
Benjamin Grimm, the Thing 
Military, Tough Hero 6, Soldier 7, Bodyguard 4 

"Look at me, I'm hideous! I ain't human anymore!" 

Allegiances friends, good 
Languages English 
Renown +7
Wealth +1
Action Points 12

HP 182 (13d10 + 4d12 + 85 Con + 6 Robust)
AC 22 (+9 class, +2 Dex, +2 Natural Armor -1 Large), touch 20, flat-footed 20
Fortitude +14, Reflex +12, Willpower +5
Resistances MDT 28, Confident, Endurance, Remain Conscious, Stamina, Stone Skin (DR 15/energy, 
Resistance 10 heat/cold)
Options Harm's Way

Init +4 (Improved Reaction, Sudden Action); Speed 30 ft (Endurance)
BAB +12, Grapple +34 (Gargantuan)

Frightful Presence (Will DC 21)
Combat Martial Arts +22 meleeWFo (d6 +10 Str +2 Weapon Specialization)
Improved Brawl/Knockout PunchWFo +24 melee (d8 +10 Str +2 Weapon Specialization, 19-20)

Options Cleave, Combat Sense, Power Attack, Sudden Action, Tactical Aid, Vehicle Specialization (jet 
fighter)

Abilities Str 30, Dex 14, Con 20, Int 10, Wis 9, Cha 11 
Skills Concentration +17, Disguise +3, Intimidate +14, Jump +15, Knowledge (streetwise) +12, 
Knowledge (tactics) +14, Listen +13, Pilot + 16, Navigate +5, Spot +13
Feats Aircraft Operation (jet fighter, spacecraft), Brawl, Cleave, Combat Martial Arts, Confident, 
Endurance, Improved Brawl, Knockout Punch, Personal Firearms Proficiency, Power Attack, Renown, 
Simple Weapons Proficiency, Vehicle Specialization
Noncombat Options --



OCCUPATION
Military: Knowledge (tactics) and Pilot are permanent class skills. If a skill the character selects is already a class skill, he 
or she receives a +1 competence bonus on checks using that skill.
Bonus Feat: Personal Firearms Proficiency.

TOUGH HERO
Remain Conscious: The Tough hero gains the ability to continue to perform actions when he or she would otherwise be 
considered unconscious and dying. When the Tough hero's hit points reach -1, the hero can perform as though he or she 
were disabled, making either an attack action or a move action every round until the hero reaches -10 hit points (and dies) or 
the hero's hit points return to 1 or higher. The hero can choose to succumb to unconsciousness if he or she thinks that doing 
so might prevent him or her from taking more damage.
Robust: The Tough hero becomes especially robust, gaining a number of hit points equal to his or her Tough level as soon 
as he or she selects this talent. Thereafter, the hero gains +1 hit point with each level of Tough he or she gains.
Stamina: The Tough hero recovers twice as fast as normal. So, the hero recovers 2 hit points per character level per evening 
of rest, 2 points of temporary ability damage per evening of rest, and awakens in half the normal time after being knocked 
unconscious. 

SOLDIER
Weapon Focus (unarmed): The soldier adds +1 to all attack rolls made using the selected weapon.
Weapon Specialization (unarmed): The soldier gets a +2 bonus on damage rolls with the chosen weapon.
Tactical Aid: As a full-round action, the Soldier provides tactical aid to all of his allies (including himself) within sight and 
voice range of his position. This use of tactical aid requires an action point.
This aid provides a +1 competence bonus on attack rolls. The bonus lasts for a number of rounds equal to one-half of the 
Soldier's level in the advanced class, rounded down.
Improved Critical (unarmed): For the weapon the Soldier has applied weapon specialization to the Soldier's threat range 
increases by one.
Improved Reaction: At 7th level, a Soldier gains a +2 competence bonus on initiative checks.

BODYGUARD
Harm's Way: Once per round, if the Bodyguard is adjacent to an ally who is targeted by a direct melee or ranged attack 
(but not an area effect), the Bodyguard can subject him or herself to the attack in the ally's stead. If the attack hits the 
Bodyguard, he or her takes damage normally. If it misses, it also misses the ally.
The Bodyguard must declare his or her intention to place him or herself in harm's way before the attack roll is made. The 
Bodyguard selects his or her ally either prior to combat or immediately after the Bodyguard makes his or her initiative 
check. The Bodyguard can't change his or her ally for the duration of the combat.
Combat Sense: This ability allows a Bodyguard of 2nd level or higher to designate a single opponent during his or her 
action and receive a +1 competence bonus on attacks against that opponent. The Bodyguard can select a new opponent on 
any action.
Sudden Action: Once per day, a Bodyguard of 4th level or higher can focus his or her effort to burst into sudden action 
when the situation calls for it. The Bodyguard can change his or her place in the initiative order, moving higher in the count 
by a number less than or equal to his or her class level, as the Bodyguard sees fit. The Bodyguard can declare the use of this 
ability at the start of any round, before anyone else takes an action.

THE THING
Large size. +8 Str, +4 Con, -2 Dex, +2 Natural Armor, -1 attack, -1 AC
Frightful Presence. Per the feat (DC 21) 
Super-Strength x3. +8 strength. Treated as Gargantuan size for purposes of capacity, grapples (+12), and manipulating 
objects. 
Stone Skin. DR 15/energy. Resistance 15 to heat/cold. MDT +8 

FEATS
Aircraft Operation (jet fighter, spacecraft): The character takes no penalty on Pilot checks or attack rolls made when 
operating an aircraft of the selected class.
Combat Martial Arts: With an unarmed strike, the character deals lethal or nonlethal damage (the character's choice) equal 
to 1d4 + the character's Strength modifier. The character's unarmed attacks count as armed, which means that opponents do 
not get attacks of opportunity when the character attacks them unarmed. The character may make attacks of opportunity 
against opponents who provoke such attacks.
Confident: The character gets a +2 bonus on all Gamble checks and Intimidate checks, and on level checks to resist 



intimidation.
Personal Firearms Proficiency: The character can fire any personal firearm without penalty.
Renown: The character's Reputation bonus increases by +3.
Simple Weapons Proficiency: The character makes attack rolls with simple weapons normally.
Vehicle Specialization (jet fighter): When you are in control of a vehicle of the specified type, you gain a +2 competence 
bonus on skill checks, ability checks, and saving throws involving the vehicle.

Bonus (Tough Hero)
Endurance: The character gains a +4 bonus on the following checks and saves: hourly Swim checks to avoid becoming 
fatigued, Constitution checks to continue running, Constitution checks to hold the character's breath, Constitution checks to 
avoid damage from starvation or thirst, Fortitude saves to avoid damage from hot or cold environments, and Fortitude saves 
to resist suffocation or drowning.
Also, the character may sleep in medium or light armor without becoming fatigued.
Knockout Punch: When making the character's first unarmed attack against a flat-footed opponent, treat a successful attack 
as a critical hit. This damage is nonlethal damage.
Power Attack: On the character's action, before making attack rolls for a round, the character may choose to subtract a 
number from all melee attack rolls and add the same number to all melee damage rolls. This number may not exceed the 
character's base attack bonus. The penalty on attacks and bonus on damage applies until the character's next action.

Bonus (Soldier)
Brawl: When making an unarmed attack, the character receives a +1 competence bonus on attack rolls, and the character 
deals nonlethal damage equal to 1d6 + his or her Strength modifier.
Cleave: If the character deals an opponent enough damage to make the opponent drop (either by knocking the opponent out 
due to massive damage or by reducing the opponent's hit points to less than 0), the character gets an immediate extra melee 
attack against another opponent adjacent to the character. The character can't take a 5-foot step before making this extra 
attack. The extra attack is with the same weapon and at the same bonus as the attack that dropped the previous opponent. 
The character can use this ability once per round.

Bonus (Bodyguard)
Improved Brawl: When making an unarmed attack, the character receives a +2 competence bonus on his or her attack roll, 
and the character deals nonlethal damage equal to 1d8 + the character's Strength modifier.


