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Mega-Man

Age

SIZE

32

6'-0"

Weight 160 lbs

Real Name

Gender

Height

Hair

Telekinetic Paragon of Virtue

Concentration

 (+1)

Bluff

14

Brown

4 (+4)

 Dodge Focus +4

ATT M/R

+4

Computers*

Climb

4 (+6)

'There's No Need To Fear - 
Mega-Man Is Here!'

Unarmed +1 (Bruise)

DEF

DISABLED

+2/+2

 

2 (+2)

Notice 2 (+2)

Perform*  

4 (+4)

Ride*  

Search

 

Prof:  Police Officer*

2 (+4)

 

 

Oratory*

Pilot*

Sense Motive

Leap 11 / 5 / 2Base 30 / 60 / 120
MOVEMENT Sleight of Hand*  

Flight: 250m/h, 2500f/r

Powerloss -Loses Concentration [Freq DC 5] [Sev DC 15]

MnM 2nd Edition, Issue #1.7

Abilities 10  +  Skills 10 (40 ranks)  +  Feats 22  +  Powers 71  +  Combat 4  +  Saves 8  –  Drawbacks -5 = 120 / 120
WWW.ELYZIUM.NET/MNM

1

Max: 260 lbs,  Push: 650 lbs

Light: 43 lbs,  Med: 86 lbs,  Heavy: 130 lbs

LANGUAGES

English.LIFTING

 Survival

Swim

   PF:  Precise

DRAWBACKS

 

Philip Phlemming

Male

10

+0

+214

Medium

12 +1

(Flat: 10)

 (+1)

STR

PL 8

Diplomacy

INT

 FAIL 10+ +DISABLD

Acrobatics*

WIS 10 +0

CON
10

 FAIL 15+ UNCONSCIOUS

Craft*

INIT

SKILLS

Handle Animal

Civics*

 (+2)

Investigate*

 

Intimidate

8 (+8)

2 (+2)

 Stealth

 

Leadership

Current Event*

4 (+4)

Knowledge*

 

 (+2)

 

 

Disguise  (+2)

Drive* 4 (+4)

Disable Device*

Transfer the benefit of a combat bonus to an ally

4 (+4)

8 (+10)

Escape Artist

Gather Info  (+2)

ROLL

+INJURED

STAGR'D + STUNNED

LETHAL

+DYING

+INJURED

BRUISES

   AP:  Telekinetic Blast  

FEATS

Telekinetic Blast 12 (Bruise)

Spend hero point to remove adverse conditions from ally

Luck (1)

Attack Specialization (1) +2 Bonus with Telekinetic Blast

+4 dodge bonus

Attractive (1) +4 bonus Bluff & Diplomacy people affected by your looks

Spend a hero point to go first in combat

Improved Initiative (1)

Inspire (2)

Knockback: 11 / Flat: 3

Force Field: 10

WILL

 Medicine*

FORT

TOUGH +12

STAGGERED

FATIGUED

 

DYING

UNCONSCIOUS

Dodge Focus (4) Telekinetic Flight

 Psychokinesis [Container]

CHA

STUNNED + BRUISED FAIL 5+

 FAIL 4-

Eyes Brown

120

+2

+0

+8

PP

REF

EXHAUSTED

HITS & CONDITIONS

INJURIES

POWERS & EQUIPMENT

DEX +0

      

      

Grant allies +2 to attacks, saves, & checks

Make multiple overrun attempts in a round

Power Attack Reduce attack bonus to increase damage bonus

Precise Shot (1) No penalty for shooting or throwing into melee

Fast Overrun

Set-Up

 Telekinetic Force Field [Impervious; Affects Others; Progression4]

 Telekinesis [STR = 5 x Ranks]

   PF:  Subtle

14 +2

Teamwork (2) Additional +2 bonus for aid actions

Well-Informed Gather Information check when meeting someone

+1 hero point

Diehard Automatically stabilize when dying

Seize Initiative

+4 bonus on initiative checks

NORMAL

BRUISED

Improved Block (2) +4 bonus on attack rolls to block

HERO 2



Brown

nationality

  DAZED  CAN TAKE NO ACTIONS, KEEPS DODGE BONUS

  HELPLESS  +4 TO BE HIT (MELEE), 5 DEFENSE

hair

weight

BACKGROUND

MEGA-MAN     PL:8     PP:120
Philip Phlemming

Male

1st appearance

gender

ethnicity

Organization

occupation

Mutant

CONDITIONS

  FATIGUED  NO RUN OR CHARGE, -2 STR & DEX, -1 ATT & DEF

CITY

  GRAPPLED  CAN ONLY MAKE SIMPLE ATTACK OR BREAK FREE OF GRAPPLE

    

2,500,000

500 YEARS

NEARBY GALAXIES

ANYWHERE IN UNIVERSE

5,000 YEARS

18

PHYSICAL APPEARANCE

eyes

PERSONALITY

DETAILS

15

  IMPROVE ROLL  REROLL AN ACTION.  MIN 10+LOWEST ROLL

  IMPROVE YOUR DEFENSE  +5 DEF FOR 1 ROUND

  HEROIC FEAT  ADD FEAT (NO FORTUNE FEATS), 1 RANK PER HERO PT

1,000,000

  WILLPOWER  ADDT'L WILL SAVE WITH LASTING EFFECT

  GAIN POWER FEAT  ADD POWER FEAT UNTIL END OF ENCOUNTER

19

12

13

14

17

  CANCEL FATIGUE  REDUCE FATIGE BY 1 LEVEL

HERO POINTS

  INSTANT COUNTER  COUNTER A POWER USED AGAINST YOU

  DODGE  DOUBLE DODGE BONUS PER ROUND

5 MINUTES 10 1 MILE

1,000 FT

4

5 MILES

6 1 HOUR 50

7 5 HOURS

  INCREASE POWER  +2 RANKS TO A POWER

16

  DEAFENED  CANNOT HEAR, -4 INIT

  DYING  FORT SAVE DC:10 OR DIE.  +1 DC TO SAVE PER HOUR

  ENTANGLED  -2 ATT & DEF, -4 DEX, MOVE 1/2 SPEED UNLESS ANCHORED

  EXHAUSTED  1/2 SPEED, -6 STR & DEX, -3 ATT & DEF

  PARALYZED  0 STR & DEX, 5 DEF, CAN TAKE MENTAL ACTIONS

TEAM NAME  BLINDED  50% MISS IN COMBAT, NO DODGE, -2 TO DEF, -4 STR & DEX

  DISABLED  SINGLE ACTION PER ROUND. STRENUOUS ACTIONS = DYING

BASE

OTHER MEMBERS

  INCREASE MOVE  DOUBLE MOVEMENT SPEED FOR ONE ROUND

  SURGE  GAIN ADDITIONAL STD OR MOVE ATTACK

  SHAKEN  -2 TO ALL SAVES AND CHECKS

  INJURED  EACH INJURY INCURS AN ADDITIONAL -1 TOUGHNESS SAVE

  INVISIBLE  +2 TO HIT DEFENDERS 50% CHANCE MISS TO BE HIT

  SICKENED  -2 TO ALL ATTACK ROLLS AND CHECKS 

  PRONE  -4 MELEE ATTACKS, +4 TO BE HIT (MELEE), -4 (RANGED)

  PINNED  HELD IMMOBILE IN GRAPPLE, NO DODGE, -4 DEF

  NAUSEATED  MOVE ACTIONS ONLY, FORT SAVE DC 10+ POWER RANK

  STAGGERED  1 MOVE OR STANDARD ACTION PER ROUND 

  STUNNED  STUNNED FOR 1 ROUND, LOSE DODGE BONUS, +2 TO BE HIT

  SLOWED  -1 ATTACKS, DEFENSE, REFLEX.  MOVE AT HALF SPEED 

real name

origin

allegiance

TEAM NOTES

NPCS

MnM 2nd Edition, Issue #1.7

1 YEAR

5 YEARS

10 YEARS

50 YEARS

100 YEARS

50,000

20 10,000 YEARS

ANYWHERE IN SOLAR SYSTEM

NEARBY STAR SYSTEMS

500,000

100,000

10,000

25,000

DISTANT STAR SYSTEMS

2 BILLION MILES

200 MILLION MILES

250,000

1,000 YEARS ANYWHERE IN GALAXY

2 6 SECONDS

  RECOVER  SHAKE OFF STUNNED OR FATIGUE

1 3 SECONDS 1

RANK

  ESCAPE DEATH  STABILIZES DYING CONDITION

TIME VALUE

100 FT2

EXTENDED RANGE

10 FT

Player email

GAME INFO
Player

100

20 MILES

3 1 MINUTE 5

5 20 MINUTES 25

200 MILES

2,000 MILES

20,000 MILES

2 MILLION MILES

20 MILLION MILES

200,000 MILES

8 1 DAY 250

11 3 MONTHS 2,500

9 1 WEEK 500

10

5,000

1 MONTH 1,000

Campaign

GM

  INSPIRATION  HINT, CLUE, OR OTHER HELP FROM GM

age 32

Brown

height 6'-0"

160 lbs

motivation Goodness

BATTLE TACTICS

  UNCONSCIOUS  KNOCKED OUT & HELPLESS

EXTRA EFFORT
  CHECK BONUS  +2 STR BONUS ON A SINGLE CHECK

  INCREASE CARRY CAPACITY  +5 STR CARRY CAPACITY FOR ONE ROUND


