
cNAMENAME

Qcomplicationscomplications

Wplpl

HERO HERO 
POINTSPOINTS

pppp

iABILITIESABILITIES

INTELLECTINTELLECT
AWARENESSAWARENESS

FIGHTINGFIGHTING

PRESENCEPRESENCE

DEXTERITYDEXTERITY

STAMINASTAMINA
AGILITYAGILITY

STRENGTHSTRENGTH
EnhancedEnhancedBaseBaseTOTALTOTAL

RDEFENSEDEFENSE

RankRank AbilityAbilityTOTAL OtherOther

DodgeDodge

willwill

fortitudefortitude

toughnesstoughness

parryparry

Conditional Modifi ers

AbilityAbility OthersOthersTOTAL
initiativeinitiative

pOFFENSEOFFENSE

AbilityAbility OthersOthersTOTAL
Ranged combatRanged combat Conditional Modifi ers

AbilityAbility OthersOthersTOTAL
close combatclose combat Conditional Modifi ers

;SKILLSSKILLS

Conditional Modifi ersConditional Modifi ers

AcrobaticsAcrobatics

AthleticsAthletics

Close combatClose combat

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

DeceptionDeception

ExpertiseExpertise

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

InsightInsight

RankRank AbilityTOTAL OtherOther
IntimidationIntimidation

InvestigationInvestigation

PerceptionPerception

PersuasionPersuasion

Ranged CombatRanged Combat

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

Sleight of HandSleight of Hand

StealthStealth

TechnologyTechnology

TreatmentTreatment

VehiclesVehicles

RankRank AbilityTOTAL OtherOther

attackattack
AttackAttack
BonusBonus DCDC EffectsEffects

_ _ _ _ _ _ _ _ _ _ _ _  _ _ _ _ _ _ _ _ _ _ _ _  _ _ __ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 

attackattack
AttackAttack
BonusBonus DCDC EffectsEffects

_ _ _ _ _ _ _ _ _ _ _ _  _ _ _ _ _ _ _ _ _ _ _ _  _ _ __ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 

attackattack
AttackAttack
BonusBonus DCDC EffectsEffects

_ _ _ _ _ _ _ _ _ _ _ _  _ _ _ _ _ _ _ _ _ _ _ _  _ _ __ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 

attackattack
AttackAttack
BonusBonus DCDC EffectsEffects

_ _ _ _ _ _ _ _ _ _ _ _  _ _ _ _ _ _ _ _ _ _ _ _  _ _ __ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 

attackattack
AttackAttack
BonusBonus DCDC EffectsEffects

_ _ _ _ _ _ _ _ _ _ _ _  _ _ _ _ _ _ _ _ _ _ _ _  _ _ __ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 

attackattack
AttackAttack
BonusBonus DCDC EffectsEffects

_ _ _ _ _ _ _ _ _ _ _ _  _ _ _ _ _ _ _ _ _ _ _ _  _ _ __ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 



99Advantages
Advantages

Accurate Attack

Agile FeintAgile Feint

All-out AttackAll-out Attack

Animal EmpathyAnimal Empathy

ArtificerArtificer

AssessmentAssessment

AttractiveAttractive

Beginner’s LuckBeginner’s Luck

BenefitBenefit

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _
ChokeholdChokehold

Close AttackClose Attack

ConnectedConnected

ContactsContacts

DazeDaze

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _
Defensive AttackDefensive Attack

Defensive RollDefensive Roll

DiehardDiehard

Eidetic MemoryEidetic Memory

EquipmentEquipment

EvasionEvasion

NormalNormal EnhancedEnhanced

FascinateFascinate

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

Fast GrabFast Grab

Favored EnvironementFavored Environement

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Favored FoeFavored Foe

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
FearlessFearless

Grabbing FinesseGrabbing Finesse

Improved AimImproved Aim

Improved CriticalImproved Critical

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _
Improved DefenseImproved Defense

Improved DisarmImproved Disarm

Improved GrabImproved Grab

Improved InitiativeImproved Initiative

Improved HoldImproved Hold

Improved SmashImproved Smash

Improved TripImproved Trip

Improvised ToolsImprovised Tools

Improvised WeaponsImprovised Weapons

NormalNormal EnhancedEnhanced

Instant UpInstant Up

InterposeInterpose

InventorInventor

Jack-of-All-TradesJack-of-All-Trades

LanguagesLanguages

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
LeadershipLeadership

LuckLuck

MinionMinion

Move-by ActionMove-by Action

Power AttackPower Attack

Precise AttackPrecise Attack

- Close Cover- Close Cover

- Ranged Cover- Ranged Cover

- Close Concealment- Close Concealment

- Ranged Concealment- Ranged Concealment

Prone FightingProne Fighting

Quick DrawQuick Draw

Ranged AttackRanged Attack

RedirectRedirect

RitualistRitualist

Second ChanceSecond Chance

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

NormalNormal EnhancedEnhanced

Seize InitiativeSeize Initiative

Set-UpSet-Up

SidekickSidekick

Skill MasterySkill Mastery

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _
StartleStartle

TakedownTakedown

TauntTaunt

TeamworkTeamwork

Throwing MasteryThrowing Mastery

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

NormalNormal EnhancedEnhanced

Extraordinary EffortExtraordinary Effort

InspireInspire

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

TrackingTracking

TranceTrance

Ultimate EffortUltimate Effort

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _
Uncanny DodgeUncanny Dodge

Weapon BindWeapon Bind

Weapon BreakWeapon Break

Well-InformedWell-Informed

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

_ _ _ _ _ _ _ _ _ _ _ _ __ _ _ _ _ _ _ _ _ _ _ _ _

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight

aaroninfante
Highlight



:pOWERSpOWERS
devicesdevices

EQUIPMENTEQUIPMENT
pp costpp cost


	Name: Mystic Fist (aka Kevin Zhang, aka Nightstick, aka The Kung-fu Killer)
	PL: 10
	Hero Points: 
	Strentgh T: 3
	Strentgh B: 3
	Strentgh E: 
	Stamina T: 4
	Stamina B: 4
	Stamina E: 
	Agility T: 4
	Agility B: 4
	Agility E: 
	Dexterity T: 3
	Dexterity B: 3
	Dexterity E: 
	Fighting T: 5
	Fighting B: 5
	Fighting E: 
	Intellect T: 2
	Intellect B: 2
	Intellect E: 
	Awareness T: 4
	Awareness B: 4
	Awareness E: 
	Presence T: 2
	Presence B: 2
	Presence E: 
	Complications: MOTIVATION (ACCEPTANCE): Looking for a sense of belonging after leaving Shambala Vale.
MOTIVATION (RESPONSIBILITY): A duty to defend Freedom City from ##evil ninja cult##
BAD REPUTATION: Sensationalist journalists and cops believe he's "The Kung-Fu Killer."
HONOR: The true practitioner of martial arts follows a code of honor.
IDENTITY: Kevin Zhang hides behind a mask... or is it the other way around?
SECRET: He has troubling vague memories of killing someone in a frenzy...
	Modifiers Skills: Can use Acrobatics to feint and trick in combat
+2 Deception, Intimidation, Insight, Perception vs. martial artists
	Initiative T: 8
	Initiative A: 4
	Initiative O: 4
	Close Combat T: 10
	Close Combat A: 5
	Ranged Combat T: 7
	Ranged Combat A: 3
	Modifiers Ranged Combat: 
	Modifiers Close Combat: 
	Modifiers Defenses: +4 vs. forced movement and being knocked prone
	Ranged Combat O: 4
	Dodge T: 9
	Dodge 2: 4
	Dodge 3: 
	Dodge 1: 5
	Parry T: 9
	Parry 1: 4
	Parry 2: 5
	Parry 3: 
	Toughness T: 8
	Toughness 1: 
	Toughness 2: 4
	Toughness 3: 4
	Fortitude T: 9
	Fortitude 1: 5
	Fortitude 2: 4
	Fortitude 3: 
	Will T: 9
	Will 1: 5
	Will 2: 4
	Will 3: 
	Close Combat O: 5
	Skill 1T: 
	0: 9
	1: 6
	3: 10
	4: 10
	5: 2
	7: 4
	8: 0
	9: 0
	10: 0
	11: 5

	Skill 11: 
	0: 5
	1: 3
	3: 5
	4: 5
	5: 
	7: 2
	8: 
	9: 
	10: 
	11: 1

	Skill 12: 
	0: 4
	1: 3
	3: 5
	4: 5
	5: 2
	7: 2
	8: 
	9: 
	10: 
	11: 4

	Skill 13: 
	0: 
	1: 
	3: 
	4: 
	5: 
	7: 
	8: 
	9: 
	10: 
	11: 

	Skill 2T: 
	0: 4
	1: 6
	2: 8
	3: 4
	5: 7
	6: 3
	7: 3
	8: 5
	9: 2
	10: 2
	11: 5

	Skill 21: 
	0: 2
	1: 4
	2: 4
	3: 2
	5: 4
	6: 
	7: 
	8: 1
	9: 
	10: 
	11: 2

	Skill 22: 
	0: 2
	1: 2
	2: 4
	3: 2
	5: 3
	6: 3
	7: 3
	8: 4
	9: 2
	10: 2
	11: 3

	Skill 23: 
	0: 
	1: 
	2: 
	3: 
	5: 
	6: 
	7: 
	8: 
	9: 
	10: 
	11: 

	Expertise: Photography
	Expertise 2: 
	Expertise 3: 
	Expertise 4: 
	Close Combat 1: Unarmed
	Close Combat 2: Bludgeoning
	Ranged Combat 1: Throwing
	Ranged Combat 2: 
	Attack Bonus: 
	0: +10
	1: +7
	2: +10
	3: +14
	4: *
	5: 

	Attack DC: 
	0: 25
	1: 
	2: 24
	3: 21
	4: 20
	5: 16

	Attack Effects: 
	0: Damage 10, Crit 20, Reach, Split 1
	1: Bolas: Dodge, Snare 3 (DC 13) / Boomerang:  Damage +4, Crit 20
	2: Damage +9 (STR), Crit 20, Multiattack, Penetrating 1
	3: Damage +6 (STR) and DC 11/16 Fortitude special, Crit 20, Split 2
	4: Fortitude *requires grab, Weakness (Stamina) max -5
	5: Dodge (half),  Close Area Burst 30-ft, Damage +6, Selective

	Attack Name: 
	0: Demon Staff
	1: Bolas/Boomerang
	2: Legendary Fist
	5: Nine Palms Diagram
	4: Dim Mak
	3: Boot to the Head

	pp: 150
	PP Powers: 42
	Advantage 11: 
	0: 
	1: 1
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 
	15: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 4
	24: 
	25: 
	27: 
	28: 
	29: 

	Advantage 12: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
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	13: 
	14: 
	15: 
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	29: 

	Advantage 21: 
	0: 
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	3: 1
	5: 
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	14: 1
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	Advantage 42: 
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	Powers: EYES OF THE JADE TIGER     –     chi/mystical, training [4 points]
Senses rank 2 (Danger Sense (sixth sense) 1 + Mystic/Chi Awareness (sixth sense) 1) + Extras: Dimensional +1/rank
   *When you'd be surprised, make a DC 10 Perception check. One success =  not surprised but can't act. Two+ successes = not surprised, act normally. 
   *Sense the use of Mystic/Chi effects at Close range, with a DC 10 (-1 per 10 feet) Perception check.
   *Can sense into Mystic Dimensions such as Shambala Vale.
 
GRASSHOPPER STEP / WIRE-FU    –     chi/mystical, training [2 points]
Leaping rank 1 + Movement rank 2 (Slow Fall, Trackless) + Flaws: Limited (solid surfaces) -1/rank, Tiring -1/rank
   *Leap 15 feet as a free action.
   *By using Extra Effort (or incurring a level of fatigue) you can use a free action to (A) Fall any distance without harm provided you're near a solid 
   surface like a building or arrest your fall at a handhold, or (B) Cross any solid surface without disturbing it or leaving a trace.
 
IRON SHIRT CHI GUNG     –     chi/mystical, training [5 points]
Protection rank 4 + Extra: Feature (rooting) 1
   *Rooting: applies the +4 bonus to defenses against attacks to knock you prone or forcibly move you.
 
LI PO'S LEGENDARY FIST    –     chi/mystical, training [24 points]
Damage rank 6 (STR 9) + Extras:  Alternate Effects 6, Features (esoteric style, hands as weapons) 2, Multiattack +1/rank, Penetrating 1
   *Esoteric Style: only those familiar with Shamabla Vale can recognize your martial arts (e.g. with Assessment or Analyze Style).
   *Hands as Weapons: in situations where being armed is important, even with no weapons in hand you are always considered armed.
   *Penetrating 1 (house-ruled): Targets with Impervious resistance still must make DC 16 Toughness check against the Legendary Fist.
   *Multi-attack vs. single-target: two degrees success resistance +2 DC, three or more degrees success resistance +5 DC.
   *Multi-attack vs. multiple targets: target up to 9 creatures with corresponding penalty to attack each.
 
>>BOOT TO THE HEAD / TAE KWON LEAP (Damage rank 3 (STR 6) + Extras: Accurate 2, Split 1, Subtle 2 #LINKED# Leaping rank 1 + Extras: Attack 0, Split 1 #LINKED# Affliction rank 6 + Extras: Extra Condition +1/rank, Split 2 + Flaws: Limited Degree -1/rank) [18]
   *May be used as a surprise attack completely undetectable to all but masters of Tae Kwon Leap.
   *A hit target must make DC 11 Fortitude or be pushed up to 15 feet, knocked Prone, and be Compelled to attack you. If the check succeeds but doesn't 
   reach DC 16, target is Dazed and Hindered instead. You may split damage, push, and conditions between 3 targets as you wish.
 
>>BREAKING BLOW / FA JIN ONE-INCH PUNCH (Damage 10 (STR 13) + Extras: Penetrating 13 + Flaws: Affects Only Objects -1/rank, Inaccurate -1) [17]
   *Vs. held object: +7 to hit.
   *Vs. untended object: Choose 17 attack routine check OR roll and gain auto-Critical (+5 effect) if you hit.
   *Toughness DC 28, bypasses Impervious 24 or less. Impervious 25+ must make Toughness check.
 
>>DIM MAK / FIVE POINT PALM EXPLODING HEART TECHNIQUE (Weaken rank 16 + Extras: Incurable +1, Progressive +2/rank, Reversible +1 + Flaws: Grab-based -1/rank, Side Effect -1/rank) [18] 
   *Target must make DC 26 Fortitude or lose Stamina ranks equal to the difference between check result and DC divided by 2, up to a max of -8 ranks. 
   *Dim Mak strikes are cumulative (max -8), cannot be countered by another power (unless Persistent or Dim Mak), and lost Stamina recovers 1/turn.
   *Progressive: Reduces Stamina each round until the target successfully resists. Target makes a new resistance check at end of each turn.
   *Side Effect: When Dim Mak is used in anger/dishonorably/"dark arts", you suffer a Complication (e.g. Disability, Power Loss, or Weakness).
 
>>REDIRECT ATTACK / HEAVENLY WHITE TARA'S MUDRA (Deflect rank 9 + Extras: Redirect +1/rank, Reflect +1/rank + Flaws: Limited -1/rank) [18]
   *Take Defend action: d20+6 (add 10 to a roll of 10 or less) against melee/thrown/primitive projectile attacks vs. you or ally that target Dodge/Parry.
   *If successful, you may redirect attack back at any target within range, using your own attack modifier.
 
>>NINE PALMS DIAGRAM (Damage rank 6 + Extras: Burst Area +1/rank, Selective Attack +1/rank) [18]
 
>>FORCED ASTRAL PROJECTION / NO-TOUCH GHOST FINGER (Movement 5 ranks (Mystic Dimension Travel 2, Permeate 3) + Extras: Affects Insubstantial +2, Affects Others +1/rank, Attack +0, Mystic Dimensional +2, Reach +1, Reversible +1) [16]
   *Target can be physical, insubstantial, or in Mystic Dimension. A hit target must make DC 15 Will or be (A) banished to Mystic Dimension or forced 
   into Earth's dimension, (B) experience "forced astral projection", or (C) be pushed through physical matter up to their speed as if phasing through it.
 
GRANDFATHER OF FLOWERS (PEI MIN'S "FRENZIED DEMON STAFF")     –     equipment, magical [7 points]
Damage rank 10 + Extras: Reach 1, Split 1 + Flaws: Activation -1,  Easily Removable -2 per 5 points,  Quirk -2
   *Move action to activate. Possessed by spirit of Pei Min who exerts subtle psychological influence on wielder. Also, coveted by monks of Shambala.
	Custom Advantage: 
	3: *Comm link
	4: *Night vision goggles
	5: Motorcycle [10]
	6: Utility Belt [8]
	7: *Audio recorder
	8: *Bolas
	9: *Boomerang
	10: *Camera
	11: *Flash-bangs
	12: *Mini-tracer
	13: *Restraints
	14: *Smoke pellets
	15: 
	16: 
	17: 
	18: 
	19: 
	0: 
	1: EQUIPMENT
	2: Costume [2]

	Ultimate Effort 1: 
	Ultimate Effort 2: 
	Ultimate Effort 3: 
	Second Chance 3: 
	Daze 1: 
	Daze 2: 
	two: 2
	Sum Skill Ranks: 40
	half: 0.5
	PP Skill Ranks: 20
	Sum Abilities: 27
	PP Abilities: 54
	PP Defenses: 19
	PP Advantages: 15
	Benefit 1: 
	Benefit 2: 
	Benefit 3: 
	Fascinate 1: 
	Fascinate 2: 
	Fascinate 3: 
	Favored Environment: 
	Favored Foe: Martial Artists
	Improved Critical 1: 
	Improved Critical 2: 
	Improved Critical 3: 
	Languages: Tibetan (in addition to starting English and Mandarin)
	Skill Mastery 3: 
	Skill Mastery 2: 
	Skill Mastery 1: 
	Second Chance 1: 
	Second Chance 2: 


