	Mutants & Masterminds 2nd Edition Character Sheet
Marvel Campaign
	Invisible Girl
Power Level  12

	ABILITIES
	
	Total
	Modifier
	Base
	Enhanced
	COMBAT
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	STRENGTH
	10
	+0
	10
	--
	Melee
	Attack
+5 unarmed
	Damage
+3 force ram
	

	
	DEXTERITY
	12
	+1
	12
	--
	
	
	
	

	
	CONSTITUTION
	10
	+0
	10
	--
	
	
	
	

	
	
	
	
	
	
	Ranged
	Attack
+5 force ram
	Damage
+3 force ram
	

	
	INTELLIGENCE
	14
	+2
	14
	--
	
	
	
	

	
	WISDOM
	18
	+4
	18
	--
	
	
	
	

	
	CHARISMA
	14
	+2
	14
	--
	Defense
+4
	Flat-footed
+2
	

	SAVES
	WILL
	+5
	Speed
30’
	
	
	

	
	REFLEX
	+3
	
	
	Dodge Bonus
+2
	

	
	FORTITUDE
	+2
	Initiative Modifier
+1
	
	
	

	
	TOUGHNESS
	+17 / 7 invulnerable
	
	
	
	

	POWERS
	Force Field 13

Area (10’ cube/round)

Create Objects (“Force Ram” +3 damage ranged attack vs. one target; “Force Spheres” area attack 10’ radius, range sight, +3 damage)

Shapeable (Precise)

Subtle (Invisible)

Sustained (+1 DC Concentration check / round – Since her Concentration bonus is +10, there is no chance of failure before Round 10)

Drawback:  Fatiguing to use in combination with Invisibility

Invisibility (All Visual)

Alternate:  Affects Others (10’ radius/round); Sustained (+1 DC Concentration check / round – Since her Concentration bonus is +10, there is no chance of failure before Round 10)

Alternate: Nullify (range: sight)
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	Attractive +1 - +4 bonus on Bluff and Diplomacy checks with people affected by your looks.  Total skill rank is limited by power level.

Benefit +2 (wealth) - Perquisite or fringe benefit not deriving from Profession, such as an alternate identity, diplomatic immunity, security clearance, noble status, fame, or wealth (see page 132).

Connected - Make a Diplomacy check to call in favors or aid.

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.

Precise Shot  - No penalty for shooting or throwing into melee.

Set-Up - Transfer the benefit of a combat bonus to an ally.  For example, you can feint and allow your ally to make the surprise attack against that opponent.

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

Well-Informed - Make an immediate Gather Information check when meeting someone.


	FEATS

	EQUIPMENT
	Fantastic Four comlink
Flare Gun
	SKILLS
	Max Ranks 12

	
	
	
	Key
	Total
	Rank
	Ability
	Misc

	
	
	Acrobatics*
	DEX
	+1
	--
	+1
	

	
	
	Bluff
	CHA
	+5/+9
	+3
	+2
	(+4)

	
	
	Climb
	STR
	+0
	--
	+0
	

	
	
	Computers*
	INT
	+6
	+4
	+2
	

	
	
	Concentration
	WIS
	+10
	+6
	+4
	

	
	
	Craft*__________
	INT
	--
	
	
	

	
	
	Craft*__________
	INT
	--
	
	
	

	
	
	Diplomacy
	CHA
	+6/+10
	+4
	+2
	(+4)

	BACKGROUND & HISTORY
	Born in 1990 to Franklin and Amy Storm in Glenville, Long Island, New York, Susan studied theatre at Columbia University, where her father was a professor and trustee.  Her status as a wealthy heiress let her become involved in charity management, an occupation for which she quickly showed a true gift.  However, she gave up that life when her father asked her to become manager of a test and research facility in California being constructed by Reed Richards.  Sue had met Reed as a child when Reed came to live with her family for a short while after Reed was orphaned.  As her father’s most gifted protégé, Reed was developing a faster-than-light starship.  As the project advanced, she and Reed began dating, something that would have been a conflict of interest had the project not been a private venture.
In 2009, as the Fantastic neared completion, Sue’s brother Johnny uncovered a conspiracy to take control of the project.  Their cover blown, the conspirators, a mysterious group calling itself “AIM” used armed force to capture the facility, killing several of Reed’s colleagues.  Reed, Sue, Johnny, and pilot Ben Grimm managed to destroy the facility’s data banks and escape in the Fantastic, in order to keep the technology out of AIM’s hands.  The spaceship was damaged by AIM weapons during the escape, and the Negative Zone reactor core malfunctioned, releasing a wave of radiation that further damaged the ship.  Crash-landing in upstate New York, the four found themselves mutated by the radiation.  Reed asked them to join him in using their abilities for the good of humanity.
Reed acquired the top five floors of the Baxter Building in mid-town Manhattan as laboratory and living quarters, and the public soon began hearing about the adventures of the team Johnny named “The Fantastic Four.”
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	Disable Device*
	INT
	--
	
	
	

	
	
	Disguise
	CHA
	+2
	--
	+2
	

	
	
	Drive*
	DEX
	+5
	+1
	+4
	

	
	
	Escape Artist
	DEX
	+1
	--
	+1
	

	
	
	Gather Information
	CHA
	+6
	+4
	+2
	

	
	
	Handle Animal
	CHA
	+5
	+3
	+2
	

	
	
	Intimidate
	CHA
	+2
	--
	+2
	

	
	
	Investigate
	INT
	+2
	--
	+2
	

	
	
	Knowledge* Society
	INT
	+8
	+6
	+2
	

	
	
	Knowledge* Technology
	INT
	+8
	+6
	+2
	

	
	
	Knowledge*
Business/Finance
	INT
	+8
	+6
	+2
	

	
	
	Knowledge*_________
	INT
	--
	
	
	

	
	
	Medicine
	WIS
	+10
	+6
	+4
	

	
	
	Notice
	WIS
	+9
	+5
	+4
	

	
	
	Perform* Singing
	CHA
	+4
	+2
	+2
	

	
	
	Pilot*
	DEX
	+4
	+3
	+1
	

	
	
	Profession* Actor
	WIS
	+5
	+1
	+4
	

	
	
	Ride*
	DEX
	+4
	+3
	+1
	

	
	
	Search
	INT
	+2
	--
	+2
	

	
	
	Sense Motive
	WIS
	+6
	+2
	+4
	

	
	
	Sleight of Hand*
	DEX
	--
	
	
	

	
	
	Stealth
	DEX
	+7
	+6
	+1
	

	
	
	Survival
	WIS
	+4
	--
	+4
	

	
	
	Swim
	STR
	+2
	+2
	+0
	

	
	
	*trained only

	
	
	Languages
	English
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