	Mutants & Masterminds 2nd Edition Character Sheet
Marvel Campaign
	Giant-Man
Power Level  10

	ABILITIES
	
	Total
	Modifier
	Base
	Enhanced
	COMBAT
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	STRENGTH
	28
	+9
	10
	+18
	Melee
	Attack
+5
	Damage
+4
	

	
	DEXTERITY
	10
	+0
	10
	
	
	
	
	

	
	CONSTITUTION
	26
	+8
	10
	+16
	
	
	
	

	
	
	
	
	
	
	Ranged
	Attack
+3
	Damage
(by weapon)
	

	
	INTELLIGENCE
	22
	+6
	22
	
	
	
	
	

	
	WISDOM
	10
	+0
	10
	
	
	
	
	

	
	CHARISMA
	12
	+1
	12
	
	Defense
+2
	Flat-footed
+0
	

	SAVES
	WILL
	+2
	Speed
40’
	
	
	

	
	REFLEX
	+0
	
	
	Dodge Bonus
+2
	

	
	FORTITUDE
	+10
	Initiative Modifier
+0
	
	
	

	
	TOUGHNESS
	+10
	
	
	
	

	POWERS
	Device 1 (Cybernetic helmet)

Animal Control 5 (ants only)

Growth 15

Alternate: Shrinking 20

Power Feats:

Mental Control

Growth Strike

Affects Others

Device 1 (Utility Belt)

Equipment (Shrunken Laboratory)


	Animal Empathy - Use Handle Animal to affect the attitudes of animals.

Improved Grab - Start a grapple attack as a free action after a successful melee attack.

Improved Overrun - +4 bonus on trip checks while overrunning.  Opponent cannot avoid you (see page 157).

Improvised Tools - No penalty for not having tools for a skill.

Inventor - You can use Knowledge and Craft to create temporary devices (see page 131).

Skill Mastery - Choose four skills you can “take 10” with even under pressure. (Handle Animal, Knowledge Biochemistry, Knowledge Cybernetics, Knowledge Physics
Startle - Feint using Intimidate rather than Bluff (see page 42).  Target resists with Intimidate, Sense Motive, or Will (whichever is best) and gains a +1 bonus on their resistance check per startle attempt against them in the same encounter.

Teamwork +1 - +1 bonus to aid actions (see page 154).  Maximum +3.


	FEATS

	EQUIPMENT
	
	SKILLS
	Max Ranks 

	
	
	
	Key
	Total
	Rank
	Ability
	Misc

	
	
	Acrobatics*
	DEX
	
	
	
	

	
	
	Bluff
	CHA
	
	
	
	

	
	
	Climb
	STR
	
	+4
	+9
	

	
	
	Computers*
	INT
	
	+12
	+6
	

	
	
	Concentration
	WIS
	
	
	
	

	
	
	Craft*Chemical
	INT
	
	+15
	+6
	

	
	
	Craft*Electronic_
	INT
	
	+16
	+6
	

	
	
	Diplomacy
	CHA
	
	
	
	

	BACKGROUND & HISTORY
	Hank Pym was personally recruited by Dr. Franklin Storm of Columbia University to become one of the Atomic Knights, an advanced study group of the most gifted science students.  Along with Reed Richards, Bruce Banner, Tony Stark, and Victor von Doom, Hank was soon creating technology that was a generation ahead of anything else on Earth.
Hank’s particular invention was known as “Pym Particles” – subatomic radiations that could have unusual effects on size and mass.  This included a process for permanently shrinking inanimate matter.  Hank was also known for a cybernetic device that allowed him to communicate and control ants.  After using this device to play a particularly public practical joke on Tony Stark, Hank became known as the “Ant Man.”
After graduation, Hank licensed his shrinking device to Stark International, making him an instant millionaire.  He pursued independent research in a miniaturized laboratory.  He also married a woman named Maria.

Years later, Hank was contacted by Vernon van Dyne, a real estate tycoon and colleague of Dr. Storm.  Van Dyne wanted Hank to work for him, but before the matter could proceed any further, they were attacked by mercenaries led by a renegade scientist (and member of AIM, as Hank would later learn) named Elias Starr, alias Egghead.  Van Dyne was killed, as was Hank’s wife.

Thrown together in the struggle against Egghead, Hank and Janet van Dyne, Vernon’s daughter, used Hank’s biological and cybernetic technology to become Ant-Man and the Wasp.  Hank later used a modification of the process to create a dual role for himself as Giant-Man.

Giant-Man, while not as strong as Thor or Iron Man, or as hard to hit as Captain America, is still a force to be reckoned with in combat: his size allows him to area attack at will, making him a very effective goon-sweeper. Against stronger foes, he will often attempt to grapple. Against foes that are too strong for him, he will often shrink to become Ant-Man, using trip and snare attacks. His capabilities as a scientist are a match for Tony Stark and Reed Richards – his mobile lab allows him to create devices quickly and effectively.


	Disable Device*
	INT
	
	
	
	

	
	
	Disguise
	CHA
	
	
	
	

	
	
	Drive*
	DEX
	
	
	
	

	
	
	Escape Artist
	DEX
	
	
	
	

	
	
	Gather Information
	CHA
	
	
	
	

	
	
	Handle Animal
	CHA
	+8
	+1
	+7
	

	
	
	Intimidate
	CHA
	
	
	
	

	
	
	Investigate
	INT
	
	
	
	

	
	
	Knowledge*Biochem
	INT
	+21
	+15
	+6
	

	
	
	Knowledge*Cybernetics_
	INT
	+21
	+15
	+6
	

	
	
	Knowledge*_Physics_
	INT
	+21
	+15
	+6
	

	
	
	Knowledge*Ants__
	INT
	+21
	+15
	+6
	

	
	
	Medicine
	WIS
	
	
	
	

	
	
	Notice
	WIS
	
	
	
	

	
	
	Perform*___________
	CHA
	
	
	
	

	
	
	Pilot*
	DEX
	+3
	
	+3
	

	
	
	Profession*_________
	WIS
	
	
	
	

	
	
	Ride*
	DEX
	+5
	
	+5
	

	
	
	Search
	INT
	
	
	
	

	
	
	Sense Motive
	WIS
	
	
	
	

	
	
	Sleight of Hand*
	DEX
	
	
	
	

	
	
	Stealth
	DEX
	
	
	
	

	
	
	Survival
	WIS
	+5
	
	+5
	

	
	
	Swim
	STR
	
	
	
	

	
	
	*trained only

	
	
	Languages
	English, French, German
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