
Hello. fellow Marvel RPG fans! 

This PDF contains my Judge's screen. I 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 notes about this release: 

The Spider-Man is my freehand drawing. 

I 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. I have a beat up 

one for regular use. Aren't I lucky? 

I hope this helps your campaign! 

Excelsior! 

ThatArtGuy 

peterandmj@hotmail.com 

If anyone professional out there likes this, I'm looking for a job. :) 



If target Dodges successfully _ 2CS, _ 4CS, or _ 6CS 
For Multiple Attacks on a single roll -4CS 
Target moving faster than 10 areas/round -4CS 
Agility Attacks in melee -3CS 
Target less than 1I4·inch tall -3CS 
Target between 1I4-inch and 1 inch tall -2CS 
Target between 1 and 6 inches tall -lCS 
Shooting through objects to hit target - 2CS 

Target moving between 5 and 10 areas/round -2CS 

Unintended targets in Ranged Attacks -2CS 

With any weapon beyond 1 area -lCS 
With any Power beyond maximum range -ICS 
Target moving up to 5 areas/round -ICS 
Underwater -ICS 
Distance Attacks in rain -ICS 
Fire Bow without Bow Skill -ICS 

'''"�'ERI Distance Attacks in night conditions 
Distance Attacks in fog conditions 
Charging Attack, moving 1, 2, or 3 

areas before striking 
1 round after successful Evasion 
Catching attempt that gets "Miss' result 
Target between 7 and 16 feet tall 
T;lrget between 17 ;lnd 22 fe et t;lll 
Target over 22 feet tall 

-ICS 
-ICS 

+ lCS, + 2CS, 

or + 3CS 
+ICSor+2CS 

+ lCS 
+ lCS 

Opponent held or partially held 
Attack from ambush 
Aiming Attack 
Shooting Attack with Gun Skill 
Thrown Weapon with Thrown Weapon Skill 
Fire Bow with Bow Skill 
Blunt Weapon Attack with Blunt Weapon 

Skill 
Sharp Weapon Attack with Sharp Weapon 

Skill 
Oriental Weapon Attack with Oriental Skill 
Shooting or Thrown Attack with 

Marksmanship Skill 
MeleeWeapon Attack with Weapons Master 

Skill 
Slug fest Attack with Martial Arts B 
Grappting Attack with Martiat Arts C 
T hrown Object Attack with Thrown 

Objects Skill 
Blindsiding Attack 
Luring target 
Speciatized Weapon Attack 
Grappting Attack with Wrestling Skill 
Point blank range 
Flying character who is diving 

Unsuccess ful MuRiple C ombat 
Ac tions attempt 

1) The Judge determines actions. 

Character at tess th an full Endurance 
Dark cond�ions 
When in partiat hokl 
When Dodging 
Success ful Multipl e Combat 

Actions attempt 
tn hot (90+ F) weather 
In cold (-0 F) weather 

To see what kind 01 result is needed for a FEAT. check the Intensity of the FEAT 
againsllhe attribule that is go<nglo be used. 

Automatic; lIthe Inlensity is lower than -3CS, the FEAT is considered Automatic. 
Green FEAT; If the Intens ity is between -3CS and -ICS. a Green FEAT is required. 
Yellow FEAT: If lhe Intensity is equal, a Yellow FEAT is required. 

Red FEAT; If the In ten si ty is +ICS, a Red FEAT is required. 
Impossible: If Ihe Intensity is +2CS or ovel. the FEAT i$ considered ImpOssible 

Poo, 
Typical 
Gm 
Excellent 
Remarkabl e 
Incredi ble 
Ama:zing 
Monstrous 
Un earthl y 
Class 1000+ 

Clo1h, glass, brush. paper 
Normal plashes, crystal. wood 
Rubber. soft metals (gold. \)(ass, co ppe r), ice, adobe. computer chips 
Brick, aluminum, light machinery pi&ces, asphalt, high strength plastiCS 
Concrete, beta cloth, iron, bullet-proof glass 
Rein forced con c.-ete . steel 
SoIKl stone, Vibranium. volcanic rock 
Osmium steel. gran�e. gemstones 
Oiamond. super-heavy alloys 
Adamantium steel . certain mystical and enchanted eHffi1en ts 
Virtually indestructible, such as Cap's s hield Of ThOf's hammer 

- 2CS 
- 2CS 
- 2CS 
- 2CS 
- lCS 

2) The Players determine and state 
actions. 
3) In�iative is rolled. 
4) Pre-Action rolls are made. 
5) Ac�ons of the side that has initiative 
are made and resolved. 
6) Acbons of the side that lost initiative 
made and resolved. 

Leap in FeetJAr(las(or Floors) 

", Ac ross """" 

2' ro 2' ro " ro 
" ro " ro 6' ro 
6' ro 6' ro 9' ro 

10' /0 10'/0 15' II 
20'/1 20' /0 """ 
3O' n 30' ro 45' /3 
40'/2 40' /0 50' 14 
SO'/3 "" ro 75"5 
75' 15 75'1.5 105' f7 

100' i6 100'/1 lSO'/10 
1SO'/10 150'/1 225'/15 
200' /13 200'/2 300'/20 
500'/33 500' 14 750' ISO 

1000'/60 1000"8 1500"100 
3000' /160 3000' 125 4500" 300 
5000' 1300 5000'/40 7500'/500 

PLAYING 

Shift 

• 

Feeble 
Poo, 
Typical 
GoOO 
Excellent 
Remarkable 
Incredible 
Amazing 
Monstrous 
Unearthly 
Shift X 

F. p, 

F .. b .. 

Con tact 
I area 
2 areas 
'" areas 
6 areas 
8 areas 

11 areas 
20 areas 
40 areas 
60 areas 
80 areas 
160 areas 
400 areas 
100 miles 

• 

10,000 miles 

Eo 

Ty 

Typle.ol Good 

. " 

Contact I area 
I area 10 areas 
5 areas 1 mile 
10 areas 3 miles 
25 areas 6 miles 
1 mile 12 miles 
2 miles 25 miles 
3 miles 50 miles 
6 miles 120 miles 
10 mites 250 miles 
15 miles 500 miles 
30 mites 1200 miles 
50 miles 2500 miles 
80 miles 5000 miles 
150 mites 1 2,OOO mi les 

l 00. 000 miles 250 miles 250.000 miles 

Rank 
LandiWater AI, 

Areas Mphim Areas Mphim 
Fe ebl e , 151.25 2 "", 
Poo, 2 20/.50 , 60" 
Typjcal , 45175 6 9OJI.5 
Good , "" 8 ,,,,, 
Excellen1 , 7511.25 10 15012.5 
R emarkable 6 9011 5 " 22513.75 
In c.-e di ble 10511.75 20 ""'" 
Ama:zing 12012 25 37516.25 
Mon strous 1351225 30 45Qn.5 
Un earthl y 15012.5 '" 600/10 
Shift X 180/3 50 750112.5 
Shift Y 210/3.5 '00 "00'" 
ShiftZ 24014 200 3750162.5 
CIlOOO 480/8 
C13000 750112.5 
CI5000 1500125 

,O� Gr.p-
piing 

Fo G, 

Agil ity Str.ngtt. 

10 feet 
1 area 
'" areas 
16 areas 
64 areas 
6 miles 
250 miles 
lOOOmi!es 
4000 miles 
16,000 miles 
64.000 miles 
250.000 miles 
1 million miles 
4 mil li on miles 
16 million miles 
64 million mites 

Space/Mysticat 
Mphim 
""'" 
600/10 
1000117 
"00'" 
2000/33 
''''''''''' 
"""'" 00 
10.0001167 
20.0001333 
40,0001666 
80.00011332 

i i 

Am Mn 
Am .. _ Mon-

Ing slro"" 

2 miles 
25 mil es 
250 miles 
2500 miles 
25000 miles 
250,000 miles 
2.5 million mil es 
25 million mile s 
250 million miles 
2.5 billion mil es 
25 billion miles 
250 billion miles 
0.5 light year 
5 tight years 
50 l;ghl years 
500 light years 

Un 

� 
:t 

� 

� 
� 
� 

x 

Shift 

,� 

Feeble 
P� 
Typical 
Gm 
e.ce llenl 

y 

Shift 

'00 

Remari<able 
Incredib le 
Amazing 
Mons trous 
Ur.ea rthly 
$hif!X 
Shifty 
$hiftZ 
Cll0 00 
0<3000 
0<""" 

z 

Shift 

� 

, 
2 
, 

" 
" 
" 
30 
'" 
'00 
200 
500 

'000 
2000 

1 mile 
2 miles 
5 miles 

1 square mile 

Slun? 

51 51 
Endur_ 
'"� 

1000 3000 5000 

Cia.. Class Cia .. 

1000 3000 5000 

3 sq. ft. 3 cu. tt. 
12 sq. fl. 25cu. ft. 
200 sq. ft 200 cu. fI 
314sq. fl. 3140 Cu. fi. 
707 sq. ft. 10.600 cu . ft. 
1256 SQ. ft. 2S.120cu.ft 
2826 sq. ft. 85,000 cu. ft. 

7850 sq. ft. 392.000 cu. ft. 
31,400 sq. ft. 3,140,000 cu. \t. 
12 5.6 00sq. 1I. 25.120,000 cu. ft. 
785.000 sq. ft 392.500.000 cu. ft 
3,140.000sq.ft. 3,140,000.000 cu. fl. 

12,560, 000 s q. ft. 25.120,000, 000 cu. ft. 
3 sq. mi les 1.3 cu. miles 
12 sq. miles 25 cu . miles 
78 sq. miles 392 cu. miles 

28 miUion square feel 
I cubic mile '" 147 billion cubic feel 

Rank , B G 0 , 

Feeble 2 2 
Poo< , , , 
Typical , 2 , 6 " 
Gm , , , 10 25 
Exce lll!nt 2 , 2 20 '" 
Remarkable 2 " 2 30 
Inc.-edible 2 " 2 '" 
Amazing , 25 , '" 
Monstrous , '" , 25 
Unearthly , '" 8 '00 
Shift X , 25 " '''' 
Shift Y " '0 0 '" 200 
ShiftZ " '''' '00 500 
Cl1000 '" 500 '000 
0<3000 '00 '500 """ 
C''''''' 200 2500 10,000 

J 
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Intuition Intansities 

Feeb� Intensity 

Feeble Intensity 
, 

, 

Obvious item5{nllmbe, of """"'e Poor Intensity 
present, condition of rooInb' � __ _ 

I
Oftta� WOIt:(po� "'Objects , Ex08lent Intensity 
!!hi!!!! , mj� O.' -
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[);scover "typ;e;;I ' hidden door or Eioellenl Intensity 
....... � P"M39" 
[SM!II'I "wmrigIlflSS""ibou! a,e., IneRKlible rniomsity 

1�1OI1 or ��;;r.;;;;",;;;;;,-;;""
-;;;
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Seme prMenCe of oth� that may be Monstrous Int..."sity 
hidden, concealed, invisible, or astral 

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. 

Take the number of roun ds 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.) 

Automatic and Impossible FEATs are 
applied, (A character w�h Remarkable 
Endurance can hold their breath for 
4 rounds easily. A character w�h Poor 
Endurance can't hold their breath 
for 10 rounds.) Rank 
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Endu,· 
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Feeble 

SI 
Endu._ 
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Slim? 

SI 
Endur_ 
Inc. 

5000 
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KI 
Endur· 
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Opponent held or partially held 
Attack from ambush 

Aiming Attack 
Shooti Attack with Gun SkiU 
Thrown Weapon with Thrown Weapon Skill 
Fire Bow with Bow Skill 
Blunt Weapon Attack with Blunt Weapon 

Skill 
Sharp Weapon Attack with Sharp Weapon 

Skill 
Oriental Weapon Attack with Oriental Skill 
Shooting or Thrown Attack with 

Marksmanshi SkiU 
MeleeWeapon Attack with Weapons Master 

Skill 
I 
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