SAMPLE MARVEL SUPER HEROES CHARACTER CONVERSIONS
Conversions based on statistics as presented in the MSHAS Judge's Book (p. 23-41).



CAPTAIN AMERICA (Fighter 20), Medium Altered Human: HD 20d10+240; hp 350; Init +22; Spd 30 ft.; AC 33; BAB +20; Atks shield bash (+38/+33/+28/+23|1d3+12 [crit. 19-20/x2] plus free bull rush), thrown shield (+38|1d3+12 [crit. 19-20/x2], range inc. 10 ft.), unarmed (+30/+25/+20/+15|1d3+10 subdual); AL LG; SV Fort +24, Ref +23, Will +25.
Str 30 (+10), Dex 45 (+17), Con 35 (+12), Int 20 (+5), Wis 45 (+17), Cha 20 (+5).
Skills and Feats: Balance +22, Climb +33, Craft (painting) +13, Diplomacy +10, Gather Information +10, Handle Animal +10, Jump +33, Listen +19, Ride (includes vehicles) +40, Spot +19, Swim +33, Tumble +22; Dodge, Deflect Arrows, Expertise, Improved Bull Rush, Improved Critical (shield), Improved Initiative, Improved Shield Bash (shield bash includes bull rush effects), Improved Unarmed Strike, Iron Will, Leadership, Mobility, Power Attack, Shield Expert (shield retains AC when attacking with it), Spring Attack, Throw Anything (shield throwing), Weapon Finesse (shield), Weapon Focus (shield), Weapon Specialization (shield). 
Unique Weapon, Shield: Captain America's large red-white-and-blue shield is made from a compound significantly stronger than adamantine; it is basically unbreakable. He has become an expert in fighting with it, and can throw it such that it usually spins back to him in the next round (if he makes a second attack roll versus AC35, modified by range). The shield effectively has the following natural enhancements: it acts as a +4 large shield, with the abilities of fortification (75% likely to negate critical or sneak attack), invulnerability (damage reduction 5/+1), spell resistance (15), and resistance to 10 points/round of each type of energy damage. 

Accounted for 161 skill points (max in-class 23, cross-class 11½) and 18 feats (7 plus 11 bonus fighter feats). Compare shield abilities to the "Shield of Prator" on DMG p. 241.



SPIDER-MAN (Rogue 17), Medium Altered Human: HD 17d6+272; hp 331; Init +24; Spd 30 ft.; AC 30; BAB +12; Atks unarmed (+29/+24/+19|1d3+17 subdual), thrown web-club (+32/+27/+22|1d6+17, range inc. 10 ft.); SA sneak attack +9d6; SQ uncanny dodge (never flat-footed, can't be flanked, +3 vs. traps), improved evasion, defensive roll, slippery mind; AL NG; SV Fort +22, Ref +30, Will +10.
Str 45 (+17), Dex 50 (+20), Con 45 (+17), Int 30 (+10), Wis 20 (+5), Cha 45 (+17).
Skills and Feats: Alchemy (chemistry) +20, Balance +40, Bluff +37, Climb +37, Diplomacy +22, Disable Device +30, Disguise +27, Escape Artist +40, Gather Information +37, Hide +40, Intuit Direction +10, Jump +37, Listen +27, Move Silently +40, Open Lock +30, Profession (photographer) +25, Search +30, Sense Motive +15, Spot +27, Swim +37, Tumble +40; Combat Reflexes, Dodge, Mobility, Spring Attack, Improved Initiative, Improved Unarmed Strike.
Spider Sense: Spider-Man has a natural sense for danger, an ability that gives him the equivalent of the feats Alertness and Blind-Fight. He is never flat-footed, never loses his Dexterity bonus (unless somehow paralyzed), and cannot be sneak attacked (even by rogues of any level).
Spider Climb: As an extraordinary ability, Spider-Man has the equivalent of a permanent spider climb spell.
Web Shooters: He wears devices on his wrists which mostly duplicate the effects of the web spell; the strands are not flammable, and escaping via Strength or Escape Artist is DC 35. He can also create swing-lines, shields, and blunt throwing missiles (as a club) with this material. Webs dissolve after one hour.

Accounted for 360 skill points (max in-class 20, cross-class 10) and 6 feats.


WOLVERINE (Rogue 7/ Monk 6/ Fighter 5/ Ranger 2/ Barbarian 1), Medium Mutant Human: HD 7d6+6d8+7d10+1d12+252; hp 348; Init +16; Spd 60 ft.; AC 48; BAB +17; Atks claws (+30/+27/+24/+21/+18/+15|1d6+6 [crit 15-20/x2]), unarmed (+22/+19/+16/+13/+10/+7|1d8+5); SA sneak attack +4d6, stunning unarmed attack (6/day, Fort DC 38), favored enemy (+1 damage vs. humans), rage (1/day); SQ evasion (Reflex save means no damage), uncanny dodge (never flat-footed, can't be flanked), slow fall (30 ft.), immune to normal disease, +25 save bonus to all other poison and disease, +2 save bonus vs. enchantments; AL N; SV Fort +28, Ref +23, Will +34.
Str 20 (+5), Dex 35 (+12), Con 35 (+12), Int 15 (+2), Wis 60 (+25), Cha 45 (+17).
Skills and Feats: Escape Artist +18, Gather Information +29, Hide +36, Intimidate +23, Intuit Direction +31, Jump +11, Listen +51*, Move Silently +36, Search +8, Spot +51*, Swim +17, Tumble +18, Wilderness Lore +42*; Alertness, Ambidexterity, Blind-Fight, Cleave, Combat Reflexes, Deflect Arrows, Dodge, Improved Critical (claws), Improved Initiative, Improved Trip, Iron Will, Mobility, Power Attack, Two-Weapon Fighting, Track, Weapon Finesse (claws).
Scent: Wolverine has the extraordinary ability of scent, as described in the Monster Manual (p. 10).
Regeneration: He takes all attacks as subdual damage and recovers 3 such points per round. Fire and acid are not treated any differently. Wolverine cannot grow back lost limbs or recover from death with this ability.
Claws: Wolverine bears 3-foot claws embedded in his hands, which function as keen adamantine (+1 natural enhancement) bladed gauntlets, and can be used with the advantageous monkish unarmed attacks sequence.
Adamantium Skeleton: His skeleton is laced with an adamantine-type compound. His bones are basically unbreakable, and it gives him a bonus similar to rhino hide armor: any damage made by an unarmed attack in a charge by Wolverine (this does not include claws) is doubled.

* These skills gain an extra +1 when used against humans, Wolverine's "favored enemy".

Accounted for 174 skill points (max. 24/12) and 16 feats (8 normal, bonuses for 3 fighter, 3 ranger, 2 monk feats).



THE HULK (Barbarian 12), Medium Altered Human: HD 12d12+300; hp 378; Init +5; Spd 40 ft. (run x5); AC 15; BAB +12; Atks unarmed (+39/+34/+29|1d3+27 subdual [crit 19-20/x2]); SQ damage reduction 27/+3; immune to cold, fire, and disease; resistance to acid, electricity, and sonics 20; uncanny dodge (never flat-footed, can't be flanked, +1 vs. traps); AL CN; SV Fort +33, Ref +9, Will +8.
Str 65 (+27), Dex 20 (+5), Con 60 (+25), Int 5 (-3), Wis 15 (+2), Cha 35 (+12).
Skills and Feats: Intuit Direction +5, Jump +31, Listen +6, Spot +4; Improved Critical (unarmed), Improved Unarmed Strike, Iron Will, Power Attack, Run, Sunder.
Incredible Jump: The Hulk can perform leaps which carry him a distance similar to the monkish ability of abundant step. This is entirely physical travel, carrying him up to 680 ft. (assuming 170 ft. of headroom) in a single jump. The Hulk is basically immune to any falling damage.
Incredible Rage: Similar to a normal barbarian, the Hulk can go into a rage 4 times per day. However, this rage has the following results. Every round, the Hulk gains an additional +2 Strength, +2 Constitution, and a +1 bonus to Will saves; these bonuses are capped after 12 rounds. He suffers a one-time -2 penalty to AC. There is no limit to duration (as long as he is engaged in combat), he's not winded afterwards, and hit points gained from the Constitution increase are temporary (i.e., there's no danger of dying after combat because of lost Constitution bonuses).

Accounted for 15 skill points and 6 feats.



THOR (Fighter 17/ Barbarian 10), Medium Asgardian: HD 17d10+10d12+459; hp 617; Init +14; Spd 40 ft. (run x5); AC 20; BAB +27; Atks magic warhammer (+60/+55/+50/+45/+40/+35|(1d8+34)x3 [crit 19-20/x3]), thrown warhammer (+43|(1d8+34)x3 [crit 19-20/x3] plus stun in 90 ft. [Fort DC 35], range inc. 30 ft.), unarmed (+54/+49/+44/+39/+34/+29|1d3+27 subdual); SA rage 3/day (+4 Str, +4 Con, +2 Will saves, -2 AC, +54 hp); SQ damage reduction 12/+2, uncanny dodge (never flat-footed, can't be flanked, +1 vs. traps), SR 28; AL CG; SV Fort +44, Ref +18, Will +20.
Str 65 (+27), Dex 30 (+10), Con 65 (+27), Int 15 (+2), Wis 30 (+10), Cha 50 (+20).
Skills and Feats: Balance +15, Climb +42, Handle Animal +35, Intimidate +35, Intuit Direction +15, Jump +42, Listen +25, Ride +25, Spot +15, Swim +42, Tumble +15, Wilderness Lore +25; Blind-Fight, Cleave, Combat Reflexes, Dodge, Endurance, Expertise, Great Cleave, Improved Bull Rush, Improved Critical (warhammer), Improved Initiative, Improved Unarmed Strike, Iron Will, Power Attack, Quick Draw, Run, Stunning Fist, Sunder, Weapon Focus (warhammer), Weapon Specialization (warhammer).
Unique Weapon, Mjolnir: This warhammer amounts to a Greater Hammer of Thunderbolts. It has +5 magic enhancement, triples all damage, allows magic belts and gauntlets of strength to stack effects, strikes dead any giant it hits (Fort save DC 40), and can cast up to 100 dice worth of lightning bolts per day (no limit to a single bolt's strength). It can be thrown with range increment 30 ft. and no maximum, at which time it will emit a stunning clap of thunder within 90 ft. (Fort DC 35), and return to Thor's hand automatically (but allows only one attack in a round). No one without a Strength of at least 35 can lift the hammer off the ground. Thor can also use it to create the following spell-like effects, at will, at the 25th caster level, which last as long he concentrates on it: shield, fly (on self), sleet storm, and control weather.
Tactical Notes: If Thor chooses to strike with his hammer two-handed, he gets an additional +13 to hit and damage. He can choose to Power Attack for up to 27 points off his attack roll and added to damage. Against mortals he will often strike for subdual damage at the usual -4 to hit. He can cleave without limit, according to Great Cleave, and make up to 10 attacks of opportunity per round, as per Combat Reflexes. Readying his hammer is always a free action, via Quick Draw. He is also quite capable bare-handed, using Improved Unarmed Attack and up to 6 Stunning Fists per day (1 per round, Fort save 33), with possible Power Attacks for extra damage. He will generally avoid flying into a beserker rage unless facing a truly monstrous opponent.

Accounted for 146 skill points (max in-class 30, cross-class 15) and 19 feats (10 plus 9 bonus fighter feats).



