Attack Specialization [Unarmed] 2, Dodge Focus 3, Power Attack, Startle, Tough 2 POWERS



T-NOTES Despero is pretty straightforward, actually. He’s a powerhouse crossed with a psionic. He comes out pretty expensive as a result, but this is a villain who can brawl with Superman and also mind control most heroes. For a time, Despero was bodiless, existing as an astral form that could possess various beings, but he is once again corporeal.



Enhanced Strength 30 (30pp) Enhanced Constitution 30 (30pp) Immunity 5 (all environmental conditions; 5pp) Impervious Toughness 13 (13pp) Mind Control 14 (Dynamic; Extras: Duration [Sustained; +1], Effortless [+1]; Flaw: SenseDependent [visual; -1]; 43pp) DAP: Illusion 10 (all senses; Extra: Selective Attack [+1]; Flaw: Phantasms [-1]; 2pp) DAP: Mental Blast 14 (Flaw: Sense-Dependent [visual; -1]; 2pp) Super-Strength 8 (Heavy Load: ~800 tons; 16pp)



Abilities 20 + Skills 9 (36 ranks) + Feats 9 + Powers 141 + Combat 34 + Saves 17 – Drawbacks 0 = 230
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DOCTOR FATE (Kent Nelson)



PL14 STR +10 30



DEX +3 16



CON +2 14



INT +5 20



WIS +7 24



CHA +6 22



TOUGHNESS



FORTITUDE



REFLEX



WILL



+18*/+2**



+4



+5



+17



*+16 Impervious **Without Force Field



SKILLS Concentration 14 (+21), Knowledge [Arcane Lore] 18 (+23), Knowledge [History] 14 (+19), Knowledge [Theology and Philosophy] 12 (+17), Medicine 10 (+17), Notice 12 (+17) POWERS T-NOTES Though Doctor Fate could be built with his Magic powers derived from a Device, the fact that Kent Nelson has magical powers would overprice Fate if the Helmet’s powers override Nelson’s own and would become needlessly complex as a build if the Helmet’s powers were described as supplementary to Nelson’s own. In fact, the Helmet doesn’t actually act as a Device, it triggers a transformation that allows Nabu to possess Nelson. Furthermore, since Nelson does have powers of his own, he doesn’t qualify for a Normal Identity drawback, though he does suffer from Involuntary Transformation. The frequency reflects how often Nelson would actually lose the Helmet as Nabu, not how often he takes the Helmet off, since the latter is voluntary, not involuntary. The Amulet of Anubis is a Device, however, and supplements Nabu’s sensory powers. In addition, it provides three ranks of Luck which Nabu can use to Power Stunt off of Magic or to use divine Inspiration. So long as the Helmet of Nabu is on, the body of Nelson is immortal and will resurrect. If the Helmet comes off while Nelson is dead, the body dies, though Nabu is merely hindered by not having a mortal vessel. When Kent Nelson isn’t serving as the mortal vessel of Nabu, he isn’t completely helpless, possessing some command of Magic, particularly telekinetic powers, that make him a sort of magical paragon.



Device 4 “Amulet of Anubis” (Hard to Lose; 16pp) Magic 16 (Dynamic; Extra: Wide [32pp per power / 64pp total; +1]; 49pp) DAP: Create Object 16 (1pp) DAP: Flight 16 (1,000,000 MPH; 2pp) DAP: Force Field 16 (Extra: Impervious [+1]; 2pp) DAP: Mystic Blast 16 (2pp) DAP: Mystic Hand 16 (2pp) DAP: Mystic Passage 16 (2pp) DAP: Transform 6 (2pp) Regeneration 9 (Resurrection 9 [as long as Helmet is on]; 9pp) Super-Senses 5 (Awareness [mental, Cosmic], Detect Magic 4 [mental, Acute, Analytical, Ranged]; 5pp) Amulet of Anubis (20pp total) Enhanced Feats 3 (Luck 3; 3pp) Super-Senses 15 (Aura Reading, True Sight; Power Feat: Dimensional 2; 17pp)



FEATS Attack Specialization [Magic] 2, Dodge Focus 2, Ritualist, Trance DRAWBACKS Involuntary Transformation (to Kent Nelson, if Helmet of Nabu is removed; Uncommon, Irresistible; -4pp) COMBAT Attack +8, +12 (Magic) Damage +16 (Mystic Blast) Defense +10 (+4 flat-footed) Initiative +4 Kent Nelson (PL7) Abilities: STR: 10 [20] (+5), DEX: 10 (+0), CON: 10 (+0), INT: 16 (+3), WIS: 12 (+1), CHA: 14 (+2) Skills: Concentration 8 (+9), Knowledge [Arcane Lore] 10 (+13), Knowledge [History] 10 (+13), Knowledge [Theology and Philosophy] 4 (+7), Medicine 6 (+7), Notice 6 (+7) Feats: Attack Specialization [Magic], Ritualist, Trance Powers: Device 4 “Amulet of Anubis” [Hard to Lose] (16pp) Magic 10 (Dynamic; Extra: Wide [20pp per power / 40pp total; +1]; 31pp) DAP: Mystic Hand 10 (1pp) DAP: Enhanced Strength 10 and Super-Strength 5 (Heavy Load: ~12 tons) (2pp) DAP: Flight 10 (10,000 MPH; 2pp) DAP: Force Field 10 (2pp) Amulet of Anubis (20pp total) Enhanced Feats 3 (Luck 3; 3pp) Super-Senses 15 (Aura Reading, True Sight; Power Feat: Dimensional 2; 17pp) Combat: Attack +2 / +4 (Magic); Damage +5 (Unarmed); Defense +4 (+2 flat-footed); Initiative +4 Saves: Toughness +0 // +10 Impervious (with Force Field), Fortitude +1, Reflex +1, Will +6 Abilities 12 + Skills 11 (44 ranks) + Feats 3 + Powers 54 + Combat 12 + Saves 7 – Drawbacks 0 = 99



Abilities 66 + Skills 20 (80 ranks) + Feats 6 + Powers 91 + Combat 32 + Saves 14 – Drawbacks 4 = 225
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DOCTOR LIGHT (Dr. Arthur Light)



PL12 STR +0 10



DEX +2 14



CON +2 14



INT +5 20



WIS +2 14



CHA +0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+14*



+5



+5



+6



COMBAT Attack + Attack +8 Damage +12 (Blast) [+4 (Boost)] Defense +8 (+4 flat-footed) Initiative +2



*+12 Impervious



SKILLS Concentration 12 (+14), Craft [Electronic] 8 (+13), Knowledge [Physical Sciences] 12 (+17) FEATS Accurate Attack, Power Attack, Precise Shot POWERS



T-NOTES Recent storylines have attempted to re-establish Doctor Light as a serious villain and threat, albeit with varying degrees of success. He’s a particular nuisance to other light-based characters, able to counter and even usurp their powers. Light is able to boost his powers by tapping into ambient sources of light and with his mind restored, is particularly creative and capable in using his powers.



Absorption 8 (Energy; Extra: Power Magnet [+1]; Flaw: Limited [to light energy; -2]; 24pp); Base Effect: Boost 8 (Light Control; 0pp) AP: Power Control 12 (Flaw: Limited [to lightbased powers; -1]; 1pp) Flight 6 (500 MPH; 12pp) Force Field 12 (Extra: Impervious [+1]; 24pp) Invisibility (all visual; 8pp) AP: Obscure 8 (visual, 1,000 ft. radius; Flaw: Touch [-1]; 1pp) Light Control 12 (24pp) AP: Blast 12 (1pp) AP: Create Object 12 [Solid Light Constructs] (1pp) AP: Dazzle 12 (visual; 1pp) AP: Illusion 12 (visual; 1pp) Super-Senses 2 (Darkvision; 2pp) Abilities 22 + Skills 8 (32 ranks) + Feats 3 + Powers 100 + Combat 32 + Saves 10 – Drawbacks 0 = Total 175
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DOCTOR MID-NITE (Pieter Anton Cross) STR +2 14



PL9 DEX +2 14



CON +2 14



INT +4 18



WIS



CHA



+4 18



+2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+7/+5*



+6



+6



+6



*Flat-footed



SKILLS Acrobatics 8 (+10), Climb 8 (+10), Diplomacy 8 (+10), Disable Device 8 (+12), Handle Animal 8 (+10), Investigate 8 (+12), Knowledge [Physical Sciences] 8 (+12), Medicine 12 (+16), Notice 8 (+12), Search 8 (+12), Stealth 12 (+14) POWERS



T-NOTES The current Doctor Mid-Nite is a capable fighter in the mold of a typical costumed adventurer, but his real advantage lies in making the most of his metahuman ability. Pieter Cross is blind in daylight but has the ability to see in darkness. This darkvision isn’t exactly a visual sense and allows him to see through organic matter to some degree and aids him in surgery. Cross is immune to visual sensory effects, which is why I shifted his Super-Senses to a mental sense. Doctor Mid-Nite’s opening salvo usually involves tossing out a Blackout Bomb to shift the environment in his favor. This is an Independent effect, but he may use the flares in his goggles to counter the effect and disperse the cloud. Doctor Mid-Nite uses his owl, Charlie, to aid in reconnaissance, and his goggles are linked to the video camera that Charlie carries.



FEATS Connected, Defensive Roll 2, Dodge Focus 2, Equipment 5, Favored Environment [Darkness] 4, Minions 3 (Charlie, as Owl, rank 3), Second Chance (Medicine checks), Sneak Attack EQUIPMENT Armored jumpsuit (3ep), Headquarters (as Stately Manor; 18ep), Video camera (on Charlie; 2ep) DRAWBACKS Disability (blind, offset by goggles; Common, Moderate; -3pp) COMBAT Attack + Attack +8 [+10], +10 [+12] (Melee) Damage +2 (Unarmed) [+2 (Sneak Attack)] Defense +9 [+11] (+4 flat-footed) Initiative +2



Device 2 “Blackout Bombs” (Hard to Lose; 8pp) Device 2 “Goggles” (Hard to Lose; Power Feat: Restricted; 9pp) Super-Senses 8 (Mental sense 8 [Ranged, Accurate, Acute, Penetrates Concealment]; Flaw: Limited [only in darkness; -1]; 4pp) Blackout Bombs (10pp total) Darkness Control 5 (100-ft. radius; Extra: Independent [+0]; 10pp) Goggles (10pp total) Buys off Disability (blindness; 3pp) Environmental Control 6 (Light; Flaw: Touch [-1]; 6pp) Super-Senses 1 (Sensory Link [to Charlie’s camera]; 1pp)



Abilities 32 + Skills 24 (96 ranks) + Feats 19 + Powers 21 + Combat 30 + Saves 12 – Drawbacks 3 = Total 135
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DREAM GIRL (Nura Nal)



PL9 STR +1 12



DEX +2 14



CON +2 14



INT +3 16



WIS +5 20



CHA +5 20



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6/+2*



+5



+10



+9



*Flat-footed



FEATS Assessment, Attractive, Fascinate [Bluff], Improved Defense, Set-Up, Teamwork 2 COMBAT Attack +9 Damage +1 (Unarmed) Defense +12 (+4 flat-footed) Initiative +10



SKILLS Bluff 8 (+13), Knowledge [Tactics] 8 (+11), Notice 12 (+17), Sense Motive 12 (+17) POWERS Device 6 “Legion Flight Ring” (Hard to Lose; Power Feat: Restricted [Legion members]; 25pp) Enhanced Feats 14 (Defensive Roll 4, Dodge Focus 4, Elusive Target, Evasion 2, Improved Initiative 2, Seize Initiative; 14pp) Super-Senses 6 (Danger Sense [mental], Precognition, Uncanny Dodge [mental]; 6pp) Variable Feats 1 (any one feat at a time; Extra: Reaction [+3]; Flaw: Limited [to Second Chance; -1]; 6pp) T-NOTES Here’s my favorite Legionnaire from the recent reboot. Dream Girl was originally trained as a Precommando, Naltorian enforcers who use their precognitive powers to gain the upper hand in combat, and though she did not finish her training, she was the most gifted of all of them. Dream Girl is still rather weak in combat and relies on her teammates to do the actual combat. Dream Girl’s precognitive ability grants her many benefits. Her actual Precognition power works better when she is asleep, so the GM should feel free to provide far-reaching visions while she is dreaming, but only short-term glimpses when she is awake. She can use this to provide “precognitive do-overs” as described in Ultimate Power. In addition, Dream Girl’s variable power gives her the Second Chance feat against any hazard on reaction.



Legion Flight Ring (30pp total) Concealment 1 (Public Service monitoring; Flaw: Limited to Machines [-1]; Power Feat: Close Range; 2pp) Enhanced Feats 1 (Quick Change; 1pp) Flight 6 (500 MPH; 12pp) Immunity 9 (Life Support; 9pp) Super-Senses 2 (Communication Link [auditory and visual]; Power Feat: Progression 4 [subjects, all Flight Rings; 25]; 6pp)



Abilities 36 + Skills 10 (40 ranks) + Feats 7 + Powers 51 + Combat 34 + Saves 15 – Drawbacks 0 = Total 153
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ECLIPSO



PL15 STR — —



DEX +4 18



CON — —



INT +5 20



WIS +5 20



CHA +5 20



TOUGHNESS



FORTITUDE



REFLEX



WILL



+13*



—



+10



+15



*+13 Impervious



SKILLS



DRAWBACKS Involuntary Transformation (into Normal Identity, in pure sunlight; Very Common, Major; -5pp), Normal Identity (no physical body; Uncommon, Major; -3pp) COMBAT Attack +8 Damage +14 (Blast, Penetrating) Defense +8 (+4 flat-footed) Initiative +4



Bluff 12 (+17), Concentration 12 (+17), Knowledge [Arcane Lore] 16 (+21), Knowledge [Theology and Philosophy] 16 (+21), Sense Motive 12 (+17) FEATS Assessment POWERS



T-NOTES In his natural form, Eclipso is an intangible being trapped in the black diamond, of which there may be a thousand or just one. His usual tactic is to possess a superpowered being and use that being’s powers. If the subject is relatively weak, Eclipso may instead call forth a shadow being created from the subject’s power fantasies. Exposure to pure sunlight will end the possession and render Eclipso powerless and bodiless. In storylines where multiple black diamonds exist, Eclipso has massive Horde Duplication and may possess multiple beings at once.



Device 6 “Black Diamond” (Easy to Lose; Power Feat: Restricted 2; 20pp) Flight 10 (10,000 MPH; 20pp) Immunity 30 (all Fortitude effects; 30pp) Insubstantial 4 (Extra: Continuous [+1]; Flaw: Permanent [-1]; 20pp) Possession 15 (45pp) AP: Summon Shadow Minion 15 (Extras: Fanatical [+1], Heroic [+1]; Flaw: Feedback [-1]; 1pp) Regeneration 13 (Recovery Rate 12 [Bruised 2, Injured 3, Disabled 4, Staggered 3]; Resurrection 1; Extra: True Resurrection [+1]; 14pp) Black Diamond (29pp total) Blast 14 (Extra: Penetrating [+1]; Flaw: Distracting [-1]; 28pp) AP: Create Object 14 (1pp) Abilities 18 + Skills 17 (68 ranks) + Feats 1 + Powers 150 + Combat 32 + Saves 16 – Drawbacks 8 = Total 226
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FIRESTORM (Ron Raymond)



PL12 STR +11 32



DEX +4 18



CON +11 32



INT +0 10



WIS +2 14



CHA +1 12



TOUGHNESS



FORTITUDE



REFLEX



WILL



+11



+14



+8



+6 SKILLS



Acrobatics 5 (+9), Bluff 6 (+7), Knowledge [Physical Sciences] 4, Notice 5 (+7 FEATS Accurate Attack, Acrobatic Bluff, All-Out Attack, Attack Specialization [Radiation Control] 2, Dodge Focus 6, Quick Change POWERS



T-NOTES Ron Raymond doesn’t qualify for the Normal Identity Drawback because nothing can prevent him from transforming into Firestorm when he wishes to. I included the Gestalt power since that was part of what made Firestorm distinctive, even though this version doesn’t incorporate the Martin Stein persona, but this leaves open the possibility of fusing with another being. Firestorm is extremely powerful, able to hold his own in Justice League settings, but that is mainly due to his raw power and massive tradeoff. Firestorm’s Transform power depends on his knowledge of chemistry and physics to properly function. With the Martin Stein persona in the Gestalt, Firestorm had high ranks in Knowledge [Physical Sciences] and Transform was almost always guaranteed, but without Stein, Raymond has a harder time successfully using the power.



Flight 9 (5,000 MPH; 18pp) Gestalt 2 (Power Feat: Distant 6 [20 miles]; 8pp) Immunity 1 (Starvation and Thirst; 1pp) Insubstantial 4 (20pp) Radiation Control 16 (32pp) AP: Transform 8 (any inanimate into any inanimate; Flaw: Check Required [Knowledge (Physical Sciences); -1]; 1pp) Regeneration 5 (Recovery Rate: Bruised 1, Injured 2, Disabled 2; 5pp) Super-Senses 8 (Infravision 2: Extended, Microscopic Vision 4, Ultravision 2: Extended; 8pp) COMBAT Attack +4, +8 (Blast) Damage +11 (Unarmed), +16 (Blast) Defense +10 (+2 flat-footed) Initiative +4 Abilities 58 + Skills 5 (20 ranks) + Feats 12 + Powers 93 + Combat 16 + Saves 11 – Drawbacks 0 = 195
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GORILLA GRODD



PL12 STR



+11 32/24



DEX +3 16



CON



+9 28/24



INT +7 24



TOUGHNESS



FORTITUDE



REFLEX



+13



+12



+7



WIS +2 14



CHA +2 14



WILL



COMBAT Attack +12 // -1 (size) Damage +6 (Mental Blast) / +11 (Unarmed) Defense +12 (+6 flat-footed) // -1 (size) Initiative +3



+6/+14* *With Mind shield



SKILLS Acrobatics 8 (+11), Climb 8 (+15), Computers 8 (+15), Craft [Electronic] 12 (+19), Craft [Mechanical] 12 (+19), Intimidate 8 (+12), Knowledge [Technology] 12 (+19), Notice 8 (+10), Survival 8 (+10) FEATS Acrobatic Bluff, Improved Grapple, Improved Pin, Inventor, Master Plan, Track POWERS Growth 4 (Extra: Continuous [+1]; Flaw: Permanent [-1]; Power Feat: Innate; 13pp) Mind Shield 8 (8pp) Protection 4 (4pp) Super-Senses 2 (Low-Light Vision, Scent; 2pp) Telekinesis 8 (16pp) Telepathy 12 (24pp) AP: Mental Blast 6 (1pp) AP: Mind Control 12 (1pp) AP: Possession 6 (Extra: Perception [+2]; Flaw: Limited [does not merge with target; -1]; 1pp) T-NOTES Grodd takes advantage of most of the Flash’s weaknesses. Most notably, his telepathic powers are all perception range, effectively negating the Flash’s high defense and Reflex saves. He has become very adept at using his Mind Controlled thralls to do his dirty work rather than directly involve himself in a conflict. Even when Grodd does enter melee, his great bulk protects him from all but the most powerful blows. Given time to prepare for a conflict, Grodd has the technical know-how to Invent a suitable device as well as Master Plan.



Growth Effects Size: Large, Mass x8, Base movement +5 feet, Space 10 ft., Reach 10 ft. Strength +8, Constitution +4, Carrying Capacity +5 -1 Attack and Defense bonus, Grapple +4, Stealth -4, Intimidate +2 Abilities 56 + Skills 19 (76 ranks) + Feats 6 + Powers 70 + Combat 48 + Saves 11 – Drawbacks 0 = Total 210
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GREEN ARROW (Oliver Queen)



PL11 STR +3 16



DEX +4 18



CON +3 16



INT +1 12



WIS +3 16



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6/+4*



+7



+8



+7



*Flat-footed



SKILLS Acrobatics 8 (+12), Bluff 8 (+11), Climb 8 (+11), Craft [Mechanical] 8 (+9), Disable Device 8 (+9), Disguise 4 (+7), Escape Artist 8 (+12), Investigate 12 (+13), Knowledge [Business] 12 (+13), Knowledge [Streetwise] 8 (+9), Notice 8 (+10), Pilot 4 (+8), Stealth 12 (+16), Survival 12 (+14) FEATS Attack Focus [Melee] 2, Attack Specialization [Bow] 3, Attractive, Benefit 5 (Wealth 5), Defensive Roll 2, Dodge Focus 4, Elusive Target, Equipment 4, Evasion, Improved Aim, Improved Initiative, Precise Shot 2, Quick Draw 2, Ranged Pin, Takedown Attack, Track, Ultimate Effort (Aim) EQUIPMENT Bow (Blast 3, Mighty 3; 9ep), Costume (Protection 1, camo clothing [foliage]; 2ep), Sword (5ep)



T-NOTES Don’t let that PL11 fool you. Aside from his world-class bowmanship, Ollie’s a PL9 in nearly every respect, even given his recent mastery of the sword and of martial arts. Queen has alternated between using a trick arrow arsenal and using normal wooden shafts; both are included in this build. Since there are so many incarnations of Green Arrow, there is a lot of room for customization. For instance, as mentioned above, the bow and trick arrows Device is worth 15pp and can be removed. In its place, Green Arrow can take on Mia Dearden as a Sidekick (21pp), bringing him up to a balanced PL11, 165pp.



POWERS Device 5 “Bow and Trick Arrows” (Easy to Lose; 15pp) Bow and Trick Arrows (25pp total) Blast 3 (Power Feats: Improved Critical, Mighty 3, Variable Descriptor 2 [any technological]; 12pp) AP: “Boomerang Arrow” Blast 3 (Power Feats: Homing, Improved Critical, Mighty 3, Ricochet; 1pp) AP: “Jet-Propelled Arrow” Blast 3 (Power Feats: Improved Critical, Improved Range, Mighty 3, Progression [maximum range]; 1pp) AP: “Cutting Torch” Corrosion 4 (1pp) AP: “Siren Arrow” Dazzle 6 (Auditory; Extra: Area [Burst; +1]; 1pp) AP: Dazzle 4 (Visual; Extra: Area [Burst; +1]; 1pp) AP: “Tear Gas Arrow” Dazzle 2 (Visual; Extra: Explosion [+1]) and Nauseate 2 (Extra: Explosion [+1]); 1pp AP: “Acid Arrow” Drain Toughness 3 [Acid] (Extras: Affects Objects [+1], Explosion [+1], Ranged [+1]; 1pp) AP: “Smoke Arrow” Obscure 6 (Visual; 1pp) AP: “Net Arrow” Snare 6 (1pp) AP: “Cable Arrow” Snare 5 (Power Feats: Reversible, Tether; 1pp) AP: “Boxing Glove Arrow” Stun 4 (Extra: Range [+1]; 1pp) AP: Super-Movement 1 (Swinging; 1pp) AP: “Bolos Arrow” Trip 6 (Extra: Knockback [+1]; 1pp) COMBAT Attack +10, +12 (Melee), +16 (Bow) Damage +3 (Unarmed), +6 (Bow), +6 (Sword, 19-20 Crit) Defense +12 (+4 flat-footed) Initiative +8



Abilities 34 + Skills 30 (120 ranks) + Feats 33 + Powers 15 + Combat 36 + Saves 12 – Drawbacks 0 = 159
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GREEN LANTERN (G’nort)



PL9 STR



DEX



+2 14



+2 14



CON +2 14



INT -2 6



WIS +1 12



CHA -2 6



TOUGHNESS



FORTITUDE



REFLEX



WILL



+0*



+3



+3



+7



*Up to +15 with Variable Power



POWERS Device 15 “Green Lantern Power Ring” (Hard to Lose; 60pp); Linked Power: Enhanced Feat 3 (Minions 3; 3pp) Strike 2 (Power Feat: Improved Critical; 3pp) Super-Senses 3 (Scent 2 [Tracking], Ultra-Hearing; 3pp)



T-NOTES Don’t let that PL9 fool you; G’nort is functionally about a PL5 at best, and his physical stats are (slightly) lower than those of a dog. Having to make a Concentration check to use the Power Ring means that G’nort has only about a 50% chance of successfully using Variable Power at rank 7, but actually has a 10% chance to be able to use all 15 ranks. However, G’nort will only use the ring in the most basic fashion, and still has a 15% chance of failure even when using the ring at rank 1. He’s meant to be a joke character, but he isn’t completely useless, since ranks in Luck let him shine now and again, and a Power Ring is formidable regardless. With his Rage and Favored Opponent modifiers, felines of the world, beware! (That goes double for you, Catman!)



Green Lantern Power Ring (75pp total) Communication 20 (mental; Flaw: Limited [to ringbearers only; -1]; 10pp) Comprehend 3 (Languages 3; 6pp) Enhanced Feats 2 (Diehard, Quick Change 2; 3pp) Immunity 9 (Life Support; 9pp) Variable Power 15 (Dynamic; multiple powers of electromagnetic descriptor; Flaws: Check Required [Concentration; -1], Limited [not usable on yellow things; -1], Side Effect [Mental Blast, when constructs destroyed; -1]; Drawback: Power Loss [when not recharged by Power Battery; Uncommon, Minor]; 45pp) DAP: Variable Power 15 (multiple powers of electromagnetic descriptor; Flaws: Check Required [Concentration; -1], Duration [Concentration; -1], Side Effect [Mental Blast, when constructs destroyed; -1]; Drawback: Power Loss [when not recharged by Power Battery; Uncommon, Minor]; 2pp)



SKILLS Concentration 6 (+7), Notice 4 (+5), Swim 2 (+4) SKILLS Beginner’s Luck, Favored Opponent [Felines] 3, Luck 2, Rage COMBAT Attack + 3 Damage +Damage +2 (Strike), +15 (Variable Power); [+3 (Favored Opponent)] [+2 (Rage)] Defense +3 Initiative +2



Power Ring (Minion Rank 3) Abilities: Str —, Dex —, Con —, Int 20, Wis 10, Cha 10 Skills: Computers 10 (+15), Notice 10 Feats: Eidetic Memory Powers: Datalink 20 (Flaw: Limited [to Green Lantern Corps database only; -1]; 10pp); Immunity 30 (Fortitude Effects; 30pp); Morph 1 (any object; 2pp); Shrinking 20 (Extra: Continuous [+1]; Flaw: Permanent [-1]; Power Feat: Innate; 21pp); Super-Senses 1 (Danger Sense; 1pp) Combat: Attack +12 (size), Damage —, Defense +12 (size), Initiative +0 Saves: Toughness +30 (as Device), Fortitude —, Reflex —, Will -2 Drawbacks: Disability (Immobile; Very Common, Major; -5pp) Abilities -20 + Skills 5 (20 ranks) + Feats 1 + Powers 64 + Combat 0 + Saves 0 - Drawbacks 5 = 45



Abilities 6 + Skills 3 (12 ranks) + Feats 7 + Powers 69 + Combat 12 + Saves 8 – Drawbacks 0 = 105
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GREEN LANTERN (Guy Gardner)



PL13 STR +3 16



DEX +3 16



CON +3 16



INT +1 12



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+18*/+3**



+7



+7



+15



*+15 Impervious **Without Force Field



SKILLS T-NOTES Guy Gardner, despite not receiving top billing, is nearly as capable and strong of will as Hal Jordan. The signature power of the Green Lantern Power Ring allows Guy to create hard light constructs, fire various force and energy blasts, and manipulate objects from a distance. The ring also provides a host of powers outside of that array and is also a semi-sentient computer that can provide various functions such as datalinking, scanning the environment, and serving as a universal translator. Less common powers can be power stunted off of the primary array. The signature power of the Green Lantern Power Ring allows Guy to create hard light constructs, fire various force and energy blasts, and manipulate objects from a distance. The ring also provides a host of powers outside of that array and is also a semi-sentient computer that can provide various functions such as datalinking, scanning the environment, and serving as a universal translator. Less common powers can be power stunted off of the primary array. The power ranks within the Device itself reflect the default levels accessible to anyone capable of using a Power Ring; Guy has an additional [Will] Power Reserve to reflect the additional ranks he can add to particular powers.  In addition, the typical power ring also has a Power Drawback preventing it from affecting yellow things, but this can be overcome by those who recognize Parallax as the source of that fear and is bought off by the Fear Acceptance Protocol feat, making this a wash in terms of cost. The Green Lantern Power Ring is a Minion and treated as a construct. This also means that in the event that the Green Lantern is separated from his power ring, the ring itself may assume control. In general, the powers that the Green Lantern can access directly or with a thought are bought within the Device, whereas the powers that require him to verbally inquire the ring (e.g., “Ring, scan for sentients”) are bought by the minion.



Acrobatics 4 (+7), Concentration 12 (+14), Gather Information 4 (+6), Intimidate 8 (+10), Knowledge [Tactics] 4 (+5), Profession [Teacher] 4 (+6) FEATS Attack Specialization [Power Ring], Environmental Adaptation [Zero Gravity], Fearless, Fear Acceptance Protocol [overcomes yellow weakness], Inspire, Power Attack, Startle, Takedown Attack COMBAT Attack + 9, +11 (Power Ring) Damage + 3 (Unarmed),+15 (Blast) Defense +8 (+4 flat-footed) Initiative +3



DRAWBACKS Normal Identity (without Power Ring; Common [full action], Major; -4pp) POWERS Device 16 “Green Lantern Power Ring” (Hard to Lose; Power Feat: Restricted [to those of exceptional wills, +7 or greater Will save]; Drawback: Power Loss [when not recharged by Power Battery; Common, Minor; -2pp], Power Loss [not usable on yellow; Uncommon, Minor]; 62pp); Linked Power: Enhanced Feats 10 (Minions 10; 10pp) [Will]Power Reserve 12 (Blast, Create Object, Force Field, Summon Minion, Telekinesis; Power Feat: Additional Powers 3; 27pp) Green Lantern Power Ring (80pp total) Blast 9 (Power Feat: Variable Descriptor [any electromagnetic]; 19pp) AP: Create Object 9 “Hard Light” (Extras: Movable [+1]; Flaw: Feedback [-1]; Power Feat: Precise; 1pp) AP: Immunity 9 (Life Support; Extras: Affects Others [+0], Area [Shapeable; +1]; 1pp) AP: Summon Minion 3 (Extras: Fanatical [+1], Horde [+1], Type [hard light constructs; +2]; Flaw: Feedback [-1]; Power Feats: Mental Link, Progression 3 [10 minions]; 1pp) AP: Telekinesis 9 (Extra: Damaging [+1]; Flaw: Feedback [-1]; Power Feat: Precise; 1pp) Communication 20 (mental; Flaw: Limited [to Green Lantern Corps only; -1]; 10pp) Enhanced Feats 3 (Diehard, Quick Change 2; 3pp) Flight 8 (2,500 MPH; 16pp) Force Field 9 (Extra: Impervious [+1]; 18pp) Immunity 9 (Life Support; 9pp) Space Travel 1 (1c; 1pp)



Abilities 28 + Skills 9 (36 ranks) + Feats 8 + Powers 99 + Combat 34 + Saves 21 – Drawbacks 4 = Total 195
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HARLEY QUINN (Dr. Harleen Quinzel)



PL9



STR +6 22



DEX +6 22



CON +3 16



INT +1 12



WIS



CHA



+0 10



+2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6/+3*



+6



+11



+2



*Flat-footed



SKILLS Acrobatics 8 (+14), Bluff 10 (+12), Disguise 4 (+6), Drive 4 (+10), Knowledge [Behavioral Sciences] 8 (+9), Pilot 4 (+10), Stealth 6 (+12) FEATS Acrobatic Bluff, Attractive, Defensive Roll 3, Distract [Bluff], Dodge Focus 4, Equipment 2, Evasion, SetUp, Sneak Attack, Taunt POWERS Immunity 2 (Disease, Poison; 2pp EQUIPMENT Arsenal (10ep array) Boxing Glove Gun (1ep): Strike 4 (Power Feats: Extended Reach 2, Sneak Attack) Heavy Pistol (8ep) Mallet (1ep): Strike 2 (Power Feat: Mighty) COMBAT T-NOTES I separated Harley’s entry from the Joker’s and gave her the spotlight here. She’s a good complement to the Joker and serves as his heavy hitter. Harley Quinn has enhanced Strength and reflexes and is a physical match for Batman. She can feint with either her Acrobatics or her Bluff skill and either go in for the kill herself or use Set-Up to pass that bonus on to the Joker.



Attack +8; Damage Damage +4 (Heavy Pistol) / +4 (Boxing Glove Gun, Extended Reach 2, Sneak Attack), +6 (Unarmed), +8 (Mallet); [+2 (Sneak Attack)] Defense +12 (+4 flat-footed) Initiative +6 Abilities 36 + Skills 10 (40 ranks) + Feats 16 + Powers 2 + Combat 32 + Saves 9 – Drawbacks 0 = Total 105
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HAWKGIRL (Shiera Sanders)



PL10 STR



+6 22/12



DEX +4 18



CON +2 14



INT +2 14



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6/+2*



+6



+12



+6



*Flat-footed



SKILLS Acrobatics 12 (+16), Climb 4 (+10), Knowledge [Popular Culture] 4 (+6), Knowledge [Streetwise] 8 (+10), Notice 12 (+13), Search 8 (+10), Stealth 8 (+12), Survival 8 (+9 POWERS Device 5 “Nth Metal Belt and Harness” (Hard to Lose; Power Feat: Restricted [to Hawk-heroes]; 21pp) Flight 1 (Flaw: Levitation [-1]; 1pp) Regeneration 5 (Recovery Rate 3 [Bruised 1, Injured 1, Disabled 1]; Resurrection 2; Flaw: Uncontrolled Reincarnation [-1]; Power Feat: Reincarnation; 5pp) Super-Senses 4 (Postcognition; Flaw: Limited [to past lives; -1]; 2pp)



T-NOTES Hawkgirl is yet another Justice Leaguer whose powers were made more complex recently. Though she derives most of her powers from the Nth metal belt, Hawkgirl has minor regenerative and hovering abilities even when not wearing it. She’s a very capable warrior and highly proficient with archaic weaponry. Currently, she seems to favor the mace, though she has used the spear and talons in the past. Finally, she has visions of her past lives (Postcognition) and reincarnates upon death.



COMBAT Attack +9 [+2 (Airborne)]; Damage ; Defense ; Initiative +8 Damage +1 (Shuriken, Autofire), +6 (Unarmed), +8 (Claws, Split Attack, 19-20 Crit), +9 (Mace), +9 (Spear, 19-20 Crit) Defense +12 (+4 flat-footed) [+2 (Airborne)] Initiative +8 EQUIPMENT JLA Communicator (4ep): Super-Senses 1 (Communication Link [JLA Members]; Power Feat: Progression 3 [10 subjects]) Mask (1ep): as Flash Goggles Arsenal (10ep array) Claws (1ep): Strike 2 (Power Feats: Improved Critical, Mighty, Split Attack) Mace (1ep): Strike 3 (Power Feats: Knockback, Mighty, Thrown) Shuriken (1ep): Blast 1 (Extra: Autofire [+1]) Spear (7ep): Strike 3 (Power Feats: Extended Reach, Improved Critical, Mighty, Thrown)



Nth Metal Belt and Harness (25pp total) Enhanced Strength 10 (10pp) Flight 3 (50 MPH; Drawback: Power Loss [if wings are immobilized; Common, Minor; -2pp]; 4pp) AP: Super-Strength 2 (Heavy Load: 1 ton; 1pp) Immunity 2 (Environmental Cold and Heat; 2pp) Regeneration 4 (Recovery Rate 4 [Bruised 1, Injured 2, Disabled 1]; Power Feat: Regrowth; 5pp) Super-Senses 2 (Normal Sight 2 [Extended 2]; 2pp)



Abilities 26 + Skills 16 (64 ranks) + Feats 29 + Powers 29 + Combat 34 + Saves 16 – Drawbacks 0 = 150
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HAWKMAN (Katar Hol)



PL12 STR



+9 28/20



DEX +4 18



CON +7 24



INT +3 16



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+10/+7*



+12



+9



+6



*Flat-footed SKILLS Acrobatics 8 (+12), Climb 8 (+17), Craft [Mechanical] 8 (+11), Handle Animal 8 (+10), Intimidate 8 (+10), Investigate 8 (+11), Knowledge [History] 12 (+15), Knowledge [Tactics] 8 (+11), Knowledge [Technology] 8 (+11), Notice 12 (+14), Search 8 (+11), Stealth 8 (+12), Survival 8 (+10) FEATS T-NOTES Hawkman should really be a pretty straightforward animal totem archetype, and in the final result, he is, but the exact method of getting there is another matter entirely. Most of his powers are derived from the Nth metal belt and wings, but Carter also has extensive knowledge of his various past lives and the experiences of those lives. He’s quite skills-heavy, though you wouldn’t know it from the blunt, no-nonsense way he usually handles his business. Note that with Hawkman’s enhanced strength, most normal weapons would break if he used them; therefore, his Thanagarian mace is a Device. He has on occasion used an axe and a sword, both created from similarly reinforced material and built as their Equipment counterparts. Hawkman has at times used the Claw of Horus, an Nth metal weapon of incredible power. It can disrupt the powers of other Nth metal devices as well as deliver punches reinforced by the Earth’s magnetic field. With this gauntlet in hand, Hawkman is effectively PL14 offensively and capable of standing wing-to-cape with the likes of Superman, at least until his comparatively glass jaw cracks..



Acrobatic Bluff, Assessment, Defensive Roll 3, Environmental Adaptation [High Altitude], Eidetic Memory, Evasion, Fast Overrun, Favored Environment [Airborne] 4, Improved Aim, Improved Initiative, Improved Overrun, Improved Trip, Leadership, Move-By Action, Power Attack, Precise Shot, Startle, Takedown Attack, Uncanny Dodge [Visual] COMBAT Attack +10 [+2 (Airborne)] Damage +9 (Unarmed) / +12 (Mace) Defense +8 (+4 flat-footed) [+2 Airborne] [+4 (Wing Shield)] Initiative +8



POWERS Comprehend 2 (Animals [speak and understand]; Flaw: Limited [to avians only; -1]; 2pp) Device 5 “Nth Metal Belt and Harness” (Hard to Lose; Power Feat: Restricted [to Hawk-heroes]; 21pp) Device 1 “Thanagarian Mace” (Easy to Lose; 3pp) Flight 1 (Flaw: Levitation [-1]; 1pp) Regeneration 5 (Recovery Rate 3 [Bruised 1, Injured 1, Disabled 1]; Resurrection 2; Flaw: Uncontrolled Reincarnation [-1]; Power Feat: Reincarnation; 5pp) Super-Senses 4 (Postcognition; Flaw: Limited [to past lives; -1]; 2pp) Nth Metal Belt and Harness (25pp total) Enhanced Strength 8 (8pp) Flight 3 (50 MPH; Drawback: Power Loss [if wings are immobilized; Common, Minor; -2pp]; 4pp) AP: Shield 4 (1pp) Immunity 2 (Environmental Conditions 2 [Cold and Heat]; 2pp) Regeneration 3 (Recovery Rate 3 [Bruised 1, Injured 1, Disabled 1]; Power Feat: Regrowth; 4pp) Super-Senses 2 (Normal Sight 2 [Extended 2]; 2pp) Super-Strength 2 (Heavy Load: 1.5 tons; 4pp) Thanagarian Mace (5pp total) Strike 3 (Power Feats: Mighty, Thrown; 5pp) Claw of Horus Device 10 “Claw of Horus” (Easy to Lose; 30pp): Nullify 13 (all Nth metal-derived effects; Extra: Nullifying Field [+0]; 26pp); Strike 7 (Extra: Penetrating [+1]; Power Feats: Improved Critical, Mighty 9; 24pp)



Abilities 46 + Skills 26 (104 ranks) + Feats 24 + Powers 34 + Combat 36 + Saves 14 – Drawbacks 0 = 180
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MARTIAN MANHUNTER (J’onn J’onzz) STR +14 38



PL14 DEX +3 16



CON +14 38



INT +4 18



WIS +4 18



CHA +0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+14*



+14



+7



+10



*+10 Impervious



SKILLS



FEATS Contacts, Improved Initiative, Leadership, Set-Up, Teamwork COMBAT Attack +10 Damage +10 (Mental Blast), +12 (Blast), +14 (Unarmed) Defense +10 (+5 flat-footed) Initiative +7



Computers 8 (+12), Concentration 8 (+12), Gather Information 12 (+12), Investigate 8 (+12), Knowledge [Physical Sciences] 8 (+12), Pilot 4 (+6), Search 8 (+12) POWERS



T-NOTES J’onn is set at PL14 even though his default form doesn’t quite hit those caps. This allows him to use Shapeshift to optimize his form up to his caps if necessary. Not only does he have the 20pp pool provided by Shapeshift, but he can also redistribute points from his high physical traits to powers as desired (though this should probably be limited to another 20pp pool (and should really be a +1 Extra on Shapeshift to be permitted to do so)). J’onn will usually maintain his base Strength and Constitution scores while dedicating his Shapeshift pool one or more of the following powers: Density, Elongation, Growth, Insubstantial, and Invisibility. Growth and Density require addition of mass from the surrounding environment, which is taxing on J’onn unless it is Martian soil. J’onn is definitely the most versatile of the Justice Leaguers; aside from Shapeshift, he also has his not-inconsiderable telepathic powers. Also, having lived many lives among mankind, he is quite skilled in a variety of areas. The Martian Manhunter no longer has a fear of fire, and is in fact immune to fire damage except “those with psychic significance.” I take this to mean fires which were started or created with intention and purpose (most damaging effects), while natural fires, even those of such magnitude as a forest fire (environmental heat), would not harm him.



Blast 12 “Martian Vision” (Flaw: Distracting [-1]; 12pp) AP: Super-Senses 12 (Normal Hearing 3 [Extended 3], Normal Sight 3 [Extended 3], Microscopic Vision 2 [celluar], X-Ray Vision [except lead]; 1pp) Comprehend 1 (Languages 1 [speak any]; Extras: Affects Others [+1], Linked [to Mental Communication; +0]; 3pp) Immunity 10 (Aging, Life Support; 10pp) Impervious Toughness 10 (10pp) Shapeshift 4 (Drawback: Power Loss [Growth and Density are Tiring unless on Martian soil; Common, Minor]; 30pp) Super-Strength 9 (Dynamic; Heavy Load: 1,200 tons; Power Feat: Super-Breath; 20pp) DAP: Flight 9 (5,000 MPH; 2pp) DAP: Quickness 9 (2pp) Telepathy 12 (24pp) AP: Astral Form 6 (Flaw: Feedback [-1]; 1pp) AP: Communication 8 (Mental; Extras: Area [+1], Two-Way [+1]; 1pp) Abilities 78 + Skills 14 (56 ranks) + Feats 5 + Powers 116 + Combat 40 + Saves 10 – Drawbacks 0 = Total 263
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MARY MARVEL (Mary Willow Batson)



PL11



STR



+16 42/12



DEX +3 16



CON



+16 42/12



INT +1 12



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+16*



+16



+7



+6



*15 Impervious



POWERS



T-NOTES Mary Marvel has assumed the powers that were granted to Black Adam, though her powers are generally identical to those she originally possessed. Unlike the others in the Marvel families, Mary relies a bit more on her speed (and in the new retcon, speed is her schtick). If the retcon does change the nature of her powers, I may write up a classic Mary Marvel (whose powers at this point are simply a few ranks lower).



Blast 14 [Lightning, Magic] (Flaws: Range [Touch; -1]; Side-Effect [if Mary fails Reflex save; -1]; Power Feats: Indirect 2 [from above], Quick Change; Drawback: Power Loss [when unable to speak; Uncommon, Minor]; 9pp); Linked Power: Healing 4 (Extra: Action [Standard; +1]; Flaw: Personal [-1]; 8pp) Enhanced Strength 30 (30pp) Enhanced Constitution 30 (30pp) Immunity 13 (Fear effects, Life Support, Need for Sleep, Shazam’s lightning, Starvation and Thirst; 13pp) Impervious Toughness 15 (15pp) Super-Movement 1 (Dimensional Movement 1 [Rock of Eternity only]; 2pp) Super-Senses 6 (Cosmic Awareness, Benefit [Directed Inspiration]; Normal Hearing [Extended 1], Normal Sight [Extended 1], Microscopic Vision 2 [cellular-sized]; 6pp) Super-Strength 14 (Dynamic; Heavy Load: 65K tons; Power Feats: Groundstrike, Super-Breath; 31pp) DAP: Flight 15 (100,000 MPH; 2pp) DAP: Super-Speed 6 (Enhanced Reflex; 2pp) Variable Power 1 (one skill at a time; Extra: Action [Free; +2]; 6pp)



SKILLS Acrobatics 8 (+11), Craft [Artistic] 8 (+9), Intimidate 4 (+6), Knowledge [Art] 8 (+9) FEATS Acrobatic Bluff, Attractive 2, Fast Overrun, Move-By Action DRAWBACKS Involuntary Transformation (into Mary Batson, when struck by lightning of +14 or greater Save DC; Uncommon, Irresistible; -4pp), Normal Identity (Mary Batson, must be able to speak “Shazam” to transform; Common, Major; Full Round Action; -4pp) COMBAT Attack +6 Damage +14 (Blast) / +16 (Unarmed) Defense +6 (+3 flat-footed) Initiative +2 // +24 (Super-Speed)



Abilities 20 + Skills 7 (28 ranks) + Feats 5 + Powers 154 + Combat 24 + Saves 8 – Drawbacks 8 = 210



[Character Write-Up : Taliesin] — [Layout: Hyborian] — [http://www.atomicthinktank.com/]



MISTER FREEZE (Victor Fries)



PL10 STR



+10 30/12



DEX +2 14



CON +2 14



INT +5 20



WIS +2 14



CHA +0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+14*



+5



+5



+5



COMBAT Attack +5 Damage +10 (Unarmed) / +15 (Blast) Defense +6 (+3 flat-footed) Initiative +2



*+6 Impervious



SKILLS Craft [Chemical] 8 (+13), Craft [Mechanical] 8 (+13), Knowledge [Life Sciences] 8 (+13), Knowledge [Physical Sciences] 12 (+17), Knowledge [Technology] 8 (+13) FEATS Inventor POWERS Device 9 “Containment Suit” (Hard to Lose; Power Feat: Restricted [to those with Immunity to Environmental Cold]; 37pp) Device 15 “Freeze Gun” (Easy to Lose; 45pp) Immunity 7 (Aging, Cold Damage, Environmental Condition [Cold]; 7pp)



T-NOTES Mister Freeze is a doozy and as tough a foe as Batman has. His Freeze Gun is a threat to anyone at 15 ranks of Blast and Snare, let alone a mere human, even a peak human. Freeze’s Containment Suit gives him superhuman strength and protection from anything most opponents can dish out. Still, Mister Freeze is a scientist at heart and therefore possesses few combat skills. Due to his unique condition, Mister Freeze loses a point of Constitution per round if he isn’t kept at subzero temperatures, either by his Containment Suit or some external measure.



Containment Suit (45pp total) Enhanced Strength 18 (18pp) Immunity 9 (Life Support; 9pp) Protection 12 (Extra: Impervious 7 [+1]; Drawback: Weak Point; 18pp) Freeze Gun (75pp total) Blast 15 [Cold] (Extra: Alternate Save [Fortitude; +1]; 45pp); Linked Power: Snare 15 (30pp) Abilities 24 + Skills 11 (44 ranks) + Feats 1 + Powers 89 + Combat 22 + Saves 9 – Drawbacks 6 = 150
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OBSIDIAN (Todd James Rice)



PL10 STR



+6 22/12



DEX +2 14



CON



+6 22/12



INT +1 12



WIS



CHA



+2 14



+1 12



TOUGHNESS



FORTITUDE



REFLEX



WILL



+6



+10



+6



+6 SKILLS



DRAWBACKS Weakness (in bright light; Very Common, Moderate [-1 to all checks, attack, defense]; -4pp), Vulnerable (light-based effects; Very Common, Major; -5pp) COMBAT Attack +6 Damage +6 (Unarmed) Defense +6 (+3 flat-footed) Initiative +6



Concentration 8 (+10), Craft [Structural] 4 (+5), Knowledge [Business] 4 (+5), Stealth 8 (+10) FEATS Improved Initiative POWERS Alternate Form 20 [Shadow Form] (20pp)



T-NOTES The literal black sheep of Alan Scott’s family, Obsidian went through quite a few complications, including mental illness and turning evil. Of course his writers decided that he should be gay as well. At least he didn’t date Kyle Rayner like his sister, Jade, did, or that really would have been the kiss of death. Obsidian can merge with his shadow to gain superhuman strength as well as a host of shadow-based powers. He can cover an area in darkness and even create objects out of solidified shadow. Obsidian can merge with another’s shadow in an attempt to possess that person.



Shadow Form Concealment 4 (Visual; Flaw: Limited [only in shadows; -1]; Power Feat: Close Range; 5pp) Darkness Control 10 (5,000 ft. radius; 20pp) AP: Create Shadow Objects 6 (Extra: Movable [+1]; 1pp) AP: Possession 6 [Shadow Possession] (1pp) Emotion Control 10 (Flaws: Limited [to Fear; -1], Sense-Dependent [Visual; -1]; 5pp) Enhanced Strength 10 (10pp) Enhanced Constitution 10 (10pp) Flight 4 (100 MPH; 8pp) Growth 4 (12pp) Immunity 2 (all Shadow effects; 2pp) Insubstantial 4 (affected by light-based effects; 20pp) Super-Senses 2 (Darkvision; 2pp) Super-Strength 2 (Heavy Load: ~1 ton; 4pp) Abilities 16 + Skills 6 (24 ranks) + Feats 1 + Powers 100 + Combat 24 + Saves 12 – Drawbacks 4 = Total 150
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PHANTOM GIRL (Tinya Wazzo)



PL8 STR +1 12



DEX +3 16



CON +1 12



INT +1 12



WIS +1 12



CHA +1 12



TOUGHNESS



FORTITUDE



REFLEX



WILL



+1



+3



+8



+3 POWERS



T-NOTES Phantom Girl is actually a native of the dimension, Bgtzl, and by phase-shifting down into our dimension, can assume either a corporeal or insubstantial form. She can do this on Reaction, making this an incredibly useful defensive power, and by Selectively solidifying herself, can still interact with the dimension while keeping most of her body immune to harm. She can use this to ability to disrupt electronics or to deliver a kidney punch from the inside. Since Phantom Girl is really just shifting between her dimension and our own, she can breathe normally so long as she can do so in one dimension or another. When Phantom Girl solidifies part of her body to attack, she can either be treated as having cover (with only her fist or arm uncovered) or as being a smaller target and gaining the corresponding defense bonus for size. In these instances, area attacks still affect her normally.



Device 6 “Legion Flight Ring” (Hard to Lose; Power Feat: Restricted [Legion members]; 25pp) Immunity 2 (Suffocation [no need to breathe]; Flaw: Limited [only if able to breathe in either Bgtzl or Earth; -1]; 1pp) Insubstantial 4 (Extra: Action [Reaction; +1]; Power Feat: Selective; 25pp) Strike 3 (Extras: Affects Corporeal [+1], Penetrating [+1]; Power Feats: Mighty 2; 11pp) AP: Nullify 5 (electronics; Extra: Affects Corporeal [+1]; Flaw: Range [Touch; -1]; 1pp) Super-Movement 1 (Dimensional Movement [to Bgtzl]; 2pp) Super-Senses (Power Feat: Dimensional [Bgtzl]; 1pp)



SKILLS Acrobatics 8 (+11), Concentration 8 (+9), Disable Device 4 (+5), Notice 8 (+9), Pilot 4 (+7), Stealth 8 (+11) FEATS Attack Focus [Melee] 4, Attack Specialization [Unarmed], Attractive, Dodge Focus 4 COMBAT Attack +6, +10 (Melee), +12 (Unarmed) Damage +4 (Strike, Penetrating) Defense +10 (+3 flat-footed) Initiative +3



Legion Flight Ring (30pp total) Concealment 1 (Public Service monitoring; Flaw: Limited to Machines [-1]; Power Feat: Close Range; 2pp) Enhanced Feats 1 (Quick Change; 1pp) Flight 6 (500 MPH; 12pp) Immunity 9 (Life Support; 9pp) Super-Senses 2 (Communication Link [auditory and visual]; Power Feat: Progression 4 [subjects, all Flight Rings; 25]; 6pp)



Abilities 16 + Skills 10 (40 ranks) + Feats 10 + Powers 66 + Combat 24 + Saves 9 – Drawbacks 0 = 135
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PLASTIC MAN (Patrick “Eel” O’Brian)



PL12



STR +4 18



DEX +4 18



CON +2 14



INT +1 12



WIS +2 14



CHA +1 12



TOUGHNESS



FORTITUDE



REFLEX



WILL



+12*



+5



+10



+5



*+10 Impervious



SKILLS Bluff 12 (+13), Climb 8 (+12), Disable Device 12 (+13), Knowledge [Streetwise] 12 (+13), Notice 8 (+10), Sleight of Hand 8 (+12), Sense Motive 8 (+10), Stealth +12 (+16) FEATS Distract [Bluff], Interpose, Luck, Taunt, Teamwork 2 POWERS Immunity 8 (Aging, Critical Hits, Mind Control; 8pp) Impervious Protection 10 (Extra: Impervious [+1]; 20pp) Regeneration 8 (Resurrection 8 [unless body mass dispersed]; 8pp) Shapeshift 8 (Drawback: Power Loss [cannot change color; Common, Minor]; 63pp) DRAWBACKS Power Loss (all powers, when frozen or melted [staggered or worse condition by cold or fire effect]; Common, Minor; -8pp) T-NOTES Plastic Man’s Shapeshift can mimic at least half the powers and traits in the book. His other powers derive from his naturally morphic body. Plastic Man’s main weakness stems from his rubbery nature; if frozen or melted, he loses control over his powers. He is well under his power level caps and has a lot of room to improve with Shapeshift.



COMBAT Attack +8 Damage +4 (Unarmed) Defense +8 (+4 flat-footed) Initiative +4 Abilities 28 + Skills 20 (80 ranks) + Feats 8 + Powers 96 + Combat 32 + Saves 12 – Drawbacks 8 = Total 188
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POISON IVY (Pamela Lillian Isley)



PL10 STR



DEX



+1 12



+3 16



CON +4 18



INT +3 16



WIS +3 16



CHA +4 18



TOUGHNESS



FORTITUDE



REFLEX



WILL



+4



+7



+6



+6 SKILLS



Acrobatics 8 (+11), Bluff 4 (+8), Climb 8 (+9), Craft [Chemical] 12 (+15), Knowledge [Life Sciences] 12 (+15), Medicine 4 (+7), Stealth 8 (+11), Survival 8 (+11), Swim 8 (+9)



EQUIPMENT Arsenal (15ep array) Blowgun (12ep): Fatigue 4 (Extra: Ranged [+1]) Crossbow (1ep) Lasso (1ep): Snare 6 Whip (1ep) COMBAT Attack +5 Damage +1 (Unarmed) / +3 (Crossbow) Defense +5 (+3 flat-footed) Initiative +3



FEATS Attractive 2, Equipment 3, Fascinate [Bluff], Inventor (use Knowledge [Life Sciences]) POWERS



T-NOTES I really like how Poison Ivy’s various powers work together so well. Her Plant Control allows her to hold her victims in place while she applies her poisonous kiss, which requires a grapple that is made all the easier by the Snare effect. Ivy can also use her Plant Control to make existing plants grow to incredible size, animate plant monsters to aid her in battle, or exude pheromones that can create devoted servants of people of either gender. I’m tempted to drive Poison Ivy’s PL up to 12 by increasing her Plant Control rank and associated powers to 12. She really is quite a force now, estimated to be approaching Alec Holland levels (but then, isn’t everyone?).



Comprehend 2 (Plants 2 [speak and understand]; 4pp) Drain Constitution 15 (Extra: Poison [+1]; Flaw: Requires Grapple [-1]; 15pp) Immunity 2 (Poison, Starvation; 2pp) Plant Control 10 (Dynamic; Extra: Regenerating [+1]; 31pp) DAP: Animate Objects 9 (Extra: Horde [+1]; Flaw: Limited [to plants; -1]; Power Feat: Progression 3 [10 objects]; 2pp) DAP: Growth 15 (Extras: Affects Others [+0], Continuous [+1]; Flaws: Limited [to plants; -1], Permanent [-1]; 2pp) DAP: Pheromones 10 (Flaw: Action [Free; -1]; 2pp) Super-Movement 1 (Trackless; Flaw: Limited [to woodland terrains; -1]; 1pp) Abilities 36 + Skills 18 (72 ranks) + Feats 7 + Powers 60 + Combat 20 + Saves 9 – Drawbacks 0 = 150
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POWER GIRL (Kara Zor-L)



PL13 STR



+12 44/14



DEX +2 14



CON



+12 44/14



INT +3 16



WIS +3 16



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+17*



+17



+6



+9



*+15 Impervious



DRAWBACKS Normal Identity (requires yellow sunlight to recharge powers; Common [full round], Major; -4pp) COMBAT Attack + 9 Damage +17 (Unarmed), +17 (Heat Vision) Defense +9 (+5 flat-footed) Initiative +10



SKILLS Computers 8 (+11), Intimidate 8 (+11), Investigate 4 (+7), Knowledge [Business] 8 (+11), Notice 4 (+7), Search 4 (+7), Sense Motive 4 (+7) FEATS All-Out Attack, Attractive, Eidetic Memory, Fast Overrun, Improved Initiative 2, Leadership, Power Attack, Quick Change, Teamwork POWERS



T-NOTES Looks like Power Girl’s powers have stabilized post-Infinite Crisis, and she is virtually Supergirl’s equal in most respects, just more skilled and experienced overall. Power Girl really should be more similar to Kal-L of Earth-Two, but all of her current powers seem to match the other New Earth Kryptonians, with the exception that New Earth Kryptonite should not affect her, and Earth-Two Kryptonite, which does affect her, should be rare enough not even to qualify as a Drawback.



Enhanced Strength 30 (30pp) Enhanced Constitution 30 (30pp) Immunity 10 (Life Support, Starvation and Thirst; 10pp) Impervious Toughness 15 (Drawback: Power Loss [against Magic; Common, Minor; -2pp]; 13pp) Space Travel 1 (1c; 1pp) Super-Senses 20 (Normal Hearing 4 [Accurate, Extended 2], Normal Sight 4 [Extended 4], Infravision, Microscopic Vision 4 [atomic], Radio, Ultra-Hearing, Ultravision, X-Ray Vision [except lead]; 20pp) Super-Strength 13 (Dynamic; Heavy Load: ~50K tons; Power Feats: Freeze Breath, Heat Vision, Super-Breath; 30pp) DAP: Flight 13 (100,000 MPH; 2pp) DAP: Quickness 13 (x25,000; 2pp) Abilities 30 + Skills 10 (40 Ranks) + Feats 10 + Powers 138 + Combat 36 + Saves 10 – Drawbacks 4 = Total 230
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RAVEN



PL11 STR +0 10



DEX +1 12



CON +0 10



INT +2 14



WIS +5 20



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+0



+3



+4



+11



COMBAT Attack +4 Damage +8 (Mental Blast) Defense +4 (+2 flat-footed) Initiative +1



SKILLS Concentration 12 (+17), Intimidate 8 (+10), Knowledge [Arcane Lore] 12 (+14), Knowledge [Behavioral Sciences] 4 (+6), Medicine 4 (+9), Sense Motive 8 (+13) FEATS Ritualist, Trance POWERS



T-NOTES I purposely kept Raven undercapped in most areas except for her Illusion and her Mind Reading powers. As a result, she comes out extremely underpriced. She isn’t really a one-trick pony, but it’s close enough. All of her powers that are arrayed off of Astral Form are manifestations of her soul self, an astral entity derived from the demonic half of her soul she inherited from her father, Trigon. Raven’s own power is empathy. She can sense the emotions of others and manipulate their emotions, usually by countering strong emotions and thereby emotionally numbing her targets. By healing emotional pain, Raven can also heal physical pain.



Astral Form 7 “Soul Self” (200 miles; 35pp) AP: Force Constructs 11 (Extra: Impervious [+1]; 1pp) AP: Illusion 11 (all senses; Flaw: Phantasms [-1]; 1pp) AP: Mental Blast 8 (1pp) AP: Super-Movement 8 (Dimensional Movement 8 [DC 18]; Extras: Attack [+1], Portal [+2]; 1pp) AP: Teleport 8 (Extras: Attack [+1], Portal [+2]; Flaw: Long-Range [-1]; 1pp) Emotion Control 10 (Flaw: Limited [to Calm; -1]; 10pp) AP: Healing 10 (Flaw: Empathic [-1]; 1pp) Mind Reading 11 (Extras: Area [Burst; +1], Aura [+1], Continuous [+2]; Flaws: Limited to Emotions [-1], Permanent [-1], Touch [-2]; 11pp) Regeneration 8 (Recovery Rate [Bruised 1, Injured 2, Disabled 3, Staggered 2]; 8pp) Super-Senses 1 (Danger Sense [mental]; 1pp) Abilities 20 + Skills 12 (48 ranks) + Feats 2 + Powers 71 + Combat 16 + Saves 12 – Drawbacks 0 = Total 133



[Character Write-Up : Taliesin] — [Layout: Hyborian] — [http://www.atomicthinktank.com/]



RED TORNADO (John Smith)



PL12 STR +10 30



DEX +5 20



CON — —



INT +3 16



WIS +1 12



CHA +1 12



TOUGHNESS



FORTITUDE



REFLEX



WILL



+12*/+8**



—



+10



+3



COMBAT Attack +8 / +10 (Ranged) [+10 / +12 (Ranged); Airborne] Damage +10 (Unarmed) / +14 (Blast) Defense +10 [+12; Airborne] (+4 flat-footed) Initiative +9



*8 Impervious **Without Force Field (Impervious)



SKILLS Computers 8 (+11), Craft [Electronic] 8 (+11) FEATS Attack Focus [Ranged] 2, Dodge Focus 2, Fast Overrun, Favored Environment [Airborne] 4, Improved Initiative, Improved Overrun, Interpose, Move-By Action POWERS



T-NOTES As an android, Red Tornado has the expected invulnerabilities (Impervious Protection and Immunity to Fortitude effects). Red Tornado has some limited self-repair capabilities, equivalent ot a normal human and also capable of Regrowth, and so long as his body is intact, will generally return to it within a day after being destroyed. His most notable ability is control over air. He can use it to perform most of the alternate powers listed under the Air Control power.



Air Control 18 (36pp) AP: Blast 12 [Air Blast] (1pp) AP: Create Object 12 [Solid Air] (1pp) AP: Environmental Control 9 (4pp/rank, 2,500 ft. radius; Hamper Movement, Visibility; 1pp) AP: Strike 12 [Tornado] (Extras: Duration [Concentration; +1], Explosion [+1]; 1pp) Flight 10 (10,000 MPH; 20pp) Force Field 4 [Wind Shield] (4pp) Immunity 30 (all Fortitude effects; 30pp) Protection 8 (Extra: Impervious [+1]; 16pp) Regeneration 7 (Recovery Bonus 5 [net +0 bonus], Resurrection 2 [1 day]; Power Feats: Regrowth; 8pp) Super-Senses 6 (Normal Sight 2 [Extended 2], Tactile 4 [Sense Air Flow; Accurate, Radius, Ranged]; 6pp) Abilities 30 + Skills 4 (16 ranks) + Feats 13 + Powers 124 + Combat 32 + Saves 7 – Drawbacks 0 = Total 210



SATURN GIRL (Imra Ardeen)



PL10 STR +1 12



DEX +2 14



CON +1 12



INT +2 14



WIS +4 18



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+3/+1*



+4



+5



+8**



*Flat-footed



**+7 Impervious, mental



POWERS Comprehend 1 (Languages [mentally speak any]; 2pp) Device 6 “Legion Flight Ring” (Hard to Lose; Power Feat: Restricted [Legion members]; 25pp) Mind Shield 7 (7pp) Super-Senses 1 (Mental Awareness; 1pp) Telepathy 10 (Dynamic; Extras: Area [Communication; +1]; Power Feat: Selective; 32pp) DAP: Emotion Control 10 (Extras: Area [Burst; +1], Selective Attack [+1]; Flaw: Limited [to Calm; -1]; 2pp) DAP: Mental Blast 10 (Flaw: Mental Grapple Required [-1]; 2pp) DAP: Mind Control 10 (Extra: Area [Cone; +1], Instant Command [+1], Selective [+1]; Flaw: Range [-2]; Power Feat: Mental Link; 2pp) DAP: Telelocation 10 (2pp)



T-NOTES Saturn Girl’s powers seem to get nerfed with every reboot, but so does everyone else’s, so she’s a cool PL10. Imra’s signature power, perhaps, is her Emotion Control, which she uses to generate a soothing effect. She is also a decent, though not great, martial artist—just proficient enough to handle mooks and get out of the way of real threats. In the current reboot, Saturn Girl is even more distant and cold than before.



SKILLS Concentration 12 (+16), Diplomacy 8 (+10), Disable Device 4 (+6), Gather Information 8 (+10), Knowledge [Civics] 8 (+10), Medicine 4 (+8), Notice 8 (+12), Pilot 4 (+6), Search 4 (+6), Sense Motive 12 (+16) FEATS Attack Specialization [Unarmed], Connected, Contacts, Defensive Roll 2, Dodge Focus 2, Leadership, Teamwork, Well-Informed DRAWBACKS Disability (Mute; Uncommon, Minor; -1pp) COMBAT Attack +4, +6 (Unarmed) Damage +1 (Unarmed), +10 (Mental Blast) Defense +6 (+2 flat-footed) Initiative +2



Legion Flight Ring (30pp total) Concealment 1 (Public Service monitoring; Flaw: Limited to Machines [-1]; Power Feat: Close Range; 2pp) Enhanced Feats 1 (Quick Change; 1pp) Flight 6 (500 MPH; 12pp) Immunity 9 (Life Support; 9pp) Super-Senses 2 (Communication Link [auditory and visual]; Power Feat: Progression 4 [subjects, all Flight Rings; 25]; 6pp) Abilities 24 + Skills 18 (72 ranks) + Feats 10 + Powers 75 + Combat 16 + Saves 10 – Drawbacks 1 = 150
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STARFIRE (Koriand’r)



PL11 STR +8 26



DEX +4 18



CON +10 30



INT +1 12



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+10



+10



+8



+6



COMBAT Attack +11 Damage +8 (Unarmed) / +11 (Blast) Defense +12 (+5 flat-footed) Initiative +8



SKILLS Acrobatics 8 (+12), Bluff 4 [12] (+6 [+14]), Intimidate 8 (+10), Survival 8 (+10) FEATS Acrobatic Bluff, All-Out Attack, Attractive 2, Dodge Focus 2, Fast Overrun, Improved Initiative, Leadership, Move-By Action, Teamwork POWERS



T-NOTES Starfire is an energy controller / paragon, which is a standard combination in the DCU, but a little bit of a lightweight. She doesn’t have Impervious Toughness, which means that she’ll be saving against every attack, even coming from a streetlevel thug. On the other hand, Regeneration goes a long way towards erasing those little nagging injuries. Many of Starfire’s powers are solar-dependent (another common schtick of DCU paragons). Starfire can release her Starbolts omni-directionally and by applying Extraordinary Effort, can create an Explosion effect reminescent of Human Torch’s Nova Blast. Starfire essentially has the Comprehend Languages power, but she actually needs to make physical contact with a native speaker in order to acquire the language. Note that I’ve made it a simple Extra to remove the subject limitation on Mimic, as Extra Subjects is vastly overpriced, especially for a power like this.



Blast 11 “Starbolts” (Power Feat: Split Attack; Drawback: Power Loss [when not recharged in sunlight; Uncommon, Minor]; 22pp) AP: Blast 11 (Extra: Explosion [+1]; Flaw: Touch [-1]; 1pp) Flight 7 (1,000 MPH; 14pp) Immunity 10 (Life Support, Starvation and Thirst; Flaw: Source [sunlight; -1]; 5pp) Mimic 2 (any skill; Extra: Continuous [+1], Unlimited Subjects [+1]; Flaw: Limited [to Languages; -1]; 4pp) Regeneration 14 (Recovery Rate 14 [Bruised 2, Injured 4, Disabled 5, Staggered 3]; Flaw: Source [sunlight; -1]; 7pp) Super-Strength 2 (Heavy Load: ~1.5 tons; 4pp) Abilities 54 + Skills 7 (28 ranks) + Feats 11 + Powers 57 + Combat 42 + Saves 8 – Drawbacks 0 = Total 179
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STARGIRL (Courtney Elizabeth Whitmore) STR



+9 28/12



PL10 DEX +3 16



CON



+7 24/12



INT +1 12



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+13*/+7**



+7



+7



+4



EQUIPMENT Vehicle “Star Rocket Racer” (20ep) Strength: 30; Speed: 5 (Flight); Defense: 8; Toughness: 10; Powers: Flight 6 DRAWBACKS Normal Identity (Courtney Whitmore, without Cosmic devices; Uncommon [free action], Major; -3pp)



*+6 Impervious **Without Force Field



SKILLS Acrobatics 8 (+11), Drive 4 (+7), Sleight of Hand 4 (+7), Stealth 8 (+11 FEATS Acrobatic Bluff, Attack Specialization [Unarmed], Equipment 4, Improved Grab, Improved Initiative, Improved Pin, Power Attack, Stunning Attack POWERS



COMBAT Attack Attack +7, +9 (Unarmed) Damage +9 (Unarmed), +13 (Cosmic Energy Control) Defense +7 (+4 flat-footed) Initiative +7



Device 8 [Cosmic Converter Belt] (Hard to Lose; 32pp) Device 12 [Cosmic Staff] (Hard to Lose; Power Feat: Restricted 2; 50pp) Cosmic Converter Belt (40pp total) Enhanced Strength 16 (16pp) AP: Blast 8 “Shooting Stars” (1pp) Enhanced Constitution 12 (12pp) Super-Strength 4 (Dynamic; Heavy Load: > 6 tons; 9pp) DAP: Flight 4 (100 MPH; 2pp)



T-NOTES Stargirl’s primarily a blaster, with the powerful Cosmic Staff serving as her primary weapon. She may look fragile, but her original Device, the Cosmic Converter Belt, gives her superhuman strength and durability. In her normal identity, Courtney gets around using the Star Rocket Racer, a flying car modified by Pat Dugan.



Cosmic Staff (60pp total) Cosmic Energy Control 13 (26pp) AP: Dazzle 13 (Visual; 1pp) AP: Telekinesis 13 (1pp) Flight 7 (1,000 MPH; 14pp) Force Field 6 (Extras: Impervious [+1], Reflective [ranged; +1]; 18pp) Abilities 20 + Skills 6 (24 ranks) + Feats 7 + Powers 82 + Combat 28 + Saves 6 – Drawbacks 3 = Total 146
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STEEL (John Henry Irons)



PL13 STR



+12 34/18



DEX +2 14



CON +4 18



INT +5 20



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+14*



+8



+6



+4



*10 Impervious



POWERS Device 18 [Steel Armor] (Hard to Lose; 72pp) Device 5 [Kinetic Hammer] (Easy to Lose; Power Feat: Restricted [Strength 20+ to use]; 16pp)



T-NOTES Steel’s a ghetto Iron Man in some ways but still a force, particularly with the obscene damage he can inflict with that hammer. He has some degree of versatility with his onboard computer fueling his Datalink and Machine Control, as well as the targetting systems represented by Super-Senses and Enhanced combat traits, but those are nowhere near as developed as Iron Man’s weapons systems. Steel is able to summon his armor, and the easiest way to reflect this is his Normal Identity Drawback Frequency set at Uncommon, for a Free action to assume his heroic identity. Steel’s kinetic hammer gathers energy along its flight and inflicts more damage the farther it’s thrown. I borrowed the Telegraphic Punch design from Elasticity for this Flaw. Damage is limited to +1 per 10 ft. between the target and Steel, so it can only inflict full damage at one range increment.



Steel Armor (90pp total) Datalink 9 (9pp) AP: Machine Control 9 (1pp) Enhanced Strength 16 (16pp) AP: Blast 5 (Power Feat: Ranged Pin; 1pp) Enhanced Attack 4 (8pp) Enhanced Defense 4 (8pp) Immunity 9 (Life Support; 9pp) Protection 10 (Extra: Impervious [+1]; 20pp) Super-Senses 4 (Radar; 4pp) Super-Strength 5 (Dynamic; Heavy Load: ~50 tons; Power Feat: Groundstrike; 12pp) DAP: Flight 5 (250 MPH; 2pp)



SKILLS Computers 8 (+13), Craft [Mechanical] 12 (+17), Disable Device 12 (+17), Gather Information 4 (+5), Knowledge [Physical Sciences] 8 (+13), Knowledge [Technology] 12 (+17), Notice 8 (+10), Sense Motive 8 (+10) FEATS Accurate Attack, Challenge (Fast Work), Equipment 3, Improved Pin, Interpose, Inventor, Leadership, Power Attack, Takedown Attack EQUIPMENT Headquarters “Steelworks” (15ep) Size: Large; Toughness: 15; Features: Communications, Computer, Defense System, Fire Prevention System, Garage, Gym, Infirmary, Living Space, Power System, Security System, Workshop DRAWBACKS Normal Identity (John Henry Irons; Common [free action], Major; -3pp) COMBAT Attack +7 [+11] Damage +5 (Blast, Autofire) / +12 (Unarmed) / +15 (Steel Hammer) Defense +8 [+12] (+4 [+6] flat-footed) Initiative +2



Kinetic Hammer (25pp total) Blast 15 (Flaw: Limited [damage limited to +1 per 10 ft. travelled; -1]; Power Feat: Homing; 16pp) AP: Nullify 8 (all electronic effects; Extra: Nullifying Field [+0]; 1pp) Strike 3 (Power Feat: Mighty; 4pp) Super-Senses 4 (Electromagnetic Awareness [Acute, Accurate]; 4pp)



Abilities 38 + Skills 18 (72 ranks) + Feats 11 + Powers 88 + Combat 30 + Saves 10 – Drawbacks 3 = Total 192
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SUPERBOY (Conner Kent)



PL10 STR



+13 36/16



DEX +2 14



CON



+13 36/16



INT +1 12



WIS +2 14



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+13*



+13



+6



+6



*+10 Impervious



SKILLS Bluff 8 [12] (+10 [+14]), Diplomacy 4 [8] (+6 [+10]), Knowledge [Popular Culture] 4 (+5)



FEATS Attractive, Improved Initiative, Power Attack, Teamwork DRAWBACKS Weakness (Kryptonite; Uncommon, Moderate [-1 Constitution], each round, potentially lethal; -6pp) COMBAT Attack +7; Damage ; Defense Damage +10 (Heat Vision), +13 (Unarmed) Defense +7 (+4 flat-footed) Initiative +6



POWERS Container 15 “Kryptonian Physiology” (Extra: Continuous [+1]; Flaw: Permanent [-1]; Drawback: Power Loss [when exposed to Kryptonite; Uncommon, Minor], Power Loss [when not recharged with yellow sunlight; Common, Minor]; 72pp) Telekinesis 12 “Tactile Telekinesis” (Extra: Conductor [solid objects; +1]; Flaw: Touch [-1]; 24pp)



T-NOTES Superboy’s powers are his developing Kryptonian physiology augmented by his tactile telekinesis. He relies primarily on his Kryptonian powers now, which basically means that he uses his Telekinesis for fewer stunts such as Force Field and Flight. Prolonged absence of yellow sunlight or exposure to Kryptonite will sap his Kryptonian powers but leave his Tactile Telekinesis untouched. Connor’s Telekinesis is touch-ranged, but I added the Conductor Extra from Mecha & Manga, which allows him to affect targets at range through a medium (in this case, solid objects). A satisfactory substitute for this Extra would be the Shapeable Extra.



Kryptonian Physiology (75pp total) Enhanced Strength 20 (20pp) AP: Blast 10 “Heat Vision” (Extra: Concentration [+1]; Flaw: Distracting [-1]; 1pp) Enhanced Constitution 20 (20pp) Impervious Toughness 10 (Drawback: Power Loss [against magic; Common, Minor]; 8pp) Super-Senses 7 (Normal Hearing [Extended], Normal Sight 2 [Extended 2], X-Ray Vision [except lead]; 7pp) Super-Strength 8 (Dynamic; Heavy Load: ~600 tons; 17pp) DAP: Flight 8 (2,500 MPH; 2pp) Abilities 26 + Skills 4 (16 ranks) + Feats 4 + Powers 96 + Combat 28 + Saves 8 – Drawbacks 6 = Total 160
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SUPERGIRL (Kara Zor-El)



PL12 STR



+17 44/14



DEX +2 14



CON



+17 44/14



INT +3 16



WIS +3 16



CHA +3 16



TOUGHNESS



FORTITUDE



REFLEX



WILL



+17*



+17



+6



+7



*+17 Impervious



SKILLS Bluff 8 (+11), Diplomacy 8 (+11), Knowledge [History] 4 (+7), Knowledge [Technology] 8 (+11), Notice 4 (+7), Search 4 (+7)



DRAWBACKS Involuntary Transformation (into Normal Identity when exposed to Kryptonite; Uncommon, Major; -3pp) Normal Identity (requires sunlight to recharge powers; Common [full round], Major; -4pp) Weakness (Kryptonite; Uncommon, Moderate [-1 Constitution], each round, potentially lethal; -6pp) COMBAT Attack Attack +7 Damage +17 (Unarmed), +17 (Heat Vision) Defense +7 (+4 flat-footed) Initiative +10



FEATS All-Out Attack, Attractive, Beginner’s Luck, Eidetic Memory, Fast Overrun, Improved Initiative 2, Interpose, Power Attack, Quick Change POWERS



T-NOTES Supergirl’s powers are just shy of Superman’s, but Kara tends to go full power moreso than Superman, who usually holds back, thus giving the initial impression that Kara was more powerful. (This is a bit of a departure from Pre-Crisis Kara, who was the one who usually held back.) Kara’s a bit short-shrifted on skills and feats, but that’s partially because we either don’t know what she’s really good at yet and partially because she hasn’t been around long enough to pick up too many skills. She does have Beginner’s Luck, so she can pick up any skill she needs as the situation requires.



Enhanced Strength 30 (30pp) Enhanced Constitution 30 (30pp) Immunity 10 (Life Support, Starvation and Thirst; 10pp) Impervious Toughness 15 (Drawback: Power Loss [against Magic; Common, Minor; -2pp]; 13pp) Space Travel 1 (1c; 1pp) Super-Senses 20 (Normal Hearing 4 [Accurate, Extended 2], Normal Sight 4 [Extended 4], Infravision, Microscopic Vision 4 [atomic], Radio, Ultra-Hearing, Ultravision, X-Ray Vision [except lead]; 20pp) Super-Strength 13 (Dynamic; Heavy Load: ~50K tons; Power Feats: Freeze Breath, Heat Vision, Super-Breath; 30pp) DAP: Flight 13 (100,000 MPH; 2pp) DAP: Quickness 13 (x25,000; 2pp) Abilities 30 + Skills 10 (40 ranks) + Feats 10 + Powers 138 + Combat 28 + Saves 8 – Drawbacks 13 = Total 210



[Character Write-Up : Taliesin] — [Layout: Hyborian] — [http://www.atomicthinktank.com/]



SUPERMAN (Clark Kent)



PL16 STR



+20 50/20



DEX +5 20



CON



+20 50/20



INT +5 20



WIS +5 20



CHA +5 20



TOUGHNESS



FORTITUDE



REFLEX



WILL



+20*



+20



+8



+12



*+15 Impervious T-NOTES Even without his powers, Superman’s ability scores are peak human in every category. He generally doesn’t go full power, in which case, his strength is comparable to other superhumans such as Captain Marvel and Martian Manhunter, but he has shown the ability to push his powers beyond these other superhumans. Basically, he holds back his natural strength, using only his Enhanced Strength and effectively functions in the low 40s most of the time. Superman is generally considered to have Super-Speed, but he has most of its constituent effects separately instead of the actual power. For instance, he already has a high ranked movement power (Flight) and an array to use to perform Super-Speed actions, so the only thing I needed to do was to give him ranks in Improved Initiative and in Quickness. This basically removes the need to give Superman absurdly high Dexterity and Intelligence. For instance, I could have given Superman a high Dexterity, but he primarily needs it for Initiative, which I gave him separately in order to separate it from other Dexteritybased characteristics, such as manual dexterity and coordination, of which Superman does not have superhuman levels. The One Year Later storyline suggests that Superman has super-intellect, but my builds have always reflected this aspect, not by an enhanced level of Intelligence but by Quickness. Superman’s vast array of one-shot or rare powers should be stunted off of one of his existing powers, generally his Enhanced Strength or his Super-Strength arrays. In particular, Superman has performed several power stunts with his heat vision, including Melting weapons (Ranged Drain Fortitude Affects Objects), knocking out Manchester Black’s telepathy (Nullify), and reprogram machines (Machine Control), in addition to simple power feats such as Subtle (invisible heat vision) and Indirect (bypassing a target’s outer layer in conjunction with his X-Ray Vision). He can also use these arrays to replicate Super-Speed type effects. Superman has a huge number of Drawbacks, but most of them revolve around his Normal Identity Drawback. Absent yellow sunlight, Superman loses all of his powers. Exposure to kryptonite (or red sun radiation), which impede his ability to recharge in sunlight, can trigger an Involuntary Transformation into Superman’s Normal Identity. In addition, kryptonite is poisonous to Superman, draining him of a point of (unenhanced) Constitution for every round of exposure. Superman’s vulnerability to magic applies to his Impervious Toughness; he can take a hit from even powerful magical attacks but cannot ignore any such attack. In addition, magic seems to pack a somewhat stronger punch even factoring in his lack of Imperviousness to such effects.



SKILLS Craft [Electronic] 4 (+9), Diplomacy 16 (+21), Gather Information 4 (+9), Knowledge [Current Events] 8 (+13), Knowledge [History] 8 (+13), Knowledge [Technology] 12 (+17), Notice 4 (+9), Profession [Farmer] 4 (+9), Profession [Journalist] 8 (+13), Search 4 (+9), Sense Motive 4 (+9) FEATS Beginner’s Luck, Contacts, Eidetic Memory, Equipment 5, Fast Overrun, Improved Grapple, Improved Initiative 2, Inspire 2, Interpose, Leadership, Power Attack, Quick Change, Ultimate Effort (Toughness save) EQUIPMENT Headquarters “Fortress of Solitude” (25ep) Size: Huge; Toughness: 20; Features: Communications, Computer, Concealed, Infirmary, Isolated, Laboratory, Library, Living Space, Power System, Security System 3 (Strength check, DC 30), Workshop; Powers: Super-Movement (Dimensional Movement [Phantom Zone]: Portal)



DRAWBACKS Involuntary Transformation (into Normal Identity when exposed to Kryptonite; Uncommon, Major; -3pp) Normal Identity (requires sunlight to recharge powers; Common [full round], Major; -4pp) Weakness (Kryptonite; Uncommon, Moderate [-1 Constitution], each round, potentially lethal; -6pp) POWERS Enhanced Strength 30 (30pp) Enhanced Constitution 30 (30pp) Immunity 10 (Life Support, Starvation and Thirst; 10pp) Impervious Toughness 15 (Drawback: Power Loss [against Magic; Common, Minor; -2pp]; 13pp) Space Travel 1 (1c; 1pp) Super-Senses 20 (Normal Hearing 4 [Accurate, Extended 2], Normal Sight 4 [Extended 4], Infravision, Microscopic Vision 4 [atomic], Radio, Ultra-Hearing, Ultravision, X-Ray Vision [except lead]; 20pp) Super-Strength 14 (Dynamic; Heavy Load: 200K tons; Power Feats: Freeze Breath, Heat Vision, Super-Breath; 32pp) DAP: Flight 14 (250,000 MPH; 2pp) DAP: Quickness 14 (x50,000; 2pp)



COMBAT Attack + 12 Damage +20 (Unarmed), +20 (Heat Vision) Defense +12 (+6 flat-footed) Initiative +13 Abilities 60 + Skills 20 (80 ranks) + Feats 20 + Powers 140 + Combat 48 + Saves 10 – Drawbacks 13 = Total 285
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SWAMP THING



PL15 STR



+11 32/24



DEX +1 12



CON



+9 28/24



INT +3 16



WIS +7 24



CHA +0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+15



+12



+4



+10 POWERS



Comprehend 2 (Plants 2 [speak and understand]; 4pp) Concealment 2 (normal sight; Flaw: Limited [in vegetation; -1]; 2pp) Growth 4 (Extra: Continuous [+1]; Flaw: Permanent [-1]; 12pp) Plant Control 15 (30pp) AP: Plant Growth 15 (1pp) AP: Summon Minion 6 (Extras: Horde [+1], Type [animated plant; +1]; Power Feat: Progression 6 [100 minions]; 1pp) AP: Teleport 9 (Flaw: Medium [Plants; -1]; 1pp) Immunity 9 (Aging, Critical Hits, Disease, Need for Sleep, Poison, Starvation and Thirst, Suffocation [no need to breathe]; 9pp) Protection 6 (Extra: Impervious [+1]; 12pp) Regeneration 11 (Recovery Rate 11 [Bruised 2, Injured 4, Disabled 5]; Resurrection 1; Flaw: Source [sunlight; -1]; Power Feats: Diehard, Regrowth; 8pp) Super-Movement 3 (Permeate 3; Flaw: Limited [to plants or earth; -1]; 3pp) Super-Strength 2 (Heavy Load: ~8 tons; 4pp) Telepathy 3 (6pp) T-NOTES This build is pretty close to the Swamp Thing’s present incarnation, without the unearthly Parliament of Planets powers. He is still incredibly powerful, retaining his abilities as a plant elemental and thus complete command over all plant life. The Swamp Thing can also teleport by sending his consciousness to and growing out of vegetable matter anywhere in the world.



SKILLS Climb 8 (+15), Concentration 8 (+15), Handle Animal 8, Intimidate 12 (+14), Knowledge [Life Sciences] 16 (+19), Notice 12 (+19), Profession [Scientist] 8 (+15), Survival 8 (+15) FEATS Environmental Adaptation [underwater], Fearsome Presence 6, Improved Grapple, Power Attack, Startle COMBAT Attack +10 [-1 (size)]Damage +11 (Unarmed) Defense +10 (+5 flat-footed) Initiative +1



Growth Effects Size: Large, Mass x8, Base movement +5 feet, Space 10 ft., Reach 10 ft.; Strength +8, Constitution +4, Carrying Capacity +5; -1 Attack and Defense bonus, Grapple +4, Stealth -4, Intimidate +2 Abilities 50 + Skills 20 (80 ranks) + Feats 10 + Powers 93 + Combat 40 + Saves 9 – Drawbacks 0 = 225
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ULTRA-HUMANITE (Gerard Shugel)



PL10



STR



+12 34/26



DEX +5 20



CON



+10 30/26



INT +8 26



WIS +3 16



CHA +0 10



TOUGHNESS



FORTITUDE



REFLEX



WILL



+10



+10



+5



+7



*8 Impervious



FEATS Eidetic Memory, Improved Overrun, Master Plan COMBAT Attack +9 // -1 (size) Damage +10 (Mental Blast) / +12 (Unarmed) Defense +11 (+6 flat-footed) // -1 (size) Initiative +5



SKILLS Acrobatics 4 (+9), Climb 4 (+16), Computers 8 (+16), Concentration 8 (+11), Craft [Electronic] 12 (+20), Craft [Mechanical] 12 (+20), Handle Animal 4 (+4), Knowledge [Physical Sciences] 12 (+20), Knowledge [Technology] 12 (+20), Medicine 12 (+15), Notice 4 (+7) POWERS Growth 4 (Extra: Continuous [+1]; Flaw: Permanent [-1]; Power Feat: Innate; 13pp) Impervious Toughness 8 (8pp) Mental Blast 10 (40pp) AP: Possession 11 (Extra: Continuous [Lasting; +1]; Flaw: Action [Full; -1], Feedback [-1]; Drawbacks: One-Way Transformation [Uncommon, Moderate, requires hours plus resources; -2pp]; 1pp) AP: Telepathy 10 (200,000 mile range; 1pp) Super-Senses 2 (Low-Light Vision, Scent; 2pp) Super-Strength 4 (Heavy Load: ~50 tons; 8pp) T-NOTES The Ultra-Humanite bears more than a passing resemblance to Luthor and to Gorilla Grodd, but he actually predates those more famous villains. He’s a super-intelligent mastermind who has also evolved psionic powers, including the ability to transfer his brain into other bodies. This latter ability is more like a scientific ritual than an actual power, requiring time and resources to carry out, but it is one of the Ultra-Humanite’s signature powers.



Growth Effects Size: Large, Mass x8, Base movement +5 feet, Space 10 ft., Reach 10 ft. Strength +8, Constitution +4, Carrying Capacity +5 -1 Attack and Defense bonus, Grapple +4, Stealth -4, Intimidate +2 Abilities 64 + Skills 23 (92 ranks) + Feats 3 + Powers 73 + Combat 40 + Saves 4 – Drawbacks 0 = Total 207
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WONDER GIRL (Cassandra Sandsmark) STR



+10 30/10



PL10 DEX +2 14



CON



+10 30/10



INT +1 12



WIS +1 12



CHA +2 14



TOUGHNESS



FORTITUDE



REFLEX



WILL



+10



+10



+6



+3 SKILLS



FEATS Attack Specialization [Lasso], Attack Specialization [Unarmed], Attractive, Connected, Dodge Focus 2, Improved Initiative, Teamwork COMBAT Attack +8, +10 (Lasso), +10 (Unarmed) Damage +10 (Electrical Control), +10 (Unarmed) Defense +10 (+4 flat-footed) Initiative +6



Diplomacy 8 [12] (+10 [+14]), Gather Information 4 (+6), Knowledge [Arcane Lore] 4 (+5), Knowledge [Popular Culture] 8 (+9), Knowledge [Theology and Philosophy] 4 (+5) POWERS Deflect 10 (slow projectiles; Flaw: Distracting [-1]; 5pp) Device 2 [Amazon Bracelets] (Hard to Lose; Power Feat: Restricted [must have Deflect]; 9pp) Device 5 [Golden Lasso] (Easy to Lose; Power Feat: Restricted [to those favored by gods]; 16pp) Enhanced Strength 20 (20pp) Enhanced Constitution 20 (20pp) Super-Strength 6 (Dynamic; Heavy Load: 50 tons; 13pp) DAP: Flight 6 (500 MPH; 2pp) Amazon Bracelets (10pp total) Deflect 10 (fast projectiles and energy attacks; Flaw: Distracting [-1]; 10pp) T-NOTES Wonder Girl used to derive her super powers from magical devices, then from Zeus. Now she wields a portion of Ares’ power. As such, they are no longer subject to loss or control by her mother, but Ares may instead withhold his power if he feels Cassandra is using them on what he considers to be frivolous pursuits. This is generally a plot device and treated as a complication.



Golden Lasso (25pp total) Electrical Control 10 (Extra: Perception [+1]; Flaw: Requires Grapple [by lasso; -1]; 20pp) Elongation 5 (100-ft. reach; Extra: Projection [+1]; Flaw: Limited [to grapple actions; -1]; 5pp) Abilities 12 + Skills 7 (28 ranks) + Feats 8 + Powers 85 + Combat 32 + Saves 6 – Drawbacks 0 = Total 150
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WONDER WOMAN (Diana Prince)



PL13 STR +15 40



DEX +8 26



CON +15 40



INT +4 18



WIS +4 18



CHA +4 18



TOUGHNESS



FORTITUDE



REFLEX



WILL



+15



+15



+12



+9



*+12 Impervious **Without armor



SKILLS T-NOTES Wonder Woman is about as well-trained as any martial artist, but with her PL, she doesn’t need to take any tradeoffs from her Save DC in order to have that high attack bonus, and when she does use Accurate Attack, Wonder Woman is nearly untouchable by any mortal martial artist and more skilled than nearly any superhuman. Wonder Woman is known for her signature weapons, of which I’ve included two as part of her standard build.



Acrobatics 12 (+20), Diplomacy 12 [16] (+16 [+20]), Handle Animal 8 (+12), Knowledge [Arcane Lore] 4 (+8), Knowledge [Tactics] 12 (+16), Knowledge [Theology and Philosophy] 8 (+12), Languages 8 (Chinese, English, French, Greek, Hindi, Portuguese, Russian, Spanish; base: Themysciran), Medicine 4 (+8), Notice 8 (+12), Pilot 4 (+12), Ride 4 (+12), Sense Motive 8 (+12), Survival 8 (+12) FEATS



Wonder Woman’s bracelets, the Gauntlets of Victory, allow her to Deflect any fast projectile (like bullets) or energy attacks. Only people who can already Deflect slow projectiles can use it, and this Device merely protects Diana when she attempts to Deflect more dangerous projectiles.



Accurate Attack, Animal Empathy, Attractive, Connected, Defensive Attack, Improved Initiative, Interpose, Quick Change, Takedown Attack, Track



Of course, the Lasso of Truth is Diana’s most famous weapon. Its Elongation power is meant to model its ensnaring effect. Grappled targets are forced to speak only truth. The Fires of Hestia permit Diana to create other effects with the Lasso, and she can stunt Healing or Nullify Magic off of the Mind Control.



Normal Identity (into Diana Prince; Uncommon [free action], Major; -3pp)



The tiara that Diana wears can be used as a boomerang, and should be treated as an improvised weapon that can inflict blunt or edged damage as desired. Wonder Woman also uses a Lansarian Morph Disk, albeit infrequently, to create any object or vehicle that she requires, including her famous invisible plane. This item should be treated as ranks of Easy to Lose Gadgets. She has also used other magical armaments in the past, such as her Amazonian Battle Armor (buys off the Flaw on her Impervious Toughness), her Shield (as useful defensively as her Gauntlets, but without the Distracting flaw), her Sword (has the Penetrating Extra), and the Gauntlets of Atlas (Enhanced Strength 6, Super-Strength 2), but these are usually one-shot items that she no longer uses (such as the Gauntlets) or only brought out for very special occasions (her battle armor).



DRAWBACKS



COMBAT Attack + 15 Damage + 15 (Unarmed) Defense +15 (+8 flat-footed) Initiative +12 POWERS Deflect 15 (slow projectiles; Flaw: Distracting [-1]; 8pp) Device 4 “Gauntlets of Victory” (Hard to Lose; Power Feats: Indestructible, Restricted [must have Deflect]; 18pp) Device 4 “Lasso of Truth” (Easy to Lose; Power Feats: Indestructible, Restricted [to those favored by gods]; 14pp) Immunity 6 (Aging, all Environmental Conditions; 6pp) Impervious Toughness 12 (Flaw: Limited [blunt weapons only; -3]; 3pp) Super-Senses 5 (Normal Hearing 2 [Accurate], Normal Sight [Extended], Visual 2 [Counters Illusion]; 5pp) Super-Strength 10 (Dynamic; Heavy Load: 3,200 tons; 21pp) DAP: Flight 10 (10,000 MPH; 2pp) Gauntlets of Victory (20pp total) Deflect 15 (fast projectiles, energy attacks; Flaw: Distracting [-1]; 15pp) Enhanced Feats 5 (Improved Defense 2, Improved Sunder, Weapon Bind, Weapon Break; 5pp) Lasso of Truth (20pp total) Elongation 5 (100-ft. reach; Extra: Projection [+1]; Flaw: Limited [to grapple actions; -1]; 5pp) Mind Control 15 “Fires of Hestia” (Extra: Conscious [+1]; Flaws: Limited [to speaking the truth; -1], Requires Grapple [by lasso; -1]; 15pp)



Abilities 100 + Skills 25 (100 ranks) + Feats 10 + Powers 77 + Combat 60 + Saves 9 – Drawbacks 3 = Total 278
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