Forethought (Karen Mccall Kirby)

Val Char Roll Notes Skills
15 STR 12- HtH Damage:3d6 +2 with Blaster
Lift: 200 kg +2 with Jujitsu
END: 1 +2 with all Mental Powers or attacks
20 DEX 13-
15 CON 12- Acrobatics 13-
10 INT 11- PER Roll: 11- Animal Handler (Canines, Equines, Felines) 11-
20 EGO 13- Breakfall 13-
10  PRE 11- PRE Attack: 2d6 Bureaucratics 8-
Climbing 13-
6 ocv Combat Driving 13-
7 DCV Computer Programming 8-
8 omMmcv Paramedics 11-
7 DMCV Power (Mental Magics) 15-
5 SPD Phases: 3,5, 8, 10, 12 Riding 13-
Teamwork 13-
6/23 PD Total: 6 /23 (0r/17r)
6/23 ED Total: 6/23(0r/17r) KS: Movies 11-
6 REC KS: Jujutsu 11-
40 END KS: Magic 8-
10 BODY
26 STUN PS: Secretary 11-

Personal Data

Hair: Black
Height: 5' 1"

Eyes: Green
Weight: 105 lbs

Birth Date: May 30, 1979
Place of Birth: Bakersfield, CA

Non-Hero Occupation: Mother / Homemaker

Notes: Forethought's black hair is a wig. Karen is a blonde.

Complications

PS: EAGLES Agent 8-
PS: Gymnastics 13-

AK: United States of America 11-
CK: Patterson, NJ 8-
CK: New York City 14-

Language: English (Idiomatic, native accent)
Language: French (fluent conversation)
Language: Spanish (fluent conversation)
Language: Russian (fluent conversation)

TF: Small Motorized Ground Vehicles
TF: Large Motorized

DNPC: Michael & Jerry Kirby (twin sons, age 4), Infrequently,
Incompetent, Group (2x)

Watched: Order of the White Shield (Infrequently, Less Pow, NCI,
PC has Public ID or is easy to find)

Physical Complication: Short (Infrequently, Barely Impairing)

Psych Complication: Code Against Killing (Common, Total)

Psych Complication: Cautious about use / misuse of mental
powers (Common, Moderate)

Social Complication: Secret Identity (Frequently, Major)

Talents

Environmental Movement: Supreme Balance

Attractive: +1 / +1d6 Striking Appearance

Perks

Movement END
Run: 12m (24m NC) 1
Swim: 6m (12m NC) 1
Leap: 4m (8m NC) 1

Contact: Order of the White Shield (Contact has significant
Contacts, Contact has very useful Skills or resources,
Good relationship), Organization Contact (x3) 11-

Positive Reputation: Mentalist Member of SuperSquad
America (A large group) 14-, +1 / +1d6

Fringe Benefit: Passport
Fringe Benefit: Sanctioned Superhero

Perk: SuperSquad America HQ and Vehicles



Martial Arts

Martial Arts: Jujitsu
+2 HTH Damage Classes (already included)

f2) Destroy: RKA 3d6+1; 8 Charges [8]
f3) Strobe: Sight Group Flash 10d6; 4 Charges [4]
Strong Swimmer: Swimming +2m (6m total) 1

SuperSquad America Communicard

Combat Maneuvers

Maneuver Phase OCV DCV Effects
Atemi Strike % -1 +1 3d6 NND
Block YA +1 +3  Block, Abort
Disarm % -1 +1 Disarm; 35 STR to Disarm roll
Escape % +0 +0 40STRvs. Grabs
Joint Lock % +0 -1  Grab One Limb; 20 STR for holding
on
Legsweep % +2 -1  6d6 Strike, Target Falls
Sacrifice Throw YA +2 +1 5d6 Strike; You Fall, Target Falls
Slam % +0 +1 5d6+v/10, Target Falls
Strike % +0 +2  7d6 Strike
Power END
Strong Mind: +10 EGO; Not versus PRE Attacks
Mind Shield: Mental Defense (15 points total)
Future Flashes: Precognitive Clairsentience (Sight And
Hearing Groups); No Conscious Control, Precog Only,
Blackout, Vague & Unclear 5

Crimson Shield of Thulyandra: Resistant Protection (12 PD /
12 ED) (Protect Carried Items); Nonpersistent,
Perceivable

Padded Costume: Armor (5 PD /5 ED); OIF

Mental Magics: Multipower

fl1) The All-Knowing Eye: Telepathy 14d6, %: END; Eye
Contact Required, Perceivable 3
f2) Pulling the Puppet's Strings: Mind Control 12d6,
Telepathic, % END 3
f3) Webbing the Helpless Mind: Entangle 3%d6, 3 Mental

Defense, Works against EGO, not STR, ACV (OMCV
against DMCV), Takes no damage from physical attacks,

% END; Mental Defense adds to EGO 3
f4) Seeking the Distant Mind: Mind Scan 14d6, % END;

Neither side can attack through link 3
f5) Mapping the Mental Landscape: Detect Minds 27-

(Mental Group), Discriminatory, Analyze, Increased Arc

Of Perception (360 Degrees); Costs Endurance 4
Melding the Senses: Clairsentience (Sight, Mental And
Hearing Groups), Mobile Perception Point (up to 48m /
Phase), % END; Only through senses of others, Blackout 2
Sensing Where Angels Fear To Tread: Danger Sense
(immediate vicinity, out of combat, Discriminatory) 11-
Understanding the Foreign Tongue: Universal Translator
18-; Spoken only

Restoring the Ravaged Mind: Major Transform 5d6, ACV
(OMCV against DMCV), AVAD (Mental Defense), Works
against EGO mot BODY; Limited Target (mental damage

in sentient minds) 3

f6)

f7)
f8)

f9)

EAGLES Blaster: Multipower, all slots OAF

f1) Normal: Blast 10d6, 16 Charges [16]

Maneuver Phase OCV DCV Effects

Block YA +0 +0 Block HTH Attacks; Abort

Brace 0 +2 %  +2 OCV only to offset Range
Modifier

Disarm % -2 +0 Disarm target, req.STR vs. STR Roll

Dodge % -- +3 Dodge all attacks; Abort

Grab % -1 -2 Grab two limbs, can Squeeze,
Slam, or Throw

Grab By % -3 -4 Move and Grab object, +(v/10) to
STR

Haymaker % +0 -5 +4DC

Move By % -2 -2 ((STR/2)+(v/10))d6, take 1/3
damage

Move Through % -v/10 -3  (STR +(v/6))d6, take % damage

Multiple Attack 1 var x% Attack 1 or more targets multiple
times

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

Shove % -1 -1 Push target back 1m per 5 STR
used

Strike % +0 +0 STR damage or by weapon type

Throw Y +0 +0 Throw object or character, does
STR damage

Trip % -1 -2 Knock target to ground

Other Attacks % +0 +0

Maneuver Phase OCV DCV Effect

Club Weapon % +0 +0 Killing weapon does Normal
damage

Choke Y% -2 -2 NND 1d6, Grab one limb

Cover % -2 +0 Target held at “gunpoint”

Dive for Cover % +0 +0 Character avoids attack; Abort

Hipshot % -1 +0 +1 DEX only for initiative

Pulling A Punch % -1/5d6 +0 Strike, normal STUN, % BODY

Roll With A Punch % -2 -2 “Block” after being hit, % damage;
Abort

Snap Shot 1 -1 +0 Lets character duck behind cover

Strafe % -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






