Hello, fellow Marvel RPG fans!

This PDF contains my Judge’s screen. | hope that you find it extremely useful.

Both the front and back are ready for print in this file. Both are centered

and should line up correctly since both have overprinting and bleed (printing terms).
Once printed, you should cut off the stripes on the front and around the lettering,
cityscape, and word balloon. The screen can be folded into a single page.

This is how the screen should look
once completed:

Some nhotes about this release:

The Spider-Man is my freehand drawing.
| own the books on the front.

Even more amazing is that they appear
as scanned, untouched. My UPB is near
mint in a plastic sleeve. | have a beat up
one for regular use. Aren’t | lucky?

e nEEweEn © )

(Tt

y k'

| hope this helps your campaign! AL
Excelsior! BN |
ThatArtGuy

peterandmj@hotmail.com

If anyone professional out there likes this, I’'m looking for a job. :)
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MooiFIERS TO HIT === NS T 2
If target Dodges successfully —2CS, — 4CS, or — 6CS Opponent held or partially held « 1C5
For Multiple Attacks on a single roll —4CS Attack from ambush +1C5
Target moving faster than 10 areas/round —4CS Aiming Attack +1C5
Agility Attacks in melee -3CS Shooting Attack with Gun Skill + 105
Target less than 1/4-inch tall —3CS Thrown Weapon with Thrown Weapon Skill *1CS
Target between 1/4-inch and 1 inch tall ~2CS Fire Bow with Bow Skill [
Target between 1 and 6 inches tall -1CS Blunt Weapon Attack with Blunt Weapon L=
Shooting through objects to hit target - 2CS Skill
Target moving between 5 and 10 areas/round -2CS Sharp Weapon Attack with Sharp Weapon + 108
Unintended targets in Ranged Attacks -2CS Skill
With any weapon beyond 1 area S Orient_al Weapon Attack with Qriental Skill + 105
With any Power beyond maximum range -1CS Shooting or Thrown Attack with + 1C5
Target moving up to 5 areas/round -1CS Marksmanship Skill
Underwater —1CS MelgeWeapon Attack with Weapons Master + 1CH
Distance Attacks in rain -1CSs Skill . )
Fire Bow without Bow Skill -1CS SIugfe;t Attack with Martla] Arts B + 105
w4 | Distance Attacks in night conditions —1Cs Grappting Attack with Martiat Aits C +1C3
Distance Attacks in fog conditions -1CSs Thrown Object Atlack with Thrown +1C3
. | Charging Attack, moving 1,2, or 3 +1CS, +2CS, Objects Skill i
‘'l areas before striking or +3CS Blindsiding Attack + 35
1 round after successful Evasion + 1CSor+ 2CS ;“""9 tgrgc-ietw S T bl ?:5
Catching attempt that gets “Miss” result +1CS Gpeae:pze At eipq?h vt\tlac ding SKill * 265
Target between 7 and 16 feet tall +1CS Pr"f'ptpb'rg K == el J jE':E
Target between 17 and 22 feet tall +« ICE FIO"n ﬁn ratnge ho is divi + 305
Target over 22 feet tall « LS ying character who Is diving +4C3
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— 2 N MODIFIERS TO PaMAGE MopiFrERs TO FEATS ComBar SEGUENCE
Sozmantl Hluck 8C8, =40k Unsuccessful Multiple Combat ICE 3 Rz :,T:g:r: gt;g::}i: Z(;:cijogtséte
of —30E Actions attempt e Y
Flarnas up ¥ 2 maE sy BLIS Character at tess than full Endurance - 2CS 3) e e s s
Flarnat Up 12 T el fawy - acE Dark conditions - 2CS 4) Pre-Action rolls are made.
Al Wy ok {1} rl.:'"m' - IC5 R When in partial hold - 2CS 5) Actions of the side that has initiative
Wanaoon w Malensl Siengih grester = 15§l When Dodging - 2CS are made and resolved.
than chamctei s Shength Successful Multiple Combat -1Cs 6) Actions of the side that lost initiative e
Sl Linsustesefl Block =1L Actions attempt made and resolved.
Speclc alacke agmiil Erhanced Semed = 105 tn hot (90+ F) weather = 1S
o n S, "l In cold (-0 F) weather = 1C8 S
z | #_' Aicler) by charmaca of simibsr poess # |05 x mem
FEAT CHECKS | o
. | Ind Fopuead i At pee ronned
To see what kind of result is needed for a FEAT, check the Intensity of the FEAT _:: :::: r- I':.?::.T;;ﬁ::l_.
againstthe atiribute that is going % be used. SN LEAPING
Automatic: If the Intensity is lower than —3CS, the FEAT is considered Automatic. — .
Green FEAT: if the Intensity is be ween —3CS and —1CS, a Green FEAT is required. 13§ Strength Leap in FeettAreas{or Floors)
Yellow FEAT: If the Intensity is equal a Yellow FEAT is required. Up Across Down
Red FEAT: If the Intensity is +1CS, a Red FEAT is required. oW Feabia 2’10 2'10 310
Impossible: If Ihe Intensity is +2CS or over. the FEAT is considered Impossible ) Enmr 410 400 6 /0
. i - Tyedeal 6’/0 6'/0 9'10
. ; i Wi
mpossihie FEATS ane opional svcepl for Resaume and Populaniy FEATs & 10' fo 10 10 16 11
] i r F il Eaxceiam 2001 20'/0 Wy i3
i =iy, .‘:r'Et l Jie Aemariatie  30'/2 30'/0 45' /(3
== 5™ morespe 40’ 2 40' /0 60' /4
MATERIAL STRENGTH L B Il g 5073 5010 75 /5
Monuirai 7515 7515 105' /7
- Fochie Cloth, glass, brush, paper [T —— 100° 16 100° /1 150' /10
Poor Normal plastics, ciystal, wood Shfl X 150’ /10 150' /1 225' /15
Typical Rubber, soft metals (gold, brass, copper), ice, adobe, computer chips it ¥ 200' /13 200 /2 300' /20
Good Brick, aluminum, light machineiy pieces, asphalt, high strength plastics '5" n7 500° /33 500 /4 750' /50
Excellent Concrete, beta cloth, iron, bullet-proof glass CIo0 1000’ /80 1000' /8 1500' /1100
Remarkable Reinforced concrets, steel 00 30007160  3000°/25 4500’ /300
Incredible Solid stone, Vibranium, volcanic rock CIn 5000'/300  5000°/40 7500’ /500
Amazing Osmium steel granite, gemstones
Monstrous Diamond, super-heavy alloys T
Unearthly Adamantium steel, certain mystical and enchanted elements { FN
Class 1000+ Virtually indestructible, such as Cap's shield or Thor's hammer -EE ST FNTF ¢ Bamts ow Exou tanicE) yn Wt 4
i | R ¥ Fir 2 pisfi 1 pe300 wma {172 hrj
o lll'-l-l' i i Pr d plathr 1 pif it ema (15 mim)
o :I 2 i LY Ty B plaSe 1 o 00 s 10 )
. = G 10 pishr | pt/B0 ferms |5 min)
e i Ex 30 plashr T et a3 min)
T ’ A8 Rm a0 piafty 1 pb20 kA (2 Ml
I""\- 1 In 40 pisihr T b e {1 352 mn|
F 1 Ay 50 pimhi 1 pb'T2 horra (TS eec)
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Feeble Contact Contact 1 area 10 feet 2 miles [Fr Feeble 1 3sq.ft. 3cuft -"LL
Poor 1 area 1 area 10 areas 1 area 25 miles g | Poor 2 12sq. ft. 25 cu.ft. |
Typical 2 areas 5areas 1 mile 4 areas 250 miles W, 'I:yp:clal 4 200sq. f: 200 cu. ft i _"‘.
W ‘t Goad 4 areas 10 areas 3 miles 16 areas 2500 miles by 12 314sq. ft. 3140cu. ft. -
Excellent 6 areas 25 areas 6 miles 64 areas 25000 miles Excelltrekr:bl 20 ;/gg;q “ﬁ ;g?gg il :
pa— ﬁ: Remarkable 8 areas 1 mile 12 miles 6 miles 250,000 miles N, emarkabiel Sk ' e il
- Ly " ) ) . o ; {J Incredible 30 2826 sq. ft. 85,000 cu. ft
et Incredible 11 areas 2 miles 25 miles 250 miles 2.5 million miles Amazing 50 7850 sq. ft 332,000 cu. ft.
E Amazing 20 areas 3 miles 50 miles 1000 miles 25 million miles Monstrous 100 31,400 sAq,‘ﬂ. 3,140,000 cu. f. o
e Monstrous 40 areas 6 milgs 120 miles 4000 mile_s 250 rpi]l]on rpiles Uneaithly 200 125,600 34. ft. 2'5'12b.000 cu. ft. .-l'II i
: n,_ Unearthly 60 areas 10 miles 250 miles 16.000 miles 2.5 billion miles Shift X 500 785,000 sq. f: 392,500,000 cu. f: A
T Shift X 80 areas 15 miles 500 miles 64,000 miles 25 billion miles q Shift Y 1000 3.140,000sq.ft  3,140,000,000 cu. ft. -
Skt 160 areas 30 miles 1200 miles 250,000 miles 250 billion miles Shift 2 2000 12,560,000 s4. t. 25,120,000,000 cu. ft.
Ghit 7 400 areas 50 miles 2500 miles 1 million miles 0.5 light year Cl1000 1 mile 3sq. miles 1.3 cu. miles
[ [ iy st 100 miles 80 miles 5000 miles 4 million miles 5 light years CI3000 2 miles 12 sq. miles 25 cu. miles
CIa 10,000 miles 150 miles 12,000 miles 16 million miles 50 light years CI5000 5 miles 78 sq. miles 392 cu. miles ]
[, e 100.000 miles 250 miles 250,000 miles 64 million miles 500 light years 1 square mile = 28 million square feet
] j— 1 cubic mile = 147 billion cubic feet J“'.
Rank Land/Water Air Space/Mystical 3
. = an Areas Mph/m Areas Mph/m Mph/m E Rank A =] E i) E —T
i Wy | Feeble 1 15/.25 2 305 0075 i 2 ] z
i ; Poor 20/.50 4 601 600/10 g Pt - ! i a
J Typical i 45175 6 90/11.5 1000/17 Typical 1 2 1
/ W | Good 4 s B 12012 1500/25 % | Gooo 1 : :
E Excellent ] 75/1.25 10 160/2.5 2000/33 Excellent 2 & 2
1 Remarkable 6  S0/A15 14 225375  4000/66 3 Remarkable 2 To 2
% Incredible T 105/1.75 20 300/% 6000/100 ﬁ Incredible 2 T 1
Amazing n 12012 25 375/625 10,000/167 Amazing a 25 4
J Monstrous ] 135/225 30 450/7.5 20,000/333 Q Monstrous 1 40 4
Unearthly 1 150/2.5 ]l 600/10 40,000/666 Unearthly 4 50 ]
j': Shift X 12 180/3 50 750/125 80.000/1332 Shift X L} 75 20
r Shifty 1 21035 100 1500/25 150, D002 800 o Shift Y 10 100 50
Shift 2 M 240/4 200 3750/62.5 M Gdesing Shift 2 20 Ak 100
R 11000 a2 4808 i 4 ikl B ST g:gfm 2t 500 ol
CI3000 B 7501125 bgrapeed msggg i 1500 e
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Opponent held or partially held
Attack from ambush

Fagee Agility ili Agility ili : 5 Ftv ance ] g ance ance ance

Tanget manareg faster than 10 sr=asfound —4E Aiming Attack
Agility Atfacks 0 malas Shootirg Attack with Gun Skill
Target Thrown Weapon with Thrown Weapon Skill
Targes J 1 1 inch fall Fire Bow with Bow Skill
THI-:|P‘ mﬂ-mﬂ 1 ard B inches lall Blunt Weapon Atteck with Blunt Weapon
Shoating through abjects fo b 1.u|-,,||.-| Skill

ir Sharp Weapon Attack with Sharp Weapon
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Feeble Intensity 3 L

Poor Intensity
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Each round a character holds their
breath, make an Endurance FEAT.
Failure indicates that they must breathe
in the next round or pass out for 1-10
rounds during which normal breathing
will take place, if possible.
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Take the number of rounds they
have been holding their breath as a
rank number. The Intensity of the
required FEAT is that Rank. (Holding
your breath for 8 rounds is a Good
Intensity FEAT.)

Intuition Intensities

FPOWER RANGE
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Obvious items{niumber of people Poor Intensity
presenl, condition of room)
Detail work{position of objects, Excellent Intensity
things missing or added)
Discover “typical” hidden door or Excellent Intensity
secret passage
Sense ‘wrongness” about area, Incredible Intensity
person, or object

of others that may be ous Intensity
hidden, concealed, invisible, or astral

AREA OF EFFECT

Automatic and Impossible FEATs are
applied. (A character with Remarkable
Endurance can hold their breath for

4 rounds easily. A character with Poor
Endurance can't hold their breath

for 10 rounds.)
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