The Firefighter/John Archer, 200 Power Points – played by Gregory Peck

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+5
	+1
	+3
	+5
	+12
	+3


	Life
	Life Lost
	Heal
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	7
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+10
+6 impervious

+4 w/o coat
	+10
+4 w/o coat

	

	
	

	Reflex
	Will
	

	+5
+10 vs. Dazzle w/hat
	+9
+4 w/o hat
	


	Attack
	Defense
	Damage
	Initiative

	+7


	+7
	+0


	+8


Skills: Investigate 6 (+7), Medicine 6 (+9), Notice 6 (+9), Profession 10 [firefighter] (+13)
Feats: Aim, Beginner’s Luck 2, Diehard, Improved Critical, Language [Italian], Luck 4, Ranged Disarm, Ranged Trip
Stuff: Device 1 [fire ax; easy to lose]: Corrosion 10 (Flaws: Alternate Power; Limited (-2): Only uses vs. Animate Objects); Device 2 [fire hat; easy to lose]: +5 Will, Sensory Shield 5 [all senses]; Device 6 [fireproof coat; hard to lose]: +6 Toughness, Impervious Toughness 6, +6 Fortitude; Device 4 [first aid kit; easy to lose]: Healing 10; Device 2 [fire extinguisher; easy to lose]: Dazzle 10 (Flaws: Alternate Power); Device 2 [grappling gun; easy to lose]: Snare 4 (Feats: Reversible, Tether); Device 6 [water cannon; easy to lose]: Blast 10 (Extras: Knockback)
Drawbacks: Weaker Form
Complications: Hunted [the Pyromaniac], Strong Superheroic Code

Abilities 31 + Saves 21 + Combat 30 + Life 30 + Skills 7 + Feats 12 + Powers 0 + Stuff 75 – Drawnbacks 6 = 200
John Archer/The Firefighter, 143 Power Points – played by Gregory Peck

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+5
	+1
	+3
	+5
	+12
	+3


	Life
	Life Lost
	Heal
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	7
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+4
	+4

	

	
	

	Reflex
	Will
	

	+5
	+4
	


	Attack
	Defense
	Damage
	Initiative

	+7


	+7
	+0


	+8


Skills: Investigate 6 (+7), Medicine 6 (+9), Notice 6 (+9), Profession 10 [firefighter] (+13)
Feats: Aim, Beginner’s Luck 2, Diehard, Improved Critical, Language [Italian], Luck 4, Ranged Disarm, Ranged Trip
Stuff: Device 4 [first aid kit; easy to lose]: Healing 10
Complications: Hunted [the Pyromaniac], Strong Superheroic Code

Abilities 31 + Saves 21 + Combat 30 + Life 30 + Skills 7 + Feats 12 + Powers 12 = 143

The Ambassador/Ronald Swift, 200 Power Points – played by Michael Rennie

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+0
	+13
	+10
	+0
	+8/+0 w/o suit
	+10


	Life
	Life Lost
	Heal
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	5
2 w/o suit
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+10
+2 w/o suit
	+7
+2 w/o suit

	

	
	

	Reflex
	Will
	

	+0
+6 vs. sight Dazzle w/suit
	+10
	


	Attack
	Defense
	Damage
	Initiative

	+0
+10 w/ray gun
	+0
	+0


	+0


Skills: Computers 10 (+23), Concentration 12 (+22), Diplomacy 10 (+20), Investigate 8 (+21), Knowledge 9 [European affairs] (+22), Lift 12 (+23), Medicine 1 (+11), Pilot 4 (+4), Throw 11 (+22) [Lifting 50k lbs./Throwing 25k lbs. 5’ is DC 35]
Feats: Diehard 2, Language 3 [Dactarian, French, German, Italian, Yilthoid], Luck, Master Plan, Mind Over Matter, Minion 2 [U.N. intern], Quick Change, Transport 3 [Heavy planes, Light planes, Light Spacecraft, Military Ground Vehicles, Motorcycles], Weapon 3 [Buildings, People, Rocks, Trees, Vehicles], Well-Read
Powers: Create Object 7 (Feats: Progression 3 [up to 50’ cube]; Mind Reading 10 (Flaws: 10 Activation; Alternate Power); Telekinesis 11 (Extras: Perception; Flaws: Concentration)

Stuff: Device 4 [ray gun; easy to lose]: Stun 10 [Flaws: 5 Charges; Range only (-0)], +10 Attack w/ray gun]; Device 10 [spacesuit; hard to lose]: +8 Constitution, +3 Life, +8 Toughness, +5 Fortitude, Immunity 7 [suffocation, vacuum, high pressure, heat, cold, radiation], Sensory Shield 6 [sight]
Drawbacks: Susceptible to Prejudice (Stun 15 within 25’ of beings currently feeling prejudice), Weaker Form
Complications: Absolute Superheroic Code, Always Tries to Negotiate, Hunted [Dactarians]
Abilities 36 + Saves 16 + Combat 0 + Life 0 + Skills 21 + Feats 18 + Powers 63 + Stuff 52– Drawbacks 6 = 200
Ronald Swift/The Ambassador, 152 Power Points – played by Michael Rennie

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+0
	+13
	+10
	+0
	+0
	+10


	Life
	Life Lost
	Heal
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	2
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+2
	+2

	

	
	

	Reflex
	Will
	

	+0
	+10
	


	Attack
	Defense
	Damage
	Initiative

	+0

+10 w/ray gun
	+0
	+0


	+0


Skills: Computers 10 (+23), Concentration 12 (+22), Diplomacy 10 (+20), Investigate 8 (+21), Knowledge 9 [European affairs] (+22), Lift 12 (+23), Medicine 1 (+11), Pilot 4 (+4), Throw 11 (+22) [Lifting 50k lbs./Throwing 25k lbs. 5’ is DC 35]
Feats: Diehard 2, Language 3 [Dactarian, French, German, Italian, Yilthoid], Luck, Master Plan, Mind Over Matter, Minion 2 [U.N. intern], Quick Change, Transport 3 [Heavy planes, Light planes, Light Spacecraft, Military Ground Vehicles, Motorcycles], Weapon 3 [Buildings, People, Rocks, Trees, Vehicles], Well-Read

Powers: Create Object 7 (Feats: Progression 3 [up to 50’ cube]; Mind Reading 10 (Flaws: 10 Activation; Alternate Power); Telekinesis 11 (Extras: Perception; Flaws: Concentration)
Stuff: Device 4 [ray gun; easy to lose]: Stun 10 [Flaws: 5 Charges; Range only (-0)], +10 Attack w/ray gun]
Drawbacks: Susceptible to Prejudice (Stun 15 within 25’ of beings currently feeling prejudice) 

Complications: Absolute Superheroic Code, Always Tries to Negotiate, Hunted [Dactarians]

Abilities 36 + Saves 16 + Combat 0 + Life 0 + Skills 21 + Feats 18 + Powers 63 + Stuff 0 – Drawbacks 2 = 152
Bionic Assassin/Leonid Khoklov, 200 Power Points – played by Jason Statham
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+10
	+5
	+3
	+10
	+7
	+4


	Life
	Life Lost
	Heal
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	4
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+10
+7 flat-footed
	+7

	

	
	

	Reflex
	Will
	

	+8
	+6
+0 w/o eye
	


	Attack
	Defense
	Damage
	Initiative

	+8

+15 w/machine gun


	+10
+5 flat-footed
	+0

+8 w/hand-to-hand

+10 w/machine gun
	+8


Skills: Acrobatics 5 (+15), Climb 4 (+14), Computers 1 (+6), Disable Device 1 (+6), Disguise 5 (+9), Escape Artist 5 (+15), Intimidate 5 (+9), Investigate 6 (+11), Jump 5 (+15), Lift 5 (+15), Notice 5 (+9), Pilot 2 (+12), Search 5 (+10), Stealth 10 (+20), Throw 4 (+14), Track 4 (+7)
Feats: Attractive, Hide in Plain Sight, Improved Critical, Instant Up, Language 3 [French, German, Italian, Mandarin, Russian], Niche [streetwise], Quick Change, Skill Mastery [Climb, Intimidate, Jump, Stealth], Sneak Attack 2, Uncanny Dodge
Powers: Super-Movement 2 (Wall-Crawling 2 – 10 mph)
Stuff: Device 4 [bionic eye; hard to lose]: +6 Will, Super-Senses 7 (Extended vision 2, Infravision, X-ray vision); Device 10 [machine gun; easy to lose]: Shoot 10 (Extras: Autofire 2, Penetrating; Feats: Lethal, Subtle 2), +7 Attack w/machine gun
Drawbacks: Weaker Form
Complications: Anti-Communist, Dependent NPC [father, Nikolai Khoklov], Feels Guilty for Past Life, Hunted [British Intelligence, CIA, KBG], Moderate Superheroic Code

Abilities 39 + Saves 29 + Combat 44 + Life 10 + Skills 18 + Feats 13 + Powers 4 + Stuff 46 – Drawbacks  3 = 200

Leonid Khoklov/Bionic Assassin, 170 Power Points – played by Jason Statham
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+10
	+5
	+3
	+10
	+7
	+4


	Life
	Life Lost
	Heal
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	4
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+10
+7 flat-footed
	+7

	

	
	

	Reflex
	Will
	

	+8
	+6
+0 w/o eye
	


	Attack
	Defense
	Damage
	Initiative

	+8


	+8

+4 flat-footed
	+0

+8 w/hand-to-hand
	+8


Skills: Acrobatics 5 (+15), Climb 4 (+14), Computers 1 (+6), Disable Device 1 (+6), Disguise 5 (+9), Escape Artist 5 (+15), Intimidate 5 (+9), Investigate 6 (+11), Jump 5 (+15), Lift 5 (+15), Notice 5 (+9), Pilot 2 (+12), Search 5 (+10), Stealth 10 (+20), Throw 4 (+14), Track 4 (+7)
Feats: Attractive, Hide in Plain Sight, Improved Critical, Instant Up, Language 3 [French, German, Italian, Mandarin, Russian], Niche [streetwise], Quick Change, Skill Mastery [Climb, Intimidate, Jump, Stealth], Sneak Attack 2, Uncanny Dodge

Powers: Super-Movement 2 (Wall-Crawling 2 – 10 mph)

Stuff: Device 4 [bionic eye; hard to lose]: +6 Will, Super-Senses 7 (Extended vision 2, Infravision, X-ray vision)
Complications: Anti-Communist, Dependent NPC [father, Nikolai Khoklov], Feels Guilty for Past Life, Hunted [British Intelligence, CIA, KBG], Moderate Superheroic Code

Abilities 39 + Saves 29 + Combat 41 + Life 10 + Skills 18 + Feats 13 + Powers 4 + Stuff 16 = 170
Shyft/Colin Doyle, 200 Power Points – played by Stuart Townsend

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+0
	+0
	+0
	+10
	+7
	+7


	Life
	Life Lost
	Heal
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	5
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+10
+5 flat-footed
	+5

	

	
	

	Reflex
	Will
	

	+10
	+7
	


	Attack
	Defense
	Damage
	Initiative

	+10


	+15

+0 flat-footed
	+0

+18 w/slingshot

+12 w/sword hands
	+20


Skills: Acrobatics 1 (+11), Jump 10 (+20), Notice 11 (+11), Sleight of Hand 1 (+11), Stealth 4 (+14), Throw 4 (+14)
Feats: Benefit [permanent disability], Defensive Attack, Diehard, Evasion, Grappling Finesse, Language [German], Luck, Power Attack, Slippery, True Grace, Uncanny Dodge
Powers: Elongation 5; Insubstantial 4 (Drawbacks: Can’t pass through solid objects); Shoot 18 (human slingshot; Drawbacks: Requires metal or stone object ≥25 lbs.);  Strike 12 (sword hands; Feats: Lethal)
Complications: Alcoholic, Cowardly, Seeks Redemption, Unsavory Origin

Abilities 24 + Saves 32 + Combat 50 + Life 15 + Skills 8 + Feats 11 + Powers 60 = 200

Colin Doyle/Shyft, 200 Power Points – played by Stuart Townsend
	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+0
	+0
	+0
	+10
	+7
	+7


	Life
	Life Lost
	Heal
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	5
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+10
+5 flat-footed
	+5

	

	
	

	Reflex
	Will
	

	+10
	+7
	


	Attack
	Defense
	Damage
	Initiative

	+10

	+15
+0 flat-footed
	+0

+18 w/slingshot

+12 w/sword hands
	+20


Skills: Acrobatics 1 (+11), Jump 10 (+20), Notice 11 (+11), Sleight of Hand 1 (+11), Stealth 4 (+14), Throw 4 (+14)
Feats: Benefit [permanent disability], Defensive Attack, Diehard, Evasion, Grappling Finesse, Language [German], Luck, Power Attack, Slippery, True Grace, Uncanny Dodge
Powers: Elongation 5; Insubstantial 4 (Drawbacks: Can’t pass through solid objects); Shoot 18 (human slingshot; Drawbacks: Requires metal or stone object ≥25 lbs.);  Strike 12 (sword hands; Feats: Lethal)
Complications: Alcoholic, Cowardly, Seeks Redemption, Unsavory Origin
Abilities 24 + Saves 32 + Combat 50 + Life 15 + Skills 8 + Feats 11 + Powers 60 = 200

The Muse/Jesse Hobhouse, 200 Power Points – played by Jaye Davidson

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+0
	+5
	+5
	+1
	+0
	+15


	Life
	Life Lost
	Heal
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	2
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+5
	+3

	

	
	

	Reflex
	Will
	

	+1
	+8
	


	Attack
	Defense
	Damage
	Initiative

	+0

+5 w/mental attacks
	+2
	+0


	+4


Skills: Disguise 1 (+16), Knowledge 2 [history] (+7), Perform 5 [acting] (+20), Profession 5 [television producer] (+10), Sense Motive 5 (+10), Stealth 6 (+7)
Feats: Animal Empathy, Diehard, Language 3 [French, Greek, Italian, Japanese, Latin], Linguist, Interpose, Niche [corporations], Transport 2 [helicopters, motorcycles], Well-Informed
Powers: Boost 10 (“Inspire”; Int, Wis, and Fort; Extras: Ranged; Flaws: Alternate Power); Healing 10 (Extras: Affects Corporeal, Ranged; Flaws: 10 Activation; Feats: Precise; Progression 6 [retry every hour]); Insubstantial 4 (“Ghostly nature”; subject to magical/spiritual/mental); Snare 10 (“Message from Beyond the Grave”; Extras: Mental Snare; Flaws: Alternate Power); Super-Senses 4 (“Seance”; Postcognition)
Drawbacks: Susceptible to Material World – Stun 10 for every 5 rounds not Insubstantial

Complications: Creepy, Heeds the Word of Manstros, Sycophant
Abilities 31 + Saves 22 + Combat 10 + Life 0 + Skills 6 + Feats 11 + Powers 125 – Drawbacks 4 = 200
Jesse Hobhouse/The Muse, 200 Power Points – played by Jaye Davidson

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	+0
	+5
	+5
	+1
	+0
	+15


	Life
	Life Lost
	Heal
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	2
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+5
	+3

	

	
	

	Reflex
	Will
	

	+1
	+8
	


	Attack
	Defense
	Damage
	Initiative

	+0

+5 w/mental attacks
	+2
	+0


	+4


Skills: Disguise 1 (+16), Knowledge 2 [history] (+7), Perform 5 [acting] (+20), Profession 5 [television producer] (+10), Sense Motive 5 (+10), Stealth 6 (+7)
Feats: Animal Empathy, Diehard, Language 3 [French, Greek, Italian, Japanese, Latin], Linguist, Interpose, Niche [corporations], Transport 2 [helicopters, motorcycles], Well-Informed

Powers: Boost 10 (“Inspire”; Int, Wis, and Fort; Extras: Ranged; Flaws: Alternate Power); Healing 10 (Extras: Affects Corporeal, Ranged; Flaws: 10 Activation; Feats: Precise; Progression 6 [retry every hour]); Insubstantial 4 (“Ghostly nature”; subject to magical/spiritual/mental); Snare 10 (“Message from Beyond the Grave”; Extras: Mental Snare; Flaws: Alternate Power); Super-Senses 4 (“Seance”; Postcognition)

Drawbacks: Susceptible to Material World – Stun 10 for every 5 rounds not Insubstantial

Complications: Creepy, Heeds the Word of Manstros, Sycophant
Abilities 31 + Saves 22 + Combat 10 + Life 0 + Skills 6 + Feats 11 + Powers 125 – Drawbacks 4 = 200

Manstros Mandrake (née Stanley Epstein), 200 Power Points – played by Jared Leto

	Strength
	Intelligence
	Wisdom
	Dexterity
	Constitution
	Charisma

	-1
	+8
	+11
	+1
	+7
	+8


	Life
	Life Lost
	Heal
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	5
	
	Day
½ Day
5 Hours
2 Hours

	

	
	

	Toughness
	Fortitude
	

	+8
	+6

	

	
	

	Reflex
	Will
	

	+3
	+8
	


	Attack
	Defense
	Damage
	Initiative

	+0

+12 w/magic
	+8

+4 flat-footed
	+0


	+4/+24


Skills: Concentration 10 (+21), Insight 8 (+19), Investigate 5 (+13), Knowledge 10 [magic] (+18), Perform 5 [magician] (+13), Research 8 (+16), Sleight of Hand 6 (+7)
Feats: Aim, Connected, Diehard, Endurance, Fascinate [Perform], Flashback, Inspire, Jaded, Lore, Luck 10, Mentor, Niche [Reality T.V.], Power, Quick Draw 2, Wealth
Powers: Illusion 10 (“Master of Illusion”; Extras: Cumulative, Penetrating; Flaws: Power Loss [g&i], Ranged; Drawbacks: Doesn’t Work vs. Professional Scientists); Nullify 10 (“Spell of Negation”; Extras: Area [burst]; Flaws: 10 Activation, Alternate Power, Power Loss [g&i]; Drawbacks: Doesn’t Work vs. Professional Scientists)
Stuff: Device 5 [dazzling wand; easy to lose]: Blast 10 (Extras: Armor-Piercing; Flaws: Alternate Power; Feats: Variable Special Effect 5); Device 2 [crystal ball; easy to lose; Flaws: Fragile]: ESP 2 [Normal Sight 1000’; Feats: Normal Hearing, Sight Group] 
Drawbacks: Public ID
Complications: Dependent NPCs [show crew], Pompous, Showman

Abilities 35 + Saves 33 + Combat 27 + Life 15 + Skills 13 + Feats 25 + Powers 38 + Stuff 19 – Drawbacks 5 = 200
