Legion Character Profiles

Standard format:

Name

Attributes:


Strength:


Speed:


Agility:


Endurance:


Durability:


Intelligence:


Perception:


Willpower:


Prowess:


Accuracy:

History:

Height:

Weight:

Hair:

Eyes:

Description:

Skills and Talents:

Superhuman Powers:

Equipment:

For the attributes, the following ranges will be used:

Strength:

(Lifting weights refer to military press overhead)

1
Sedentary

- Well below human average physical strength

2
Poor 


- Below human average physical strength

3
Average 

4
Strong 


- Above average human strength

5
Very Strong 

- Well above average human strength

6
Peak Human 

- The strongest a human being can get up to mild

 superhuman strength, up to 700 - 900 lbs.

7
Powerful 

- Superhuman lifting ability to roughly 2 tons

8
Metahuman 

- Superhuman lifting ability from 3 to roughly 20 tons

9
Parahuman 

- ""
""
""
""      from 25 to roughly 60 tons

10
Superhuman 

- ""
""
""
""      from 65 to roughly 150 tons

11
Cosmic 

- ""
""
""
""      above 150 tons or more.

Speed / Agility:
(Does not include flight speeds)

1
Sedentary

- Well below human average mobility / coordination

2
Poor


- Below human average mobility / coordination

3
Average

4
Quick


- Above average human mobility / coordination

5
Nimble


- Well above average human m / c

6
Peak Human

- The human limit of speed or agility, up to barely

superhuman levels of ability.

7
Fast


- Superhuman speeed to 50 mph, or agility sufficient to 

dodge firearms at long range after they have fired.

8
Metahuman

- Speed to roughly 150 mph, or agility to dodge firearms at 

close range after they have fired

9
Parahuman

- Speed to roughly 400 mph, or agility to dodge automatic weapons





fire at close range

10
Superhuman

- Speed to Mach 1, or agility to dodge hypervelocity rounds at 

medium range, or catch firearm projectiles at close range.

11
Cosmic

- Speed above Mach 1, and agility far beyond the limits described 

above.

Endurance:

1
Sedentary

- Well below average; tires after 3 minutes of normal exertion, 

such as jogging pace, or mere moments of peak exertion, 

such as sprinting.

2
Poor


- Below average; tires after 10 minutes of normal exertion, or 

twenty seconds at peak exertion.

3
Average

4
Athletic

- Above average; 1 1/2 hours of normal exertion, or 2-3 minutes of





peak exertion.

5
Enduring

- Well above average. 3-5 hours of normal, or 4-6 minutes of

peak

6
Peak Human

- Absolute human maximum. 8-12 hours of normal exertion, or





10 - 15 minutes of peak exertion.

7
Metahuman

- Superhuman. 24-48 hours of normal, or 30-45 minutes of peak.

8
Superhuman

- Superhuman. Unlimited normal exertion, 1-3 hours of peak.

9
Tireless

- Does not tire. Applicable mostly to machines with internal power





generators.

Durability:

2
Poor


- Glass jaw, goes down easily.

3
Average

4
Excellent

- Can take a beating

5
Peak Human

- As durable as a heavyweight prize fighter, or even slightly 

beyond.

6
Mild Metahuman
- As tough as a large land animal, such as a bear or bull.

7
Metahuman

- As tough as a titanic land mammal, such as an elephant. Immune 

to small caliber firearms

8
Parahuman

- Immune to large caliber personal firearms and most non-missile 

crew served weapons; as durable as a tractor trailer.

9
Superhuman

- Immune to anti-tank weaponry and missiles. As durable as a 

reinforced concrete bunker.

10
Cosmic

- Nearly indestructible.

Intelligence:

1
Unintelligent

- No thought proccesses, or approximations thereof.

2
Poor


- Below average intelligence, possibly mentally handicapped.

3
Average

4
Smart


- Above average memory and problem solving ability.

5
Genius


- Exceptional memory and problem solving.

6
Super-Genius

- Incredible memory and problem solving. Can conceive of 

concepts at the edges of their cultures scientific 

development.

7
Metahuman

- Superhuman intellectual ability. Can create entirely new





fields of thought, or develop technologies nearly a





century ahead of their culture's scientific development.

8
Superhuman

- Vast superhuman intelligence. Can develop concepts and 

technologies several hundred years beyond their culture's

scientific development.

9
Cosmic

- Unimaginable intellect, capable of comprehending concepts that 

would send a lesser mind into a state of shock, or 

unravelling mysteries of the universe using two coconuts 

and a piece of driftwood.

Perception

2
Poor


- Below human average ability to analyze sensory input, or 

impaired senses.

3
Average

4
Keen


- Above human average perceptive ability

5
Perceptive

- Well above human average, can make intuitive deductions based 

on minimal sensory input.

6
Peak Human

- Absolute peak perceptive abilities. 

7
Metahuman

- One or two superhuman senses, or all senses mildly superhuman

8
Parahuman

- All senses at superhuman levels of acuity, or all senses mildly 

superhuman with additional senses.

9
Superhuman

- All senses at superhuman levels of acuity AND either additional





senses, or superhuman capacity to analyze sensory input.

10
Cosmic

- Sensory input and analyzation beyond human comprehension, up





to and including "cosmic awareness".

Willpower
2
Poor


- Easily swayed, or otherwise weak-willed.

3
Average

4
Stubborn

- Above average strength of will

5
Iron Willed

- Well above average strength of will and convictions.

6
Peak Human

- Absolute peak human development of willpower

7
Metahuman

- Superhuman strength of will and convictions

8
Suerhuman

- Strength of will sufficient to overcome nearly all physical limits 

for short periods of time, and nearly immune to hostile 

mental abilities except of the highest power level.

9
Cosmic

- Willpower great enough to withstand constant assault by a vast 

number of psionics simultaneously.

Prowess:

2
Poor


- Completely unskilled in hand to hand combat

3
Average

4
Above Average
- Some minor hand-to-hand courses

5
Trained

- Some training and experience in close combat

6
Skilled


- Black belt level hand to hand ability (on average)

7
Highly Trained
- Extensive hand to hand training or extensive combat experience.

8
Adept


- Master level hand to hand combatant, sufficent to instruct with 

effective results. Massed ranks of thugs are no longer a 

challenge.

9
Masterful

- Grandmaster level hand-to-hand combatant, capable of taking on 

foes vastly more physically powerful with a good chance of 

success. On par with perhaps ten fighters on a given world.

10
Legendary

- Among the absolute masters of history, this character is a close combatant 





capable of feats that appear superhuman. 

Accuracy

2
Poor


- Couldn't hit the broad side of a barn

3
Average

4
Decent shot

- Has some marksmanship training or natural talent.

5
Marksman

- Has talent, training, or experience sufficent to qualify in most





military forces

6
Sharpshooter

- An excellent shot, this character can accomplish some mild trick





shooting, such as firing at a target behind the character using a mirror

7
Expert


- Highly trained, with talent and experience, this character could be a sniper





for most modern militaries, and can accomplish countless trick shots.

8
Crack Shot

- This character's accuracy borders on near-superhuman, capable of hitting





a moving target at long range in high winds and poor visibility on a 





consitant basis.

9
Superhuman

- This character can accurately hit a moving tarket in total darkness at 

extreme range during hurricane force winds. No shot is impossible.

All further capabilities and needed explainations will be noted under "Skills and Talents", or "Powers".

