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SCARE Sheet: Curveball

History
Kate Brandt is the good-looking girl-next-door type. She 
has a trim athletic figure and long blonde hair she usually 
wears in a ponytail under a baseball cap. She’s energetic, 
friendly, and relates well to people. She lost her dream of 
a life in professional sports as a softball/baseball pitcher 
when her card turned, and so turned her sights in another 
direction.
Kate is only nineteen during the first season of American 
Hero. Her best friend among the contestants is Ana Cortez 
(Earth Witch). She’s initially attracted to Michael Vogali 
(Drummer Boy), but his blatant dalliances with other 
attractive female contestants turns Kate away from him. 
She gets close to John Fortune, but his sudden departure 
from the show interrupts their growing relationship.
As the first season of American Hero approaches its climax, 
Brandt is one of the last three remaining contestants, along 

with Rosa Loteria and Jamal Norwood (Stuntman). While 
watching television with a number of the Hero discards, 
Kate sees the story of Fortune, Bugsy, and Lohengrin’s 
attempt to save the joker population of Egypt, but before the 
story can fully sink in the big showdown between the final 
Hero contestants is at hand. The fate of the final contestants 
will be decided by a vote of those already eliminated from 
the show in an open ballot.
The voting progresses to Rustbelt’s turn. He’s been touched 
by the terrible fate of the Egyptian jokers and has become 
increasingly disenchanted with the show. He casts his 
vote against Stuntman, reveals the truth of the interaction 
between them that got Rusty unfairly branded a racist, then 
walks out of the studio. Simoon, with whom Rusty had had 
a quiet conversation just prior to the voting, suggests that 
he might be headed to Egypt.
And he is, although he has no real idea how to do it. As 
he packs his meager belongings, Rusty looks up to dis-

Sir,

Kate Brandt (aka Curveball) is a potent ace whose potential should not be over-looked simply because she’s an attractive 
young woman. I say this with insight I gained when she was my chief rival on the first season of American Hero.

She was still a viable contestant on the show when she decided to give up any chance of winning and go to Egypt to 
help John Fortune save the Egyptian jokers from the fundamentalist regime that had recently come to power. Needless 
to say, Brandt put her life on the line—and gave up the opportunity for a secure economic future—for her ideals.

Still a Committee operative, she’s proven herself steadfast in battle, and although she possesses a hot temper, she 
usually manages to contain it. She follows orders well and understands the concept of teamwork. Much like her friend, 
Ana Cortez (aka Earth Witch), Brandt would make a useful SCARE operative if someone could pry her away from her 
United Nations entanglements. Her current estrangement from both John Fortune and Michael Vogali (aka Drummer 
Boy) and her leave of absence from the Committee makes this an ideal time to recruit her if sufficient inducements 
could be conceived.

Sincerely,

Jamal Norwood
SCARE operative
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cover a group of Hero contestants crowding his doorway. 
Simoon, Holy Roller, Earth Witch, Hardhat, King Cobalt, 
and Bubbles have all decided to join him. They head off 
to the airport, where Kate, despite having won a respite 
(Rosa Loteria was voted off the show), meets them. A stu-
dio executive arrives and tries her to talk her out of leaving, 
practically guaranteeing she’ll win the show (and the mil-
lion-dollar grand prize). She turns her back on him 
and the show and joins her comrades on the flight 
to Egypt.
Kate and the others arrive in time for the first 
Battle of Aswan. The situation is desperate 
for the Egyptian jokers. Fortune has been 
worn down to a shadow of himself. Despite 
the presence of the Egyptian ace Sekhmet in 
Fortune’s mind, the relationship between 
Fortune and Kate blooms—though things 
became even more complicated between 
the two Aswan battles when Drummer Boy 
shows up.
Brandt stays by Fortune’s side despite Drummer 
Boy’s pleading. She doesn’t, can’t trust him emo-
tionally. But there is little time in an active war 
zone for personal entanglements. They’ve already 
beaten the Egyptian Army (losing King Cobalt 
in the process), but now the Army of the 
Caliphate—and the Righteous Djinn, one 
of the most powerful aces in the world—has 
arrived. They finally defeat their opponents 
after two more pitched battles (with Hardhat, 
Simoon and the Djinn dying).
After the Egyptian success, Brandt joins the 
nascent Committee, sponsored by the United 
Nations and led by John Fortune. She goes on 
various assignments, including one with Ana 
Cortez to Ecuador where they save a number 
of victims from terrible floods and mud-
slides. The two young women remain close 
friends and share a small apartment on the 
Lower East Side, which they rarely get to 
use because they’re usually off globe-trot-
ting on behalf of the Committee.
Kate’s next big assignment is the occu-
pation of the oil fields and pumping 
facilities in Iraq, Kuwait, and the 
Persian Gulf, with Lohengrin and 
Drummer Boy (who talks his way onto 
the project when he discovers she’s 

being sent there). She saves Lohengrin’s life when he 
gets knocked out and loses his ghost armor, but is 

wounded in the process. The constant pressure 
of their work unravels her relationship with 
John Fortune. Drummer Boy’s constant atten-

tions don’t help.
When Drummer Boy snaps at the 
news conference set up to announce 
the re-opening of the oil fields, Kate 
(and the rest of the Committee) sides 
with Fortune after Drummer Boy 

attacks him. But she finds she can no 
longer maintain a relationship with 

Fortune and breaks up with him. She also 
decides to take a leave of absence from the 

Committee, returning to school but keeping 
in touch with some of her former comrades.

Personality
As an athlete, Kate learned to push herself, con-
stantly trying to be the best she could be and then 
be a little bit better. She doesn’t understand why 
other people don’t feel the same way about their 

talents. She has a quick temper but she can usually 
rein it back in just as quickly.

Powers & Abilities
Curveball’s ace allows her to telekinetically control the 
flight of anything she throws, enabling it to increase its 

velocity, veer around obstacles, and detonate on impact 
with a force she determines by charging the object with 
energy before throwing. Her usual throwing style is the 
underhand snap delivery of a softball pitcher. There 

doesn’t seem to be any appreciable difference in range 
or speed when she throws asymmetrical objects 

like chunks of broken pavement, but she prefers 
to throw marbles, baseballs, or carefully col-

lected rounded pebbles.
Her good looks, athletic form, and ease when 
dealing with people don’t hurt either.

Name: Kate Brandt WC Name: Curveball
Occupation: College student WC Status: Ace
Base: Originally Portland, 

Oregon; on New York City’s 
Lower East Side when with 
the Committee

Ethnicity:  
Caucasian
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Allies
Everybody on the Committee and most of the other aces 
she competed against on American Hero would be will-
ing to fight alongside her again. Ana Cortez is her closest 
friend on the Committee. John Fortune was her lover for 

a time, and Drummer Boy would be more than willing to 
take his place.

Enemies
Curveball doesn’t really have any enemies, although John 
Fortune and Drummer Boy are certainly torn up about her.

POWERS
Curveballs: Ranged Damage 10, Homing 2, Indirect: fixed 

point, directed away, AE: Ranged Burst Area Damage 7, 
Homing, Indirect: fixed point, directed away; Enhanced Ad-
vantages 3 (Precise Attack (Ranged, Cover and Concealment), 
Quick Draw) • 27 points

SKILLS 
Athletics 6 (+8), Expertise: Sports 5 (+5), Insight 4 (+5), Intim-
idation 3 (+5), Perception 5 (+6), Persuasion 4 (+6), Ranged 
Combat: Throwing 3 (+6), Sleight of Hand 2 (+5)

Advantages 
Inspire, Move-by Action, Precise Attack 2 (Ranged, Cover and 
Concealment), Quick Draw

Offense 

Initiative +2
Curveball +6 Ranged, Damage 10, Homing 2
Curveball Blast — Close, Burst Area Damage 7
Unarmed +3 Close, Damage 2

Curveball	 Power Level 8
Strength Stamina Agility DEXterity Fighting INTellect AWareness PREsence

2 2 2 3 3 0 1 2

DEFENSE 

Dodge 7 Fortitude 5
Parry 6 Toughness 2
Will 6

Complications 
Fame: As the most popular and photogenic contestant from the 
first season of American Hero, Kate is constantly dogged by the 
press.

Motivation—Doing Good: While originally Kate was motivat-
ed by a desire for fame (first in professional sports and then on 
American Hero), exposure to the evils of the world has trig-
gered a desire in her to combat it.

Power Loss: If Curveball’s throwing arm (right) is restrained 
or damaged, she is powerless, even if her left arm is unharmed. 
She also needs something to throw in order to use her power; 
without a projectile, it’s useless.

Abilities 30 + Powers 27 + Advantages 2 + Skills 16 + Defenses 
16 = 91
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Credits & License

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, 

Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wiz-
ards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright 
and/or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted materi-
al including derivative works and translations (including into 
other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to re-
produce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” 
means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product 
Identity. (e) “Product Identity” means product and product 
line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or reg-
istered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f) “Trademark” means the logos, 
names, mark, sign, motto, designs that are used by a Contrib-
utor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) 
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Ma-
terial of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that 
you Use. No terms may be added to or subtracted from this Li-

cense except as described by the License itself. No other terms 
or conditions may be applied to any Open Game Content dis-
tributed using this License.

3. Offer and Acceptance: By Using the Open Game Con-
tent You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agree-
ing to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed 
by this License.

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright hold-
er’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agree-
ment with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co-adaptability with 
any Trademark or Registered Trademark in conjunction with 
a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall re-
tain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content 
You must clearly indicate which portions of the work that you 
are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distrib-
ute any Open Game Content originally distributed under any 
version of this License.

10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game Content You 
Distribute.

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any Con-

tributor unless You have written permission from the Contrib-
utor to do so.

12. Inability to Comply: If it is impossible for You to com-
ply with any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open 
Game Material so affected.

13. Termination: This License will terminate automatical-
ly if You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the breach. 
All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the 

Coast, Inc. 
System Reference Document, Copyright 2000, Wizards of the 

Coast, Inc., Authors Jonathan Tweet, Monte Cook, Skip 
Williams, based on original material by E. Gary Gygax 
and Dave Arneson. 

Modern System Reference Document, Copyright 2002-2004, 
Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff 
Grubb, Rich Redman, Charles Ryan, Eric Cagle, David 
Noonan, Stan!, Christopher Perkins, Rodney Thompson, 
and JD Wiker, based on material by Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, Peter 
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and 
JD Wiker. 

Mutants & Masterminds, Copyright 2002, Green Ronin 
Publishing; Author Steve Kenson. 

Advanced Player’s Manual, Copyright 2005, Green Ronin 
Publishing, LLC; Author Skip Williams. 

Silver Age Sentinels d20, Copyright 2002, Guardians of Order, 
Inc.; Authors Stephen Kenson, Mark C. Mackinnon, Jeff 
Mackintosh, Jesse Scoble. 

Mutants & Masterminds, Second Edition, Copyright 2005, 
Green Ronin Publishing, LLC; Author Steve Kenson. 

DC Adventures Hero’s Handbook, Copyright 2010, Green 
Ronin Publishing, LLC; Author Steve Kenson. 

Mutants & Masterminds Hero’s Handbook, Copyright 2011, 
Green Ronin Publishing, LLC; Author Steve Kenson.

Wild Cards Campaign Setting, Copyright 2008, Green Ronin 
Publishing; Authors John Jos. Miller and Steve Kenson.

Wildcards SCARE Sheet #3: Curveball, Copyright 2013, Green 
Ronin Publishing; Authors John Jos. Miller and Steve 
Kenson.
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Publishing, LLC. All rights reserved. References to other copyrighted 
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M&M, Green Ronin, and their associated logos are trademarks of 
Green Ronin Publishing, LLC.
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material not previously declared Product Identity.

Green Ronin Publishing
3815 S. Othello St., Suite 100 #304
Seattle, WA 98118
Email: custserv@greenronin.com
Web Sites: www.greenronin.com
www.mutantsandmasterminds.com


