
Diva (Lena Fontaine)
  Val Char Roll Notes 
 

 70 STR 23-  HtH Damage:  14d6 
    Lift:  409.6 tons 
    END:  3 
 24 DEX 14- 
  30 CON 15- 
 13 INT 12- PER Roll:  12- 
 15 EGO 12-  
 20 PRE 13- PRE Attack:  4d6  
  

 8 OCV 
 8 DCV 
 3 OMCV 
 3 DMCV  
 5 SPD  Phases:  3, 5, 8, 10, 12 
 

 35 PD  Total:  35 (20r) 
 35 ED  Total:  35 (20r) 
 15 REC 
 50 END   
 15 BODY 
 50 STUN  
 

Personal Data  
 

Hair:  Black Eyes:  Blue  
Height:  6' 4" Weight:  240 lbs  
 
Birth Date:  February 24, 1975 
Place of Birth:  St. Louis, MO  
 
Non-Hero Occupation:  Fitness Guru  
 

Complications   
Distinctive Features:  Gorgeous African-American with large 

muscular build (Concealable; Noticed and Recognizable; 
Detectable By Virtually Everyone) 

Hunted:  King Clobber (Infrequently, As Powerful, PC has Public 
ID or is easy to find, Harshly Punish) 

Physical Comp:  Needs special diet and workout regime to 
maintain physique (Infrequently, Slightly Impairing) 

Psych Comp:  Extremely confident in her abilities (Common, 
Strong) 

Psych Comp:  Strong believer in a healthy lifestyle (Common, 
Moderate) 

Social Comp:  Public Identity (Frequently, Major) 
 

Movement END 
Run:  18m (36m NC)  2 
Swim:  8m (16m NC)  1 
Leap:  30m (60m NC) 1 
 
 
 

Skills 
  

+3 with HTH Combat 
 

Acting 13- 
Breakfall 14- 
Bureaucratics 13- 
Charm 13- 
Climbing 14- 
Conversation 13- 
High Society 13- 
Oratory 13- 
Persuasion 13- 
Power (Strength Tricks) 15- 
Rapid Attack; HTH Only  
Teamwork 14- 
 

KS:  African-American History 11- 
KS:  Fitness 11- 
KS:  Health Food 11- 
  

PS:  Fitness Instructor 11- 
PS:  Healthy Cooking 11- 
PS:  TV Performer 11- 
 

AK:  United States of America 11- 
CK:  St. Louis 8- 
CK:  New York City 12- 
 

TF:  Small Motorized Ground Vehicles 
 

Perks 
 

Positive Reputation:  Member of SuperSquad America (A 
large group) 14-, +2 / +2d6 

Positive Reputation:  Fitness Guru (A medium-sized group) 
11-, +2 / +2d6 

 

Fringe Benefit:  Passport 
Fringe Benefit:  Sanctioned Superhero 
  

Perk:  SuperSquad America HQ and Vehicles 
 

Power END 
 

Non-Tiring STR:  ½ END on up to 70 STR 3 
 

Shockwave:  Naked Modifier on up to 70 STR:  Area of Effect 
(16m Radius, Explosion), Hole In The Middle (fixed size); 
Extra Time (Full Phase), Only affects targets on the 
ground 5 

  

Tough Skin:  Resistant Protection (20 PD / 20 ED)  
 

Strong Willed:  Mental Defense (10 points) 
 

Resistant Body:  Power Defense (10 points) 
  



Strong Runner:  Running +6m (18m total) 1 
 

Strong Swimmer:  Swimming +4m (8m total) 1 
 

Strong Leaper:  Leaping +24m (28m total)  
 

SuperSquad America Communicard  
 

Martial Arts  
 

Martial Arts:  Brick Tricks 
 
Maneuver Phase OCV DCV Effects  
Bearhug I ½ +0 +0 18d6 Crush, Must Follow Grab 
Bearhug II ½ -2 +0 Grab Two Limbs, 9d6 NND 
Big Push ½ +0 +0 85 STR to Shove 
Break Free ½ +0 +0 85 STR vs. Grabs 
Grab ½ +0 -1 Grab Two Limbs, 80 STR To hold 

on 
Punch ½ +0 +2 16d6 Strike 
Slam ½ -1 -1 16d6 Strike; Grab Two Limbs; 

Target Falls 
Tackle ½ +0 -1 14d6 +v/10 Strike; You Fall, Target 

Falls; FMove 
Toughness ½ +2 +2 Block, Abort 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Combat Maneuvers 
 

Maneuver Phase OCV DCV Effects 
Block ½ +0 +0 Block HTH Attacks; Abort 
Brace 0 +2 ½ +2 OCV only to offset Range 

Modifier 
Disarm ½ -2 +0 Disarm target, req.STR vs. STR Roll 
Dodge ½ -- +3 Dodge all attacks; Abort 
Grab ½ -1 -2 Grab two limbs, can Squeeze, 

Slam, or Throw 
Grab By ½ -3 -4 Move and Grab object, +(v/10) to 

STR 
Haymaker ½ +0 -5 +4 DC 
Move By ½ -2 -2 ((STR/2)+(v/10))d6, take 1/3 

damage 
Move Through ½ -v/10 -3 (STR +(v/6))d6, take ½ damage 
Multiple Attack 1 var x½  Attack 1 or more targets multiple 

times 
Set 1 +1 +0 Take extra time to aim a Ranged 

attack 
Shove ½  -1 -1 Push target back 1m per 5 STR 

used 
Strike ½ +0 +0 STR damage or by weapon type 
Throw ½  +0 +0 Throw object or character, does 

STR damage 
Trip ½  -1 -2 Knock target to ground 
Other Attacks ½ +0 +0  
 
Maneuver Phase OCV DCV Effect 
Club Weapon ½ +0 +0 Killing weapon does Normal 

damage 
Choke ½ -2 -2 NND 1d6, Grab one limb 
Cover ½ -2 +0 Target held at “gunpoint” 
Dive for Cover ½ +0 +0 Character avoids attack; Abort 
Hipshot ½ -1 +0 +1 DEX only for initiative 
Pulling A Punch ½ -1/5d6 +0 Strike, normal STUN, ½ BODY 
Roll With A Punch ½ -2 -2 “Block” after being hit, ½ damage; 

Abort 
Snap Shot 1 -1 +0 Lets character duck behind cover 
Strafe ½ -v/6 -2 Make Ranged attack while moving 
Suppression Fire 1 -2 +0 Continuous fire through an area, 

must be Autofire 
 

Range Modifiers 
 

Range  Modifier 
Within Reach (1m)  -0 
2 - 8m  -0 
9 - 16m  -2 
17 - 32m  -4 
33 - 64m  -6 
65 – 125m  -8 
126 – 250m  -10 
and so forth 
 
 
 
 




