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Marvel Campaign
	Mr. Fantastic
Power Level  12

	ABILITIES
	
	Total
	Modifier
	Base
	Enhanced
	COMBAT
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	STRENGTH
	12
	+1
	12
	--
	Melee
	Attack
Unarmed
+5
	Damage
+2
	

	
	DEXTERITY
	16
	+3
	16
	--
	
	
	
	

	
	CONSTITUTION
	10
	+0
	10
	--
	
	
	
	

	
	
	
	
	
	
	Ranged
	Attack
+2
	Damage
By weapon
	

	
	INTELLIGENCE
	25
	+7
	25
	--
	
	
	
	

	
	WISDOM
	16
	+3
	16
	--
	
	
	
	

	
	CHARISMA
	14
	+2
	14
	--
	Defense
+5
	Flat-footed
+3
	

	SAVES
	WILL
	+6
	Speed
30’
	
	
	

	
	REFLEX
	+3
	
	
	Dodge Bonus
+2
	

	
	FORTITUDE
	+3
	Initiative Modifier
+3
	
	
	

	
	TOUGHNESS
	+17
	
	
	
	

	POWERS
	Elongation 5
Can stretch up to 250’ (30’/round); 
Extra:

Snare Attack +5 (attack roll sets Reflex DC); area attack 10’ radius (or +9 Trip Attack vs. a single target)
Extra:

Toughness +16 (always active, even when alternate powers are used; drawback: kinetic only)

Mr. Fantastic’s resilient body is difficult to harm through bludgeoning, slashing, or piercing.  Against other forms of attack, his Toughness bonus is +1.

Alternate:

Morph

Alternate:

Flight 1 (glide only)

Device 1 (unstable molecule uniform) stretches as he does
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	Elusive Target - Double penalties for ranged attacks against you while you’re in melee.
Grappling Finesse - Use DEX for grapple checks and retain Dodge bonus while grappling.

Improved Trip - +4 bonus on trip checks, opponent does not get to trip you.

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

Instant Up - Stand up as a free action.

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

Leadership - As a standard action, you can spend a Hero point to remove one of the following conditions from an ally with whom you can interact:  dazed, fascinated, fatigued, panicked, shaken, or stunned.

Master Plan - Gain a bonus in situations where you have a chance to plan in advance.  On a successful INT check, you and allies gain a bonus on all skill checks and attack rolls: +1 for DC 10-14, +2 for DC 15-25, or +3 for DC 25-.  This bonus is not subject to power level limits.  You choose when in the encounter to activate your master plan.  The bonus lasts for 3 rounds, then begins decreasing at -1/round until gone.  You can only use this feat when you have the opportunity to prepare for an encounter for at least a few minutes in advance.

Prone Fighting - No penalty for fighting while prone.

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.

Skill Mastery - Choose four skills you can “take 10” with even under pressure. (Craft Chemical, Craft Electronics, Knowledge Technology, Knowledge Science)
Teamwork +2 - +1 bonus to aid actions (see page 154).  Maximum +3.


	FEATS

	EQUIPMENT
	· Fantastic Four comlink
· Flare Gun

· Headquarters:  Baxter Building

· Communications equipment

· Advanced sensors

· Laboratories/workshops

· Vehicle hanger

· Computers

· Living quarters

· Training center/gymnasium

· Conference room

· Defense systems
	SKILLS
	Max Ranks 17

	
	
	
	Key
	Total
	Rank
	Ability
	Misc

	
	
	Acrobatics*
	DEX
	+4
	+1
	+3
	--

	
	
	Bluff
	CHA
	+2
	+2
	
	--

	
	
	Climb
	STR
	+1
	--
	+1
	--

	
	
	Computers*
	INT
	+15
	+8
	+7
	--

	
	
	Concentration
	WIS
	+9
	+3
	+6
	--

	
	
	Craft* Chemical
	INT
	+14
	+7
	+7
	--

	
	
	Craft* Electronics
	INT
	+15
	+7
	+8
	--

	
	
	Diplomacy
	CHA
	+8
	+2
	+6
	--

	BACKGROUND & HISTORY
	Born in 1980 to Nathaniel and Evelyn Richards in Sacramento, California.  His father was a well-respected independent physicist and researcher who personally taught Reed until 1996, when he disappeared.  Reed’s mother having died in an accident in 1987, Reed moved to Long Island to stay with family friend Franklin Storm, a professor and trustee at Columbia University.  Reed was an amazing prodigy in many scientific disciplines, especially physics, and he was the first recruit of Franklin Storm to the advanced learning group known as the Atomic Knights.  
The Atomic Knights at Columbia included Reed, Hank Pym, Tony Stark, Bruce Banner, and Victor von Doom.  During their four years together, each created amazing advances in technology and scientific theory.  Reed’s masterpiece was an improved version of a creation of his father’s:  a Negative Zone portal.  Reed theorized that the device could be used as the core of a true faster-than-light propulsion system.  While at Columbia, Reed formed a close friendship with a student named Ben Grimm.

One day, Reed discovered that his Negative Zone portal was missing from the Atomic Knights’ laboratory.  He was easily able to track its unique energy emissions to Victor von Doom’s private lab.  He walked in while Victor and Bruce Banner were hurriedly preparing an experiment.  Reed immediately figured out that Victor was running an experiment in sending mental impulses into the Negative Zone.  Reed noted that some of Victor’s calculations “seemed a bit off,” startling Victor and Bruce, who hadn’t noticed Reed’s presence.  Assuming that Victor would return the device when he was done with it, Reed simply turned and left the lab without another word.  Victor’s experiment resulted in an explosion, seriously injuring him and wrecking the lab.  As Victor was taken away to a hospital, Bruce Banner led Reed, Tony Stark, and Hank Pym back to Victor’s lab to shut down the various equipment there.  They were astonished by the technology there.  Victor had machines that could be activated by mental impulse alone.  What was more, he could actually imprint his own mental engrams onto cybernetic systems, effectively creating androids with sophisticated artificial intelligence. They discovered Victor had been sending android duplicates of himself to all his classes.

Reed Richards derived the underlying theory of cybernetics from Victor’s applications, something Victor himself could not be bothered to do. This formed the basis of the technology Reed and the other Atomic Knights would soon develop. Tony used the cybernetic systems in his experimental exoskeleton, and, later, his Life Model Decoy series. Hank used the mental transmitter as the basis of his ant-controller. Bruce theorized that an intense gamma radiation source would be able to cause a momentary tear in space to the Negative Zone.

After Columbia, Reed designed a faster-than-light spaceship, the Fantastic.  Bankrolled by Franklin Storm, Reed supervised the building of a launch pad and fabrication facility in California.  Susan Storm, the daughter of Franklin Storm, was the project manager, and Ben Grimm was hired as a test pilot.  Reed and Susan 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 Ben managed to destroy the facility’s data banks and escape in the Fantastic, in order to keep the technology out of AIM’s hands. 
(
	Disable Device*
	INT
	+15
	+7
	+8
	--

	
	
	Disguise
	CHA
	+4
	+2
	+2
	--

	
	
	Drive*
	DEX
	--
	
	
	--

	
	
	Escape Artist
	DEX
	+3
	--
	+3
	--

	
	
	Gather Information
	CHA
	+2
	--
	+2
	--

	
	
	Handle Animal
	CHA
	+2
	--
	+2
	--

	
	
	Intimidate
	CHA
	+2
	--
	+2
	--

	
	
	Investigate
	INT
	+7
	--
	+7
	--

	
	
	Knowledge* Technology
	INT
	+15
	+8
	+7
	--

	
	
	Knowledge* Science
	INT
	+15
	+8
	+7
	--

	
	
	Knowledge* Archaeology
	INT
	+13
	+6
	+7
	--

	
	
	Knowledge*_________
	INT
	
	
	
	--

	
	
	Medicine
	WIS
	+9
	+6
	+3
	--

	
	
	Notice
	WIS
	+9
	+6
	+3
	--

	
	
	Perform*___________
	CHA
	--
	
	
	--

	
	
	Pilot*
	DEX
	+6
	+3
	+3
	--

	
	
	Profession*_________
	WIS
	
	
	
	--

	
	
	Ride*
	DEX
	--
	
	
	--

	
	
	Search
	INT
	+9
	+2
	+7
	--

	
	
	Sense Motive
	WIS
	+3
	--
	+3
	--

	
	
	Sleight of Hand*
	DEX
	--
	
	
	--

	
	
	Stealth
	DEX
	+3
	--
	+3
	--

	
	
	Survival
	WIS
	+3
	--
	+3
	--

	
	
	Swim
	STR
	+1
	--
	+1
	--

	
	
	*trained only

	
	
	Languages
	English, Ancient Egyptian

	
	
	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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