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STUNTMAN

SCARE SHEET: STUNTMAN

HISTORY
Jamal Norwood grows up in Inglewood, California, the son of 
famous pro athlete Big Bill Norwood. He’s a jock as a young-
ster and wants to follow in his father’s footsteps. He has good 
skills, excellent speed, and world-class eye-hand coordination, 
but he lacks size, topping out at 5’10” and 160 pounds.

When he realizes he can’t make it as an athlete, Norwood 
goes to the University of Southern California determined 
to make it as an intellectual, but his card turns (fortunately) 
while he was performing a stunt for a student film. Instead of 
falling to his death he discovers he’s essentially invulnerable. 
He uses this talent to get into professional film work, but is 
usually relegated to the stunt side of the acting arena. He can 
make a decent living doing this sort of thing, but it’s not what 
Norwood wants.

He signs up for the first season of American Hero, and, owing 
to a particular set of circumstances (including Curveball, 
the favored contestant, dropping out), wins it. But even that 

triumph is a hollow. Early in the contest he took unfair advan-
tage of Wally Gunderson (Rustbelt), making it appear that 
Rustbelt was a racist, prejudiced against the African-American 
Stuntman. The scene was edited out of the episode as aired, 
but after that, it was hard for white contestants to vote Jamal 
off the show for fear of being labeled racists.

The show’s prize money, while quite substantial, doesn’t seem 
to go as far as Stuntman thought it would, what with taxes, 
agent fees, etc., and his father remains singularly unimpressed 
with his achievement. Norwood returns to Hollywood only to 
be offered the same old unsatisfying jobs of doubling for Will 
Smith and Denzel Washington.

Again, Norwood feels like a failure and switches careers. 
Entering government service, he becomes a SCARE operative. 
Though he wraps himself in cynicism and a snarky attitude, 
he has the good fortune to work for Billy Ray, a guy who 
doesn’t care too much if you’re cynical and snarky, as long 
as you have the right stuff. He gives Stuntman the opportu-
nity to showcase his talents (both wild card and mundane), 

Sir,

I have no firsthand knowledge of Norwood’s time as a contestant on the first season of American 
Hero, though I’ve heard he took unfair advantage of other contestants to ultimately win the contest. 
I am in no position to evaluate the truth of these widely circulated rumors, but in my personal 
experience he has always been upright and honest, if at times a little too cynical for one so young. 
Perhaps the time he spent working in Hollywood is to blame for that.

As you know, I’ve been partnered with Operative Norwood on several assignments. I’ve always found 
him prompt, hardworking, efficient, and very clean of speech, except for his habit of referring to me as 
“Sheba,” which in my mind almost negates his non-use of blasphemy.

Otherwise, he is an exemplary agent and should go very far in this organization.

Love,

Bathsheba Ray

SCARE operative
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and he distinguishes himself when he takes down the Racist, 
a particular virulent and dangerous criminal ace who annoys 
Stuntman with his racial taunts.

Norwood is just a novice in the operative business, but this 
time he might go far.

PERSONALITY
Norwood has an inferiority complex because he can’t 
match his father Big Bill Norwood, a famous pro ath-
lete, in athletic endeavors or even win his approval. 

Big Bill’s dismissive attitude toward his son doesn’t 
help. Jamal pursued an acting career, but found himself mostly 

POWERS
Bounceback: Immortality 5 (1 day), Regeneration 1, Persistent 

• 12 points

SKILLS 
Acrobatics 4 (+6), Athletics 4 (+6), Close Combat: Unarmed 
2 (+5), Deception 2 (+2), Insight 2 (+2), Investigation 2 (+2), 
Perception 2 (+2), Ranged Combat: Guns 2 (+3), Stealth 3 (+5), 
Treatment 3 (+3)

STUNTMAN	 POWER LEVEL 5
STRENGTH STAMINA AGILITY DEXTERITY FIGHTING INTELLECT AWARENESS PRESENCE

2 3 2 1 3 0 0 0

ADVANTAGES 
All-out Attack, Defensive Roll, Equipment 2 (SCARE assigned), 
Great Endurance, Move-by Action

OFFENSE 

INITIATIVE +2
Unarmed +5 Close, Damage 2

DEFENSE 

Dodge 6 Fortitude 6
Parry 6 Toughness 4/3*
Will 4 *Without Defensive Roll.

COMPLICATIONS 
Motivation—Self-Interest then Doing Good: During the first 
season of American Hero Jamal is in it for himself, and thinks 
everybody else is too. Afterwards, he seems to become more 
enlightened: still cynical and angry, but apparently working on it.

Loss of Control: When Stuntman is regenerating from damage 
suffered he can lose control of his mind and body, experiencing 
hallucinations and fevered dreams, falling into a restless sleep, 
having thrashing convulsions, and eventually waking up dehy-
drated and ravenously hungry.

Prejudice: As a light-skinned African-American, Jamal 
Norwood has experienced prejudice from both directions. He’s 
become preoccupied with it, and not only does he have unrec-
ognized prejudices of his own, but he’s willing to use race for 
his own advantage.

Abilities 22 + Powers 12 + Advantages 6 + Skills 13 + Defenses 
14 = 67
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ries, but can distance himself from the discomfort, even 
continuing to run with a pulled muscle. If he suffers any 
greater damage (such as broken bones, or cuts penetrating 
to muscle or severing arteries), his regenerative ability kicks 
in, healing those injuries (as well as any minor damage not 
healed by normal processes) in anywhere from a few min-
utes to twenty-four hours. Norwood calls his regenerative 
process bounceback.

ALLIES
Stuntman had a number of friends and supporters among the 
American Hero contestants, but when Rustbelt revealed the 
way he had manipulated them, the friendships melted away. 
Jamal has a better relationship with his SCARE co-workers.

ENEMIES
Stuntman has annoyed any number of people in his career, but 
none enough to be considered his enemy. If anyone has cause 
to be upset with him it’s Rustbelt, and while Rusty’s anger 
led him to clank off the American Hero set and onto a plane 
bound for Egypt and true heroism, his current attitude toward 
Jamal isn’t known.

Name: Jamal Norwood WC Name: Stuntman
Occupation: Hollywood stuntman, reality TV show 

contestant, failed actor, SCARE operative
Base: As an actor, Hollywood, California; as a SCARE 

operative, Washington D.C.
WC Status: Ace Ethnicity: African-American

doubling for famous actors, which again fueled his feelings of 
inferiority.

Cool and calculating, he’s willing to do whatever it takes 
to win, but even winning American Hero didn’t get him the 
money, movie roles, or parental approval he’d sought, leading 
to pervasive cynicism.

Since joining SCARE, Norwood seems to have turned over a 
new leaf, but it remains to be seen whether he’s been truly con-
verted to do-gooder or if he’s just working some new angle.

POWERS & ABILITIES
Stuntman has a lean athletic physique but no superhuman 
physical capabilities. He has a high pain threshold: He 
feels the pain of bruises, shallow cuts, or other minor inju-
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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 
(“Wizards”). 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 material 
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 
reproduce, 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 prod-
uct line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, con-
cepts, 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, crea-
tures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark 
or registered 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 Contributor to identify itself or its products or the asso-
ciated 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 Material 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 

License 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 Content 
You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing 
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 rep-
resent 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 Agreement 
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 
retain 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 

Contributor unless You have written permission from the 
Contributor 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 automatically 
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 sub-
licenses 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 #13: Stuntman, 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 
material in no way constitute a challenge to the respective copyright 

holders of that material. Mutants & Masterminds, Super-powered by 
M&M, Green Ronin, and their associated logos are trademarks of 
Green Ronin Publishing, LLC.
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