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Hero Name: Jaunt- Secret Identity: Terry Tindwal

Proficiency: 2
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Power Ability: Constitution .
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| ADDITIONAL QUICK NOTES [

HIT POINTS

(MAX) 33

Range (20/60)

HIT POINTS
(CURRENT)

HIT POINTS
(TEMPORARY)

Armor: Kevlar Body Armor 12 + Dex modifier (max 2)
Weapons: Laser Dagger. 1d4 +2 radiant Finesse, Keen (19+) Light, Thrown

At-Will Powers: Gouge, Sticky Bomb

Super Powers: Flicker, Disguise Self, Mirror Image

Enhancements: Brutal Critical

Notes: Short Rests are 5 minutes. All Power Slots recharge on Short Rests.

ANIMAL HANBLING B=CEPTION

INSIGHT INTIMIDATION

MEDICINE PERFORMANCE

PERCEPTION PERSUASION

SURVIVAL

INVESTIGATION

+3

B=NDJINN.COM 5= CHARACTER SHEST

A\ \



CHARACTER NAME Jaunt

| CHARACTER PORTRAIT NS

HEIGHT

WEIGHT

=YES

SKIN

HAIR

QUIRKS

| BACKSTORY
MUTANT

Evolution is a natural aspect of the world. Because of this, many creatures continue to evolve and adapt overtime,
even humans. Some humans have begun to take the next step in our evolution. Special gifts, or powers manifesting
around puberty or moments of immense stress. There is no wider variety of hero as the mutant. Their evolution can
span both the realms of physical and mental manifestations of their powers.

MUTANT TRAITS
Much like Inhumans, the variety of traits that manifest in mutants is near limitless.

| FEATURES & TRAITS
JUMPER

Starting at 1st level, you have the power to teleport, or jump from on location to another in an instant. You know the
flicker power. This does not count against your total number of powers known. You can use this feature a number of
times equal to your proficiency bonus without expending a power slot. You regain expended uses when you finish a
short or long rest.

NATURAL JUMPER
When you activate a power that allows you to teleport, the distance you can teleport is doubled.

SURPRISE
At 3rd level, your mobility makes you unpredictable. This allows you to catch your enemies by surprise. When you
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CHARACTER NAME Jaunt

At-Will I

At-Will I

GOUGE

Activation Time: 1 action

Range: 5 feet

Duration: Instantaneous

As part of the action to use this
power, you must make a melee
attack with a slashing or piercing
weapon against one creature
within your reach, otherwise the

STICKY BOMB

Activation Time: 1 action

Range: 30 feet

Duration: Instantaneous

You deploy or throw a device or
power that sticks to creature,
object or unoccupied space and
then detonates a moment later. If
the target is a creature it must

Duration: Instant

You step through a rift in reality
or are surrounded in a mist or puff
of smoke for an instant, you

teleport up to 30 feet to an
Lnoccunied snace that voll can see

Enhancel

Duration: 1 hour

Using illusionary magic or
hologram, you make
yourself-including your clothing,

armor, weapons, and other

Lhelongings on vaurnerson_ look |
Innate I

nawer fails On a hit the target sl nggd aDoxtority sa“ing Ihmm
S.PowerI S.PowerI S.Powerl
FLICKER DISGUISE SELF MIRROR IMAGE
1st level 1st level 2nd level
Activation Time: 1 bonus action Activation Time: 1 action Activation Time: 1 action
Range: Self Range: Self Range: Touch

Duration: 1 minute

Using magic, psionics or a
gadget, you create three illusory
duplicates of yourself appear in

your space. Until the power
ands the duynlicates maove with

BRUTAL CRITICAL

You can roll one additional
weapon damage die when
determining the extra damage for
a critical hit with a melee attack.

This increases to two additional
dice at 13th level and three
additional dice at 17th level.
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LIGHTNING STRIKE
Activation Time: 1 action

Range: 30 feet

Roles:

Duration: Instantaneous

A streak of thin lightning springs
from your hand, weapon, gadget
or similar delivering a shock to a
creature within range. Make a

Lranged nower attack againgt the )
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	Text Field 50: Armor: Kevlar Body Armor 12 + Dex modifier (max 2)
Weapons: Laser Dagger. 1d4 +2 radiant  Finesse, Keen (19+) Light, Thrown Range (20/60)
At-Will Powers: Gouge, Sticky Bomb
Super Powers: Flicker, Disguise Self, Mirror Image
Enhancements: Brutal Critical
Notes:  Short Rests are 5 minutes. All Power Slots recharge on Short Rests.
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	Text Field 39: MUTANT
Evolution is a natural aspect of the world. Because of this, many creatures continue to evolve and adapt overtime, even humans. Some humans have begun to take the next step in our evolution. Special gifts, or powers manifesting around puberty or moments of immense stress. There is no wider variety of hero as the mutant. Their evolution can span both the realms of physical and mental manifestations of their powers.

MUTANT TRAITS
Much like Inhumans, the variety of traits that manifest in mutants is near limitless. 
Ability Score Increase. Your Wisdom score increases by 2, and one other ability score of your choice increases by 1.
Size. Medium.
Speed. 30 feet.
Languages. Common
Innate Mutation. Choose one At-will power of your choice. This does not count against the total number of A-will powers known. Once you activate this power, you can’t use it again until you finish a short or long rest.

SPY
While training in the military or some similar station, you discovered your gift for the subtle art of trickery, misinformation, and manipulation. You can pry important information from those who would keep it secret. Espionage and stealth are your greatest assets. Using a false identity to pass your enemies defenses unnoticed.

Skill Proficiencies: Deception, Stealth
Tool Proficiencies: Disguise kit
Languages: Two of your choice

FEATURE: FALSE IDENTITY
You have more than one identity. The one you wear the most is a false identity, used to protect you, your family, and others close to you. You have a disguise kit to help distinguish the personal, as well as known acquaintances, and forged documentation that supports your false identity.
Whenever you choose, you can drop your identity and blend into a crowd of citizens of the city.

Equipment: Disguise kit, ball bearings, a threatening note left behind by someone who discovered your false identity.


	Text Field 47: 
	Text Field 38: JUMPER
Starting at 1st level, you have the power to teleport, or jump from on location to another in an instant. You know the flicker power. This does not count against your total number of powers known. You can use this feature a number of times equal to your proficiency bonus without expending a power slot. You regain expended uses when you finish a short or long rest.

NATURAL JUMPER
When you activate a power that allows you to teleport, the distance you can teleport is doubled.

SURPRISE
At 3rd level, your mobility makes you unpredictable. This allows you to catch your enemies by surprise. When you teleport before attacking an enemy, you have advantage on attack rolls against any creature that hasn’t taken a turn in combat yet and they have disadvantage on any saving throws. In addition, any hit you score against a creature that is surprised is a critical hit.
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	Text Field 37: Jaunt
	Text Field 35: 
	Text Field 5: GOUGE
Activation Time: 1 action
Range: 5 feet
Duration: Instantaneous
As part of the action to use this power, you must make a melee attack with a slashing or piercing weapon against one creature within your reach, otherwise the power fails. On a hit, the target suffers the attack’s normal effects, and the target must succeed a Constitution saving throw or suffer a superficial but bloody wound. At the start of each of the targets turns the target takes 1d6 damage of the same type as the weapon. The target can make another Constitution saving throw at the end of each of its turns to end the effect. If the target receives healing or if a creature can make a DC 12 Wisdom (Medicine) check as an action to end the effect as well. Undead, constructs and androids are immune to this feature. 

	Text Field 31: At-Will
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	Text Field 6: STICKY BOMB
Activation Time: 1 action
Range: 30 feet
Duration: Instantaneous
You deploy or throw a device or power that sticks to creature, object or unoccupied space and then detonates a moment later. If the target is a creature it must succeed a Dexterity saving throw or the sticky bomb attaches to the target and the target automatically fails the saving throw. On a success the sticky bomb attaches to the target. The sticky bomb detonates at the start of your next turn. Each creature within 5 feet of the sticky bomb must succeed on a Dexterity saving throw or take 1d6 fire damage. The explosion ignites flammable objects in that area that aren’t being worn or carried.

At Higher Levels.
5th level. The damage increases to 2d6. Additionally, you can choose to delay the detonation up to 1 minute (as if concentrating on a power). The power ends causing it to explode either because your concentration is broken or because you decide to end it. 

11th level. The damage increases to 3d6. The area of effect of this power increases to 10 feet. 

17th level. The damage increases to 4d6. If the target is a creature or a flammable object, it ignites. Until a creature takes an action to douse the fire, the target takes 1d10 fire damage at the start of each of its turns.
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	Text Field 10: FLICKER
1st level
Activation Time: 1 bonus action
Range: Self
Duration: Instant
You step through a rift in reality or are surrounded in a mist or puff of smoke for an instant, you teleport up to 30 feet to an unoccupied space that you can see.

At higher levels. When you activate this power with a power slot of 2nd level or higher, you increase the range by 10 feet for each power slot beyond 1st.

	Text Field 25: S.Power
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	Text Field 9: DISGUISE SELF
1st level
Activation Time: 1 action
Range: Self
Duration: 1 hour
Using illusionary magic or hologram, you make yourself-including your clothing, armor, weapons, and other belongings on your person- look different until the powers ends or until you use your action to dismiss it. You can seem 1 foot shorter or taller and can appear thin, fat, or in between. You can't change your body type, so you must adopt a form that has the same basic arrangement of limbs. Otherwise, the extent of the disguise is up to you.

The changes wrought by this power fail to hold up to physical inspection. For example, if you use this power to add a hat to your outfit, objects pass through the hat, and anyone who touches it would feel nothing or would feel your head and hair. If you use this power to appear thinner than you are, the hand of someone who reaches out to touch you would bump into you while it was seemingly still in midair.

To discern that you are disguised, a creature can use its action to inspect your appearance and must succeed on an Intelligence (Investigation) check against your power save DC.

At Higher Levels. When you activate this power using a power slot of 2nd level or higher, its duration increase by 1 hour for each level.
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	Text Field 8: MIRROR IMAGE
2nd level
Activation Time: 1 action
Range: Touch
Duration: 1 minute
Using magic, psionics or a gadget, you create three illusory duplicates of yourself appear in your space. Until the power ends, the duplicates move with you and mimic your actions, shifting position so it's impossible to track which image is real. You can use your action to dismiss the illusory duplicates.

Each time a creature targets you with an attack during the power's duration, roll a d20 to determine whether the attack instead targets one of your duplicates.

If you have three duplicates, you must roll a 6 or higher to change the attack's target to a duplicate. With two duplicates, you must roll an 8 or higher. With one duplicate, you must roll an 11 or higher.

A duplicate's AC equals 10 + your Dexterity modifier. If an attack hits a duplicate, the duplicate is destroyed. A duplicate can be destroyed only by an attack that hits it. It ignores all other damage and effects. The power ends when all three duplicates are destroyed.

A creature is unaffected by this power if it can't see, if it relies on senses other than sight, such as blindsight, or if it can perceive illusions as false, as with bioscanner.
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	Text Field 13: BRUTAL CRITICAL
You can roll one additional weapon damage die when determining the extra damage for a critical hit with a melee attack.

This increases to two additional dice at 13th level and three additional dice at 17th level.
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	Text Field 18: 
	Text Field 12: LIGHTNING STRIKE
Activation Time: 1 action
Range: 30 feet
Roles: 
Duration: Instantaneous
A streak of thin lightning springs from your hand, weapon, gadget or similar delivering a shock to a creature within range. Make a ranged power attack against the target. You have advantage on the attack roll if the target is wearing armor made of metal. On a hit, the target takes 1d6 lightning damage, and it can’t take reactions until the start of its next turn.

At Higher Levels.
5th level. The damage increases to 2d6. When you hit a target, a surge of lightning leaps to other creatures within 5 feet of the target. Each creature must succeed a Dexterity saving throw or they can’t take reactions until the start of its next turn.

11th level. The damage increases to 3d6 and, the effect lasts until the start of your next turn.

17th level. The damage increases to 4d6 and the range increases to 60 feet. Additionally, as an action you can create burst of chaotic lightning that arcs toward a target of your choice that you can see within range. Three bolts then leap from that target to as many as three other targets, each of which must be within 20 feet of the first target. A target can be a creature or an object and can be targeted by only one of the bolts.

A target must make a Dexterity saving throw. The target takes 4d6 lightning damage on a failed save and can’t take reactions until the start of your next turn, or half as much damage on a successful one. Once you use this feature, you can’t use it again until you finish a short or long rest.

Innate Mutation. Once you activate this power, you can’t use it again until you finish a short or long rest.
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