
Susan Storm, the Invisible Woman
Creative, Charismatic Hero 7, Fast Hero 4, Personality 3

"I'm sick and tired of this bickering. I can't take it anymore!"

Allegiances family, good
Languages English
Renown +10
Wealth +2
Action Points 13

HP 55 (10d6 + 4d8 +0 Con)
AC 21; touch 21, flat-footed 18

(+8 Class +3 Dex)
Great Fortitude +9, Reflex +11, Iron Will +7
Resistances MDT 10; Defensive Martial Arts, Evasion, Mobility
Options Dodge, Elusive Target, Force Field, Unbalance Opponent, Uncanny Dodge

Init +3; Speed 30 ft
BAB +7; Grapple +6

Combat Martial Arts +10 meleeWFi (d4-1)
Force Field Slam +10 melee (d6+3)

Options Coordinate, Force Field, Inspiration

Abilities Str 9, Dex 16, Con 10, Int 11, Wis 13, Cha 16
Skills: Craft (visual art) +11, Diplomacy +15, Hide +15, Knowledge (business) +10, Knowledge 
(pop culture) +10, Perform (act) +14, Perform (dance) +13, Pilot +8, Profession +11, Move Silently 
+15, Spot +11
Feats Combat Martial Arts, Defensive Martial Arts, Dodge, Elusive Target, Great Fotitude, Iron 
Will, Mobility, Renown, Simple Weapon Proficiency, Stealthy, Trustworthy, Unbalance Opponent, 
Weapon Finesse (unarmed)
Noncombat Options Charm (men), Favor, Unlimited Access



OCCUPATION
Creative: Craft (visual arts), Perform (act), and Spot. If a skill is already a class skill, he or she receives a +1 
competence bonus on checks using that skill.

CHARISMATIC HERO
Charm (men): 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.
Favor: The Charismatic hero has the ability to acquire minor aid from anyone he or she meets. By making a favor 
check, a Charismatic hero can gain important information without going through the time and trouble of doing a lot of 
research. Favors can also be used to acquire the loan of equipment or documents, or to receive other minor assistance in 
the course of an adventure.
A Charismatic hero spends 1 action point to activate this talent. To make a favor check, roll a d20 and add the 
character's favor bonus, equal to the character's Charismatic level. The GM sets the DC based on the scope of the favor 
being requested. The DC ranges from 10 for a simple favor to as high as 30 for formidable and highly dangerous, 
expensive, or illegal favors. A Charismatic hero can't take 10 or 20 on this check, nor can the hero retry the check for 
the same (or virtually the same) favor. Favors should help advance the plot of an adventure. A favor that would enable a 
character to avoid an adventure altogether should always be unavailable to the character, regardless of the result of a 
favor check.
The GM should carefully monitor a Charismatic hero's use of favors to ensure that this ability isn't abused. The success 
or failure of a mission shouldn't hinge on the use of a favor, and getting a favor shouldn't replace good roleplaying or 
the use of other skills. The GM may disallow any favor deemed to be disruptive to the game.
Coordinate: The Charismatic hero has a knack for getting people to work together. When the hero can spend a full 
round directing his or her allies and makes a Charisma check (DC 10), the hero provides any of his or her allies within 
30 feet a +1 bonus on their attack rolls and skill checks. The bonus lasts for a number of rounds equal to the hero's 
Charisma modifier.
The hero can coordinate a number of allies equal to one-half his or her Charismatic level, rounded down (to a minimum 
of one ally).
Inspiration: The Charismatic hero can inspire his or her allies, bolstering them and improving their chances of success. 
An ally must listen to and observe the Charismatic hero for a full round for the inspiration to take hold, and the hero 
must make a Charisma check (DC 10). The effect lasts for a number of rounds equal to the hero's Charisma modifier.
An inspired ally gains a +2 morale bonus on saving throws, attack rolls, and damage rolls.
A Charismatic hero can't inspire him or herself. The hero can inspire a number of allies equal to one-half his or her 
Charismatic level, rounded down (to a minimum of one ally).

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.
Uncanny Dodge 1: The Fast hero retains his or her Dexterity bonus to Defense regardless of being caught flat-footed or 
struck by a hidden attacker. (The hero still loses his or her Dexterity bonus to Defense if the hero is immobilized.) 

PERSONALITY
Unlimited Access: When others would normally make a Diplomacy check or Bluff check to smooth-talk or trick their 
way into a private party or invitation-only event, the Personality adds a bonus equal to his or her Personality level.
When a Personality buys a ticket to a show or for transportation, he or she can make a Diplomacy check to get that 
ticket upgraded. DCs are given below.

Upgrade Diplomacy DC
Seat at sporting event to field pass 10
Hotel room to suite 15
Concert or theater ticket to backstage pass 20
Economy transportation to first-class 25

Bonus Class Skill: Pilot is considered a class skill every time the character adds a new level of Personality.

THE INVISIBLE WOMAN
Force Field: Susan can project one or more force fields. These fields can be of simple shapes (sphere, cube, wall, etc..) 
and can effect any creature or object up to colossal size within her line of sight. 
Susan can make creatures or objects within a field invisible as a free action.
A field may also be strengthened to lift, restrain, or shield from harm.



A strengthened field absorbs all damage, but Susan must make a Fortutide save to maintain it afterwards (DC = 10 + 1/2 
damage taken). The DC increases by 2 for each additional strengthed field that she has currently projected.
A strengthened field has an initial Strength score equal to Susan's Charisma but may be improved for 1 round as a minor 
action by spending an action point and adding the result to the field's score. 
Once per round, strengthened field may be used to make a slam attack against a creature or object within line of sight as 
a standard action. This attack uses the Field's strength modifier for the attack and damage and deals 1d6 damage.

FEATS
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.
Defensive Martial Arts: The character gains a +1 dodge bonus to Defense against melee attacks.
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, unlike most other types of bonuses.
Great Fortitude: The character gets a +2 bonus on all Fortitude saving throws.
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.
Simple Weapon Proficiency: The character makes attack rolls with simple weapons normally.
Stealthy: The character gets a +2 bonus on all Hide checks and Move Silently checks.
Unbalance Opponent: During the character's action, the character designates an opponent no more than one size 
category larger or smaller than the character. That opponent doesn't get to add his or her Strength modifier to attack rolls 
when targeting the character. (If the opponent has a Strength penalty, he or she still takes that penalty.)
The opponent's Strength modifier applies to damage, as usual.
The character can select a new opponent on any action.

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.
Iron Will: The character gets a +2 bonus on all Will saving throws.
Renown: The character's Reputation bonus increases by +3.

Bonus (fast hero)
Elusive Target: When fighting an opponent or multiple opponents in melee, other opponents attempting to target the 
character with ranged attacks take a -4 penalty. This penalty is in addition to the normal -4 penalty for firing into melee, 
making the penalty to target to character -8.
Special: An opponent with the Precise Shot feat has the penalty lessened to -4 when targeting the character.
Weapon Finesse (unarmed): With the selected melee weapon, the character may use his or her Dexterity modifier 
instead of his or her Strength modifier on attack rolls.

Bonus (personality)
Trustworthy: The character gets a +2 bonus on all Diplomacy checks and Gather Information checks.


