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[You may convert Expert d8 to 2d6, or Master d10 to 2d8 or 3d6]
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History

Personality
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ID:


	PP: 
	XP: 
	Milestone 1: 10 XP Trigger: you steal something so big your allies will never forgive you.
	Milestone 1: 3 XP Trigger: you are punished for trying or succeeding at stealing something that doesn’t belong to you.
	Milestone 1: 1 XP Trigger: you steal something that doesn't belong to you.
	Milestone 2: 1 XP Trigger: 
	Milestone 2: 3 XP Trigger: 
	Milestone 2: 10 XP Trigger: 
	Buddy: [d6]
	Team: [d8]
	Name: The Spot
	Distinction 1: Self-Serving
	Distinction 2: Hole In The Head
	Distinction 3: Legion of Losers
	Solo: [d10]
	Power Set 1: Dimensional Spots
	Power Set 1: SFX/Limits: SFX: Versatile: Replace Teleport die with 2d8 or 3d6.SFX: From All Angles: Step Up or double Teleport when attacking a single target. Remove highest-rolling die and add an additional die to your total.SFX: Reactive Power. Spend 1 PP to add a Dimensional Spots power to another character’s dice pool before rolling. If that character takes physical stress, take d6 mental stress.Limit: Dark Light Vulnerable. Earn 1 PP to step up any stress suffered from dark lights.Limit: Holes. Earn 1 PP and change Dimensional Spots into a complication when you take emotional stress.
	Power Set 2: Trait 1: 
	Power Set 2: Trait 3: 
	Power Set 2: Trait 2: 
	Power Set 2: Trait 4: 
	Power Set 2: Trait 4 Die: []
	Power Set 2: Trait 2 Die: []
	Power Set 2: Trait 1 Die: []
	Power Set 2: Trait 3 Die: []
	Power Set 2: SFX/Limits: 
	Power Set 1: Trait 1: Teleport
	Power Set 1: Trait 1 Die: [d10]
	Power Set 1: Trait 2: 
	Power Set 1: Trait 2 Die: []
	Power Set 1: Trait 3: 
	Power Set 1: Trait 3 Die: []
	Power Set 1: Trait 4: 
	Power Set 1: Trait 4 Die: []
	Power Set 1: Trait 5: 
	Power Set 1: Trait 5 Die: []
	Power Set 1: Trait 6: 
	Power Set 1: Trait 6 Die: []
	Specialty 1: Acrobatic Expert
	Specialty 3: Crime Expert
	Specialty 5: 
	Specialty 2: Combat Expert
	Specialty 4: Science Expert
	Specialty 6: 
	Specialty 6 Die: []
	Specialty 4 Die: [d8]
	Specialty 2 Die: [d8]
	Specialty 1 Die: [d8]
	Specialty 3 Die: [d8]
	Specialty 5 Die: []
	Power Set 2: 
	Milestone 1: I'll Be Taking That
	Abilities Resources: The Spot can control and manipulate the space warps to almost any degree he wishes. He can expand or shrink them to any size, or he can join together multiple spots to form one larger warp. The spots are unaffected by gravity and can be placed against a surface (including another person) or left suspended in mid-air. He can also designate which spots will lead to the spot dimension from those that will instantly lead to another location in this dimension. He can create new spots, or close them entirely by retreating into his dimension and pulling the warp in behind him (making a quiet "poit" sound).
	History: As a scientist working for the Kingpin, Dr. Jonathan Ohnn was assigned to reproduce the radiation levels of the superhero Cloak to find a way to artificially mimic his powers. He succeeded, creating a solid black circular portal to another dimension, which itself was filled with other portals. Afterward, his body had undergone a radical transformation. The portals from the other dimension had adhered to his skin, covering him with black spots from head to toe.  He has used his powers to battle various heroes including Spider-Man and the Fantastic Four. MODOK offered him money.
	Personality: 
	Milestone 2: 
	ID: 
	Image: 


