	Mutants & Masterminds 2nd Edition Character Sheet
Marvel Campaign
	Hulk
Power Level  10

	ABILITIES
	
	Total
	Modifier
	Base
	Enhanced
	COMBAT
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	STRENGTH
	30
	+10
	8
	30
	Melee
	Attack
+4
	Damage
+9
	

	
	DEXTERITY
	10
	+0
	10
	--
	
	
	
	

	
	CONSTITUTION
	30
	+10
	8
	30
	
	
	
	

	
	
	
	
	
	
	Ranged
	Attack
+2
	Damage
(by weapon)
	

	
	INTELLIGENCE
	4
	-3
	22
	4
	
	
	
	

	
	WISDOM
	10
	+0
	10
	--
	
	
	
	

	
	CHARISMA
	2
	-4
	6
	2
	Defense
+2
	Flat-footed
+1
	

	SAVES
	WILL
	+1
	Speed
30’
	
	
	

	
	REFLEX
	-1
	
	
	Dodge Bonus
+1
	

	
	FORTITUDE
	+10
	Initiative Modifier
-1
	
	
	

	
	TOUGHNESS
	+16
	
	
	
	

	POWERS
	Transform: Hulk

Extras:

Enhanced/Decreased Abilities (Increased Strength and Constitution, Decreased Intelligence and Charisma)

Fearsome Presence (+10 to Intimidate)

Growth (Large size)

5’ reach

Protection

+17 Toughness

Rage (+1 Toughness, +1 Damage)
Stacking: Every round the Hulk takes damage from a failed Toughness save, add one additional rank of Rage – ignore Power Level limits 

Super-Movement: Leaping

Power Feats:

Groundstrike (Area attack: Trip)
Thunderclap (Area attack: Stun)
Drawbacks:

Uncontrolled (when angry)

Sustained (fades when calm)


	Fearless - Immunity to fear effects.

Fearsome Presence +1 - Inspire fear in others.  Using a standard action, anyone within (feat rank x5) feet able to interact with you must make a Will save (DC 10 + rank) or become shaken.  If the subject fails by 5 or more, the subject flees.  If the subject fails by 10 or more, the subject panics, dropping held objects and fleeing.  Fearsome Presence ranks cannot exceed Intimidate skill bonus.

Interpose - Once per round, when an ally adjacent to you is targeted by an attack, you can choose to trade places with that ally as a reaction, making you’re the target of the attack instead.  If the attack hits, you suffer the effects normally.  If the attack misses you, it also misses your ally.  You must declare your intention to trade places with an ally before the attack roll is made.  You cannot use interpose if you are stunned or otherwise incapable of taking free actions.

Rage +1 - Gain STR+4, FORT+2, and WILL+2 saves, and Defense-2.  Cannot use Concentration.  Rage lasts for 5 rounds, after which you are fatigued for 5 rounds.  Each additional rank gives you STR+2, FORT+1, WILL+1 to a maximum of STR+10 and FORT+5, WILL+5.  Maximum bonuses are limited by power level.  Extra ranks can be used to extend the duration of Rage for 5 rounds – fatigue is proportionately extended.
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	FEATS

	EQUIPMENT
	None
	SKILLS
	Max Ranks 15

	
	
	
	Key
	Total
	Rank
	Ability
	Misc

	
	
	Acrobatics*
	DEX
	+0
	+0
	+0
	+0

	
	
	Bluff
	CHA
	-4/-2
	+0
	-2
	-4

	
	
	Climb
	STR
	+10/-1
	+0
	-1
	+10

	
	
	Computers*
	INT
	0/+10
	+4
	+6
	-3

	
	
	Concentration
	WIS
	+0
	+0
	+0
	+0

	
	
	Craft* Electronics
	INT
	0/+11
	+5
	+6
	-3

	
	
	Craft*__________
	INT
	--
	--
	
	

	
	
	Diplomacy
	CHA
	-4/-2
	+0
	-2
	-4

	BACKGROUND & HISTORY
	In 1998, Bruce Banner was one of America’s most promising science students.  Personally recruited by Dr. Franklin Storm of Columbia University for an advanced study group known as the Atomic Knights, his future looked bright indeed.
Bruce’s shy, weak-willed personality led to his being virtually enslaved by one of his fellow students, Victor von Doom.  Reduced to being Victor’s lab assistant, Bruce was present when Victor stole Reed Richards’ prototype Negative Zone device and used it in an abortive attempt to contact his long-lost mother.  Bruce pulled Victor’s unconscious body out of the flaming laboratory after the ensuing explosion, and led the other students back in order to shut down the many dangerous devices there.  Victor disappeared the next day (re-appearing years later as Dr. Doom) while Bruce’s fellow students went on to fame and fortune:  Reed Richards, Tony Stark, and Hank Pym.

After graduation, Bruce worked for a secret US military program to create a new kind of atomic weapon:  a Gamma Bomb.  An improvement over the old Neutron Bomb, it would totally destroy living matter, while leaving non-living structures intact.

No living witnesses can say how it was the Gamma Bomb exploded, destroying the research complex, but it was about that time that superstitious tales of a new monster began being told, tales of a huge, green, man-like monster of enormous strength and rage.


	Disable Device*
	INT
	--
	--
	
	

	
	
	Disguise
	CHA
	-4/-2
	+0
	-2
	-4

	
	
	Drive*
	DEX
	0/+2
	+2
	+0
	+0

	
	
	Escape Artist
	DEX
	+0
	+0
	+0
	+0

	
	
	Gather Information
	CHA
	-4/-2
	+0
	-2
	-4

	
	
	Handle Animal
	CHA
	-4/-2
	+0
	-2
	-4

	
	
	Intimidate
	CHA
	-
	+0
	-2
	-4

	
	
	Investigate
	INT
	
	
	+6
	-3

	
	
	Knowledge*Science_
	INT
	+0/+10
	
	+6
	-3

	
	
	Knowledge*Tech
	INT
	+0/+10
	
	+6
	-3

	
	
	Knowledge*_________
	INT
	
	
	+6
	-3

	
	
	Knowledge*_________
	INT
	
	
	+6
	-3

	
	
	Medicine
	WIS
	
	
	+0
	+0

	
	
	Notice
	WIS
	
	
	+0
	+0

	
	
	Perform*___________
	CHA
	
	
	-2
	-4

	
	
	Pilot*
	DEX
	
	
	+0
	+0

	
	
	Profession* Nuclear Physicist
	WIS
	+0/+10
	
	+0
	+0

	
	
	Ride*
	DEX
	
	
	+0
	+0

	
	
	Search
	INT
	
	
	+6
	-3

	
	
	Sense Motive
	WIS
	
	
	+0
	+0

	
	
	Sleight of Hand*
	DEX
	
	
	+0
	+0

	
	
	Stealth
	DEX
	
	
	+0
	+0

	
	
	Survival
	WIS
	
	
	+0
	+0

	
	
	Swim
	STR
	
	
	-1
	+10

	
	
	*trained only

	
	
	Languages
	English
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