


Powers: Powers: 
Burnout Threshold: 10Burnout Threshold: 10
Super-Human Speed: Super-Human Speed: Velocity is among one of the fastest liv-
ing beings on the planet! All of these powers share the following 
Power Modifications:  Linked. 

CelerityCelerity
Score:  18 (+4)  
Primary Ability: Dexterity 
Action:  Special (See Below) 
Burnout: 4
Effect: You may reduce the speed of any action by one step, 
from Demanding Action to Action or Action to Bonus Action. 
Additionally, you may use this ability to take an additional Re-
action before the start of your next turn. This power is particu-
larly taxing; you may use this power a number of times equal to 
your power score modifier before requiring a Hiatus.  
 
Speed Speed 
Continuous 
Score:  18 (+4)  
Primary Ability: Dexterity 
You are simply faster... Much faster.
Effect: This power increases your Pace by your power score 
modifier. This power also grants you the ability to travel and ma-
neuver with your power at high speeds safely; for example, you 
are not damaged by a sonic boom you created when running, or 
if you create sheets of ice to skate on, you’re not going to slip. 

Surge Surge 
Score:  19 (+4)   
Primary Ability: Dexterity 
Burnout: 4 
You are capable of incredible bursts of speed.
Effect: Increase your Pace by double your power score modifier 
(+8 Areas)

Enhanced Physiology: Enhanced Physiology: 
Velocity body has developed specific physical enhancements, 
probably in direct response to his speed powers. All the follow-
ing powers share the Power Modification:  Linked. 

Temporal Fugue  Temporal Fugue  
Score:  15 (+2)		
Primary Attribute: Dexterity
Action: Action/Reaction
Burnout: 5 
You either move so fast or warp time around you allowing you 	
to enter a state known as “bullet time.” 
Effect: You add your power score modifier to either your  
Avoidance or as a bonus to hit until the end of your next turn.       

Enhanced Ability Score (Dexterity) Enhanced Ability Score (Dexterity) 
Continuous 
Score:  14 (+2) 
Primary Ability: Ability being increased. 
Effect: your dexterity is increased by your power score  
modifier (already included in your character sheet)

Feats Feats 
AcrobaticAcrobatic

•	 Kick-Up: As a bonus action, you may instantly rise from 
a prone position without spending movement.
•	 Up the Wall: With a 1-area running start, you may move 
vertically up a wall with a number of feet equal to 5 plus 
half the result of an applicable acrobatic movement check.
•	 Free Running: Once per turn, you may ignore 1 area of 
difficult terrain during your movement.

Power SurgePower Surge
Benefit: When using your Surge Power, you can choose to  
increase the power’s rank by increasing the amount of burnout 
you suffer. If this burnout causes you to make a burnout check, 
you have Disadvantage on your next burnout check. You cannot 
push a power effective score more than 5 points above your rank 
cap. 

Increase Burnout ThresholdIncrease Burnout Threshold
Benefit: Increase your burnout threshold by 5 (already included)

Quick Quick 
Benefit: Increase your walking pace by +1 and your Avoidance 
by +1; you can also have a walking pace greater than 5. (Already 
included) 

Origin features Origin features 

Origin Foundation Feature:
Divine Blood, Divine Power: Once per Issue, when you fail a 
d20 roll, you may declare you foresaw this outcome and reroll the 
die. You must accept the new result.
Origin Foundation Limitations:
Divine Power Limits: After character creation, at least half of 
your powers must be Inborn Powers, with all other powers being 
tied to one supernatural object. You can only gain new inborn 
powers through mastering emulated powers based on your exist-
ing inborn powers.
Later, with Editor-in-Chief’s permission, you may acquire new 
powers, but none of them can be Inborn powers; they must be 
made available through technology, supernatural, or some other 
external source. Of course, certain story-based events tied to 
your Demigod’s mythological theme may allow you to gain new 
inborn powers. 



Personality FlawsPersonality Flaws
ImpatientImpatient
You can’t stand sitting around and making plans; the zombies 
are everywhere and they’re closing in all the time! You want to 
act and act now! Unfortunately, your impatience often leads you 
into danger with no preparation.

Lone WolfLone Wolf
While you understand the concept of safety in numbers, you just 
don’t work well with a group. Someone is always holding you 
back or supporting a clearly inferior course of action. You’d just 
rather be on your own, taking support only when you need it.

Villainous PastVillainous Past
You were a rather public and sinister super villain before the 
Z-Bomb and you can’t shake your reputation. You are treated 
poorly, constantly watched, and always the first suspect when-
ever something bad happens that doesn’t involve zombies.
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