	Mutants & Masterminds 2nd Edition Character Sheet
Marvel Campaign
	Nightcrawler
Power Level  8

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

	
	DEXTERITY
	+5
	
	20
	
	
	
	
	

	
	CONSTITUTION
	+1
	
	12
	
	
	
	
	

	
	
	
	
	
	
	Ranged
	Attack
+2
	Damage
By weapon
	

	
	INTELLIGENCE
	+1
	
	12
	
	
	
	
	

	
	WISDOM
	+2
	
	14
	
	
	
	
	

	
	CHARISMA
	+0
	
	10
	
	Defense
+7
	Flat-footed
+5
	

	SAVES
	WILL
	
	Speed

	
	
	

	
	REFLEX
	
	
	
	Dodge Bonus
+2
	

	
	FORTITUDE
	
	Initiative Modifier

	
	
	

	
	TOUGHNESS
	
	
	
	
	

	POWERS
	Concealment (shadow only)

Extra Limb – tail

Extra: prehensile

Super-Movement (wall-crawling)

Teleport 4 

Extra: activate as Move action

Range: sight

Alternate: affects other

Extra: sicken (other)

Drawback: fatigue (self)
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	Defensive Attack - Reduce attack bonus to increase defense bonus (up to 5).

Improved Block  - +2 bonus on attack rolls to block (see page 155).

Improved Disarm  - +2 bonus on attack rolls to disarm (see page 156).

Improved Initiative  - +4 on initiative checks.

Power Attack - Reduce attack bonus to increase damage bonus up to 5.

Sneak Attack  - +2 damage when you surprise attack (see page 163) an opponent.  Additional ranks increase the damage bonus by +1/rank, to a maximum of +5.  Total damage bonus is limited by power level.

Taunt - Demoralize using Bluff rather than Intimidate (see page 49).  Targets resist using Bluff, Sense Motive, or Will (whichever is best) and gain a +1 bonus on their resistance check per taunt attempt against them in the same encounter.

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


	FEATS

	EQUIPMENT
	
	SKILLS
	Max Ranks 

	
	
	
	Key
	Total
	Rank
	Ability
	Misc

	
	
	Acrobatics*
	DEX
	
	+16
	
	

	
	
	Bluff
	CHA
	
	+12
	
	

	
	
	Climb
	STR
	
	+12
	
	

	
	
	Computers*
	INT
	
	+5
	
	

	
	
	Concentration
	WIS
	
	
	
	

	
	
	Craft*__________
	INT
	
	
	
	

	
	
	Craft*__________
	INT
	
	
	
	

	
	
	Diplomacy
	CHA
	
	
	
	

	BACKGROUND & HISTORY
	Raised by the powerful sorceress Margali Szardos, Kurt Wagner grew up in an acrobatic circus troupe, where his appearance was assumed to be a special effect.  In one German town, he was publicly accused of several gruesome murders (the culprit was eventually revealed to be Sabretooth) and nearly lynched by an angry mob.  He was rescued by Charles Xavier and offered a place in the X-Men.

Nightcrawler uses his teleportation as a move action to bring himself next to opponents, and then he hits them using a standard action. He can use a double move action to teleport twice, performing a free action in-between (such as teleporting an injured team-mate out of danger). With extra effort, he can teleport in, grab an enemy, and teleport him away. This fatigues Nightcrawler, but can stun or even disable the enemy. With a hero point, Nightcrawler can grab a piece of an object or construct (such as a Sentinel’s head) and teleport away with it. If he teleports somewhere he cannot see, he runs the risk of teleporting inside an object and messily killing himself.
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	Disable Device*
	INT
	
	
	
	

	
	
	Disguise
	CHA
	
	+3
	
	

	
	
	Drive*
	DEX
	
	
	
	

	
	
	Escape Artist
	DEX
	
	+10
	
	

	
	
	Gather Information
	CHA
	
	
	
	

	
	
	Handle Animal
	CHA
	
	
	
	

	
	
	Intimidate
	CHA
	
	
	
	

	
	
	Investigate
	INT
	
	
	
	

	
	
	Knowledge*_________
	INT
	
	
	
	

	
	
	Knowledge*_________
	INT
	
	
	
	

	
	
	Knowledge*_________
	INT
	
	
	
	

	
	
	Knowledge*_________
	INT
	
	
	
	

	
	
	Medicine
	WIS
	
	
	
	

	
	
	Notice
	WIS
	
	+5
	
	

	
	
	Perform*___________
	CHA
	
	
	
	

	
	
	Pilot*
	DEX
	
	+3
	
	

	
	
	Profession*_________
	WIS
	
	
	
	

	
	
	Ride*
	DEX
	
	
	
	

	
	
	Search
	INT
	
	+3
	
	

	
	
	Sense Motive
	WIS
	
	
	
	

	
	
	Sleight of Hand*
	DEX
	
	
	
	

	
	
	Stealth
	DEX
	
	+10
	
	

	
	
	Survival
	WIS
	
	
	
	

	
	
	Swim
	STR
	
	+4
	
	

	
	
	*trained only

	
	
	Languages
	German, Romany, Hungarian, English
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