The setting: Captain America finds himself in one of the many dark alleys found in any borough of New York City, where Batroc waits in hopes of topping his American rival.  Batroc steps out of the shadows, face to face with Cap.

“I’ve finally caught up with you, Captaine!  Time for le American panty-waist to go down, no?” - Batroc

“The only one who goes down around here is you, Batroc.  Get a little closer so I can show you how I really feel about you.” - Captain America

Captain America and Batroc begin combat adjacent to each other.  Initiative is rolled between Captain America (CA) and Batroc (BC).

CA Initiative: [(d20=8)+(Intuit=+5)+(MA-E=+2)]= 15 total

BC Initiative: [(d20=11)+(Intuit=+2)]= 13 total

· CA wins Initiative, and BC is flatfooted until he acts on his initiative.

Round 1

“Put down the cereal bowl and fight like a man.” - Batroc

CA = Declares one action.

Action 1 – Called Shot with shield for critical effect [(d20=19)+(Str=+2)+(SQ=+3)+(ComL=+2)+(CallShot=-8)]= 18 total



BC = Spend Karma to Dodge [(d20=15)+(Acro=+1)+(K=+2)]= 18 total

BC was flatfooted during this attack by CA.

· BC has 6-2 = 4 Karma points left.

Batroc laughs “Nice swing, Captaine.  Your shiny whites will clean the bottom of my boots.”

BC = Declares two actions.

BC is no longer flatfooted.

Action 1 – Leaping kick [(d20=18)+(Str=+1)+(MA-B=+1)+(MulAttk=-2)]= 18 total



CA = Blocks w/ Shield [(d20=14)+(Str or Agl=+6)+(SQ=+3)+(ComL=+2)]= 25 total

CA made a successful defensive maneuver against a lower Combat Level and now may make one Counterattack.\

 “You’ll have to do better than that Batroc.” – Captain America



CA = Counterattacks w/ Shield [(d20=17)+(Str=+2)+(SQ=+3)+(ComL=+2)+(CAttk=-4)]= 20 total



BC = Dodges [(d20=15)+(Agl=+4)+(Acro=+1)+(MulAttk=-2)]= 18 total

· CA deals 30 points of damage to BC; [BC VP: 110 – 30 = 80]

“Dodge my Kick-Around-The-House!” – Batroc

Action 2 – Roundhouse kick [(d20=11)+(Str=+1)+(MA-B=+1)+(MulAttk=-2)]= 11 total



CA = Dodges [(d20=15)+(Agl=+6)+(ComL=+2)]= 23 total

End of Round 1.

Round 2

“We’re going to find out what you’re really made of, Batroc.” – Captain America

CA = Declares three actions.


Action 1 – Swings shield [(d20=20)+(Str=+2)+(SQ=+3)+(ComL=+2)+(MulAttk=-3)]= 24 total



BC = Spends Karma to Dodge [(d20=19)+(Agl=+4)+(Acro=+1)+(K=+2)+(MulAttk=-2)]= 24 total

· BC has 4-2 = 2 Karma points left.

“Is that sweat?” – Captain America


Action 2 – Kicks [(d20=13)+(Str=+2)+(MA-B=+1)+(ComL=+2)+(MulAttk=-4)]= 14 total



BC = Dodges [(d20=4)+(Agl=+4)+(Acro=+1)+(MulAttk=-2)]= 7 total

· CA deals 20 points of damage to BC; [BC VP: 80 – 20 = 60]

Captain America boasts - “I’m sorry, did I kick you?”


Action 3 – Swings Shield [(d20=15)+(Str=+2)+(SQ=+3)+(ComL=+2)+(MulAttk=-5)]= 17 total



BC = Gives [(d20=14)+(Agl=+4)+(MulAttk=-2)]= 16 total

BC performs a successful Give attempt, reducing the damage inflicted by half.

· CA deals 15 points of damage to BC; [BC VP: 60 – 15 = 45]

Uncertainty and doubt passes over Batroc’s face.

BC = Declares one action.


Action 1 – Spends last 2 Karma to kick [(d20=17)+(Str=+1)+(MA-B=+1)+(K=+2)]= 21 total



CA = Dodges [(d20=12)+(Agl=+6)+(ComL=+2)+(MulAttk=-3)]= 17 total

· BC deals 20 points of damage to CA; [CA VP: 120 – 20 = 100]

· BC has 2-2 = 0 Karma points left.

Round 3

“Not bad, but I’m guessing you haven’t anything left.” – Captain America

CA = Declares two actions.

Action 1 – Spends 5 Karma to swing shield [(d20=6)+(Str=+2)+(SQ=+3)+(ComL=+2)+(K=+5)+(MulAttk=-2)]= 16 total

· CA has 16-5 = 11 Karma points left.

BC = Dodges [(d20=15)+(Agl=+4)+(Acro=+1)]= 20 total

Action 2 – Spends 5 Karma to swing shield [(d20=17)+(Str=+2)+(SQ=+3)+(ComL=+2)+(K=+5)+(MulAttk=-2)]= 27 total

· CA has 11-5 = 6 Karma points left.

BC = Dodges [(d20=6)+(Agl=+4)+(Acro=+1)]= 11 total

CA scores a Blunt critical on BC since BC failed his defensive maneuver by more than 10.
· CA rolls on the appropriate Critical table and gets a [6] for double damage.  CA deals 60 points of damage to BC; [BC VP: 45 – 60 = 0, remainder 15; BC WP = 20-15 = 5]

BC VP = 0; he is Clobbered and must succeed at an Endurance Ability check DC 10 or be stunned 2d6 rounds.  BC rolls a [5], adds that to his Endurance Ability Rank number +2 for a total of 7.  When a character becomes Stunned for longer than 1 round, usually this is a good time to conclude the character KO’d.  Batroc losses another not-so-close battle to his nemesis.
Glossary

Note that definitions are defined in greater detail in the Marvel Superheroes Adventure Book.

Intuit – Intuition (One of 7 Primary Abilities that measures awareness.)

MA-B – Martial Arts B (One of 5 Martial Arts Talents that specializes in unarmed melee combat.)

MA-E – Martial Arts E (One of 5 Martial Arts Talents that specializes in sudden strikes.)

VP – Vitality Points (A measure of how much punishment a character can take.)

WP – Wound Points (A measure of how much actual damage a character can take before potentially dying.)

CAttk – Counterattack (An attack made by the defender when he makes a successful defensive maneuver against the first attack of an attacker with less combat levels.)

MulAttk – Multiple Attack Penalty assessed during multiple actions that reduce overall effectiveness of actions - carried over until the next round.

Flatfooted – A condition that denies defenders their Agility (or other Primary Ability) bonus until the character acts on their initiative order.

Str – Strength (One of 7 Primary Abilities that measures physical strength.)

SQ – Special Quality (One of the Special Abilities that vary from character to character.)

ComL – Combat Level (One of the Secondary Abilities that measure combat skill.  Combat Levels are compared during a fight; the character with the higher Combat Level enjoys a bonus to hit, dodge (in some cases), and may counterattack.)

ScaleMod – Penalties (or Bonuses) taken during Ability checks for circumstances or tasks that are considered to be much more difficult or much easier in comparison to the characters relative Ability.

CallShot – Called Shot (An advanced combat maneuver detailed in the Marvel Superheroes Adventure Book.)

Acro – Acrobatics (A Talent that grants a bonus to Dodge.)

K – Karma (Points that may be spent to influence die rolls.)
