Shepard Jones

Player: Beeblebrox; Power Level: 7; Power Points
Spent: 105/105
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Abilities _ RBWELS
TOTAL BASE eniancen ¥ Immunity 3 (3 PP)
MODIFIER Aging, Disease, Poison (None (Passive) - Personal - Permanent)
STRENGTH 14 |=[ 14 |+| - | Kinetic Control 7 (16 PP)
DC 22 (Standard (Active) - Ranged, 70ft. - Instant)
DEXTERITY 12 |=| 12 |+| - Deflect 7 (alternate)

Deflects: Fast + Slow (Standard (Active) - Touch - Instant)
‘ Nullify 7 (alternate)

|
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CONSTITUTION | 13 =] 13 |+
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INTELLIGENCE 13 ‘ - ‘ 13 ‘ + ‘ _ ?S#nfe/;sstaA’g Power of (Type) - Movement, DC 17 (Standard (Active) - Ranged,
WisSDoMm 13 |=[ 13 ]+] - ¥ Kinetic Dampning Field (Force Field 3) (3 PP) . '
Kinetic, +3 Toughness; Impervious; Limited - Broad Type (Physical) (Free (Active) -
CHARISMA 14 ‘ - ‘ 14 ‘ + ‘ _ Personal - Sustained)
v Regeneration 18 (20 PP)
. Ability Damage 2 (recover 1 / hour), Recovery Bonus 4 (+4 to recover), Recovery
SaVIng Throws Rate (Bruised) 2 (recover 1/ action), Recovery Rate (Disabled) 2 (recover 1 / hour),
BASE ABILITY MISC Recovery Rate (Injured) 2 (recover 1 / 5 mins), Recovery Rate (Staggered) 2

TOTAL (recover 1/ 5 mins), Recovery Rate (Unconscious) 2 (recover 1/ action),

- ‘ +0 ‘ + ‘ +1 ‘ + ‘ +3 ‘ Resurrection 2 (1 day), DC 28; True Resurrection [2 ranks only] (None (Passive) -

Personal - Permanent)

TOUGHNESS

Impervious: +3

FORTITUDE =\ +2 |+ #1 |+ - | Feats

— Attack Focus (ranged) 2 You gain a +1 bonus to ranged attacks per rank in
REFLEX - ‘ +2 ‘ * ‘ +1 ‘ * ‘ - ‘ this feat.
WiLL = ‘ +1 ‘ + ‘ +1 ‘ + ‘ - ‘ Connected You can call in favors by making a Diplomacy check.
Lionheart You gain a +4 bonus per rank on Will Saves versus fear and related
effects. This bonus cannot increase your total effective Will save
Combat bonus higher than the series’ power level limit.
DEFENSE DODGE SIZE FLAT- . . ) .
TOTAL Precise Shot The penalty for making ranged attacks into melee combat is
DEFENSE - ‘ +4 ‘ + ‘ +3 ‘ + ‘ _ ‘ ‘ +4 ‘ reduced by 4, or negated if you take two ranks.
KNOCKBACK
Knockeack| -3 | Movement
DEX PERM TEMP Jumping - Running jump: 12 ft.; standing jump: 6 ft.; high jump: 3 ft.

TOTAL
INTIATVE | 41 |=] #1 [+ - [+ -]

HERO POINTS | 1 |

Damage Conditions

BRUISED STAGGERED UNCONSCIOUS
] [
[] []
INJURED DISABLED DYING

Fatigue Conditions

FATIGUED EXHAUSTED UNCONSCIOUS
[] [] []
Attacks

ATTACK GRAPPLE
BONUS BONUS

ATTACK BONUS ATTACK BONUS

Kinetic Control 7, +7 (DC 22) - Crit 20, Range Incr 70ft.
Nullify 7, +7 (DC Will 17) - Crit 20, Range Incr 70ft.
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Carrying Capacity
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Background Information

Male; Age: 512; Height: 6'; Weight: 197 Ib.; Eyes: Brown; Hair:
Black

Shepard Jones was born in the early 1400's but it was so long ago
and record keeping for the non-wealthy was not a prioity in France
at the time. He discovered his unique talents for avoiding death
after he was falsely accused of stealing a horse from a local noble
and sentanced to death. After being strung up in the town square
he found himself waking up in a shallow grave with a rope around
his neck. Since that time Shepard Jones has been travelling around
the world going from one conflict to another. He has seen the
colonization of the United States and has fought and died in the
Revolutionary War, the war of 1812, the American Civil War, Battle
of the Little Bighorn in 1876, the Spanish American War of 1898,
World War | and World War .

Shepard is somewhat looking forward to this new World War simply
for the fact that it will give him a chance to shine and also to have
some excitement. While Shepard takes no pleasure in seeing
others die, wars are one off the few places where the tedium of
being over 500 years old is chased away.

Languages: English, French, Spanish

Skills

Bluff +2 = - +2
Climb +2 = - +2
Concentration +5 = 4 +1
Diplomacy +6 = 4 +2
Disguise +2 = - +2
Drive +5 = 4 +1
Escape Artist +1 = - +1
Gamble +1 = - +1
Gather Information +6 = 4 +2
Handle Animal +2 = - +2
Intimidate +2 = - +2
Knowledge (history) +9 = 8 +1
Language +2 = 2 -

Navigate +1 = - +1
Notice +1 = - +1
Search +5 = 4 +1
Sense Motive +5 = 4 +1
Stealth +1 = - +1
Survival +5 = 4 +1
Swim +2 = - +2

Attacks

Unarmed Attack, +5 (DC 17) - Bludgeon, Crit 20

Validation Report
Validation Report (0 issues): Nothing identified

MISC

Settings: Ultimate Power; Book of Magic; Golden Age; Hero High; Iron Age; Lockdown; Mecha & Manga; Warriors & Warlocks; Worlds of

Freedom: Freedom by Gaslight, Future Freedom, Wars for Freedom
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