Amber

Attributes:


Strength:
2


Speed:

4


Agility:
5


Endurance:
5


Durability:
4


Intelligence:
4


Perception:
4


Willpower:
5


Prowess:
4


Accuracy:
5

History:


Amber Lawrence was born in raised in Riverbluff, Tennessee. She had a relatively normal life, and ended up going to college at Riverbluff University. While there, she began dating a young man named Jim Danner. Unfortunately, shortly after she began dating him, she was diagnosed with cancer. To his credit, Jim swore to stick by her, and help her during this trial.


A year after they began dating, Energy X was released on Patriot City, with many other canisters travelling far and wide. Jim became exposed to Energy X, and started adventuring as the local hero, Night Hunter. However, local crime lord Donald Baer had discovered Jim's identity, and had Amber, as well as Jim's best friend Mark, shot. Amber lay at death's door, and Jim took the only option available to him - he gave her a blood transfusion, hoping the Energy X in his system would save her life.


In fact, it did - it not only healed the gunshot wound, it cured her cancer. As well, since the Energy X in his system had not fully metabolized, Amber gained superhuman abilities as well. In her case, it was the ability to generate an unknown form of yellow-tinted photoplasma, and shape it into solid objects and other manifestations. Confused, and distraught, she broke up with Jim, and left for Mountainrock, where her Uncle Ryan was in residence at the Mendolsson Memorial Hostel for Displaced Metahumans. There, she joined Legion, the Hostel's security force, hoping to find her own way.

Height:

5'5"

Weight:
115 lbs

Hair:

Dark blonde (mid-length, in a short ponytail)

Eyes:

Light brown

Description:



A slender, pretty young woman, Amber does not use a dual identity. However, when adventuring, she will wear a loose-fitting golden brown blouse over a dance leotard.

Skills and Talents:


Amber is a creative soul, who has studied in college to become a proffessional dancer. She has had some hand-to-hand training under Jarhead, but relies primarily on her enery powers in combat.

Superhuman Powers:


Amber can generate solid fields of an unknown form of yellowish-gold photoplasma, and utilize this energy for a number of effects. By encasing herself in an aura of this energy, she can augment her durability to Metahuman (7) levels, and can fly at speeds approaching three hundred miles per hour. By creating a shape capable of manipulation, such as a hand or machine, she can generate forces roughly equal to a Superhuman strength level, and can lift up to seventy tons with these constructs. Solid, immobile constructs can be made far more durable, approaching a Superhuman (9) durability. Note that she once generated a series of bubbles around a nuclear weapon, as opposed to a single bubble - the multiple weaker bubbles were able to dissipate the concussion wave far more effectively than a single bubble.


Her constructs only last as long as she concentrates on them, fading out once she loses her mental "grasp" on them. She can concentrate on as many as ten different constructs at a time, though this diminishes the overall capabilities of each individual construct. The maximum range she appears to be capable of manifesting a construct is roughly two to three hundred feet. She has not yet been observed to have a maximum duration for a construct, and may only be limited by her actual physical endurance. In addition, adrenaline appears to increase her constructs' strength and durability as much as it would a normal human's strength and pain tolerance. Finally, she can somehow sense what a construct is touching, though there is no feedback or backlash from a destroyed construct.

Equipment:


None.

