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Marvel Campaign
	Wasp
Power Level  10

	ABILITIES
	
	Total
	Modifier
	Base
	Enhanced
	COMBAT
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	STRENGTH
	10
	+0
	10
	
	Melee
	Attack
+1
	Damage
+1
	

	
	DEXTERITY
	12
	+1
	12
	
	
	
	
	

	
	CONSTITUTION
	10
	+0
	10
	
	
	
	
	

	
	
	
	
	
	
	Ranged
	Attack
+4
	Damage
+5 (sting)
	

	
	INTELLIGENCE
	14
	+2
	14
	
	
	
	
	

	
	WISDOM
	14
	+2
	14
	
	
	
	
	

	
	CHARISMA
	16
	+3
	16
	
	Defense
+7
	Flat-footed
+6
	

	SAVES
	WILL
	+2
	Speed
20’
	
	
	

	
	REFLEX
	+7
	
	
	Dodge Bonus
+1
	

	
	FORTITUDE
	+2
	Initiative Modifier
+1
	
	
	

	
	TOUGHNESS
	+3
	
	
	
	

	POWERS
	Shrinking 20

Extra: Extra Limbs (Wings)

Flight 3 (75 mph)

Blast 5 (Bioelectric “Wasp’s Sting”)

Range increment 20’
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	Beginner’s Luck - Spend a Hero point to gain 5 temporary ranks in a skill.  Must no more than 4 ranks in the skill.  These ranks last for the duration of the encounter.

Benefit +5 - 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.

Evasion +1 - Suffer less damage from attacks allowing a Reflex save. ½ damage on failed Reflex save vs. area. No damage on success.
Jack Of All Trades - Use any skill untrained.

Move-By Action - Move both before and after a standard action.

Redirect - Trick (see page 42) an opponent into hitting someone else.

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.

Sneak Attack +1 - +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.

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


	FEATS

	EQUIPMENT
	
	SKILLS
	Max Ranks 

	
	
	
	Key
	Total
	Rank
	Ability
	Misc

	
	
	Acrobatics*
	DEX
	
	
	
	

	
	
	Bluff
	CHA
	
	+2
	
	

	
	
	Climb
	STR
	
	
	
	

	
	
	Computers*
	INT
	
	
	
	

	
	
	Concentration
	WIS
	
	
	
	

	
	
	Craft*__________
	INT
	
	
	
	

	
	
	Craft*__________
	INT
	
	
	
	

	
	
	Diplomacy
	CHA
	
	+6
	
	

	BACKGROUND & HISTORY
	Janet Van Dyne was the only child of New York real estate mogul Vernon Van Dyne.  When the villain Egghead attempted to take over her father’s fortune, she helped her father track down Hank Pym, on the belief that Pym’s genius could prove a match for Egghead.  Pym used his biochemical expertise to give Janet superpowers.  Known as the Wasp, she helped Pym (as Giant Man) defeat Egghead, although too late to save the life of her father.  Janet and Hank became romantically involved, even as Giant Man and the Wasp became founding members of the Avengers.

The Wasp makes an effective scout and surprise-attacker – her miniscule size and speed (125 mph) make her hard to spot and hard to hit.  Like Captain America, she will often use Aid or Set-Up with one of her harder-hitting team-mates, though her bioelectric “wasp’s sting” can often be an effective weapon by itself.
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	Disable Device*
	INT
	
	
	
	

	
	
	Disguise
	CHA
	
	
	
	

	
	
	Drive*
	DEX
	
	
	
	

	
	
	Escape Artist
	DEX
	
	
	
	

	
	
	Gather Information
	CHA
	
	
	
	

	
	
	Handle Animal
	CHA
	
	+2
	
	

	
	
	Intimidate
	CHA
	
	
	
	

	
	
	Investigate
	INT
	
	
	
	

	
	
	Knowledge*_Business_
	INT
	
	+6
	
	

	
	
	Knowledge*Society
	INT
	
	+6
	
	

	
	
	Knowledge*_________
	INT
	
	
	
	

	
	
	Knowledge*_________
	INT
	
	
	
	

	
	
	Medicine
	WIS
	
	
	
	

	
	
	Notice
	WIS
	
	+4
	
	

	
	
	Perform*___________
	CHA
	
	
	
	

	
	
	Pilot*
	DEX
	
	
	
	

	
	
	Profession*_________
	WIS
	
	
	
	

	
	
	Ride*
	DEX
	
	+4
	
	

	
	
	Search
	INT
	
	+4
	
	

	
	
	Sense Motive
	WIS
	
	+6
	
	

	
	
	Sleight of Hand*
	DEX
	
	+2
	
	

	
	
	Stealth
	DEX
	
	+2
	
	

	
	
	Survival
	WIS
	
	
	
	

	
	
	Swim
	STR
	
	+2
	
	

	
	
	*trained only

	
	
	Languages
	English, Dutch
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