
Rick Davies The Resilient Rubber-Man
 Val Char Roll  Notes 
  

 40 STR 17-  HtH Damage:  8d6 
    Lift:  6400 kg  
    END:  4 
 20 DEX 13- 
  23 CON 14- 
 18 INT 13- PER Roll:  13- 
 11 EGO 11-  
 18 PRE 12- PRE Attack:  3½d6  
  

 8 OCV 
 7 DCV 
 4 OMCV 
 4 DMCV  
 5 SPD  Phases: 3, 5, 8, 10, 12 
 

 32 PD  Total:  32 (22r) 
 32 ED  Total:  32 (22r) 
 11 REC 
 45 END   
 12 BODY 
 42 STUN  
 

Personal Data  
 

Hair:  Black Eyes:  Blue  
Height:  6' 1" Weight:  180 lbs  
 

Birth Date:  July 23, 1973 
Place of Birth:  Syracuse, NY  
 

Non-Hero Occupation:  Biologist / Geneticist 
 

Complications   
 

DNPC:  Stephen Davies (7 year old son) (Infrequently, 
Incompetent) 

Psych Complication:    Code Against Killing (Common, Total) 
Psych Complication:    Loves publicity (Common, Moderate) 
Psych Complication:    Dedicated to family and team 

(Uncommon, Moderate) 
Psych Complication:    Thinks superheroing should be fun 

(Uncommon, Moderate) 
Social Complication:    Public Identity (Frequently, Major) 
Vulnerability:  1½ x Effect from Attacks affecting molecular 

stability (Uncommon) 
 

Movement END 
 

Run:  30m (60m NC) 3 
Swim:  4m (8m NC) 1 
Leap:  4m / 60m (8m / 480m NC) 4 
Gliding:  30m (60m NC) 0 
 
 

Skills 
  

+2 with All Combat 
 

Acting 13- 
Breakfall 13- 
Bureaucratics 13- 
Climbing 13- 
Computer Programming 13- 
Contortionist 13- 
Oratory 13- 
Paramedics 13- 
Persuasion 8- 
Power (Rubber Body) 15- 
Rapid Attack (HTH Multiple Attacks Only)  
Teamwork 13- 
 

PS:  Scientist 13- 
 

AK:  United States of America 13- 
AK:  California 13- 
CK:  New York City 13- 
CK:  Syracuse, NY 8- 
 

Language:  English (Idiomatic, native accent; Native) 
 
TF:  Small Motorized Ground Vehicles 
 

Scholar  
1)  KS:  Comic Books and Science Fiction 13- 
2)  KS:  Superpowers 13- 
3)  KS:  The Staebler Process 11- 
4)  KS:  The Superhuman World 13- 
 

Scientist  
1)  SS:  Biology 13- 
2)  SS:  Chemistry 13- 
3)  SS:  Genetics 13- 
4)  SS:  Nanotechnology 11- 
5)  SS:  Superbeing Genetics 13- 
 

Talents 
 
Flexible Rubber Body:  Double Jointed 
 
Perks 
 

Positive Reputation:  Publicity-loving member of Remarkable 
Wrong-Righters and former member of SuperSquad 
America (A large group) ; 14-, +2 / +2d6 

 

Fringe Benefit:  Passport 
Fringe Benefit:  International Driver's License 
Fringe Benefit:  Sanctioned Superhero 
 
 
 



Martial Arts  
 

Martial Arts:  Stretching Tricks  
+1 HTH Damage Classes (already included) 
  

Maneuver Phase OCV DCV Effects  
Wind-Up Punch ½ +1 -2 13d6 Strike 
Wrap Around Grab ½ -1 -1 Grab Two Limbs, 55 STR for 

holding on 
Squirm Out ½ +0 +0 60 STR vs. Grabs 
Constrictor Hold ½ -2 +0 Grab One Limb; 2½d6 NND 
  

Power END 
 

Rubber Body all slots Unified Power 
1)   Elasticity:  Stretching 40m, x8 body dimension, 0 END  
2)   Resiliency:  Resistant Protection (22 PD / 22 ED) 
3)  Stretching Into Glider:  Gliding 30m 
4)  Stretched Leg Running:  Running +18m (30m total)  2 
5)  Stretching Fingers Into Tight Places To Hold On:  Clinging 

(normal STR); Cannot Resist Knockback, Requires At Least 
One Free Hand 

 

Rubber Body Effects Multipower, all slots Unified Power 
f1)   Super Leaping:  Leaping +56m (60m forward, 30m 

upward) (Accurate, x8 Noncombat) 4 
f2)   Really Big Fist:  Hand-To-Hand Attack +8d6 (13d6 w/STR), 

Area Of Effect (3m Radius) 5 
f3)   Squeezing Through Tight Spaces:  Desolidification; Does 

Not Protect Against Damage, Cannot Pass Through Solid 
Objects 4 

f4)  Bouncing Bullets:  Reflection (75 Active Points’ worth), 
Any Target, ½ END; Only works against attacks that 
actually use physical objects  3 

f5)   Safety Pillow:  Breakfall 21-, Usable by Rick and 7 others 
simultaneously; Costs Endurance 5 

  

Wrong-Righter Wrist Radio:  Radio Perception / Transmission 
(Radio Group); OIF 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Combat Maneuvers 
 

Maneuver Phase OCV DCV Effects 
Block ½ +0 +0 Block HTH Attacks; Abort 
Brace 0 +2 ½ +2 OCV only to offset Range 

Modifier 
Disarm ½ -2 +0 Disarm target, req.STR vs. STR Roll 
Dodge ½ -- +3 Dodge all attacks; Abort 
Grab ½ -1 -2 Grab two limbs, can Squeeze, 

Slam, or Throw 
Grab By ½ -3 -4 Move and Grab object, +(v/10) to 

STR 
Haymaker ½ +0 -5 +4 DC 
Move By ½ -2 -2 ((STR/2)+(v/10))d6, take 1/3 

damage 
Move Through ½ -v/10 -3 (STR +(v/6))d6, take ½ damage 
Multiple Attack 1 var x½  Attack 1 or more targets multiple 

times 
Set 1 +1 +0 Take extra time to aim a Ranged 

attack 
Shove ½  -1 -1 Push target back 1m per 5 STR 

used 
Strike ½ +0 +0 STR damage or by weapon type 
Throw ½  +0 +0 Throw object or character, does 

STR damage 
Trip ½  -1 -2 Knock target to ground 
Other Attacks ½ +0 +0  
 
Maneuver Phase OCV DCV Effect 
Club Weapon ½ +0 +0 Killing weapon does Normal 

damage 
Choke ½ -2 -2 NND 1d6, Grab one limb 
Cover ½ -2 +0 Target held at “gunpoint” 
Dive for Cover ½ +0 +0 Character avoids attack; Abort 
Hipshot ½ -1 +0 +1 DEX only for initiative 
Pulling A Punch ½ -1/5d6 +0 Strike, normal STUN, ½ BODY 
Roll With A Punch ½ -2 -2 “Block” after being hit, ½ damage; 

Abort 
Snap Shot 1 -1 +0 Lets character duck behind cover 
Strafe ½ -v/6 -2 Make Ranged attack while moving 
Suppression Fire 1 -2 +0 Continuous fire through an area, 

must be Autofire 
 

Range Modifiers 
 

Range  Modifier 
Within Reach (1m)  -0 
2 - 8m  -0 
9 - 16m  -2 
17 - 32m  -4 
33 - 64m  -6 
65 – 125m  -8 
126 – 250m  -10 
and so forth 
 
 


