
Scratch 
OCV 9, DCV 8, PD 10, ED 10 

• STR 15 DEX 24 CON 18 BODY 10 INT 10 EGO 10 PRE 15 COM 10 PD 10 ED 10 SPD 5 REC 7 END 
36 STUN 27 = 97 

• Extra Limb, 15” Flight, 1d6 HKA, Stealth = 60 

• Elemental Control: disorientation 28 points, only applies to the person hit by his HKA = 14 
o Mind Control 9d6, half-END, only to say “attack me” = 10, 4 END 
o Invisibility to all senses with fringe effect, half-END, vs. target only = 9, 4 END 

• Disads: Secret ID, Amnesia, H: KCPD, Unusual Looks, Accidental Change 
o Currently: Gary Gatt 

 
First thing to notice: how fragile he is, not much tougher than a normal person. A single punch from 
ARC would stun him and with a good damage roll, knock him out. He has no resistance defenses; a 
single pistol shot could kill him. He’s a scrapper in close combat with a good offensive roll and up to 
2d6 killing attack if he uses his strength, but it’s Endurance-expensive; he can in no way fly-and-
attack throughout the twelve segments of a combat round. In standard Champions terms, in which a 
single character is responsible for his or her own attack, defense, movement, and “other,” he’s not 
viable. 
 
But that’s not how I built the Good Guys. On 190 points each (ARC and Agent One are 250 points 
each), they’re made to complement one another in action. In Scratch’s case, his main thing is to 
attack someone is melee once, just to hit, never mind the damage, and then fly off using his double-
attack of Mind Control and Invisibility, on that person, the only one they affect. 
 
They’re built such that they aren’t really “powers” in the fiction, but a powerful psychological effect 
of being slashed at, up close. The person becomes frantic, uncontrollably attacking Scratch or trying 
to, and cannot see exactly where he is … so they’re forced to shoot in whatever direction he flew 
away, otherwise more or less at random. If he changed direction, which he does, they can’t tell. It’s 
very similar to the Enrage Disadvantage and renders the target incapable of teamwork and probably 
dangerous to the local environment. If there’s something or someone Scratch wants broken, that’s 
the way he flies first. 
 
For defenses, he more than any other Good Guy relies on Weak Force’s at-range force field, but 
ideally, what he’d do is get as many foes shootin’ or smashin’ up the joint “trying to get him,” so he 
doesn’t have to worry about getting attacked anyway. Then he can do helpful things like he did in 
our game, swooping over to get his stunned ally Ankylo away from the mighty-strong guy once Weak 
Force broke the latter’s grab on the former. Such things work very well if he holds an action and 
waits to see how the other three coordinate their nigh-automatic combo based on their shared 
Dexterity value. 
 


