	THE BLOODHOUND
	(Miguel Hernendez)

	Alert-3 / Swift-1
	Drawbacks: Secret Identity; Vulnerability (Sonic)

	STR

DEX

CON

INT

WIS

CHA


	13  (+1)

16  (+3)

12  (+1)

12  (+1)

16  (+3)

  8  (–1)
	HP: 26
DEF: 20 (10 +5 class +3 Dex +1 equip +1 dodge)
Init: +7
AP: 8
	Fort: +2  /  Ref: +8  /  Will: +5
BAB: +2

Melee: +3 (+4 brawl, 1d6+1 nl or 1d6+2 lethal)
Ranged: +5


	MDT: 15
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 60 ft.

	Feats:

Proficiency (simple)
Toughness x2
Imp. Damage Threshold 


	Track

Improved Initiative

Brawl
	Skills:

Hide: 2

Knowledge: 2

Listen: 6 [+6]
Move Silently: 3

Search: 5.0 [+6]


	Sense Motive: 6

Spot: 6 [+6]

Survival: 6

Tumble: 3



	Powers:

Super Senses (3)
    Limitation: Nullification (very loud/high-pitch noise)
Super Speed (1)

	Equipment:

Leather overcoat (+1 Def)
Brass knuckles (+1 damage, lethal)


	ENCHANTRESS
	(Felicia Fierenze)

	Charismatic-7
	Drawbacks: Secret Identity; Fear (Fire)

	STR

DEX

CON

INT

WIS

CHA


	12 (+1)

14 (+2)

12 (+1)

12 (+1)

12 (+1)

17 (+3)
	HP: 34
DEF: 16 (10 +2 class +2 Dex +1 equip +1 dodge*)
Init: +6
AP: 9
	Fort: +5  /  Ref: +6  /  Will: +7
BAB: +3
Melee: +4 (martial arts, 1d4+1)

Ranged: +5

	MDT: 15
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Imp. Damage Threshold

Toughness
Combat Reflexes (3 A/O)
Iron Will
	Defensive Martial Arts*

Dodge*

Combat Martial Arts

Agile Riposte
Improved Initiative
	Skills:

Bluff: 10
Diplomacy: 10
Disguise: 10 [+20]
Intimidate: 8

Gather Info: 7

	Craft (Poison) (x): 4

Knowl. (Life Sci) (x): 4

Tumble (x): 5
Sense Motive: 4

Read/Write: Italian (1)

Bonus Language: Italian

	Powers:

Disguise Form (2)
    Limitation: Concentration
Mesmerize (4)
    Nullification: Cannot affect women

	Equipment:

Light body suit
Disguise kit

Knife (1d4, 19-20)
Syringe

Poison: Atropine (DC 13, 1d6 Dex/1d6 Str)

Poison: Belladona (DC 18, 1d6 Str/2d6 Str)




	ICE DEVIL
	(Simon Jenks)

	Vital-3 / Alert-4
	Drawbacks: Altered Appearance; Secret Identity

	STR

DEX

CON

INT

WIS

CHA


	13 (+1)
14 (+2)
14 (+2)
12 (+1)
16 (+3)
11 (+0)
	HP: 46
DEF: 20 (10 +5 class +2 Dex +3 equip +0 dodge)
Init: +2
AP: 9
	Fort: +6  /  Ref: +6  /  Will: +7
BAB: +5
Melee: +6 (1d4+1 [+1d6], 19-20 cr)

Ranged: +8 [+8] (3d6 [+1], 20 cr)
              [within 30 feet range]


	MDT: 14
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Point Blank Shot
Proficiency (light armor)

Far Shot
Combat Martial Arts

	Power Attack

Combat Reflexes (3 A/O)

Precise Shot

Imp. Combat Martial Arts

Dead Aim
	Skills:

Climb: 4
Drive: 5

Intimidate: 5

Listen: 8
	Profession (karate teacher): 2
Sense Motive: 8
Spot: 8

Survival: 8

	Powers:

Elemental Form: Ice (3) (standard action to activate)
    Limitation: Bodily Harm
Hold: Ice (2) [40 ft., Ref DC 16, 1 target]
    Limitation: Time Restriction (only in Ice Form)
Energy Blast: Ice (2) [30 ft., 3d6 dmg., 1 target, 20 crit] 
    Limitation: Extended Delay (full-round action)
	Equipment:

Light body suit


	THE KRAKEN
	(Oliver Hansen)

	Mighty-4
	Drawbacks: Altered Appearance; Secret Identity

	STR

DEX

CON

INT

WIS

CHA


	18 (+4)
11 (+0)
18 (+4)
10 (+0)
  8 (-1)

  8 (-1)
	HP: 39
DEF: 17 (10 +3 class +0 Dex +4 natural +0 dodge)
Init: +0
AP: 8
	Fort: +6  /  Ref: +1  /  Will: +0

BAB: +4
Melee: +8 punch (1d3+4 nl) or +9 tail (1d8+6, 19-20 crit)

Ranged: +4

	MDT: 18
DR: 2
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Endurance

Diehard

Die Another Day
Toughness

	Power Attack

Improved Bull Rush

Weapon Spec: Tail
	Skills:

Climb: 4
Jump: 4

Listen : 2.0
Spot: 2.0
Swim: 5
	

	Powers:

Natural Weapon: Tail Spikes [bone, piercing] (2)
    Limitation: Permanence

Indestructibility (1)

	Equipment:




	PLASTRICKS
	(Thomas Sutter)

	Vital-3 / Alert-4
	Drawbacks: Secret Identity; Vulnerability (Cold)

	STR

DEX

CON

INT

WIS

CHA


	13 (+1)
16 (+3)
14 (+2)
13 (+1)
14 (+2)
10 (+0)
	HP: 49
DEF: 21 (10 +5 class +3 Dex +3 equip +0 dodge)
Init: +3
AP: 9
	Fort: +5  /  Ref: +6  /  Will: +5
BAB: +5
Melee: +7 (1d6+1 nl) or +7 (1d6+2, 20 crit) [Reach 20 ft.]

Ranged: +8

	MDT: 14
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Proficiency (light armor)

Toughness

Combat Expertise

Improved Disarm


	Brawl

Improved Trip

Proficiency (archaic)

Combat Reflexes (4 A/O)

Weapon Focus (staff)
	Skills:

Climb: 4 [+10]
Drive: 4
Jump: 4.0 [+10]

Listen: 6
	Sleight of Hand: 2.0 [+10]

Spot: 6

Survival: 5
Tumble: 5.0

	Powers:

Elasticity (3) [+4 disarm, trip, grapple]
    Limitation: Bodily Harm
Hold: Goo Spit (2) [Range 35 ft., Ref DC 13, 2 targets]

	Equipment:

Light body suit
Fighting staff


	RED LADY
	(Karin Cho)

	Mental-9
	Drawbacks: Secret Identity

	STR

DEX

CON

INT

WIS

CHA


	10 (+0)

12 (+1)

14 (+2)

18 (+4)

15 (+2)

14 (+2)
	HP: 48
DEF: 17 (10 +3 class +1 Dex +3 equip +0 dodge)
Init: +0
AP: 10
	Fort: +7  /  Ref: +4  /  Will: +8
BAB: +4
Melee: +4 (punch, 1d3+0 nl) or +6 (chain, 1d6 / special attacks)
Ranged: +5

	MDT: 14
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Great Fortitude
Proficiency (light armor)
Weapon Finesse
Aircraft Op (spacecraft)
Quicken Psi Power


	Combat Expertise

Iron Will

Improved Disarm

Improved Trip

Proficiency (exotic, chain)

	Skills:

Computer Use: 6
Concentration: 12

Decipher Script: 5

Disable Device: 5

Knowledges: 6 @ 5 ranks

Listen: 6.0

Navigate: 5


	Pilot: 6.0

Repair: 5

Research: 5

Search: 5

Sense Motive: 6.0

Spot: 6.0

Treat Injury: 6

Tumble: 6.0



	Powers:

Telepathy (4) [1: combat precognition; conceal thoughts; 2: brain lock, detect thoughts; 3: mental blast; negate psionics; 4: greater domination; forced mindlink]
    Limitation: Distracting

    Power Points: 40
Teleportation (3)
    Limitation: Fatigue


	Equipment:

Light body suit
MW manriki-gusari chain (Reach 10 ft.)




	TEMPEST
	(Lorena Lee)

	Swift-3 / Mental-3
	Drawbacks: Secret Identity; Weakness (sanity mocked)

	STR

DEX

CON

INT

WIS

CHA


	  8 (–1)

16 (+3)

14 (+2)

14 (+2)

14 (+2)

14 (+2)
	HP: 40
DEF: 19 (10 +5 class +3 Dex +1 equip +0 dodge)
Init: +7
AP: 9
	Fort: +6  /  Ref: +6  /  Will: +7
BAB: +3
Melee: +3 (punch, 1d6-1 nl)

Ranged: +7 [+8 within 30 feet]

	MDT: 14
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Great Fortitude
Toughness
Improved Initiative
Brawl


	Prof. (Personal Firearms)

Point Blank Shot

Precise Shot

Iron Will

Far Shot
	Skills:

Balance: 5
Concentration: 8

Demolitions: 8

Escape Artist: 6
Forgery: 8

Hide: 7

	Knowledges: 3

Listen: 3.0

Move Silently: 7
Search: 8

Spot: 3.0

Tumble: 7


	Powers:

Control Weather (3)
    Limitation: Fatigue
Energy Blast: Electric (3) [30 ft., 3d6, 20 crit., 2 targets]
    Limitation: Energy Cost

	Equipment:

Leather outfit
Laser Pistol

Sonic Pulse Grenade

Psionic Grenade


	TRANSMUTOR
	(Shinji Okama)

	Mighty-3 / Swift-3
	Drawbacks: Secret Identity; Not a Team Player

	STR

DEX

CON

INT

WIS

CHA


	14 (+2)

16 (+3)

16 (+3)

10 (+0)

12 (+1)

10 (+0)
	HP: 49
DEF: 22 (10 +6 class +3 Dex +3 equip +0 dodge)
Init: +3
AP: 9
	Fort: +6  /  Ref: +6  /  Will: +3
BAB: +5
Melee: +8 (punch, 1d6+2 nl)

Ranged: +8

	MDT: 16
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Proficiency (light armor)

Toughness
Power Attack

	Improved Bull Rush

Awesome Blow

Brawl
Dodge


	Skills:

Balance: 3

Climb: 6
Escape Artist: 6
Jump: 6


	Swim: 5

Tumble: 6

Speak English: 1



	Powers:

Giant Size (3) [Huge size]
    Limitation: Extended Delay (1 full round)
Shrink (3) [Diminutive size]
    Limitation: Extended Delay (1 full round)


	Equipment:

Light body suit


	TROLL
	(Malcolm Clay)

	Vital-3 / Mighty-2
	Drawbacks: Secret Identity, Vulnerability (fire, acid)

	STR

DEX

CON

INT

WIS

CHA


	20 (+5)

12 (+1)

19 (+4)

  8 (-1)

10 (+0)

  8 (-1)
	HP: 48
DEF: 21 (10 +4 class +1 Dex +6 equip +0 dodge)
Init: +5
AP: 8
	Fort: +8  /  Ref: +4  /  Will: +3
BAB: +4
Melee: +9 (+11 brawl, 1d8+5 nl)

Ranged: +0


	MDT: 19
DR: -
PR: -
Miss Chance: -
Armor Check: -4
Speed: 25 ft.

	Feats:

Proficiency (simple)
Improved Initiative
Lightning Reflexes
Iron Will
Brawl


	Proficiency (light armor)

Improved Bull Rush

Proficiency (med. armor)

Improved Brawl


	Skills:

Climb: 3

Intimidate: 3

Jump: 2


	Spot: 3

Survival: 3

Swim: 2

	Powers:

Fast Healing (3)    [3 HP/ROUND]
    Limitation: Nullification (burned by fire/acid)
Super Strength (1)

	Equipment:

Full bulletproof vest


	THE WRAITH
	(Roger Naylor)

	Swift-3 / Charismatic-3
	Drawbacks: Altered Appearance, Secret Identity

	STR

DEX

CON

INT

WIS

CHA


	12 (+1)
12 (+1)
14 (+2)
12 (+1)
12 (+1)
16 (+3)
	HP: 40
DEF: 19 (10 +5 class +1 Dex +3 equip +0 dodge)
Init: +5
AP: 9
	Fort: +5  /  Ref: +6  /  Will: +6
BAB: +3
Melee: +4 (1d4+1, martial arts)

Ranged: +4

	MDT: 15
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Proficiency (light armor)
Improved Initiative
Toughness
Imp. Damage Threshold
	Lightning Reflexes

Combat Martial Arts

Iron Will

Frightful Presence (DC 16)


	Skills:

Balance: 4
Bluff: 3
Disguise: 8

Escape Artist: 6

Hide: 8

Intimidate: 9

	Move Silently: 8

Sleight of Hand: 2

Tumble: 8

	Powers:

Phase (2) [incorporeality] (6 rounds/day)
    Limitation: Bodily Harm
Drain (2) [1d4 Con]
Flight (2) (Speed 60 feet, average maneuverability)
    Limitation: Activation


	Equipment:

Light Body Suit



	BLACK KING
	(Cyrus McQueen)

	Mighty-5 / Mental -7
	Drawbacks: Secret Identity

	STR

DEX

CON

INT

WIS

CHA


	17 (+3) / 25 (+7)
10 (+0)

14 (+2)

16 (+3)

16 (+3)

14 (+2)
	HP: 69
DEF: 26 (10 +5 class +0 Dex +6 equip +5 natural)
Init: +0
AP: 12
	Fort: +9  /  Ref: +3  /  Will: +10
BAB: +8/+3
Melee: +12/+7 (+16/11) (1d6+4/8)

Ranged: +8

	MDT: 14
DR: 2/4
PR: -
Miss Chance: -
Armor Check: -1
Speed: 25 ft.

	Feats:

Proficiency (simple)
Iron Will
Proficiency (light armor)
Proficiency (med. armor)
Power Attack
Brawl
Maximize Psi Power

Psi Penetration
	Great Fortitude
Superheroic Sunder

Combat Expertise

Mastercrafter

Knockout Punch


	Skills:

Climb: 6
Computer Use: 6

Concentration: 6

Craft (structural): 4

Craft (electrical): 8

Craft (mechanical): 8

Decipher Script: 6

Disable Device: 6

Jump: 6


	Listen: 4.0

Navigate: 6

Research: 6

Repair: 6

Search: 6

Sense Motive: 4.0

Spot: 4.0

Swim: 6

Speak Languages: 7

	Powers:

Super Strength (2)
    Limitation: Device (psi capacitor worn on chest)

Indestructibility (2)

Psychokinesis (5) [1: Control Object, Painful Touch; 2: Levitate, Greater Concussion; 3: Imp. Biofeedback, Short Sharp Shock; 4: Imp. Knock, Inertial Barrier; 5: Freedom of Movement, Imp. Telekinesis]
    Limitation: Energy Cost

    Power Points: 38
	Equipment:

Full body suit (MW, +1, 1 less armor check)
Gauntlets (MW, +1 damage, lethal)


	CERUBICON
	(Marcus Romescu)

	Vital-1 / Mental-9 / Alert-3
	Drawbacks: Secret Identity; Somebody Needs Me

	STR

DEX

CON

INT

WIS

CHA


	10 (+0)

12 (+1)

12 (+1)

16 (+3)

16 (+3)

16 (+3)
	HP: 62
DEF: 22 (10 +6 class +1 Dex +5 equip +0 dodge)
Init: +5
AP: 12
	Fort: +6  /  Ref: +6  /  Will: +9
BAB: +6/+1
Melee: +6/+1 (baton, 1d6+0 nl)

Ranged: +7/+2

	MDT: 15
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Proficiency (light armor)

Proficiency (med. armor)

Imp. Damage Threshold

Proficiency (personal)
Proficiency (advanced)
Toughness
Improved Initiative


	Psi Penetration

Expand Psi Power

Focus Psi Power 

Heighten Psi Power

Maximize Psi Power

Quicken Psi Power


	Skills:

Climb: 4

Computer Use: 10

Concentration: 15

Demolitions: 10

Drive: 4

Disable Device: 10

Forgery: 10

Intimidate: 4

Knowledges: 15


	Listen: 5

Navigate: 10

Repair: 10

Research: 10

Search: 10

Sense Motive: 10

Spot: 5

Survival: 4

Treat Injury: 10



	Powers:

Fast Healing (2)

    Limitation: Concentration

Telepathy (5) [1: attraction; object reading; 2: clairvoyance, detect thoughts; 3: false sensory input, greater mindlink; 4: memory wipe, tailor memory; 5: mind probe, contra-psi]
    Limitation: Disabling
    Power Points: 48
Psychokinesis (4) [1: Lesser Concussion, White Noise; 2: Levitate, Spider Climb; 3: Mind Darts, Psychokinetic Weapon; 4: Inertial Barrier, Signal Feed]
    Limitation: Distracting
    Power Points: 51

	Equipment:

Full Body Suit
Metal Baton


	VELOCITRIX
	(Ramona Romescu)

	Swift-7 / Alert-4
	Drawbacks: Secret Identity; Somebody Needs Me

	STR

DEX

CON

INT

WIS

CHA


	12 (+1)

16 (+3)

14 (+2)

12 (+1)

14 (+2)

12 (+1)
	HP: 66
DEF: 27 (10 +9 class +3 dex +2 equip +3 dodge*)
Init: +7
AP: 11
	Fort: +5  /  Ref: +12  /  Will: +8
BAB: +8/+3
Melee: +10/10/5 (punch, 1d3+1 nl)

+12/12/7 (rapier, 1d6+2, crit 18-20)

+10/10/5 & +10/5 (gauche, 1d6+2)

Ranged: +11/+6 (+12/+7 to 30 ft.) (knives, 1d4+1 or +2 within 30 ft.)

	MDT: 17
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 180 ft.

	Feats:

Proficiency (simple)
Heroic Surge (3/day)
Imp. Damage Threshold

Proficiency (archaic)
Two-Weapon Fighting
Dodge*

Mobility (bonus)

Quick Draw

	Point Blank Shot
Spring Attack

Weapon Finesse

Combat Reflexes (4 A/O)
Imp. Two-Weapon

Imp. Initiative

Iron Will


	Skills:

Balance: 10
Escape Artist: 10

Hide: 10

Listen: 10 [+6]
Move Silently: 10


	Pilot: 5

Sleight of Hand: 5

Spot: 10 [+6]

Survival: 4

Tumble: 10

	Powers:

Super Speed (5)

    Limitation: Activation
Super Senses (3) (evasion, imp. uncanny dodge)
    Limitation: Time Restriction (Super speed active)

	Equipment:

Leather Catsuit
Rapier, MW +1 damage

Main gauche, MW +1 damage (crit 20, +1 defense)
Knives, throwing (1d4, crit 19-20, range 10 ft.)


	PHOBOS
	(Basil Petrachos)

	Alert-6 / Mighty-3
	Drawbacks: Secret Identity; Fear (Acrophobia)

	STR

DEX

CON

INT

WIS

CHA


	16 (+3)

14 (+2)

12 (+1)

10 (+0)

16 (+3)

10 (+0)
	HP: 42
DEF: 22 [28] (10 +5 class +2 Dex +5 equip)
Init: +2
AP: 10
	Fort: +5  /  Ref: +6  /  Will: +7
BAB: +7/+2
Melee: +12/+7 (punch, 1d8+3 nl*)

Ranged: +10 (energy blast)

	MDT: 12
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)
Proficiency (light armor)
Proficiency (med. armor)
Brawl
Power Attack
Improved Initiative

	Improved Bull Rush
Toughness
Knockout Punch*
Energy Build-up

Force Flash

Improved Brawl
	Skills:

Climb: 6.0

Concentration: 5
Jump: 6.0

Knowledges: 8

Listen: 5
	Sense Motive: 5

Spot: 5

Survival: 5

Swim: 3

	Powers:

Energy Blast: Force (4) [60 ft., 4d6, 20 crit., sphere]

    Limitation: Time Restriction (while Force Field is up)

Force Field (3) [+6 def/20 DR, 6 rounds duration]

    Limitation: Energy Cost


	Equipment:

Full Body Suit


SECURITY FORCES (Occupation: Law Enforcement)
Basic Guard (Strong 1): CR ½; HD 1d8; hp 9; Init +1; Spd 30 ft.; Defense 12, touch 12, flat 11 (+1 Dex, +1 class); BAB +1; Grap +3; Atk +4 melee, brawl (1d6+2 nl) or +2 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SQ none, SV Fort +3, Ref +1, Will –1; AP 0; Rep +0; Str 15, Dex 13, Con 14, Int 10, Wis 8, Cha 12.
Skills: Climb +4, Drive +3, Jump +4, Listen +1, Spot +1.
Feats: Simple Weapons & Personal Firearms Prof., Brawl, Point Blank Shot.
Possessions: Handgun or rifle, tonfa or knife.
Lead Guard (Strong 3): CR 2; HD 3d8; hp 21; Mas 14; Init +1; Spd 30 ft.; Defense 16, touch 13, flat 15 (+1 Dex, +2 class, +3 equip); BAB +3; Grap +5; Atk +6 melee, brawl (1d6+2 nl) or +4 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SQ none, SV Fort +4, Ref +2, Will +0; AP 0; Rep +0; Str 15, Dex 13, Con 14, Int 10, Wis 8, Cha 12.
Skills: Climb +4, Drive +3, Jump +4, Listen +3, Spot +3.

Feats: Simple Weapons & Personal Firearms Prof., Brawl, Point Blank Shot, Light Armor Prof.
Possessions: Handgun or rifle, knife or stun gun, light bulletproof vest (–2 armor check)
Security Commander (Strong 4, Charismatic 2): CR 5; HD 4d8+2d6; hp 37; Mas 14; Init +1; Spd 30 ft.; Defense 18, touch 15, flat 17 (+1 Dex, +4 class, +3 equip); BAB +5; Grap +7; Atk +8 melee, brawl (1d6+2 nl) or +6 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SQ none, SV Fort +6, Ref +4, Will +1; AP 0; Rep +2; Str 14, Dex 13, Con 14, Int 10, Wis 10, Cha 13.
Skills: Climb +4, Diplomacy +4, Drive +3, Intimidate +4, Jump +4, Listen +5, Sense Motive +3, Spot +5.
Feats: Simple Weapons & Personal Firearms Prof., Brawl Point Blank Shot, Light Armor Prof., Precise Shot.
Possessions: Handgun or rifle, knife or stun gun, light bulletproof vest (–2 armor check)
MILITARY-STYLE FORCES (Occupation: Military)
Basic Soldier (Tough 1): CR ½; HD 1d10; hp 11; Init +1; Spd 25 ft.; Defense 18, touch 12, flat 17 (+1 Dex, +1 class, +6 equip); BAB +0; Grap +2; Atk +2 melee (1d3+2 nl or 1d4+2) or +1 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SQ none, SV Fort +3, Ref +1, Will +1; AP 0; Rep +0; Str 14, Dex 13, Con 15, Int 10, Wis 12, Cha 8.
Skills: Climb +4, Drive +2, Hide+3, Intimidate +0, Move Silently +3, Spot +3, Survival +3.
Feats: Simple Weapons & Personal Firearms Prof., Advanced Firearms Prof., Light Armor Prof., Med. Armor Prof.
Possessions: Handgun and assault rifle, knife, full bulletproof vest (–4 armor check)
Field NCO (Tough 2, Strong 1): CR 2; HD 2d10+1d8; hp 24; Mas: 15; Init +1; Spd 20 ft.; Defense 23, touch 14, flat 22 (+1 Dex, +3 class, +9 equip); BAB +2; Grap +4; Atk +4 melee (1d3+2 nl/1d4+2) or +3 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SQ none, SV Fort +5, Ref +1, Will +1; AP 0; Rep +0; Str 14, Dex 13, Con 15, Int 10, Wis 12, Cha 8.
Skills: Climb +5, Drive +2, Hide+3, Intimidate +1, Jump +4, Move Silently +3, Spot +4, Survival +4.
Feats: Simple Weapons & Personal Firearms Prof., Advanced Firearms Prof., Light Armor Prof., Med. Armor Prof., Heavy Armor Prof.
Possessions: Handgun and assault rifle, knife, combat body armor (–7 armor check)
Field Officer (Tough 2, Strong 2, Charismatic 2): CR 5; HD 2d10+2d8+2d6; hp 40; Mas: 14; Init +1; Spd 20 ft.; Defense 25, touch 16, flat 24 (+1 Dex, +5 class, +9 equip); BAB +4; Grap +6; Atk +6 melee (1d3+2 nl or 1d4+2) or +5 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SQ none, SV Fort +8, Ref +3, Will +1; AP 0; Rep +2; Str 14, Dex 12, Con 14, Int 10, Wis 12, Cha 11.
Skills: Climb +5, Diplomacy +4, Drive +2, Hide+3, Intimidate +5, Jump +4, Knowledge (tactics) +3, Move Silently +3, Sense Motive +4, Spot +4, Survival +4.
Feats: Simple Weapons & Personal Firearms Prof., Advanced Firearms Prof., Light Armor Prof., Med. Armor Prof., Heavy Armor Prof.
Possessions: Handgun and assault rifle, knife, combat body armor (–7 armor check)
CYBERITES

Cyberite Traits: All cyberites possess the following traits.

—No Constitution score.

—Immunity to any effect that requires a Fortitude save (unless the effect also works on objects, or is harmless).

—Electronic vision (low-light vision, Darkvision out to 60 feet).

—Electronic communication (silent, encrypted, networked instant telecommunication connected to Hive Mind)
—Immunity to all mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects).

—Immunity to poison, sleep effects, paralysis, stunning, disease , death effects, and necromancy effects.

—Do not eat, sleep, or breathe.

—Not subject to critical hits, nonlethal damage, ability damage, ability drain, fatigue, exhaustion, or energy drain.

—Not at risk of death from massive damage. Immediately destroyed when reduced to 0 hit points or less.

—Cannot heal damage on their own, but can be repaired.

—Because its body is a mass of unliving matter, a cyberite is hard to destroy. It gains bonus hit points based on size.

	Size
	Bonus HP
	Size
	Bonus HP

	Fine
	—
	Large
	30

	Diminutive
	—
	Huge
	40

	Tiny
	—
	Gargantuan
	60

	Small
	10
	Colossal
	80

	Medium
	20
	
	


Guard Drone: CR 2; Medium-sized; HD 2d10+20; hp 31; Mas —; Init +1; Spd 30 ft. (treads); Defense 16, touch 11, flat 15 (+1 Dex, +5 armor); BAB +2; Grap +5; Atk +5 melee (1d4+2, grappler) or +3 ranged (2d8, laser); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +0, Ref +1, Will +0; Str 16, Dex 12, Con —, Int —, Wis 10, Cha 10.

Skills: Listen +5, Spot +5.

Feats: Point Blank Shot.

Components: Armor (+5), grappler arms, laser gun (fire, crit 20, range 40 ft.)
Sabotage Drone: CR 1; Small-sized; HD 1d10+10; hp 16; Mas —; Init +2; Spd 40 ft. (multi-legged); Defense 16, touch 13, flat 14 (+1 size, +2 Dex, +3 armor); BAB +1; Grap –2; Atk +4 melee (1d6+1, cutter jaws) or +4 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +0, Ref +2, Will +0; Str 12, Dex 14, Con —, Int —, Wis 10, Cha 10.

Skills: Climb +6, Demolitions +5, Hide +6, Move Silently +6.

Feats: Weapon Focus (cutter jaws).

Components: Armor (+3), manipulator arms, cutter jaws, internal flame launcher (3d6, fire, Reflex DC 15, area 5 ft. by 15 ft.), semtex mines (4d6, concussion, Reflex DC 18, radius 10 ft.)
Battle Drone: CR 5; Huge-sized (tall); HD 4d10+40; hp 62; Mas —; Init +1; Spd 40 ft. (quadrupedal); Defense 16, touch 9, flat 15 (–2 size, +1 Dex, +7 armor); BAB +4; Grap +17; Atk +8 (or +6/+6) melee (1d8+5, pincers) or +3 ranged (3d8, laser); FS 10 ft. by 10 ft.; Reach 15 ft.; SV Fort +0, Ref +1, Will +0; Str 20, Dex 12, Con —, Int —, Wis 10, Cha 10.

Skills: Climb +10, Jump +10, Search +5.

Feats: Advanced Firearms Proficiency, Point Blank Shot, Two-Weapon Fighting, Weapon Focus (pincers)
Components: Armor (+7), 2 pincers, laser cannon (fire, crit 20, range 80 ft., S/A)
Assassin Drone: CR 6; Medium-sized; HD 5d10+20; hp 47; Mas —; Init +3; Spd 40 ft. (bipedal); Defense 20, touch 13, flat 17 (+3 Dex, +7 armor); BAB +6/+1; Grap +9; Atk +9/+4 (or +7/+7/+2) melee (1d6+3, poison, lance) or +9/+4 ranged (3d8, laser); FS 5 ft. by 5 ft.; Reach 5 ft.; SV Fort +0, Ref +3, Will +2; Str 16, Dex 16, Con —, Int —, Wis 14, Cha 10.

Skills: Climb +8, Jump +8, Hide +8, Move Silently +8, Tumble +8
Feats: Point Blank Shot, Two-Weapon Fighting
Components: Armor (+7), rotor arms, 2 hand-mounted lances (inject neurotoxin, Fort DC 15, 1d4 Str/2d4 Con), shoulder-mounted laser sniper rifle (fire, crit 20, range 120 ft.)
Hive Defender: CR 9; Large-sized; HD 8d10+30; hp 74; Mas —; Init +2; Spd 40 ft. fly (perfect maneuverability); Defense 20, touch 11, flat 18 (–1 size, +2 Dex, +9 armor); BAB +8/+3; Grap +16 (can’t initiate a grapple, can only escape from a grapple); Atk +12/+7 melee (2d6+4, sonic blade) or +9/+4 ranged (3d8, laser); FS 5 ft. by 5 ft. (tall); Reach 10 ft.; SV Fort +0, Ref +2, Will +4; Str 18, Dex 14, Con —, Int —, Wis 14, Cha 10.

Skills: Climb +10, Jump +10, Search +5.

Feats: Advanced Firearms Proficiency, Combat Reflexes, Iron Will, Point Blank Shot, Weapon Focus (sonic blade)
Components: Armor (+9), sonic blade (2d6, sonic, crit 19-20), laser cannon (fire, crit 20, range 80 ft., S/A)
Hive Mind: CR 12; Gargantuan-sized; HD 10d10+60; hp 115; Mas —; Init +4; Spd 0 ft. (stationary); Defense 15, touch 6, flat 15 (–4 size, +9 armor); BAB +10/+5; Grap +27; Atk +9/+9/+9/+9/+9 melee (2d6+5, tentacles) or +6/+1 ranged (3d10, plasma); FS 20 ft. by 20 ft.; Reach 20 ft.; SQ Power Resistance 15, Psionic Aura; SV Fort +0, Ref +0, Will +7; Str 20, Dex 10, Con —, Int 20, Wis 20, Cha 10.

Skills: Listen +10, Sense Motive +10, Spot +10.

Feats: Improved Initiative, Iron Will
Components: Armor (+9), 5 tentacles, plasma cannon (fire, crit 20, range 80 ft., S/A)
Psionic Aura: A hive mind constantly generates an aura of psionic energy.  The moment a living opponent moves within a 20-foot radius of the hive mind, the opponent takes 2d10 points of mind-affecting psionic force damage and must make a Will save (DC 15).  The opponent takes ½ damage on a successful save and may continue moving closer to the hive mind, but on a failed save the opponent takes full damage and is pushed back 5 feet, knocked prone, and stunned for 1 round.
GRAYS

Gray Traits: All Grays possess the following traits.

—Medium size, but only 20 ft. base speed.

—Str –2, Con –2, Int +2, Wis +2.
—Telepathic communication (like a forced mindlink that translates languages; subject to Power Resistance)

—Power Resistance 10 + ½ HD + Cha modifier

—Immune to mind-affecting illusions and mind-controlling charms

—Can duplicate Disguise Form at the listed rank, as a mind-affecting illusion (not a physical change).

—Can use Telepathy and/or Psychokinesis at the listed rank, with access to all psi effects.

Gray Soldier

Gray Agent

Gray Officer

Gray Operative

Gray Commander

Gray Leader

Equip: Laser pistol or rifle, EMP grenades or pulse bombs, personal deflector screens (+3/+6/+9 deflection bonus to Defense)

	(Blank)
	

	
	Drawbacks:

	STR

DEX

CON

INT

WIS

CHA


	
	HP:

DEF: 10 (10 +0 class +0 Dex +0 equip +0 dodge)
Init: +0
AP: 6
	Fort: +0  /  Ref: +0  /  Will: +0

BAB: +0

Melee: +0 (punch, 1d3+0 nl)

Ranged: +0


	MDT: 0
DR: -
PR: -
Miss Chance: -
Armor Check: 0
Speed: 30 ft.

	Feats:

Proficiency (simple)

	
	Skills:


	

	Powers:


	Equipment:




X (Hero 1): CR 1; HD 1d8; hp 8; Mas 0; Init +0; Spd 30 ft.; Defense 10, touch 10, flat 10 (+0 Dex, +0 class); BAB +0; Grap +0; Atk +0 melee (1d3+0 nl) or +0 ranged; FS 5 ft. by 5 ft.; Reach 5 ft.; SQ none, SV Fort +0, Ref +0, Will +0; AP 0; Rep +0; Str 15, Dex 13, Con 14, Int 10, Wis 8, Cha 12.
Occupation: x
Skills: Listen +0, Spot +0.

Feats: Simple Weapons Proficiency. 

Talents: None.
Possessions: None.

