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Knockback: 10 / Flat: 5

 feat:  AP:  Trip [Wet Ice]  15:ref

 extra:  Area:  Shapeable, 25"

 Create Intense Cold, 1,000 ft radius

 feat:  AP:  Disintegrate [Concentrated Ice]  15:fort

 Environmental Control [Cold]  20:fort

 Flight

 Enhanced Ability:  Strength

 extra: Impervious

 Protection [Ice Body Armor]

BRUISES

+INJURED

STAGR'D + STUNNED

 FAIL > 5

PP

FORT

DISABLED

POWERS & EQUIPMENT

INT

 FAIL > 10 +DISABLD

HITS & CONDITIONSLETHAL

+DYING

Luck (1)  +1 hero point

Ultimate Effort (1)  Spend hero point for auto 20 for 1 action

Eyes

INJURIES

FEATS

WILL

REF

Dodge Focus (4)  +4 dodge bonus

Improved Initiative (1)  +4 bonus on initiative checks

Move-by Action  Move both before and after a standard action

Takedown Attack (1)  Gain addtl melee attack when you drop an opponent

Power Attack  Reduce attack bonus to increase damage bonus

Medicine*

Taunt  Demoralize using Bluff rather than Intimidate

 

History*

 

 

1 (+2)

 (+3)Stealth

 (+7)

Sleight of Hand*  

 (+1)

Sense Motive

Survival

Swim

Brown

+7

+8

+2

Blue

150

Hair

Ride*

'Let's show these 
chuckleheads what 

happesn when they mess 
with my town!'

Unarmed +7 (Bruise)

INIT

SKILLS
2 (+5)Acrobatics*

 

 

2 (+3)

Notice 2 (+3)

Perform*  

 Profession*

 

 

8 (+9)Popular Culture*

 (+2)

Investigate* 1 (+2)

Knowledge*  

Intimidate

 (+2)

Handle Animal

Diplomacy 8 (+10)

Escape Artist

Gather Info

 

Concentration

 

Craft*  

 

UNCONSCIOUSFATIGUED

+INJURED STAGGERED DYING

EXHAUSTED

WIS

 FAIL < 5 BRUISED

ROLL

14

12

+2

NORMAL

CHA

STUNNED + BRUISED

TOUGH +1013

Protection: 8+1

+1

+2

17

15

+3

(14/+2)+7STR

PL 10

Kid Comet
Gender

Height 5'8"

Weight 175

Atomic Icy Blasts
Real Name Will Orson

Male

 25:tough

 feat:  AP:  Nullify Mutation Powers  20:will

Age

Size

18

CON

DEX

Medium

24

 FAIL > 15 UNCONSCIOUS

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

Inspire (1)  Grant allies +1 to attacks, saves, & checks

 feat:  AP:  Nauseate  20:fort

 26:tough

Quick Change (1)  You can change clothes as a free action

 Radiation Control [Cosmic Blast]

 

Disguise  (+2)

Drive  (+3)

Disable Device*

 (+2)

 (+3)

+7

MnM 2nd Edition, Issue #1

Abilities 25  +  Skills 6 (24 ranks)  +  Feats 14  +  Powers 70  +  Combat 24  +  Saves 11  –  Drawbacks 0 = 150 / 150

 

www.elyzium.net/mnm

Languages

English.

DRAWBACKS Flight: mph: 250, fpr: 2500

LIFTING

Leap 12 / 6 / 3Base 30 / 60 / 120
MOVEMENT

1

Max: 1400 lbs,  Push: 1.8 tons

Light: 233 lbs,  Med: 466 lbs,  Heavy: 700 lbs

Climb

Computers*

Pilot*

DEF

 

Search

 Dodge Focus +4

ATT

2 (+3)

 (+1)

6 (+8)

HERO 2
Responsibility, Accident

+7

(Flat: 12)

 (+7)

Bluff

19



Be a hero. Save people. Wear brightly colored 
outfits so everyone knows they are protected 
by KID COMET!!

A giant fin on the top of his suit that makes 
him look like a hood ornament.

What motivates you?  What are your ambitions?

gender

Will is an average looking kid. His room is 
engulfed with comic books, geek paraphenalia 
(Lady Liberty lamps and Johnny Rocket 
posters).

age 18

Blue

height 5'8"

Player email simpson_99@yahoo.com

GAME INFO

Ramming Charges!

Dan

Freedom City Academy

Kev

Player

Campaign

GM

100 ft

Time Value

1

2

3 seconds 1

Rank Extended Range

10 ft

Anywhere in Galaxy

1 month 1,000

anywhere in solar system

Nearby star systems

500,000

100,000

5,000

10,000

25,000

5 miles

20 miles

Distant star systems

2 billion miles

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

6 1 hour 50

7 5 hours 100

3 1 minute 5

5 20 minutes 25

200 million miles

  Inspiration  hint, clue, or other help from GM

BATTLE TACTICS

2 6 seconds

  recover  shake off stunned or fatigue

5 minutes 10 1 mile

  escape death  stabilizes dying condition

1,000 ft

4

real name

origin

allegiance

  staggered  1 move or standard action per round 

  stunned  stunned for 1 round, lose dex bonus, +2 to be hit

  slowed  -1 attacks, defense, reflex.  Move at half speed 

MnM 2nd Edition, Issue #1

1 year

5 years

10 years

50 years

100 years

50,000

20 10,000 years

The Extracurriculars are a loosely-knit hero 
team of sophomores at Claremont Academy. 
Mostly do-gooders, the EC's have a distaste 
for Next-Gen, particularly Megastar.

team notes

The Academy #1

ethnicity Caucasian

Male

American

1st appearance

  increase move  double movement speed for one round

Sarah  [Sister]

  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

  injured  each injury incurs an additional -1 toughness save

  invisible  +2 to hit defenders 50% chance miss to be hit

  nauseated  move actions only, fort save DC 10+ power rank

  cancel fatigue  reduce fatige by 1 level

HERO POINTS
  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

  increase power  +2 ranks to a power

   Will's mind-controlling sort of girlfriend

  instant counter  counter a power used against you

  dodge  double dodge bonus per round

  surge  gain additional std or move attack

  shaken  -2 to all saves and checks

  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

1,000 years

Extracurriculars
Freedom City

  blinded  50% miss in combat, no dodge, -2 to def, -4 str & dex

  disabled  single action per round. strenuous actions = dying

city

other members

15

16

250,000500 years

  helpless  +4 to be hit (melee), 5 defense

  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

  dazed  can take no actions, keeps dodge bonus

   They want Will to be a hero

NPCS

19

12

13

14

17

18

Mom & Dad  [Parents]

   Thinks Will is a Dork

  

Astral/Kelly  [Friend]

Kid comet grew up in Freedom City, a fan of 
superheroes and comic books. At an early age, 
he and his family were saved from the villany 
of Captain Kraken by Johnny Rocket and Lady 
Liberty. Since then, he has aspired to be a hero, 
daydreaming of having super powers. When he 
turned 14, amazing powers began to manifest in 
him. Overwhelmed with joy, he quickly took to 
the streets in a garrish homemade super suit. 
Taking on who he thought was a villain breaking 
into H.I.T., he happened to meet Professor 
Summers and the sophomores at the Academy. 
They offered him a transfer to their school. 
Will jumped at the chance to become a hero in 
training.

2,500,000

Nearby Galaxies

Anywhere in Universe

What kind of distinctive features do you have?

1,000,000

  willpower  addt'l will save with lasting effect

  gain power feat  add power feat until end of encounter

5,000 years

PHYSICAL APPEARANCE

base

KID COMET     PL:10     PP:150
BACKGROUND

Will Orson

Mutant

CONDITIONS

  fatigued  no run or charge, -2 str & dex, -1 att & def

  grappled  can only make simple attack or break free of grapple

  deafened  cannot hear, -4 init

PERSONALITY

Being a Hero

nationalityMr. Fusion

Claremont Academy

weight 175

motivation Protector

hair

Will is outgoing and friendly, eager to play the 
hero both in and out of the suit. He has a 
tough time relating to his peers, but he tries 
his best.

Cosmic Ray Student

Slime Girl

Brown

eyes

occupation


