
Johnny Storm, the Human Torch 
Transporter, Charismatic Hero 4, Fast Hero 4, Tough Hero 3, Dedicated Hero 1 

"Flame On!" 

Allegiances Thrills, family, good 
Languages English
Renown +9
Wealth +1
Action Points 11 (Action Boost)

HP 80 (5d6 +4d8 +3d10 +24 Con +3 Robust)
AC 21 (+8 class +3 Dex), touch 21, flat-footed 18
Fortitude +8, Reflex +8, Willpower +4
Resistances Evasion, Mobility, Immolated, Stamina
Options Dodge

Init +3; Speed  30 ft. (6 squares), fly 50 ft (10 squares) 
BAB +7; Grapple +9

Unarmed +9 melee (d3 +2 Str, nonlethal +4d6 fire [Pyrokinesis])
Fireball +9 ranged thrown (4d6 fire; 2x2 squares w/splash, Reflex DC 18 for ½ damage, 

range inc 50ft)
Ray +10 ranged touch (4d6 fire, range inc 100 ft)

Options Heroic Surge, Opportunist, Point Plank Shot, Power Attack, Precise Shot, Pyrokinesis, 
Shot on the Run, Sunder, Vehicle Specialist

Abilities  Str 14, Dex 16, Con 14, Int 9, Wis 10, Cha 12 
Skills Bluff +8, Craft (mechanical) +6, Diplomacy +8, Drive +12, Intimidate +8, Knowledge 
(pop culture) +6, Pilot +17, Spot +10
Feats Action Boost, Dodge, Heroic Surge, Mobility, Nova, Point Blank Shot, Power Attack, Precise 
Shot, Renown, Shot on the Run, Simple Weapon Proficiency, Sunder, Vehicle Expert, Vehicle 
Specialist
Noncombat Options Charm (women), Fast Talk



OCCUPATION
Transporter: Craft (mechanical) and Drive are permanent class skills. If a skill you select is already a class skill, you 
gain a +1 competence bonus on checks using that skill.
Bonus Feat: Vehicle Expert.
Wealth Bonus Increase: +1.

CHARISMATIC HERO
Charm (women): The Charismatic hero gets a competence bonus on all Charisma-based skill checks made to influence 
members of his chosen gender. (Some characters are charming to members of the opposite gender, others to members of 
the same gender.) The bonus is equal to the character's Charismatic level.
A Charismatic hero can only charm Gamemaster characters with attitudes of indifferent or better. The charm bonus can't 
be used against characters who are unfriendly or hostile.
Fast-Talk: The Charismatic hero has a way with words when attempting to con and deceive. With this talent, he or she 
applies his or her Charismatic level as a competence bonus on any Bluff, Diplomacy, or Gamble checks the hero makes 
while attempting to lie, cheat, or otherwise bend the truth.

FAST HERO
Evasion: If the Fast hero is exposed to any effect that normally allows a character to attempt a Reflex saving throw for 
half damage, the Fast hero suffers no damage if he or she makes a successful saving throw. Evasion can only be used 
when wearing light armor or no armor.
Opportunist: The Fast hero can spend 1 action point to use this talent. Once the point is spent, the hero can make an 
attack of opportunity against an opponent who has just been struck for damage in melee by another character. This 
attack counts as the Fast hero's attack of opportunity for that round. Even a Fast hero with the Combat Reflexes feat can't 
use this talent more than once per round.

TOUGH HERO
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.

DEDICATED HERO
Skill Emphasis (drive): The Dedicated hero chooses a single skill and receives a +3 bonus on all checks with that skill. 
This bonus does not allow the hero to make checks for a trained-only skill if the hero has no ranks in the skill.

THE HUMAN TORCH
Pyrokinesis: May create fire (1d6 fire +1d6 per 4 HD), which may be added to his damage from unarmed attacks, 
thrown as a fireball  (2x2 squares w/splash, Reflex save DC 18 for ½ damage, range inc 50 ft), or projected as a ray 
(range inc 100 ft).  May also concentrate to manipulate the shape (craft [visual art] check) and intensity of any flame 
touched ( +/-1d6 per 4 HD per round). 
Immolated: Immune to fire. May ignite self in part or whole for 1 hour per Hit Die per day.  While Immolated, any 
person making an unarmed attack against Johnny takes fire damage on a successful attack (up to 1d6 +1d6 per 4 HD) 
and 1/2 fire damage on a failed attack.  Ballistic attacks melt away harmlessly unless they deal more damage die than 
Johnny's flame. 
Flight: While Immolated, may fly (tactical speed 50 ft). Max velocity is just over the speed of sound. 
Nova: 1/day, may spend 1 action point to add +2d6 to Pyrokinesis and Immolated for 3 rounds (1+ Constitution mod).  
At the end of Nova,  may not use Pyrokinesis, Immolated or Flight until rested for 1 hour and then for only 1 hour at 
+1d6 fire until the next day.

FEATS
Action Boost: When you spend an action point, you roll d8s instead of d6s for the action result.
Heroic Surge: The character may take an extra move action or attack action in a round, either before or after the 
character's regular actions. The character may use Heroic Surge a number of times per day depending on his or her 
character level (as shown below), but never more than once per round.



Character Level Times per Day
1st-4th 1
5th-8th 2
9th-12th 3
13th-16th 4
17th-20th 5

Precise Shot: The character can shoot or throw ranged weapons at an opponent engaged in melee without penalty.
Shot on the Run: When using an attack action with a ranged weapon, the character can move both before and after the 
attack, provided that the character's total distance moved is not greater than his or her speed.
Simple Weapon Proficiency: The character makes attack rolls with simple weapons normally.
Sunder: When the character strikes an object held or carried by an opponent, such as a weapon, the character does not 
provoke an attack of opportunity.
The character gains a +4 bonus on any attack roll made to attack an object held or carried by another character. The 
character deals double normal damage to objects, whether they are held or carried or not.
Vehicle Expert: The character gets a +2 bonus on all Drive checks and Pilot checks.
Vehicle Specialist (race car): 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 (charismatic hero)
Dodge: During the character's action, the character designates an opponent and receives a +1 dodge bonus to Defense 
against any subsequent attacks from that opponent. The character can select a new opponent on any action.
Special: A condition that makes the character lose his or her Dexterity bonus to Defense also makes the character lose 
dodge bonuses. Also, dodge bonuses stack with each other, unlike most other types of bonuses.
Renown: The character's Reputation bonus increases by +3.

Bonus (fast hero)
Mobility: The character gets a +4 dodge bonus to Defense against attacks of opportunity provoked when the character 
moves out of a threatened square.
Special: A condition that makes a character lose his or her Dexterity bonus to Defense also makes the character lose 
dodge bonuses. Also, dodge bonuses stack with each other, unlike most other types of bonuses.
Point Blank Shot: The character gets a +1 bonus on attack and damage rolls with ranged weapons against opponents 
within 30 feet.

Bonus (tough hero)
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.


