
UNKNOWN C a p e

L e v e l  1  ·  R e g i s t e r e d

C H A R A C T E R  P O R T R A I T

10
C O M B A T

Roll under 10 to hit

10
B R A W N

Not immovable — needs 60

10
R E F L E X

Initiative 2d10+10

10
W I L L

Second wind: 20 back

REFLEX 10 IS A SITTING DUCK
At Reflex 30 or less, attacks aimed at you simply hit — no roll. Dodging is your whole action and the only thing that puts them back at disadvantage.
Spend it.

BLAST 3  E N E R G Y  ·  5 0  F T  ·  R O L L  U N D E R  1 0

2d8 damage. ↑  +2  DAMAGE

C O S T U M E C A U S E S T A N D I N G  W I T H  T H E  S T A N D A R D

W H E N  Y O U ' R E  H I T  —  R E S O L V E  L E F T  T O  R I G H T

Fly back is checked once. One hit, one check — the extra 4 or 8 never triggers another. The KO roll is on the damage taken. At 5 HP or less, roll d100 under it or you are out cold.

H P

/ 10
At 5 or less, every hit means a d100 knockout check. Back to full after a night's rest.

E N E R G Y

/ 10
Blast 3 · Second action 5 · Second Wind +20. Refills between fights.

Y O U R  T U R N

Move 30 ft and take one action: use a power, attack, or restrain a
downed foe. A punch is 1d6 and free. Spend 5 Energy for a second
action, once per round.

D O D G I N G  &  G R A B S

Dodge costs your whole action: every attack on you is at
disadvantage until your next turn. Grabs roll under Combat; while
you hold on, neither of you moves.

D O W N ,  N O T  D E A D

At 0 HP you are incapacitated. Nobody dies unless you decide it.
Restraining a downed foe is an action — that is the capture, and
captures make the news.

C A P T U R E S

Who you brought in, and where they are being held.

C O L L A T E R A L

What you went through, and who is going to bill the Standard for it.

C A P E S  V S  C L O A K S  L I T E  ·  I S S U E  # 1

S C A N  T O  B U I L D  Y O U R  O W N
A P P R O V E D  B Y  T H E  C O D E

ROLL WITH THE PUNCH
Spend up to 3 Energy and reduce the
damage by that much. Your call, after
you see it.

SUBTRACT TOUGHNESS
2 per Level the attacker is below you.
You are Level 1 — ask the GM what they
are.

FLOOR AT 2
A hit that lands never deals less than 2.
This number is the damage.

FLY BACK?
8+ knocked prone, add 4. 12+ through
the wall, add 8. Check once — no
escalating.

APPLY IT
Straight to HP. If HP falls to 5 or less,
roll d100 under the damage or you're
out.

1 2 3 4 5


