HERO NAME

Linebacker

ALias

Marcus Jackson

C’HARAC’ TERISTICS

BACKGROUND Struggling

PRINCIPLE OF the Everyman
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DURING ROLEPLAYING

You are just a normal person who has had power thrust upon
them or are otherwise in over your head. You don't have the
same sense of lofty purpose as other heroes. When needed,
you can make yourself just another face in the crowd.

Which hero did you make look good at the expense
of yourself?

DURING ROLEPLAYING

You ignore damage from unpowered close-combat
weapons and attacks, such as clubs and non-powered
fists, or basic ranged attacks, such as slings and
arrows.

Who gets hurt other than you as a result of you not
being able to take damage?
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POWERS o QuALITIES A STATUS DICE

Strength d10 | Criminal Underworld Info : d6 | g C 6 : GR
Momentum d8 | Close Combat d10 | YeLLOw

Speed d6 | Fitness d6 | = =
Vitality d8 |Imposing ds : C 6 -

Leaping d8 | Ghetto Life d8
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ABILITIES 9

ICON NAME TYPE | GAME TEXT
Unflagging | At the start of your turn, remove a penalty on yourself.
Reduce any physical or energy damage you take by 1 while you are in the Green zone, 2 while in the Yellow zone, and 3 while
Armored I in the Red zone.
Attack using [Leaping]. Ignore all penalties on this Attack, ignore any Defend actions, and it cannot be affected by
u Unstoppable Charge |A | Reacions
(@)
N
z Repair A | Attack using [Vitality]. Recover Health equal to your Min die.
[
(4
(U] When you would be dealt damage, you may deal damage to a nearby target equal to the amount reduced by your Armored
Deflect R abilty.
i Overcome when using a bonus made by another hero and use your Max die. You and each of your allies gain a
Principle of the Everyman A hero point.
p
(i Overcome in a situation where you charge headlong into danger and use your Max die. You and each of your allies
PrInCIPIe of the Indestructable A gain a hero point.
ICON NAME TYPE | GAME TEXT
s * ° When a nearby hero in the Yellow or Red zone would take damage, Defend against that damage by
M 'SdlrECtlon R rolling your single [Speed] die, then redirect any remaining damage to a nearby minion of your choice.
w . . Attack a minion using [Strength] The result of the minion’s save Attacks another target of your
z Throw Minion Al Gee
N
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ICON NAME TYPE | GAME TEXT
Major Regeneration A Hinder yourself using Vitality. Use your Min die. Recover health equal to your Max+Mid dice.
2
8 Takedown A Attack using [Leaping]. Use your Max die. Then, Hinder that target using your Mid+Min dice.
o
x .......................
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	Icon: 
	Name: Unflagging
	Type: [I]
	Text: At the start of your turn, remove a penalty on yourself.
	Icon 2: 
	Name 2: Armored
	Type 2: [I]
	Text 2: Reduce any physical or energy damage you take by 1 while you are in the Green zone, 2 while in the Yellow zone, and 3 while
in the Red zone.
	Icon 3: 
	Name 3: Unstoppable Charge
	Type 3: [A]
	Text 3: Attack using [Leaping]. Ignore all penalties on this Attack, ignore any Defend actions, and it cannot be affected by
Reactions.
	Icon 4: 
	Name 4: Repair
	Type 4: [A]
	Text 6: Overcome when using a bonus made by another hero and use your Max die. You and each of your allies gain a hero point.
	Icon 5: 
	Name 5: Deflect
	Type 5: [R]
	Text 7: Overcome in a situation where you charge headlong into danger and use your Max die. You and each of your allies gain a hero point.
	Icon 6: 
	Name 6: the Everyman
	Type 6: [A]
	Text 4: Attack using [Vitality]. Recover Health equal to your Min die.
	Icon 7: 
	Name 7: the Indestructable
	Type 7: [A]
	Text 5: When you would be dealt damage, you may deal damage to a nearby target equal to the amount reduced by your Armored
ability.
	Icon 8: 
	Name 8: Misdirection
	Type 8: [R]
	Text 8: When a nearby hero in the Yellow or Red zone would take damage, Defend against that damage by rolling your single [Speed] die, then redirect any remaining damage to a nearby minion of your choice.
	Icon 9: 
	Name 9: Throw Minion
	Type 9: [A]
	Text 9: Attack a minion using [Strength] The result of the minion’s save Attacks another target of your choice.
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	Icon 13: 
	Name 13: Major Regeneration
	Type 13: [A]
	Text 13: Hinder yourself using Vitality. Use your Min die. Recover health equal to your Max+Mid dice.
	Icon 14: 
	Name 14: Takedown
	Type 14: [A]
	Text 14: Attack using [Leaping]. Use your Max die. Then, Hinder that target using your Mid+Min dice.
	Icon 15: 
	Name 15: 
	Type 15: []
	Text 15: 
	Out: The hero who goes directly after you may take 1 damage to reroll their dice pool.
	Player: 
	Hero Name: Linebacker
	Alias: Marcus Jackson
	Gender: Male
	Age: 30
	Height: 6'6"
	Eyes: Brown
	Hair: Black
	Skin: Brown
	Build: Well built
	Costume/Equipment: Blue jeans, t-shirt with football team logo
	Character Image: 
	Background: Struggling
	Power Source: Experimentation
	Archetype: Armored
	Personality: Impulsive
	Principle: the Everyman
	Principle 2: The Indestructible
	During Roleplaying: You are just a normal person who has had power thrust upon them or are otherwise in over your head. You don’t have the same sense of lofty purpose as other heroes. When needed, you can make yourself just another face in the crowd.
	Minor Twist: Which hero did you make look good at the expense of yourself?
	Major Twist: How are you utterly and totally out of your league?
	During Roleplaying 2: You ignore damage from unpowered close-combat weapons and attacks, such as clubs and non-powered fists, or basic ranged attacks, such as slings and arrows.
	Minor Twist 2: 
What goes wrong with your defenses?
	Major Twist 2: 
Who gets hurt other than you as a result of you not being able to take damage?
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