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Trusted Sidekick

Introduction

- DRIMAN

So there I was, standing outside with
the car in my chauffeur uniform
while the Scarlet Avenger was inside
the warehouse across the street,
doubtless teaching the cretins inside
a lesson or two about kidnapping the
mayor’s daughter. I'd asked to join
her, but she insisted that I remain with
the car running just in case things
went badly. I've served the Scarlet
Avenger long enough to know that
was a distinct possibility.

My ears perked up as another sedan pulled
up near the warehouse. Two ruffians emerged
and 1 feared that might complicate things
a bit for the Scarlet Avenger. I put out my
pipe and crossed the street, doing my best to
appear confused.

“Excuse me, gentlemen,” I asked in the
Queen’s English, “could you direct me to the
Parkview Hotel on Broad Street? [ seem to
have gotten rather lost!”

The ruffian closest to me wasn’t amused. He
made a fist. “Scram, limey. We ain’t got time
for foreigners who can’t read directions!”

“My apologies.” I bowed politely and then
followed it with a right cross to his jaw. As
he crumbled, his friend put his hand inside
his jacket, reaching for his pistol. I jumped
over his companion and punched him square
in the nose. His gun fell out of his limp hand
right before he did.

I smiled in satisfaction. ~ Whoever said
Queensbury rules couldn’t have practical
applications? My celebrationwas interrupted
by the sound of shattered glass as a third
ruffian violently exited a third story window.
I guess the Scarlet Avenger was having a
little fun as well.




This issue of Modern Dispatch features an
exclusive pulp-genre Advanced Class -- The
Trusted Sidekick.

The Pulp Genre is full of Trusted Sidekicks,
men and women who aid the central hero
in completing his adventures.  Trusted
Sidekicks are the butlers, chauffeurs, pilots,
and wards of the main hero. They often have
abilities helpful to the central hero in his
adventures. Kato, the Green Hornet’s driver-
Trusted Sidekick, was an incredible martial
artist. Magersfontein Lugg, British detective
Albert Campion’s manservant, was a street
tough former burglar. Lothar, Mandrake
the Magician’s best friend, is considered the
strongest man in the world. Many of these
sidekicks were foreign-born, adding an exotic
element to the Trusted Sidekick.

This Advanced Class treats the Trusted
Sidekick as an unassuming employee of
another PC (such as the Man of Mystery,
Mesmerist, or Paragon, all available from
Adamant Entertainment) who is also a
capable fighter and assistant.

To qualify to become a Trusted Sidekick, a
character must fulfill the following criteria:

Base Attack Bonus: +3

Skills: Bluff (6 ranks), Diplomacy (6 ranks)
Feat: Personal Firearms Proficiency

Class Information

Hit Die: The Trusted Sidekick gains 1d10 hit
points per level. The character’s Constitution
modifier applies.

Action Points: The Trusted Sidekick gains a
number of action points equal to 6 + one-half
his character level, rounded down, every time
she achieves a new level in this class.
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Class Skills: The Trusted Sidekick’s class
skills are as follows: Balance (Dex), Bluff
(Cha), Diplomacy (Cha), Drive (Dex),
Gather Information (Cha), Knowledge
(current events, popular culture) (Int), Listen
(Wis), Move Silently (Dex), Navigate (Int),
Pilot (Dex), Profession (Wis), Read/Write
Language, Sense Motive (Wis), Speak
Language, Spot (Wis), Tumble (Dex).

Skill Points at Each Level: 6 + Int Modifier

Level BAB Fort Ref Will Special Def Reputation
1 1 0 2 1 Dedication, Martial Prowess, Unassuming 1 0
2 2 0 3 2 Patch Up, Transporter 2 0
3 3 1 3 2 Keeping Current, Retrace Steps 2 0
4 3 1 4 2 Martial Prowess, Clean Sweep 3 0
5 4 1 4 3 Transporter, Toughness 4 1
6 5 2 5 3 Fearless, Harm's Way 4 1
7 6 2 5 4 Martial Prowess, Nick of Time 5 1
8 6 2 6 4 Transporter, Toughness 6 1
9 7 3 6 4 Defensive Strike 6 2
10 8 3 7 5 Martial Prowess, Ultimate Sacrifice 7 2
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Dedication: The Trusted Sidekick must
select one appropriate character (usually
a player character (PC), although at the
Game Master’s (GM’s) discretion, a non-
player character (NPC) may be chosen. This
becomes the Trusted Sidekick’s “Designated
Hero.” Many of the Trusted Sidekick’s
abilities are tied to the Designated Hero.

Martial Prowess: The Trusted Sidekick

Unassuming: The Trusted Sidekick allows
his friend to take the spotlight. As a result,
others tend to underestimate the sidekick. He
gets the feat of the same name for free.

Patch Up: The Trusted Sidekick is used to
patching up the Designated Hero without
compromising his identity by going to a
hospital. At 2" level, the Trusted Sidekick
receives a +4 to Treat Injury checks (which
only applies when treating the Designated
Hero) and the Surgery feat.
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Transporter: The Trusted Sidekick is often
relied upon to get the Designated Hero in
and out of danger. At 2" level, the Trusted
Sidekick receives a +2 to Drive and Pilot
checks (this may stack with the Vehicle
Expert feat). He may also choose a feat from
the following list, and gains an additional feat
at 5™ and 8" level:

Aircraft Operation, Drive-By Attack, Force
Stop, Surface Vehicle Operation, Vehicle
Dodge

is competent in the martial arts (whether
fencing, fisticuffs, or judo). He gains one
feat from the list below, and a new feat
at 4" 7% and 10" level. He selects from
the following feats (prerequisites must be
met):

Advanced Combat Martial Arts, Agile
Riposte, Archaic Weapons Proficiency,
Brawl, Combat Expertise, Combat Martial
Arts, Combat Reflexes, Combat Throw,
Improved Brawl, Improved Combat
Martial Arts, Improved Combat Throw,
Improved Disarm, Improved Feint,
Improved Knockout Punch, Improved
Trip, Knockout Punch, Mobility,
Sidestep*, Streetfighting, Toughness,
Weapon Finesse, Weapon Focus.

*Sidestep is described in Thrilling Tales:
Advanced Class: Boxer by Adamant

Entertainment.

Keeping Current: While the Designated
Herokeepsaneye on criminal masterminds,
the Trusted Sidekick remains grounded
in the intricacies of the real world. At
3 Jevel, the Trusted Sidekick receives
a +2 to Knowledge (current events) and
Knowledge (popular culture) checks.

Retrace Steps: At third level, the Trusted
Sidekick has the ability to understand how
the Designated Hero thinks and follow
in his footsteps. This ability can become
very important if the Designated Hero
is captured or otherwise detained. By
using a Gather Information check at DC
25 (he may take 10 or 20), the Trusted
Sidekick can collect all clues uncovered
by the Designated Hero and determine
the last spot where the Designated Hero
went under his own power, as well as any
unresolved leads.

GRUSGED SillBRiCK foge 3



This class feature does not give the Trusted
Sidekick the ability to follow the Designated
Hero’s captors and locate where the
Designated Hero is being kept. Once the
Trusted Sidekick has determined where the
Designated Hero stopped his investigations,
he must rely on other skills, abilities, and
allies to follow his trail. Also, it is up to the
GM to determine how long it takes a Trusted
Sidekick to retrace steps.

Clean Sweep: Starting at4"level, the Trusted
Sidekick may clear an area of evidence that
would implicate him or the Designated Hero.
If someone uses Investigate to search for
evidence, they receive a DC modifier equal
to the Trusted Sidekick’s class level.

Toughness: The Trusted Sidekick receives
the Toughness feat at 5" level and again at
8™ level.

Fearless: At 6™ level, the Trusted Sidekick
gains a +4 morale bonus on Will saves to
resist fear effects and on level checks to
oppose Intimidate checks.

Harm’s Way: Starting at 6™ level, once per
round, the Trusted Sidekick can subject him or
herself to the attack in the Designated Hero’s
stead. If the attack hits the Trusted Sidekick,
he or her takes damage normally. If it misses,
it also misses the Designated Hero.

The Trusted Sidekick must declare his or her

intention to place him or herself in harm’s
way before the attack roll is made.

Nick of Time: At 7™ level, the Trusted
Sidekick has the uncanny ability to arrive
when the Designated Hero needs him most.
By spending an action point, the Trusted
Sidekick can arrive while there is still time
to rescue the Designated Hero. With each
additional action point, the Trusted Sidekick
may bring along another Hero or Ordinary to
help.

The GM must determine the exact details
and placement of the Trusted Sidekick. If it
was impossible to reach the location without
dealing with security, this class feature
assumes the Trusted Sidekick overcame it.
The Trusted Sidekick will also make intuitive
leaps of logic to learn the location of the
Designated Hero.

Defensive Strike: At9thlevel, if an opponent
makes a melee attack against the Trusted
Sidekick or the Designated Hero and misses
while the Trusted Sidekick is using the total
defense option, the Trusted Sidekick can
attack that opponent on his or her next turn
(as an attack action) with a +4 bonus on his
or her attack roll. The Trusted Sidekick gains
no bonus against an opponent who doesn’t
attack the Trusted Sidekick or the Designated
Hero or against an opponent who makes a
successful attack.
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Ultimate Sacrifice: When all hope is lost,
the Trusted Sidekick can sacrifice his own
life for the Designated Hero. By spending
an action point, the Trusted Sidekick may
substitute himself into a situation where the
Designated Hero’s life is in danger. If both
are in danger, the Trusted Sidekick can ensure
that only he receives the damage (by pushing
the Designated Hero out of the way, cutting
him free over the acid pit and throwing him
to safety, etc.).

It is likely that the Trusted Sidekick will
only get to use this power once. At the
GM’s discretion, he may reward the Trusted
Sidekick’s player by allowing him to bring in
a replacement character at the same level.

Unassuming

For some reason, people tend to underestimate
you. Reasons could include a thick accent,
foreign appearance, profession, shyness, or
extreme politeness. As a result, people tend
not to question your assertions or motives.

Benefit: You get a +2 to Bluff and Diplomacy
checks.
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OPEN GAME 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,
correction, 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, procedures, 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, thematic elements, dialogue,
incidents, language, artwork, symbols, 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 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 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 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 distributed 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.
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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
holder’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 distribute 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 comply 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 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.

Modern System Reference Document Copyright 2002, Wizards of the Coast,
Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based
on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker,
Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

System Reference Document Copyright 2000-2004, Wizards of the Coast,
Inc.: Authors Jonathan Tweet, Monte Cook, Skip Williams, Bruce R.
Cordell, based on original material by E. Gary Gygax and Dave Arneson.

Modern Dispatch #94 2006, Adamant Entertainment; Author Walt
Ciechanowski

OPEN GAMING CONTENT

Designation of Product Identity: The following terms are designated as
product identity as outline in section 1(a) of the Open Gaming License:
Modern Dispatch and related trade dress, Thrilling Tales and related trade
dress.

Designation of Open Gaming Content: The entirety of Modern Dispatch
#94, except for terms defined as product identity above. is designated as
open gaming content.




